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PED®EPAT

[TosicHIOBaJIbHA 3amKMCKa /10 BHIYCKHOI KBajidikariiiHoi pobotu OakamaBpa
MICTUTh 82 CTOPIHKH JAPYKOBAHOTO TEKCTy. Y poOoti HaBedeHo 20 imocTpariid, 6
Tabmuib Ta 41 cropinky noaarkiB. CHHUCOK BHUKOPUCTAHUX JDKepesl Hamuye 32
HalMEHYBaHH.

Meroro poboTu € po3poOka mporpamMHOTO 3abesmeueHHs 2D-rpu xaHpy
Metroidvania «Fiat Lux» i3 3acTocyBaHHSAM MOJIYJbHOI apXiTEKTypH, CIA0KO
3B’A3aHMUX MIJICUCTEM Ta BIACHUX 1HXEHEPHUX PIIICHb, [0 MIHIMI3YIOTh 3aJIC)KHICTh
BiJl BOY/IOBaHUX BUCOKOPIBHEBHX MATEPHIB IrPOBOTO PYIIIis.

Metoau nocnipkeHHa. Ilpu BukoOHaHHI poOOTH 3aCTOCOBAHO METOIU
CUCTEMHOI0 aHali3y Ui MPOEKTYBaHHS AapXITEKTypH, 00’ €KTHO-OPIEHTOBAHE
NPOEKTYBaHHS, TATEPHU MPOeKTyBaHHs (30kpeMa Publish-Subscribe uepes peasnizaiiro
TUITI30BaHOTO cTaTuHOro EventBus, Stack mist mpiopuTeTHOro KepyBaHHsS KaMepOro
Ta HaBirauii €KpaHiB), a TaKOXX METOAW JETEPMIHOBAHOI CEKILIIHOI MpoueaypHOi
re’epaiiii JIHIHHOTO IFPOBOIO CBITY 3 OMIIIOHATBHUMU BIJT ATy KCHHSIMHU.

Otpumani pe3ysibTaTd. Y pe3ysibTaTli BUKOHAHHS POOOTH CHPOEKTOBAHO Ta
peamizoBaHo Bimeorpy «Fiat Lux» nHa 0a3i pymns Unity. Po3poOneHo rHy4Ky
apxIiTEKTypy 3 BHKOPUCTaHHAM i30Jismii 30ipok (asmdef) Ta momieBo-opieHTOBaHOT
KoMmyHikamii. PeamizoBano BnacHi migcuctemu mnojieBoi  muHU - (EventBus),
IIPOCTOPOBOTO TEPEMIIICHHs] Kamepu (4Yepe3 TpPIOPUTETHUN CTEK), HaBiraiii
inTepdeiicy (UIScreenStack), 30epekeHHs1 JaHUX Ta AETEPMIHOBAHOI T'eHepallli piBHIB
0e3 BUKOPUCTaHHS CTAaHJAPTHUX KOMITOHEHTIB-«YOPHUX CKPUHBOKY.

KJIIFOYOBI CJIOBA: METROIDVANIA, EVENTBUS, APXITEKTYPA
[TPOT'PAMHOI'O 3ABE3ITEYEHHS, UNITY, ITPOLIEJAYPHA 'EHEPAIIIA.
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ABSTRACT

The explanatory note to the bachelor's qualification thesis consists of 82 pages
of printed text. The work contains 20 illustrations, 6 tables, and 41 pages of appendices.
The list of used sources includes 32 items.

The aim of the work is to develop the software for a 2D Metroidvania game "Fiat
Lux" using a modular architecture, loosely coupled subsystems, and custom
engineering solutions that minimize dependence on the built-in high-level patterns of
the game engine.

Research methods. The work employs system analysis methods for architecture
design, object-oriented design, design patterns (in particular, Publish-Subscribe
through the implementation of a typed static EventBus, and Stack for camera priority
control and Ul screen navigation), as well as deterministic section-based procedural
generation of a linear game world with optional branches.

Obtained results. As a result of the work, the video game "Fiat Lux" was
designed and implemented based on the Unity engine. A flexible architecture was
developed using assembly isolation (asmdef) and event-driven communication.
Custom subsystems for event-driven communication (EventBus), spatial camera
movement (via a priority stack), Ul screen navigation (UlScreenStack), data saving,
and level generation were implemented without using standard “black box"
components.

KEYWORDS: METROIDVANIA, EVENTBUS, SOFTWARE
ARCHITECTURE, UNITY, PROCEDURAL GENERATION.
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INEPEJIIK YMOBHUX ITO3BHAYEHb

ADR — Architecture Decision Record (3amuc apXiTeKTypHOTO PIIlICHHS )

APl — Application Programming Interface (npuxiagHuii mporpamMHUIA
iHTEepdeiic)

asmdef — Assembly Definition (paiin Bu3HaYCHHS 301pKH)

CRT — Cathode-Ray Tube (enekTpoHHO-TIpOMEHEBa TPyOKa)

FSM — Finite State Machine (kiHIieBuii aBTOMAT)

HFSM — Hierarchical Finite State Machine (iepapxiuHuii KiHIIEBHI1 aBTOMAT)

HLSL — High-Level Shader Language (BucokopiBHEBa MOBa IpOrpaMyBaHHS
ieiiepin)

HUD - Heads-Up Display (exementH iHTEepdeiicy, IO MOCTIHHO
B1JI0Opa)Kar0ThCsl HA €KpaHi)

JSON — JavaScript Object Notation (TekcToBuii hopMaT 0OMiHY JTaHUMH )

PPU — Pixels Per Unit (KiJIbKiCTb TIKCEJIIB Ha irPOBY OJIUHUIIIO TIPOCTOPY)

PRNG — Pseudo-Random Number Generator (reHepaTop ICEBIOBHITaIKOBHX
yucen)

SO — ScriptableObject (cepianizoBanuii 00'ekT nanux B cepenonuiil Unity)

SOLID - Single responsibility principle; Open/closed principle; Liskov
substitution principle; Interface segregation principle (IIpuHuwnmM qu3aiiny Ta
pPO3pOOKHM JIJIsi TPOTPAMHHUX CHUCTEM III0 MOXKYTh TPHUBAJIUN Yac pO3BUBATHCH,
PO3MIUPATUCS 1 TIATPUMYBATHCS )

Ul — User Interface (intepdetic kopucTtyBaua)

URP — Universal Render Pipeline (yHiBepcanbHU KOHBEEP PEHICPUHTY)

I13 — nporpamue 3abe3neueHHs
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BCTYII

AKTyasnbHicTh TeMH. CTpIMKHI PO3BUTOK 1HAYCTpIi BiJI€OIrop Ta IMOCTiHHE
3pOCTaHHSI BHMOT JIO SKOCTI ITPOBHUX TPOAYKTIB 3yMOBIIOIOTh HEOOXIAHICTDH
3aCTOCYBaHHS CKJIQHUX 1H)KEHEPHUX MIAXOAIB IpH iX cTBOpeHHi. Po3podka 2D-irop
y okaHpi Metroidvania xapakTepu3yeTbCs BHCOKOK KOMILICKCHICTIO 3aBJISKH
HAsIBHOCTI BEJIMKOTO OE3IIOBHOTO CBITY, CKJIQJHOI CHCTEMM Mporpecii TpaBIis,
pOo3ragy>kKeHo1 JIOT1KHM MOBEAIHKH BOPOTIB Ta B3aEMOTIOB'SI3aHUX IIPOBHX MEXaHIK.

binpuricte cy4acHUX irpoBuX pymiiiB, 3okpema UNity, mpomoHyOTs MUPOKAN
CHEKTP TOTOBUX pIllIEHb, SIKI 3HAYHO MPUIIBUAIIYIOTH IMOYATKOBI €Tald pO3pOOKH.
O/iHaK BUKOPUCTAHHS CTaHIapTHUX HaB'si3aHMX maTepHiB (Takux sk Cinemachine ms
ynpaBiiaHsa kamepoto, CharacterController mis ¢isuku yn BOymoBaHMX MeXaHi3MiB
aJIMTUBHOTO 3aBAHTAXXEHHs CLIEH) YacTO MEPETBOPIOE III KOMIOHEHTH HAa «YOPHI
CKPUHBKNY. Y TOBTOCTPOKOBIN MEPCHEKTUBI 1€ MPU3BOAUTD JI0 MOSBU IMPUXOBAHOTO
3B'I3yBaHHSI MIXK TIJCUCTEMaMH, YCKJIAJHIOE MIATPUMKY KOJY, YHEMOKIIUBIIIOE
TOYHUHN KOHTPOJIb HAJl IPOBOIO (PI3UKOIO Ta MOPYIILYE MPUHIMIIA YUCTOT ApXITEKTYPH.
31 30UIbIIEHHSM MaclITa0lB MPOEKTY BHUKOPHUCTAHHS TIJ00aIbHUX CTaHIB Ta
MepeXpecHUX MOCHJIaHb MK Bi3yaJIbHUMH ¥ JIOTIYHUMU HIApaMH CIPHUYUHSE TOSBY
MTOMUJIOK, SIK1 BaJKKO BIJICTEKUTU T4 BUITPABUTH.

3 oryiaay Ha 1€, po3poOKa mporpaMHOro 3a0e3MneueHHsl BiIeoirop i3 BiMOBOIO
BiJl TOTOBUX BHCOKOPIBHEBUX PIIIEHBb PYIIIisl HA KOPUCTh BIACHOPYY CIPOEKTOBAHUX
MIJICHCTEM € aKTYaJIbHOIO 1HXKEHEPHOI 3aJlaueto. 3aCTOCYBaHHS CTPOroi 1301l
MoayiiB (uepe3 asmdef 3 BUMKHEHMM aBTOMATHYHUM ITOCHJIAHHIM), ITOi€BO-
OpIEHTOBAHOT KOMYHIKaIlii 4yepe3 TurizoBaHui cratnyHuii EventBus Ta siBHOTO
PO3IUIEHHS  BIAMOBIAAJIBHOCTI  JI03BOJISIE CTBOPUTH  apXITEKTYypy, IO JIETKO
MacIITa0y€eTbCsl, MIATPUMYETbCS Ta TECTYEThCSA. Takuil MiAX1J Mae€ BHCOKY
aKTyaJIbHICTh HE JIUIIIE B MEXaX CTBOPEHHS KOHKPETHOTO IrPOBOTO MPOAYKTY, a i sSIK

JNeMOHCTpalist GyHIaMEHTaIbHUX MPUHIIMITIB MPOEKTYBAHHS HA/IIMHOTO POrPAMHOIO

3a0e31ICUCHHS.
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Meta i 3aBaanHsi po6oru. Merorw KBamidikaiiiHoi podoTH € po3polOkKa
nporpaMHoro 3abesneuenns 2D-rpu sxkanpy Metroidvania mig Ha3Boro «Fiat Luxy» i3
3aCTOCYBAaHHSAM THYYKOi MOZIYJBHOI apXiTEKTypH, CIa0KO 3B'SI3aHUX MIJACHCTEM Ta
BJIACHUX aJTOPUTMIYHUX PIIIEHb 3aMICTh CTaHAAPTHUX BUCOKOPIBHEBUX IIAKETIB
ITPOBOTO PYIIIis.

Jl1is TOCATHEHHSI TOCTaBJICHOT METH C(POPMYTHOBAHO TaKi 3aBJIaHHS:

1. [IpoBecT CUCTEeMHMM aHaji3 MOpeaMeTHOI o0jlacTi Ta  ICHYIOUHX
apXITEeKTYpHUX MIIXOAIB Y po3poOui 2D-Bineoirop.

2. Cipo€eKkTyBaTl Ta peaii3yBaTh apXiTEKTypy IMPOEKTY 3 BUKOPUCTAHHSIM
MOJYJIbHOI 130711111 30ipok (asmdef) mis 3anmoOiraHHs HESBHOMY 3B'I3yBaHHIO MK
JIOTIYHUM, BI3yaJIbHUM Ta CEPBICHUM LIApAMH.

3. Po3pobutu cructeMy MIKMOAYJIBHOI B3a€MOJil Ha ocHOBI marepHy Publish-
Subscribe 3a mromomororo TumizoBaHoro cratuuHoro EventBus.

4. PeanizyBaTu KJIIOYOBI MPOTrpaMHl MIACUCTEMH 3 HYJIsSI, 30KpEMa: CUCTEMY
KaMepud Ha OCHOBI TMPIOPUTETHOTO CTEKY, IIOJIIEBO-OPIEHTOBAHY CHCTEMY
30epeKEeHHs/3aBaHTaXKEHHSI CTaHy, CHCTEMY YIPaBIiHHA €KpaHaMu 1HTepPeicy
xopuctyBada (UlScreenStack) ta metrepmiHOBaHy MpOIEIypHY FEHEPAILIiiO IPOCTOPY.

5. Po3po0utu no1ieBo-opieHTOBaHI mapu Bizyamizaiii Ta 38yky (PlayerAnimator,
PlayerSfxHandler), siki iHTErpytoThCs 3 reMMIIJIEHHUM IAPOM BUKIIFOUHO Y€pe3 LIUHY
nonit EventBus, 6e3 mpsamMux nocuianb Mix 301pKaMH.

6. [IpoBecT TecTyBaHHS PO3POOJEHUX CHCTEM Ta ONTHUMI3AIil0 B3aEMOJIIi
KOMITOHCHTIB T'PH.

O0'ekt Ta mnpeamer aocaimkeHHss. OO0'€KTOM JOCHIDKEHHS € TIPOIEC
MPOEKTYBAHHS Ta PO3POOKH MTPOTPaMHOI0 3a0€3MeUeHHS IHTEPAKTUBHUX 1IrpoBUx 2D-
nonatkiB. [IpeameTom HOCHiKEHHS € apXITEeKTypHI TAaTEPHU, MPUHIIAINA OpTraHi3arii
KOy Ta aJrOpuUTMIYHI pIlIeHHS, 10 3a0e3MeuyloTh CJIa0Ky 3B'SI3HICTh 1
MacIITabOBaHICTh MPH po3podIIi Bigeorpu «Fiat Lux».

Metoau npociaigxenHsi. [Ilpu BukoHaHHI POOOTH 3aCTOCOBAHO KOMILIEKC
METO/IB: CUCTEeMHMM aHami3 — s (OopMyBaHHS BUMOI JI0 CTPYKTYPH MPOEKTY;

00'€KTHO-OPIEHTOBaHE MPOEKTYBaHHSI — Ui NOOYIOBU apXITEKTYpH MiACHCTEM;
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naTepHu mpoekTyBaHHs (3okpema Stack, Observer, Singleton) — ans opranizarmii
B3a€EMO/IIT KJIaCiB; METOJIM JETEPMIHOBAHOI CEKIIIIHOT MPOIIeAYPHOI TeHeparllii — Mnpu
po3po0Ili anropuTMy MOOYJOBH JIHIMHOTO ITPOBOTO CBITY 3 OMIIIOHAJTEHUMU
BIJITATYKEHHSIMUA Ha OCHOBI ci/ipKoBaHOTO System.Random; nmosieBe nporpamMmyBaHHs —
JUIS 1HTEerpamii Bi3yaJIbHUX 1 3BYKOBHUX IMIJICHCTEM 3 TEHUMIUICHHUM IIapoM, IO
peatizye iepapXiyHi KiHIIEBI aBTOMAaTH, Yepe3 muHy nojaii EventBus.

IIpakTUyHe 3HAYEHHS OJIeP:KAHUX pe3yabTaTiB. Po3polbieHa apxiTekTypa Ta
peaimizoBani miacucremu (EventBus, Camera Framework, Room System, Save/Load,
UlScreenStack) e yHiBepcalbHUMH MOIYJIBHUMH PIIICHHSIMH, SKI MOXYThb OYTH
BUOKpPEMJIEH] Ta MOBTOPHO BUKOPHUCTaHI IIpH po3podii iHmmx 2D-irop Ha 6a3i pymis
Unity. Cteopenwuii mporpamumii mpoaykt «Fiat Lux» ¢yHkiionye sk 3aBeprieHui
ITPOBUIA MMPOTOTHIIL, IO JEMOHCTPYE NMPAKTUYHE 3aCTOCYBAHHA MIMOOKHUX 1HKEHEPHUX
NPUHIUIIB B IrPOBIM IHAYCTPIi Ta BUPILIyE MPOOJIEMY 3aJIEKHOCTI BIJ «HOPHHUX
CKPUHBOK» ITPOBUX PYUIIiB.

Amnpobanisa. 3a Temoro kBamidikaiiitHoi pobotu Oyno omybiikoBaHo 1 Te3y
koHdepenuii: [npin 1. B., Jlobanunkoa H. M., Konuunaiino A. M. 3acTocyBaHHS
TEeXHIK TEeCT-IU3aliHy 10 BepudiKallli irpoBoOi JIOTIKH 3 PO3TaTy>KEHOI CTPYKTYPOIO
ctaHiB // Martepianu BceykpaiHChKOi HayKOBO-TIpakTU4YHOI on-line KoHdepeHuii
3100yBayiB BUIIOI OCBITH 1 MOJOJAUX Yy4yeHUX «TeHJeHLIi pO3BUTKY TEXHOJOTIH B
aBTOMATH3allli, EJIEKTPOCHEPreTHlll, NpuIago0yAyBaHHI Ta  POOOTOTEXHIII»
(npucsstuena o Haykwm). - XKutomup : [epxaBuuii yHiBepcuter «Kurtomupcoka

nojiTexHikay, 2026. - C. 101. [1].

Jlobanuuxosa H.M. IHBKPE‘121'26'H3 9

3mn.

Apk. Ne 0okym. Hionuc | Hama




PO3/ILI 1. OIJISI] TA AHAJII3 TEXHOJIOI'TH PO3POBKH
ITPOI'PAMHOI'O ITPOAYKTY

1.1 IlocTanoBKa 3axaui

VY pamkax BHUKOHAaHHS KBali(piKaliifHOi poOOTH HEOOXIAHO CIPOEKTYBATH Ta
po3poOuTu TmporpamMHe 3a0e3medyeHHS Uil JABOBUMIPHOI BiCOIrpM B KaHPI
Metroidvania iz poGouoro Ha3Boro «Fiat Lux», 1110 BiAMOBIJa€ Cy4yacCHUM MIPUHIIMIIAM
reiiMauzaitny  [22]. [oJIOBHMM HampsIMKOM pO3pOOKH € CTBOPEHHS T'HYYKOI,
MacmTaboBaHOi Ta Cla0KO 3B'I3aHOI apXITEKTypu, IO 0a3yeTbCs Ha BIIACHHUX
MpPOrpaMHUX PIMIEHHSAX Ta 3BOJUTH JO MIHIMYMYy BHUKOPUCTAaHHS TOTOBHX
BHUCOKOPIBHEBUX KOMITOHEHTIB irpoBoro pyiiis Unity. 3aBaaHHs MoJsirae He JIMIIE Yy
CTBOPEHHI ()YHKIIIOHAJBHOTO ITPOBOr0 MPOAYKTY, @ M y JEMOHCTpalii INIMOOKOTO
PO3yMIHHS TPUHIUIIB MPOTPaMHOI 1H)XXEHEpii, 30KpeMa uepe3 KOPCTKY 130JIAIIII0
MOJIyJIIB Ta MOOYAOBY MPO30pOi CUCTEMHU KOMYHIKAIli MK HUMHU. TEeXHIYHHI CTEK
Bkimouae pymnii Unity Bepeii 6000.0.33f1 13 Universal Render Pipeline, moBy C#
BianoBinHO 1o cranaapty .NET Standard 2.1, cucremy Unity Input System nmns
00poOku BBeneHHs Ta popmaT JSON 1151 IEPCUCTEHTHOCTI IFPOBUX JTaHUX.

[lepmiuM KJIIOYOBMM 3aBJAHHSIM € MPOEKTYBaHHs 0a30BO1 apXiTEKTypH 3
BUKOpUCTaHHAM MexaHi3My Assembly Definitions (asmdef) ans cyBopoi 13omsuii
mapiB 30ipok. HeoOximHo BuszHauutu I1epapxito mapiB, ae FiatLux.Core sx
dbyHaamMeHTaIbHUM MOTysb 0e3 30BHIMHIX 3anexHoctei, FiatLux.Contracts sk 1map
KOHTPAKTIB 13 BU3HAYEHHAMM IHTEP(ENCIB Ta CTPYKTYp MOJINA, CEpBICHI 301pKU
FiatLux.Services.* mis aBTOHOMHHUX IijicucTeM, a Takox mapu FiatLux.World,
FiatLux.UI Ta FiatLux.Visual sik cnoxkuBadi cepBicHOro mmapy. st kKoxHOi 301pKu
cimia BctaHoButu mpamop autoReferenced: false, 1o yHeMOXIUBIIIOE BUIAIKOBE
CTBOPEHHSI HEKOHTPOJILOBAHUX MIKMOJIYJIbHUX MOCHJIaHb. BekTop 3anexHocTeilt Mae
OyTH cHpsIMOBaHUM BUKIIIOUHO 3HHU3Y Bropy — IeMMILICHHUN ap HE MOBUHEH MaTu
NOCWJIaHb Ha Bi3yaJbHUU abo iHTepdeilcHui, a BI3yalbHUW — Ha TeUMILICHHUN.
Toukoro  ¢iHanbHOrO  3B'A3yBaHHS  BCIX  MIJACHCTEM  BHU3HAYEHO  30ipKy

FiatLux.Bootstrap, mo peanizye miaxig Bootstrap Scene mist nerepMiHOBaHOT
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1HIIai3a1ii MeHEeKEPIB Y CYBOPO BU3HAYEHOMY IMOPSIKY MpHU OYJIb-SKOMY CTapTi
Play Mode.

s 3a0esnedyeHHs e(PEKTHBHOI KOMYHIKaIlli MiX 130JbOBAaHUMH IIapaMu
HEOOX1THO PO3pOOUTH Ta IMIUIEMEHTYBATH BJIACHY TIJI00alIbHY CHCTEMY OOMIHY
TIOBIIOMJICHHSIMA Ha OCHOBI maTtepHy Publish-Subscribe — TumizoBanuii craTmunwmii
kiac EventBus 3 y3aranpaernmu metogamu where T : [Event [3, 4]. Peanizaris miei
CUCTEMHM BHMAarae po3poOKHM MexXaHI3MIB IJAMUCKA Ta BIANUCKH  4epes
Delegate.Combine i Delegate.Remove, meromy Publish mis omHOpazoBux momiit Ta
meroay PublishLatest mist moniii 31 30epekeHHAM OCTaHHBOTO CTaHy (sticky-moii).
HeobOximno  mepenbauntu  metroy  SubscribeWithLatest, 1mo  3a0esneuye
HOBOCTBOPEHOMY MiANMHCHUKY HETallHEe OTPUMAHHS KEIIOBAaHOTO 3HAYEHHS JIJIsI IO/,
omyOJIIKOBAaHUX J0 MOro iHimiamizamii — 1me € KPUTHYHUM JJIi KOMIIOHEHTIB, IO
nignucytoteeas  Ha  ActiveRoomChangedEvent micnst  3aBaHTaKE€HHSI — CLICHM.
OOOB'SI3KOBUM € MEXaHI3M aBTOMATHYHOI'O CKHJAHHS CTaHy LIMHU 4Yepe3 aTpuoOyT
RuntimelnitializeOnLoadMethod nipu xoxxHomy ctapti Play Mode ans 3anoGiranus
BUTOKAaM TIAMUCOK y CEPEIOBUII PEAAKTOPA.

HactynmHuMm BakJIMBUM 3aBIaHHSIM € pealiizallis CUCTEMHU YIIPaBIiHHS ITPOBUM
CBITOM Ta reHepaiiii mpoctopy. [IpoekT BuMarae moBHOI BiIMOBH BiJl CTaHIAPTHOIO
MEXaHi3My aITUTHBHOTO 3aBaHTAKCHHS Ta BUBAHTAXKEHHS CIIEH HAa KOPUCTH KOHIICTIII{
OJTHOYACHOT aKTUBHOCTI BCiX KIMHAT B €nuHii crieni — Persistent Room System [16].
HeoOxigHo peanmizyBatu kiac RoomManager, mo miaTpuMye peectp KIMHAT THITY
Dictionary<string, Room> ta ny0:ikye kemoBany noaito ActiveRoomChangedEvent
3 IPOCTOPOBUMHM MEKaMU MPH 3MiH1 aKTUBHOI 30HU. [lepexoau Mk KIMHaTaMU MalOTh
BUKOHYBaTHCh depe3 koMmmoHeHT RoomTeleport i3 KOpyTHHHOIO TOCTiTOBHICTIO —
3aTeMHEHHs1 ekpaHa depe3 ScreenFader, mepemimieHHsi TpaBLsi Ha LUIBOBY TOUYKY
MOSIBY, OHOBJICHHSI aKTUBHOT KIMHATH Ta IJIaBHE BIJHOBJIEHHS 300pakeHHs. Pazom 13
UM, HEOOXITHO PO3POOUTH JAETEPMIHOBAHMM aJITOPUTM MPOLEAYPHOI TeHepallli
PiBHIB Ha OCHOB1 YHCJIOBOTO seed 13 CyBOpHUM PO3MEKYBAHHIM MK YUCTUM C#-siipom
LevelLayoutCore, mo He Mae 3anexHocteil Big UnityEngine, Ta MonoBehaviour-

amantepom LevelGenerator, 1o BUKOHYy€E 1HCTaHIIIOBaHHS mpedabdiB Ta MPUB'SI3KY
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TEJENOPTIB. AJTOPUTM Ma€ OyAyBaTH rOJIOBHUIA KOPUIOP CEKIIMHO Ta MIATPUMYBATH
BEpPTUKAJIbHI BiAramy:keHHs 3 iMoBipHicTio ForkChance. Yci mapamerpu renepartii
nepeaarThes yepe3 HeaminHe 3HaueHHs LevelLayoutConfig — readonly struct — mo
3abe3Ieuye YuCTe pO3MEeKyBaHHS Mk KoH]irypartiiero Ta yorikoro [10].

VY cdepi Bizyamzamii Ta iHTepdelcy KOpHUCTyBada CTaBUTHCS 3aBIaHHS
pO3pOOUTH BIIACHY MOMAYJIbHY CHCTEMY YMPaBIiHHSA Kameporo 0e3 3acTOCyBaHHS
nakety Cinemachine. Kamepa Mae QyHKIIIOHYBaTH Ha OCHOBI IPIOPUTETHOTO CIUCKY
NOBENIHOK, 10 peanizyioTh iHTepdeiic [CameraBehaviour 3  metogom
CalculateTargetPosition, sikuit moBeprae Vector2 Oaxxanoi mno3uiii. HeoOximHo
peanizyBatu FollowBehaviour 3 mepTBOIO 30HOI0 Y CBITOBUX KOoOpauHaTax Ta look-
ahead 3mimeHHsM Ha ocHOBI BekTopa mBHakocTi Rigidbody2D, CutsceneBehaviour
TSt (pikcarlli kKaMepu 3 MPIOPUTETOM BHIIE 0a30BOTO, a TakoXX Moayiab CameraShake
Ha OCHOBI Mojenmi trauma-decay i3 mrymom IlepsiiHa 1j1si OpraHIYHOIO XapakTepy
Tpsicku. O00B's13k0BUM € MeTo1 SnapToPixel 15 BUpiBHIOBaHHS MO3UIII1 10 KPATHOTO
3HaueHHsa 1/PPU, mo ycyBae cyOnikcenbHe TpeMTiHHS. OOMEKEeHHS MO3UIIli MeKaMU
KIMHaTH oTpumyeTbcs uepe3 SubscribeWithLatest na ActiveRoomChangedEvent.
Takox migsirae peamizaiii apxitekrypa intepdeiicy UlScreenStack nHa ocHOBI
Stack<UIScreen>, o kepye BigoOpakeHHsIM ekpaniB yepe3 meroau OnPush, OnPop,
OnHide Tta OnReveal 13  BigHOBIeHHAM  (OKYCy  BBEICHHS  uepes
EventSystem.SetSelectedGameObject mpu koxxaHoMy BinkputTi. MeTon HandleCancel
Mae peajizoByBaTH CUCTeMHY KHOTIKY «Hazamy» 0e3 yuacTi 30BHIIIHIX KOHTPOJIEPIB.

OxpeMuM Bi3yaJIbHUM 3aBJaHHSM BU3HAUYEHO CTBOPEHHS €(EKTY €IeKTPOHHO-
npoMeHeBoi Tpyoku y Burisiai BnacHoro HLSL-meiinepa y dopmati ShaderLab [29].
[eiinep Mae peanizoByBaTH MOCIIJOBHUN KOHBEEP 13 CEMU €(EKTIB, Cepell SAKUX €
6oukomnoaiOna quctopcis UV-koopAauHAT, XpoMaThyHa abepaillis yepe3 po3IIeTuIeHHS
kaHamB RGB, edekr cBiYyeHHS PO3MUTTS Ha OCHOBI 9-TOYKOBOTO 3Ba)KEHOTO
CEeMIUTIHTY, MOJYJISLIS CKaHJailHaMu 4epe3 cuHycoinmanbHy QyHkuio, RGB-
cyOIiKkcenpbHa Macka, pajiiajibHe BIHbETYBAaHHS Ta KOPEKIlisS SICKPABOCTI 1 KOHTPACTY.
APpXITEKTypa peHJIEPUHTY Ma€ peai3oByBaTHCh Yepe3 JBOKAMEPHUM MiX1] — IrpoBa

KaMmepa peHaeputh y BHyTpimHiA RenderTexture 3 po3aiinsHOIO 31aTHICTIO 640%360
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mikcenaiB Ta pexumoM ¢uibTpanii Point, a okpema BimoOpakaibHa Kamepa Ha
BUJIUVICHOMY IIapi peHaeputh KBaja-mem 13 CRT-matepiasioM MoBepx irpoBOro
300pakenHs. [Tapamerpu mieinepa MaroTh 30epiratuch y ¢aiin video settings.json Ta
B1IHOBJIFOBATHCH TIPH 1HIIIATI3alIi].

[eiimmneitnuii map — kactomHa 2D-¢i3uka mepconaxka, OoifoBa cucrtema,
cuctema 3410HOCTeH Ta iepapXiyHi KiHIIEBI aBTOMAaTH BOPOTiB 1 60CIB — € PEeIMETOM
okpemMoi poOoTH Ta Oe3MmocepelHbO0 HE BXOJWUTHh JI0 3aBlIaHb IBOTO IPOEKTY.
3aBgaHHSAM y Il TUIOMMHI € 3a0e3MedeHHs] 1HTerpaiii redMITIeHHOTOo Imapy 3
BI3YaJIbHO-3BYKOBUMH Ta CEPBICHUMH MIJCUCTEMAMM BUKIIIOUHO 4epe3 MOJIi IMIMHU
EventBus Ta cucremHi koHTpakTH, 30kpeMa IInteractable, 6e3 npsmMux nmocunaaHe Mixx
30ipkamu. Ilepenbadeno po3poOKy mojieBoro kommnoHeHTa PlayerAnimator, 1o
nepemukae kiainu SpriteAnimationClip y BiIIOBiJIb Ha 1rpoBi To1ii 6€3 MocuIaHb Ha
Kjac reimiuvieitHoi Jsoriku PlayerMain, a Takoxx 0OpoOHMKa 3BYKOBHUX pEakuii
PlayerSfxHandler 3a ananoriyHumM npHHIIUIIOM.

Baromum 1HX€HEpHUM 3aBJaHHAM € pO3pOOKa MO1E€BO-OPIEHTOBAHOI CUCTEMHU
30epeKeHHs Ta 3aBaHTaXXEHHs 1IrpoBUX JaHuX. [Ipoiec cepiamizalii craHiB y ¢popmar
JSON Mac Bi1OyBaTHCS ABTOHOMHO yepes My OJTiKaIIi o momil
CollectingSaveDataEvent, Ha siKy aBTOHOMHI CE€pBICH MIJMUCYIOThCS CAMOCTIMHO Ta
3aMUCYyIOTh BJIACHI JIaH1 y BIAMOBIAHI MOJsi KoHTelHepa SaveData [15]. CumerpuuHo,
3aBaHTa)XCHHS Mae BUKOHYBaTuCh depe3 GamelLoadedEvent Ge3 mpsMux BUKIHKIB
MK SaveManager Ta cepBicaMu. HeoOXimHO MiATpUMATH TPU HE3AIECKHUX CIOTU
30epeKeHHsl 3 METaJaHUMH JaTh Ta Ha3BU CLEHU, a TaKoX OKpeMHui (ailn
achievements.json mJig riao0anbHUX JOCATHEHD, IO € CTIMKUM JI0 BUJAJICHHS ITPOBUX
cinotiB. [lependaunTu nose BepcionyBannda schemaVersion y ctpyktypi SaveData aiis
KOpPEKTHO1 00poOKuM (haiisiiB, CTBOPEHUX IMOMEPEAHIMU BepCisiMu mporpamu. Takuii
NIIX11 yCyBae npsiMy 3ajexXHICTh MK SaveManager Ta JOMEHHUMH CEpBicaMu, 0
BIJIOBIJIA€ TPUHIUMUITY IHBEPCIi 3aJIEKHOCTEH Ta CHpPOILy€e PO3UIMPEHHS CUCTEMU

30epexxeHHs 6e3 moaudikalii iICHyI0OUnX KOMITOHEHTIB.
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1.2 AHaJjii3 aHAJIOTIB MPOTrPaMHOIr0 MPOAYKTY

JlaHuii po3/171 MICTUTh OMKUC aHAJIOTIYHUX MPOTPaMHUX MPOJYKTIB, 110 HAsSBHI
Ha PUHKY, 13 BU3HAYCHHSIM iX OCHOBHUX (DYHKITIOHATBHUX MOKJIMBOCTEH. Y KOHTEKCTI
TeMH KBamidikaiiiHoi poOOTH aHal3 ICHYHOYHMX pillleHb CIPSMOBaHUN Ha
TOCIIJKEHHSI BI3yalbHOI Ta 3BYKOBOi CKJIQJIOBUX, MIAXOAIB 10 TOOYAOBH
KopuctyBarpkoro iHtepdericy (Ul), ympaBiiHHS IrpoBOI0 KaMepol Ta CHCTEM
kaptorpadyBanusa. Cepen HaHOUIBII TIOKA30BUX MPEICTABHUKIB JKaHPY BapTo
netanbHo po3risinyTH Bineoirpu «Hollow Knight», «Blasphemous» Ta «Ori and the
Blind Forest» [18, 19].

[Iporpamuuit mpoaykt «Hollow Knight» Big cryaii Team Cherry (puc. 1.1) €
OJTHIEO 3 HAWOUIBII BiTOMHX irop kaHpy Metroidvania [24]. OcobnuBuii iHTEpEC Is

JOCITIIKEHHSI CTAaHOBHUTH I1X11 pO3pOOHUKIB JI0 Bi3yasi3allli Ta iHTepdency.

o~
INSPECT
e g

Puc. 1.1 — IrpoBuii mpouec Ta inTepdeiic kopuctysaua rpu «Hollow Knight»
KopucryBanpkuii inTepdeiic rpu noOyaoBaHWA 3a MPUHIIAIIOM MiHIMATI3My
(HUD), mo6 He BigBepTaTH yBary TpaBIls BijJ BI3yaJbHOTO HAIOBHEHHS CBITY.
KitouoBoI0 0COONMBICTIO € IHTEpaKTUBHa cucrteMma kKaprorpadyBanHsa. Kapra He
BIJIKPUBAETHCS ABTOMATHUYHO, a MOTpeOye mpua0aHHs BIAMOBIIHUX MPEAMETIB (Tiepa

Ta TIEPraMeHTy) y BHyTpilHboirpoBoro ToproBis [21]. Lle interpye intepdeiicHuit

Jlobanuuxosa H.M. IHBKPE‘121'26'H3 14

3mn.

