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ABSTRACT

The graduation thesis of the bachelor consists of a software application of the
game and an explanatory note.

An explanatory note to the final thesis consists of an abstract, introduction,
main part, general conclusion, a list of used literature and an appendix.

The text part is laid out on 66 pages of printed text.

The explanatory note has 37 pages of annexes. The list of used sources contains
22 names and occupies 2 page.

The work contains 59 figures and 6 tables. The total volume of work is 103
pages.

Keywords: GAME, METROIDVANIA, SOULSLIKE, UNITY, 2D,
PLATFORMER, Ul, URP, ASEPRITE, GAME-DESIGNE.
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IHHEPEJIIK YMOBHHUX CKOPOYEHb

GUI Graphic User Interface, rpadiunuii inrepdeiic, enemMeHTH 3a
JOMOMOT0I0 SIKMX KOPHUCTYBad B3a€MOJIIE 3 MPOrPaMoi0, OTPUMYE
TaHH1
113 [Iporpamue 3a0e3neyeHHs
HUD Head-Up-Display , yactuna rpadignoro intepdeicy kopuctypaua
JUIsl  BioOpaXkeHHsS PI3HOMAHITHOI 1rpoBoi iHdopmalii 6e3
BUKJIMKY JTOAATKOBUX BIKOH 200 MEHIO
I [TIporpamuuit IpoyKT
RPG Role-Playing ~ Game, kaHp  Bimeoirop, J€¢  OCHOBHa
YacTHHA MPOIECY  MPOXO/KCHHsSI  MOJsiTa€ B yMPaBIiHHI
NEPCOHAXKEM, SIKUW JOCHIKYE CBIT, BUKOHYE pPI3HOMaHITHI
3aBJIaHHS Ta PO3BUBAETHCS, CIIIIYIOUU CIOKETY
AAA VYMoBHa MIMHOXKHHA BiJI€OIrop, CTBOPIOBaHUX "
MIPOEKT  PO3MOBCIOKYBAHUX CEPEIHIMU 1 BETMKUMH BUIABHUIITBAMHU, 1110
3a3BUYail MAIOTh OLTBIIE KOIITIB HA PO3POOKY U peKiIamy
Jlstuenko B.B. Apx.
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BCTYII

AKTyaJbHICTh TeMH. 32 OCTaHHI JE€CATUPIYYS IrpoBa 1HAYCTPist Oe3mepeyHO
3a3Haia 3MiH 1 0e3 mepeOublieHb Jocaria cBoro po3kiTy. llomut Ha irposi
IpOorpaMHi MPOIYKTH 3piC 3aBASKHA JOCTYHMHOCTI Cepell JtoJel, 1o 3a0e3MeueHo
HMIBUAKAM PO3BUTKOM TexHOJIOT. KokeH napyruii KOpHCTyBau MOKE AKTHUBHO
BUKOPUCTOBYBATH ITPOBI MPOrpamMHi MNPOAYKTH KOPUCTYIOUUCh HABITh 3BUYAWHUM
MOOUTbHUM TenepoHoM. Pa3zom 3 TUM, KapaHTHHHI OOMEKEHHS, 3alpPOBA/KEHI Y
3B'S3KY 3 MaHAEMIEI0, 3HAYHO 3MIHWIN TeH3ax 1HIyCTpil B miJIoMy. 3a mei nepion
gyacy, Kojau Oararo JroAeil Oyiau 3MyIIEHI 3ajuIaTUCS BJIOMA, irpoBa IHIYCTpIs
3a3HaJa e OUIBIIOrO MIJHECEHHS.

Irpu — 11e He numie croci® ckopoTaTH 4ac 6€3 KOPHUCTI, IIe OKPEMUM CBIT 31
CBOIMH MOPSIIKAMH 1 IPABUJIAMH, a Y CYYaCHUX PEeaisiX JOCUTh aKTyaJIbHHUI BapiaHT
JUTS PO3CIIa0JIeHHs Ta MATPUMAaHHSI MOPAIBHOTO TyXY.

Came TOMy HE JWBHO, IO Hapasl icHye Oe€3Jiu IrpOBUX >KaHPIB, SIKi
33JIOBOJIBHSIOTh CMak Ta TPUMXH KOXKHOTO KopucTyBada. CTBOpIOBaHHU
porpaMHUH MPOIYKT € KOMOIHAIli€r0 Takux >kaHpiB sk Metroidvania ta Soulslike.
Bonu noeanyrooTh B coOi 1iKaBi MEXaHIKM Ta aTMocdepy, 10 BKpail mpuBadiioe
JHOOUTENIB BaXKKUX BUNPOOYBAHb Y BIPTYyaJIbHUX CBITAX.

Meta kBajiikauniiiHoi podOTH - CTBOPEHHS IrPOBOTO MPOTrPaAMHOTO
NPOAYKTY 1 TaKUX HOTO CKJIAJOBHX $K: TOJIOBHE Ta BHYTPINIHBO-IFPOBE MEHIO,
iHTepdeic s B3aEMOIii 3 KOPUCTyBadeM Ta Mepeaavyero HeoOXimHol iHdopmMaitii,
JIOKaIlii 3 MpoIpalbOBaHUM OTOYCHHSM, a TaKOX Bi3yaJdbHUM CTHJIb 1 aHIMalrii
BoporiB. [IpoexT Oyje BKJIIOYATH TEXHOJOTII MOJIMIIEHHS Bi3yaJbHOI YacCTHHU,
3py4HHM iHTep(deiic Ta BIacHi rpadidHi eIEeMEHTH.

O0'eKTOM HOCTIAKEHHSI € METO/IU Ta IHCTPYMEHTH PO3pOOKH MPOrpaMHOIO
3a0e3neueHHss Il TreiimzaeBenonMeHnTty.  JIOCHIDKEHHST  MOKJIMBOCTEM — Ta
ocobnuBoctei irpooro pymris Unity Ta GpeidMBOpKIB ajisi poOOTH 3 aKTUBHUMHU
rpadgiyHUMHU eJIeMEHTaMH Ta Bi3yaJbHUMH €(eKTaMHU.

IIpeameTom nocaimkenHs € po3pooka BizyansHoi Ta Ul (anrn. User Interface)

CKJIQZIOBUX IS ITPOBOTO JOJATKy, IO OXOIUTIOE CTBOPEHHS Ta ONTHUMI3AIIII0

Jsuenko B.B. Apx.

3MH.
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rpadiuHUX €JIEMEHTIB, BU3HAYEHHS CIOCOO0IB 1X B3aeMOJIi 3 KOPUCTYBadyeM Ta

PO3poOKy ePeKTUBHOTO 1 3p03yMUIOT0 iHTEPGEHCY B MEeKaxX BUBHAUCHHX JKaHPIB I'PH.

B pamkax temu kBanigikamiiiHoi po6oTu 0yJ0 Omy0IIKOBaHO TE3U:

Mapuyk [I'.B., Jsuenko B.B. BaxnuBicTe Bi3yalbHOI YacTUHU IrOp.

KoM’ rotepHi TexHoorii: iHHOBaIli1, npooiemu, pitneHHs: Tesu VI Beeykpaincbkoi

HayKOBO-TE€XHIYHOT

KOH(pepeHli,

«Kuromupcrka momitexnikay, 2023. C.153-155.

29-30 mucromama 2023 poky. Kuromwup:

Jsuenko B.B.

Mapuyk I".B.
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ITignuc
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PO31J1 1. AHAJII3 TPOBJIEMATHUKHA, METOIIB TA 3ACOBIB
BUPILIEHHSA 3ATAYI

1.1 IlocTanoBKa 3axaui

OcHOBHOIO MeTOI0 po3poOku BizyanbHOI Ta Ul wacTwH mis rpu y >kaHpax
Metroidvania [1] i Soulslike [2] € cTBopeHHS 3aX0III0I0YOr0 IMEPCUBHOTO TOCBIAY
JUIsl TPaBIB, KU MOE€NHYE B cOOl €IEMEHTU IPUTOJHULBKUX BUIIPOOYBaHb,
CKJIQJTHUX TOJIOBOJIOMOK Ta CTpaTeriuHoi 00poThOu. TOOTO CTBOPIOBAHMIA MPOEKT
OyJie 30a1aHCOBaHOIO0 KOMOTHAIIIEI0 BOX JKAHPIB, 1110 MAaIOTh BJIACHI OCOOJIMBOCTI Ta
MEXaHIKH.

Xaup Metroidvania 3’sBuBcs 1iissxoM 00’ €AHAHHS PI3HMX 1[€H, 10 B OCHOBI
CBOIM OyJIM HE J1HIMHI Ta BIAPI3HAIUCH B IHIIUX 1rop cBOro vacy. ['paBeib MOBUHEH
OyB moBepTaTHCS Ty, /¢ OyBaB, 1 OTPUMYBATH IMOCTIHHO Jit04Yi MPU3U — Ha
MPOTUBAry KJIACHYHUM PIBHEBHUM IuTaTgopMmepam, Ae Mpu3u Juiie Tumuaconi. Came
YVHIKaJIBHICTh B CBiMl Uac mojapyBalia »aHpy HE al0u sIKy cjaBy 1 3apa3 BOHA Mocijia
CBOE MICIIE cepe 3HAYYIIUX MPEICTaBHUKIB irpoBoi iHaycTpii. HaBiTh Bemuki AAA
- IPOEKTH MO3UYAIOTH JIaH] 171ei Ta MeXaH1KU. BUIbIIICT, HOBUX KOMIIAHIM BiJIJIal0Th
nepeBary CTBOPEHHIO HEBEJIMKUX 1HIII - ITOP y IIbOMY JKaHp1 JIJIsi CTBOPEHHS IMIKY
Ta IMEHI.

XKanp Soulslike Bim3HAYa€THCS CBOEIO BUCOKOIO CKIIAHICTIO Ta BUMArae Bij
TPaBIiB CKOHIIGHTPOBAHOCTI, yBarm Ta TEXHIYHMX HaBW4YoK. [li irpm wacro
BiJI0OpaXkatoTh aTMoc(epHi, ajne >KOPCTOKI CBITH, J€ KOXXHA TMOMMIIKA MOXKE
MPU3BECTH 0 BTPATH Mporpecy ado HaBiTh TOJOBHOTO repos. OCHOBHI €JIEMEHTH
KaHPY BKJIIOYAIOTH CTpATEridyHy OOpOTHOY, CKIAIHICTh YMPABIIHHA Ta BEIUKY
KUIBKICTh CEKPETIB 1 MaCTOK, 5Kl YEKAIOTh Ha I'PaBIIsl HA KOXKHOMY KPOIIi.

Po3poOka mporpamMHoro 3a0e3rneueHHs] Ma€ BKJIIOYATH HE JIMIIE €CTETUYHUM
acmeKkT, aje 1 3pYy4dHICTh, 1 €(EeKTUBHICTh TNPHU BHUKOPHUCTAHHI KIHIIEBUM
kopuctyBaueM. CTBOpIOBaHI eneMeHTH OyAyTh BKIIOYATH YyCl 1HTEPaKTUBHI

eJIEMEHTH, TpadivHi Ta Bi3yaJIbHI ACTIEKTH 1 BIAMOBITHO KOJOBY peaii3aiiro s iX

Jsuenko B.B. Apx.
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KOpeKTHOI poboTu. Tox, y macymKy, Iuist peaizallii mocTaBlIeHol 3a7a4i He0OX1aHO
BUKOHATH HACTYITHI €TaIu:
1. CmeopenHs GHYMPIUHbOICPOBUX MEHIO!
- AHami3 iICHyIOYHX aHaJOT1B.
- BusHaueHHs CTPYKTYpH MEHIO, HOTO B3a€EMO/IIi Ta BUTJISIY.
- IlpoexTyBaHHs Ta peanizaiis KogoBoi yactuHu y Unity.
2. Po3spobra kopucmysaywvrozo inmepgeticy (Ul):
- IlpoextyBanus iHTEpdeElcy, 3a0e3Meuyodn 3pYYHICTh Il TPaBIIIB.
- Po3mimienns Ta crumizaiis irpoBUX €JIEMEHTIB Ha €KpaHi.
3. Bizyanvnui echexmu:
- AHamii3 iCHyr04OT0 1HCTPYMEHTAapII0 JJIsI pOOOTH 3 TOCT-00pOOKOIO.
- IlpakTnune BUKOpUCTaHHS €(EKTIB HA CIICHI.
- BukopuctanHs aHiMaIlli, mepexoaiB, CHCTEeMH YacTHHOK (particles) Ta
THIIMX 3aCcO01B JIJIs1 HOKPAILIEHHS Bi3yalbHOTO CIPUMHSTTSL.

4, Cmeopernhs epagiunux enemenmia.

- 3ale3nedyeHHs BIJAMOBIAHOCTI 3araJibLHOMY CTHJIIO TPU Ta KOHIIEMIIIT
Metroidvania i Soulslike.

- Po3pobka Ta iHTerpamis rpadiuHUX EJIEMEHTIB, TaKUX SK KHOTIKH,
IKOHKH, OTOYCHHs, (OHOBI 300pa)K€HHs, MEPCOHAXI Ta 1HII
JCKOPATHUBHI CKJIAJOBI.

JlaHi TYHKTH OXOIUTIOIOTh IIMPOKWH CHEKTp 3aBIaHb — B pPO3POOKH
CTPYKTYpPH 1 KOJOBOI YaCTHHM MEHIO J10 CTBOPEHHsS €(EKTIB, CIHPSIMOBAaHUX Ha
MOKpAIIEHHS BI3yaJIbHOTO CIPUUHATTS. OpraHiuHa B3a€MOJIisl yC1X KOMIIOHEHTIB Ta
NpaBUJILHUI aHal3 0COOJUBOCTEN JKaHPIB JO3BOJIMTH CTBOPUTH BUCOKOSIKICHUM Ta

pUBaOIMBUI ITpOBUH THTEPEIIC.

1.2 AHani3 icHyH4Y0ro mnporpaMHOro 3ade3nedyeHHs 32 TeMATHUKOIO
kBaJgdidikaniiiHoi podoTn
[Tepen moyaTkoM MPOEKTYBaHHS HEOOXITHO UITKO BU3HAUUTH, K1 CKJIAOBI

BKJIIOUA€ B ceOe 1HTepdeiic Ta SKUX MpaBui CIIiJ JOTPUMYBATHUCh, 1100 3a0€3MeUnTH

Jsuenko B.B. Apx.
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e(pEeKTUBHICTh Ta 3pYUYHICTh AJIs1 KOpUCTyBaua. [ImanyBaHHS e€JIeMeHTIB, Kl OyIyTh
BigoOpakeni Ha exkpani udepe3 HUD (amrm. Head-Up-display) [3], a Takox
ypaxyBaHHS iX JIOTTYHOI Ta €CTETUYHO1 B3a€MO/I1i, BA3BHAUYUTH SIKICTh Ta CIPUNHSATTS
iHTEepdeicy rpaBieM.

GUI (amrm. Graphical User Interface) [4], a6o rpadiunmii iHTepdeiic
KOpPUCTyBaua - 1€ CIOCI0 B3a€MOJIII 3 KOMIT'IOTEPHOIO MPOrpamMor0 3a JOMOMOTOI0
rpadiyHuX 00'€KTIB, TaKMX SK KHOIIKH, ITAaHENI, BiKHAa, MCHIO Ta IHII Bi3yaJbHI
CIIEMEHTH.

[IpoexTyBaHHs 1HTEpPEICIB A 1rop nepeadavyae BUALIIEHHS OJHOTO €KpaHy
JUTSL KOSKHOTO 3aBAaHHs. PO3pOOHUKM YHUKAIOThH "MPUXOBYBaHHS" 1HIIUX (YHKIIIN,
OCKIJIBKH 11€ TPU3BOAUTH A0 3HAYHMX PU3HMKIB HEMOPO3yMiHHA. YiTke BU3HAUEHHS
"ogHOTO 3aBAaHHS" TAKOX CTBOPIOE TPYIHOIII, OCKUTBKA MPAKTUYHO OYIb-IKUM
MpolLIeC BKJIFOYA€E KITbKa eTarliB.

BaxxnuBo oprasizyBaTH MpOCTIp €KpaHy Tak, m00 redMep Mir iHTYITHBHO
BUKOPUCTOBYBATH 1HTEpPEIC Tpu, po3yMitoun MpU3HAYCHHS KOKHOTO eneMeHTa. [le
cTocyeThes ycix tumiB iHTepdeiiciB: HUD 1 meHro.

PosrnsHeMo fdexinpka ICHYIOYMX TIPEICTABHHUKIB >KaHPY JUIsl KPaIioro
PO3yMIHHS SIK 1HII PO3POOHUKHU BUPINIYIOTh MUTAHHS PO3TAlTyBaHHS Ta B3a€MO/IIi
€JIEMEHTIB. 3aHOTYEMO YCIIIIHI NMPUKIAAN Ta Kpallli MPaKTUKU, 11100 BAOCKOHATUTH
CBill BTacHW au3aiiH iHTepdeiicy rpu. [lepmmmMm i3 HuX Oyae «Blasphemousy» [5] -
Metroidvania Big ctyaii The Game Kitchen, Bumymiena y Bepecui 2019 poky.
BigznauaeTrbcsi CBOEIO TEMHOIO aTMOC(HEpOI0 Ta YHIKaJIbHUM Bi3yaJlbHUM CTHUIIEM,
SKUN TIOEJTHYE PETPO-MiKCeIbHy Tpadiky 3 Makabpe Ta peniriiHuMu MoTuBamu. B
OCHOBHOMY I'pa OTpUMasia MO3UTUBHI BIATYKH Bijl TPaBIIB Ta KPUTHUKIB 32 CBOIO
aTMocdepy, Bi3yaabHUN HApaTUB Ta 3PYUYHICTb.

Hacrynuwuii npencraBuuk »xanpy - «Hollow Knighty [6] po3poOnenmii i
BUJIaHuil He3anexHoto cryaieto Team Cherry y moromy 2017 poxky. B manomy
I'POBOMY IPOJYKTI I'paBellb BUCTYIAE y POl OE3IMEHHOIO JIMLIAPA-KOMAXH, SIKUN
BIIMPABIISIETHCS HA JOCIIIHUIIBKUHN TOX1J 110 Tig3eMHoMY cBITY ['Huutocepmis. Ilin

4ac MoJIOPOKi BiH 3yCTpivae pi3HOMAHITHUX MEPCOHAXKIB, 30Mpae 30pOr0 Ta HABUYKH,

Jsuenko B.B. Apx.
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1 OopeThCs 3 3arpo3amu, SKi OTOUYIOTh HOTO. 3aBISIKA Bpa)karodid My3WdHIN
aTMocdepi Ta 3al1laMopoOwWIMBOMY Ju3aiiny piBHIB, «Hollow Knight» 3100yna Benuky
NOMYJISIPHICTh cepesl reMepiB 1 KpUTHKIB. OKPIM IBOTO TaKOX OTpUMajia BU3HAHHS
3a CBiHl IeTaIbHO BUBEPIIICHUH CBIT Ta TITUOOKUH TeUMILICH.

OnuuMm 13 ocHoBomonokHUKIB ckiagHux RPG (anrn. Role-Play game)
BBKAETHCSI HACTYITHA PO3TisiHyTa cepis irop — «Dark Soulsy [7], po3pobienux i
BUJaHUX KomraHielo FromSoftware. [lepmra rpa «Dark Soulsy, Oyna Bumymiena y
2011 pomui, a ii npogosxenus, Il ta 11l wactunu, y 2014 1 2016 BianmosigHo. Cepist
BIJIOMa CBOIM BHUCOKHM PIBHEM BHUKJIMKY Ta IIIMOOKHMMH MEXaHIKaMH T'€iMIUICIO.
['paBiii BiAMpaBisSIOTECS B TEMHI Ta JKOPCTOKI CBITH, /i€ KOXKEH KPOK MOXe OyTH
OCTaHHIM. BUTBM 3 BoporamMu BHUMAararOThb BiJI T'paBI[IB TOYHOCTI, CTpaTterii Ta
teprinHsa. Kpim Toro, rpa mporoHye CKIagHl TOJOBOJOMKH Ta BEJIHMKY CBOOOIY B
00J1aITyBaHHI IEPCOHAXKA Ta EKCILIOPAIlli CBITY.

OrpumaBuIM 3arajibHE PO3YMIHHS NP0 HaBEAEHI MPOEKTH HEOOXI1THO
JeTaNbHIIIE PO3TIASHYTH KOHKPETHI €IEMEHTH KOXKHOTO 3 HHX.

Tonosne mento. Sk moxkna modauntu (puc. 1.1 - 1.3) OCHOBHI €lEeMEHTH
TOJIOBHOTO MEHIO — KHOIKHM, [0 BUKOHYIOTh BiamoBigHi Aaii. [lounmHarote rpy,
3alyCKaloTh MPOJOBKEHHS, MOKa3yloTh JOCATHEHHsS Tollo. BizyanbHuil cTuip —
NPOCTUI, BUKOHAHUM Yy TEMHUX/TIOHYpUX TOHaX. Bcio yBary Ha cebe O6epe hoHOBe
300pakeHHs, 10 MOXKE€ MaTH CBii Bi3yaJbHHI CTWiIb. B mepmomy BapiaHTi 1e

rOJIOBHUM Te€poil, y APyroMy Ta TPETbOMY BU/I1JIEHA Ha3Ba IPU.

Pilgrimame

Pucynok 1.1 - T'omoBHe menro rpu Blasphemous

Jsuenko B.B. Apx.
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DARK SOULSII

Pucynok 1.2 - T'onoBue mento rpu Dark Souls

STANRY GAME

* OPFTIONS

ACHIEVEMENTS
EXTRAS

Quirt Gamt

Pucynok 1.3 - I'onosue mento rpu Hollow Knight

Menio naysu. MeHto nay3u Takox OyBae nekinpkox tumiB (puc. 1.4 - 1.6). Le

MOXKCEC 6yTI/I 3BUYANHE BiKHO, Ha KIITaJT I'oOJIOBHOI'O, B iHIIIOMy BHITAJIKY BOHO CTA€ HC

JUIIIEe IHCTPYMEHTOM HaBiraifii, ajie i HEOOXiTHOIO CKJIaJJOBOIO irpOBOTO IMPOIIECY.

