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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 69 pages of printed text.

The explanatory note has 13 pages of annexes. The list of used sources
contains 20 names and occupies two pages.

The work contains 29 figures and 6 table. The total volume of work is 84
pages.

Keywords: GAME, METROIDVANIA, SOULSLIKE, UNITY, 2D,
PLATFORMER, STATE MASHINE, URP, GAME INTELLIGENCE.
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IIII — mporpamMHU# IPOIYKT.

[13 — mporpamue 3a0e3neueHHs.

HEPEJIIK YMOBHHUX CKOPOYEHb

FSM — Finite-state machine (CxiHu¢HHMIT aBTOMAT).
UML — Unified Modeling Language.
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BCTYII

AKTyaJbHicTh Temu: OOpaHa TemMa € Ty’Ke aKTyaJbHOIO B CY4acCHOMY CBITI,
Je irpoBa IHAYCTpPIS TMEpeKMBAaE Bpaxaroyud poskBiT. [IpoTsrom ocTaHHBOTO
JECATUPIUUS CIOCTEPIra€ThCS €KCIIOHEHIIHE 3pPOCTaHHS MTOMYJIAPHOCTI 1IF0p Cepent
pi3HEX Tpyn KopuctyBadiB. [llupokuii 1ocTym 10 IrpoBUX MPOAYKTIB, BKIIOYAIOUH
iXHIO OCTYITHICTh Ha MOOUIBHHUX MPUCTPOSX, 3pOOUB I'Py BCEOCSHKHOIO 1 YACTKOBO
BHU3HAYAIBHOIO YACTUHOIO CYYacHOI KyJIbTYpPH.

Irpu BKe NaBHO BUMIUIM 3a MEXI MPOCTOi PO3Bark 1 CTaIM BaKIUBUM
3ac000M BHUPAXKEHHSI Ta CHUIKYBaHHS. BOHM He MpocTO poO3BaxaroTh, aje 1
CTBOPIOIOTH CBOi BJACHI CBITH 3 1HAMBIAyaJbHUMH TpaBUJIAMHU 1 BHUKIUKaMH. Y
[[bOMY KOHTEKCTI ITpOBUM 1HTEJIEKT CTAa€ KIOUYOBUM KOMIIOHEHTOM, OCKUIBKH BiH
BU3HAYa€ MOBEIHKY BOPOTiB Ta HABKOJHUIIIHBOTO CBITY, BIUTMBAIOYM Ha 3arajJbHUMN
ITpOBUI JOCBIA KOPUCTYBadiB. Takwii IHTEIEKT JO3BOJIIE CTBOPUTU TIMOOKHUH,
3aXOIUIIOIOYUN Ta pEeajiCTUYHUI CBIT, B SIKOMY TIpaBIli MOXYTh BIIUYTH cebe
YaCTUHOIO 3aXOIUIIOIY0i MPUTroAW. ToMy BHBYEHHS Ta po3poOKa irpoBOTO
IHTEJIEKTY € BOKJIMBUM €TArOM PO3BUTKY T'e€iMICBEIONMEHTY B HaII Yac.

Mertoro kBagidikaniiHoi po6oTm € po3poOKa IrpoOBOTO IHTEIEKTY IS
BOPOTiB JUIS irpOBOTO J0JaTKy, BUKOprcTOBYytoun State Machine Ha pymrii Unity,
0 3a0e3MeYuTh PeajiCTUYHy Ta JUHAMIYHY TOBEIIHKY MEpPCOHAXIB, IMiJABUIIUTH
3arajabHUM pPiBEHb CKIAAHOCTI IPU Ta MOKPALIUTh INPOBUI JOCB1 KOPUCTYBAYIB.

O0'eKTOM JOCHIIKEHHSI € TEXHOJIOTIl CTBOPEHHS IrPOBOTO I1HTENIEKTY B
Unity, 1mo 103BOJIATH CTBOPIOBATH CKJIQJHI Ta KEPOBaHI CTaHU TMOBEIIHKH IS
MEPCOHAXKIB y TPi, 3a0€3Meuyoun OUIBII peaicCTUYHy B3a€EMOJII0 Ta aalTUBHICTh
BOPOTIB JI0 J1{ TPaBIIs.

IIpeamerom gocaixKeHHs € PO3pOOKa IrPOBOrO 1HTENIEKTY JJ1sl BOPOTIB y I'pl
3 Bukopuctanusm State Machine B Unity, 3 MeTO0 CTBOpEHHS aJanTHUBHUX 1
pEANTICTUYHUX TOBEIIHKOBUX MOJENIeH, MI0 MOKPAllylOTh IrpOBUN TMIpoliec Ta
M1JBUIIYIOTh PIBEHb B3a€EMO/IIi 3 KOPUCTYBAUEM.

B pamkax temu kBamidikariitHoi po6oTH 0yJ10 OIy0IIKOBAaHO TE3H:

Tmyk O.10. Apk.

Mapuyk I'. B KHKPB - 122 - 24 - H3

3MH.

Apk. Ne nokym. Mignuc ata
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PO31J1 1. AHAJII3 TPOBJIEMATHUKHA, METOIIB TA 3ACOBIB

BUPIINEHHSA 3ATAUI

1.1 IlocTanoBKa 3axaui

OCHOBHOIO METOIO PO3POOKH MOBEIIHKH BOPOTIB y OyIb-SIKOMY *aHpi 1rop €

CTBOPEHHSI BHMKJIMKY Ta YHIKaJbHOTO JOCBIAY JUIsl KOXKHOTO TrpaBud. IrpoBuit

IHTEJNEeKT 3a0e3neuye 3aHypeHHsS y BIPTyalbHUW CBIT, @ y BHMAAKY MPaBUIBHOT

peaizalili CTBOPIOE IiKaBl Ta HEIIOBTOPHI IrPOBI CUTYAIIii.

TakoX BaXJIMBOI YACTUHOK OyIb-SKOTO JOJATKy € 30epekKeHHs

i

3aBaHTakeHHs mporpecy. Came 11e 1 HE0OX1THO peali3yBaTH SK OKpeMi MEXaHIKH,

10 OB’ SI3aH1 HE JIMIIE 3 BOPOraMu, ajie 1 IHIUMHU aClIeKTaMH MPOTPaMHU.

[TincymoByrouH, 3a1a4a po3poOKH BKIHOYAE:

1.

Hanucanns cxenemy State Mashine:

JleTanpHe BUBYEHHS TeXHOJor1i State Machine.
CtBopenHs cTpykTypu State Machine.
Peannizariist po3po061eHO1 CTPYKTYpH.

Pospoora cmanis ons eopoea:

CTBOpEHHS KOHIETITYaIbHOI CXEMHU POOOTH BOpOTa.

Hanucanus BiANMOBITHUX CTaHIB, BIMIOBIIHO IO pO3POOJIEHOT CXEMHU.

[TepeBipka eeKTUBHOCTI Ta KOPEKTHOCT1 pOOOTH CTaHIB.
Hanawmyeannsa animamopa:

HanamryBanns aniMaropa juis B3aemoii 13 State Machine.
Po3pobka oxpemux mexaHik:

Po3pobxka cuctemu 30epekeHb 1 3aBaHTaKESHHS.

i 3aBmaHHS BKJIIOYAOTh B c€0€ CTBOPEHHSI OCHOBH JUISl IPOBOTO 1HTEJIEKTY,

pO3pOOKY KOHKPETHUX CTaHIB JJig KOXXHOTO THUITy BOpOra Ta HallalllTyBaHHS

aHIMalliHOro mpouecy. TakoX Hamuye po3poOKy OKpPEMHUX HaJallTOBYBAHHX

CHapsi/liB Ta CHUCTeMH 30epekeHHs 3aBaHTaxeHHs. llel KoMruiekcHMM miaxina

nepeadavae peanizaiiio ycix HEOOXIJHUX MeXaHiK. AHalli3 0COOJIMBOCTEN KaHPIB

Tmyx O.10.
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Metroidvania 1 Soulslike BpaxoBanmii masf JOCATHEHHS MaKCHMAajbHOI

BIJITOBITHOCT1 CTBOPIOBAHOT'O IIPOBOTO 1HTENEKTY CHEUILII.

1.2 Anani3 icHyw4Yoro mnporpamMHoro 3a0e3nedeHHsi 3a TeMAaTHKOIO
KkBaJidikauiitHoi podoTn

Y nmanomy posaini Oyne MPOBEACHO aHalli3 ICHYIOYOrOo MPOrpamMHOrO
3a0€3MeUeHHs, SIKE BUKOPUCTOBYETHCA HJIsi PO3POOKH IrpPOBOTO IHTENEKTY Ta
MeXaHiK B irpax »xaHpiB Metroidvania i Soulslike. Li »xaHpu XapakTepU3yHOThCS
CKJIQJHUMHU cHUcTeMaMHu OO0, HEJIHIHHOI TPOTPECci€l0 Ta BUCOKUM PIBHEM
CKJIaJIHOCTI, 1110 BUMAara€e Bij TpaBId CTPATETIYHOTO MUCIEHHSI Ta aJlallTUBHOCTI.
PosrasiHeMo HalimommpeHinn 1HCTPYMEHTH Ta MIAXOJU, SIKI BUKOPUCTOBYIOTHCSA B
IHIYCTPiil ISl JOCATHEHHS TaKUX ITUICH.

Hollow Knight [1] (puc. 1.1) rpa Hollow Knight € sickpaBuMm mpukiagom
xaHpy Metroidvania, ne moBeiHKa BOPOTiB BiJirpae BayJIMBY poJib y (hOpMyBaHHI
reiimiuiero. BoporiB xapakTepu3yroTh pi3HI TATEPHHU aTak Ta PyXiB, SKi BUMAraroTh
BiJl TpaBlld BHBYEHHs Ta ajantamii. Jms peanizamii Takoi moBeninku B Unity

BUKOPHCTOBYIOTbCS KOMOiHarii State Machine, 1m0 103BOJISE CTBOPIOBATH

peanictuuHi Ta ckiaaHi [I-moxeni [2].

Se-0 000

- "% 278

Pucynok 1.1 - bursa 3 Boporom B rpi Hollow Knight
Dark Souls [3] (puc. 1.2) cepis irop, 1o € 3acHoBHUKOM >xaHpy Soulslike,

B1JIOMOI'0 CBOIM BHMCOKHUM PIBHEM CKJIAQJHOCTI Ta IIMOOKMMU MeXaHikamu 0010.

Tmyk O.10. Apk.
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Boporun B Dark Souls MaroTh cKkiIagHi adrOpUTMH IOBEIIHKH, IO BKJIIOYAIOTH
pO3Mi3HABaHHS aTaK TPaBIsl, yXWICHHS Ta KOHTparaku. OIHUM 3 KIIOYOBHUX
€JIEMEHTIB € NEePECIIyBaHHs T'PaBLisl: BOPOrM aKTUBHO PEArylTh Ha MPUCYTHICTh
IpaBIld B TMEBHIM 00J1acTi 1 MOYMHAIOTH MOTO MEpeciiyBaTH, HaMarar4uch
3MEHIIUTH BIJCTaHb 1 3aBaatu yxaapy. OOnacTh mnepeciiayBaHHS BU3HAYAETHCS
NIEBHUM PaJilyCOM HAaBKOJIO BOPOT'a, B IKOMY BiH 3/1aT€H BUSBHUTHU IPpaBIlsl Ta MOYATH

PYX JI0 HBOTO.

Bell Gargoyle

Bell Gargoyle

Estus Flask+1

Pucynok 1.2 - butsa 3 6ocom B rpi Dark Souls

bocu B Dark Souls Bipi3HSIOTECA CBOEHO YHIKAJBHOIO TOBEAIHKOI Ta
cknagHicTio. Koxxen 0oc Mae BiracHui HaOIp aTak 1 TaKTHK, SIKI TpaBellb TOBUHEH
BUBYUTH Ta aJanTyBaTuCs 10 HUX. bocu yacto maroTh fekinabka (a3 0010, 1€ KOKHA
HacTymHa (asza cTae CKJIAIHINIOW 1 BUMarae HOBUX MIAXOMIB sl mepemoru. lle
Jo/1a€ TIIMOMHU Ta BaplaTUBHOCTI B IrPOBUM MPOLIEC, 3MYILIYIOYH T'PaBLsl MOCTIHHO
BJIOCKOHAJIIOBATH CBOi HABUYKM Ta CTparTerii. 3arajioMm, CKJIaJHI alrOpUTMHU
noBeIIHKKM BoporiB 1 0ociB 'y Dark Souls poGnsTe Tpy 3axormuiorouor Ta
BUKJIMKOBOIO, 1110 € OJIHIEI0 3 MPUYHH 11 HOMYJISIPHOCTI Cepe]l IPaBIIiB.

Blasphemous [4] (puc. 1.3) rpa, 110 MOEAHYE €IEMEHTH 000X JKaHPIB,
MPEACTaBISAIOYM CKJIQJHI Ta >KOPCTOKI MexaHiku 0o B ctuii soulslike, a Takox
HEJiHIMHE JOCTiIKEeHHs CBITY, XapakTepHe /uit Metroidvania. [ToBeninka Boporis y

Blasphemous € ojiHi€r0 3 KIIOUOBHUX CKJIAIOBUX T'PH, 1 iXHI il 4aCTO BKJIIOYAIOTH

Tmyk O.10. Apk.
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KUTbKa (a3 3 pi3HUMHU MMaTepPHAMU aTaK, [0 BUMAarae Bij IPaBIlsd MIBHIKOI peakIlii Ta

CTpaTEeriyHoro mijaxomy.

Pucynok 1.3 - buta 3 6ocom B rpi Blasphemous

Peanizayis eopocie ma bocgpaumis y iepax scanpis Metroidvania i Soulslike"

Hollow Knight

3seuuaiini sopoeu. B rpi Hollow Knight Boporn maroTh pi3HOMaHITHI TaTepHU
aTak Ta pyXiB, III0 BAMAara€ Bij| TpaBId MOCTIHHOI amamnTailii Ta BUBYCHHS iXHBOI
noBeAiHku. Boporm MoxyTth OyTH SK Ha3eMHMMH, TaK 1 TIOBITPSHUMH,
BUKOPHUCTOBYBATU Pi3HI BUIW aTak: OJWXKHIM O1M, JUCTAHIIIHI aTaku, CTPUOKHU Ta
1H1Ie. 3BUYaliH1 BOPOTH JUISTHCS HA KUTbKA TUIIIB!

- [Tatpymtoroun BOpOTH PYXalOThCS IO BU3HAUYEHOMY MAapUIPYTy Ta
aTaKyIOThb I'PaBIs MPU HAOIUKEHHI.

- ATpecWBHI BOpPOTM AaKTHUBHO INIyKalOTh TpaBlsi Ta aTaKylOTh MpHU
BUSBJICHHI.

- [Tincrepiraroui XoBalOThCA Ta aTaKyrOTh HECIMOIBAHO, KOJM TpaBellb
HAOJIMKAETHCS.

bocgharimu. bocu B Hollow Knight 3a3Buuait matoTh kisibka ¢as 6or. Koxxna
¢daza BiAPI3HAETHCS HOBUMHU aTaKaMH Ta 3MIHEHOIO TMOBEIIHKOI. Da3u MOXKYTh
BKJIFOYATH:

- [lepmia a3za: 6a30B1 aTaku Ta MPOCTI MATEPHU PYXIB.

- Hpyra d¢a3a: nmomaroTbcs HOBI araku ab0 3MIHIOIOTHCSA ICHYIOUl

MaTEPHH, I1JIBUILYETHCS arPECUBHICTbD.

Tmyk O.10. Apk.

3MH.
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- Tpers ¢daza: 00oc MOXe BUKOPHCTOBYBATH HAWIOTYXKHIIII AaTaKw,
3MIHIOBATH MIBUJIKICTh Ta TAKTUKY 0OIO.

Dark Souls

3euuatini sopoeu. Y cepii irop Dark Souls Boporu MaroTh CKIaH1 alropuT™Mu
noBeAiHKA. BOHM MOXKyTh pearyBatu Ha [iii TpaBlisl, BUKOPHUCTOBYBAaTH pI3HI
TaKTUKHU B OO0 Ta MepeciiayBaTu rpaBiisl. THIIN BOPOTIB BKIIOYAIOTh:

- [TaTpymror0our BOPOTH PyXarOThCS MO MapUIpyTy 1 aTakylOTh TI'paBIls
py HAOJIMKEHHI.

- ArpecwBHI BOpPOTM AaKTHUBHO NIYKalOTh TpaBlsd 1 HamajaroTh MPHU

BUSIBJICHHI.

- Crpuiblll aTakyrOTh 3 BiICTaH1, BAKOPUCTOBYIOUH JIYKH a00 Marito.

- [Timcrepirarodi XOBalOThCA 1 aTaKylOTh HECHOJIBAaHO, KOJU TPaBellb
HAOJIMKAETHCS.

bocgaiimu. bocu B Dark Souls Bimomi CBOE€IO CKIANHICTIO Ta YHIKATHbHUMHU
MexaHikamu. bocdaiiT 3a3Br4ail CKi1a1al0ThCs 3 KUIbKOX (has3:

- [lepma ¢aza: 60c BUKOPUCTOBYE 0a30B1 aTaKK Ta MPOCTI MATEPHH.

- Hpyra ¢aza: nomaroTbCcs HOB1 aTaku, MIABUIIYETHCS arpecUBHICTb,
MOKYTb 3MIHIOBATHCS MATCPHH.

- Tpets ¢aza ta mani: 60c MOKE OTPUMYBATH HOBI1 37[1I0HOCTI, 3MIHIOBAaTH
TaKTHUKY, T1JIBUIYBAaTH IIBUIKICTh aTakK.

Blasphemous

3euuatini éopoeu. Y tpi Blasphemous Boporu moemnHyrooTh €IeMEHTH 000X
YKaHPIB, MPEJCTABIISIIOYN CKJIAJIHI Ta KOPCTOKI MeXaHiku 00r0. BoHM MOXyTh MaTu
KUIbKa (pa3 3 pI3HUMU NaTEpPHAMM aATaK:

- [TaTpymroroun BOPOTU CIAIAYIOTH 32 MAPIIPYTOM 1 aTaKyIOTh TpaBLs MIPU

BUSIBJICHHI.
- ArpecHBH1 BOPOr'M aKTUBHO NEPECIIIIYIOTh 1 aTaKyIOTh IPaBL.
- CtpinbIll aTakyIOTh 3 BiZICTaH1, BAKOPUCTOBYIOUH 30p010 a00 Marito.
- [lincTepirarodi XOBalOThCS Ta aTaKyKOTh HECIOAIBAHO, KOJIM TpaBellb
HaOJIMKAETHCS.
Tmyk O.10. Apk.
Mapuyk I'. B KHKPB - 122 - 24 - H3 13
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bocgaiimu. bocdaiitu B Blasphemous Bizpi3HsSOTECA AeKiTbKOMa (ha3zamMu
0ot10:

- [lepma ¢a3za: 6a30Bi aTaku Ta HaTepHU.

- Hpyra daza: monarThCs HOBI aTaKH, 3MIHIOIOTHCS ICHYIOUI IAaTEPHH,
M1JIBUIIIY€ThCSI arPECUBHICTb.

- Tpers daza ta mami: 60c MOX€ BHKOPHUCTOBYBAaTHM HOB1 3110HOCTI,
3MIHIOBATH TaKTUKY, 301IBIITYBATH IIBUIKICTh Ta CHUJIYy aTak.