Apk. Ne 0okym. Hionuc | Hama




enemMeHT (kapTy) Oe3nocepeHb0 B TeHMIUICHHY mporpecito. Bi3dyanbHa ckiiajioBa
KaMepu HaJalllToBaHa Ha >KOPCTKE OoOMexeHHs (clamping) B MekaxX IOTOYHOTO
ITPOBOTO €KpaHa, MmO 3abesneuye diTke (GOKYyCyBaHHS Ha JIOKAJIbHUX apeHax.
AymiocuctemMa Tpu BUKOPHCTOBYE JUHAMIYHE MIKITYyBaHHS, J€ My3UUHUH CYMPOBiA
IUTABHO 3MIHIOETHCS 3aJIeKHO BiJ 1rpoBOi 30HM (OiOMYy) Ta HAMpPYKEHOCTI MOJIN
(HampukIa, mepexia g0 6oc-daity).

[HIIMM BaroMuM aHaJIOTOM € MPOTrpaMHUN MPoayKT «Blasphemous» Bix cTymii
The Game Kitchen (puc. 1.2). Ileit nmpo€ekT € 0coOIMBO peleBaHTHUM JJIsi aHAIIZY,
OCKUJIbKM HMOro Bi3yallbHa CKJIaJ0Ba MOBHICTIO BHKOHaHa y cTuiictuil PixelArt i3

3acrocyBaHHsIM cydacHuX mnoctedekTiB (CRT-dinbrpu, Xxpomatuuni adepartii) [25,

29].

e R el P R oo

Garden of the High Choirs

o R Yk Ve

Puc. 1.2 — PixelArt crusicTrka Ta KopucTyBalbkuil iHTepdeiic rpu «Blasphemousy
Cucrema inrepdeiiciB (Ul) y «Blasphemous» 9iTko po3nijieHa Ha aKTUBHHMA
HUD ta nacuBHi MeHto. [Ipu BIAKPUTTI rio0aibHOI KapTH, IHBEHTapIO Y €KpaHa
JOCSITHEHb, BIKHA TIOBHICTIO TEPEKPUBAIOTH ITPOBUN TIpOIleC Ta 3yHNUHSIOTH
BHYTPILIHBOITPOBUM Yac. AyJi0u3aiiH TP MIIKPECIIOE THITIOUY atMocdepy uepes
aKLIEHT HAa HU3bKOYACTOTHUX (DOHOBUX 3BYKAX Ta PI3KMX 3BYKOBHUX e(deKTax MiJ Jac

OoloBHX 31TKHEHb. OKpEMOi yBaru 3aciyroBye CUCTEMa CIOBIIEHb — PO30JIOKYBaHHS
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HOBUX TPEIAMETIB YW JOCATHEHb CYNPOBOKYETHCS JIOKaJbHUMHU  (toast)
CTIOBIIIICHHSIMU Ha €KpaHi, SIKi He epepuBalOTh OCHOBHUH reiMILIeii.
e ogHUM KJIaCHYHUM TIPEICTaBHUKOM KaHpy € rpa «Ori and the Blind Forest»

Big Moon Studios (puc. 1.3) [26]. Xoua Bi3yaibHO rpa BUKOpHCTOBYE 3D-mMoneni y

2D-nnomuHi, i1 miaXoau 10 ynpaBiiHHSA KaMeporo Ta inTerpariii Ul € eTanoHHUMH.

Puc. 1.3 — Pobota kamepu Ta Bi3yasbHi edextu y rpi «Ori and the Blind Forest»

Ileii  mporpaMHMil ~ NPOAYKT  BHIAUIAETHCA  CKIQJHOK  CHUCTEMOIO
kiHemaTorpadiyHoi kamepu. IrpoBa kamepa HE MPOCTO CHIAyE 3a TpaBIeM, a
BUKOPUCTOBYE MexaHiky BunepemkenHs (look-ahead) 3amexno Bim BekTopa
IIBUJIKOCTI MIEPCOHAXKA, a TAKOXK TMHAMIYHO 3MIHIOE MaciTad (zoom) Ta 107a€ e(heKT
TpemTiHHs (screen shake) mig 4dac MacmTaOHUX TOMIA YW OTPUMAHHS IIKOMIM.
InTepdeiic MeHIO HalamTyBaHb € TVIMOOKO  1HTErPOBAaHUM, JI03BOJISIOUU
KOPHUCTYBau€Bl IETAJIbHO KEPYBaTH OKpeMUMH KaHanamu ayio (Master, Music, SFX)
Ta Bi3yaJlbHUMH e(PeKTaMH.

Orngan  QyHKIiOHANy 3a3HaYeHUX NPOrPAMHHUX MPOAYKTIB JOBOJUTH, IO
KPUTUYHO BAXUIMBUMH e€JeMEHTaMu Ui irop skaHpy Metroidvania € He mnuiie
reUMIUICiHI MexaHiku, ajle W T1maBHa po0OoTa KaMmepu, ONTHUMI30BaHHMA
KOPUCTYBaIlbkuil 1HTEep(denc (3 MIATPUMKOI KOHTEKCTHMX MEHIO Ta TiI00aibHOi

KapTH), a TAKOX THy4Ka crcTema ayio [23].
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HoBoBBeieHHsSIM Ta KITFOYOBOKO BiAMIHHICTIO BiacHOi1 po3poOku («Fiat Lux») €
noOyioBa iHTep(eiicy Ta Bi3yalbHUX CHCTEM Ha OCHOBI YKOPCTKOI apXITEKTYypHOI
13051111 Ta TOJ1€BO-OPIEHTOBAHOI KOMYyHIKalii. B Mexax poOOTH CIPOEKTOBAHO
cuctemy UlScreenStack, ska kepye BHIMMICTIO €KpaHIB depe3 BUKIHK
SetActive(false), 30epiraroun 00'ekTH B mam'sITi Ta IMUTICHICTD MiANMKCOK Ha MOl [4,
6]. PeamizoBaHo BiacHy cucTeMy KaMepu 3 MPIOPUTETHHUM CTEKOM ITOBEIiHOK
(ICameraBehaviour), ska  3a0e3meuye  MIKCEIbHO-TOYHE  IO3HUI[IOHYBaHHS]
(PixelPerfect) 0e3 BukopuctanHs mmiariHiB Ha kmrTanT Cinemachine. BizyanbHa
CTWJIICTHKA JIOMOBHIOETHCS KacToMHUM CRT-mieiiiepoM i3 TMHaMiYHUM KepyBaHHSIM
edeKkTaMHu Yepe3 MEHIO HajallTyBaHb, a HE3aJIEKHA apXITEKTypa ayaio Ta CUCTEMHU

JIOCSITHEHD MPAIIO€ aBTOHOMHO 3aBJSIKM BIACHIN IIWHI MOJTIN.
1.3 Bu0ip apxiTeKkTypH Ta apXiTeKTYPHOI0 CTHJIIO

Oprani3zanis OporpaMHoOi apXITEKTYpHu € GyHIAMEHTAIBHUM €TaroM po3poOKH
CKJIAIHUX 1HQOpPMAIIHHUX CHUCTEM Ta IHTEPAKTUBHUX JOJATKIB. Y KOHTEKCTI
CTBOPEHHS MIPOrpaMHOro 3ade3neueHHs rpu «Fiat Lux» 0yio BIAXUIEHO CTaHIapTHUN
MOHOJIITHUM MIIX11, SKUM 3a3BUYail HaB'A3yeThes crienndikoro irpoBoro pyirist Unity.
Tpanumiitna apxitekrypa Unity mepenbauyae T00aibHY BHAMMICTH YCIX KJaciB
yCEpEeNIMHI OJIHOTO MPOEKTY Yepe3 aBTOMATHYHO copMoBaHy 30ipky Assembly-
CSharp. ¥ cepenHbOCTPOKOBIN MEPCIEKTUBI 11€ MPU3BOAUTH 10 MOSBH IUKITYHUX
3aJIEKHOCTEM Ta >KOPCTKOTO 3B'SI3yBaHHA MDK JIOTIKOIO TEMMIUICIO Ta BI3yallbHUM
MpeCTaBICHHIM [6]. XapaKTepHUM MPUKIAJAOM TaKoi TPoOJeMHU € CUTYaIllis, 3a SAKO1
KOMIIOHEHT 1HTep(eiCcy KOpUCTyBaua 3BEPTAE€ThCA /10 MOJISI 30POB'Sl HANIPsIMY Yepes
MOCUJIaHHS, a IepeiMeHyBaHHs a00 MepeMILLIEHHS I[bOTO MOJIsl pyHHY€ BIOOpaKEeHHS
HUD. Iloxi6Ha 3B'SI3HICTh YHEMOKJIMBIIIOE TapajiebHy pPO3pOOKY, YCKIIAIHIOE
TECTyBaHHS OKPEMHUX MOJYJIB 1 MEPETBOPIOE KOJOBY 0a3y Ha KPUXKY CTPYKTYpY, €
JOKallbHA 3MiHA BUKIJIMKA€ TOMUIIKH B HEMOB'SI3aHUX YACTHHAX CHCTEMHU.

JIiist BUpileHHS i€l apXITeKTypHOI MpobsieMu 00paHO MOAYJIbHY OpraHi3aliio
3 BUKOpHCTaHHAM MexaHi3My Assembly Definitions (asmdef) Ta cyBopum

3acTocyBaHHsAM mpaBuia autoReferenced: false mis koxnoi 36ipku [2]. e dhizuuno
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PO3IUISAE 3arajibHy KOJOBY 0a3y Ha 130J1b0BaH1 KOMITUJILOBaH1 MO, 1€ KOMITUISTOP
BIJICTEXKY€E JOTPUMAHHS 3a/I€KJIAPOBAHUX 3aJIeKHOCTEN. By b-sika cripo6a 3BepHyTHCS
710 TUIy 31 301pKH, SIKa HE BKa3aHa Y CIHCKY 3aJ€KHOCTEH, MPU3BOAUTD 0 MOMIIKH
KOMITUIAIT, 110 POOUTH MOPYIICHHS apXITeKTYpPHHUX MPaBUJI TEXHIYHO HEMOXKJIUBUM,
a He JIUIIIEe YMOBHUM.

B 0CHOBI CITpOEKTOBAHOI CHCTEMHU JISKHUTH OaratopiBHeBa apxiTekrypa (Layered
Architecture), sxa 3a0esnedye CTPOTMM TMOTIK JaHUX Ta PO3MEXKYBaHHS 30H
BinmoBigansHOCTI [2]. @yHmamentansauM mapoMm € FiatLux.Core — momyns 6e3
YKOJTHUX 30BHIIIHIX 3aJIEKHOCTEH, 10 MICTUTh 0a30B1 CTPYKTYpPH JaHHMX, CTATHYHI
yTWITH Ta peanizaunito muHA nomaid EventBus. Hang HuM poswmingyerbes 1miap
koHTpakTiB FiatLux.Contracts, sikuil akyMmyiroe Bci 1HTepdelcH B3aeMOIll MiX
Moaynsimu — 30kpema lInteractable Ta ICameraBehaviour — a Takox CTpyKTypH
CUCTEMHUX MOJIIi, 110 peali3yroTh MapkepHui inTepdeiic [Event. Llei map He MICTUTH
YKOJIHOI JIOT1KH Ta CIYTY€ €IUHUM CIIIJIBHUM CJIOBHUKOM THIIIB /ISl BCI€T CUCTEMU.

Hactynaum piBHem Buctymnae map cepBiciB FiatLux.Services.®, mo 00'ennye
aBTOHOMHI migcucteMu — AudioManager (ymnpaBiiHHS 3BYKOBHUM CYIIPOBOJOM),
SaveManager (c¢aiinmoBe BBeIeHHSA-BUBEACHHS 30epexkeHb y (opmati JSON),
InventoryService (o6mik npeameTtiB), MapDiscoveryService (dikcariss JOCTIHKESHUX
30H) Ta AchievementService (00poOka rinobanbHUX HOcATHEHB). KoxkeH cepBic Mae
npaBo nocunatucs jumie Ha mapu Core ta Contracts, 0 YHEMOXKIIUBIIOE TOSBY
3BOPOTHUX a00 TOPU3OHTAJILHUX 3aJIeKHOCTEH MIXK cepBicamu. Buiie 3a iepapxiero
po3TamoBaHi npoctopouii map FiatLux.World, BianoBigaasHuii 3a cucTeMy KiMHAT
Ta MpOIEAYPHY TEeHepallio piBHA, Ta reiimuierini mapu FiatLux.Gameplay.Player 1
FiatLux.Gameplay.Enemies, 1m0 peami3yloTb MaTE€MaTUKy IrpOBOTIO MpPOIECY.
Bepmnoro 11i€i cTpykTypu € BidyanbHmii map FiatLux.Visual Ta inTepdelicHuii
FiatLux.Ul. I'efimmuieitHui cTad nepeaaeThes 10 Bi3yallbHOI YaCTHHU BUKJIFOUHO Yepes
MyOJTiKaIliio MOI1H, 1110 MOBHICTIO BUKJIIOYAE MOKJIMBICTh HEKOPEKTHOI 3MiHU O13HEC-
joriku 3 Ooky rpadiuHoro iHTepdeiicy. Toukoro (iHATBHOTO 3B'I3yBaHHS BCIX
nigcucteM € 30ipka FiatLux.Bootstrap, sikiii HajaHl MOCUJIAHHS Ha BCl LIApH Ta sKa

BIJIMTOBIJIA€ 32 JETEPMIHOBAHY 1HIIAII3AII0 B paHTaNMI.
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[leHTpasbHUM apXITEKTypHUM IAaTEPHOM B3a€EMOIi MIXK 130JIbOBAaHUMH
MoxaysisiMmu  o0paHo Publish-Subscribe, peamizoBanuii 4epe3 BIIAaCHY CHCTEMY —
TUTI30BaHUH ctatnyHuil Kiac EventBus 3 y3aranbHeHnME MeTOaMu 3 00MEKEHHSIM
where T : IEvent [3, 4]. Ilpu BuOOpi pimieHHS TOPIBHIOBAIWCH TPU IMIIAXOIH.
Cranmaptai UnityEvent BumaraioTh cepiaiizoBaHOTO 3B'Si3yBaHHS 4epe3 1HCIEKTOP
pyIIisi, 0 CTBOPIOE HESIBHI 3aJIEKHOCTI MK O0'€KTaMHU Ta YHEMOXIIUBIIIOE 3B'S30K
MDK 30ipKkamu 3 pi3HHMX IapiB. Kananu noxiit Ha ocHoBi ScriptableObject ycyBatoThb
YaCTHHY IIUX MPOoOJeM, ajie BUMaraloTh CTBOPEHHS OKPEMOTO pecypCHOTo dairy A
KOXXHOTO THUIy MOAIl Ta HE 3a0e3MeuyioTh CyBOPOi THUIII3AIli HA PIBHI KOMITUIALI].
Brnacha peanizanisi EventBus uepes Dictionary<Type, Delegate> 3abe3neuye ctpory
TUIII3ali}0, HYJIbOBl HAKJIAJHI BHUTPAaTU Ha pe(dIeKcito MpPU BUKIHMKY Ta MOBHY
HE3aJIeKHICTh BiJ] IHCIEKTOpa. BakiMBOIO TMepeBaror € peanizailisi MeXaHI3My
PublishLatest, mo 30epirae octaHHe 3Ha4€HHSI KOKHOTrO TUMy mnojii. [le 3a0e3neuye
KOPEKTHY IHILaIi3ail0 KOMIIOHEHTIB, IO AKTHBYIOThCA BXE NICHA (DAKTUUHOI
nyOikarrii moaii — 30kpeMa, CameraController orpuMye Mexi akTUBHOI KIMHATH Yepe3
SubscribeWithLatest opa3y npu BKIIOYCHHI, HE YeKaH0UX HACTYITHOTO repexoy. Jlis
3armo0iraHHsl BUTOKAM MIAMUCOK MIXK ITPOBUMHU CECISIMH peaji30BaHO aBTOMATHYHE
CKUJAHHA CTaHy IIMHU 4epe3 arpuOyT RuntimelnitializeOnLoadMethod npu
koxHoMmy ctapTti Play Mode.

BaxxnuBuM cTpareriyHMM PpIlICHHSM € CBiJjoMa BiJIMOBAa BiJlI HaB'A3aHUX
iHcTpyMenTanpHUX naTepHiB Unity (Unity-imposed patterns) — CharacterController,
Cinemachine Ta BOygoBaHoro Animator y poJii KOHTpoJiepa TOBEHIHKHU.
BukopucTtaHHsS 1UX TAKETIB MEPETBOPIOE MPOIEC PO3POOKH HA KOH(ITYpyBaHHS
3aKPUTHX aJTOPUTMIB, MO (DYHKIIOHYIOTh SIK «YOPHI CKPUHBKH» Ta OOMEXKYIOTh
1HKEHEPHUI KOHTPOJIb HaJI ITMKIIOM BUKOHAHHS. HaToMicTh 1)1 yripaBIliHHS KaMepPOIO
peanizoBano BiacHuii CameraController Ha OCHOB1 TPIOPUTETHOTO CIUCKY MOBEATHOK,
o peanizyoTs iHTepdeiic [CameraBehaviour. [lel miaxia BiamoBijae MPUHIUITY
BIJIKPUTOCTI-3aKPUTOCTI, J€ JJIS JOJaBaHHS HOBOI IMOBEIIHKH KaMepu TOCTaTHBO
peanizyBaTu iHTepdeiic Ta 3apeecTpyBaTH 00'€KT y KOHTpOJIepl 0€3 OyIb-SIKUX 3MiH Y

HAsBHOMY KOJi. AHaJOTI4HA JIOTiKa 3acTOCOBaHa 70 KommoHeHTa PlayerAnimator,
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SAKUW TPOCITYXOBY€ TMOIIi IIMHM Ta CaMOCTIMHO TEepeMHUKae aHIMalliiHl KU
SpriteAnimationClip, He Marouu K0JHOTO TTocuJIaHHA Ha kiac PlayerMain.

OxpemMuM apxXiTEKTypHUM DIIICHHSAM € 3aCTOCYBaHHS MATTEpHY «Adamntep» y
MIJICUCTEM] TPOLICTypHOI TeHepallii piBHIB. AJTOPUTM KOMIIOHYBaHHS iIpOBOTO
IPOCTOPY IIiIecpsiMOBaHO BUOKpemiieHO B unctuil C#-kiac LevelLayoutCore, 110 He
MICTUTh XKOAHOro mocunaHHs Ha mpoctip iMeH UnityEngine. Kondiryparris
nepenaeTbes yepe3 HeaMiHHe 3HaueHHs-TuN LevelLayoutConfig (readonly struct), a
pe3ynbpTaT TOBEpTAaeThes K HeaMmiHHuN 00'ekT LevelLayoutResult 3 komexitismu
IReadOnlyList. MonoBehaviour-knac LevelGenerator BUCTyae €IMHUM aalTePOM
MDK 1HCIEKTOPOM pyIIis Ta anropuTMoM. BiH 30upae cepianizoBaHi MOJIsA, 1HIIIIOE
oOuucieHHs B s1/1pl Ta BUKOHYe Unity-cienirpigyHy poOOTy 3 OTPUMaHUM PE3YJIbTAaTOM.
Take po3MeKyBaHHS TapaHTyE€ MOKJIMBICTH 3aITyCKy Ta MEPEBIPKH aJITOPUTMY 1032
IrPOBOIO CIICHOIO Ta POOUTH 3MIHM B TapaMeTpax reHeparopa Oe3NeYHUMHU IS
apXITEKTYpHOI LiJIICHOCTI cuctemu [10].

Jisa cuctemu 1HTepdeiicy KopucTyBaua OOpaHO MATTEPH CTEKa 3 KJIacoM
UIScreenStack na ocnoBi Stack<UIScreen>. Lle pimeHHs Bupinrye npoodsieMy nopsiaKy
HaBiraiii MK €KpaHaMH Ta BIJIHOBJICHHS CTaHy — IPU IOBEPHEHHI Ha3aJ 3aBXIU
aKTUBYETHCA CaMe TOM €KpaH, o OyB BIAKPUTHI Hepesl MOTOYHUM, HE3AJIEKHO BiJl
noci1I0BHOCTI BUKJIMKIB. KoxHa onepartist Push Ta Pop nmyOmikye BiAnoBiAHY MOAI0
yepe3 EventBus, 110 103BoJIsi€ 30BHINIHIM MIJCUCTEMaM pearyBaTH Ha 3MiHY CTaHy
1HTEpdeiicy 0e3 NpsSMUX NOCHIaHb Ha CTEK.

OOpanuii apXiTeKTypHUN CTWIb MIATPUMYEThCA MiaxonoM Bootstrap Scene 3
BukopuctanHaMm iepapxii DontDestroyOnLoad. Ilpu 3amycky mnporpamu enunHa
CTapTOBA CIICHA 1HIIlIa13y€ BCI TJI00aIbHI CEPBICH B CYBOPO BUBHAYCHOMY MOPSIIKY 110
3aBaHTaXXEHHS Oynb-iKoi irpoBoi Jsokauii. lle ycyBae kiac HemeTepMiHOBaHHX
MTOMUJIOK, TIOB'SI3aHKX 13 3BEPHEHHSIM JI0 HEIHII1a1130BaHOTO CEPBICY B METOII Awake
reiimiuietHoro o0'exta. i 3py4yHOCTI PO3pPOOKH peani3oBaHO I1HCTPYMEHT
EditorSceneAutoBootstrap, sikuii aBTOMaTH4HO 3aBaHTaxye Bootstrap-ciieHy mnpu
3amycky Play Mode 3 Oyab-siKOi 1HILIOI CLIEHH PEIaKTOpa, FapaHTyIOUd KOPEKTHY

HIIIATI3AI1iI0 He3JIEKHO BiJ] p0OOYOTO KOHTEKCTY pO3pOOHHUKA.

Jlobanyuxosa H.M. IHBKPE‘121'26'H3 20
3mn. | Apk. Ne 0okym. Hionuc | Hama




1.4 OOrpyHTyBaHHsI BHOOPY IHCTPYMEHTAJbLHHMX 3aC00iB Ta BHMOIH [10

anapaTrHoro 3ade3nevyeHHs!

['0710BHUM 1HCTPYMEHTAJIBHUM CEPEJOBHILIEM JUIsI PO3POOKHU MPOTPaAMHOTO
npoayKTy obpaHo kpocruiaropmuuit irposuil pymiid Unity Bepcii 6000.0.33f1 [5].
BuGip o0rpyHTOBaHO MOPIBHUIBHUM aHATI30M JOCTYMHUX aibTepHaTHB. Pymiit Godot
4, He3BaalOYM Ha BIJKPUTHN BUXIIHUNA KOJ Ta HEBHOArJIWBICTh JI0 amapaTHUX
pecypciB, He 3abe3reuye MmexaHizaMy Assembly Definitions, HeoOxigHOTO 151 (P13UUHOT
130is11ii MOIyNiB Ha PpiBHI Kommummii, a #oro GDScript-exkocucreMa 3HAYHO
noctynaerbes C# 3a 3puiicTio 6i6mioTeuHoro otouyeHHs. Pymriii Unreal Engine 5
OpPIEHTOBAaHUW TMEPEBAKHO HA TPUBHUMIPHI TMPOEKTU 13 (PoTOpeaicTUUHUM
PEHJIEPUHTOM, BUMAara€ CyTTE€BO OUIBIIMX amapaTHUX PECypciB 1 TPUBAIOrO Hacy
NEPEeKOMIUIALIT IIeHIepiB, 10 € HENPUUHATHUM JUIsl HPOEKTY 3 aKUEHTOM Ha
nikcenizoBany JABoBuMipHy rpadiky. Unity 6000.0.33f1 y noennanni 3 URP
3a0e3nedye ONTUMAIBHUN OallaHC MIXK apXITEKTYPHOIO THYUKICTIO Ta €()EKTHUBHICTIO
JIBOBUMIPHOTO pPeHACPHUHTY. Brcoka cTaOUIBHICTD 111€1 301pKH, TIMO0KAa ONTHUMI3allisa
QITOPUTMIB  BIATBOPEHHS CHPAWTIB Ta MIATPUMKA PO3IMIMPEHOIO KEpyBaHHS
apXiTeKTyporo yepe3 cucremy Assembly Definitions BU3HaUMIM Ti SIK €IMHE TOLIJIBHE
pIllIEHHS] B KOHTEKCTI MOCTABJICHUX 1H)KCHEPHUX 3aBJ1aHb.

OcHOBHOIO MOBOIO mporpamyBaHHs € C# BianoBigHo no cranpapty .NET
Standard 2.1 [12, 14]. Bubip MoBu 00TpyHTOBAHO HE JIUIIIE 3aTAIBHOIO MATPUMKOIO 3
OOKy pylisi, a W KOHKPETHUMHU MOBHHMMH KOHCTPYKIISIMH, L0 O€3M0ocepeHbo
BUKOPUCTOBYIOTBCS B apXITEKTypi MPOEKTY. VY3araibHeHi Ttumm (generics) 3
obmexxenussm where T : IEvent € ocHoBOro peanizaliii TUITI30BaHOI IIWHM TIOJIM
EventBus, ne koMnuisTop nepesipsie KOPEKTHICTh YCIX MiAMUCOK Ha eTari KOMITUISIIII,
YHEMOXJIMBIIIOIOUM TMOMIIKM TUMiB y paHTtaiimi. [leneratu ta Delegate.Combine
3aCTOCOBYIOTHCS IS MOOYJOBH MYJIBTUKACT-JIAHIIOTIB 0OpOOHUKIB 0€3 BHUICHHS
JIOIaTKOBUX 00'€KTIB y KepoBaHiil kymi. CtpykTypu 31 cnieuudikaropom readonly,
30kpema LevelLayoutConfig Ta BHyTpimHii Tun FVec2, 3a0e3neuyioTs nepenady
HE3MIHHUX KOH(DIrypamiitHux JaHUX MIX [apamu 0e3 pu3uKy no0iuHux 3MiH. Bupasu

switch, noctyiai nounHarouu 3 C# 8.0, BUKOPHUCTOBYIOTHCS B AJITOPUTMI PO3MIIIIEHHS
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KIMHAT J1JI1 KOMITAKTHOTO OMKUCY T€OMETPUYHUX MEPETBOPEHD 3aI€KHO BiJl HAIIPSIMKY
nepexony. CTpora Tumizallisi MOBH, IATPUMKA JKEHEPHUKIB Ta ONTUMI30BaHUM 30Mpay
CMITTS JI03BOJISIFOTH Peajli3yBaTH CKJIaJHI apXiTEKTypHI MAaTepHH — 30KpeMa LIUHY
MOJi¥ Ta 1€papXivHi KIHIIEBl aBTOMATH — 0€3 CYTTEBUX BTpAT MPOTYKTHBHOCTI.

Jist ympaBiiHHS TIpoiiecoM Biszyadnizaiii 3acrocoBano Universal Render Pipeline
(URP) [27]. BOynoBanuit penaepuuit kouseep Unity (Built-in Pipeline) ne miarpumye
edexkTuBHOrO cymicHoro BukopucTanHs Pixel Perfect Camera Ta kacTOMHHX
ShaderLab-marepianiB 6e3 3HaAUHUX JOOIPAIFOBAaHb, a TaKOX MmocTynaeTbcss URP 3a
MIBUJKICTIO TAKETHOI OOpOOKH JBOBHUMIPHUX CIPANTIB MpPU HASBHOCTI KUIBKOX
aKTUBHMX MarepiaiiB. Y paMkax OOpaHOro MaWIUIaiiHy peani3oBaHO JIBOKaAMEPHY
apXITEKTypy PpEHIEPUHTY — IrpoBa KamMepa BiIOOpa)kae CIEHY Y BHYTPILIHIO
RenderTexture 13 po3aiabHOIO 3AaTHICTIO 640%360 MmiKceniB Ta peKUMoM (piIbTparlii
Point, 1m0 yHEMOXIJIMBIIIOE JIIHIMHY IHTEPHIOJSII0 MDK MIKcemssMH 1 30epirae
MIKCEJIbHY YITKICTh 300pakKeHHs, a OKpeMa BlgoOpaxaibHa KaMepa Ha BHILJICHOMY
mapi Hakiagae CRT-nmoctedekt nmoBepx kaapy uepes KkBaja-mei i3 kacromHum HLSL-
meiinepom y ¢opmari ShaderLab [29]. Ilapamerp 16 PPU (Pixels Per Unit)
BCTAHOBJICHO TJIOOQJIBHO JJisi BCHOTO arjlacy CIpalTIB, IO TapaHTYy€e iJealibHe
NiKCeJIbHE BUPIBHIOBAHHA ITPOBUX O0'€KTIB Ha CILIEHI 0€3 CyOIIKCEIbHOrO 3MIIIECHHS.
[eiinep CRT peanizye mociaigoBHUI KOHBEEpP 13 ceMH €(eKTiB — OOUKomoaioHa
JTUCTOPCisA, XpoMaTH4Ha abeparlis, epeKT cBiUeHHs, CKaHIalHU, CyOIiKceIbHa MacKa,
BIHBETYBAHHSI Ta KOPEKIIIS SICKPABOCTI — 1 KEPYETHCS MapaMeTpaMu, 110 30€epIratoTbes
y ¢aiini video_settings.json Ta BiIHOBIIOIOTHCS IIPH KOKHIM 1HIIIaMi3a11ii.

OG6poOka BBeJCHHS JaHUX pealli30oBaHa 3a JIOIIOMOTI'OK) OHOBJICHOTO TaKeTa
Unity Input System [28]. Ha BiamiHy BiJ 3acTapijioi CUCTEMH, 110 0a3yeThCs Ha
CUHXPOHHOMY OTMUTYBaHHI CTaHy MPUCTPOIO B KOKHOMY KaJIpi, HOBUH MaKeT peati3ye
ACHHXPOHHY TOI€BY MOJieNIb Ha OCHOBI ¢ainmy InputActionAsset 3 omucom il Ta
IPUB'A30K 0 KOHKpeTHUX (i3nyHuX KHOMOK. KoH(irypailisi oXoritoe 181 cXeMHu —
Keyboard i Gamepad, — Mk SKUMU CHUCTEMa AaBTOMATUYHO IMEPEMUKAETHCS TPH
NiJKII0YeHHl a0o Bia'elHaHHI NpUCTpor0 Oe3 mepe3amycky rpu. Takuil miaxig €

KPUTHYHHAM JIJI 3a0€3MeUYeHHsT MiHIMaJIbHOI 3aTPUMKH BBEJICHHS B OOMOBIN cucTemi
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Ta JJIsl KOPEKTHOTO JUHAMIYHOTO OHOBJICHHS MiAKa30K o0 kepyBanHs y HUD-
iHTepdeiici. YnpapmiHHA KoOH]IrypamisMud piBHIB, IIa0JOHAMH TeHepalii Ta
0i6mioTekamMu pecypciB  peanmizoBaHo uepe3 ScriptableObject, mo BiamoBimae
npuHiumnam data-driven design. Ha BimMiny Bigx MonoBehaviour-KkoMIoHeHTIB,
ScriptableObject icHye sk okpemuii (haitsi-pecypc MPOEKTY 1 HE TPHB'SI3aHHUN 10
JKOJTHOTO O0'€KTa Ha CIICHI, IO JI03BOJISIE BHUKOPHCTOBYBATH E€IWHHUHN EK3EMILISP
mabsony kiMHaTH RoomTemplate mis Bcix 1HCTaHIIM BIJAMOBIAHOTO THUITY 0e€3
nyOroBaHHS TaHUX. 30€PEKEHHS ITPOBOTO MPOTrpecy 3a0e3Meuy€eThes cepiami3alliero
y TekctoBuit hopmat JSON 3a mornomororo BOygoBanoro JsonUtility [15]. [TopiBHSHO
31 ctopoHHIMH Oi0motekamu Newtonsoft.Json ta System.Text.Json, JsonUtility He
BUKOPHUCTOBYE peIIEKCIIO MiJ1 Yac cepiaiizailii, o 3HIKY€ pU3HK moMuiIok mpu AOT-
koMmmusanii y peskumi IL2CPP Ta He BHOCUTD TOATKOBUX 3aJIEKHOCTEHN Y MPOEKT.

Penarysanus BuxigHOro Koy 3aiiicHOeThes B cepenonui Visual Studio Code
(VSC) i3 Bcranosiernm posmupennsm C# Dev Kit [32]. VSC 3abe3neuye miacBiTKy
cuHTakcucy C#, aBTOZIONIOBHEHHS Ha OCHOBI MOBHOTO cepBepa OmniSharp, Hasiraiiito
10 CUMBOJIaX MiX 30ipkamu Ta BOYJOBAaHWH TepMiHAI Juis BUKOHaHHS kKomaHn Git.
Iarerpariis 3 Unity peamizyerbcst uepes odiriitne posmmupenns Unity mist VSC, ske
HAJIAIITOBY€E aBTOMATUYHY pereHepaiito Qainis pimeHHs (.SIn) ta npoekris (.CSProj)
npu 3MiHiI cTpykTypH 30ipok asmdef. BepcionyBaHHS BHXIZHOTO KOAY Ta peCcypciB
3abe3neuyerhes cucreMoro Git Bepcii 2.30 Ta BHIIE 3 PO3MIIIEHHSIM PEIO3UTOPII0 Ha
GitLab-incranmii yHiBepcuteTy. @aiinm .gitignore HamamTOBaHO 3 BHKJIIOYCHHSIM
nupektopiii  Library, Temp ta Build, 1mo MicTITh BHKIIOYHO aBTOMATHYHO
3reHepOoBaHi JaHi pyIilisi Ta HE MalOTh IIIHHOCTI /Il BEPCIOHYBaHHSI.

Jlns cTtBopeHHs1 TpadiyHux pecypciB y ctmiai Pixel Art BukopucToByeThCS
Aseprite [30] Ta Smack Studio [31].

[logo BUMOr [0 amapaTHOrO 3a0e3MeyeHHs, PO3pOOJEHUN MPOrpaAMHHIMA
MPOIYKT ONTUMI30BaHO J1Jis1 CTAOLIbHOI pOOOTH HAa CUCTEMAX CEpeHBOTO Ta 0a30BOr0O
PiBHIB MPOAYKTUBHOCTI. MiHIMaabHI BUMOTH Tiepen0avyaroTh HAsSBHICTH MPOIECcopa
apxitTektypu x64 3 TaktoBor udactororo He Mmenmie 2.0 I'Ty ta 8 I'b onepatuBHOi

nam'sTi. 3a3HayeHWil oO0CiAr mam'siTi 3yMOBJIEHHH OCOOJMBOCTSIMHU peani3oBaHOi
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cuctemu Persistent Room System, sika yTpuMye MOBHHI MacHB KiMHAT iTpOBOTO PiBHS
B OIEpaTHBHIN mam'aTi Jjisg 3a0€3MeUeHHs] MUTTEBUX IEPEXOJIIB MK 30HaMH 0e3
3BepHEHHS 10 Aucky. Bineoanantep mae miarpumysatu API DirectX 11 abo OpenGL
4.5 nns xopektHoi pobotu anroputmiB URP Ta pennepunry mnocrtedektiB CRT-
mreiepa. BinmpHuil 06csr IMCKOBOTO MPoCcTOpy Yy po3Mipi He meHite 2 I'b neoOxianuii
JUIS  PO3MIIIEHHS BHKOHYBaHOTO (aiimy rpu, Oi0miorek pymriss Ta Qaiinis
MEPCUCTCHTHUX JIaHMX TpaBls. /leTanbHi MiHIMaJIbHI Ta PEKOMEHJIOBaHI BUMOTHU Y

TabnuuHii Gopmi HaBeneHo B miapo3aiii 3.1 miei poboTu.
BucnoBkmu 10 po3aiay 1

VY nepuromy po3aim 0yJio IpoBeASHO CUCTEMHUHN aHaIi3 TPeAMETHOT 00J1acTl Ta
BU3HAYEHO KJIIOUOBI 3aBAaHHS I PO3POOKH MPOrpaMHOro 3ade3neyeHHs
JIBOBHMIpHOI Tpu B >kanpi Metroidvania mig Ha3soro «Fiat Lux». ChopmynboBaHo
NEepeNliK TEXHIYHMX 3a/Jad, $KI BHUMAararmoTh MPOEKTYBaHHA CIA0KO 3B'I3aHOI
apXITEKTYypH, CTBOPEHHS KaCTOMHOI MOJeJl JBOBUMIPHOI (DI3UKHU MEPCOHAXA,
PO3pOOKM CHUCTEM YMPaBIiHHSA MPOCTOPOM KaMEpu Ta JIETEPMIHOBAaHOI TeHeparlil
PIBHIB.