Horo ¢yHKITIOHA PO3UIUPIOETHCS, BKIIOYAIOYM CTATUCTUKY, CUCTEMY MPOKAYKH,

1HBEHTap Ta 1HIII BaXXJIMB1 €JIEMEHTH, CXO0XI1 Ha Te, fK IIe peasizoBaHo B rpi «Dark

Souls». Takuit miaxig poOUTh MEHIO Tay3u OibII YHIBEPCAIbHUM Ta 3PYUHUM JUIS

I'PaBIIiB, a TAKOXK BUPIIIYE MPOOIEMy «OJAHOTO 3aBIaHHs» 3rajany padime. [Ipote y

BUILE3raJiaHiil XapAKOpHiil cepli BiicyTHs nay3a B3araini. ll{o B cBoto uepry He gyxe

XapakTepHo Juis )xanpy Metroidvania.

Jsuenko B.B. Apr.
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Pucynok 1.6 - Mento nay3u rpu Hollow Knight

Head-Up Display. HUD irop He nepeBaHTaX€HHi Ta 3a3BHuYaii MICTHTH
KOPOTKY iH(OpMaIlito PO CTaTUKY TpaBIlsl y BEpXHil yacTuHi ekpany (puc. 1.7- 1.9).

Tynu BXOAUTH — 3I0pOB’ s, MaHa, €HEPris, JIKyBaJbHI IPEJAMETH, BaJIIOTA TOLIO.

Jsuenko B.B. Apr.
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Pucynok 1.9 - HUD rpu Hollow Knight

1.3 Konnent-gokymeHnt (Concept Document)
1.1 3aeanvuuu onuc npodyxmy
CrBoproBanuii irpoBuii mpoaykt «Dethrone» e rporo sxanpy Metroidvania, mo

BIJ[3HAYA€THCS BUKOPHCTAHHSAM JESIKHX MEXaHiK, HaTXHeHHX cepiero «Dark Soulsy.

Jsuenko B.B. Apx.
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['pa npomnoHye rpaBusiM MIUOOKUHN 1 3araJIkoBUi CBIT, JIe KOXKEH KPOK MOXe OyTu
BupimanbHuM. [loBHa Ha3Ba mpoekTy — «Dethroney. Bxitouae y cebe:

- JIB1 IOBHOIIIHHI JIOKAI(1i, SIKI MAlOTh 00C-OUTBH;

— 10 pi3HUX BUIB BOPOT'iB, KOXKEH 3 IKMX Ma€ CBIM yHIKaJIbHUN TU3AiH;

- pO3TaTy’)KeHY CHCTEMY aKTUBHHUX Ta MTACUBHUX HABUUOK;

— PI3HOMAaHITHI CTHJII BOJIOJIHHSIM 30poi, IO Jla€ TpaBLUSM BEIUKY
CB0O0OO/Ty B HAJIAIITYBAaHHI CBOT'O MEPCOHAXKA.

OxkpiM LIOTO, TPa Ma€ JOCUTh 3AILUTyTAHUI BCECBIT, 1110 BKJIKOYAE B3aEMOIIEIO
3 Hemepen0auyBaHHUMH TIEPCOHAXKaMH, K1 PO3KPUBAIOTh HOBI acHEeKTH 1CTOpii Ta
JOTIOMAraroTh rPaBlEBl Y HOr0 MPUTO/II.

1.2 JKaup ma ayoumopis

IMpoayxt «Dethroney Haminenuii Ha ayAUTOPIIO, 110 BKIItOYA€E (haHATIB IrPOBHUX
*aHpiB, Takux sk Metroidvania ta Soulslike. OCHOBHOIO IpyIIOI0 KOPHUCTYBaYiB €
M1JUTITKY BIKOM 16 pOKIB Ta cTapiiie, Kl MpardyTh HE JUIIE TUHAMIYHOTO TeHMILIEIO,
asie 1 MOOKOTo 3aHypeHHs B iCTOpito rpu. PUHOK MpoayKTy oxoruroe €Bpory Ta

CILA, ne anrmiiicbka MOBa Oy1e¢ OCHOBHOIO JIJIsl B3AEMOJI1i 3 TPABLSIMU.

Tabmms 1.1
[TopTpeT NOTeHLIMHOTro KITi€EHTa
IHoka3sHuk Onuc
Bix 18-40 pokiB
Cratb Bynp-sika (poTe mepeBakxHO YOJIOBIKH)
['eorpadis VYkpaina ta kpainu €sponu, AMepUKH
(aHTTIOMOBH1 KOPHCTYBaui)
Croci0 XKuTTS [TomipHWii, 3HAYHA YaCTHHA Yacy MPOBOJUTHCS 3a

KOMIT'FOTEPOM, aKTUBHUH B IrpOBOMY CEpEIOBHIII

ComiaabHU# Ki1ac CepenHiii 1 BUIIE
[TepexonanHs BinkpuTuii 10 HOBUX 1/1eH, I[IHY€ TBOPYICTb 1
1HHOBAI1
IaTepecn ["eiiminr, BipTyanbHi cBiTH, (haHTacTHKA/PEeHTE3I,
TEXHIKA
Jsuenko B.B. Apx.
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[Tponosxenus Tadbmumi 1.1

IToxa3znuk Onuc

B3aemonis 3 mpogykTom AKTHBHO JOCHII)KY€E PI3HOMAaHITHI BIpTyaJlbH1

CBITH, B3a€MOJII€ 3 I'POBUMH CIIUJILHOTAMU

Sk 1 KokeH irpoBmii momatok «Dethrone» mae BHKIMKATH 3alliKaBIICHICTh
KOPHUCTYBauiB 33 PaXyHOK CIOXKETY, BI3yaJIbHO1 CKJIaJIOBOi 1 TOJIOBHE — MeXaHiK. J{Jis
xaHpy Metroidvania (i BigmoBiTHOTO irpOBOTO AOJATKY) IPUTAMaHHI:

- Heninitinicme ma 0ocnioxcenns: BIIKPUTI PIBHI Ta 3HAXOIKCHHS
CeKpeTiB, 000B’SA3KOBE MOBEPHEHHS Yy MONEPEHl JOKAallli A BIIKPUTTS BCHOTO
KOHTEHTY.

- Ilpoxauyeanus nepcomadica: Ppi3HI MEXaHIKM MpPOKadyBaHHA 30poi,
TaJIaHTIB, AKTUBHUX/TIACUBHUX HABUYOK.

- 36anancosanicmov ma Kowmpoas: 30aJaHCOBAHI BOPOTH Ta T'OJOBHUM
MIEPCOHAXK, JOCTATHS K-Th MPEAMETIB, KIIFOUOBHX MOJI1H 1 CEKPETIB Ha JIOKAITli. 3pyyHe
KEepPYBaHHS 3 MOXJIMBICTIO IEPCOHATLHOTO HAJAIITyBaHHS

1.3 OcHosHi ¢pyukyii ma yHixanvHa nponosuyis epu

CtBOpIOBaHMIl ITpOBUN JOJIATOK TMOBMHEH HAJaBaTH TPABII0 MOXKIUBOCTI:
JOCIIKEHHST (BIAKPUTTS KapTH LUIICHOTO CBITY), NPOKAaYyBaHHS TEPCOHAXKY
(HaBW4KHM, 30posi), yHIKaIbHY OOMOBY CHCTEMY 1 pi3HI THMIH BOpPOTiB (KOMOO),
IHTEPaKTUBHICTH 31 CBITOM (iajoru). Takum 4YMHOM JOAATOK CTBOPUTH BUKJIUK JIJIS
rpaBIliB Oy/Ib-IKOTO PiBHSI HABUUOK Ta HAIACTh YHIKAJILHUU ITPOBHM T0CBI.

14  Ilnamgpopma

[Iponykt npencrasisie 13 cedbe oduaita 2D rpy s K, sky nepea nouatkom
poOOTH HEOOXIAHO BCTAHOBUTH HA JKOPCTKUH JHCK. BoHa HE BUMarae BUCOKOI
MOTYXHOCT1 SIK cydyacHi AAA MPOEKTH, TOMY JJIsi TPU MOKHA OOpaTH KOMIT I0Tep
cepeaHboro kiacy. YorupboxsaepHuit abo MmEeCTUSIACPHUI Mporecop 3 0a30BOIO
yactoToto Oubiie 2.5 [T, Bineokaptu cepiii NVIDIA GTX 1050 abo AMD Radeon
RX 560, 8 I'b oneparuBHoi mam'sri. [1{ogo 30epiranus, MmoxkHa oopatu sk HDD Tak

1 SSD.

Jsuenko B.B. Apx.
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1.4 O6rpyHTyBaHHSI BUOOPY iIHCTPYMEHTAJILHHUX 3aC00IB

Bizyanbauii cTHIIb 3’ €HY€ YC1 KOMIIOHEHTH, 1110 0a4UTh I'PaBellb: IEPCOHAXKIB,
IrpOBUI CBIT, aHIMAIlilO, IHTEpPEIC Ta MeHI0. BOHN MOBUHHI OyTH SIK 1J€HTUYHUMH,
TaK 1 yHIKQIbHUMH, 1100 J0JaTOK BII3HABABCS JIMIIE 1O IIMATOYKY iHTepdeiicy. Y
TOH K€ Yac, MOTPIOHO PO3YMITH, IO PI3HI THIHU irOp BHMAaralTh YHIKaJIbHOIO
M1X01y A0 CTBOPEHHS CBITY, Ta P13HOTO TUMY Au3aiiny. Tomy o rpadika Bu3Hauyae
eMOIIIHUI BIUTMB HA TPaBIIs Ta BiJoOpaXkae CyTHICTH rpu [8].

3aJIe)KHO Bij J)KaHPY, 0OMPAETHCS HAUKpAIIU CTUIIb, 1110 TIepeacTh HE TUIbKU
atMocdepy, aje 1 roJIOBHY AYMKY BChOro mpoekty. Y 2D irpax BoHM OyBarOTh
a0COJIFOTHO PI3HI: XYI0XKHI (KapTyHCTHUYHI1), IMKCENbHI, ciTyacti abo ckenerHi. s
xaHpy Metroidvania noOpe miIXOAWTh MIKCENBbHUH CTHIb, IO 3a3BUYaid
HaMaJIbOBaHO BiJx pykH [8].

3a3HaynMMoO, 110 CcaMe MIKCEIbHUN CTUIb HaWKpaimle MAXOAUTh s
CTBOPIOBAHOT'O MPOEKTY, Ye€pe3 HOro ifeanbHE MOXOJKEHHS, 110 Oepe KOpiHb Y
KIIACUYHUX PETPO-irpax MHUHYJIOTO IECATUIITTS, SKI TaKOX CTaIM OCHOBOIO IS
xanpy Metroidvania [8].

Axmo OiIeII JAEeTaNbHO, TO IIKCEIbHHM CTHIIb - M€ BUI Tpadiku, e
300paK€HHsSI CTBOPIOIOTHCS IUISXOM PO3MIIICHHS MIKCETIB Ha PacTpOBii CITII.
KoxeH mikcenb nmpeacTaBisie OKPEMUN KOJIIp, 1 BOHM PO3TalIOBaHl MOPYY OJUH 3
OJTHUM, YTBOPIOIOUH 300pakeHHs. 300paKeHHs B IMKCEIbHOMY CTHJII 9acTO MarOTh
HU3bKY PO3JUIBHY 3/IaTHICTh Ta MOTPEOYIOTh MEHILE PECypCiB 1 OOYUCIIOBAILHOT
HOTY>KHOCTI, 10 POOHTS iX i7IcaTbHIUMH JUTsl PO3BUTKY irop B iHAI-TreiM-po3pooiri [8].

IcHye Oe3niu mporpam, M0 BUKOPUCTOBYIOTHCS JUIsl CTBOPEHHSI MIKCEIbHOT
rpadikyd, TOMYy TMpOBIBIIM aHai3 KOXKHOI 3 HHUX pe3yibTaT OyJi0o 3BEIEHO M0

OPiBHIBHOT Tabmuti 1.2.

Jsuenko B.B. Apx.
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MoxMBOCTI Ta 0COOJIMBOCTI MpOrpam

Tadomurs 1.2

Ha3sBa HinTpumka
IIporpamu OcHoBHi ®yHKIii Iinargopm Hina OcodauBocTi
Bucoka
PenaryBanus ta ) €(heKTUBHICTh
) T | Windows, I[narHa, o
Aseprite aHIMalIlis MKCEeIbHOT ) . aHiMarii,
' macOS, Linux | npoOHwuii nepion | o
rpadiku pi3HOMaHITHI
1HCTpYMEHTH
JlerkicTb
PenaryBanus ta ) BUKOPHUCTAHHS,
) o Windows, [InatHa, . .
Pyxel Edit aHIMAIlisl MIKCEeIbHOT . iHTerpanis 3
_ macOS npo6Huii nepioxn |
rpadiku pI3HUMU
miaThopMamMu
CrerianizoBaHHii
PenaryBanus ta beskomroBHa, | iHTepdeiic s
GraphicsGale | animarris mkceabHOT Windows Pro Bepcis - apiMarii,
rpadiku TJIaTHa GbyHKIIIT 00poOKH
NaTTpu
AnanToBaHa 10
PenaryBanns ta poboTu Ha
Pixaki (iPad) | amimaris mikcenbHOT iPad [TnatHa IUTaHIIIETI,
rpadiku IHTYITUBHMIA
iHTEepdeiic
OwnnaitH-penakTop Hoctynn 3 Oymb-
) JUTSL CTBOPCHHS Ta SIKOTO TIPHUCTPOIO,
Piskel o Beb beskomroBHa
aHiMarii mKkceIpbHOi KOJIEKTHBHE
rpadiku penaryBaHHsI
[HCTpYyMEHTH NI
PenaryBanus ta ]
] o ) ) npodeciiiHoro
Pro Motion NG | animaliis nikcejipHOT Windows IImaTHa

NU3aiHy, BEJIMKa

rpadixn o .
KUIBKICTB 1IapiB
Jsuenko B.B. Apx.
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VY miacyMKy, BpaxoOBYHOUM OCHOBHI XapaKT€PUCTUKH PI3HUX Iporpam [y,
MO>KHA 3a3HAYUTH, 110 MalkKe BCl 3 HUX € TJIATHUMH, a OE3KOIITOBHI aJbTePHATUBU
4acTo OOMEXeH1 (pyHKIIOHATIOM. Y 3B'SI3KY 3 LIUM, BUOIp CIpsIMy€eThCsl Ha Aseprite
[9, 10] six Ha HAKOUTBII BiOMY Ta 3pyYHY IpOrpamy Ul HOBHX KOPHUCTYBadiB Ha
Cy4acHOMY PMHKY pelaryBaHHs IiKcelbHOI rpadiku. Ii BHcoka edeKTHBHICTH Y
CTBOpPEHHI aHIMallil, marpumyBanuii ¢opmar y Unity Ta pi3HOMaHITHI IHCTPYMEHTHU
pobnsaTh Aseprite ONTUMATbHUM BHOOPOM Il YCHINIHOTO BTUICHHS HAIIOTO
npoekty. besnocepennbo B Unity miaHyeTbcsi BUKOPUCTaHHS (DPEHMBOPKIB, SIKI
HAJar0Th HEOOX1THUI (PYHKIIOHA Ta IHCTPYMEHTH:

— Ul 2D - 3abe3nedye edeKTUBHE CTBOPECHHS Ta YIPABIIHHS €IEMEHTAMHU
KOPHUCTYBAIIbKOTO 1HTepdEeicy Y JTBOBUMIPHOMY MPOCTOPI.

- URP 2D (aura. Universal Render Pipeline 2D) — BUKOpUCTOBY€ETBCS AJIst
ontuMmizamii Ta BiaTBOpeHHs 2D-rpadiku. Hamae MoxnmMBOCTI HalamTyBaHHS
e(eKTiB MoCcT-00pPOOKH Ta CBITJIA.

— Sprites 2D — neoOxiauuii 1151 podoTu 3 2D-cnpaiiTaMu, BKIIIOYAIOUYH iX
dbopmaryBaHHsI, 3MIHY KOJIBOPY/PO3MIpY/IIEHTPYBaHHSI.

- A Takox Cinemachine — 3a0e3meuye AWHAMIYHE HAJAMITyBAaHHS Ta
3MiHYy KaMepH.

BucHOBKHM /10 IepHIOro Po3AilLy

B mepmomy po3aiii, Oyina BU3HaYeHa OCHOBHA MeTa KBamidikaiiitHoi poOoTH,
K pe3yJbTaT - MOCTaBJICHA Ta MpoaHaji30oBaHa 3ajada. byiau po3risiHyTI BioMi
MPEICTaBHUKH JKaHPY CTBOPIOBAHOTO MPOTPAMHOT0O 3a0€3MEeUeHHs, 1Bl TPH Yy JKaHPI
Metroidvania ta cepis irop “Dark Souls”. Ha ocHoBi ix anainizy Oyyio 3po0JeHO
BHUCHOBKH 11100 MTPaBUJIbHOT CTPYKTYPH Ta HEOOXIJTHUX €JIEMEHTIB PO3POOKH.

Tako cTBOPEHO KOHIIENT-AOKYMEHT, B SIKOMY BU3HAYE€HO >KaHP, ayTUTOPIIO,
ocobnmuBocTi Ta Mmiargopmy. B kiHmi posaury Oyiio oOrpyHTOBaHO BHOIp

IHCTPYMEHTApII0, HABE/ICHI Or0 HEJIOJIIKYU Ta MEePEBaru.

Jsuenko B.B. Apx.
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PO3I1J1 2. MPOEKTYBAHHS TA PO3POBKA ITPOT'PAMHOI'O
3ABE3IIEYEHHASA

2.1 IIpoekTyBaHHSI apXiTeKTYpH irpoBOro 101aTKy

JIjist 3py9HOTO BiIOOpaKEHHS JIOTIYHOT YaCTUHU JOJATKY, YCi 11 MOMXJIHBOCTI
Ta Oy/0Ba MpEJACTaBJICH] y BUTJISAA1 BIIMOBIIHUX CXEM Ta Jliarpam.

Hiarpama BapianTiB BukopuctaHHs (anri. Use Case Diagram) (puc. 2.1)
MPE/ICTABIISAE IK KOPUCTYBA4 MOKE B3aEMOJIISTH 3 TTIOYaTKOBUM T'OJIOBHUM MEHIO Ta
SIKAMH 0a30BUMHU MOKJIMBOCTSIMH BOJIOJIE. A caMe:

[Toyatok rpu — mepexia A0 CUEHU 3 MEPIIUM PIBHEM.

[IpooBxkEHHST TpuU — TMeEpeBipKa HasBHUX 30€pekeHb Ta iX
3aBaHTaKCHHSI.

3MiIHEHHS HaNAIITyBaHb — HAJAIITYBAHHS PO3MIPY €KpaHy, PEKUMY
BIKHA Ta F'y4YHOCTI 3BYKY.

[lepernsin BIAKPUTUX TOCSITHEHb — CHHCOK OTPUMAaHUX JTOCSITHEHb, iX
OTIMC Ta B1IOOpaKeHHS THUX 110 Hapa3i 3a0JI0KOBaHI.

3aB€pIH€HH$I I'Pu — BUMKHCHHA JOJATKY.

"\-__ MNosarw rpy = >

— bt

27T ‘—__“‘«, — T sextends __—— ———
S ( \‘_:wu-m umawryms__/, ..... duder C 3uina poswmpennn }: C_ 3mina pewuny sikna
o 2 Y — T . S e - Q0SF

N ! cows S s —
Tpaseys " 3mina ryswoeti
\\(J MpogosmMTI rpy _j
—_——
\\\
EN =

3aseplwTy rpy )

o ~—axtend» —

)< (:_ Mepernag onucy QOCATHEHMA P)

Pucynok 2.1 - Jliarpama BapiaHTiB BUKOPUCTAHHS TOJIOBHOT'O MEHIO

Jsuenko B.B. Apr.
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Jiarpamu akTuBHOCTI (aHri1. Activity diagram) € Bi3yaJIbHUM IIPEICTABICHHAM

JTUHAMIYHUX OIepalliid Ta 3B’s3KiB MK HUMH. Y JaHOMY BUIAIKY PUCYHKHU 2.2-2.3

UTIOCTPYIOTh pOOOTY BHYTPIIIHBOITPOBOTO MEHIO, & CaAM€ KOKHOI MO0 CTOPIHKH.

Q

........

Benia imdopwa

£ onuonmens

,,,,,,

Wi < > -

Pucynox 2.2 - Jliarpama akTUBHOCTI JJISI CTATUCTUKH 1 HABUIOK

,..(V

Ha nepmiit cxemi (nuB. puc. 2.2) mpejacTaBieHa poOOTa TaKUX MEXaHIK fK:

MpOKayyBaHHS OOpPaHOro CTWIKO 30poi, EKiMmiloBaHHS MacuBHOI a00 aKTUBHOI

HABUYKH, & TAKOXK BUBIJ 1H(OpMaIIii mo craructuili abo BMIHHIO.

IcHye 3 OCHOBHUMX CTHJII BOJIOJIHHS 30pO€r0 (UepBOHUM, CHHIN Ta 3eJeHUN),

KOXEH 13 HUX Ma€ J[Ba CTyNeHs nokpaieHHs. CrnoyaTky npy HATUCKaHHI HAa 1KOHKY

MU OTpUMY€EMO 1H(GOpPMAIlI0 MPO HBOTO, HAAANl 3AINCHIOETHCA MEpeBipKa, 4u

npuaOaHui CTUIIb. SIKIO Hi — BIANOBIAHO HAM MIPOMOHYIOTH KYIUTH HOT0 3a KOIITH,

K1 MU 30upaeMo BOHMBarO4YM BOpOriB. B iHIIOMY BHManKy BiiOyBa€eThCs HACTYyIHA

nepeBipKka — € HaBUYKa MOKPAIIeHHSIM a00 OCHOBHOIO HAaBUYKOIO. SIKIO 11e 6a30Be

BMIHHS MU MOXXEMO HMOro aKTUBYBAaTH. Y BHUIIQJIKy 3 IMOKPAIICHHSIM OTPUMYEMO

iH(pOpMaIliI0 PO HBOTO, TaK SK MICIS MOKYIKH BOHO aBTOMAaTHYHO aKTUBYETHCA 3

0a30BUM BMIHHSM.