3a pe3yibTaTaMu aHalli3y MOKHA 3pOOUTH HACUYIHI BUCHOBKH. 3BUYaiiHI
BOporu B irpax jkaHpiB Metroidvania ta Soulslike maroTe ckiagHi anroputMu
MOBEIHKH, K1 BKJIIOUYAIOTh PI3HOMaHITHI ATEPHU aTak Ta pyxiB. BoHu quisaThes Ha
KUJIbKa THUIIIB 3aJIEXKHO BiJ iXHIX N1 Ta TakTUKU. bocdailTu 3a3BUuaii CKI1a1atoThCs
3 JEKUTbKOX (a3, Je Ko)KHAa HacTymHa (a3a J1oJa€ HOBlI BUKIMKH Ta aTakd, IO
BHUMarae BiJl TpaBIsl MMOCTIMHOI afganTallii Ta BIOCKOHAJICHHS CBO€T cTpaTerii. Takui
MIJIX17 JO3BOJIIE CTBOPUTH TJIMOOKHWHM Ta BUKIMKOBUW IIPOBHM JOCBIJ, IO €

KJIFOUOBUM €JIeMEHTOM Y kaHpax Metroidvania Ta Soulslike.

1.3 AHagi3 Ta BUMOI'H /10 POTPAMHOI0 3a0e3ne4YeHHsI

s peanizanii npoekty BuOpano pyiriit Unity 2D, OCKUIBKHY 1€ CEpEIOBUIIIEC
Ha/1a€ BIUCOKHI PiBEHb BI3yaJbHOCTI Ta JIETKO peaii30By€ redMIUICHHI acleKTH, 1110
BaXJIUBO s kaHpiB Metroidvania i Soulslike. 3actocyBanns FSM (anrn. Finite
State Machine) [5-7] oOpaHO mJisi JOCATHEHHS JIOTIYHOTO Ta CTPYKTYPOBAHOTO
YIpPaBIiHAS TOBEAIHKOIO BOPOTiB. B pamkax (hyHKIIIOHATBEHUX BHUMOT BHU3HAYECHO
HEOOX1THICTh peajizallii pyXy BOpOTiB, iXHbOI aTaky Ta MEPEXO/iB MK CTaHAMU. 3
ypaxyBaHHSIM HE(YHKIIOHAJbHUX BHUMOT, TaKUX K €(EKTUBHICTb, THYUYKICTh Ta
3pYYHICTh BHUKOpPUCTaHHA, BuU3HaueHo, 1o Unity 2D Tta FSM Haiikpaie
BIJIMOBIAAIOTh TOTpeOaM MPOEKTY. 3arajdbHUM MIAX1J 10 aHalizy Ta BU3HAYCHHS
BUMOI JI0 MpOrpaMHOro 3a0e3leueHHs Jomnomarae y MoJaibliiii po3poOi
1HTEJIEKTY BOPOTIB Yy BIJIIMOBIAHOCTI /10 KaHPOBHX BUMOT 1 crierudikamiii (Tabmurs

1.1).

Tmyk O.10. Apk.
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Tabmur 1.

Bumoru 10 nporpamHoro 3abe3neyeHHs

1

Tun Bumoru

Ha3zBa

Oric

OyHKIIOHATbHA

Pyx Boporis

BOPOTM MNOBHMHHI MaTH MOXJIMBICTb pyXaTHUCS B
3aJjaHuX Mexax rpu. Peamizaimist pi3HHUX THIIIB
TaKUX

SAK Ta

pyxiB,

nepeciiyBaHHs IPaBLs.

MaTPYJIFOBAaHHS

OyHKIIOHATBHA

ATaka BOporiB

BU3HAYCHHA aTakK BOpOFiB 3aJIC)KHO BiI[ IXHBOTO

CTaHy Ta BiAcTaHi 10 rpaBUsi. MOXIHMBICTH

3MIHIOBATH THII aTaku BOPOTiB U1

PI3HOMAaHITHOCTI TreHMILICIO.

OyHKIIOHATBHA

[epexin MDK

CTaHaMH

Boporu moBMHHI Matu FSM gans BU3HAUYeHHS

pi3HUX  CTaHIB, TaKUX SK aTaxa,

PyX,
CIIOCTEPE)KEHHS Ta MaTPYJIIOBaHHS. 3a0e3MeUeHHS
3pyYHOTO TMepexoqy MK IIMMH CTaHaMH B
3aIeKHOCTI

BiI 3OBHIIIHIX I[OOIM, TaKUX SK

BUSIBIICHHS TPaBIIS YM 3ITKHEHHS 13 TIEPEIIKOIO0.

HedynkuionanbHi

EdextuBHicTh

BukopuctanHg Unity 2D Tta FSM mnoBunHO
3a0e3medyBaTH IIBUJAKY pEaKI[il0 BOPOTIB Ha
JUHAMIYHI 3MIHM B Tpi Ta TIAJKUA TEeUMILICH.
[TopiBHSHO 3 IHIIMMH CEPEIOBUIIAMHU PO3POOKH,
Unity 2D Bii3Ha4a€ThCs BEJIUMKOIO ONTHMI3AIIIE0
Ta €(EeKTUBHICTIO, IO POOUTH HOro igeaabHUM
BUOOpOM  JIA

CTBOPEHHSI 1rop y JKaHpax

Metroidvania i Soulslike

HedynkuionanbHi

I'ayukicts Ta
JIETKICTH

HaJIallITyBaHHS

Unity 2D 103BOJjsie  JIETKO HAJIAIMITOBYBATH

Bi3yasibHI Ta (izuuHi mapameTpu, Toai sk FSM

3a0€e3[EeYUTh MOMXJIMBICTP 3MIHA CTaHIB Ta

nepexomiB  06e3 HEeoOXigHOCTI BTpydYaHHS Yy

BUXimHMI kox. Takumii 1miaxig 3a0e3lnednTh
oTepaTHBHY aJlaNTaIlil0 TPU MiJl 3MiHHI BUMOTH Ta

HIBHJIKY 1TE€pallito po3poOKy.

Tmyx O.10.

Mapuyk I'. B

3MH.
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[Tponosxenus Tabmumi 1.1

Hedynkuionanshi | Jlerkicts 3aBasku BUKopHucTanHio Unity 2D ta FSM, cucrema
PO3MIUpPEHHS JIETKO PO3MHMPIOETHCA. JloaBaHHS HOBHX BHIIB
BOpOriB, cTaHiB a00 THUIIB pyXiB BUMAarae
MiHIMaJbHUX 3MiH B ICHYIOUHUX KOMIIOHEHTaX, IIO

MOJIETIIYE MPOLEC PO3POOKU Ta MiATPUMKH.
HedynkuionanpHi | 3py4HICTb Unity 2D 3abe3neuye IHTYiTUBHMH 1HTepdeiic s
BUKOPHUCTAHHs | Bi3yaiizalii Ta penaryBaHHs o0'ektiB, a FSM

JO3BOJIIE BU3HAYATH Ta PETyIIOBaTH CTaHU Ta
NEePexoan 3a JOMOMOTO0 3pO3YMIJIOro Ta MPOCTOrO
iHTepdeiicy. lLle 3abe3neunth 3py4yHICTH Ta
e(eKTUBHICTb Y BUKOPHUCTAHHI CHCTEMH Yy IIpoIeci

PO3pOOKH TpH.

BuCHOBKHM /10 epLIoro po3aiiy

Byno 4itko chopMynboBaHO MpakTUUHE 3aBJIaHHS — PO3pOOKA MOBEAIHKU

BOPOTiB Ta MEXaHIK 30epeKCHHS 1 3aBaHTAKECHHS T TpU B kaHpax Metroidvania i

Soulslike. Byno 3aiiicHeHO aHaji3 BUMOT /IO irPOBOTO IHTEJICKTY, IO MOCITYKUIO

OCHOBOIO JISI MOAAJIbBIIOrO MPOCKTYBAHHA. BYJ'IO IMPpOBCACHO aHajl3 Ta BU3HAYCHHS

BHUMOT JI0 POTrPaMHOT0O 3a0€3MEeUEHHS.

Tmyx O.10.

Mapuyk I'. B

3MH.

ApK. Ne nokym.

Tiamuc Jlata

Apk.

KH.KP.b - 122 — 24 — 113

16




PO311J1 2. PO3POBKA ITPOI'PAMHOI'O 3ABE3ITEYEHHSA

2.1 IlpoexTyBaHHs Ha ocHoBi UML

Hirpama aktuBHocTel (anri. Activity diagram) - e rpagiyamii iIHCTPYMEHT
MOJICTFOBaHHS, IO J03BOJISE€ BiIOOpakaTH TMOCIIJIOBHOCTI I Ta MPOIECH Y
cucteMl. BukopucTtanHs ii nomMpeHe A MOJETIOBaHHS PI3HUX BUJIB JISUIBHOCTI,
TaKuX SK OI3HEC-TIPOIECH, aNTOPUTMHU Ta poboul moroku. Jliarpama aKTUBHOCTI
MOKa3ye€e MOCIIIOBHICTD JiH, K1 BUKOHYIOTBCS Y CUCTEMI Ta iX TEPEXO/IH.

OCHOBHI €J1€MEHTH JllarpaMyu aKTUBHOCTI BKJIHOYAIOTh:

1. JTii (Actions): MpSAMOKYTHHUKH TIPEJICTaBIICHI 3 3aKpYIJICHUMH KpasMHu.
BoHu nokasyroTh BUKOHaHHS KOHKpETHUX Al y cuctemi. Hampuknaz, "ctBoputu
3asBKy" 200 "MmokazaTv moBiJOMIICHHS".

2. Pimennss  (Decisions):  mpencraBieHi — pomOamu. Ile  mokHa
BUKOPHCTOBYBATH IS MIEPEKITFOUCHHS MK Pi3HUMHU NUISIXaMH a00 albTepHATUBAMHU
1T 9ac IPOBEACHHS MPOIIECY.

3. 3'ennyBanbHi cTpiiku (Transitions): 1€ BKazye Ha TEpeXiJy MiX PI3HUMU
nissMua abo ctaHamu. BoHH MOXyTh MaT (hOopMy CTpUJIOK abo0 JIiHIM 3 TO3HAYEHHSAM
HaIPSIMKY.

4. ITapanenbHicth (Concurrent Actions): KOPHUCTYIOTBCS —CIELIaIbHUMHU
JTiHIAMH a00 TYHKTUPHUMHU CTpLIKaMH, MO0 TOKa3aTh OJHOYACHE BUKOHAHHS
KUTBKOX JI1H.

5. [Mouatox 1 3aBepiienHs (Start and End Nodes): nepiuii etan nokasyerbest
3a IOMOMOTOI0 BEIIMKOTO KIJBIT a00 CTPIIKH, TOMAl K OCTAHHIN eTar MO3HauYeHUu!
KUIBIIEM 3 YMHCHO HamMaaboBaHO "X'" a0 K Mparmopiem.

B panomy Bumaaky Oynae pO3MJISHYTO Jiarpamy akKTHBHOCTEH Bopora -
cobaku, Ta ioro craniB (puc. 2.1). [iarpama akTHBHOCTEH BimoOpaxkae
MOCTIIOBHICTD JIIH, SIKI BOPOT - co0aka 3/1MCHIOE B PI3HUX ITPOBUX cuTyarlisx. Lle
JornoMarae po3ioparucs B MOBEIIHLI BOpora IiJl 4ac I'pud Ta 3pO3YyMITH, SIK BIH

pearye Ha 3MiHH B CepeOBUII abo Aii TpaBIis.

Tmyk O.10. Apk.
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" e J

FlFo npoiios ac cnoko

RO rpasels nigiios Ha Enmnw:uchw(—¢—1
State PlayerDetected

IdieState

KD 3ENR 360 CTiHK kg0 Fpasells MiZiiwos Ha BACEKY AMCTZHIO

2K He & o soj
LookForPlayerState

KO 330p083 <=0 Fkwo 3300083 <=0 o Aopoz'a <=0 Ao s3opoe’n <=0
Ao 370p08'A <=0 KO 330p08'A <=0 l l l

DeathState

@
Pucynox 2.1 - Jliarpama akTUBHOCTE BOpora coOaku

Jliarpama KJaciB € BaXJIUBHM I1HCTPYMEHTOM B 00'€KTHO-OpPIEHTOBAHOMY
nporpaMyBaHHI Ta MOJEITIOBaHHI CHCTEM, SKUH BUKOPUCTOBYETHCS IS
BiIOOpaXE€HHSI CTPYKTYpH cHUCTeMH. BoHa HEeMOHCTpye Kiacu, ix aTpulyTh Ta
METOJM, a TaKOXX B3aEMO3B'SI3KM MiX KjacamH, IOTIOMAararo4d po3poOHUKaM
3pO3YMITH CTPYKTYpPY Ta (DYHKI[IOHATBHI MOKJIUBOCTI CUCTEMHU.

Ha niarpami npeacrtaBieHO pUCYHKH 2.2 — 2.6 CTPYKTYpy CHCTEMH, IO
MOJICITIOE TIOBEAIHKY Bopora B Tpi. OCHOBHUM €IIEMEHTOM € aOCTPaKTHHH Kiac
Entity, Bix sikoro ycnaakoBYOThCS BCl Boporu. Lleit kimac mictuTh 0a30Bi METOH,
Kl BU3HAYalOTh OCHOBHY (DYHKIIIOHQJIBHICTH BOpOTiB, Taki sk  Start(),
OnDrawGizmos(), FixedUpdate(), CheckPlayerinMaxAgroRange(), Flip() Ta immi.
Entity ciy>xutb 6a30BUM 11a0JIOHOM JUIS IHITNX KJIACiB BOPOTIB.

Knac Enemy ycnaakoByerbest Bif Entity 1 nomae crneuudiuni atpubyTtu Ta
METO/M JUIsl BOPOriB, 30kpeMa, EnemyStateMashine stateMachine anst ynpapiiHHS
cranamu, D Enemy enemyData, Transform attackCheck nns nepesipku araku, float
attackCheckRadius nns paniycy mepeBipku araku, Stats stats nms 30epiraHss
CTaTUCTUKH Bopora, a Takoxk meton CheckDamageAndVisibility() nnst mepeBipku

MMOIIKO/KEHD 1 BUIUMOCTI Ta 1HIII.

Tmyk O.10. Apk.

Mapuyk I'. B KHKPB - 122 - 24 - H3
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==abstract=>=
Entity

+void Start(}
+void OnDrawGizmos()
+void FexedUpdate()

+bool CheckPlayerinMaxAgroRange()

2

Enemy

+void Flip()

+EnemyStateMashine stateMashine
+D_Enemy enemyData

+Transform attackCheck
————i—— +float attackCheckRadius

+5tats stats

+void CheckDamageAnd\isibility()
F.Y

L|5

EnemyDog

+E1_ldleState idleState

+E1_MowveState moveSiate
+E1_PlayerDetectedState playerDetectedState
+E1_ChargeState chargeState
+E1_LookFarPlayer lookForPlayerState
+E1_Melesitiack meleeAtizckState
+E1_DeathState deathState

+E1_StunState stunState

+0_IdleState idleStateData

+0_MowveState moveStateData
+0_FlayerDetected playerDetectadData
+0_ChargeState chargeStateData ~

+0_LookForPlayer lookForPlayerStateData

+0_NMeleeAttack meleelitackStateData
+0_StunState stunStateData

+0_DeathState deathStateData

+woid Start()

+void OmDrawGizmos])

+void FixedUpdate()

+void CheckDamagefndVisibility()
T
D

Pucynoxk 2.2 - Jliarpama kjaciB Bopora cobaku

KonkperHnii Thnm Bopora mnpexacraBieHud kiacoM EnemyDog, sAxui

ycnagkoByeThes Bijf Enemy. EnemyDog mae koHkpeTHi cTanu (states) Bopora, Taki

Tmyk O.10. Apk.
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sk: E1 ldleState, E1 MoveState, E1 PlayerDetectedState, E1_ ChargeState,
El1 LookForPlayer, E1 MeleeAttack, E1 DeathState. Lli cranu BiANOBIAAIOTH
pI3HUM MOBEAIHKOBUM MojelisiM Bopora. Kitac EnemyDog Takox MiCTUTh JaH1 AJis
KoskHOrO cTaHy, Taki sik: D_ldleState idleStateData, D_MoveState moveStateData,
D_PlayerDetected playerDetectedData, D_ChargeState chargeStateData,
D_LookForPlayer lookForPlayerStateData, D_MeleeAttack meleeAttackStateData,
D_DeathState  deathStateData. = Mertoagu  kmacy  BkiwouaroTh  Start(),
OnDrawGizmos(), FixedUpdate(), CheckDamageAndVisibility() Ta immi.

Jst yYIPaBITIHHS CTaHaMH BOpOra  BUKOPHUCTOBYETHCS KJ1ac
EnemyStateMashine. Ileit kmac wmictute Metoau  Initialize(EnemyState
startingState) s 1Himianizamii nmoyatkoBoro crany ta ChangeState(EnemyState
newState) nans 3MiHM cTaHy. Lle 703Bosisie THY4YKO KepyBaTU MEPEeXOoJaMH MIXK
PI3HUMH CTaHaAMH BOpOTa.

AGcTpakTHuit kitac EnemyState cimyxuth 6a3010 Jy1st BCiX cTaHiB Bopora. Bin
mictuth Metoau - Enter(), Exit(), LogicUpdate(), PhysicsUpdate() Ta DoChecks(),
Kl BU3HA4YalOThb OCHOBHY JIOTIKY Ta MEPEBIPKU ISl KOKHOro cTaHy. KoHKpeTHi
cranu Juis Bopora tuny EnemyDog Bxmouarots: E1_ldleState, E1_MoveState,
E1l PlayerDetectedState, E1 ChargeState, E1_LookForPlayer, E1_MeleeAttack,
E1l DeathState.Koxxen 3 mux kiaciB mae meromu - DoChecks(), Enter(), Exit(),
LogicUpdate(), PhysicsUpdate(), a nmedaxi 3 HUX MalwTh [0JAaTKOBI METOIH,
cieundiyHl A4 BIANOBIAHOTO  cTaHy, Hanpukiajn, FinishAttack() nns
E1l_MeleeAttack.

BaranpHi  cranu, Taki k.  ChargeState, DeathState, IdleState,
LookForPlayerState, MeleeAttackState, MoveState,  PlayerDetectedState,
AttackState - MOXyTh BUKOPHUCTOBYBATHCS PI3HUMH THUIIAMH BOPOTiB. BoHU MicTATH
crienudiyHl AaHI Ta METOJU, IO BIAMOBIAAIOTH 3a JIOT1KY TOBEIIHKH B JTaHOMY
crani. Hanpuknan, kimac ChargeState mictuts mani D_ChargeState stateData, ski
BKIIIOUarOTh apameTpu chargeSpeed ta chargeTime. [ cranwm, sik-ot DeathState,
IdleState, LookForPlayerState, matore BinmoBiaHi naHi, Taki sik D DeathState

stateData, D_IdleState stateData, D_L ookForPlayer stateData.