AHami3 ICHYIOYMX aHaJoriB JO3BOJIMB JOCHIIUTA Halle(eKTUBHIII 1rpoBi
MEXaHIKM, MPOCTOPOBI PIMIEHHS Ta MIAXOAM 0 OpraHizaulli MTYYHOTO I1HTEJIEKTY
BoporiB. Ha oCHOBI nmpoBeaeHOro MOPIBHIHHSA OOIPYHTOBAHO HEOOXI1JHICTH BIIMOBU
BiJl CTaHJAPTHUX BHCOKOPIBHEBUX KOMIIOHEHTIB ITPOBOTO PYIIif, SKI MPUXOBYIOTbH
JIOT1YH1 OOYMCIEHHS, HAa KOPUCTh MOBHICTIO MPO30PHUX, BIACHOPYY CIPOEKTOBAHUX
CUCTEM.

Bubip apxiTeKTypHOTO CTHIIIO, IO 0a3yEeThCsl Ha MOJYJIBHIHN 130711111 T1apiB 3a
noromororo asmdef Ta momieBo-opieHTOBaHIN KOMYHIKAIii 4Yepe3 BIACHY INUHY
EventBus, 3abe3nedye BUCOKHIT piBEHb OE3MEKH PO3POOKH, JIETKE MacITabyBaHHs Ta
YKOPCTKE PO3MEKYBaHHS IrPOBOT JIOTIKH i BI3yaJIbHOTO MPEICTABICHHS.

OOGrpyHTOBaHO BHUOIp 1HCTPYMEHTAJIBLHUX 3aCO0IB, CEpell SAKUX KIOUOBUMH €
pymrii Unity, URP ams onrtumisamii peHICpUHTY, HOBa CHCTEMa YIPaBIiHHS

BBeZicHHAM Input System, oG'extu ScriptableObject nns ynpapninHs koHDIryparisiMu
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ta TekcTtoBui dopmar JSON s 306epexkenHs nanux. CopMoBaHi BUMOTH 10
amapaTHOTO 3a0e3NedyeHHs IATBEP/KYIOTh e()EKTUBHICTh Ta ONTHUMI30BaHICTh

PO3pOOIEHUX 1HKEHEPHUX ANTOPUTMIB.
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PO31J 2. TIPOEKTYBAHHA 2D I'POBOI'O JOAATKY KAHPY
METROIDVANIA

2.1 BapianTn BUKOPHUCTAHHSA TAa 00'€KTHO-OPi€EHTOBAHA CTPYKTYPa CUCTEMH

[IpoexTyBaHHSI MPOTpaMHOTO 3a0e3MeyYeHHs Uil Cy4YacHUX I1HTEPAKTUBHUX
CHCTEM 31 CKJIaJHOI0 BHYTPIIIHBbOIO JIOTIKOIO BHMAara€ Mo4aTkoBOTO MOJICTIOBAHHS
(YHKIIOHATPHUX BHMOI Ta BH3HAUEHHS MEX B3aEMOJII MK KOPUCTyBaueM 1
cuctemoro [21]. ¥ pamkax po3poOku Bineorpu «Fiat Lux» kiito4oBUM 1HCTPYMEHTOM
aHaji3y MOBEIIHKM CHCTEMH Ha BHUCOKOMY pIBHI aOCTpakilii € moOy/oBa Mojeieu
BapianTiB Bukopuctanus Use-Case (puc. 2.1). Lleit miaxin no3somsie popmanizyBaTu
BUMOTH JI0 I'POBOTO MPOIIECY, BUBHAUUTH POJIL A1H0BUX 0¢10 (aKTOpIB) Ta 3adikcyBaTu
MIOCJIIJIOBHOCTI BHKOHAaHHS oOmeEpaliil, sSki NOBMHHA 3abe3nedyBaTH Iporpama.
BapianTi BUKOpHUCTaHHS € TAKOK OCHOBOIO JJis1 (POPMYBaHHSI TECTOBHUX CLIEHApIiB, /1€
KOXXEH OCHOBHUW XiJI BUKOHAaHHS Ta aJbT€pHAaTUBHA TUIKa Oe3MocepeaHbo

BI/IMOBIJAIOTh TECT-KEUCY B MJIaHI TECTYBAaHHS CUCTEMHU.

Cucrema «Fiat Lux»
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Puc. 2.1 — Jliarpama BapiaHTIB BUKOPUCTAHHS CUCTEMU
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[OJIOBHUM 30BHIIIHIM akTopoM y cucteMi € I'paBeup. Moro B3aemomis 3
MPOrpaMHUM MPOJYKTOM OXOIUTIOE YOTHUPU (YHKIIIOHANBHUX OJIOKH, SIKI Pa3oM
(GbOopMyIOTh MOBHUI CHIEKTpP BapilaHTiB BUKOPUCTAHHS.

[Tepmnii  OJIOK  CTOCYETbCSA  YMNPABIIHHSA IPOILIECOM IHIIiamizamii  Ta
MEePCUCTEHTHOCTI JaHuX. CI0u BXOIATHh BapiaHTH BHUKOPUCTAHHS «3alyCTUTH TPY»,
«3aBaHTAKUTH HASBHUM IrpoBUH c1oT» Ta « Bumamutu ciot 30epexxerds». [Iporpama
Mae 3a0e3neuyBaTH KOPEKTHY OOpOOKy IMX 3aIlUTiB uepe3 BIAMOBIAHI 1HTepdelcHi
MEHIO, 1HILIIOIYM 3YMTYBaHHS Ta Jecepianizamito ¢ains koHbiryparii. OCHOBHUI
X1l BUKOHAHHS BapiaHTy «3aBaHTa)XUTH HASIBHUU ITPOBUH CIOT» mependadae BUOIp
CJIOTa B MEHIO, IEpPEeBIPKY iCHyBaHHs (paitiry save slot N.json, gecepianizaiiito o0'ekra
SaveData, BiZHOBIEHHA CHEHM 3a MojeM sceneName Ta MmyOdiKalio MOl
GameLoadedEvent. AnbpTepHaTuBHa TUIKa — BIJACYTHIM ab0 MOMIKOJKEHUU (aiin
CJIOTa — 3aBEPIIYETHCS TTOKa30M MOB1IOMIJICHHS PO IOMUIIKY 0€3 BUXO.Ty 3 MEHIO. J{71st
HOBOT'O MPOQLII0 TeHEPYETHCS YHIKANbHUI seed piBHs, 110 30epiraeTbes y SaveData
Ta TapaHTy€ BIATBOPIOBAHICTh MPOIEAYPHO 3T€HEPOBAHOIO CBITY MPU MOBTOPHOMY
3aBaHTa)XCHHI.

Hpyruit pyHKITIOHATBHUM OJIOK OTHCY€ 0e3M0CcepeHIO TeUMILICHHY B3a€MOIII0
B IpOCTOpi irpoBoro cBity. OcHOBHUMH BapianTamu € «KepyBatu nepeminieHHsIM
nepcoHaxay, «31McHIOBaTH 00MOBI Mi1», « AKTUBYBATH 3410HOCTI» Ta «B3aemonistu
3 o0'ektramu otoueHHs». CucTeMa OmpalbOBY€E MO BBEJACHHS B peajbHOMY Haci
yepe3 Unity Input System 13 mnomieBUMH 3BOPOTHMMM BUKJIMKaMu. BapiaHT
«BzaemonisaTu 3 00'ekTaMu OTOYCHHS» peajizoBaHo uepe3 iHTepdetic IInteractable.
['paBens iHimiO€ B3aeMofito, cucrema BHKOHYe Physics2D.OverlapCircleAll i3
GbiapTpalli€ro 1o mapy Ta nepeBipse HassBHICTh KOMIIOHEHTA, 1110 pealti3ye iHTepderic.
[{e mo3Bosie 0MHAKOBO 0OPOOIIATH CKPHHI, TOUKH 30€pEKEHHS Ta TPUTEPHU 3T10HOCTEH
0e3 3HaHHSI KOHKPETHOTO THUITY 00'€KTa.

Tpetiii 00K OXOIUTIOE BapiaHTH BUKOPUCTAHHS, TMOB'SI3aH1 3 JOCHIIKCHHSIM
irpoBoro cBity Ta mporpeciero. Cioau Bxonath «llepedTu 10 1HIIOI KiMHATHY,
«Binkputu 1irpoBy kKapty», «OTpumatd HOBY 37110HICTH» Ta «P03010KyBaTH

nocsirHeHHs». Bapiant «llepelit m0 1HINOI KIMHATH» IHIIIIOETHCS MPU TEPETHHI
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KoJiaiiiepa rpasiis 3 TpurepHoro 3000 RoomTeleport Ta peanizyerbes sik KOpYyTUHHA
MOCJIIJIOBHICTD 13 3aTEMHEHHSIM €KpaHa, MEepPEeMILIEHHSIM MepCOHaXa Ta OHOBJICHHSIM
aKTUBHOI KIiMHaTH uepe3 RoomManager. Bapiant «Binkputu irpoBy KapTy»
3aBaHTaxkye ekpaH MapScreen y UlScreenStack ta BimoOpaikae Bci 3apeecTpoBaHi
KIMHaTH, TIO3Ha4Yar04M  BigBimani 4epe3  MapDiscoveryService.  Bapiant
«P030710KYyBaTH JOCATHEHHS» € CUCTEMHHMM 1 HE IHILIIOETHCA T'PABIEM HAIPSIMY —
AchievementService BIICTEKY€ BUKOHAHHS YMOB 4epe3 MiAMUCKY Ha irpoBi NOJIi Ta
aBTOHOMHO (DIKCYy€ pe3yabpTaT y Tiao0anbHOMy (aitni achievements.json.

YerBepTuil 0J0K CTOCYETHCS HAJAIITYBaHHS MapaMeTpiB cucteMu. Bapiantu
«HamamryBatu Ty4HICTh My3uKW», «HamamryBatu Ty4HICTH e(]ekTiB» Ta
«HanamryBaTn nmapaMeTpu BIACOPIIBTPY» peai3ylOThCsl Yepe3 BIJAINOBIJIHI €KpaHU
nanamryBanb y UlScreenStack. AudioManager 30epirae 3Hau€HHSI T'y4HOCTI 4epes
JSON-cepiamizamito, CRTRenderer — uepe3 okpemmuii (aiin video settings.json.
OOuBa BITHOBIIOIOTH HAJIAIITYBAHHS [IPU HACTYITHOMY 3alycKy B MeToai Awake 10
OyIb-SIKMX PEHICPUHT-OIEpaIlii.

BHyTpiniHs 00'eKTHO-OpIEHTOBAaHA CTPYKTYpa CUCTEMU MPOEKTYETHCSI HA OCHOB1
npuHiumiB SOLID, 3 oco0auBHM aKIIeHTOM Ha iHBepCii 3aJIeKHOCTEH Ta IMPUHIIUII
BiIKpUTOCTI-3akpuTOoCTi [7]. Ha BimMiny Bia TpamuuiitHoro ans Unity migxony, ae
JIOTiKa Ta Bi3yaui3allisl 3MIIIYIOThCS BCepeInHl MOHOJMITHUX MonoBehaviour-knacis,
y PO3pO0ITIOBaHIi CUCTEM1 BIPOBAHKEHO YITKE PO3MOIICHHS Ha TPU KaTeropii, a came
00'€KTH JaHUX, 00'EKTH JIOTIKH Ta KOMIIOHEHTHU MPEICTABICHHS.

OO0'exT maHWX MpeACTaBiICHI HE3MIHHUMH a00 CTpPOro KOHTPOJIHOBAHUMHU
cTpykTypamu. SaveData — cepiamizoBaHuil Kiac, IO MICTUTh IOJS JUIS BCIX
nijcucTem, siki motpeOyroTh nepcucteHTHOCTI. LevelLayoutConfig — readonly struct,
0 Tepe/lae MapaMeTpu TEeHEepaTopy piBHIB 0€3 MOXKIMBOCTI Moaudikarlii micis
ctBopeHHs. LevelLayoutResult — He3minHui 00'exT 13 Konekisimu [IReadOnlyList, o
noBepTae pesyiabTar aaroputMmy resepaiiii. RoomTemplate — ScriptableObject, mo
BU3HAYAE THI KIMHATH, PO3MIp y Taiiax, KOH(]Iryparito BUXOiB Ta MOCUJIAHHS Ha

npedad. Bukopucranus ScriptableObject ayist ma6ioHIB KIMHAT BIANOBIAAE M1IXOTY
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data-driven design, me nu3aiiHep Moke MOaU(IKyBaTH MMapaMeTpu PiBHSA 0e3 3MiHU
KOJIy Ta 6€3 MOBTOPHOT KOMITUISIIIT 301pOK.

O06'exTH JOTIKM peali30BaHO MepeBaXKHO K uncTi CH-Kkiaacu 0e3 ycrmaaKyBaHHS
Bi1 MonoBehaviour. LevelLayoutCore BukoHye Bci 0OUMCIIEHHS TeHepallii piBHS 0e3
3anexxHoctert Bin UnityEngine. FollowBehaviour ta CutsceneBehaviour peanizyioTs
inTepderic ICameraBehaviour Ta 1HKaNCyJIOIOTh ATOPUTMH CITITyBaHHS Ta (ikcarii
kamepu BianosigHo. CameraShake peanizye trauma-based Monenb TpemTiHHS 3
urymoM [lepriHa sk 130J1b0BaHUI 0OUHCTIOBATIBLHUMN 00'€KT.

Kommnonentu npencrasienas — MonoBehaviour-kiacu — BiAIOBiIalOTh JIHIIE
3a 3B'A30K 3 PYIIIEM Ta JCJETYIOTh JOriKy 00'ekTam HIkHIX mapiB. CameraController
niarpumye crnucok [CameraBehaviour ta aenerye oOUMCIICHHS MO3UIIIT MOBEAIHIN 3
HaiiBummM npioputeroM. LevelGenerator 30upae mapameTpu 3 iHCIEKTOpa, Mepeaae
ix y LevelLayoutCore Ta BukoHye Unity-cnemugiuny poOOTYy 3 OTPUMAaHHUM
pe3yJIbTaTOM.

OO0'exTHa CTpyKTypa 0a3yeTbcs Ha CyBOPOMY KOHTPAKTHOMY IpOrpamMyBaHHI
yepes map FiatLux.Contracts. Byib-sika CyTHICTb, 1110 TOTpeOy€e B3a€MO/IT 3 1HIIIUMU
MOIYJISIMU, ONUCYEThCs  BiAmoBimHMM i1HTepdeiicom. IInteractable mo3Bosse
JIOTIYHOMY MOJYJIIO TPaBIsS BUKJIMKATH METOAM B3a€MOIli O€3 3HaHHA KOHKPETHOTO
tumy 00'ekta. [CameraBehaviour 3 meTonamu CalculateTargetPosition Ta OnActivated
no3Bossie CameraController koMOiHyBaTH JTOBUIbHI TOBEAIHKK 0€3 3MIHU BJIACHOTO
kony. I[Event € mapkepHuM iHTepdeiicom, 0 BU3HAYAE KOHTPAKT CUCTEMU OOMIHY
MOBIJJOMJICHHSAMH — OyJb-sfika CTPYKTypa abo Kiac, 10 peajizye I1ied iHTepdeiic,
aBTOMAaTHYHO CTa€ ydacHMKoM InuHU momii. CeppicHi kjacu InventoryService,
MapDiscoveryService Ta AchievementService @QYyHKIIOHYIOTh SIK aBTOHOMHI
O0YHCITIOBAIbHI OJIOKH — BOHH OTIEPYIOTh BUKIIOYHO BIIACHUM BHYTPILIHIM CTaHOM Ta
B3a€EMOJIIIOTh 13 3O0BHINIHIMM CHUCTEMaMM JIMILIE Yepe3 MIANKCKY Ha MOl Ta
nmyOJIiKaIlio pe3yJbTaTiB, HE MAlOUX KOJHUX MPSIMUX MOCUJIaHb Ha KJIACH TeHMILIEIO

a00 KOMITOHEHTH 1HTEpdEHCy.
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2.2 ApxiTeKTypa miICHCTEM Ta Mi’KMOIYJIbHA B3a€EMOIisl

ApXiTeKTypHa opraHizallis IporpaMmHoro npoaykry «Fiat Lux» Ga3yerbcs Ha
KOHIIETIII{ >)KOPCTKOTO PO3MEKYBaHHS 30H BUAUMOCTI KOy Ha piBHI KoMmmitsmii. Jlis
peamizaii 1€l KOHIIEMINi BECh MPOCTIP MPOEKTY OYJIO PO3IiJICHO Ha 130JIbOBaHI
Moaym 3a jgomomororo MexaHismy Assembly Definitions (asmdef) i cyBoporo
BIJIKJTFOYCHHSI aBTOMAaTUIHOTO CTBOPEHHS MTOCHJIAHb IIJITXOM BCTAHOBJICHHS Mparopa
autoReferenced: false mms koxkuoi 30ipku. lle apxiTekTypHe PpillleHHS ITOBHICTIO
YHEMOXJIMBIIIOE CHUTYallll0, 3a $KOi pPO3pOOHHMK MOKE BHIIAJKOBO CTBOPHUTHU
nepexpecHe a00 [MKIIYHE TOCWIAHHS MDK KOMIIOHEHTaMHU pI3HUX PIBHIB,
MEPETBOPIOIOYH apXITEKTYPY Ha MOHOJIITHY CTPYKTYPY, SKY BaKKO pedaKTOpUTH.

BekTop 3anexHOCTEl MIXK CTBOPEHHMMH 301pKaMH CIPSIMOBAHMA BUKIIOYHO
3HM3y Bropy. HuwxHil, HallOUIbI (GyHAAMEHTAIBHUN AP CUCTEMH IPEICTaBICHUN
30ipkoro FiatLux.Core. Ileii Moayiap HE Ma€ >KOAHHMX 30BHIIIHIX 3aJCKHOCTEH 1
MICTUTh Y c001 0a30B1 TUIH JIaHUX, CTATUYHI YTUJIITU Ta OE€3MOCEPEIHIO peaizallito
MiJICUCTEMU  OOMIHY  moBioMJieHHsMu. Hax HMM — po3TamoBYeThCS — IIap
FiatLux.Contracts, sxuii mocuiaeTbcs JuIilIe Ha 0a30BUH MOAYJIb 1 MICTHTH YCi
CTPYKTYpH TIOAIN, W0 peali3yioTh MapkepHuil iHTepderic IEvent, a Ttakox
3arajibHOCUCTEMHI1 1IHTep(eiicu MePCUCTEHTHOCTI Ta B3a€EMO/III.

[IpomixkHMI1 piBEHB 3aiiMalOTh CEPBICHI 301pKH, 00'€THAHI IT1]] TPOCTOPOM IMEH
FiatLux.Services.*. Crogu BXOIATh aBTOHOMHI IIJACHCTEMH, CEpPEld HHX €
AudioManager (ympaBiiHHS 3BYKOBHM CympoBojaoM), SaveManager (daiimose
BBCJICHHS-BUBEACHHS  30epekeHnb),  InventoryService  (o0mik  mpeamMeris),
MapDiscoveryService (¢ikcaris mocnmipkeHux 30H Mmamu) Ta AchievementService
(oOpobka rimobanbHUX MOCsATHEHb). Ll cepBicH MarOTh MPaBO MOCUIIATUCS JIUIIE HA
IIapyu KOHTPAKTIB Ta sJpa.

BepxHiii piBeHb apXiTeKTypH 3aiiMaroTh MoyJi Joriku city (FiatLux.World)
Ta 6e3mocepeTHpOTO TeUMILIECIO (FiatLux.Gameplay.Player i
FiatLux.Gameplay.Enemies). Bisyampuumit map (FiatLux.Visual) Ta map
KopuctyBaipkoro inrepdetricy (FiatLux.Ul) Buneceni B okpemi 30ipku, sIKi MarOTh

JIOCTVII JJUIIE A0 HEOOXITHUX CEPBICHUX MOIVJIIB Yepe3 KOHTPOJIHLOBAHI 3AJIEXKHOCTI.
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[Ipsima B3aemo/1ist a00 BUKJIMK METO/IIB 13 TEUMIIJIEHHUX MOJIYJIIB y Bi3yaJibHI YU

iHTepdeicHI mapu CyTTeBO OOMEXKEHI Ta KOHTPOJIIOIOThCS depe3 cucrteMmy asmdef-

3aJeKHOCTeH. Toukoro 30ipKH MPOEKTY BUCTyIae Moayih FiatLux.Bootstrap, skwii

BOJIOJII€ TIOCHJIAHHSAMHU Ha BCI MiJICUCTEMH 1 BIJTIOBIIA€E 3a iXHE (DiHATBHE 3B'3yBaHHS

B paHTaWMI.

CtpyKkTypa 3aj1exHOCTel Mk 301pKaMu MPOEKTY HaBeneHa y Tabmuii 2.1,

Taomug 2.1
CrpykTypa 3asexxnocteit mpoekty Fiat Lux
30ipka 3anexxHoCTi [Tpu3HayeHHs
FiatLux.Core - EventBus, 6a30Bi yTuiiTi, MapKepHUN
inTepdeiic [Event
FiatLux.Contracts Core CtpykTypH mofiii, intepdeiicu

IInteractable, ICameraBehaviour, kinacu
SaveData, SaveSlotinfo

FiatLux.Services.SavelLoad

Core, Contracts

SaveManager — ¢aitnoswmii /O JSON-
CJIOTIB

FiatLux.Services.Audio

Core, Contracts

AudioManager — xanaiu Music/SFX,
JSON-cepiami3zaltis ryqHOCTI

FiatLux.Services.Inventory

Core, Contracts

InventoryService — 00J1ik npeaMeriB

FiatLux.Services.Map

Core, Contracts

MapDiscoveryService — dikcarris
BITKPUTHX KIMHAT

FiatLux.Services.Achievement

Core, Contracts

AchievementService — rmobanbuuii daiin
achievements.json

FiatLux.Services.Camera

Core, Contracts

CameraController, ICameraBehaviour,
FollowBehaviour, CutsceneBehaviour,
CameraShake, CRTRenderer

FiatLux.World Core, Contracts, RoomManager, RoomTeleport,
Services.* LevelGenerator, LevelLayoutCore,
LevelLayoutConfig
FiatLux.Ul Core, Contracts, UlScreenStack, UIScreen ta sci HUD-
Services.* B'IOXH
FiatLux.Visual Core, Contracts, PlayerAnimator, PlayerSfxHandler —
Services.* HIiANUCYIOTHCS Ha MOJiT, HE MAlOTh

nocuianb Ha Gameplay

FiatLux.Gameplay.Player

Core, Contracts

PlayerMain, kacromHa ¢i3uka, 60iioBa
cucrema, HFSM rpasus

FiatLux.Gameplay.Enemies

HFSM Boporis, cnaBHepH, 60cu

FiatLux.Bootstrap

Core, Contracts
Bei
BUIIlE3a3HAYCHI

€11Ha TOYKa BXOJy; 1HILIANi3y€e CepBiCH B
JETEPMIHOBAHOMY TOPSAKY

OCKUTBKM MpsIMi TTOCUJIAHHS MK OLIBIIICTIO MOAYJIIB BiACYTHI, MIKMOYJIbHA

B3a€EMOJIisI Ta CHHXPOHI3allisd CTaHIB pealli30oBaHa 3a JJOIOMOTO KaCTOMHOI T011€BO1

IIMHKA — TUII30BaHOI CTATHYHOI INMHU MOIH 3 y3araJibHeHuMHU Metomdamu Where T :

. Invin I.B.
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IEvent. Bubip mxeHepuk-peaizallii J03BOJUB 13010BaTH CIUCKHU IMIAMUCHUKIB IS
KO>KHOT'O KOHKPETHOTO THITY MOJIii Ha PiBHI BUKOHAHHS, 110 3a0e3Medy€e MBUAKICTh
nucrerdepu3arii moBigomiieHb 3a gac O(n), me N — KUIbKICTh MiANMHCHUKIB Ha
KOHKpPETHY MOAII0 (y MeXax MPOEKTYy Il MOKa3HUK 3a3BuYail He mepeBuinye 10
00'exTiB) [9, 17]. [loxieBa mmHa QyHKIIOHYE BUKIIOYHO B TOJIOBHOMY moTtori Unity
(Main Thread), mo ycyBae HEOOXITHICTh Y PEeCypCOMICTKUX OJOKYBaHHSX MOTOKIB
(thread-safety ytokax) i rapaHTye BiJICYTHICTh JOJATKOBHX allOKAIlil IMaM'sTi, OKpiM
nepenavi Komii caMoi CTPYKTYpH J1aHi MOIi.

Jlns1 3a6e3meueHHs THYYKO1 B3a€MO/I1T MiXK ITiicucTeMaMH B peaizalii EventBus
nependayeHo KilbKa MEXaHi3MIB OOMIHY MOBiTOMJICHHSIMHU. bazoBum crocobom €
Metoj Publish(T e), sikuil BUKOPUCTOBYETHCS JISI OJJHOPA30BOI0 CHOBIIIEHHS BCIX
3apeECTPOBAHMX MIAMMCHUKIB MPO BUHUKHEHHS 1MO1i. Takuii mijIx17 3aCTOCOBYETHCS
JUIs. TIOAIN, CTaH SKUX HE TOoTpeOye 30epexkeHHsl miciast oOpoOKH, HANMpUKIaN
PlayerDiedEvent.

Jlns mo i, 110 BijoOpakaroTh MOTOYHUM CTaH CUCTEMHU, Pealli30BaHO MEXaH13M
KEIIyBaHHS OCTaHHLOTO mMOBIIOMJEHHA uepe3 meTton PublishLatest(T e). Ilicns
nyOumikaiii cucrema 30epirae OCTaHHIM EK3eMIUIAp IMOJli, IO J03BOJISIE HOBUM
KOMITOHEHTaM OTPHUMATH aKTyaJbHUN CTaH 0€3 O4YiKyBaHHS HACTYITHOTO OHOBJICHHSI.
[Toni6uuii MexaHi3M BukopucToByeThesi g mnoaid  HealthChangedEvent Ta
ActiveRoomChangedEvent.

OTpuMaHHST OCTAaHHBOTO 30€pPEKEHOTO CTaHy IMMIATPUMYETHCS JBOMA
cnocobamu. Metoz Subscribe WithLatest(Action<T> callback) no3Bomnsie koMnoHeHTy
MIMUCATUCA HA MallOyTHI 3MIHM Ta OJHOYACHO OTPUMAaTH OCTAaHHE 3aKEIIOBaHE
3HAYCHHS BiJpa3y Micis peectpalii. Takuil miaxii BUKOPUCTOBYETHCS €IEMEHTAMHU
iHTepdeiicy KopucTyBada, sKi MOXKYTh CTBOPIOBATUCA a0 AaKTHUBYBATHCS MiCIs
3anycky rpu. Kpim Toro, Mmeton TryGetLatest(out T latestEvent) Hagae MOXIMBICTD
OJIHOPA30BOr0 0E€3MeYHOro 3YMTYBAaHHS IMOTOYHOrO CTaHy IiJ Yac iHimiami3anii
KOMITOHEHTa 0€3 CTBOPEHHSI MMOCTIHHOT MiMUCKA Ha OO,

Jlns 3amoOiraHHsS BHTOKaM MaM'sTi B cepeloBulll pemakropa Unity mpu

Oararopa3oBoMy Tepesamycky pexumy TtectyBanHs (Play Mode) B EventBus
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IHTErpOBAHO MEXaHi3M aBTOMATHYHOI'O OYMIIEHHS CTATUYHUX CIUCKIB MiAMUCHUKIB.
3a nonomoroto arpudyTta [RuntimelnitializeOnLoadMethod(RuntimelnitializeLoad
Type.SubsystemRegistration)] Bukiukaerbest BHyTpimmHIA Metox Clear(), sxwmii
rapaHTy€e MOBHE CKUJAHHS CTaHy IIIMHU JI0 MOMCHTY CIpaIlbOByBaHHs MeToAiB Awake
OyIb-sSKuX 00'€KTIB Ha CIIEHI.

BaxxuBuM eeMeHTOM apXiTeKTYpH € OpraHizallis )KUTTEBOTO LIUKITY TPOrpaMu
Ta JIETEPMIHI3M 1HIIiami3alii cucTeM, 0 peasli3oBaHo yepes miaxia Bootstrap Scene.
Y IIPOEKTI CTBOPEHO €MHY CTAPTOBY CIIEHY, sIka MICTHTH 00'ekT BOOtStrap i3 Toukoro
Bxony. llpu 3amycky mnporpamu I1ed MOAYJIh JAMHAMIYHO CTBOPIOE 1€papXiio
MEHEKEPIB CEpBICIB, sKi MO3HAYalOThC KoMmoHeHToM DontDestroyOnlLoad, mro
3ano0irae ix 3HUILLEHHIO MPU 3MiHI IPOCTOPOBUX JIOKaIK. 11 3py4HOCTI pO3pOOKH B
IHCTIEKTOp1 HaJlaIlTOBaHO KacToMHMU iHCTpyMeHT EditorSceneAutoBootstrap, sxwii
aBTOMATUYHO 3aBaHTaXXy€ CILIEHY 1HILIAII3allll B paHTaiMI, HaBITh SIKIIO PO3POOHHK
HAaTUCHYB KHOIMKY 3alycKy, NepeOyBarouu Ha Oylb-sKiM 1HINN TEXHOJOTIYHIN 4u
reiimruieiHii cieni. L{e rapantye, mo Bci riiobaibHi ceppicH (30kpema SaveManager
ta AudioManager) 3aBxau OyayTh iHiIia/1i30BaHI KOPEKTHO i B CTPOTO BU3HAYCHOMY
MOPSJIKY.

CtpykTypa JaHuUX, IO MAJIATa€  TEPCUCTCHTHOCTI, BHU3HAYAETHCS
cepianizoBanuM KiacoM SaveData y mrapi kontpakriB FiatLux.Contracts.Data. Kiac
no3HauyeHo arpubytom [Serializable] nns cymicuocti 3 JsonUtility. ITosist po3nosinero
Ha M'STh JOTIYHUX TPYH BIAMOBIIHO /10 MIJCHUCTEM, IO iX 3alOBHIOIOTH Y€pe3 MO0

CollectingSaveDataEvent. Omuc mosiiB HaBeAeHO y TadmuIl 2.2.

Tabmuus 2.2
Crpykrypa kiacy SaveData
ITone Tun 3HaueHHs 3a [Ipu3snaueHus
3aMOBY.
Mertanani ¢aitny
version string "1.0" Bepcis hopmaty ams
Mirpatii py OHOBJIEHHSX
timestampUtc long - Yac 30epexeHHs y Tikax
uTC
(DateTime.UtcNow.Ticks
)
. Inwit 1B, Apk.
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MPOJIOBXK. TabJ. 2.2

UeKIoiHT Ta piBEHb

levelSeed int - Seed renepaTopa piBHS;
To# camuii seed
BIJITBOPIOE 1ICHTUIHUN
CBIT

sceneName string - Ha3Ba akTHBHOI CIicHU
JUISL 3aBaHTaKEHHS

roomid string - InenTudikarop KiMmHATH
TOUKH IOSIBU

checkpointX float - X-KoopIuHaTa TOYKU
MOSIBH Y CBITOBHX
OJIMHUIISIX

checkpointY float - Y-KoopIuHaTa TOYKU
MOSIBH Y CBITOBHX
OJIMHUIISIX

Po30iokoBani 3410HOCTI

dashUnlock bool false Pusok (Dash)

chainUnlock bool false Jlantor (Chain)

bowUnlock bool false Jlyk (Bow)

magnetPushUnlock bool false MarHiTHHIA TOITOBX

magnetPullUnlock bool false MarHiTHHIA TPUTST

fireUnlock bool false BorHsiHa 3110HICTH

iceUnlock bool false JIponsiHa 3110HICTD

elementalPresetUnlock bool false EnemenTanbHuii mpecet
3110HOCTEN

activePreset int 0 AXTHBHUH mpeceT
(mpuBeneHHS 10 enum
AbilityPreset)

MarHiTHi MOKpameHHs

magnetAbsorbUnlock bool false MarsiTHe MOTJIMHAHHS
CHaps/IiB

magnetAccumulateUnloc | bool false MarHiTHe HaKOTTHYCHHSI

k 3apsay

magnetFrugalUnlock bool false 3HMKCHUN BUTpaTa
CHapsIIB

projectileReserve int - 3aranpHUil pe3epB
cCHaps/iB (Marasut +
3amac)

XapakTepUCTUKHU NEPCOHAKa

maxHealth int 6 bazoBe MmakcumansHe
310pOB's

maxEnergy int 6 bazoBa makcumanbHa
eHepris

syringeCount int 3 KinbkicTh nikyBaabHUX
HITTPUITIB

healthMaxBonus float 0 Bownyc 1o
MaKCHMAaJIbHOTO 3I0POB's
B1JI anrpeiTin

. Invin LB. Apx.
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3aKIH4YEeHHA Ta0. 2.2

energyMaxBonus float 0 Bbonyc 10 MakCHMaIbHOT
€Heprii BijJ anrpeiiB

healPowerBonus float 0 Bbonyc 10 ehekTuBHOCTI
JTIKyBaHHS

Konexkmii

inventoryltems List<string> MOPOKHIN Inentudikaropu
MPEJMETIB IHBEHTAPIO

discoveredRooms List<Discovered | mopoxHiit BinkpuTi kiMHaTH 3

RoomEntry> KOOPJIMHATAMH IICHTPY

activatedCheckpoints List<string> MIOPOIKHI Inentudikaropu

AKTUBOBAaHUX YEKITOIHTIB

Bxnanenwii cepianizoBanuii kiac DiscoveredRoomEntry onucye onHy BiiKputy
KIMHaTy Ta BHUKOPHUCTOBYeTbCA miacuctemoro  MapDiscoveryService — ms
B1JI0OpayKE€HHS JOCIIKEHOro rpada Ha IrpoBIi KapTi.

