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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 62 pages of printed text.

The explanatory note has 19 pages of annexes. The list of used sources contains
20 names and occupies 1 pages.

The work contains 17 figures and 1 table. The total volume of work is 85 pages.

Keywords: GAME, METROIDVANIA, SOULSLIKE, UNITY, 2D,
PLATFORMER, STATE MASHINE, URP, GAME INTELLIGENCE.
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HEPEJIIK YMOBHHUX CKOPOYEHb

IIK [TepcoHanbHUX KOMIT FOTEP

113 [Tporpamue 3a0e3neyeHHs

RPG Role-Playing Game - 1ie skaHp rpH, y SKOMY I'paBIli BAKOHYIOTh
pOJIi BUTaJaHUX MIEPCOHAXIB 1 IPOXOIATH PI3HOMAaHITHI CIOXKETHI
JiHIi

UML  Unified Modeling Language - yHiikoBaHa MOBa MOEIIOBaHHS,
BUKOPUCTOBYETbCA Yy MapagurMi  00'€éKTHO-OPIEHTOBAHOTO

IporpamMyBaHHS
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BCTYII

AKTyaJIbHiCTh TeMHM: Ha chOromHimHii JeHb BiJICOITPH 3aiiMalOTh AYXKe
BAXJIMBE MiClIe€ B KyJIbTYPHOMY Ta €KOHOMIUYHOMY XHTTL. Ll iHAyCTpis € Oinbin
npuOyTKOBOIO, HIXK KiHemarorpad 1 My3MyHa IHAYCTpis. 3a JaHUMU Newzoo,
CBITOBHI pHHOK Bifieoirop nocsrue npuoimsao 200 muteapai nonapis CIIA y 2023
poIIi 1 Ma€e TEHISHIIIIO JI0 3pocTaHHs. Bineoirpu cramu He mute popmoro po3Bar, ajie
i crmocoOoM corriamizalii, HaB4aHHS Ta HaBiTh MuctenTBoM. JKanpu Metroidvania
(irpwu, 110 TOEAHYIOTH Y co01 eleMeHTH T1aTdhopMepa Ta poJIbOBUX ITOp 3 HETIHINHIM
JociKeHHsIM cBiTy) Ta Soulslike (irpu, HaTxHeHHi cepieto Dark Souls 3 Bucokoro
CKJIAIHICTIO Ta TIJIHMOOKOI OOWOBOIO CHUCTEMOIO) HAOWUPaIOTh MOMYJISIPHOCTI
OCTaHHIMHM POKaMmH, 1 1€ MOXXHAa MOSICHUTH YHIKaJbHUMHU ITPOBUMHU MEXaHIKAMH,
ITIMOMHOIO FefMIIIEI0 Ta CKIaHICTIO. J[aBaiiTe po3riIsiHEMO iX OMKYe.

Metroidvania - e >xaHp mIaThopMmep 3 BIIKPUTHM CBITOM 1 HEJIIHIHHOIO
nporpeciero. I'pa mpeacTaBise TOCUTh BEJIHMKI Ta B3a€MOIOB'A3aHl JIOKaLii, 1€
rpaBellb 3HAXOAUTh KOPHCHI MPEIMETH Ta 3A10HOCTI, SKI JO3BOJSIOTH OTPUMATH
JOCTYIl 10 HOBHX oOiacteil. [IpuBaOAMBICTh MOJArae y BUIBHOMY JIOCIHIIKEHHI,
IHTEPaKTUBHOCTI Ta TAUOOKIHN 1CTOpIi, SIKa CIIOHYKAE 10 TTOBTOPHOTO MPOXOKEHHS
Ta BIAKPUTTS HOBUX CEKPETIB.

Soulslike - me mimkaHp EKIIH-ITOP 3 BHCOKOK CKJIATHICTIO, CYBOPUMH
MOKapaHHSIMUA 3a TOMWJIKH, CTpPaTEriyHUMH OO0SIMH Ta TJIMOOKHUM CHOKETOM.
BinbImicTh irop mbOTo )aHpPy OTPUMAJIH CBOKO Ha3BYy Bix cepii Dark Souls, crBopenoi
komraniero From Software. [IpuBaGiuBIiCTh IOTO KaHPY MOJISITAE Y CKJIATHOCTI, SKa
3MyIIIy€ TPaBLiB OyTH TOUHUMHU Ta YBOXHUMH, 3aJIMIIAIOYUCH cTpaTeriyHumu. Lle
Jla€ TPaBLEBI BITUYTTS JOCATHEHHS Ta BHHATOPOAM 3a TOAOJAHHS CKIATHHUX
po0em.

Metroidvania moennye B co0i Halikpaiii eineMmeHTH sxaHpy 3 Soulslike mms
CTBOPEHHSI CHUHEPTeTHMYHOro irpoBoro aocigy. IloegHaHHs miaxoay BiIKPUTOTO
ceiTy Metroidvania 3 HemHIHHOIO MPOrPECi€r0 Ta CKIAIHOI OOHOBOIO MEXaHIKOIO

Soulslike nae mysxe moTyXHHUI Ta 3aXOILIIOIOYUI IrPOBUI TOCBI. PiBeHb CKIIaHOCTI

Kipiii /1.0. Apr.
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ta TakTH4yHi 001 Soulslike moemHyIOTBCS 3 MOCTIHHUM IOCHIKEHHSM CBIiTy Ta
BIIKpUTTSAM HOBHUX 3110HOCTel y Metroidvania.

BpaxoByroun CTpiMKO 3pOCTar0dy MOMYJISIPHICTD ITOP B IIbOMY aHpPi, MOKHA
CMIJIMBO CKa3aTH, 0 00paHa TeMa € aKTyaJIbHOIO Ta PO3pO0JICHA Ipa Ma€ BCi MAHCH
OTpUMAaTH yBary Bij rpaBIliB.

Meta kBajidikaniiHoi podoTH 1ojsirae y aHamizi Ta po3poOiii Kop-MexaHiK
1 nu3aifiHy piBHIB [ Bigerpu y anpax Metroidvania ta Soulslike. Lle Bkmouae
JeTajlbHe BUBUCHHSI I'POBHX MEXaHIK, 110 3a0€3MeUy0Th IITMOOKHH 1 3aXOTUTFOOUHIMA
IrpOBU JIOCBIJl, @ TAaKOX PO3pOOKY €(EKTUBHUX METOMAIB JU3aiHYy pIBHIB, SK1
IHTErpyIOTh 11 MEXAHIKH Ta CIIPUSAIOTh CTBOPEHHIO IIICHOTO IFPOBOIO CBITY.

00'ekTOM JOCTiIKEHHSI € TEXHOJIOTiI peanizaiii IrpOBHX MEXaHIK 13
BUKOPHCTAHHAM TATEPHIB MPOTPaMyBaHHS.

IIpeaMeTromM aOC/IiIzKeHHs1 € YHIKQJIbHI 1TPOBI MEXaHIKH, sKi (OPMYIOTh
remIuie BIAMOBIAHMX KaHPIB, Ta METOAU JAW3alHy pIBHIB, CHOPSIMOBaHI Ha
ONTHUMI3allil0 BUKOPUCTAHHS LKUX MEXaHIK Ta CTBOPEHHS IMMEpPCHUBHOIO IrpOBOIrO
CepeIOBHILIA.

B pamkax temu kBamidikaiiiiHoi pod0TH 0ys10 0myOJ1KOBaHO TE3H:

Mapuyk I'.B., Kipiit J[.O. Mexaniku Ta au3ailH pIBHIB B JKaHpax
«Metroidvania» ta «Souls-Like». KoM’ toTepHi TeXHOJIOTI: iHHOBAIIi, TPOOICMH,
pimenns: Tesm VI BceeykpaiHchkoi HaykoBO-TexHiIuHOI KoH(pepenii, 29-30

muctomana 2023 poky. XKuromup : «Kutomupcrka nomitexnikay, 2023. C.192-194,

Kipiii /1.0. Apr.
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PO31JI 1. AHAJII3 HPOBJIEMATHUKHAU, METOAIB TA 3ACOBIB

BUPIIIEHHSA 3ATAYI

1.1 ITocTanoBKka 3axaui

Mertoto po3poOku Tpu B xkaHpax Metroidvania ta Soulslike € cTBOpeHHS

3axOILIIOI0YOTr0 irpoBoro Aocsiay [1], mo 3abe3neuye riumOOKy iMMEpCito Ta BUKITHK

JIs TpaBIliB. JIJIsi MOCSATHEHHS Ii€l METH IMOTPIOHO PO3pOOMTH Ta HAJIAIITYBaTH

KOMIUIEKC KOp-MEXaHIK Ta JU3aiiH piBHIB, KEPYBaHHS MEPCOHAXEM 1 Horo aHimarlii

[2], BuKOpHICTOBYIOUM MaTepH porpaMyBaHHs «State machine» [3, 4].

JUtst TOCSATHEHHS 11€T METH NOTPIOHO BUKOHATH HACTYITHI 3aBJAHHS:

1. Po3po0ka roinoBHOIrO MepcoHaxa:
— Po3pobka kepyBaHHSI TOJIOBHUM IEPCOHAXKEM.
— HanamryBanus aHimarii.
— IMmnemenTanis narepHy «state machine».
2. Po3poOka nu3aiiny piBHIB Ta JIOKAIIiil:
— CTBOpEHHs JeTali30BaHUX JIOKalld, SKI CHPUSIOTH EKCIUIopalii Ta
JOCTIKEHHIO.
— BcTaHoBEeHHS JIOTTYHOTO 3B'SI3KY MK PI3HUMHM JIOKALISIMU Ta PIBHAMHU.
3. AHaJi3 Ta TeCTyBaHHS:
— Amnaniz rTeMMIUICHHOTO JT0CBIAY JIJIsS BIEBHEHOCTI B HOTO BiAMOBITHOCTI
xanpam Metroidvania ta Soulslike.
4, Po3pobka cucteMu reMMIUIeHHIX MEXaHIK:
— Po3pobka Ta immiemeHTallisl YHIKaJdbHUX 3A10HOCTEH Tepos, SKi
B3a€EMOJIIOTH 3 OTOUYEHHSIM.
— Po3pobxka cTumiB 30poi Ta yHIKaIBHUX 3M10HOCTEH JIJIs1 KOYKHOTO 3 HUX
— Peamizamiiss  amyneriB  (4apMiB) 3 YHIKaQIbHUMHU e(deKTamH, SKi
ITOKPAILYIOTh T'€UMIUIEH.
— Po3pobka cuctemu TamaHTIB, IO JO3BOJISE TPABIEBI PO3BUBATH
MEePCOHAXKA.
Kipiii J1.O. Apk.
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1.2 AHaji3 iCHYlOYOro mnporpaMHOro 3a0e3ledYeHHs 32 TeMATHKOIO
KBaJigikaniiiHoi podoTn

JlocmpkeHHsT TOAIOHUX 10 KBaliQikaliiiiHOoi poOOTH MPOEKTIB, a TaKOX
BUSIBJIICHHS CHJIBHUX 1 CJTAOKUX CTOPIH JTO3BOJIUTH BU3HAYUTH HAWKpAIll MPaKTHKA
Ta METOJIU, Kl MOXYTh OyTH 3aCTOCOBaHI ITiJT YaCc PO3POOKH BJIACHOTO IPOEKTY, a
TaKO)X BUSABUTH NOTEHIIIMHI MOYJIMBOCTI I 1HHOBAIllM 1 BIOCKOHAJIEHL. Y X0l
aHanizy OyJe pO3TIISIHYTO KUTbKa MOMYJSAPHUX MPEACTaBHUKIB KAHPY, a TaKOXK
MIPOBEJICHO TOPIBHSAHHA 1X (PYHKIIOHAJIBHUX MOXJIMBOCTEH Ta €()EKTUBHOCTI Y
BUPILIEHH] TOCTABJICHUX 3aBAaHb.

1. The Last Faith (puc. 1.1)

>

- 4

LASTFAITH f

f

//’ ; L7

L Vo A

Pucynok 1.1 - The Last Faith

The Last Faith [5] - ne 2D-exmn RPG 3 enementamu Roguelike (irpu, 1o
BIJIPI3HSIIOTBCA TPOIICYPHOIO TEHEPAIi€l0 PIBHIB, MEPMAaHEHTHOIO CMEPTIO Ta
MOKPOKOBUM reiMIuieeM), po3poodiena 1 BugaHa Addictive Games. I'pa Buiinuia 30
BepecHs 2023 poky Ha [IK, Nintendo Switch, PlayStation 4, PlayStation 5.

Croxet The Last Faith po3ropraerscs y moxmypomMy Ta >KOpCTOKOMY CBITi, Jie
JIIOJICTBO BeJI€ BiAUalayIHy 00poThOy 3 opjaMu MOHCTpIB. ['paBelb BTITIOETHCS Y

poii Apkana (puc. 1.2), BoiHa, sSiKuii TyKae crociO BpATYBaTH CBIT Bij 3arudeni.

Kipiii J1.0. pr,
Mabuvk I'.B. KHKPB'122'24'H3 10
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Pucynok 1.2 - T'onosnwmit repoit rpu The Last Faith

CuJbHI CTOPOHHU:

- XKopcroki ta 3axommoroui 00i. The Last Faith npononye nunamiuni 60i,
K1 TIOCTIMHO TPUMAIOTh BaC Y HaIpys3i.

- Atmocdepuuit Ta maniboBHMuMi cBIT. CBIiT The Last Faith - nie Temne ta
YKOPCTOKE MICIIE, SIKE HATTOBHEHE 1IKABUMU Ta HEOE3MEYHUMHU MICISIMH.