Mapuyk I'. B
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A

v

EnemyStateMashine

+EnemyState currentState

+void Initialize(EnemyState startingState)

+void ChangeState(EnemyState newState)

A

B

v

E1_Charge State

-EnemyDog enemyDog

+void DoChecks()
+void Enter()
+void Exit()

+void LogicUpdate()

+void PhysicsUpdate()

B

L

ChargeState

-D_ChargeState stateData
-bool isPlayerlnMinAgroRange
-bool isDetectingLedge

-bool isDetectingWall

-bool isChargeTimeQOver

-bool performCloseRangeAction

I
B

C

)

E1_DeathState

-EnemyDog enemyDog

+void DoChacks()
+void Enter(}
+void Exit()

+void LogicUpdate()

+void PhysicsUpdate()

I
C

C

v

D

v

E1_IdleState

-EnemyDog enemyDog

+void DoChacks()
+void Enter()
+void Exit()

+void LogicUpdate()

+void PhysicsUpdate()

Idle State

DeathState

-D_DeathState stateData

C

-D_IdleState stateData

-bool flipAfterldle

-float idleTime

-bool isldleTimeOver

-bool isPlayerinMinAgroRange
-bool isPlayerlnMaxAgroRange

-bool performCloseRangeAction

+void SetFlipAfteridle(bool flip)

I
D
I

Pucynox 2.3 - IIpogoB:xeHHsl 1iarpamMmu KjaciB BOpora co0aku

E

iS58 SSSHLE! 305884 ba

E1_LookForPlayer

-EnemyDog enemyDog

+void DoChecks()
+void Enter(}

+void Exit)

+void LogicUpdate()

+void PhysicsUpdae()

T
E

v

LookForPlayerState

-D_LookForPlayer stateData
-bool tumlmmediately

-bool isPlayerinMinAgroRange
-bool isPlayerinMaxAgroRange
-boal isAllTurnsDone

-boal isAllTurnsTimeDone

-bool performCloseRangeAction
-float lasiTumnTime

-int ameuntOfTurnsDone

F

v

E1_Move State

-EnemyDog enemyDog

+vaid DoChecks()
+void Enter()

+void Exit()

+void LegicUpdate()

+void PhysicsUpdate()

3

E

W

E1_PlayerDetected State

-EnemyDicg enemyDog

+void DoChecks{)

+void Enter{)

I
o

4

E1_MeleeAttack

-EnemyDog enemyDog

+void DoChecks()
+void Enter()

+void Exit()

+vaid FinishAttack()
+void LogicUpdate()
+void PhysicsUpdate()

+void Triggerattack()

1]

H

W

MeleeAttack State

-D_MelesAttack stateData

-AttackDetails attackDetails

Move State

+void Exit()
T

+void LegicUpdate() H
-+vaid PhysicsUpdate()

[

5 H

W W

PlayerDetected State AttackState

-D_MoveState stateData

-bool isDetecting\Wall

-bool isDetectinglLedge

-bool isPlayerinMinAgroRange
-bool isPlayerinMaxAgroRange

E

F

-D_PlayerDetected stateData

-bool isPlayerinMinAgroRange

-bool isPlayerinMaxAgroRange

-bool performLengRangeAction

-boal performCloseRangeAction

-bool performStrengAttackRangeAction

-bool isDetectingLedge

-Transform attackPosifion
-bool isAnimationFinished
-bool isPlayerinMinAgreRange
-bool strongattackCooldown

-bool performCleseRangeAction

+void FinishAttack()

+void TriggerAtiack()

T
u
|

Pucynok 2.4 - TlpomoBikeHHsI aiarpaMu KjaciB Bopora cobaku

Knacu «D_State» - wmictare nani [Uisi BIiANOBIAHMX CTaHIB BOPOTIB.

Hampuknan, D ChargeState mictuth mapametrpu chargeSpeed Tta chargeTime, a

D Enemy Bkitouae arpuOyTtu maxHealth, damageHopSpeed, enemyAttackDamage,

Tmyx O.10.
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maxAgroDistance, minAgroDistance, groundCheckRadius, stunResistance,
stunRecoveryTime,  closeRangeAction-Distance, = GameObject  hitParticle,
LayerMask whatlsPlayer.

JonatkoBo, kiac Stats BHUKOPUCTOBYETbCS JUIsl 30€piraHHs CTATUCTUKH
BOpora, Takoi sk motouyHe 310poB'a (currentHealth) Ta cratyc nomkomkeHHs
(damaged). Knac AttackDetails BUKOPUCTOBY€ThCS JUTsl IeTaleii aTakd BOpora.

B3aemo3B's13ku MK KjlacaMu BKJIIOYAIOTh YCHAJAKyBaHHS, arperamii Ta
KOMIIO3UIIII0, @ TaKoXX BUKOpucTaHHs. Hampukmnan, Enemy ycnagkoBYyeTbesl Bijl
Entity, EnemyDog ycnankoByeTtbest Big Enemy, a cTaHOBI KJIach MarOTh MOCUITAHHS
Ha BiAnoBigHI 00'exktu. lle no3BoJsie epeKTUBHO OpraHi3yBaTH JIOTIKY TIpHU Ta
MOJIETIIYE PO3POOKY Ta MIATPUMKY KOIY.

I{s1 miarpama KjaciB JI03BOJISIE 3PO3YMITH CTPYKTYPY CHCTEMH BOPOTIB Y TPi,

1X CTaHU Ta B3a€EMOIIIO MI’)K HUMHU.

==abstract==
Enemy State

-EnemystateMashine stateMashine

-Enemy enemy " -

-String animBoolMame -

0

+Float stariTime

+woid Enter()

+woid Exat{)
+woid LogicUpdate()

+woid PhysicsUpdate(]

+woid DoChecks()

Pucynox 2.5 - IIpogoB:xeHHsl 1iarpamMu KjaciB BOpora co0aku
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Pucynox 2.6 - 3aranpHuil BUTIISA AlarpaMu KJIaciB BOpOTa coOaku

Jliarpama KOMIIOHEHTIB € oaHuM 3 BuAIB miarpam UML, sxa
BUKOPUCTOBYETHCS MJIs1 BIJOOPAXKEHHS OpraHizailii Ta B3aeMOAll MIX pPI3HUMU
KOMIIOHEHTaMHU CcHCTeMU. BoHa mokasye, sIKk YaCTUHU CHUCTEMH B3a€EMOJIIOTH MiXk
co0o10 Ta 3 AKUMU 1HTepdeiicaMu BOHU ToB's13aHi. e KopucHo ais MojaentoBaHHs
CUCTEMHU Ha BUCOKOMY pIBHI aOCTpakiii, 1€ KOMIIOHEHTH MOXYTbh OyTH (Di3MYHUMU
a00 JIOTIYHUMU YaCTUHAMH CHUCTEMH.

Ha niarpami pucyHok 2.7 MH pPO3TISJAEMO CTPYKTYPY, IO MOJEIIOE
komnoHeHTu 00’ekta Bopora (GameObject) y rpi Ta ix B3aemoxito. LlenTpansaum

enemenToM € GameObject Bopor, skuii MICTUTHh JeKibKa KOMIIOHEHTIB JIS

Tmyk O.10. Apk.
Mapuyk I'. B KHKPB - 122 - 24 - H3
3mu. | Apk. Ne noxym. Migmue | Jara 23




3abe3neueHHs pizHuXx ¢yHkin. GameObject Bopor Bkitouae xkommoHeHT Alive,
AKUW BIAMOBIJA€ aHiMallli, TOOTO 3a BHU3HAYEHHS CTaHy Bopora (SIKy aHiMmarlito
BUKOPHUCTOBYBATH 3aJI€KHO BiJl CTaHy).

Kommnonent Alive mictuth Kiibka nigkoMioHeHTis. WallCheck BinnoBizmae 3a
NEePEeBIPKY HASBHOCTI CTiH 1 BAKOPUCTOBYETHCS JUIsl BUSHAYEHHS TOTO, UM 31TKHYBCS
BOPOT 31 CTIHOIO, IO BAYJIMBO JJI YIIPABIIHHSA PyXOM BOpPOTa Ta 3armo0iraHds Horo
3iTkHeHH!O 31 cTiHaMu. GroundCheck BifmoBizae 3a nmepeBipKy HasIBHOCTI 3€MJI1 M1
BOPOTOM, II[0 B&KJIUBO U1l BU3HAYCHHS, YM 3HAXOIUTHCS BOPOT Ha 3emii abo B
MOBITPI, 1 BIVIMBAE HA MOTO PyX Ta 1HII Jii.

PlayerCheck BUKOpUCTOBY€ETBCS JUIsl IEPEBIPKU HASIBHOCTI TpaBls MOOIH3Y.
[leli KOMIOHEHT J103BOJISI€ BUSBIATU IpaBlLs Ta BU3HAYATHU BIANOBIAHI J1i BOpOra,
Taki sk araka abo mnepecnigyBanHsa. MeleeAttackCheck Bu3Hawae MOXIHMBICTB
OJMMKHBOT aTaku, MEPEBIPSAIOUM, YM 3HAXOJUTHCS TpaBellb y pajiycl aTaku BOpoOra,
110 JI03BOJISIE BOPOTY BUKOHYBATH OJIMKHI ATaKH.

KoMrmoHeHTH B3a€EMOJIIOTh OJIUH 3 OJHUM JUIsl 3a0€3MEeUeHHsS KOMIUIEKCHOI
noBeninku Bopora. Hampuknan, WallCheck wmoke mnepepaBatu iH(opmaiiito
xommoHeHTy GameObject mpo Te, 1m0 BOpPOr 3IiTKHYBCSA 31 CTIHOMO, IO MOXKE
3MycuTd #oro 3miHuTH HamnpsMm pyxy. GroundCheck Buznauwae, 4yu Bopor
3HaXOAUTHCS Ha 3eMJi, M0 MOXKE BIUIMBATH HA WOTO 3JaTHICTH cTpubatm abo
nagaty. PlayerCheck mo3Bosisie BOpory BUSIBJISITH TPaBI Ta BIAMOBIIHUM YHHOM
pearyBaTH, HampuKIaa, MepeciligyBaTd WOro abo TOTyBaTUCS JO aTakH.
MeleeAttackCheck mepeBipsie, un 3HaXOAUTHCS TPABEIh y pajaiyci OJMKHBOT aTakH,
JI03BOJISIFOYM BOPOTY BUKOHYBATH aTaKH Yy BiJIMTOBITHUN MOMEHT.

Llsa nmiarpama KOMIIOHEHTIB JOINOMAarae po3poOHHMKAM 3pO3YMITH, SK PI3HI
YaCTHHM O00’€KTa BOpOra B3aEMOJIIIOTH MDK co000r0. BoHa [03BOJISIE BHSIBUTH
3QJIEKHOCTI MDK KOMIIOHEHTaMHM Ta 3a0€3MeuuTH iX NpaBUJIbHY IHTETpallil0 B
3arajgbHy CHCTEMY. TaKOX JiarpaMa CHOpHUs€ BHUSBICHHIO MOXJIMBUX MICIb JIJIS
onTUMIi3alii Ta TMOJIMIICHHS KOAY, NOJETrNIyIoud MIATPUMKY Ta PO3MIUPEHHS

(GYHKITIOHATBHOCTI CUCTEMH B MaiiOyTHbOMY.
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Pucynok 2.7 - Jliarpama KOMIOHEHTIB BOpora 0Ju3bKOTo 0010

Jiarpama  po3ropTaHHs € BaxiauBuM 1HcTpymeHTom UML, mo
BUKOPUCTOBYETHCS JJIsi  Bi3yaumizallii (hi3MYHOTO pO3TAIlyBaHHS KOMIIOHEHTIB
CUCTEMH Ha amapaTHUX BYy3Jax. BoHa moka3ye, SK TpPOrpaMHI KOMITOHECHTH
PO3ropTaIOTLCS B PEAIbHOMY CEPEJOBUII Ta B3a€EMOJIIOTh MK c00010. Po3risHemo
JiarpaMy po3ropTaHHs Juisi TpH, po3poOieHoi Ha Unity 2D, sika ckiagaeTbes 3
YOTUPHOX OCHOBHUX OJIOKIB.

bnok 1: User

Le#i 6510k mpeacTaBIsie KOPUCTYBaya, SIKM B3a€MOJIIE 3 TPOIO YEPE3 MOJIYJIb
user. Moayns USer 3abesneuye iHTepdeilc s BBEICHHS JaHUX, TaKUX SK
KJlaBiatypa, Muina abo KOHTPOJEp, 1 BigoOpakae BUXiIHY 1H(OpMaIlito Ha eKpaHi.

KOpI/ICTYBaII BHKOPHCTOBYE€ Heﬁ MOAYJIb A 3allyCKy TIpH, KCPYBAHHA

MEPCOHAKAMHU Ta B3aEMO/IIi 3 IrPOBUM CBITOM.

brok 2: PC App

[leit Omox mpencraBisie AONATOK, SKUM TpaIloe Ha MEPCOHAIBHOMY
komir'iotepi. B HhoMy 3Haxomutbess moayias PC Application, skwii BigmoBinae 3a
BUKOHAHHS OCHOBHOI Jioriku rpu. Beepenuni moayns PC Application 3maxoauthes
MOJYJIb game.exe, sikuii € BUKOHyBaHUM (ailiiom rpu. Moayiib game.exe MICTUTh

BCl HEOOXIJHI 1HCTPYKINI Ta naHi JJIs 3amycky 1 BukoHanHs Tpu Ha [IK. Bin

Tmyk O.10. Apk.
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B3a€EMOJII€ 3 ONEPAITHOI CHUCTEMOI0, O0poOisie BBEJACHHS KOPHCTyBada Ta
BioOpaxkae rpadiky i1 3ByK.

brok 3: Unity Engine

Lewt 6ok npeactasisie irpoBuit pymriit Unity 2D, sikuii 3a0e3nedye OCHOBHI
(GYHKIIOHATBHI MOXIUBOCTI JJisi po3poOku 1 BukoHaHHsS rpu. Unity Engine
CKJIaJIa€ThCS 3 KUTBKOX MOJYJIIB:

- Environment Module: BiamoBimae 3a CTBOPEHHS Ta YIIPaBIiHHS
ITPOBUM CEPEAOBUILEM, BKIIOYAOUU (POH, JTaHAIIA(T, 00'€KTH Ta X pO3TallyBaHHS.

- Physics Module: 3abe3neuye ¢i3ndHy cUMyJIAMI0 B Tpi, TaKy SK
rpaBiTalis, 31TKHEHHS Ta pyX 00'ekTiB. Xoya e 2D rpa, ¢i3uuHuil Monynb Bce
OJIHO BIJIrpa€e KJIIOYOBY pOJb B 00pOOIll B3a€MO/I1N MixK 00'€KTamHu.

- Components Module: micTuTh pi3Hi KOMIIOHEHTH, SIKI MOYKHA J0aBaTH
710 IrpoBHUX 00'€KTIB, 100 HaJaTH iM MEBHI (PYHKII, Takl K PEHACPUHT, aHIMaIlls,
CKPHITH TOILIO.

- Audio Module: BiamoBizae 3a 00poOKy 3BYKY B Ipi, BKIIOYaIOUd
(hOHOBY MY3HKY, 3BYKOB1 €(DEKTH Ta r0JIOCOBI KOMaH/IH.

bnok 4: Enemies

Lleit 610Kk mpencTaBiisie BOPOTIB y T'pi 1 MICTUTH JBa OCHOBHI MojyJi: Basic
Enemy Al i Boss Al. Moxyne Basic Enemy Al BimnoBimae 3a 6a3oBy mITy4YHY
IHTEJIIreHII1F0 BOPOTiB. BiH BKIIIOYa€ HACTYITHI TT1-MOYJIi:

- Environment Interaction: Bigmosijgae 3a B3aeMO/Iit0 BOPOTIB 3 irpOBHM
cepenoBuieM. Hampukiaa, BOpOru MOXKyTh OOXOJUTH NMEPEUIKOAM, pearyBaTH Ha
3MIHU B OTOYEHHI Ta aJallTyBaTH CBOIO MOBEAIHKY BIIMOBIAHO JI0 CUTYaIi.

- Combat System: BiamoBigae 3a GOWOBY CUCTEMY BOPOTIB, BKIHOYAIOYH
aTaky, 3axucT 1 1HIN OoioBi mii. Lleit Momynb BHU3HAYae€, SIK BOPOTH aTaKYIOTh
I'paBIlS Ta pearyrTh Ha HOTO Jii.

Monyne Boss Al BiamoBimae 3a mTy4yHy IHTeNireHuiro 6ociB y rpi. Bin

BKJIFOYA€ HACTYTHI MAMOTYIi:

Tmyk O.10. Apk.
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- Environment Interaction: BiamoBimae 3a B3aeMoif0 OOCIB 3 IrpOBHM
CepeZOBUIIEM, aHAJIOTIYHO J0 0a30BUX BOPOTiB, ajie MOXKE MaTW OUIbII CKJIAJHI
QITOPUTMHU Ta PEAKIIII.

- Combat System: Bignosimae 3a 0o#OBY cucTeMy OOCIB, sIKa € OLIBII
CKJIaJIHOI0 1 PO3BHHEHOIO, HIX Yy 0a30BHX BoporiB. BoHa Moke BKIHOYATH
crieriajgbHl aTaku, YHIKaJIbHI CTpaTerii Ta MOBEIHKY, 10 POOUTH OOCIB BaKKHUMHU
MPOTUBHUKAMU JUISI TPABIIAL.

Bzaemoszs'sazku miswe oroxamu

KopucrtyBau B3aemonie 3 PC App depe3 mMomyib USEr, BUKOPUCTOBYIOUH
inTepdetic i kepyBanns rpoto. PC App, B cBoto yepry, B3aemoie 3 Unity Engine
yepe3 Moyib Jame.exe, kil BUKOPUCTOBYE pizHiI Moyl Unity juist 3a0e3rneueHHs
dbyukiionyBanus rpu. Unity Engine mamae 6a30Bi QyHKIIT sl TPH, BKIOYAIOYH
00poOKy cepenoBuila, (i3MKH, KOMIIOHEHTIB 1 3ByKy. Boporu, mpezacraBieni B
omomi Enemies, BukopucToByr0Th MoOIHBOCTI Unity Engine mns peasmizarii cBoel
MOBE/IIHKY B I'pl, BKIIFOYAIOUN B3a€EMOJIII0 3 CEPEAOBHUIIEM 1 00H0BI ii.

s giarpama po3ropTaHHs I0MOMAarae 3p03yMITH, sIK Pi3HI YACTUHU CHUCTEMH
B3a€EMO/IIIOTh MK CO00I0 Ha (hI3MYHOMY PiBHI, 3a0€3MEUYI0UH YITKE YSBICHHS PO

pO3TallyBaHHs Ta B3a€EMO3B'SI3KM M1 KOMIIOHEHTaMU I'pH, cTBopeHoi Ha Unity 2D.

EC Aop

PC Application

] Game.exe
[

<
o
©

(H]
H
g

Enemies

Unity Engine
Basic Enemy Al
C  Envirenment
Environment Module
Interaction

[ ] Physics Module
Combat 1

System -

C 1 Components
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Boss Al

O Audio Module
Environment

Interaction -
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System
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2.2 Po3po0ka apxiTeKTypH NOBeiHKU BPOTiB

Ha npomy erami OCHOBHHUI akIEHT POOUTHCS HAa CTBOPEHHI aJIrOPUTMY 3
BUKOpPUCTAaHHAM KoHIenii State Machine [8], sika € MOTYXHUM 1HCTPYMEHTOM ISt
MOJICJIIOBaHHSl CTaHIB Ta TepexoAiB y cuctemi. CrouaTKy BU3HAYA€THCA THI
BOpoOra, sSIKuil Oyae po3poOJIATHCs, 1 B JaHOMY BUMNAAKY BUPIIIEHO 0yJIO pO3poOUTH
BOpora Ha OCHOBI cobaku abo BoBka. [l 1IbOro THIy BOpOra CTBOPIOETHCS
BI/IMOBIIHA CXeMa TIOBEIIHKH, sika Oyjae 0a3or0 Il po3poOKM CTaHIB Ta iX
B3aeMofii. MammHa CTaHiB BHKOPUCTOBYETHCS JUIsI MOJEIIOBAHHS CKJIAIHOT
MOBEIHKHA BOPOTa, B sKil KepyBaHHS BiOYBa€TbCS 3a PI3HUX YMOB Ta i TPaBIIs.
Ha ocHOBI 11i€i apXiTEKTypH CTBOPIOETHCA CX€Ma MOBEIIHKUA BOPOTra, sika OMUCYE BCI
CTaHU Ta TMEPEeXOoJu MK HHUMH, JACTAIbHO BHU3HAYAIOYM TOBEIIHKY B PI3HUX
cutyamisix. g wMomenb 103BOJSIE TOYHO BU3HAYUTU CTaHM Ta TEPEXOJIH,
CIIPOIIYIOYM PO3YMIHHSI Ta YIpaBJIiHHS TOBEIIHKO B Tpi. State Machine €
MOTY)KHUM 1HCTPYMEHTOM JUISI MOJCIIOBAaHHS PI3HHUX CTAHIB Ta IEPEXOJB MiX
HUMU y cuctemi. OCHOBHAa MeTa TOJIATa€ B CTBOPEHHI JIOTIYHOI MOJEN, sKa
KepyBaTHUMeE MOBEIIHKOIO BOPOTIB Yy Ipi.