Tabmuus 2.3

Crpykrypa kiacy DiscoveredRoomEntry

[Tone Tun | IlpuzHaueHHs

roomld | string | YuikanpHu# iteHTH(IKATOp KIMHATH, BianoBiaae moiato Room.Roomld
centerX | float | X-koopauHara EHTPY KIMHATH Y CBITOBOMY IIPOCTOPI

centerY | float | Y-koopauHaTa IIEHTpY KIMHATH Y CBITOBOMY IPOCTOPI

Buxopucranus nBox okpemux float-momiB 3amicte Vector2 3yMOBIEHO
oomexxenHsaMm JsonUtility — cepiamizatop Unity He miaTpumye THun Vector2
OesrmocepeIHbO 'y BKJIAACHUX Kilacax Oe3 aTpuOyty [Serializable]. O6GuuncmtoBaHa
BiacTuBicTh Center BiAHOBIIOE Vector2 3 LMX MOJIB Y paHTaiiMi 0e3 HakIaJHHX

BUTpAT Ha 30epiraHHs.
2.3 PeaJgizamisi KJIIOY0BUX MiACHCTEM

VY mnporeci po3poOKu MPOrpamMHOTO MPOAYKTY OCOOJIMBA yBara MpHALISLIACS
MPOEKTYBAHHIO aBTOHOMHUX MIICHCTEM, SIK1 B3a€MOJIIFOTh MK CO0010 06€3 yTBOpEHHS
HKOPCTKUX 3B'S3KiB. OAHUM 13 HAWBAXKIIMBIIIMX apXiTEKTYpHUX PIIIEHb CTaja
peasizallis moJAieBO-Opi€HTOBAHOT MiICUCTEMHU 30€pEKEHHS Ta 3aBAaHTAKECHHSI IPOBUX
nanux (Save/Load System). ¥V kiacuuHuX Miaxodax Kiac-MEHEIKep 30epekeHb

3a3BUYal Ma€ NpsAMi NOCUJIAHHS Ha BC1 CEPBICH, K1 MOTPEOYIOTh MEPCUCTEHTHOCTI, 1[0
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OPHU3BOAUTh O TOPYLIeHHS mnpuHIimny Bigkputocti/3akpurocti (Open/Closed
Principle) mpu nomaBaHHI HOBUX MOIYJIB. [l yHUKHEHHS Ii€l MPOOJIEMH Y TIPOEKTI
peasli3oBaHO MiJXiA, 3a sKoro SaveManager BiamoBizae BHUKIIOUHO 3a (aiimose
BBEJCHHA-BUBEICHHS JaHux y d¢opmati JSON 3a momomororwo BOYJIOBaHOTO
iHCcTpyMeHTapito JsonUtility [15]. Byne-sixuit cepBic, 4umii cTaH HEoOXiTHO 30epertu
(HampukIa I, iHBEeHTap abo Kapra), mianucyerhes Ha nmoxito CollectingSaveDataEvent.
[Tix gac iHimami3amii 30epexxeHHsT MeHeHKep MyOIIIKYy€ 1110 TTOA10, a BC1 MIAMUCHUKH
aBTOHOMHO 3aIlMCYIOTh CBOI JaHl y BUUIEHI OJoku 3arambHoro o0'ekta SaveData,
MICTISL YOTO Ceplali3oBaHMM CTaH 3aMUCye€Thesl y BiAMOBLAHMM (aiin crmoTa. [Ipoiec
3aBaHTXEHHS (YHKI[IOHYE y 3BOPOTHOMY TMOPSAKY — MCIs 34ATyBaHHS (aiimy
nyOikyeTbes kermoBana (Sticky) momis ApplyingSaveDataEvent. Ockinbku MeTOIH
imimiamizamii  o0'exktiB Ha cumeni (Awake Tta OnEnable) BukoHyloThCS B
HEJIETEPMIHOBAHOMY TMOPSAKY, 3aCTOCYBaHHS 3aBaHTAKCHUX JAHUX MOKE BUKIIMKATH
KoH(piKTH. JJ1g po3B's3aHHA 1€l MpoOJIeMu BOPOBAKEHO MNaTepH Oydepusarii
_pendingApply y kiaci GameManager, sikuii 3aTpuMye 00poOKY 1M01ii 3aBaHTaKECHHS
JI0 MOMCHTY TIOBHOTO 3aBaHTa)XCHHS CIieHH (crpanboByBanHs OnSceneloaded), mio
rapaHTye TOTOBHICTh yCiX KOMIOHEHTIB Tuimy MonoBehaviour no mpuitomy HOBHX
nanux. Okpemo  peamizoBaHO  30€peXeHHS  mOporpecy  3A00yTKIB  uepes
AchievementService, sikuii 3anmucye ctaH y He3alexxHui (aiin achievements.json, 1o
poOHUTH pO30JIOKOBaHI JOCATHEHHS TJOOQIBPHUMHU Ta CTIMKUMH JO BHIAJICHHS
JIOKaJIbHUX ITPOBUX CJIOTIB TPABLIS.

[IpoexTyBanus iHTepdeiicy kopuctyBaua (Ul) morpebyBasio BIIMOBH BiJ
TPaJAMIIIITHOTO JIs IFPOBUX PYIIIiB MAX0AY A0 KEPYBaHHS BUAUMICTIO BIKOH IILJISIXOM
BUKINKY Metoay SetActive(false). disuuna neakTuBallis irpoBUX 00'€KTIB MOBHICTIO
3ynuHs€E )XUTTEBUH ki MonoBehaviour, o aBToMaTHYHO po3pHBa€E BCI MiAMHCKH
Ha CHCTEMHI MOJli, COPUYUHSAIOUM JECUHXPOHI3ALII JaHUX MIXK JIOTIKOK TpU Ta
BI3yaJIbHUM B1JI00Opa)K€HHAM (HAIpUKIad, HEMOXKIMBICTH OHOBUTH CMYXKY 370pOB's
Ha TPUXOBAHOMY €KpaHi may3u). JJis yCyHEHHs LBOTO HEIOJIIKY pO3pOOJIeHO
apxitektypy UlScreenStack na ocHoBi crekoBoi crpykrypu Stack<UIScreen>, mro

Kepye BigoOpaxkeHHsM ekpaniB yepe3 metoau OnPush, OnPop, OnHide ta OnReveal
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13 BigHOBJIEHHSAM (POKYyCY BBeJieHHs uepe3 EventSystem npu koskHOoMy BiaKpuTTi [13].
[Tpu BiZKpUTTI HOBOTO BiKHA (BHKJIMK MeToay PUSh) cucTema nepeBOAuTh IOMepeIHii
eKpaH y TpuXoBaHM cTaH 4depe3 SetActive(false), 30epirarounm 00'€KT B mam'sTi.
Takum YMHOM, YCi1 TAMUCKU 3aJTUIIAI0THCSA aKTUBHUMHU Ta MPOJAOBKYIOTh OTPUMYBATH
oHoBjieHHs Bij EventBus. BogHodac enementn cucremu Heads-Up Display (cmyxkn
3JIOpOB's, €Heprii, MiHiMamna) QYHKIIIOHYIOTh K He3alexHi always-on KoMIIOHEeHTH
1o3a MeXaMH CTEeKY, pearyroud Ha 3MIHU ITPOBOTO CTaHy aBTOHOMHO. Takuii mijaxina
nependayvae neBHe 30UTbIICHHS CTalllOHAPHOTO BUKOPUCTAHHS ONIEPATUBHOI ITaM'ATi Ta
XO0JIOCTI BUKJIMKK MeToxy Update, mpote 11e CBiIOMUIA iHKCHEPHHI KOMIIPOMIC, KM
MOBHICTIO yCYyBa€ MpoOJeMU 3 BTPATOIO CTaHy iHTepdeiicy Ta 3abe3neuye O€31I0BHY
HaBITaIlio.

@DyHKIIOHYBaHHS IrpPOBOTO MPOCTOPY OPraHi30BaHO Ha OCHOBI KacTOMHOI
cuctemu Persistent Room System, sika 3amiHIO€ CTaHIAPTHI MEXaHI3MU aJIMTUBHOTO
3aBaHTa)XXEHHS CIeH. Y kaHpi Metroidvania TtpamuiiiiiHe 3aBaHTaXCHHS piBHIB
CTBOPIOE ACHUHXPOHHI MIBU (4SynC Seams) mij dYac NPOCTOPOBUX IEPEXOJIB Ta
YHEMOXJTUBIIIOE TJI00QJIbHE OMUTYBAaHHS O00'€KTIB JIJI1 CUCTEM Ha KINTAIT MiHIMAaIH,
OCK1JIbKA HEAKTUBHI 30HH BUBAHTAXKYIOThCS 3 MaM'siTi. Y po3po0IIeHii apXiTeKTypi BCl
KIMHATH ITPOBOrO CBITY ICHYIOTh Yy MEKax OJHI€I CLIEHH 1 mepeOyBaloTh y CTaHl
nocTiitHoi aktuBHOCTI. Kitac RoomManager Bincrexxye moTouHe micuenepeOyBaHHs
rpaBIld Ta MpH Horo 3MiHiI my0tikye kemoBany moito ActiveRoomChangedEvent. [l
ONTHUMI3aLli TPOYKTUBHOCTI BOPOT'H Ta IHTEPAKTUBHI 00'€KTH, 110 EpeOyBatOTh 11032
MEXaMH aKTHUBHOI KIMHATH, CAMOCTIMHO MEPEXOJsiTh Y HEAKTUBHUN CTaH 3aBJISIKU
miamucIi Ha 10 moxiro. IlepemimieHHs MK 30HaMH  KOHTPOJIIOETHCS KJIACOM
RoomTeleport, sikuii onpaiboBye KOJi3ii TpaBIld Ta iHIIII0E€ KOPYTUHY Tiepexoay. Lleit
alTOPUTM BKJIFOYA€ Bi3yajbHE 3aTeMHEHHs CKpaHa uepe3 oBepiei ScreenFader,
MUTTEBE MEPEMIILICHHS KOOPAMWHAT TPaBIl HA HOBY TOYKY TOsBH (Spawn point) Ta
OHOBJICHHSI MEX IrpoBOi KaMepu O€3 HEOOXITHOCTI 3yNUHATH OCHOBHUM TIOTIK
BUKOHAHHS JIJISI 3UMTYBaHHSA JAHUX 13 )KOPCTKOTO JUCKA.

VYrpaBiaiHHS =~ NPOCTOPOBUM  TEPEMILIEHHAM KaMepu po3polsieHo  Oe3

BUKOPHCTaHHs momyisgpHoro riarina Cinemachine, ockiabku ¥HOro BHYTpIIIHI
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anropuT™Mu QYHKIIIOHYIOTH SIK «4OpHA CKpUHBbKa» Ta 0€3MocepeIHbO KOH(MIIIKTYIOTH 13
naimiaitnHom  penaepunry gana  CRT-edextiB  (30kpema 3 KOMIIOHEHTOM
PixelPerfectCamera). Po3pobnena migcucrema CameraController 6a3yerbes Ha
3aCTOCYBaHHI MPIOPUTETHOTO CTEKY IMOBEIIHOK, KOXKHA 3 SKMX peajizye iHTepdeiic
ICameraBehaviour. V cucremi HasiBHI pi3HOMaHITHI alrOPUTMH PYXY, CEpeIl SKUX
FollowBehaviour mnst cresxxeHHs 3a rpaBieM i3 BuUIepekaabHIM 3MimeHHsM (100K-
ahead) na ocuoBi Bektopa pyxy, CutsceneBehaviour mms dikcamii dokycy Ha
criennpiYHIX KOOPJMHATAX CBITY i 9ac irpoBuX moii, a Takoxk ShakeModifier ms
aIMTUBHOTO PO3paxyHKy edekTy TpeMTiHHS kamepu (camera shake) i3 3aTtyxaHHIM
(trauma-decay). MatemaTUu4YHHI MTAWTIIARH OOYUCIICHHS MO3MIIIT KaMEPHU BUKOHYETHCS
BUKIIOYHO B Meroai LateUpdate i ckiagaerbecss 3 YiTKOI IMOCIHITOBHOCTI KpPOKIB.
CrovaTKky BHM3HA4YaeThcsl 0a3oBa IIJIbOBA IMIO3WINS BiJ AKTUBHOI TOBEHIHKU 3
HalBUILMM IPIOPUTETOM, MOTIM 0 HEl JOJA€ThCA BEKTOP TPEMTIHHS, MICIS 4Oro
pe3ysIbTaT 00MEXY€EThCS MEXaMH TOTOYHOI akTUBHOI KiMHath (clamp). OcranHiM
eTaIroM po3paxyHKy € (hyHKIIis MiKcenbHO-TouHOTo BUupiBHIOBaHHs (PixelPerfectSnap)
Ha ocHOBi 3HauenHs PPU (Pixels Per Unit), mo rapanTye BiaCyTHICTh €(eKTy
TpeMTiHHS cyOmikcemiB (Sub-pixel jitter) Ha diHanbHOMY eTari peHICPUHTY.
[Iponenypna renepaiiisi piBHIB peaji3oBaHa SIK JETEPMIHOBAHUN CEKIIMHUI
aNropuT™M, IO 30Wpae JIHIMHUNA IrpPOBHIM CBIT 13 TOTOBUX I1a0JIOHIB KIMHAT
(RoomTemplate). Jlorika posminena ©Ha jgBa Imapu, nge¢ uucte CH-sapo
LevelLayoutCore, 1110 oniepye BIaCHUMH MaTeMaTHYHUMH THIIAMH 0€3 3aJIC)KHOCTI Bij
UnityEngine, Ta MonoBehaviour-aganrep LevelGenerator, o iHcraniitoe npedadu.
Anroput™m Oyaye TOJIOBHHM KOPUAOP MOCEKIIHHO. € BCTYyMHHM cerMeHT (mosiBa ->
JHIAHI KIMHATH -> KIMHaTa pUBKa -> TOYKa 30€peKeHHsI ), Jali M0 OJHIN TeMaTU4HIi
CEKIIii Ha KOXKHY 3710HICTh (KiIbKa 00HOBUX KiMHAT-(1JUIEPIB, OMIIIIHE BiATATYKEHHS
Bropy 3 imoipuicTio ForkChance, kimHara-Haropoga 31 3Ii0HICTIO, TOYKa
30epekeHHs), 1 TepMiHajibHa KIMHaTa 0oca. Taka CTpyKTypa rapanrye 3B's3HICTh CBITY
Ta KOPEKTHHM TOPSIOK OTPUMAaHHS 3110HOCTEH 32 MO0y 10BOI0, 0€3 TOTPEOU B OKpEeMiid

nepeBipii AOCSKHOCTI. BulOip 1mabnoHiB 1 mapamMeTpu CeKIid BHU3HAYAIOTHCA
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cimkoBanuM System.Random, mio 3a0e3nedye MOBHY JAeTepMiHOBAHICTh — OauH Seed
3aB)KIU J1a€ 1IEHTUYHUI CBIT.

BizyaneHuii Ta ayaiocynpoBig po3po0JieHO 3 ypaXyBaHHSM KOHIEMII MOBHOT
i3oimA1ii. 3amicTh BOymoBaHOTro 00'ekta ANIMator, sIKMii »KOpCTKO 3B'SI3y€ JIOTIYHI
napaMeTp 3 Bi3yaJIbHUMH IIEpeXoJlaMd 3a JOIIOMOTOI0 PSIKOBHX KIFOUIB (String-
keyed API), peaizoBano kactomuuii komoHeHt PlayerAnimator. Bin mpociyxoBye
muHy noxid (Hampukian, PlayerDirectionEvent) ta caMoCTiiHO IepeMHUKa€e KK
tuny SpriteAnimationClip 0e3 >xomHMX mocwiaHb Ha kiac Joriku PlayerMain.
CrtBopenHs aTMochepu peTpo-Bizyaiisallii 3a0e3neuyerbest crnerianizopanum CRT-
nreriepom, HamucanuM 3acobamm mMoBu HLSL y dopmati ShaderLab. Ileinep
3acTocoByeThcs 10 RenderTexture posminmbHOIO 37aTHICTIO 640%360 mikceniB Ta
IMITYy€ ONTHUYHI CIIOTBOPEHHs, Taki SK CKaHJalHW, XpoMmaTuuHi abepariii,
O0oukonoaiOHa NHUCTOPCIS Ta BIHBETYBaHHS. 3BYKOBA IMIJICHCTEMA KOHTPOIIOETHCS
xiacom AudioManager, skuit BukopuctoBye 00'ektr AudioLibrary (ScriptableObject)
JUTst 30epiranHs KoH(Irypaiiil 3ByKiB 1 BIATBOPIOE ayJli0 Yepe3 MpsiMe YINpaBIiHHA
kaHamamu  AudioSource. Ile m03BOMWIO BIAMOBUTHCS BiJl PECYpCOMICTKUX
HanamrtyBaHb AudioOMixer ta iMIUIEMEHTYyBaTH THYYKY JIOTIKY JIOrapu(MiuHOTO

PEryJIIOBaHHS I'YYHOCTI BUKJIOYHO MPOTPaMHUMHU 3aCO0aMHU.
2.4 liarpamMu T2 aJITOPUTMH

J71st yHaOUHEHHS apXITEKTYPHUX PillleHb, OMUCAHUX Y TTOTIEPETHIX IMiIPO3LIax,
y JaHOMY pPO3JUII HaBeJeHO TpadiuHl MOAEINI JBOX THUIIB — CTPYKTypHa Jaiarpama
mapiB 301pOK Ta JlarpaMu MOCTiAOBHOCTEN JUIsl KpUTUYHUX aITOPUTMIB CUCTEMHU.

ApxiTekTypHa oprasizailisi 30ipOK MPOEKTY YHAOUHIOETHCS JiarpaMolo IIapiB
(puc. 2.2). Ha miarpami BUJHO, IO BEKTOp 3aJIEKHOCTEW CIPSIMOBAHUN BUKIIFOUHO
3an3y Bropy. Hmwxkni mapu FiatLux.Core Ta FiatLux.Contracts He MalTh >KOJHUX
BUXIJIHUX 3aJIeKHOCTEMN, TO1 sk BepxHii map FiatLux.Bootstrap mocunaeTscs Ha BCl
MIJICUCTEMU OJHOYACHO Ta € €AuHOI0 Toukoro 3B'sa3yBaHHs. [llapu FiatLux.World,
FiatLux.UI Ta FiatLux.Visual po3ramoBaHi Ha OJHOMY pIBHI 1 3aJ€XaTh JUIIE BiJl

CEpBICHOTO IlIapy Ta KOHTPAKTIB — ajie He BiJ redMiuieiiHoro mapy. Came s
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BJIACTUBICTh YHEMOJKJIMBIIIOE TIpsIME 3BepHEHHs 110 KiaciB PlayerMain a6o HFSM 3

Bi13yaJIbHOTO 4YH 1HTEep(}ENCHOTO KOIy Ha PiBHI KOMIILJIALIII.

Bootstrap FiatLux.Bootstrap
l (cnisasmop)
Gameplay FiatLux.Gameplay.Player FiatLux.Gameplay.Enemies

|

FiatLux.World ’ ‘ FiatLux.Ul ’ ‘ FiatLux.Visual
World /
Ul / Visual
.I, FiatLux.Services.*
Saveload ’ ‘ Audio ’ ‘ Inventory ‘ Map ’ ‘ Achievement ’
Services
J, [ FiatLux.Services.Camera J

Contracts

l

Core ‘ FiatLux.Core ’

FiatLux.Contracts ’

Puc. 2.2 — Jliarpama mapis Assembly Definitions

Jlns Bizyamizaiii JuHaMiKd B3a€MojIii 00'€KTIB Ta PO3yMIHHSI MOCIIJIOBHOCTI
BUKOHAHHS OIEepalriiii y po3poOJieHi apXiTeKTypi OyJi0 CHPOEKTOBAHO JlarpaMu
MOCJIIIOBHOCTEH J11 HAWO1IbII KPUTHUYHUX 1HXKEHEPHUX IpoueciB. OJHUM 13 TaKUX
MPOIIECIB € aJTOPUTM IOJ[1€BO-OPIEHTOBAHOTO 30€peKeHHs IrpoBOro mporpecy. Ha
BIJIMIHY BiJ JIIHIHHOTO BHUKJIMKY METOIB, IIel alropuT™M 0a3yeThbCs Ha MPUHIIMIAX
iHBepcii ynpasiinas [7].

AnropuTtm 30epeKeHHsI CTaHy IHIMIIOETHCS BUKIMKOM MeTony Save() y kiaci
SaveManager. Ilicas 1pOoro MeEHEHKEp CTBOPIOE TOPOXKHIN 00'€KT-KOHTEHHED
SaveData i ny6mikye cucremuy nogito CollectingSaveDataEvent, nepenaroun e
KOHTEWHEp sIK apryMeHT. YcCi aBTOHOMHI cepBicu, Taki sk InventoryService,
MapDiscoveryService Ta AchievementService, siki monepeaHbo MmiIMUCATUCS Ha IFO

noxito B Mmeroai OnEnable, orpumyroTh cnioBimenns. KoxkeH i3 cepBiciB CHHXPOHHO
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3aMucye CBOT JaHi y BIAMOBIIHI MOJs KOHTeWHepa. OCKUIBKU MOl 00pO0IsS€ETHCS B
MeXaxX OJHOro Kaapy Ha ronoBHomy motomi (Main Thread), SaveManager
rapaHTOBaHO OTPHIMY€ IOBHICTIO 3amoBHEHHMM 00'ekT SaveData micns 3aBepuieHHs
aucneTdyepusaliii - mojii. 3aBepIIaIbHUM KPOKOM  aliTOPUTMY €  ceplaiizalis
koHTeliHepa y gopmar JSON 3a momomororo JsonUtility ta 3amuc 3reHepoBaHOTO
TEKCTy Y (haiii1 IOKaIbHOTO CJI0Ta 3a JOTIOMOTOI0 METOIB IpocTopy iMeH System.lO.
Takuit anropuT™ 103BOJISIE TOAaBATH HOB1 CUCTEMH, 110 IOTPEOYIOTh 30epekeHHs, 03
XKOJHUX MoaudiKkalliid Koay caMoro MeHepkepa 30epexkers (puc. 2.3).

InventoryService /
METIDIEeEY  AGlTEvEm System-i0
()

Save

create new SaveData { }
Publish(CollectingSaveDataEven)
»

»

dispatch callbacks (x3)

v

cepicu 3anvcytotb SaveData

SaveData 3anoBHeHu

WriteAllText(slot.json, JsonUtility. ToJson(saveData))

hann 36epexxeHo

Puc. 2.3 — Jliarpama 1ociJoBHOCTI ITOA1€BO-OPIEHTOBAHOTO 30€PEIKEHHS IIPOTPecy

[TocaioBHICT Omepalliii LTFOCTPYETHCS AiarpaMoro MmociigoBHocTel (puc. 2.3),
Ha K1} HarJISAHO BUAHO PO3MOL BiIMOBIAAIBHOCTI MK KOMIIOHEHTAMU Ta TapaHTIs
3anoBHEeHHs SaveData y Mexxax ogHoro Kajapy.

[HIIMM KITFOYOBHM aJITOPUTMOM, IO BU3HAYAE JIOTIKY YIIPABIIHHS MPOCTOPOM,
€ TOCIIJOBHICTh MEPEXOJy IpaBlsd MiX ITPOBUMHU 30HaMH (KIMHAaTaMH) y CUCTEMI
Persistent Room System. Lle# aaropuT™ MOBHICTIO yCyBa€ HEOOXITHICTh 3BEPHEHHS
JI0 CTaHaapTHOro MeHepkepa ciieH Unity (SceneManager). Iporiec iHIIiI0€ThCS, KOJIH
KOJIaliiep TpaBlisd TEpEeTHHAE TPUTEepHY 30HY o0'ekta RoomTeleport. Anropurm
nepexoay peanizoBaHo y Bumsai cmiBnporpamu (Corouting), sika BHKOHYe i y
BU3HAYCHIN yacoBiil mocnigoBHOCTI. CrOYaTKy BHUKJIMKAETHCA 3aTEMHEHHS €KpaHa
yepe3 kommoneHT ScreenFader. ITicis noCATHEHHS MOBHOI HEMPO30POCTI €KpaHa
KOMITOHEHT IepeMilrye 00'€KT TpaBIilsd Ha IUILOBI KoopauHatu (Spawn point) HoBoi

kiMHaTH. HacTynmHuM kpokoM € Bukink Metoay SetActiveRoom(targetRoom) y kiaci
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RoomManager. MeHekep OHOBIIFOE BHYTPIIIHIN CTaH 1 MyOJIIKye KEIIOBaHY MOJII0
ActiveRoomChangedEvent. Ha mro moxito mutreBo pearye kiaac CameraController,
SKHI 3YUTY€ HOBI MPOCTOPOB1 MEXI1 Ta 3aCTOCOBYE X NI OOMEKEHHSI BEKTOpa PyXy
kamepH (clamp). Boanouac yci 00'ekTr BOPOTiB, sKi Iepe0yBaroTh [103a MeKaMH HOBOT
KiIMHaTH, OOpOOJISIIOTh IO K TMOII0 Ta MEPeBOAATh ce0e B HEAaKTHBHMM CTaH Jis
eKOHOMIi OOYHCIIOBAJIBHUX PECypCiB. 3aBEpUIYETHCS AITOPUTM TOCTYIIOBUM
BIJTHOBJICHHSAM IIpo3opocTi ekpana (Fade In) (puc. 2.4).

RoomTelgport EventBus RoomManager Camera
:Coroutine Controller

nTriggerEnter2
—>

FtartCoroutine(TransitionRoutinej
FﬁJinsh(FadeOutEvent)~

Ll

FadeOut()

fade complete (yield)

player.position = spaw nPoint
SetActiveRoom(targetRoom)

»
»

Publish(ActiveRoomChangedEvent) xcached

A

apply new room bounds

»
!

clamp camera to new bounds

Publish(FadelnEvent) ~
»
Fadeln()

v

Puc. 2.4 — Jliarpama nociiJOBHOCTI EPEX0y MK IrPOBUMHU KIMHATAMHU

Hiarpama mocinigoBHOCTI (puc. 2.4) BimoOpakae KPUTHUHY POJIb MEXaHI3MY
PublishLatest y 3abe3nedenni cuHXpOHI3allii KaMEepH Ta NEPEXoay IpaBlisd 0e3 SBHUX
BUKJIUKIB MK KOMITOHEHTaAMH.

Anroput™m reHepariii npairoe mociigoBHo. Ha Bxin nogaerscs seed (iHimianizye
System.Random) Tta HaGip mabioHiB kiMHAT. CHOYaTKy pO3MINIYEThCS CTapTOBA
KIMHaTa B MOYaTKy KOOpPJMHAT, AaJll — BCTYIIHUIA CETMEHT 13 KiIMHaTOIO puBKa. [loTiM
JUTST KOYKHOT 31I0HOCTI TEHEPYETHCS OKpeMa CeKIlis — HaO1p 00ioBUX KiMHAT-(UIIEPIB
(KUTBKICTE 'y 3a7aHoMy fiama3oni), 3 imoBipHicTio ForkChance — Beprukanbhe
BIJITATYKEHHSI 3 OIYHUMHU KIMHAaTaMHU-HAaropojamu, Jaii KiMHaTa po30JIOKyBaHHS
3MI0HOCTI Ta TOuYKa 30€pEeKEeHHs. 3aBEpIIyEThCsl TEHEpallis PO3MIMIEHHSIM KIMHATU

Ooca B KiHII Kopumopy. Pesynbratom € macuB ctpyktyp GeneratedRoomData 3
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KOOpJAMHATAMH Ta IlapaMH 3B's3KiB (ropusoHTtaibHi left<->right, BepTHKanbHi

lower<->upper), o nepenaernes aganrepy LevelGenerator ais iHcTaHIilOBaHHS (PHC.

2.5).

Init(seed) — new System.Random(seed)

v

Spaw nRoom(0,0) + N linear rooms
+ DashRoom + SavePoint (intro)
> v
K 6oroBux kimHaT-chinnepis
(K € [Min..Max], = ChordWavesChance)

YES

Ej orkChance > ForkRoom — Branch column
0 (Mrooms) — BranchTop
e NO SideRew ardLeft + SideRew ardRight
E KiMHaT -Haropoau
Q.
o
&
2
AbilityRoom ([i] <
(po36rokyB aHHs 34i6HOCTI)
v
il SavePoint
BossRoom (kiHeLb kopuaopy)
v
3'egHaHHa Buxogis (leftright, lower«<upper)

return GeneratedRoomData[]

Puc. 2.5 — biok-cxeMa aaropuTmy MnpoleaypHoi reHepartii piBHs

brok-cxema anropurmy (puc. 2.5) TOKazye CTPYKTYpy JACTEPMiHOBAHOI

redepauii — JIHIHHI KIMHATH YEPrylOTbCSl 3 BEPTUKAIBHUMH BIJTAITYXEHHSIMU

BIJIMIOBITHO 710 iMOBipHOCTEH, 10 3anporpamoBani y LevelLayoutConfig, a kinneBum

pesyabTatoMm € macuB GeneratedRoomData 3 MoOBHICTIO 03HAYEHUMH 3B'I3KAMU MK

KIMHATaMH.
. Invin I.B. Apk.
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2.5 Peanizauis ¢pyHkumionany cucremMm

Y m’aroMy mMiApo3aUIl JIETalbHO OINUCYETHCA peaizallis MH'STH KIOYOBUX
MPOTrPaMHUX MIJCUCTEM IMPOEKTY 3 HaBEJACHHSIM (pParMeHTIB KOy, IO € HAHOLIBII
XapaKTepHUMH 3 TOYKHA 30py 3aCTOCOBAHHMX apXiTEKTypHUX pimeHb. [loBHa
JIEMOHCTpAIIisl KJ1aciB HaBeJIeHa Y BIIMOBIAHUX AOAATKaX.

LleHTpanbHUM €IEMEHTOM apXITEKTYPH MI>KMOJYJIBHOI B3a€EMO/II1 € TUITI30BaHa
ctaTMyHa ImmMHa nonai y mpocropi iMeH FiatLux.Core.Events. KouTpakt momii
BU3HAYAETHCS MOPOXKHIM MapkepHUM iHTepdeiicom [Event — Oynp-skuii kimac abo
CTPYKTypa, 110 peaiizye el inrepdeiic, Moxe OyTu omyosikoBaHa abo oOpobiieHa
yepes MUHy 06e3 peecTpaillii B IEHTPaAIbHOMY PEECTPI:

namespace FiatLux.Core.Events

{
public interface IEvent { }

BHyTpilIHBO MIMHA TATPUMYE JBa CTATHYHUX CIOBHHKHO. _handlers Ttumy
Dictionary<Type, Delegate> nns 30epiranHs nianucHukiB Ta _lastValues tumy
Dictionary<Type, object> st keuryBaHHsI OCTaHHIX 3Ha4YeHb nojii. Kimrouem B 060x
cinoBHukax € System.Type KOHKpeTHOro THUNYy TMOAli, 10 3a0e3neuye 130JISII0
O0OpOOHUKIB IO TUITY HA PIBHI BUKOHAHHS.

Merton Subscribe koMOiHye HOBOTO OOpOOHHMKA 3 HASBHUM JIeJIEraTOM dYepe3
Delegate.Combine, 110 103B0JIsiE HEOOMEXKEHY KUIBKICTh MiANMUCHUKIB HA OJUH THUII
momii:
public static void Subscribe<T>(Action<T> handler) where T : IEvent

{
if (handler == null) return;
var type = typeof(T);
if (_bhandlers.TryGetValue(type, out var existing))

_handlers[type] = Delegate.Combine(existing, handler);
else
_handlers[type] = handler;
}
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CumerpuunuM € Metoj, Unsubscribe, sxuii Bujansie KOHKPETHUM OOpOOHUK
gyepe3 Delegate.Remove. SIKmio micnst BUIaICHHS JIAHIIOT JIEIETaTiB CTa€ MOPOKHIM,
KJTFOY TIOBHICTIO BHJIAJISIETHCSA 31 CIOBHUKA — II€ 3amo0irae HAaKOMUYCHHIO MEPTBHUX

3aMuCIB MPU aKTUBHOMY IEPECTBOPEHH1 00'€KTIB:

public static void Unsubscribe<T>(Action<T> handler) where T : IEvent

{

if (handler == null) return;

var type = typeof(T);

if (!_bhandlers.TryGetValue(type, out var existing)) return;
var updated = Delegate.Remove(existing, handler);

if (updated == null) _handlers.Remove(type);

else _handlers[type] = updated;

Merton Publish orpumye fenerar 31 CJI0OBHHKA Ta BUKJIMKAE HOTO yepe3 Oe3rneuHe
npuBeAeHHs Tuny as Action<T>. Bukiuk oOropHytuii y 0y0K try-catch: BUHATOK
onHoro mianucHuka dikcyerbes yepe3 Debug.LogException 1 He nmepepuBae JaHIIOT

BUKJIMKY PEIITH MiAMUCHUKIB:

public static void Publish<T>(T evt) where T : IEvent

{
if (! _handlers.TryGetValue(typeof(T), out var handler)) return;
try { (handler as Action<T>)?.Invoke(evt); }
catch (Exception e) { Debug.LogException(e); }

}

Jlns moniit, 1o BioOpakaroTh MOTOYHUM CTaH CUCTEMHU, PEali30BAHO MEXaH13M
PublishLatest. Bin 30epirae ocranHii ek3eMIUIsap nojii y ciioBHUKY _lastValues mepen
BUKJIMKOM Publish, 1110 103B0JIsI€ HOBUM MiAMMCHUKAM OTPUMATH aKTyaJIbHHUM cTaH 0e3

OYIKyBaHHS HACTYITHOTO OHOBJICHHS:
public static void PublishLatest<T>(T evt) where T : IEvent

{
_lastValues[typeof(T)] = evt;

Publish(evt);
}
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Ieit mexani3M € kputuuauM 151 ActiveRoomChangedEvent: CameraController
NiIUCY€eThesl Ha Hel uepe3 SubscribeWithLatest 1 MUTTEBO OTpUMy€e MeXki MOTOYHOT
KIMHaTH HaBITh TpH  IHIMami3amii micas mepmoi  myoOmikamii.  Meton
SubscribeWithLatest peectpye 00poOHMKA CTaHIAPTHUM YMHOM, a TOTIM HETalHO

nepeaac oMy KeIoBaHe 3HAaYSHHSI, SKIIO0 BOHO BXKE ICHYE:
public static void SubscribeWithLatest<T>(Action<T> handler) where T :
IEvent

{
if (handler == null) return;
Subscribe(handler);
if (_lastValues.TryGetValue(typeof(T), out var val))
{
try { handler((T)val); }
catch (Exception e) { Debug.LogException(e); }
}
}

JIsi OMHOPA30BOr0 3UUTYBAHHS MOTOYHOTO CTaHy 0O€3 MOCTIMHOI MiAMUCKH
peamizopano Meron TryGetLatest. BiH BHUKOpHCTOBYETBCS A dYac I1HIIiamizamii

KOMIIOHEHTIB, IKUM MOTPIOEH MOTOYHUM CTaH, ajie He MOTPIOH1 MaiiOyTHI OHOBJICHHS:
public static bool TryGetLatest<T>(out T evt) where T : IEvent

{
if (_lastValues.TryGetValue(typeof(T), out var val))

{

evt = (T)val; return true;

}

evt = default; return false;

Merton ClearLatestCache ouunniae nume cioBHuk lastValues, 3anumiatoun Bci
MIJMUCKA aKTUBHUMHU. BiH € kpuTuuHuMm i cuctemu 30epekenHs. [lepen
3aCTOCYBaHHSM 3aBAaHTAKCHUX JIAHWUX KEIll CKUJAETHCS, 00 YHUKHYTH CUTYaIlii, KOJIH
HOBUH NIANUCHUK OTPUMYE 3aCTAPIINI CTaH MONEPEAHbOI CECIi:

public static void ClearLatestCache() => _lastValues.Clear();
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Oxkpewmo icaye metop Clear, skuii TOBHICTIO CKHIa€ 0OMBA CJIOBHUKH. Woro me
CIiJl BUKJIMKATH BPYYHY B MeTojax Awake — I1€ 3HMIIUTH YK€ 3pOOJICHI IiIMHUCKH.
[ToBHe oummenHss npu crtapti Play Mode BHKOHYE€ThCSI aBTOMAaTHYHO METOIOM
AutoReset, moznauenum atpudbyrom RuntimelnitializeOnLoadMethod 31 3HaueHHsIM
SubsystemRegistration. Ile rapanTye moBHe CKWAaHHS CTaHy MIUHA O MOMEHTY

crpalboByBaHHs MeToAiB Awake Oyab-sKuX 00'€KTIB Ha CLIEHI:
[RuntimeInitializeOnLoadMethod(RuntimeInitializeloadType.SubsystemRegistr
ation)]

private static void AutoReset()

