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PEDEPAT

[TosicuroBanbHa 3amucka 10 KBami(ikaiiitHoi poboTn O6akamnaBpa MicTuTh 140
CTOPIHOK, 3 HUX 71 cTOpiHKAa OCHOBHOT'O TEKCTY, 34 pucC., 7 TabiuIlb, 5 10AaTKIB Ta 33
BUKOPHCTAHUX JKEPEI.

MeTtor0 pobOTH € CTBOPEHHS IBOBUMIPHOI Tpu kaHpy Metroidvania y ctumi
PixelArt 13 peamizaiiel0 OCHOBHUX IIpOBHX MeEXaHiK. Y poOOTI JOCIIIKEHO
0COOJIMBOCTI JKaHPY Ta MOXKJIUBOCTI pymris Unity. J{mst po3poOku 3acTocoBaHO 3aco0u
OOII, koMIOHEHTHUN MIAX1J 1 MeXaHi3MHU (I3UYHOTO MOJeIoBaHHsA. Pe3ynbpraTom
poOOTH € IrpoBHIl 3aCTOCYHOK, WLIO peaii3ye KEepyBaHHS IEPCOHaXeM, OOHOBY
CUCTEMY, PO3BUTOK 3/110HOCTEH, B3a€EMOAII0 3 ITPOBUM CEPEJOBHUIIEM Ta I1HIII
€JIEMEHTH TeMILICIO.

OO0'eKTOM JTOCIIIKEHHS € MPOLEC CTBOPEHHS ABOBUMIPHUX KOMIT'IOTEPHUX 1FOP
13 JOCHIIHUIIBKUMH Ta OOWOBUMHM MEXAaHIKAMHU, XapakKTEPHUMHU JUIsl KaHpy
Metroidvania.

[IpeameToM AOCHIKEHHSI € MPOrpaMHi 3aco0U Ta aNrOpUTMIYHI MIAXOAH 10
noOyI0BU CUCTEM KepyBaHHS epcoHaxkeM, (P13UKU ITPOBOTO CBITY, O0HOBUX MEXaHIK,
PO3BUTKY 3MI0HOCTEN TMepcoHa)ka Ta B3aeMOAIl 3 00'eKTaMH BIPTYaJIbHOTO
CepeloBULIA.

KJIIOYOBI CJIOBA: 2D, UNITY, METPOIJBAHISI, HEJIHIMHUIA
I'POBUI ITPOLIEC, IIIKCEJIbHA TPA®IKA.
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ABSTRACT
The bachelor's qualification thesis consists of more than 140 pages, of which 71

pages are the main text, 34 figures, 7 tables, 5 appendixes, and 33 references.

The purpose of the work is to develop a 2D Metroidvania game in a PixelArt style
with the implementation of core gameplay mechanics. The study examines the
distinctive features of the Metroidvania genre and the capabilities of the Unity game
engine. The development process is based on OOP principles, a component-based
architecture, and physics simulation techniques. As a result, a game application has been
created. The project includes character control mechanics, a combat system, character
progression features, and interaction with the game environment. The developed
solution may serve as a foundation for further development of two-dimensional games.

The object of study is the process of creating two-dimensional computer games
with exploration and combat mechanics characteristic of the Metroidvania genre.

The subject of study is the software tools and algorithmic approaches to building
character control systems, game world physics, combat mechanics, character ability
progression, and interaction with virtual environment objects.

KEYWORDS: 2D, METROIDVANIA, NON-LINEAR GAMEPLAY,
PIXELART, UNITY.
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HEPEJIIK YMOBHHUX ITO3HAYEHb

API (Application Programming Interface) — nporpamuuii iHTepdeiic B3aeMoii
3aCTOCYHKIB.

CPU (Central Processing Unit) — eHTpaibHUI Ipo1ecop.

FPS (Frames Per Second) — KibKicTh KaapiB 3a CEKYHIY.

GUI (Graphical User Interface) — rpagiunumii inTepdeiic kopuctyBaya.

HUD (Heads-Up Display) — enementu inTepdeiicy, o BiIo0paxaroThCs IiJT 4ac
IrpOBOTO TIPOIIECY.

IDE (Integrated Development Environment) — iHTerpoBaHe CepeIOBHUIIE
PO3pPOOKHU.

PixelArt — ctuns komm’rorepHoi Tpadikv, moOyJoBaHMII HAa BHUKOPUCTaHHI
OKPEMHUX IMIKCENIB K OCHOBHUX €JIEMEHTIB 300paKeHHSI.

Sprite — nBoBUMIpHE rpadiuHe 300paxKeHHs, 1110 BUKOPUCTOBYETHCS K €IEMEHT
IrpOBO1 CIICHHU.

UI (User Interface) — inTepdeiic kopucTtyBaua.

UX (User Experience) — KOpHCTYBalbKUH JOCBIA B3a€EMOAIl 3 MPOTPaMHUM
IPOAYKTOM.

OOII — 00’ €KTHO-OpIEHTOBaHE MPOTPaMyBaHHS.

OC — oneparriifHa cuctema.

[TIK — nepcoHaIbHUIT KOMIT FOTEP.

[13 — nporpamue 3abe3meueHHs.

[T — mrTy4Huii IHTENEKT.
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BCTYII

AKTyasnbHiCTh TeMU. L[ poBHil po3BaxKaIbHHUI CEKTOP EKOHOMIKH Ha ChOTOJTHI
JEMOHCTPY€ HalBHUINI TEMIIM €BOJIOLII B MeXax I1HAyCTpii iH(opMaIlliitHo-
KOMYHIKaIIMHUX TEXHOJIOTIA. MarictpaJilbHUM JpaiiBepoM Iii€i  TpaHcdhopmarllii
BUCTYTIA€ PO3IIMPEHHS 1 MPUIIBUALICHHS TEXHIYHOTO 3a0e3MeueHHs] 00YUCITIOBAIBHIX
apXITEKTyp, 10 AOJATKOBO JO ONTUMI3alii apXITEeKTypHUX CEpPelOBHUII MPOrpaMHUX
miaTpopM Ta HEBNMHHUM PO3BUTKOM I1HCTPYMEHTApPilO0 [E€BEJIOMMEHTY, CTBOPIOE
COPUATIANBHUI 0a3uc As iHTeHcudiKalii BUPOOHHMIITBA 1HTEPAKTUBHOTO KOHTEHTY 3
pi3HOIO Ju(dEepeHIlialli€lo IMOoA0 PEeCypCHUX BUTpaT 1 MacmTabiB peamizarii [1].
OcoOnuBe Miclie cepel HUX 3aiMaloTh JBOBUMIpHI irpu (abo 2D), aki 3aBISKu
MOEJHAHHIO  BIJHOCHO  HEBHCOKMX BHMOT JI0  amapaTHOrO  3a0e3MedYeHHs
IPOEKTYBAIBHUKIB Ta KOPUCTYBaUiB, Pa30M 13 IIUPOKUMHI MOKIMBOCTSIMH XYI0KHBOTO
O(QOpMJIEHHS 3aJTUIIAIOTHCA NMOMYJsIpHUMHU. KpiM TOro y reiiMepiB 3 JOCBIJIOM, TaKi
IPOEKTH BUKIIMKAIOTh TEIUIl HOCTAJIbI14HI BIQUYTTA. OJIHUM 13 HaNpsMiB PO3BUTKY 2D
irop € >xaHp Metroidvania, ajs SKOTO XapaKTepHUMHU € JOCTIHPKCHHS BEIMKOTO
B32€MOIIOB’3aHOT'O CBITY PIBHA YM PiBHIB, TOCTYIOBE BIJIKPUTTSA HOBUX IIIJIPIBHIB YU
JIOKAIid TpU OTPUMAaHHI criell 3A10HOCTeH MEepCOHaXKeM Ta TMOEAHAHHS 1rpoiaay
maTopMepiB 3 OUIbII MPOCYHYTUMH OoioBUX MexaHik [2]. IlomymnsipHiCTh LBOTO
XKaHPY MOSICHIOETHCSI BUCOKUM PiBHEM 3alTy4eHHs TPaBIs J0 MPOIIECY, 3a0X0UCHHS 10
JIOCITIJIKEHHS IPOBOTO CEPEIOBUIIA, 110 3a0e3Ieuye 6araropa3oBy perpadesbHIiCTh 6e3
BIIUYTTS] OJAHOMAHITHOCTI. Pa3oM 13 1luM CTBOpPEHHs MOAIOHHMX ITPOBUX IMPOAYKTIB
nmoTpedye peamizallii CKIagHoT CUCTEMH B3a€EMOITIOB I3aHUX MEXaHIK, sIKi 3a0€31eUy0Th
MPUPOHY 1 3aXOIUIMBY B3a€MOJIIIO TIEPCOHAXKA 3 IFPOBUM CBITOM.

BaxnuBoOO CKJIaOBOI0 CyYacHUX Irop € He JUIIe BidyanbHe oopmIleHHs, a i
AKICTh TIporpamMHoi peanizaiii 6a3oBux irpoBux cucteM [3]. Big xopekTHO1 poboTu
MEXaH13MiB MepeMillieHHs, 00MOBOT CUCTEMHU 1 CHCTEMH IIKOAM, (13UYHHUX MPOLECIB, Ta
PO3BUTKY TIepcOHaka Oe3mocepeHb0 3aJeKUTh 3arajbHe BPaKEHHS TpH s
KopuctyBada. Came TOMY JOCIHIKEHHS MIAXOAIB J0 MOOYAOBH TaKMX CHUCTEM Ta ix

IpaKkTUYHa peastizallis 3aco0aMu Cy4yaCHUX ITPOBUX PYIIIiB € aKTyaJIbHUM 3aBJAHHSIM.
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OmHUM 13 HAMOUTBIIT MOITUPEHUX THCTPYMEHTIB po3poOku kKoMl 1oTepHuX (I1K)
irop € pywmiid Unity, BHUKOPUCTAHHSA SIKOTO JI03BOJISIE TIOEIHATA 1HCTPYMEHTHU
BI3yaJIbHOTO MPOEKTYBaHHs, (DI3UYHOTO MOJICIIIOBaHH, aHIMAIlli Ta MPOrpaMyBaHHS B
€IMHOMY CEpeJIOBUILll PO3poOKu [4], 1m0 poOUTH HOTO JOIIIBHUM BHOOPOM IS
CTBOpEHHS IBOBUMIPHOI rpu xaHpy Metroidvania.

Mertoro kBajigikauiiinoi po6oru € po3podka 2D-rpu xanpy Metroidvania y
ctuii PixelArt 3 ocoO6nMBUMU aKkIleHTaMH Ha pealli3alli€lo OCHOBHUX IIPOBUX MEXaHIK.

3aBaanns podoru:

— IpoaHali3yBaTH Cyd4acHi 3aco0u pO3pOOKM TBOBUMIPHHMX IrOp B IIJIOMY Ta
oco0mBoOCTI )KaHpy Metroidvania;

- OOTrpyHTYBaTH BUOIp MPOrPaMHUX 3aCO01B /ISl peaiizallii MpoeKTY;

— peanizyBaTy CUCTEMY KepyBaHHS IEPCOHAKEM Ta MEXAHIKU MEePEMIIIECHHS;

— po3pobuTH OOMOBY CHCTEMy Ta MEXaHI3MH B3a€EMOJIl TepcoHaxa 3
MPOTUBHUKAMU;

— peanizyBaThd CHCTEMY OYOK 3JI0pOB’S, OTpPUMaHHS TIOIIKOJKEHb Ta
BUKOPUCTaHHSA 3/110HOCTEN;

— CTBOPUTH MEXaHi3M MOCTYMOBOTO BIIKPUTTS HOBUX MOJIMBOCTEH MEPCOHAXKA;
— 3a0€3IMeUnTH B3a€EMO/III0 KOPUCTYBaya 3 00’ €KTaMH irpOBOT0 CEPE/IOBHUIIIA;

— IPOBECTU TECTYBAaHHS MPalle3/1aTHOCTI CTBOPEHOT TPH.

00’exTOM H0CiaKeHHs € Tpoliec po3poOku NBoBUMIpHUX 1rop Ha [1K Ta iHmmx
maTdopMax 13 MEXaHIKaMd HENTHIHHOTO MPOXO/KEHHSI Ta B3a€MOJil 3 00’ €KTaMu
piBHSL.

IIpeamerom [OCHiIZKEeHHI € TIpOrpaMHa peanmi3alis CUCTEM KepyBaHHS
MepCcoHaXkeM, O0OMOBOI B3aemolii, (I3UYHUX TMPOIECIB, PO3BUTKY 3II0HOCTEN Ta
IHTEpakKIlii 3 eleMeHTaMu IrpoBOTo cepefoBuiia y 2D-rpi xanpy Metroidvania.

MeTtoau faociaigxeHHsi. Y XOoJi BUKOHaHHSA KBaiikamiiiHoi pobOoTu
BUKOPHCTAHO TaKl METOJM Ta 3aCO0M MPOEKTYBAHHS MPOTPAMHOTO 3a0€3MEUCHHS, SIK:
aHami3 JpKepen 1 MoJIOHUX MPOrpaMHUX pIIIEHb; TPUHIUIN 00’ €KTHO-OPIEHTOBAHOTO

nporpamyBaHHs (OOII); KOMIOHEHTHHI TIAXIJT 10 TPOEKTYBAHHS MTPOTPAMHUX CUCTEM;
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3aco0u ¢izuyHoro mMozemtoBaHHs pyiriss Unity; a TakoK OKpemi METOAu IMOOYI0BH
IrPOBHUX AJITOPUTMIB 1 CUCTEM B3a€MOJI11 MK 00’ €KTaMH.

[adpopmariitny 6a3y AOCTIIKEHHS CTAHOBJIATH HAYKOB1 MyOJikarlli, TeXHIYHA
nokymeHnTaniss Unity, maTepianu po3poOHUKIB irop, cremiaiizoBaHi iH(opmaliiHi
pecypcru Ta pe3yJbTaTH BJIACHUX MPAKTUYHUX JOCIIIKEHb y cdepi po3podOKu
KOMII IOTEPHUX 1rop.

I[IpakTHyHe 3HA4YEHHS1 OTPUMAHUX Pe3yJbTATIB TMOJISITa€ Yy CTBOPEHHI
Mpale31aTHOTO TMPOTPAMHOTO 3aCTOCYHKY, SIKHH MOXKE BHKOPHUCTOBYBATHUCS SIK
JEMOHCTpALIMHUKN pUKIaa peaizailii iIrpoBux MexaHik y cepeponuiii Unity, a Takox
CJIyTYyBaTH OCHOBOIO JUIsl TMOAAJIBIIONO PO3BUTKY IMOBHOLIIHHOTO IrPOBOIO MPOEKTY 3
TUCcTpuOyLie0 Ha UU(POBUX MakgaHUYMKax ad0 HaBYAIBHHUX pPO3pPOO0OK y cdepi
TEUMJICBY.

Amnpobanisa. 3a Temoro kBami(dikaiiitHoi podoTu Oyyno omyOJiikoBaHOo 1 Te3y
koH(pepenuii: MoxapoBcbkuit  A.C., JlobanuukoBa H.M., Konmmpmaitno A.M.
Cneuudika TecTyBaHHs irpoBoro OamaHcy Ta MexaHik y Metroidvania. Marepianu
BceykpaiHchKoi HayKOBO-IIPAKTUYHOT on-line koHdepeHilii 3100yBayiB BUILIOT OCBITH 1
Mosiogux  ydeHuX  «TeHmeHIli pO3BUTKY  TEXHOJOriH B  aBTOMaTH3allii,
€JIEKTPOEHEPTEeTHII, MPUIag00yIyBaHHI Ta poOOTOTEXHIID» (MpUCBsiYeHOT J{HI0 HAyKH
11-15 TpaBus 2026 poky). — Kutomup: JlepxkaBHuii yHiBepcuTeT «Kutomupcbka

nojiTexHikay, 2026. — C. 111. [1].
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PO31J1 1. AHAJII3 TPUHIMIIIB ITIOBYJIOBH I'POBUX MEXAHIK TA
ITPOI'PAMHUX 3ACOBIB PO3POBKHU METROIDVANIA-IT'OP

1.1. IlocTanoBKka 3agaui

Kanp Metroidvania 3anuiaeTbcsi OJHUM 13 HaWOUIbII TOMYJISIPHUX HANpsIMIB
po3BUTKy aBoBuMipHHX 11K irop. Moro xapakTepHEMH OCOGIHMBOCTAMH € HAasBHICTH
B3a€MOIIOB’SI3aHOTO ITPOBOTO  CBITY PIBHA YW PIBHIB, MOXIUBICTh HENIIHIHHOTO
MPOXOJ/IPKEHHS JIOKAIlii, MOCTYNOBE BIAKPUTTS HOBHX MOMIIMBOCTEH Ta 3a10HOCTEH
nepcoHaka Ta aKTUBHE BHKOPUCTaHHsS 0oiloBMX MexaHik. CTBOpEHHS MPOrPaMHOTO
IPOAYKTY TaKOT'O TUITYy MOTPeOy€e KOMIIJIEKCHOTO MIAXOAY 10 BTUICHHS Y )KUTTS IFPOBUX
CUCTEM, K1 MOBUHHI (DYHKIIIOHYBAaTH y3rOJKEHO Ta 3a0e3medyBaTH ITICHUN 1rpOBUi
npouec [5,6].

[HudpoBuii po3BakadbHUN CEKTOP ITPOBOI IHAYCTPIi JIEMOHCTPYE CTpIMKE
3pOCTaHHs, Cepell SIKOro OCOOJIMBE MICIE IMOCIIal0Th JBOBUMIPHI IHTEPAKTHBHI
MPOEKTH, 110 MOEAHYIOTh y cO01 CKJIaJHI MEXaHIKU B3a€MO/IIi Ta MIMOOKUNA TeUMILIEH.
Joctyn 10 3a0J0KOBaHUX JIOKAIi, TAEMHUX KIMHAT Ta aJbTE€PHATUBHUX MApUIPYTIiB
BIJIKDUBAETHCSI TPABLEBI HENIHIMHO — JIMIIE B MIPY 3HAXO/DKEHHS CHEeHU(PIYHUX
MpPEeAMETIB, PO30JIOKYBaHHS YHIKAIBHUX (I3UYHHUX 3/1I0HOCTEH a00 OTpUMAaHHS HOBHUX
BU/IIB 030POEHHSI TOJIOBHOTO TE€POSI.

Po3po6ka mporpaMHOTo MPOAYKTY TaKOTO KIACy € KOMILJICKCHOIO 1HXKEHEPHO-
nporpaMHoro npodaemoro. BoHa BUMarae He mpOCTO CTBOPEHHS OKPEMHX 130JIbOBAHUX
I'POBUX CHCTEM, a MOOYIOBH IL[JIICHOI, MAaCIITA00OBAaHO1 Ta BIJIMOBOCTIHKOI apXITEKTYpH
MporpaMHOro 3a0e3neueHHs, B SKIA KOXKHa IMijcucreMa (DyHKIIIOHYe B CHUHEpPrii 3
IHITUMU B peaTbHOMY 4Yacl MiJ KepyBaHHAM €IUHOTO IrpoBOro HukKiIy. Bynb-skuii
PO3CHUHXPOH UM apXiTEKTypHa IOMUJIKA Ha eTalll MPOEKTYBAHHS B3aEMOJIT MIXK
MOJIYJIEM BBEICHHs, (PI3MUYHUM pYIINEM Ta JIOTIKOKO CTaHIB MEpCOHa)Xa 37aTHa
KPUTUYHO MOTIPIIMTU KOpUCTyBalbkuid 1ocBifg (UX).

OG’exkTOM JOCHIDKEHHSI y MeXax i€l KBamidikaiiiHoi poOOTH € mpolec
mporpamMHoOi po3pOOKH JBOBUMIPHOI KOMIT FOTEPHOI TPU 3 MEXaHIKaMU HEJIHIMHOTO

MPOXOJKEHHS, TUIAaTGOPMIHTY, JOCHIDKEHHS  JIaOIpUHTOIMOMIOHUX  PIBHIB  Ta
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JTUHaMI4HOi 00#oBO1 cucTteMu. [IpeaMeTroM MOCIIKEHHS] BUCTYNAIOTh aJTOPUTMIYHI
M1JIXO0/IM, TATEPHHU MPOEKTYBAHHS Ta CIIEIliali30BaH1 IPOTrpaMHi 3ac00H, 3a IOITOMOTOI0
SKHX peani3yeTbcs CHCTeMa KEpyBaHHs EPCOHAXEM, MaIlIMHA CTaHiB, 00ioBa cUCTeMa,
CTUXIWHI Ta MarHiTHi 310HOCTI, a TaKOX JIOTIKa IITYYHOTO 1HTEJIIEKTY MPOTUBHUKIB Y
rpi xaHpy Metroidvania.

Metoo poOOTH € TpPOEKTYBaHHs, MPOTpPaMHA peali3ailis, ONTHMi3allis Ta
TecTyBaHHs 3acTOCyHKYy «Fiat Lux» y ctum PixelArt, 3 oco6auBuMm ¢dokycoM Ha
CTBOPCHHSI THYYKHUX, YUCTUX Ta MOAYJIBHUX ITPOBUX MEXaHIK.

JIns TOCATHEHHS TMOCTaBJICHOT METH HEOOXITHO IOCHIOBHO BHUPIINIUTH TakKi
3aBJIaHHS:

1. [IpoBecTn anam3 ocobnuBocTel xaHpy Metroidvania Ta oOrpyHTYBaTH
BUOIp irpoBoro pyurist Unity sk rutatgopMu peanizaiiii MpoeKTy.

2. CrpoexkTyBaTH 3arajbHy apXiTeKTypy TpH Ta peali3yBaTH CHCTEMY
KEpyBaHHS MEPCOHAKEM 13 MIATPUMKOIO PI3HUX MPHUCTPOIB BBEJCHHS, MEXaHIKaMU
nepemimieHHs (xoap0a, CTpUOKHU, pUBKHM) Ta MAIIIMHOIO CTaHIB.

3. Po3poOutu 60i0OBy cucTeMy 3 MIATPUMKOIO aTaK y PI3HUX HANpsIMKaXx,
MexaH13MaMH OTPUMAaHHS MOIIKOIKEHb Ta MOBEIHKOIO TPOTUBHUKIB HA OCHOBI MOJIET1
CTaHiB.

4. PeanizyBatu cuctemy 3710pOB'si, peCypCiB Ta Iporpecii nmepcoHaxka uepes
MOCTYIIOBE BIJIKPUTTS HOBHX 3II0HOCTEH 1 MOKJIMBOCTEH B3aeMojii 3 00'eKTamu
IrPOBOTO CEPETOBHUILIA.

5. [IpoBecTu TecTyBaHHs pO3pOOIECHOTO MTPOTPAMHOTO MPOAYKTY Ta OI[IHUTH
BIJIMOBIHICTD peaji30BaHUX MOXKJIMBOCTEH BU3HAYEHUM ITLISIM.

Pe3ynbraToM BUKOHAHHS 3a3HAYCHUX 3aBIaHb MA€ CTATH MPOTPAMHUNA TPOIYKT
y Buriaml 2D-rpu, 3 BTUICHMMH ITPOBUMH MEXaHIKAMU THUIOBUMHU I KAHPY
Metroidvania Ta odopmIIeHHAM Yy CTHIII MiKcenbHOI rpadiku. PeanizoBaHi pilieHHs
MOBUHHI 3a0e3MeuyBaTH MOXJIMBICTh MOAANBIIOTO PO3IIKMPEHHS (QYHKIIOHAIBHUX
MO>KJIMBOCTEH TPH, JOJIaBaHHS HOBUX PIBHIB Ta JIOKAIlI/, MPOTUBHUKIB, 3110HOCTEH Ta
IrpOBUX CLEHAPIiB Ha PYH/IAMEHTI1 ICHYIOUOi apXiTEKTypU MPOTPAMHOT0 3a0e31eYeHHS

(I13).
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1.2. AnaJii3 aHAJIOTIB MPOTrPaMHOI0 MPOAYKTY

[lepen mouaTkoM Oe3nocepeHbO MPOIECY PO3POOKH MPOrPAMHOIO MPOAYKTY
parioHaJbHO MPOBECTH aHAJI3 ICHYIOUMX MpPEICTaBHUKIB >kaHpy Metroidvania Ta 3
MmiKceapHOI0 rpadikor. BUBUCHHS aHAJOTIYHMX PIIIEHb JTO3BOJISIE BU3HAYMTH HAOIp
OCHOBHUX (DYHKIIIOHAJIBHUX MOXJIMBOCTEH, SIKI KOPHCTYyBadi OYIKyBaTHMYTh BIJ
NoJIIOHUX 1rOp, a TAaKOXK BUSBUTH MIJIXOIU IO peajizallii MexaHiK JOCTIIKEHHS CBITY,
00lOBOT B3a€MOJIT Ta PO3BUTKY IMepcoHaxka. KpiM TOro, MoxHa HaBUUTHUCS Ha
MOMMJIKaX Y TapHO BTIJICHOMY KOJOBI 3aCTOCYHKY. JlJis naHOro aHamizy y Mekax
pobotu Oyio 0OpaHO TpH MOMYJISAPHI MPOEKTH, 110 HAISXKaTh 10 kaHpy Metroidvania
Ta MalOTh 3HAYHY MOMYJISPHICTH cepe TpaBiiiB, 30kpemMa Hollow Knight, Nine Sols ta
Blasphemous. 3a3HaueHi irpu J€MOHCTPYIOTh Pi3HI MIAXOAU A0 MOOYJOBU IrpOBOrO
CBITY, MOKJIMBOCTEH 'OJIOBHOTO I'eposi, 0anaHCy, XyA0KHOTO 0OPMIICHHS Ta MAXOI1B
JI0 BTIJICHHSI B3a€MO/I11 KOPUCTYBaya 3 BIpTyaJlbHUM CEPEIOBUIIIEM.

Hollow Knight (puc. 1.1) € onHi€ro 3 HallOUIbII BIIOMUX Ta BIUIMBOBUX ITOP
»aHpy Metroidvania, po3po6iieHoro He3asexHoto cryaiero Team Cherry 1 BUIyIeHo0
y 2017 poui. I'pa po3ropTaerbcst y Mia3eMHOMY KOPOJIIBCTBI KOMax XaJIOYHECT, JI€
rpaBelb Kepye Oe3IMEHHUM JIMIapeM, IO JOCIIKYE 3aHenO0aHl pyiHM, HacelleHl
3apakeHUMH icTroTamMu. OCHOBOIO IrPOBOTO MPOIECY BUCTYMAE JOCIIIKEHHS BETUKOTO
B32€MOIIOB'SI3aHOTO CBITY, PO3/1JIEHOT0 HA OKPEM1 TEMATUYHI PEriOHH — B1J] 3aCIsTHUX
rpubaMu JICIB 0 KPUCTATIYHUX IMAXT 1 JAaBHIX MApChKUX 3aiB. JlocTynm J10 HOBUX
TEPUTOPIHN BIIKPUBAETHCS MICIISI OTPUMAHHS CIICHIAIbHUX 3A10HOCTEH, TAaKUX SIK PUBOK,
BUCTPIJI Mari€ro, MoABIHHUIA CTPUOOK, yaap 00 3eMiTt0 a00 MOXKIIMBICTh MEPECyBaHHS 110
BEPTUKAJIILHUX TIOBEpXHAX. boiioBa cuctema Tpu mnoOyJoBaHAa Ha BUKOPUCTaHHI
OJIMKHIX aTaK LBSXOM Ta MAariyHUX CIHel 3A10HOCTeH, SKI MpalioTh Y YOTHPHOX
HampsiMKax. 3HayHa yBara TPUIUISETHCS TOYHOCTI KEPYBaHHsS TMEPCOHAXKEM Ta
mBUAKOCTI peakuli rpaBusd. Cucrema «vapiB» (Charms) Hagae rpaBUEBlI IIHPOKI
MOXJIMBOCTI KaCTOMI3aIlli: HEBEJIMYKI TaJiCMaHH, 1110 3aiiMal0Th MIEBHY KUIBKICTh SYOK,
KapJIMHAIBHO 3MIHIOIOThH CTHJIb 0010, CTPUOKIB UM BIIHOBIIEHHS Aymii. MexaHika 300py

«Iymr» mijg yac OO0 Ta BUTpaydaHHA ii Ha 3UIJIEHHS a00 MariuyHi ataku (opmye
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JUHAMIYHANA [HUKJI PU3UKY W BUHATOPOAM, IIO € OJHUM i3 KIIOYOBHX EJIEMEHTIB
reiimiiero. boc-daiitu € 0co0GauBO Bi3HAUYyBaHUM €JIIEMEHTOM TPH — KOXEH 13
JECATKIB OOCIB Ma€ yHIKaJIbHI MATTEPHH MOBEIIHKN Ta BUMAarae BiJ TPaBIs aganTartii
TakTUKH. HapatuBHa momaya peanizoBaHa uepe3 ¢pparMeHTapHe JOCTIHKEHHS: T1aloThH
NEPCOHAXIB, OMHCH TPEAMETIB 1 HATAKM B apxXIiTEKTypl JIOKaIiii MOCTYMOBO
CKJIa/Ial0ThCA B LUTICHY KApTUHY TPariqHOi 1ICTOPIT IUBLII3aIT KOMaX.

[lepeBaraMu TpU €: BeTMKa KiTbKICTh CEKPETHHX 30H 3 PI3HOMaHITHHUMHU
«CMaKOJIMKaMW», THYYKE HaJIANTYBaHHS TMepCOHaka TiJ CBIM CTWIb TpPU Ta,
30aJlaHCOBaHAa KpHBAa CKJAIHOCTI Tpu. Pa3oMm 13 TUM BHUCOKHH pIBEHb CKJIAIHOCTI
OKpEeMHX €JIEMEHTIB MOKE YCKIIAIHIOBATH aJIallTallil0 HOBUX KOPUCTYBAYiB JI0 iIrPOBOTO

poIIecy.

Puc. 1.1 — ®parment irponany rpu Hollow Knight[7]

Nine Sols (puc. 1.2) noeaHye kaacuyHe TOCTIIKEHHS B3a€EMOIOB’ I3aHOTO CBITY
Metroidvania 13 JUHAMIYHOIO OOMOBOIO CHCTEMOIO, 3aCHOBAHOIO Ha MEXaHII{l BIJOUTTS
aTak, B YHIKaJbHOMY BI3yaJlbHOMY CTHJII «TaoOMyHKY». IrpoBuii mpoliiec BHUMarae
BHUCOKOI TOYHOCTI KEPYBaHHs Ta BUBYEHHS TAMIHTIB BOPOTIB: YCHIIIHE BIAOUTTS aTak
HAKOMWYYy€ EHEPriio, SKy TpaBellb BUKOPHCTOBYE I MOTY>KHUX KOHTpaTaK 3a
JIOTIOMOTOI0 BUOYXOBUX TaJlicMaHiB. J[OCHTIIPKEHHS JTOKAIlid PO3BUBAETHCS MIOCTYIIOBO
yepe3 po30JOKYyBaHHS HOBUX 3/11I0HOCTEH MepecyBaHHs, TAKUX SIK: PUBKHU, MOABINHI
CTpuOKH, OIT MO CTiHAX, TaK-KIIIKa, M0 J03BOJISIE TOJIATH 3aruTyTaHl TUIaTGOpMIHTOBI

30Hu. CHcTeMa pO3BUTKY TIEPCOHAKAa pealli3oBaHa uYepe3 JEepPeBO HABUYOK Y
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IEHTpaJIbHOMY Xa0i, Jie MOKPaIIyOThCs 00HOBI KOMOIHAIII1, XapaKTEPUCTUKHU 370POB's
Ta ePEeKTUBHICTH 30POi.

[lepeBaramMu rpu € Hag3BUYAWHO UYyHHE 1 TOYHE KEpPYyBaHHS, YHIKAJIbHUN
XYJIOKHIA CTUJIb py4YHOI aHiMaIllli Ta 00loBa cucTteMa, sika MepeoCMUCIIIOE CTaHapTHI
st skaHpy Metroidvania cytuuku. HemonmikoM MoKHa BBaXKaTH HAATO >KOPCTKE
NpUB'SI3yBaHHS YCIIXy TPaBls 10 OJHIET KOHKPETHOI MEXaHIKA — BIAOUTTS aTak, IO
MPaKTUYHO HIBEJIOE aJbTEPHATUBHI CTUJI BEJIEHHS 000 Ta MOKE BUKJIUKATH BIUYTTS

MOHOTOHHOCTI M1/l YaC TPUBAJIOTO MPOXOKEHHS.

Jiequan

Puc. 1.2 — ®parment irposany rpu Nine Sols[8]

lasphemous (puc. 1.3) € npencraBHukoM >xkaHpy Metroidvania 3 miBUILEHOIO
yBaroro 10 00HOBOI B3a€EMOJII Ta BHCOKOI CKJIQJHOCTI IMPOXOHKEHHS B aTMocdepi
MOXMYpPOTo peliridiHoro Jjopy. IrpoBuil mporec 0a3yeTbcsi Ha BUCHAKIMBHUX
31ITKHEHHSAX, BUKOPUCTAaHHI KOMOIHAIIM aTak Meda, TalMiHTax Jyis mapupyBaHHS Ta
CMEPTEJIbHUX JOOMBAHHSAX BOPOTiIB, JiI€ KOXEH TUI CYNPOTHBHHMKIB BHMAarae
1HMBIYaJIbHOTO TAKTUYHOTO Tiaxoay. [IpoToposiboBa cucTeMa po3BUTKY pealli3oBaHa
yepe3 TMOIIyK MPEAMETIB PO3apilo, MOJHMTOB-3aKJIMHAHb Ta CEPIEBUH 30poi, sKi
3MIHIOIOTh XapaKTEPUCTUKU Irepos, TO/I1 K MPOCYBaHHS CBITOM YacTO OOMEXYETHCS HE
GI3BUYHIME HAaBUYKAMH, a HAsSBHICTIO PEJIKBIH, 0 BIJKPHUBAIOTH MPUXOBAHI IUIAXH,
MaTepiami3yloTh HOBI TUIATPOPMU UM 3aXHINAOTh BiJ] CMEPTOHOCHHX MAaCTOK

HaBKOJHMIIHBOI'O CEPEAOBHUIIIA.
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[lepeBaroro rpu € AeTaIbHO MPOIpaIbOBaHa, 0€3KOMITPOMicCHA OOHOBA CUCTEMA,
BHUCOKHUI pIBEHBb perpadeIbHOCTI 3aBASKH HaJaIllITYBaHHIO TACUBHUX OOHYCIB, a TAKOX
rmboke, aTMOoCcepHE Xy T0KHE 0OpMIIeHHS y cTrili moxmyporo Pixel Art. Hegomikom
MOKHa BBa)XaTH BHCOKHH TMOPIr BXO/DKCHHS MJI1 HEIOCBITUYEHUX KOPHUCTYBadiB,
3aTATHYTUN OEKTpPEKIHr depe3 cnerudiky Hapiramii Ta BiAU4yTHI mTpadu 3a cMepTh

HepCcoHaka.

Puc. 1.3 — ®parment irponany rpu Blasphemous[9]

Jns mopiBHAHHS (YHKIIOHATBHUX MOMJIMBOCTEH MPOAHATI30BAHUX AHAJIOTIB

ckiageno tao. 1.1.

Tabmuusg 1.1
[TopiBHSAJIbHA XapaKTEepUCTHUKA aHAJIOT1B
. Hollow . Baacua
DyHKUicA . Nine Sols | Blasphemous
Knight po3podka

JlociisKeHHs CBITY + + + +

Cucrema 3110HOCTEH + + + +

bolioBa cucrema + + + +

[Tporpecis nepcoHaxa + + + +

Bsaemonist 3 00’ ektamu + + + +

Mamimynsiis B N B N
¢b13uuHUMEU 00’ €KTaMH

PixelArt-opopmiuenns + — + +
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[IpoBeneHuii aHayli3 TMOKa3aB, IO BCl PO3TJSHYTI ITPH BUKOPHUCTOBYIOTh
XapaKTepHi IS )KaHPY MEXaHIKH JOCTIPKEHHS CBITY Ta IOCTYIIOBOTO BiAKPUTTS HOBUX
MO>KJIMBOCTEN MepcoHaxka. BogHOyac KOKEH MPOEKT POOUTH AKLUEHT Ha OKPEMHX
acnektax irposoro npoiecy: Hollow Knight — na gocnimkensi cBity, Ori and the Blind
Forest — Ha MOOITEHOCTI MepcoHaXka Ta TatGopmepHoMy irposasi, a Blasphemous —
Ha 0010BI B3aEMO/Ii.