Busnaunmo Bopora ans sikoro OyaemMo po3poOuisTu cTaHu, Oyio BUPIIIEHO
po3pobuTH Bopora Ha moA001 cobOaku ab0 BOBKA, OTOXK BiH TOBHHEH MaTH
MOJKJIUBICTh: CTOSTH, XOJUTH, OAQUUTH TPABCS, aTaKyBaTH TPABIL, MEPECIiTyBaTH
TpaBIls, IIYKaTH TpaBils, OyTH NPUTOJOMIICHHMM Ta IOBHHEH MaTH 3JaTHICTh
nomupaTu. Ha ocHOBI BuIlle orosomeHux noTped Oyia cTBOpeHa BIMOBIIHA CXeMa
MOBEAIHKA siKa Oyne MATPYHTSIM i po3poOJIeHHS CTaHIB Ta I1X B3aeMOJIl
(puc. 2.1).

CxeMma noBeAiHKK Bopora OJUChKOro 0010, peanizoBaHa 3a JA0MOMOror State
Machine, onucyeTbcsi HACTYITHUM YHHOM:

1. Move State:

— BXix B 11e¥l cTaH BU3HAYa€e MOYATOK pyxy BOpora.

— Slkumo Bopor 31TKHYBCsS 31 CTIHOKO 200 BUCTYIIOM, BiH MEPEXOJUTH y CTaH

Idle State, e 3anuIIa€THCS MPOTATOM 33JAHOTO YaCy.

2. Idle State:
Tmyk O.10. Apk.
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— Bopor 3ynuHseThCS Ta OYIKy€ B IbOMY CTaHI IEBHUH 3a3HAYECHHI Yac.
3. Player Detected State:
— JSkmo rpaBeub 3HAXOAUTHCS B 00JacTl BUAMMOCTI BOpOra, BOpOT
NIEPEXOIUTH Y LIEH CTaH.
— € 1Ba BapiaHTH PO3BUTKY MOIH:
. SIK110 TpaBelb 3HaXOIUThCS B pajilyci aTaku, BOPOT aTaKkye HOro.
. SIKImo TpaBenb 3HAXOAMTHCA NIAJeKO, BOPOT MEPEXOIUTh y CTaH
Chase Player State, Hamararouuch Ha3IOTHATH HOTO.
4, Chase Player State:
— Bopor akTuBHO nepeciiaye rpasiid, HaMaralouruch HOro JOTHATH.
5. Look for Player State:
— Komu rpaBens BUXOAUTH 3 30HU BUJUMOCTI BOPOra, BOPOI NMEPEXOAUTDH Y
L[EH CTaH.
— B ueil nepios1 BOpor po3risigae OTOUYEHHS, HAMaralouuch 3HAUTH rpaBLs.
— Skmo rpaBeub 3HAXOAWTHCA, BOPOT IMOBEpPTaeTbcs 10 craHy Player
Detected State; B inmmomy Bumajky, BiH akTuBye Move State.
s State Machine Moaemntoe ckiagHy NMOBEAIHKY BOpOTa, sIKa 3aJ€XKHUTh Bij
pI3HUX yMOB 1 diii rpaBms. Takui migxXia J03BOJISE TOYHO BHU3HAYATH CTaHU Ta
nepexoau Mi>K HUMH, IO MOJIETIYE PO3YMIHHSA Ta YIPABIIIHHS MOBEIIHKOIO B TPl YU

1HII# crieHapii. MoXHa eperissHyTH Ha PUCYHKY 2.9.

Mpasus ve aknaHo

FKILD TPABAIA HE IHAANEHD

Stun State
K40 AR08 PABUA ADO BiH HAMATAETECA BTEKTH
4O (PBBENL B J0H! BIIMMOCTL ! I -
Ao opoe'a <=0 B 30ui aTax
Dead State Attack Player State 8 30HI aKar Chase Player State

"AKILO TDEBeUL BCBLIE HE BIOH! STaK

Pucynok 2.9 - CxeMa noBeiHKu Bopora 0JM3bKoro 0010 JJ1st peanizaiii State

Machine
Tmyk O.10. Apk.
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Takox Oyne po3po0ieHO BOPOTIB JMAIbHBOTO OO0 0 MPHKIAAY BI3bMEMO
Jay4yHuKka. JlJis HbOro moTpiOHAa OKpeMa MOJENb MOBEAIHKH, OTOX BH3HAYEMO, IO
NOTPIOHO JTYYHUKY BIH Ma€: XOJWTH, CTOATH, OAUWTH TpaBLs, BIANPUTYBATH Bif
IpaBIlsl, aTaKyBaTH IpaBlis 3 OJM3bKOI TUCTAHI, aTaKyBaTH 3 JaJIbHBOI TUCTAHIIIT,
IIyKaTH TpaBls Ta MOMEPATH 3 TaKUMH MOYJIMBOCTSIMH BOPOT JaJIbHHOTO OO0
BHUIJIE [[IKAaBUM Ta KBaBHM.

Ha ocHoBi Bumie orosomenux motped Oyia CTBOpEeHa BIJNOBiAHA cXeMa
NOBEAIHKHU sKa OyJe MATPYHTAM Uil po3pOOJIEHHS CTaHIB Ta iX B3a€MOJII.

CxeMa moBeAiHKH Bopora OJMChKOTo 0010, peanri3oBaHa 3a JOMOMOTO0 State
Machine, onucyeTbcsi HACTYITHUM YUHOM:

Move State:

— BXix B 1e# cTaH BU3Ha4Ya€e MOYaTOK Pyxy BOpora.

— SIkmo Bopor 31TKHYBCS 31 CTIHOIO a00 BHCTYIIOM, BiH NEPEXOJUTh Y CTaH
Idle State, ne 3anuiIaeThCcs TPOTITOM 3aJaHOTO Yacy.

Idle State:

— Bopor 3ynuHseThCS Ta OUiKy€ B IIbOMY CTaHI IEBHUM 3a3HAYCHMI Yac.

Melee Attack:

— Sxuo rpaBelb 3HAXOUTHCS Y OJMMCHKINA TUCTAHIT 0 BOpPOra 1 MPU IbOMY
cran Dodge 3HaxoauThCs Ha TIepe3apsiiLi.

— SIkmio rpaBeib pi3KO BTPATHBCS 3 IMOJIA 30pYy BOpOr mepexoanTth B LOOK
for Player.

— SIxuio rpaBens po3MOYMHAE BTIKATH Bl BOPOTY ajieé BCE III€ B MOJI 30PY
BiH mepexouIuTh B ctad Range Attack.

Range Attack:

— Slkuio Bopor 3aMiHUB I'paBIs W BIH 3HAXOUATHCA Ha AUIbHINA AUCTaHILII 10

BOpoOra
— JSkmio rpaBelb BTIK 3 paaicy BHAMMOCTI Bopor mepexouars B Look for

Player.
— SIkmio rpaBelb 3HaXOUThCS OJUCHKO, BOPOT MEepeXouTh y cTan Dodge.
Dodge:
Tmyk O.10. Apk.
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— Slxmo Bopor migdirae Ha OIMCHKY JUCTAHIIIO.

Player Detected State:

— Slkmo rpaBemr 3HAXOAUTHCA B 00JACTI BUAMMOCTI BOpOra, BOPOT
NIEPEXOIUTH Y LIEH CTaH.

— Slkmo rpaBenb 3HAXOAUTHCS B Pajiyci aTakd, BOPOT aTaKye HOTO SKIIO
cran Dodge Ha mepezapsiaii.

— Slkmo rpaBenps 3HAXOIUTHCA AAJIEKO, BOPOT MEPEXOAUTh y cTraH Range
Attack.

Look for Player State:

— Komnu rpaBenb BUXOIUTh 3 30HH BUJIUMOCTI BOpOra, BOPOT MEPEXOUTh Y
LIEW CTaH.

— B meit mepios BOpor po3riasgae OTOUCHHS, HAMaralounuch 3HANTH TPaBIIsL.

— JSlkmio rpaBenb 3HAXOAMUTHCS, BOPOT TOBEpPTAEThCA N0 cTaHy Player
Detected State; B iHIIOMYy BUMaKy, BiH akTuBye Move State.

Ils State Machine moxentoe cCkiagHy TMOBEAIHKY BOpOTa, SIKa 3aJEKHUTh Bij
pI3HUX yMOB 1 diii rpaBus. Takui miaxid J03BOJISE TOYHO BU3HAYATH CTaHU Ta
nepexoau M>K HUMH, 1O MOJIETIYE PO3yMIHHA Ta YIPABIIIHHS MOBEIIHKOIO B TPl YU

1HII# crieHapii. MoxHa neperisinyTd Ha pucyHky 2.10.

Archer Enemy2
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Pucynok 2.10 - Cxema nmoBe1iHKA BOpoTra JajIbHHOT0 0010 JJ1sl peanizalii State

Machine
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2.3 CTBOpeHHSs cUCTeMHU 30epeKeHHs Ta 3aBAHTAKEHHS TaHUX

Is cucrema 30epexenHs BukopuctoBye Unity PlayerPrefs [9-10] nmns
30epexkeHHs Ta 3aBaHTakeHHs nanux y ¢popmati JSON. Ock noKIaiHUI OMUC TOTO,
SIK BOHA TIPAITIOE.

SaveManager — 1e cTaTUYHUMN KJac, SIKUA MICTUTh METOAM JJisl 30epeKEeHHS
Ta 3aBaHTaXeHHs JaHuX. Bin BukopucroBye Unity JsonUtility [11] mis cepiamizartii
Ta aecepianizailii 00'ektiB B JSON-dopmar, a motim 36epirae ix y PlayerPrefs.

Memoo Save<T>

- T: reHepuyHU TTapaMeTp, IO J03BOJISE BUKOPUCTOBYBATH IIEH METOT
U1 30epekeHHs OyIb-SIKOTO THITY JIaHUX.

- key: kirou, 3a sikum OyJie 30epexeHo aaHi y PlayerPrefs.

- saveData: naHi, siki moTpiOHO 30€perTu.

public static void Save<T>(string key, T saveData)

{
string JSONDataString = JsonUTtility. ToJson(saveData, true);

PlayerPrefs.SetString(key, JSONDataString);
}
Y umpomy wmetoai JsonUtility. ToJson(saveData, true) cepianizye o00'ext

saveData y JSON-psnok. [Tapametp true o3nauae, mo JSON Oyne BiadgopmaToBaHO
s 3pyuHocti untanHs. PlayerPrefs.SetString(key, JSONDataString) 36epirae ueit
JSON-psimok y PlayerPrefs mia 3aganum kiarodem.

Memoo Load<T>

- T: reHepudHHMi TMapamMeTp, SKUH BKa3ye THIT JaHUX, IO OyIyTh
3aBaHTAXyBaTHUCS.

- key: kirou, 3a skuM 30epiraroThest naHi y PlayerPrefs.

public static T Load<T>(string key) where T : new()

{
if (PlayerPrefs.HasKey(key))
{
string loadedString = PlayerPrefs.GetString(key);
return JsonUtility.FromJson<T>(loadedString);
}
else
return new T();
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}
VY msomy metoai PlayerPrefs. HasKey(key) mepeBipsie, un € 30epeskeHi gaHi 3a

3ajlaHuM KiaroueM. Skuio gadi icHyroTh, PlayerPrefs.GetString(key) 3aBanTaxkye
JSON-psizok 3a num ximrodem. JsonUtility. FromJson<T>(loadedString) necepiamizye
JSON-psiiok y 06'ext Tuny T 1 moBepTae #oro. SIkimo gaHuX 3a 3aJaHUM KJIOUYEM
HE ICHY€, METO/1 MoBepTae HOBUM 00'ekT Tumy T.

Ilepesacu ma Heooniku

llepesacu:

- [IpocToTa BHUKOpUCTAaHHA: CHUCTEMa JO3BOJISIE JIETKO 30epiraTd Ta
3aBaHTAXXyBaTH JIaHi.

- ['HyuKicTh: BUKOPHUCTaHHS T'E€HEPHUKIB JIO3BOJISIE 30epiraTd  Ta
3aBaHTaXXyBaTH JjaH1 OyJlb-SKOTO THILY.

- Jlerkicth y HanmamryBaHH1: Bukopuctanas JsonUtility m1o3BoJisie Jierko
cepiaizyBaTH Ta Jecepiali3yBaTH JIaHi.

Heoonixu:

- Oomexenns:  PlayerPrefs:  PlayerPrefs kpame mnigxomuts s
30€pe)KCHHS HEBEIIMKUX 00CSATIB JaHuX. J[J1g BeTukux oOcsriB JaHUX a00 CKIIaTHUX
CTPYKTYp BapTO BUKOPHUCTOBYBATH iHIII METOJM 30€peKeHHs, Hanpukiam, Ghanan
a00 0a3u naHuX.

— BincytHicTs mmdpyBaHHS: qaH1 30€piraloThCA Y BIIKPUTOMY BUTIISIIL.
JIJist 9y TIIMBUX JAHUX BapTO JOJATH IIH(PPYyBaHHS.

- Ob6mexena migrpumka tumiB: JsonUtility He miaTpumye Bci THUIU
naHuX, Taki sk cinoBHUKHU (Dictionary). [[nst mboro MOXyTh 3HAJOOUTUCS CTOPOHHI
016110TeKH, Takl sk Newtonsoft.Json.

st cucrema 30epekeHHs € MPOCTOI0 Ta €(EKTUBHOIO MJig 0a30BUX MOTPEO,
ayie JJI CKIJIQHININX 3a/1ad MOXe 3HAJOOUTUCS PO3IIUPEHHS 11 MOXKIUBOCTEH. [[7s
po31IMpeHHsT 0a30BOi CUCTEMU 30epekeHHs Oyne JA0JaHO YMCIICHHI KJIach JaHuX,
0 MpPEACTAaBISAIOTh pI3HI acCleKTH IrpoBoro crany. KoxeH 3 1UX KiaciB
cepiamizyerbest B JSON 1 30epiraerbes 3a jonomMororw SaveManager.

OCHOBHI KOMIIOHEHTH CUCTEMU 30€PEKECHHS:
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1. Ocnosnuii knac 30epexcenns (SaveManager)
public static class SaveManager
{
public static void Save<T>(string key, T saveData)
{
string JSONDataString = JsonUtility. ToJson(saveData, true);
PlayerPrefs.SetString(key, JSONDataString);

public static T Load<T>(string key) where T : new()
{
if (PlayerPrefs.HasKey(key))
{
string loadedString = PlayerPrefs.GetString(key);
return JsonUTtility.FromJson<T>(loadedString);
}
else

return new T();

}

PO?)IIII/IpeHi KJIaCH JaHUX JJIs1 36epe>KeHH51:

Knac MainSettings

[System.Serializable]

public class MainSettings

{
public bool _isFullScreen;
public int _currentQualityLevel;
public float _volumeValue;
public int _width;
public int _height;
public bool[] _isOwned;

public MainSettings()

{
_isFullScreen = true;
_volumeValue = 0.5f;
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_currentQualityLevel = 2;
_width = 1920;
_height = 1080;

}

Lleli kyac 30epira€e OCHOBHI HaJaIITYBaHHS TI'PH, TakKl SK MOBHOECKPAHHUI

pEeXKUM, PIBEHb SKOCTI, TYYHICTh, PO3/IIJIbHY 3JaTHICTh €KpaHa 1 CIIMCOK BOJIOIHb.

Knac CharaStatistic

[System.Serializable]

public class CharaStatistic

{
public int _maxFlask;
public int _currentFlask;
public float _currentHealth;
public float _maxHealth;
public float _currentMana;
public float _maxMana;

public float _currentUIt;

public CharaStatistic()

{
_maxFlask = 3;
_currentFlask = _maxFlask;
_maxMana = 100;
_maxHealth = 200;
_currentUlt = 0;
_currentMana = 0;

_currentHealth = _maxHealth;

}
Ile#i kmac 30epirae CTaTUCTUKY NEPCOHAXKA, BKIIOYAIOUYM MaKCUMAJbHY 1

MOTOYHY KUTBKICTh (JISIT, 37I0POB'sl, MaHY 1 yJIbTUMATUBHY €HEPTIIO.
[am xmacu mammx (MoneyPlayer, PlayerPos, WeaponSave, AbilitySave,
CharmsSave, TalantsSave, ItemSave, LostMoneySave, LostStatusSave, StatueSave,

CameraActivity, BossSave, DoorSave, MapSave, lIconsSave, NPCDialogues)
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aHaJIOT14HO 30epiraroTh crenudiuai acmekTH irpoBoro crtaHy. KoxkeH kiac mae
BIJIMOBIIHI MOJISL 1 KOHCTPYKTOPH JUIs 1HII1a13a1ii [IUX MOJIB.
Buxopucmanna cucmemu 36epeicenns
Posrasinemo npukiian 30epekeHHs Ta 3aBaHTAXEHHS JaHUX (IIAT JJ1d TPH.
Cmeopenns knroua 36epedxicens

private string saveKey = "flasks";

Ile Bu3Havae kiIr04, 3a SIKUM Oy yTh 30epiratucs nani B PlayerPrefs.

3asanmasicenns OanHux

Meron Load BUKOpPUCTOBY€ThCA AJIA 3aBaHTAXKEHHS JaHUX Mpo (Gisru 3
PlayerPrefs.

public void Load()
{

var data = SaveManager.Load<SaveData.CharaStatistic>(saveKey); / 3aBantaxkyemo nasi 3 PlayerPrefs
currentFlasks = data._currentFlask; // BctaHOoBII0€MO TOTOYHY KiTBKIiCTB (IIsT

maxFlasks = data._maxFlask; // BcraHOBIIOEMO MaKCHMaIIbHY KUTBKICTB (PIIsT

// Ouuiryemo Bci 300pakeHHs

for (inti=0; i < flaskGUl.images.Length; i++)

{

flaskGUI.ClearImage(i); / Buknnkaemo METO A7t OUMIICHHS 300pa)XeHHs! (QIIsAru

}

// 3anoBHIOEMO 300pa)KeHHS BIAMOBITHO JI0 KIIBKOCTI MOTOYHHX (BJIsiT
for (inti=0; i < currentFlasks; i++)

{

flaskGUI.Filllmage(i); / Bukimkaemo MeTo JUIs 3aIIOBHEHHSI 300pakeHHsT (IIsru

}

lloschenns memooy 3a6aHmadicents

- 3aBaHTaXeHHS JaHUX: BUKOPUCTOBYeTbca SaveManager.Load s
3aBaHTa-)KCHHS JaHuX 30epexeHoro o6'ekta SaveData.CharaStatistic 3 kitouem
saveKey.

- BcraHoBneHHs MNOTOYHMX 1 MaKCUMalbHUX 3HauyeHb QUsAr: JaHi

3aBaHTAXKYIOThCS 1 30epiratoTecs B 3MiHHUX currentFlasks 1 maxFlasks.
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- OunmieHHs: 300pakeHb: OYHMILYEMO BCl 300paxeHHS Gusr y
rpadgiunomy iHTepdetici (flaskGUI).

- 3anmoBHEHHS 300pa)XK€Hb: BIAMOBIAHO 10 KUIBKOCTI MOTOYHUX (HIIsr
3aII0BHIOEMO BIAMNOBIIHI 300paKeHHS.

Ompumanius 0aHux 0s 30eperceH s

Meton GetData BUKOPUCTOBYETHCS JUIsl TIATOTOBKU JAHUX 10 30€pEeKCHHS.
private SaveData.CharaStatistic GetData()
{

var data = new SaveData.CharaStatistic()

{

_currentFlask = currentFlasks, // 3anucyemo noto4ny KijbKicTh (isr

_maxFlask = maxFlasks, // 3anucyemo MakcumMaibHy KiTbKICTh (IIsIT

j

return data; // [loBepTaemMo miaroTOBICHUH 00'EKT JaHUX

}

llosicnenus memoody ompumanHs OaHUx

- CtBopennss oO'ekta CharaStatistic: cTBoproeMOo HOBUH  00'€KT
SaveData.Chara-Statistic.

— 3amMc JaHMX: BCTAHOBIIOEMO 3HadeHHS s currentFlasks Ta
maxFlasks.