— I'muboka Ta emorriiina icropist. The Last Faith po3noBingae ictopito mpo
BTpaTy, CAaMOIOKEPTBY Ta MOUITYK CEHCY KUTTH.

— VYuikanbHa cuctema kpadty. Cuctema kpadty The Last Faith no3Bossie
BaM CTBOPIOBATH MOTYXKHY 30p0i0 Ta OPOHIO, III0O CTATH CHIIBHIIIUM.

Henomnixu:

— [ToBToproBanuii rewmiieii. The Last Faith moxke 3matucs pgemio
MOBTOPIOBAHOI0, OCOOJIMBO MICJISI KITBKOX TOJIUH TPH.

- Bincyrnicte iHHOBamiid. The Last Faith 6arato B womy cxoska Ha 1HII
irpu xaHpy roguelike, 1 He mponoHye 6araTo HOBOTO.

— Hesiki TexHiuHl npoOnemu. Jleski rpaBul MOBIIOMIISUIA MPO TEXHIYHI
npoOJieMHu, Taki K 3001 Ta BUJIbOTH.

2. Blasphemous 2 (puc. 1.3)

Kipiii J1.0. k.
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Pucynox 1.3 - Blasphemous 2
Blasphemous 2 [6] - 1me mpomoBxkeHHs >XopcTokoi Ta atmochepnoi 2D-
MeTtpoinsanii Blasphemous, po3po6aenoi The Game Kitchen. I'pa Buiinina 24 ceprus
2023 poky Ha I1K, Nintendo Switch, PlayStation 4, PlayStation 5, Xbox One Ta Xbox
Series X/S.
Croxer Blasphemous 2 posropraerbcst y CBiTi, oxorieHomy Yymnom -
PYHMHIBHOIO CHJIOIO, IO Kapae 3a rpixu. ['paBers 3HOBY BTUIIOETHCA y podil KasiHuka

(puc. 1.4), npokasTOrO BOiHA, SIKWW MTparHe po3ipBaTy BIYHE MPOKIIATTS.

o

-
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Pucynok 1.4 - T'onoBHuii repoii rpu Blasphemous

CuiibHI CTOPOHHU:

Kipiii J1.0. Apx.
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- Kopcrokuit Ta armocdepnuit cBir. Cvstodia - 1€ KOpPCTOKWU Ta
0e3KanbHUI CBIT, IKUIA Bpa)Kae CBOEIO JeTali3aIli€ro Ta TInonHo0. KokeH KyTouok
HAIOBHEHUH 1CTOPIE€I0 Ta HEOE3IMEKO0, 0 POOUTH JOCIIIKEHHS 3aXOTUTFOIOUHM.

- Cxmamni Ta auHamivydi 0oi. boitoBa cucrema Blasphemous 2 - 1e
BUKJIMK, IKUH MOTpeOye MaliCTEpHOCTI Ta BUHAX1JIMBOCTI. BaM 1oBeneThcs BUBUATH
pPYXH BOpPOTiB, BHUKOPHUCTOBYBaTH pPI3HOMaHITHY 30por0 Ta 3110HOCTI, 1100
MIEPEMOTTH.

- I'muboka Ta emomiiiHa ictopisa. Icropis KasHuka, nmpokisiToro BoiHa,
KWW TparHe po3ipBaTu BIYHE MPOKIIATTS, 3aXOIUTIOE Ta 3Bopylnye. ['pa mocmimxye
TEMH BipH, TIPOIIEHHS Ta CAMOTIOKEPTBHU.

- Bnockonanena rpadika ta 3Byk: Blasphemous 2 mae manboBauuy 2D-
rpadiky, sika MOeAHYE B cOOl €IeMEHTH TOTUKH Ta (peHte3l. CayHATpEK JOMOBHIOE
aTMocQepy T'pH Ta MIIKPECIIOE 11 eMOIiiTHI MOMEHTH.

Henomniku:

- Bucoka cknaguicts. Blasphemous 2 - 1ie nyxe ckiajgHa rpa, ska Moxe
3matuca He BciM. Bam joBeneTrbcsi 0araTo BYMTHCS Ta TMOMUJISITUCS, WI00
MPOTPECYBATH.

- BincytHicTe iHHOBaIii. Blasphemous 2 6arato B uomy cxoka Ha CBOIO
MOTIEPETHUIIIO, 1 HE TIPOTIOHYE 0araTo HOBOTO B KaHPI.

- Jeski TexHiyHl npoOnemu. Jleski rpaBii MOBIIOMIISUIA MPO TEXHIYHI
npoOJieMH, Takl K 3001 Ta BUIIbOTH.

3. Moonscars (puc. 1.5)

Moonscars [7] - e 2D rpa xanpy Soulslike, po3po6iiena Black Mermaid ta
Bunana Focus Home Interactive. I'pa Bmitmma 29 Bepecus 2022 poky Ha IIK,

PlayStation 4 ta PlayStation 5.

Kipiii /1.0. Apr.
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Pucynox 1.5 - Moonscars
Croxxer Moonscars poO3ropTaeTbcsi y MNOXMYpPOMY Ta >KOPCTOKOMY CBITI
['panamap, Je rpaBelb BTUTIOETBCS Y poiii EMOep (puc. 1.6) BoiHH, sKa IIyKa€ KA

BiJl TAEMHUYOI XBOPOOH, 1110 IEPETBOPIOE JIIOICH HA MOHCTPIB.

Pucynoxk 1.6 - I'onoBHa repoins rpu Moonscars

CuiibHI CTOPOHHU:

- Kopcroknii Ta 3axomuioruuid reuMmiuier. Moonscars IIpOINoHye
YKOPCTOKI Ta CKJIaJH1 001, SIKl 3MyCSTh Bac BIIUyTH ce0e Ha MEX1 CBOIX CHIL

- AtMochepHuii Ta MaJdbOBHUYHMM CBIT. ['panamap - 1e TeMHHI Ta

KOPCTOKHUH CBIT, IKUM HATTOBHEHUM I[IKaBUMHU Ta HEOE3MEUHUMH MICIISIMHU.

Kipiii J1.0. k.
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- ['muboka Ta emoriiftHa ictopis. Moonscars po3moBifae ICTOPiF0 PO
BTpaTy, CAMOIOKEPTBY Ta MOIIYK CEHCY KUTTS.

- VYHiKalbHUM Bi3yallbHUN CTHIIB. Moonscars Mae MajlbOBHUYMM 2D-apT,
KU MOENHYE B cOO1 eIeMEeHTH (PeHTe31 Ta TOTUKH.

Henomiku:

- Bucoka ckmannictb. Moonscars - 1€ JQyke CKJIajHa rpa, sKa MOXe
3/IaTHCS HE BCIM.

- BincytHicTs iHHOBaLiA. Moonscars 6arato B 4oMy CX0ka Ha 1HIII irpH
xanpy Soulslike, i He mporoHye 6arato HOBOTO.

- Jeski TexHiuHl npoOnemu. Jleski rpaBUl MOBIAOMIISUIA MPO TEXHIYHI
npo0JieMH, Takl K 3001 Ta BUJIbOTH.

Vuixanoni kop-mexanixu y Metroidvania ma Soulslike

1. The Last Faith:

- [IpouenypHo reHepyeTbcsi CBIT. KOXHE MNpPOXOIKEHHS T'€HEPYETHCS
BUIIAJIKOBO, 110 pOOUTH TPy CBIXKOIO Ta HemependauyBaHOwO. Bu HIKONIM He 3Hae€Te,
110 BacC YeKae€ 3a HaCTYITHUM MTOBOPOTOM.

— Cucrema mepkiB. Bu MokeTe 3HaXOIUTH Ta BUKOPUCTOBYBATH TIEPKH,
1100 TOKPAIIUTH CBOI XapaKTEPUCTUKHU Ta HajgaTtu codi HoBi 3a10HOCTI. Lle mae Bam
O1J1bIIIe MOYKJIMBOCTEH JJIsI IEPCOHAII3AIT BAaIlIOTO TIEPCOHAXKA.

- bolioBa cuctema 3 aKIEHTOM Ha MO3UILIOHYBaHHA. Y 00X BaKJIUBO
MPaBUJILHO TO3UINIOHYBATH cebe, MO0 yXUISATUCS Bij aTak Ta 3aBllaBaTH yJapiB 3
MaKCUMaJIbHUM €(eKTOM

2. Blasphemous 2:

— Tpu pizHi Buau 30poi. Med, KMH]Ka Ta CIEIUIC, KOKEH 3 IKMX Ma€ CBOi
CWJIbHI Ta c1a0Ki cTopoHU. Bu MokeTe nmepeMuKaTucs Mixk HUMU TIi]T 9ac 0010, 1100
CTBOPIOBATH KOMOIHAIIIT Ta aJanTyBaTUCS J0 PI3HUX CUTYallii.

- VuikaneHl 3m10HOCTI. 3aBISIKM CHCTEMI MOJHWTOB BH MOXKETE
po30JIOKyBaTU Pi3HI 3A10HOCTI, Takl K TEJEMOpTallisi, MapupyBaHHA Ta yAapu 3
oinpmoro  cusoro. Ili  3mi6HOCTI pOoOnATH 001 OUIbII JAWMHAMIYHUMH  Ta

PI3HOMaHITHUMU.

Kipiii /1.0. Apr.
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— 3110HOCTI1 U1 MOTaiaHHs y HACTYMHI jJokalii. Jleski 3/110H0CT1, Taki sK
MOABIMHUI CTPUOOK Ta IIaBaHHs, I03BOJISIIOTH BaM JIOCIIIDKYBaTH HOBI 00J1acTi, SIKi
panime 6ynu HegoctynHi. Lle 101ae HOBUM piBeHb IHOWHU AOCHIKEHHIO CBITY.

3. Moonscars:

- Cucrema pu3uKy Ta BUHAropoju. Bu moskere BUKOPUCTOBYBATH CBii
"Glimpse" (6ymck), mo0 ymoBUIBHUTH 4ac Mg gac 0oro. Ile mae Bam MOXIUBICTH
3aBAaTH OLIbIIE IIKOAU a00 YXWIMTHCS BiJ aTak, ajie 3a II¢ BU BTPAUa€Te YaCTUHY
CBOT'O 3JI0POB'SI.

- Cucrema kpadty. Bu MoxeTe 30upatu pecypcu Ta BAKOPHUCTOBYBATH iX
JUTsl CTBOPEHHS HOBO1 30poi, OpoHi Ta peameTiB. Lle nae Bam OiibIiie KOHTPOIIIO HAJT
CBOIM IEPCOHAKEM Ta HOTO XapaKTepUCTUKAMHU.

- Tpancpopmaii.V Mipy NpoXOMKEHHS TPH BH MOXKETE pO30JOKYBaTH
HOBI (popMH, SIKI JalOTh BaM HOBI1 3/1I0HOCTI Ta MOXKJIUBOCTI. Ile poOuTh reimruieit
OB PI3HOMAHITHUM Ta I[IKaBUM.

[TpoanamizoBani 2D-irpu xanpie Metroidvania Tta Soulslike npononyoTs
KOPCTOKMIA Ta arMocepHUd TrelMIuiel, SIKUA CHoM00a€eThesl IaHyBaJIbHUKAM
CKJIAJHUX 1 3aXOIUTIOIOYUX 1rop. Yci MpoaHalli30BaHl Irpd MarOTh CBOi YHIKaJbHI
IrpOBI MEXaHIKH, SIKl pOOJIATh iX CBLKMMH Ta OPUTIHAJIBHUMU, a TIIMOOKI 1CTOPIl Ta

MaJbOBHUYI CBITH TPUMAIOTh TPABIIIB y HAIMpPY31 MPOTITrOM 0ararbox rOAMH.

1.3 Konuenr-a10KymMeHT

Has3zea npoexmy: «Dethrone»

Vuikanona nponosuyis: Hanatm KopucTyBauy MOKIIMBICT OTPUMAHHS
BJIACHOTO YHIKAJIbHOTO IrPOBOTO JIOCBiAY, JOCHIJKYIOUM Ta BCTyHalo4u B
PI3HOMAHITHI OMTBU y CBITI rpu. CTBOPEHHSI BUKJIUKY JUISI TPABIIB PI3HOTO PIBHSL.
3anypeHHst B atMocdepy TeMHoro-dentesi. ['mruboke icTopisi CBITY I'pH, YHIKaTIbHA
crcTeMa refiMITIeio, eKCIIepUMEeHTaIbHU Miaxin 10 kaHpy Metroidvania.

XKanp i yinvosa ayoumopis:

Xanp-Metroidvania & Soulslike.

Kipiit 1.0. Apk.
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[linboBa aymutopis: danat Takux IirpoBux kaHpiB sk Metroidvania,
Soulslike. TTimmitku (18 +) i crapmie. Takoxk Ti XTO MparHe BUKIHKY 1 3aHYpEHHS B
1CTOPIIO.

IInamgopma: PC

Croorcem: 'Y CBITi, OXOIIJIEHOMY BIYHOIO BIHHOIO, JI€ )KUTTS HE Mae€ 11HH, ICHYE
nerenaa mpo Jloems aymi. Ile MOryTHiii BOiH, SIKMM BOJIOJI€ MUIBHOHAMHU I
3arubnux BoporiB. KoxkHa mymia - e He mpocTto Tpodel, a K04 70 HeHMOBIPHOT
cwii. Bu rpaere 3a JloBus nymi, sikuili 30MpaeThCcsi po3rajiaTd TAEMHUIIO CBOTO
MTOXO/KCHHS Ta 3yMIMHUTH KOPCTOKHM KOH(ITIKT, IO PO3JAUPAE CBIT.