Ha BigmiHy BiJ PO3INISHYTHX aHAJOTIB, y Mekax KBalidikariiiHoi poOoTu
nependavaeThCs peanizallisl BIaCHOT CHCTEMHU B3a€MOJIT 3 (PI3MYHUMH 00’ €KTaMu, 110
JIOTIOBHIOE TPaJAMIIIHI MeXaHiku >kaHpy Metroidvania. Kpim Toro, po3po0OitoBaHuii
MpPOrpaMHUIl MPOAYKT MOEJHYBATUME CHCTEMY PO3BUTKY 3M10HOCTEH, TOCIIJKEHHS
JOKalid Ta OOWOBY B3aEMOJII0 B MeEXaX €JUHOI MPOrpaMHOI apXITEKTypu 3

MO’KJIMBOCTSMH JJI5 TOAAJIBIIONO PO3LIMPEHHS (PYHKIIOHATY sl IEPCOHAXa Ta PiBHIB.
1.3. Bu0ip apxiTekTypu cucremMu

OnHuM 13 KIIOYOBUX €TaliB y CTBOPEHHI IrPOBOTrO MPOTPAMHOTO MPOAYKTY €
inentudikamis apxirektypu I[13. Bin mnpudiHATUX pillleHb 3aJI€KUTh 3PYYHICTh
MIITPUMKHU TPU, MOKJIUBICTh 3MIHHM Ta MOJAJBIIOTO PO3MIUPEHHS (PYHKIIOHAIY TPH, a
TaKOX €()EeKTUBHICTh B3a€EMOJIi MK OKpEeMHUMH €JIEMEHTaMH irpoBoi cuctemu. [lpu
BTUICHHS PO3pPOOKH HANpPI3HOMAHITHIIMX MPOTPAMHHUX PIlIEHb BUKOPUCTOBYIOTHCS
pi3HI apXITEKTypHI MIAXOAW, Cepeld SKUX HalOUIbIl MOLIMPEHUMHU € MOHOJIITHA,
OaraTtopiBHEBa Ta KOMIIOHEHTHO-OpieHTOBaHa apxiTekTypu [10]. MoHomTHHM TiaXin
nependayae po3MILIEHHS BCIET JIOTIKM NPOrpaMu B MeXaxX HEBEIUKOI KIJIbKOCTI
YKOPCTKO TOB’si3aHMX MOAyJiB. [lepeBaroro Takoro pilieHHs € MpOCTOTa peatizallii,
OJIHaK 1pu yckiaaHeHHi [13 Ta npu 3011bIIeHHI KUTBKOCTI (DYHKIIIH MIATPUMKA Ta 3MiHA
KOJy 3HAQ4YHO YCKJIQJHSIOTHCA, MICIS MEBHOTO PIBHSA 3MiH, HEPIAKO JIETHIE MOYaTH
po3poOKy 3 HyJsl, oOpaBIIM IHIMUN TUI apXITEKTypu. baratopiBHeBa apXiTeKTypa
IIMPOKO 3aCTOCOBYETHCA Yy BEO-OPIEHTOBAaHMX CHCTEMaxX Ta KOPIOPATUBHUX
nporpaMHuX TMpoaykTax. BoHa 3abe3meuye dYiTke pO3MEKyBaHHS TMPEICTABIICHHS,
00poOk# Ta ix 30epiranns qanux. [Ipore ayis 2D-rpu BUKOPUCTaHHS TaKOTO T1IX0Ty HE

€ JOIIBHUM Yepe3 OCOOJMBOCTI XKaHPy JJIsI OpraHi3alii JaHUX Ta BIJACYTHICTh
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HEOOX1THOCTI B CKJIaaHIM OaratopiBHeBi cTpykTypi [11]. Takum uymHOM, MeTOI0M
BUKJIIOUCHHS, JIJIS peajtizallii irpoBOro 3aCTOCYHKY 00paHO KOMIIOHEHTHO-OPIEHTOBAHY
apXITEKTYpY, IKa € 0A30BUM ITIIX0JIOM JI0 TOOYI0BH 3aCTOCYHKIB y cepenoBuiti Unity
[12]. OcHoBHa iaes nojsirae y (popMyBaHHI MOBEAIHKK O0’€KTa MUISXOM MO€THAHHS
HE3aJIS)KHUX KOMIIOHEHTIB, KOKEH 13 SIKUX BIAMOBIJA€ 32 OKpeMy (YyHKIIOHATBHICTb.
Ha puc. 1.4 HaBeneHo 3arajibHy CTPYKTYpy OOpaHOi apXiTEKTypu aJalTOBaHy IO

PO3pOOITIOBAHOTO MPOEKTY.

Fiat Lux

l
l I l I I

lMepcoHax Boporu InTepdeiic CBiT i KiMHaTH Cepsicu Mogii Ta KOHTpaKTH
Gameplay/Player Gameplay/Enemy UI World Services Core / Contracts

— Movement — EnemyAl — HUD — LevelGenerator — Input — EventBus

— Attack — EnemyVariation — Inventory — RoomManager — Saveload — Player events
— Stats — States — Map — RoomTemplate — Audio — Enemy events
— Abilities — Spawner — MainMenu — EncounterRoom — Camera — World events

— Interaction — BossEnemy / ArcherBoss — SaveSlotScreen — SafePoint — Progression — Interfaces

— States / FSM — Beam — Achievements — Hazards — Achievements — SaveData

Puc. 1.4 — 3aranbpHa CTpyKTypa MpOrpaMHOro MPOAYKTY

OOpaHuii TUM apxiTEKTypu Tniepeadadae mnoOyJOBY Ha OCHOBI B3aeMOil
NEKIIBKOX HE3aleKHUX KOMIIOHEHTIB, KOXKEH 13 SKHX BIANOBIJA€ 3a BUKOHAHHS
okpeMoro Habopy ¢yHkIliH. [leHTpanbHe Miclie B cUCTeMI 3aiiMae MOJTYJIb KEPYBaHHS
nepcoHaxeM, sikui 3abe3neuye oOpoOKy BBIIHMX KOMaHJ| KOPUCTyBaya Ta B3a€MOJii
OCHOBHHMX CHCTEM Tpu. KOpEeKTHICT, TEepeMilleHHs Ta B3aeMojii 00’ €KTiB
3a0e3rneuyeThess MoayJieM (I3UYHOI B3a€MOJii, 10 Mpallo€e CHUIBHO 3 O00HOBOIO
CUCTEMOI0 Ta MEXaHi3MaMU OTPUMaHHS MOMIKO/KEeHb. OKpemi KOMIIOHEHTH
BIJIMOBIIAI0Th 32 KOHTPOJIb CTaHy MEpCOHaXa, 00JIIK 3I0POB’Sl Ta BUKOPUCTAHHS CIIeI]
3110HOCTEM, SIK1 BIAKPUBAIOTHCS MPU 3HAXOXKEHH1 Ha Marll BIAMOBITHUX MOCUIICHb. J1Jist
B3a€EMOJIII 3 €JIEeMEHTaMHU ITPOBOTO CEPEAOBHINA IMepe0adueHo Crel MOAYJb, IO
3abe3reuye poOOTY 3 IHTEPAaKTUBHUMHU 00’€KTaMu Ta irpoBuMu mnoaisimu. [loeminka

MPOTUBHUKIB PEATI3YETHCS OKPEMOIO MiJICUCTEMOIO (MOIYJIEM), sIKa Ma€ CKPUIITOBaHI
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i Tpu TMOsBI MEpCOHaka y Moro 30H1I akTuBaiii. J[ogaTkoBO B apXITEKTypi
nepeadayeHo Moayiabr GUI, mo 3abe3neudye BigoOpakeHHs iHQoOpMalii Mpo CTaH
3JI0pOB’sl TIEpCOHAXka, €Hepris JJIsl BUKOPUCTAHHS JOCTYIMHUX 3A10HOCTEH, iX craryc
PO30JIOKYBaHHS Ta 1HII €JIEMEHTH 1rpoBOTro npoiiecy [16].

KoeH 13 3a3Hau€HUX MOJIYJIiB BUKOHY€ BIIACHUY HAO1p QYHKIIIN Ta B3a€MOIIE 3
IHIIMMH KOMIIOHEHTaMH 4Yepe3 BU3HAYCHI MpOorpaMHi 3B’ sI3KU. Takuii miaxia J03BOJISIE
YHUKHYTA HaJMIPHOI 3aJ€KHOCTI MDK YacTHHAMH CHCTEMH Ta 3HA4HO CIPOIIYE
BHECEHHS 3MIH Yy TPOIEC] MOAAIBIION0 PO3BUTKY IMPOEKTY. Y po3poOiroBaHiid Tpi
OCHOBHA JIOTiKa TEpPCOHaKa PO3MOJiIEHa MIDK JIEKUIbKOMa  HE3aJICKHUMHU
KOMIIOHEHTaMH. 30KpeMa, OKpeMl KjacH BIANOBIAAIOTH 3a MEPECyBaHHS MEPCOHAXKA,
o0OpoOKy aTak, CHUCTEMY 3JI0pPOB’sl, OTPUMAHHS TMOILIKO/KEHb 1 BUKOPHUCTaHHS
3n10HOCTEN. AHAJIOTIYHUMN MiJIX1] BUKOPUCTOBYETHCS 1 JIJISl IHIIUX 00’ €KTIB 1rPOBOTO

cBity. Ha pucynky 1.5 HaBeieHO B3a€MO/1i10 OCHOBHUX KOMIIOHEHTIB IIEPCOHAXA.

PlayerMain

Bin 3pnopos's / exepris \’ 3pibHocTi
PlayerAttack | PlayerHealth, PlayerEnergy | | AbilitySlotController

Pyx Crpubok / pusok Bsaemopis
PlayerMovement PlayerJump, PlayerDash PlayerInteractor

CtaHu nepcoHaxa Animauis
PlayerStateMachine AnimatorTranslator / Publisher

Puc. 1.5 — B3aemo1ist KOMIIOHEHTIB NIEPCOHAXka

Taka cTtpykrypa 3a0e3neuye Bucoky flexibility cuctemu [17]. o mpuknany,
JI0/1aBaHHsT HOBOI 3/110HOCTI 200 HOBOTO THUITy MPOTHUBHUKA HE MOTpeOye 3MIHU BKE
peani3oBaHUX MEXaHI3MIB TepecyBaHHS YW OOMOBOI B3aeMoOjii, a MoTpelye e
HaJalTyBaHb CaMOT0 MPOTUBHUKA. Y OUIBIIOCTI BUMAKIB IOCTATHHO CTBOPUTH HOBUIA
MPOTrpaMHUIl KOMITOHEHT Ta MIAKIIOYUTH WOTO 10 iCHyrouoi cTpykTypu. llle oxniero
nepeBaror 00paHoi apXiTEeKTYPH € MOKJIMBICTh TTOBTOPHOTO BUKOPUCTAaHHS OKPEMHUX
MoyiB. PeanizoBaHi KOMIOHEHTH MOXKYTh OyTH BUKOPUCTaHI B 1HIIUX MPOEKTax 0e3

ICTOTHUX 3MIH TIPOTPAMHOTO KOy, [0 TIO3UTUBHO BIUTMBAE HA MIBUAKICTH MOATBIION
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po3pobku. OTxe, aug peainizaiii JBOBUMIpHOI rpu kaHpy Metroidvania oOpaHo
KOMIIOHEHTHO-OPIEHTOBAHY  apXITEKTypy, SKa HaWOULIBII TOBHO  BIANOBIJAE
ocobmuBocTsM pymrisi Unity, sIKuil MIaHye€ThCs BUKOPHCTOBYBAaTH, Ta 3abe3meuye

MOJTYJIBHICTh, MaCIITA00BAHICTh 1 3pYYHICTh MIATPUMKHU MPOTPAMHOTO 3a0€3IeUeHHS.

1.4. O0rpyHTyBaHHsi BHOOpPY IHCTPYMEHTAJIbHMX 3aC00iB Ta BMMOIHM [0

alapaTHoOro 3a0e3nevYeHHs

EdexkTuBHICTE pO3p00OKH OYylb SIKOTO JOCTATHHO BEIMKOIO MPOEKTY BEIMKOIO
MIpOIO 3aJI€KUTH BiJl TPaBIIIBHOTO BUOOPY IHCTPYMEHTAIBHUX 3ac001B. /171 CTBOpEHHS
Cy4acHO1 Ipv HEOOXiAHO 3a0€3MEeUnTH MOMJIIMBICTH peaiizalii rpadiyHoi CKIIaI0Bo1,
¢b13uuHOi B3aeMojli 00 €KTiB, OOpOOKM BBIIHMX il KOpUCTyBaya, KEpyBaHHS
aHIMaLISIMU Ta MOXJIMBOCTI YOCKOHAJIEHHS 1 pO3LIIMPEHHS Y MailOyTHhOMY. ToMy mif
yac BUKOHaHHS poOOTH 0cOoOJIMBa yBara npuissiiacs BUOOPY NporpaMHUX 3aco0iB, SIKi
3a0€3MeuyoTh HEOOXITHUNW Hal0lp MOXJIMBOCTEW Ta BIANOBIAAIOTH MOCTaBICHUM
3aBJIaHHSIM.

Jlnst peanizaiiii mporpaMHOTO MPOAYKTY 00paHo irpoBuii pymii Unity [15-17].
Januii pyuiid HaJeXUTh J0 HAWOUIBII TMOMMPEHHX IUIATPOPM  PO3POOKU
KOMIT FOTEPHUX 1 KOHCOJBHUX ITOp Ta IHTEPaKTUBHHUX 3acTOCYyHKIB. OJIHI€I0 3 HOTO
nepeBar € IMOBHA MIATPUMKA JBOBUMIPHOI rpadikd, (PI3UYHOr0 MOJEIIOBAHHS
NPaKTUYHO OyJb-SKOi, aHIMAI[IHHUX CUCTEM Ta Cy4acHUX 3ac00iB MpOrpaMyBaHHS.
Buxopucranns Unity 103BoJisie OpraHizyBaTH IpoleC pO3pOOKH B MEXKax €IMHOTO
IPOrPaMHOTO Cepe/oBHINA Ta 3a0e3leuye MOXKIMBICTh MOAAIBIIOTO MEPEHECCHHS
MPOEKTY Ha Pi3HI Nporpamui miarpopmu [18].

Pymiit mae mnoryxHy BOymoBany miacuctemy 2D Core, sxa BKIIOYae
KOMMOHEHTH1 iHCcTpyMeHTH Sprite Editor, Sprite Atlas (nis onTumizalili TEeKCTYpHOI
nam’sTi Ta 3MEHIIICHHS BUKIWKIB oTpucoBku) Ta 2D Pixel Perfect, mo € kputuuno
BAXKJIMBUM /1)1 30€peKeHHS] aBTEHTUYHOCTI Ta BI3yainbHOI YITKOCTI cTHiiO Pixel Art 6e3
PO3MUTTA MIKCENIB NPU PEHACPUHTY B PI3HUX PO3AUIBHUX 3JaTHOCTSAX EKpaHa.
[arerpoBanuit ¢13uunuit pymiit Unity Physics 2D 3abe3nedye BUCOKY TOUYHICTH Ta

NPOAYKTUBHICTH OOYHUCIEHb TpH paboTe 3 [ABOBUMIPDHUMHU KOJaliepamu Ta
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JUHAMIYHUMHU TBEepAUMU Tinamu. Lle 103BosnI0 O0€3II0BHO peanizyBaTH Taki CKIaIH]
G13UYH1 MEXaHIKU MPOEKTY, K 1HEPIlIsl pyxXy, rpaBiTalliiHe MPUCKOPEHHS IaJlIHHS,
JETEKIlisl 3a3eMJICHHS, PY>KHUN BIJICKOK MEpPCOHaXKa MPH aTalli BHU3 Ta IMITYJIbCHHIM
BIUIMB MarHiTHUX CHJI Ha 00’ €KTH B IrPOBOMY MPOCTOPI.

Sx OCHOBHY MOBY mporpamyBaHHsS Bukopuctano C#. Bulip 1iei moBu
oOymoBieHH Taubokoro 11 iHTerpamiero 3 Unity, MOIATPUMKOIO 00’ €KTHO-
OpPIEHTOBAHOTO MIAXOAY Ta IIUPOKUMH MOMJIMBOCTSIMU TMOOYJOBU CKJIIAIHUX
nporpamMuux cuctem [19]. Bukopucranns C# m03Bojsi€ CTBOPIOBATH MOJYJIbHUN
POrpaMHUI KOJI, PO3AUIATH JIOTIKY OKPEMHUX MEXaHIK Ta CIPOILY€ MATPUMKY NPOEKTY
B nipotieci ioro po3Butky [20]. Bukopucranas MmoBu C# 103BOJHIO CTBOPUTH CTPOTY
TUMI3alil0 00’€KTIB, peandizyBaTH IMOJIE€BO-OPIEHTOBAHY MOJIEIb 3B S3KYy uepes
JiesieraTy Ta mojii, THYYKO KEpyBaTH KOJIEKIISIMU JaHuX 3a goromororo LINQ, a Takox
po3MekyBaTH  Oi3HEC-JIOTIKY MEXaHIK BiJ 0e3MmocepeHbOro  BiAOOpa)KeHHs
1HTEpPECy.

Jlns  HamucaHHS Ta HAJIArOJKEHHA MPOTPAMHOTO KOJY BHKOPHUCTAHO
cepenoBune po3pooku Visual Studio Code Bepcii 1.123.0. Bono 3abesneuye
MIJICBIYYBaHHA CHHTAKCHUCY, aBTOMAaTUYHE 3aBEPIICHHS KOAY, 3aco0U TOIIyKYy
MOMUJIOK Ta 1HCTPYMEHTH BIJJIAarOJPKEHHSI, 1[0 MO3UTUBHO BIUIUBA€ HA MIBUIKICTH 1
akicTh po3poOku [21]. VS Code 3abesneuye iHTENEKTyalbHE aBTOJONOBHEHHS KOIY
IntelliSense, MUTTEBY HaBIraIio 3a CTpyKTypOIO KJIaciB, a TAKOX MPSAME I AKITIOYSHHS
nebarrepa no notoky Unity Editor, 1110 103B0JIsi€ BICTIAKOBYBATH 3HAYEHHS 3MIHHUX
y peaIbHOMY Yaci ITij] yac reiMIUICHHUX CEeCii.

['pacdiune odopmieHHS TpU CTBOPIOETHCSA Y CTHII TMIKCeNb apT. Takui miaxif
JI03BOJISIE JTIOCSATTH BUPA3HOTO XYJIO0KHBOTO BUTIISAMY O€3 BUKOPHUCTAHHS CKIIATHUX
TPUBUMIPHUX MOJIEJI€l Ta BHCOKMX BHMOT JO amapatHux pecypciB. Kpim Toro,
nikcesbHA rpadika 1o0pe noeaHyeThes 3 xxaHpoM Metroidvania Ta cripusie CTBOPEHHIO
LITICHOTO BI3yaJbHOTO CTHIIIO IIPOEKTY 1 BUTJISIA€ CTUIIBHO 1 BIHTaXHO [22].

Jlist peasizariii aHimariii BAKOpUCTOBYIOThCS BOy10BaHi 3acoou Unity Animator,
110 3a0€3MeuyI0Th TJIaBHE BIATBOPEHHS PYXIiB MEPCOHAXKa, OOMOBUX il Ta B3aEMOIIT 3

HABKOJIMIITHIM cepenoBuiiieM [23]. BukopuctanHs CTaHZAPTHUX MEXaHI3MIB PYIIIis
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JTIO3BOJISIE 3MEHIIMTH CKJIAIHICTh MPOTPaMHOI peatizallii Ta 3a0e3MeUUTH IiIBUIICHY
CYMICHICTh M1’)K OKPEMHUMH KOMIIOHEHTaMH CUCTEMH.

Jlna cucremaTtu3ailii Ta HAOYHOTO MPEACTABICHHS OOpPaHOrO TEXHOJOTTYHOTO
CTEKY TPOEKTY, MEPENK Ta IIJIbOBE MPU3HAYEHHS BCIX BUKOPHUCTAHHMX YTHJIT OYJIO

3BEJICHO B €JUHY CTPYKTYpPY, IKy JeMOHCTpYe Tabm. 1.2.

Tabmums 1.2
[HCTpYMEHTaIBHI 3aC00U PO3POOKHU
3acid IIpusHaueHHs
Pymiit Unity Po3pob6ka irpoBoro 3aCToCyHKyY
Moga C# Peauizaris mporpaMHoOi JIOT1KH
Visual Studio Code HanmcanHs Ta Hajgaro/pKEHHS KOAY
Unity Animator KepyBaHHs aHIMaIissMu
Unity Physics 2D diznyHa B3aeMO/Iist 00’ EKTIB
Git KoHTposb Bepciii IpoeKTy

OCKiZTbKM TIPOTPAMHUNA TMPOIYKT € JABOBHUMIPHOIO TPOIO 3 BHUKOPUCTAHHSIM
(b13MYHOTO MOJIETIOBaHHS, aHIMaIlil Ta CUCTEM IITYYHOI MOBEIIHKU ITPOBUX 00’ €KTIB,
HOoro (QyHKIIOHaJIbHA CIPOMOXHICTh O€3MOCEpEeAHbO JETEPMIHOBAHA PIBHEM
pecypcHoi 0a3u, 1m0 Mae OyTH JOCTAaTHBOIO U BUKOHAHHS TMOKJIAJCHUX Ha Hel
O0YMCITIOBAJIBHUX 3aBJaHb [24]. It KOHTPOIIO BepCiil MPOEKTY BUKOPUCTOBYBABCS
HUPOKUM 1HCTpyMeHTapii Git [25]. s cTab1apHOro 3amycKy IpH, BiICYTHOCTI (hpu3iB
MiJl Yac JUHAMIYHOTO MiJBAaHTAXCHHS KIMHAT Ta 3a0e3MeUYeHHs IUIABHOTO IrPOBOTO
npolecy, 00UMCIIOBAIbHUM IPUCTPIN rpaBLs Ma€ BIMOBIIATH HA0OPy MapaMeTpiB, K1

MicTuTh TabI. 1.3.

Tabmuns 1.3
PexoMeH10BaH1 BUMOTH JI0 aniapaTHOTO 3a0e3MeYeHHsI KOpUCcTyBava

KommnonenT PexomMeHn10BaHi BUMOIH

OnepaiiifHa cuctema Windows 11 (64-bit)

[Tpornecop (CPU) Intel Core 15 1 611b111 Cy9acHi

OneparuBHa nam’siTh 8Ib

Bineoanantep NVIDIA GeForce GTX 1050 a6o 1 6i1b11 cyyacHHM
BinpHe Miclie Ha AUCKY 256 Mb
PozninpHa 34aTHICTE €KpaHa 1920x1080

Biarak, mms apxXiTeKTypHOi peami3aiii MpOrpaMHOTO KOMIUIEKCY OyJio
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JIETEPMIHOBAHO CTEKOBHM HaOlp 1HCTpYMEHTaJbHUX 3aco0iB, 10 3abe3neuye
ONTUMI3AIlII0 IIUKIIB pO3p0oOKH, Bepr(iKkallii Ta iTepaTUBHOTO BJIOCKOHAJICHHS IFPOBOTO
KoHTeHTY. [aTerpartis irpoBoro pymrist Unity, cuaTakcucy MoBu C# Ta criertiaai3oBaHIX
CEpEIOBHII I HAJaro/KeHHS KOy CTBOPIOE HAaMiMHWK Oa3uc I iMITIEMEHTAIlil
CKJIaJHUX IrpoBUX MexaHik. [Ipu mpomy oOpana koHiryparis amapaTHUX 3aco0iB
rapaHTye CcTaOUTbHICTh (YHKI[IOHYBaHHS NPOAYKTY B MEXax CTaHIAPTU30BAHUX
O0OUYHCITIOBAILHUX TTapaMeTpiB, XapaKTepHUX JUIs OUIBIIOCTI aKTyalbHUX apXIiTEKTYp

MEPCOHAIBHUX KOMIT IOTEPIB.
BucHOBKM 10 mepmoro po3miiy

VY neprioMy po3/ii IpoBeICHO JOCIIKEHHS 0COOIMBOCTEH )aHpy Metroidvania Ta
BU3HAUYEHO OCHOBHI BUMOTH JI0 po3poOmoBaHoi Tpu. CopMyboBaHO HEOOXiIHI 0
BUKOHAHHS 33/1a41, BCTAHOBJICHO TMEPENiK (PYHKIIIOHATBHIX MOKITMBOCTE MaltOy THBOT Ipy Ta
OKpECJICHO OCHOBHI MEXaH1KH1, HEOOX1/TH1 [T peatizallii MOBHOILIIHHOTO irPOBOTO MPOLIECY.

VY xopi aHam3y cydacHuX aHajioriB 0yso po3risinyTo irpu Hollow Knight, Ori and the
Blind Forest Ta Blasphemous. IIpoBenene mopiBHSIHHS JO3BOJIMIO BU3HAYMTH XapaKTEpHI
pUCH KaHpPY, Cepell SIKUX JOCITIPKEHHS B3a€EMOIIOB’SI3aHOTO CBITY, MOCTYIOBE BIIKPUTTS
HOBUX 3I0HOCTEH MepCOHaKa, HASBHICTH OOMOBOI CHUCTEMHM Ta €JIEMEHTIB Mporpecii.
OTtprMaHi pe3yJIbTaTH CTaId OCHOBOIO JJsi (DOpMyBaHHS (PYHKI[IOHAIBHUX BHUMOT JIO
PO3POOKH 3aIIaHOBAHOT TPH.

Ha ocHOBi aHaiizy iCHYIOYHMX apXITEKTYpPHHX TIIXOIB OyJO0 OOIpyHTOBaHO BHOIp
KOMITOHEHTHO-OPIEHTOBAHOI apXITEKTYpH, 10 HAHOLIBLI MOBHO KOPEJIOE 3 OCOOIUBOCTSIM
irpoBoro pymiist Unity Ta 3a06e3meuye MOy IbHICTh, MaCIIITA00OBAHICTh 1 3pyUYHICTh ITOIATBIIIOL
mintpumkn [13. Takok BHKOHAHO OOTPYHTYBaHHS BHOOPY IHCTPYMEHTAILHHMX 3acO0iB
PO3pOOKH Ta BU3HAYEHO BUMOTH JIO allapaTHOTO 3a0€3eUeHHsI TPABIISL.

OTtpuMaHi pe3ysbTaTh CTBOPIOIOTH HEOOXITHY TEOPETHUYHY Ta TEXHOJIOTIUHY 0a3y JjIs
TOJTAJTBIIIOTO TIPOEKTYBAHHS CTPYKTYPH ITPOBOTO 3aCTOCYHKY, PO3POOKH OCHOBHUX 1MPOBHUX

MeXaHIK Ta peastizailii IporpaMHOro 3aCTOCYHKY B HACTYITHUX PO3/LIax poOOTH.

II3.KP.b - 121 —26 - 113 2




PO3I1J 2. MIPOEKTYBAHHSA TA PO3POBKA IT'POBOI'O 3ACTOCYHKY
KAHPY METROIDVANIA

2.1. TlpoexkTyBaHHSl CTPYKTYPH NPOrPaMHOr0 NPOAYKTY Ta BapiaHTIB

BUKOPHUCTAHHA

[Ticns Bu3HAUeHHS (YHKIIOHAJBHUX BHUMOT JI0 MPOrPAMHOTO MPOIYKTY
HACTYIIHUM €TaliOM € TMPOEKTYBaHHS HOT0 3arajbHOI CTPYKTYpH Ta BU3HAYCHHS
Croco0iB B3a€MOJIi KOpUCTyBaya 3 OCHOBHUMHU Moaylismu Trpu. Ha upomy erami
dbopMyeTbes ySBIEGHHS TPO CKIAJ 3aCTOCYHKY, B3A€EMO3B’SI3KM MIXK OKPEMHUMH
M1JICUCTEMaMH, BIAMOBIIANIbHICTh KOKHOT'O MPOTPAMHOI0 KOMIIOHEHTA Ta MepesiK i,
K1 MOKYTh OyTH BHKOHaHI 1] 4yac irpoBoro mpouecy. s rpu sxanpy Metroidvania
OCOOJIMBO Ba)XJIMBUM € MpPaBHIIbHE BUIUICHHS (PYHKI[IOHAIBHUX OJIOKIB, OCKUIBKH
ITPOBUI TPOIEC TOETHYE KEPYBAHHS TMEPCOHAXEM, JOCTIIKEHHS PIBHIB, OOWMOBY
B3a€MO/1110, BUKOPUCTAHHS 3A10HOCTEN, POTPECIIO Ta MOCTYIOBE BIAKPUTTS HOBUX 30H.

Po3po0mroBanuii porpaMHUl NPOAYKT SIBJISIE COOOI0 JABOBUMIPHY TPy KaHpPY
Metroidvania mig nHa3Boro Fiat Lux. ¥V Mexax IirpoBoro mpolecy rpaBelb Kepye
MIEPCOHAXKEM, MEPEMIIIYETHCS JIOKAIIIMH, J10Ja€ TEPEIIKOIU, B3aEMOJIE 3 00’ €KTaMU
CepeNOBHIA, BHUKOPUCTOBYE 30por0 Ta 3a10HOCTI, BCTymae B Oiif i3 BOporamu Ta
MOCTYIOBO BIJIKpUBA€ HOBI MOXJIMBOCTI. OCOONMBICTIO KaHPY € Te, 10 YacTUHA
IrpOBOTO CBITY Ha MOYATKOBUX €Tanax 3aJIHIIA€ThCS HEAOCTYMHOK. JlocTynm 10 Takux
JUJISTHOK BIJIKPUBAETHCSA TICIISl OTPUMAaHHS HOBO1 3/1I0HOCTI, 30poi a00 1HIIIOTO eJTIeMEeHTa
nporpecii [26]. Takum 4UHOM, CTPYKTypa IPOrPaMHOrO MPOAYKTY Ma€ MiATPUMYBATH
He Juiie 0a30BI MEXaHIKU pyXy i 000, a i cucTeMy YMOBHOTO JOCTYITY IO 00’ €KTIB 1
30H.

Ha erami npoekTyBaHHs 0yJI0 BUZHAUEHO, 1110 apXITEKTypa 3aCTOCYHKY OBUHHA
Oytu moxynbpHOMW. [le 03Havae, 1m0 KO’KHa OCHOBHA MEXaHIKa Peali3ye€ThCsl y BUTIISIL
OKpEMOi MiJICUCTEMHU, SKa Ma€ BJIACHY BIAMOBIJAIBHICTh 1 B3a€EMOIE 3 I1HIIUMU
MiJICUCTEMaMU Yepe3 YITKO BU3HAUCHI 3B’ 3KU. Takuil MiIXi]] 1a€ 3MOTy 3MIHIOBATH 200
PO3IIMPIOBATH OKPEMI YAaCTUHU Tpu 0e3 HEOOXITHOCTI CYTTEBO MEPEpOOSIATH BCHO

OpOrpaMHy CTPYKT . Hampuxkmnan, momasanHss HOBOI 30pOoi HE MOBMHHO BHUMAaraTu
b
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3MIHM JIOTIKM pPyXYy HEpPCOHa)ka, a CTBOPEHHS HOBOrO THIy BOpOra HE IMOBHUHHO
BIUIMBATH Ha poOOTY CUCTEMH 310HOCTEH.

JIo OCHOBHMX MIJCHCTEM MPOTPAMHOTO MPOJIYKTY HallekKaTh: MiICHCTEMa
KepyBaHHA TMEPCOHAKEM, IIJACUCTEMA CTaHIB MepcoHaxa, OoiloBa miJcUCTEMA,
migcucTeMa 3ai0HOCTEH, TMiJACHUCTEMa BOPOTIB, MIJACHCTEMa CTaTYCHHUX e(eKTiB,
mificucTeMa 1HTepaKTUBHUX 00 €KTIB CBITy, MiJICHCTeMa Mporpecii Ta mijcucrema
KOpHUCTYBaIpbkoro iHtepdeiicy. KoxkHa 3 HUX BUKOHYE OKpEMY POJib y 3a0e3neyeHH1
IrpoBoOTro mpoiecy. Y CyKyImHOCTI 1l MiJICUCTEMH (POPMYIOTH IUTICHY apXITEKTypy TPH,
y AK1{ 111 KOpUCTyBaya MepeTBOPIOIOTHCS HAa 3MIHY CTaHy IePCOHaXa, BOPOTiB, 00’ €KTIB
CBITY Ta 3arajibHOT0 MPOrpecy MPOXOKEHHS.

[lincucTtema KepyBaHHA TMEPCOHAXKEM BIJNOBiAa€E 3a OOpOOKYy BBEACHHS
KOPHUCTYBaya Ta MEePETBOPEHHsS] KOMaH]l Ha KOHKPETHI Jii irpoBoro 06’ekta. Jlo Takux
Il HajexaTh pyX JIBOPYY 1 NHpaBOpyd, CTPUOOK, PUBOK, aTaka, BUKOPUCTAHHS
3n10HOCTEeM Ta B3aemojis 3 mpeameraMu. Lls migcucrema € OHIEIO 3 LEHTPAIbHUX,
OCKUIBKH caMe uepe3 Hel rpaBellb 0e31ocepeIHhO BIUTMBAE HAa CTaH rpyu. BoHa noBuHHA
3a0e3nevyBaTi IMIBUIKY PEAKIil0 Ha BBEACHHS, KOPEKTHY 3MiHY HampsMKy pyXy,
MepPEeBIPKY JOCTYITHOCTI MEBHUX M 1 mepeaady KOMaH/ JI0 1HITUX KOMIIOHCHTIB.

[lincucreMa cTaHiB mepcoHa)ka BUKOPUCTOBYETHCS NJIsl OpraHi3allli MOBEAIHKU
rpaBIisl 3AJICKHO B MOTOUHOI cuTyailii. [lepconax moxke nmepedyBaTH y cTaHi MPOCTOIO,
oiry, ctpuOKa, majiiHHs, pUBKa, aTaku, JIKyBaHHS a00 cMepTi. Bukopuctanus MammHu
CTaHIB JO3BOJISIE YHUKHYTH HAaIMIPHOI KIJTBKOCTI YMOB Y OJIHOMY KJIacl Ta pO3JLJIUTH
JIOTIKY KOKHOT i1 Ha OKpeMi KOMITOHeHTH. Hampukiia, moBeiHka nmepcoHaxka I yac
cTpuOKa BiJIPI3HIETHCS BiJl MOBEIIHKY ITiJl YaC PUBKA YU aTaKh, TOMY KOKE€H CTaH Mae
BJIACHI ITpaBuUJjIa BXO/y, OHOBJICHHS Ta 3aBEpIICHHS [27].

boiioBa migcucrema 3abe3nedye HaHECEHHS MOITKOPKEHb, BUOIP aKTUBHO1 30pOi,
BU3HAUCHHS HAIpPSIMY aTakH, MEepeBipKy MOTPAIULTHHS MO BOPOTY Ta 3aCTOCYBAHHS
BIJIKMIaHHS. Y Ipi nepeadayeHo BUKOPUCTaHHS 30poi OJMKHBOTO Ta AalbHBOTO 0010,
mo noTpedye pi3HUX CcrocoOiB 00poOku araku. Jjis OMMKHBOTO OO0 BAXKIIMBO
BU3HAYUTH 30HY yAapy HaBKOJIO MEPCOHAXKA, a ISl JATbHBOTO — CTBOPUTH CHAPSI, SIKUH

pyXxaeTrbcd Yy 3aJaHOMy HampsMKy. boiioBa mijcucremMa TakoX B3aEMOIIE 3
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M1JICUCTEMOIO €HEPrii, mporpecii Ta BOPOTiB, OCKUIBKU pe3yJIbTaT aTaKu MOKE BILJIUBATH
Ha CTaH NPOTUBHUKA I XapaKTEPUCTUKH MEPCOHAXKA.

[Tincucrema 3mi0HOCTEH BIAMOBITAE 32 BUKOPUCTAHHS CICIIAIBHHUX i, IO
BIJIKPUBAIOTHCS B IIPoILIeci MpoxopkeHHs. Jlo Takux 3/110HOCTel Halle)KaTh BOTOHb, Jij,
NPUTATYBaHHS Ta BIAINTOBXYBaHHS MeETAlEBUX 00’ €KTiB. 3110HOCTI BUKOHYIOThH
MOJIBIMiHY POJIB: 3 OJTHOTO OOKY, BOHH MOXKYTh 3aCTOCOBYBATHCS Y OOMOBUX CUTYAIIisX,
a 3 1HIIIOTO — BUKOPHUCTOBYIOTHCS JIJI B3a€EMO/I1i 3 00’ €KTaMHM CBITY Ta BIIKPUTTS HOBHX
nuiaxiB. Hampukiaa, BOroHb MOKE BIUIMBAaTH Ha OO €KTH, WIO TOPATh, I —
3aMOpOXKyBaTh BOAy a0 IT, a MarHiTHI 3Mi0HOCTI — 3MIHIOBaTH ITOJOKEHHS
MeTaJIeBUX 00’ €KTIB.

[TincuctemMa BOPOTIB BIJIMOBIJA€ 3a CTBOPEHHS Ta KEPyBaHHSA TMOBEIIHKOIO
MPOTUBHUKIB. Boporu mMaroTh BiacHI mapaMeTpH 30pOB’sl, TOIIKOXKEHHS, ITBUIKOCTI
pYXy, 30HHM BHSIBJIEHHS TpaBlLs Ta JIOTIKY aTaku. [y peaizanii NOBEAIHKA BOPOTIB
BUKOPUCTOBYETHCS MOT HA CTAHU, TaKl SIK TATPYIIOBAHHS, TIOIIYK, TIEPECIiTyBaHHS Ta
ataka. lle mo3Bomisie 3amaBaTh MJI1 KOXKHOTO THITy TPOTHBHHKA OKPEMY MOJICIh
MOBEIHKH, HE 3MIHIOIOUH 3arajibHi MPUHIUNK poOOoTH cucteMu. Hampukiaz, OmvmxH1l
BOPOI' HaMaraeThCcsi HAOJIM3UTHCS 0 TMEpPCOHaXKa, JalbHIM — aTakye 3 BiACTaHi, a
JTAIOYUH MOYKE€ BUKOPHCTOBYBATH MPOCTIP HAJ TUIATGOpMaMHU.

[Tincucrema ctatycHuX e(eKTiB 3a0e3neuye THMYaCOBUM BILUTMB HA 00’ €KTU TPH.
Jo Takux e(dexTiB HajeaTh TOPIHHS, 3aMOPOKEHHS Ta IHINI [Aii, [0 3MIHIOIOThH
MOBEMIIHKY a00 cTaH Ium. BuHECeHHS cTaTyciB B OKpeMy IIIJICHCTEMY JIO3BOJISIE
3aCTOCOBYBATH OJHAKOBI €()eKTH 10 PI3HUX 00’ €KTIB: BOPOTiB, MEPEIIKO a00 THIIUX
IHTEpaKTUBHUX elleMeHTiB. Hampukiaa, epexT ropiHHsS MOKe 3aBIaBaTH MOIIKOKEHHS
IPOTArOM 4Yacy, a 3aMOpPOKEHHS MOX€ OOMeXyBaTH pyX Il abo 3MIHIOBATH i
B3a€EMOJIIIO 3 1HIIIUMHU CUCTEMAMMU.

[TincucreMa 1HTEPaKTUBHUX 00’ €KTIB CBITY BKIIIOYA€E 00’ €KTH, 3 IKUMHU TPaBellb
MOX€E B3aEMOMISATH IIiJI Yac TPOXOipkeHHs. Jlo HMX HaliekaTh HeOE3IeuHl 30HH,
KOHTPOJIbHI TOYKH, MPEAMETH pO30JIOKYBaHHS, IEPEIIKOIN, BO/Ia Ta METAIEBl 00’ €KTH.

Heb6e3neuHi 30HM MOXKYTh TIOBEPTATH MEPCOHAXKA 0 OCTAHHBOI OE3MEYHOT TOUKU abo
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BIIKKATH Moro Ha3ax [28]. KoHTpoibHI TOUKH 30€piratoTh MO3UIIIIO JIJIS1 BIIPOIXKEHHS.
[IpeameTn po30JI0KyBaHHS BIJIKpUBAIOTH HOBY 30poto abo 3mi6HocTi. Came 115
mijicucTeMa MiATPUMY€ XapakTepHy il Metroidvania cTpyKTypy CBITY, y SIKId JOCTYyT
JI0 TIEBHUX JIIJITHOK 3aJIEKUTH BiJl YK€ OTPUMAHUX MOMKJIMBOCTEH.