— [ToBepHEHHS JAaHUX: TMOBEPTAEMO IIATOTOBICHHM O00'€KT MaHHUX JIJIS
MOJAIBIIIOTO 30€PEKEHHS.

3acanvha cmpykmypa 306epedicents ma 3a8aHmMAaANCeHHs

1. 36epeorcennsn

Komu HeoOximHO 30epertd jAaHl, BHUKJIMKAETHCS METOJ Save, SKUU

BrUKopucToBye GetData 1yt OTpUMaHHS aKTyaJIbHUX JaHUX.

public void Save()

{
SaveManager.Save(saveKey, GetData()); // 36epiraemo nasi 3a gomomoroto SaveManager
2. 3asanmaosicernns
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Koy HEOOXIHO 3aBaHTaXXKUTH JaHI, BHUKIWKaeTbca MeTon Load, skui

3aBaHTaXYye JaH1 Ta OHOBJIIOE 1HTEepdEIC BIAMOBIAHO 0 30€peKEHUX 3HAUCHb.
public void Load()
{

var data = SaveManager.Load<SaveData.CharaStatistic>(saveKey); // 3aBanTakxyemo naHi
currentFlasks = data. currentFlask; // BcraHOBII0EMO MOTOYHY KITBKICTB (IIsiT

maxFlasks = data._maxFlask; / BcraHoBII0EMO MakcHMaJIbHY KUTBKICTH (hIIsiT

// Ouunryemo Bci 300paskeHHS

for (inti=0; i < flaskGUI.images.Length; i++)

{

flaskGUI.ClearImage(i); // OunmmenHs 300paxeHb

¥

// 3anoBHIOEMO 300pakeHHS BIATIOBITHO /10 KUTBKOCTI IIOTOYHUX (DIIsiT
for (inti=0; i < currentFlasks; i++)

{
flaskGUI.Filllmage(i); / 3anoBHEeHHS 300pa’keHb

}

s cuctema no3BoJisie epeKTHUBHO 30epiraT Ta 3aBaHTAXKyBaTHU JaHl T'pH,
BukopuctoBytoun PlayerPrefs mmst 36epexxennst crany rpu y dopmari JSON. Lle
3abe3reuye 3pydHuil crioci0 30epeKeHHsI pi3HUX aCIEKTIB IrPOBOTO CTaHY, TAKUX SIK

KUIBKICTh (JISIT, CTaTUCTUKA MEPCOHAXa Ta 1HILI JaHi.

2.4  Peanizamis mporpamuoi yactunu State Mashine

Peanizamis nmporpamuoi yactunu State Machine (MmammHM CTaHiB) y Tpl €
KJIFOUOBUM €JIEMEHTOM, IO JI03BOJIIE KEpyBaTHU MOBEAIHKOIO BOPOTIB Ta IHIIHUX
NEepPCOHaXIB. BHKOpHUCTaHHS MallMHU CTaHIB Ja€ 3MOTy pPO3AUIMTH JIOTIKY
MOBEIIHKM Ha OKPEMi CTaHH, 1110 CIIPOIIY€E PO3POOKY, HAIATO/HKCHHS Ta MIATPUMKY
Koay. MairHa cTaHiB JO3BOJISIE€ YITKO BU3HAYHTH, K1 A1l HOBHHHI BUKOHYBATUCH Y
KO)KHOMY KOHKPETHOMY CTaHl, a TaKOX yMOBHM Iiepexoqy Mix craHamu. lle
3a0e3neuye OUIbII CTPYKTYpOBaHMN MiAXiA JO MNPOrpaMyBaHHSA MOBEIIHKU
NEPCOHAXIB, COPUIE MOIYJIBHOCTI KOAY Ta MOJIETIIye HOTO PO3IMIHUPEHHS HOBUMU

(GYHKITIOHATBHUMU MOKJTUBOCTSIMHU.
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VY 1boMy po37ii MU PO3MIISTHEMO JIETANIbHY peati3allilo MporpaMHoi YaCTHHH
State Machine st Bopora y rpi, BKIIOUar4u Kio4doBi kinacu EnemyStateMashine
ta EnemyState. Onucani Kjgacu AEMOHCTPYIOTh, SIK MOKHa €(DEKTUBHO KepyBaTH
PI3HHMH CTaHAMH BOPOTa Ta MEepexoaMu MikK HUMHU.

Kinac EnemyStateMashine mpusHaueHuil 11 yrpaBiiHHS CTaHaMH BOpOTa.
[{s kmacoBa CTpyKTypa peali3ye OCHOBHY JIOTIKYy MEpPEXOoy MK PI3SHUMHU CTaHAMHU
Bopora. OCHOBHI €JEMEHTHM KJacy BKJIIOYAIOTh [OTOYHUM CTaH, METOJU

1HIIlaT13amii Ta 3MIHU CTaHIB.

Bracmueicmo currentState:

public EnemyState currentState { get; private set; }

s BiacTuBicTh 30€epirae MOTOYHUN CTaH BOpora. BiacTUBICTh Ma€ TIIbKH
METOJ JOCTymy (getter) juisi 30BHINIHIX KiaciB, IO 3a0e3ledye 3aXHIICHICTH 1
KOHTPOJIb HaJ] CTAHAMM.

1. Memoo Initialize:
public void Initialize(EnemyState startingState)

{

currentState = startingState;

currentState.Enter();
}

Mertop iHimiamizalii 3a/a€ MOYaTKOBHM CTaH BOpOTa 1 BUKIMKae MeTon Enter
11b0ro cTany. Lle 103BoJIsiE BUKOHATH MOYATKOBY JIOTIKY JUISl 33JIaHOTO CTaHYy.

2. Memoo ChangeState:
public void ChangeState(EnemyState newState)
{

currentState.Exit();
currentState = newState;

currentState.Enter();
}

Meton s 3MiHM craHy. CrioyaTKy BHUKIHMKaeThCsl MeToj Exit moTouHoro

CTaHy IJis1 BUKOHAHHSA JIOT1KH BUXOAY 3 IbOI'0 CTaHy, MOTIM 3MIHIOETBCS CTaH Ha
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HOBHM, ITICJISI YOT'0 BUKJIMKAETHCSI METO1 Enter HOBOro cTany aJisi BAKOHAHHS JIOT1KH
BXOJTY.
Kinac EnemyState € 6a30BuM KjlacoM Jisl BCIX KOHKPETHUX CTaHIB BOpOra.
Bin 3a0e3meuye mabaoH i1 CTBOPEHHS KOHKPETHMX CTaHIB 3 BIANOBITHOIO
jorikoto. OCHOBHI €JIEMEHTH KJacy BKJIIOYAalOTh METOAW JJid BXOAY B CTaH,
OHOBJICHHS JIOT1KH, BUXOJTy 31 CTaHy Ta OHOBJICHHSI (DI3MYHUX BIACTHBOCTEH.
Koncmpyxmop ma memoou

1. Konempyxmop:
public EnemyState(EnemyStateMashine stateMashine, Enemy enemy, string animBoolName)

{

this.stateMashine = stateMashine;
this.enemy = enemy;

this.animBoolName = animBoolName;

}

Kouctpykrop npuiimae napamerpu stateMashine, enemy ta animBoolName 1
Himiami3ye BiAMOBiAHI moms. stateMashine — 11e mocwIaHHsS Ha CTAHKOBY MAIIIUHY
BOpOra, enemy — Ii¢ MOCWJIaHHS Ha 00'eKT Bopora, a animBoolName — 1ie Ha3Ba
OyneBoro nmapamerpa animarii [12-13].

2. Memoo Enter:
public virtual void Enter()

{

startTime = Time.time;
enemy.anim.SetBool(animBoolName, true);

DoChecks();
}

Meton Enter BuKOHYye JOTiKy, SikKa MOBHHHA OyTH BHMKOHaHa IPH BXOJl B
ctaH. Bin 30epirae yac BXo/y, akTUBY€ BIAMOBIAHY aHIMAI[ilO0 1 BUKOHYE MMOYATKOBI
nepeBipku 3a gonomororo metory DoChecks.

3. Memoo LogicUpdate:
public virtual void LogicUpdate() { }
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Meton LogicUpdate BUKOHY€E OHOBJICHHS JIOT1KH, SIKE BHUKIHMKAETHCS KOXKEH
kaap. lleit MeTton mnepeBUM3HAYAEThCAd B MOXIJHUX Kjacax Jyis  peanizaiii
crieuu(p1yHO1 JIOTIKH.

4. Memoo Exit:
public virtual void Exit()

{

enemy.anim.SetBool(animBoolName, false);
}

Meton Exit BUKOHY€E JIOTIKY, SIka TTOBUHHA OyTH BUKOHAHa IMpPU BUXOAl 31
ctany. Bin neakTuBye BiAMOBIAHY aHIMAIIITO.

5. Memoo PhysicsUpdate:
public virtual void PhysicsUpdate()

{
DoChecks();

}

Meton  PhysicsUpdate  BukimkaeTbcst  AJisi  OHOBJICHHS — (PI3UUHMX

BIIACTUBOCTEH Bopora. Bin Takox Bukiankae metox DoChecks mis mepeBipku yMOB.

6. Memoo DoChecks:
public virtual void DoChecks() { }

Meron DoChecks BukoHye pi3HI MepeBIpKd (HAMpPUKIA, YA 3HAXOIUTHCS
rpaBellb y 30HI JOCSIKHOCTI Bopora). Lleil Meros mepeBH3HAYa€ThCS B MOXIIHHUX
KJ1acax JiIsl peasnizallii cnenu@iyHux nepeBipok.

Posrnsnemo  nmeranbHMIl  mpukiad  peanizaiiii  cTaHy — Bopora, 110
BUKOPHUCTOBYEThCS Il Moro pyxy — kiac MoveState. [eli knac € 4acTUHOIO
CHUCTEMHU MAallIUH CTaHIB, fIKa KepPy€e MOBEIIHKOIO BOpora y rpi. TakoX po3risiHeMO
noxinuui knac E9 MoveState, sikuil cnemiamizyeTbCsi isi KOHKPETHOI'O THITY
Bopora — EnemyAssassin.

Knac MoveState

Knac MoveState nacninye Bim 6a3oBoro kinacy EnemyState 1 gogae joriky

JUTSl TIEPEBIPKU CTaHy BOpora mij 4ac pyxy. Llel kiac TakoX MIiCTUTh METOIH IS
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BXOJly B CTaH, BHXOAY 3 HBHOT'O, OHOBJICHHS JIOTIKA 1 (PI3UYHUX BIACTUBOCTEH
BOpOTa.

Onuc memooig knacy MoveState

public class MoveState : EnemyState

{ protected D_MoveState stateData;
protected bool isDetectingWall;
protected bool isDetectingLedge;
protected bool isPlayeriInMinAgroRange;
protected bool isPlayerinMaxAgroRange;

public MoveState(EnemyStateMashine stateMashine, Enemy enemy, string animBoolName,
D_MoveState stateData) : base(stateMashine, enemy, animBoolName)

{ this.stateData = stateData; }

o Koncmpykmop: iHIIIANI3ye CTAHOBY MallMHy, OO0'€KT Bopora Ta
aHiMalliiiny 3miHHy. [Ipuitmae nogatkoBuit mapameTp stateData, sikuit MICTUTB JaH1
PO CTaH.

public override void DoChecks()

{ base.DoChecks();
isPlayerInMaxAgroRange = enemy.CheckPlayerInMaxAgroRange();
isDetectingLedge = enemy.IsGroundDetected();

isDetectingWall = enemy.IsWallDetected();
isPlayerinMinAgroRange = enemy.CheckPlayerinMinAgroRange(); }

o Memoo DoChecks: Buxnukae 06a3zoBuii meton DoChecks 1 BukoHye
NEepPeBIpKM, YU BOPOr BUSBUB CTiIHY, Kpail miuaTtdgopmu abo rpaBUsi Yy 30HAX

MIHIMaJIbHOT Ta MAKCUMAJILHOI arpecii.
public override void Enter()
{ base.Enter();

enemy.SetVelocityEnemy(stateData.movementSpeed); }
e Memoo Enter: Buxkinnkae 0a3oBuii MeToa Enter 1 BCTAaHOBIIIOE IMIBHIKICTH

BOpora Juid o4aTky pyxy.
public override void Exit()

{ base.Exit(); }
o Memoo Exit: Bukiiukae 0a3oBuil meton Exit, jorika 3aBepuieHHsI CTaHy

TYT BIZICYTHS, aje i1 MOJKHa JJ0JIaTH 32 HEOOX1THOCTI.
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public override void LogicUpdate()
{ base.LogicUpdate(); }

e Memoo LogicUpdate: Buxknukae 6a3zoBuii Meton LogicUpdate, B sikomy
MOJKHA JTOJATH CIIeIH(IYHY JIOTIKY ISl OHOBJICHHS CTaHY.

public override void PhysicsUpdate()
{ base.PhysicsUpdate(); }

e Memoo PhysicsUpdate: Buxnukae OazoBuii Meton PhysicsUpdate, ne
MOXKHA J0aTH (pi3UUHI IEPEBIPKH.

Knac E9 MoveState

Kiac E9 MoveState cnemianizyerscs 1uist Bopora tuiy EnemyAssassin. Bin
Haciiaye MoveState Ta qonae crieriudivHy JOTIKY JJis IbOTO THITY BOpOra.

Onuc memodies knacy E9 MoveState

public class E9_MoveState : MoveState

{ private EnemyAssassin enemyAssassin;

public E9_MoveState(EnemyStateMashine stateMashine, Enemy enemy, string animBoolName,
D_MoveState stateData, EnemyAssassin enemyAssassin) : base(stateMashine, enemy, animBoolName,
stateData)

{ this.enemyAssassin = enemyAssassin;  }

o Koncmpyxkmop: ycnankoBye 0a30BUii KOHCTpyKTOp MoveState i momae
napaMeTp enemyAssassin, KUl 30epiraerbcsi Jjisi BUKOPUCTAHHS y crieuu(iuHin
JIOT1II.

public override void DoChecks()
{ base.DoChecks(); }

e Memoo DoChecks: Bukmukae O6azoBuii merong DoChecks. ¥V pasi

HEOOX1THOCT1 MOKHA J10JIaTH JTOJATKOBI MEPEBIpKU JIJIsi enemyAssassin.

public override void Enter()

{ base.Enter(); }

o Memoo Enter: Buknukae 6a3oBuii metoj; Enter. Moxke OyTu po3mmpeHuii

crienn(19HOIO JIOTIKOIO JIJIsi enemyAssassin.
public override void Exit()

{ base.Exit(); }

o Memoo Exit: Buknukae 06azoBuil meton Exit. Moxe OyTu po3mmpeHuit

cnienuivHOIO JIOTIKOO JIJIsi enemyAssassin.
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public override void LogicUpdate() {
base.LogicUpdate();
if (isPlayerInMinAgroRange)
{ stateMashine.ChangeState(enemyAssassin.playerDetectedState); }
else if (isDetectingWall || lisDetectingLedge)
{ enemyAssassin.idleState.SetFlipAfterldle(true);
stateMashine.ChangeState(enemyAssassin.idleState); }

}

e Memoo LogicUpdate: Buknukae 06azoBuit Meron LogicUpdate. Jlomae
JIOTIKY JJIsl TIEPEBIPKH, YU 3HAXOJUTHCS TpaBellb y 30H1 MiHIMaIbHOT arpecii. Skino
Tak, 3MiHIO€ cTaH Ha playerDetectedState. fAkmio Bopor HarpanuB Ha CTIHY a0o

JOCSIT Kpato miatgpopmu, 3MiHIO€e cTaH Ha idleState.
public override void PhysicsUpdate()

{
base.PhysicsUpdate();

}
e Memoo PhysicsUpdate: Buknukae 6a3zoBuii Mmetos PhysicsUpdate. ¥V pa3si

HEOOX1THOCTI MOXHA J0JaTH J0JATKOBY (13UYHY JIOTIKY.

Bukopucmanns xknacis

Ili kjmacu NEMOHCTPYIOTh, SK MOXHA OpPraHi3yBaTH CKIJIAJIHY TOBEIIHKY
BOPOTIB Yy I'pl 3a JIOTIOMOT'OK) MaIllMHU CTaHiB. BukopucTtanHs 6a30BHX 1 MOXITHUX
KJIACiB JI03BOJISIE CTBOPIOBATH MOJYJIbHHM, JIETKO PO3MIUPIOBAHUIN KO/, SIKU MOXKHA
aJanTyBaTH JUIsl PI3HUX TUITIB BOPOTIB 1 TOBEIHKH.

Take cTpyKTypyBaHHsI JomomMarae 3a0€3MeUuTH BUCOKY YUTA0EIbHICTh KOMY,
JIETKICTh MOT0 MIATPUMKHU 1 MOXJIMBICTH TIOBTOPHOTO BUKOPUCTAaHHS. B pe3ynbrari,
MOXXHA JIETKO J0JaBaTh HOBI CTaHM ab0 3MIHIOBATH ICHYIOYi, HE MOPYIIYIOYH
3arajbHy apXiTEKTypy CHCTEMHU.

Knac Entity € 06a3oBuM st BCIX CYTHOCTEH y Tpl 1 MICTUTh 3araljibHi
BJIACTUBOCTI T4 METOJIH, K1 MOXKYTbh OyTH BUKOPHUCTAHI B PI3HUX TUIAX CYyTHOCTEH.

OcHoBHa (QyHKIIOHAJIBHICTh I[LOTO KJIACY BKIIOYAE:

1. Ilepegipku 3imKHenb 3 IPYHMOM Ma CMIHAMU.
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o Meroau IsGroundDetected() Ta IsWallDetected() BUKOPHCTOBYIOThCS
JUTSI BA3HAYEHHS YU 3HAXOJIUTHCS CYTHICTh HA TPYHTI Ta UM € MEPEIIKO/Ia IMepe] Heto
[14-15].

2. Jlocika 8i0onosioi Ha OMPUMAHHSL YPOHY .

o Meroqgu DamageEffect() Tta HitKnockback() BignmoBizaroTh 3a

BIITBOPEHHST aHIMaIlli BAapy Ta peanizamito edeKTy BiI yaapy, TaKoro SK

BIJIKWIaHHA.
3.  Kepysanua enacmugocmamu Qisuxu cymmocmi.
o Metonu SetVelocity() Ta ZeroVelocity() BHUKOPHUCTOBYIOTBHCS ISt

KEepyBaHHs IIBUJKICTIO CYTHOCTI Ta 3yIUHKH ii pyXy.

Kinac Enemy nacnigyetscs Bin Entity 1 po3mumproe #Horo (pyHKUIOHAN i
KOHKPETHOTO THUITy CYTHOCTI - Bopora. BiH MICTUTh J10JaTKOB1 BJIACTMBOCTI Ta
MeTou, crienudidHi 11st BOpora, Taki siK:

1. Mawiuny cmanie 0ns Kepy8aHHs NOBEOIHKOK 80P0O2A.

o [Tone stateMashine Tta wmetomu Update() Ta FixedUpdate()
BUKOPHUCTOBYIOTHCS /711 BU3HAYCHHSI Ta BUKOHAHHS TTOTOYHOTO CTaHy BOpOTa.

2. Jloziky sussneHHs epasysi:

o Metonu CheckPlayerInMinAgroRange(), CheckPlayerInMaxAgro-
Range() Ta iHIIII BUKOPUCTOBYIOTHCS JJIsi BHSIBJICHHS TPABIlsl Ta BUSHAUCHHS CTaHY
BOpOTa B 3aJICKHOCTI BiJl BI/ICTaH1 0 TpaBIIsl.

3. Memoou ons 6cmanosnenHs: WeUOKOCMI 8opo2a.

o Metomu SetVelocityEnemy(float velocity), SetVelocityEnemy(int
direction, float velocity) ta SetVelocityEnemy(float velocity, Vector2 angle, int
direction) BCTaHOBJIIOIOTH IIBUAKICTH PYyXy BOpora BIANOBIIHO JI0 3aJlaHUX
napameTpiB. BoHM BUKOPUCTOBYIOTHCS JUIsl KEPYBaHHS PYXOM BOpOTa y PI3HUX

CUTYyaIlisiX, TAKUX K pyX BIEpe.l, Ha3a]l ado M1 KyTOM.