Jsuenko B.B.
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HasiBHICTh. OTpUMATH TaKy MOKHA JIUIIIE SIK HArOpO1y 3/10JIaBIIX OOca JTOKAIIIi.

VY BuUmanKy 3 €KINiIOBaHHSAM AaKTUBHOI HABUYKH INEPEBIPSIETHCS JIMILE il

[TacvBHI HABUYKHK TAKOX MOKHA 3HANTH, OTPUMATH Y Haropoay abo KylnuTu B

NPC (anrm. non playable character). Bonu OyBaioTh IBOX THUIIB: YHIKaJdbHI a0o

3BUYaliHI. AKTUBHUMH OJIHOYACHO MOXXYTh OyTH JiMIlle 3 HaBUYKH, 1 TIJILKH OJHA 3

HUX YHiKajgbHa. fKknjo HaBuuka Oyna oTrpuMmaHa (TOOTO € y HasBHOCTI) IpHU

HATUCKAHHI Ha 1KOHKY CIOYaTKy BHMBOJIWUTHCS iHGopMmaiis mpo Heil. Jlam #ine

nepeBipKa, YM yHiKaibHa BOHA. [Ipu MO3UTHBHOMY BapiaHTI MEpPEBIPAETHCS UM HE

AKTMBOBAHO 1HIIY YHIKaJIbHY HAaBUYKY — 32 PE3yJIbTATOM ii a00 3aMiHIOIOTh, ab0

IIYKalOTh BUIBHUUM CIOT. 31 3BUYaHUMH BMIHHSIMU IPOCTIIIE, Y TAKOMY BHUIAIKY

IPOIYCKAETbCS TMepeBipka Ha YHIKAJIBHICTh 1 OApa3y IIYyKAETbCA CIOT s

eKimiroBaHHS a00 3aMiHM OCTaHHBOTO OOPAHOTO.
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Pucynok 2.3 - Jliarpama akTUBHOCTI JJIsI TAJIAHTIB, IHBEHTAPIO, HAJIAIITYBaHb

Ha npyriit wactuni miarpamu (amB. puc. 2.3.) TpOJEMOHCTpOBaHA poOOTa

TaJaHTIB, IHBEHTAPIO T4 BHYTPIIIHbOITPOBHUX HAJAIITYBaHb.

Jsuenko B.B. Apr.
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Tanant — 1e macWBHI HABUYKHM sIKI HE MOTPiOHO oOupatu, TOOTO mics
OTPUMAHHS BOHHU 3aBkKIM OYAyTh NOCTYIHi JJis BUKOPMCTAaHHS. IX poOOTa JOCUTH
CXOka Ha IHBEHTap, TaK SK MPEeIMETH BUKOPUCTOBYIOTHCS aBTOMATHYHO Y
notpiOHOMYy Micili (3a HasBHOcTi). [Ipu HaTHCKaHHI Ha IKOHKY BHBOJUTHCS
1H(opMariist Tpo BMiHHS 200 MpPEIMeET.

o mo HamamTyBaHb BOHM Maike 1IEHTUYHI 10 TOJIOBHOTO MEHIO, MPOTE
MarOTh JIOJJATKOBY MOXKJIMBICTh 3MiHH KJIaBill. MoKHA TTepepru3HAYUTH 3a3/1aJIeT1Ib
IpUB’sI3aH1 KJIaBilll JIIA Ha 1HII KHOMKMU 3a OaxkaHHsAM. CriodyaTtky oOMpaeTbes s,
HaIpUKJIaa cTpuOOK abo Oir, Aajll HATUCKAETHCS KJIaBilla Ha KiaBiaTypl. Ko BoHa
1€ HE 3aifHATa — 3HAUCHHSI MePETUIIETHCA.

Hiarpama knaciB (anri. Class Diagram) BinoOpakae BHYTPIIIHIO CTPYKTYpPY
noaatky. CTaTH4HI €JIEMEHTH, TaKi SK: KJIACH, THITH JTJAHUX, 1X 3MICT Ta BITHOIIICHHS.
[TpencrasieHi Kiracu mo/ijIeHi Ha Bl yactunu (puc. 2.4. — 2.5.).

Ilepwia yacmuna BKIIIOYA€E KJIacH BIJMOBIJAIbHI 32 POOOTY FOJIOBHOT'O MEHIO,
rpadigHoro iHTepdeiicy kopucTyBaua, mapaiakcy (anri Parallax) [11, 12] Ta
TPUTEpiB, MOB'A3aHUX 13 EPEMIIICHHIM KaMepu abo MporpaBaHHsAM aHIMAIlii.

KoHkpeTHimre mpo KoeH KJ1ac Ta HOoro MmoJIs/METO/IH:

- Knac MainMenu: BignoBigae 3a poOOTy yCiX CTOPIHOK TOJIOBHOTO
MeHto. IlepemukanHd Mik HUMH Ta (yHKUIOHan. Bxitouyae monst 13 maHensIMu
(GameObject), crammapTHi HaJAMTyBaHHSA (MacWB PO3IMIUPEHb EKpaHy Ta HOTO
peXKUM, TYUHICTh). TakoX BUKOPHUCTOBYE CTPYKTYpy Achievement jijisi 30epexeHHs
JAHUX TMpO JOCSITHEHHS TpaBlsd. Meroau peani3yloTb poOory 3 rpadiyHuM
iHTepdeiicom Ta 30epiratoTh HaJlATYBaHHS KOPUCTYBaya.

- Knacu BossExit Ta DoorTrigger: Bkitouatoth y cede 06’ ekt HUD Ta
OTOYCHHS, SKI HEOOXIHO 3MIHIOBaTH MpU B3aemomii 3 mepcoHaxeM. Kiac
CameraTrigger MICTUTh OCHOBHY Ta allbTEpHATUBHY KaMepH 1 CIYyTyE TPUTEPOM JIJIst
iX mepeMUKaHHs Ha OJHIN cleHl. B yciX Kiacax MICTUTbCSI METO]T TEPEBIPKU KOJTI311
3 TPaBLIEM.

- Knacu BarsController Ta BossGUI: Binmosimatote 3a pob6ory HUD

rpaBis 1 Ooca BiAnoBinHO. BinoOpakaioTh 3MiHY CTaTHCTHKU. MICTATH MOJs
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GameObject, 1110 HeOOX1IHO 3MIHIOBATH Ta J1aH1 (310pOB’s, MaHYy ), IKi OTPUMYIOTHCSI
3 kiaciB HacmiayBaHux Big CharacterStats (kimac myist poOOTH 13 BHYTPIIIHBOIO

JIOT1KO0).

Kmacu ParallaxBehaviour ta MapBehaviour: peainizyiorb poOOTy
napajiakcy ta Mamnu. [lepmuii MICTUTh METOJT JUIsi OHOBJICHHS TOJIOKEHHSI KaMepH,
JOpYTU# 1715 B1IOOpa)KEHHSI MaIly CBITY IO HATHCKAHHIO KJIABIIIH.

- Kiacu SpheresGUI ta FlaskGUI: neoOxiaHi 115t poOOTH 3 TUHAMIYHUMU
npeamMeraMmu siki Mmictatbess y HUD. IX OHOBIEHHS 3aJEKUTh HE JIUINE Bij
XapaKTEPHUCTHK TMEePCOHAXY, aje 1 aKTMBOBAaHUX HABHUYOK Ta CTWIIO 30poi. Bonu
BKJIFOYAIOTh METOJHU JUIS IMOCTYIOBOIO a00 HEraiHOro BHUMKHCHHS/BBIMKHEHHS,
3MiHEHHs eJleMeHTiB, 1o npucyTtHi Ha HUD rpaBug. [lng ix peamizamii Oyio
BUKOPHCTAHO TIOBEIIHKOBUN TATEPH MPOEKTYBAHHS, a camMe — MIAOJIOHHUN METO.
(anrn. Template Method) [13]. Bin BH3Hauda€e KiCTSK alrOPUTMY, IEPEKIagar0du
BIJIMOBIJANBHICT, 32 J€AKlI HOro KpOKM Ha MIAKJIACH, [TO3BOJSE MiAKIacam
MEePEBU3HAYATH KPOKH aJITOPUTMY, HE 3MIHIOIOUM MOTO 3arajibHOi CTPYKTYypH. Tomy
crioyaTtky Oyno peanizoBaHo abctpakTHuit kiaac GUIController, a Bxke Big HHOTO
HaciigyBaHo SpheresGUI ta FlaskGUI.

Jlpyea wacmumna niarpamMu CKJIaJIa€ThbCs 13 KJIaciB, IO 3a0€3MeUy0Th poOOTy
BHYTPIIIHBbOITPOBOTO MeHI0. KOKHa 3 HUX BUKOPUCTOBYE BIJINOBIIHY CTPYKTYPY JJIS
30€peKEeHHS JAaHUX, & TaKOXX MOPOJKYBaJbHUW MaTepH MpoekTyBaHHS "OpuHak"
(auri. Singleton) [14] mst 1i mepenadi 10 iHIIMX YacTUH nporpamu. Bin, rapaHTye,
10 KJIac Ma€ JIUIIE OJUH €K3EMIUISp, Ta HaJla€ TI00abHY TOUYKY TOCTYITY 10 HBOTO.

- Knac PauseMenu: € ocHOBOIO B3a€MO/IIi 3 BHYTPIIIHbOITPOBUM MEHIO.
Bin  peamizye pobGoTy  mepeMuKaHHS ~ MIDK ~ CTOpIHKaMH, a  TaKOX
BBIMKHCHHSI/BUMKHEHHST HCOOX1THUX €JIEMEHTIB MpH po3ropTaHHi Ta 3roptanHi Ul.
OTpumye AaHi PO HAsBHY BaJIOTY 1 OHOBIIIOE ii. MicTuTh Set/Get meToau, a TaKOK
00paxoBye 1HJEKC aKTUBHOT MaHeJ1 )15l IEPEeMUKaHHS MK HUMU.

- Knac CharacterPanel: mpartiroe 31 CTaTUCTHKOIO TIEPCOHAXA Ta CTUIISIMU
30poi. J1o3BosIsIE€ IEPETIIIHYTH IOTOYHHM MTPOTPeEC MPOXOIKEHHSI, & TAKOXK MpUadaTu

abo exinipyBaTu HaBuukH. [1{06 oTpuMartu iHpopMallito PO NEPCOHAXKA 3BEPTAETHCS
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no HaciigyBanoro Bij CharacterStats kiacy, a came PlayerStats, 1 BUBoauTh AaHi y
BUTJISIZII TEKCTY B BIAMOBIAHUX TOJsiX. JJis akTuBaliii HaBUUKU 30p0i BUKOPUCTOBYE
Metoau 3 kiacy WeaponStyles, 1110 BKJIro4ae JIOT1KY JUIsl yCiX BMiHb. MICTUTB MO 3
HABUYKAMH, SIKi peasizoBaHi y BUTIAAI MacuBy tuimy WeaponsSkill, i TumyacoBumu
3MIHHUMU SK Harpukiaj currentStyle, mo momnomararoTh BUKOHYBATH TEPEBIPKU
3MiHU 200 OHOBJICHHS JTaHUX.

- Kiac AbilityPanel: BiamoBijae 3a akTHBAIliIO YIBTUMAaTUBHUX HABHUOK.
Bxitouae y cebe mepeBipkM Ha HAsBHICTh Ta JOCTYNHICTh eKimipyBaHHA. s
akTUBallli eQeKTy nepenaae goctyn uepe3 Singleton no kiacy Skills.

- Knac CharmsPanel: peanizye po6oTy 3 macMBHUMH HaBUYKaMu. Mae
meroau s kymiBii (PurshcaseCharm), eximipyBanHsi (EquipCharm) Ta 3HATTS
(UnequipCharm) naBu4dok. Takoxk BKJIIOYa€ MEPEBIPKA HA HASIBHICTh, YHIKAIBHICTh
HABUYKU 1 KUIBKICTh BUIBHUX CJIOTIB U1 akTuBarii. [lojist BKIIIOYAarOTh: MacuBH 3
yciMa Ta OOpaHMMM HaBMYKaMH, JaHl i1 NEPEeBIPOK, IO JJIsl OHOBJIEHHS
iH(DOopMmarrii.

- Kinacu TalantPanel, InventoryPanel: moTpi6H1 a1t BimoOpa)keHHs JaHUX
PO 3HAWICHI TaJaHTH Ta MPEIMETH BIAMOBITHO. TaKoX BOHU peasi3ylOTh METOIU
3HAXO/KEHHsI TaHUX 00’ €KTIB 1 OHOBJIEHHS MeHI0. [le BUKOpPUCTOBY€eThCA y Kilacax
TalantCollision Ta InventoryCollision, 1110 nepeBipsit0Th KOJi3110 3 rpaBlieM. Takox
CTOpiHKa IHBEHTapIo 3a qoniomororo merony Findltems() amaamivao 1o1ae mpeameTn
y TIOPAIKY 1X 3HAXOHKCHHS.

- Kinac MovementKeys peaini3ye npuB's3ky KiIaBill 10 BIAMOBIIHUX 1A

nepcoHaka. MiCTUTh CIIOBHHK, IO 30epirae 3Ha4yeHHs Ta KOPYTHUHY, IO OYIKY€E

HATHUCKAHH/I.
Jsuenko B.B. Apx.
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Pucynox 2.5 - Jliarpama kaciB — IpOJOBKCHHS
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Hiarpama kommoneHTiB (anria. Component diagram) BigoOpaskae opraHizalito

IporpaMu, 3aJISKHOCTI Ta 3B’SI3KM Mk eleMeHTaMu. Ha pucynky 2.6 300pakeHo

OCHOBHI CKJIaJIOB1 1HTepdeiCy rpH, 10 BKIKOYAIOTh: TOJOBHE/BHYTPIIIHBOITPOBE

mento, HUD rpaBiist Ta mo3Ha4ku BOPOTiB, MOAYJIb KapTH 1 TpadiuHmnii MOAYIh (KU

B CBOIO Y€PIy CKJIaJA€ThCS 3 GPEHMBOPKIB 1 XYI0KHIX €JICMCHTIB).
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Pucynox 2.6 - Jliarpama KOMIOHEHTIB

Ha miarpami posropranns (anri. Deployment diagram) 300paxeno ¢dizuune

oOJaziHaHHS Ta KOMIIOHEHTH MporpamMHoro 3abe3neueHHs cuctemu. Ha pucynky 2.7

Bi3yaJli30BaHO PO3TOPTaHHS CTBOPIOBAHOI IPH HA almapaTHOMY 3a0e3IeUeHH1, a caMe

IrpoBUii ABUTYH, roTOBUM build mpoekTy Ta kopuctyBaibkuii [TK.

Engine Game Yools

:‘E Unity ‘,,Y_' Frameworks

S Eanr
2 I

T

Build (] Configuration files |

_t Content
= /
! J

5 Guaphics

L B

; 7Ul Y A————

EL " User Device

5 HuD T Exefile |
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Pucynok 2.7 - Jliarpama po3ropTaHHs
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2.2 Po3poOka inTepdeiicy kopuctyBaua
Hactynnum etanom po3po6ku € npoekryBanns Ul. Ha ocHoBi npoBeaeHoro
paHillie aHai3y ICHYIOUUX MPOTPaMHUX MPOAYKTIB, MPEACTABICHO KOHIIENTYaJIbHI

MaKeTH JIJIsl CTBOPEHHS BIacHOTO iHTepdeticy (puc. 2.8 - 2.10):

Pucynok 2.8 - 3aranbHuii MakeT roJJOBHOTO MEHIO

oo COCoC . 3o

Pucynok 2.9 - 3aranbHuil MakeT MEHIO May3u

N\
>
L

Pucynox 2.10 - Maker HUD

Yci BoHM He nwWiie Bi3yaiabHO, aie 1 (YHKIIOHAJIBHO BiJMOBIIAIOTH
MOCTABJICHUM BHMOIraM Ta HAJal0Th 3a3HAa4y€Hl y MYyHKTI 2.1 MOMJIMBOCTI I'PaBIO.
Tenep orpumaHuil pe3ysbTaT He0OX11HO nepenectu y Unity.

OcnoBoro mis crBopendss Ul e Canvas [15, 16]. Came BiH m03BoJIs€

oprasi3dyBatu 1 B3aemoisTu 3 Ul-KOMIIOHEHTaMH y IBOBUMIPHOMY MPOCTOP1 TpU. Y
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mporeci po3poOKN BUKOPUCTOBYIOTHCS TaKi €JIEMEHTH, K KHOIIKH,

naHesl, cjaanepy Ta 1HIIl K1 IpeACTaBieHl Ha pUucyHKy 2.11.

u i troge
L Tooikis Teat - TextMeshive
Rendenng Raw Image
Vokane e

Camerns

Viga! Scnpang Sceoe Vadabies
Move o View

Algn With View

ASgn View 1o Selecied Furwon - TestMedPo
Toggie Active State Dvopdown  FeMes o

Propesies hput Fald - TaviMeshPro

Test
Cor futton
Event System Dropoon
/- ’ Inpwit Fieia

Pucynox 2.11 - Ul-xommonenTu noctynsi y Unity

TEKCTOBI1 ITOJIS,

Jlns 3abe3neueHHs BIOOpakKeHHS 00'€KTIB Ha €KpaHl CIOYaTKy HEOoOXiJTHO

HaJalTyBaTU MapaMmeTpu penaep kamepu ta po3Mmip Canvas. lle HeoOXimHO s

30€peKEHHS KOPEKTHOTO PO3MIPY Ta MOJIOKEHHS KOMIIOHEHTIB MPHY 3MiHI IITUPUHH 1

BUCOTH €KpaHy. Pe3ysbTar Takoro HajamTyBaHHs MPEICTABIEHO Ha PUCYHKY 2.12.

= v Canvas

{oas screen Space - Camera

TexCoord!, Normal, Tangent

"W v Canvas Scaler

Mode Sonle With Screen Size

Shrink

Pucynok 2.12 - HanamtyBaHHs MOJIOTHa

[ITo6 mpaBuIBLHO po3TalryBaTH OO0 €KTH Ta 3a0€3MEYUTH iX PIBHOMIpPHUU

pO3MOJIT, BUKOPUCTOBYIOThCA Layout-rpymu, Taki sik Vertical Layout Group,

Horizontal Layout Group a6o Grid Layout Group. Ili incrpymentu Unity

JO3BOJISIIOTH aBTOMATHU3YBaTH PO3MIIIEHHS Ta BIICTYIU OApa3y JJs rPyNu 0OpaHux

o0'exTiB 3amicTh oaHoro. [Ipu ctBopenni HUD BukopucroByemo filled images type

JUISL B1IOOpakKeHHs IIKaJIW 3JI0POB’Sl, MaHU, BUTPUBATIOCTI. Uepe3 KOoJ y BiJICOTKaX

Croau OyayTh MepeaBaTHCh MMOKa3HUKH nepconaxa (puc. 2.13).
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=l v Image

Filled
Honzontal

Lefl

Set Native Size

Pucynok 2.13 - HanamryBanss 300pa’keHb 3 OCHOBHUMHU MOKa3HUKAMU
Jlist poGoTH 3 Kamepor BHUKOPUCTOBYEThCS (ppeiimBopk Cinemachine, BiH
J03BOJIsIE He Jniie 3anaBaTd rpanuili (puc. 2.14) mepecyBaHHs Kamepu Ta
NEPEMUKATUCh MIXK ICHYIOUMMH 32 MOTpeOH, ane 1 Mae (DYHKIIIO CIITyBaHHS 3a
LIIbOBUM 00’€KTOM. 3 HMOro JOMOMOTrOI0 y MPOEKTI JOCUTh 3pYYHO CTBOPHOBATH
JUHAMIYHY Ta KiHemaTorpagiuny kamepy. [Ipukiag BUKopucTaHHs Takoi 300paxeHo

Ha pUCYHKY 2.15.

v Cinemachine Confiner 2D (Script)

Bounding Shape 2D B Boundry (Composite Collider 2D)
@5

6.1
Invalidate Cache
Baked

v CinemachineVirtualCamera

Status: Live

Game Window Guides

10
A Player (Transform)

None (Transform)

Standby Update Round Robin

Lens Ortho Size 6
Transitions

Body Hard Lock To Target
Aim Do nothing

Noise none

Extensions
Add Extension (select)

Pucynox 2.15 - BipryansHa kamepa Ta 11 HaJTamTyBaHHS
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JUJ1sl MOKpalleHHs 30BHIIIHBOTO BUIJIAY BUKOPUCTAEMO CIIPANTH, aHIMaLll Ta
mpudT y BiAMOBiAHOMY cTWi. DiHATBHUN pe3yJIbTaT CTBOPEHHS MPEJICTABICHO Ha

pucyHkax 2.16. — 2.18.

NEW GAME

CONTINUE

OPTIONS

ACHIVEMENTS

EXIT

Pucynok 2.16 - ['onoBHe MeHIO

CHRARACTER

Pucynok 2.18 - Mento nmay3u, mo4aTkoBa CTOpiHKa
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2.3 Po3po0ka nmporpaMHoi YaCTUHHU T0JATKY

[Ticns 3aBepiieHHst poOoTH 3 po3cTaHOBKOIO Ul eneMeHTiB MOKHA IEPEUTH 10
HAIMCaHHS TPOrPAMHOI YacTWHU NoAaTKy. KokHa MaHenb, MEHIO IMOBHHHA MaTH
BIAMOBIAHI 0OpoOHWKM, IO OyAyTh BHUKIMKATHCA Ipu B3aemoxii. Hampukian
MOKJIMBOCTI TOJIOBHOT'O MEHIO, sIKI OIMCaHl Ha JlarpamMi BapiaHTIB BUKOPHCTaHHS
(puc. 2.1.), maroTh IpaItOBaTH 32 HATUCKAHHSIM BIJIIOBIIHOI KHOMIKK a0o ciaiiaepy.
HaiiBaxxnusimii ctBopeni ¢pyskiii 3 MenuController.cs:

Y MeH1o peallizoBaHi METOIH JIJIsl HAJIAIITYBAaHHS, [0 BKIIOYAIOTh MOYKJIUBOCTI
3MIHM PO3LIMPEHHS, PEKUMY €KpaHy, piBHS 3BYKy. PosmmpenHs 30epiratotbcs y
MacuBi resolutions B popmarti “mupuHa x Bucota’”. 1106 3apatu po3aiabHy 31aTHICTh
Ta PEeKUM B1I0Opa)KEHHA BUKOPUCTOBYIOThCS (PYHKIT 13 Kilacy Screen sSiKMil Hajae

JOCTYTI 710 BIACTUBOCTEH 1 METO/IIB KEPYBaHHS MapaMeTpaMu €KpaHy.