[Tincucrema mporpecii BiAMOBigae 3a 30epekeHHs 1HPOpMAIll MPO BIIAKPUTY
30poro, OTprUMaHi 3/110HOCTI Ta MOKPAIIECHI XapaKTEPUCTUKU MEPCOHaxa. Y Mexax Ipu
Iporpecisi MPOSBISIETBCS HE JIMIIE Y 301IbIIECHHI OOMOBHUX MOJMJIMBOCTEH, a U y
PO3IIMPEHHI JIOCTYNy 10 HOBHX JiISHOK piBHA. lle o3Hawae, mo mporpecis
Oe3mocepe/lHbO TOB’sI3aHA 3 HaBIraiiero, 00HOBOIO CHUCTEMOIO Ta IHTEPAKTUBHUMU
o0’ekTamu. 3aBISKM IbOMY TpaBellb MOCTYNOBO OTPUMYE HOBI IHCTPYMEHTH IS
MIOJT0JIAHHS TIEPEITKO/I 1 TOBEPHEHHS /10 paHillie HEJOCTYTHUX 30H.

[TincucreMa KOpHUCTYBalbKOTO 1HTEpPEiicy 3a0e3nedye BiJoOpakeHHs BaXKJIMBOI
1H(popmartii juis rpaBus. Jlo Hei HallekaTh 1HIUKATOPHU 310POB’s, €Heprii, JOCTYITHOT
30poi, aKTUBHUX 3[110HOCTEM, TOBIJOMIIEHHS IPO OTPUMAHHS HOBUX MPEIMETIB 1 CTaH
nepcoHaxa. IHTepdeiic He MOBUHEH MEpPEeBAaHTaXyBAaTU E€KpaH, aje Mae CBOEYACHO
1H(OpMYBaTH KOPUCTYBava PO KPUTUUHI 3MIHU, HAIIPUKJIIA]] BTPATy 3/10pPOB’ s, HECTAUy
eHeprii ado BIAKPUTTS HOBOI MOMJIMBOCTI.

Jiis BuzHaYeHHs QYHKI[IOHATBHUX MOXJIMBOCTEH MPOrpaMHOTO MPOAYKTY OyIio
BUKOHAHO MOJICJIFOBaHHS BapilaHTIB BUKOpPUCTaHHs. JliarpaMa BapiaHTIB BUKOPUCTaHHS
JTO3BOJISIE OMUCATU B3AEMOJIII0 MK aKTOpPAaMH Ta OCHOBHUMHU (DYHKITISIMA CHCTEMHU Ha
BHCOKOMY PIBHI. ¥ MeXax po3po0JII0BaHOT IPM OCHOBHUM aKTOPOM € rpaBelb. TaKoxk
y MOJedl MOXHA BUIUIMTH JOTOMDKHHMX AaKTOpPiB, SIKI HE € KOpPUCTyBadamMu Yy
3BUYAMHOMY PO3YMiHHI, ajie 6epyTh y4acTh y (pOpMyBaHH1 iIrpOBOTO MPOIIECY: BOPOTiB,
00’€KTHU CBITYy Ta IrpoBy cucteMy. I'paBelp 1HII[IF0€ OCHOBHI [ii, BOPOTU PEaryroTh Ha
HOTO0 MOsABY Ta aTaku, 00’ €KTH CBITY 3MIHIOIOTH CTaH Mij] BIUIMBOM 3/1I0HOCTEH, a irpoBa
cucremMa 3abe3rnevye BUKOHAHHS MPAaBUJI, EPEBIPKY YMOB 1 3MiHY CTaHy CIIEHHU.

Ha niarpami BapiaHTiB BAKOPUCTaHHS FPaBellb OB’ I3aHUM 13 TAKUMU OCHOBHUMU
CIIEHApisIMHU, SK KEpPyBaHHS MEPCOHAXKEM, IMEpPEMIIIEeHHs, CTPUOOK, PUBOK, aTaka,
BUKOPUCTaHHSA 310HOCTEN, B3a€MOIIsl 3 00’ €KTaMHU, OTPUMAHHS MOIIKO/I)KE€Hb, CMEPTh

1 BIIPOJKEHHS, a TaKOXK BIJIKPUTTS HOBHUX MOKJIMBOCTEeH. YacTMHA MUX CIIEHAPIiB €
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0a30BMMH Ta JOCTYIHUMH 3 TOYATKy IPH, a YaCTHMHA AKTUBYETHCS JIMILE IICIS
OTpUMaHHS BIJAMOBIIHUX MOpeaMeTiB abo 3mai10HocTel. Hampukian, pyx 1 cTpuOoK €
0a30BUMH MTiSIMH, TOJI SK BUKOPUCTAHHS TMEBHOI CTUXIHHOT a0 MarHiTHOI 3110HOCTI
3aJIeKUTH BiJl IPOrPeCy MEPCOHAKA.

OxpeMy Tpymny BapiaHTIiB BUKOPHCTaHHS CTaHOBIISITH OOMOBI creHapii. Jlo HuUX
HaJIeKaTh aTaka OJMKHBOIO 30pO€l0, aTaka JalbHBOIO 30pO€I0, BUSHAYCHHS HAMpsMY
aTak¥, HAaHECCHHS TOIIKOHKCHHS, BIAKUAAHHS 1111 Ta 3HUIIIEHHS Bopora. L{i crienapii
MOXXYTbh OyTH TIOB’sI3aHI M’k COOO0 BITHOIIICHHSAMH BKJIFOYCHHS, OCKIJIbKA BUKOHAHHS
aTakuy nepeadayae NepeBipKy HANMPsMY, BU3HAUCHHS 1T T 3aCTOCYBaHHS Pe3yJIbTaTy.
Axmo artaka Jocsira€ BOpOTra, CHUCTeMa 3MIHIOE MOro 3amac 3J0poB’s, a B pasi
BUYEPIaHHS 3/I0POB’S IEPEBOJAUTH BOPOTA y CTaH CMEPTI.

['pyna cuenapiiB, moB’s3aHUX 31 3/1I0HOCTSIMU, BKIIFOUA€ BUKOPUCTAHHS BOTHIO,
OOy, TPUTATYBAaHHSA Ta BIAIITOBXYBaHHS MeTajdeBUX 00’ekTiB. KoxkHa 31110HICTH
nepeadavyae MepeBIpKy 3amacy €Heprii Ta JOCTYMHOCTI BUKOPUCTAHHA. SIKIIO eHeprii
JIOCTaTHhO, CUCTEMAa aKTUBYE BIANMOBIIHUM edekT. Ko pecypc BiICYTHIH, i He
BUKOHY€ThCA. Taki clieHapli J€MOHCTPYIOTh 3B’SI30K MK MiJICHCTEMOIO 3J10HOCTEN,
IJICHCTEMOIO €Heprii Ta 00’ €KTaMH CBITY.

CueHnapii mporpecii ONUCYIOTh OTPUMAHHS HOBUX MOXIJIMBOCTEW Yy TMpoleci
NPOXO/KEHHA. ['paBellb MoOKe NIAOMpaTH NPEIMETH, SIKI BIIKPUBAIOTH 30pOIo,
3M10HOCTI ab0 TOKpalieHHsl XapakTepucTuk. I[licisi mpboro cucremMa OHOBIIOE CTaH
Mporpecy IMepcoHaka, a HOBI MOMJIMBOCTI CTAlOTh JOCTYITHHMH JJIS TIOJAJBIIOTO
BukopucrtanHsa. [li creHapii MarOTh BaXJIMBE 3HAa4YeHHS s KaHpy Metroidvania,
OCKIJIbKM CaMe BOHH 3a0€3MeUyIOTh MOCTYMOBE BIAKPUTTS CBITY Ta MOTHUBYIOTh T'PaBIIs
MOBEPTATHCS 10 PaHIIIE BIABIAAHUX JUISTHOK.

Cuenapii B3aeMojiil 31 CBITOM BKJIIOYAIOTh MOTPAIUISHHS B HEOE3MEYHY 30HY,
aKTUBAIIF0 KOHTPOJIBHOI TOYKHU, B3AEMOJII0 3 00’ €KTaMH Ta 3MiHY CTaHy CEepeI0OBUIIA
M1 BILTUBOM 310HOCTel. Hanmpukia, sKIo nepcoHax moTparisie B HeOe3euHy 30HY,
CHUCTEMa MOKE TTIOBEPHYTH HOTO JI0 OCTAaHHBOT O€3MEeYHOT TOUKHU. SKII0 rpaBelh akKTUBYE
KOHTPOJIbHY TOYKY, BOHA 30€piracThCs SIK MO3UILIS IS MOJAIBIIOTO BiAPOIKEHHS.

SIKII0 mepcoHa)Xk 3aCTOCOBYE JIiJ 10 BOAM abO MarHiTHy 3710HICTH 10 METaJIeBOTO
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00’€KTa, BIAMOBITHUM 00’ €EKT 3MIHIOE CBIH CTaH 1 BIUIMBAE HA MOJAJIBIIE MPOXOXKEHHSI.

JI1st 611b1 AETAIBHOTO TOJIaHHS (YHKIIOHATBHUX MOKIMBOCTEN MPOrPaMHOIO

NPOAYKTY JOIIBHO TMOAATH OMHC OCHOBHUX BaplaHTIB BUKOPUCTAHHS y BUIJISAIL

TaOIuUII.
Tabmums 2.1
Omrc OCHOBHHX BaplaHTiB BUKOPUCTAHHS MPOTPAMHOTO MTPOTYyKTY
HasBa
BapiaHTy AKTOp IlepexymoBa OcHoBHuii cueHapiu PesyabTatr
BUKOPHUCTAHHA
['paBers HATHCKAE KITABIIIi
. Ilepconax
KepyBartu IrpoBa criena PYXy, CUCTEMA 3MIHIOE .
I'paBenn . . [IEPEMIIIY€ThCS
IIEPCOHAKEM 3amynieHa HampsM 1 LIBUAKICTh (BHeM
MEPCOHAXKA p
I'paBenb HaTHCKa€e KHOMK
IIepconax pabell ey Ilepconax
Bukonartu cTpubKa, cucTema nepesipsie
['paBenib nepedyBae Ha MePEXOUTh Y
cTpuboK . CTaH IEPCOHaXKa Ta
3emill . CTaH cTpuOKa
3aCTOCOBYE IMITYJIbC
Ilepconax
I'paBenp HaTUCKA€E KHOMIKY HIBHIKO
Bukonartu PuBok pUBKa, CUCTEMa MTePEBipsIE .
I'paBenb . . 3MINIY€THCS B
PUBOK JIOCTYITHHUM cooldown 1 BUKOHY€ 06DAHOM
MIBUJIKE TIEPEMIIIICHHS P y
HaIpsIMKY
I'paBenp HaTUCKA€E KHONIKY
ATakyBaTn paserts AxTuBHa 30pos aTaky, CUCTEMa BU3HaJae Bopor orpumye
BOpoOra P JOCTyTHA HampsM, akTUBHY 30pOro Ta MOIIKO/KEHHS
L1JIb
3110HICTh o .
A I'paBenb akTuBYye 311106HICTh, | LIk ab0 06’ €KkT
Buxopucraru po30s10KOBaHa, . . .
. I'paBens CUCTEMa BUTpaya€e €HEeprito CBITY 3MIHIOE
3/110HICTh eHeprii
Ta 3aCTOCOBYE e(heKT CTaH
JIOCTaTHBO
ITepconax
. , ITepconax
Bopor/ | mnotpamisie mig | Cucrema 3MEHILY€ 310pOB’ sl
Otpumaru . IIPOJIOBXKYE TPy
HeOe3ney aTaky a0o B IIepCOHaXka Ta NepeBipsie
MOIIKO/KEHHS . abo mepexoauTh y
Ha 30Ha HeOe3nmeuny Horo cran .
CTaH CMepTi
30HY
IrpoBa 310poB’A CucreMa BU3Ha4Ya€ OCTAHHIO ITepconax
Binpoautucs - (I:)TeMa IEPCOHAXKA 0e3MeyHy TOUKy Ta IIOBEPTAETHCS J10
BUYEPIIAHO MEPEHOCUTDH IEPCOHAXa rpu
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MpoaOBXK. Tab. 2.1

[Ipenmer .
. I'paBeus B3aemogie 3 .
Bigkputu HOBY po30J10KyBaH Hoga 37110HiCcTD
e I'paBenb pEeIMETOM, CUCTEMA OHOBIIIOE
3M1IOHICTD HS DOrDec CTa€ JOCTYIHOIO
JIOCTYITHUN porp
BiakpuTH HOB [Ipeamer ['paBens migbupae mpeamer, ['paBens moxe
31)6 oto Y I'paBens 30poi cucTema J1o0/1a€ 30poro 10 BUKOPHCTOBYBaTH
p JOCTYTTHHMA JOCTYITHUX HOBY 30pOI0
AKTUBYBaTu [Tepconax , SafePoint crae
Cucrema 3anam’sITOBY€
KOHTPOJIbHY I'paBens JIOCSTAE TOYKOIO
. KOHTPOJIbHY TOUKY
TOYKY SafePoint MTOBEPHEHHS
O06’exT Mae
Bsaemonistu 3 Ipasets BIAMOBIAHAI I'paBenb 3acTocoBye nit0 abo OO0’ €eKT 3MIHIOEC
00’€KTOM CBITY P iHTepdeiic 3i0HICTH 10 00’ €KTa CTaH
B3aeMoOIii
Bopor
TaToV ORI Bopor Bopor pyxaeTtbcs 3a1aHOr0 3aJIMIIAETHCA B
Tepl}/IITO o Bopor AKTUBHUHU y JIJISTHKOIO Ta MepeBipse natpy:ni abo
PHTOP CIIeHI HASBHICTB TPaBIIs MEPEXOIUTH 10
nepeciiyBaHHs
) . . Bopor ckopouye
[IepecmixyBatu I'paBis Bopor 3miHI0€ cTaH 1 p POy
Bopor JUCTAHIIIIO JI0
rpaBIs BHSIBJICHO PYXA€ETHCS IO TPABIIS i
I'paBenn
ATrakyBaTu I'paBens orpumye
Bopor nepeOyBac B Bopor BukoHye ataky
rpaBLs . MOIIKO[KSHHSI
30H1 aTaKu

[Tomani BapiaHTH BUKOPUCTAHHS TIOKA3YIOTh, 110 OUIBIIICTH Alil y TPl MOB’A3aHa

3 0e3MmocepeHhOI0 B3aEMOJIIEI0 TPABI 3 TMEPCOHAXEM, BOpOraMu Ta 00’ €KTaMu

cepenopumia. Ilpm 1pOMy 3HaYHA 4YacTHHA CIICHApiiB Mae YMOBH BHKOHAHHS.

Hanpuknan, araka nmotpedye HasBHOCTI aKTHMBHOI 30p0i, BUKOPUCTaHHS 3M10HOCTI —

JIOCTaTHBHOI KUIBKOCTI €HEprii, a JOCTYI 0 AESIKUX 30H — IMOMEPEAHHOTO BIAKPUTTS

BIJIMOBITHOT MOKIMBOCTI. [le miaTBepmKye HEOOXITHICTh BUKOPUCTAHHS MOIYJIBHOT

CTPYKTYPH, Y K1/ KOKHA TJICHCTeMa BIJIMOBIIA€E 3a BIACHY YAaCTUHY MEPEBIPOK 1 3MiH

CTaHy.

Ha puc. 2.1 mogano niarpamy BapianTiB Bukopuctanss (auri. Use Case Diagram)

nporpamHoro mpoaykty Fiat Lux. Bona BigoOpakae OCHOBHI (PYyHKIIIOHAJIbHI
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MO>KJIMBOCTI I'pu Ta 3B’ SI3KU

CHCTCMU.

Irpoea cAcTema

T Noseainxasaporia |

. Uiyxari rpanun

NarpynosaTs
»

Bopor g
Nepecniaynar rpasus

>
ATaxynaTH DSBS

chates

|

i =

Keopyaauin nopconamen

PYXaTACH MBOPYY | NDBBOPYS -
5 0YY / NpBBODY

> BUKOMySaTH PABOK

Crpmbath
«

MNiaBpaTe npeamer
»

fipwrarynatn seranes| ot'cxra
>

it oexysaTH MeTanesi o ocT
B 6
>

>
BAROPACT DY BET M BOFOMY

| .
BaKopacToRysaTM M

ek
ek
ernd
sond
<bck
rohate
rchate
wnide
rchae

L]
>
> IMMIOBITH CTAN BOpOTa
s
N

> THepexoamTI Mix CTRIEMM
>

» ManaTH 72 npuaesaITACS

a A

> =
OTpUMYRATH NOWKOT W eV

ATanywaTi Giscnon

v

ATaRYNATEH MR 1EPO00

v

Nporpecin
P0I050x Y83 T 160
>

- >

PoaGiackymaTin 3imicTs

Iibwocti

>
> BuTpauaTH eneprio
»

> Mignamonath obexra
»

> 3aMOPOMYBATH BORY
4

Flat Lux
Cuit v wobesnenn
Y
~eetende
MoTpaniTi & nebesnesry somy -
v
>
sinctuaes »
BlapomTes AiCnK cuept

v >

axtands -rchodes

B3acmozaTi 3 06'CKTOM
v

" Bakosa cucrema

A
> Nomuparn

3 HAMOCHTI NIOWKOAW N > Bl W

~

A

BIUIHINITH 1MPAM ATEKA

>
OHOBATA NPOrPES AEPCONaN
>

> Nepeaipsv cookdown |

> TenencpTyRane nepccmana

Bty TW Nepcomana 30

>
AxTiysaTH Desneany Towy

A

O enTh enity

Puc. 2.1 — Jliarpama BapianTiB Bukopucranus rpu Fiat Lux

MDK JIsIMH T'paBlis, BOPOTiB, 00 €KTIB CBITy W IrpoBOi
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AHaJi3 aiarpaMy BapiaHTIB BUKOPHUCTAHHS IMOKa3ye, IO IIEHTpajbHE MICIE B
cucTeMi 3aiiMae MepCoHaX rpabiisd. Yepe3 HhOro KOPUCTYyBau B3a€MOJII€ 3 OUIBIIICTIO
IHIIUX KOMITOHEHTIB 3aCTOCYHKY. YCi OCHOBHI J1ii TpaBisi abo 3MiHIOIOTh CTaH
nepcoHa)xa, abo 1HIMIIOITh B3aEMOJI0 3 1HIMMMHU 00’ e€kTamu. Hampukiman, komanaa
aTaKy BIUTMBAE HA BOPOTa, KOMaH 1a BAKOPUCTAHHS 3/1I0HOCTI MO>KE BIJTUBATH HA 00’ €EKT
CBITY, a MOTPAIUISIHHS B HEOE3MEUHY 30HY 3MIHIOE MO3UIIII0 TEPCOHaxa abo HOTo 3amac
310pOB’sl.

BaxnrBoro 0coOIMBICTIO MOJIENI € HAsBHICTh YMOBHUX clieHapiiB. Yactuna nii
HEe MOke OyTH BUKOHaHa 0e3 rmonepeHboro BAKOHAHHS 1HIIUX clieHapiiB. Hanpuknan,
BUKOPHUCTAHHS MEBHOT 3/1I0HOCTI MOKJIMBE JIMIIIE ITICIIS 11 po30JIOKyBaHHS, a Iepexia 10
JEAKUX JIJISHOK PIBHSI 3QJIEKUTH BiJ] HASIBHOCTI BIJMIOBIIHOTO 1HCTPYMEHTA B3a€EMOII.
Taki 3B’s13ku 100pe BIAMOBIAAIOTH kaHpy Metroidvania, y sIKoMy Hporpec TrpaBIis
BU3HAYAETHCS HE JIMIIE MPOXO/KCHHSIM PIBHS BIIEpPENd, a W IMOBEPHEHHSM JIO paHiIIe
HEJIOCTYITHUX 30H ITiCJIST OTPUMaHHS HOBUX MOJTHBOCTEH.

OTxe, y MeXax MiIpo3uTy OyJI0 BU3HAYEHO 3arajibHy CTPYKTYpY MPOTrpaMHOTrO
MPOJIYKTY, OCHOBHI MIJICUCTEMU I'PH Ta CLIEHApli B3a€MOJIl KOPHCTyBaya 3 IrPOBUM
3aCTOCYHKOM. Pe3ynbratu MpoeKTyBaHHS BapiaHTIB BUKOPUCTAHHS CTAJIM OCHOBOIO JJIs
MOJANBIIOT0 CTBOPEHHSI 00’ €KTHO-OPIEHTOBAHOI MOJIEl CUCTEMHU, OMHUCY B3a€EMOJIIL

IrpoBUX 00’ €KTIB Ta peani3alli oOCHOBHUX MexaHik Fiat Lux.
2.2. Po3po0ka cucteMu irpoBUX 00’€KTIiB Ta B3a€MOAII MiK HUMH

Hns peanmizarii irpoBoro 3actocyHky Fiat Lux Oyyio CHpPOEKTOBAHO CUCTEMY
B3a€EMOIIOB ’I3aHUX ITPOBUX 00’ €KTIB, sIKa OXOIUTIOE MEPCOHaXKA TPaBIlsl, HOTO CTAHU,
OoifoBYy cucTeMy, 3a10HOCTI, BOpPOTiB, cTarycHi edekTH, HeOe3nmedHl 30HU Ta
1HTepaKTUBHI 00’€KTH CBITY. OCHOBHOIO METOIO0 MPOEKTYBaHHSI Ii€1 CUCTEMHU OYJI0
CTBOPEHHS Takoi CTPYKTYpH, Y AKifl KO)KHa MeXaHiKa Ma€ OKpeMy BiIIOBIIAJIbHICTb,
aJie MOK€ B3a€EMO/IIATH 3 THITUMU MEXaHIKaMH Yepe3 YITKO BU3HAUCH1 KOMITOHEHTH. L]
BXKJIMBO JUIs TpH skaHpy Metroidvania, OCKUIBKY B H1i OTHOYACHO MPAIIOIOTh CUCTEMU
pyXxy, 0010, TOCII)KEHHS CBITY, BIIKPUTTS HOBUX MOKJIMBOCTEW Ta MOBEPHEHHS /10

paHile HEIOCTYTHUX 30H.
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{eHTpaIbHIM 06’ €KTOM CHCTEMH € epCoHasK rpasi (aus. puc. 2.2). Moro po6ora

opraHizoBaHa HaBKoJIO kiaciB PlayerMain, PlayerContext ta PlayerStateMachine.

Player States

GroundedState|

Player Core

PlayerContext |_

Player Systems|

PlayerMovement

PlayerDash
PlayerHealth

PlayerStateMachine

[ Fal \State]

[AttackA.rState] PlayerHeaung]
‘Deadstate PlayerProgression

Combat

PlayerAttack

Playerinteraction

WeaponManager

[Me\eeWEapun

RangedWeapon

IKnockba( kRESOIVEr]

Abilities
AbilitySlotController

AbilityBase

ChanneledAbility|

MagnetPullAbility

Mag netPushAbihtyl

Puc. 2.2 — Jliarpama kiaciB nepcoHaxka, CTaHiB, 0010 Ta 3110HOCTEN
Knac PlayerMain BiamoBijlae 3a MOYaTKOBY IHIIai3allil0 TEPCOHaXa Ta
00’€IHAHHSI OCHOBHUX KOMIIOHEHTIB y €IuHUN KepoBaHuil 00’ekT. PlayerContext
BUCTYIa€ KOHTEHHEPOM 3aJIe)KHOCTEH 1 30epirac MOCHUJIaHHS HA KOMIOHEHTH PYyXY,

pHUBKa, 3710pOB’sl, €HEPTii, aTaku, JIKyBaHHs, POTPeCii Ta B3a€MO/I1 3 00’ €KTaMU CBITY.
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3aBAsSKM I1IbOMY OKpEMi CTaHU I[IEPCOHAa)Ka HE 3BEPTAIOThCS HANpsMy 10 BCIX
KOMIIOHEHTIB CIIEHH, a OTPUMYIOTh MOTPIOHI 00’ €KTH Uepe3 KOHTEKCT. BukopucTanHs
PlayerContext crpoiye TiATPUMKY KOAY, OCKIIBKU BCs 1H(pOpMaIls, HeoOXiaHa s
poOOTH CTaHIB MEpPCOHaXKa, 30CepekeHa B ogHoMmy Micui [29]. Hampukian, cran
CTpuOKa MO>Ke€ 3BEpHYTHUCA O KOMIIOHEHTAa PyXY, CTaH aTaku — 10 00MOBOT cCUCTeMH, a
CTaH JIIKyBaHHS — J0 KOMIIOHEHTa 370pOB’s 1 JiKyBaHHsA. Takuil miaxia 3MeEHIIye
KUTBKICTh MPSIMUX 3aJIeKHOCTEH MK KJlacaMd Ta POOUTH CHUCTEMY OUIBII MPUIATHOIO
JUTS TIO/IAJIBIIOTO POLUIUPEHHS.

Hns KepyBaHHS MOBEIIHKOIO nepCcoHaxa BUKOPHCTOBYETHCS
PlayerStateMachine. MammuHa cTaHiB BiAIOBIZAa€ 3a IMepexiy MK OCHOBHHUMH
peXMMaMu TOBEAIHKUA: HA3€MHUM, MOBITPSIHUM Ta cTaHOM cMmepTi. KoxkeH 13 mux
pPEXKUMIB MOKE MaTH BJIAcHI BKJIaJIeHl cTaHu. J[0 Ha3eMHUX CTaHIB HaJEXaTh MPOCTIH,
0ir, KOB3aHHsI, aTaka Ha 3eMJIi Ta JJiKyBaHHs. J[0 MOBITPSIHUX CTaHIB HAJIEKaTh CTPUOOK,
NaJ1HHS, IOBITPSHUI PUBOK Ta aTaka B OBITpi. Taka cTpykTypa 103BOJISIE BIIOKPEMUTH
JIOTIKY KOKHOT /i1 Ta YHUKHYTH HaJMIPHOI KUTBKOCTI YMOB y offHOMY kiaci [30].

Mogenb cTaHIB MEpCOHAXa € BAXKIMBOIO JUIsl MIATPUMKH KOPEKTHOI MOBENIHKU
MiJl Yyac MBHUAKOI 3MiHU M1id. Hanpukian, nepcoHax MoXke NMeperTH 31 cTaHy Oiry Ao
cTpuOKa, 31 CTpUOKa 70 MaiHHs, 3 TaAIHHS 10 IPU3EMIICHHS, a TAKOK BUKOHATH PUBOK
abo aTaky 3alie)XHO BiJl BBEICHHS KopucTyBada. KoXeH cTaH Mae BIIacHI mpaBuia
BXOJly, OHOBJIEHHS Ta BHXOMAY, IO JO03BOJSE KOHTPOJIIOBATH JIOCTYMHICTh Mik y
KOHKPETHUH MOMEHT 4acy.

boiioBa cuctema noOyaoBana HaBkoJ1o kiaciB PlayerAttack, WeaponManager Ta
WeaponBase. PlayerAttack mnpuiimae komaHmy aTaku, TEpeBips€ MOMXKIUBICTD ii
BUKOHAHHS, BHU3HAYa€ HampsM YyJIapy Ta 3BEPTAETbCA [0 AKTUBHOI 30pOi.
WeaponManager BizimoBifae 3a 30epirants IOCTYIHOI 30poi, BUOIp MOTOYHOT 30poi Ta
nepeMUuKaHHs MK BiAKpuTUMHU THnamu. bazoBumii ximac WeaponBase 3amae criibHY
CTPYKTYpy 30poi, a koHkpeTHI kiacu MeleeWeapon i RangedWeapon peanizyrorh
JOTiKY OJM>KHBOTO Ta albHBOTO 00I0.

30posi OIMKHBOTO 000 BUKOPUCTOBYETHCA JIJISl YPAKEHHSI BOPOTIB Y 30H1 yaapy

o111 mepcoHaxa. Ilicisi BUKOHaHHS aTaku CUCTEMa MepeBIpsi€, YU MOTPANUB BOPOT y
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BIJIMOBIJIHY 00JIaCTh, MICIS YOTO WOMY 3aBJA€THCS MOLIKOKEHHS. Jl01aTKOBO MOXke
OyTH 3aCTOCOBAaHO BiJAKHJIaHHS, sIke po3paxoByeTbes depe3 KnockbackResolver. Ile
JI03BOJIIE BHHECTH (DI3MUHY PpEaKIl0 Ha yaap B OKPEeMH KOMIIOHEHT 1
BUKOPHUCTOBYBAaTU ii HE TIIBKM g 30poi, a ¥ 1 1HIIMX MeXaHIK, HampUKiIaj
HEOE3MEeUHNX 30H.

30pos 1ansHBOTO 00I0 peali3yeThes Yepe3 CTBOPEHHS cHapsia Projectile, sxuii
pyXaeTbes y 3a/laHOMY HaIPSIMKY Ta 3aBJa€ MOIIKOKEHHS MPH 31TKHEHHI 3 IULIIO.
Taxwii miaxia q03BOJISIE pealli3yBaTH Pi3HI TUITH aTak 0e3 MyOIFOBaHHS 3araJIbHOI JIOTIKH
ooioBoi cucremu. WeaponManager mpu I[bOMY HE MOBHHEH 3HATH BHYTPIIIHIO
peaizaliiio KOHKpETHO1 30poi, a JuIe BUKIUKAE ii MmeToa ataku [31].

OxpeMy poJb y CUCTEMI Biairpae mijcucrema 3ai0HocTeil. Bona noOygoBaHa Ha
0azoBomy kiaci AbilityBase, Bim sKOro ycrnaakoBYIOTbCS KOHKPETH1 3/110HOCTI:
FireAbility, IceAbility, MagnetPullAbility Ta MagnetPushAbility. Koxxna 3110H1CTE
Mae€ BJIacCHY BapTiCTh €HEPrii, yac nepe3apsiaku Ta epext. [lepen BukoHaHHSIM 3410HOCTI
CUCTEMa TepeBIpsie, YU JIOCTATHBRO B IMEpPCOHaXka eHeprii. SIKIo pecypcy BHCTauae,
€HEPrisg BUTPAYAETHCS, MICIS YOrO0 BUKOHYETHCS BIIMOBITHUN €(DEKT.

3ni6H0CcTi B Fiat Lux BUKOHYIOTH He juile 00HOBY, a ¥ HaBiramiiHy (QpyHKIIifO.
Boronbs Moe BIUIMBaTH Ha 00’ €KTHU, IO 3/IaTHI TOPITH, JIiJ — 3aMOPOKYBaTH BOAY 200
11711, @ MArHiTHI 371I0HOCT1 — MPUTATYBATH 200 BIIITOBXYBaTH MeTajieBl 00’ ektu. Came
3aBJISIKM I[bOMY CHCTEMa 3/1I0HOCTEH MATPUMYE KaHpPOBY ocoOnuBicTh Metroidvania:
HOBI MO>KJIMBOCTI MTEPCOHAKA BIIKPUBAIOThH JOCTYI JO HOBUX JUISHOK CBITY.

Cuctema eHeprii peanizoBaHa 4epe3 koMnoHeHT PlayerEnergy. Bin 30epirae
MOTOYHY Ta MAaKCHUMAaJIbHY KUIBKICTh €HEprii, BIAMOBIIA€ 3a ii MOCTYNOBE BiTHOBJICHHS
Ta ePEeBips€ MOKIMBICTh BUTPATH pecypcy. Takuii KOMIOHEHT BiIOKPEMITIOE PECYPCHY
JIOTIKY BiJ camux 3710HOCTe. Y pe3ynbrari AbilityBase He 3MiHIO€ 3HAUCHHS €HEeprii
HanpsMy, a 3BepraeTbest A0 PlayerEnergy, sikuii mpuiimMae pileHHsS PO MOKJIUBICTb
BUKOHAHHSA Mii.

[TlizcucTema 370pOB’S TMEPCOHAXKA BIAIMOBIJAE 3a OTPUMAHHS IOIIKOIKCHb,
NEePEeBIPKY CTaHY JKUTTA Ta Mepexij 10 cMepTi. SAKIo 3amnac 310pOB’ sl 3MEHIIY€ETHCS 10

HYJIs, MallliHa CTaHIB MEepPeBOJUTh nepcoHaxka y DeadState. Ilicis mboro Moxe 0yTH
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BUKOHAHO BIJPOJIKEHHS O1711 OCTaHHbOI aKTUBOBAHOI O€3MEeUHOT TOUKHU. Takuh miaxija

OB’ S3y€ CHCTEMY 37I0pOB’sl, MAIIMHY CTaHIB 1 00’€KTH CBITY B €IWUHUN CLICHAPIH

0OpOOKHM CMEPTI Ta MOBEPHEHHS JI0 TPH.

Jpyra yactuHa aiarpaMmu KjaciB OIHUCY€ CHUCTEMY CBITY, CTaTyYCHHX €(EKTIB 1

BOPOTiB (IMB. pHC.

Jlo o0’extiB cBity HamexaTh BurnableObstacle,

FreezableWater, Metallic, ItemUnlocker, SafePoint Ta knacu HeOe3meunmx 30H. Lli

00’€KTH pearyroTh Ha [ii rpaBlsl Ta 3MIHIOIOTh CTaH cepeaoBuina. Hampukman,

BurnableObstacle mosxe pearyBatu Ha Borous, FreezableWater — na mizg, a Metallic —

Ha Mar”iTH1 3410HOCTI.

World

[Burnableobstacie |
~

- ~
[Freezablewater | b
[ Metallic|
[itemunlocker|
|satepoint |
|Hazarazonesase|
\ HazardZoneTeleport \

[Hazardzoneknockback|

/

_~ Status Effects

| /;;.HUSRC(CNN"

’
/" | statuskfrect]
‘

[Burnstatus|
[Freezestatus|
[statusHandier|

[statuskfrectractory|

/

Enemy System

|Attackstate|

‘5(‘«\1( himl(“

[MeleeEnemy |

| RangedEnemy|
[FiyingEnemy|

[BossEnemy|
i

Puc. 2.3 — Jliarpama kjaciB cBiTy, CTaTyCHUX €(EKTiB Ta BOPOTiB
SafePoint BUKOpHUCTOBYETHCS SIK KOHTPOJIbHA TOYKA JJIsi TOBEPHEHHS TIEPCOHAXKA
micist cMepTi abo moTparuisiHHA B HeOe3neuHy 30Hy. Konu rpasens aktuBye SafePoint,

BiH 30epiraeTbCs SIK OCTaHHS Oe3MedHa MOo3ullis. SIKI0 MEpPCOHaX MOTpaIlisie B
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HazardZoneTeleport, cucrema nepeHocuTh Horo 70 11i€i Touku. e 103BoIIsie yHUKHYTH
MIOBHOTI'O MEPEe3aITyCcKy piBHSA Ta MIATPUMY€E O€3MepepBHICTh IIPOBOT0 MPOIIECY.

Heb6e3meuni 301 peanizoBani yepe3 6a3oBuii kiac HazardZoneBase ta moximgai
kiacu HazardZoneTeleport 1 HazardZoneKnockback. ba3zoBuii kmac 3amgae crniibHY
JIOTIKY BH3HAUYEHHS KOHTAKTy 3 MEPCOHAXEM, a KOHKPETHI peaii3allii BU3HAYAIOTh
HACJHIJIKK 1bOTO KOHTakTy. HazardZoneTeleport mepenocuts nepconaxa 10 6e3mneuHoi
touku, a HazardZoneKnockback mosxe BimmToBXyBaTu Horo Haszan. Takuii momid
JI03BOJISIE JIETKO J10/1aBaTH HOB1 TUITH HEOE3IEK.

[Tincuctema craTycHUX e(PEeKTIB peai3oBaHa OKPEMO Bij 3A10HOCTEH 1 BOPOTIB.
[i ocHoBHMME enementamu € IStatusReceiver, StatusEffect, StatusHandler, BurnStatus,
FreezeStatus Ta StatusEffectFactory. Intepdeiic [StatusReceiver Buznauae, mo 00’ €kt
MoOke mpuiiMaTu ctatycHi edektu. StatusHandler 30epirae akTuBH1 eeKTH, OHOBIIOE
iX MPOTATOM Yacy Ta BUAANSE MICHs 3aBepiieHHs 11i. basosuii kiac StatusEffect onucye
CHUIbHI BJIACTUBOCTI €(EeKTy, Takl K THII, TPUBAIICTh, KIJIbKICTh HAKJIAJaHb 1 CHJIA
BILJIUBY.

BurnStatus BignoBijae 3a epeKT ropiHHS, IKUNA MOXKE 3aBAaBaTU MOIIKOIKEHHS
npotarom vacy. FreezeStatus BifmoBigae 3a 3aMOPOKEHHS, IO MOXKE 0OMEKYBaTU PyX
a0o0 3MiHIOBaTH NoBeAiHKy uuil. StatusEffectFactory BukopucToByeTbes 11t CTBOPEHHS
MOTPIOHOTO CcTaTycy 0e3 MpsAMOi 3aJeKHOCTI 3T10HOCTEH BiJI KOHKPETHUX KJIaciB
edekTiB. 3aBIAKH IbOMY HOBHM CTAaTyC MOXHA JTOAaTH 0€3 CYyTTE€BOi 3MIHHM 1ICHYIOUUX
311I0HOCTEM.

Cucrema BOpoOTiB ckianaeTbes 3 0azoBoro kiacy Enemy, kmacy EnemyAl,
Ha0Opy CTaHIB MOBEIIHKU Ta KOHKPETHUX THUIMIB MpoTuBHUKIB. Kitac Enemy BianoBinae
3a 3JI0pOB’s, OTPUMAaHHS MOLIKO)KEHb, PEAaKLII0 Ha TOpiHHS a00 3aMOPOKEHHS Ta
cmepTh. EnemyAl BifmoBiznae 3a moBeiHKY MPOTUBHUKA, TIONTYK IPaBIls, IEPECyBaHHA,
3MiHYy CTaHIB 1 BUKOHAaHHS aTak. Takui MOAUT 03BOJIAE BIAOKPEMUTH (DI3UUHUM CTaH
BOpOTa Bij] HOT0O OBEIHKOBOT JIOTIKH.

[ToBeninka BoporiB opraHizoBaHa depe3 cranu PatrolState, SearchState,
ChaseState Ta AttackState. ¥V craHi naTpyiioBaHHS BOPOI PYXa€ThCs 3aJaHOIO

JJISTHKOIO Ta TIepeBipsie, Y1 0a4nTh TpaBIl. SKIIO rpaBIisl BUSBICHO, BOPOT IIEPEXO0IUTh

II3.KP.b - 121 —26 - 113 36




70 00OBOTO CTaHy. Y CTaHi MepeciiilyBaHHs BiH HAMAra€TbCs CKOPOTUTHU JIUCTAHIIIIO
JI0 LI, a B CTaHl aTakyd BUKOHYE yaap abo AalibHIO aTtaky. Taka Mojenb J03BOJIsIE
3pOOHTH MOBEIHKY BOPOTiB 3p0O3YMUJIOI0 Ta PO3MIMPIOBAHOIO.