Letimnaen:

- 36upaiite aymi. [Iporsrom ictopii Bu Oynere OuTucS 3 PI3HUMHU
BOpOTraMH, BiJ] 3BUYaHUX COJIIATIB JI0 MOT'YTHIX 0ociB. [lepemaratouu ix, Bu Oynere
30upatu iXHi QylIi, J0JIal04H iX JI0 CBOET KOJEKIIi.

- [Ipokauka nmym. He Bci aymi ongnakoBi. IcHyroroTe Boporu 3
HAWCUJIBHIIIMMU JTyIIaMHU, SIKIIO BU iX OTPUMAETE, BOHU CTaHYTh KIIFOUEM JI0 Ballloi
cwid. BuByaiite ixH1 31I0HOCTI Ta BUKOPUCTOBYUTE iX, 1100 MOKPALIUTH CBOT O0HOBI
HABUYKH, OTPUMATH JIOCTYII IO HOBUX aTaK Ta 3/[I0HOCTEH.

— Mexanika 0e3cMepTs. 3aBAsSKU MUIbMOHAM JyIl y Balliil KOJIEKIli BU
BOJIOJIIETE TTPaKTUUHO Oe3cMepTsaM. Koiu Bu ruHeTe B 0010, OJIHA 3 3BUYANHUX AYII
3 BaIlloOi KOJIEKIIIT 3ropae, a BU BOCKpecaeTe O1Is1 OCTAaHHBOTO MICIS 30€peKeHHS.

— Pi3HoMaHiTTS aTak Ta 3a10HOCTed. BukopucroByiiTe cuiy ayil, o0
BUBUMTH YHIKaJIbHI aTaku Ta 3[10HOCTI, 3aCHOBAaHI Ha OOHOBOMY CTHJI Ta
O0COOMCTOCTI KOKHOTO 3 BaIlIMX MEPEeMOXKEHUX BOporiB. Lle m03Boiisie CTBOprOBATH
NEPCOHAII30BAHUM CTHIIb TPU Ta MIAOUPATH CTpATETii MiJl pI3HUX BOPOTiB.

— Posranyiite Taemuumi. JlocaipkydTe CBIT, IIyKaWTe MiKa3Ku Ta
PO3KpUITE TAEMHUIIIO CBOTO MOX0KeHHs. [{13HaiiTecs mpo JIOBIIIB Ayl 3 MUHYJIOTO,

PO CWITY JYIII Ta MPO T€, SIKY POJIb BU TPA€ETE B 1111 BIUHIM BiiiHI.

1.4 AnaJi3 Ta BUMOIH 10 POTPAMHOTO0 3a0e3ne4YeHHs

Bubip ieposozo pywis

Kipiii /1.0. Apr.
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VY mporeci BUOOpPY 1HCTPYMEHTAJIBHHUX 3acO0IB Il PO3pPOOKH IrpPOBOTO
MPOEKTy OyJI0 3BEpHYTO yBary Ha psij KIFOUYOBUX ACICKTIB, SIKI BU3HAYWIIN BHOIp

irpoBoro pymrist Unity (puc. 1.7).

Pucynok 1.7 - Unity

1. Moga nporpamyBanusi C#. OnuH 3 HalOLIBII CYTTEBUX APTYMEHTIB Y
BruOopi Unity [8, 9] - me MOKIUBICTE BUKOPUCTAHHS MOBHU IporpamyBaHHs C#, 3
AKOI0 S Mal0 3HAYHUM JOCBIJ 1 BiAMIHHO BoJofito. lle 3abe3mnedye MBUAKY 1
e(heKTUBHY PO3POOKY, 3MEHIIIYIOUH Yac, HEOOX1JHUM JIJIT BUBUCHHS HOBHX MOB 200
IT1TXO/IIB.

2. 3pyuHicTh BukopuctanHg. Unity BiIOMUN CBO€IO JAPYKHBOIO Ta
IHTYITUBHO 3p0O3yMUIOIO 1HTEPHEHCHOIO0 CUCTEMOIO, 1110 TOJIETIIYE MPOIEC PO3POOKHU
1 J03BOJISIE 30CEPEIUTUCS Ha TBOPUOMY TIPOIIECi, HE BTpayarouy 4acy Ha BUPIIICHHS
TEXHIYHUX MTPOOJIEM.

3. HoctynHicte  jditepatrypu Ta pecypciB. Unity € ogHumM 3
HAaWUMOMYJSPHIIIMX ITPOBUX PYIIiB y CBITI, TOMy 1O HBOIO JOCTyIHAa BEJIHMKA
KUIBKICTB JIITEpATypH, OHJIAWH-KYPCIB, B1IEOYPOKIB Ta (pOpPYyMiB, 1€ MOXKHA 3HAUTH
BI/IMOBI/II HA OaraTo MUTaHb Ta MPOOJIEM.

4, [TinTpumka 2D po3poOku. Unity Mae OTy»H1 3aCO0U JUIsl pO3POOKH SIK
3D, Tak i 2D irop. 3 ornsay Ha Te, IO METOIO MPOEKTY € cTBOpeHHs 2D iHmai rpw,
Unity 11eaibHO MIIXOAUTH JJIsI TOCATHEHHS I1€T METH.

BpaxoByroun Buie3azHaueHi mnepeBaru, BuOip Unity sBisie co00r0
OOTPpYHTOBAHMM KPOK JUIsl YCHINIHOT peati3allii MoCTaBJIEHO1 3ajadi 3 PO3pPOOKH
ITPOBOTO TIPOECKTY.

Bubip inmeeposanozo cepedosuwya po3pooxu

Jlns HanmucaHHs koay Oyno oOpano Visual Studio (puc. 1.8) 3 HacTymHHX

IIPUYUH:

Kipiii /1.0. Apr.
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Visual
Studio

Pucynox 1.8 - Visual Studio

1. Interpamis 3 Unity. Visual Studio [10] namae makcumanbHy 3py4HICTD Y
po6oti 3 Unity 3aBasku rIuOOKIM 1HTErpaiii 3 IrpOBUM PYILIEM, IO TOJETIIYE
BIJIJIarO/KCHHS, aBTOMATHUYHE JTOTIOBHEHHS KOAY Ta 1HII KOPHUCHI (PYHKITI].

2. Ilintpumka wmoBu mnporpamyBanHs C#. Visual Studio € oanum 13
HaWUMONYJSPHIIINX IHTETPOBAHUX CEPENOBHUIL PO3POOKHU JJI1 MOBU IIPOrpaAMyBaHHS
C#. Bpaxomytoun, mo Unity BukopuctoBye C# mis po3pooku, Visual Studio €
171eaIbHUM BUOOPOM JIJIs1 HAITUCAHHS KOJTY.

3. Poszmupeni moxknuBocti. Visual Studio mpomnoHye po3mupeHi MOKINBOCTI
penaryBaHHs Koy, maTpuMKy Git Ta iHIIl IHCTPYMEHTH, 10 CHOPUSIIOTH 3pYUHIN Ta
MPOIYKTUBHIN po3po0iii iIrpoOBOro NpOEKTY.

O06'ennyroun Unity ta Visual Studio, Mu oTpuMyeMO MOTYXHY KOMOIHAI[IO
IHCTPYMEHTIB, IO JOTIOMOXE €(EKTUBHO BTIJIMTH MOCTABJICHI I[UJII B PEAJIbHICTh Ta

3a0€3MeUNTH YCIIUIHY peani3aliio NpoeKTy.

BucHoBKH 10 mepimoro po3aity
Byno BM3HaueHO MeTy poO3pOOKM Ta MOCTAaBJIEHO 3aBJaHHs. byno ycHimHo
MPOAHAI30BaHO TMOMYJISIPHI ITPU Yy CXOXHUX >KaHpax, iXHI CHUJIbHI CTOPOHU Ta
HEJOJMIKK.  bylmo  omwcaHo ~— MeXaHIKM i1 [OJAIbIIOl  peanmi3anii.
CTBOpEHO KOHIENT AOKYMEHT, Y IKOMY OMKMCAHO YHIKaJIbHI 0COOJIMBOCTI I'PH,
KaHp Ta IJIbOBY ayAUTOPIIO.
Byno obrpynToBano Bubip irpoBoro pyirisi, a came Unity Ta Visual Studio, sik

CepeoBHILA JJIsI TPOrPaMyBaHHS.

Kipiii /1.0. Apr.
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PO311J1 2. PO3POBKA NTPOI'PAMHOTI'O 3ABE3IIEYEHHSA

2.1 Po3poOka apxiTeKTypHu MexaHik B irpoBoMy 104aTKyY

Hiarpama BapianTiB Bukopuctanus [11] (Use Case Diagram) (puc. 2.1)
300paxkye pi3Hi BUaU B3aeMojii Mixk rpaBimem (Player) ta irpoBum gomatkom. Y
LEHTPl 3HAXOJIUTHCA CYTHICTh «['paBerpy, Bil SKOi PO3rally’KyIOThbCS JI€KiIbKa

BapiaHTiB BHUKOPHUCTAHH:A, IIO3HAYCHUX OBAJIAMU.

S-----zexdtend=> @

"”'{?)_d,e_'lq"'"' - OBUpaHHR YapMy
<---.-..s3extend>> 3amiHa yapmy

BuropucTaHHA
30idHoCTel

YnpasniHHAa
MepCcoHaKeEM

Bzaemogir 3
uapmamm

BuxopuCTaHHA
TanaHTiB

30poi

=<exiend=>

ST
ST, T . . IO LLOCKOHANEHHA BUBPaHO

CTUn

"T--zzgxtend=> e
g*--.\_ OOWPaHHR CTUNW

Pucynok 2.1 - Jliarpama BUKOpUCTaHHS

[Ipenennient "BukopucTtanHs 3/10HOCTEN" BKa3dye Ha Te, IO TPaBEIb MOXE
BUOMpATH Ta 3MIHIOBATU JOCTYIHI HOMY 3II0HOCTI, «YTpaBIiHHSI MEPCOHAKEM
nepeadavyae MOXJIMBICTD TPaBIlsl BUOMpPATH a00 3MIHIOBATH YapM CBOTO MEPCOHAXKA,
«Bzaemoniss 3 uyapMamu» JI03BOJISIE TPaBIIEBI 3MIHIOBAaTH YapM IIiJI 4ac TpH,
«BukopucTaHHsl TaJdaHTIB» CBITYUTH MPO MOXKIUBICTH 3aCTOCOBYBATH CIHEIlialbHI
3110HOCTI, TIOB'A3aH1 13 30po€to, «B3aemonis 31 30po€ro» BKazye Ha Te, IO TpaBellb
MOKe 00HMpaTy MEBHUU CTHJIb 30poi Ta BUOMpATH HWOTO NJisi BUKOPUCTAHHS y TPi.

3aranoMm, jiarpama OMNKCYE OCHOBHI CrmocoOM B3a€MOAll TpaBlsl 3 IrPOBUM

Kipiit 1.0. Apk.
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CepeIOBHILIEM, TaKi K BHOIp Ta BAKOPUCTAHHS 3410HOCTEH, TalaHTiB, YapMiB, 30poi

Ta CTUJIIB.

Jiarpama akTuBHOCTI [12] 300paskye MOCIIiOBHICTh MOKIUBHUX Jiil Ta PIIIICHb

y rpi. Bona nmounnaeThcs 3 mouatkoBoro ctany "llouatu rpy" i gami po3ramyKy€eThes

Ha pi3H1 BaplaHTH PO3BUTKY MoAiH (puc. 2.2).

-J Nocnig#exHn |

g [

r r

3HalWnK Hosy Noxauio 7

DOLOEMMTH AOCMITHEHHR Hoea nokalis

Hi
3Hakwnm apexy Goca 7 BuTea 3 BOoporamun 7
Tak MpogoExmnT
SOCNiTHeHHA
Tax
BuTea YEIATWM Qo 8peHn
Soca
h
Mepemora 7 |5MTBE = Gocom | HaWLWNW cexpeTHy obnacTte 7
Tak
h. Tak

Boss Defeated?

VEIliTH 00 CeKpETHOT
odnacti

I OHOBWTH | I Cueprs Bigkputi MOCTYN A0 HOBOT Locn\,qvlm CEKDETHY
XapaKTepUCTUEM nokayn 00NacTL
OTpumaTi
NOCHNEHHA
Pucynok 2.2 - JliarpamMa aKkTUBHOCTI
Kipiit JT.0. Apx.
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Jiarpama AeMOHCTpye pPI3HOMAHITHI HUIAXH PO3BUTKY MOiM, HAsBHICTbH
po3TaigyXeHb Ta MPUNHHATTS PIlIEHb HA OCHOBI 3J00yTHUX pe3yJbTaTiB, IO POOUTH
ITpOBHIA MpoIIeC JMHAMIYHUM Ta 3aXOTUTIOFOYHM.

Jiarpama knaciB [13] (Class Diagram) - 1ie oiuH 3 THITIB CTPYKTYpPHUX Jliarpam
B yHiikoBaHii MoBl MojemtoBanHg (UML), sikuii Bizyasizye CTPYKTYpy CHUCTEMH,
MOKa3yI04H KJIacH, iX aTpuOyTH, METOIY Ta BIIHOIICHHS MK HUMH. [[iarpama kiiaciB
€ CTaTUYHUM YSBJICHHSAM CTPYKTYpH CHUCTEMH 1 JOIOMarae 3po3yMiTH
KOHIIEITYaJIbHY MO/IENb, SIKa JISKUTHh B OCHOBI MMPOTPAMHOTO 3a0€3MEYCHHHI.

Hiarpama kiaciB (puc. 2.3) BijoOpaxae CTpyKTYpy KJIaciB y Tpi 3 €JIeMEHTaMHU

POIBOBOTO 0O0IO.