// 3MiHa po3wMpeHHS eKpaHy.

string selectedResolution = resolutions[resolutionIndex];
string[] resolutionParts = selectedResolution.Split('x');

int width = int.Parse(resolutionParts[0]);
int height = int.Parse(resolutionParts[1]);
Screen.SetResolution(width, height,Screen.fullScreen)

//  TepeMUKaHHA BiKOHHOro pexumy.
isFullScreen = !isFullScreen;
Screen.fullScreen = isFullScreen;

J1J1st 3MiHU SIKOCTI 300paskeHHs] BAKOPUCTOBY€eTheA Kitac QualitySettings, sikuit
HaJae TOCTYM 10 HajmamTyBaHb rpadiku pogatky. Oynkumis SetQualityLevel(level)
aBTOMATUYHO BCTAHOBIIIOE BCl MapaMeTpH Tpadiku, sKi BU3HAYEHI JJIA 3a7JaHOTO

PiBHS SIKOCTI1. IHIeKCYBaHHS MOYMHAETHCs 3 0.

// BcTaHOBNEHHS 3Ha4YeHHA 9KoCTi.

lowQualityToggle.isOn = currentQualitylLevel == 0;
mediumQualityToggle.isOn = currentQualitylLevel == 2;
highQualityToggle.isOn = currentQualitylLevel == 5;

// Bn6ip piBHK akocTi.
currentQualitylLevel = qualitylLevel;
QualitySettings.SetQualityLevel(currentQualitylLevel);
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[ToyaTok HOBOI I'py Ta BUXI1J IPALIOIOTh AOCUTH NpocTo. Ha BiIMIHY Bia HUX
3aBaHTAKECHHS JTOJAATKOBO peaji3ye MepeBipKy Ha HASBHICTh 30€pEeKEeHHS 1 MIATATYE

JlaH1 rpaBus 13 daily.

var data = SaveManager.lLoad<SaveData.PlayerPos>(saveKey2);
sceneIndex = data._sceneIndex;
SceneManager.LoadScene(sceneIndex);

PoGota 3 AOCATHEHHSMH, BKIIOYAE y ce0€ OHOBJIEHHS 300pa)K€Hb MICII
BIIKPUTTS Ta BUB1J 1H(OpMAIIil PO BUKOHAHI YMOBH. SIKIIO 1HJIEKC AOCSITHEHHS B

MeXax 1CHYIOUHX 3HaY€Hb — OTPUMYEMO OIMKC B TEKCTOBOMY ITOJII.

// OHoBneHHsA onucy pocsArHeHHs (MpU HaTUCKaHHi)

if (achivementIndex >= 0 && achivementIndex <
achivements.Length && achivements[achivementIndex].isOwned)
descriptionText.text = achivements[achivementIndex].description;

JloJ1laTKOBO B KOJI1 peai3oBaHl NEPEeBIPKU CTaHIB YEKOOKCIB, p030JI0KOBaHUX
JIOCATHEHb Ta aKTUBHOI MMaHeJIl MEHIO. 3a3/aerib 3a1aHi 3HAaUCHHS, TaKl SIK CITHCOK
pO3IIHUPEHb, PIBEHDb SIKOCTI Ta MAaCHUB JOCITHEHB, 10 HEOOX1IHI Il 3a0e3eueHHsI
KOHCHUCTEHTHOCTI 1 HaJ€XHOro (pyHKIIOHYBaHHS IpH. JJOCATHEHHS, B CBOIO YEpry,
peai3oBaHl y BUTISAI CTPYKTypH 3 HEOOXITHOK i1H(MOpMAI€: 300paKeHHSM,

OITMCOM, Ha3BOIO Ta HASIBHICTIO.

struct Achivement

{
public Image image;
public bool isOwned;
public string description;
public string name;

}

VY HacTynHIi ClieH1, TOOTO B OCHOBHIH I'pi, MEHIO IIPEICTABIIAE 13 ce0e HE JuIe
CTaHJApTHUN HAOIp HaJalITyBaHb, aj€ 1 BAXJIMBY YACTUHY TredMIUICI0 0e3 sKOi
HEMOJKJIMBA B3a€MOJIisl KOPHCTyBaya Ta OCHOBHUX MeXaHiK. B HbOro BKIIOYEHO 6
CTOpPIHOK: CTAaTHCTHUKA TEpPCOHa)Xka Ta CTWIb 30poi, aKTHUBHI HABUYKH, IMMACHBHI
HaBUYKH, TaJJAHTH, IHBEHTAp Ta HAJIAIITYBAaHHS.

Jj1ist KepyBaHHSI CTOPIHKAMU HEOOX1THUN OKPEMUI CKPUIT, 10 OyJie€ OCHOBOIO
MeHIo, BiH ke PauseMenuController.cs. o aporo 3 Ul nmpuB’si3yeThcsi HU3Ka KHOTIOK

3a JOIIOMOI'OK0 AKHX MOKHA IICPCXOJUTHU ITOYCPTOBO Bi,Z[ CTOpiHKI/I a0 CTOpiHKI/I, abo
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obupatu noTpiOHY Ham ojpa3y. Takox iHTepdeic BKIIOYAE KHONKY TTOBEPHEHHS 10
I'pH 1 Bi0Opa)KeHHsI BAJIOTH, 110 Ma€ TpaBelb. CTBOpeH1 (yHKITIT:
Peanizauis nay3u rpu. Bxitodae y cede npuxoBaHHSI HEMOTPIOHUX €JIEMEHTIB

GUI Ta 3ynuHKy 4acy.

if (pauseMenu != null)
{

bool isMenuActive = pauselMenu.activeSelf;
bool isGuiActive = gui.activeSelf;
bool isPostActive = postProcessing.activeSelf;
pauseMenu.SetActive(!isMenuActive);
gui.SetActive(!isGuiActive);
postProcessing.SetActive(!isPostActive);
// Pause or resume the game based on the menu's visibility
Time.timeScale = isMenuActive ? 1f : 0Of;

Hagiraris mo cropiakam meHto. Meton ShowPanel nepeBipsie BiamoBigHICTh
KOXHOI MaHeni 10 3HayeHHs panel ToShow, sike OTpUMY€ThCS HUIIXOM IEPEMUKAHHS
MIX CTOPIHKaMH Ta MepepaxyBaHHIM iX 1HJIEKCY.

// BBiMKHeHHa Heo6xigHoi naHeni.

void ShowPanel(GameObject panelToShow)

{
foreach (var panel in menuPanels)
{
panel.SetActive(panel == panelToShow);
}
}

// ToBepHeHHA OO nonepeaHboi naHeni.
void ShowPreviousPanel()

{
int currentIndex = GetCurrentPanelIndex();
int previousIndex = (currentIndex - 1 + menuPanels.Length);
ShowPanel(menuPanels[previousIndex]);

}

Po6ora 3 BanmoTor0. 1j1si nprX0OBaHHS 3HAYEHHS 1 YHUKHEHHSI HerepeA0aueHux
3MiH, BHUKOPHUCTOBYEMO HE€ MpsAMHA jJoctyn, a mnpuBaTHl mnons. [liaxom
BUKOpHCTaHH MeToAiB Get Ta Set MOXXKHA KOHTpPOJIIOBATHM Ta BHOCHUTU 3MIHHU Y

3HAYEHHS BAJIIOTH 31 30€pEKEHHIM MPABWIBHOI apXITEKTYpU MPOrpamu.
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public int SetCurrency(int value) {

int currency = value;
return currency;

}
public int GetCurrency(int value)
{
value = Currency;
return value;
}

JlaH1 3 HACTyHUX MaHeNel Uil 3pYYHOCTI 30epiraloTbCsl y BUIJISII CTPYKTYD,
10 MalOTh yCIO0 HEOOXiHY iH(OopMaIlito mpo HaBUYKY a0o mpenmMeT. Takoxk € HU3Ka
METO/IB, 10 OAHAKOBI JJI YCIX CTOPIHOK. 3arajjoM 1€ METOJH 3 OHOBJICHHS OIIHCY,

3MiHM 300paxkeHHs a00 MONIYK 1HAEKCY eneMenTa. Hanpuknan:

public struct Ability

{
public Image image;
public bool isOwned;
public string description;
public string name;
public bool isEquiped;

}

OHOBJICHHSA OIIMCY HABUYKH 34 iH)IeKCOMl

if (abilityIndex >= 0 && abilityIndex < abilities.Length)
{

descriptionText.text = abilities[abilityIndex].description;

}
OHOBJICHHS KOJIBOPY 300paKeHHS B 3aJIEKHOCTI Bl HASIBHOCTI:

for (int i = 0; i < array.Length; i++)
{

array [i].image.color = abilities[i].isOwned ? Color.white : Color.black;

}

[lepenaua iudopmaiii A0 I1HIIMX KIAciB BiOYBA€EThCA 3a JOIMOMOTOIO

Singleton:

public static AbilitiesPanelScript instance;
private void Awake()
instance = this;

Ilepma cropinka MeHro mia Ha3Boro “Character” Bkiitouae y ceOe OCHOBHY
CTaTUCTUKY TEPCOHaXXa (TOOTO piBEHBb 3I0POB'S, MaHH, BIICOTOK BIIKPUTTS KapTH,
KUIbKICTh 3HAMICHUX CEKPETIB), @ TAKOXK 3 T1JIKU CTUIIIB BOJIOAIHHS 30pocto. KoxkHa

13 HUX Ma€ OJIHy aKTUBHY HaBWYKy Ta aBa mnodinmeHHs. Ckpunt CharacterPanel.cs
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peaiti3ye BIANOBIAHI METOIM JJI1 OTPUMAHHS Ta BUBEJICHHS CTATUCTUKH MEPCOHAKY,
npua0aHHs Ta eKIMIOBaHHS HAaBUYOK, MEPEBIPKM HASIBHOCTI IMOJJIMNIIEHb, a TAaKOX
OHOBJICHH 1H(QOpMaIlii.

Po6oTa 31 cTaTUCTHUKOIO IEPCOHAXKY 1 TPOTPECOM MPOXOKEHHS. J1J1s1 KOXKHOTO
TUIYy CTAaTUCTUKU BUKJIMKAIOThCA BiamoBigHi Meroau SetStatTextFloat Ta
SetStatTextInt. Born nepeBipstoTh, UM iHAEKC 3HAXOIUTHCS B MEKaX JOITYCTUMOTO
Jliana3oHy, MMiCJsi Y0TO OHOBIIIOIOTH TEKCTOBE 3HAYCHHSI 3a JOMOMOTO0 currentValue

ta max Value.

// MeTopn ona nepegayi cTaTUCTUKU
public void SetStats(int _currentHealth, int _maxHealth, int _currentMana,
int _maxMana, int _collectedCollectibles ...)
{
SetStatTextFloat(@, _currentHealth, _maxHealth); // Health
SetStatTextFloat(l, currentMana, maxMana); // Mana
SetStatTextInt(2, collectedCollectibles, maxCollectibles);
SetStatTextInt(3, completionPercentage, 100);
}

// BcTaHoBneHHa 3MiHHMX Tuny float
void SetStatTextFloat(int index, float currentValue, float maxValue)

{
if (index >= 0 && index < statTextsFloat.Length)
{
statTextsFloat[index].text = string.Format("{0}/{1}", currentValue, maxValue);
}
}

OHOBIIEHHS BI3yaJIbHUX €JIeMeHTIB (1kOHOK Ta ejxeMeHnTiB HUD).

// OHOBREHHA KONbopy iKOHKM
foreach (var skill in skills)

{
if (skill.isPurchased)
{
skill.image.color = Color.white;
}
else
{
skill.image.color = Color.gray;
}

// 3miHa HUD B 3anewxHocTi Bip rinkm cTtunw
switch (skillIndex) {

case 0:
style.color = Color.red;
break;
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Takox mepma maHenb BKJIOYA€E poOOTy 31 CTWISAMU 30poi, MEpEeBIpKH Ha

HasBHICTH 1 T, OCHOBHI 13 HMX 3a3Ha4YeHI Ha JiarpaMi akTUBHOCTI (puc. 2.2).
// Npua6aHHSa HABUYKU

private void SetSkillPurchased(int skillIndex, bool value)

{
WeaponSkill[] updatedSkills = skills;
updatedSkills[skillIndex].isPurchased = value;
skills = updatedSkills;

}

// EkiniwBaHHSA HaBUYKMU
foreach (var skill in skills)
{
if (skill.isPurchased && skill.requiredSkill.Length > 0)
{

if ( skills[skillIndex + 1].isPurchased)
{

isUpgradedOnce = true;

if (skills[skillIndex + 2].isPurchased)
{
isUpgradedOnce = false;
isUpgradedTwice = true;

Hacrynna nmanens BiANOBifa€ 3a aKTHBHI HABUYKU SKI MU OTPUMYEMO TTICIIS

nepemMoru HaJi 6ocom Jokarlii. Jlae MOKIUBICTh 0OpaTH OJHY 3 HUX Ta aKTUBYBATH.

IcHye Tpu BUDIAAKK B3a€EMO/III:

— Hi ogue BMiHHS 1€ HE OyJ10 €KimipoBaHoO.

if (equiped == false)
{

abilities[abilityIndex].isEquiped = true;
equiped = true;

nameText.text = abilities[abilityIndex].name;
promptText.text = "equiped " + nameText.text;
equipedText.text = "Equiped: " + nameText.text;

}

— Panime rpasenp Bjxke 00MpaB BMiHHS, 1 Hapa3l Xo4ue HOro 3aMiHUTH.

if (abilities[abilityIndex].isOwned && !abilities[abilityIndex].isEquiped)

{
abilities[abilityIndex].isEquiped = true;
abilities[equippedAbilityIndex].isEquiped = false;
nameText.text = abilities[abilityIndex].name;
promptText.text = "replaced with " + nameText.text;
equipedText.text = "Equiped: " + nameText.text;

}

— (OOpaHa HaBUYKa aKTUBOBAHA 1 IPaBIt0 HEOOX1THO BIAIMKHYTH i A11O.
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abilities[abilityIndex].isEquiped = false;
equiped = false;

promptText.text = "unequiped " + nameText.text;
equipedText.text = "Equiped: " ;

AHaJOriYyHUM YMHOM MPAILIOE 1 HACTYNMHA CTOPIHKA. A caMe eKIMiIOBaHHS
«4JapMiB», BOHH X IACHBHI HaBUYKH. €JIWHA BIIMIHHICTH y 1X KIJIBKOCTI Ta THIIL.
BoHu moainstoThCs Ha yHIKaJdbHI Ta 3BHYaiHI. [[acMBHI HAaBHYKH MOXXYTh MaTH
KOMO1HaIIi 3 TPhOX OJJHOYACHO aKTUBHUX €JIEMEHTIB. MeTo iX eKimipyBaHHs TaKOX
MO’KHA YMOBHO PO3JUTHTH Ha JACKUJIbKA OJIOKIB:

— Pamnime Bxxe Oyna oOpaHa yHIKaJbHA HABHYKa, 3aMiHa HA HOBY.

if (charms[charmIndex].isUnique)

{
int equippedUniqueIndex = FindIndexOfEquippedUniqueCharm();
int previousIndex = FindIndexOfEquippedUniqueCharmInLIst();
if (equippedUniqueIndex != -1)
{

Debug.Log("found unique");
charms[previousIndex].isEquiped = false;
equippedCharms[equippedUniqueIndex] = charms[charmIndex];

charms[charmIndex].isEquiped = true;
SetColorForSlot(equippedUniqueIndex);
UpdateDescription(equippedUniqueIndex);

}

— OOpana HaBHYKa 3BMYaiiHa a00 meplla yHIKalbHA, MPUCYTHINA BUIbHHIA

CJIOT (HE 0OpaHo TpH).

if (freeSlot !'= -1)
{

equippedCharms[freeSlot] = charms[charmIndex];

charms[charmIndex].isEquiped = true;
SetColorForSlot(freeSlot);
UpdateDescription(freeSlot);

}

—  OOpana HaBWYKa 3BUYaiiHA 200 Tepia yHIKaJIbHA, MPOTE BITLHUX MICIb

HeMae. 3aMiHa MepIoi HABUYKU a00 00paHOTo CIIOTY.

if (lastClickedIndex != -1)

{
charms[lastClickedIndex].isEquiped = false;
equippedCharms[lastClickedIndex] = charms[charmIndex];

charms[charmIndex].isEquiped = true;
SetColorForSlot(lastClickedIndex);
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UpdateDescription(lastClickedIndex);

lastClickedIndex = -1;

}

else

{
charms[0] .isEquiped = false;
equippedCharms[0] = charms[charmIndex];
charms[charmIndex].isEquiped = true;
SetColorForSlot(0);
UpdateDescription(0);

}

JleakTuBallisl MAaCUBHOI HABUYKH, TI0 CBOIM CyT1, €KBiBaJICHTHA i1 BUTAJICHHIO 31
cnucky oOpanux. st uporo 3 MacuBy tunmy Charms BUAANSAIOTBCS yCi JaHl TPO

BMIHHS 1 3aJIMIIIA€THCS IMyCTUH CIIOT.

Charm currentCharm = charms[charmIndex];
charms[charmIndex].isEquiped = false;

for (int i = 0; i < equippedCharms.Length; i++)
{

if (currentCharm.description == equippedCharms[i].description)
{
equippedCharms[i].image= null;
equippedCharms[i].description = "";
equippedCharms[i].isEquiped = false;
equippedCharms[i].isUnique = false;
equippedCharms[i].isOwned = false;
equippedCharms[i].cost = 0;
DeleteColorForSlot(i);
}

JlocuTh TPOCTO TMPAIIOIOTh TalaHTH Ta iHBeHTap. Ha gaHmx cTopiHkax
HEMOTPIOHO AaKTUBYBATH €JIEMEHTH BpYYHY (WYepe3 HATHCKaHHS KHOIKH). YCi
TaJIAHTH JOCTYITHI OJpa3y MiCJIs 3HAXO/KEHHsI 1 TaK CaMO € Pi3HOBHUJIOM IMaCHBHHUX
BMiHb. [IpeMeTH 3 iIHBEHTapIO B CBOIO YEPTy BUKOPUCTOBYIOTHCSI aBTOMATUIHO TIPH
3HaXOKEHH1 BIJMOBIAHOTO TpUTEPY, 1 JONAIOTHCS JAMHAMIYHO Y TIOPSIKY
3HAXO/DKCHHsI. Y MEHIO € MOKIIMBICTh 03HAHOMHUTHUCH 3 iX JIETAITBHUM OTIHCOM.

Metoa TuHAMIYHOTO J0JJaBaHHS MPEIMETIB MPOXOAUTHCS TI0 BCIM €IIEMEHTaM
MacHBY THUIy items Ta mepeBips€, 9u 00 €KT BXKE 3HAWACHO 1 4M BIH IIe HE OyB
JOJIaHUM 710 1HBEHTapro. Ko oOMABl YMOBU BUKOHYIOTBCS - CTBOPIOETHCS HOBUM

"

o0'ext Tummy GameObject 3 imenem "ltem " 1 iHAEKCOM MOTOYHOTO eneMeHTy. J{o
HBOT'O JI0JIA€ThCS KOMIIOHEHT Image /1 BigoOpakeHHs, a TAKOXK KOMIIOHEHT Button,

JIs1 0OOPOOKM HATUCKAHHS 1 BUKJIMKY METOJTY B1TOOPaKEHHS OMHCY.
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private void FindItems()

for (int i = 0; i < items.Length; i++)

if (items[i].isOwned && !ItemExistsInInventory(i))

GameObject newItemObject = new GameObject("Item_" + i);
Image newItemImage = newItemObject.AddComponent<Image>();
Button newItemButton = newItemObject.AddComponent<Button>();

newItemImage.overrideSprite = items[i].sprite;
newItemImage.rectTransform.localScale = scale;

newItemImage.rectTransform.sizeDelta = imageSize;

newItemObject.transform.SetParent(layoutInventory.transform);

newItemImage.rectTransform.localScale = scale;
newItemImage.rectTransform.localPosition.y, 0f);

int index = i;
newItemButton.onClick.AddListener(() => OnItemClick(index));

} else if (!items[i].isOwned)

{
{
{
{
}
}
}

OcTaHHs CTOpiHKa peaji3ye HalalTyBaHHS.

RemoveItemFromInventory(i);

OxpiM yCiX JTOCTYITHUX

HaJIalITyBaHb 3 TOJIOBHOI'O MCHIO TYT TaKOX IPUCYTHA CHCTCMA IIPU3HAYCHHA

KJIaBill. byap siKy JiI0 MEepCcOoHa)ka MOKHA TPUB’A3aTH JI0 3PYUYHOI KOPHUCTYBady

KJIaBiIIi Ha KJIaBiaTypi.