KoHKpeTH1 TUITH BOPOTiB BIIPI3HSAIOTHCS CIIOCOOOM pyXxy Ta ataku. MeleeEnemy
Opl€HTOBaHMW Ha OMMXKHIM 01l 1 HamaraeTbCsi HaOMM3UTHCA JO TEpPCOHAXKA.
RangedEnemy arakye 3 pgucranmii Ta MoOXe MIATPUMYBaTH O€3MEYHY BiJICTaHb.
FlyingEnemy BUKOpHCTOBY€E MOBITPSHHI MPOCTIP 1 Ma€ 1HII MpaBuiia MepecyBaHHS.
BossEnemy Mae ckimagHinly TMOBEAIHKY Ta MOXXE BUKOPHUCTOBYBATH JEKLIbKa
aTaKkyBaJbHUX CTaHIB. YCl LI TUMH BUKOPUCTOBYIOTh CHUIbHI MPUHIIMIN CUCTEMHU
BOPOTiB, ajie peaji3yloTh BIIACHY CIEIliali30BaHy JIOTIKY.

Jlst onucy naHux 1 3B’S13K1B MIXK OCHOBHUMU CYTHOCTSIMHU 0yJ10 modyaoBaHo ER -
noAioHy cxemy (muB. puc. 2.4). Bona BigoOpakae Kir04oBl 00’ €KTH ITPOBOI JIOTIKHU:
Player, Enemy, Weapon, Ability, StatusEffect, EnemyState, PlayerState, SafePoint,
HazardZone, Unlockltem ta WorldObject. Taka cxema 103BoJIsi€ MOKa3aTH, K1 J1aHi
30epiraroThbCs B CUCTEMI Ta SIK BOHU MOB’s13aH1 MK COOOIO Tij] YaC BUKOHAHHS IrPOBOTO

poIiecy.

Unlockitem HazardZone

« hazard_id

type - --- Teleport aBo Knockback 5

damage
force
target_position

« unlock_id
type

target
is_collected

WorldObject, Enemy Player
« enemy _id o player_id
type health

position health energy
is_active damage position
= position current_state

//
/
/ R T SRR
/ ¢ b
7 .
v ~. 4

y/a Ability Weapon
/ SIEE ey SafePoint PlayerState
o ability_id « weapon_id i

R
BurnableObstacle, « effect_id - Fire, Ice, —— - ;

FreezableWater, name P~ o state id Magnet Pull e « safe_point_id estate id | __ _ _ E;I?Hg;;c:‘\ehz;ng:;p, j
Metallic type P name Magnet Push damage position name 0 2 0

energy_cost dz:f:'ro" behavior_type range is_activated type
cooldown p cooldown

» object_id
type

;

Puc. 2.4 — ER-noni6Ha cxema irpoBux cytHoctei Fiat Lux
CythicTts Player MICTUTH OCHOBHI XapaKTEpUCTUKH MEpCOHa)ka: 3740pOB’f,
CHEpIilo, MO3MII0 Ta TMOTOYHHMM cTaH. BoHa moB’s3aHa 31 30po€ro, 3A10HOCTSIMU,
KOHTPOJIbHUMHU TOukamu Ta ctaHaMu. CyTHicTh Weapon onucye 30poro nepcoHaxa, i

MOIIKOXKEHHS, JAJIbHICTD 1 yac nepe3apsiaku. CyTHictb Ability onucye 3116H0CTI, iXHIO
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BapTICTh eHeprii, Tui 1 cooldown. Taka Mozenb Moka3ye, 110 MePCOHAXK € IEHTPATLHOIO

CYTHICTIO, HABKOJIO SIKOi (JOPMYIOTHCS OCHOBHI 1pOB1 B3a€MO/III.

iH(popMalLlil0o TMpO TUO BOpOra, 3A0POB 4,

Cythictb Enemy wictuth
MOILIKOJKCHHS, MO3UIII0 Ta MOTOYHUN CTaH MOBENIHKUA. Bopor mMoxe OoTpuMyBaTH

crarycHl eekTu Ta pearyBatu Ha araku rpasis. CyTtHicth EnemyState ommcye
MOJKJIMBl CTaHH MOBEIHKH, TaKl K MaTPYyJIIOBaHHS, MOIIYK, IEPEeCIiAyBaHHS Ta aTaka.

3aBIsAKY IbOMY TTOBEIHKA BOPOTa MOKE 3MIHIOBATUCS 3aJICKHO B1J] BIZICTaH1 10 TpaBls,

BUJMMOCTI 1111 Ta pe3yJIbTaTiB 00HOBOT B3a€EMOJIII.
Cytnocti WorldObject, HazardZone, Unlockltem ta SafePoint ommcyrotsh

o0’extu 1irpoBoro cBity. WorldObject € 3aranbHUM TpeACTaBICHHAM 00’ €KTIB
CepeoBUIIA, Kl MOXYTh OyTH aKTUBHUMHU a00 HEAaKTUBHUMU, MaTH MO3UIIIIO Ta THIL.

HazardZone omucye HeOe3neuHi 30HM, IO MOXYTh 3aBJIaBaTH IOIIKO/KECHHS,
TenenopTyBaTu ado Bigkuaatu nepconaxa. UnlockItem BiamoBigae 3a BIAKPUTTS HOBUX

MOKJIMBOCTEH, a SafePoint BU3Hauae MO3UILiI0, 10 AKOI MEPCOHAXK MOKE MOBEPHYTHUCS

micist cMepTi 400 TOMUIIKH.
B3aemonist Mix iIrpoBUMHU 00’ €KTaMU BIIOYBA€ETHCS B MEKAX OCHOBHOTO ITPOBOIO

UKITy (IUB. pHC. 2.5).
@
y

s
i
!

JaNyCk Irpoeol Cuess

v

IHigianizauis Fayertain

v

( CTBOPEHHA PlayenContext

y

|
IHiLianizalia PlayerstateMachine

| y

T JuuTyBAHHA BBENAHHE FIBA

OHoanTH naTowMA CTam —
DB BKTRENS
Mepegipka 200008'A
DeadState afa npogoaserns rps Pyx nepcosama
Playerfdovernent ApplyHorizontalMovel)

QT pAMBHEA NOWRKOLHEHHA )
FlayerHealth Take Damage| Crpubok | punok
e akepamagel |u|'|p5!aler|'|5li|J:Sl.e!e §birDashState
A —

IAHICT AT
CraTye e - """ WeaponManager.Current Perform()
"?w'”" !CEEJ' #—— PlayerEnargy. TrySpand!] - - Treap 9 v
Bumn / Freeze / Magnet AbilityBase Executel)

Puc. 2.5 — Jliarpama akTHBHOCTEH OCHOBHOT'O ITPOBOTO IUKITY
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[Ticns 3amycky cuienH iHimanmizyerbes: PlayerMain, ctBoproetbest PlayerContext 1
3amyckaethbes PlayerStateMachine. [lani cuctema nocTiitHO 3UMTYy€e BBEICHHSI IPABIIs Ta
nepeBipse, sKi Aii NOTPIOHO BUKOHATHU. SIKIIO KOPUCTYBad 3aJa€ HAmpsM pPyXxy,
koMIioHeHT PlayerMovement 3MiHIO€ IIBUAKICTb MEpCOHAKA. SKIIIO HATUCHYTO KHOIIKY
cTpuOKa, MmepeBipsIeThes nMepeOyBaHHS MEPCOHAKA HA 3€MJI1, MICISI 9OT0 aKTUBYETHCS
BIJIITOBITHUM CTaH.

Y pa3l araku cucTeMa BU3HAYa€ HaOpsM yAapy, 3BEPTAETbCS 10
WeaponManager, oTpuMy€e akTUBHY 30pOI0 Ta BHUKJIMKAE ii METOJ] BUKOHAHHS aTaKHU.
SAxio Bopor nepeOyBae B 30H1 ypakeHHsI, HOMY 3aBIA€THCS MOUIKOHKEHHSI, MICIIs YOr0
MOKe OyTH 3aCTOCOBAHO BIAKWJAHHS. SIKIIIO 370pOB’S BOpOra 3MEHIIY€EThCS 0 HYJIA,
BUKJIMKAETHCS JIOTIKAa CMepTi. Taka MOCIIiIOBHICTh JI03BOJISIE YITKO BIJOKPEMUTH
BBEJICHHs KOPUCTYBayua, BUOIp 30poi, MepeBIpKy 1Tl Ta HACIIIKH aTaku (UB. puc. 2.6).

[lin 4Yac BHUKOpPUCTaHHA 3/10HOCTI CIOYATKy TMEPEBIPSETHCS JOCTYMHICTh
BIIMOBIAHOT J1i Ta 3amac eHeprii. SIKIo eHeprii AOCTaTHHO, BOHA BUTPAYAETHCA, a
3110HICTh BUKOHY€E CBIH e(dekT. SIKIo 1iIb MiATPUMYE OTPUMAaHHS CTaTyCiB, O Hei
3acTocoByeThcsi BurnStatus, FreezeStatus a0o iHmmi edekrt. Skio miuimo € o0’ €KT
CBITY, HAIIPUKJIA], METaJIeBUM 00’ €KT a00 BOJIa, 3MIHIOETHCS CTaH IbOTo 00’ €kTa. Takum
YUHOM, OJIHA 1 Ta cama mijicucTeMa 3410HOCTEeN MOKe BIUIMBATH SIK Ha BOPOT1B, TaK 1 HA

CEpEIOBHIIIE.

Input System PlayerMain | | PlayerContext | | PlayerStateMachine | | Playerattack | | WeaponManager | WeaponBase Enemy KnackbackResolver | | PlayerEnergy | | AbilityBase StatusHandler

Attack({context)

Attack()

TryUseEnergy(cpst)

true
<
Usel)

ApplyStatus(effect)

Input System PlayerMain | | PlayerContext " o Enemy KnackbackResolver | | PlayerEnergy | | AbilityBase StatusHandler

Puc. 2.6 — [liarpama mocyiJoBHOCTI aTaKu Ta BUKOPUCTAHHS 3110HOCTI
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Jiarpama MOCIIJIOBHOCT1 JAETali3y€ MOPSI0K BUKJIMKIB MK KOMIIOHEHTaMHU.
Konu rpaBenb HaTUCKAae KHOMKY aTakd, CUCTEMa BBEJEHHS Iepefac KOMaHIY J10
PlayerMain, micns yoro PlayerAttack 3Bepraerscst 1o WeaponManager. AkTuBHa 30post
BUKOHY€ aTaKy, BU3HA4ya€ pe3yJbTaT 1 Mepe/lae MOIUIKOKEHHS BOPOTY Yepe3 METO
TakeDamage. Ilicnis mporo KnockbackResolver po3paxoBye HampsiM 1 cuiry
BIJIKMTaHHS. SIKIO 3amac 310poB’ s BOpora BUYepaHo, BUKOHYEThCS MeToa Die.

VY BUMNAaIKy BUKOPHCTaHHS 3/10HOCTI KOMaHJia MEPEAAEThCSA 10 BiAMOBIIHOIO
o0’exta AbilityBase. [lepen BuUKOHaHHSM BHMKJIMKA€ThCA TEpeBipka eHeprii uepes
PlayerEnergy. SIkio eHeprii 10CTaTHBO, 3alIyCKAEThCS JIOT1KA 3710HOCTI, a pe3yJibTaT
nepeaeThes MIIboBOMY 00’ ekTy. SKkio 00’ ekt Mae StatusHandler, 1o Hboro nomaeTbes
cTtaTycHUM eekT. SAKIo eHeprii HeI0CTaTHbO, 3/1I0HICTh HE AKTUBYETHCS, a CTaH 1L
HE 3MIHIOETHCH.

Jlnst  y3aranbHEHHS TPU3HAYEHHS OCHOBHUX KIJIACIB TIPOTPAMHOI CHCTEMU

JOIIJILHO TOAATH 1X Y BUTJIS/I TaOIHII.

Tabmuus 2.2
[Ipu3HayeHHs1 OCHOBHMX KijaciB cuctemu Fiat Lux
Kuaac Iincucrema IIpu3HavyeHHs
PlayerMain [Iepconax [Himianizaniss OCHOBHMX KOMIIOHEHTIB [TEPCOHAXa
PlayerContext [Tepconax 30epiranHs MOCUIaHb Ha ITJICKCTEMH TEPCOHaXa
PlayerStateMachine Cranun KepyBanns nepexogamu Mi>k CTaHAMU
PlayerMovement Pyx ['opusonTansHuii pyx, CTpUOOK, IepeBIpKa 3eMi
PlayerDash Pyx BukoHaHHs puBKa Ta KOB3aHHS
PlayerHealth 310poB’st O0poOka MOMIKOJKEHB 1 TepeBIpKa CMePTI1
PlayerEnergy Enepris Burpara ii BiTHOBIIEHHS eHeprii
PlayerAttack biit OOpoOka KOMaHIN aTaKu
WeaponManage biit BuOip 1 nepemukanHs akTUBHOT 30poi
WeaponBase biit basoBa cTpykTypa 30poi
MeleeWeapon bii Peanizartiss O1mKHBOT aTaku
RangedWeapon bii Peanizaris nanpHBO1 aTaku
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MPOJIOBXK. Ta0m. 2.2

Projectile biit Pyx cHapsima Ta MOMIKOKEHHS
MIpH 3ITKHEHHI1

KnockbackResolver biit Po3paxyHOK BiAKHIaHHS LT

FireAbility 3mi6HOCTI 3acTocyBaHHS BOTHSTHOTO
edexTy

IceAbility 3ni6HOCTI 3acToCyBaHHS JBOJSHOTO
edexTy

MagnetPullAbility 3mi6HOCTI [IpuTsaryBanus MeTaJIeBUX
00’€KTiB

MagnetPushAbility 3ni6HOCTI BigmroBxyBaHHS ~ MeTaleBUX
00’€KTiB

StatusHandler Cratycu 30epiraHHd Ta  OHOBJIECHHSA
aKTHUBHHX CTaTYCIiB

BurnStatus Crarycu Edexr ropinas

FreezeStatus Cratycu Edext 3amopoxeHHs

Enemy Boporu 310poB’s, TMOLIKO/JKEHHS Ta
CMEpTh BOpOra

EnemyAl Boporu [ToBeninka Ta 3MiHA CTaHIB
BOpOTa

AttackState Boporu Bukonanns ataku

PatrolState Boporu [TaTpynroBaHHS TepUTOPIi

SafePoint Cair KonTponbsna TOUYKa
MTOBEPHEHHS

HazardZoneTeleport Cair IlepenecenHsa mnepcoHaxa -0
SafePoint

ItemUnlocker [Tporpecis Binkputts 36poi abo 3110HOCTI

BurnableObstacle Cair O0’exkT, 110 pearye Ha BOTOHb

FreezableWater Cait O0’€exT, 110 pearye Ha Jij

FreezableWater Cair O06’ekT, 1110 pearye Ha MarHiTHi

3110HOCTI

Takum yuHOM, cucteMa irpoBux o0’ekTiB Fiat Lux moOynoBaHa 3a MOayIbHUM

npuHIunoM. [lepconax KepyeThbcs 4yepe3 KOHTEKCT 1 MallluHy CTaHiB, 000Ba cucTeMa
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BUKOPHUCTOBYE OKpeMi Kjiacu 30poi, 3710HOCTI B3a€MOIIOTH 31 CBITOM 4e€pe3 pecypc
eHeprii Ta CTaTyCHI €eKTH, a BOPOTH MAlOTh BIIACHY MOBEIIHKOBY Moneib [28]. Taka
CTpyKTypa 3abe3redye 3po3yMUIMM PO3MOAUT  BIAMOBITATBLHOCTI MDK KJacaMu,
MOJISTIIIYE TECTyBaHHS OKPEMHX MEXaHIK 1 CTBOPIOE OCHOBY [UISI TIOJAJBIIIOTO
PO3IIMPEHHS. TPH HOBUMH BOpPOTaMH, 3TI0HOCTSIMH, HEOE3MEYHUMH 30HAMH Ta

IHTEepaKTUBHUMHU 00’ €KTaMHU.
2.3. IIpoekTyBaHHs Ta peaJi3allisi OCHOBHUX IrPOBUX MeXaHIK

OcHoBy irpoBoro mporecy Fiat Lux cTaHOBIATH MeEXaHIKM KEpyBaHHS
MEPCOHAKEM, TEPEMIIICHHS] MK IUIaTpopMaMu, aTakd, BUKOPUCTAHHS 310HOCTEH,
B3a€EMOJIII 3 BOpOTaMH, 00’€KTaMH CBITY Ta cuUCTeMOlo mporpecii. OCKUIbKH Tpa
HaJeXUTh N0 kaHpy Metroidvania, peani3oBaHI MEXaHIKM TOBUHHI HE JIHUIIE
3a0e3nedyBaTu 0a30Be MPOXOKEHHS PIBHIB, a i MIATPUMYBATH MOCTYIIOBE BIJIKPUTTS
HOBUX MOXJIMBOcTed. Came TOMy OKpeMml [ii MepcoHaxa, Takl SIK BUKOPUCTaHHS
3110HOCTEH, mepeMuKaHHs 30poi a00 B3aemojist 3 00’€KTaMu, MOB’sI3aH1 3 TOTOYHUM
IIPOrPECOM I'PaBIISL.

OpHi€l0 3 TOJIOBHUX MEXaHIK € KepyBaHHS CTaHaMU MepcoHaxa. (s mporo
BukopuctoByeThcsi PlayerStateMachine, sika BinmoBijzae 3a 3MiHY MOTOYHOTO CTaHY
MepcoHa)Xka 3aJIeKHO Bl YMOB Ipu. MaluHa CTaHiB J03BOJISIE BIJIOKPEMUTH JIOTIKY
POCTOIO, PyXY, CTpUOKA, aJAiHHS, aTaKH, JTIKYBaHHs Ta CMEPTi. 3aBSKH IbOMY KOKHA

Tl TIEpCOHa)ka peali3yeThCs HE3aJeKHO, a TMepexii MK [ISMH BilIOyBa€eThCs

KOHTPOJIbOBAHO:
public void ChangeState(IState next)
{
_current?.Exit();
_current = next;
_current.Enter();
OnStateChanged?.Invoke(_current);
¥
public void Update()
{
if (! ctx.Health.IsAlive && _current != Dead)
{
ChangeState(Dead);
return;
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}

_current?.Update();

}

VY naBenenomy ¢parmenti meroa ChangeState() 3aBeplilye momepenHiid CTaH,
npu3Hadae HOBHH 1 Bukiukae roro meron Enter(). Merox Update() mepeBipse, uu
NEepPCOHAXX J>KWMBUU. SIKIIO 3amac 3M0pOB’S BUYEPIIAHO, BHUKOHYETHCS TeEpexXil y
DeadState. TakuM 4MHOM, JIOTiKa CMEPTI MEPCOHAKa HE 3MILIYETHCS 3 JIOTIKOIO PyXy
a00 aTaku, a 00pOOJIAETHCA K OKPEMUI CTaH.

MexaHika pyXy nepcoHaka peaixizoBaHa uepe3 KoMrnoHeHT PlayerMovement. Bin
BIJIMIOBIJIa€ 32 TOPU3OHTAIBHE TIEPEMIIICHHS, TIEPEBIPKY TepeOyBaHHS MEpCOHAXa Ha
3eMJli, BUKOHaHHS CTpuOKa Ta 00poOKy BimkujmanHsa. [lin yac pyxXy BpaxoBYe€ThCS
HaIpsiM BBEACHHS, MIBUAKICTh MEPCOHAXA Ta MOXJIMBI OOMEXKEHHSI, HAPUKIIAJl CTaH

puBka abo knockback. Ile no3Bonsie YHUKHYTH KOH(IIKTIB MIXK PI3HUMH (PI3MUHUMU

TSAMU:
public void ApplyHorizontalMove(float input)
{
if (!canMoveDuringKnockback) return;
if (isbDashing) return;
rb.linearVelocity = new Vector2(
input * moveSpeed * _speedMultiplier,
rb.linearVelocity.y
)5
}
public void RequestJump()
{
if (isGrounded && !isDashing)
jumpRequested = true;
}

Meton ApplyHorizontalMove() 3MiHIO€ TOPU30HTANIbHY IIBUAKICTH EPCOHANKA
JUIIE TOJ1, KOJU MEPCOHaX He mepelyBae y cTaHi puBKa abo BiakumaHHs. Meton
RequestJump() cTBOpro€ 3anmuT Ha CTPUOOK TUIBKU 32 YMOBH, 1[0 MEPCOHAXK CTOITh HA
3eMJIl Ta HE BUKOHY€E pUBOK. Takuii miaxij 3armodirac HEeKOPEKTHOMY HaKJIaJaHHIO JTii,
HaIpUKJIa] CTPUOKY mia yac aktuBHOTO dash.

OKpeMOI0 CKITaJI0OBOI0 pyXy € MeXaHika puBKa. BoHa BHKOPHUCTOBYETBHCS IS
IIBUJKOTO TIEPEMIIICHHS TEepPCOHA)Xa, YXWICHHS B aTrak 1 TMOJOJaHHS TEBHHUX
nepemko. Y rpi nepeadadyeHo Ha3eMHUI Ta MOBITPSHUNA BaplaHTH pUBKA. 3aJI€KHO BiJl

MOTOYHOTO CTaHy MEPCOHAXKA CHCcTeMa nepeBoAuTh Horo y SlideState abo AirDashState.
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Ile mo3BoJisie 30epiratu pi3Hy MOBEAIHKY IS PyXy Ha 3eMIIi Ta B TIOBITPI.

Mexanika araku peanizoBana yepe3 PlayerAttack, WeaponManager 1 KOHKpeTHi1
kiacu 30poi. Ilicas HaTMCKaHHS KHOMNKHM aTakd CHCTEMa IMEpEeBIpsi€, UM 3aBEPUINBCS
cooldown, BHU3Ha4ae akTUBHY 30pOI0, HAmpsIM yAapy Ta BUKOHYE aTaky. SIKio araka
BJIy4a€ y BOpOra, ioMy 3aBJA€ThCS MOIIKODKEHHS, a JUIsl OJIM>KHBOI 30poi 101aTKOBO

3aCTOCOBYETHCS BIJKUIAHHS:

public void RequestAttack()
{

if (Time.time < _nextAttackTime) return;

if (_ctx == null) return;

var weapon = weaponManager.Current;

if (weapon == null) return;

Vector2Int dir = AttackDirectionResolver.Resolve( ctx);
var result = weapon.Perform(_ctx, dir, _comboIndex);

if (weapon.IsMelee && weapon is MeleeWeapon melee)

{
KnockbackResolver.Apply(_ctx, result, melee.KnockbackCfg);

if (result.HitSomething)
_ctx.Energy.Restore(melee.EnergyPerMeleeHit);

}
EventBus.Publish(new PlayerAttackedEvent(

dir, _comboIndex, result.HitSomething

))s
}

VY upomy (pparMeHTi croyaTKy NEpeBIPSETHCS MOKIMBICTH BUKOHAHHS aTaKu.
Jlami Bu3HaAuYaeThCcsd aKTUBHA 30posi Ta HampsM yaapy. Meton weapon.Perform()
BUKOHY€E KOHKPETHY peai3allito aTaku, a pe3yJibTaT BAKOPUCTOBYETHCS [Tl TOAATBIIIOT
00poOKH. SKIIO BHUKOPHCTOBYETHCA 30posi OMMKHBOIO 00K, 3aCTOCOBYETHCS
knockback, a npu ycrinmHoMy Biy4daHHI IEPCOHAXK MOXKE BITHOBUTH YaCTUHY €HEPTII.

Jns xepyBaHHs 30po€r0 BHKOpHUCTOBYeThcst WeaponManager. Bin 30epirae
CIIUCOK JOCTYIHUX BHJIIB 30poi Ta J03BOJIAE€ MEPEMUKATHCS JHIIE Ha Ti, sSKi Oynu
BIJIKPUTI B MPOIIEC] NMPOXOKEeHHS. L{e marpumye MexaHiky mporpecii, OCKUIbKM HOBa
30post cTae JOCTYITHOIO HE 0JIpasy, a MICisl OTPUMAaHHS BiJIMTOBITHOTO TIPEIMETa:

public bool TrySwitchTo(WeaponType type)
{

if (!progression.IsWeaponUnlocked(type)) return false;

for (int i = @; i < weapons.Length; i++)

{
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if (weapons[i].Type == type)

{
_currentIndex = i;
ApplyActiveVisual();
OnWeaponChanged?.Invoke(Current);
return true;

}

}

return false;

}

Meton TrySwitchTo() cnouaTky nepeBipsie, 4u po30JIOKOBaHO MOTPIOHMIA THII
30poi. Skmo 30posi MOCTymHA, BOHA CTa€ aKTUBHOIO, OHOBIIOETHCS 1i Bi3yallbHE
MIPEJICTABIICHHS Ta BUKJIMKAETHCS TOAis 3MiHU 30p0i. 3aBAsKHU I[bOMY IHII CHCTEMH,
HaIpukiIaz iHTepdeiic, MOXKyTh pearyBaTi Ha 3MIHYy aKTUBHOT'O 030pPO€HHS.

Cucrema 3mi0HOCTEN pearnizoBaHa uepe3 OazoBuil kiac AbilityBase. Koxna
3MI0HICTh Ma€ BJIACHY BapTiCTh eHeprii Ta cooldown. Ilepen BukoHaHHAM 3110HOCTI
NepeBIPSIETHCS, UM HE TIepeOdyBa€e BOHA Ha Mepe3apslll, a TAaKOX YU JIOCTaTHbO CHEPrii

y IepcoHaxa. SIKIo yMOBH BUKOHAHI, 3aITyCKA€ThCS BIAMOBIIHUM e(PEeKT 3/110HOCTI:

public void TryPerform(PlayerContext ctx)
{

if (_onCooldown) return;

if (!ctx.Energy.TrySpend(energyCost))
return;

EventBus.Publish(new PlayerAbilityActivatedEvent(
GetType().Name, isStart: true

))s

StartCoroutine(Execute(ctx));

}

VY HaBegeHoMy (parMeHTi 3710HICTh HE aKTUBYETHCS, SIKIIO BOHA MepedyBae Ha
cooldown abo sKII0 B MepcoHa)ka HeOCTaTHbO eHeprii. Lle m03Bossie KOHTPOJIIOBATH
YaCTOTY BUKOPHUCTAHHS CHJIBHUX I 1 poOUTh cucTeMy 3A10HOCTEN 30a1aHCOBAHOIO.
KoHnkpeTHa norika 3110HOCTI peaini3dyeTbest B MeTo i Execute(), sikuii mepeBU3HAUAETHCS
B IIOX1IHUX KJIacax.

Butpara Ta BinHOBNIEHHS €HEprii BUHECEHI B okpemuii komnoHeHT PlayerEnergy.
[le mo3BoJisie BIMOKPEMHUTH PECYPCHY JIOTIKY BiJl KOHKPETHHX 310HOCTEH. 3M10HICTh
JMIIIEe HAJCUIIA€ 3allUT Ha BUTpaATy eHeprii, a PlayerEnergy camocrtiiiHO niepeBipsie, 4u

MO’KHA BUKOHATH JIIO:

public bool TrySpend(float cost)
{
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if (_energy < cost)

{
OnEnergyDepleted?.Invoke();
return false;

}

_energy -= cost;

OnEnergySpent?.Invoke(cost);
OnEnergyChanged?.Invoke(_energy, _maxEnergy);
return true;

}

SIKII10 MOTOYHOTO 3amacy eHeprii MeHIle 3a BapTiCTh 3/110HOCTI, METO/] TIOBEPTAE
false 1 moBimomisie cuUCTEMy MpPO HEcTady pecypcy. SIKIIO eHeprii AOCTaTHbO, ii
KUTBKICTh 3MEHIIYETHCS, MICIIS YOr0 BUKIMKAKOTHCS MOA1T 3MiHM eHeprii. Lle mo3Bosse
OHOBITIOBATH 1HTEpPEIC Ta 1HII cucTeMH 0e3 MpsAMoi 3anexHocTi Big PlayerEnergy.

Oxkpemy poJib BiJlirpae cucteMa craTycHux edekrtiB. BoHa /103Bossie HaKIaaaTH
Ha 00’€KTH THMYAcCOBI CTaHM, HAIPUKIAJ TOpiHHSA abo 3amopoxkeHHs. CtaTycH
30epiratothess B StatusHandler, sikuii oHOBIIOE X IMIOKAIPOBO Ta BUIAJSAE MICIA
3aBEPIICHHS Jii:

public void ApplyStatus(StatusEffect status)

{

float res = resistance.GetResistance(status.GetType());

int effectiveStacks = ©;

for (int i = @; 1 < status.StacksToAdd; i++)
if (Random.value > res) effectiveStacks++;

if (effectiveStacks <= @) return;

var type = status.GetType();

if (!_active.TryGetValue(type, out var existing))

{
_active[type] = status;
status.AddStack(effectiveStacks);
status.OnApply(gameObject);

}

else

{
int prev = existing.Stacks;
existing.AddStack(effectiveStacks);
existing.0OnStackChanged(gameObject, prev);

¥

¥

Meton ApplyStatus() BpaxoBye orip 11111 0 KOHKPETHOTO CTaTyCy Ta BU3HAYAE
KUTBKICTh €(DeKTUBHUX HaKJaJaHb. SKIIO cTaTyc 1€ He aKTUBHUM, BIH JOJAETHCS J0
CJIOBHHMKA aKTHUBHUX €(EeKTiB. SKIIO TaKui CTATyC YK€ 1CHY€, 30UTbIIY€EThCS] KUTbKICTh

fioro Hakiananb. Lle no3BosIsie peanizyBaTu HAKOMUUYBaJIbHI €(DEeKTH Ta Pi3HY CTIHKICTh
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00’€KTIB JI0 BIUIUBY 3/110HOCTEH.

MexaHika BOpOTiB CKJIaJa€ThCS 3 OTPUMAHHS TOIIKO/KEHb, 3MIHHU CTaHIB
MOBEIHKMA Ta BUKOHAHHS aTtak. bazoBuii kitac Enemy BigmoBizae 3a 370poB’sl, peakIlito
Ha TIONIKO/DKEHHS, TOPIHHSA, 3aMOpPOKCHHS Ta CMepTh. SIKIIO 370poB’sS Bopora

3MEHIIY€ETHCS A0 HYJIS, BUKIHKAEThCs MeToa Die():

public void TakeDamage(float damage)

{
currentHealth -= damage;
OnDamaged?.Invoke();
if (currentHealth <= of)
Die();
}

Meton TakeDamage() 3MeHITye mOTOUHMM 3amac 3J10pOB’sl BOpOra Ta BUKIIMKAE
MO0 OTPUMAaHHS MOIIKOKEeHHs. [Ticis 1bOro BUKOHYETHCS MEPEBIPKA HA CMEPTh.
3aBAsSKM TaKOMy MIiAXOAY 1HII KOMIOHEHTH, Hampukiaa EnemyAl abo cucrtema
BUHArOPOAM, MOXKYTh pearyBaTH Ha MOUIKOI)KCHHS UM 3HUIICHHS BOPOra Yyepe3 MOoii.

[ToBeninka Bopora peaji3oBaHa uepe3 CTaHU. Y CTaHl MaTpyJIOBAaHHS BOPOT
pyXaeTbcs Y BUBHAUCHOMY HANpSIMKY, TIEPEBIpsie HASBHICTh TPaBIs Ta pearye Ha Mexi
aTpopMu ad0 MepemKoan. Ko rpaBIld BUSBIEHO, BOPOT MEPEXOAUTH 10 OOHOBOTO
CTaHy:

public override void Update()

{

ai.MoveInPatrolDirection();

if (ai.CanSeePlayer())

{
ai.PublishPlayerSpotted();

ai.SetState(ai.CreateCombatState());
return;

}
if (ai.IsAtPatrolBoundary())

ai.FlipDirection();

}

Y mpoMy (pparMeHTi BOpPOT CIIOYATKy BUKOHYE TMaTpyJroBaHHS. SIKIO TrpaBelb
MOTpaIIsie B 30HY BHUIAUMOCTI, BUKIWKAETHCS OIS BUSBJIICHHS TPaBIsl i BOPOT
nepexoanTh y 00HOBUI cTaH. SIKIIO BOPOT JTOCSTaE MEXK1 NMaTPyIIOBAHHS, BIH 3MIHIOE

HampsM pyxy. Takuil anropuT™m 3abesneuye 0a3oBy, ajie 3pO3yMUIYy IOBEIIHKY
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POTUBHUKA.

Jlnst mepeBipku BUJIMMOCTI I'paBIisl BUKOpUCTOBYEeThCcs MeToa CanSeePlayer().
Bin BpaxoBye AMCTaHIIIO 0 TPaBIs, KYT OISy Ta HAsIBHICTH MEPEIIKO]] Mi’K BOPOTOM
1 IepCOHAKEM:

public virtual bool CanSeePlayer()

{
if (Player == null) return false;

Vector2 toPlayer =

(Vector2)Player.position - (Vector2)transform.position;
float distance = toPlayer.magnitude;
if (distance > detectionRange) return false;

if (!_aggressiveVision)

{
float angle = Vector2.Angle(

new Vector2(FacingDirection, ©f), toPlayer
)
if (angle > fovAngle * 0.5f) return false;
}

return true;

}

Meton CanSeePlayer() 1o3Bossie BOpory pearyBatu JIMIIE Ha Ti CUTYaIlii, KOJU
rpaBelb CIpaB/il nepedyBae B Mexax BUusBJIeHHs. Cllo4aTKy nepeBips€eThCS BIACTAHb 0
NEepCOHaXa, MICIS YOT0 BPaXxOBY€EThCS HAIPSIM MOy Bopora. Lle poOuth noBeaiHKy
MPOTUBHUKIB OUIBII MPUPOJIHOIO, OCKUIBKM BOHU HE PEaryroTh Ha TpaBlid MUTTEBO 3
OyJ1b-SIKOT TOUKH CIICHH.

Mexanika HeOe3MeUYHUX 30H BUKOPHUCTOBYETHCS JUIsI OOpOOKU CUTYyaIlii, KOJu
NEPCOHAXK MOTpaIuIsie B HeOe3Meuny AUISTHKY piBHS. OJHUM 13 BaplaHTIB Takoi 30HU €
HazardZoneTeleport, sika moBepTae mepcOHaka A0 OCTaHHBOI OE3MEUYHOI TOYKU
SafePoint:

protected override void OnPlayerHit(GameObject player)
{
SafePoint target = SafePoint.Last;
if (target == null)
return;
Vector2 destination = target.transform.position;
if (player.TryGetComponent<Rigidbody2D>(out var rb))

{
rb.linearVelocity = Vector2.zero;
rb.position = destination;

}

else
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player.transform.position = destination;

}

Y HaBenaeHoMy ¢parMeHTI CMCTEMa BHU3HAYAa€ OCTAHHIO aKTUBOBaHY OE3MCUHY
TOYKY. SIKIII0 BOHA iCHY€, TEPCOHAX MTePEHOCUTHCs 10 1 mo3uilii. [lepen nepemiiieHHsIM
¢i3MyHa MIBUAKICTH MEPCOHAXa CKUIAETHCS 10 HyJS, 00 YHUKHYTH HEKOPEKTHOTO
pyxy micns Ttenenoptarii. fxmo Rigidbody2D BigcyTHIN, 3MIHIOETBCS TO3HUITIS
Transform.

Takum umHOM, OCHOBHI irpoBi MexaHiku Fiat Lux peanizoBani sk HaOip
B3a€MOIIOB A3aHUX, alle HE3aJeKHUX CHCTeM. MalirHa CTaHiB Kepye MOBEIIHKOIO
nepconaxa, PlayerMovement 1 PlayerDash BiamoBimaroTs 3a mepemilneHHs, 00ioBa
cuctema o0Opo0OJsie ataku Ta 30poro, AbilityBase 1 PlayerEnergy 3a6e3neuytots poboty
3nioHocTel, StatusHandler peamnizye crarycHi epextu, a EnemyAl kepye noBemiHkoro
BOporiB. Takuil miaxig poOUTh apXiTEKTYpy I'pU THYUKOIO, 3pO3yMUIOI0 Ta MPUJATHOIO

JUTS TIOJTAJTBIIIOTO PO3IIMPEHHS.
BucHOBKH 10 APYroro po3aiiy

Y napyromy po3aini Oylo BHUKOHAHO MPOEKTYBAaHHA Ta OINUC MPOrPaMHOT
CTPYKTypH IrpoBoro 3actocyHky Fiat Lux y »xanpi Metroidvania. Ha ocHoOBI
BU3HAYCHUX (DYHKIIOHATBHUX BHUMOI OyJ0 c()OpMOBaHO 3arajbHy apXIiTEKTypy
CUCTE€MH, BUJIUICHO OCHOBH1 MOJTyJIi TPOTPAMHOTO MPOAYKTY Ta OMHUCAHO iXHIO POJIb Y
3a0e3IeueHHI IrpoBoro npoiiecy. Jlo KIoU0oBHUX CKIIAIOBUX CHCTEMHU HaJIeKaTh MO
KepyBaHHs MepcoHa)keM, O00MOBOI B3a€MO/I1i, BUKOPUCTAHHS 3/110HOCTEH, MOBEAIHKU
BOPOTiB, CTaTyCHUX €(DEeKTIB, B3aEMO/IIT 3 00’ €KTaMH CBITY Ta MPOrpecii rpasIis.

byno po3rasiHyTO BapiaHTH BUKOPUCTaHHS MPOTPAMHOTO TMPOAYKTY, IO
JTI03BOJIMIIO BU3HAYUTH OCHOBHI CIIEHapii B3a€EMO/I1i KOprUcTyBaya 3 rpoto. ['paBeib Moxe
KEepyBaTH MEPCOHAKEM, ITEPEMIITYBATUCA MK JUITHKAMU PiBHSI, BUKOHYBAaTH CTPUOKHU
Ta PUBKH, aTaAKyBaTH BOPOTiB, BUKOPUCTOBYBATH 3/II0HOCTI, B3aEMOJIIATH 3 00’ €KTaMU

CEpellOBHUIIA, BIIKPUBATA HOBY 30pOI0 Ta 3A10HOCTI, a TAKOXK MPOXOIUTH HeOe3meuHi
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30HU. Lle nano 3mory chopmyBaTH JOTIYHY MOJENb MOBEAIHKM CUCTEMU Ta BUZHAYUTHU
B32€MO3B’I3KU MIXK 1i KOMIIOHEHTaMHU.