{
_handlers.Clear();

_lastValues.Clear();

[lizcucreMa renepartii irpoBoro MpocTopy € HalO1JIbII MOKA30BUM MPUKIIAIOM
3aCTOCYBaHHS TMATTEpHY «AnanTtep» y MpoekTi. Bcsd MaremaTnka KOMITOHYBaHHS
KiMHAT 30cepemkeHa B unctoMy C#-kiaci LevelLayoutCore, sikuii HE MICTUTH
»oJHoro nocwianHs Ha npoctip imeH UnityEngine. Kiac LevelGenerator € enuaum
MonoBehaviour-agantepoM Mixk IHCIIEKTOPOM PYIIIisl Ta aATOPUTMOM. TOUYKOIO BXOTY
e meton GenerateLevelLayout(int seed), sixkuii Buxnmkaerscs 13 GameManager —

HIKOJM 13 Start — 100 yHukHyTH roHkd 3 OnScenelLoaded:

public void GeneratelLevellayout(int seed)

{

var config

BuildConfig();

var result

_core.Generate(config, seed);

SpawnRoomsInHierarchy(result);
LinkRoomTeleports(result);

SavelLayoutToJSON(result);

StartCoroutine(SetInitialRoomDeferred("room_1"));

EventBus.Publish(new LevelGeneratedEvent(result.RoomCount));
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Kondirypariiss nepenaerbcsi B aJrOpUT™M y BUIJISAI HE3MIHHOTO 3HAYCHHS

LevelLayoutConfig — readonly struct i3 koncrantoro RoomPadding = 0.5f ta ycima

napaMeTpamH, siKl 1HIIIa3yI0ThCS €AUHUN pa3 y KoHCTpykTopi. Metoa BuildConfig

30Mpae BCl cepiali3oBaHi MOJIS 1HCIIEKTOpa B OJAWH BUKJIHMK KOHCTPYKTOpa — II€ €MHA

TOUKa 3B'13Ky MK Imapamu MonoBehaviour Ta unctum C#:

private LevellayoutConfig BuildConfig() => new LevellayoutConfig(

spawnTemplate:
dashRoomTemplate:
savePointTemplate:
bossTemplate:
linearEnemyTemplates:

chordWavesTemplates:

treasureAbilityTemplates:

forkTemplates:
branchMidTemplates:
branchTopTemplates:
sideBranchTemplates:
sideRewardLeftTemplates:
sideRewardRight:
minIntroLinearRooms:

maxIntroLinearRooms:

minLinearRoomsPerSection:

maxLinearRoomsPerSection:

minBranchLength:
maxBranchLength:
forkChance:
chordWavesChance:

tileSize:

Pesynmbrar poOOTHM  anropuTMy  TPENCTABICHO  HE3MIHHUM

_spawnTemplate,
_dashRoomTemplate,
_savePointTemplate,
_bossTemplate,
_linearEnemyTemplates,
_chordwWavesTemplates,
_treasureAbilityTemplates,
_forkTemplates,
_branchMidTemplates,
_branchTopTemplates,
_sideBranchTemplates,
_sideRewardLeftTemplates,
_sideRewardRight,
_minIntrolLinearRooms,
_maxIntroLinearRooms,
_minLinearRoomsPerSection,
_maxLinearRoomsPerSection,
_minBranchLength,
_maxBranchLength,
_forkChance,
_chordWavesChance,

_tileSize);

00'ekTOM

LevelLayoutResult i3 TppoMa KOJIEKIISIMH, JOCTYITHAMH JIMIIIC /I YUTAHHS. 3B'SI3KU

MDK KIMHaTaM# 30€piraroThCs SIK KOPTexi 3 iMeHoBanuMu nosisimu — (left, right) mis

. Invin I.B.
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ropu3oHTanbHUX 1 (lower, upper) s BEPTUKAIBHUX IMEPEXOMAiB, II0 POOUTH KOJ

ajJalrepa CaMOJOKYMCHTOBAHUM:

public sealed class LevellLayoutResult

{

public readonly IReadOnlylList<GeneratedRoomData> Rooms;

public readonly IReadOnlylList<(GeneratedRoomData left,
GeneratedRoomData right)> HorizontallLinks;

public readonly IReadOnlylList<(GeneratedRoomData lower,
GeneratedRoomData upper)> Verticallinks;

public int RoomCount => Rooms.Count;

Meron Generate iHimianizye System.Random 13 nepenanum 3nadeHHsM seed Ta
OUYMIIA€ BCl BHYTpIIIHI CTaHM niepen 3amyckoMm. Buxopucranns System.Random
3amicth  UnityEngine.Random € cBigoMum  apxXiTEeKTypHHM  pIIIEHHSM  —
System.Random € nerepMiHOBaHUM Ha BCiX IIATGPOpPMax HE3AJIEKHO BiJ III0OATBHOTO
CTaHy pyllis, TOMy TOW camuil seed 3aBXIU MOPOKY€E 1IEHTUYHE pPO3TALTyBaHHS

KIMHAT — HeoOX1/THa YMOBa JUIsl BIATBOPEHHS PIBHS MMICIIs 3aBaHTAXKEHHS 30€pEIKEeHHS

public LevellLayoutResult Generate(LevellayoutConfig config, int seed)

{

_cfg = config;

rng = new System.Random(seed);

_layout.Clear();
_horizontallLinks.Clear();
_verticallLinks.Clear();
_occupied.Clear();
_usedLeftRewards.Clear();
_lastLinearTemplate = null;

//

JIist BHYTpilIHIX TeoMeTpuuHuXx oouncnens y LevelLayoutCore Bu3HaueHo JBi
BiacHi readonly struct: FVec2 (aBoBuMipHuii BekTop i3 moysiMu X Ta y) Ta FRect
(npamokyTHUK 13 MeToaoM Overlaps). Ockinbku 0OUIBa TUIM € 3HAYEHHEBUMHU, BCS

TeOMETPIsi PO3MIIIIEHHS BUKOHYEThCS 0€3 BUILICHHS MMaM'siTi B KEPOBaHiil Kyt Ta 6e3
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xkomaHuX Tmocuianb Ha UnityEngine. Po3wmiieHHs KiIMHAT BUKOHYETHCS METOJIOM
PlaceNextTo, skuit 3abe3reuye BUPIBHIOBAHHSA MIJJIOT TIPH TOPHU3OHTAIBHUX
repexoaax:
private FVec2 PlaceNextTo(GeneratedRoomData a, RoomTemplate b, Direction
dir)
{
float halfW_A
float halfH_A
float halflW_B
float halfH_B
float floorY

1]
Q

.sizeInTiles.x * _cfg.TileSize * 0.5f;

.sizeInTiles.y * _cfg.TileSize * 0.5f;

.roomSizeInTiles.x * cfg.TileSize * 0.5f;

Il
c O© w

.roomSizeInTiles.y * _cfg.TileSize * 0.5f;

Il
Q

.worldPosition.y - halfH_A;

return dir switch

{
Direction.Right => new FVec2(
a.worldPosition.x + halfW_A + LevellLayoutConfig.RoomPadding +
halfW_B,
floorY + halfH_B),
Direction.Top => new FVec2(
a.worldPosition.x,
a.worldPosition.y + halfH_A + LevellLayoutConfig.RoomPadding +
halfH_B),
_ => throw new System.ArgumentOutOfRangeException()
}s

Meron GetLinearOnly 3a0e3neuye BiICYyTHICTh OJTHAKOBHX IIIA0JIOHIB IMiAPST
yepe3 BiacTexeHHs _lastLinearTemplate. Anroputm Oynye piBeHb MOCHIAOBHO —
CTapTOBa KIMHATa y MOYaTKy KOOPAMHAT, BCTYITHUNA CErMEHT 13 JIIHIMHUMH KIMHATaMu
Ta KIMHATOIO pHUBKA, Jall MO OJAHIA CeKIii Ha KOXEH eJIEeMEHT MacHuBY
TreasureAbilityTemplates, 3aBepiryroun KiMHaTOO 0oca. Y BCTYITHOMY CETMEHTI
ChordWaves-kiMHaTH BHUKJIIOYEHI HAaBMHUCHO — TIpaBellb II¢ HE Mae puBKa. 3

imoBipHicTI0O  ForkChance Oyayerbcsi  BepTHUKallbHE — BIATAIYKEHHS — 4depes

TrySideBranch.
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ITicns 3aBepmienus anroputmy LevelGenerator Bukonye Unity-crienudiuny
poboty. SpawnRoomsInHierarchy incranuioe npedabu mif chijabHUN KOHTEWUHED,
TAMYACOBO JICAKTUBOBAHUMN JIsI YHUKHEHHS TepemuacHux Awake-BukiukiB. Ilicis

1HCTAHI[1IOBAaHHSI KOHTEHHEP aKTUBYETHCS, 1 KOKEH ROOM-KOMIIOHEHT peeECTPYETHCS Y

RoomManager:

private void SpawnRoomsInHierarchy(LevellayoutResult result)
{
var container = new GameObject("GeneratedRooms");

container.SetActive(false);

foreach (var data in result.Rooms)
{
var go = Instantiate(data.template.roomPrefab,
data.worldPosition,
Quaternion.identity,
container.transform);
go.name = data.roomld;
var room = go.GetComponent<Room>();
room.RoomId = data.roomId;
room.CacheTeleports();
data.runtimelInstance = room;

}

container.SetActive(true);

LinkRoomTeleports 00xonuTh KOpTeki 3B'A3KIB Ta MPUB'SI3yE KOMIIOHEHTH
RoomTeleport y n1Box HampsiMkax i KoxHOT mapu. He3B'si3aH1 1Bepi 1eaKTUBYIOTHCS
yepes Seal:

private void LinkRoomTeleports(LevellLayoutResult result)

{

foreach (var (left, right) in result.HorizontallLinks)

{
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LinkTeleport(left, Direction.Right, right);
LinkTeleport(right, Direction.Left, 1left);

}
foreach (var (lower, upper) in result.Verticallinks)
{
LinkTeleport(lower, Direction.Top, upper);
LinkTeleport(upper, Direction.Bottom, lower);
}

SealUnlinkedDoors(result);

private void LinkTeleport(GeneratedRoomData from, Direction exitDir,

GeneratedRoomData to)

{
var door = from.runtimeInstance.GetTeleport(exitDir);
var arrival = to.runtimelInstance.GetArrivalPoint(Opposite(exitDir));
door?.LinkToRoom(to.roomId, arrival);

}

SaveLayoutToJSON cepianizye rpad y level graph.json mis HamaromkeHHs.
3aBepianbHuM KpokoM kopyTuHa SetlnitialRoomDeferred ouikye onun kaap — mo0
yci Room-xomnoneHTr 3aBepmuin peectpaiito y RoomManager — 1 jurmie micis

IIOTO BCTAHOBJIIOE TTOYATKOBY KiMHaTy Ta myouikye LevelGeneratedEvent:

private IEnumerator SetInitialRoomDeferred(string roomId)

{

yield return null; // O4ikyemo 3aBepweHHA Awake ycix RoOm-KOMNOHeHTiB

RoomManager.Instance.SetInitialRoom(roomId);

Cam nepexia Mixk KIMHaTaMu 00po0ssieTbest KomnoHeHToM RoomTeleport uepes
kopytuny TeleportRoutine. Anroput™m mepexomy peasizye 4iTKy MOCIITOBHICTH —
nyoumikamis RoomTransitionStartedEvent, 3aTemMHeHHs1 ekpaHa depe3 ScreenFader,
MUTTEBE TIEPEMIIICHHS TpaBls Ha TOYKY TMOSBU 3 OOHYJEHHSM IIBHUJKOCTI

rb.linearVelocity = Vector2.zero, Bukiank RoomManager.SetActiveRoom — sxwuii
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nyoutikye kemoBany nojito ActiveRoomChangedEvent st oHOBIEHHSI MeX KaMmepu

— Ta BIIHOBJICHHS ITPO30POCTi:

private IEnumerator TeleportRoutine(Transform player)

{

_isTeleporting = true;

EventBus.Publish(new RoomTransitionStartedEvent());

yield return ScreenFader.Instance.FadeOut(_fadeDuration);

player.position = _spawnPoint.position;

if (player.TryGetComponent<Rigidbody2D>(out var rb))
rb.linearVelocity = Vector2.zero;

RoomManager.Instance.SetActiveRoom(_targetRoomId);

if (_delayBeforeFadeIn > of)

yield return new WaitForSeconds(_delayBeforeFadeln);

yield return ScreenFader.Instance.FadeIn(_fadeDuration);
EventBus.Publish(new RoomTransitionCompletedEvent());

_isTeleporting = false;

Knac CameraController opranizoBaHo sk MeHEIKEp MPIOPUTETHOIO CIIHCKY

NIOBE/IIHOK, KOXKHA 3 KX iMmuieMeHntye intepgeiic |CameraBehaviour. Ha mouatky

KOKHOTO Kaapy y wetoxi LateUpdate koHTposiep iTepye CHHCOK MOBEIIHOK,

BITOPSIIKOBAHUH 3a KpuTepieM Priority (OLTbII BHCOKE 3HAYCHHS = OUIBII BUCOKHMA

MPIOPUTET), Ta 3aUTY€E Y MOBEAIHKY 3 HAMBUIIUM MPIOPUTETOM PO3PAXOBY MO3UIIIIO

IIJTHOBOI TOYKU criocTepeskeHHs. [[i BeKTopw MOCIimOBHO 0OOpOOJIAIOTHCS TPhOMA

¢inerpamu — ClampToBounds, sikuii 00MeXye MO3WINID TPAHHUISIMUA ITOTOYHOT

aKTHUBHOI KIMHATH Ta KOPEKTHO IIEHTPYE BBIOMOPT y Manux KiMHarax; CameraShake,

ki nomae mo no3uiii offset ma ocHosi morouynoro piBus Tpasmu ta Perlin noise; ta

SnapToPixel, sxwuii BupiBHIOE MO3MIIIO 10 KpaTHOTO 3HaueHHs 1/PPU (Pixels Per Unit),

0 IUIKOM 3anexuTh Bin koHdirypamii Pixel Perfect Camera. Ha 3axiHueHHs

. Invin I.B.
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pO3paxoByBaHa IIO3MINisl TMPUCBOIOETHCS Transform kamepu, 30epiratoum Z-
KoOpAuHaTy (Kamepa 3aBX]u nepedyBae Ha oHaKoBid rimuOuHi B Z). Takuil qu3aitn
J03BOJISIE 3 JIETKICTIO KOMOIHYBaTH JOBUIHHI TOBEIIHKH (HAMPHUKIIAI, OJHOYACHO
FollowBehaviour, CutsceneBehaviour ta ShakeModifier) 6e3 monmudikarii xomy

CaMoTro KOHTpPOJIEpA.

private void LateUpdate():
{

Vector2 desired = _behaviours[@].CalculateTargetPosition(

_target, transform.position, Time.deltaTime);

if (_hasBounds) desired

ClampToBounds(desired);
if (_shake.IsActive) desired += _shake.GetOffset(Time.deltaTime);

if (_pixelSnap) desired = SnapToPixel(desired);

transform.position = new Vector3(desired.x, desired.y,

transform.position.z);

}

bazosoto noseninkoro € FollowBehaviour 3 Priority 0, 1o peanizye MepTBY 30HY
y CBITOBUX KoopauHatax Ta look-ahead 3wmimienns 3a BekTtopoMm linearVelocity
Rigidbody2D rpaBusg 31 3rmamkyBaHHsAM uepe3 Vector2.Lerp. [ns kar-cuen
nependaueHo CutsceneBehaviour 3 Priority 10, sike ButicHse FollowBehaviour i
IJIaBHO Mepemilrye kamepy y dikcoBaHy Touky uepe3 Vector2.SmoothDamp. Meton
ClampToBounds kopekTHO 00po0isic BUNAAOK, KOJM KiMHATa MEHIIA 32 BBIOMIOPT
3aMICTh 32KMMY Bich HEeHTpyeThcs. SnapToPixel BupiBHIOE MO3HUIIIO A0 KPAaTHOTO
3HaueHHd 1/PPU, mo ycyBae cyOmikcenbHe TpeMTiHHs nipu Pixel Perfect Camera.

Knac AudioManager peanizoBano sk Singleton i3 nBoMa KOMIIOHEHTaMHU
AudioSource (musicSource Ta sfxSource), siki 30epiratotbest Ha DontDestroyOnlLoad-
00'ekTi Ta (PYHKIIIOHYIOTh HE3aJIeKHO OJHA BiA ojHOI. Kiac iHKamncymoe Tpu piBHI
KepyBaHHA Ty4HICTIO: MasterVolume (3arampHa Ty4HICTH MPOCIyXOBYBaua),
MusicVolume (ryunicte My3uuyHoi Jopizku) Ta SfxVolume (ryuyHicTh 3BYKOBHUX
edekTiB). KoxxHmit piBeHb Ma€ BiAMOBiAHUI boolean-diar 1 MUTTEBOTO BUMKHECHHS

3BYKY 0e3 3minm no3umii ciuanaepa ( masterMuted, musicMuted, sfxMuted).
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Kondirypairis 3BykiB 30epiraerbcsi y ScriptableObject-06'exti AudioLibrary, sikuit
MICTHTh CJIOBHUK 1ICHTHU(IKATOPIB 3BYKIB Ta BIAMOBIIHUX ay/110-KJIUIIB.

[Tpu iHimamizamii y Meromi Awake MeEHemXep 3aBaHTaXye 30epekeHi
HAJAINTYBaHHS TY4YHOCTI 3 (pailly Ta MiAMHCYEThCS HA TPU TUMU TOMINA dYepes

EventBus:

private void Awake()

{
if (Instance != null) { Destroy(gameObject); return; }

Instance = this;

audiolLibrary.Initialize();
LoadVolumes();
ApplyAll();

EventBus.Subscribe<PlaySfxEvent>(0OnPlaySfx);
EventBus.Subscribe<PlayMusicEvent>(OnPlayMusic);

EventBus.Subscribe<StopMusicEvent>(OnStopMusic);

BiarBopenns 3BykoBuX edeKTiB 3a1HCHIOEThCS uepes nofito PlaySfxEvent, ska
MICTUTH 11eHTU(dikaTop Kiuiy. O0poOHuk OnPlaySfx momykye kinun y 616mioreni ta
3amyckae ioro Ha kaHam SFX gepe3 PlayOneShot, o mo3Bossie HakmagaTH Kijgbka
e(eKTIB OJTHOYACHO:

private void OnPlaySfx(PlaySfxEvent e)
{

var clip = audiolLibrary.Get(e.ClipId);

if (clip == null) { Debug.LogWarning($"[AudioManager] SFX not found:
'{e.ClipId}'"); return; }
sfxSource.PlayOneShot(clip);

My3nyHa KOMITO3MIISI 3MIHIOEThCS dYepe3 mofiro PlayMusicEvent, ska

npU3HavYa€e HOBUM KIIMI My3MUYHOMY KaHaJly Ta 3aIlycKae HOTo BIATBOPEHHS:

private void OnPlayMusic(PlayMusicEvent e)

{
. Invin I.B. Apx.
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var clip = audiolLibrary.Get(e.TrackId);

if (clip == null) { Debug.LogWarning($"[AudioManager] Music not
found: '{e.TrackId}'"); return; }

musicSource.clip = clip;

musicSource.Play();

KpuTHYHO Ba)XIMBHM acTeKTOM ayIdiOCHCTEMHU € TepIeNnTyalbHa CTEleHEeBa
KpuBa ryunocTti. Cnaiiaep ciayxauva (mianaszon 0..1, JiHiiHa MO3UIIis) TEPETBOPIOETHCA

Ha aMIUTITYly Yepe3 CTeTeHEeBY (YHKIIIO 3 TOKAa3HUKOM 2.5:

private float ToAmplitude(float linear, bool muted)

{
if (muted || linear <= @f) return of;

return Mathf.Pow(Mathf.Clamp@l(linear), perceptualExponent); //

exponent = 2.5

}

e#t miaxig BiamoBinae @izi0JOTIYHOMY CHPUMHATTIO 3BYKa JIIOJUHOIO.
JlorapuMiuHa 4y TIMBICTh ByXa O3HAYae, 1O MPH JIHIHHOMY pyCl claiijiepa ry4HICTb
3MIHIOETHCS HENMHINHO — HAa MaymX 3HaueHHsX (0-30% cnalizepa) aMIniiTya 3pocrae
MOBUIBHO, 1[0 TO3BOJISIE TOHKO KEPYBATH T'yUHICTIO, @ Ha BUIIMX 3Ha4eHHsX (70-100%)
3pocTaHHs kpytime. @Popmyna amplitude = linear*2.5 exkoHOMIuHIIA 3a
jgorapudMiuyHy Ta Kpallle BIAMOBiJAa€ OWIKyBaHHSAM TpaBIiliB npu B3aemoxii 3 Ul-
clauiepamu.

['yuHicTh 3aCTOCOBYETBCS Ha TpPbOX pIBHSAX TnapaiensHo. PiBenb Master
BCTAHOBIIOEThCA Ha riobansHuil AudioListener.volume, 110 BIuiMBae Ha BCi 3BYKH B

CIIEHI:

private void ApplyMaster() => AudiolListener.volume
ToAmplitude( _masterLinear, _masterMuted);

private void ApplyMusic() => musicSource.volume

ToAmplitude(_musiclLinear, _musicMuted);

private void ApplySftx() => sfxSource.volume

ToAmplitude(_sfxLinear, _sfxMuted);
private void ApplyAll() { ApplyMaster(); ApplyMusic(); ApplyStx(); }
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UYepes muoxenHs (Listener volume x Music source volume) ¢iHagbHa I'y4HICTh

MY3UKHA PO3PaXOBYETHCS K TOOYTOK BOX PIBHIB, IO JTO3BOJISIE TPABIIO HE3aJIEKHO
KOHTPOJIIOBATH 3arajibHy TYYHICTh Ta OaJlaHC MY3HKH/€(DEKTiB.
['paBenib kepye ryuictio uyepe3 Ul-crmaiigepu, siKki BUKIMKAIOTh MyOJI4HI METOJIU
SetMasterVolume, SetMusicVolume Tta SetSFXVolume. AmnanoriuHo, MeToau
SetMasterMuted, SetMusicMuted Ta SetSFXMuted 103BoJIsII0Th BAMKHYTH 3BYK 0€3
BTpAaTH MO3UIIIT clanaepa:

public void SetMasterVolume(float linear) { _masterLinear

Mathf.Clamp@l(linear); ApplyMaster(); }

public void SetMusicVolume(float linear) { _musiclLinear

Mathf.Clamp@l(linear); ApplyMusic(); }

public void SetSFXVolume(float linear) { _sfxLinear
Mathf.Clamp@l(linear); ApplySfx(); }

public void SetMasterMuted(bool muted) { _masterMuted = muted;
ApplyMaster(); }
public void SetMusicMuted(bool muted) { musicMuted = muted;
ApplyMusic(); }
public void SetSFXMuted(bool muted) { _sfxMuted = muted;

ApplyStx(); }
HanamryBanns rygnocTi 30epiratotecs y (daitni audio_settings.json y hopmati
JSON, mo mictuts Tpu float-3HaueHHs rydyHocTi Ta Tpu boolean-npamnopiri mute:

[System.Serializable]

private class VolumeData

{
public float master = 1f;
public float music = 1f;
public float sfx = 1f;
public bool masterMuted;
public bool musicMuted;
public bool sfxMuted;
}
. Inin LB. Apr.
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30epekeHHS Ta 3aBaHTAXKEHHsI 3I1MCHIOIOTHCS Yepe3 MeToau SaveVolumes Ta

LoadVolumes 3 06po6Kkoi0 IOMHIIOK uepe3 try-catch:

public void SaveVolumes()

{
var data = new VolumeData
{
master = _masterlLinear, music = _musiclinear, sfx = _sfxLinear,
masterMuted = _masterMuted, musicMuted = _musicMuted, sfxMuted =
_sfxMuted,
¥
try { File.WriteAllText(SavePath, JsonUtility.ToJson(data, true));
}

catch (System.Exception ex) { Debug.LogWarning($"[AudioManager] Save
failed: {ex.Message}"); }

}

private void LoadVolumes()

{

VolumeData data = null;

try

{

if (File.Exists(SavePath))
data =

JsonUtility.FromJson<VolumeData>(File.ReadAllText(SavePath));

}

catch (System.Exception ex) { Debug.LogWarning($"[AudioManager] Load
failed: {ex.Message}"); }

data ??= new VolumeData(); // Fallback to defaults

_masterLinear = data.master; _musiclLinear = data.music;
_sfxLinear = data.sfx;
_masterMuted = data.masterMuted; musicMuted = data.musicMuted;
_sfxMuted = data.sfxMuted;
}
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daiin 30epiraeTbecs B Katanosi Application.persistentDataPath, mo rapantye
GbyHKIIOHYBaHHS Ha Pi3HUX MaTdopmax. 3aBaHTaKEHHS KOH(DIrypailii BUKOHY€EThCS
y Meroai Awake mepen mepumM Kaapom, 1o 3a0e3Medye aKTUBAII0 HajlallTyBaHb
TpaBIls 3 MOMEHTY 3aITyCKy ITPOTPAMHU.

Krnac SaveManager He Mae npsIMUX MMOCHJIaHb Ha 3KOJICH 13 CEpBICiB, 10 OepyTh
y4acTh y cepiamizamii. Meron Save mpuiiMae Bxke CTBOpeHHM 00'ekT SaveData Bin
Bukinky Ta myOmiikye CollectingSaveDataEvent 3 Hum sik aprymentom. CepBicu
InventoryService, MapDiscoveryService Ta AchievementService miamUCyrOThCS Ha
o noniro B OnEnable 1 caMocTiiiHO 3amOBHIOIOTH BIJATMOBIIHI TOJII KOHTEHHEpa.
Ockinbku  Publish  BUKOHYE€TBCS CHHXPOHHO, TMICJSI TIOBEPHEHHS 3 METOIY
SaveManager rapaHTOBaHO OTPUMY€E MTOBHICTIO 3aMIOBHEHUN 00'€KT 1 3aMUCY€ HOTO Ha

JUCK:

public bool Save(int slot, SaveData data)

{
EventBus.Publish(new CollectingSaveDataEvent(data));

data.timestampUtc = DateTime.UtcNow.Ticks;
File.WriteAllText(SlotPath(slot), JsonUtility.ToJson(data,
prettyPrint: true));

return true;

3aBaHTaxxeHHs € cuMmeTpuuHuM. Meroa Load 3umtye JSON Ta momeptae
necepiaiizoBaHuil  00'€KT; PO3MOJAUT JaHMX MIXK CepBICAMU BHUKOHYETHCS Uepe3
GamelLoadedEvent, Ha siKy KOEH cepBiC MANMUCYEThCA caMOCTIHHO. [linTpumyeThes
TpH HE3aJIEKHUX CJIOTH, HUIAXH SKHX bopMy1OThCS gyepes
Application.persistentDataPath.

Cuctema HaBiramii MK eKpaHamMu noOyjoBaHa Ha CTaHJAPTHOMY
Stack<UIScreen>. bazoBuii kinac UlScreen ynpasiisie BugumicTio uepe3 SetActive Ha
BracHoMy GameObject Ta BigHOBIIOE (POKYC CHUCTEMHM BBEJEHHS uepes
EventSystem.SetSelectedGameObject mnpu koxHoMmy BiakpuTti. Meton Push

NPUXOBYE MOTOYHUIN BepxHIN ekpaH BukinkoM OnHide, momiimiae HOBUIi y CTEeK Ta

Jlobanuuxosa H.M. IHBKPE‘121'26'H3 59

3mn.

Apk. Ne 0okym. Hionuc | Hama




BUKJIMKae Ha HhoMy OnPush; Pop BuTsrye BepxHiii ekpaH 1 BITHOBIIIOE MOMEPEIHII

yepe3 OnReveal. Koxxna onepaiiist myOmikye BianoBiaHy noito yepe3 EventBus:

public void Push(UIScreen screen)

{
if (_stack.Count > @) _stack.Peek().OnHide();
_stack.Push(screen);
screen.OnPush();
EventBus.Publish(new ScreenPushedEvent(screen.name));
}
public void Pop()
{
var top = _stack.Pop();
top.0OnPop();
EventBus.Publish(new ScreenPoppedEvent(top.name));
if (_stack.Count > @) _stack.Peek().OnReveal();
}

Meron HandleCancel peanizye cuctemuy kHonky «Hazam». SAkio BepxHii
expan Mae rpanop CloseOnCancel, BiH 3aKpUBa€eThCsl aBTOMAaTUYHO 0€3 y4yacTi Oy/ib-
AKOTO  30BHIMHBOTO  KOHTpojepa.  IlyOmikamis  ScreenPushedEvent  Ta
ScreenPoppedEvent 103BoJisie 30BHINIHIM CHCTEMaM pearyBaTH Ha 3MIHY CTaHy

1HTEpdeiicy 0e3 npsAMoi NIAMUCKA Ha KOHKPETHUM €KpaH.
BucHoBkmu 10 po3ainy 2

VY apyromy po3aini Oyjo JeTaqbHO PO3TISHYTO MPOILECH MPOEKTYBAHHS Ta
nporpaMHol peaiizailii apxitektypu Bimeorpu «Fiat Lux». Po3pobriena o6'ekTHO-
OpIEHTOBAaHA MOJIENb CIUPAETHCA HA MPUHIUIHN KOHTPAKTHOTO MPOTpaMyBaHHS, 1€
KJIFOUOBUM (DAKTOPOM € PO3MEKYBAHHS JIOTIKM, BI3yallbHOT'O MPEACTABICHHS Ta
CEPBICHHX ITIJICHCTEM.

['o0BHUM apXITEKTYpHUM JIOCSATHEHHSIM € peali3alis CTporoi MOAYJIbHOI
cucteMn Ha ocHoOBI MexaHismy Assembly Definitions (asmdef) i3 3a6oponoro
aBTOMAaTUYHOTO CTBOPEHHS TMEpPEeXpecHUx mocwianb. lle pimeHHs 103BOIMIO

MOBHICTIO 130JIF0BAaTH Bi3yalbHI KOMIIOHEHTH B1Jl T€HMILICHHOI JIOT1KU, FapaHTyIOun
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HEMOXKJIUBICTh BUHUKHEHHSI UHUKIIYHUX 3aJE€KHOCTEH. 3B'S30K MK MOAYJSIMU
YCHIIIHO 3a0e3Ieuy€eThesl 32 JTOMOMOIOI0 PO3POOJIEHOr0 THUITI30BAHOTO CTATUYHOTO
EventBus, skwii miaTpuMye MexaHi3MH KelryBaHHs ctaHiB (Sticky events) ta ycysae
HEOOX1THICTh BUKOPUCTAHHS Ceplajli30BAaHUX METO/IIB B IHCIICKTOP1 PYIIIis.

VY xoxa1i poboTu 0yJI0 CIIPOEKTOBAHO Ta PEaATII30BAaHO HU3KY aBTOHOMHHUX CHUCTEM,
SKl 3aMIHIOIOTh CTaHJAPTHI BHCOKOPIBHEBI KommoHeHTH Unity, mo mnpamormTh sK
«4opHi CKpuHBKKM». Po3poOiecHa cucrema kamepu CameraController 3abesmeuye
TJIaBHE TIEPEMIIICHHS Ta MKCEIbHO-TOYHE MO3HUITIOHYBAaHHS 3aBASKA BUKOPHUCTAHHIO
npioputeTHOro creky mnoseaiHok |CameraBehaviour 3amicte makety Cinemachine.
Peamizamiss UlScreenStack Ha ocHOBI cTekOoBOI HaBiramii 31 30epexxeHHSIM (HOKyCy
BBEJICHH 3a0€e3neumia KOPEeKTHUHN MOPSAA0K BIIOOPAKEHHSI €KpaHiB Ta aBTOMaTHUYHE
MOBEPHEHHS /10 TIOTNIEPETHHOTO CTaHy .

3aMicTh TPAJMIIHHOIO 3aBaHTaKEHHS pIiBHIB po3pobiieHo Persistent Room
System, ne Bci mpOCTOPOBiI 30HU € TMOCTIHHO AKTUBHUMH, a TIEPEXOAH MK HUMHU
KOHTPOJIIOIOThCS NoiisiMu Bim RoomManager. J1o1aTKoBO IMIIJIEMEHTOBAHO aJITOPUTM
JETepMIHOBAHOI MPOIIeYPHOI I'eHepallii irpoBoro rpada Ha 6a3i System.Random, o
rapaHTye BIATBOPIOBAHICTh PiBHIB Ha pizHUX IaTdopmax. [ligcucrema 36epexeHHs
MpOrpecy YCHIIIHO MepeBeleHa Ha MOJIE€BO-OPIEHTOBAHI PEHKH, IO JI03BOJIUJIO
aBTOMAaTHU3yBaTh cepiamizamiro aanux y Gopmar JSON 6e3 cTBOpeHHS MPsIMHUX
3anmexHocTer Mix SaveManager ta iHmuMu cepBicamu. KoMIiekcHe 3aCTOCYBaHHS
IUX 1HXKEHEPHUX TIJIXOMAIB JO3BOJUJIO CTBOPUTH HaAliiHy, MacmTaboBaHy Ta

ONTUMI30BaHy MPOTrpaMHy 0a3y JIJisi MOAATBIIOTO PO3MIUPEHHS ITPOBOTO MPOIYKTY.
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PO3/1J1 3. IHTEP®ENC, TIOPSAJIOK POBOTU TA TECTYBAHHS
3.1 IlopsigoK BCTAHOBJIEHHS TA HAJAIITYBAHHSA

Jnsa xopekTtHOoi pobotu 3 mpoektoM Bimeorpu «Fiat Lux» HeoOXxigHO
BUKOpUCTOBYBaTu irpoBuil pymiii Unity Bepcii 6000.0.33f1 13 BcTaHOBIEHUM
moaynem Build Support mns mnatdhopmu Windows (IL2CPP). KepyBanns Bepcisimu
pyIIis 3MHCHIOETRCS Yepe3 3acTocyHok Unity Hub. J[ns pemaryBanHs mporpamMHOTo
KOJly peKOMEHIy€eTbcs BUkopuctoByBatu JetBrains Rider abo Microsoft Visual Studio
2022 3 miarpumkoro Unity. [IpoekT Takox moTpedye HaIBHOCTI CUCTEMHU KOHTPOJIIO
Bepciit Git Bepcii 2.30 a60 HOBIIIO].

Buxinnuii kon mpoekty 36epiraethest y Git-penosurtopii. [licias kimoHyBaHHS
PEMO3UTOPII0 TPOEKT BigkpuBaeTbess uepe3 Unity Hub 13 BuOGopoM KopeHeBoi
nupekropii. [Tix yac mepuroro 3anmycky Unity aBTOMaTHYHO BUKOHYE IMIIOPT PECypCiB,
BIJIHOBJICHHSI 3aJIC)KHOCTEH 1 KOMIUIALIID MPOrpPaMHOTO Koay. TpHUBajiicTh IOTO
MPOIIECY 3AJICKUTH BiJl MPOJTYKTUBHOCTI KOMIT IOTEpA Ta MOXKE CTAHOBUTHU JICKLIbKA
XBUJIMH.