[Ipu kiky Ha KHOIKY BUKJIUKaeTbes meto] StartKeyAssignment 1 3amyckae

npoiiec ovikyBaHHA. lle KOpyTwH, 110 4Yekae 3aTUCKaHHS KJaBilIi, MICJSI YOTO

MpU3HAYaE i IS BiMOBIIHOT KHOMKH Jii. SIKIIo KaBimra oOpaHa 1 He IpU3HAYCHA,

To currentKey 3anucyerbcsa y norounuii keyCode 31 Cl1OBHUKY.

void StartKeyAssignment(Button button)

{
StartCoroutine(WaitForKeyPress(button));
}
IEnumerator WaitForKeyPress(Button button)
{
KeyCode currentKey = KeyCode.None;
while (currentKey == KeyCode.None)
{
yield return null;
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foreach (KeyCode keyCode in System.Enum.GetValues(typeof(KeyCode)))

if (Input.GetKeyDown(keyCode) && !IsKeyAssigned(keyCode))

{
currentKey = keyCode;
UpdateKey(button, currentKey);
break;

}

OkpiM poOOTH BHYTPIIIHBOITPOBOTO MEHIO Ha CIICHI HEOOX1THO OHOBJIIOBATH
3HayeHHss HUD. [Tepcona rpaBIis Mae BjacHI XapaKTEPUCTUKH, 1110 30€pIratoThCs y
kinaci PlayerStats. Jlns ix Bi3yaldbHOTrO BIJOOpa)KEHHS BUKOPUCTOBYIOThCS Set

METOJIH, SIK1 BUKJIUKAIOTHCS MPHU 3MiH1 3HAYECHb.

void UpdateBars()

{
BarHP.fillAmount = currentHP / stats.GetMaxHealthValue();
BarMana.fillAmount = currentMana / stats.GetMaxManaValue();
BarUlt.fillAmount = currentUlt / stats.GetMaxUltValue();

}

public void SetHealth(float health, float maxHealth)

{
currentHP = Mathf.ClampChealth, 0f, maxHealth);
UpdateBars();

Yoo

V neskux cutyarisax Ui 3MIHH CTaHy cepeloBHIa a00 B3aEMO/Iii 3 00’ ekTaMu
Yy Yy cep

HeoOx1H1 Tpurepu. Hanpukman st 3MiHM 30BHiIHbOro BUrisyy HUD:

if (currentHP <= 0 && HUD.activeSelf)

{
UpdateBars();
isDead = true;
victoryText.SetActive(true);
await FadeOutHUD(displayTime);
HUD.SetActive(false);

}

OtpumanHs ipeaMeTa a00 HABUYKU:

if (isPlayerNearby && Input.GetKeyDown(KeyCode.E))
{
inventoryPanelScript.SetItemOwned(itemIndex);

Destroy(gameObject);
message.text = "";

}

A00 nporpaBaHHs aHIMaIii:

private IEnumerator UpdateAnimation()

{
yield return new WaitForSeconds(1lf);
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doorAnimator.SetBool("isFalling", false);

}
BigoOpaxennst aunamiunux enemeHTiB HUD peanizoBano 3a 10momororo
m1abIoHHOTO MeTony. baTbKiBChbKHMI aOCTpaKTHHMI KIIac peani3ye OCHOBHY JIOTIKY

pobotu MeToiB. JlouipHi KJIacH Mepe3anucyroTh iX 3a MOTpeou:

public abstract class GUIController : MonoBehaviour

{

[SerializeField] public Sprite emptyImage;
[SerializeField] public Sprite fulllImage;
public Image[] images;

public abstract Image[] GetImages();

public virtual void Start()
{

images = GetImages();
Deactivate();

}

public virtual void Activate()

{
foreach (Image img in images)

{
}

img.enabled = true;

}
public virtual void Deactivate()
{

foreach (Image img in images)

{

img.enabled = false;

}

[HITMM Ba)JIMBUM €JIEMEHTOM KOPHUCTYBAIIbKOTO iHTep(delcy y irpax € kapra.
XKanpu nHa kmrant Metroidvania BUKOPUCTOBYIOTH 3arajbHy Maiy piBHS i3
no3Haukamu nepconaxy, NPC, 6ociB. J{anuii CKpunT peasnizye nepemMilieHHs IKOHKU
TpaBIls HA Malli BIATOBIAHO IO HOTO pO3TallyBaHHS HA PiBHI, a TAKOX AKTUBAIIIIO

KapTH MPU HATHCKaHHI KJaBimm “M”.

Vector2 targetPosition = targetObject.position;

Vector3 direction = (targetPosition - (Vector2)transform.position).
normalized;

float distanceToMove = speed * Time.deltaTime;

Vector3 newPosition = transform.position + direction * distanceToMove;

if (Input.GetKeyDown(KeyCode.M))

{
isObjectActive = !isObjectActive;
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mainCamera.SetActive(isObjectActive);

}

Cucrema miasnoriB [17] (anri. Dialogue Editor) — ¢peiimBopk y Unity, 1o
Jl0TIoMarae BizyajabHO OyJyBaTH CTPYKTYPY PO3MOBH 3 mepcoHaxkem (puc. 2.19), a
TaKOXX BHUKJIMKATH HEOOXITHI METOAM MPU TEBHUX BIAMOBIAAX. [ KOpekTHOI
po0OOTH cUCTEeMHU BHUKOPUCTOBYEThCcs (ConversationManager, 10 MICTUTh METOIU
MOYATKY/KIHIIA 10Ty, MPU3HAYCHHS 3MIHHUX Ta MEPEBIPKH CTaTyCy PO3MOBH.

[ToyaTok HEOOX1AHOTO AlajIOTy:

ConversationManager.Instance.StartConversation(dialogue);
[Tpr3HaYeHHS 3MIHHOI:

ConversationManager.Instance.SetBool("isEnough", false);

Pucynok 2.19 - HanamroBanuii aianor 3 HeirpoBuM nepconaxkeM «Mushroom»»

2.4 Peanizauis BisyaiabHux eekriB, rpadiunux ejieMeHTIiB Ta aHiMaii

loxo rpadiunoro opopmieHHs, A NOJIMIIEHHS Bi3yaJlbHOI YaCTHHU OyJia
BUKOpHCTaHa cucteMa vactok [18, 19] (anrm. Particle System). 3a ii momomororo
MO’KHA CTBOPIOBaTH €(QEKTU pO3CitoBaHHSA, oOepTaHHA abo pyxy dvacTuHOK. Lle
NOJIMNIIyE HE JIMIIe 30BHIIIHIA BHUIJSA, ane 1 atMocdepy 3aHypeHHS Ta
IHTEpaKTUBHICTh 3arajioM. TakuM YHHOM Yy TOJOBHOMY MEHIO OYJIO JOCSTHYTO

edexTy «3opsHoro Heba» (puc. 2.20), a 6e3nocepeHbO Y TPl €PEKTH «IaTar0d0ro
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JUCTS» Ta «ropiHHsA BorHiO» (puc. 2.21 - 2.22). Ha pucynky 2.23 neraibHO

BiI0OpaskeHo mpoliec HanamTyBaHHs Particle System.

coMTINUE

OFTIONS

ACHIVEMENTS

oar

Pucynok 2.20 - Peanizaiiisi cCHCTeMH 4acTOK Y TOJIOBHOMY MEHIO

PPPPPPQ

Pucynok 2.22 - Peanizariisi CUCTEMHU YaCTOK Y JOKaIii «3aMOK»
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[ RUGRREl

Pucynox 2.23 - HanamryBaHHs CHCTEMH YaCTUHOK

VY nporieci pobotu Oynu BiApenaroBaHi Taki mapaMeTpu siK TOBTOPIOBAHICTb,
MaKCUMaJIbHA KIJIbKICTh YaCTOK, «TPUBATICTb KUTTS», TOYATKOBUM pO3MIp, KOJIIp Ta
MIBUAKICTh. TakoX BKazaHa (opma IUIONIMHH JI€ BOHU MAalOTh 3 SBISATUCA, 3MiHA
napaMeTpiB 3 4acoM, KyT o0epTaHHsI. SIK pe3ynbTaT HaJIalTOBaHO €(PEeKT YaCTOK, 10
3 SBISIIOTBCA Y PI3HUN 4Yac, pi3HOTO PO3MIPY Ta KOJIbOPY 1 00epTaroThCsl HABKOJIO
CBOET OCl.

Jis poboTH 3 OCBiTIEHHSM Ta TmocT-00poOkoto [20] kamepu Oyio
Bukopucrano ¢peiimBopk Universal Render Pipeline 2D. A came o0’extu light,
shadow caster 2d Ta global volume.

OcBITJIEHHS Ta BUJIU HOT0 JKepen OyBaroTh pi3Hi. [CHye 1Ba OCHOBHUX TUIH —
rio0anpHe Ta JIOKaJbHE. [ 71006aIbHE OCBITICHHS MPAIIOe HA BCiH CIIeHI Ta 00’ €KTax,
B TOM 4Yac KOJIM JIOKQJIbHE JIMILIE Yy MEBHIA o0nacTi Ta Ha BKa3aHl cioi. JIokanbHe
OCBITJICHHSI MOKe MaTHu 0araTo (opM, HaPUKIIAJ: CIPANUTy, TOUKOBY a00 BUIbHY. Y Ci
BUJIU OCBITJICHHS, 1110 JIOCTYIIHI Y pellakTopi, 300paxkeH1 Ha pucyHky 2.24. Ilepen
Mo4YaTKOM poOOTHU 13 HUM HEOOXiJHO OOOB’A3KOBO JOAATH CBITJIO-BiIOMBAIOUMIA

MaTepias Ha IrpoBi 00’ €KTH.

Light ’ Dinectionat Light
Audio ’ Point Light
Video » Spothignt

ul ’ Area Light

Refiection Probe
Rendering Light Probe Group
Volume

Spre Light 2D
Spot Light 2D

Pt il W

Camera

| Ul Toolior
|

Visual Soiphing Scene Vanabies

Pucynok 2.24 - Buau ocBITIEHHS
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J171s1 O1IBIIOTO pealni3My BiioOpakKeHHs CBITJIa HEOOX1THO CTBOPHUTH TiHi. Y 2D
IPOEKTaX BOHM MOXYTh OJpa3y BHUKIIOUATH 13 cede OcCBiTIeHHs abo MpoCTo
nepeKpuBaTd 00’ekTH 3a coboro. Popma TIHI HANAIITOBYETHCS 3a JIONOMOIOIO
KoJaijepy, a CKPUNT JOJA€ThCS 10 HEOOXITHOTO O00’€KTy SK KOMIIOHEHT 13
¢dpeitmBopky URP. Pucynok 2.25 BimoOpaskae NpUKIAJ HAJIAMITYyBaHHS TaKOTO

KOMIIOHEHTY.

v Shadow Caster 2D

Casts Shadows v
Self Shadows v
Target Sorting Layers  Default

1 Edit Shape

Pucynok 2.25 - HanamryBanus TiHei
besnocepennbo Ha piBHSX, HAJAIITyBaHHS CBITJIa OYyJI0 BUKOPHUCTAHO IS
CTBOPEHHSI TEMHHUX JIOKallli, TAKMX SIK CEKPETHE MiJ3eMeIUIs, a TAaKOX peaii3oBaHO

poboty npeamery «Lantherny (puc. 2.26).

Pucynok 2.26 - BukopucTanHs CBiTa s MOMIMIIEHHS Bi3yalbHOI
CKJIQZIOBOI P1BHS
[Ilo mo mocT-006po6kH, crouatky HeoOximHo cTBopuTH URP Asset Ta render
data, B sikux 30epiratoThCsi OCHOBHI HAJIAIITYBaHHS Tpadiku 1uist PoeKTy (puc. 2.27).
[Ticns mporo HeoOXimHO cTBOpUTH Volume-o0’exT sikmii Oynme 30epiratu oOpaHi

¢b1pTpH Kamepu. B 1anoMy Bumnajaky mifCBIYYyBaHHS, KOPEKLIIO KOJIbOPY 1 LIYM.
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« Graphics

table Render Pipedne Sutt

Bt - in Shadw "W

Pucynoxk 2.27 - JlonaBaHHs acCeTy y HaJIAIITYBaHHSAX MPOEKTY

B ocHOBHill Ipi [Uist CTBOPEHHS e(PEeKTy pyxy Ta rmuOuHu (HOoHY, 300pa’KeHHS

HE TIPOCTO PO3AUISIOTHCS Ha CJIOi, aje 1 MaloTh eekT mapanakcy. OCHOBHA 3ayMKa

MoJIsiTa€ B TOMY, IO 00 €KTH OJMKYl 7O TPaBIl PyXalOThCS MIBHJIIC 1 MalOTh

TEMHIIY TeKCTYypy. [lanbHl 300pakeHHsI HABIaKU CIOBUIbHEHI Ta Oiijl. Y Koal Le

IMPOIMMCAHO HACTYITHUM YHHOM!

var delta = followingTarget.position - targetPreviousPosition;
if (disableVerticalParallax)
delta.y = 0;

targetPreviousPosition = followingTarget.position;

transform.position += delta * parallaxStrength;

Kamepa pearye Ha pyx numboBoro o0'ekta (B JaHOMY BHUMAAKy TpaBellb).

Bekrop delta mpexacraBisie pi3HUINO MO3MUIIA MK MMOTOYHOIO Ta MOMEPETHBOIO.

[ToTiM 1s pi3HMI MacITadyeThbCs 3a JOMOMOrow mnapamerpy parallaxStrength 1

JOTA€ThCA IO TOTOYHOI MO3WIii Kamepu, 3abe3mneuyioun edext pyxy QoHy 3

IIBUJIKICTIO 1HAKIIIOO B1J I[IJTLOBOTO O0'€KTY.

HacrtymHauit kpok y po3po0iri — CTBOPEHHS CIIPATiB IEPCOHAXKIB, aHIMAIIii Ta

namita s Tilemap [21, 22]. T'padiuni 00’€KTH MaOOTHCSA BPYUYHY Yy Mporpami

Aseprite, Ta IEPEHOCATHCS JIO0 ITPOBOr0 JABUTYHA y MIATpUMYyBaHOMY (popmarti ase,

TaK SIK BiH MATPUMYE 101 Ta Kaapu (puc. 2.28).
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Pucynox 2.28 - [atepdeiic mporpamu Aseprite

VYci po3pobiieni 300paxkeHHs HaBeaeHo y Jlonatky E.

Koxen nepcoHax BKIItOUYA€E BiIMOBIAHY HU3KY aHIMallii. ['ooBHUI repoil Mae

HAWOUIBINY KUTHKICTh. Boporum MarwTh CTaHAApTHI CTEHTH, IO BiAPI3HAIOTHCS

oJIHi€I0-1BOMa aHiMaIlisiMu. [lepenik apykHIX IepCOHaXIB 3B€ICHO 10 Tabnui 2.1,

BOPOXKUX 110 Tabmuili 2.2.

Tabmms 2.1

[lepenik aHiMOBaHUX (aiiB APYHKHIX IrPOBUX Ta HEITPOBUX MEPCOHAXKIB

Im’s1 mepconasy

Tun

epeuaik animanii

Main character IrpoBwii

HepCOHAXK

Idle, Move, Climb, Dash, Hang, Fall, Jump —
HepeCyBaHHsA

Attack_one, Attack_two, Attack_three — cepist atax

Main character IrpoBwii

Block, Counterattack — 6;iokyBaHHS 11IKO/IH, HAHECEHHS

MIEPCOHAX | KOHTP aTaku
Hit, Death — oTpuMaHHs IKOU, CMEPTh
Catch, Throw, Rotate — BuKOpHCTaHHS aKTUBHUX
HaBUYOK
Mushroom npc NPC Idle, talk — B3aemomis
Fake npc NPC
Knight npc NPC
Snake npc NPC
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Tadomurs 2.2

[Tepenik anHiMOBaHMX (pasTiB BOPOKHMX HEIrPOBUX MEPCOHAXKIB

NEPCOHAKY

Im’a YHikaabHi aHiManii

3araanHi animMaii

Back — yxunstHHs

Melee _attack — momatkoBa ataka

Archer
OJIMKHBOTO 000
Arrow — ctpina
) Attack two, Attack three — nogarkosi
Assassin o '
aHiMaIlli yJaapiB
Idle, Walk — nepecyBauus
Debuffer Appearance — nosiBa (TeienopTaiis) peey
. Attention, Attack — momryx
Giant Eye Laser — nazep
rpaBIld Ta aTaka
Wolf Attack two — cunbHU# yaap
__ i : Death, Hit, Stun —
Wood-spirit Fireball — map s ynapy marieto

Forest Boss

Up, Roll, Spit — ynikanbhi aTaku 60cy

OTpUMaHHA IKOAW, CTaH

Ta CMEpPTh

Castle Boss
aTaku 6ocy

Shield_block, Magic_attack — yxikanbHi

Dog

Skeleton

Spider

Ghost

OxpiM aHIMOBaHHMX €JIEMEHTIB Yy I'pl TaKOX MpUCYTHI 300paxenHs 1t GUI,

HUD, nokamiii i BisyansHuX edekTiB (HampuMKIaj CHCTEMHM YacTHHOK). IX

y3araJbHEHHUI NIepetiK 3BeJIeHO A0 Tadmull 2.3.

Taomung 2.3

[Tepenik cTBOpeHUX 300pakeHb

Tun 300paxenHs

IIpusHavyeHHs

IxoHKHN

300pakeHHs 1715l TOCSATHEHb, CTHIIIB 3001,
AKTUBHMX/TIACUBHUX HABUYOK, TAJIAHTIB,

MIPEAMETIB.

Kuonku, cnaiinepu, BUNagardi CiucKu

KHomnkw [uis kepyBaHHs y TOJIOBHOMY Ta

BHYTPIIIHBO IrPOBOMY MEHIO.
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[Iponosxenns Tabmumi 2.3

Tun 300paxeHHst

MpuzHayeHHst

®oHOBI1 300paKeHHS

300pakeHHs AJI TOJIOBHOTO Ta BHYTPIIIHHO
irpoBoMy MeHIO0, Jokatlii «Jlicy, mokamii

«3aMOK», CEeKpEeTHOT JIOKaLlii.

Enementn nexopy

300pakeHHS JIiCY, €JIEMEHTH 3aMKY, JIEMCHTH

CEKPETHOI JIOKaIlii.

HUD

CMYXKH CTaTUCTHKH, CTHITIO 30poi.

3arajgpHa KUIBKICTh CTaTHYHUX 300paxeHb ((oHiB, ikoHOK, Ul eneMeHTIB)

Hamuye Oinbme 200 exemenTiB, aHiMarii — 123 ¢aiinm (puc. 2.29).

Pucynox 2.29 - Yactuna crBopeHux rpadigyaux Qaitmis

Konu rpadiuni enemMeHTH CTBOpEHI, MOXKHA MEPEUTH 10 iX pelaryBaHHsS Ta

00po6ku y Unity. JIjist moyaTKy HE0OX1HO PO3pi3aTH CKJIaJeH1 CIIPANTH HAa YACTUHH.

Ile poOuthes 3a moomororo Sprite Editor. (puc. 2.30).

Pucynoxk 2.30 - [Ipuxmnan ctBopenHst multiple 300paskeHHs, pegaryBaHHs po3Mipy
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Hactymaum kpokoMm € peaiizallis MajliTpy €JIEMEHTIB Ta HaJalllTyBaHHS
«mpaBu». Jinga 1mporo BHKOpPUCTOBYeThCa ¢peitmBopk Tilemap 2D, skuii Mae
PO3LIMPEHHS, U0 3aBaHTAXYETHCSA 13 MAKeTIB irpoBoro asuryHa Unity. Bin go3Bosisie
CTBOPIOBATHU JABOBUMIpPHI KapTH, SKi CKJIaJeHi 3 MaJIHX MPSAMOKYTHUX (pparMeHTiB. Ix
Ha3uBawTh MuTkamMu (anri. Tiles). Lleit miaxig AOCHTH MOIIMPEHUN y Po3poOi
KOMIT'FOTEpPHUX 1TOp, TaK SK € Hal3py4yHIIUMM HpU MOoOYyJI0B1 BEIMKUX piBHIB. Ha

pucyHky 2.31 300pakeHO CTBOPEHY TaKMM YMHOM TATITPY IS JOKAIli «3aMOK».

Pucynok 2.31 - CtBopena namiTpa ass JoKaiii «3aMoK»

o6 copocTuTH Tmpolec MOJETIOBaHHSA pIBHI MOXKHAa BUKOPHUCTATH
noaaTKoBUM 1HCTpyMeHT mij Ha3Boro Tile Rule, BiH ke Autotiling. 3 Ha3Bu
3pO3YMLJIO, IO I[eH METO/1 PO3TAIIOBYE TUIMTKA aBTOMATUYHO BIAMOBITHO JI0 33/IaHUX
npaBui (puc. 2.32). BoHu BHU3HAYAIOTh SKi IUIMTKA MOYKHA PO3MIIIyBaTH MOPST 13
3amaHoro, a skl Hi. TakuM yuHOM mpu poOOTI 3 mensnem, Unity aBTOMaTHYHO

BUpaxoBye sikuii Tile Mmae OyTH HACTYITHUM.

Pucynok 2.32 - CTBopeHe nmpaBwIo ISl IEPIIO MaliTpy Jokarii «JIic»
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BucHoBKH 10 Apyroro po3ainy

B npyromy posaini Oyino cnpoexktoBano apxitektypy Il 3 BukopucTtaHHiIM

CXEM: BaplaHTIB BUKOPUCTAHHS, aKTUBHOCT1, KOMIIOHEHTIB, pO3rOPTaHHs, a TaKOX

JiarpaM  KJIaciB.

KOpHUCTyBaua.

Takox OyJlno CHPOEKTOBAHO Ta PO3pOOIEHO

iHTEpdeiic

Bbyna npoBenena po3poOka mporpaMHOi YaCTUHM JOJATKy, OMUCaHI OCHOBHI

METOU Ta peai3ailis marepHiB. [licis mporo Oyna onmucaHa peamizaiis Bi3yaJlbHHUX

edekriB, rpapiyHUX €JEeMEHTIB Ta aHiMauid. [Hpopmaiis y3araabHeHa Yy (opmi

TaOJIMIb.
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PO3/ILJ 3. OITUC POBOTH 3 TIPOTPAMHUM JOJATKOM TA MOI'O
TECTYBAHHA

3.1 IlopsiioK BCTAHOBJIEHHSI TA HAJAITYBAHHSA irPOBOTI0 J0ATKY

[Iporpamuuii npoaykT mia Ha3Boro «Dethrone» 6y10 CTBOPEHO 32 JOTTOMOT OO
irpoBoro pyuris Unity, 1o 103BOJIsie BUKOHATU 301pKY JUISL PI3HUX MPHUCTPOIB. Y
nanomy Bunanaky e [1K 3 omeparniiinumu cucremamu — Windows, Mac, Linux.