Playerstate

ne Playersizteblacine

Playerwalisiie state

PlayerGroundsdstate

PlayerChranoState

MyTime fioat

PlayerldiaStats.

Playsridove State

PlayerStateMachine

Pucynok 2.3 - Jliarpama kiacis

Kipiii /1.0. Apr.
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[lenTpamsauM kilacom € Player, skwii Mae dHCIeHHI CTaHW, Taki SK
PlayerldleState, = PlayerMoveState,  PlayerJumpState  tomo. ILli  cranm
yCIIaIKOBYIOThCSA Bif Oa3zoBoro kiacy PlayerState. Knac Player Takoxk wmae
nocwianHsg Ha o0'ektu kiaciB PlayerStateMachine Ta PlayerStats. Ocranniit knac
BIJINOBIJIA€ 3a YIpPaBIiHHA 370pPOB'SM, MaHOIO Ta YJIbTOI TpaBllsi, a TaKOXK
yCIaJIKOBYEThCS Bijg abcTpakTHOro Kiacy CharacterStats.

Jliarpama TakoX IOKa3y€e BIJHOMICHHS MiX KJIacaMH, TaKi SK KOMITO3HUIIIS
(Player mae PlayerStateMachine), arperamis (PlayerStats mae nocuianus na Player
ta BarsController) Tta ycmagkyBanus (PlayerStats ycmaakoByeTbess — Bij
CharacterStats). [TpumiTku Ha giarpami MOSICHIOIOTH IPU3HAYCHHS ISIKUX METOIIB Y
kiaci PlayerStats.

Ilsa miarpama KiaciB HaJae Bi3yalbHE YSBJIEHHS MPO OCHOBHI KJACU Ta iX
BIJIHOIICHHS y Tpl, IO JOTIOMArae 3p0o3yMITH 3arajbHy CTPYKTYPY MPOTPAMHOTO
3a0e3MeyeHHs.

Jliarpama koMIoHeHTIB (puc. 2.4) mokaszye [14] pi3Hi Momymi Ta ixHi
B3a€MO3B'I3kKM B paMkax irpoBoro momatky "Dethrone”. Y menrtpi aiarpamu
posramoBanuii  komrnoneHT "I'elimam3aitn rpu "Dethrone™', skuii € roNIOBHHM
KOMITOHEHTOM TPH.

Lleit roaoBHUM KOMIOHEHT ITOB'SI3aHUN 3 TAKUMH KOMIIOHCHTaAMM:

1. "CroxkeT Trpu" - KOMIIOHEHT, IO BIJIOBIJAE€ 3a CIOXKETHY JIHIIO Ta
1CTOpIIO TPH.

2. "Moaynp yapMmiB" - KOMIIOHEHT, 11O BIATOBIAA€ 32 CHUCTEMY YapMIiB

(101aTKOBUX MPEAMETIB a00 HABUUOK JIJIsl IEPCOHANkKA).

3. "Moayns 3miOHOCTEH" - KOMIIOHEHT, W0 Kepye 3A10HOCTIMHU
NepCoHaXA.
4, "Monaynb cTwiIiB 30poi" - KOMIOHEHT, IO BIAMOBIAAE 3a Pi3HI CTHII

30poi, sIK1 MO’KE€ BUKOPHCTOBYBATH MEPCOHAK.
5. "Moaynb KepyBaHHS TEepcOHa)xeM' - KOMIIOHEHT, IO BIAMOBiJae 3a

YIOPaBIIHHS TEPCOHAXKEM, HOTO aHIMAIlil Ta CTaHH.

Kipiii /1.0. Apr.
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6. "Mopynb CIieH Ta JIOKaIii" - KOMIIOHEHT, 10 BiJMOBIAA€E 3a CIICHU Ta
JIOKAIlii B TPi.

Komnonent "Moayns KepyBaHHS TEepCcOHaXeM" Ma€ IMiJIKOMIIOHEHTH
"HanmamtyBanus animamiii" ta "HamamryBanHs craHiB mepcoHaxa', sKi
Oe3rmocepeIHbO MOB'sI3aH1 3 HUM.

Jliarpama TIOKa3ye B3a€EMO3B'SI3KM MDK PI3HUMH KOMIIOHEHTaMH, SIKI

CKJIaat0Th (PYHKIIOHATBHICTB irpoBoro noaatky "Dethrone”.

Mogynb Mogynb
cTunis 36poi 3aidHoCTen

alaly

Mogyns
Jyapmis

v v

Croxet rpu FenmauzanH rpu "Dethrone” Mogynb cueH
........... (€ mmmm e Ta nokauin

Mogyne
KepyBaHHA
NepCoHaNeM

n

HanalwysaHHAa
CTaHiB
nepcoHaxa

anawTysaxHA
aHimauin

Pucynok 2.4 - Jliarpama KOMIOHEHTIB
Jliarpama posroptanus (puc. 2.5) aeMoHcTpye [15], Sk pi3HI KOMIIOHEHTH TPH
PO3ropTalOThCs HA PI3HUX BY3Jax (MPUCTPOSIX).
[lentpasibaum By3n0M € "Engine", sikuit npencrapiisie irpoBuit pymriii Unity.
Ha npomy By311i po3ropTraeThcst KommoneHT UNity, sikuii € sapoM irpoBOro PyILis.
[ammmit Byzonm - "Developer's PC" (komn'torep po3poOnmka). Ha Hbomy

03rOpPTAOTHCA TAKl KOMIIOHEHTH
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- "Game Assets" (irpoBi pecypcH, Takl sk MO, TEKCTYPH, 3BYKH TOIIIO)

- "Source control" (cucrema KOHTPOIIO BEpCiii BUXITHOTO KOJTY)

Bysou "Player's PC" (koMit'toTep rpaBiii) € KIHIIEBUM IIYHKTOM, Ji¢ (PaKTHIHO

3aIyCKa€ThCs 1 mpartioe rpa. Ha HboMy po3ropTaroThCst:

- "Game Executable" (BuxkoHyBaHu# ¢aiia rpu)

- "Save data" (mani 30epekeHHS TPH)

Jiarpama mokasye 3B'SI3KM MDK PI3HMMH BY3JIaMH TiJ Yac poO3poOKH Ta

BUKOHAHHS Tpu. PO3pOOHUMK Mpalioe Ha CBOEMY KOMII'IOTEPl, BUKOPUCTOBYIOUHU

irpoBuii pymrii Unity ta pecypcu rpu. [lotiMm BukoHyBaHui (haiin rpu Ta HEOOXiTHI

JIaH1 PO3TOPTAOTHCSA HA KOMIT'FOTEP1 IpaBLs JIsl 3aITyCKY Ta TPH.

Developer's PC

Source control

é: Game Assels

5
o
=]
®

Unity

2.2 Po3po0Ka roJIOBHOIO NMepCcoHaKa

Executable

Save data

Pucynox 2.5 - Jliarpama po3ropTanas

Po3pobOka romoBHOro mnepconaxa [16] € omHi€I0 3 KIIOYOBHUX CKIIaJOBHX

CTBOPEHHS YCHIIIHOI IpH B skaHpax Metroidvania ta Soulslike. T'onmoBauit mepconax

€ LICHTPAJIbHUM E€JIEMEHTOM, 3 SIKUM B3a€MOJI€ IpaBelb, TOMY HOTO MPOECKTYBaHHS

BUMAara€e JeTaIbHOTO OMpAIIOBAaHHS SIK BI3yaJIbHMX, TaK 1 ICPOBHX acIlekTiB. B

JAHOMY pO3IIJII MU PO3IJISTHEMO TIPOLEC pPO3pOOKH TOJIOBHOTO IEPCOHAXA,
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BKIIIOYAIOUM HAJIAIITYBaHHS KEpyBaHHs, peamizaimiro State machine, cucremy
XapaKTepUCTHK MEePCOHaXKa Ta HaJAIITyBaHHS aHIMaTopa.

[lepmuM KpoOKOM y po3poOIli TOJIOBHOTO TEpCOHAKa € BU3HAYEHHS HOTO
OCHOBHHUX XapaKTEPHUCTUK Ta MOXJIMBOCTEH. BpaxoByrouu yHiKajgbHI OCOOIMBOCTI
xaHpiB Metroidvania ta Soulslike, romoBHui mnepcoHa)k IOBHHEH BOJIOMITH
IMPOKUM HAOOPOM PYXiB, @ TAKOK MOKJIMBICTIO TIOKPAIIICHHSI CBOIX XapaKTEPUCTHK
IPOTSATOM TpH.

HacTymHuM KpokoM € po3poOka CHCTeMH KepyBaHHsS, sKa 3a0e3MedHTh
IUIaBHUM 1 1HTYITUBHO 3pO3yMUIMI reMMiuied. BaxinuBuM aceKTOM € CTBOPEHHS
state machine, sika 103BOJISIE JIGTKO YIIPABIISTH PI3HUMHU CTAaHAMU MIEPCOHAKA, TAKHMHU
gk Oir, cTpuOOK, araka, OJ0KyBaHHs Ta iHII. KoXXeH CTEHT MOBUHEH OyTH YiTKO
BU3HAYECHHI 1 MaTU CBOI YMOBHU NEPEXOAY, L0 3a0€3MeYUTh MJIABHUM 1 JOTTYHUI
IrpOBUIA MpoIIEC.

TakuM 4MHOM, y LBOMY PO3JUII MHU JAETAJbHO PO3IJSHEMO KOXKEH 3 LUX
aCTeKTIB, M0 JT03BOJIUTH CTBOPHUTH J0OpE MPOIYMAaHOTO Ta ILIKaBOTO TOJOBHOTO
nepcoHaxa Juis rpu B skanpax Metroidvania ta Soulslike.

Xapaxmepucmuku nepconaxica

Y po3poOiii roJ0BHOTO MEepcoHa)xa s rpu B skaHpax Metroidvania Ta
Soulslike BaxMBO BpaxOBYBaTH PI3HOMAaHITHI XapaKTEPUCTHKH, SKi BH3HAYAIOTh
HOTr0 MOKIIMBOCTI Ta B3a€EMOJII0 3 IrPOBUM CBITOM. [[i1 yHOpaBmiHHS LUMHU
XapaKTEePUCTHUKAMH BUKOPUCTOBYETHCS CHEIialbHUMA Kimac Stat.CS, sKuifi MU Takox
JIETAIBHO PO3TIITHEMO.

Kmac Stat BiamoBigae 3a BHU3HAUCHHsS Ta YIPaBIIHHS 3HAYEHHSAMH

XapaKTepUCTHK MEPCOHAXKA.

[System.Serializable]

public class Stat

{
// BasoBe 3HaAUEHHS XaPaKTEePUCTUKM
[SerializeField] private float baseValue;

// Cnucok mMomubikarTopimB, gki momamTbcd OO0 6a30BOTO
3HaAUEHHI
public List<float> modifiers;

Kipiii /1.0. Apr.
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// MeTonm OTPMMAHHS MIOTOUHOT'O SHAUEHHSI XAPaKTEePUCTUKU 3
ypaxyBaHHAIM BCix MommdikaTopis

public float GetValue ()

{

float finalValue = baseValue;

// Iomaemo BCil MommdikaTopm mo 6Gas30BOTO 3HAUEHHS
foreach (float modifier in modifiers)

{

finalValue += modifier;

return finalValue;

}

// MeTon BCTAHOBJIEHHS 0a30BOTO 3HAUEHHS XAPaKTEPUCTUKU
public void SetDefaultValue (float value)
{

baseValue = value;

}

// Meron nmomaBaHHa MoaMbdikaTopa OO XapaKTEepUCTUKU
public void AddModifier (float modifier)
{

modifiers.Add( modifier);

}

// MeTon BumasieHHs MoaubikaTopa 3 XapaKTEepPUCTUKM
public void RemoveModifier (float modifier)

{

modifiers.Remove ( modifier);
}
// MeTon BMOasyieHHs BCix MomMbikaTopiB 3 XapaKTEepUCTUKU
public void RemoveAllModifiers()
{

modifiers.Clear () ;

}
[TosicHeHHs Kony:

- bazose 3nauenns (baseValue): Ile moyaTkoBe 3HAUYCHHS XapaKTEPUCTUKU
0e3 ypaxyBaHHS JOJATKOBUX OOHYCIB YU MOIU(]IKATOPIB.

- Mogudikaropu (modifiers): Ile cmmcok MOAATKOBUX 3HAYEHb, SKi
JOIal0ThCSL 10 0a30BOr0 3HAYEHHS XapaKTepUCTUKU. MoaudikaTopu MOXYThb
3MIHIOBATHCS MMiJl BIUTUBOM Pi3HUX (DAKTOpIB I'pH, TAaKUX SK MpeameTH, 6adu abo
nebadm.

- Meton GetValue(): 1Ileit wmeTox TmoBepTae IMOTOYHE  3HAYCHHS

XapaKTePUCTHUKU 3 ypaxyBaHHSIM BCIX MOJAU(IKATOPIB.

Kipiit 1.0
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- Meron SetDefaultValue(float value): Lleit MmeTon n03BOJISIE BCTAHOBUTHU

HOBE 0a30B€ 3HAYCHHS XapaKTEPUCTUKH.

- Meton AddModifier(float _modifier): Ile#t MeTom gomae HOBHIA

MOAU(IKATOP IO CIHCKY.

- Metong RemoveModifier(float _modifier): lle#i Metom Bumaise

MOU(DIKATOP 31 CITUCKY.

- Meron RemoveAllModifiers(): Leit meron Bumanse Bci moaudikaropu 3i

CIIUCKY, OBEPTAIOYH XapPaKTEPUCTUKY M0 1i 6a30BOT0 3HAYEHHS.