2.5 Posrasaa craniB aia State Mashine
VYV mift kBamidikaiiiiHiii  poboTi peamizaiis cra”iB ana State Machine €

BAKJIMBUM KOMIIOHEHTOM, SIKMM BH3HAa4ya€ Ta Kepye€ PI3HOMAHITHHUMH CTaHaMH
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cuctemu. Buxopucranns State Machine no3Bonsie opranizyBaTH (YHKIITIOHAT

CHUCTCMH MNIIAXOM pOBI[iJ'ICHHSI WOro Ha OerMi CTaHM Ta BHU3HAYCHHA YMOB

nepexoay Mixk HUMHU. Lle cripusie 3po3yMuI0CTI, JErKOCTI PO3pOOKH, PO3YyMIHHS Ta

HaJIaroaXC¢HHsi1 CUCTCMHU.

Hapasi npoBeaeTbcsi neTaqbHUN aHaNI3 Ta peajizallis NpOrpaMHOi YaCTHHH

crauiB juis State Machine. Po3rimsinarorecss KIIFOYOBI KJIacH Ta iX B3aeEMOIiS 3

BUKOPUCTAHHSAM CY4YaCHUX TIAXOJIB JO TMpOTpaMyBaHHA, SIKI CHOPSAMOBaHI Ha

MIJBUIICHHS €PEKTUBHOCTI Ta HaAIMHOCTI cuctemMu. Onucani METOAN Ta MPUHOMU

JEMOHCTPYIOTh, SK NUISXOM peai3allii CTaHiB MOXKHa OINTHUMI3yBaTH pOOOTY

nporpaMHoro 3a0e3nedeHHs, 3a0e3Neuyloyn WOoro cTaOulbHICTh Ta THYYKICTh Y

3MIHHMX YMOBax ekcrutyaratii. Bcboro 0yso HamnucaHo 25 cTaHiB 151 BOPOTIB:

1. IdleState: ctan 0e3misIBHOCTI, KOJIM BOPOT HE PYyXA€ThCS.

2 MoveState: ctan pyxy, KOJIU BOPOT MEPEMIITYETHCS IO KapTi.

3 PlayerDetectedState: cran, Ko BOpOT BUSBIISIE TPABIIS.

4. ChargeState: cran aTaku, KO BOPOT KUAA€THCS HA TPABIIS.

5 StunState: ctan oryymieHHs, KOJIA BOPOT HE MOXKE PyXaTHCH.

6 StrongMeleeAttack: cTan cuibHOT OIMKHBOT aTAKH.

7. RangeTripleTargetAttackState: cran aTaku Ha TPbOX ILiJIEH 3 JaIbHBOT
BiJICTaHI.

8. RangeTargetAttackState: cran araku Ha OOHY IiIb 3 JaJdbHBOT
BIJICTaHI.

9. RangeAttackState: 3aranpHuii cTaH aTaku 3 JaNbHBOI BiJACTaHI.

10. MeleeAttackState: 3aranpHuii cTaH OJIMIKHBOT aTaKH.

11.  LookForPlayerState: cran momyky rpaBIis.

12.  LazerAttackState: cran ataku J1azepom.

13.  JumpAttackState: ctan araku CTpHOKOM.

14.  JumpAttackDone: cTan 3aBepiieHHS aTakh CTPHOKOM.

15.  DodgeState: cran yxujieHHS BiJl aTaKH.

16.  DebafState: ctan koiu BOpOr OTpUMY€E HETaTUBHI CPEKTH.

17.  DeathState: cran cmepTi.
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18.  DashState: cran puBka.

19. DangleState: cran 60BTaHHS Ha MOTY3II.

20.  BossShieldState: cran 3axucHoro muTa 60ca.

21. BossRollState: cran nepekumanus 6oca.

22.  BossRolllsOverState: cran 3aBepiiieHHs epeKuaaHHs Ooca.

23. BackTeleportState: ctan TenenopTariii 3a CIIHY TpaBIIs.

24.  AttackState: 3aranbHuii CTaH aTaky.

25.  AppearenceState: craH mosiBu Ha KapTi.

Byzae neranpHO po3risiHyTO POOOTY ACSKUX 3 WX CTaHiB, 30kpema: ldleState,
MoveState, PlayerDetectedState, AttackState, MeleeAttackState, RangeAttackState.

JleTanbHuUiA po3TJIsij] CTaHIB

MoveState (Ctan pyxy)

public class MoveState : EnemyState

{ protected D_MoveState stateData;
protected bool isDetectingWall;
protected bool isDetectingLedge;
protected bool isPlayerInMinAgroRange;
protected bool isPlayerlnMaxAgroRange;

public MoveState(EnemyStateMashine stateMashine, Enemy enemy, string animBoolName,
D_MoveState stateData) : base(stateMashine, enemy, animBoolName)

{ this.stateData = stateData; }
Ieit cran BiAmoBigae 3a pyx Bopora. Bin 30epirae naHi nmpo Te, YU BUSBIISE

Bopor ctiny abo Buctym (isDetectingWall, isDetectingLedge).
public override void DoChecks()
{ base.DoChecks();
isPlayerInMaxAgroRange = enemy.CheckPlayerInMaxAgroRange();
isDetectingLedge = enemy.lsGroundDetected();
isDetectingWall = enemy.IsWallDetected();
isPlayerinMinAgroRange = enemy.CheckPlayerinMinAgroRange(); }

[lin gac mepeBipOK BIH BHUKOPHUCTOBYE METOAW BOpOTra I MEPEBIPKH

OTOYCHHS 1 3HAXO[KEHHS I'PaBIIsl.
public override void Enter()

{ base.Enter();
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enemy.SetVelocityEnemy(stateData.movementSpeed); }
[Ipu Bxoxl B CTaH, BCTAHOBJIIOETHCS IIBHUAKICTH BOPOTAa Ha OCHOBI JaHUX 31
ckpunty D_MoveState.

IdleState (Ctan 6e3ais1bHOCTI)
public class IdleState : EnemyState
{
protected D_IdleState stateData;
protected bool flipAfteridle;
protected float idleTime;
protected bool isldleTimeOver;
protected bool isPlayerinMinAgroRange;
protected bool isPlayerinMaxAgroRange;
protected bool performCloseRangeAction;

public ldleState(EnemyStateMashine stateMashine, Enemy enemy, string animBoolName, D_ldleState
stateData) : base(stateMashine, enemy, animBoolName)

{ this.stateData = stateData; }

public override void DoChecks()

{ base.DoChecks();
isPlayerInMinAgroRange = enemy.CheckPlayerinMinAgroRange();
isPlayerinMaxAgroRange = enemy.CheckPlayerinMaxAgroRange();

performCloseRangeAction = enemy.CheckPlayerInCloseRangeAction(); }
Ileit cran BiamoBimae 3a OE3MIsUIBHICT, Bopora. Bin 30epirae Takimep
oesmisuibHOCTI  (idleTime) 1 BHUIIAgKOBMM YHMHOM BCTAHOBIIOE HOBHM Yac

Oe3nisuTbHOCTI 3a Jormomororo Meroay SetRandomldleTime.
public override void Enter()
{ base.Enter();
enemy.SetVelocityEnemy(0f);
isldleTimeOver = false;
SetRandomldleTime(); }

public override void Exit()

{
base.Exit();
if (flipAfterldle)
{ enemy.Flip(); }
}
public override void LogicUpdate()
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{ base.LogicUpdate();
if (Time.time > startTime + idleTime)
{ isldleTimeOver = true; } }
public void SetFlipAfterldle(bool flip)
{ flipAfterldle = flip; }
public void SetRandomldleTime()

{ idleTime = Random.Range(stateData.minldleTime,stateData.maxldleTime); }
Bopor moxke nepeBepraTucs micis Buxoay 3 mporo crany (flipAfterldle). ITig

yac MEPEeBIPOK CTaH BUKOPHUCTOBYE METOJM BOpOra JJisi BHU3HAUYCHHS OJU3BKOCTI
TpaBIIs.

PlayerDetectedState (Ctan BUsIBICHHS T'paBIIs)
public class PlayerDetectedState : EnemyState
{ protected D_PlayerDetected stateData;

protected bool isPlayerInMinAgroRange;

protected bool isPlayerinMaxAgroRange;

protected bool performLongRangeAction;

protected bool performCloseRangeAction;

protected bool performStrongAttackRangeAction;

protected bool isDetectingLedge;

public PlayerDetectedState(EnemyStateMashine stateMashine, Enemy enemy, string animBoolName,
D_PlayerDetected stateData) : base(stateMashine, enemy, animBoolName)

{ this.stateData = stateData; }
Ileit cran BiAMOBiZa€e 3a MOBEAIHKY BOpOra, KOJIW BiH BUSBISE rpaBis. Bin

30epirae JaHi nNpo Te, YU rpaBellb 3HAXOJIUTHCS B MEXaX JOCSKHOCTI IS PI3HUX
THITIB aTak.
public override void DoChecks()
{ base.DoChecks();
isPlayerInMinAgroRange = enemy.CheckPlayerInMinAgroRange();
isPlayerinMaxAgroRange = enemy.CheckPlayerinMaxAgroRange();
isDetectingLedge = enemy.IsGroundDetected();
performCloseRangeAction = enemy.CheckPlayerinCloseRangeAction(); }
public override void Enter()
{ base.Enter();
enemy.rb.bodyType = RigidbodyType2D.Dynamic;
enemy.SetVelocityEnemy(0f);

performLongRangeAction = false; }
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public override void LogicUpdate()
{ base.LogicUpdate();
if(Time.time >= startTime + stateData.longRangeActionTime)

{ performLongRangeAction = true; }

}

[Micns BCTaHOBJICHOTO qacy 3aIyCKa€ThCS TaTbHSI aTaka
(longRangeActionTime). ITig 9ac mepeBipoOK BHUKOPHUCTOBYIOTHCS METOIU BOpOTa
TS BA3HAYCHHS OTOYCHHS Ta CTaHy aTaKH.

AttackState (bazoBuii kjac 115t CTaHIB aTaKH)
public class AttackState : EnemyState
{ protected Transform attackPosition;

protected bool isAnimationFinished;

protected bool isPlayerInMinAgroRange;

protected bool strongAttackCoolwodn;

protected bool performCloseRangeAction;

public AttackState(EnemyStateMashine stateMashine, Enemy enemy, string animBoolName, Transform
attackPosition) : base(stateMashine, enemy, animBoolName)

{ this.attackPosition = attackPosition; }
public override void DoChecks()
{ base.DoChecks();
performCloseRangeAction = enemy.CheckPlayerInCloseRangeAction();

isPlayerInMinAgroRange = enemy.CheckPlayerinMinAgroRange(); }
Ileit kmac € OCHOBOW /IS IHIIMX KJIAaciB CTaHIB aTakh. BiH 30epirae
nocwiaHHs Ha Touky araku (attackPosition) 1 cran adimamii  araku
(isAnimationFinished). Bin mepeBipsie, 4n TpaBellb 3HAXOIUTHCSA MOOIHM3Y JUIS

ommxubo1 aTaku (isPlayerInMinAgroRange).
public override void Enter()
{ base.Enter();
enemy.atsm.attackState = this;
isAnimationFinished = false;
enemy.SetVelocityEnemy(0f); }
Bipryaneni pynkiii TriggerAttack ta FinishAttack peanizyrorbcst B Jo4dipHiX
KJIacax JUisl KOHKPETHOI MOBEIHKHU aTaKH.

public virtual void TriggerAttack()

{ }
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public virtual void FinishAttack()

{ isAnimationFinished = true; }}

MeleeAttackState (Cran O6auKHBOT aTaku)
public class MeleeAttackState : AttackState
{ protected D_MeleeAttack stateData;

protected AttackDetails attackDetails;

public MeleeAttackState(EnemyStateMashine stateMashine, Enemy enemy, string animBoolName,
Transform attackPosition,D_MeleeAttack stateData ) : base(stateMashine, enemy, animBoolName, attackPosition)

{ this.stateData = stateData; }

public override void Enter()

{ base.Enter();
enemy.rb.bodyType = RigidbodyType2D.Dynamic;
attackDetails.damageAmount = stateData.attackDamage;

attackDetails.position = enemy.rb.transform.position; }
[leit cran BiamoBigae 3a ONMXKHIO aTaky Bopora. BiH BUKOPHCTOBYE jJaH1 3i
ckpunty D_MeleeAttack mns BusHauenHns paniyca arakm (attackRadius) Ta cumm

araku (attackDamage).
public override void TriggerAttack()

{base.TriggerAttack();Collider2D[]detectedObjects= Physics2D.OverlapCircleAll(attackPosition.position,
stateData.attackRadius, stateData.whatlsPlayer);  foreach (Collider2D collider in detectedObjects) {

PlayerStats target = collider.GetComponent<PlayerStats>(); enemy.stats.DoDamage(target);  }
Bopor 3aBnae mikoau rpaBIsiM y Mexax pajilyca aTak MijJ] Yac BUKOHAHHS
animarrii araku (TriggerAttack).

RangeAttackState (Ctan nanbHbOi aTaku)
public class RangeAttackState : AttackState
{ protected D_RangeAttackState stateData;

protected GameObject projectile;

protected Projectile projectileScript;

protected bool isPlayerinMaxAgroRange;

public RangeAttackState(EnemyStateMashine stateMashine, Enemy enemy, string animBoolName,
Transform attackPosition, D_RangeAttackState stateData) : base(stateMashine, enemy, animBoolName,
attackPosition)

{ this.stateData = stateData; }
public override void DoChecks()
{ base.DoChecks();
isPlayerinMaxAgroRange = enemy.CheckPlayerInMaxAgroRange(); }
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Ileti cTan BiAMOBiZAa€E 3a JNaidbHIO aTaky Bopora. BiH BUKOpUCTOBYE NaHi 3i
ckpunnty D RangeAttackState nns orpumanHs cHapsna (projectile), MIBHAKOCTI
cHapsaa (projectileSpeed), Bimcrani monsoTy cHapsina (projectileTravelDistance) Ta

roro mkoau (projectileDamage).
public override void TriggerAttack()
{ base.TriggerAttack();

projectile = GameObject.Instantiate(stateData.projectile, attackPosition.position,
attackPosition.rotation);

projectileScript = projectile.GetComponent<Projectile>();

projectileScript.FireProjectile(stateData.projectileSpeed, stateData.projectileTravelDistance,
stateData.projectileDamage);

}
¥

Bopor cTpinsie cHapsmoM y HampsIMKy TpaBIls MiJ 4ac BUKOHAHHS aHIMaIlli
ataku (TriggerAttack).

Cxkpunmu 3 oanumu cmanis (Data ScriptableObjects)

- D_MoveState: MicTUTh AaH1 PO CTaH PyXYy, TaKl K HMIBUIKICTh PYyXY
BOpOTa.

- D IdleState: wmictuTh maHi TPO CTaH OE3MISIBHOCTI, Takl $K
MIHIMaJILHUHA Ta MaKCUMAaJIbHUI Yac O€311sUIbHOCTI.

- D PlayerDetected: MicTUTB JaH1 PO CTaH BUSBIICHHS IpaBLid, 30KpemMa
4ac, MCIs SKOTO BOPOT 31MCHIOE JATBHIO aTaKy.

- D MeleeAttack: micTuTh JaHi Npo CcTaH OJMKHBOI aTaKd, TakKl SK
paaiyc ypaKeHHs, CHJjla aTaKy Ta IIap, 1110 BU3HAYAE, 0 BBAXKAETHCS TPABIIEM.

- D RangeAttackState: MmicTuTh naHi Mpo CTaH AANbHBOI aTaKH, TaKi K
00'eKT CHapsiIa, HOTo CHITY MOITKOKCHHS, IIBUAKICTh Ta TaJIbHICTD MOTBOTY.

llepesazu uxopucmanHs yux cKpunmis:

- Hanawmyeanna nogedinku 6opoea. B MOXETE 3MIHIOBATH 3HAYCHHSI
ux 3MiHHUX B 1iHcHekTopi Unity, 00 HajamTyBaTH MBUAKICTh PyXY, CUIY aTaku
TOIIIO.

- Po3z'eonanns oanux 6io kody: 11 CKPUIITH T03BOJISIIOTH 3MIHIOBATH JIaHI

cTaHiB 0€3 HeOOX1THOCTI 3MIHIOBATH KOJ{ CTAaHIB.
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- llokpawena yumabenvricme KOOY. KOJI CTaHIB CTa€ OUIBII

yuTa0eIbHUM, OCKUIBKH JIOT1KA MOBEAIHKU YITKO BIJJOKpEMJICHA BijJ KOAY CTaHIB.

2.6 HanamryBaHHs aHiMaTopa Ta Bopora

byae posrasayro kmac EnemyAssassin, 1o BiAmoBigae 3a yHpaBIiHHS
MOBEIHKOI0O BOPOXKOTO acacWHa Yy Bimeorpi. Kiac BiAmoBimae 3a HaJIEKHY
KOOpJAMHAIIIIO aHIMaIlli Ta i Bopora B Tpi, 3a0e3Medyrodyd IIJIaBHUM Ta
peaicCTUYHUNA redMIuied. ¥ 1boMy KOHTEKCTI OyJie PO3IJISHYTO SIK IMOJs, METOMH,
TakK 1 3B'A30K KJIACy 3 PEIITOI0 CUCTEMHU YMPABIIHHS TPOIO Ta TpaigyHUM JBUTYHOM
Unity.

VY HaBeneHOMy KoJI omucyeTbes kinac EnemyAsassin, sSIKMil Hacligye BiA
6azoBoro kiacy Enemy. Ileii kmac Bu3Ha4yae TOBEAIHKY BOpora B Ipi,
BUKOPHUCTOBYIOUH Pi3HI CTAHU JJIs KEpYBaHHS MOT0 aHIMAIlIsIMU Ta JIOT1KOIO.