[Ilo6 oTpuMaTH AOCTYI 10 TPH, CIIOYATKYy HEOOXITHO 3aBaHTAXKHUTH (aiii 13
iHTepHEeTYy abo JayH4epa, HalpuKiIaa Steam, Micias 4oro BCTAHOBUTH MOTO Ha CBIii
[IK. Sk Oyno 3a3HaY€HO y KOHIIENT-IOKYMEHTI, MIHIMajibHI HaJalUTyBaHHS Js
3aMmyCcKy J0JIaTKy BKIHOYAIOTh:

- [Iporecop 13 6a30BOIO yacToTOO BUIIE 2,5 ['T11.

- Bineokaprty cepii GTX.

- 8 I'6 onepaTuBHOT TaM’AT1.

- HDD a6o SSD, nio mae 5 I'0 BUILHOTO MiCIIS.

3.2 Inrepdeiic Ta NOPAAOK POOOTH

[epure BikHO, 110 3yCTpiYae KOPUCTyBaya MPH 3aIyCKy I'PU — FOJIOBHE MEHIO
(puc. 3.1). VYmpaBmiHHA BigOyBa€eTbcs 3a JOMOMOIOK MHUIII. ['paBemb MOKe
NEPEXOAUTH /0 T'PH, HaJAIITYBaHb, JHOCATHEHb a00 3aBEPIIMTH POOOTY IOJATKY.
Sx1o moyatr ab0 MPOIOBKUTH TPy — 3aBAHTAKUTHCSA CIICHA 13 PIBHEM, B 3aJIC)KHOCTI
BiJl HASIBHOCTI OCTaHHBOTO 30epexeHHs. [Ipu mepexosi 10 HajmamTyBaHb (puc. 3.2)
rpaBellb Ma€ 3MOTY B3a€EMOJIATH 13 NEPEMHUKAYEM DPEKHUMY BIKHA, BUIAJAI0YUM
CIIMCKOM PO3IIUPEHb Ta ciaiiepoM ryqaocTi. [Ipore yci HamamryBaHHs HE MOXKYTh
OyTM aKTUBHUMHU OJIHOYACHO. Y BIKHI JOCATHEHb (puc. 3.3) TpaBelb MOXKe

NEPLCrisiHy TU BiI[KpI/ITi JOCATHCHHA Ta ix OIMIMC, NIJIAXOM HATHCKAHHA Ha OJHY 3

1KOHOK.
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NEHW GAME

CONTINUE

OPTIONS

ACHIVEMENTS

EXIT

Pucynok 3.1 - I'o1oBHE MEHIO

OPTIONS

resoLuTIoN

/1920x1080
QUALITY

1280x720
SOUND

Pucynok 3.2 - HanamryBanHsi, 3MiHa PO3IIUPEHHS Ta PEXKUMY €KpaHy

NIGHTFRLL'S
APPRENTICE

USE THE ABILITY YOU
RECEIVED FROM R BOSS FOR
THE FIRST TIME.

Pucynox 3.3 - BikHO OCSTHEHB
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[Ipu 3amycky piBHA KOpHCTyBad ONHUHSETHCS Ha CIICHI, A€ MPHUCYTHI Taki
yactuHu iHTEpdeticy ssk HUD, BayTpimHb0iIrpoBe MeHI0 Ta Mmana. [lepiie, 1o MoxHa
no0auYuTH 1€ 1HIAUKATOPHU 370pPOB’Sl, MaHH, JIKYBaJIbHUX 3aC001B, a TAKOXK IIKATY
3aMOBHEHHS yJIBTUMATHBHOTO BMiHHS (puc. 3.4). BoHu BimoOpakarOTh YHCIIOBI
3HAUYCHHS XapaKTEPUCTUK NMEPCOHAXKY 3PYUYHUM Ta Bi3yaJIbHO 3PO3YMLUIUM CIIOCOOOM.
TakoX NpuU BUKOPUCTAHHI AESKHUX 13 BMIHb MOXYTb 3 SIBISTUCH a00 3HHUKATH
JIOJIATKOB1 1HAMKATOPH, TakKi SIK: KoOJip oOpaHOi TiTku cTWito 30poi abo chepu
(puc. 3.5). Ha mouaTky HOBOI TI'puM KOPHCTYyBad Ma€ 3MOTY O3HAMOMHTHCH 13
KEpYBaHHSIM 3a JIOTIOMOIOK0 CHEIIaJbHOI0 BIKHA, 1110 300pa’keHe Ha pUCYHKY 3.6.
Axmo nepconax B3aemozie 3 NPC a6o 3naxoauts npeamer HUD Takox BimoOpaxae

1e, SIK TOKa3aHo Ha pucyHkax 3.7 — 3.8.

Pucynox 3.4 - IrpoBwii iHTepeiic rpasiis

Pucynok 3.5 - Jlonatkosi ingukatopu HUD — chepu
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TUTORIAL

MOVEMENT « R/S/D
JUNP - SPACE
DASH - SHIFT
USE - E

HAP - M

HEAL - C

HEAPON ULTINATE - F
ULTIMATE -~ R
ATTACK - L MOUSE

Pucynoxk 3.6 - HaBuanHs, moka3 KJaBill JjIs KEpyBaHHS

06 e

Oh, thank the gods someone else s here.. |
thought | was only one left alive in this
forsaken place.

Pilgrim

Continue

Pucynok 3.7 - [ianor 3 NPC

FOUND ITEM "STRANGE LETTER"™

Pucynok 3.8 - 3HaxoKeHHS PEeIMETY
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BHYTpIlIHBOIrpOBE MEHIO BIAKPUBAETHCSA Ta 3aKPUBAETHCSA MPU HATUCKAHHI
KJaBimi «ESC», abo BiAMOBIIHOT KHOTIKK Y (POpMI «XpeCcTHUKay, Ta T03BOJISIE 00paTH
OyIb-sIKy HasiBHY HaBUUKY, IEPErISIHYTH 1H(QOpMaIit0 a00 HalAITYBaTH KEPYBAHHS
NepCcoOHaKEeM. YCi CTOPIHKH BUKOPHCTOBYIOThH KJIIK MUIII Ta MalOTh ONMUCH/KHOIIKH
I B3aemoii 3 enementamu (puc. 3.9 - 3.14). Vci enemenTH intepdeiicy mo3HadeHi

PI3HUMHM 1KOHKaMH (300pakeHHs 30p0i, HABUYKU 200 MPEIMETY).

CHARACTER

Pucynox 3.9 - CtopiHka XapakKTepUCTUKH Ta CTUIIIB 30poi
ABILITIES

CHRONOSPHERE

UTILIZE THE CHROMOGFHERE

TO CONTROL TINE AND MALY IT,
CRAEATNG TEMPORARY COPRS
TO AEEAEL. ENEMIES NEARB Y.

EOUP THIS RDLITYY
CoNFm

Pucynok 3.10 - CTtopiHka aKkTHBHUX HAaBUYOK
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CHRARMS

COoUIPED

INCACASTYS THME RAMNGE OF
YOUR NELEE ATTRCOKS,
ALLOWING YOU TO STRXE
EMEMICS FROM R SAFER
CISTANCE.

TRALANTS

GRH THE ABRUTY TO SLoC
DOKM VERTICAL SURFACZLS AND
PIRFORN R DUNE FROM THE
AL

Pucynok 3.12 - CtopiHka TajnaHTiB
INVENTORY

ARLL

ONCRORORE
ORONORC)

ETHERERAL LANTERN

A LUANE TVAT LLUNMIATES THME

PATH EVEN IN MRGICAL
OARKMESS.

“

Pucynok 3.13 - [aBenTap

Jsuenko B.B.
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SETTINGS

CONTROLS
SOUND

JUMP

ABILITY

ATTRCK

CONTROLS

DASH
HEAL
USE

ULTIMATE

Pucynok 3.14 - BHyTpinrHb0IrpoBi HaJamTyBaHHs, IPUB’sI3Ka KIIABIII

Marma BiIKpUBa€eThCs Ha KiaBinry «M» Ta BioOpaskae MOTOYHE MOJIOKECHHS

nepcoHaxy Ha jokaiii (puc. 3.15). SIkiio repoi 3HaX0UTh Miclie 30epeKeHHs, HE

IrPOBOTO MepcoHaxa abo 0oca — 3 ABIIA€ThCS BIAMOBIIHA [TO3HAYKA HAa Marl. Takox

IpU TEPEeXOo/Ii 10 HACTYMHOTO PIBHS 3 ABISIETHCS MOKJIUBICTh MEPErJIsiTy MOBHOT

KapTu cBiTy. Temep mnpu HaTUCKaHHI KiaBim «1» Ta «2» BIAMOBITHO OYIyTh

3MIHIOBAaTHCh PEIKUMHU 3 JIOKAJIbHOro Ha riaobansuuii (puc. 3.16).

CURRENT LOCATION - PRESS "1"
FULL MAP -~ PRESS "2"

Pucynox 3.15 - Kapra piBHS 13 NO3HAUYKOIO TPaBLIs

Jsuenko B.B.

Mapuyk I".B.
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CURRENT LOCATION -~ PRESE 1
FULL MAP - PRESS "2*

Pucynok 3.16 - PesxumM MoBHO1 KapTu micis BIABIJAHHS IPYTOro piBHs
Sko rpaBenb BTpavae yce 340pOB’ Sl — BIIOOPAKAETHCA «EKPAH CMEPTI», 110

IPOIIOHYE HaM MMOBEPHYTHUCH 10 OCTAHHBOTO 30epekeHus (puc. 3.17).

DEFERATED
Lo

Pucynok 3.17 - Ekpan cmepTi
Bocu Takoxx MaroTh CBiil iHTEpdEiic, a came imM’st Ta 310poB’ s (puc. 3.18). [Tics

MNepeMoTu BIH 3HHKAE.

FOREST KEEPER

Pucynok 3.18 - Iutrepdeiic 6oca
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3.3 TecryBanHsi po60TH irpoBOro 101aTKY

OcHOBHOIO MeTOIO TecTyBaHHS NMpoayKTy "Dethrone" € 3a0e3neueHHst BUCOKOT

SKOCTI TpH, 3MEHIICHHS KUIBKOCTI MOMHUJIOK Ta HEAOJIKIB mepes penizom. 1106

JOCSITTA 1OTO, HEOOXIJHO TMPOBOJWTH Pi3HI BHIU TECTYBaHb, BKIIOUYAIOUU

¢ynkmionansHi (Functional testing, GUI Testing) ta HedyHKIIiOHAIBHI (TECTyBaHHS

YCTaHOBKH Ta 3pYyYHOCTI KOPUCTYBAHHS).

JIns TecTOBOI OIIHKKA HEOOX1JHO PO30OMTH MPOEKT HA MEHINI 3aBJIaHHS Ta

BUJIUVIUTH Yac 1 3YCWIIA, IO HEOOXiaH1 i KoxkHoro. lle MoxxHa 3poOutu 3a

JOTIOMOI'OK0  3arajlbHOr0 IUIaHy TECTyBaHHS. JIOKyMEHTOBaHOro HaOopy Iid, 110

BUKOPHUCTOBYETHCS JIJIsl TIEPEBIPKU MEBHOTO ACIEKTy poOOTH mporpamu. Y HbOMY

OMHCYEThCA, IO CcaMe MIJJISTa€ TECTYBAaHHIO Ta SIKUHA pe3yJbTaT OYIKY€ETHCA.

OTtpumani pe3ynabTaT 3Be/ieHi 10 Tabmuii 3.1.

Ta6mus 3.1
3araibHUM TJ1aH TECTyBaHHS po0OTH TpadiuHoro iHTepdeiicy KopucTyBaya
Dynkuin Tecm Ouikysani pe3ynomamu Ompumani
nPOZPaAMHO20 pe3ynomamu
3a0e3neyenns ma
mun mecmyeanHs
OcHosHna 3anyck  rpu, | Kopekthuit  3anmyck  cuen  y | Sk
@yHryionanvHicmo nepeBipka BIIMOBIAHOCTI 31  30€peXEHHAM, | O4IKYBaJIOCh.
20/106HO20 MEHIO. 3aBaHTaXXEHHS | poboTa Ta aBTOMAaTHYHE
Functional testing 30epeKEHHs, | MIATATYBaHHS  33JlaHMX  3HAYCHb
3MiHa HaJallTyBaHb. MOoXIHUBICTh
HAJIAIITYyBaHb, | MEPETJISIy BIIKPUTHX JTOCSATHEHb.
TeperJsi
BiJIKPUTHX
JOCSTHEHb.
Jsuenko B.B. Apx.
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[Tponosxenus Tabmui 3.1

Dynkyia Tecm Ouikyeani peynromamu Ompumani
nPOZPAMHO20 pesynomamu
3a0e3neyenns ma
mun mecmyeanH:
I'paghiunuii [lepeBipka Ha | [losiBa Ta 3HUKHEHHS €JEMEHTIB mixa | Sk
inmepqgetic BIIMOBIIHICTh | YaC POOOTH 13 BHYTPIINIHBOITPOBUM | OUYIKYBAJIOCH.
kopucmysaua, HUD | 4ucioBuUM MEHI0 Ta HaBMYKaMH. BiqmoBigHiCTh
Functional testing 3HAQYECHHSM, Ta | BI3yaJIbHUX XapaKTEPUCTUK YHUCITOBHM.
KOPEKTHY
HOSBY
€JIEMEHTIB.
OcHnogna ExinitoBanHs Kopektna poboTta ycix cTOpiHOK | Sk
@yHKyionanbHicms | HABUYIOK Ta | MCHIO, AaBTOMAaTW4YHE 30EepeKCHHS | OYIKyBaJOCh.
BHYMPIULIHLOIZPOB02O | TIEPETIIS]L oOpaHMX eJIeMEHTIB, BIJOOpa>KEeHHS Ta
MeHI0 iHpopmanii, pobota IIPUB’SI3aHUX KJIaBiIl
Functional testing 3MiHa KepyBaHHSI.
HaJIAIITyBaHb
Ta TPUB’SI3KU
KJIaBIIIL.
Bioobpaoicenns [TepeBipka Bucoka sxicte rpadiku Ta animariit. | Jdx
epagiunux BimoOpaxkenHa | Kopekthe BiT0OpaskeHHs Ta | OYIKYBaJIOCH.
enemenmis rpadiku Ta | pO3MIIIEHHS IrPOBUX €JEMEHTIB Ha
GUI testing iHTEepdeiicy. €KpaHi, 30KpeMa Ha pPO3IIMPEHHIX
1920x1080 Ta  BUmE. 3pydHe
BiJI0OpakeHHs 1H(popMalii Ha eKpaHi
rpaBls.
Bionosiob epu mna | Tecr [IpaBunbHa poboTa Tpu Ha pi3HUX | K
DIZHUX NPUCMPOAX BiIOOpaXeHHs | TUIAX MPHUCTPOIB Ta KOH(DIrypauisx. | O4iKyBajioCh.
GUI testing Ha pizHux | HopmaneHa ontumizauis inTepgeiicy
IOPUCTPOSIX Ta | AN PI3HUX MPHUCTPOIB, BKIIOYAIOUU
koHpirypamisx. | [IK Ta HoyTOyKH.
Jsuenko B.B. Apx.
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[1ix gac TecTyBaHHs, K 1 M 9ac po3poOKU OyJI0 BUSBICHO 6araTo MOMUIIOK.
Hampuknan: HexopekTHe BiJoOpakeHHs €JIEMEHTIB, HeNpaBUibHA poOoTa Ta
MOCJIIIOBHICTh MEPEBIPOK, BIICYTHICTh HEOOX1THUX €JIEMEHTIB TOII0. BbiablIicTh i3
HUX Oyja BUIIpaBJICHa 3a JIONOMOIOI0 PETPECIMHOTO TECTyBaHHS Ta TECTyBaHHS

CKJIaJIaHHS1, 1[0 MPOBOUIIOCH JIJISl KOKHOT Bepcii rpy a0o Micis BHECEHHS 3MiH Y KOJI.

BuCHOBKH /10 TPETHOI0 PO3aiLy

B TperboMy po3auni Oyno BKa3aHO MHOPSJOK BCTAHOBJIEHHS AOJATKy IS
3aMycKy, a TaKOoX MIHIMQJIbHI XapaKTEPUCTHKU JJIsI HWOTO KOPEKTHOI POOOTH.
[Toxazano ¢iHanbHUN pe3yibTaT TrpadiuHOro iHTEpQeicy, 1 AeTalbHO OMNUCAHO
NOpsIAOK  poOOTH 13 KOXKHOKO  YacTHHOIO, a came: TOJOBHUM  MEHIO,
BHYTPIITHBOITPOBUM MEHIO, B3a€MO/IIS 3 Mmoo ado MpeaMeTaMHu.

Jlns cripolieHHsT TMpolecy MepeBipku poOoTH (GrpoBoro aoaaTky Oyiio
HABEJIEHO 3arajbHUW IUIAH TECTYBaHHS 3 OUIKYBaHUMHU Ta OTpPUMaHUMU

pe3yibTaTamMu, BKa3aHO THUITH NMPOBEJCHUX TECTyBaHb Ta iX €()EKTUBHICTb.

Jsuenko B.B. Apx.
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BUCHOBKU

B pesynbrari poborn Han kBamidikaliifHOW poOOTOH OYJI0 JIOCATHYTO
IOCTaBJICHOI METH Ta PO3POOJICHO IrpoBHU MporpamMHuii npoaykt «Dethrone» 3
HACTYITHUMH CKJIQJIOBUMH: TOJIOBHE Ta BHYTPIIIHBO-ITPOBE MEHIO, iHTepdeic ms
B3a€EMOJIIT 3 KOPHCTYBa4YeM Ta Iepeaadyero HeoOxiaHoi iHdopMallii, TEXHOJOTIIMH
MOJIIMILIEHHS Bi3yaJIbHOI YACTUHU Ta BIACHUMHU rpayHUMU €J1€MEHTaMU.

B mepmomy posauti Oysno oOpaHO Ta MpoaHATI30BaHO TPU MOMYJISPHUX
nonatku y kaHpax Metroidvania ta sous-like. Ha ix mpuxiiaai Oysio BH3HAu€HO
OCHOBHI1 0COOJIMBOCTI Ta MOTPeOU IpaBLiB, Kl 000B’I3KOBO MalOTh OyTH BKJIIOYEH] Y
CTBOpPIOBaHUN 0AaTOK. CTBOPEHO KOHIIENT-AOKYMEHT B SIKOMY 3a3HAUY€HO KaHp,
LHIIbOBY ayJUTOPil0, IIaTGopMy Ta 3arajibHUi OmUC MNPOAYKTYy. Takox Oyio
MIPOBEICHO aHaJII3 ICHYIOUOTO IHCTPYMEHTAPIIO JIJIs1 pOOOTH 3 MIKCEIBHOIO Tpadikoro,
1 SIK pe3yJIbTaT 00paHo IMporpamy, 110 HalO1IbIIIE 3a0BOJIBHSIE TTOTPEOU MPOEKTY.

Y napyromy po3aiai 3a JOMOMOIrOI JlarpaMm BapiaHTIB BUKOPUCTAHHS,
aKTUBHOCTI, KJIaciB, KOMIIOHEHTIB Ta PO3TOpTaHHS OyJO0 CTBOPEHO 1 OMHUCAHO
apxiTeKTypy I0JaTKy. PeamizoBaHO Ta pO3MHCAHO OCHOBHI eTamu poOOTH Ha
iHTepdericom Ta mporpamMHor yactuHow y Unity. Takoxk HaBeIeHO HaWBaXJHBIIIT
METO/IH.

B tperbomy po3iii OyJi0 I€TaabHO OMHMCAHO MPOLIEC 3aBAHTAXKEHHS IrPOBOTO
nonatky Ha [IK, Ta mpoaemoHCcTpoBaHO (iHATBEHUN PE3yIbTAT KOPUCTYBAILKOTO
iHTepdeiicy. byB mosicnenuit mopsnok poOoTH 3 iHTepdeiicoM Ta MEHIO, ONMHCaHi
OCHOBHI MOXJIMBOCTI KopucTyBada. Ilicms mporo OynM MiJBEIEHI NIACYMKHU
TECTYBaHHS Yy BUIJIA[l 3arajJibHOro TIuiany. B jonmatkax HaBeAeHO JIICTHHT
HaWBaXXJIUBILIUX CKPUITIB.

VY pesynbTaTi oTprMaHo poOOYHii TPOTrPaAMHUI TPOTYKT, IO CIIPABHO BUKOHYE

yc1 HeoOX1H1 /i1 1 KOPEKTHO BIJMOBI/Ia€ HA 3allUTH TPABIIS.

Jsuenko B.B. Apx.
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CIIUCOK BUKOPUCTAHUX JIKEPEJI
What Does Metroidvania Mean? [Enextponnuii pecypc]. — 2023. — Pexum

J0CTymy Jo pecypey: https://www.thegamer.com/what-does-metroidvania-

mean/.
®enomen Soulslike xanpy [Enextponnuii pecypc] — Pexxum poctymy 10

pecypcy: https://migdb.com/uk/statti/fenomen-souls-like-zhanru.

What is HUD [Enextponnnii pecypc]. — 2021. — Pexum noctymy 10 pecypcy:

https://www.webopedia.com/definitions/hud/.

What is Ul in games? [Enekrponnuii pecypc]. — 2023. — Pexxum goctyry 10

pecypcy: https://retrostylegames.com/blog/ui-game-meaning/.
«Blasphemous» Home - The Game Kitchen [Enexkrponnuii pecypc]| — Pexxum

JIOCTyITy 110 pecypcy: https://thegamekitchen.com/blasphemous/.

«Hollow knight» Games - Team Cherry [Enektponnuii pecypc| — Pexum

JocTymy a0 pecypey: https://www.teamcherry.com.au/games.