Knac Stat 3a0esmedye THy4yKkicTb Ta 3pY4YHICTH B  YIpaBiIiHHI

XApaKTCPUCTUKAMM TICPCOHAXKA, MAJO3BOJIAIOYM JICTKO J0JaBaTH, BHUAAIATH Ta

3MIHIOBATH iX 3HAYCHHS B 3aJICKHOCTI BiJl CUTYaIlli B TPI.

VY Hamiil rpi MM BUKOPUCTOBYEMO CHUCTEMY XapaKTEPHUCTHK IS YIPaBIIHHS

arpuOyramu  mepcoHaxiB. Kmac CharacterStats  BiamoBizae 3a  OCHOBHI

XapaKTEepUCTUKHU Ta iXHE KepyBaHHA. llel kiac BU3HAYae pI3HOMAHITHI MapaMeTpu

MepcoHa)xka, Takl SK araka, 3aXHCT, MaHa Ta iHI. /[aBaliTe po3ryIsTHEMO OCHOBHI

KaTeropii XxapakTepUCTHK Ta iXHE MPU3HAUYCHHS.

1. OcHoBHi xapakTtepuctuku (Major stats)

OCHOBHI XapaKTEepPUCTUKU BU3HAYAIOTh 0a30Bl 3110HOCTI TEpPCOHAXkA,

BIJIMBAIOYM HA HOTO €(DEeKTUBHICTH y 0010 Ta BIKUBaHHS. J[0 HUX HaleXaTh:

— Cuua (Strength): 36ibmye (hi3udHy MIKOAY Ta CUIY KPUTHUHUX YAapiB.
— Coaputhicts (agility): 30implnye maHC yXWICHHS BiJ aTak Ta IIaHC
KPUTUYHUX yIapiB.
— Inrenexr (intelligence): 36iunbIIye Mariuny Koy Ta MariqHui omip.
— BiranbeHicts (Vitality): 36inb11ye MaKCHMaIbHUN PIBEHB 3JJ0POB'S.
2. Arakyroui xapakrepuctuku (Offensive stats)

ATakyrooui XapaKTepUCTUKH BHU3HAYAIOTh CHIIy aTaK IEPCOHaKa Ta WOTO

3JIaTHICTb 3aBJaBaTH KPUTUYHI yJapH:

- [Ixoma (damage): bazoBa BennyKMHA IIKOIM, SKY 3aBIa€ MEPCOHAK.

- lanc kpuTruHoro yaapy (critChance): Busnauae iMOBIpHICTb 3aBAATH

KPUTUYHUN yaap.

Kipiii J1.0. k.
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- Cua kputuaHOTO yaapy (CritPower): Buznayae MHOKHUK IIIKOU TIPH
KPUTHYHOMY yapi.
- Mariune mnocunenas (magicAmplify):  30imbiiye  edekTuBHICTH

Mariyaux arak (rmovarkore 3HadeHHs 150%).
Meton DoDamage BiamoBijae 3a 3aBIaHHS IIKOAW IIJIbOBOMY IEPCOHAXKY,

BpPaxOBYIOUH Pi3HI (DAKTOPH, TaKI SIK IIAHC YXWICHHS, KpUTUYHI yJIapy Ta OPOHS IIIi.

public virtual void DoDamage (CharacterStats targetStats)
{
if (TargetCanAvoidAttack( targetStats))
return;

float totalDamage = damage.GetValue() +
strength.GetValue() ;

if (CanCrit())
{

totalDamage = CalculateCriticalDamage (totalDamage) ;

}

totalDamage = CheckTargetArmor ( targetStats,
totalDamage) ;

_targetStats.TakeDamage (totalDamage) ;

onDamageDealt?.Invoke (totalDamage) ;

}
VY xnaci PlayerStats mieit Mmeton mepeBU3HAYCHO IS JOJaBaHHS J0JATKOBUX

e(eKTIB, TaKuX SK 30UIbIICHHS MaHU Ta YJbTUMATHUBHOI €HEprii MICs 3aBAaHHS
LIKO/H.

public override void DoDamage (CharacterStats targetStats)
{

base.DoDamage (_targetStats);

IncreaseMana (5) ;

IncreaseUlt (10);
allBars.SetMana
(

allBars.SetUlt

(currentMana, maxMana.GetValue());
currentUlt, maxUlt.GetValue());

Metoxa CanCrit BiamoBimae 3a mepeBipKy HaHECCHHS KPUTHHYOI IIKOIM IO
BOPOTY.
private bool CanCrit ()
{

float totalCriticalChance = critChance.GetValue() +
agility.GetValue();

if (Random.Range (0, 100) <= totalCriticalChance)
{

return true;

Kipiii /1.0. Apr.
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}

return false;
}
B wmetoni CalculateCriticalDamage mu 00paxoByeMO BUXIHY KPUTHUHY
IIKOJTY.

private float CalculateCriticalDamage (float damage)

{

float totalCritPower = (critPower.GetValue () +
strength.GetValue()) * .01f;
float critDamage = damage * totalCritPower;

return Mathf.RoundToInt (critDamage) ;
}
3. 3axwucHi xapakTepuctuku (Defensive stats)

3aXMCHI XapaKTEPUCTHKN 3a0€3MeUyIOTh BIDKUBAHHS TIEPCOHAXA, 3HUKYIOUH
OTPUMaHYy KOy Ta ITiIBUIIYIOYN 31aTHICTh YHUKATH aTaK:

- MakcumanbHe 3ma0poB's  (maxHealth): BusHagae wMakcuMaabHY
KUIBKICTB 3JI0POB'sSl IEPCOHAXKA.

- Bpons (armor): 3MeHIIye Koy, IKy OTPUMYE MEPCOHAXK BT (Qi3HIHUX
aTax.

- Yxunenns (evasion): BusHauae iMOBIpHICTh YHUKHYTH aTaKH.

Meton TakeDamage o6po0Jisie OTprMaHHS IIKOIU TEPCOHAKEM, BPAXOBYIOUH
MO>KJIMBI 3HWIKEHHS IIIKOJM Ta BUKJIMKHU BIIMNOBIIHHUX MOaid. BiH Takok BiamoBigae
3a Bi3yalibHI €()eKTH, MOB'A3aH1 3 OTPUMAHHSIM IIKOIH, Ta MEPEBipsi€, YU MEPCOHAK

111 KUBUM ITICJIS OTPUMAaHHS IITKO/IH.

public virtual void TakeDamage (float damage)

{
float reducedDamage = damage * (1f -
damageReceivedReductionPercentage / 100f);
DecreaseHealthBy (reducedDamage) ;

GetComponent<Entity> () .DamageImpact () ;
fx.StartCoroutine ("FlashFX") ;

if (currentHealth < 0 && !isDead)
Die();
OnDamageReceived?.Invoke (_damage) ;

}
Komu roeoputbecs mpo "monxii" B Unity, MaeTbcs Ha yBa3i maTepH

nporpamyBaHHs, Bigomuii sk "Croctepirau" (Observer Pattern) [17]. Lle#t natepn
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JI03BOJISIE OTHOMY 00'€KTY (BUIABIIEBI) MOBIIOMJISITH 1HIII 00'€KTH (TIEPEATUIATHUKIB)
Ipo 3MIHM CBOro cTaHy. Y Bumaaky 3 wMetogoMm TakeDamage, momis
OnDamageReceived mo3Bosste IHIIMM 00'€KTaM IEPEAIIATHTHCS HA OTPHUMAaHHS
MOBIJOMJICHHS TIPO T€, IO MEPCOHAX OTpuMaB Imkoay. lle mo3Bomsie muHAMIYHO
pearyBaTd Ha MOJIi B Ipl, HANPUKIAJA, OHOBJIIOBATH 1HTepdeiic KopucTtyBaya abo
3amyCcKaTu JT0JAaTKOB1 €(heKTH.

public event System.Action<float> OnDamageReceived;

VY xaci PlayerStats nieit Mmeton nepeBU3HaYCHO IS TOIaTKOBOI MEPEBIpKU Ha

HEBPA3JIMBICTh ITiJ1 YaC PUBKY Ta OHOBJICHHS iHTEpdeicy KopucTyBaya.

public override void TakeDamage (float damage)
{

base.TakeDamage (_damage) ;

if (isInvincible)

{

return;

}
allBars.SetHealth (currentHealth - damage,
GetMaxHealthValue ());

}

4. Xapakrepuctuku Manu (Mana stats)

XapakTepuCTUKU MaHU BU3HAYAIOTh 3/1aTHICTh IEPCOHAKAa BUKOPUCTOBYBATH
Mariusi 3110HOCTI:

- MakcumanbHa MaHa (maxMana): Busnayae MakcuMalbHUN piBEHb
MaHU [IEPCOHAXKA.

- IBuakicTh pereneparii manu (manaRegenRate): BusHavae mBHIKICTh
BIJTHOBJICHHSI MaHH.

Meroau poOOTH 3 MaHOI OOpOOJISIIOTH pereHeparlito, 301TbIICHHS Ta
3MeHIIeHHsT MaHu. Y Kiaci PlayerStats BoHu mnepeBu3HauYeHI sl OHOBJICHHS
iHTepdeicy KopucTyBaya.

public virtual void RegenerateMana ()
{
currentMana += manaRegenRate.GetValue () * Time.deltaTime;
currentMana = Mathf.Clamp (currentMana, 0f,
maxMana.GetValue()) ;

}

public override void RegenerateMana ()
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base.RegenerateMana () ;
allBars.SetMana (currentMana, maxMana.GetValue())

5. XapakTepucTHKHU yapTUMaTHBHOI 3110H0cTi (Ut stats)

XapaKTepuCTUKN  yJIbTUMATUBHOI 3MI0HOCTI BU3HAYAIOTh MOJXKIUBICTh
BUKOPHCTAaHHS OCOOJIMBHMX IOTY)KHHX 37i0HOCTeH. MakcumainbHa yibTa (maxult)
BU3HAaYa€ MaKCUMaJbHUM PIBEHb YIBTUMATHBHOI eHeprii. Lli xapakTepucTuku Ta ix
3MiHM O€3MOocepeHbO BIUIMBAIOTH Ha ITPOBHM TpoIEeCc, poOsydM HOro OLIbII
JUHAMIYHUM Ta I[IKaBUM JIJIs TPaBIIiB.

Kepysanns nepconasxcem, namepn State Machine

KepyBanns nepconaxxem y 2D irpax € BayKJIMBOIO CKJIaJJOBOIO, 1110 BIUIMBAE HA
ITPOBUI TPOIIEC Ta 3arajibHe BPaKEHHA BiJ Tpu. Big TOYHOCTI 1 YYTIUBOCTI
VIOPABIIHHS 3aJIEKUTh, HACKUIBKM KOM(OPTHO rpaBellb MOXKE€ BHUKOHYBAaTH All Ta
MaHeBpU B irpoBomy cepenoBuiii. OCHOBHI €leMEHTH KepyBaHHA B 2D irpax
BKJTIOYAIOTh!

- Pyx. IlepemimeHHs TnepcoHaXka MO Topu3oHTam (BIiBO/BIIpaBO) Ta
BepTHKam (Bropy/BHM3), II0 MOKEe OYTH peai30BaHO 3a JOIMOMOTrOI0 KiIaBiaTypH,
reiimnaza ado CEHCOPHOTO YNPaBIIIHHS.

- Crpubxu. JlogaBaHHsI MOXKJIMBOCTI CTpUOATH, 1110 BKJIFOYAE PO3PAXYHOK
BHUCOTH CTpuOKa, rpaBiTallii Ta Mpu3eMJICHHS.

- Artaku. B3aemogis 3 Boporamu abo 00'eKTaMu 4epes aTaku, 1110 MOXKYTh
OyTu OIMKHIMH 200 TUCTAHIIIHHUMH.

- CrneuianbHi aii. Bukopucranus 3a10HocTel a00 CKUIIB, 1110 MOXKYTh OyTH
YVHIKQJIbBHUMH JIJIS1 KOYKHOTO TIepCOHaXA.

[Tatepn State Machine (mamiHa ctaHiB) — 1€ apXITEKTYPHHI 1a0JI0H, KU
JTIO3BOJISIE MOJISTIOBATH TOBEIHKY 00'€KTIB HA OCHOBI iX MOTOYHOTO cTany. KoxeH
CTaH BIJMOBIJA€ 3a TEBHY TOBEAIHKY OO0'€KTa, a Mepexoau MK CTaHaMHu
3I1MCHIOIOTHCSI HA OCHOBI TIEBHUX YMOB a00 TOIH.

[TepeBaru Bukopucranus State Machine B irpax:
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1. MonynpHicTh: Jlerke nogaBanHs abo 3MiHa CTaHIB O€3 BIUIMBY Ha 1HIIT
YaCTUHU KOJY.

2. 3posyminicth: YiTka CTpyKTypa, sika pOOUTH KOJ JETmuM st
PO3yMIHHS Ta MIATPUMKH.

3. ['HyukicTh: MOXIUBICTh JIETKO KEPyBaTH CKJIAIHOI IOBEIIHKOIO
MIePCOHAXIB Ta 00'€KTIB.

4, TecroBanicTe: Jlermie TecTyBaHHsS OKpEMHUX CTaHIB Ta MEPEXOAIB MIXK
HUMU.