[IpoekT MoOy0BaHUI HA MOIYJIBHIN apXITEKTypi 3 BUKOpUCTaHHSAM Assembly
Definitions. Ilig wac posmupeHHs (DYHKIIIOHAIBHOCTI HEOOXITHO JOTPUMYBATHUCS
HasiBHOT CTPYKTYPH MOJIYJIIB Ta KOPEKTHO HAJAIITOBYBATU MIXXMOYJIbHI 3aJI€KHOCTI
(puc. 3.1). ba3oBi cepBicH, KOHTPAKTH, €JIEMEHTH I1HTepQeicy Ta KOMIIOHEHTH
ITPOBOTO CBITY MalOTh PO3MIIILYBAaTUCS y BIAMOBIAHUX MiACHCTEMax mpoekty. [lpu
BUHUKHEHHI KOHQIIKTIB y cuctemi Assembly Definitions — 3okpema, moMuiok tuy
Assembly reference cycle detected a6o Type already defined — HeoOXiaHO MepeBIpUTH
BIJIMOBITHICTh PO3MIIIIEHHS HOBUX CKPUIITIB apXITEKTypPHHM IapaM MPOEKTY Ta
NEepPeKOHATUCsl y BIACYTHOCTI IyOJIKaTIiB IMEH KiaciB MDK 30ipkamu. VY pa3si
MOIIKOIKEHHsT a00 BiACYTHOCTI aupekrtopii Library ii moxHa Ge3nevyHo BHUIAIHMTH -
Unity aBTOMaTHYHO BiJTHOBUTS 11 IPU HACTYITHOMY BiJIKPUTTI POEKTY, 110 HE BIUINBAE

Ha BUX1JIHUM KOJ| Ta HaJIAIITyBaHHS.
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Puc. 3.1 — JliarpamMa KOMIIOHEHTIB

Jlnia 3amycKy TpU BHUKOPHUCTOBYETHCS OKpeMa clieHa Bootstrap, sika BUKOHY€
1HIIaTi3amio rI00aIbHUX CEPBICIB Ta 3aBaHTAXKEHHS HEOOX1HOT irpoBoi ciienu. [1ia
yac pobotu B peaakTopi Unity Lel nporec BUKOHYETHCS aBTOMAaTUYHO, 1110 JTO3BOJISIE
3aIlyCKaTH TeCTyBaHHs 0€3 101aTKOBOT0 HaJIALITYBaHHS cepeloBulna. [ 3pydHoCTi
TECTYBAaHHS OKPEMHX CIICH peaiizoBaHo iHcTpyMmeHT EditorSceneAutoBootstrap. Ipu
HaTUCcKaHHI Play B pegakTopi BiH aBTOMaTUYHO ITiIMIHsE CTAPTOBY ClieHy Ha Bootstrap,
1HIIIaTi3y€e BCl CEPBICH Ta JI03aBAaHTaXy€ IOTOYHY pPoOOYy CIEHY pO3pOOHHKA.
3aBASKM 1bOMY 3amycK 13 OyAb-sKOi CIICHH TPOEKTY 3aBXKAU J1a€ KOPEKTHO
1HII1aTII30BaHe cepeIoBUIIe 0€3 pyYHOro MepeMUKaHHs MIXK CIIECHAMHU.

KepyBanus B T1pi peamizoBano 3a gomnomoror Unity Input System.
[TinTpumyroThCcsl KiaBiaTypa Ta reiimmnan. Ilpu miaAKIOYEHH! KOHTpoOJiepa cHUCTEeMa
ABTOMAaTUYHO BH3HAYA€ AKTUBHUN TPUCTPIA BBEJACHHS Ta TEPEMHKAETHCI MIXK
JOCTYITHUMHU CXE€MaMHU KepyBaHHs 0€3 He0OX1THOCTI Iepe3anycKy Irpu.

Jliist ctBopeHHs (PiHANBHOI Bepcii MPOrpaMHOro MPOIyKTYy HEOOX1THO BIAKPUTH

meHto Build Profiles Ta BuOpatu mnatdopmy Windows x64. Y crimcky CIieH NEpIIoio
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Mae OyTH BKaszaHa ciieHa Bootstrap, micis 4oro gomaroTbes iHIN cieHu rpu. s
¢b1HanbHOT 30IpKU PEKOMEHIYEThCSI BUKOPUCTOBYBaTH cKpuntoBui 6exenn IL2CPP.
[Ticnst 3aBepiieHHsS MPOIECY KOMMUIALIT (OpPMYyeThCs aBTOHOMHMI BUKOHYBAHHN
(aiis, SKuii MOXKe 3aIyCKaTUCS Ha IIIJIbOBIM cucTeMi Oe3 BCTAHOBJICHHS J10JIaTKOBOTO
nporpamMHoro 3abe3nedeHns. Hukde HaBe1leHO MiHIMaIbHI Ta peKOMEH/I0BaHI BUMOTH

A0 armaparHoro 3a0e3meueHHs.

Taomug 3.1
MiHiMaabHI CHCTEMHI BUMOTH
OneparriiiHa cucremMa Windows 10 (64-bit)
ITpornecop Intel Core i3-6100 a6o ananoriunuit
OneparuBHa nam’siTh 8I'b
Bineokapra NVIDIA GeForce GTX 750 Ti abo ananoriuzaa
3 miarpuMkoro DirectX 11
BinpHe miciie Ha AUCKY 2Tb
[Tpuctpiii BBeACHHS KJaBiatypa abo reiimman
Ta6mmrs 3.2
PexoMeH10BaH1 CUCTEMHI BUMOTH
OnepariiiHa cucTemMa Windows 11 (64-bit)
ITpornecop Intel Core i5-10400 a6o aHanoriyHmii
OneparuBHa nam’siTh 16 I'b
Bineokapra NVIDIA GeForce GTX 1660 abo aHanoriuHa
BinbHe MicIie Ha TUCKY 4Tb
[Ipuctpiii BBeCHHS reiimman abo kiaaBiaTypa

JIJ1st KOHTPOJIO Tpale3JaTHOCTI MPOrPaMHOT0 3a0e3MeUeHHs 1] Yyac po3poOKu
BUKOPUCTOBYEThCSI BOyIOBaHA cucTema >KypHamoBanHs Unity. Yci moBimomiieHHs
PO MTOMUJIKH, TIOTIEPEHKEHHS Ta CITy>KOOB1 TTOBIJIOMJICHHS B1I0OPa)KatOThCS Y BIKHI
Console penakropa. [lpy BUHHMKHEHHI KPUTUYHHX TIOMIJIOK IIiJI 4Yac 3amycKy
HEOOX1IHO TEPEBIPUTH KOPEKTHICTh IMIIOPTY MAKETiB, HASBHICTh YCIX CLEH Yy
KoH(Dirypaiii 30ipku Ta BiJICYTHICTh MOMMJIOK KOMIIALII y BUXITHOMY KOJi. Y pasi
BUHUKHEHHSI TpPOOJIeM 13 KelleM pyllisi PEKOMEHIYETbCS BUKOHATU IOBTOPHY
reHepanito ciayx0oBux mupekropii Library ta Temp nuisixom iX BumajicHHS 3

MOJJAJIBIIMM BiIKPUTTAM MpoekTy B Unity.
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Ddaiinm MIEPCUCTCHTHHUX JTaHUX PO3MIIIYOThHCS y
TUPEKTOPil %USERPROFILE%\AppData\LocalLow\[CompanyName]\FiatLux:
save_slot_0.json, save slot_1.json, save slot 2.json — Tpu He3aNeHKHHX CIOTH
30epekeHHs; achievements.json — rio0anbHi JOCATHEHHS, CIUIBHI JJIs BCIX CJIOTIB;
video_settings.json —nmapamerpu CRT-meitnepa (puc. 3.2). Y pasi BiicyTHOCTI (aiiiiB
30epeKeHHs MiICUCTEMU IPU aBTOMATUYHO CTBOPIOIOTH HOBI (pailyiv 31 3HAUCHHSIMH 32
3aMOBYYBaHHSM. J[JI1 TOBHOTO CKUJAHHS IMPOTPECy KOPUCTYBAU MOYKE CKOPHUCTATHCS

BIJIMOBITHOIO (DYHKIII€I0O B MEHIO HajallITyBaHb ab0 BUAAIWTH (aiiu 30epekeHHs

BPYUHY.
( N
«npucTpivi» Komn'totep rpaeus (Windows 10/11, x64)
«Cepe/IOBMLLE BUKOHAHHS» «CXOBULLE»
Unity Runtime 6000.0.33f1 AppData\LocalLow\FiatLux

[ <apTedakr» FiatLux.exe ] [ «apTtedakT» save_slot_0json }

[ <apTedakr» CRTEffect.shader ] [ «apTtedakT» save_slot_1json }
AKTUBHI nigcucremu: [ «apTquaKT» SaVE_S|Ot_2.jSOI‘I J
Bootstrap - SaveManager - AudioManager
RoomManager - LevelGenerator [ «apredakr» achievements.json J
CameraController - UlScreenStack
PlayerAnimator - PlayerSfxHandler | [ «apregak» video_settingsjson }
EventBus {cTaTMuHWiA, ronoBHWA NOTIK) )

[ «apTtedakr» level_graph.json J
BeeaeHHs:
Unity Input System System.lO - JsonUtility
Keyboard - Gamepad (auto-switch) Application.persistentDataPath
- /

Puc. 3.2 — Jliarpama po3ropTaHHs rpu
JloTpuMaHHA HaBEJEHUX BHMOI Ta pPEKOMEHAAlil 3abe3nedyye KOPEKTHE
(GyHKILIOHYBaHHS MMPOrpaMHOTO 3a0e3MeueHHs, CTaldlIbHy poOOTy Mia Yac po3poOKu

Ta KOPEKTHE BUKOHAHHS BIJICOTPH.
3.2 Onuc inTepdeiicy kKopucTyBada

[arepdeiic kopuctyBaua (UIl) crnpoekToBaHO 3 ypaxyBaHHSM KOHIICTIIi1
MaKCUMaJIbHOI 1IHPOPMATUBHOCTI MPU MIHIMAIILHOMY TIEPEKPUTTI IrPOBOTO TIPOCTOPY.
CtpykTypHO 1HTepdelic MOAIISETHCS HA JBa HE3AJIEkKHI JIOTIUHI IIapU — CUCTEMY
nocTiitHoro BigoOpaxkenHs crany (HUD) ta cucremy iHTEpakTUBHHX €KpaHiB,

KepoBaHUX po3podsenuM komnoHeHToMm UlScreenStack [1, 3].
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[ITap HUD (Heads-Up Display) ¢gyHKIIOHY€e 032 MeXaMH CTEKY €KpaHiB i
3aBXK/IM 3aJIMIIAETHCS Ha €KpaHi. BiH ckiagaeThes 3 KUIBKOX aBTOHOMHHMX T1/IB'TO (Sub-
Vviews), KO>KHE 3 SIKUX IITucaHe Ha BiIMOBIIHI cucTeMH1 nofii yepe3 EventBus [2, 3].
VY BepxHil J1Biil YaCTHHI €KpaHa MOCTIHHO B1I0OpaKa€ThCsl MOTOUYHUM CTaH 3/I0POB'S
1 eHeprii nepconaxa, a Takoxk HealingHUDView (KUIBKICTh HOCTYITHUX JIIKYBaJbHUX
npeaMeTiB). Y mpaBiii BEpXHiN 4acTHUHI pO3TAIlIOBAHO MAHENTh aKTUBHUX 3A10HOCTEN
rpasis (AbilityHUDView), saxa nuHamiuHo BigoOpaxae po30JIOKOBaHI HaBUYKH Ta
BIJIMTOBITHI IM KHOTIKM BBEACHHS, a Takok MiniMapView — quHaMiuyHy MiHIaTIOpHY
CTPYKTYPY JOCTITKEHUX KIMHAT. OHOBIICHHS IIUX €JIEMEHTIB B1I0YBAETHCS BUKIFOUHO
npu myOmikarii kemoBaHux (sticky) mojiii Bij CUCTEM IpaBIsl Ta MEHEIKepa KIMHAT.
Takox o ckmanxy HUD Bxoauth InteractionPromptView — KOHTeKCTHE CIUTMBarOve
BIKHO, IO 3'SBISETHCS HaJA 1HTEPAKTUBHUMU O0'€KTaMH MpH OTPUMAaHHI MOJIT

InteractableFocusedEvent (puc. 3.3).
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Puc. 3.3 — 3aranbuuii Buris irposoro intepdericy (HUD)

Cucrema IHTEpaKTMBHUX C€KpaHIB peari30oBaHa Ha OCHOBI KOMITOHEHTa
UlScreenStack, mo xepye crexom o0'extiB UlScreen. BigkpuTTss HOBOTO eKpaHy
npuxoBye monepenHiin yepe3 SetActive(false), He Bumanstoum ¥oro 3i creky, 1o
rapaHTye KOPEKTHE BIJTHOBJIEHHS €KpaHy Ta (POKyCy BBE/I€HHS PU MOBEPHEHHI Ha3a/.

[IepBUHHOIO TOYKOIO B3a€EMO/[Ii KOpPUCTyBada € TOJIOBHE MEHIO Trpu. BoHO
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3aBAaHTAXKYETHCS TICIA 1HIMIaM3alii BCiX MIO0aTbHUX CEPBICIB Ta HAJAA€ TOCTYM J0
VOPaBIIHHSA CJIOTaMH 30CPEKCHHS, IEPeXoay J0 CHUCTEMHHX HaJallTyBaHb i

neperssiay nporpecy rpasus (puc. 3.4).

FIAT LUX

aipha

Puc. 3.4 — Intepdeiic roJoBHOTO MEHIO I'pH
3 TOJIOBHOTO MEHIO KOPHCTYBau Ma€ MOKJIUBICTh MEPEUTH 10 KOMIUIEKCHOTO
MEHIO HaJlallTyBaHb, K€ PO3JUJICHE Ha KijbKa TEMAaTHYHUX BKJIQJOK. Y BKIIAIII
HaJAIITyBaHb ayAl0 peali30BaHO YIIPaBJIIHHS MapamMeTpaMH 3BYKY, 30KpeMa OKpeMme
peryoBaHHs PiBHIB 'yYHOCTI JIJIS 3aralibHOTO Mikcy (Master), My3U4HOTO CYTIPOBOTY

(Music) ta 3BykoBux edekTiB (Sound) 3aBIgku mpsiMiii B3aeMOJii 3 MIJCUCTEMOIO

AudioManager [1] (puc. 3.5).

< AUDIO >

Sound |

fMutes |

Puc. 3.5 — Bkiaaka HajmamryBaHb ay/io
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Bkrnaaka Bijleo HanalITyBaHb HaJa€ KOPHUCTYBauy MPSIMUN KOHTPOJIb Haj
napameTpamu po3pobiaeHoro kacromHoro CRT-melinepa [26, 28]. Uepes intepdeiic
MOB3yHKIB MOKHA IMHAMIYHO PETyJIIOBAaTH IHTEHCUBHICTh TaKUX Bi3yalbHHUX €(EKTIB,
ak ckanmaiau  (Scanlines), xpomaruuni aGepamii (Chromatic Aberration),
BiHbeTYBaHHs (Vignette) Ta O6oukomonmiOna muctopcis (Curvature), abo TOBHICTIO

BUMKHYTH JIif0 IIeiaepa (puc. 3.6).

< VIDEO >

o =" |
" DD o
llill!l”l‘ s i _"’f: il

Scanln i

||||Llﬂ|||;|unu||||1;{|”|||fi||||||||1|[|'|]|||| Il e
d

Chrom i

i

TR
e

Puc. 3.6 — Bkianka Bijieo HajamTyBaHb 13 napamerpamu CRT-meitnepa

JlomaTkoBO pealli3oBaHO CHUCTeMHY BKIanKy HamamtyBanb (Other), ska
J03BOJISIE BUKOHYBATH KPUTHYHI omepaiii 3 JaHUMH TpaBIls, 30KpeMa IIOBHE
BU/JIAJIEHHS BCIX CJIOTIB 30€peXeHb 13 JTOKAIbHOI IUPEKTOPIi. BKkiIaaka MiCTUTh KHOIIKY
«Delete All Saves», natuckanHs gkoi iHiLiO€ myOuikamiro moaii yepe3 EventBus,
micass goro SaveManager Bumansie Bci (daimu CIOTIB 30€pekeHHs 3 JIOKaIbHOI
JTUpPEKTOpil rpaBis, ane He Buaaase (aitnm achievements.json. Jlns 3amoOiraHHs
BUITAJIKOBOMY BHUJQJICHHIO TMEpea0adYeHo Miajior TMIATBEPKCHHs, SKUM OJOKye
B3aeMojio 3pemroro iHTepdeiicy ueped UlScreenStack mo MomeHTy sIBHOTO

MIITBEPPKEHHS a00 ckacyBaHHs omnepaiiii (puc. 3.7).
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Puc. 3.7 — Cucremna BKJIaJIKa HaJdalITyBaHb

< OTHER >

[Tincucrema pocsArHEHb Mae JB1 (OpPMH BI3YaJIbHOTO MPEICTABICHHS —

JIOKaNbHY Ta riobanbHy. [IpM BUKOHaHHI YMOBHU JOCSITHEHHSI B pEaJIbHOMY 4aci Iijl

yac 1rpoBoro mnpouecy (Hampukian, npu myOmikauii BossDefeatedEvent) cucrema

TeHEpye

JIOKAJIbHC

CrioBilIeHHs (toast) y KyTli ekpaHa

UnlockToastView, He niepepuBaroum reiimruieii (puc. 3.8).

P S O T - gy,
ot -

P
O e
BLR LYRE RURS LYRE RYON
11400 OO O AR < OO < 0O TR TR - Y O 9O

Achicuvement got

3a

JOIIOMOI' 01O

Field
flledic

Puc. 3.8 — JlokanpHe CrIOBIIIIEHHS TPO OTPUMAHHSI IOCSTHEHHS

. Invin I.B.
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JIJIst TeTaIbHOTO O3HAMOMIICHHS 3 IMPOTPECOM peajTi3oBaHO €KpaH TII00aTbHUX
JOCSITHEHb, SKUM B3aeMmojiie 3 cepBicoM AchievementService [1, 3]. Lleit expan
JEMOHCTPY€E TIEPEIIiK BUKOHAHUX Ta 3a0JIOKOBAHUX 3aBJaHb TPABIIS, 3YUTYIOUH JIaHI 3

He3zanexxHoro ¢aitry achievements.json [14] (puc. 3.9).

ACHIEUEMENTS

12 /718

m g

Strider

Ho way back
now

2>

”? &

First Blood

Puc. 3.9 — Expan rimobanbHUX T0CATHEHB
Bbesnocepennbo 1mi1 yac irpoBOro mpoiiecy KOpUCcTyBauy JOCTYMHI €KpaH May3u
(PauseScreen) ta expan kaptu (MapView). BoHu (QyHKIIOHYIOTh K HE3aJICKHI
iHTepdeicHl BiKHA 1 BHUKJIMKAIOTHCS OKPEMHUMH KHONKaMH BBeIEeHHS («Starty Ta
«Select» BignosigHo) [27]. Expan may3u nepeKkpuBae irpoBUM MpoLEC Ta 3yMUHSE
BHYTPIIIHBOITPOBHI Yac, HAAAKO4YH JIOCTYII JIO OMIIINA MPOIOBXKEHHS I'pU 200 BUXOAY B

rosioBHe MeHto (puc. 3.10).
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Puc. 3.10 — [aTepdeiic mento naysu
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HaTtomicTh He3alleXHUI BUKJIMK €KpaHa KapTH BiAKPHUBA€E PO3IIUPEHY BEPCito
JocipkeHoro rpada KiMHAT Ha OCHOBI JaHMX, oTpuMaHux 13 MapDiscoveryService.
Ha Binminy Bing miniatiopu B HUD, moBHOekpaHHa kapTa BigoOpaxkae yci BIAKPHTI
KIMHATH y BUTJISI1 BY3JiB 3'€eHaHoOro rpada mik jokamismu. KosipHe KoayBaHHS
BY3JIIB JTO3BOJISIE PO3PI3HUTH BiABiAaHY Ta BiAKpuUTi KiMHaTH. He BiaBigaHi, Ta
MOBHICTIO HEIOCII/DKEHI KIMHATH HE BUIHO, II€ HAJA€ TPABIO JIMIIE aKTyaJbHY

iH(opMallito Ipo cTaH AOCIIKEHHSI iIrpoBOro CBiTy (puc. 3.11).

Puc. 3.11 — [aTepdeiic rmobanbHOT iIrpoBOT KapTH

3.3 TectyBaHHA POrPaAMHOI0 NPOAYKTY

st 3a0e3nedeHHs HAIIAHOCTI Ta CTaOUIBHOCTI pOOOTH  PO3pPOOJIECHUX
AITOPUTMIB OyJI0 TPOBEACHO KOMIUIEKCHE TECTYBaHHS IPOTPAMHOTO MPOAYKTY.
BpaxoByroun MOIyNIbHY apXiTEKTypy CHCTEMH, TECTyBaHHS OyJIO PO3AUICHO Ha JBa
KIIFOUOBI €Tanud — 130J1bOBAaHE MOJYJbHE TECTYBaHHS OKPEMHX KOMIIOHEHTIB Ta
iHTerpaiiine (QpyHKIIIOHAJIIbHE TECTYBaHHS MDKMOJYJIBHOI B3a€EMOJIII B CEpPEIOBHIIII
ICPOBOTO PYIIIis.

[30;1bOBaHE TeCTyBaHHS OyJ0 3acTOCOBAaHO [0 JABOX (DyHIaMEHTaIbHUX
KOMITOHEHTIB CUCTeMH — IMHHU Toaii EventBus Ta MaremarnyHoro sigpa reHepartii
piBHIB LevelLayoutCore. O0uaBa KOMIOHEHTH peaai30BaHO TaAKUM YHMHOM, IO TXHS

BHYTpIIIHS JIOTiKa He 3aiexuth Bl migcuctem Unity  (MonoBehaviour,
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ScriptableObject, kopyTuHH), 110 BIJIKPUBAE MOXJMBICTH JJis1 Bepudikaiii B
130J1b0BaHOMY cepeioBHIlll. TecTu 3amyckanucs yepe3 BOynoBanuil y peaakrop Unity
mexaHisM Unity Test Framework y pexumi EditMode, mo m03Boisie BUKOHYBaTu
TeCTH Oe3MocepeHbO B IMPOIEC] pelaryBaHHs 0e3 3amycKy IrpoBoi ClIeHH Ta 0e3
KoMITUIAIIIT okpemoro Player-6imy.

Jlst oprasizartiii TectiB Oyso ctBopeHo okpemy 30ipky FiatLux.Tests 3 daiimom
koH(pirypamii  FiatLux.Tests.asmdef, B skomMy BHU3HA4Y€HO TIIOCHUJIAHHSI Ha
UnityEngine.TestRunner, UnityEditor. TestRunner Ta minboBi 36ipku FiatLux.World 1
FiatLux.Contracts. [Tapamerp autoReferenced BcranoBneHo y 3HauenHs false, 1o
YHEMOKJIMBIIIOE TOTPAIUIIHHS TECTOBOTO KOAYy M0 (iHAIBHOI 301pKH TPOIYKTY.
[Tapametp includePlatforms oomexxeno 3nauennsm Editor, mo rapanTye KOMIUISAIIIO
TECTIB BUKJIIOUYHO B KOHTEKCTI pegakTopa Unity.

TectyBanns EventBus oxomitoBano mnepeBipKy BCIX KIIOUOBHX CILIEHApIiB
poGotu mumHU noai. Ilepma rpyma TecTiB mepeBipsia KOPEKTHICTb MEXaHI3MY
PublishLatest — npu nmy6uikaiii kemoBaHoi 1mo/1ii BOHa 30epira€ThCsl y BHYTPIIIHBOMY
CIIOBHMKY THUITy Ta moBepTaerbca MeroaoM TryGetLatest. [Ipyra rpyma TecTiB
CUMYJIIOBaja MPOOJIEMY «ITI3HBOTO MIANMUCHUKA» — CIICHAapid, XapakTEepHUH s
CHUCTEM 3 BIJIKJIQJICHOIO 1HIIaNi3alll€l0 KOMMIOHEHTIB. [HimitoBanacs myOsiKalis
kemoBaHoi noaii PublishLatest, micis yoro cTBoproBaBCs HOBUN MIAMUCHUK, SIKUM
BuKiMKaB mnatepH SubscribeWithLatest. PesynapTaTtét TecTiB miATBEpAWUIH, IO
MIMUCHUK TapaHTOBAaHO OTPUMYE OCTAaHHIO KEIIOBaHY IOII0 HE3aJICKHO Bia Yacy
CBO€I 1HIIMiam3aIii BiIHOCHO myOsikarii. TpeTs rpymna TecTiB mepeBipsiia 130JIAI1I0
MDK PI3HUMH THIIAMU TOMIN - MIAMUCHUKYA Ha OJIMH TUIT HE OTPUMYIOTH IMOJIIi 1HIIUX
TUIIIB, @ IPU MHOKMHHMX MJMUCKAX KOXEH 0OPOOHUK BUKIIMKAETHCS PIBHO OAUMH pa3
3a BUKJIUK Publish.

TectyBanns LevelLayoutCore 0a3syBasiocss Ha KIIIOUOBIA apXiTEKTypHIH
BJIACTUBOCTI IIOTO KOMIIOHEHTA — JeTepMiHI3M1 TeHeparlii. Ockiibku 3HaueHHs seed
30epiraeThbes y CTpykTypi SaveData Ta BAKOPUCTOBYETHCS TIPH 3aBAHTAXKEHHI TP IS

BIJIHOBJICHHSI CTaHy PIBHS, KOPEKTHICTh JIE€TEPMIHI3MY € KPUTHYHOIO JIJIsi CUCTEMU

30epeKeHHS porpecy. OcHoBHHIT TeCT
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GenerateLevel SameSeed ProducesldenticalLayout BuKOHYBaB IMOJBIMHUN BHUKJIUK
anroputMy Generate 3 OJJTHAKOBHM 3Ha4YeHHSIM seed Ta MOpiBHIOBAB OTPUMaHi MaCUBHU
o0'ektiB GeneratedRoomData 3a roomld, type ta worldPosition koxHOTO ereMeHTa.
JlonaTkoBl TecTH TEpeBIpsUIM  CTPYKTypHI 1HBapianTu. CrapToBa KiMHaTa
po3MingyeTrbesi B koopauHatax (0, 0), ocTaHHS KIMHATa 3aBXKIA Ma€ THI
BossEncounter, yci mocumanHs Mk kKiMHaTamMu B MacuBi HorizontalLinks €
BaJliIHUMHU (00uBa 00'€KTH MPHUCYTHI y crucky Rooms), »ojaH1 /1Bl KIMHAaTH HE
3aiiMarOTh OJTHAKOBY IMO3HIIIIO Y MPOCTOPI.

Jiist 1301p0BaHoOTO 3amycky TtectiB LevelLayoutCore BUKOPUCTOBYBaBCS METOT
ScriptableObject.Createlnstance<RoomTemplate>() ana cTBOpeHHST MiHIMAJIBHHUX
TECTOBUX IIA0JIOHIB KIMHAT Oe3 mpuB'szku 10 QainoBoi cuctemu Assets. lle
JO3BOJTIIIO  BepU(IKYBaTH JIOTIKY aJrOpUTMy O€3 3alie’KHOCTI BiJi KOHKPETHHUX
pecypciB MPOEKTY.

3arajiibHa KIJIBKICTh MOAYJBHUX TECTIB ckiiana 13. 6 TtectiB st EventBus Ta 7
tectiB st LevelLayoutCore. 3a pe3ynbraramu BUKOHAHHS yci 13 TecTiB oTpuMaiu

craryc ycminHo npoiiaenunx y Bikai Unity Test Runner [8] (puc. 3.10).

EditMode PlayMode Player

zenerate_Differer

Puc. 3.12 — PesynbpTatt MogyspHOTO TecTyBaHHs y BikHI Unity Test Runner
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[HTerpaniiine (¢QyHKIIOHAIBHE TECTYBaHHS MPOBOJUIIOCS Oe3mocepeHbO B

cepenoBuii Unity Ta QokycyBaiocsi Ha TeEpeBIpIl MIKXMOAYJIBHOI B3aeMOJIT

KIIIOYOBHX MIJCUCTEM Y CIIeHapli, MaKCUMaJIbHO HAOIMKEHOMY J0 YMOB PEaJIbHOTO

BUKOHaHHs. Ha BiIMiHY B1J] MOJyJIbHUX TECTIB, 110 BEpU]PIKYIOTh 130JIbOBAHY JIOTIKY

OKpeMHUX KJaciB, (yHKIIOHAIbHI TECTU MEPEBIPAIOTH MOBEAIHKY CHCTEMH Ha PiBHI

B3a€MO/II1 MK KOMITIOHEHTaMU Ppi3HUX 301pok uepe3 mexaHizm EventBus.

JIyist mpoBeZieHHST TECTIB BUKOPUCTOBYBABCA MOBHOIIHHUN Bootstrap Scene 3

iHiIiamizoBaHuMH  cepBicamu  SaveManager, AudioManager, RoomManager Ta

CameraController. KoxkeH TecT-keiic Omucye KOHKPETHY BXiJIHY YMOBY, OYIKYBaHY

peakxiiito cucteMu Ta 3aikcoBaHUN (HaKTUUHUM pe3yIbTaT BUKOHAHHS.

Tabmuusa 3.3
PG3YJII>T3TI/I (bYHKHiOHaJIBHOFO TCCTYBAHHS KIIFOYOBUX HiIICI/ICTCM
. . . DaKTUYHUI Craty
ID | Omnuc Tect-keiicy OuikyBaHMi pe3ynbTar
pe3ynbTaT C
TC | 36epexeHHs IMoxist CollectingSaveDataEvent Daiin Yemix
-01 | mporpecy: Bukimuk | myGmikyerbesi. JSON-daiin ciora | save_slot_0.json
SaveManager.Save(0 | cTBoproeThes y chopmMoBaHO
) iy 9ac AppData\LocalLow\FiatLux\Saves | kopektHo. JSON-
nepeOyBanus rpaBis | \. Y moni roomld 3anucyerscest CTPYKTYpa BaJiJiHa,
B KIMHATI 3 3Ha4ueHHs room_05. niosie roomld
11eHTU(iKaTOPOM mictuth room_05.
room_05. [lepeBipeHo pydyHUM
po3zbopom daitny
gepe3
JsonUtility.FromJson
TC | 3aBaHTa)KEHHS GameManager ny0iikye Cuena Yemix
-02 | crany: Imimiamzamis | ApplyingSaveDataEvent mumie 3aBaHTAXUIACh
3aBaHTAKEHHS micist Bukimky OnSceneloaded. KOPEKTHO.
30epexeHoro ciaora | Yci cepBicu OHOBIIOIOTH cTaH 6e3 | InventoryService,
3 TOJIOBHOT'O MEHIO BUHUKHEHHS BUHSTKIB MapDiscoveryServic
Ha HOBIH clieHi NullReferenceException. eTa
GameScene. AchievementService
OTpUMAJIH TIOIIO0 Ta
CHUHXPOHI3yBaJll
BJIACHUU CTaH.
I'paBenb 3's1BUBCS Ha
30epexeH1n Mo3uIIii
checkpointX,
checkpointy.
. Invin LB. Apx.
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poIoBX. Tabm. 3.3

TC | Ilepexinm Mix 3amycKaeThCsl KOPYyTHHA Expan kopekTHO VYemi
-03 | kiMmHaTamu: TeleportRoutine. Ekpan 3aTeMHIOETBCSI | TIEPEHIIIOB y X
[Teperun yepe3 ScreenFader. 3aTEMHEHUH CTaH.
Rigidbody2D- RoomManager.SetActiveRoom(* "room_ | I'paBers
kojaiaepa rpasig | 07") Bukiaukaerbes. [IyOmikyeThes nepeMileHui Ha
3 TPUTEPHUM ActiveRoomChangedEvent spawn point
KoJIaiiiepom (PublishLatest). CameraController KiMHaTi room_07.
o0'exTa OHOBJIIO€ TIPOCTOPOBI MEXI. CameraController
RoomTeleport 3 OTpHUMaB TOJIII0 Ta
1TbOBOIO 3aCTOCYBaB HOBI
KIMHATOO Mexi. Expan
room_07. B1JIHOBHB
MPO30PICTh.
3aranbHa
TPUBAJIICTh
nepexoay — 0.8 cek.
TC | I3omstmist mam'siTi ExpaHu npuxoByrOThCS Yepes SetActive(false) Yemi
-04 | UlScreenStack: SetActive(false), 00'exTr He BUKJIUKAHO X
[Hukiune 3HUNTYOThCS. [lignmucku Ha momii KOPEKTHO TIpH
BIJIKpUTTS Ta 3QTUIIAFOTHCS AKTHBHUMM ITiCIIS KoxxHOMY Pop.
3aKpUTTS €KpaHa | MOBTOPHOTO BiAKpUTTS. OOcsr [Tignucku Ha
iHBeHTapio 20 AJIOKOBAHOT MaM'sITi 3aJIMIIAETHCS UlStateChangedEv
pasiB MOCTiJIb. CTaO1TBbHUM. ent 30eperaucs
aKTUBHUMHU. 32
nmanumu Unity
Profiler Memory:
0a30Buii piBeHb ~45
MB, micas 20
muKIiB ~45.8 MB.
BuTtik mam'sTi
BiJICYTHIH.
TC | CrpamtoBaHHs BossHealthBarView nignucyerscs [TaTepu VYeni
-05 | BossEncounterEve | gepe3 SubscribeWithLatest mics SubscribeWithLates | x
nt 5K myOJikanii mojii Ta MUTTEBO OTPUMYE | t KOPEKTHO
PublishLatest: KeoBaHuil ctaH. CMy’KKa 3/I0pOB's IIOCTaBUB
Bxin rpasis 1o 0oca 3'IBIsETHCA Ha €KpaHi 3 KEIIOBaHy TOJII10
KiMHaTH Ooca KOPEKTHUMH MOKa3HUKAMHU. Mi3HBOMY
ICIIS pecrayHy T ITUCHAKY.
(mizHii BossHealthBarVie
T IMACHHUK ). W Bi100pa3uBCs Ha
eKpaHi B Mexax
OJTHOTO KaJpy TiCs
BXOJy 10 KIMHATH
(3aTpumka < 17 mMc
npu 60 FPS).
. Inin LB. Apr.
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3aKiH4eHHd Tadr. 3.3

TC- | ApxiTekTypHa Komminstop Unity renepye nomunky | Kommimsinis Yemix
06 | i3omsmist asmdef: | BizmcyTHOCTI mocuiIanHs Ha 30ipKy 10 | 3yMHHWIACH 3
Cripo6a MOYaTKy BUKOHAHHSI. TTOMUJIKOIO '
JI01aBaHHSI «Assembly
PSIMOTO FiatLux.Visual does
IIOCHJIaHHS Ha not reference
FiatLux.Gameplay FiatLux.Gameplay».
3 KJ1acy [Tommuiika
PlayerAnimator 3a(hikcoBaHa Ha
(30ipka erari KOMITUIALT,
FiatLux.Visual). 110 i ATBEPIKYE
e(EeKTUBHICTh
130711111 uepes
autoReferenced:
false y daiinax
.asmdef.

Pesynmbrat MpoBEACHOTO  KOMIUICKCHOTO TECTyBaHHS  IMATBEPUKYIOTh
HAJIWHICTh Ta KOPEKTHICTh CIIPOEKTOBAHOI apXITeKTypH. Yci 13 Moy IbHUX TECTIB Ta
6 QyHKIIIOHAIBHUX TECT-KEHCIB OTPUMAIH CTAaTyC YCIHINIHO MPOUICHUX.

JleTepMiHI3M  aNrOpuTMy TEHepauli pIBHIB, MIATBEPKEHUN TeCTaMHu
LevelLayoutCore, rapaHTye 1JIGHTUYHE BIJITBOPEHHS CTPYKTYpU PIBHA TMpuU
3aBaHTAXKEHHI 30epexxkeHoro mnporpecy. lle 3a0e3meuye ITICHICTH B3a€MOJIT MIXK
cucteMoro 30epexkeHHs SaveManager Ta TpOLEAYpPHUM T'E€HEpPaTOPOM PIBHIB
LevelGenerator.