«Dark Souls» [Enexrponnuit pecypc] — Pexum nmoctymy mo pecypcy:

https://www.darksouls.|p.

Mapuyk ['.B., Hdsuenko B.B. BaxnuBicTe Bi3yaabHOI YacTHHH Irop.
Komm’totepHi TexHosorii: iHHOBamii, npoOnemu, pimenHs: Tesu VI
Bceykpaincbkoi HaykoBO-TeXHIUHOT KoH(pepeHuii, 29-30 nucronaga 2023
poky. Kuromup: «Kutomupcrka momitexnikay, 2023. C.153-155.

Aseprite - Animated sprite editor & pixel art tool [Enekrponnuii pecypc] —

Pexxum noctymy 1o pecypcy: https://www.aseprite.org.

10.Aseprite Animation Tutorial [Enexrponnuit pecypc]. — 2021. — Pexum

noctymy a0 pecypey: https://www.youtube.com/watch?v=B0enS9BJne4.

11. How to infinite scrolling background - Unity Parallax [Enekrponnuii pecypc]

— Pesxxum noctymy a0 pecypey: youtube.com/watch?v=4xzj3imRd20.

12. Creating a 2D Parallax Effect in Unity [Enextponnuit pecypc]. — 2023. —

Pexxum poctymy nmo pecypcey: https://blog.yarsalabs.com/parallax-effect-in-

unity-2d/.
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13. TloBeninkoBi naTepHu - mabmonuuii Metos [ Enextponnuii pecypc| — Pexum

JIocTymy 10 pecypey: https://refactoring.guru/uk/design-patterns/template-

method.
14. TlonopoxyBanbpHi TarepHu - oauHak [EmextponHuii pecypc] — Pexum

J0CTyIy J1o pecypey: https://refactoring.guru/uk/design-patterns/singleton.

15. Unity manual: Canvas 1.0.0 [Enekrponnuii pecypc] — Pexxum gocrymy 1o
pecypcey:https://docs.unity3d.com/Packages/com.unity.ugui@2.0/manual/cla

ss-Canvas.html

16. Creating a Ul Canvas in Unity [Enextponnmii pecypc]. — 2021. — Pexxum

noctymy jgo  pecypcy: https://frankgwarman.medium.com/creating-a-ui-

canvas-in-unity-1a04ca9eefe.

17. Dialogue Editor [EmexkTponnmii pecypc] — Pexum moctymy 5o pecypey:
https://assetstore.unity.com/packages/tools/utilities/dialogue-editor-168329.

18. Unity manual: particle system [EnexTponnuii pecypc] — Pexum moctymy 10

pecypcy: https://docs.unity3d.com/Manual/class-ParticleSystem.html.

19. Learn everything about particles in Unity [Enexkrponnuii pecypc]| — Pexum

noctyty a0 pecypey: https://www.youtube.com/watch?v=0HKSvT2gcuk.

20. Universal Render Pipeline [Enexrponnuii pecypc] — Pexum noctymy 1o

pecypcy: https://unity.com/srp/universal-render-pipeline.

21. Manual: Tilemap component reference [Emexkrponnuii pecypc] — Pexum

noctymy a0 pecypey: https://docs.unity3d.com/Manual/class-Tilemap.html.

22. Introduction to tilemap [Enextponnuii pecypc]. — 2021. — Pexum goctymy 1o
pecypey:  https://medium.com/nerd-for-tech/introduction-to-tilemap-unity-
394ec63f6el8.

Jsuenko B.B. Apx.

Mapuyk I".B.

3MH.

Apk.

Ne nokym.

ITignuc

Jlata

KH.KP.b - 122 - 24 — 113

67



https://refactoring.guru/uk/design-patterns/singleton
https://assetstore.unity.com/packages/tools/utilities/dialogue-editor-168329
https://docs.unity3d.com/Manual/class-ParticleSystem.html
https://unity.com/srp/universal-render-pipeline
https://docs.unity3d.com/Manual/class-Tilemap.html
https://medium.com/nerd-for-tech/introduction-to-tilemap-unity-394ec63f6e18
https://medium.com/nerd-for-tech/introduction-to-tilemap-unity-394ec63f6e18

TOJAATKH

Jsuenko B.B.

Mapuyk I".B.

KH.KP.b - 122 - 24 — 113

3MH.

Apk.

Ne nokym.

ITignuc

Jlata

Apk.

68




Jlorika poOOTH rOJIOBHOTO MEHIO

Cxpunt MainMenuController.cs:

[System.Serializable]
public struct Achivement

{

}

public Image image;
public bool isOwned;
public string description;
public string name;

public class MainMenu : MonoBehaviour

{

[SerializeField] private TMP_Dropdown resolutionDropdown;

Homatox A

private string[] resolutions = new string[] { "1920x1080", "1280x720",
"1600x900", "2560x1440" };

private bool isFullScreen;
private int currentQualitylLevel;
private int width;

private int height;

private string currentResolution;

public Achivement[] achivements = new Achivement[14];

private int selectedAchivementIndex = -1;
private string saveKey = "mainMenuSettings";
private string saveKey2 = "playerPosition";

private int scenelIndex;

void Start()

{
Load();
//currentResolution = $"{width}x{height}";
descriptionText.text = "";
nameText.text = "";
UpdateAchivementImages();

}

public void ShowOptions()

{
gameMenu.SetActive(false);
optionsMenu.SetActive(true);
resolutionSettings.SetActive(false);
qualitySettings.SetActive(false);
soundSettings.SetActive(false);
currentActiveSettings = null;

}

public void ActivateResolutionSettings()

{

ActivateSettings(resolutionSettings);
resolutionDropdown.ClearOptions();
resolutionDropdown.AddOptions(resolutions.ToList());

resolutionDropdown.onValueChanged.AddListener(OnResolutionChanged);



}

public void OnResolutionChanged(int resolutionIndex)

{
string selectedResolution = resolutions[resolutionIndex];
string[] resolutionParts = selectedResolution.Split('x');

width = int.Parse(resolutionParts[0]);
height = int.Parse(resolutionParts[1]);

Screen.SetResolution(width, height, Screen.fullScreen);
Debug.Log("Changed resolution to: " + width + "x" + height);

Save();
}
public void ToggleFullScreen()
{
isFullScreen = !isFullScreen;
Screen.fullScreen = isFullScreen;
if (isFullScreen)
{
fullscreenText.text = "Fullscreen";
}
else
fullscreenText.text = "Window";
Save();
}

public void ActivateQualitySettings()
{
ActivateSettings(qualitySettings);

lowQualityToggle.onValueChanged.AddListener(newValue =>
OnQualityToggleValueChanged(newValue, 0));

mediumQualityToggle.onValueChanged.AddListener(newValue =>
OnQualityToggleValueChanged(newValue, 2));

highQualityToggle.onValueChanged.AddListener(newValue =>
OnQualityToggleValueChanged(newValue, 5));

}

void UpdateToggles()

{
lowQualityToggle.isOn = currentQualitylLevel == 0;
mediumQualityToggle.isOn = currentQualitylLevel == 2;
highQualityToggle.isOn = currentQualitylLevel == 5;

}

void OnQualityToggleValueChanged(bool newValue, int qualityLevel)
{

if (newValue)

{
currentQualityLevel = qualitylLevel;
QualitySettings.SetQualityLevel(currentQualitylLevel);
UpdateToggles();
Save();

}

else if (!lowQualityToggle.isOn && !mediumQualityToggle.isOn &&
'highQualityToggle.isOn)
{

mediumQualityToggle.isOn = true;
currentQualitylLevel = 2;



QualitySettings.SetQualityLevel(currentQualityLevel);

Save();
}
}
public void ShowAchievements()
{
gameMenu.SetActive(false);
achievementsMenu.SetActive(true);
}
public void BackToMainMenu()
{
optionsMenu.SetActive(false);
achievementsMenu.SetActive(false);
gameMenu.SetActive(true);
descriptionText.text = "";
nameText.text = "";
}
void UpdateDescriptionText(int achivementIndex)
{

if (achivementIndex >= 0 && achivementIndex < achivements.Length &&
achivements[achivementIndex].isOwned)

{
Debug.Log(achivements[achivementIndex].description);
descriptionText.text = achivements[achivementIndex].description;
3
}
void UpdateAchivementImages()
{

for (int i = 0; i < achivements.Length; i++)
{
// Set image color based on whether the charm is purchased or not
achivements[i].image.color = achivements[i].isOwned ? Color.white
: Color.gray;

}
public void ExitGame()
{

Application.Quit();

public void Save()

{
SaveManager.Save(saveKey, GetData());
}
private void SetFull(bool status)
{
isFullScreen = status;
}
public void StartGame()
{
PlayerPrefs.DeleteKey("playerSave");
SceneManager.LoadScene(1);
}
public void ContinueGame()
{

var data2 = SaveManager.lLoad<SaveData.PlayerPos>(saveKey2);
sceneIndex = data2._scenelIndex;
SceneManager.LoadScene(sceneIndex);



private void Load()
{
var data = SaveManager.Load<SaveData.MainSettings>(saveKey);
SetFull(data._isFullScreen);
Screen.fullScreen = isFullScreen;
fullscreenText.text = isFullScreen ? "Fullscreen" : "Window";

currentQualitylLevel = data._currentQualityLevel;

UpdateToggles();
if (data._width == 0 || data._height == @)
{

string defaultResolution = resolutions[0];

string[] resolutionParts = defaultResolution.Split('x');
width = int.Parse(resolutionParts[0]);

height = int.Parse(resolutionParts[1]);

3
else
{
width = data._width;
height = data._height;
3

Screen.SetResolution(width, height, Screen.fullScreen);
volumeSlider.value = data._volumeValue;

string savedResolution = $"{width}x{height}";

resolutionDropdown.ClearOptions();
resolutionDropdown.AddOptions(resolutions.ToList());

int savedResolutionIndex = Array.IndexOf(resolutions,
savedResolution);
if (savedResolutionIndex != -1)
{
resolutions = resolutions.OrderBy(r => r !=
savedResolution).ToArray();
}

else

{
resolutionDropdown.value = 0; // BCTaHOBNKWEMO MNepuwe 3HA4YeHHA 3a
3amMoBYYyBaHHAM

}
}

private SaveData.MainSettings GetData()

{

var data = new SaveData.MainSettings()

{
_isFullScreen = isFullScreen,
_currentQualityLevel = currentQualitylLevel,
_height = height,
_width = width,
_volumeValue = volumeSlider.value,

H

return data;
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Cxpunt PauseMenuController.cs:

public Button[] navigationButtons;

public Text currentEssences;

private int essenceAmount;

private int increaseRate = 100;
[SerializeField] private Text essenceText;

private void Start()
{
// Initial state: menu is hidden
if (pauseMenu != null)
pauseMenu.SetActive(false);
gui.SetActive(true);
postProcessing.SetActive(true);

// Ensure the arrays are of the same length
if (menuButtons.Length == menuPanels.Length &&
navigationButtons.Length == 2)
{
// Map buttons to their respective panels
for (int i = 0; i < menuButtons.Length; i++)
{
int index = i; // Capture the current value of i
menuButtons[i].onClick.AddListener(() =>
ShowPanel(menuPanels[index]));

}

navigationButtons[0].onClick.AddListener(ShowPreviousPanel);
navigationButtons[1].onClick.AddListener(ShowNextPanel);

}
else
{
Debug.LogError("The number of buttons does not match the number of
panels or navigation buttons are not set.");

essenceAmount = PlayerManager.instance.GetEssenceAmount();
Debug.Log(essenceAmount);

currentEssences.text = $"{essenceAmount}$";
essenceText.text = $"{essenceAmount}$";

private void Update()
{
// Check if the Escape key is pressed
if (Input.GetKeyDown(KeyCode.Escape))
{
TogglePauseMenu();

if (closeButton != null)

{
if (closeButton.onClick != null)
closeButton.onClick.RemoveAllListeners();

closeButton.onClick = new Button.ButtonClickedEvent();



closeButton.onClick.AddListener(TogglePauseMenu);
}
essenceAmount = PlayerManager.instance.GetEssenceAmount();
currentEssences.text = $“{essenceAmount}$";
essenceText.text = $"{essenceAmount}$";

}

int SetEssenceAmount(int value) {
int currentEssences = value;
essenceText.text = currentEssences.ToString();
return currentEssences;

}

public int GetEssenceAmount(int value)

{
value = essenceAmount;
return value;

}

public void UseEssenceAmount(int amount)

{
essenceAmount -= amount;
PlayerManager.instance.RemoveEssences(amount);
SetEssenceAmount(essenceAmount);
currentEssences.text = $"{essenceAmount}$";

}

// Method to toggle the visibility of the pause menu and control the
game's pause state
void TogglePauseMenu()

if (pauseMenu != null)

bool isMenuActive = pauseMenu.activeSelf;
bool isGuiActive = gui.activeSelf;
bool isPostActive = postProcessing.activeSelf;
if(map !'= null)
{
bool isMapActive = map.activeSelf;
map.SetActive(!isMapActive);
}
pauseMenu.SetActive(!isMenuActive);
gui.SetActive(!isGuiActive);
postProcessing.SetActive(!isPostActive);

// Pause or resume the game based on the menu's visibility

Time.timeScale = isMenuActive ? 1f : Of;

}

// Method to show a specific panel and hide others
void ShowPanel(GameObject panelToShow)

{
foreach (var panel in menuPanels)
{
panel.SetActive(panel == panelToShow);
}
}

// Method to show the previous panel
void ShowPreviousPanel()
{
int currentIndex = GetCurrentPanelIndex();
int previousIndex = (currentIndex - 1 + menuPanels.Length) %
menuPanels.Length;
ShowPanel(menuPanels[previousIndex]);



}

// Method to show the next panel
void ShowNextPanel()

{
int currentIndex = GetCurrentPanelIndex();
int nextIndex = (currentIndex + 1) % menuPanels.Length;
ShowPanel(menuPanels[nextIndex]);

}

// Helper method to get the index of the currently active panel
int GetCurrentPanelIndex()

{
for (int i = 0; i < menuPanels.Length; i++)
{
if (menuPanels[i].activeSelf)
{
return 1i;
}
}
return -1; // Default value if no panel is active
}

Cxpunt CharacterPanel.cs:

private SphereGUI sphereGUI;

private int lastPicked;

private int currentStyle;

private int selectedSkillIndex = -1;

bool allRequiredSkillsPurchased;

private string saveKey = "PlayerWeaponSkills";
private int isEqiped;

private void Awake()

{
weaponStyles = FindObjectsOfType<WeaponStyle>();
sphereGUI = FindAnyObjectByType<SphereGUI>();
}
private void Start()
{
pauseMenuScript = GetComponent<PauseMenuScript>();
if (pauseMenuScript == null)
Debug.LogError("PauseMenuScript not found!");
return;
}
Load();
currentStyle = 1;
descriptionText.text = "select weapon";
Prompt.text = "";
UpdateSkillImages();
SetStats(playerStats.currentHealth, playerStats.GetMaxHealthValue());
}
private void Update()
{

if (Input.GetKeyDown(KeyCode.Escape))

SetStats(playerStats.currentHealth,

playerStats.GetMaxHealthValue());
descriptionText.text = "select weapon";
Prompt.text = "";



}

private void UpdateSkillImages()
{

foreach (var skill in skills)
{
if (skill.image != null)
{
if (skill.isPurchased)
{

}
else

{
}

skill.image.color = Color.white;

skill.image.color = Color.gray;

}

private void EquipSkill(int skillIndex)
{
if(skillIndex >= 0)
{
WeaponSkill selectedSkill = skills[skillIndex];
if (selectedSkill.isBasicSkill)
{
int pickedStyle = skilllndex / 3;
if (pickedStyle != lastPicked)
weaponStyles[lastPicked].DeactivateEffect();
lastPicked = pickedStyle;
bool isUpgradedOnce = false;
bool isUpgradedTwice = false;

if (isUpgradedTwice)
{

SetStyle(skillIndex);

Prompt.text = "skill equiped”;

Debug.Log("Equipped Skill " + skillIndex + " with two
upgrades");

weaponStyles[pickedStyle].ActivateFirstUpgrade();

weaponStyles[pickedStyle].ActivateSecondUpgrade();

weaponStyles[pickedStyle].ActivateThirdUpgrade();

}
else if (isUpgradedOnce)
{
SetStyle(skillIndex);
Prompt.text = "skill equiped”;
Debug.Log("Equipped Skill " + skillIndex + " with one
upgrade");
weaponStyles[pickedStyle].ActivateFirstUpgrade();
weaponStyles[pickedStyle].ActivateSecondUpgrade();
}
else
{
SetStyle(skillIndex);
Prompt.text = "skill equiped”;
Debug.Log("Equipped Skill " + skillIndex + " without
upgrades");
weaponStyles[pickedStyle].ActivateFirstUpgrade();



}

else

{
int baseSkillIndex = GetBaseSkillIndex(skillIndex);

Debug.Log("set style color" + baseSkillIndex);

Debug.Log("Skill Index: " + skillIndex + " is not a basic
skill and cannot be equipped directly.");

isEqiped = baseSkillIndex;

EquipSkill(baseSkillIndex);

}
Save();

private bool GetRequiedSkills(WeaponSkill currentSkill)

{
foreach (int requiredSkillIndex in currentSkill.requiredSkill)
{
if (requiredSkillIndex >= 0 && requiredSkillIndex < skills.Length)
{
if (!skills[requiredSkillIndex].isPurchased)
{
Debug.Log("no");
return false;
}
}
else
{
return false;
}
}
Debug.Log("yes");
return true;
}
public void PurchaseSkill()
{
int skillIndex = selectedSkillIndex;
if (skillIndex < skills.Length && skillIndex != -1)
{

WeaponSkill currentSkill = skills[skillIndex];

allRequiredSkillsPurchased = GetRequiedSkills(currentSkill);
if (allRequiredSkillsPurchased)
{
if (!currentSkill.isPurchased)
{
int skillCost = currentSkill.cost;

if (pauseMenuScript.GetEssenceAmount(0) >= skillCost)
{
pauseMenuScript.UseEssenceAmount(skillCost);
Prompt.text = "skill purshcased";
SetSkillPurchased(skillIndex, true);
EquipSkill(skillIndex);
iskEqiped = skillIndex;
Debug.Log("Purchased Skill Index: " + skillIndex);

confrimText.text = "Confrim";
if (!skills[skillIndex].isBasicSkill)
{

confrim.SetActive(false);

}



}

else
{
descriptionText.text = "Unable to buy, not enough
money";
}
}
else
{
Debug.Log("Skill Index: " + skillIndex + " is already
purchased.");
EquipSkill(skillIndex);
iskEqiped = skillIndex;
SetStyle(skillIndex);
}
}
else
{
descriptionText.text = "Unable to buy, required skill is not
purchased";
}
UpdateSkillImages();
Save();
}
}
public void OnSkillImageClick(int skillIndex)
{

WeaponSkill currentSkill = skills[skillIndex];
allRequiredSkillsPurchased = GetRequiedSkills(currentSkill);

int clickedStyle = skilllIndex / 3 + 1;
if (clickedStyle != currentStyle)
{
currentStyle = clickedStyle;
UpdateDescriptionText(0);
}

int descriptionIndex = skillIndex % 3;
UpdateDescriptionText(descriptionIndex);

if (selectedSkillIndex != -1)
{

}

UpdateSkillImageScale(selectedSkillIndex, 1f);

UpdateSkillImageScale(skillIndex, 1.1f);
selectedSkillIndex = skillIndex;

}

private void UpdateSkillImageScale(int skillIndex, float scale)
{
WeaponSkill currentSkill = skills[skillIndex];
for (int i = 0; i < skills.Length; i++)
{
// Reduce the scale of all skill images except the clicked one
if (i !'= skillIndex)
{
skills[i].image.transform.localScale = new Vector3(1lf, 1f,
1f);
}
else
{

if (!currentSkill.isPurchased || currentSkill.isBasicSkill)



{

skills[skillIndex].image.transform.localScale = new

Vector3(scale, scale, scale);

else

{
skills[skillIndex].image.transform.localScale = new
Vector3(1f, 1f, 1f);
}

}
}

private void UpdateDescriptionText(int skillIndex)
{

int descriptionIndex = skillIndex;
string[] descriptions = null;

if (currentStyle >= 1 && currentStyle <= 3)
{
int styleIndex = currentStyle - 1;
descriptions = new string[] { skills[styleIndex * 3].description,
skills[styleIndex * 3 + 1].description, skills[styleIndex * 3 + 2].description

3

if (descriptions != null && descriptionIndex >= 0)
{

}

else

{
}

descriptionText.text = descriptions[descriptionIndex];

Debug.LogError("Invalid description index: " + descriptionIndex);

}

private void SetStatTextFloat(int index, float currentValue, float maxValue)

{
if (index >= 0 && index < statTextsFloat.Length)

{
statTextsFloat[index].text = string.Format("{0}/{1}",
currentValue, maxValue);

}
}
public void Save()
{ SaveManager.Save(saveKey, GetData());
}

private void Load()

{

var data = SaveManager.Load<SaveData.WeaponSave>(saveKey);

isEqiped = data._isEqiped;

for (int i = 0; i < skills.Length; i++)
{

}

UpdateSkillImages();

skills[i].isPurchased = data._isOwned[i];



}

if(isEqiped!= -1)
{

EquipSkill(isEqiped);
SetStyle(isEqiped);

private SaveData.WeaponSave GetData()

{

}

var data = new SaveData.WeaponSave()
{

_isEqiped = isEqiped,

_isOwned = new bool[skills.Length]
H

for (int i = 0; i < skills.Length; i++)
{

}

data._isOwned[i] = skills[i].isPurchased;

return data;

Cxpunt AbilitiesPanel.cs:

private int selectedAbilityIndex = -1;
private bool equiped = false;

private int index;

private int abilityIndex;

private string saveKey = "PlayerAbilities";
void Start()

{

}

descriptionText.text = "select ability";
nameText.text = "";

promptText.text = "";
UpdateAbilityImages();

Load();

// Update is called once per frame
void Update()
{

if (Input.GetKeyDown(KeyCode.Escape))