V rpi icHye 6araTo yHIKaJbHUX CTaHIB MEPCOHAXa, AAJl MEPErNITHEMO KOKEH
3 HUX:

1. Idle.

Cran PlayerldleState BianoBigae 3a 6e3a1sUIbHUN CTaH MEPCOHAXkKA, KOJIU TOU
HE PyXa€ThCs Ta He BUKOHYE JKOIHHUX Jiit. Moro rooBHa (pyHKIIis - Iepexiza 10 cTaHy
pyXy, SIKIIO TpaBellb HAaTUCHE BIAMOBIIHI KJaBilIl JJIsi Pyxy. Tako, BiH HYJIO€
IIBUJIKICTh MEPCOHAXKa MPHU BXOJ1 y CTaH.

2. Move.

Cran PlayerMoveState BianoBigae 3a pyx MEpCOHaXa B TOPU3OHTAIBLHOMY
HampsiMKy. BiH BCTaHOBIIOE MIBUIIKICTh PyXy MEpPCOHAXKa Ta BU3HAYAE MEpeXij 10
CTaHy CIIOKOI0, SIKIIIO T'PaBellb MPUITMHUB HATUCKAHHS KHOTIOK PyXY.

3. Jump.

Cran PlayerJumpState BigmoBigae 3a ctpuOok nepconaxa. [Ipu Bxosi B e
CTaH, IEPCOHAK OTPUMYE TTOYATKOBY IIBUAKICTh CTPUOKA Bropy. SIKIO BepTHUKaIbHA
IIBUJIKICTD MTEPCOHAXKa CTA€ B1'€MHOI0, TO BIH MEPEXOAUTH y CTaH MOBITPSI.

4. Aim.

Cran PlayerAimScytheState BiamoBizae 3a HampaBjieHHS KHAKA COKUPHU
nepcoHaxka. ['paBerp MOKe MaHIMYJIIOBATA MHINKOIO JIJI1 BU3HAYCHHS HAIPSMKY
kunka. [lepexim 10 cTaHy CIOKOIO BiIOYBA€ThCS MPU HATHUCKAHHI BiJMOBITHOT
KJIaBIIII.

5. Alr.
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Cran PlayerAirState BignoBinae 3a pyx mepcoHaxa y moBitpi. Bin BuzHauae
nepexiJl 0 CTaHy CIIOKOIO MPH JOCATHEHHI 3eMJyii @00 TIpHW HAsIBHOCTI CTiHH. SIKIIO
rpaBellb Ma€ BMIHHS CTIHU, TO BIH MOYKE€ TIEPEUTH /10 CTaHy KOB3aHHS I10 CTiHI.

6. CatchScythe.

Cran PlayerCatchScytheState BiamoBizae 3a TOBEpHEHHS COKUPH O
nepcoHaxa micis kuaka. [lepexin 10 cTaHy CIIOKOIO BiJIOYBA€THCS MICHs YCIIIIHOTO
MTOBEPHEHHS COKUPH.

7. Chrono.

Cran PlayerChronoState BiamoBigae 3a BUKOPUCTAHHS CIEI[1aIbHOTO HABUYKHU
"Chrono". [lepcoHaxx MOk€ KOPOTKHIA Yac JITaTH y MOBITPI1, & MOTIM OBEPHYTHUCS Ha
3emunto. [lepexizg 10 cTaHy MOBITPS BIIOYBAETHCS MICH 3aBEPUICHHS 11 HABUYKHU.

8. CrimsonCarnage.

Cran PlayerCrimsonCarnageState BiAmoBijla€ 3a aKTHBAIlil0 OCOOJIMBOTO
HaBuuk# "Crimson Carnage", sika HAaHOCUTh KpoBOTOUMBHMIA yaap. [lepexin no crany
CIIOKOIO BIJIOYBA€ETHCS MICHS YCIIIIHOTO 3aBEPIIEHHS yAApy.

9.  Dash.

Cran PlayerDashState Binnmosinae 3a Bukonanus pyxy "Dash". Iin wac maury
MEPCOHAXK MOXKE MepecyBaTUCS MIBUIIE 1 TPOXOAUTH uepe3 BoporiB. Ilepexim a0
CTaHy CIIOKOIO B1JI0YBA€THCS MICIS 3aBEPILICHHS JIANTy.

10. Dead.

Cran PlayerDeadState BignoBigae 3a cMepTh nepcoHaxa. Ilepexin mo crany
CIIOKOIO BIJIOYBA€ETHCS MICIHS BIAHOBJICHHS JKUTTS IPABLEM.

11.  Grounded.

Cran PlayerGroundedState BimmoBizae 3a MOBEAIHKY MEPCOHAXKA, KOJM BIH
3HaXOJUThCS Ha 3eMJil. BiH BHU3HaA4ae mepexij J0 1HIIWX CTaHIB B 3aJIEKHOCTI BiJl
BBEJICHHS T'PABIlS Ta HOT0 MOYKJIMBOCTEM.

12.  Attack.

Cran PlayerPrimaryAttackState BinmoBigae 3a OCHOBHY aTaky IepCOHaXa.
[lepexin 1o cTaHy CIOKOIO BiIOYBA€THCS IMICHS 3aBEpPIIECHHS aTaku a00 MPOMIKKY

gyacy Mk aTakamu Juisi opMyBaHHS KOMOO.
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13.  WallJump.

BIZIMIOBIIa€ 3a CTpUOOK Bia cTiHuU. [lepexim mo cTtaHy MOBITPS BiOYBAETHCS
TICJIS IEBHOTO Yacy abo MpH JOTHKY J0 3eMJI.

14.  WallSlide.

Cran PlayerWallSlideState BimgmoBijzae 3a KOB3aHHSI IEpPCOHa)kKa MO CTiHI.
[lepexin 10 cTaHy CIIOKOIO a0o0 MOBITPsI BIIOYBAETHCS B 3aJICKHOCTI BiJ| M1 TpaBIls

Ta KOr0 PO3TALIYBAHHS.

2.3 Peanizauis 31i0HocTeili repost Ta 30poi

Po3BuTOK mepcoHaxka Ta oro OOWOBI HAaBWYKM 37]aTHI 3HAYHO 30araTUTH
reimIuiei Ta 3poouTH rpy OUIBII HIKABOIO IS TPaBIIAL.

Y upoMy po3aiuni MU JOCHIAMMO, SIK TMPalIOTh 3I10HOCTI Tepos B TPl
«Dethroney, a Takox po3rISTHEMO peasi3allilo TPhOX PI3HUX CTUIIIB 30pOi, KOXKEH 3
SAKUX Ma€ YHIKaJIbHI aKTHBHI Ta MACHBHI 310HOCTI. MU pO3IIIsTHEMO peai3alliio
METOMAIB JUIsl iX akTUBalli Ta BUKOpHCTaHHS. KpiM Toro, Oyne po3riasiHyTO
T1IBUIIIEHHS P1BHA MACUBHUX 3/110HOCTEH Ta 1X BILUIUB HA Teposi B TPi.

Cmuni 306poi

VY rpi npuCyTHI TpU CTHIII 30pOi: YepBOHUM, CUHIN Ta 3eneHui. KoxkeH cTuib
Ma€ CBOIO YHIKaJIbHY aKTUBHY 3/110HICTb Ta JB1 TACUBHI, K1 MOKHA MTPOKAYaTH.

Knac WeaponStyle € 6azoBuM 11s1 BCiX CTHIIIB 30poi. BiH MICTUTB BIpTyalibHI

METOJIH JUTsl aKTUBAITIT Ta leakTUBaIlii eeKTiB, 3arajJbHUX JJISI BCIX CTHIIIB 30pOi.

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

public class WeaponStyle : MonoBehaviour

{
public virtual void ActivateFirstUpgrade ()

{
}

public virtual void ActivateSecondUpgrade ()

{

public virtual void ActivateThirdUpgrade ()
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public virtual void DeactivateEffect ()

{
YepBoHMII CTUIIF PO3PAaXOBAHUN HA TPABIIIB, SIKI IIYKAIOTh aKTUBHI CYTUYKH 3

BOpPOTaMH, TIOJFOOJISFOTH 3aBAaBaTH BEJIMKY IIKOTY Ta TOCTIHHO BiJTHOBIIOBATH CBOE
3nopoB's. Came Tomy Oyno po3pobieno kinac RedWeaponStyle, sikuil ycnankoBye
ki1ac WeaponStyle Ta peamizye KOHKpETHI METOIU IS aKTWBAIll Pi3HUX PIBHIB
MPOKAYKHA YEPBOHOTO CTHIIIO 30pOi.

Po3risiHeMo JIOTiKy METO/IIB LIbOTO KJIACy:

public override void ActivateFirstUpgrade ()

{

isBaselActive = true;

public override void ActivateSecondUpgrade ()
{

isFirstActive = true;

playerStats.maxHealth.AddModifier (maxHealthIncrease) ;
playerStats.onDamageDealt += ApplyVampirism;
}

public override void ActivateThirdUpgrade ()
{

isSecondActive = true;
}
I{i MeTo 11 BIJIMTOBITAOTh 32 AKTUBALIIIO BIJIMOBITHOTO PIBHS MPOKAYKU CTHITIO.

Ockisibku O1TBIIICTH €()EKTIB HE MOYKHA OJIMH pa3 J0/IaTH IPABITIO, TO Tpeda MOCTIHHO
MIEPEBIPATH PIBEHb MPOKAYKHA CTHIIIO Ta YA KOPUCTYETHCS TPABEIb CAME UM CTHIICM.

Bce 11e 3pyuHo pooutu B meroai Update()

private void Update ()

{
if (isSecondActive && bleedDuration > 0 &é&

isBleeding)
{
bleedDuration -= Time.deltaTime;
damageTimer += Time.deltaTime;
if (damageTimer >= 1f / bleedTickPerSecond)
{
damageTimer = 0f;
crimsonCarnage.BleedEffect (bleedingDamage) ;
}
Kipiit 1.0. Apk.
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if (bleedDuration == 0)
{

isBleeding = false;
}

}
if (Input.GetKeyUp (KeyCode.F) && isBaseActive &&

playerStats.currentUlt == playerStats.maxUlt.GetValue())
{

bleedDuration = originalBleedDuration;
crimsonCarnage.ActivateCrimsonCarnage () ;
isBleeding = true;

}
JUist peamizamii epexra Bammipu3Ma BiJ aTak OyJO0 BHUKOPUCTAaHO NAaTEpH

«crocTepirau» peanizyemMo Led epeKT IMpHU JOCITHEHI JPYroro piBHS MPOKAYKU B
4yepBOHOMY cTwiIi. Temep mpu HaHeceH! LIKOAM TpaBelpb Oyne OTpUMYBaTH e(exT

BaMITIpU3MY.

private void ApplyVampirism(float damageDealt)
{
float healAmount = damageDealt *
(vampirismPercentage / 100f);
playerStats.IncreaseHealthBy (healAmount) ;

playerStats.allBars.SetHealth (playerStats.currentHealth,
playerStats.maxHealth.GetValue());
}
}

Y KOXHOTO CTHJIIO € CBOS aKTHBHA 3Ji0HICTH y yepBoHOro - "Crimson
Carnage". Takox icHye ONHOWMEHHMH KJac, SIKMHA BIJIOBiJa€ 3a aKTUBAIIIIO

CHellaIbHOI aTakH.

public void ActivateCrimsonCarnage ()

{

playerStats.DecreaseUlt (playerStats.maxUlt.GetValue () ) ;
Collider2D[] colliders =
Physics2D.OverlapCircleAll (transform.position, damageRadius) ;
foreach (Collider2D collider in colliders)
{
if (collider.CompareTag ("Enemy"))
{
EnemyStats enemyStats =
collider.GetComponent<EnemyStats> () ;
if (enemyStats != null)
{
enemyStats.TakeDamage (damage + damage *
playerStats.magicAmplify.GetValue() / 100);
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}

}
Meton ActivateCrimsonCarnage() BHKOHYE pO3MOALT MIKOJM IO BCIM

BOpOraM, siKi 3HaXOSThCSA Y BU3BHAYEHOMY pajlilyci HABKOJIO Ieposi.

public void BleedEffect (float bleedDamage)

{
Collider2D[] colliders =

Physics2D.OverlapCircleAll (transform.position, damageRadius) ;
foreach (Collider2D collider in colliders)

{

if (collider.CompareTag ("Enemy"))

{

EnemyStats enemyStats =

collider.GetComponent<EnemyStats> () ;
if (enemyStats != null)

{

enemyStats.TakeDamage (bleedDamage) ;

}

}

}
Meton BleedEffect() BukoHye HaHeceHHS eeKTy KpOBOTEdUi BOpOraM, BiH

CTaHE aKTUBHMM, KOJIM JJOCATHE OCTaHHBOTO PIBHA MPOKAUKH YEPBOHOT'O CTUJIIO.
Konu rpasenp 3axo4e 3MiHUTH CTUJIb, MU [TIOBUHHI JICAKTUBYBATU YC1 €PEKTU

MOTOYHOT'O CTHIIIO, JJIs 1IbOT0 icHye MeTox DeactivateEffect().

public override void DeactivateEffect ()

{

base.DeactivateEffect ();
if (isFirstActive)

{

playerStats.maxHealth.RemoveModifier (maxHealthIncrease) ;

playerStats.onDamageDealt -= ApplyVampirism;
}
isBaseActive = false;
isFirstActive = false;
isSecondActive = false;

}
Hacrynnuii crunb-3enenuid. L{el cTuiib CTBOpPEHO IS TPaBIIB, K1 NPAarHyTh

IIBHAKOTO T'EHMILICI0 Ta B3aeMoil 31 cBoimu komissmu. Kiac GreenWeaponStyle
BIJIMOBIIA€ 3a peatizalliio 3eJI€HOro CTHII0 30poi. BiH Tako ycraJakoBye 0a30BHiA

kiac WeaponStyle ta peanizye MeTou AJi KOKHOTO PiBHS MTPOKAYKHU:
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ActivateFirstUpgrade() akTuBye mepuinii piBeHb MPOKAYKU CTUJIIO Ta HAJa€e
yHiKanbHY 31i0HICTh «Miracle Mirage» sika 103BOJIsIE CTBOPIOBATH KOO ce0Oe Ha
NeBHUN MpoMiKoK 4acy. Komis moBTOproe yci Jiii opuriHagy Ta HaHOCHUTBH IITKOIY