Y mporeci MPOEKTyBaHHS CHCTEMH ITpOBHX OO’€KTiB Oyino moOyI0BaHO
00’ €KTHO-OpPIEHTOBAHY MOJI€Nb 3aCTOCYHKY. LleHTpanbHUM eneMeHTOM IIi€i MOJenl €
NepCcoHaX rpaslisl, poboTa sKoro opranizoBana uepe3 PlayerMain, PlayerContext Ta
PlayerStateMachine. Bukopuctanus MammHU CTaHIB JO03BOJIIO PO3IUIMTU JIOTIKY
pyXy, CTpuOKa, MaJiHHs, pUBKA, aTaKH, JIKYBaHHS Ta CMEPTI Ha OKpeMi cTaHH. Takuit
OiAXIT MIABUILYE 3pO3yMUNCTh CTPYKTYPH TPOrpaMU Ta CIPOIILY€E TMOJAIbIIe
posmupeHHs GyHKIIIOHATBHOCTI.

Oxkpemo OyJI0 CIIPOEKTOBAHO OOMOBY CUCTEMY, CHCTEMY 310HOCTEH, TOBEIIHKY
BOPOTIB Ta B3aeMO/II0 3 00’ ekTaMu cBITY. boiioBa cucrteMa 6a3yeTbcsi HA BUKOPUCTaHHI
aKTUBHOI 30poi, BHM3HAYCHHI HaMpsiMy aTakd, HAHECEHHI TMOIIKO/HKEHHS Ta
3acTocyBaHHl BiakugaHHsA. Cucrema 3710HOCTE BUKOPUCTOBYE 3amac €Heprii
MepCcoHaka Ta JIO03BOJISIE B3a€EMOJMISITH 3 BOpPOTaMH W 00’€KTaMH CEpelOBHINA 4Yepes3
BOTOHb, JiJ 1 MarHiTHi edektd. [loBesiHka BOpOTriB peaiizoBaHa Yepe3 CTaHU
NaTpyJIIOBaHHS, TMOIIYKY, MEpPEecaiyBaHHsS Ta aTaku, 110 3abe3neuye OUIbII THYUYKY
peaxIiio MPOTUBHUKIB Ha J1i rpaBIIs.

Takox y po3auti 0yJio ONucaHO OCHOBHI I'POBI MEXaHIKH, 10 POPMYIOTh IrpOBUI
npoiiec Fiat Lux. Jlo HUX HaJle)kaTh MEpEeMIIIIEHHS IEPCOHAXKa, CTPUOOK, PUBOK, aTaka,
BUKOPHUCTAaHHS 3JI0HOCTEH, OTpPUMaHHS TMOIIKO/KCHb, CMEPTh 1 BIAPOJKEHHS,
BIIKPUTTS. HOBUX MOXJIMBOCTEH Ta B3aeMoiis 3 HeOe3neyHuMU 30Hamu. HaBeneHi
dbparMeHTH NPOrpaMHOTO KOAY MIATBEPKYIOTh MIPAKTUYHY peati3alliio X MEeXaHiK y
Mexax mpoekty Unity.

Otxe, y apyromy po3zaiiai 0yno copMOBaHO MPOEKTHY Ta MPOrpaMHy OCHOBY
rpu Fiat Lux. Po3poOnena ctpykrypa 3a0e3nedye MOAYIbHICTh, PO3IMIMPIOBAHICTH 1
JIOTIYHY Y3TOJKEHICTh OCHOBHUX IrpoBUX cucteM. OTpuMaHi pe3yJibTaTh CTalld
HiATPYHTSIM JJIs1 TTOAAJIBIIOTO OMKCY POOOTH MPOTPAMHOTO MPOAYKTY, MOPSAKY HOTO

3aImyCcKy, 0COOMMBOCTEH iHTep(dECcy Ta TECTYBaHHS peai3oBaHuX (DYHKITIH.
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PO3/ILJ 3. OIIUC POBOTHU MMPOI'PAMHOTI'O ITPOJYKTY, MOI'O
BCTAHOBJIEHHS TA TECTYBAHHSA

3.1 IlopsAi0oK BCTAHOBJICHHS Ta 3aIlyCKY NIPOrPaAMHOI0 MPOXYKTY

Po3pobnenuii mporpaMHuii IpOAyKT € JABOBUMIPHUM ITPOBUM 3aCTOCYHKOM Y
xkaHpi Metroidvania, cTBopeHmM 3a momomoroto irpoBoro pymris Unity. I'pa
npu3HaueHa [UJIs 3alyCcKy Ha T[EepPCOHAJIbHOMY KOMIT'IOTEpl TiJ KepyBaHHIM
oneparliiinoi cucremu Windows. [IporpamHuii mpoayKT MOKe 3amycKaTHCS JIBOMa
criocobamu: gepes TOTOBY 30ipKy rpu abo 6e3mocepenubo 3 cepenopuia Unity Editor
M1J] 9ac po3pOOKH i TeCTyBaHHS.

Jlnst 3amycky roToBOi 30IpKM KOPUCTYBady HEOOXIJIHO OTPUMATU TMAamnkKy 3
BUKOHYBaHHMM (haiiJioM TpH Ta ciy:k00BUMHU (aitnamu, 1mo Gopmyrotscs Unity i yac
noOyJIOBM TMPOEKTY. 3a3BU4Yail Taka Ianka MICTUTh BHUKOHYBaHUW daiin 13
PO3IIMPEHHSM .€Xe, KaTaJloT 13 pecypcaMu I'py Ta JI0JATKOBI CiIy>K00B1 (aitnu. Yci 1
€JIEMEHTH MOBUHHI 30epiratuca B OJHINA TUPEKTOPii, OCKUJIbKH BUKOHYBAaHMU (haii
BUKOPUCTOBYE PECYPCH, CIICHH, O10JI0OTEKH Ta HaJallITyBaHHS, PO3TAIIOBaHI MOPYY 13

HUM. MiHIMaJIbHI BUMOTH JIO 3aIyCKY ITPOrpaMHOro MpOAYKTY HaBeJleHO B Taoi. 3.1.

Ta6mus 3.1
MiHiMalIbHI BUMOTH /10 3aIyCKY ITPOBOTO 3aCTOCYHKY
KommnoneHT MiunimajbHi BUMOTH
Onmneparriiina cucrema Windows 10 a6o HoBiImIa
[Tpouecop JBosinepuwuii mporecop 3 yactotoro Bix 2.0 I'T1x
OnepaTuBHA 11aM’ATh 41Tb
Bizeoananep IarerpoBanuii abo z[I/ICergliI;IeﬁCgi(,ueoanaHTep 3 MATPUMKOIO
BinbHe Miclie Ha TUCKY He menme 256 Mb

[Tpuctpoi BBeaeHHS Kunasiatypa; 3a motpebu reiimman

[lepen 3amyckoM NpOrpamMHOro MNPOAYKTY HEOOXIIHO NEpEeKOHATHCs, IO

KOMII'IOTep BiANOBIAa€ MiHIMaIbHUM BUMOram. OCKUIbKH 3aCTOCYHOK € 2D-rpoto, BiH
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HEe oTpedy€e BUCOKOMPOAYKTUBHOTO anapaTHOro 3a0e3ne4eHHs], OJJHaK JJIsl CTaOlIbHO1

poboTH HeoOXiHA HasSBHICTH Cy4yacHOi Bepcii omepamiiiHoi cucremu Windows,

BiJieoaganTepa 3 MATPUMKOIO 0a30BUX Tpadi1YHIX MOKIUBOCTEH, a TAKOXK IOCTATHHOTO

o0csTy onepaTUBHOI IMaM’ATi JJIs 3aBaHTAXKEHHSI CIIEH 1 PECYpCiB TPH.

Jlis BCTaHOBJICHHS TPU KOPUCTyBady HE TMOTPIOHO BUKOHYBATH CKJIATHY

npoueAypy iHcTamsmii. JJocTaTHbO po3naKkyBaTH apXiB 13 TOTOBOIO 301pKOI0 Y BUOpaHy

nanky Ha koM roTepi. [licis poro 3amyck BUKOHY€ETHCS TIOJIBITHUM HATUCKAHHSIM Ha

BUKOHYBaHM ¢aiin rpu. Takuii miaxig € TATOBUM JIJIsl HEBEJIUKUX ITPOBHUX 3aCTOCYHKIB,

cTBopeHux y Unity, OCKIIBKH BCl HEOOXIAHI pecypcu BxkKe BXOIATH /10 CKiIaay 301pKHu.

CTpykTypy TeKH 31 301pKoI0 BijoOpaxeHo Ha puc. 3.1.

Build/
— 2D Metroidvania.exe
— UnityCrashHandler64.exe
— UnityPlayer.dll
F— MonoBleedingEdge/
|—D3D12/
F— 2D Metroidvania_BurstDebuglnformation_DoNotShip/
| L—Data/
| - Plugins/
| L x86_64/
| L— lib_burst_generated.txt
L— 2D Metroidvania_Data/
|— Managed/
|— Plugins/
|— Resources/
| app.info
- boot.config
|— globalgamemanagers
|— globalgamemanagers.assets
|— globalgamemanagers.assets.resS

| levelo
| levelt
—level2

|— resources.assets

|— resources.assets.resS

— RuntimelnitializeOnLoads.json
| ScriptingAssemblies.json
|— sharedassets0.assets

|— sharedassets0.assets.resS
|— sharedassets0.resource
|— sharedassets1.assets

|— sharedassets1.assets.resS
|— sharedassets2.assets

L— sharedassets2.assets.resS

Puc. 3.1 — CTpyKTypa TeKu 3 TOTOBOIO 301pKOI0 iIrpOBOT0 3aCTOCYHKY
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[Ticns 3amycKy BUKOHYBAHOTO .eXe - (hailily BIAKPUBAETHCS T'OJIOBHE BIKHO T'pU
(muB puc. 3.2). Ha mouaTkoBOMY eKpaHi KOPUCTYBad MOXe MEPEUTH 10 MOYaTKy IpH,
3aBaHTOXECHHS 30epekeHHs abo HajaIllTyBaHb, SKIIO TaKl €JIEMEHTH mepeadadeHi
noTouHOI0 30ipkoro. OCHOBHa B3a€EMOISI 3 TPOIO BUKOHYETHCS 3a JOMOMOTOIO
knaBiatypu. [lepcoHaxk Moxke pyxarucs, cTpuOaTH, aTaKyBaTH, BUKOHYBAaTH PHBOK,

BUKOPHUCTOBYBATHU 310HOCTI Ta B3AEMOJIISITH 3 00’ EKTaMH irpOBOTO CBITY.

FIAT LUX

alpha

Puc. 3.2 — IloyaTkoBHUiA €KpaH IrPOBOrO 3aCTOCYHKY
Hpyrum crocoOoM 3amycky € BIIKpUTTA npoekty yepe3 Unity Editor (nuB. puc.

3.3).

v Scale @

- 111

#LA LTRE RTRE LTRE RTRE
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Puc.3.3 — 3anyck irpoBoro 3actocyHky B cepenoBuiili Unity Editor
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[leit cmoci®O BUKOPUCTOBYETHCS PO3POOHMKAMHM TIiJT Yac HaJaro/KCHHS,
TECTYBaHHS 1 BHECEHHS 3M1H JI0 IrpOBUX MeXaHiK. {715 iboro HeooxiaHo Biakputu Unity
Hub, nonatu manky mpoekTy 10 CHHCKY MPOEKTIB 1 3allyCTUTH 11 y BIAMOBIAHINA Bepcii
Unity. Ilicist BIZKpUTTS TPOEKTY MOXHA BUOpAaTH MOTPIOHY CLEHY Ta HATHUCHYTHU
kHOTIKY Play y BepxHiif yacTuHI peakTopa.

3amyck uepe3 Unity Editor mae 3mory mepeBipsATH poOOTY OKpEeMHX CIIEH,
3MIHIOBATH IMapaMeTPH KOMITIOHEHTIB, TIeperyisiiaTi 00’ €KTH irpOBOTO CBITY, TECTYBAaTH
B3aEMOJIII0 TMEpPCOHAXa 3 BOpOTaMu, IuTaTGopMamu, 3MIOHOCTIMU Ta €JIEMEHTaMU
iHTepdeiicy. Takuit criocid € OCHOBHHMM IIiJT 4ac pO3pOOKH, OCKUIBKU JTIO3BOJISIE IIIBHU/IKO
3HAXOJUTH MOMUJIKU Ta TIEPEBIPSITH 3MIHU O€3 CTBOPEHHS HOBOI 301pKH IMiCJII KOKHOTO
penaryBaHHs.

[lin wac 3amycKky TpH 3aBaHTAXKYIOTbCS HEOOXIJHI CIIEHH, PEeCypCH,
HaJallITyBaHHs NEPCOHaXa, IHTeppeiic KOpUcTyBaya Ta KOMIIOHEHTH ITPOBOI JIOTIKH.
OcHoBHa JI0T1Ka pOOOTH MEPCOHAXA AKTUBYETHCS MICIS CTBOPEHHS 00’ €KTa IpaBIisl Ha
cueHi. Kommonent PlayerMain iHimiamizye KOHTEKCT NEPCOHa)ka, aBTOMAT CTaHIB,
CUCTEMY 3J0pOB’s, €HEprii, araku Ta 1HII MOB’si3aHi moayii. Ilicma mporo rpa
NEePEXOAUTh Y PEKUM 00pOOKH BBEJICHHSI KOPUCTYBaya Ta OHOBJICHHS ITPOBOTO CTaHY.
OkpeMmy poib Il Yac 3amyCKy BiJIrparOTh CIEHM Ta CIOyk00B1 00’ekTH. BoHu
BI/IMOBIAIOTh 3a CTBOPEHHS I'POBOTO CEPEOBHUINA, 3aBaHTAXEHHSI KIMHAT, POOOTY
Kamepu, iHTepdericy, 30epekeHb 1 oI MK KOMIOHEHTaMH. 3aBASKUA [IbOMY TICIs
3allyCKy KOPHCTYyBad OJipa3y OTPUMY€E TOTOBE CEpPEIOBHILE JUISI B3a€EMOJII 3 TPOIO:
MEPCOHAXK MOYKE MEePEMIIyBaTUCS PIBHEM, BCTYNaTH B 011, BAKOPUCTOBYBATH 310HOCTI
Ta B3aEMOJIISATH 3 00’ EKTaMHU.

TakuM 9YMHOM, BCTAaHOBIJIEHHS 1 3allyCK MPOrPaMHOTO MPOAYKTY HE MOTpedye
CKJIAJHUX ¥ BiJ KOpHCTyBauda. ['oTOBa 30ipKa 3alyCKaeThbcsl 0e3MocepeiHbO Yepe3
BUKOHYBaHMI (aiii, a s po3poOKU i TecTyBaHHS MOe BHKopucTtoByBatucsa Unity
Editor. O6unBa cnocoOu 3amycky 3a0e3euyoTh JTOCTYI 10 OCHOBHOIO (DYHKITIOHATTY
IpU, OJHAK 3alyCK Yepe3 PENaKTop ITOJAaTKOBO HAJa€ MOXKJIMBICTh aHaTI3yBaTH

BHYTPIIIHIO CTPYKTYPY CLI€H, KOMIIOHEHTIB 1 TapaMeTpiB iIrpOBUX 00’ €KTIB.
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3.2 CTpykrypa intep@eiicy Ta 0c00JMBOCTI IrPOBOro Mpouecy

IaTepdeiic irpoBoro 3actrocyHky Fiat Lux npusHaueHuil ajisg B1I0Opa>keHHS
MOTOYHOTO CTaHy MEpPCOHaXa, JOCTYIMHUX PECypCiB, aKTUBHHUX 3710HOCTEH, 30poi Ta
BOKJIMBUX IrpoBUX MOAINH. OCKIUIBKM MPOTPaAaMHUN NPOAYKT HAICKUTH A0 KAHPY
Metroidvania, iHTepdeiic He TOBHHEH MEepeBaHTaXXyBaTH €KpaH, aJKe OCHOBHA yBara
TpaBIsl 30CEpekKeHa Ha TMepeMillleHHl, O00sX, MOCHIPKeHHI PIBHIB 1 B3aeMOAIl 3
o0’ektamu. ToMy eneMeHTH iHTepdeNcy pO3MIIIYIOThCA Tak, 100 HEe MepeKpuBaTH
MIEPCOHAXKA, BOPOTIB 1 BAYKJIMBI YaCTUHU PiBHS.

OCHOBHUM €KpaHOM KOpHCTyBada (quB. puc. 3.5) € irpoBa clieHa, Ha SKii
B1JIOOpaKAETHCS MEPCOHAXK, MIATHOPMH, IHTEPAKTHUBHI 00 €KTH, BOPOTH Ta CIY>KOOBI
eneMeHTH 1HTepdericy. [1in yac rpu koprcTyBad oTpuMye 1H(GOpPMaILII0 PO KUIBKICTh
3JI0POB’s, 3amac €Heprii, JOCTYMHI JIKyBaHHSA, aKTUBHY 30poro Ta 3ai0HOoCTI. 11 maHi
HEOOXI1JH1 JJI1 MPUIHATTS PILIEHb y MPOIEC] MPOXOKEHHS: KOJM aTaKyBaTH, KOJHU
YXWIATUCS, KOJIM BUKOPUCTATH JIIKyBaHHS a00 3/110HICTb.

S'Eeb b

WLE LTRB RTRB LTRE RTRE

z
£
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Puc. 3.5 — OcHoBHuMil irpoBuil ekpaH 3acTocyHky Fiat Lux

OnHUM 13 TOJIOBHUX €JIEMEHTIB 1HTEpPEICy € IHIUKATOP 37A0POB’ ST TIEPCOHAXKA.
Bin BimoOpakae MOTOYHMI 3amac KUTTEBUX OUOK 1 JJO3BOJISE TPABIIIO OI[IHIOBATH PU3HK

i 9ac 000 abo0 MPOXOKEHHS HEOe3MEeYHUX NUISHOK PIBHS. 3I0POB’S 3MIHIOETHCS
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TMiCJIsE OTPMMAHHS MONIKO/KEHb BiJl BOPOTiB, CHApsI/IiB, HEOE3MEYHUX 30H a00 1HIIMX
nepemko. Ilicms 3MiHM 340pOB’s BIANOBIIHA MO TepeaaeTbest 10 1HTepdeiicy,
3aBnak yomy HUD onoBmioeThcst 0€3 mpsiMOi 3a71€KHOCTI BiJi BHYTPIIIHBOI JIOTIKH
MEePCOHAXKA.

[Topsin 13 cucTemMor0 310pPOB’ s BUKOPUCTOBYETHCS CUCTEMA JTIIKYBaHHS (JTUB. pHUC.
3.6). JlikyBaHHSI Ma€ OOMEKEHY KUIbKICTh 3aps/liB 1 BUKOHY€ETHCS TIOCTYTIOBO MPOTSITOM
neBHOro vacy. Takuil miaxig HE AO03BOJIAE TPaBII0 MUTTEBO BIJHOBUTH BECh 3arac
3I0pOB’sl B HEOE3MEUHIl CUTYyaIlii, TOMy BUKOPUCTAHHS JIIKYBaHHs MOTpeOye BHOOpY
Oe3rmeyHoro MOMEHTY. Y Mexax iHTepdelicy OLUIBHO [OKa3yBaTH KUIbKICTh

JIOCTYITHUX 3apsi/iB JIKyBaHHS a00 BIAMOBIAHY MIKTOTpamy.

Puc. 3.6 — BinoOpaxxeHHs 3I0pOB’s Ta JIKyBaHHS [IEPCOHAXKA

HactynHumM  BaXJIMBUM  €JIE€MEHTOM €  I1HAMKaTtop eHeprii. ExHepris
BUKOPUCTOBYETHCS JIsI BAKOHAHHS 3/II0HOCTEH MepCOHaka Ta YaCTKOBO BiTHOBIIIOETHCS
1]l Yyac yCHimHux O0oioBux Aiil. Ile cTBOproe 3B’ 430K MK aTaKOK 1 BUKOPUCTAHHSAM
CHeIiaJIbHUX MOXKJIMBOCTEH: TpaBellb HE MOXKe Oe3MepepBHO 3aCTOCOBYBATH 371I0HOCTI,
a TIOBMHEH MMIITPUMYBATH PECYPC Yepe3 aKTUBHY y4acTh y Ooto. Takuit miaxig poOuTh
IrpoBUiA Mpoliec OLIbIT 30aIaHCOBAHUM.

OxpiM 3710poB’s Ta eHeprii, iHTepdeiic BimoOpakae akTUBHY 30p0Or0 1 TOCTYMHI
3ni06HocTi (muB. puc. 3.7). YV rpi mepeadadyeHO MOCTYNMOBE BIAKPUTTS OCOOIMBUX
3mi0HOCTe 1 30poi TMepcoHa)ka, TOMY HE BCl €JIeMEHTH JOCTyIHI 3 TOYaTKy

MIPOXOJIPKEHHS 1 BIIKPUBAIOTHCS MPH MIAHATTI HEOOX1AHOTO eneMeHTy anrpeiay. [Ticms
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p030JI0KyBaHHS HOBO1 30p0i a00 3/110HOCTI BIAMOBIAHI €JIEMEHTH MOXYTb 3’ SIBJIITUCS B

iHTepdeiici, MOBIIOMIISIIOUN IpaBLs PO 3MIHY CTaHy MPOrpecii.

o B
O L

nLE LTFH ETFE LTFHE FTRH

Puc. 3.7 — BikHo BijjoOpakeHHsI akTUBHO1 30poi Ta 3710HOCTEel ITepcoHaxa

OCHOBOIO ITPOBOTO MPOIIECY € KEPyBaHHS MepcoHaxeM. [ paBers Moxke pyxaTucs
J1BOPYY 1 TpaBOpyY, CTpUOaTH (IUB. puc. 3.8), magatu 3 miatpopm, BAKOHYBATH PUBOK
y MOBITPI Ta MiJKAT Ha 3eMJIl. PyX mepcoHaka peanizoBaHO 3 BUKOPUCTaAHHAM (Hi3UYHOT
cuctemu Unity, 30kpema Rigidbody2D ta CapsuleCollider2D. 3aBasiku 1mpomy
nepeMIIIeHHS] BPaXOBY€E 3ITKHEHHS 3 TOBEPXHSIMHU, TPABITAIIIO Ta B3aEMOJIIIO 3 IHIIUMU
Gb1BUYHUME 00’ €KTaMHU.

J{nst 3py4HOCTI KepyBaHHS peanizoBaHo Oydepuzaliiio cTpuoka. Ko rpaBenb
HATUCKA€ KHOMKY CTpuOKa TPOXH paHillleé MOMEHTY NpHU3eMJICHHS, KOMaHIa He
BTPAYA€EThCSI, & BUKOHYETHCS TICISI KOHTAKTYy 13 3eMJICt0. TakoXK BHUKOPHCTOBYETHCS
KOPOTKHUH IHTEpBAJ MICI CXOHKEHHS 3 MIaTPOPMH, IPOTATOM SIKOTO MEPCOHAXK I
MOKe BUKOHATU cTpuOOK. LI MexaHiku poOisaTh miaThopMepHy YaCTUHY T'PH OLIbIIT
KOM(OPTHOIO Ta 3MEHIIYIOTh KUIBKICTh CUTyallll, KOJIM il HE CIpalbOBYE Yepe3

MIHIMQJIbHY TTOXUOKY B 4aci HATUCKAHHSI.

Puc. 3.8 — IlepemillieHHs mepcoHaXka 1 BAKOHAHHS CTpUOKa
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OkpemMor0 MeXaHIKOK TepeMilleHHs € puBOK (nuB. puc. 3.9). Bin mo3Bossie

MBUAKO 3MIHUTH HOSI/IHiIO IICPCOHAXKA, IMOA0JIATU IMCPCIIKOIAY abo YHUKHYTH aTaKH

Bopora. [1ig yac puBKa nepcoHak Ha KOPOTKUN Yac OTPUMYE MiIBUILEHY IIBUIKICTD, &

rpaBiTallisl TUMYAacCOBO 3MIHIOETHCA, MO0 pyX OYB PI3KUM 1 KOHTPOJIbOBAaHUM. JIJis

HA3€MHOTO MEePEMIIIEHHSI BUKOPUCTOBY€ETHCS MIJIKAT, M1/ 4ac SKOTO 3MIHIOETHCS (popma

Komaiigepa mnepcoHaxa. lle mae 3Mory NpoXOAWTH HWXKYlI [IIISHKA PIBHSA Ta

BUKOPUCTOBYBATH MIJKAT K YaCTUHY OOHOBOTO YXUJICHHS.

Pucynox 3.9 — Animariiss BUKOHaHHS pUBKa a0o0 MiJIKaTy MEPCOHAKEM

bolioBa cuctema € O/HIE€IO 3 KJIOYOBUX YACTUH IPOBOr0 mpouecy (AuB. puc.

3.10).

Puc. 3.10 — bolioBa B3aemo/ist mepcoHaka 3 BOPOroM

[TepcoHaxx MOXe aTakyBaTH BOPOTiB y KUIBKOX HalpsiMKax: JIIBOPYY, MPaBOpyY,

Bropy abo BHU3. HampsiMm araku BU3HAYa€TbCS HAa OCHOBI BBEJCHHS TPaBIS Ta
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MOTOYHOTO HAMPSAMKY NepcoHaxa. Jljis ONMKHBOI aTakd BUKOPUCTOBYIOTHCS OKpeEMi
30HM ypaKEHHS, sIK1 IEPEBIPSIIOTHh HASIBHICTh BOPOTIB Y BIJMIOBIIHOMY HANPsIMKY. SIKIITO
BOPOT MOTpAIuIsie B 30HY aTakh, HOMY NEPENaEeThCsl MOIIKOHKCHHS Yepe3 CIUTbHUMN
iHTepdeic OTpUMaHHS IIIKOIH.

Y 6010BI# cUCTEMI TaKOXK peani3oBaHo KoMOo-ataku. [TocmiToBHI y1apu MOXKYTh
MaTH Pi3HI MHOKHUKH HIKOJIU, 110 3a0X0Yy€ TPpaBIld MATPUMYBATH Temi 0010. SKIo
aTaka BIIyda€ y BOpOTa, MEPCOHAXX MOXKE BIJHOBUTH 4YacTUHY eHeprii. Lle moB’s3ye
OnvoKHIM 61i1 13 CUCTEMOIO 31I0HOCTEH 1 CTBOPIOE TOAATKOBUN CTUMYJT 0 aKTUBHOI TpH.

XapakTepHOIO0 MEXaHIKOIO € aTaKa BHU3 13 BIZICKOKOM, SIKa BUKOPUCTOBYETHCS 111
yac 0010 Ta MepeMilleHHs. SIKIo MepcoHaX aTakye Bopora abo creriajibHUil 00’ €KT
3HHM3Y BHU3, BIH OTPUMYE IMIYJIbC Y TPOTUIIKHOMY HarpsMKy. Lle no3Bossie He uie
3aB/laBaTW WIKOJAW, a M BUKOPUCTOBYBaTH BOpOTriB a00 OO0’€KTH SIK THUMYacCOBI
maThopMu A TOAOJAHHS Tepemko. Taka mexaHika qo0pe BIJANOBIIAE KaHPY
Metroidvania, OCKUIBKM NIO€IHYE OOHOBY CUCTEMY 3 JOCIIKEHHSAM P1BHS.

Oco0ymBe Miciie B irpoBOMY IIpolieci 3aiiMaroTh 3A10HOCTI MepcoHaxka. Y Tpi
nepen0ayeHo MAarHiTHI Ta €JeMEHTabHI 3/110HOCTI, SIKI BIOKPUBAKOTHCSA IMOCTYMOBO.
MarnitHa B3aemomis (AuB. puc. 3.11) mo3Boisie BIUIMBAaTH Ha MeETalieBi 00’ €KTH.
3aJIe’)KHO Bl TUITY 00’€KTa pe3yiabTaT MOXKE BIAPIZHATUCS: JIETKlI 00’ €KTU OTPUMYIOTh
IMITYJIbC, BaXKI MEPEMINIYIOTbCS MIXK 3aJlaHUMU TOYKAMH, a CTaTU4YHI MOXYTh
BUKOPHUCTOBYBATHCS 11 3BOPOTHOTO pHBKa MepcoHaxa. Lle posmmuproe crocodu

MPOXOJIKEHHS PIBHIB 1 10Ja€ MPOCTOPOBI TOJIOBOJIOMKH.

Puc. 3.11 — Bukopuctansst MaraiTHoi 3/1i0HOCTI TIEpCOHaka
EnemenTabHi 3/11I0HOCTI BUKOPUCTOBYIOTHCS /JIs B3A€EMO/I11 3 00’ €KTaMU CBITY Ta

BOpOramu. HaHpI/IKHaJI, BOI'OHb MOJKC BIIJIMBATH Ha FOpIO‘Ii NEpECIIKOan, a J'Ii,)l — Ha
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00’€KTH, SIKI MATPUMYIOTH 3aMOpPOXKEeHHS (auB. puc. 3.12). Taki MexaHIKu poOJsATh
3110HOCTI He Juine O0MOBUMH 1HCTPYMEHTAaMH, a ¥ 3aco0aMH JOCIIKEHHS 1rPOBOTO
cepenoBuiia. ['paBenb OTPUMYyE HOBI MOMKIHMBOCTI TOCTYNOBO, TOMY TICIsS

p030JI0KyBaHHS 3/1I0HOCTEM MOJKE IMMOBEPTATHUCS JIO PaHIIlIe HEAOCTYITHUX JIJISHOK.

Puc. 3.12 — B3aemoist 37116HOCTI 3 00’ €KTOM IrpOBOTO CBITY
Bax1uBo0 9acTHHOIO IrpOBOTO MPOIIECY € cucTema mporpecii. Bona Bu3zHauvae,
Kl MOJJIMBOCTI BXE JIOCTYMHI TMEPCOHAXY: PHUBOK, 30pos, Mar”iTHI 3110HOCTI,
eJIEeMEHTaJIbHI 310HOCTI, TIOKpAIlEHHs 30pOB’sl, eHeprii abo mikyBanHs. [Iporpecis
JI03BOJISIE TIOCTYIIOBO YCKJIQIHIOBATH ITPOBHI MIpoLEC 1 BIAKPUBATH HOBI CLIEHApIi
mpoxo/KeHHs. JJis TpaBIsl 1€ MPOSBISIETHCS Yepe3 OTPUMAHHS HOBUX IPEIAMETIB,
3110HOCTE 200 MOKpalleHb, a Ha PiBHI MOXe OYyTH MiJiKa3zKa 100 BUKOPUCTaHHS

3n10HoCTI (UB. puc. 3.13).
Magnet tebuilt
Press [HT]

to Push

Puc. 3.13 — [loBimomieHHs po po30JI0KyBaHHS HOBOT MOKIIMBOCTI
Boporu B rpi pearyioTh Ha OSIBY epCOHaXa B 30H1 BUSIBJICHH: (AUB. puc. 3.14),
MOXYTh MaTPyJIOBaTH, IEpecligyBaTh TpaBlisd, aTaKyBaTH HOro Ta OTPUMYBATH

NOIIKOKEHHA. JI1s1 3BUYaliHUX BOPOTiB BUKOPHCTOBYETHCS JIOTIKA CTaHIB, 3aBASKU
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SKIA MOBEAIHKA 3MIHIOETHCS 3aJIeKHO BiJl cuTyallii. SKiio rpaBenps nepedyBae mosa

30HOIO BI/II[I/IMOCTi, BOPOI' MOXKC IIaTPYyJIIOBATH. HKIHO IICPCOHAXK IIOTPAILIAA€ B 30HY

BUSIBIICHHSI, BOPOT TIEPEXOIUTH JI0 MEPECIIiyBaHHs a00 aTakH.

Puc. 3.14 — [loBeninka Bopora IiJl Yac BUSIBJICHHS MTEPCOHAXKA

Cxnagnimor 00HOBOIO cUTYyalli€o € B3aemois 3 6ocoM (muB. puc. 3.15). boc

Mae KinbKa a3z, siKi 3ajeXaTh BiJl KIJTBKOCTI 370pOB’Sl, Ta BUKOPUCTOBYE Pi3HI TUIU

aTak. HIII yac 00ro I'paBCILb IIOBHHCH HC JIMIIC aTAKyBaTH, a 51 YHHUKATH HeOe3IeUHNX

30H, CHapsAiB 1 npomeHiB. HasBHicTh (a3 poOuTh Oilf MOCTYNOBO CKJIAIHIIIUM 1

BHUMarae BiJ] TpaBIls ajariTallii 10 HOBUX MaTePHIB TMOBEIHKH.

&

=
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Puc. 3.15 — Biit 13 6ocom

Otxe, cTpykTypa iHTepdeiicy Ta irpoBoro mporuecy 3actocyHky Fiat Lux

noOyj0BaHa HABKOJIO MIBUAKOTO 3UYMTYBaHHS CTaHy NIEPCOHAXKa i aKTUBHOT B3a€MOJII1 3

irpoBUM CBiTOM. [HTEep(eiic moBitomMIsie TPaBIl0 MPO 3I0POB’S, PecypcH, 30poro Ta

3M10HOCTI, a IrpoBl MeXaHIKM 3a0e3neuyroTh NepeMmilleHHs, Oiif, Mmporpecio Ta
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JOCITIKEHHS p1BHIB. 3aB/ISIKU MIOEIHAHHIO PYXY, aTak, 3A10HOCTEH 1 MOBEIIHKUA BOPOTIB
bopMy€ETbCS OCHOBHUM ITPOBUM IIMKII: JOCHIIPKEHHS JIOKallii, 3ITKHEHHS 3
nepemkoaamMu, Oiid, OTPUMaHHS HOBUX MOKIIMBOCTEH 1 BIAKPUTTS HOBHUX IUISXIB

IPOXO/KEHHS.
3.3. TecryBanHs1 po0OOTH IPOrPAMHOIO MPOAYKTY

TectyBanHs irpoBoro 3actocyHky Fiat Lux BHKOHYBaJIOCS 3 METOIO TIEPEBIPKU
KOPEKTHOCT1 pOOOTH OCHOBHHUX ITPOBUX MEXaHIK, CTaOUIBHOCTI 3aITyCKy, TPaBUJIBHOCTI
BimoOpaskeHHs 1HTepdeiicy, peakilii mepcoHaka Ha BBEACHHSA KOPUCTyBaya, poOOTH
00l0BO1 crucTeMH, 3A10HOCTEN, BOPOTIB 1 cucTeMu mporpecii. OCKUIbKU MporpaMHuit
MPOJYKT € IHTEPAKTUBHOIO IPOI0, OCHOBHY yBary Oyso mpuAuUieHO (PYHKI[IOHAIBHOMY
TECTYBaHHIO TUIIOBHUX CLIEHAPIIB MPOXOIKEHHA [32].

[lepeBipka BukoHyBasiaca y cepenoBuiii Unity Editor ta y rotosiit 36ip1i rpu.
TectyBanns B Unity Editor BHKopucTOBYBajocs Mif 4ac PO3pOOKU ISl IIBUAKOT
NEepPEeBIPKA OKPEMHUX CLIEH, KOMIIOHEHTIB 1 apameTpiB 00’ ekTiB. TecTyBaHHS TOTOBOT
301pKM JIO3BOJIMJIO TEPEKOHATHCS, IO MPOrpaMHUN MPOIYKT 3aIyCKa€eThCs 11032
cepeoBUIIEM PO3POOKH Ta 30epirae OCHOBHY (yHKIIIOHAIBHICTH [33].

[1ix yac TecTyBaHHI MEPEBIPSIIUCS TaKi rPynu QyHKIIIH:

— 3aImyCK MPOTPAMHOTO TIPOYKTY;

= B1JI0Opa)KEHHS FOJIOBHOTO MEHIO Ta IrPOBOT0 1HTEpheECy;

— KEepyBaHHS MMEPCOHAXKEM;

— pyX, CTpHOOK, PUBOK 1 IMIJIKAT;

- 0oloBa cHUCTEMA;

= OTPUMAaHHS MOIIKO/KEHb 1 JIIKYBaHHS;

- BUKOPHUCTaHHS 3110HOCTEH;

- B3a€EMO/IIS 3 00’ EKTaMU CBITY;

— MOBE1HKA BOPOTiB;

— 011 13 6ocom;

— PpO30JIOKYBaHHSI HOBUX MOXJIMBOCTEH MEPCOHAXKA.
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OyHKIIIOHAIbHE

TCCTyBaHHA

BHKOHYBAJIOCA HIIX0OM

[IOCJI1JIOBHOTO

MPOXOJIPKEHHS TECTOBUX CILIEHApIiB. J{J11 KOKHOTO CIIEHApil0 BU3HAYABCS OUYIKYBaHUMN

pe3yIbTaT, Micis YOro MOBEAIHKA TpU MepeBipsIacs BPYUHY IMij Yac 3alycKy CIICHH.

Pe3ynbraTu TeCTyBaHHS HaBeJEHO B Ta0M. 3.2.

Tadomurs 3.2

PesynbpTatn QyHKIIOHAIBHOTO TECTYBAaHHS ITPOBOTO 3aCTOCYHKY

Ne TecToBuil cueHapii OuikyBaHuil pe3yJbTaT PesyabTar
3amycKk BUKOHYBAHOI'O 3aCTOCYHOK BiAKPHUBACTRLCS O€3
1 Yy . Y y JKPp Buxonano
baiiny rpu IIOMUJIOK
) . . 3aBaHTaAXKYETHCA PIBEHD, IEPCOHAK
2 [Tepexin 1o irpoBoOi ClieHU , Y P ’ p Buxonano
3’ IBIIIETHCA HA CLICHI
. Ha expaHi BUIHO 310pOB’s, pecypcu
3 Bino6paxxennss HUD P HT Aop . P Yp Buxonano
Ta aKTHBHI €JIEMEHTH iHTepdercy
. [Iepconax pyxaerbscs JIiBOpy4d a00
4 HaTuckanus kiaBinn pyxy p py py BukonaHo
paBopy4
[TepcoHaxk BiAITOBXY€ETHCS BiJl
5 BuxonanHs ctpubka MIOBEPXHI Ta EPEXOUTD Y Bukonano
MOBITPSHUN CTaH
ITepcoHaXk MIBUAKO 3MIIIYETHCSA B
6 BukonanHs puBka p A Yy Bukonano
HANPSIMKY pyXy a0o MOTJsay
) [Tepconaxk BUKOHY€ Ha3eMHUI pUBOK
7 Bukonanus miakary .. Buxonano
31 3MIHOIO 103U
Bopor y 30H1 ypa)xeHHSI OTpPUMYE
8 ATtaka OJIMXHBOr0 OO0 pory yp puMY Bukonano
MOIIKOKEHHS
I1epconak OTPUMY€E BiZICKOK ITICIISI
9 ATaka BHU3 110 BOPOTY p PHMYE BIL Bukonano
BITy4aHHS
OTprMaHHS IIOIIKOKEHHS 310pOB’ s 3MEHIIIYETHC, 1HTEP(DENC
10 P A Aop y ’ pd Buxonano
MEPCOHAKEM OHOBIIIOETHCS
11 | BukopucTtaHHs JIKyBaHHS 310pOB’sl MOCTYOBO BiAHOBIIFOETHCS Buxonano
Bukopucranns maraitaol | MeraneBuil 00’ €KT pearye BiAIIOBIIHO
12 p . . pearye il A Buxonano
3110HOCTI JI0 CBOTO THITY
Buxopucranns OG’exT cBiTYy 200 BOpOT pearye Ha
13 .. . . : Buxonano
eJIEMEHTAIILHOT 3410HOCTI edekT 3110H0CTI
14 BusiBnenns nepconaxa Bopor nepexoauTs Bija naTpyarOBaHHS BHKOHAHO
BOPOIOM 710 TiepecitiyBaHHs a00 aTakH
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MPOJIOBXK. TabJ. 3.2

Bopor 3uuKkae abo nepexoauTh y CTaH

15 Ilepemora Ha1 Boporom . Bukonano
cMepTi
- boc BuKkoHye aTaku Ta 3MIHIOE
16 biii 13 6ocom . Yt . Bukonano
MOBEIIHKY BiAMOBIIHO 10 (hazu
) . HoBa MOXIHMBICT CTa€ TOCTYITHOIO
17 | Poz6nokyBanHs 3110HOCTI AocTy Buxonano

HEPCOHAKY

OCHOBHI €1€eMEHTH TPU
3aBaHTAXYIOThCA TOBTOPHO Oe3 Buxonano
KPUTHUYHHUX [TOMHIIOK

[epesamyck cuenu abo

18 o
MMOBTOPHUII 3aITyCK IpH

CrioyaTky [IOIUIBHO MEPEeBIPUTH MPABUIBHICTh 3aBaHTAKEHHS Ta 1HIIami3arii
nepioi irpoBoi ciieHu. [lepeBipka npoiiieHo ycmiliHo, 6ariB, MOMUJIOK YU BIAXUJICHB

He OyJio BUsiBIIeHO (AuB. puc. 3.16).