1. Ozonowenns cmanie ma OaHUX:

o Knac EnemyAsassin orosoniye mpuBaTHI Ta TyOnmiyHI 3MiHHI ISt

pI3HHX CTaHIB Bopora, Takux sk idleState, moveState, deathState Tomo.
public class EnemyAsassin : Enemy
{ protected Player player;
public E9_IdleState idleState { get; private set; }
public E9_DeathState deathState { get; private set; }
public E9_DodgeState dodgeState { get; private set; }
public E9_LookForPlayerState lookForPlayerState { get; private set; }
public E9_MeleeAttackState meleeAttackState { get; private set; }

o Takok OrosomyrThCS 3MIHHI JJ1s 30€piraHHs JaHUX [UX CTaHIB, TaKi

sk 1dleStateData, moveStateData Tomo.
[SerializeField] private D_ldleState idleStateData;
[SerializeField] private D_MoveState moveStateData;
[SerializeField] private D_PlayerDetected playerDetectedData;
[SerializeField] private D_LookForPlayer lookForPlayerData;
[SerializeField] private D_MeleeAttack meleeAttackData;

2. Memoo Start:

o B meToni Start Bukimkaerscst 6azoBuit Mmeton Start kiracy Enemy.
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o [HimanizyeTscst 3MiHHA player, sika 3HaxonuTh 00'ekT TuUmy Player B

CIICHI.
protected override void Start()
{ base.Start();
player = Transform.FindAnyObjectByType<Player>();
moveState = new E9_MoveState(stateMashine, this, "move", moveStateData, this);
idleState = new E9_ldleState(stateMashine, this, "idle", idleStateData, this);

playerDetectedState = new E9 PlayerDetectedState(stateMashine,  this, "playerDetected",
playerDetectedData, this);

meleeAttackState = new E9_MeleeAttackState(stateMashine, this, "meleeAttackOne"”, attackCheck,
meleeAttackData, this);

lookForPlayerState = new  E9_LookForPlayerState(stateMashine,  this,  "lookForPlayer",
lookForPlayerData, this);

deathState = new E9_DeathState(stateMashine, this, "death"”, deathStateData,this);

stateMashine.Initialize(dangeState);

o [Himiami3yroTbes BCl CTaHM BOpOra 3a JIOIOMOTOKO  BIJIOBITHUX
KoHcTpykTOpiB. Hampukian, moveState = new E9 MoveState(stateMashine, this,
"move", moveStateData, this);.

o B kiHIl MeTomy 1HIIIAMI3y€ThCs MalllMHA CTaHIB, BCTAHOBIIIOIOYU

novaTkoBuii ctaH (dangeState).
protected override void FixedUpdate()
{ base.FixedUpdate();
CheckDamageAndVisibility();

if (stats.currentHealth <= 0)

{
stateMashine.ChangeState(deathState); }

}
3. Memoo FixedUpdate:
o B mpomy wmeromi, kpiMm Bukiuky 0azoBoro meroxy FixedUpdate,
NEPEBIPSAETHCS CTaH 3I0POB'St Bopora. SIKIo 370pOB's TOPIBHIOE HYJIIO a00 MEHIIIE,

MallliHa CTaHIB MepexoauTh y ctaH deathState.

private void CheckDamageAndVisibility()
{ if (stats.damaged && !CheckPlayerInMaxAgroRange())

{ stateMashine.ChangeState(lookForPlayerState);
stats.damaged = false; }
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}

4. Memoo CheckDamageAndVisibility:

o Mertop niepeBipsie, Y4 OTpUMaB BOPOT YIIKOKEeHHs (stats.damaged) 1

YU 3HAXOJUThCA TpaBelb B 30H1 arpecii. SIKII0 BOpPOr OTpUMAaB YIIKOJKEHHS 1

rpaBellb HE B 30H1 arpecii, ManuHa cTaHiB nepexoauth y ctan lookForPlayerState.

protected override void OnDrawGizmos()

{ base.OnDrawGizmos();

Gizmos.DrawWireSphere(attackCheck.position, attackCheckRadius);

Gizmos.DrawLine(playerUnderCheck.position, playerUnderCheck.position + (Vector3)(Vector2.down

* checkPlayerUnderDistance)); }
}

5. Memoo OnDrawGizmos:

o B nibomy meToi BimoOpakatoThCs Bi3yalbHI MiAKAa3KK JUIS 30HU aTaku

Ta NEPEBIPKU HASBHOCTI IPABIIS M1 BOPOTOM.

B3zaemoois 3 animamopom

Koxen cran Bopora

(manmpukian, E9 MoveState,

E9 IdleState,

E9 MeleeAttackState) nacmigye BiAMOBIAHUI 0a30BUN CTaH 1 Mae METOAU IS

KepyBaHHS aHIMAIIISIMHU.

Meton Enter: Bukiukaerbcsi mpu BXOAlI B CTaH 1 aKTUBYE BIANOBIIHY

aHIMAIIiIO 3a JOIMIOMOT0I0 aHIMaTOpa, HAIPHUKIAI;

public override void Enter()

{
base.Enter();

enemy.anim.SetBool(animBoolName, true);

}

Meton Exit: BuximkaeTbcsi pu BUXOJ1 31 CTaHy 1 JICGAKTHBYE aHIMAIIIIO,

HaIPUKIIAI:

public override void Exit()

{
base.Exit();

enemy.anim.SetBool(animBoolName, false);

}
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Meton LogicUpdate: Bukonye noriky cTaHy, HampuKIaj, MepeBipsie yMOBU

JUISl IEPEXO0/ly 10 1IHIIMX CTaHIB 1 KEpY€ aHIMALISIMU BIJMIOBITHO.

[Tpuknaay BUKOPUCTaHHS aHIMATOpa y CTaHaX
E9_MeleeAttackState

public class E9_MeleeAttackState : AttackState
{

// 1HII1 3MIiHHI 1 METOIHA

public override void TriggerAttack()

{
base.TriggerAttack();

enemy.anim.SetTrigger("meleeAttack™);

// norika araku

public override void FinishAttack()

{
base.FinishAttack();

enemy.anim.SetBool(animBoolName, false);

}

VY mpomy crani meton TriggerAttack BUKIIMKae aHIMallll0 aTakh, a METO]

FinishAttack Bu3Hauae, Konmm aTtaka 3aBEpIICHA 1 KOJH CIiJ MEPEHTH IO IHIIOTO

CTaHy.

E9 DeathState
public class E9_DeathState : EnemyState

{

// 1HII1 3MIHHI 1 METOIHA

public override void Enter()
{
base.Enter();

enemy.anim.SetBool("isDead", true);

}
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public override void Exit()

{
base.Exit();

enemy.anim.SetBool("isDead", false);

}
Y upomy crani Meron Enter BcTaHOBIIOE€ aHiMarlito cMepTi, a meron Exit

OYHIIA€ CTaH.
[lepeBaru pboro migxomy

Ile#i migxid MO3BOJIAE CTBOPUTH THYYKY Ta MOIYJIBHY CTPYKTYpY VIS
KEpyBaHHS PI3HUMH CTaHAMHU BOpOra Ta HOro a”iMallisiMU, 110 MOJIETIIy€e PO3pOOKyY

1 TECTYBAHHSI IrPOBOI JIOTIKH.
[Ipukiman inHiiamizanii cTaHiB

public E9_MoveState moveState { get; private set; }

void Start()

{ moveState = new E9_MoveState(stateMachine, this, "move", moveStateData, this);
// iHimiamizamis iHIINX CTaHIB }

public class E9_MoveState : MoveState

{ private EnemyAsassin enemyAsassin;

public E9 MoveState(EnemyStateMachine stateMachine, Enemy enemy, string animBoolName,
D_MoveState stateData, EnemyAsassin enemyAsassin) : base(stateMachine, enemy, animBoolName, stateData)

{ this.enemyAsassin = enemyAsassin; }
}public class MoveState : EnemyState
{

protected D_MoveState stateData;

public MoveState(EnemyStateMachine  stateMachine, Enemy enemy, string animBoolName,
D_MoveState stateData) : base(stateMachine, enemy, animBoolName)

{ this.stateData = stateData; }

OcCK1JIbKM BUKOPUCTAHO KOHCTPYKTOP AJIA 1HiI[lani3alli CTaHiB, HAaM HaBITh HE
NOTPiOHO HIYOTO TOAATKOBO orojiomryBatu. [Ipocto mijcTaBisioun Ha3By aHiMarlii
B KOHCTPYKTOPi, MU aBTOMaTUYHO BCTAHOBJIFOEMO true Mpu BXoJii B cTaH 1 false mpu
Buxo/i 3 Hboro. lle 3a0e3meuye muaBHWI TEpexiy MK aHIMAIiSIMA Ta CIPOIIYE

KepyBaHHs JIOT1KOIO BOpPOTa.

1
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public abstract class EnemyState
{ protected EnemyStateMachine stateMachine;
protected Enemy enemy;
protected string animBoolName;
protected float startTime;
public EnemyState(EnemyStateMachine stateMachine, Enemy enemy, string animBoolName)
{ this.stateMachine = stateMachine;
this.enemy = enemy;

this.animBoolName = animBoolName; }

Ileti migxim MO3BOJIAE CTBOPUTH THYYKY Ta MOMYJIBHY CTPYKTYpY JUIS
KepyBaHHsS PI3HUMHU CTaHAMHU BOpOTa Ta MOro aHiMmalisiMu. BukopuctanHs MamuH
ctaHiB (State Machines) pa3oM i3 4iTKO BU3HAUYCHHMHU JJAHUMH CTaHIB 3a0e3neduye
JICTKICTh B YIPABJIiHHI CKJIaJHOIO ITOBEIIHKOIO Bopora. KokeH ctaH Mae CBO1 BjacHi
Meroau s o0poOku Bxomy (Enter), Buxomy (EXxit), OHOBJIEHHS JIOTIKH
(LogicUpdate) Tta ¢i3uunux BuactuBocteil (PhysicsUpdate), mo 3abe3neuye
130JIS11110 JIOT1KU KOKHOTO CTaHy Ta YHUKHEHHS HeOa)KaHUX MEePETUHIB MI>K HUMU.

Taka cTpykTypa CHpHUs€ TOJIETIIEHHIO PO3POOKU IrpOBOi JIOTIKH, OCKUIBKU
KOXEH CTaH JIerko MoaudikyBath a00 pPO3IIMPIOBATH, HE BIUIMBAIOYM HA IHIII
yacTUHU Koxy. Lle mo3Bomsie po3poOHMKam JIETKO J0JaBaTh HOBI CTaHU abo
3MIHIOBAaTH ICHYIOUI, IIBUAKO aJaNTyIOUMd MOBEIIHKY BOpOra 10 HOBUX BUMOT a0o
YMOB TPH.

Kpim TOro, MoayiabHUM MiJIXiJ CHOpHUSE MONIMIICHHIO TecTyBaHHA. OCKUIbKH
KOXKEH CTaH € OKPEMOIO CYTHICTIO, IOTO MOKHA TECTYyBaTH HE3AJICKHO BIJ 1HIIUX
CTaHiB, 10 3HWKY€E MMOBIPHICTh BUHUKHEHHS TIOMUJIOK 1 MOJIETIY€E N1arHOCTUKY Ta
BUMPABJICHHST TMpoOsieM. 3aBIsSKU YITKIH CTPYKTypl KOOy 1 3pO3yMiIuM
3QJIKHOCTSIM MK CTaHAMH, MOXKHA JIETKO 3HAXOJWTH 1 BUIPABISTH TMOMUIIKH, a

TaKOXX ONTHUMI3YBaTH KO/ IS KpaIioi MpoyKTUBHOCTI.

BucHoBKH 10 APYyroro posainy
Y upoMmy po3auii OyJao pO3rsHYTO KUIbKa KIFOYOBHX AaCHEKTIB PO3POOKH

IpPOrpaMHOro 3a0e3nedyeHHs [Uisl IrpoBOro MmpoekTy. llounHaroun 3 mpOeKTyBaHHS
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Ha ocHOBI UML Ta po3poOku apXiTeKTypu MOBEAIHKH BOPOTIB, MU MEPEHILIN 10
CTBOpEHHS CHCTeMHU 30€peKeHHs Ta 3aBaHTAXKCHHS JaHHX.

Byno neranbHO po3rasHYTO pealnisailiro nmporpamMHoi yactuau State Machine,
0 € KJIIOYOBOKO CKJIAJO0BOIO ISl KEepyBaHHS MOBEIIHKOIO BoporiB y rTpi. Lle
JI03BOJIMJIO HaM JIETKO OpraHi3yBaTH Ta KepyBaTH CTaHaMHU BOPOTiB, 100
3a0€3MeUnTH TXHIO PI3HOMAHITHY Ta PEeaiCTUYHY MMOBE/IIHKY.

OkpemMo Oyino posrissHyTo craHd st State Machine, ne neranbHO
IIPOaHaJi3yBaJId Pi3HI CTAHU BOPOTiB, TaKl K pyX, O€3MIsUIbHICTh, aTaka Tomo. Le
CHPUSUIO ORI TIMOOKOMY PO3YMIHHIO MPOIECY B3a€EMOJIIi BOPOTIB 3 TPaBIEM Ta
CepeZIOBUIIEM Y TPi.

OcraHHIl aclekT, skl OyJ0 PO3IJsSHYTO, 1€ HaJallTyBaHHS aHIMaTopa Ta
Bopora. Ile BaxiMBa 4acTUHA TMPOIECY PO3POOKH, OCKUIBKH aHIMallisl TpU Bigirpae

KJIFOUOBY POJIb Y CTBOPEHHI IMMEPCUBHOTO TEUMILIEIO.

Tmyk O.10. Apk.
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PO3/ILJ 3. OIIUC POBOTH 3 TIPOTPAMHUM JOJATKOM TA MOT'O
TECTYBAHHA

3.1 PoGora State mashine 6ociB 1okamii

HaiironoBuimmM BoporoM Ha Jjokamii € i 00C SIKMM 3yCTpiUaeTbcs Ha
diHaNBHIN cTajli JOCHIKEHHS, TOOTO € KOHIIEM pIBHS caMme ToMy poborta ix State
Mashine mae OyTr HalOLIbII KOMIUIEKCHOIO Ta THY4YKO0I0. KokeH 0oc Mae 1Bi cTaii
[16, 17] mepexin mo apyroi BimOyBaeThes Ipu HaHeceHi mkoau B 50% Bim ioro
MaKCHUMaJIbHOTO 3710poB’s. KokHa cTazais BKItouae B ceOe CBOI yHIKaJbHI CTaHH,
3aBSIIKA YOMY 3MIHIOETHCS TMATEPH MOBEAIHKU BOpora i O1if cTae OUIBIN IIKaBUM Ta
IUHAMIYHUM.

boc nmepmoi nokarii “Forest Keeper” namiuye B co6i 9 craHiB, ciM 3 SIKUX Ha
nepIrii cramii i 1Ba M0AaTKOBHUX Ha JpyTiil. Jlo TOro sk rpaBels MoTparisie B 30HY
outBu 3 OocoM BiH 3HaxoauThcsi B ctadi ldle ouikyroun (Puc 3.1). Komm
MOYMHAETHCS TIEpIIa cTaaisi 0010 00C BUKOPUCTOBYE MPOCTUN TATEPH aTTakK, a came
nepekatu (roll) i oquanuni moctpinu (rangeAttack), six 300pakeHo Ha pucyHkax 3.2

— 3.3. [lepemeKkaHHs Mi>K CTaHAMU 3aJ€XKHUTHCS Bl TalilMepy Ta BiJCTaH1 rpaBLs 10

BOpOTa.

Pucynok 3.1 - Cran Ildle
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o Gar

> Display 1 ~ Full HD (1920x1080)

FOREST KEEPER

¥ Display 1 ~ Full HD (1920x1080)

FOREST KEEFER

Pucynok 3.3 - Cran rangeAttack
Y  gmpyrii  cramii  3’SBISIOTBCA  Taki  craHm sk rangeAttackX,
jumpAttackState. Ilepmuii cTan BiANOBigaEe 3a MOTPIHHUK MOCTPUT — TOJIMIICHY
Bepcito rangeAttack, a qpyruii cTaH 1ie HOBa aTaka — CTpHOOK 3 TIOBIiTps (pHC. 3.4 —
3.5). TlepeMekaHHs MiK CTaHaAMHM TPAIIOE aHAJIOTIYHO a0 mepinoi cramii. [Ticas

nepemMoru Haj 0ocoMm BMuKaeThbes ctan cMmepti (deathState) (puc. 3.6).

~ Display1 ~ FullHD (1920x1080)

FOREST KEEPER

Pucynok 3.4 - Cran rangeAttackX
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ne @ Game
w Display 1  FullHD (1920%1080)

FOREST KEEPER

Pucynok 3.5 - Cran jJumpAttackState

o Game £ ™ Animatol
¥ Display1 ¥ Full HD (1920x1080) > Scal 0.31x B | L T rameters & Base Layer

Ol <

A

FOREST KEEPER

Pucynok 3.6 - Cran deathState
Bboc apyroi nokarii “Fallen knight” tak camo, sik 1 nepumii Hayigye B co6i 9
CTaHiB, CIM 3 SKUX Ha MEepIIii cTaaii 1 [Ba 10AaTKOBUX Ha Apyriil. [lepex mouaTtkom
6or0 Bopor mepeOyBae y craHl ouikyaBHHS. Ha mepuriii craaii BiH migbirae 1o
IpaBIl Ta BUKOPHCTOBYE aTaky OmwkHboro Ooro (puc. 3.7). Ha npyriit cramii
J0JAa€ThCs OJTOKYBAaHHS IIKOM B TPaBIA 3a TOTIOMOTOIO LIUTA Ta TEJIemopTalis 3a

CIIMHY, SK IIOKa3aHO Ha pucyHkKax 3.8 Ta 3.9.

Pucynok 3.7 - Cran meleeAttackState
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FALLEN KNIGHT

FALLEN KNIGHT

Pucynok 3.9 - Cran backTeleport

3.2 TectyBanHsi po0OTH 10JATKY

TectyBanns po6otu goaarky "Dethrone". Jiis kpamioro po3ymiHHs Ipo0iem,
SIKI BUHHKAIOTh Y B3a€MOJIl BOPOTIB Ta TpaBlsd B TPi, MU MPOAHATIZYEMO HU3KY
BUIAKIB TECTyBaHHs, ¢ Oynu BUsBiIeHI Hemoiku. HaBemeni Tabmmmi, bug reports
[18-20], micTaTe netambHy iH(OpMAILIO MPO MHPOOJEMH, BKIIIOYAIOYH iX OITHC,
cepenoBuIlle, BUXIAHY iH(GOpMAIIiO, Bi3yalbHI JOKa3W, Mii [ BiATBOPEHHS,
OUiKyBaH1 Ta (JaKTUYHI PE3YJIbTATH, @ TAKOXK CEPUO3HICTH 1 MPIOPUTET MPOOIEMH, 1
BUKOPHUCTaHy TEXHIKY TeCTyBaHHs. Haia MeTta - 3HaliTH Ta BUITPABUTH 111 HEOTIKA

JUTSL TIOKpAIIEHHS SIKOCTI TelMIuIet0. 3 HUMH MOXHAa O3HAMOMHUTHUCH Ha PHCYHKax

3.10 — 3.16 ta B Tabmusax 3.1 — 3.5.
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Taomung 3.1

[Ipobiiema B3aemoii Bopora 3 rporo

ID/Im'si: Game world-He npaBuiibHa B3a€MOIisi BOpora
[Tiguac rpu irpoBHii iHTENEKT BOPOTO KOJIHU TOXOIUTH IO IPIPBU BiH
3YIHUHSIETHCS aJI€ YACUTHHA Tijla BECUTH y MOBITPI.
nmc/pe3rome:
CepenoBuiiie: PC,Windows,unity 2022.3.10f1

Buxinza ingopmarnis:

O06'exT sikuil 3HaxoauThCs B i€papxii Bopora GroundCHeck

BigyanpHuil 1oKa3:

Pucynok 3.1

Jlist U1t BINTBOPEHHS:

3aIyCTUTH TPy Ta OYBIKYBATH JOMIOKH BOPOT HE Jiiiie O MPipBU

OuikyBaHi
pe3yJbTaTu:

BOpOI‘ IMMOBHUHCH 3YIIMHUTUCH IIPAMO MEPC BUCTYIIOM

@DakTU4HI pe3yJIbTATH:

Bopor 3Bucae 3 Bucrymna

Severity and Priority:

Cepito3HicTb: nokpaiieHss. [Ipiopiter cepenniit

TEXHIKA TECT
JUBATIHY:

Error Guessing

Pucynok 3.10 - Bisyanbuuii noka3 g0 Game world-ue npaBuibHa B3aeMo/isi Bopora

Taomurs 3.2

[IpoGnema 3 mepemayeto MKOIU BOpOra rpaBIiieBi

ID/Im'st: Enemy- He mpoxoauTh mkoaa
ITiguac irpoBoOro mpolecy KOJu BOPOr BAapse 00'ekT 3 Terom player
Ornuc/pestome: e P pouecy por BAap . play
B1JIOMOCTI IIPO MOIIKOKEHHS HE TOXOISTh JI0 CAMOI'0 00'€KTa
CepenoBuiiie: PC,Windows,unity 2022.3.10f1

Buxinna indopmarris:

IToMuika B KOHCOJTI

BizyanpHuit 10Ka3:

Pucynok 3.2 ta 3.3

Hist mu1st BITTBOPEHHS:

OdikyBaHHS TOIIOKH BOPOT BAAPUTH 00'€KT

Ouikypani IlIxoma mpoiizge y rpaBLsl BiAHIMETHCS 300POB'S

PE3YIILTATH: Aa IIpOUAC y TpaBLUd BIA 1op

Daxcrursi [Hdopmariis mpo HIKOIY HE TOXOIUTH O TPaBIT

pe3yJIbTaTH: PMatii 1p /Ly HE JIOXOZMTE JI0 TPaBll

Severity and Priority: |Cepiio3HicTb: kpuTuuHa. [IpiopiTeT: BUCOKHI

TEXHIKA TECT

JV3AIHY: Cause/Effect
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Pucynok 3.11 - Bizyansauii noka3 1o Enemy- He mpoXoauTh mIkoaa