Mexanizm PublishLatest Tta SubscribeWithLatest mman nomiii EventBus
MPOJIEMOHCTPYBAB CBOIO €(EKTUBHICT, Y BHPINIEHHI KJIACHUYHOI MpoOIeMu
CHUHXpPOHI3aIlil KOMITOHCHTIB 3 BiJIKJIajaeHO iHimiamizamiero (tect TC-05).
BiacyTHicTh mpsAMHUX MOCHJIaHB MK KOMIIOHEHTAMH PI3HUX IIapiB, MiATBEp/KEeHA
tectoM TC-06, yHEMOXKITUBITIOE BUMAIKOBE TOPYIICHHS apXITEeKTYPHUX MEX Ha PiBHI
KOMITUISIII.

BiacyTHicTh BUTOKIB mam'siTi IPU IIUKIIIYHOMY BIKpHUBaHHI Ta 3akpuBanHi Ul-
ekpaniB  (TC-04) miaTBepKye KOPEKTHICTh TMAaTTepHy SetActive 3aMiCTh
1HCTaHIIIIOBaHHS Ta 3HUILEHHS 00'ekTiB. Lleit miaxia 30epirac akTHBHUMU MiMUCKU HA
nonii EventBus npoTsirom ycboro yacy icHyBaHHS 00'€KTa, 110 € KJIFOUOBOIO YMOBOIO

KOpeKTHOi pobotu event-driven HUD.
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BucnoBku 10 po3ainay 3

VY TperboMy po3aiii 0yJi0 OnMrcaHO OCOOTUBOCTI HANAIITYBAaHHS PO3POOJIECHOTO
IPOrpaMHOTo 3a0e3MeueHHs, CTPYKTYPY KOPHCTYBaIbKOTo iHTep(delcy Ta IpoBeIeHO
TECTyBaHHSI OCHOBHUX CUCTEM TpPH.

CdopMymbOBaHO BUMOTH JI0 CEPEIAOBHINA PO3POOKH Ta MPOIECY KOMITIISIIII.
JloBeneHO e(eKTUBHICT, BUKOPHCTAaHHS I1HCTpyMeHTapito Bootstrap Scene, 1o
aBTOMAaTHU3y€ 1HIIIami3aIiio 0a30BUX CEpPBICIB Ta MIHIMI3Y€ PH3UK BUHHUKHEHHS
NOMMJIOK Ha eTaml 3alyCcKy TecToBHX cIieH. OmucaHo mpouenaypy (opmyBaHHs
¢biHanpHOT 301pKU MPOAYKTY Mija onepalliiiny cucremy Windows.

[IpoBeneHo aHai3 apXiTEKTYpPH KOPUCTYBAIILKOTO 1HTEPEHCY, PO3A1IEHOTO Ha
cramionapuuii HUD Ta intepaktuBHuit crek exkpaniB UlScreenStack. PeanizoBanuii
X1 KepyBaHHS BUIMMICTIO €KpaHiB 4yepe3 MeToa SetActive T03BOJIUB BUPIIIUTH
npo0JieMy pO3pUBY MIAMUCOK Ta 30€perTH IIIICHICTh PeaKilli Bi3yaJbHUX €JIEMEHTIB
Ha cucteMH1 noii EventBus. Po3riisiHyTO K110YOBI1 Bi3yajabHI MEHIO: IHBEHTAp, KapTy,
CUCTEMY JIOCSITHEHb Ta May3y.

IIpoBenene MoaysibHE Ta IHTETpAIIiHE TECTYBaHHS MiATBEPAUIO CTA0LIbHICTh
cuctemu. [3ompoBani Tectu 3acobamu Unity Test Framework y pexumi EditMode
JOBEJIM KOPEKTHICTh JIOTIKM JAMCHIETYepHu3allli IIMHU MOl Ta JeTEepPMIHI3M
MPOIEAYPHOTO TeHepartopa piBHIB. PesynbTaTé (QyHKIIIOHAIBHOTO TECTyBaHHS B
cepenoBuili Unity, HaBeieH1 y popmi TecT-KelciB, 3acBiiumim 0e3nepediiiny poooTy
cucteMu 30epexxkeHHs mporpecy y ¢opmatri JSON, cTaOUIbHICTh MEPEXOIIB MIXK
30HaMH 3a JornoMororo Persistent Room System Ta HaaiiHy 1307411110 [IApiB HA PiBHI

30ipok asmdef.
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BUCHOBKH

VY xBamidikamiifHiii poOOTI BHUPIMIEHO aKTyaldbHE I1H)XCHEpHE 3aBJAHHS —
CIIPOEKTOBAHO Ta PO3POOJICHO MpoTrpaMHe 3a0e3MeUeHHs I JBOBUMIPHOI BiJleoirpu
B skaHpi Metroidvania mig Ha3zBoro «Fiat Lux» i3 3actocyBaHHSIM c1a0KO 3B'sS3aHOT
apxiTeKTypu. BiAMOBIIHO 10 MOCTABICHUX 3aBAaHb OTPUMAHO TaKi pe3yJIbTaTH:

[IpoBeneHo cucteMHMid aHami3 mOpeaMeTHOi oO0JacTi Ta  ICHYIOYHX
apXITEeKTypHUX MiAXoaiB y po3pobmi 2D-Bigeoirop. JlocnmipKeHHS aHAJOTIB
JI03BOJINIIO C(hOPMYBATH BUMOTH JI0 CUCTEMH Ta OOTPYHTYBAaTH HEOOXITHICTh BIAMOBU
BiJl CTAHJJAPTHUX BUCOKOPIBHEBUX KOMIIOHEHTIB-«UOPHUX CKPUHBOK» ITPOBOTO PYILIs
Unity Ha KOPUCTh BIACHUX IHKCHEPHUX PIIICHb.

CHnpoekTOBaHO Ta YCHINIHO PEali30BaHO CTPOTY MOIYJIBHY CTPYKTYpYy
NpOTrpaMHOTO 3a0e3leueHHs 3 BUKOpUCTaHHAM MexaHismy Assembly Definitions
(asmdef). BigmoBa Bij aBTOMaTHYHOTO CTBOPEHHS MMOCHJIAHb TapaHTyBaja (i3HYHY
130JIA11110 BI3yaJIbHOTO Ta 1HTep(ECHOTO 1IapiB BiJl JIOT1KA T€UMILICIO, 1110 MTOBHICTIO
YHEMOXJIMBWJIO BUHMKHEHHS IMKIIYHUX 3aJI€KHOCTEH Ta 3HAYHO MIABUIINIIO
HaJIMHICTH 1 MacIITAa0OBaHICTh KOJIOBOI 0Oa3u.

Po3pobieHo Ta BIpOBAaIKEHO CHUCTEMY MIXKMOJYJIBHOI B3a€MO/IIi Ha OCHOBI
natepny Publish-Subscribe 3a gomomororo BaacHOro THIMTI30BaHOTO CTATHYHOTO
EventBus. PeamizoBani MexaHI3MH NIJOUCKH, MyOJiKalli Ta KEUIyBaHHS CTaHIB
(sticky-mopii) 3a0e3meuyniin eeKTHBHY Ta O€3IMEYHYy CHHXPOHI3AIII0 JKUTTEBOTO
LUKITy 00'€KTIB 0€3 IXHBOT'O KOPCTKOTO 3B'SI3yBaHHS B IHCIIEKTOPI.

PeayrizoBaHo Kit04OB1 MpOTrpaMHi IMiJACUCTEMH 3 HYJIS. 30KpeMa, CTBOPEHO
Persistent Room System it 0€3110BHOTO KepYBaHHS MPOCTOPOM, CUCTEMY KaMepH Ha
ocHoBi mpiopuretHoro cteky (ICameraBehaviour) pams  mikcenbHO-TOYHOTO
MO3MIIIOHYBaHHS, apxiTEKTypy KopucTyBambkoro inrepdeiicy UlScreenStack na
ocHOBI SetActive Ta moaieBo-OpieHTOBaHY MiJACUCTEMY 30€peKECHHS JaHUX y Gopmar
JSON. Takox IHTErpoBaHO JAETEPMIHOBAHUN aJITOPUTM CEKUIWHOI MPOIEeAypPHOL
resepaiii piBHIB, 10 Oyaye JIHIKHUNA I1TPOBUM CBIT 3  OMNLIOHAJIBHUMU

BIITATYKEHHSIMA Ha OCHOBI  cijpkoBaHoro System.Random 13 cyBopum
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po3mexxyBanHsaM yuctoro C#-snpa LevelLayoutCore Ta MonoBehaviour-ananrepa
LevelGenerator.

PeanizoBaHo MOi€BO-OpI€EHTOBAHY IHTETpAIlif0 TEUMIUICHHOTO MIapy 3
BI3yaJIbHO-3BYKOBUMHU Ta CepBICHUMHU mijcuctemMamu. [logieBuii KOMIIOHEHT
PlayerAnimator mnepeMukae aHiMaliiHi Kiinu, a o0pobnuk PlayerSfxHandler
BIJITBOPIOE 3BYKOBI peaKilii y BiAMOBIAb Ha IrPOBI MO1T 0€3 )KOJAHUX MPSIMUX MTOCUIIAHb
Ha KJIacH TeHUMILJIEHHOI JIOTIKH, 10 MOBHICTIO 30epirae 130Jisiito 301poK Ta ciIadKy
3B'SI3HICTB IIAPIB.

[IpoBeeHO KOMIUIEKCHE TECTYBAaHHS PO3pPOOJIEHMX CHCTEM Ta ONTHUMI3AIlil0
B3a€MOJIIi KOMIOHEHTIB Tpu. PesynbTatu TectyBaHHs (3okpema EventBus Tta
UlScreenStack) minTBepauim HamidHICTh apXiTEKTypH, BiICYTHICTh BUTOKIB ITaM'sTi
Ta CTAOUIBHICTH pOOOTH MiJICUCTEM MTPHU PO3IIUPEHH] ITPOBOTO CBITY.

Takum uynHOM, yCi MTOCTaBIIEH]1 3aBJJaHHS BUKOHAHO B MMOBHOMY 00Cs31, a MeTa
KBaM(piKaliitHOi poOOTH — CTBOPEHHS MPOTrpaMHOro 3abe3nedeHHs IpH 31 ci1adKo
3B'S13aHOI0  APXITEKTypOI0 Ta BIACHUMH 1HXXEHEPHUMH PILIEHHSMU — YCIIIIHO
nocsirnyta. OTpuMani pe3yJibTaTh MalOTh NPAKTUYHY LIHHICTH 1 MOXKYTh CIIYT'YBaTH

MIIHUM (PYHIAMEHTOM JIJIS TOAAIIBIIOT pO3POOKH KOMEPIIIHHUX ITPOBUX MTPOEKTIB.
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Honatok A
Jlictunr kiacy LevelLayoutCore.cs

using System;

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

namespace FiatLux.World

{

/// <summary>

/// Pure C# layout algorithm. Has zero dependency on UnityEngine or
MonoBehaviour.

/// Accepts a <see cref="LevellayoutConfig"/> and a seeded <see
cref="System.Random"/>;

/// returns a <see cref="LevellayoutResult"/> containing room
positions and link pairs.

/17

/// Separation rationale (ADR): keeping layout logic in plain C#
makes it

/// fully unit-testable, re-runnable without a scene, and clearly
owned by

/// the architecture layer rather than the Unity object graph.

/// </summary>

public sealed class LevellayoutCore

{
// — private state (reset on every Generate call)
private LevellayoutConfig _cfg;
private System.Random _rng;
private readonly
List<GeneratedRoomData> _layout =
new();

private readonly List<(GeneratedRoomData lower, GeneratedRoomData
upper)> _verticallLinks = new();

private readonly List<(GeneratedRoomData left, GeneratedRoomData
right)> _horizontallLinks = new();

private readonly
List<FRect> _occupied =
new();

private RoomTemplate _lastLinearTemplate;
private readonly List<RoomTemplate> _usedLeftRewards = new();

// — public API

/// <summary>
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/// Runs the procedural layout algorithm and returns the complete
result.

/// Deterministic: the same <paramref name="seed"/> always
produces the same layout.

/// </summary>

/// <param name="config">

///  All template arrays and tuning parameters - collected by
the MonoBehaviour adapter.

/// </param>

/// <param name="seed">

/// Integer seed forwarded from <c>SaveData</c>; stored so the
level can be

/// reconstructed identically after a load.

/// </param>

/// <returns>

/// A <see cref="LevellayoutResult"/> with the flat room list
and two link lists

/// (horizontal lefteright, vertical lowereupper) ready for
teleport wiring.

/// </returns>

public LevellayoutResult Generate(LevellayoutConfig config, int

seed)

{

_cfg
_rng

config;
new System.Random(seed);

_layout.Clear();
_verticallLinks.Clear();
_horizontallLinks.Clear();
_occupied.Clear();
_usedLeftRewards.Clear();
_lastLinearTemplate = null;

// 1. Spawn room at world origin

var prev = CreateRoom(config.SpawnTemplate, FVec2.Zero,
"room_1");

_layout.Add(prev);

// 1b. Intro linear rooms before the dash ability (no chord
waves - player has no dash yet)

int introCount = RangelInclusive(_cfg.MinIntroLinearRooms,
_cfg.MaxIntroLinearRooms);

for (int j = @; j < introCount; j++)

{
var tmpl = GetlLinearOnly();
var pos = PlaceNextTo(prev, tmpl, Direction.Right);
var room = CreateRoom(tmpl, pos, $"Room Intro {j}");
_layout.Add(room);
_horizontallLinks.Add((prev, room));
prev = room;
}
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// 1lc. Dash ability room, followed immediately by a save
point

if (config.DashRoomTemplate != null)

{

PlaceNextTo(prev, config.DashRoomTemplate,

var dashPos

Direction.Right);

var dash CreateRoom(config.DashRoomTemplate,
dashPos, "Room Dash");

_layout.Add(dash);

_horizontallLinks.Add((prev, dash));

prev = dash;

if (config.SavePointTemplate != null)
{
var savePos = PlaceNextTo(prev,
config.SavePointTemplate, Direction.Right);
var save = CreateRoom(config.SavePointTemplate,
savePos, "Room DashSave");
_layout.Add(save);
_horizontallLinks.Add((prev, save));
prev = save;

}

// 2. One section per remaining ability unlock
for (int i = @; 1 < config.TreasureAbilityTemplates.Length;
i++)
{
// Linear / chord filler rooms
int linearCount =
RangeInclusive(_cfg.MinLinearRoomsPerSection,
_cfg.MaxLinearRoomsPerSection);
for (int j = 0; j < linearCount; j++)

{

var tmpl = GetRandomLinearTemplate();
var pos = PlaceNextTo(prev, tmpl, Direction.Right);
var room = CreateRoom(tmpl, pos,

$"Room_Linear {i} {j}");
_layout.Add(room);
_horizontallLinks.Add((prev, room));
prev = room;

}

// Optional fork: main line continues right, vertical
branch grows upward
if (_cfg.ForkChance > of
&& NextDouble() < _cfg.ForkChance
&& _cfg.ForkTemplates.Length > ©
&8& _cfg.BranchTopTemplates.Length > @)

{
Jlobanyuxosa H.M. IHBKPE‘121'26'H3 86
3mn. | Apk. Ne 0okym. Hionuc | Hama




Pick(_cfg.ForkTemplates);
PlaceNextTo(prev, forkTmpl,

var forkTmpl
var forkPos

Direction.Right);

CreateRoom(forkTmpl, forkPos,

var fork
$"Room_Fork {i}");

_layout.Add(fork);

_horizontallLinks.Add((prev, fork));

BuildUpwardBranch(fork, i);

prev = fork;

}

// Ability unlock room

var abilityTmpl = config.TreasureAbilityTemplates[i];

var abilityPos PlaceNextTo(prev, abilityTmpl,
Direction.Right);

var ability
$"Room_Ability {i}");

_layout.Add(ability);

_horizontallLinks.Add((prev, ability));

prev = ability;

CreateRoom(abilityTmpl, abilityPos,

// Save point after each ability
if (config.SavePointTemplate != null)
{
var savePos = PlaceNextTo(prev,
config.SavePointTemplate, Direction.Right);
var save = CreateRoom(config.SavePointTemplate,
savePos, $"Room Save {i}");
_layout.Add(save);
_horizontallLinks.Add((prev, save));
prev = save;

}

// 3. Boss room at the end of the main corridor

var bossPos = PlaceNextTo(prev, config.BossTemplate,
Direction.Right);

var boss = CreateRoom(config.BossTemplate, bossPos,
"Room_Boss");

_layout.Add(boss);

_horizontallLinks.Add((prev, boss));

return new LevellLayoutResult(
new List<GeneratedRoomData>(_layout),
new List<(GeneratedRoomData,
GeneratedRoomData)>(_horizontallLinks),
new List<(GeneratedRoomData,
GeneratedRoomData)>(_verticallinks));

}
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// — branch builders

/// <summary>

/// Builds a vertical column above <paramref name="fork"/>, then
attempts side branches

/// (left reward + right reward) off the column's topmost room.

/// </summary>

private void BuildUpwardBranch(GeneratedRoomData fork, int
forkIndex)

{

int length
_cfg.MaxBranchLength);
var prevInBranch

RangeInclusive(_cfg.MinBranchlLength,

fork;

// Optional mid rooms (need Bottom + Top exits)

for (int k = 0; k < length - 1 &&
_cfg.BranchMidTemplates.Length > 0; k++)

{

var midTmpl

var midPos
Direction.Top);

var mid = CreateRoom(midTmpl, midPos,
$"Room_Branch_{forkIndex} {k}");

_layout.Add(mid);

_verticallLinks.Add((prevInBranch, mid));

prevInBranch = mid;

Pick(_cfg.BranchMidTemplates);
PlaceNextTo(prevInBranch, midTmpl,

}

// Top cap room
var topTmpl = Pick(_cfg.BranchTopTemplates);

var topPos = PlaceNextTo(prevInBranch, topTmpl,
Direction.Top);
var top = CreateRoom(topTmpl, topPos,

$"Room_BranchTop_{forkIndex}");
_layout.Add(top);
_verticallinks.Add((prevInBranch, top));

// Side reward branches off the top cap
TrySideBranch(top, Direction.Right, _cfg.SideRewardRight,

forkIndex);
TrySideBranch(top,
Direction.Left, PickLeftReward(), forkIndex);
}

/// <summary>

/// Attempts to attach one connector room + one reward room in
direction <paramref name="dir"/>

/// from <paramref name="top"/>. Silently skipped if either
template is null or space is occupied.
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/// </summary>
private void TrySideBranch(GeneratedRoomData top, Direction dir,
RoomTemplate rewardTmpl, int

forkIndex)

{
if (_cfg.SideBranchTemplates.Length == @ || rewardTmpl ==

null)
return;

Pick(_cfg.SideBranchTemplates);
PlaceNextTo(top, sideTmpl, dir);

var sideTmpl
var sidePos

if (!IsFree(sidePos, sideTmpl.roomSizeInTiles))
return;

// Probe reward position using a temporary data object (not
added to layout)

var sideTmp
ToUnityVec(sidePos));

var rewardPos

new GeneratedRoomData(" tmp", sideTmpl,

PlaceNextTo(sideTmp, rewardTmpl, dir);

if (!IsFree(rewardPos, rewardTmpl.roomSizeInTiles))

return;
string tag = dir == Direction.Right ? "R" : "L";
var side =
CreateRoom(sideTmpl, sidePos, $"Room_Side_{forkIndex} {tag}");
var reward = CreateRoom(rewardTmpl, rewardPos,

$"Room_SideReward {forkIndex} {tag}");

_layout.Add(side);
AddHorizontallLink(top, side, dir);

_layout.Add(reward);
AddHorizontallLink(side, reward, dir);

}

// — room creation & placement

/// <summary>

/// Allocates a <see cref="GeneratedRoomData"/> at <paramref
name="position"/>,

/// computes its exit points from the template flags, and
registers its bounding

/// rectangle in the collision list.

/// </summary>

private GeneratedRoomData CreateRoom(RoomTemplate template, FVec2
position, string roomId)

{
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var room = new GeneratedRoomData(roomId, template,
ToUnityVec(position));

float halfW = template.roomSizeInTiles.x * _cfg.TileSize *

0.5F;
float halfH = template.roomSizeInTiles.y * cfg.TileSize *
0.5F;
if (template.hasExitLeft)
room.exits.Add(new ExitPoint(Direction.Left,
ToUnityVec(position + new FVec2(-halfW, of)),
roomId));
if (template.hasExitRight)
room.exits.Add(new ExitPoint(Direction.Right,
ToUnityVec(position + new FVec2( halfW, of)),
roomId));
if (template.hasExitTop)
room.exits.Add(new ExitPoint(Direction.Top,
ToUnityVec(position + new FVec2(0f, halfH)),
roomId));
if (template.hasExitBottom)
room.exits.Add(new ExitPoint(Direction.Bottom,
ToUnityVec(position + new FVec2(0f, - halfH)),
roomId));

_occupied.Add(new FRect(
position.x - halfW - LevellayoutConfig.RoomPadding,
position.y - halfH - LevellayoutConfig.RoomPadding,
(halfW + LevellLayoutConfig.RoomPadding) * 2f,
(halfH + LevellayoutConfig.RoomPadding) * 2f));

return room;

}

// Overload for FVec2 entry point (internal helper)
private GeneratedRoomData CreateRoom(RoomTemplate template,
UnityEngine.Vector2 position, string roomId)
=> CreateRoom(template, ToFVec2(position), roomId);

/// <summary>

/// Returns the world-space centre for a room of type <paramref
name="bTemplate" />

/// placed directly adjacent (in direction <paramref
name="exitDir"/>) to room <paramref name="a"/>.

/// Floors are aligned: both rooms share the same bottom Y unless
the direction is vertical.

/// </summary>

private FVec2 PlaceNextTo(GeneratedRoomData a, RoomTemplate
bTemplate, Direction exitDir)

{
float halfW A = ag.sizeInTiles.x * cfg.TileSize * 0.5f;
. Invin I.B. Apx.
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float halfH_A
float halfW_B

a.sizeInTiles.y * cfg.TileSize * 0.5f;
bTemplate.roomSizeInTiles.x * _cfg.TileSize *

0.5f;

float halfH B = bTemplate.roomSizeInTiles.y * cfg.TileSize *
0.5F;

float ax = g.worldPosition.x;

float ay = a.worldPosition.y;

float floorY = ay - halfH_A;

return exitDir switch

{
Direction.Right => new FVec2(ax + halfW_A +
LevellLayoutConfig.RoomPadding + halfW_B, floorY + halfH_B),

Direction.Left => new FVec2(ax - halfW_A -
LevellLayoutConfig.RoomPadding - halfW_B, floorY + halfH_B),

Direction.Top => new FVec2(ax, ay + halfH_A +
LevellLayoutConfig.RoomPadding + halfH_B),

Direction.Bottom => new FVec2(ax, ay - halfH_A -
LevellLayoutConfig.RoomPadding - halfH_B),

=> new FVec2(ax, ay)

¥
}
private bool IsFree(FVec2 center, UnityEngine.Vector2Int
sizeTiles)
{

float halfW = sizeTiles.x * _cfg.TileSize * 0.5f;
float halfH = sizeTiles.y * _cfg.TileSize * 0.5f;

var candidate = new FRect(center.x - halfW, center.y - halfH,

halfW * 2f, halfH * 2f);
foreach (var occ in _occupied)
if (candidate.Overlaps(occ))
return false;
return true;

}

// — template pickers

/// <summary>

/// Picks a linear room, intentionally excluding chord-wave

rooms.
/// Used for the intro segment before the player has the dash
ability.
/// Also enforces no-consecutive-repeat to avoid visual monotony.
/// </summary>
private RoomTemplate GetLinearOnly()
{
if (_cfg.LinearEnemyTemplates.Length == 1)
{
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_lastLinearTemplate = _cfg.LinearEnemyTemplates[©@];
return _lastlLinearTemplate;

}

RoomTemplate pick;
do { pick = Pick(_cfg.LinearEnemyTemplates); }
while (pick == _lastlLinearTemplate);

_lastLinearTemplate = pick;
return pick;

}

/// <summary>

/// Picks either a chord-wave room (with probability <see
cref="LevellLayoutConfig.ChordWavesChance"/>)

/// or a linear room without consecutive repeats.

/// </summary>

private RoomTemplate GetRandomLinearTemplate()

{
if (_cfg.ChordWavesChance > of
&& NextDouble() < _cfg.ChordWavesChance
&& _cfg.ChordWavesTemplates.Length > 0)
return Pick(_cfg.ChordWavesTemplates);
return GetLinearOnly();
}

/// <summary>

/// Returns a left-branch reward template that has not been used
yet in this level,

/// guaranteeing no duplicate rewards across fork branches.

/// Returns <c>null</c> if all variants are exhausted.

/// </summary>

private RoomTemplate PickLeftReward()

{
if (_cfg.SideRewardLeftTemplates == null ||
_cfg.SideRewardLeftTemplates.Length == 0)
return null;

var available = _cfg.SideRewardLeftTemplates
.Where(t => ! usedLeftRewards.Contains(t))
.ToList();

if (available.Count == 0)
return null;

var pick = available[_rng.Next(available.Count)];
_usedLeftRewards.Add(pick);
return pick;

}
Jlobanyuxosa H.M. IHBKPE‘121'26'H3 92
3mn. | Apk. Ne 0okym. Hionuc | Hama




// — 1link helpers

private void AddHorizontallink(GeneratedRoomData from,
GeneratedRoomData to, Direction dir)

{
if (dir == Direction.Right)
_horizontallLinks.Add((from, to));
else
_horizontallLinks.Add((to, from));
}

// — math helpers (pure C# - no UnityEngine.Mathf / Vector2)

private int RangeInclusive(int min, int max) => _rng.Next(min,
max + 1);

private double NextDouble() =>
_rng.NextDouble();

private T Pick<T>(T[] arr) =>

arr[_rng.Next(arr.Length)];

// Thin bridge types so the algorithm never imports UnityEngine

private static FVec2 ToFVec2(UnityEngine.Vector2 v) => new
FVec2(v.x, V.y);

private static UnityEngine.Vector2 ToUnityVec(FVec2 v) => new
UnityEngine.Vector2(v.x, v.y);

// — bridge-local value types

/// <summary>Minimal 2-component float vector used internally to
avoid UnityEngine import.</summary>
private readonly struct FVec2
{
public readonly float x, y;
public FVec2(float x, float y) { this.x = x; this.y = y; }
public static FVec2 Zero => new FVec2(of, of);
public static FVec2 operator +(FVec2 a, FVec2 b) => new
FVec2(a.x + b.x, a.y + b.y);

}

/// <summary>Axis-aligned rectangle used for overlap detection
(no UnityEngine.Rect dependency).</summary>
private readonly struct FRect
{
public readonly float x, y, w, h;
public FRect(float x, float y, float w, float h) { this.x =
x; this.y = y; this.w = w; this.h = h; }
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/// <summary>Returns true when this rectangle overlaps
<paramref name="other"/> (touching edges excluded).</summary>
public bool Overlaps(FRect other)
=> X < other.x + other.w & x + w > other.x
& & y < other.y + other.h & y + h > other.y;

Jlonatok b

Jlictunr knacy LevelGenerator.cs

using System.Collections;

using UnityEngine;
using FiatlLux.Core.Events;

namespace FiatLux.World

{

/// <summary>

/// MonoBehaviour adapter for the procedural level-layout system.

/17

/// Responsibilities (this class only):

/// 1. Expose all designer-facing parameters via
<c>[SerializeField]</c> for the Unity inspector.

/// 2. Pack those parameters into a <see cref="LevellLayoutConfig"/>
value and

/// delegate the entire layout algorithm to <see
cref="LevellLayoutCore"/> - pure Ci.

/// 3. Receive the resulting <see cref="LevellayoutResult"/> and
perform Unity-specific work:

/// prefab instantiation, teleport wiring, RoomManager
initialisation, EventBus publish.

/1]

/// What this class intentionally does NOT do:

/// - No layout math (» <see cref="LevellLayoutCore"/>).

/// - No data model (-» <see cref="GeneratedRoomData"/>, <see
cref="LevellLayoutConfig"/>).

/// - No random seeding (seed comes from <c>GameManager</c> via

<see cref="GeneratelLevellLayout"/>).
/// </summary>
public class LevelGenerator : MonoBehaviour

{
// — Inspector: fixed structural rooms
[SerializeField] private RoomTemplate _spawnTemplate;
[SerializeField] private RoomTemplate dashRoomTemplate;
[SerializeField] private RoomTemplate savePointTemplate;
[SerializeField] private RoomTemplate bossTemplate;
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// — Inspector: pool arrays

[SerializeField] private RoomTemplate[] _linearEnemyTemplates;
[SerializeField] private RoomTemplate[] _chordWavesTemplates;

/// <summary>One entry per ability unlock; determines the total
number of main-corridor sections.</summary>

[SerializeField] private RoomTemplate[]
_treasureAbilityTemplates;

[SerializeField] private RoomTemplate[] _forkTemplates;

// — Inspector: branch templates

[Header("Fork branch (vertical column)")]

[SerializeField] private RoomTemplate[] _branchMidTemplates;
[SerializeField] private RoomTemplate[] _branchTopTemplates;
[SerializeField] private int _minBranchLength = 1;
[SerializeField] private int _maxBranchLength 2;

[Header("Fork side branches (left and right off the top cap)")]
[SerializeField] private RoomTemplate[] _sideBranchTemplates;
[SerializeField] private RoomTemplate[] _sideRewardLeftTemplates;
[SerializeField] private RoomTemplate _sideRewardRight;

// — Inspector: tuning

[SerializeField] private int _minLinearRoomsPerSection
[SerializeField] private int _maxLinearRoomsPerSection

Il
=
e

1
w
e

[Header("Intro (spawn - dash): linear rooms only, no chord

waves") ]
[SerializeField] private int _minIntrolLinearRooms = 1;
[SerializeField] private int _maxIntrolLinearRooms = 2;
[SerializeField] private float _chordWavesChance = 0.3f;
[SerializeField] private float _forkChance = 0.2f;

/// <summary>16 PPU -» 1 world unit = 4 tiles -» tileSize =
0.25.</summary>
[SerializeField] private float _tileSize = 0.25f;

// — private runtime state

private readonly LevellLayoutCore _core = new LevellLayoutCore();

// — public API

. Inwin LB. Apr.
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/// <summary>

/// Entry point called by <c>GameManager</c> (never from
<c>Start</c>) to avoid

/// a race with <c>OnScenelLoaded</c>.

/// Packs inspector fields -» <see cref="LevellLayoutConfig"/> -
<see cref="LevellLayoutCore.Generate"/>

/// = spawns prefabs -» wires teleports -» initialises RoomManager
> publishes event.

/// </summary>

/// <param name="seed">

/// Deterministic seed from <c>SaveData</c>. The same seed always
produces the same layout.

/// </param>

public void GeneratelLevellayout(int seed)

{
Debug.Log($"[LevelGenerator] Generating with seed {seed}");

// 1. Pack all inspector parameters into the pure-C# config
value
var config = BuildConfig();

// 2. Run the pure-C# layout algorithm
var result = _core.Generate(config, seed);

Debug.Log($"[LevelGenerator] Generated {result.RoomCount}
rooms");

// 3. Unity-side: instantiate prefabs, wire teleports,
persist graph, notify systems

SpawnRoomsInHierarchy(result);

LinkRoomTeleports(result);

SavelLayoutToJSON(result);

StartCoroutine(SetInitialRoomDeferred("room 1"));
EventBus.Publish(new LevelGeneratedEvent(result.RoomCount));

}

// — config builder

/// <summary>

/// Collects all serialized fields into a <see
cref="LevellLayoutConfig"/> snapshot.

/// This is the only place that bridges the inspector and the
pure-C# layer.

/// </summary>

private LevellLayoutConfig BuildConfig() => new LevellayoutConfig(

spawnTemplate: _spawnTemplate,
dashRoomTemplate: _dashRoomTemplate,
savePointTemplate: _savePointTemplate,
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bossTemplate: _bossTemplate,

linearEnemyTemplates: _linearEnemyTemplates,
chordWavesTemplates: _chordWavesTemplates,
treasureAbilityTemplates: _treasureAbilityTemplates,
forkTemplates: _forkTemplates,
branchMidTemplates: _branchMidTemplates,
branchTopTemplates: _branchTopTemplates,
sideBranchTemplates: _sideBranchTemplates,
sideRewardLeftTemplates: _sideRewardLeftTemplates,
sideRewardRight: _sideRewardRight,
minIntroLinearRooms: _minIntroLinearRooms,
maxIntroLinearRooms: _maxIntroLinearRooms,

minLinearRoomsPerSection: _minLinearRoomsPerSection,
maxLinearRoomsPerSection: _maxLinearRoomsPerSection,

minBranchLength: _minBranchLength,
maxBranchLength: _maxBranchLength,
forkChance: _forkChance,
chordWavesChance: _chordWavesChance,
tileSize: _tileSize);

// — Unity-side work (uses MonoBehaviour APIs)

/// <summary>
/// Instantiates a prefab for every room in the result, parents

them under a single

/// container GameObject, and caches each <see cref="Room"/>

component reference

/// back onto its <see cref="GeneratedRoomData"/>.
/// </summary>
private void SpawnRoomsInHierarchy(LevellLayoutResult result)

{

var container = new GameObject("GeneratedRooms");
container.SetActive(false);

foreach (var data in result.Rooms)
{
var go = Instantiate(data.template.roomPrefab,
data.worldPosition,
Quaternion.identity,
container.transform);
go.name = data.roomld;

var room = go.GetComponent<Room>();
room.RoomId = data.roomId;
room.CacheTeleports();
data.runtimeInstance = room;

}

container.SetActive(true);

}
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/// <summary>

/// Iterates the link lists from the result and calls

/// <see cref="LinkTeleport"/> for each directed pair, then seals
any unlinked doors.

/// </summary>

private void LinkRoomTeleports(LevellLayoutResult result)

{
foreach (var (left, right) in result.Horizontallinks)
{
LinkTeleport(left, Direction.Right, right);
LinkTeleport(right, Direction.Left, 1left);
}
foreach (var (lower, upper) in result.Verticallinks)
{
LinkTeleport(lower, Direction.Top, upper);
LinkTeleport(upper, Direction.Bottom, lower);
}
SealUnlinkedDoors(result);
}
private void SealUnlinkedDoors(LevellayoutResult result)
{
foreach (var data in result.Rooms)
{
if (data.runtimeInstance == null) continue;
foreach (var tp in data.runtimeInstance.Teleports)
if (string.IsNullOrEmpty(tp.TargetRoomId))
tp.Seal();
}
}

private void LinkTeleport(GeneratedRoomData from, Direction
exitDir, GeneratedRoomData to)

{

if (from.runtimeInstance == null || to.runtimelnstance ==
null) return;

var door = from.runtimeInstance.GetTeleport(exitDir);
if (door == null)

{
Debug.LogWarning($"[LevelGenerator] '{from.roomId}': no
door {exitDir}");
return;

}

var arrival =
to.runtimeInstance.GetArrivalPoint(Opposite(exitDir));

if (arrival == null)
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{
Debug.LogWarning($"[LevelGenerator] '{to.roomId}': no

ArrivalPoint from {Opposite(exitDir)}");

return;
}
door.LinkToRoom(to.roomId, arrival);
}
private static Direction Opposite(Direction d) => d switch
{
Direction.Left => Direction.Right,
Direction.Right => Direction.lLeft,
Direction.Top => Direction.Bottom,
Direction.Bottom => Direction.Top,
_ =>d
¥

/// <summary>

/// Serialises the layout to
<c>Application.persistentDataPath/level graph.json</c>

/// for external tooling and post-mortem debugging.