{
if (selectedAbilityIndex != -1)
{

abilities[selectedAbilityIndex].image.transform.localScale

new Vector3(1f, 1f, 1f);
H

}

descriptionText.text = "select ability";
nameText.text = "";

promptText.text = "";
UpdateAbilityImages();

public void SetAbilityOwned(int index)

{

}

abilities[index].isOwned = true;
Save();

public void EquipAbility()

{

if (selectedAbilityIndex != -1)



abilityIndex = selectedAbilityIndex;
index = abilityIndex;

}

int equippedAbilityIndex = FindIndexOfEquippedAbility();
if (abilities[abilityIndex].isOwned && equiped == false)

{
abilities[abilityIndex].isEquiped = true;
equiped = true;
UpdateDescriptionText(abilityIndex);
nameText.text = abilities[abilityIndex].name;
promptText.text = "equiped " + nameText.text;
equipedText.text = "Equiped: " + nameText.text;

}

else {

if (abilities[abilityIndex].isOwned &&
labilities[abilityIndex].isEquiped)
{

abilities[abilityIndex].isEquiped = true;
abilities[equippedAbilityIndex].isEquiped = false;
UpdateDescriptionText(abilityIndex);
nameText.text = abilities[abilityIndex].name;
promptText.text = "replaced with " + nameText.text;
equipedText.text = "Equiped: " + nameText.text;

}

else if (abilities[abilityIndex].isOwned &&

abilities[abilityIndex].isEquiped)

{
abilities[abilityIndex].isEquiped = false;
equiped = false;
promptText.text = "unequiped " + nameText.text;
equipedText.text = "Equiped: " ;
index = -1;
}
else
{
descriptionText.text = "You do not own this ability yet";
}
}
Save();
}
private int FindIndexOfEquippedAbility()
{
for (int i = 0; i < abilities.Length; i++)
{
if (abilities[i].isEquiped)
{
return 1i;
}
}
return -1,
}

Cxpunt CharmsPanel.cs:

private int lastClickedIndex = -1;

private string saveKey = "PlayerCharms";
public static CharmsPanelScript instance;

private void Awake()
{
charmsArray = FindObjectsOfType<Charm>();



pauseMenuScript = GetComponent<PauseMenuScript>();

if (instance != null)
{
Destroy(instance.gameObject);
3
else
{
instance = this;
3
}
public void OnEquipedCharmImageClick(int charmIndex)
{
selectedCharmIndex = GetEquipedCharmInList(charmIndex);
if (selectedCharmIndex != -1)
{
Prompt.text = "unequip charm?";
UpdateDescriptionText(selectedCharmIndex);
3
}

public void OnCharmImageClick(int charmIndex)
{
Prompt.text = "";
confirm.SetActive(true);
UpdateDescriptionText(charmIndex);

if (selectedCharmIndex != -1)

{
charms[selectedCharmIndex].image.transform.localScale = new
Vector3(1lf, 1f, 1f);
}

charms[charmIndex].image.transform.localScale = new Vector3(1l.1lf,
1.1F, 1.1f);
selectedCharmIndex = charmIndex;
}

private void UpdateCharmImages()

for (int i = 0; i < charms.Length; i++)
{
// Set image color based on whether the charm is purchased or not
charms[i].image.color = charms[i].isOwned ? Color.white :
Color.black;
}
}

public void PurchaseCharm()
{
int charmIndex = selectedCharmIndex;
if (charmIndex >= 0 && charmIndex < charms.Length)
{
CharmInfo currentCharm = charms[charmIndex];
if (currentCharm.isOwned)

{ if (!currentCharm.isEquiped)
‘ EquipCharm(charmIndex);
else UnequipeCharm(charmIndex);
lee
{

if (currentCharm.cost == 0 ||
pauseMenuScript.GetEssenceAmount(0) < currentCharm.cost)



Prompt.text = "Charm unowned";
descriptionText.text = "This charm is not available for
purchase.";

}

else

{
pauseMenuScript.UseEssenceAmount(currentCharm.cost);
Prompt.text = "charm purshcased";
charms[charmIndex].isOwned = true;
Debug.Log(currentCharm.isOwned);
UpdateCharmImages();

}

else

{
}

descriptionText.text = "You have not selected a charm.";

UpdateCharmImages();
Save();
}

public void SetCharmOwned(int charmIndex)

{

CharmInfol[] updatedCharms = charms;

if (charmIndex < updatedCharms.Length)

{
updatedCharms[charmIndex].isOwned = true;
charms = updatedCharms;

// Add logic to handle the charm discovery
if (true)
{

}
}
Save();

Debug.Log("You found Charm Index: " + charmIndex);

}

private void UnequipeCharm(int charmIndex)

{
selectedCharmIndex = -1;
nameText.text = "";
descriptionText.text = "select skill";
Prompt.text = "charm unequiped";
CharmInfo currentCharm = charms[charmIndex];
charms[charmIndex].isEquiped = false;

for (int i = 0; i < equippedCharms.Length; i++)

{
if (currentCharm.description == equippedCharms[i].description)
{
equippedCharms[i].image = null;
equippedCharms[i].description = "";
equippedCharms[i].isEquiped = false;
equippedCharms[i].isUnique = false;
equippedCharms[i].isOwned = false;
equippedCharms[i].cost = 0;
DeleteColorForSlot(i);
}
}

if (!charms[charmIndex].isEquiped && charms != null)



Debug.Log("deactivated " + charmsArray[charmIndex]);
charmsArray[charmIndex].DeactivateEffect();
}
Save();
}

private void EquipCharm(int charmIndex)
{
if (charms[charmIndex].isUnique)
{
int equippedUniqueIndex = FindIndexOfEquippedUniqueCharm();
int previousIndex = FindIndexOfEquippedUniqueCharmInLIst();
if (equippedUniqueIndex != -1)
{

Debug.Log("found unique ");

if
(!equippedCharms[equippedUniqueIndex].Equals(charms[charmIndex]))

{

charms[previousIndex].isEquiped = false;
equippedCharms[equippedUniqueIndex] = charms[charmIndex];

charms[charmIndex].isEquiped = true;
SetColorForSlot(equippedUniqueIndex);
UpdateDescription(equippedUniqueIndex);

}
return;
}
}
int freeSlot = FindFreeSlot();
if (freeSlot != -1)
{

equippedCharms[freeSlot] = charms[charmIndex];

charms[charmIndex].isEquiped = true;
SetColorForSlot(freeSlot);
UpdateDescription(freeSlot);

}

if (charms[charmIndex].isEquiped)

{
Prompt.text = "charm equiped";
Debug.Log("activated" + charmsArray[charmIndex]);
charmsArray[charmIndex].ActivateEffect();

}

private void SetColorForSlot(int slotIndex)
{
// check if slot has charm in it
if (slotIndex >= 0 && slotIndex < equippedCharms.Length)
{
switch (slotIndex)
{
case 0:
Image_one.sprite
break;
case 1:
Image_two.sprite
break;
case 2:
Image_three.sprite
equippedCharms[slotIndex].image.sprite;
break;

equippedCharms[slotIndex].image.sprite;

equippedCharms[slotIndex].image.sprite;



}

Cxpunrt TalantsPanel.cs:

private string saveKey = "PlayerTalants";
public static TalantsPanelScript instance;

private void Awake()

{
if (instance != null)
{
Destroy(instance.gameObject);
else
{
instance = this;
}
}
public void OnTalantImageClick(int talantIndex)
{
UpdateDescriptionText(talantIndex);
if (selectedTalantIndex != -1)
{

talants[selectedTalantIndex].image.transform.localScale = new
Vector3(1lf, 1f, 1f);
}

if (talants[talantIndex].isOwned) {
talants[talantIndex].image.transform.localScale = new
Vector3(l.1f, 1.1f, 1.1f);
selectedTalantIndex = talantIndex;
nameText.text = talants[talantIndex].name;

}

}

public void SetTalantOwned(int talantIndex)

{
talants[talantIndex].isOwned = true;
Debug.Log("You found talant Index: " + talantIndex);
UpdateTalantImages();
Save();

}

public void Save()

{
SaveManager.Save(saveKey, GetData());

}

private void Load()

{

var data = SaveManager.Load<SaveData.TalantsSave>(saveKey);

for (int i = 0; i < talants.Length; i++)

{

talants[i].isOwned = data._isOwned[i];
}
UpdateTalantImages();



Cxpunrt InventoryPanel.cs:

private void FindItems()

{

for (int i = 0; i < items.Length; i++)
{
if (items[i].isOwned && !ItemExistsInInventory(i))
{
GameObject newItemObject = new GameObject("Item_" + i);
Image newItemImage = newItemObject.AddComponent<Image>();
Button newItemButton = newItemObject.AddComponent<Button>();

newItemImage.overrideSprite = items[i].sprite;
newItemImage.rectTransform.localScale = scale;

newItemImage.rectTransform.sizeDelta = imageSize;

newItemObject.transform.SetParent(layoutInventory.transform);
newItemImage.rectTransform.localScale = scale;
newItemImage.rectTransform.localPosition = new
Vector3(newItemImage.rectTransform.localPosition.x,
newItemImage.rectTransform.localPosition.y, 0f);

int index = 1i;
newItemButton.onClick.AddListener(() => OnItemClick(index));
} else if (!items[i].isOwned)

{
RemoveItemFromInventory(i);
}
}
}
bool ItemExistsInInventory(int itemId)
{
for (int i = 0; i < layoutInventory.transform.childCount; i++)
{
Transform child = layoutInventory.transform.GetChild(i);
if (child.name == "Item_" + itemId.ToString())
{
return true;
}
}
return false;
}

private void RemoveItemFromInventory(int itemId)

{
for (int i = 0; i < layoutInventory.transform.childCount; i++)
{
Transform child = layoutInventory.transform.GetChild(i);
if (child.name == "Item_" + itemId.ToString())
{
Destroy(child.gameObject);
return;
}
}



private void OnItemClick(int itemsIndex)

{
Debug.Log(itemsIndex);
UpdateDescriptionText(itemsIndex);
nameText.text = items[itemsIndex].name;

if (selecteditemIndex != -1 && selecteditemIndex <=
layoutInventory.transform.childCount)

int prevIndex = FindObjectId(selecteditemIndex);
layoutInventory.transform.GetChild(prevIndex).localScale = new
Vector3(1f, 1f, 1f);
}

int currentIndex = FindObjectId(itemsIndex);
if (currentIndex != -1 && currentIndex <=
layoutInventory.transform.childCount)

layoutInventory.transform.GetChild(currentIndex).localScale = new
Vector3(1l.1f, 1.1f, 1.1f);

}
selecteditemIndex = itemsIndex;
}
private int FindObjectId(int index)
{
string itemName = "Item_" + index;
for (int i = 0; i < layoutInventory.transform.childCount; i++)
{
Transform child = layoutInventory.transform.GetChild(i);
if (child.name == itemName)
{
return 1i;
}
}
return -1,
}
public void SetItemOwned(int index)
{
items[index].isOwned = true;
FindItems();
Save();
}

Cxpunt MovementKey.cs:

void SetupButton(Button button, string defaultKey)

{
button.onClick.AddListener(() => StartKeyAssignment(button));
UpdateButtonText(button, defaultKey);
buttonKeyMap.Add(button, GetKeyCodeFromString(defaultKey));

}

void StartKeyAssignment(Button button)
{

}

StartCoroutine(WaitForKeyPress(button));



IEnumerator WaitForKeyPress(Button button)

{
KeyCode currentKey = KeyCode.None;

while (currentKey == KeyCode.None)
{

yield return null;

foreach (KeyCode keyCode in
System.Enum.GetValues(typeof(KeyCode)))

{
if (Input.GetKeyDown(keyCode) && !IsKeyAssigned(keyCode))
{
currentKey = keyCode;
UpdateKey(button, currentKey);
break;
}
}
}
}
bool IsKeyAssigned(KeyCode newKeyCode)
{
return buttonKeyMap.ContainsValue(newKeyCode);
}
void UpdateKey(Button button, KeyCode newKeyCode)
{
buttonKeyMap[button] = newKeyCode;
UpdateButtonText(button, GetKeyText(newKeyCode));
}

void UpdateButtonText(Button button, string keyText)
{
button.GetComponentInChildren<Text>().text = keyText;

}
string GetKeyText(KeyCode keyCode)
{
switch (keyCode)
{
case KeyCode.Mouse0:
return "LM";
case KeyCode.Mousel:
return "RM";
default:
return keyCode.ToString();
}
}
KeyCode GetKeyCodeFromString(string keyString)
{
if (keyString == "LM") return KeyCode.Mouse0;
if (keyString == "RM") return KeyCode.Mousel;

KeyCode keyCode;
if (System.Enum.TryParse(keyString, out keyCode))
{

}

else

{

return keyCode;

return KeyCode.None
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Cxpunt CameraGhangeTrigger.cs:

private void Awake()

{
Load();
mainCamera.gameObject.SetActive(isMainCameraActive);
alternativeCamera.gameObject.SetActive(!isMainCameraActive);
}
private void TriggerAction()
{
isMainCameraActive = !isMainCameraActive;
mainCamera.gameObject.SetActive(isMainCameraActive);
alternativeCamera.gameObject.SetActive(!isMainCameraActive);
if (otherCameraTrigger != null)
{
otherCameraTrigger.SetCameraState(!isMainCameraActive);
}
Save();
}
public void SetCameraState(bool state)
{
isMainCameraActive = state;
mainCamera.gameObject.SetActive(isMainCameraActive);
alternativeCamera.gameObject.SetActive(!isMainCameraActive);
Save();
}
private void OnTriggerEnter2D(Collider2D other)
{
if (other.CompareTag("Player"))
{
TriggerAction();
}

Cxpunr Collision.cs:

private void Update()

{
if (!status && isPlayerNearby && Input.GetKeyDown(KeyCode.E))
{
inventoryPanelScript.SetItemOwned(itemIndex);
gameObject.SetActive(false);
message.text = "";
}
else if (status)
{
gameObject.SetActive(false);
}

private void OnTriggerEnter2D(Collider2D other)

{
if (other.CompareTag("Player"))



isPlayerNearby = true;
message.text = text;

3
}
private void OnTriggerExit2D(Collider2D other)
{
if (other.CompareTag("Player"))
{
isPlayerNearby = false;
message.text = "";
3
}
private void Load()
{
var data = SaveManager.Load<SaveData.ItemSave>(saveKey);
status = data._isOwned[itemIndex];
}

Cxpunt DeathController.cs:

private void Start()

{
Load();
player = FindAnyObjectByType<Player>();
barsController = FindAnyObjectByType<BarsController>();
healthFlask = FindAnyObjectByType<HealthFlask>();
moneyTrigger = FindAnyObjectByType<MoneyTrigger>();

}

private void Update()

{
if (player.stats.isDead)
{

playerDeathPoint = player.transform.position;
deathScreen.SetActive(true);

}

public void Respawn()

{
player.stats.isDead = false;
lostCurrency = PlayerManager.instance.essenceAmount;
PlayerManager.instance.RemoveEssences(lostCurrency);
deathScreen.SetActive(false);
money.transform.position = playerDeathPoint;

status = true;

money.SetActive(status);

Save2();

currency.GetCurrency(lostCurrency);

player.stats.currentHealth = player.stats.maxHealth.GetValue();

healthFlask.currentFlasks = healthFlask.maxFlasks;

healthFlask.Save();

healthFlask.Load();

barsController.SetHealth(player.stats.currentHealth,
player.stats.maxHealth.GetValue());

index = SceneManager.GetActiveScene().buildIndex;

Save();



Cxpunr ScreenFade.cs:

private void Awake()

{
if (fadeImage == null)
{
fadeImage = GetComponent<Image>();
}
}

public void FadeOutAndChangeScene(int sceneIndex)

{
}

StartCoroutine(FadeOut(sceneIndex));

private IEnumerator FadeOut(int sceneIndex)

{
float elapsedTime = Of;
Color color = fadeImage.color;

while (elapsedTime < fadeDuration)

elapsedTime += Time.deltaTime;

color.a = Mathf.ClampOl(elapsedTime / fadeDuration);
fadeImage.color = color;

yield return null;

}

SceneManager.LoadScene(sceneIndex);

}
Cxpunt DoorTrigger.cs:

private IEnumerator UpdateAnimation()

{ yield return new WaitForSeconds(1f);
) doorAnimator.SetBool("isFalling", false);
private void Update()
¢ if (isOpen)

{ doorAnimator.SetBool("isStaying", true);
, }

private void OnTriggerEnter2D(Collider2D other)
{
Debug.Log("Open");
OpenDoor();
StartCoroutine(UpdateAnimation());
isOpen = true;

Save();
}
private void OpenDoor()
{
if (doorAnimator != null)
{

doorAnimator.SetBool("isFalling", true);

}
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Cxkpunr ParallaxBehavior.cs:

public class ParallaxBehavior : MonoBehaviour

{
[SerializeField] private Transform followingTarget;
[SerializeField, Range(-1f, 1f)] private float parallaxStrength = 0.1f;
[SerializeField] private bool disableVerticalParallax;
Vector3 targetPreviousPosition;
void Start()
{
if (!followingTarget)
followingTarget = Camera.main.transform;
targetPreviousPosition = followingTarget.position;
}
void Update()
{
UpdateCameraPosition();
}
void UpdateCameraPosition()
{
var delta = followingTarget.position - targetPreviousPosition;
if (disableVerticalParallax)
delta.y = 0;
targetPreviousPosition = followingTarget.position;
transform.position += delta * parallaxStrength;
}
}

Cxpunr ParallaxBehavior.cs:

[SerializeField] private Transform targetObject;
[SerializeField] private float speed = 10.0f;

void Start()

{
transform.position = targetObject.position;
}
void Update()
{

Vector2 targetPosition = targetObject.position;
Vector3 direction = (targetPosition -
(Vector2)transform.position).normalized;

float distanceToMove = speed * Time.deltaTime;
Vector3 newPosition = transform.position + direction * distanceTolMove;

newPosition.z =100;
transform.position = newPosition;
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Cxpunrt BarsController.cs:

void Start()

{
currentHP = stats.currentHealth;
currentMana = stats.currentMana;
currentUlt = stats.currentUlt;
UpdateBars();
}
private void FixedUpdate()
{
UpdateBars();
}
public void UpdateBars()
{
BarHP.fillAmount = currentHP / stats.GetMaxHealthValue();
BarMana.fillAmount = currentMana / stats.GetMaxManaValue();
BarUlt.fillAmount = currentUlt / stats.GetMaxUltValue();
}
public void SetHealth(float health, float maxHealth)
{
currentHP = Mathf.Clamp(health, 0f, maxHealth);
UpdateBars();
}
public void SetMana(float mana, float maxMana)
{
currentMana = Mathf.Clamp(mana, 0f, maxMana);
UpdateBars();
}
public void SetUlt(float ult, float maxUlt)
{
currentUlt = Mathf.Clamp(ult, Of, maxUlt);
UpdateBars();
}
Cxpunt BossGUI.cs:

void UpdateBar()

BarHP.fillAmount = currentHP / maxHP;
}

public async void FixedUpdate()

if (!isDead)

{
currentHP = bossOne.stats.currentHealth;
UpdateBar();

if (currentHP <= 0 && HUD.activeSelf)

{
UpdateBar();
isDead = true;
Save();

victoryText.SetActive(true);



}

walls[0].SetActive(false);
walls[1].SetActive(false);
exitTrigger.SetActive(true);
await FadeOutHUD(displayTime);

HUD.SetActive(false);

private async Task FadeOutHUD(float duration)

{

Color[] originalColors = new Color[u];

originalColors[@] = hpBack.GetComponent<Image>().color;
originalColors[1] = hp.GetComponent<Image>().color;
originalColors[2] = nameText.GetComponent<Text>().color;
originalColors[3] = victoryText.GetComponent<Text>().color;

Color[] fadeColors = new Color[d];
for (int i = 0; i < 4; i++)

{
fadeColors[i] = new Color(originalColors[i].r,
originalColors[i].g, originalColors[i].b, 0f);

float timer = 0Of;

if(HUD.activeSelf == true && HUD !'= null) {
while (timer < duration)
{

float progress = timer / duration * 5f;

hpBack.GetComponent<Image>().color =
Color.Lerp(originalColors[0], fadeColors[0], progress);

hp.GetComponent<Image>().color = Color.Lerp(originalColors([1],

fadeColors[1], progress);
nameText.GetComponent<Text>().color =

Color.Lerp(originalColors[2], fadeColors[2], progress);
victoryText.GetComponent<Text>().color =

Color.Lerp(originalColors[3], fadeColors[3], progress);

timer += Time.deltaTime;
await Task.Yield();

}

void ResetHUDColors()
{

Color hpBackColor = hpBackImage.color;
hpBackColor.a = 1f;
hpBackImage.color = hpBackColor;

Color hpColor = hpImage.color;
hpColor.a = 1f;
hpImage.color = hpColor;

Color nameColor = nameTextComponent.color;
nameColor.a = 1f;
nameTextComponent.color = nameColor;

Color victoryColor = victoryTextComponent.color;



victoryColor.a = 1f;
victoryTextComponent.color = victoryColor;

}
private void OnTriggerEnter2D(Collider2D other)

{
if (other.CompareTag("Player") && !isDead)

{
HUD.SetActive(true);
walls[0].SetActive(true);
walls[1].SetActive(true);
exitTrigger.SetActive(false);

if (bossOne != null)

{
maxHP = bossOne.stats.maxHealth.GetValue();

currentHP = maxHP;

}
isBossOpened = true;

bossIcon.SetActive(true);
Save2();

}

Cxpunt GUIController.cs:

public abstract Image[] GetImages();
public void Awake()

{
images = GetImages();
}
public virtual void Start()
{
Deactivate();
}
public virtual void Activate()
{
foreach (Image img in images)
{
img.enabled = true;
}
}
public virtual void Deactivate()
{
foreach (Image img in images)
{
img.enabled = false;
}
}
public virtual void FillImage(int index)
{
images[index].sprite = fulllmage;
}

public virtual void ClearImage(int index)
{
Debug.Log(index);
images[index].sprite = emptyImage;
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