Puc. 3.16 — [lepeBipka 3aBaHTa)KE€HHS ITPOBOI CIIEHU

OxpeMo mepeBipsIocs: KepyBaHHS MepcoHakeM (auB. puc. 3.17).

DX11>
stlux  Window  Help

Puc. 3.17 — TectyBanHs pyxy, CTpuOKa Ta puBKa MEPCOHAXKA
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[Tin yac TectyBaHHS OyJO BCTAHOBJIEHO, IO MEPCOHAXK KOPEKTHO pearye Ha

BBCIACHH:A KOPHUCTYyBadad: PyXa€TbCA B 3a/ldHOMY HAIIPJAMKY, 3MIHIOE HaIIpAM 1oAYy,

BUKOHY€ CTPHOOK, pMBOK 1 mimkaT. Takok Oyjo mepeBipeHo, IO MiJ 4Yac pUBKa

MEPCOHAXX TUMYACOBO OTPUMYE 3MIHEHY IIBUAKICTb, a MICJs 3aBEpIICHHS ii

MOBEPTAETHCS 10 3BUUAWHOTO (PI3UIHOTO CTaHY.

[Tin gac TectyBanHsa OoioBoi cuctemu (puc. 3.18) mepeBipsiocs HaHECEHHS

IMOIIKOKCHb BOpOTraM, BU3HAYCHHA HAIIPAMKY aTaKU, po60Ta KOoMOO Ta BiI[CKOK TTICIIS

aTakd BHH3. byno MiATBEpIKEHO, IO aTaka CIpaIlbOBYE JIAIIE TOJi, KOJU BOPOT

nepedyBae B 30H1 ypaxeHHs. [licis ycninmHoro yjapy BOpor OTpUMY€E MOIIKOIXKEHHS,

a B pa3l aTaKd BHU3 NIEPCOHAXK OTPUMYE IMITYJIbC BIJICKOKY.

bk rh e FA R PR L FL A LA PL e Pl P P L Pl FL e L PR L P EL L P P Pl L
A A - A e = e A A e = A= R = = A= =t A= D A= S = Y Do A=t AR A= Dt A=

= = = = = - = =

Puc. 3.18 — TectyBanHs1 6010BO1 cUCTEMHU

Takox OyJ10 MepeBIpeHO CUCTEMY 3/I0POB’s Ta JIiKyBaHHS (IuB. puc. 3.19).

AR E 2 ARE BRE" ? AL ARRE

Puc. 3.19 — TecTtyBaHHsI OTpUMAaHHS MOIIKOKEHHS Ta JIIKYBaHHS
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[licns koHTakTy 3 HeOe3meyHUM O00’€KTOM abo aTakow BOpora 3J0pOB’s
MepcoHaka 3MEHIIYEThCs, a iHTepdeic OHOBIIOE BiAMOBIAHUHN 1HAUKaATOp. Ilicis
aKTUBAIlli JIIKYBaHHS 3[0POB’Sl BIJHOBIIOETHCA MOCTYINOBO, a KIJTBKICTh JOCTYIHHUX
3apsiIiB 3MeHIIyeThbes. Lle miarBepkye npaBuibHy poOOTY B3a€MO/IIi MK CHCTEMOIO
3JI0pOB’sl, TIKyBaHHSAM Ta iHTepdeiicoM kopuctyBaua. g 3m16H0CTel nepeBipsiocs,
Yl TPAaBWJIBHO BOHM pearyloTh Ha BBEACHHA KOPUCTyBadya Ta YM B3AEMOJIIOTH 3

00’ekTamu cBiTy (1uB. puc. 3.20).

= = = = = = = = == =

Puc. 3.20 — TecTyBaHHSI BUKOPUCTaHHS 3/110HOCTEN NIEpCOHANka

MarniTHa 3/110HICTh TECTyBaJlacid Ha METAIEBUX OO0’ €KTaxX pi3HUX TUMIB. Jlerki
00’€KTH TIOBMHHI OTPUMYBATH IMITYJIbC, BaXXKi — TEPEMIIIYBATHCS BIAMOBITHO IO
3aJaHuX OOMEXeHb, a CTaTHMYHI — CTBOPIOBAaTH YMOBH JUIS 3BOPOTHOTO pHBKA
nepcoHaxka. EnemenTanbHi 3/110HOCTI IEPEBIPSIIUCS Yepe3 B3aEMOJIIIO 3 BiIMOBITHUMU
00’€KTaMu Ta BOPOTaMH.

[ToBeniHka BOpOTIB TecTyBajacsi 4Yepe3 HAOMMKEHHS NEpCOHaXa A0 30HU
BUSIBJICHHS (uB. puc. 3.21). ¥V pe3ynbrari nepeBipku 0yJio MiATBEPKEHO, IO BOPOT
MEPEXOIUTH 13 MMACUBHOTO CTaHy JI0 MepeciigyBaHHsa abo aTtaku. Takox mepeBipsutocs
OTPUMAaHHSI BOPOTOM IOIIKOKSHHSI, HOT'0 peaKIlisi Ha BiIKUIAaHHS, CMEPTh 1 SHUKHEHHS

31 CIICHU ITiCIIs 3aBEpIISHHS BIITOBIIHOI aHIMaIlli abo JIOTIKH.
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Puc. 3.21 — TectyBaHHs MOBEAIHKN BOPOTa

OxpeMuM etarom 0yJI0 MPOTecTOBaHO 01t 13 6ocoM (AuB. puc. 3.22).
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Puc. 3.22 — TectyBanHs 6010 3 60coM

[TepeBipsnocs, Y1 TOYUMHAETHCS OOC-3yCTPIY IMICIIS BXOY TPaBIIsl 10 BiAMOBIIHOI

KIMHATH, Y4 OHOBJIIOETHCS 1HIUKATOP 3J0POB’sl OOCY, UM BUKOHY€ OOC aTaku Ta 4u

3MiHIOE a3y 3alleKHO BiA 3ajUIIKy 3710poB’sa. Ilim dYac TecTyBaHHS TaKOX

nepeBipsuIMcs HeOe3NeyHl 30HU aTak, CHapsau, IPOMEHI Ta BIKHA BPa3JIMBOCTI MICIs

3aBEPILICHHS ATaKH.

Ji1st mepeBipku cucTeMH Iporpecii OyJio MpoTEeCTOBAHO ClieHapii po30JI0KyBaHHS

3ni0HOCTeM, 30poi Ta mokpanieHb (auB. puc. 3.23). Ilicist oTpuMaHHsS BiMIOBIIHOTO

npeaMeTa abo akTUBAIll MOJIi HOBAa MOXKIIMBICTh CTaBaJia JOCTYITHOIO MEPCOHAXY.

Takox nepesipsocs, 1o po30J0KOBaH1 MOKIMBOCTI BiI0OpakaroThCs B iHTEpdeiici Ta

MOXYTb OyTH BUKOPHUCTaHI B IrPOBOMY ITPOLIEC.
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Godspeed, Babys.
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Press [B] !
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Puc. 3.23 — TectyBanHs po30J0KyBaHHS HOBOT MOKITUBOCTI

Kpim ¢yHKIIIOHATEHOTO TECTYBaHHS, OyJO BUKOHAHO IEPEBIPKY 3pPYyYHOCTI
irpoBoro mporecy. OIiHIOBaIOCA, YW JOCTaTHbO MIBHUAKO MEPCOHAX pearye Ha
BBEJICHHS, YU 3po3yMmulo BigoOpaxaiotbecs enemMeHtd HUD, um He nepekpuBae
1HTepdeic BBl 00’ €KTU CLIEHU, Y1 MOYKHA BYACHO pearyBaTH Ha aTaku BOPOTiB. 3a
pe3yJibTaTaMu MEPEeBIPKU OCHOBHI MEXaHIKU MPAIIOIOTh CTaOUIBHO Ta 3a0€3MeUyIOTh
OUIKYBaHy B3a€MO/III0 KOPUCTyBaua 3 IPoro.

Takox mepeBipsuIocs,, Y4 HE BUHUKAIOTh KPUTUYHI TTOMHJIKH IiJ1 Yac MEpexoay
MDK THIIOBHMH ITPOBUMH CHUTYaIlisIMU: pyX, aTraka, OTPUMAHHS IOIIKOJKECHHS,
JIKYBaHHSI, BAKOPUCTAHHS 3/110HOCTI, B3a€MO/Iisl 3 BOPOTOM 1 IOBTOPHUIA 3aITyCK CIICHH.
Y mnpoueci TecTyBaHHS HE OYJIO BUSIBICHO TIOMHUJIOK, SIKI YHEMOXKJIHUBIIOIOThH
IPOXO/KEHHS OCHOBHHUX CIICHAPIiB.

[TincymMKoBi pe3ysibTaTd TECTYBaHHS CBIAYaTh, IO peasli30BaHHUM MPOTrpaMHUMN
INPOIYKT BUKOHY€E OCHOBHI (pyHKIIi, HeoOxigHl g 2D rpu xaHpy Metroidvania.
[Tepconaxk KOPEKTHO pearye Ha Jii KOpUCTyBaua, iHTepQeic BigoOpaxkae akTyaabHUN
CTaH rpu, 00ioBa cucTeMa J03BOJIsI€ B3AEMOIISITH 3 BOpOraMu, 3410HOCTI BIUTMBAIOTh HA
00’€KTH CBITYy, a cHUCTeMa mporpecii 3abe3nedye MNOCTYNOBE BIAKPUTTS HOBUX

MOKJIMBOCTEMN.
BucHOBKM 10 TPETHOI0 PO3ailLy

VY tpersoMy po3au OysI0 ONMKCAHO TIOPSIOK BCTAHOBJICHHS, 3aITyCKy Ta BUKOPHCTAHHS

irpoBoro 3actocyHky Fiat Lux, a Takoxk MpoBeIeHO MepeBIpKy Mparie3aTHOCTI peaTi30BaHIX
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MexaHiK. PO3MIsIHyTO 1Ba OCHOBHI CIIOCOOM 3aITyCKy MPOTPAMHOTO TMPOAYKTY: Yepe3 TOTOBY
301pKy rpu Ta yepe3 cepenosuie Unity Editor. BecranosseHo, 1110 rotoBa 30ipka He otpedye
CKJIaIHOI TIPOTICAYPU THCTAIAIIIL, a 3aIyCK BUKOHYETHCS O3MOCepeHbO Yepe3 BUKOHYBAHHUIA
aiin.

Byrno onmcano ctpykTypy iHTep(dECy IrpOBOro 3aCTOCYHKY Ta HOTO OCHOBHI €JIEMEHTH:
HUKATOP 3M0POB’ s, CACTEMY JIIKYBAHHS, CHEPIi0, aKTHBHY 30pO¥0, 31I0HOCTI Ta IMOBIIOMIICHHST
npo PO30JIOKYBaHHS HOBHX MOMJIMBOCTEH. [HTEpdelic 3abesmnedye TrpaBis HEOOX1ITHOO
1H(OpMALTIETO T Yac MPOXOKEHHS Ta He TIEPEeBaHTaXKy€e EKpaH 3aiBUMU EJIEMEHTaMH.

Takox OyJio PO3IISIHYTO OCOOJIMBOCTI IMPOBOIO TPOIIECY, 30KpeMa pyX IEepCOHaXKa,
CTPUOOK, PUBOK, IMiKAT, OOMOBY CUCTEMY, BUKOPUCTAHHS 3I0HOCTEH, B3aEMO/IIFO 3 00’ €KTaMHU
CBITY, TIOBEIIHKY BOPOT1B 1 01i 13 6ocoM. PeanizoBaHi MexaHiku (POpMYIOTb OCHOBHHIA ITPOBUIA
IMKJT JIOCTI/PKEHHS PIBHS, MOJOJIAHHS TIEPEIIKO, 01 13 MPOTUBHUKAMM, OTPUMAHHS HOBHX
MO>KJIUBOCTEH 1 BUIKPUTTS HOBUX LIUTSIXIB MPOXO/KEHHSL.

VY Mexax TecTyBaHHS OyJi0 MEPEBIPEHO 3allyCK IpH, BiIOOpakeHHs iHTepdeiicy,
KEpYBaHHsI IEPCOHAKEM, POOOTY PYyXY, aTakK, JIKYBaHHs, 3A10HOCTEH, POrpecii, BOPOTIB 1 60cy.
3a pesysbraTaMH TEeCTYyBaHHS BCTAHOBJICHO, IO OCHOBHI (DYHKIIii MPOTPAMHOIO MPOIYKTY
TIPAITIOOTH KOPEKTHO, a peali30BaHl MEXaHIKH Bi/IIOBIIAFOTh OYIKyBaHil OBeIHIT. KpuTraHux
MOMMJIOK, SIKI YHEMOXKJIMBITFOKOTB IIPOXO/KEHHSI OCHOBHHX CLICHAPIIB I'PY, HE BUSBIICHO.

Omxe, po3poOIeHUIA ITPOBHIA 3aCTOCYHOK € TIpalie3IaTHUM, Ma€ 3pO3yMUIMIN HOPSIOK
3arycKy, (pyHKIioHaIbHHH 1HTEpdElic 1 Habip B3a€MOTIOB I3aHMX ITPOBUX MeXaHiK. PeaizoBaHa
YacTWHA TPOTPAMHOTO TIPOJYKTY BIATOBIIAE TIOCTABJICHMM 3aBIAHHSIM 1 MOXe OyTH
BUKOPHCTaHA SIK OCHOBA JI TOJAJIBIIIONO PO3IIMPEHHS TP HOBUMH DPIBHSMH, BOPOTaMH,

3MIOHOCTSIMH, e(DEeKTaMH Ta elleMEeHTaMH 1HTepdericy.
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BUCHOBKHA

VY xo/1 BUKOHaHHS KBadi(ikaiiitHo1 poOOTH OYJI0 TOCATHYTO MOCTaBICHOT METH,
sKa nossiraia y po3po0ii 2D-rpu xanpy Metroidvania y ctumi PixelArt 3 akiienTom Ha
peaizalliio OCHOBHUX IrPOBUX MeXaHiK. Pe3yibpTaTtoM poOOTH CTaB iIrpoBHil 3aCTOCYHOK
Fiat Lux, crtBopenmii 3acobamu pymis Unity, y sSKOMy peani3oBaHO KepyBaHHS
NEPCOHAXXEM, TEpeMIleHHs, OOHOBY CHCTEMYy, CHUCTEMY 370pOB'Sl Ta peCypciB,
PO3BUTOK 3110HOCTEHM, B3aEMOJII0 3 O00'€KTaMHM CEpPElIOBUINA Ta IEPEBIPKY
mpare3 aTHOCTI OCHOBHUX (DyHKIIi#. Po3po0aeHuit mporpaMHuii IpOIyKT JEMOHCTPYE
IUTICHUH X1 IO CTBOPEHHS IBOBUMIPHO1 T'PH, /1€ OKpEMI MEXaHIKH B3a€MOIIFOTh MIXK
c00010 B MEKax €JMHOTO IFPOBOTO MPOILIECY .

[Tepmym 3aBaanHsAM OyJi0 poaHaaizyBaTu 0cOOIMBOCTI kaHpy Metroidvania ta
oOrpyHryBatu BuOip irpoBoro pymiis Unity sk miatgopmu peanizaiii NpoexTy. Y
Meax IbOT0 3aBJIaHHS BU3HAYEHO XaPAKTEPHI PUCH KAHPY — HETIHIMHE TOCIIKEHHS
B3a€MOIIOB'SI3aHOTO CBITY, MOCTYIOBE BIAKPUTTSI HOBUX 30H 1 3/1I0HOCTEH, MOETHAHHS
watdopMepHux Ta 6oiloBux MexaHik. AHani3 aHanoriB (Hollow Knight, Ori and the
Blind Forest, Blasphemous) naB 3mory cdopMmyBaTu mnepeiik HEOOX1THUX
dbyHKkuioHaTbHUX MOXJIMBOcTel. OOpanus pymis Unity oOrpyHTOBaHO HOro
PO3BUHEHOIO MIATPUMKOI 2D-rpadiku, ¢(I3UYHOrO MOJETIOBAHHS, aHIMAIlHUX
CUCTEM Ta KOMIIOHEHTHOIO MWIAXOAYy, a BHUKOpUCTaHHS MoBu C# 3abe3neuymsio
peamizailifo JIOTIKM TpH BIAMNOBIAHO JO TPHUHIMUMIIB 00'€KTHO-OPIEHTOBAHOTO
porpaMyBaHHS.

Jlpyrum 3aBaaHHAM OYJIO CIPOEKTYBATH 3arajbHy apXiTeKTypy TpH Ta
peanizyBaTu CHUCTEMYy KepyBaHHs TMepcoHaxkeM. [[ns opranizaiii B3aeMomii MixX
miJicucTeMaMd  OOpaHO KOMITOHEHTHO-OPIEHTOBAHY apXITEKTYpy, SIKa JI03BOJISIE
pO3MMPIOBAaTH  (DYHKI[IOHAIBHICT 0€3 CYTTEBUX 3MIH Y BXKE peali30BaHMUX
koMrioHeHTaX. CucTteMy KepyBaHHS TMEPCOHAXKEM MOOYyJI0BaHO HAa OCHOBI MallTUHU
CTaHIB, 1110 3a0e31euye KOPeKTHY 0OpoOKYy BBEICHHS KOPHUCTYyBaya Ta CTaOUIbHY 3MIHY
CTaHIB pyXy: xo0nb0a, CTpUOOK, MaaiHHS, PUBOK. PeamizoBanmii miaxin 3abe3medynB
NPUPOAHY PEaAKI[iI0 MEepCOHa)ka Ha Jii TpaBls Ta MOXJIMBICTb MOEIHAHHS PYXOBHX

MEXaHIK 3 1HIITUMH IIJICUCTEMaMHU T'PH.
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TpetiM 3aBnanHsM OyJI0 po3poOUTH OOMOBY CUCTEMY Ta MEXaHI3MHU B3a€MOJIIT 3
NpoTUBHUKAaMU. PeanizoBaHO cucTeMy aTak 13 ypaxyBaHHSM HampsMy IEpPCOHaXka,
HAHECEHHs] Ta OTPUMAaHHS IMOIIKO/KeHb, MeXaHIKy BiakuaaHHa. [loBemiHkKy
MPOTUBHUKIB MOOYOBAHO HA OCHOBI MOJIENI CTaHIB, IO BKJIIOYAE MATPYIIOBAHHS,
MOIIYK, TEepecTiAyBaHHs Ta araky. Takuil miaxim 3a0e3rneyuB 0a30By PEaKTHBHICTH
BOPOTiB Ha Jii TpaBIld Ta CTBOPUB (PYHIAMEHT JJIsl TIOJIAJIBIIOT0 YCKIIAMHEHHS iXHBOT
[MOBEIIHKHU.

YeTBepTHM 3aBaHHAM OyJia peaizallisi CHCTEMH 370POB'sl, pecypciB Ta mporpecii
nepconaxka. CTBOpEHO MeXaH13MH OOJIIKY 3J0pPOB'Sl, OTPUMaHHS IIKOJH, BiTHOBJICHHS
Ta CMEpPTi, @ TaKOXX CUCTEMY EHEepTii JyUisi BUKOPUCTAHHS 3110HOCTEH, 10 BBOJUTH
€JIEMEHT YIIPaBJIIHHS pecypcaMu B IrpoBuid mnpoiec. Cucremy mporpecii peaisizoBaHo
yepe3 MOCTYINOBE BIJKPUTTS HOBUX 3A10HOCTEH, 30poi Ta MOKpalleHb — PUBKY,
MarHiTHUX 1 €JEMEHTAJIbHUX €(EeKTIB, MIABUIICHHS XapakTepHCTHK. Po30j0koBaH1
MO>KJIMBOCTI TMOB'SI3aHI 3 JOCTYIIOM JO HOBMX YaCTUH pIBHSI Ta MIATPUMYIOTh
30epeKEeHHS CTaHy mporpecii. PeanizoBaHOo TakoX B3aEMOJII0 3 00'€KTaMHU 1rpOBOTO
cepeloBUIIa: HEOE3MeuHl 30HU, Oe3Me4Hl TOYKH, IHTEPAKTHUBHI (PI3UYHI O0'€KTH Ta
MarHiTHa MeXaHiKa BIUIMBY Ha METaJeBl NpPeIMETH, 0 pPOOUTH CEpPEIOBHIIE
MTOBHOI[IHHOIO YaCTHHOIO iIrPOBOTO TPOIIECY.

[I’aTm 3aBaHHsAM OYJIO MPOBEACHHS TECTYBAaHHS PO3POOJICHOTO MPOrPaAMHOTO
npoaykry. llepeBipeHO 3amyck 3acTOCYHKY, poOOTy iHTepdelicy, KepyBaHHS
MEePCOHAXEM, TMEpPEeMIllleHHs, CTPUOKH, PUBKH, aTaKH, JIKyBaHHS, BUKOPUCTAHHS
3110HOCTEH, IPOrpecito, B3aEMO/II0 3 BOporaMu, 60coM Ta 00'ekTaMu cepeoBHIIa. 3a
pe3ynbTaTaMu TECTYBAaHHS BCTAHOBJIEHO, IO OCHOBHI (YHKIII TpW TIPAIIOIOThH
KOPEKTHO, a pealli3oBaHl MEXaHIKHU BiJMOBIJaI0Th BU3HAUYEHUM BUMOraM. KputuaHux
MOMMWJIOK, SIKI YHEMOKJIUBIIOBAIM O MPOXO/KEHHSI OCHOBHHUX ITPOBUX CIIEHApIiB, HE
BUSIBJICHO.

Takum ynHOM, y KBasli(piKaiiiHii poOOTI MOCTIAOBHO BUKOHAHO BCl MOCTaBJIECHI
3aBJaHHS: TIPOAHATI30BAHO MIPEIMETHY 00JaCTh Ta OOIPYHTOBAHO BUOIP IHCTPYMEHTIB,
CIIPOEKTOBAHO apXITEKTypy Ta pealli3oBaHO CHUCTEMY KEpyBaHHS IIEPCOHAXKEM,

po3po0IeHO OOHOBY CHCTEMY, pealli30BaHO MEXaHIKH 3JI0POB'sl, pECYpCIB 1 Iporpecii Ta
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MPOBEJIEHO TecTyBaHHA. Po3poOiieHuii irpoBuii 3actocyHok Fiat Lux BiamoBigae
BU3HAUCHIM MeETI Ta JEMOHCTPY€ MPAKTUYHY peajizallilo OCHOBHUX MPUHIIUIIIB
noOynoBu 2D-rpu xxaupy Metroidvania y ctuii Pixel Art. OTpumani pe3ynbTat MaroTh
NPAaKTHYHE 3HAYCHHS, OCKUIBKM MOXXYTh CIYT'YBaTH OCHOBOIO IS IOJAJIBIIOTO
PO3BUTKY  TOBHOI[IHHOTO  IrPOBOrO  MPOAYKTY Ta MPHUKIAIOM  peamizarii

B3a€EMOIIOB'SI3aHUX ITPOBUX CHCTEM Yy cepenoBuii Unity.
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JTOJNATOK A

[IporpamHuuii koA MiICUCTEMH MTEPCOHAXKA

Jlictunr A.1 — Kop knacy PlayerMain

using UnityEngine;

using UnityEngine.InputSystem;

using FiatLux.Core.Events;

using FiatLux.Contracts.Events.Player;

namespace FiatLux.Gameplay.Player

{

public class PlayerMain : MonoBehaviour
{
[Header("Health")]
[SerializeField] public float maxHealth = 6f;

[Header("Energy")]
[SerializeField] public float maxEnergy = 6f;
[SerializeField] public float energyRegen 5f;

[Header("Ability Energy Costs")]

[SerializeField] public float firstAbilityCost = 20f;
[SerializeField] public float secondAbilityCost = 30f;
private PlayerContext _ctx;

private PlayerStateMachine _fsm;

private PlayerFsmAnimatorTranslator _fsmTranslator;
private PlayerAnimatorPublisher _animatorPublisher;

private void Awake()

{

_ctx = new PlayerContext(this);
_fsm = new PlayerStateMachine(_ctx);

_ctx.Health.Initialize(maxHealth);
_ctx.Energy.Initialize(maxEnergy, energyRegen);
_ctx.Attack.Initialize(_ctx);

_ctx.Dash.OnDashStarted += () =>
_ctx.Health.GrantInvincibility(_ctx.Dash.DashInvincibilityDuration);

_ctx.Dash.OnSlideStarted += () =>
_ctx.Health.GrantInvincibility(_ctx.Dash.SlideInvincibilityDuration);

_fsmTranslator = new PlayerFsmAnimatorTranslator();
_fsmTranslator.Init(_ctx, _fsm);

_animatorPublisher =
gameObject.GetComponent<PlayerAnimatorPublisher>()
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??
gameObject.AddComponent<PlayerAnimatorPublisher>();
_animatorPublisher.Init(_ctx);

}

private void Update()

{
_fsm.Update();

var dir = new Vector2(_ctx.HorizontallInput,

_ctx.VerticalInput);
EventBus.Publish(new PlayerDirectionEvent(dir));

}

private void FixedUpdate() => _fsm.FixedUpdate();

public void Move(InputAction.CallbackContext context)

{

Vector2 v = context.ReadValue<Vector2>();

_ctx.HorizontalInput = v.x;

_ctx.VerticallInput = v.y;

if (v.x = 0)

_ctx.Movement.SetFacingDirection(v.x);

}
public void SwitchPreset(InputAction.CallbackContext context)
{

if (context.performed) _ctx.SwitchPresetPressed = true;
}
public void Jump(InputAction.CallbackContext context)
{

if (context.performed)

_ctx.JumpPressedTime = Time.time;

}
public void Dash(InputAction.CallbackContext context)
{

if (context.performed) _ctx.DashPressed = true;
}
public void Healing(InputAction.CallbackContext context)
{

if (context.performed) _ctx.HealPressed = true;
}
public void NormalAttack(InputAction.CallbackContext context)
{

if (context.performed) _ctx.AttackPressed = true;
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}

public void SwitchWeapon(InputAction.CallbackContext context)

{
if (context.performed) _ctx.SwitchWeaponPressed = true;
}
public void FirstAbility(InputAction.CallbackContext context)
{

if (context.started) { _ctx.FirstAbilityPressedTime =
Time.time; _ctx.FirstAbilityHeld = true; }
if (context.canceled) { _ctx.FirstAbilityHeld = false; }

}

public void SecondAbility(InputAction.CallbackContext context)
{
if (context.started) { _ctx.SecondAbilityPressedTime =
Time.time; _ctx.SecondAbilityHeld = true; }
if (context.canceled) { _ctx.SecondAbilityHeld = false; }

}
public void Interact(InputAction.CallbackContext context)
{
if (context.started) _ctx.InteractPressed = true;
}

private void OnDestroy() => _fsmTranslator?.Dispose();

}

}
Jlictunr A.2 — Kon knacy PlayerContext

using UnityEngine;

using FiatLux.Gameplay.Player.Stats;
using FiatLux.Gameplay.Player.Attack;
using FiatLux.Gameplay.Player.Movement;
using FiatLux.Gameplay.Player.Healing;
using FiatLux.Gameplay.Player.Abilities;
using FiatLux.Gameplay.Player.Unlocks;

namespace FiatLux.Gameplay.Player

{

public class PlayerContext

{
public readonly Rigidbody2D Rb;
public readonly PlayerMovement Movement;
public readonly PlayerDash Dash;
public readonly PlayerHealth Health;
public readonly PlayerEnergy Energy;
public readonly ProjectileReservoir Reservoir;
public readonly PlayerHealing Healing;

public readonly PlayerProgression Progression;
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public
public
public

public
public
public
public
public
public
public
public
public
public

public
public
public
public

readonly PlayerAttack Attack;

readonly AbilitySlotController AbilitySlots;
readonly PlayerInteractor Interactor;

float HorizontallInput { get; set; }
float VerticalInput { get; set; }
bool JumpPressed => JumpBuffered;

bool DashPressed { get; set; }
bool AttackPressed { get; set; }
bool HealPressed { get; set; }
bool SwitchPresetPressed { get; set; }

bool SwitchWeaponPressed { get; set; }
bool FirstAbilityHeld { get; set; }
bool SecondAbilityHeld { get; set; }

const float AbilityBufferDuration = 0.15f;
float FirstAbilityPressedTime { get; set; } = -1f;
float SecondAbilityPressedTime { get; set; } = -1f;
bool FirstAbilityBuffered => Time.time -

FirstAbilityPressedTime <= AbilityBufferDuration;

public

bool SecondAbilityBuffered => Time.time -

SecondAbilityPressedTime <= AbilityBufferDuration;

public
1f;

public
1f;

public

public
public

public
public

void ConsumeFirstAbility() => FirstAbilityPressedTime

void ConsumeSecondAbility() => SecondAbilityPressedTime
bool InteractPressed { get; set; }

ChanneledAbility ActiveFirstChanneled { get; set; }
ChanneledAbility ActiveSecondChanneled { get; set; }

const float JumpBufferDuration = 0.1f;
float JumpPressedTime { get; set; } = -1f;

public bool JumpBuffered =>

Time.time - JumpPressedTime <= JumpBufferDuration;
public void ConsumeJump() => JumpPressedTime = -1f;
public const float CoyoteDuration = 0.1f;
public float LastGroundedTime { get; set; } = -1f;
public bool CoyoteAvailable =>

Time.time - LastGroundedTime <= CoyoteDuration;

public
{

PlayerContext(PlayerMain main)

var go = main.gameObject;

Rb = Require<Rigidbody2D>(go);
Movement = Require<PlayerMovement>(go);
Dash = Require<PlayerDash>(go);
Health = Require<PlayerHealth>(go);
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Energy = Require<PlayerEnergy>(go);
Reservoir = go.GetComponent<ProjectileReservoir>();
Healing = go.GetComponent<PlayerHealing>();
Progression = go.GetComponent<PlayerProgression>();
Attack = Require<PlayerAttack>(go);
AbilitySlots = go.GetComponent<AbilitySlotController>();
Interactor = go.GetComponent<PlayerInteractor>();
}
private static T Require<T>(GameObject go) where T : Component
{
var ¢ = go.GetComponent<T>();
if (c == null)
Debug.LogError($"[PlayerContext] {typeof(T).Name} He
3HangeHo Ha '{go.name}'. " +
"Jlogan KOMMOHEeHT [0 o06'ekTa rpasus.
return c;
}

}
}

Jlictunr A.3 — Kon kiacy PlayerStateMachine

using System;

using FiatLux.Gameplay.Player.States.Grounded;
using FiatLux.Gameplay.Player.States;
using FiatLux.Gameplay.Player.States.Airborne;

namespace FiatLux.Gameplay.Player

{

public class PlayerStateMachine

{
public
public
public

readonly GroundedState Grounded;
readonly AirborneState Airborne;
readonly DeadState Dead;

private readonly PlayerContext _ctx;
private IState _current;

public
public
public

public
{

event Action<IState> OnStateChanged;
event Action<StateBase> OnLeafEntered;
event Action<StateBase> OnlLeafExited;

PlayerStateMachine(PlayerContext ctx)

_ctx = ctx;

Grounded = new GroundedState(ctx, this);
Airborne = new AirborneState(ctx, this);
Dead = new DeadState(ctx, this);

ChangeState(Airborne);
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}

public void ChangeState(IState next)

{
_current?.Exit();
_current = next;
_current.Enter();
OnStateChanged?.Invoke(_current);
by

internal void NotifylLeafEntered(StateBase leaf) =>
OnLeafEntered?.Invoke(leaf);

internal void NotifylLeafExited (StateBase leaf) =>
OnLeafExited?.Invoke(leaf);

public void Update()

{
if (! _ctx.Health.IsAlive & & _current != Dead)
{
ChangeState(Dead);
return;
}
_current?.Update();
}

public void FixedUpdate() => _current?.FixedUpdate();

Jlictunr A.4 — Kop kinacy GroundedState

using UnityEngine;
using FiatLux.Contracts.Data;

namespace FiatLux.Gameplay.Player.States.Grounded

{

public class GroundedState : StateBase

{
public readonly IdleState Idle;
public readonly RunState Run;
public readonly SlideState Slide;
public readonly HealState Heal;

public readonly AttackGroundState Attack;
private IState _currentSub;

public GroundedState(PlayerContext ctx, PlayerStateMachine fsm) :
base(ctx, fsm)

{
Idle = new IdleState(ctx, fsm, this);
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Run = new RunState(ctx, fsm, this);
Slide = new SlideState(ctx, fsm, this);
Heal = new HealState(ctx, fsm, this);
Attack = new AttackGroundState(ctx, fsm, this);
}
protected override void OnEnter()
{
ctx.Dash?.0OnLanded();
EnterSub(Idle);
}

public override void Update()

{
if (!ctx.Movement.IsGrounded())
{
fsm.ChangeState(fsm.Airborne);
return;
}

if (ctx.SwitchPresetPressed)

{

ctx.SwitchPresetPressed = false;

ctx.ActiveFirstChanneled?.StopChannel(ctx);
ctx.ActiveFirstChanneled = null;
ctx.ActiveSecondChanneled?.StopChannel(ctx);
ctx.ActiveSecondChanneled = null;

ctx.ConsumeFirstAbility();
ctx.ConsumeSecondAbility();
ctx.FirstAbilityHeld false;
ctx.SecondAbilityHeld = false;

ctx.Progression.SwitchPreset();

}
if (ctx.SwitchWeaponPressed && !ctx.Attack.IsAttacking)
{
ctx.SwitchWeaponPressed = false;
ctx.Attack.SwitchWeaponNext();
}

else if (ctx.SwitchWeaponPressed)
ctx.SwitchWeaponPressed = false;

if (ctx.InteractPressed)

ctx.InteractPressed = false;
ctx.Interactor?.TryInteract();
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if (ctx.Progression.CurrentPreset == AbilityPreset.Magnetism)

{
if (ctx.FirstAbilityBuffered)
{
ctx.ConsumeFirstAbility();
ctx.AbilitySlots.GetFirstAbility()?.TryPerform(ctx);
}
if (ctx.SecondAbilityBuffered)
{
ctx.ConsumeSecondAbility();
ctx.AbilitySlots.GetSecondAbility()?.TryPerform(ctx);
}
}
else
{
HandleChanneledAbility(isFirst: true);
HandleChanneledAbility(isFirst: false);
}

if (ctx.DashPressed && ctx.Progression.DashUnlocked &&
ctx.Dash.CanDash)

{
ctx.DashPressed = false;
ctx.ConsumeJump();
EnterSub(Slide);
return;

}

if (ctx.HealPressed && ctx.Healing.CanHeal())

{
ctx.HealPressed = false;
EnterSub(Heal);
return;

¥

if (ctx.AttackPressed)

{
ctx.AttackPressed = false;
EnterSub(Attack);
return;

¥

if (ctx.JumpBuffered)

{
ctx.ConsumeJump();
ctx.Dash?.ForceStop();
ctx.Movement.RequestIump();
fsm.ChangeState(fsm.Airborne);
return;

¥

_currentSub?.Update();
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}

public override void FixedUpdate()

{
if (!ctx.Dash.IsDashing)

{
float moveInput = ctx.Attack.IsAttacking ? of :

ctx.HorizontallInput;
ctx.Movement.ApplyHorizontalMove(moveInput);

}

_currentSub?.FixedUpdate();
}

public override void Exit() => _currentSub?.Exit();

public void EnterSub(StateBase sub)

{
_currentSub?.Exit();
_currentSub = sub;
_currentSub.Enter();
fsm.NotifyLeafEntered(sub);
}

private void HandleChanneledAbility(bool isFirst)

{
if (ctx.AbilitySlots == null) return;

bool pressed = isFirst ? ctx.FirstAbilityBuffered
ctx.SecondAbilityBuffered;

bool held = isFirst ? ctx.FirstAbilityHeld
ctx.SecondAbilityHeld;

if (lheld)

{
if (isFirst) ctx.ConsumeFirstAbility();

else ctx.ConsumeSecondAbility();

}

var ability = isFirst
? ctx.AbilitySlots.GetFirstChanneled()
: ctx.AbilitySlots.GetSecondChanneled();

var active = isFirst ? ctx.ActiveFirstChanneled :

ctx.ActiveSecondChanneled;

if (pressed && held && ability != null && ability.CanStart())
{
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if (isFirst) ctx.ConsumeFirstAbility();
else ctx.ConsumeSecondAbility();

if (active != null && active.IsChanneling)
active.StopChannel(ctx);

var other = isFirst ? ctx.ActiveSecondChanneled :
ctx.ActiveFirstChanneled;
if (other != null && other.IsChanneling)

{
other.StopChannel(ctx);

if (isFirst) { ctx.ActiveSecondChanneled = null;
ctx.SecondAbilityHeld = false; ctx.ConsumeSecondAbility(); }
else { ctx.ActiveFirstChanneled = null;
ctx.FirstAbilityHeld = false; ctx.ConsumeFirstAbility(); }
}
active = ability;
active.StartChannel(ctx);
if (isFirst) ctx.ActiveFirstChanneled = active;
else ctx.ActiveSecondChanneled = active;

if (held && active != null && active.IsChanneling)
active.UpdateChannel(ctx);

if (!'held && active != null && active.IsChanneling)

{
active.StopChannel(ctx);
if (isFirst) ctx.ActiveFirstChanneled = null;
else ctx.ActiveSecondChanneled = null;
}

}
}
Jlictunr A.5 — Kop kiacy AirborneState

using UnityEngine;
using FiatLux.Contracts.Data;

namespace FiatLux.Gameplay.Player.States.Airborne

{
public class AirborneState : StateBase
{
public readonly JumpState Jump;
public readonly FallState Fall;
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public readonly AirDashState AirDash;
public readonly AttackAirState Attack;

private IState _currentSub;

public AirborneState(PlayerContext ctx, PlayerStateMachine fsm) :

base(ctx, fsm)

{
Jump
Fall
AirDash
Attack
¥

new JumpState(ctx, fsm, this);

new FallState(ctx, fsm, this);

new AirDashState(ctx, fsm, this);
new AttackAirState(ctx, fsm, this);

protected override void OnEnter()

{

ctx.ConsumeJump();

bool goingUp = ctx.Rb.linearVelocity.y > 0 ||
ctx.Movement.JumpRequested;

EnterSub(goingUp ? (StateBase)Jump : Fall);

}

public override void Update()

{

if (ctx.