BOPOTaM.

public override void ActivateFirstUpgrade ()

{

isBaseActive = true;
}
Jlns peanizaliii akTUBHOT 3/1I0HOCTI 3€JICHOTO CTUJIIO OYJIO HAIMMCAHO CKPHIIT

MiracleMirage y sikomy peaiti3oBaHO METOJI JUIsl CTBOPEHHSI KOTIi1 IIepCOHAXKA.

public void ActivateMirage ()

{

playerStats.DecreaseUlt (playerStats.maxUlt.GetValue());
if (miragelInstance == null)
{
mirageInstance = Instantiate (miragePrefab,
transform.position, Quaternion.identity);
Destroy(mirageInstance, mirageDuration);

}

Meron ActivateSecondUpgrade() BUKIIMKAETHCS I aKTUBALlT APYTOrO PIBHA
MPOKAUKH, BIH 30UIbIIY€E IIBUAKICTh PyXy TpaBIsl Ta 3MEHIIyE 4ac BIJHOBJICHHS

pUBKa.

public override void ActivateSecondUpgrade ()

{
isFirstActive = true;
player.moveSpeed += player.moveSpeed *
moveSpeedIncreasePercent/100;

SkillManager.instance.dash.ReduceCooldown (reduceCooldown) ;
}
Meton ActivateThirdUpgrade() aktuBye TpeTiii piBeHb HMPOKAYKH 3€JICHOTO

CTHIIIO 30POi, BIH JO3BOJISIE TPABLIEB] CTBOPIOBATH CBOT'O KJIOHA HA CTAPTI pUBKA.

public override void ActivateThirdUpgrade ()
{

isSecondActive = true;

SkillManager.instance.clone.CanCreateCloneOnStart (true) ;
}
JleakTuBalisi BiIOYBa€ThCS 1A€HTUYHO A0 yCiX CTHIIIB.
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Octanniil cTuib-cuHii. CTUIb J03BOJIAE€ TPABIEBI MOMIMIIATHA CBOI MarivHi
310HOCTI Ta BUKOPUCTOBYBATH MaHy Ta IHTENEKT Ha0araTo yacTiiie, HiX 11e poOJsTh
IpaBIIl 3 IHIIUM THUIIOM T'eHMILICHO.

Knac Bignosimzae BlueWeaponStyle 3a peaizarito cuaboro cTHIIIO 30poi. Bin
ycnajakoBye 0a3oBuil kiac WeaponStyle Ta peanizye MeTonu sl KOKHOTO PiBHS
IPOKAYKU:

ActivateFirstUpgrade() akTuBye mepuinii piBeHb MPOKAYKU CTUIIIO Ta HAJA€
yHikanbpHy 3110HicTh «Celestial Nexus» akTuBallis sIkoi CTBOPIOE MOPYY 3 T€POEM
MariyHy cepy, sika MOCTIMHO JIIKY€e rpaBls ado0 K HAHOCUThH LIKOAY BOpOraM, skl
3HAXOAAThCA B paaiyci Aiil 3a10H0cTI. Cdhepy MOKHA pyxaTH, SKIIO BAAPUTU MO HIA
3BUYaNHOIO aTaAKOIO.

public override void ActivateFirstUpgrade ()
{
isBaseActive = true;

}
Jliist peasnizaniii akTUBHO1 3/1I0HOCTI CUHBOTO CTHJIIO OYyJIO HANKMCAHO CKPUIIT

CelestialNexus y skxomy peaizoBaHO METOAM JUIS TICPEBIpKH KOJI3id Ta
MepeMIIIeHHS] MarigyHoi cdepu.

private void CheckCollisions () {
Collider2D[] colliders =
Physics2D.OverlapCircleAll (transform.position, 2f);

foreach (Collider2D collider in colliders) {

if (collider.CompareTag("Player"))

{
playerStats.IncreaseHealthBy (healthRestore);

}

else 1f (collider.CompareTag ("Enemy")) {
EnemyStats enemyStats =

collider.GetComponent<EnemyStats> () ;

if (enemyStats != null) {

enemyStats.TakeDamageWithoutKnockback (damage + damage *
playerStats.magicAmplify.GetValue () /100);
}
}
}
}
public void MoveNexus () {
Player player = PlayerManager.instance.player;
float attackRadius =
playerStats.GetComponent<Entity> () .GetAttackCheckRadius () ;
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if (player.stateMachine.currentState ==

player.primaryAttackState &&

Physics2D.OverlapCircle (transform.position,
attackRadius, LayerMask.GetMask ("Player"))) {

Vector2 playerDirection =
player.transform.right;

float distance =
Vector2.Distance (player.transform.position, transform.position);

float adjustedForce = moveForce / distance;

rb.AddForce (playerDirection.normalized *
adjustedForce, ForceMode2D.Impulse);
Debug.Log ("A DA");
}
}

CrtBopenHs chepu 3a1icHIOEThCS 3aBaku MeToy ActivateCelestialNexus().

public void ActivateCelestialNexus () {
if (celestialNexusPrefab != null) {

playerStats.DecreaseUlt (playerStats.maxUlt.GetValue());
PlayerManager playerManager =
PlayerManager.instance;
if (playerManager != null &é&
playerManager.player != null) {
celestialNexusInstance =
Instantiate (celestialNexusPrefab,
playerManager.player.transform.position +
playerManager.player.transform.right * 2f, Quaternion.identity);
Destroy (celestialNexusInstance,
timeToDestroy) ;

}

else/{
Debug.LogError ("PlayerManager or player
reference is missing!");
}
}
else/{

Debug.LogError ("Celestial Nexus prefab is not
assigned!");

}
}
Meron ActivateSecondUpgrade() BUKIIMKAETHCS IJIs1 aKTUBAITIT APYTOTO PIBHA

MIPOKAYKH, BiH JO3BOJISIE 3 YACOM MOBHICTIO PETCHEPYBATH MaHy I'paBIis Ta 301JIbIIYE

11 MaKkcUMaJIbHE 3HAUCHHS.

public override void ActivateSecondUpgrade ()

{
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isFirstActive = true;

playerStats.maxMana.AddModifier (maxManalIncrease) ;

playerStats.manaRegenRate.AddModifier (manaRegenerationRate) ;

playerStats.allBars.SetMana (playerStats.currentMana,
playerStats.maxMana.GetValue ()) ;

}
Tperiit piBeHb IPOKAUYKN CHHBOTO CTHIIIO Ha/la€ YHIKaJIbHY MMACUBHY 3/110HICTb,
sKa 3 TUIMHOM 4Yacy CTBOPIOE€ OUIS TpaBIl MaJIeHbKI MaridHi cepu, KOKHA 3 SKUX

IIOCHJTIOE TIIKOJTy BiJT akTHBHOT 3110HOCTI «Celestial Nexusy.

CrBopeno xopyrury AddSphere(), sika nonae cdepy KoxHi TeKiIbKa CEKYH/I.

private IEnumerator AddSphere ()
{

if (currentOrbCount < maxOrbCount)

{
isAddingSphere = true;
yield return new

WaitForSeconds (timeToSpawnSphere) ;

currentOrbCount++;
sphereGUI.FillImage (currentOrbCount - 1);

playerStats.magicAmplify.AddModifier (magicDamageIncreasePerOrb) ;
isAddingSphere = false;
}
}

Meton RemoveAllSpheres() nmpubupae yci cdhepu nmpu orpuManHi Oyb SKOT

IIKOJIU.

private void RemoveAllSpheres (float remove)
{

currentOrbCount = 0;

playerStats.magicAmplify.RemoveAllModifiers () ;
for (int 1 = 0; i < sphereGUI.images.Length; i++)
{
sphereGUI.ClearImage (i) ;
}
}

30ibHocmi epasys

VY rpi nmependadyeHo N1BI OCHOBHI 3H10HOCTI, SIKI TpaBellb OTPUMYE MICIs
nepemoru Haj 6ocamu. KokHa 3 1iux 3/110HOCTEH HACTIAYETHCS Bif 6a30BOTO KiIacy
Skill, mo mgo3Bosisie cTaHAAPTU3YBATH 1X peajizailiio Ta MOJIETIIye X 1HTErpalio B

rpy.
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Knac Skill 3a6e3neuye ocHOBHY cTpykTypy mist Beix 3miOHOcCTel y rpi. Bin
MICTUTh OCHOBHI TapaMeTpy Ta METOAU, SKI MOXYTb OyTH BHKOpHCTaHi abo
NepeBU3HAYCHI y MOXIJHUX Kiacax.

public virtual bool CanUseSkill ()
{
if (cooldownTimer < 0)
{
UseSkill(); // BuUKOPMCTaHHA HaBUUKM
cooldownTimer = cooldown; // BcCTaHOBJIEHHS Yacy
nepesapsankKu
return true;

}

return false;

public virtual void UseSkill ()
{

// Pearniszallig BUKOPMCTAHHS HABUUKKM Oyle Yy MMOXI1OHUX
KJIacax

1. Metonx CanUseSkill() - mepeBipsie, 4 Moke HaBUYKa OyTH
BUKOPHCTAaHA B JaHUH MOMEHT. SIKIIO Yac mepe3aps Ky 3aKiHUNBCS, BUKIHKAE METOT
UseSkill() 1 Bctanosmoe cooldownTimer na 3mauenns cooldown.

2. Meton UseSkill() - meToa-3arnyiika, sskuii Oyie nepeBU3HaYCHUH y

MOX1AHUX KJIacax JJisg peasizallli KOHKPETHUX A1l HaBUYKHU.

protected virtual Transform FindClosestEnemy (Transform
_checkTransform)

{
Collider2D[] colliders =
Physics2D.OverlapCircleAll (_checkTransform.position, 25);

float closestDistance = Mathf.Infinity;
Transform closestEnemy = null;

foreach (var hit in colliders)
{
if (hit.GetComponent<Enemy> () != null)
{
float distanceToEnemy =
Vector2.Distance ( checkTransform.position,
hit.transform.position);

if (distanceToEnemy < closestDistance)

{

closestDistance = distanceToEnemy;
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closestEnemy = hit.transform;

}

return closestEnemy;
}
}

Meton FindClosestEnemy(Transform _checkTransform) - 3uHaxoguTh
HAaWOMIKYOTO BOpOra MO TMepeaaHoro TpaHChOpMy, IO J03BOJSE HABHUII
B3a€EMOJIISITH 3 BOPOTAMU B MEXKax pajiycy.

Knac Skill € ocHOBOIO mansi cTBOpeHHS KOHKPETHHX 3I0HOCTEH TpaBIld,
3a0e3rneuyoun 0a30By (PYHKIIOHAJIBHICTh 1 JO3BOJISIIOYM JIETKO J0JaBaTH HOBI
3m10HOCTI uepe3 ycmajakyBaHHS. Jlami MU po3rIsTHEMO KOHKPETHI peaizaliii
3110HOCTEM, HACIiIyI0uH 1€l 6a30BUi KJiac.

Onna 3 nBOX 3A10HOCTEH, SKYy MOXE BHUKOPHUCTOBYBAaTH TpaBellb - II€
xpoHocdepa. 1 3110HICTh T03BOJISIE TPABIIO CTBOPUTH YOPHY cdepy, sSKa 3yIMHHSE
yac I BOPOriB B NEBHOMY paaiyci. Ilicias KUIbKOX CEKyHA Tepod 3HUKAE,
3aNuIIaoyu Jmiie chepy, B K1 3'IBISIOTHCS MPOEKIIiT IpaBlid, 1110 HAHOCATD yAapy
Boporam. [1o 3akiHueHH!0 1ii cepu, yac 711 BOPOTiB BITHOBIIOETHCA.

Knac ChronoSkill nacminyerscst Bim 6a3zoBoro kimacy SKill i peanmizye
cnenuiuny JIOTIKY JJ1s 3110HOCTI XpoHOchepa.

OcHogH1 enemenTH kiacy ChronoSkill:

1. Merton Start() - iHimianizye mocuIaHHs Ha JIaHi JOCSITHEHb.

2. Metox CanUseSkill() - mepeBipsie MOXIUBICTP BHKOPHCTAHHS
HAaBUYKH, BUKIUKAIOYH METOJ 3 0230BOTO KJIaCy.

3. Meton UseSkill() - peanizye moriky cTBOpeHHsS XpoHOChEpH,

BUKJIMKA€ METOJl HaJAIITyBaHHSA JUIsl KOHTpoJiepa XpoHOc(epu Ta OHOBIIOE

JIOCSITHCHHSI.
4, Merton SkillCompleted() - mepeBipsie, uu 3aBepimIacs iss HABUYKH.
5. Metomu SetMaxSize(float _size) i GetMaxSize() - meromu s

BCTAHOBJICHHS Ta OTPUMAaHHSI MAKCUMAJILHOTO PO3MIPY XpOHOCHEPH.
Kiac ChronofistSkillController BiamoBizae 3a ymnpaBiiHHS XpOHOC(Epor Ta

B32€EMOJIIEI0 3 BOPOTaMH BCEPEIMHI HE.
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Ocnosui enemenTu kinacy ChronofistSkillController:

1. Meton SetupChrono() - HanamToBye mapameTpu XpoHochepu.

2. Meton Update() - BiamoBigae 3a OHOBJCHHS CTaHy XpoHochepw,
KOHTPOJIb Yacy Ta aTaKu KJIOHIB.

3. Meton ReleaseCloneAttack() - Bukiinkae ataky KJIOHIB.

4. Meton CloneAttackLogic() - morika atak KJOHIB, 3 BHIIAJIKOBHM
BHOOPOM BOPOTIB.

5. Meton FinishChronoAbility() - 3aBepirye airox xpoHochepu Ta
3HMILYE rapsyl KJIaBilll.

6. Meronu DestroyHotKeys(), OnTriggerEnter2D(),
OnTriggerExit2D(), CreateHotKey(), AddEnemyToList() - norika ans B3aemMoii 3
BOPOT'aMH Ta CTBOPCHHS rapsiuuX KJIaBilll.