Pucynok 3.12 - Bizyanbnuii 1oka3 10 Enemy- He NpoXoauTh 1Ko 1a

Taomurs 3.3

[TpoOaema 31 3MIHOIO KaJIpiB aHIMAIlii Il BOpOra-JIy4yHHKa

ID/Im'st: EnemyArcher-ue 3minumu kapau aHimarrii

Ormmc/pesiome: [Tiguac irpoBoro npoiiecy KoJik BOpOT MepexoanuTs B cTad Player
Detected

Cepenosuirie: PC,Windows,unity 2022.3.10f1

Buxinna inpopmaris:

Animator B Bopora Archer

BizyaneHuii 1oKas:

Pucynok 3.4 ta 3.5

Jist st BIATBOPEHHS:

Bopor mae 3ycTpitu rpaBus

OuikyBaHi pe3ybTaTh:

Mae BUKOPUCTOBYBATHCh HOBAa MOJIEJIb BOPOTa

DakTHYHI pe3yabTaTH:

BuKOpHUCTOBYETHCS CTapa MOJIENb BOpOra

Severity and Priority:

Cepiio3HicTh: KpuTHYHA. [IpiopiTeT:BUCOKMIA

TEXHIKA TECT
JINBAUHY:

Cause/Effect

Pucynok 3.13 - BisyanbHuii noka3 10 EnemyArcher-se smiHuui kapau aHiMarii
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Pucynok 3.14 - BisyanpHuii q0oka3 10 EnemyArcher-ue 3sMiHAIN Kapay aHiMarlii

Tabauua 3.4

[TpoGema 31 3MIHOIO CTaHIB JUIsl BOPOTa-TyYHHKA

ID/Im's: Enemy Archer- ne Buxoauts 3i ctany Player Detected
Onne/pesiome: [Tiguac Toro siK BOpor 3yCTpauae rPaBlis BiH NEPEXO/UTHCA B

PlayerDecetedState anie Bij OijbIlie 3 HbOTO HE BUXOJIUTH
Cepenosuiiie: PC,Windows,unity 2022.3.10f1

Buxinza inpopmarnis:

HepeanizoBaHnuii nepexig Mixk cTeiTamMu

BizyanpHuii jokas:

Pucynok 3.6

Jist nst BITTBOPEHHS:

Bopor 0auuthb rpasiist

OuikyBaHi
pe3yiIbTaTH:

Mae BUCTpENNUTH 3 JIyKa

@DakTHYHI pe3yabTaTH:

CroiTh

Severity and Priority:

Cepiio3HicTh: KpuTH4HA. [IpiopiTeT:BUCOKHIA

TEXHIKA TECT
JINBAUHY:

Boundary Value Analysis

Pucynok 3.15 - Bisyanbuuii noka3 g0 Enemy Archer- ne Buxonuts 3i crany Player

Detected
Tabmuus 3.5
[IpoOsema 3 KoJi31€0 BOPOTiB Mk cO00I0
ID/Im's: Enemy - He MOXyTh IPOWUTH CKPi3b OJUH OJTHOTO
[Tigyac irpoBO NpoLECY KOJIH BOPOTH EPETUHAOTHCS BOHH HE MOEYTh MPONTH
Omnuc/pestome: A p POnecy p p yre1p

IIOMI>K OJUH OJHOTO

Cepenosuiie: |PC,Windows,unity 2022.3.10f1
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[IponoBxkenns Tabmuui 3.5

Buxinna inpopmariis: [Tparts 31 cnostmu

BizyaneHuii nokas: Pucynok 3.7

Jist nu1st BITTBOPEHHS: Boporu MarTh 3iTKHYTHCH

OuikyBaHi pe3yJbTaTu: Boporu MaroTh NpoiTH CKpi3b OJUH OJTHOTO
DakTUYHI pe3yabTaTH: Boporu mToBxarTh OTUH OAHOTO

Severity and Priority: Cepiio3HicTb: kpuTHuHa. [IpiopiteT: BUCOKUI
TEXHIKA TECT JJU3AHHY: Equivalence Partitioning

Pucynok 3.16 - Bizyansnuit noka3 1o Enemy - He MOXXyTb POWTH CKPi3b OJAUH
OJTHOTO

BucHOBKM 10 TPETHOr0 PO3aiay

Y pesyabrari TectyBaHHs Tpu "Dethrone" Oyno BHSIBICHO JeKiIbKa
Cepro3HUX MpoOsieM, siKi MOTPeOYIOTh HEralHOTO BHMpaBiieHHs. [lepm 3a Bce,
ICHYIOTbh MPOOJIEMH 3 B3a€EMOJIIEI0 BOPOTIB 3 TPOIO, TaKl K HEMpaBUJIbHA MOBEJIIHKA
BOPOTiB MiJ Yac HAaOJMKEHHSA 10 MPIPBU Ta Mepejavya MIKOAM BOPOTOM T'paBLIEBI.
Kpim Toro, BusiBiIeHI mMpoOsiieMH 3 aHIMAIlEl0 BOPOTIB-TYYHHUKIB 1 31 3MIHOKO iX
CTaHIB IiJ] 4yac B3aeMO/ii 3 TpaBiieM. He MeHI BaXIuBOIO € mpobiieMa KoJii3ii MK
BOPOTaMH, sIKa MPU3BOIUTH 0 HEIPABUIBHOI IIOBEIIHKH Ta B3a€MO/II1 MK HUMHU.

i mpobGneMu BapTO BUIIPABUTH, OCKUIHKY BOHU 3HAYHO BILIMBAIOTH HA SIKICTh
reiiMivier0 Ta 3araJbHUM JocBiAg TpaBuiB. [IpiopuTeTHUMH 3aBAAHHSIMHU €
BUIIPABJICHHSI MPOOJeM 3 MepeAayeio IIKOAM BOPOTIB TPAaBIEBI Ta 3 B3aEMOJIEIO
BOPOTiB 3 IPOI0, OCKUIBKKA BOHH MAIOTh KPUTUYHHUI XapaKTep AJisi KOPEKTHOCTI TPH.
Takox BaXJIMBO BUIPABUTH MPOOJIEMH 3 aHIMAIIEI0 Ta CTAHAMHU BOPOTIB, & TAKOXK

KOJI31€10 MK HUMH, 1100 3a0€3neYnTH OUTHII TUIABHUHN Ta pEaTiCTUIHHN redMILIeH.
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BUCHOBKH

[Ipotsirom BUKOHaHHS KBai(ikauiifHOi poOOTH OyI0 pO3pOOJIEHO IrPOBHIA
1HTENeKT 3a Jormomoroto state mashine 3 Bukopucrtannasm pyuris Unity 2D.

byno 4iTko chopMynbOBaHO MPaKTUYHE 3aBJaHHS — PO3POOKa MOBEHIHKU
BOPOTiB Ta MEXaHIK 30€peKeHHs 1 3aBaHTAXKEHHS JJIA Tpu B xaHpax Metroidvania 1
Soulslike. Byno 3xificHeHO aHaji3 BUMOT JIO irpOBOTO 1HTEIEKTY, IO ITOCITYKHIIO
OCHOBOIO JIJIsl OJANIBIIOTO MPOEKTYBaHHs. byso mpoBeneHo aHali3 Ta BU3HAYCHHS
BUMOT JI0 IPOrPaMHOT0 3a0e3meueHHs!.

B npyromy po3gim  Oylo pO3TASHYTO KIIIOUOBI aCMEKTH PO3POOKH
nporpaMHoro 3ade3medeHHs s rpu. Bim npoektyBanHs Ha ocHoBi UML Ta
pPO3pOOKHK apXITEKTYpH MOBEAIHKA BOPOTIB JI0 CTBOPEHHSI CUCTEMHU 30€pEekKEHHS Ta
3aBaHTaKEHHS JaHWUX. TakoX JOKJIAIHO PO3TISHYTO peali3allilo MporpaMHOi
yacTuHU State Machine Ta HanamTyBaHHs aHIMaTopa Ta BOpora.

[Ipote, miag yac TECTYBaHHA Y TPETbOMY PO3IiUTL OyJlO BHUSBIEHO AEKLIbKa
cepio3HUX TpobsieM, siki MOTpeOyroTh HeraiHoro BurmpanieHHs. [Ipobmemu 3
B3a€EMOJIIEI0 BOPOTIB 3 TpoOl0, TMEpeayero IIKOAW TpaBIIeBl, aHIMAII€0 BOPOTiB-
JYYHUKIB, 3MIHOIO iX CTaHIB Ta KOJI31€l0 MDK HUMHU BIUIUBAIOTh Ha SKICTh
reiMILIeI0 Ta 3arajlbHUN JTOCBI1J IPaBIIIB.

[Ticns BumpaBieHHsS MUX MPOOJIEM Ta TOBTOPHOTO TECTYBAaHHS MU OYIKYEMO
3HayHe mnoiimmeHHs y redmmiei rpu  "Dethrone" Ta 3amoBosieHHS Bim i

IPOXOJIPKEHHS JUIsl TPaBLIB.
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Honmatox A
Jlictrunr Enemy_Dog

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

public class EnemyDog : Enemy

{
public E1_IdleState idleState { get; private set; }

public E1_MoveState moveState { get; private set; }

public E1_PlayerDetectedState playerDetectedState { get; private set; }
public E1_ChargeState chageState { get; private set; }

public E1_LookForPlayer lookForPlayerState { get; private set; }
public E1_MeleeAttack meleeAttackState { get; private set; }

public E1_DeathState deathState { get; private set; }

public E1_StunState stunState { get; private set; }
[SerializeField]

private D_IdleState idleStateData;
[SerializeField]

private D_MoveState moveStateData;
[SerializeField]

private D_PlayerDetected playerDetectedData;
[SerializeField]

private D_ChargeState chageStateData;
[SerializeField]

private D_LookForPlayer lookForPlayerStateData;
[SerializeField]

private D_MeleeAttack meleeAttackStateData;
[SerializeField]

private D_StunState stunStateData;
[SerializeField]

private D_DeathState deathStateData;

protected override void Start()
{
moveState = new E1_MoveState(stateMashine, this, "move", moveStateData, this);
idleState = new E1_IdleState(stateMashine, this, "idle", idleStateData, this);

playerDetectedState = new E1_PlayerDetectedState(stateMashine, this,"playerDetected",
playerDetectedData, this);



chageState = new E1_ChargeState(stateMashine, this,"charge",chageStateData, this);

lookForPlayerState = new E1_LookForPlayer(stateMashine, this, "lookForPlayer",
lookForPlayerStateData, this);

meleeAttackState = new E1_MeleeAttack(stateMashine, this, "meleeAttack™, attackCheck,
meleeAttackStateData, this);

stunState = new E1_StunState(stateMashine, this, "stun", stunStateData, this);
deathState = new E1_DeathState(stateMashine, this,"death”, deathStateData, this);

stateMashine.Initialize(moveState);

}

protected override void OnDrawGizmos()

{

base.OnDrawGizmos();
Gizmos.DrawWireSphere(attackCheck.position, attackCheckRadius);

}

public override void Damage()

{

base.Damage();

if (isDead)

{
stateMashine.ChangeState(deathState);

-

else if (isStunned && stateMashine.currentState != stunState)

stateMashine.ChangeState(stunState);

L



Jlictruur Enemy

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

public class Enemy : Entity
{

public EnemyStateMashine stateMashine;

public D_Enemy enemyData;
public AnimationToStatemashine atsm { get; private set; }
public int lastDamageDirection { get; private set; }

[SerializeField]

private Transform playerCheck;
[SerializeField]

private Transform groundCheckStun;
private float currentHealth;

private float currentStunResistence =0;
private float lastDamageTime;

private Vector2 velocityWokrSpace;

protected bool isStunned;
protected bool isDead;
protected override void Start()
{
base.Start();
currentHealth = enemyData.maxHealth;
currentStunResistence = enemyData.stunResistance;

atsm = GetComponentInChildren<AnimationToStatemashine>();
stateMashine = new EnemyStateMashine();

}

protected override void Update()
{

Jonarok b



stateMashine.currentState.LogicUpdate();

anim.SetFloat("yVelocity", rb.velocity.y);

if (Time.time >= lastDamageTime + enemyData.stunRecoveryTime)

{
ResetStunResistance();
}
}

protected override void FixedUpdate()

{
base.FixedUpdate();
stateMashine.currentState.PhysicsUpdate();

}

public virtual void DamageHop(float velosity)

{
velocityWokrSpace.Set(rb.velocity.x, velosity);
rb.velocity = velocityWokrSpace;

}

public virtual void ResetStunResistance()
{
isStunned = false;
currentStunResistence = enemyData.stunResistance;

}

//public virtual void Damage(AttackDetails attackDetails)

1{

/I lastDamageTime = Time.time;

/I currentHealth -= attackDetails.damageAmount;

/I currentStunResistence -= attackDetails.stunDamageAmount;
/l DamageHop(enemyData.damageHopSpeed);

/I if (attackDetails.position.x > rb.transform.position.x)

no{

Il lastDamageDirection = -1,

I}

Il else

no{

Il lastDamageDirection = 1;

I}



public override void Damage()
{
base.Damage();
currentHealth = enemyData.maxHealth;

Instantiate(enemyData.hitParticle,rb.transform.position,
Quaternion.Euler(0f,0f, Random.Range(0f,360f)));
if(currentHealth <= 0)
{
isDead = true;
¥
}
public virtual void SetVelocityEnemy(float velocity)
{
velocityWokrSpace.Set(facingDirection * velocity, rb.velocity.y);
rb.velocity = velocityWokrSpace;

}

public virtual void SetVelocityEnemy(float velocity, Vector2 angle, int direction)
{
angle.Normalize();
velocityWokrSpace.Set(angle.x * velocity * direction, angle.y * velocity);
rb.velocity = velocityWokrSpace;

}
public virtual bool CheckGourndAround()

{
return Physics2D.OverlapCircle(groundCheckStun.position,
enemyData.groundCheckRadius, whatlsGround);

¥

public virtual bool CheckPlayerInMinAgroRange()
{
return Physics2D.Raycast(playerCheck.position, rb.transform.right,
enemyData.minAgroDistance, enemyData.whatlsPlayer);

}
public virtual bool CheckPlayerInMaxAgroRange()

{
return Physics2D.Raycast(playerCheck.position, rb.transform.right,

enemyData.maxAgroDistance, enemyData.whatlsPlayer);

¥
public virtual bool CheckPlayerinCloseRangeAction()

{



Physics2D.Raycast(playerCheck.position,rb.transform.right,enemyData.closeRangeActionDistanc
e, enemyData.whatlsPlayer);
}

public override void Flip()

{
base.Flip();

}

protected override void OnDrawGizmos()
{
Gizmos.DrawLine(wallCheck.position, wallCheck.position + (Vector3)(Vector2.right *
facingDirection * wallCheckDistance));
Gizmos.DrawLine(groundCheck.position, groundCheck.position + (Vector3)(Vector2.down
* groundCheckDistance));
Gizmos.DrawWireSphere(playerCheck.position + (Vector3)(Vector2.right *
enemyData.closeRangeActionDistance), 0.2f);
Gizmos.DrawWireSphere(playerCheck.position + (Vector3)(Vector2.right *
enemyData.minAgroDistance), 0.2f);
Gizmos.DrawWireSphere(playerCheck.position + (Vector3)(Vector2.right *
enemyData.maxAgroDistance), 0.2f);

¥
¥



Jonarok B
Jlicrunr Enemy State

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

public class EnemyState

{

protected EnemyStateMashine stateMashine;
protected Enemy enemy;

public float startTime { get; protected set; }

protected string animBoolName;

public EnemyState(EnemyStateMashine stateMashine, Enemy enemy, string animBoolName)
this.stateMashine = stateMashine;
this.enemy = enemy;
this.animBoolName = animBoolName;

}

public virtual void Enter()

{

startTime = Time.time;
enemy.anim.SetBool(animBoolName, true);
DoChecks();

¥

public virtual void LogicUpdate()
{

}

public virtual void Exit()

{

enemy.anim.SetBool(animBoolName, false);

¥
public virtual void PhysicsUpdate()

{
DoChecks();

}

public virtual void DoChecks()
{

}



Jonmarok I'
Jlicrunr Enemy State Mashine

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

using UnityEngine;
public class EnemyStateMashine

{
public EnemyState currentState { get; private set; }

public void Initialize(EnemyState startingState)

{

currentState = startingState;
currentState.Enter();

}

public void ChangeState(EnemyState newState)
{
currentState.Exit();
currentState = newState;
currentState.Enter();

}



Jonmarok /]
Jlictunr IdleState

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

public class IdleState : EnemyState

{
protected D_IdleState stateData;

protected bool flipAfterldle;

protected float idleTime;
protected bool isldleTimeOver;
protected bool isPlayerinMinAgroRange;

public IdleState(EnemyStateMashine stateMashine, Enemy enemy, string animBoolName,
D_ldleState stateData) : base(stateMashine, enemy, animBoolName)

{

this.stateData = stateData;

¥

public override void DoChecks()

{
base.DoChecks();

isPlayerInMinAgroRange = enemy.CheckPlayerInMinAgroRange();

¥

public override void Enter()

{
base.Enter();

enemy.SetVelocityEnemy/(0f);
isldleTimeOver = false;
SetRandomldleTime();

public override void Exit()
{ base.EXxit();

if (flipAfterldle)

{
enemy.Flip();

}
public override void LogicUpdate()

{
base.LogicUpdate();
if (Time.time > startTime + idleTime)



{

isldleTimeOver = true;

}
}
public override void PhysicsUpdate()

{
base.PhysicsUpdate();

¥
public void SetFlipAfteridle(bool flip)

{
flipAfterldle = flip;

public void SetRandomldleTime()

idleTime = Random.Range(stateData.minldleTime,stateData.maxIdleTime);

¥
¥



Jonmarok E
Jlicrunr D_IdleState

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

[CreateAssetMenu(fileName = "newldleStateData", menuName = "Data/State Data/ldle State™)]

public class D_IdleState : ScriptableObject

public float minldleTime = 1f;
public float maxldleTime = 2f;

}



JonaTok €

Jlicrkunr E1_IdleState

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

public class E1_ldleState : IdleState
{

private EnemyDog enemy1,;

public E1_ldleState(EnemyStateMashine stateMashine, Enemy enemy, string animBoolName,
D_ldleState stateData, EnemyDog enemy1) : base(stateMashine, enemy1, animBoolName,
stateData)

{

this.enemyl = enemy1;

¥

public override void Enter()

{

base.Enter();
}

public override void Exit()

base.Exit();
}

public override void LogicUpdate()

{
base.LogicUpdate();

if (isPlayerinMinAgroRange)
{

stateMashine.ChangeState(enemy1l.playerDetectedState);
¥

else if (isldleTimeQOver)

{

stateMashine.ChangeState(enemyl.moveState);

¥
¥

public override void PhysicsUpdate()

{
base.PhysicsUpdate();

}
¥
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Jlictruur Move State

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

public class MoveState : EnemyState

{
protected D_MoveState stateData;

protected bool isDetectingWall,
protected bool isDetectingLedge;
protected bool isPlayerinMinAgroRange;

public MoveState(EnemyStateMashine stateMashine, Enemy enemy, string animBoolName,
D_MoveState stateData) : base(stateMashine, enemy, animBoolName)

{
this.stateData = stateData;
}
public override void DoChecks()
{

base.DoChecks();
isDetectingLedge = enemy.IsGroundDetected();
isDetectingWall = enemy.IsWallDetected();

isPlayerInMinAgroRange = enemy.CheckPlayerInMinAgroRange();
¥

public override void Enter()

{
base.Enter();

enemy.SetVelocityEnemy(stateData.movementSpeed);

}

public override void Exit()

{
base.Exit();

¥

public override void LogicUpdate()

{
base.LogicUpdate();

}

public override void PhysicsUpdate()

{
base.PhysicsUpdate();}