{
ctx.
ctx
ctx.
ctx
ctx.
ctx.
ctx.
ctx.
ctx.
ctx.

}

if (ctx.

{
ctx.
ctx

by

else if
ctx.

if (ctx.

{

ctx.

SwitchPresetPressed)

SwitchPresetPressed = false;

.ActiveFirstChanneled?.StopChannel(ctx);

ActiveFirstChanneled = null;

.ActiveSecondChanneled?.StopChannel(ctx);

ActiveSecondChanneled = null;
ConsumeFirstAbility();
ConsumeSecondAbility();
FirstAbilityHeld = false;
SecondAbilityHeld = false;
Progression.SwitchPreset();

SwitchWeaponPressed && !ctx.Attack.IsAttacking)

SwitchWeaponPressed = false;

.Attack.SwitchWeaponNext();

(ctx.SwitchWeaponPressed)
SwitchWeaponPressed = false;

InteractPressed)

InteractPressed = false;
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ctx.Interactor?.TryInteract();

}
if (ctx.Progression.CurrentPreset == AbilityPreset.Magnetism)
{
if (ctx.FirstAbilityBuffered)
{
ctx.ConsumeFirstAbility();
ctx.AbilitySlots.GetFirstAbility()?.TryPerform(ctx);
}
if (ctx.SecondAbilityBuffered)
{
ctx.ConsumeSecondAbility();
ctx.AbilitySlots.GetSecondAbility()?.TryPerform(ctx);
}
}
else
{
HandleChanneledAbility(isFirst: true);
HandleChanneledAbility(isFirst: false);
}
if (ctx.Movement.IsGrounded())
{
fsm.ChangeState(fsm.Grounded);
return;
}

if (ctx.DashPressed && ctx.Progression.DashUnlocked &&
ctx.Dash.CanDash)

{
ctx.DashPressed = false;
ctx.ConsumeJump();
EnterSub(AirDash);
return;
}
if (ctx.AttackPressed)
{
ctx.AttackPressed = false;
EnterSub(Attack);
return;
}
if (ctx.JumpBuffered && ctx.CoyoteAvailable)
{

ctx.ConsumeJump();
ctx.LastGroundedTime = -1f;
ctx.Movement.RequestIump();
EnterSub(Jump);

return;
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}

_currentSub?.Update();

}

public override void FixedUpdate()

{ if (!ctx.Dash.IsDashing)
ctx.Movement.ApplyHorizontalMove(ctx.HorizontalInput);
_currentSub?.FixedUpdate();

}

public override void Exit() => _currentSub?.Exit();

public void EnterSub(StateBase sub)

{
_currentSub?.Exit();
_currentSub = sub;
_currentSub.Enter();
fsm.NotifylLeafEntered(sub);
}
private void HandleChanneledAbility(bool isFirst)
{

if (ctx.AbilitySlots == null) return;

bool pressed = isFirst ? ctx.FirstAbilityBuffered
ctx.SecondAbilityBuffered;

bool held = isFirst ? ctx.FirstAbilityHeld
ctx.SecondAbilityHeld;

if ('held)

{
if (isFirst) ctx.ConsumeFirstAbility();
else ctx.ConsumeSecondAbility();

}

var ability = isFirst
? ctx.AbilitySlots.GetFirstChanneled()
: ctx.AbilitySlots.GetSecondChanneled();

var active = isFirst ? ctx.ActiveFirstChanneled :
ctx.ActiveSecondChanneled;

if (pressed && held && ability != null && ability.CanStart())

{
if (isFirst) ctx.ConsumeFirstAbility();
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else ctx.ConsumeSecondAbility();

if (active != null && active.IsChanneling)
active.StopChannel(ctx);

var other = isFirst ? ctx.ActiveSecondChanneled :
ctx.ActiveFirstChanneled;
if (other != null && other.IsChanneling)

{
other.StopChannel(ctx);
if (isFirst) { ctx.ActiveSecondChanneled = null;
ctx.SecondAbilityHeld = false; ctx.ConsumeSecondAbility(); }
else { ctx.ActiveFirstChanneled = null;
ctx.FirstAbilityHeld = false; ctx.ConsumeFirstAbility(); }
}
active = ability;
active.StartChannel(ctx);
if (isFirst) ctx.ActiveFirstChanneled = active;
else ctx.ActiveSecondChanneled = active;

if (held && active != null && active.IsChanneling)
active.UpdateChannel(ctx);

if (!held && active != null && active.IsChanneling)

{
active.StopChannel(ctx);
if (isFirst) ctx.ActiveFirstChanneled = null;
else ctx.ActiveSecondChanneled = null;
}

}
}

Jlictunr A.6 — Kog knacy PlayerMovement

using UnityEngine;

using System.Collections;

using FiatLux.Core.Events;

using FiatLux.Contracts.Events.Player;
using FiatLux.Contracts.Interfaces;

namespace FiatLux.Gameplay.Player.Movement

{

public class PlayerMovement : MonoBehaviour, IKnockbackReceiver

{
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[Header("Components™)]

[SerializeField] Rigidbody2D rb;

[SerializeField] SpriteRenderer spriteRenderer;
[SerializeField] private CapsuleCollider2D capsuleCollider;

[Header("Movement™) ]

[SerializeField] float moveSpeed = 5f;
[SerializeField] float jumpForce = 10f;
[SerializeField] float fallMultiplier = 2.5f;
private float _speedMultiplier = 1f;

[Header("Grounding")]

[SerializeField] LayerMask groundLayer;
[SerializeField] Transform groundCheck;
[SerializeField] float groundCheckRadius = 0.2f;

[Header("Reverse Dash")]
[SerializeField] private float reverseDashCooldown = 1f;
[SerializeField] private TrailRenderer tr;

public event System.Action OnJumped;

public event System.Action OnLanded;

public event System.Action OnKnockbackStarted;
public event System.Action OnKnockbackEnded;

private bool canReverseDash = true;

private bool isDashing;

private float horizontal;

private float vertical;

private bool isGrounded;

private bool jumpRequested;

private bool wasGroundedLastFrame;

private bool canMoveDuringKnockback = true;
private float facingDirection = 1f;

public float FacingDirection => facingDirection;

public Vector2 Velocity => rb.linearVelocity;

public bool JumpRequested => jumpRequested;

public void SetSpeedMultiplier(float multiplier) =>
SetChannelingSpeedMultiplier(multiplier);

private void Awake()

{
if (rb == null) rb =
GetComponent<Rigidbody2D>();
if (spriteRenderer == null) spriteRenderer =

GetComponent<SpriteRenderer>();
if (capsuleCollider == null)capsuleCollider =
GetComponent<CapsuleCollider2D>();

}
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private Coroutine _knockbackCoroutine;

private void FixedUpdate()
{

if (isDashing) return;
wasGroundedLastFrame = isGrounded;

isGrounded = Physics2D.OverlapCircle(groundCheck.position,
groundCheckRadius, groundLayer);

if (canMoveDuringKnockback && jumpRequested && isGrounded)

{
rb.linearVelocity = new Vector2(rb.linearVelocity.x,
jumpForce);
jumpRequested = false;
OnJumped?.Invoke();
EventBus.Publish(new PlayerJumpedEvent());
}

if (rb.linearVelocity.y < 0)

rb.linearVelocity += Vector2.up * Physics2D.gravity.y *
(fallMultiplier - 1) * Time.fixedDeltaTime;

if (!wasGroundedLastFrame && isGrounded)

{
jumpRequested = false;
float impact = Mathf.Abs(rb.linearVelocity.y);
OnLanded?.Invoke();
EventBus.Publish(new PlayerLandedEvent(impact));
}

public void ApplyHorizontalMove(float input)
{
if (!canMoveDuringKnockback) return;
if (isDashing) return;
rb.linearVelocity = new Vector2(input * moveSpeed *
_speedMultiplier, rb.linearVelocity.y);

}

public void SetFacingDirection(float dir)

{
if (dir != @) facingDirection = Mathf.Sign(dir);
UpdateFacingDirection();

}

public void RequestJump()

{
if (isGrounded && !isDashing)
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jumpRequested = true;

}

public bool IsGrounded() => isGrounded;
public bool GetIsDashing() => isDashing;

public void ApplyKnockback(Vector2 force) => ApplyKnockback(force,
0.15f);

public void ApplyKnockback(Vector2 force, float stunDuration)
{

if (_knockbackCoroutine != null)
{
StopCoroutine(_knockbackCoroutine);
canMoveDuringKnockback = true;
}
rb.linearVelocity = Vector2.zero;
rb.AddForce(force, ForceMode2D.Impulse);
_knockbackCoroutine =
StartCoroutine(KnockbackRoutine(stunDuration));

}

private IEnumerator KnockbackRoutine(float stunDuration)
{
canMoveDuringKnockback = false;
OnKnockbackStarted?.Invoke();
EventBus.Publish(new
PlayerKnockbackEvent(KnockbackEventType.Started));
yield return new WaitForSeconds(stunDuration);
OnKnockbackEnded?.Invoke();
EventBus.Publish(new
PlayerKnockbackEvent(KnockbackEventType.Ended));
canMoveDuringKnockback = true;

}

public void PerformReverseDash(Vector2 direction, float power,
float duration)
{
if (!isDashing && canReverseDash)
StartCoroutine(ReverseDashCoroutine(direction, power,
duration));

}

private IEnumerator ReverseDashCoroutine(Vector2 direction, float
power, float duration)
{
canReverseDash = false;
isDashing = true;
float gravOG = rb.gravityScale;
rb.gravityScale = of;
rb.linearVelocity = direction * power;

II3.KP.b - 121 —26 - 113 93




if (tr != null) tr.emitting = true;

yield return new WaitForSeconds(duration);
if (tr != null) tr.emitting = false;
rb.gravityScale = gravo0G;

isDashing = false;

yield return new WaitForSeconds(reverseDashCooldown);
canReverseDash = true;

}

public float GetHorizontalInput() => horizontal;

public float GetVerticalInput() => vertical;

public float GetFacingDirection() => facingDirection;
public Vector2 GetVelocity() => rb.linearVelocity;

public void SetVelocity(Vector2 v)=> rb.linearVelocity = v;

public void SetHorizontalInput(float input)
{

horizontal = input;
if (horizontal != @) SetFacingDirection(horizontal);

}

public void SetVerticalInput(float input) => vertical = input;

public void SetChannelingSpeedMultiplier(float multiplier) =>
_speedMultiplier = multiplier;

private void UpdateFacingDirection()

{
if (spriteRenderer != null)
spriteRenderer.flipX = facingDirection < 0;
}
private void OnDrawGizmosSelected()
{
if (groundCheck != null)
{
Gizmos.color = Color.green;
Gizmos.DrawWireSphere(groundCheck.position,
groundCheckRadius);
}
}

Jlictunr A.7 — Kon knacy PlayerDash

using UnityEngine;
using System.Collections;
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using FiatLux.Core.Events;
using FiatLux.Contracts.Events.Player;

namespace FiatLux.Gameplay.Player.Movement

{

public class PlayerDash : MonoBehaviour

{

[Header("Air Dash™)]
[SerializeField] private float dashPower = 24f;
[SerializeField] private float dashTime = 0.2f;

[SerializeField] private float dashCooldown = ©f;
[SerializeField] private float dashInvincibilityDuration

[Header("Slide (Ground Dash)")]

[SerializeField] private float slidePower = 24f;
[SerializeField] private float slideTime = 0.2f;
[SerializeField] private float slideCooldown = 1f;

[SerializeField] private float slideInvincibilityDuration = 0.2f;

public float DashInvincibilityDuration =>

dashInvincibilityDuration;

public float SlideInvincibilityDuration =>

slideInvincibilityDuration;

[SerializeField] private TrailRenderer tr;
private Rigidbody2D _rb;
private CapsuleCollider2D _col;

private PlayerMovement _movement;

public bool IsDashing { get; private set; }

public bool CanDash { get; private set; } = true;

private bool _dashedInAir;

private Coroutine _activeRoutine;
private Coroutine _cooldownRoutine;
private Vector2 _colliderSizeOG;
private Vector2 _colliderOffsetOG;

private CapsuleDirection2D _colliderDirectionOG;

private float _gravityOG;
private bool _isSlide;

public event System.Action OnDashStarted;
public event System.Action OnDashEnded;

public event System.Action OnSlideStarted;
public event System.Action OnSlideEnded;

public event System.Action OnDashCooldownReady;

private void Awake()

{
_rb = GetComponent<Rigidbody2D>();
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_col = GetComponent<CapsuleCollider2D>();
_movement = GetComponent<PlayerMovement>();

_gravityOG = _rb.gravityScale;

_colliderSize0OG = _col.size;
_colliderOffsetOG = _col.offset;
_colliderDirection0G = _col.direction;

}

public void OnLanded() => _dashedInAir = false;

public void PerformAirDash(float facingDirection)

{
if (!CanDash || _dashedInAir) return;
_isSlide = false;
_activeRoutine =
StartCoroutine(AirDashRoutine(facingDirection));
}
public void PerformSlide(float facingDirection)
{
if (!CanDash) return;
_isSlide = true;
_activeRoutine =
StartCoroutine(SlideRoutine(facingDirection));
}
private IEnumerator AirDashRoutine(float dir)
{

OnDashStarted?.Invoke();

EventBus.Publish(new
PlayerDashEvent(DashEventType.AirDashStarted));

CanDash = false;

IsDashing = true;

_dashedInAir = true;

_gravityOG = _rb.gravityScale;
_rb.gravityScale = of;

_rb.linearVelocity = new Vector2(dir * dashPower, 0of);

if (tr) tr.emitting = true;
OnDashStarted?.Invoke();

yield return new WaitForSeconds(dashTime);

OnDashEnded?.Invoke();

EventBus.Publish(new
PlayerDashEvent(DashEventType.AirDashEnded));

RestoreState();

IsDashing = false;

OnDashEnded?.Invoke();
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_cooldownRoutine =
StartCoroutine(DashCooldownRoutine(dashCooldown));

}

private IEnumerator SlideRoutine(float dir)
{
OnSlideStarted?.Invoke();
EventBus.Publish(new
PlayerDashEvent(DashEventType.SlideStarted));
CanDash = false;
IsDashing = true;

_gravityOG = _rb.gravityScale;

_colliderSize0OG = _col.size;
_colliderOffsetOG = col.offset;
_colliderDirection0G = _col.direction;

_col.size = new Vector2(1f, 0.5f);

_col.offset = new Vector2( colliderOffset0G.x, -0.25f);
_col.direction = CapsuleDirection2D.Horizontal;
_rb.gravityScale = of;

_rb.linearVelocity = new Vector2(dir * slidePower, 0of);
if (tr) tr.emitting = true;

OnSlideStarted?.Invoke();

yield return new WaitForSeconds(slideTime);

OnSlideEnded?.Invoke();

EventBus.Publish(new
PlayerDashEvent(DashEventType.SlideEnded));

RestoreState();

IsDashing = false;

OnSlideEnded?.Invoke();

_cooldownRoutine =
StartCoroutine(DashCooldownRoutine(slideCooldown));

}

public void PerformReverseDash(Vector2 direction, float power,
float duration)
{
if (!IsDashing)
StartCoroutine(ReverseDashRoutine(direction, power,
duration));

}

private IEnumerator ReverseDashRoutine(Vector2 dir, float power,
float duration)
{
IsDashing = true;
float gravOG = _rb.gravityScale;
_rb.gravityScale = of;
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_rb.linearVelocity = dir * power;
if (tr) tr.emitting = true;

yield return new WaitForSeconds(duration);
if (tr) tr.emitting = false;

_rb.gravityScale = grav0G;
IsDashing = false;

}
public void ForceStop()
{
if (_activeRoutine == null) return;
StopCoroutine(_activeRoutine);
_activeRoutine = null;
RestoreState();
IsDashing = false;
if (_cooldownRoutine != null) StopCoroutine(_cooldownRoutine);
_cooldownRoutine = StartCoroutine(DashCooldownRoutine());
}

private IEnumerator DashCooldownRoutine(float? overrideDuration =
null)
{
CanDash = false;
yield return new WaitForSeconds(overrideDuration ??
dashCooldown);
CanDash = true;
OnDashCooldownReady?.Invoke();
EventBus.Publish(new
PlayerDashEvent(DashEventType.CooldownReady));

}
private void RestoreState()
{
if (tr) tr.emitting = false;
_rb.gravityScale = _gravityOG;
if (_isSlide)
{
_col.size = _colliderSizeOG;
_col.offset = colliderOffset0G;
_col.direction = _colliderDirectionOG;
}
}
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Jlictunr b.1 — Kox knacy PlayerAttack

using UnityEngine;

using FiatLux.Core.Events;

using FiatLux.Contracts.Events.Player;
using FiatLux.Gameplay.Status;

namespace FiatLux.Gameplay.Player.Attack

{

public class PlayerAttack : MonoBehaviour

{

[SerializeField] private WeaponManager weaponManager;

public

bool IsAttacking { get; private set; }

private PlayerContext ctx;

private float _attackEndTime;
private float _comboWindowEnd;
private float _nextAttackTime;

private int _comboIndex;
public WeaponBase CurrentWeapon => weaponManager.Current;
public void SwitchWeaponNext() => weaponManager.SwitchNext();
public void SwitchWeaponPrev() => weaponManager.SwitchPrev();
public void Initialize(PlayerContext ctx) => ctx = ctx;
public event System.Action<Vector2Int, int> OnAttackPerformed;
private void Update()
{
if (IsAttacking && Time.time >= _attackEndTime)
IsAttacking = false;
if (_comboIndex > © && Time.time > _comboWindowEnd)
_comboIndex = 0;
}
public void RequestAttack()
{

if (Time.time < _nextAttackTime) return;
if (_ctx == null) return;

var statusHandler = GetComponent<StatusHandler>();
var freeze = statusHandler?.GetStatus<FreezeStatus>();

if

(freeze != null && freeze.IsMaxed) return;
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var weapon = weaponManager.Current;

if (weapon == null) return;
Vector2Int dir = AttackDirectionResolver.Resolve(_ctx);
var result = weapon.Perform(_ctx, dir, _comboIndex);

if (weapon.IsMelee && weapon is MeleeWeapon melee)

{
KnockbackResolver.Apply(_ctx, result, melee.KnockbackCfg);

if (result.HitSomething)
_ctx.Energy.Restore(melee.EnergyPerMeleeHit);

_nextAttackTime
_attackEndTime
IsAttacking

Time.time + weapon.AttackCooldown;
Time.time + weapon.AttackCooldown;
true;

if (weapon.MaxComboIndex > @)
{
_comboIndex = (_comboIndex + 1) % (weapon.MaxComboIndex +
1);
_comboWindowEnd = Time.time + weapon.AttackCooldown +
weapon.ComboWindow;

}

OnAttackPerformed?.Invoke(dir, _comboIndex);
EventBus.Publish(new PlayerAttackedEvent(dir, _comboIndex,
result.HitSomething));

}
}

Jlictunr b.2 — Kox kmacy WeaponManager

using UnityEngine;

using FiatLux.Core.Events;

using FiatLux.Contracts.Events.Player;
using FiatLux.Contracts.Data;

using FiatLux.Gameplay.Player.Stats;

namespace FiatLux.Gameplay.Player.Attack

{

public class WeaponManager : MonoBehaviour

{

[SerializeField] private WeaponBase[] weapons;
[SerializeField] private PlayerProgression progression;

private int _currentIndex;
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public WeaponBase Current => weapons[_currentIndex];
public event System.Action<WeaponBase> OnWeaponChanged;

private void Awake()

{
if (progression == null)
progression = GetComponentInParent<PlayerProgression>();
_currentIndex = FindFirstUnlocked();
ApplyActiveVisual();
if (progression != null)
progression.OnlWeaponUnlocked += HandleWeaponUnlocked;
}
private void OnDestroy()
{
if (progression != null)
progression.OnWeaponUnlocked -= HandleWeaponUnlocked;
}

private void Start()
{

OnWeaponChanged?.Invoke(Current);
EventBus.PublishLatest(new
PlayerWeaponChangedEvent(Current.Type, Current.IsMelee));

}

public void SwitchNext() => Switch(+1);
public void SwitchPrev() => Switch(-1);

public bool TrySwitchTo(WeaponType type)
{

if (!progression.IsWeaponUnlocked(type)) return false;

for (int 1 = @; i < weapons.Length; i++)

{
if (weapons[i].Type == type)
{
if (i == _currentIndex) return true;
_currentIndex = i;
ApplyActiveVisual();

OnWeaponChanged?.Invoke(Current);
EventBus.Publish(new

PlayerWeaponChangedEvent(Current.Type, Current.IsMelee));
return true;

}
}

return false;
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private void Switch(int dir)
{
int next = FindNextUnlocked(_currentIndex, dir);
if (next == _currentIndex) return;
_currentIndex = next;
ApplyActiveVisual();
OnWeaponChanged?.Invoke(Current);
EventBus.Publish(new PlayerWeaponChangedEvent(Current.Type,
Current.IsMelee));

}
private int FindFirstUnlocked()
{
for (int 1 = @; i < weapons.Length; i++)
if (progression == null ||
progression.IsWeaponUnlocked(weapons[i].Type))
return i;
return 9;
}
private int FindNextUnlocked(int from, int dir)
{
int n = weapons.Length;
for (int step = 1; step <= n; step++)
{
int i = ((from + dir * step) % n + n) % n;
if (progression.IsWeaponUnlocked(weapons[i].Type))
return i;
}
return from;
}
private void ApplyActiveVisual()
{
for (int 1 = @; i < weapons.Length; i++)
weapons[i].gameObject.SetActive(i == _currentIndex);
}
private void HandleWeaponUnlocked(WeaponType type)
{
}

Jlictunr b.3 — Kox xknacy MeleeWeapon

using UnityEngine;
using System.Collections.Generic;
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using FiatLux.Contracts.Data;
using FiatLux.Contracts.Interfaces;

namespace FiatLux.Gameplay.Player.Attack

{

public class MeleelWeapon : WeaponBase

{
[Header("Stats")]

[SerializeField] private float damage = 1f;

[SerializeField] private float attackCooldown = 0.35f;
[SerializeField] private float comboWindow = 0.4f;
[SerializeField] private int  maxComboIndex = 2;

[SerializeField] private LayerMask enemylLayer;
[SerializeField] private WeaponType type = WeaponType.Chain;

[Header("Energy")]
[SerializeField] private float energyPerMeleeHit = 1f;

[Header("Combo damage multipliers™)]
[SerializeField] private float[] comboMultipliers = { 1f, 1.1f,
1.4f };

[Header("Knockback™) ]
[SerializeField] private KnockbackConfig knockbackConfig = new()

{
EnemyPush = 5f, PlayerRecoil = 3f, PogoForce = 50f,

KnockbackStunDuration = 0.25f
}s
public float EnergyPerMeleeHit => energyPerMeleeHit;
public KnockbackConfig KnockbackCfg => knockbackConfig;

[Header("Attack Colliders (N/S/E/W)")]
[SerializeField] private Collider2D northCollider;
[SerializeField] private Collider2D southCollider;
[SerializeField] private Collider2D eastCollider;
[SerializeField] private Collider2D westCollider;

public override float Damage => damage;

public override float AttackCooldown => attackCooldown;
public override float ComboWindow => comboWindow;
public override int  MaxComboIndex => maxComboIndex;
public override bool 1IsMelee => true;

public override WeaponType Type => type;
private readonly List<Collider2D> _buffer = new();

public override AttackResult Perform(PlayerContext ctx, Vector2Int
direction, int comboIndex)

{

var col = GetCollider(direction);
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if (col == null) return AttackResult.Miss(direction);

var filter = new ContactFilter2D();
filter.SetLayerMask(enemylLayer);
filter.useTriggers = true;

_buffer.Clear();
col.Overlap(filter, _buffer);

if (_buffer.Count == @) return AttackResult.Miss(direction);

float mult = (direction == Vector2Int.down || comboIndex >=
comboMultipliers.Length)
? 1f
: comboMultipliers[comboIndex];
float finalDamage = damage * mult;

foreach (var enemy in _buffer)
{
if (enemy.TryGetComponent<IDamageable>(out var dmg))
dmg.TakeDamage (finalDamage);

}

return new AttackResult(direction, _buffer.ToArray());

}

private Collider2D GetCollider(Vector2Int dir)

{
if (dir == Vector2Int.up) return northCollider;
if (dir == Vector2Int.down) return southCollider;
if (dir == Vector2Int.right) return eastCollider;
if (dir == Vector2Int.left) return westCollider;
return null;

Jlictunr b.4 — Kop kiacy RangedWeapon

using UnityEngine;
using FiatlLux.Contracts.Data;

namespace FiatLux.Gameplay.Player.Attack

{

public class RangedWeapon : WeaponBase

{
[Header("Stats")]
[SerializeField] private float damage = 2f;
[SerializeField] private float attackCooldown = 0.5f;
[SerializeField] private float energyCost = 10f;
[SerializeField] private float projectileSpeed = 14f;
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[SerializeField] private WeaponType type = WeaponType.Bow;
[Header("Refs")]

[SerializeField] private Projectile projectilePrefab;
[SerializeField] private Transform spawnPoint;

public override float Damage => damage;

public override float AttackCooldown => attackCooldown;
public override float ComboWindow => of;

public override int  MaxComboIndex => O;

public override bool IsMelee => false;

public float EnergyCost => energyCost;
public override WeaponType Type => WeaponType.Bow;

public override AttackResult Perform(PlayerContext ctx, Vector2Int
direction, int comboIndex)
{
if (!ctx.Energy.TrySpend(energyCost))
return AttackResult.Miss(direction);

var proj = Instantiate(projectilePrefab, spawnPoint.position,
Quaternion.identity);
proj.Launch(direction, projectileSpeed, damage, gameObject);

return new AttackResult(direction,
System.Array.Empty<Collider2D>());

}
}

Jlictunr Bb.5 — Kop knacy KnockbackResolver

using UnityEngine;
using FiatLux.Contracts.Interfaces;

namespace FiatLux.Gameplay.Player.Attack

{

public static class KnockbackResolver

{
public static void Apply(PlayerContext ctx, AttackResult result,

KnockbackConfig cfg)
{

foreach (var enemy in result.Targets)

{

Vector2 dir = ((Vector2)enemy.transform.position -
(Vector2)ctx.Rb.transform.position).normalized;

if (enemy.TryGetComponent<IKnockbackReceiver>(out var ai))

{
ai.ApplyKnockback(dir * cfg.EnemyPush);
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}
else if (enemy.TryGetComponent<Rigidbody2D>(out var rb))

{
rb.linearVelocity = Vector2.zero;
rb.AddForce(dir * cfg.EnemyPush, ForceMode2D.Impulse);

}

if (!result.HitSomething) return;
if (result.Direction == Vector2Int.down)

{
ctx.Rb.linearVelocity = new
Vector2(ctx.Rb.linearVelocity.x, 0f);
ctx.Rb.AddForce(Vector2.up * cfg.PogoForce,
ForceMode2D.Impulse);
}

else
{
Vector2 recoil = -(Vector2)result.Direction *
cfg.PlayerRecoil;
ctx.Movement.ApplyKnockback(recoil,
cfg.KnockbackStunDuration);

}
}
}

[System.Serializable]
public struct KnockbackConfig

{

public float EnemyPush;

public float PlayerRecoil;

public float PogoForce;

public float KnockbackStunDuration;
}
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JTIOJATOK B

[Iporpamuauii Ko cucTeMH 310HOCTE! 1 CTaTYCHUX e(PEeKTIB

Jlictunr B.1 — Kop knacy AbilityBase

using UnityEngine;

using System.Collections;

using FiatLux.Core.Events;

using FiatLux.Contracts.Events.Player;

namespace FiatLux.Gameplay.Player.Abilities

{

public abstract class AbilityBase : MonoBehaviour

{
[SerializeField] protected float cooldown = 1f;
[SerializeField] protected float energyCost = 20f;

protected bool _onCooldown;

public bool OnCooldown => _onCooldown;
public float EnergyCost => energyCost;

public void TryPerform(PlayerContext ctx)
{
Debug.Log($"TryPerform {GetType().Name}: onCD={_onCooldown},
energy={ctx.Energy.Current}/{energyCost}");
if (_onCooldown) { Debug.Log("-» blocked: cooldown"); return; }
if (!ctx.Energy.TrySpend(energyCost)) { Debug.Log("» blocked:
not enough energy"); return; }
EventBus.Publish(new
PlayerAbilityActivatedEvent(GetType().Name, isStart: true));
StartCoroutine(Execute(ctx));

}

protected IEnumerator CooldownTimer()

{
yield return new WaitForSeconds(cooldown);
_onCooldown = false;

}

protected abstract IEnumerator Execute(PlayerContext ctx);

Jlictunr B.2 — Kon knacy ChanneledAbility

using UnityEngine;

using System.Collections;

using FiatLux.Core.Events;

using FiatLux.Contracts.Events.Player;
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namespace FiatLux.Gameplay.Player.Abilities

{

public abstract class ChanneledAbility : MonoBehaviour

{
[Header("Cooldown™) ]

[SerializeField] protected float cooldown = 2f;

[Header("Channeling™)]

[SerializeField] protected float energyPerSecond = 8f;
[SerializeField] protected float speedMultiplier = 0.4f;
[SerializeField] protected float damagePerSecond = 3f;
[SerializeField] protected float damageTickRate = 0.15f;

[Header("Hitbox Objects")]

[SerializeField] protected Collider2D northHitbox;
[SerializeField] protected Collider2D eastHitbox;
[SerializeField] protected Collider2D westHitbox;
[SerializeField] protected Collider2D southAirHitbox;
[SerializeField] protected Collider2D southGroundHitbox;

[SerializeField] protected LayerMask hitLayer;
protected bool onCooldown;

protected bool _isChanneling;

private float _damageTimer;

private PlayerContext _ctx;

public bool IsChanneling => _isChanneling;

public bool CanStart() => ! onCooldown && ! isChanneling;

public void StartChannel(PlayerContext ctx)

{
if (!CanStart()) return;
_ctx = ctx;
_isChanneling = true;
_damageTimer = of;

EventBus.Publish(new
PlayerAbilityActivatedEvent(GetType().Name, isStart: true));

OnChannelStart(ctx);
}
public void UpdateChannel(PlayerContext ctx)
{

if (!_isChanneling) return;

if (!ctx.Energy.TrySpend(energyPerSecond * Time.deltaTime))
{ StopChannel(ctx); return; }

ctx.Movement.SetChannelingSpeedMultiplier(speedMultiplier);
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_damageTimer += Time.deltaTime;
if (_damageTimer >= damageTickRate)

{
_damageTimer = of;
var hits = GetCurrentHits(ctx);
if (hits.Length > 0)
OnDamageTick(hits, ctx, damagePerSecond *
damageTickRate);
}

OnChannelUpdate(ctx);
¥

public void StopChannel(PlayerContext ctx)

{
if (!_isChanneling) return;
_isChanneling = false;
ctx.Movement.SetChannelingSpeedMultiplier(1f);
EventBus.Publish(new

PlayerAbilityActivatedEvent(GetType().Name, isStart: false));

OnChannelStop(ctx);
StartCoroutine(CooldownRoutine());

protected Collider2D[] GetCurrentHits(PlayerContext ctx)

{
Collider2D hitbox = ResolveHitbox(ctx);
if (hitbox == null) return System.Array.Empty<Collider2D>();
Bounds b = hitbox.bounds;
return Physics2D.OverlapBoxAll(b.center, b.size, of,
hitLayer);
}

private Collider2D ResolveHitbox(PlayerContext ctx)
{

string dir = GetDirection(ctx);

switch (dir)
{

case "North": return northHitbox;

case "East":
SetHitboxFlip(eastHitbox, false);
return eastHitbox;

case "West":
SetHitboxFlip(eastHitbox, true);
return westHitbox;
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case "South":
return ctx.Movement.IsGrounded() ? southGroundHitbox :

southAirHitbox;
default: return eastHitbox;
}
}
private static void SetHitboxFlip(Collider2D col, bool flipX)
{
if (col == null) return;
Vector3 s = col.transform.localPosition;
col.transform.localPosition = new Vector3(
flipX ? -Mathf.Abs(s.x) : Mathf.Abs(s.x),
S.yY, S.zZ
)
}
public string GetDirection(PlayerContext ctx)
{
if (Mathf.Abs(ctx.VerticalInput) > 0.1f)
return ctx.VerticalInput > @ ? "North" : "South";
if (Mathf.Abs(ctx.HorizontalInput) > 0.1f)
return ctx.HorizontalInput > @ ? "East" : "West";
return ctx.Movement.FacingDirection > © ? "East" : "West";
}

protected abstract void OnChannelStart (PlayerContext ctx);

protected abstract void OnChannelUpdate(PlayerContext ctx);

protected abstract void OnChannelStop (PlayerContext ctx);

protected abstract void OnDamageTick  (Collider2D[] hits,
PlayerContext ctx, float damage);

private IEnumerator CooldownRoutine()

{

_onCooldown = true;
yield return new WaitForSeconds(cooldown);
_onCooldown = false;

Jlictunr B.3 — Kon kimacy MagnetPushAbility

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

FiatLux.Core.Events;
FiatLux.Contracts.Events.Player;
FiatLux.Contracts.Data;
FiatLux.Contracts.Interfaces;
FiatLux.Gameplay.Player.Attack;

namespace FiatLux.Gameplay.Player.Abilities

{

public class MagnetPushAbility : AbilityBase

{

[SerializeField] private float lightForce = 15f;
[SerializeField] private float EnemyForceMultiplier = 3f;
[SerializeField] private float reverseDashPower = 24f;
[SerializeField] private float reverseDashTime = 0.2f;

[Header("Direction Detectors")]

[SerializeField] private GameObject northDetector;
[SerializeField] private GameObject southDetector;
[SerializeField] private GameObject eastDetector;
[SerializeField] private GameObject westDetector;

[Header("Projectile Throw")]

[SerializeField] private Projectile projectilePrefab;
[SerializeField] private float projectileSpeed = 14f;
[SerializeField] private float projectileDamage = 2f;
[SerializeField] private int  maxThrowPerCast = 5;
[SerializeField] private float throwDelay = 0.06f;
[SerializeField] private float energyPerThrow = 0.5f;
[SerializeField] private float playerPushbackPerShot = 1.5f;
[Tooltip("TpuBanicTb 6n0KyBaHHA pyxy nip 4ac Bipmadi (iHakwe pyx

ogpasy racutb imnynbc).")]