/// </summary>

private void SavelayoutToJSON(LevellayoutResult result)

{

var graphData = new LevelGraphData { spawnRoomId = "room_ 1"

}s

foreach (var room in result.Rooms)

{

graphData.rooms.Add(new LevelGraphData.SerializedRoom

{

id = room.roomld,

type room.type.ToString(),
posX room.worldPosition.x,
posY room.worldPosition.y,
sizeX room.sizeInTiles.X,
sizeY = room.sizeInTiles.y

})s

foreach (var exit in room.exits)
graphData.links.Add(new LevelGraphData.SerializedLink

{

fromRoomId
toRoomId
direction
spawnPosX
spawnPosY

1)

room.roomld,
exit.linkedRoomId,
exit.direction.ToString(),
exit.worldPosition.x,
exit.worldPosition.y
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string json JsonUtility.ToJson(graphData, prettyPrint:

true);
string path
"/level graph.json";
System.IO.File.WriteAllText(path, json);
Debug.Log($"[LevelGenerator] Layout saved to {path}");

Application.persistentDataPath +

}

private IEnumerator SetInitialRoomDeferred(string roomId)

{

yield return null;

RoomManager.Instance.SetInitialRoom(roomId);

Debug.Log($"[LevelGenerator] Deferred SetInitialRoom
"{roomId}'");

}

}

/// <summary>Published after layout generation and prefab
instantiation are complete.</summary>
public struct LevelGeneratedEvent : IEvent

{

/// <summary>Total number of rooms in the generated
layout.</summary>

public int roomCount;

public LevelGeneratedEvent(int count) => roomCount = count;

Jonarok B
Jlictunr knacy CameraController.cs

using System.Collections.Generic;

using UnityEngine;
using FiatlLux.Core.Events;
using FiatLux.Contracts.Events.World;

namespace FiatlLux.Services.Camera

{

/// <summary>

/// Custom camera controller for Fiat Lux.

/// Singleton MonoBehaviour living on the Main Camera in the
Bootstrap [Persistent] scene.

/1/

/// Responsibilities:

/// 1. Maintain a priority-sorted stack of <see
cref="ICameraBehaviour"/> implementations;

/// the highest-priority behaviour drives the desired position
each frame.

/// 2. Clamp the resulting position to the active room's camera
bounds
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/// received via <see cref="ActiveRoomChangedEvent"/>
(PublishLatest).

/// 3. Apply trauma-based screen shake as a post-process offset.

/// 4. Pixel-snap the final position to keep rendering crisp at 16

PPU.
/17
/// Usage - follow target:
/// <code>
/// CameraController.Instance.SetTarget(player.transform,
playerRb);
/// </code>
/17
/// Usage - screen shake:
/// <code>
///  CameraController.Instance.AddTrauma(@.6f);
/// </code>
/17
/// Usage - cutscene:
/// <code>
/// var cs = CameraController.Instance.PushCutscene(targetPoint);
/// // ... on completion:
/// CameraController.Instance.PopCutscene(cs);
/// </code>
/// </summary>
[RequireComponent (typeof(UnityEngine.Camera))]
public class CameraController : MonoBehaviour
{
public static CameraController Instance;
public Transform Target => _target;
// — Inspector: pixel perfect
[Header("Pixel Perfect")]
[SerializeField] private int _referenceResolutionY = 360;
[SerializeField] private float _pixelsPerUnit = 64f;
[SerializeField] private int _zoom = 1;
[SerializeField] private bool pixelSnap = true;
// — Inspector: follow
[Header("Follow")]
[SerializeField] private Vector2 deadZoneHalfSize = new(1.0f,
1.0f);
[SerializeField] private Vector2 _targetOffset = new(0f,
0.3f);
[SerializeField] private float _followDamping = 0.15f;
[SerializeField] private float _ lookAheadTime = 0.12f;
[SerializeField] private float _lookAheadSmoothing = 5f;
. Invin LB, Apr.
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// — Inspector: shake

[Header("Shake") ]

[SerializeField] private float _shakeMaxMagnitude = 0.3f;
[SerializeField] private float _shakeDecay = 1.5f;
[SerializeField] private float _shakeFrequency = 25f;
// — Runtime state

private UnityEngine.Camera _cam;

private Transform _target;

private Bounds _clampBounds;

private bool _hasBounds;

private FollowBehaviour _followBehaviour;
private CameraShake _shake;

private readonly List<ICameraBehaviour> _behaviours = new();

// — Lifecycle

private void Awake()

{
if (Instance != null) { Destroy(gameObject); return; }
Instance = this;

_cam = GetComponent<UnityEngine.Camera>();

_cam.orthographicSize = _referenceResolutiony / (2f *
_pixelsPerUnit * _zoom);

_shake = new CameraShake(_shakeMaxMagnitude, _shakeDecay,
_shakeFrequency);

// FollowBehaviour is the default base behaviour - always
present in the stack.
_followBehaviour = new FollowBehaviour

{
DeadZoneHalfSize = _deadZoneHalfSize,
TargetOffset = _targetOffset,
FollowDamping = followDamping,
LookAheadTime = _lookAheadTime,
LookAheadSmoothing = _lookAheadSmoothing,
}s
RegisterBehaviour(_followBehaviour);
}
private void OnEnable()
{
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// SubscribeWithLatest - receives the current room
immediately if already set.
EventBus.SubscribeWithLatest<ActiveRoomChangedEvent>(OnActive

RoomChanged) ;
}
private void OnDisable()
{
EventBus.Unsubscribe<ActiveRoomChangedEvent>(OnActiveRoomChan
ged);
}
private void OnDestroy()
{
if (Instance != this) return;
Instance = null;
}

// — Public API

/// <summary>

/// Assigns a new follow target. Call from <c>GameManager</c> on
player spawn or respawn.

/// Snaps the camera to the target immediately to avoid a catch-
up slide after teleport.

/// </summary>

/// <param name="target">Transform to follow. Pass <c>null</c> to
detach.</param>

/// <param name="rb">Optional Rigidbody2D used for look-ahead
velocity sampling.</param>

public void SetTarget(Transform target, Rigidbody2D rb = null)

{
_target = target;
_followBehaviour.SetRigidbody(rb);
_followBehaviour.OnActivated(transform.position);
if (target != null)
SnapToTarget();
}

/// <summary>

/// Adds trauma to the shake system in the [0@, 1] range. Values
accumulate up to 1.

/// </summary>

public void AddTrauma(float amount) => shake.AddTrauma(amount);

/// <summary>
/// Registers an <see cref="ICameraBehaviour"/> and inserts it
into the

3mn.
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/// priority-sorted stack. The behaviour with the highest

<c>Priority</c>

/// drives the camera position each frame.
/// </summary>
public void RegisterBehaviour(ICameraBehaviour behaviour)

{

if (_behaviours.Contains(behaviour)) return;
behaviour.OnActivated(transform.position);
_behaviours.Add(behaviour);
SortBehaviours();

}

/// <summary>Removes a behaviour from the stack.</summary>
public void UnregisterBehaviour(ICameraBehaviour behaviour)

{
}

_behaviours.Remove(behaviour);

/// <summary>
/// Pushes a <see cref="CutsceneBehaviour"/> that moves the

camera to

/// <paramref name="destination"/>. Returns the instance - pass

it back

/// to <see cref="PopCutscene"/> when the cutscene ends.
/// </summary>
public CutsceneBehaviour PushCutscene(Vector2 destination, float

smoothTime = 0.4f)

{
var cs = new CutsceneBehaviour(destination, smoothTime);
RegisterBehaviour(cs);
return cs;

}

/// <summary>Removes a cutscene behaviour, returning control to

the follow stack.</summary>

public void PopCutscene(CutsceneBehaviour cs)

{
}

// — Event handlers

UnregisterBehaviour(cs);

private void OnActiveRoomChanged(ActiveRoomChangedEvent evt)

{

_clampBounds = evt.CameraBounds;
_hasBounds = true;
Debug.Log($"[CameraController] Bounds updated: room

'{evt.RoomId}'");

}
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// — Update

private void LateUpdate()
{

if (_target == null || _behaviours.Count == @) return;
Vector2 currentPos = transform.position;
// Highest-priority behaviour drives the desired position

(first after descending sort).
Vector2 desired =

_behaviours[@].CalculateTargetPosition(_target, currentPos,

Time.deltaTime);

// Clamp to active room bounds.
if (_hasBounds)
desired = ClampToBounds(desired);

// Shake offset applied after clamping.
if (_shake.IsActive)
desired += _shake.GetOffset(Time.deltaTime);

// Pixel snap (PPC will additionally align rendering on the
GPU side).
if (_pixelSnap)
desired = SnapToPixel(desired);

transform.position = new Vector3(desired.x, desired.y,
transform.position.z);

}

// — Helpers

private void SnapToTarget()
{
Vector2 pos = (Vector2) target.position +
_followBehaviour.TargetOffset;
if (_hasBounds) pos = ClampToBounds(pos);
if (_pixelSnap) pos = SnapToPixel(pos);
transform.position = new Vector3(pos.x, pos.y,
transform.position.z);

}

private Vector2 ClampToBounds(Vector2 pos)
{

// orthographicSize is owned by the Pixel Perfect Camera -
read it directly.

float halfH

float halfW

_cam.orthographicSize;
halfH * _cam.aspect;
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than

maxX

maxyY

cy; }

}

float minX = _clampBounds.min.x + halfW;
float maxX = _clampBounds.max.x - halfl;
float minY = _clampBounds.min.y + halfH;
float maxY = _clampBounds.max.y - halfH;

// If the room is smaller than the viewport, centre rather

if (minX > maxX) { float cx = _clampBounds.center.x; minX

if (minY > maxY) { float cy = _clampBounds.center.y; minY

return new Vector2(
Mathf.Clamp(pos.x, minX, maxX),
Mathf.Clamp(pos.y, minY, maxY));

private Vector2 SnapToPixel(Vector2 pos)

{

}
priv

{

float snap = 1f / _pixelsPerUnit;
return new Vector2(
Mathf.Round(pos.x / snap) * snap,
Mathf.Round(pos.y / snap) * snap);
ate void SortBehaviours()

// Descending by Priority - index © is always the active

_behaviours.Sort((a, b) => b.Priority.CompareTo(a.Priority));

Jlicrunr knacy ICameraBehaviour.cs

using UnityEngine;

namespace FiatLux.Services.Camera

{

/// <sum
/// Cont

mary>
ract for camera behaviour implementations (plain C#, not

MonoBehaviour).

/// <see

cref="CameraController"/> drives the behaviour with the

highest <see cref="Priority"/>.

/// </su
public 1

{
/17

int

/17

mmary>
nterface ICameraBehaviour

Higher value wins. Follow = @, Cutscene = 10+.
Priority { get; }

Returns the desired XY camera position in world space.
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/// <paramref name="currentPosition"/> is needed for dead zone

and damping.

Vector2 CalculateTargetPosition(Transform target, Vector2

currentPosition, float deltaTime);

/// Called on activation - reset internal state (velocity, look-

ahead, etc.) to avoid a positional jump.

void OnActivated(Vector2 currentCameraPosition);

}

Jlicrunr kiacy FollowBehaviour.cs

using UnityEngine;

namespace FiatLux.Services.Camera

{

/// <summary>

/// Default follow behaviour: world-space dead zone + look-ahead via

Rigidbody2D velocity.

/// Parameters are assigned by <see cref="CameraController"/> from

its serialized fields.
/// </summary>

public sealed class FollowBehaviour : ICameraBehaviour

{

public int Priority => 0;

// — Configuration (set by CameraController)

/// Dead zone half-extents in world units. Camera stays still

while the target

/// remains inside the rectangle (currentCamPos %
DeadZoneHalfSize).
public Vector2 DeadZoneHalfSize = new(1.0f, 1.0f);

/// Offset applied to the target position (e.g. Y=0.3 shifts view

slightly upward).

public Vector2 TargetOffset = new(0f, 0.3f);

/// SmoothDamp time. Lower = tighter follow.
public float FollowDamping = 0.15f;

/// velocity x LookAheadTime = forward offset in the direction of

movement.
public float LookAheadTime = 0.12f;

/// Lerp speed for the look-ahead offset.
public float LookAheadSmoothing = 5f;
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// — Internal state

private Rigidbody2D _rb;
private Vector2 _smoothVelocity;
private Vector2 _lookAheadOffset;

// — Public API

public void SetRigidbody(Rigidbody2D rb) => _rb = rb;

public void OnActivated(Vector2 currentCameraPosition)

{

_smoothVelocity
_lookAheadOffset

Vector2.zero;
Vector2.zero;

}

public Vector2 CalculateTargetPosition(Transform target, Vector2
currentPos, float deltaTime)

{
Vector2 targetPos = (Vector2)target.position + TargetOffset;
// — Look-ahead
if (_rb != null)
{
Vector2 wantedLookAhead = _rb.linearVelocity *
LookAheadTime;
_lookAheadOffset = Vector2.Lerp(
_lookAheadOffset, wantedLookAhead,
deltaTime * LookAheadSmoothing);
targetPos += _lookAheadOffset;
}
// — Dead zone: camera moves only when target exits the zone
float dx = targetPos.x - currentPos.x;
float dy = targetPos.y - currentPos.y;

Vector2 desired = currentPos;

if (Mathf.Abs(dx) > DeadZoneHalfSize.Xx)
desired.x = targetPos.x - Mathf.Sign(dx) *
DeadZoneHalfSize.x;

if (Mathf.Abs(dy) > DeadZoneHalfSize.y)
desired.y = targetPos.y - Mathf.Sign(dy) *
DeadZoneHalfSize.y;
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// — SmoothDamp

return Vector2.SmoothDamp(
currentPos, desired,
ref _smoothVelocity,
FollowDamping, float.MaxValue, deltaTime);

Honatok I'
Jlictunr metinepa CRTEffect.shader
Shader "FiatLux/CRT"
{
Properties
{
_MainTex ("Source RT", 2D) = "white" {}
[Header(Scanlines)]
_ScanlineIntensity ("Scanline Intensity", Range(0, 1)) =
0.3
_ScanlineCount ("Scanline Count", Range (100, 1080)) =
360
[Header (RGB Mask) ]
_MaskIntensity ("RGB Mask Intensity", Range(@, 1)) = 0.5
_MaskSize ("RGB Mask Size (px)", Range(1, 8)) 3
[Header(Bleed Glow) ]
_BleedIntensity ("Bleed Intensity", Range(0, 2)) =
0.8
_BleedRadius ("Bleed Radius", Range(0, 0.01)) =
0.003
_BleedThreshold ("Bleed Threshold", Range(0, 1)) =
0.4
[Header(Chromatic Aberration)]
_ChromaticOffset ("Chromatic Offset”, Range(0, 0.01)) =
0.002
[Header(Vignette) ]
_VignetteIntensity ("Vignette Intensity", Range(@, 2)) = 0.8
_VignetteSmoothness ("Vignette Smoothness", Range(©.1, 1)) = 0.5
[Header(Curvature)]
_Curvature ("Screen Curvature", Range(@0, 0.5)) = 0.1
[Header(Color)]
_Brightness ("Brightness", Range(0.5, 2)) = 1.2
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1.05

_Contrast ("Contrast”,
}
SubShader
{
Tags { "RenderType"="Opaque" "Queue
Cull Off
ZWrite Off

ZTest Always

Pass

{

HLSLPROGRAM
#pragma vertex vert
#pragma fragment frag

#include "UnityCG.cginc"

struct appdata { float4 vertex :

TEXCOORDO; };

struct v2f { float4 pos

TEXCOORDO; };

sampler2D MainTex;
float4 _MainTex_TexelSize;

float _Scanlinelntensity;
float _ScanlineCount;
float _MaskIntensity;
float _MaskSize;

float _BleedIntensity;
float _BleedRadius;

float _BleedThreshold;
float _ChromaticOffset;
float _VignettelIntensity;
float _VignetteSmoothness;
float _Curvature;

float _Brightness;

float _Contrast;

v2f vert(appdata v)

Range(0.5, 2)) =

="Overlay" }

POSITION; float2 uv :

: SV_POSITION; float2 uv :

{
v2f o;
0.pos = UnityObjectToClipPos(v.vertex);
O.UvV = V.uv;
return o;
}

// Barrel distortion to simulate curved CRT screen.

1113.KP.5-121-26-113

float2 ApplyCurvature(float2 uv)
. Invin 1.B.
Jlobanyuxosa H.M.
3mn. | Apk. Ne 0okym. Hionuc | Hama

Apx.

rlO




float2 cc = uv - 0.5;
float dist = dot(cc, cc) * _Curvature;
return uv + cc * dist;

}

// Per-column RGB phosphor mask.
float3 RGBMask(fLoat2 screenUV)

{
float column = floor(screenUV.x * _ScreenParams.x /
_MaskSize);
float idx = fmod(column, 3.90);
float3 mask = float3(1, 1, 1);
if (idx < 1.0) mask = float3(1.0, 0.5, ©.5); // R
else if (idx < 2.0) mask = float3(e©.5, 1.0, ©.5); // G
else mask = float3(e.5, 0.5, 1.9); // B
return lerp(float3(1,1,1), mask, MaskIntensity);
}
// 8-tap glow - only bright pixels bleed; diagonals weighted
half.
float3 SampleBleed(float2 uv)
{
float3 bleed = float3(0, 0, 0);
float r = _BleedRadius;
float2 offsets[8] = {
float2( r, @), float2(-r, @), float2(e, r), float2(o,
- I"‘) >
float2( r, r), float2(-r, r), float2( r,-r), float2(-
r,-r )
¥
[unroll]
for (int j = 0; j < 8; j++)
{
float3 s = tex2D(_MainTex, uv + offsets[]j]).rgb;
float 1luma = dot(s, float3(@.299, ©.587, 0.114));
s *= step(_BleedThreshold, luma);
bleed += s * ((j < 4) ? 0.15 : 0.075);
}
return bleed * BleedIntensity;
}
float4 frag(v2f i) : SV_Target
{
// 1. Curvature
float2 uv = ApplyCurvature(i.uv);
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if (uv.x < 0.0 || uv.x > 1.0 || uv.y < 8.0 || uv.y > 1.0)
return float4(e, 0, 0, 1);

// 2. Chromatic aberration - R/B shifted outward from

centre

float2 caOffset = (uv - ©0.5) * ChromaticOffset;

float3 col = float3(
tex2D(_MainTex, uv + caOffset).r,
tex2D(_MainTex, uv ).8,
tex2D(_MainTex, uv - caOffset).b);

// 3. Bleed glow

col += SampleBleed(uv);

// 4. Scanlines

float scan = sin(uv.y * _ScanlineCount * 3.14159) * 0.5 +

0.5;

col *= lerp(1.0, scan, _Scanlinelntensity);

// 5. RGB phosphor mask

col *= RGBMask(uv);

// 6. Vignette

float2 vc = uv - 0.5;

float vig = smoothstep(0.0, _VignetteSmoothness,

1.0 - dot(vc, vc) * VignetteIntensity);

col *= vig;

// 7. Brightness / contrast

col = (col - ©.5) * Contrast + 0.5;

col *= Brightness;

return float4(col, 1.0);

}
ENDHLSL
}
}

FallBack Off

Jlictunr knacy CRTRenderer.cs

using UnityEngine;

namespace FiatLux.Services.Camera

{

/// <summary>
/// Renders the game into a low-resolution <see
cref="RenderTexture"/> and displays it
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/// through a fullscreen quad with the <c>FiatLux/CRT</c> post-effect
material.

11/

/// Architecture: the game camera renders to an internal 640x360 RT
(point-filtered);
/// a dedicated display camera on a separate layer composites the CRT
quad on top.
/// This keeps the HUD canvas bound to a static overlay camera, not
the moving game camera.
/// </summary>
[RequireComponent (typeof(UnityEngine.Camera))]

public sealed class CRTRenderer : MonoBehaviour

{
public static CRTRenderer Instance { get; private set; }
[Header("Internal Resolution")]
[SerializeField] private int _refResX = 640;
[SerializeField] private int _refResY = 360;
[Header("Toggles")]
[SerializeField] private bool crtEnabled = true;
[SerializeField] private bool _bleedEnabled = true;
[Header("CRT Effect")]
[SerializeField] private Shader _crtShader;
[Range(0f, 1f)]
[SerializeField] private float _scanlinelntensity = 0.3f;
[SerializeField] private float _scanlineCount = 360f;
[Range(0f, 0.01f)]
[SerializeField] private float _chromaticOffset = 0.002f;
[Range(0f, 2f)]
[SerializeField] private float _vignettelntensity = 0.8f;
[Range(0.1f, 1f)]
[SerializeField] private float _vignetteSmoothness = 0.5f;
[Range(0f, 0.5f)]
[SerializeField] private float _curvature = 0.1f;
[Range(0.5F, 2f)]
[SerializeField] private float _brightness = 1.1f;
[Range(0.5f, 2f)]
[SerializeField] private float _contrast = 1.0f;
[Header("RGB Mask")]
[Range(0f, 1f)] [SerializeField] private float _maskIntensity =

0.5F;
[Range(1f, 8f)] [SerializeField] private float _maskSize =
3f;
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[Header("Bleed Glow")]
[Range(0f, 2f)] [SerializeField] private float _bleedIntensity

0.8f;

[Range(0f, 0.01f)] [SerializeField] private float _bleedRadius
0.003f;

[Range(0f, 1f)] [SerializeField] private float _bleedThreshold

0.47f;

// — Runtime

private const int DisplaylLayer = 31;

private UnityEngine.Camera _gameCamera;
private UnityEngine.Camera _displayCamera;

private RenderTexture _rt;
private Material _crtMaterial;
private GameObject _quad;

// — Lifecycle

private void Awake()
{
if (Instance != null && Instance != this) {
Destroy(gameObject); return; }
Instance = this;

_gameCamera = GetComponent<UnityEngine.Camera>();

LoadSettings();
CreateRenderTexture();
CreateMaterial();
CreateDisplayCamera();

CreateQuad();
}
private void OnDestroy()
{
if (Instance == this) Instance = null;
if (_rt I= null) { _rt.Release(); Destroy(_rt); }
if (_crtMaterial I= null) Destroy(_crtMaterial);
if (_quad I= null) Destroy(_quad);

if (_displayCamera != null)
Destroy(_displayCamera.gameObject);
}

private void Update()
{
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UpdateShaderProperties();
UpdateQuadAspect();

}

// — Setup

private void CreateRenderTexture()

{

_rt = new RenderTexture(_refResX, _refResY, 24,
RenderTextureFormat.ARGB32)

{
filterMode = FilterMode.Point,
wrapMode = TextureWrapMode.Clamp,
antiAliasing = 1,
name = "CRTInternalRT",
}s
_rt.Create();
_gameCamera.targetTexture = _rt;
_gameCamera.cullingMask &= ~(1 << DisplaylLayer);
}
private void CreateMaterial()
{
if (_crtShader == null)
_crtShader = Shader.Find("FiatLux/CRT");
if (_crtShader == null)
{
Debug.LogError("[CRTRenderer] CRT shader not found");
return;
}
_crtMaterial = new Material(_crtShader) { mainTexture = _rt
}s
}
private void CreateDisplayCamera()
{
var go = new GameObject("CRTDisplayCamera");
go.transform.SetParent(transform, false);
_displayCamera = go.AddComponent<UnityEngine.Camera>();
_displayCamera.orthographic = true;
_displayCamera.orthographicSize = 0.5f;
_displayCamera.nearClipPlane = 0.01f;
_displayCamera.farClipPlane = 10f;
_displayCamera.clearFlags =
CameraClearFlags.SolidColor;
_displayCamera.backgroundColor = Color.black;
_displayCamera.cullingMask = 1 << DisplaylLayer;
. Invin LB, Apr.
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_displayCamera.depth _gameCamera.depth + 1; //

composited above game camera

_displayCamera.allowMSAA = false;
_displayCamera.allowHDR = false;

}

private void CreateQuad()

{
_quad = GameObject.CreatePrimitive(PrimitiveType.Quad);
_quad.name = "CRTDisplayQuad";
Destroy(_quad.GetComponent<Collider>());
_quad.transform.SetParent(_displayCamera.transform, false);
_quad.transform.localPosition = new Vector3(ef, of, 1f);
_quad.layer = DisplaylLayer;
_quad.GetComponent<MeshRenderer>().sharedMaterial =

_crtMaterial;

UpdateQuadAspect();

}

private void UpdateQuadAspect()

{
if (_quad == null || _displayCamera == null) return;
float aspect = (float)Screen.width / Screen.height;
_quad.transform.localScale = new Vector3(aspect, 1f, 1f);

}

// — Shader update

private void UpdateShaderProperties()
{
if (_crtMaterial == null) return;
float fx = _crtEnabled ? 1f : of;

_crtMaterial.SetFloat(" Scanlinelntensity",

_scanlineIntensity * fx);

_crtMaterial.SetFloat("_MaskIntensity", _maskIntensity

* )5

_crtMaterial.SetFloat(" _ChromaticOffset", _chromaticOffset

* )5

_crtMaterial.SetFloat("_VignetteIntensity",

_vignetteIntensity * fx);

_crtMaterial.SetFloat(" Curvature", _curvature

* )5

_crtMaterial.SetFloat(" _BleedIntensity", _crtEnabled &&

_bleedEnabled ? _bleedIntensity : of);

_crtMaterial.SetFloat(" _ScanlineCount", _scanlineCount);
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_crtMaterial.

SetFloat("_MaskSize", _maskSize);

_crtMaterial.SetFloat("_BleedRadius", _bleedRadius);
_crtMaterial.SetFloat(" BleedThreshold",
_bleedThreshold);
_crtMaterial.SetFloat("_VignetteSmoothness",
_vignetteSmoothness);
_crtMaterial.SetFloat("_Brightness", _brightness);
_crtMaterial.SetFloat("_Contrast”, _contrast);
}

// — Public API

public void SetScanlineIntensity(float v) => _scanlinelIntensity

Mathf.Clamp@l(v);

public void SetChromaticOffset(float v) => _chromaticOffset

Mathf.Clamp(v, of, 0.01f);

public void SetVignetteIntensity(float v) => _vignetteIntensity
Mathf.Clamp(v, of, 2f);

public void SetCurvature(float v) => _curvature
Mathf.Clamp(v, of, 0.5f);

public float ScanlineIntensity => _scanlinelntensity;
public float ChromaticOffset => _chromaticOffset;
public float Vignettelntensity => _vignetteIntensity;
public float Curvature => _curvature;

public bool CRTEnabled

{

get => _crtEnabled;

set { _crtEnabled = value; UpdateShaderProperties(); }

}
public bool BleedEnabled
{
get => _bleedEnabled;
set { _bleedEnabled = value; UpdateShaderProperties(); }
}
// — Persistence

[System.Serializable]
private class CRTData

{
public bool crtEnabled = true;
public bool bleedEnabled = true;
public float scanline = 0.3f;
public float chromatic = 0.002f;
public float vignette = 0.8f;
public float curvature = 0.1f;
. Invin LB. Apx.
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}
private string CRTSavePath =>
System.IO.Path.Combine(Application.persistentDataPath,
"video_settings.json");

public void SaveSettings()

{
var data = new CRTData
{
crtEnabled = _crtEnabled, bleedEnabled =
_bleedEnabled,
scanline = _scanlineIntensity, chromatic =
_chromaticOffset,
vignette = _vignettelntensity, curvature =
_curvature,
¥

try { System.IO.File.WriteAllText(CRTSavePath,
JsonUtility.ToJson(data, true)); }

catch (System.Exception ex) {
Debug.LogWarning($"[CRTRenderer] Save failed: {ex.Message}"); }

}

private void LoadSettings()

{
if (!System.IO.File.Exists(CRTSavePath)) return;
try
{

var data =
JsonUtility.FromJson<CRTData>(System.IO.File.ReadAllText(CRTSavePath));
if (data == null) return;

_crtEnabled = data.crtEnabled; _bleedEnabled
= data.bleedEnabled;

_scanlinelIntensity = data.scanline; _chromaticOffset
= data.chromatic;

_vignetteIntensity = data.vignette; _curvature
= data.curvature;

}
catch (System.Exception ex) {

Debug.LogWarning($"[CRTRenderer] Load failed: {ex.Message}"); }
}
}

Honmarok ]

Jlictunr knacy SaveManager.cs
using System;

using System.IO;

using UnityEngine;

using FiatLux.Core;

using FiatLux.Core.Events;
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using FiatLux.Contracts.Data;
using FiatLux.Contracts.Events.Save;

namespace FiatLux.Services.Saveload
{

/// <summary>

/// Handles JSON save slot I/O and coordinates the save/load
lifecycle via EventBus.

/17

/// Save flow: <see cref="Save"/> publishes <see
cref="CollectingSaveDataEvent"/> so that

/// services self-serialize into <see cref="SaveData"/> before it is
written to disk -

/// no direct coupling between SaveManager and domain services.

/17

/// Load flow: <see cref="OnLoadRequested"/> reads the file and
publishes

/// <see cref="GamelLoadedEvent"/>; subscribers apply state via <see
cref="ApplyingSaveDataEvent"/>.

/// </summary>

public class SaveManager : MonoBehaviour

{

public static SaveManager Instance;

public const int SlotCount = 3;

// — Lifecycle

private void Awake()

{
if (Instance != null) { Destroy(gameObject); return; }
Instance = this;
EventBus.Subscribe<SaveRequestedEvent>(OnSaveRequested);
EventBus.Subscribe<LoadRequestedEvent>(OnLoadRequested);

}

private void OnDestroy()

{
EventBus.Unsubscribe<SaveRequestedEvent>(OnSaveRequested);
EventBus.Unsubscribe<LoadRequestedEvent>(OnLoadRequested);
if (Instance == this) Instance = null;

}

// — Public API

public bool HasSave(int slot) => File.Exists(SlotPath(slot));
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/// <summary>Returns metadata for the slot without fully
deserializing it.</summary>
public SaveSlotInfo GetSlotInfo(int slot)

{
var path = SlotPath(slot);
if (!File.Exists(path)) return SaveSlotInfo.Empty;
try
{
var data =
JsonUtility.FromJson<SaveData>(File.ReadAllText(path));
return data == null

? SaveSlotInfo.Empty
: new SaveSlotInfo(true, data.timestampUtc,
data.sceneName);

}

catch (Exception ex)
{
Debug.LogWarning($"[SaveManager] GetSlotInfo slot {slot}
failed: {ex.Messagel}");
return SaveSlotInfo.Empty;

}
}

/// <summary>Reads and deserializes a slot. No events fired - raw
data only.</summary>
public SaveData Load(int slot)

{
var path = SlotPath(slot);
if (!File.Exists(path)) return null;
try
{
return
JsonUtility.FromJson<SaveData>(File.ReadAllText(path));
}
catch (Exception ex)
{

Debug.LogWarning($"[SaveManager] Load slot {slot} failed:
{ex.Message}");
return null;

}
}

/// <summary>

/// Publishes <see cref="CollectingSaveDataEvent"/> so services
populate

/// <paramref name="data"/>, then serializes to disk.

/// </summary>

public bool Save(int slot, SaveData data)

{
if (data == null)
{
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Debug.LogWarning("[SaveManager] Save: data is null");
return false;

}

try
{
EventBus.Publish(new CollectingSaveDataEvent(data));
data.timestampUtc = DateTime.UtcNow.Ticks;
File.WriteAllText(SlotPath(slot),
JsonUtility.ToJson(data, prettyPrint: true));
return true;

}

catch (Exception ex)
{
Debug.LogWarning($"[SaveManager] Save slot {slot} failed:
{ex.Message}");
return false;

}
}

public bool DeleteSlot(int slot)
{
var path = SlotPath(slot);
if (!File.Exists(path)) return false;
try { File.Delete(path); return true; }
catch (Exception ex)
{
Debug.LogWarning($"[SaveManager] Delete slot {slot}
failed: {ex.Message}");
return false;

}
}
public int DeleteAllSlots()
{
int deleted = 0;
for (int i = @; i < SlotCount; i++)
if (DeleteSlot(i)) deleted++;
EventBus.Publish(new SavesDeletedEvent());
return deleted;
}

// — EventBus handlers

private void OnSaveRequested(SaveRequestedEvent e)

{
// Intentionally empty - save is driven by GameManager, not
by this event directly.

}
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private void OnLoadRequested(LoadRequestedEvent e)

{
var data = Load(e.Slot);

EventBus.Publish(new GamelLoadedEvent(e.Slot, data != null,
data));

}

// — Helpers

private string SlotPath(int slot) =>
Path.Combine(Application.persistentDataPath,
$"save_slot_{slot}.json");
}
}

Honarok E
Jlictunr kmacy UlScreenStack.cs
using System.Collections.Generic;

using UnityEngine;
using FiatLux.Core.Events;
using FiatLux.Contracts.Events.UI;

namespace FiatLux.UI
{
/// <summary>
/// Stack-based UI screen navigator. Push opens a screen and
hides the previous one;
/// Pop restores it. All transitions are broadcast via

EventBus.
/// </summary>
public class UIScreenStack : MonoBehaviour
{
public static UIScreenStack Instance;
private readonly Stack<UIScreen> _stack = new
Stack<UIScreen>();
public UIScreen Top => _stack.Count > @ ? _stack.Peek() :
null;
public int Count => _stack.Count;
private void Awake()
{
if (Instance != null) { Destroy(gameObject); return; }
Instance = this;
}
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// — Public API

public void Push(UIScreen screen)

{
if (screen == null) return;
if (_stack.Count > @) _stack.Peek().OnHide();
_stack.Push(screen);
screen.OnPush();
EventBus.Publish(new ScreenPushedEvent(screen.name));
}
public void Pop()
{
if (_stack.Count == @) return;
var top = _stack.Pop();
top.OnPop();
EventBus.Publish(new ScreenPoppedEvent(top.name));
if (_stack.Count > @) _stack.Peek().OnReveal();
}

/// Pops all screens.
public void Clear()

{
while (_stack.Count > 9)
{
var s = _stack.Pop();
s.0nPop();
EventBus.Publish(new ScreenPoppedEvent(s.name));
¥
}

/// Pops the top screen if it has <see
cref="UIScreen.CloseOnCancel"/> set.

/// Returns <c>true</c> if the cancel was consumed.

public bool HandleCancel()

{
if (_stack.Count == @) return false;
var top = _stack.Peek();
if (!'top.CloseOnCancel) return false;
Pop();
return true;

}

}
}
. Lnvin I.B. Apk,
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Jlictunr kimacy UlScreen.cs
using UnityEngine;

using UnityEngine.EventSystems;

namespace FiatLux.UI
{
/// <summary>
/// Base class for all UI screens managed by <see
cref="UIScreenStack"/>.
/// Override lifecycle methods to hook into push/pop/hide/reveal
transitions.
/// </summary>
public class UIScreen : MonoBehaviour
{
[Tooltip("GameObject to focus in EventSystem when the screen
opens (gamepad/keyboard navigation).")]
[SerializeField] private GameObject firstSelected;

[Tooltip("If true, the screen closes on UI/Cancel (Escape /
gamepad Back).")]
[SerializeField] private bool closeOnCancel = true;

public bool CloseOnCancel => closeOnCancel;

// — Lifecycle hooks

public virtual void OnPush() { gameObject.SetActive(true);
SetFocus(); }

public virtual void OnPop() { gameObject.SetActive(false); }
public virtual void OnHide() { gameObject.SetActive(false); }
public virtual void OnReveal() { gameObject.SetActive(true);
SetFocus(); }
// — Helpers
private void SetFocus()
{
if (firstSelected == null || EventSystem.current == null)
return;
EventSystem.current.SetSelectedGameObject(null);
EventSystem.current.SetSelectedGameObject(firstSelected);
}
}
}
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