[SerializeField] private float pushbackStun = 0.08f;
[Tooltip("llaHC He BUTpaATUTKU NpomxekTann (MNokpaweHHA

MagnetFrugalThrow). 0.25-0.5")]

[SerializeField] private float frugalChance = 0.375f;

[Header("Spawn Points (no 4ep3i, KoxeH npoaxekTann — 3i cBoeil

To4ukn)")]

new()

[SerializeField] private Transform[] northSpawnPoints;
[SerializeField] private Transform[] southSpawnPoints;
[SerializeField] private Transform[] eastSpawnPoints;
[SerializeField] private Transform[] westSpawnPoints;

private readonly Dictionary<string, List<GameObject>> _detected =

{
{ "North", new List<GameObject>() },
{ "South", new List<GameObject>() },
{ "East", new List<GameObject>() },
{ "West", new List<GameObject>() },
}s
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public event System.Action<Vector2Int> OnActivated;

private void Awake()

{
BindDetector(northDetector, "North");
BindDetector(southDetector, "South");
BindDetector(eastDetector, "East");
BindDetector(westDetector, "West");
}

private void BindDetector(GameObject go, string dir)
{
if (go == null) return;
var th = go.GetComponent<TriggerHandler>() ??
go.AddComponent<TriggerHandler>();
th.InitializeForAbility(dir, this);

}
public void AddObject(string dir, GameObject obj)
{
if (! _detected[dir].Contains(obj)) _detected[dir].Add(obj);
}

public void RemoveObject(string dir, GameObject obj) =>
_detected[dir].Remove(obj);

protected override IEnumerator Execute(PlayerContext ctx)
{

_onCooldown = true;

string dir = GetDirection(ctx);
bool hasStatic = false;

foreach (var obj in new List<GameObject>(_detected[dir]))

{
if (obj == null) continue;
var metallic = obj.GetComponent<Metallic>();
if (metallic == null) continue;

switch (metallic.weight)

{
case Metallic.MetallicWeight.Light:

{
if
(metallic.TryGetComponent<IKnockbackReceiver>(out var ai))
ai.ApplyKnockback(DirToVector(dir) *
lightForce * EnemyForceMultiplier);
else
metallic.ApplyMagneticForce(DirToVector(dir) *
lightForce);
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break;

}
case Metallic.MetallicWeight.Heavy:

{
if
(metallic.TryGetComponent<IKnockbackReceiver>(out var ai))
ai.ApplyKnockback(DirToVector(dir) *
lightForce * EnemyForceMultiplier * 0.5f);
else
metallic.ApplyMagneticForce(DirToVector(dir) *
lightForce * 0.5f);
break;
}
case Metallic.MetallicWeight.Static:
hasStatic = true;
break;

float playerDashPower = hasStatic ? reverseDashPower : Of;
if (playerDashPower > of)
ctx.Dash.PerformReverseDash(DirToVector(Reverse(dir)),
playerDashPower, reverseDashTime);

OnActivated?.Invoke(DirToVector2Int(dir));
EventBus.Publish(new PlayerAbilityUsedEvent(AbilitySlot.First,
AbilityPreset.Magnetism, DirToVector2Int(dir)));

if (ctx.Reservoir != null && ctx.Reservoir.HasProjectile &&
projectilePrefab != null)
yield return ThrowProjectiles(ctx, dir);

yield return new WaitForSeconds(cooldown);
_onCooldown = false;

}
private IEnumerator ThrowProjectiles(PlayerContext ctx, string
dir)
{
Vector2Int dirInt = DirToVector2Int(dir);
Vector2 dirVec = DirToVector(dir);
Transform[] points = GetSpawnPoints(dir);
GameObject owner = ctx.Rb != null ? ctx.Rb.gameObject :
gameObject;

bool frugal = ctx.Progression != null &&
ctx.Progression.MagnetFrugalUnlocked;

int thrown = 9;
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while (thrown < maxThrowPerCast &&
ctx.Reservoir.HasProjectile)

{

if (energyPerThrow > Of
&& !ctx.Energy.TrySpend(energyPerThrow)) break;

if (!ctx.Reservoir.TryConsumeForThrow()) break;

if (frugal && Random.value < frugalChance)
ctx.Reservoir.Refund();

Vector3 spawnPos = ResolveSpawnPosition(points, thrown,
dir);

var proj = Instantiate(projectilePrefab, spawnPos,
Quaternion.identity);

proj.Launch(dirInt, projectileSpeed, projectileDamage,
owner);

if (playerPushbackPerShot > ©f && ctx.Movement != null)
ctx.Movement.ApplyKnockback(-dirVec *
playerPushbackPerShot, pushbackStun);

thrown++;
if (throwDelay > ©f) yield return new
WaitForSeconds(throwDelay);

}
}
private Vector3 ResolveSpawnPosition(Transform[] points, int
index, string dir)

{
if (points != null && points.Length > 9)
{
var p = points[index % points.Length];
if (p != null) return p.position;
}

return GetDetector(dir)?.transform.position ??
transform.position;

}

private Transform[] GetSpawnPoints(string dir) => dir switch

{

"North" => northSpawnPoints,
"South" => southSpawnPoints,
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Vector?2.

n Eastll
llwestll

=> eastSpawnPoints,
=> westSpawnPoints,
=> null

}s

private GameObject GetDetector(string dir) => dir switch

{

"North" => northDetector,
"South" => southDetector,
"East" => eastDetector,
"West" => westDetector,
_ => null
}s
private string GetDirection(PlayerContext ctx)
{
if (Mathf.Abs(ctx.VerticalInput) > 0.1f)
return ctx.VerticalInput > @ ? "North" "South";
if (Mathf.Abs(ctx.HorizontalInput) > 0.1f)
return ctx.Horizontallnput > @ ? "East" "West";
return ctx.Movement.FacingDirection > © ? "East" "West";
}
private string Reverse(string d) => d switch
{
"North" => "South", "South" => "North",
"East" => "West", "West" => "East", _ =>d
}s

private Vector2 DirToVector(string d) => d switch

{
"North" => Vector2.up,

"East" => Vector2.right, "West"
right
¥

"South" => Vector2.down,
=> Vector2.left, _ =>

private Vector2Int DirToVector2Int(string d) => d switch
{

"North" => Vector2Int.up,
"South" => Vector2Int.down,
"East" => Vector2Int.right,
"West" => Vector2Int.left,
_ => Vector2Int.right

}s

Jlictunr B.4 — Kop kmacy StatusHandler

using System.Collections.Generic;
using UnityEngine;
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namespace FiatLux.Gameplay.Status

{
public class StatusHandler : MonoBehaviour, IStatusReceiver
{
[SerializeField] private StatusResistanceConfig resistance =
new();
private readonly Dictionary<System.Type, StatusEffect> _active =
new();

private readonly List<System.Type> _toRemove = new();

private void Update()

{
_toRemove.Clear();
foreach (var kvp in _active)
{
kvp.Value.OnTick(gameObject, Time.deltaTime);
if (kvp.Value.IsEmpty) _toRemove.Add(kvp.Key);
}
foreach (var type in _toRemove)
{
_active[type].OnRemove(gameObject);
_active.Remove(type);
}
}
public void ApplyStatus(StatusEffect status)
{

float res = resistance.GetResistance(status.GetType());
int effectiveStacks = 0;
for (int 1 = @; i < status.StacksToAdd; i++)
if (Random.value > res) effectiveStacks++;
if (effectiveStacks <= @) return;

var type = status.GetType();

if (! _active.TryGetValue(type, out var existing))

{
_active[type] = status;
status.AddStack(effectiveStacks);
status.OnApply(gameObject);

}

else

{

int prev = existing.Stacks;
existing.AddStack(effectiveStacks);
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existing.OnStackChanged(gameObject, prev);

}

public bool HasStatus<T>() where T : StatusEffect
=> _active.ContainsKey(typeof(T));

public T GetStatus<T>() where T : StatusEffect

{
_active.TryGetValue(typeof(T), out var effect);
return effect as T;

}

public void RemoveStatus<T>() where T : StatusEffect
{
var type = typeof(T);
if (! _active.TryGetValue(type, out var effect)) return;
effect.OnRemove(gameObject);
_active.Remove(type);

13.KP.b— 121 — 26 — 113

117




JTOJATOK I

[Iporpamuauii Ko CHCTEMH BOPOTiB

Jlictunr I'.1 — Kox kinacy Enemy

using UnityEngine;
using FiatLux.Contracts.Interfaces;

namespace FiatLux.Gameplay.Enemies

{

public class Enemy : MonoBehaviour, IDamageable, IBurnable, IFreezable

{
[SerializeField] public float AttackDamage = 2f;

public event System.Action OnDied;
public event System.Action OnDamaged;

[Header("Health")]
[SerializeField] private float maxHealth = 10f;
[SerializeField] private float currentHealth;

public float MaxHealth => maxHealth;
public float CurrentHealth => currentHealth;

public float HealthFraction => maxHealth > of ?
Mathf.Clamp@l(currentHealth / maxHealth) : of;

public bool IsFrozen { get; private set; }
private Rigidbody2D _rb;

private void Awake()

{
}

private void Start() => currentHealth = maxHealth;

_rb = GetComponent<Rigidbody2D>();

public void TakeDamage(float damage)

{
currentHealth -= damage;
OnDamaged?.Invoke();
if (currentHealth <= 0f) Die();
}

public virtual void OnBurn() => TakeDamage(maxHealth*©.01f);
public virtual bool IsBurning => false;

public virtual void OnFreeze() => SetFrozen(true);
public virtual void OnThaw() => SetFrozen(false);
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public void SetFrozen(bool frozen)

{

IsFrozen = frozen;
if (_rb) _rb.linearVelocity = frozen ? Vector2.zero :
_rb.linearVelocity;

}

public void ResetHealth() => currentHealth = maxHealth;

private void Die()

{
OnDied?.Invoke();
bool hasAnimatedAI = GetComponent<EnemyAI>() != null
|| GetComponent<FlyingEnemy>() != null;
if (!hasAnimatedAI)
Destroy(gameObject);
}

NicTtuHr .2 - Kop knacy EnemyAIl

using System;

using UnityEngine;

using FiatLux.Core.Events;

using FiatLux.Contracts.Interfaces;
using FiatLux.Contracts.Events.Enemy;
using FiatLux.Contracts.Events.World;
using FiatLux.Gameplay.Enemies.States;
using FiatLux.World;

namespace FiatLux.Gameplay.Enemies
{
[RequireComponent (typeof (Enemy)) ]
[RequireComponent (typeof(Rigidbody2D)) ]
public abstract class EnemyAI : MonoBehaviour, ISpeedModifiable,
IKnockbackReceiver
{
[Header("Detection")]
[SerializeField] protected float detectionRange = 5f;
[SerializeField] [Range(1ef, 360f)] private float fovAngle = 90f;
[SerializeField] protected LayerMask obstaclelayer;

[Header("Movement™)]

[SerializeField] protected float moveSpeed = 2f;
[SerializeField] private float patrolRaylLength = 0.6f;
[SerializeField] private LayerMask groundLayer;
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private float _speedMultiplier = 1f;

[Header("Knockback™)]
[SerializeField] private float knockbackStunDuration = 0.25f;

[Header("Death")]
[SerializeField] private float deathAnimDuration = 1f;

public event Action OnPlayerSpotted;
public event Action OnPlayerlLost;
public event Action OnAttackWindup;
public event Action OnAttackFired;
public event Action OnSearchStarted;

public float FacingDirection =>
Mathf.Sign(transform.localScale.x);

public Enemy Enemy { get; private set; }
public Transform Player { get; private set; }
public Vector2 LastKnownPlayerPosition { get; set; }

private EnemyState _currentState;
protected Rigidbody2D _rb;

private Animator _animator;

public Animator Animator => _animator;
private float _direction = 1f;

private float _stunEndTime = -1f;
private bool _aggressiveVision;

protected string OwnerRoomId { get; private set; } = string.Empty;
protected bool RoomActive { get; private set; }

public bool IsStunned => Time.time < _stunEndTime;
public void SetSpeedMultiplier(float multiplier) =>
_speedMultiplier = Mathf.Clamp@l(multiplier);

public void SetAggressiveVision(bool active) => _aggressiveVision
= active;

protected virtual void OnEnable()

{

var room = GetComponentInParent<Room>(true);
OwnerRoomId = room != null ? room.RoomId : string.Empty;
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var active = RoomManager.Instance != null ?
RoomManager.Instance.ActiveRoom : null;
RoomActive = active != null && active.RoomId == OwnerRoomId;

EventBus.Subscribe<ActiveRoomChangedEvent>(OnActiveRoomChanged);

}
protected virtual void OnDisable()
{
EventBus.Unsubscribe<ActiveRoomChangedEvent>(OnActiveRoomChanged);
}
protected virtual void OnActiveRoomChanged(ActiveRoomChangedEvent
evt)
{
bool wasActive = RoomActive;
RoomActive = evt.RoomId == OwnerRoomld;
if (wasActive && !RoomActive & & rb != null)
_rb.linearVelocity = Vector2.zero;
}
protected virtual void Awake()
{
_rb = GetComponent<Rigidbody2D>();
_animator = GetComponentInChildren<Animator>();
Enemy = GetComponent<Enemy>();
}

public static class AnimParam

{
public const string IsWalking = "isWalking";
public const string Attack = "attack";
public const string Dash = "dash";
public const string BackDash = "backDash";
public const string Die = "die";

}

protected virtual void Start()

{
var playerObj = GameObject.FindWithTag("Player");
if (playerObj) Player = playerObj.transform;
Enemy.OnDamaged += OnTookDamage;
Enemy.OnDied += OnDied;
SetState(new PatrolState(this));

}

protected virtual void OnDestroy()
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false;

Enemy.OnDamaged -= OnTookDamage;
Enemy.OnDied -= OnDied;

}

private void OnTookDamage() => SetAggressiveVision(true);

private void OnDied()

{

_currentState?.Exit();
_currentState = null;

_rb.linearVelocity = Vector2.zero;
_rb.bodyType = RigidbodyType2D.Kinematic;
if (TryGetComponent<Collider2D>(out var col)) col.enabled =

PlayAnim(AnimParam.Die);
StartCoroutine(DestroyAfterAnim());

}

private System.Collections.IEnumerator DestroyAfterAnim()

{

yield return new WaitForSeconds(deathAnimDuration);

Destroy(gameObject);
}
public void PlayAnim(string trigger)
{
if (_animator) _animator.SetTrigger(trigger);
}

public void SetAnimBool(string param, bool value)

{

if (_animator) _animator.SetBool(param, value);

}
protected virtual void Update()
{
if (!RoomActive) return;
if (Enemy.IsFrozen) return;
if (IsStunned) return;
_currentState?.Update();
}
public void SetState(EnemyState newState)
{

_currentState?.Exit();
_currentState = newState;
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_currentState.Enter();

}

public virtual bool CanSeePlayer()
{

if (Player == null) return false;

Vector2 toPlayer = (Vector2)Player.position -
(Vector2)transform.position;

float distance = toPlayer.magnitude;

if (distance > detectionRange) return false;

if (!_aggressiveVision)

{
float angle = Vector2.Angle(new Vector2(FacingDirection,
of), toPlayer);
if (angle > fovAngle * 0.5f) return false;
}

if (obstacleLayer != 0)
{
RaycastHit2D hit = Physics2D.Raycast(transform.position,
toPlayer.normalized, distance, obstaclelayer);
if (hit.collider != null) return false;

}

return true;

public void FacePlayer()
{
if (Player == null) return;
float dir = Mathf.Sign(Player.position.x -
transform.position.x);
if (dir != of) FaceDirection(dir);

}

public virtual void MoveTowardsPlayer()
{
if (Player == null) return;
float dir = Mathf.Sign(Player.position.x -
transform.position.x);
SetHorizontalVelocity(dir * moveSpeed * _speedMultiplier);
FaceDirection(dir);
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public void MoveTowardsPlayer(float speed)
{
if (Player == null) return;
float dir = Mathf.Sign(Player.position.x -
transform.position.x);
SetHorizontalVelocity(dir * speed * _speedMultiplier);
FaceDirection(dir);

}

public virtual void MoveTowardsPosition(Vector2 target)

{
float dir = Mathf.Sign(target.x - transform.position.x);
SetHorizontalVelocity(dir * moveSpeed * _speedMultiplier);
FaceDirection(dir);

}

public virtual void StopMovement() => SetHorizontalVelocity(of);

public virtual void MoveInPatrolDirection()
{
SetHorizontalVelocity( direction * moveSpeed *
_speedMultiplier);
FaceDirection(_direction);

}

public virtual bool IsAtPatrolBoundary()
{
bool wallAhead = Physics2D.Raycast(transform.position,
Vector2.right * _direction,
patrolRayLength, groundLayer);
Vector2 ahead = new Vector2(transform.position.x + _direction
* patrolRaylLength,
transform.position.y);
bool noFloor = !Physics2D.Raycast(ahead, Vector2.down, 1f,
groundLayer);

return wallAhead || noFloor;
}
public virtual void FlipDirection()
{
_direction *= -1f;
FaceDirection(_direction);
}

public abstract EnemyState CreateCombatState();

public void PublishPlayerSpotted() => OnPlayerSpotted?.Invoke();
public void PublishPlayerlLost() => OnPlayerLost?.Invoke();

II3.KP.b - 121 —26 - 113 124




public void PublishSearchStarted() => OnSearchStarted?.Invoke();

public void PublishAttackWindup()
{
OnAttackWindup?.Invoke();
EventBus.Publish(new EnemyAttackEvent(
transform.position, gameObject.GetInstanceID(), name,
EnemyAttackPhase.Windup));

}

public void PublishAttackFired()
{
OnAttackFired?.Invoke();
EventBus.Publish(new EnemyAttackEvent(
transform.position, gameObject.GetInstanceID(), name,
EnemyAttackPhase.Fired));

}

public void PublishStateChanged(EnemyStateType state,
EnemyStatePhase phase) =>
EventBus.Publish(new EnemyStateChangedEvent(
transform.position, gameObject.GetInstanceID(), name,
state, phase));

private void SetHorizontalVelocity(float vx) =>
_rb.linearVelocity = new Vector2(vx, _rb.linearVelocity.y);

public bool FacinglLocked { get; private set; }
public void LockFacing() => FacinglLocked = true;
public void UnlockFacing() => FacinglLocked = false;

private void FaceDirection(float dir)

{
if (FacinglLocked) return;
transform.localScale = new Vector3(
Mathf.Abs(transform.localScale.x) * Mathf.Sign(dir),
transform.localScale.y,
transform.localScale.z);
}
public virtual void ApplyKnockback(Vector2 force)
{
_rb.linearVelocity = Vector2.zero;
_rb.AddForce(force, ForceMode2D.Impulse);
_stunEndTime = Time.time + knockbackStunDuration;
}

protected virtual void OnDrawGizmosSelected()

{

Gizmos.color = Color.yellow;
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Gizmos.DrawWireSphere(transform.position, detectionRange);

float facing = Application.isPlaying ? FacingDirection : 1f;

Vector3 facingVec = new Vector3(facing, of, of);

Vector3 leftBound = Quaternion.Euler(0f, of, fovAngle *
0.5f) * facingVec * detectionRange;

Vector3 rightBound = Quaternion.Euler(0f, of, -fovAngle *
0.5f) * facingVec * detectionRange;

Gizmos.DrawLine(transform.position, transform.position +
leftBound);

Gizmos.DrawLine(transform.position, transform.position +
rightBound);

}
}
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JTONATOK [T

[Iporpamuuit KOJ CUCTEMH Mporpecii Ta 00’ €KTIB CBITY

Jlictunr 1.1 — Kon kiacy PlayerProgression

using
using
using
using
using
using
using
using
using
using

System.Collections.Generic;

UnityEngine;

FiatLux.Core.Events;
FiatLux.Contracts.Data;
FiatLux.Contracts.Events.Game;
FiatLux.Contracts.Events.Player;
FiatLux.Contracts.Events.Progression;
FiatLux.Gameplay.Player.Unlocks;
FiatLux.Gameplay.Player.Healing;
FiatLux.Contracts.Events.Save;

namespace FiatLux.Gameplay.Player.Stats

{

public class PlayerProgression : MonoBehaviour

{

false;

[Header("Movement Unlocks"™)]
[SerializeField] private bool dashUnlocked = true;

[Header("Weapon Unlocks")]

[SerializeField] private bool chainUnlocked
[SerializeField] private bool bowUnlocked

true;
false;

[Header("Ability Unlocks")]

[SerializeField] private bool magnetPushUnlocked = true;
[SerializeField] private bool magnetPullUnlocked = false;
[SerializeField] private bool fireUnlocked = false;
[SerializeField] private bool iceUnlocked = false;

[Header("Magnet Upgrades")]

[SerializeField] private bool magnetAbsorbUnlocked
[SerializeField] private bool magnetAccumulateUnlocked
[SerializeField] private bool magnetFrugalUnlocked

[Header("Active Preset")]
[SerializeField] private AbilityPreset currentPreset
AbilityPreset.Magnetism;

[SerializeField] private bool

private PlayerHealth _health;
private PlayerEnergy _energy;
private PlayerHealing _healing;

private ProjectileReservoir _reservoir;

false;
false;
false;

elementalPresetUnlocked =
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private float _healthMaxBonus;
private float _energyMaxBonus;

public AbilityPreset CurrentPreset => currentPreset;

public bool ElementalPresetUnlocked =>
elementalPresetUnlocked;

public bool DashUnlocked => dashUnlocked;

public bool ChainUnlocked => chainUnlocked;

public bool BowUnlocked => bowUnlocked;

public bool MagnetPushUnlocked => magnetPushUnlocked;

public bool MagnetPullUnlocked => magnetPullUnlocked;

public bool FireUnlocked => fireUnlocked;

public bool IceUnlocked => iceUnlocked;

public bool MagnetAbsorbUnlocked => magnetAbsorbUnlocked;
public bool MagnetAccumulateUnlocked => magnetAccumulateUnlocked;
public bool MagnetFrugalUnlocked => magnetFrugalUnlocked;

public event System.Action<AbilityPreset> OnPresetChanged;
public event System.Action<WeaponType> OnlWeaponUnlocked;
public event System.Action<string> OnAbilityUnlocked;

private void Awake()

{
_health = GetComponent<PlayerHealth>();
_energy = GetComponent<PlayerEnergy>();
_healing = GetComponent<PlayerHealing>();
_reservoir = GetComponent<ProjectileReservoir>();
}
private void Start()
{
SyncReservoir();
PublishSnapshot();
}
private void SyncReservoir()
{
if (_reservoir != null)
_reservoir.AccumulateEnabled = magnetAccumulateUnlocked;
}

private void OnEnable()

{

EventBus.Subscribe<AbilityUnlockRequestedEvent>(OnAbilityUnlockRequested);
EventBus.Subscribe<AbilityRevokeRequestedEvent>(0OnAbilityRevokeRequested);
EventBus.Subscribe<WeaponUnlockRequestedEvent>(OnWeaponUnlockRequested);

EventBus.Subscribe<CollectingSaveDataEvent>(OnCollecting);
EventBus.Subscribe<ApplyingSaveDataEvent>(OnApplying);
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}

private void OnDisable()

{

EventBus.Unsubscribe<AbilityUnlockRequestedEvent>(OnAbilityUnlockRequested
)

EventBus.Unsubscribe<AbilityRevokeRequestedEvent>(OnAbilityRevokeRequested
)

EventBus.Unsubscribe<WeaponUnlockRequestedEvent>(OnWeaponUnlockRequested);
EventBus.Unsubscribe<CollectingSaveDataEvent>(OnCollecting);
EventBus.Unsubscribe<ApplyingSaveDataEvent>(OnApplying);

}

private void OnWeaponUnlockRequested(WeaponUnlockRequestedEvent e)
=> UnlockWeapon(e.WeaponType);
private void OnAbilityUnlockRequested(AbilityUnlockRequestedEvent

e)
{
switch (e.UnlockType)
{
case AbilityUnlockType.Dash: UnlockDash();
break;
case AbilityUnlockType.MagnetPush: UnlockMagnetPush();
break;
case AbilityUnlockType.MagnetPull: UnlockMagnetPull();
break;
case AbilityUnlockType.Fire: UnlockFire();
break;
case AbilityUnlockType.Ice: UnlockIce();
break;
case AbilityUnlockType.UpgradeHealth: UpgradeHealth();

EventBus.Publish(new
AbilityUnlockedEvent(AbilityUnlockType.UpgradeHealth)); break;

case AbilityUnlockType.UpgradeEnergy: UpgradeEnergy();
EventBus.Publish(new
AbilityUnlockedEvent(AbilityUnlockType.UpgradeEnergy)); break;

case AbilityUnlockType.UpgradeHealPower:
UpgradeHealPower(); EventBus.Publish(new
AbilityUnlockedEvent(AbilityUnlockType.UpgradeHealPower)); break;

case AbilityUnlockType.MagnetAbsorb:
UnlockMagnetAbsorb(); break;

case AbilityUnlockType.MagnetAccumulate:
UnlockMagnetAccumulate(); break;

case AbilityUnlockType.MagnetFrugalThrow:
UnlockMagnetFrugal(); break;

}
}
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private void OnAbilityRevokeRequested(AbilityRevokeRequestedEvent

e)
{
switch (e.Type)
{
case AbilityUnlockType.Dash: RevokeDash();
break;
case AbilityUnlockType.MagnetPush:
RevokeMagnetPush(); break;
case AbilityUnlockType.MagnetPull:
RevokeMagnetPull(); break;
case AbilityUnlockType.Fire: RevokeFire();
break;
case AbilityUnlockType.Ice: RevokeIce();
break;

case AbilityUnlockType.MagnetAbsorb:

RevokeMagnetAbsorb(); break;

case AbilityUnlockType.MagnetAccumulate:

RevokeMagnetAccumulate();break;

case AbilityUnlockType.MagnetFrugalThrow:

RevokeMagnetFrugal(); break;

}
PublishSnapshot();
}
public void SwitchPreset()
{
if (!elementalPresetUnlocked) return;
currentPreset = currentPreset == AbilityPreset.Magnetism
? AbilityPreset.Elemental
: AbilityPreset.Magnetism;
OnPresetChanged?.Invoke(currentPreset);
EventBus.Publish(new PlayerPresetChangedEvent(currentPreset));
}
public void UnlockElementalPreset()
{
elementalPresetUnlocked = true;
OnAbilityUnlocked?.Invoke("ElementalPreset");
}

public bool IsWeaponUnlocked(WeaponType type) => type switch
{

WeaponType.Bare => true,

WeaponType.Chain => chainUnlocked,

WeaponType.Bow => bowUnlocked,

_ => false

}s

public void UnlockWeapon(WeaponType type)

{
switch (type)
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{

case WeaponType.Chain: if (chainUnlocked) return;

chainUnlocked = true; break;
case WeaponType.Bow: if (bowUnlocked) return;
bowUnlocked = true; break;
default: return;
}

OnWeaponUnlocked?.Invoke(type);
EventBus.Publish(new WeaponUnlockedEvent(type));

}
public void UnlockDash() { if (dashUnlocked) return;
dashUnlocked = true; OnAbilityUnlocked?.Invoke("Dash");

EventBus.Publish(new AbilityUnlockedEvent(AbilityUnlockType.Dash)); }

public void UnlockMagnetPush() { if (magnetPushUnlocked) return;
magnetPushUnlocked = true; OnAbilityUnlocked?.Invoke("MagnetPush");
EventBus.Publish(new
AbilityUnlockedEvent(AbilityUnlockType.MagnetPush)); }

public void UnlockMagnetPull() { if (magnetPullUnlocked) return;
magnetPullUnlocked = true; OnAbilityUnlocked?.Invoke("MagnetPull");
EventBus.Publish(new
AbilityUnlockedEvent(AbilityUnlockType.MagnetPull)); }

public void UnlockFire() { if (fireUnlocked) return;
fireUnlocked = true; OnAbilityUnlocked?.Invoke("Fire");
EventBus.Publish(new AbilityUnlockedEvent(AbilityUnlockType.Fire)); }

public void UnlockIce() { if (iceUnlocked) return;
iceUnlocked = true; OnAbilityUnlocked?.Invoke("Ice");

EventBus.Publish(new AbilityUnlockedEvent(AbilityUnlockType.Ice)); }

public void UnlockMagnetAbsorb() { if (magnetAbsorbUnlocked)
return; magnetAbsorbUnlocked = true;
OnAbilityUnlocked?.Invoke("MagnetAbsorb"); EventBus.Publish(new

AbilityUnlockedEvent(AbilityUnlockType.MagnetAbsorb)); }

public void UnlockMagnetAccumulate() { if
(magnetAccumulateUnlocked) return; magnetAccumulateUnlocked = true;
SyncReservoir(); OnAbilityUnlocked?.Invoke("MagnetAccumulate");
EventBus.Publish(new
AbilityUnlockedEvent(AbilityUnlockType.MagnetAccumulate)); }

public void UnlockMagnetFrugal() { if (magnetFrugalUnlocked)
return; magnetFrugalUnlocked = true;
OnAbilityUnlocked?.Invoke("MagnetFrugalThrow"); EventBus.Publish(new
AbilityUnlockedEvent(AbilityUnlockType.MagnetFrugalThrow)); }

public void RevokeDash() { if (!dashUnlocked) return;

dashUnlocked = false; EventBus.Publish(new
AbilityRevokedEvent(AbilityUnlockType.Dash)); }

public void RevokeMagnetPush() { if (!magnetPushUnlocked) return;

magnetPushUnlocked = false; EventBus.Publish(new
AbilityRevokedEvent(AbilityUnlockType.MagnetPush)); }
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public void RevokeMagnetPull() { if (!magnetPullUnlocked) return;
magnetPullUnlocked = false; EventBus.Publish(new
AbilityRevokedEvent(AbilityUnlockType.MagnetPull)); }

public void RevokeFire() { if (!fireUnlocked) return;
fireUnlocked = false; EventBus.Publish(new
AbilityRevokedEvent(AbilityUnlockType.Fire)); }

public void RevokeIce() { if (!iceUnlocked) return;
iceUnlocked = false; EventBus.Publish(new

AbilityRevokedEvent(AbilityUnlockType.Ice)); }

public void RevokeMagnetAbsorb() { if (!magnetAbsorbUnlocked)
return; magnetAbsorbUnlocked = false; EventBus.Publish(new
AbilityRevokedEvent(AbilityUnlockType.MagnetAbsorb)); }

public void RevokeMagnetAccumulate() { if
('magnetAccumulateUnlocked) return; magnetAccumulateUnlocked = false;
SyncReservoir(); EventBus.Publish(new
AbilityRevokedEvent(AbilityUnlockType.MagnetAccumulate)); }

public void RevokeMagnetFrugal() { if (!magnetFrugalUnlocked)
return; magnetFrugalUnlocked = false; EventBus.Publish(new
AbilityRevokedEvent(AbilityUnlockType.MagnetFrugalThrow)); }

private void OnCollecting(CollectingSaveDataEvent e)

{
var d = e.Data;
d.dashUnlock = dashUnlocked;
d.chainUnlock = chainUnlocked;
d.bowUnlock = bowUnlocked;
d.magnetPushUnlock = magnetPushUnlocked;
d.magnetPullUnlock = magnetPullUnlocked;
d.fireUnlock = fireUnlocked;
d.iceUnlock = iceUnlocked;
d.elementalPresetUnlock = elementalPresetUnlocked;
d.activePreset = (int)currentPreset;
d.healthMaxBonus = _healthMaxBonus;
d.energyMaxBonus = _energyMaxBonus;
d.magnetAbsorbUnlock = magnetAbsorbUnlocked;
d.magnetAccumulateUnlock = magnetAccumulateUnlocked;
d.magnetFrugalUnlock = magnetFrugalUnlocked;
d.projectileReserve = _reservoir != null ?

_reservoir.TotalCount : ©;

}

private void OnApplying(ApplyingSaveDataEvent e)

{
var d = e.Data;
dashUnlocked = d.dashUnlock;
chainUnlocked = d.chainUnlock;
bowUnlocked = d.bowUnlock;
magnetPushUnlocked = d.magnetPushUnlock;
magnetPullUnlocked = d.magnetPullUnlock;
fireUnlocked = d.fireUnlock;
iceUnlocked = d.iceUnlock;
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elementalPresetUnlocked = d.elementalPresetUnlock;
currentPreset = (AbilityPreset)d.activePreset;

magnetAbsorbUnlocked = d.magnetAbsorbUnlock;
magnetAccumulateUnlocked = d.magnetAccumulateUnlock;
magnetFrugalUnlocked = d.magnetFrugalUnlock;
SyncReservoir();

_reservoir?.LoadTotal(d.projectileReserve);

_healthMaxBonus = of;
_energyMaxBonus = 0of;
if (d.healthMaxBonus > ©f) UpgradeHealth(d.healthMaxBonus);
if (d.energyMaxBonus > ©f) UpgradeEnergy(d.energyMaxBonus);

OnPresetChanged?.Invoke(currentPreset);
EventBus.Publish(new PlayerPresetChangedEvent(currentPreset));
PublishSnapshot();

}

private void PublishSnapshot()
{
var abilities = new List<AbilityUnlockType>();
if (dashUnlocked) abilities.Add(AbilityUnlockType.Dash);
if (magnetPushUnlocked)
abilities.Add(AbilityUnlockType.MagnetPush);
if (magnetPullUnlocked)
abilities.Add(AbilityUnlockType.MagnetPull);
if (fireUnlocked) abilities.Add(AbilityUnlockType.Fire);
if (iceUnlocked) abilities.Add(AbilityUnlockType.Ice);

var weapons = new List<WeaponType> { WeaponType.Bare };
if (chainUnlocked) weapons.Add(WeaponType.Chain);
if (bowUnlocked) weapons.Add(WeaponType.Bow);

EventBus.PublishLatest(new ProgressionSnapshotEvent(abilities,
weapons, currentPreset));

}

public void UpgradeHealth(float bonus = 1f)

{
_healthMaxBonus += bonus;
_health?.IncreaseMax(bonus);
OnAbilityUnlocked?.Invoke("UpgradeHealth");

}

public void UpgradeEnergy(float bonus = 1f)

{
_energyMaxBonus += bonus;
_energy?.IncreaseMax(bonus);
OnAbilityUnlocked?.Invoke("UpgradeEnergy");

}
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public void UpgradeHealPower(float bonus = 0.5f)
{

_healing?.UpgradeHealPower(bonus);
OnAbilityUnlocked?.Invoke("UpgradeHealPower");

Jlictunr 1.2 — Kon kiacy Metallic

using System.Collections;
using UnityEngine;
using FiatLux.Contracts.Interfaces;

public class Metallic : MonoBehaviour

{
public enum MetallicWeight { Light, Heavy, Static }
public MetallicWeight weight = MetallicWeight.Light;
[SerializeField] private float _stopSpeedThreshold = 0.05f;
[Header("Light — Ground Check")]
[SerializeField] private LayerMask _groundLayer;
[SerializeField] private float _groundCheckDistance = 0.15f;
[Header("Heavy — Rail Settings")]
[SerializeField] private Transform[] _waypoints;

[SerializeField] private float _heavyMoveSpeed = 4f;
[SerializeField] private float _heavyMoveTimeout = 3f;

private int _currentWaypointIndex;

private int _targetWaypointIndex = -1;

private float _originalGravityScale = 1f;
private Coroutine _railCoroutine;

private void Start()
{
var rb = GetComponent<Rigidbody2D>();

if (weight == MetallicWeight.Static)

{
if (rb == null)
{
rb = gameObject.AddComponent<Rigidbody2D>();
rb.bodyType = RigidbodyType2D.Static;
}
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return;

}
if (rb == null)
{
rb = gameObject.AddComponent<Rigidbody2D>();
rb.bodyType = RigidbodyType2D.Dynamic;
rb.mass = weight == MetallicWeight.Light ? 1f : 1eof;
}

_originalGravityScale = rb.gravityScale;

if (weight == MetallicWeight.Heavy && _waypoints != null &&
_waypoints.Length > 0)

{
_currentWaypointIndex = 9;
if (_waypoints[@] != null)
{
transform.position = _waypoints[@].position;
rb.position = _waypoints[@].position;
}
}

public bool ApplyMagneticForce(Vector2 velocity)
{

if (TryGetComponent<IKnockbackReceiver>(out _)) return false;

var rb = GetComponent<Rigidbody2D>();
if (rb == null) return false;

if (weight == MetallicWeight.Heavy && _waypoints != null &&
_waypoints.Length > 1)
{

if (_railCoroutine != null) StopCoroutine( railCoroutine);

_railCoroutine = StartCoroutine(MoveAlongRail(rb,
velocity.normalized));

return true;

}

if (rb.bodyType == RigidbodyType2D.Static)
StartCoroutine(TemporaryUnlock(rb, velocity));
else
rb.linearVelocity = velocity;

return true;
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private IEnumerator MoveAlongRail(Rigidbody2D rb, Vector2 forceDir)
{

int targetIndex = FindTargetWaypointIndex(forceDir);

if (targetIndex < 0) yield break;

rb.bodyType = RigidbodyType2D.Dynamic;
rb.gravityScale = of;
_targetWaypointIndex = targetlIndex;

Vector2 targetPos = _waypoints[targetIndex].position;
float elapsed = of;
bool reachedTarget = false;

while (elapsed < _heavyMoveTimeout && rb != null)
{
Vector2 toTarget = targetPos - rb.position;
if (toTarget.magnitude < 0.05f)
{
reachedTarget = true;
break;

}

rb.linearVelocity = toTarget.normalized * _heavyMoveSpeed;
elapsed += Time.fixedDeltaTime;
yield return new WaitForFixedUpdate();

}

if (rb != null)

{
rb.linearVelocity = Vector2.zero;
rb.gravityScale = _originalGravityScale;
rb.bodyType = RigidbodyType2D.Static;
_targetWaypointIndex = -1;

if (reachedTarget)
{

rb.position = targetPos;
_currentWaypointIndex = targetIndex;

}

else

{

_currentWaypointIndex = FindNearestWaypointIndex();
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private int FindTargetWaypointIndex(Vector2 forceDir)

{

Vector2 currentPos = transform.position;
int next = _currentWaypointIndex + 1;
int prev = _currentWaypointIndex - 1;

if (next < _waypoints.Length && _waypoints[next] != null)
{
Vector2 toNext = ((Vector2) waypoints[next].position -
currentPos).normalized;

if (Vector2.Dot(toNext, forceDir) > 0.5f) return next;

}

if (prev >= 0 && _waypoints[prev] != null)
{

Vector2 toPrev = ((Vector2) waypoints[prev].position -
currentPos).normalized;

if (Vector2.Dot(toPrev, forceDir) > 0.5f) return prev;

}
return -1;
}
private int FindNearestWaypointIndex()
{
float minDist = float.MaxValue;
int nearest = _currentWaypointIndex;
for (int i = @; i < _waypoints.Length; i++)
{
if (_waypoints[i] == null) continue;

float d = Vector2.Distance(transform.position,
_waypoints[i].position);
if (d < minDist) { minDist = d; nearest = i; }
}

return nearest;

private IEnumerator TemporaryUnlock(Rigidbody2D rb, Vector2 velocity)

{
rb.bodyType = RigidbodyType2D.Dynamic;
rb.linearVelocity = velocity;

yield return new WaitForFixedUpdate();
float threshold = _stopSpeedThreshold * _stopSpeedThreshold;

while (rb != null && rb.linearVelocity.sqrMagnitude > threshold)
yield return new WaitForFixedUpdate();
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if (weight == MetallicWeight.Light)

{
while (rb != null && !IsGrounded())

yield return new WaitForFixedUpdate();

}

if (rb != null)

{
rb.linearVelocity = Vector2.zero;
rb.bodyType = RigidbodyType2D.Static;

}

}
private bool IsGrounded()
{

var col = GetComponent<Collider2D>();

if (col == null) return true;

Bounds b = col.bounds;

RaycastHit2D[] hits = Physics2D.RaycastAll(
new Vector2(b.center.x, b.min.y),
Vector2.down,

_groundCheckDistance,
_groundLayer

)

foreach (var hit in hits)
if (hit.collider != null && hit.collider.gameObject !=

gameObject)
return true;
return false;
}

Jlictunr /1.3 — Kox xknacy HazardZoneTeleport

using UnityEngine;

namespace FiatLux.World

{

public class HazardZoneTeleport : HazardZoneBase

{
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protected override void OnPlayerHit(GameObject player)

{
SafePoint target = SafePoint.Last;

if (target == null)

{
Debug.LogWarning("[HazardZoneTeleport] No SafePoint

visited yet.");
return;

}

Vector2 destination = target.transform.position;

if (player.TryGetComponent<Rigidbody2D>(out var rb))

{
rb.linearVelocity = Vector2.zero;
rb.position = destination;
}
else
{
player.transform.position = destination;
}

Jlictunr J1.4 — Kop knacy SafePoint

using UnityEngine;

namespace FiatLux.World

{
[RequireComponent(typeof(Collider2D))]

public class SafePoint : MonoBehaviour

{
public static SafePoint Last { get; private set; }

private void Awake()

{
var col = GetComponent<Collider2D>();
col.isTrigger = true;
}
private void OnTriggerEnter2D(Collider2D other)
{
if (!other.CompareTag("Player")) return;
Last = this;
}
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#if UNITY_EDITOR
private void OnDrawGizmos()
{
bool islLast = (Last == this);
Gizmos.color = islast
? new Color(ef, 1f, 0.2f, 0.8f)
: new Color(ef, 0.8f, 0.4f, 0.4f);
Gizmos.DrawSphere(transform.position, 0.3f);

UnityEditor.Handles.color = isLast ? Color.green
Color(ef, 1f, 0.4f, 0.5f);
UnityEditor.Handles.Label(
transform.position + Vector3.up * 0.55f,

isLast ? " SafePoint (last)" : "SafePoint");

#tendif

}
}

new
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