Kinac ChronofistHotkeyController BizimoBijae 3a CTBOpeHHS rapsiaux Kiasill,

K1 I'paBCLb HATUCKAE OJIS1 HAHCCCHHA yz[apiB HpOGKI_[i}IMI/I.

public class ChronofistHotkeyController : MonoBehaviour
{

private SpriteRenderer sr;

private KeyCode myHotKey;

private TextMeshProUGUI myText;

private Transform myEnemy;
private ChronofistSkillController chrono;

public void SetupHotKey (KeyCode myNewHotKey, Transform
_myEnemy, ChronofistSkillController myChrono) {
sr = GetComponent<SpriteRenderer>();
myText = GetComponentInChildren<TextMeshProUGUI> () ;

myEnemy = myEnemy;
chrono= myChrono;

myHotKey = myNewHotKey;
myText.text = myNewHotKey.ToString();
}

private void Update () {
if (Input.GetKeyDown (myHotKey))

{
chrono.AddEnemyToList (myEnemy) ;

myText.color = Color.clear;
sr.color = Color.clear;
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}
}
Ocnosni enemenTu kinacy ChronofistHotkeyController:

1. Meton SetupHotKey() - namamToBye rapsdy KiaBimy Ta ii
B3a€EMOJIIIO 3 BOPOTOM.

2. Meton Update() - BigcTexxye HaTHCKaHHS rapsdoi KJIaBiln Ta J0/a€
BOpOTa JI0 CITUCKY IIUJICH.

Knac ScytheThrowSKkill BianoBigae 3a 3110HICTh KMIAHHSA HOXa PI3HUX THITIB.
['paBenb Moke 0OpaTH OJMH 13 YOTUPHOX THUITIB HOXKIB: 3BUYANHUH, BIICKAKyIOUHUH,
npobuBHUN abo oOeproBuit. el kiac 3abe3neuye OCHOBHY JIOTIKY IS 3aIlyCKY
HO1B, YIIPABJIiHHS iX MOBEAIHKOIO Ta BIIOOpaKEHHS HAIPSIMKY KHJIKA.

OcHoBHi enemenTr kiacy ScytheThrowSkill

1. SetupGravity() - BcTaHOBIIOE 3HAYCHHS TpaBiTallii IS HOXa B
3aJIEKHOCTI B1J] MOTO THUITY.

2. Update() - oHOBIIOE HampsSMOK MPHIIUIIOBAHHS Ta MO3MINI TOYOK
MPUIUTIOBAHHS, KOJIM TpaBellb HATHCKae Kiasimy R.

3. CreateScythe() - cTBoproe HOBHIT Hi’K BIAMOBIAHO J0 MOTOYHOTO THITY
HO’Ka, HAJIAIITOBYE MOTO BIACTUBOCTI T4 aKTUBYE HOTO TOBEAIHKY.

4, AimDirection() - o04ucIO€ HaNMPSAMOK MPUIIIFOBAHHS BiJ TpaBLs 0
Kypcopa MUIIII.

5. DotsActive(bool isActive) - Bkimoyae ab0 BUMHKAE TOYKH
MPUIUTIOBAHHS.

6. GenerateDots() - rerepye 00'€éKTH TOYOK MPHIILITIOBAHHS.

7. DotsPosition(float t) - oOunciaroe TMO3MIIO  KOXHOI  TOYKH
NPULIUTIOBAHHS B 3aJIEXKHOCTI BiJ] 4acy MOJIbOTY HOXKA Ta TpaBiTallii.

Kiac ScytheSkillController 3aGe3mnieuye yrnpaBiiHHs MOBEIIHKOK HOXa IMiCIIs
Horo kujaHHsA. BiH BKIIOYae JIOTIKY AJI PI3HMX THUIIB HOXIB, @ TaK0X OOpOOKY

31TKHEHb 3 BOPOTaMH.

1. DestroyMe() - 3HutIye 00'eKT HOXa yepe3 MEBHUI Yac.
Kipiit 1.0. Apk.
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2. SetupScythe(Vector2  direction, float gravityScale, Player
playerinstance, float freezeTime, float returnSpeedValue) - namamroBye ocHOBHI
napaMeTpy HOXa TCiIs HOro CTBOPEHHS.

3. SetupBounce(bool isBouncingValue, int bounceAmountValue, float
bounceSpeedValue) - HanamToBye mapamMeTpu s BiACKaKylOYOro HOXa.

4. SetupPierce(int pierceAmountValue) - HanamToBye mapameTpu s
POOMBHOTO HOXKA.

5. SetupSpin(bool isSpinningValue, float maxTravelDistanceValue,
float spinDurationValue, float hitCooldownValue) - namamroBye mapamerpu ist
00epTOBOI0 HOXKA.

6. ReturnScythe()-akTuBye HOBEpHEHHS HOXa /10 TPaBIIS.

7. Update() - oHOBiIIOE CTaH HOXa, BKIIOYAIOYH JIOTIKY OOCpTaHHS,

IIOBCPHCHHA Ta BiI[CKaKYBaHHH.

8. SpinLogic() - morika obepTaHHs HOXa Ta 0OpOOKa IMOIIKOKCHb
BOpOTaM.
9. StopWhenSpinning() - 3ymuHsS€ pyX HOXa TpHU JOCSTHEHHI

MaKCUMAaJIbHOTO IUCTaHLIi 0OepTaHHS.

10. Bouncelogic() - morika BiackaKyBaHHS HOYa Mi>K BOPOTaMH.

11. OnTriggerEnter2D(Collider2D collision) - 00poOka 31TKHEHb HOXa
3 BOpOraMU Ta IHIIUMH 00'€KTaMHU.

12, ScytheThrowSkillDamage(Enemy enemy) - 3aCTOCOBYE
TIOTIIKOIPKEHHST BOPOTY Ta 3aMOPOKY€ HOTo Ha MIEBHUH Yac.

13. SetupTargetsForBounce(Collider2D collision) - nanamrToBye Iimi
JUTS BIZICKAKyHO4OT0 HOXKA MPU 31TKHEHHI.

14, StucklInto(Collider2D collision) - norika 3ynmuHKM HOXa MPH
31TKHEHH1 3 00'€KTOM, SIKIIO Hi’XK HE Ma€ MOXJIMBOCTI MpoOuBaTu abo obGepTraTucs

JTatl.
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2.4  CTBOpeHHSI CHCTeMH YapMiB

Cucrema yapMmiB € Ba)XJIMBOIO CKJIAJOBOI0O MEXaHIKH TpPH, SKa J03BOJISIE
IpaBIsIM aJanTyBaTH CBOTO MEPCOHAXKA MMiJl CBIM CTWJIb TPU Ta MiJBUILYBATH HOTO
eheKTHBHICTh y 00siX. YapMu TpenCTaBISAIOT, COOOI0 CIEIianbHI MPEAMETH, SKi
HAJIal0Th MEPCOHAXKY PI3HOMaHITHI O0HycH a0o HOBI 3a10HOCTI. Lle MOXyTh OyTH
MOKpaIlleHHs] 00MOBHUX HABWUYOK, 301IBIIEHHS 3aXUCTY, MiABUIIEHHS 3J0pOB'a, abo
HaBITh HOB1 YHIKaJbHI 3HI0HOCTI, fIKI MOXYTh KapAHHAJIBbHO 3MIHUTH ITPOBUMN
npoliec.

BropoBamkeHHss ~ cucteMd  4YapMiB  HaJa€  TPaBIsIM  MOKJIMBICTB
EKCIEPUMEHTYBATH 3 PI3HUMHU KOMOIHAIISIMHU, CTBOPIOIOYN YHIKAJIbHI TaKTUKU JIJIsI
IPOXO/DKEHHs Ipu. BoHa nojae eneMeHT cTpaTeriyHoro IJIaHyBaHHSA, OCKUIbKU
rpaBelb MOBUHEH OOUpAaTH YapMH, SIKI HallKpalle MIIXOAATh I KOHKPETHHX
BUKJIMKIB, IO CTOSTh MEPE] HUM Y TPI.

Po3poOka cuctemu 4apMiB BKITIOUAE KUTbKA KIIOYOBUX ACIEKTIB:

1. CtBOpeHHs1 0a30Boi Joriku s yapMmiB: Lle BKiItOYae BU3HAUEHHS, K1
came 60oHycH a00 3A10HOCTI HaJaBaTUME KOKEH YapM 1 Ik BOHU OyayTh BIUIMBATH Ha
MepCoHaXa.

2. banancyBanns yapmiB: BaxxnuBo 3a0e3mneunTy, 1mo0 >KOICH 3 4apMiB HE
OyB 3aHaJTO CHJIBHUM a00 3aHanTo ciabkuM. Bei yapmu moBuHHI OyTH KOPUCHUMH
B IMEBHUX CHUTYyallX, II0 CTUMYJIOBAaTUME TIpaBLIB BUKOPUCTOBYBATH pI3HI
KOMOIHaITi.

Jani MM AeTalbHO PO3IJISTHEMO KOXEH YapM, SKUU JOCTYNHHA y Tpi, 1
MPOaHANI3y€eEMO, SIKI OOHYCH Ta MOXJIMBOCTI BIH HaJlae nepcoHaxy. Lle momomoxe
Kparie 3p0o3yMiTH, SIK caMe BOHU BIUIMBAIOTh Ha IrPOBHI MIPOILIEC 1 SIK TPaBeIlb MOXKE
BUKOPUCTOBYBATH X JIJIsl JOCATHEHHS CBOIX I[JIeH y Tpi.

Ab6cempaxmuuii kiac Charm

Yci wapmu HacHaiayrOThes Big abcTpaktHoro kimacy Charm, mio peanisye
mrabson npoekrtyBanHs "llla6monnmii meton" (Template Method). Ileii mra6ion

JI03BOJISIE BU3HAYUTH OCHOBHY CTPYKTYpPY aJITOPUTMY, TOAL SIK MIAKIACH MOXYTh
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peani3oByBaTd a00 MepeBHU3HAYATH OKpEMi €Tamu ajaroputMmy Oe3 3MIHM HOro

3arajibHOI CTPYKTYpH.

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

public abstract class Charm : MonoBehaviour

{
[SerializeField] protected PlayerStats playerStats;

public virtual void ActivateEffect ()

{
CharmEffect () ;

public virtual void DeactivateEffect ()
{
}

public abstract void CharmEffect();

Kinac Charm mae taki meTou:

- ActivateEffect() - axtuBye edexkr uapma. Buximkae Meron
CharmEffect(), sskuit peanizyerbcs y migkiacax.

- DeactivateEffect() - nmeaktuBye edexkt uyapma. Moxe Oytu
NepeBU3HAYCHUN Y TTiJIKIacax.

- CharmEffect() - abctpakTHHIT METOM, IKUH BU3HAYAE OCHOBHHU CPEKT
yapma. Moro peanizyroTs migkiaac.

Onuc uapmig

VY rpi icHye 14 yapmiB, cepel SIKMX € YHIKaJIbHI Ta 3BUYaiiHi. TUIbKU OJUH
VHIKQJIbHA 4YapM MOXe OyTH y BUKOPUCTaHHI OHOYACHO. Po3risiHeMo Jekuibka 3
HUX:

1. Aegis Amulet - 3MeHIITye OTpUMYyBaHHI TIEPCOHAKEM YPOH Ha MEBHUI
BIJICOTOK, HaJalO4M JOJATKOBHI 3aXMCT IIiJI 4Yac IHTEHCUBHHMX O00iB. Takoxx BIH
BiJIOOpakae HEBEJIHMKY YaCTHHY OTPUMAHOTO ypOHY Hazaja Boporam. Lle mosBossie
rpaBIEBl 3MEHIIUTH BXIJHUA YPOH 1 OJHOYACHO HAHOCHUTH JIOJATKOBUN YypOH

BOporam, poosistun 01kt OUTbIIT €PEKTUBHUM 1 IIIKABUM.

Kipiit 1.0
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Yapm  AegisAmuletCharm  peamizye cBoi edexkTd dYepe3 MeToau
ActivateEffect(), DeactivateEffect() Ta CharmEffect().
CharmEffect(). Lleit meTon nomae 3nauenns damageReductionPercentage mo

BiJICOTKA 3MEHIIICHHS YPOHY TIEPCOHAaXa.

public override void CharmEffect ()
{

playerStats.damageReceivedReductionPercentage +=
damageReductionPercentage;

}
ActivateEffect(). Buxnukae CharmEffect(), akruByroun 3MeHIIeHHST ypoHY.

[Mignucyerscss Ha momito OnDamageReceived, mo6 BigoOpakatu ypoH
BOPOTY.

public override void ActivateEffect ()

{
base.ActivateEffect () ;

playerStats.OnDamageReceived += ReflectDamageAndEnemy;
}

DeactivateEffect(). 3meHmye BiACOTOK 3MEHIIEHHS YPOHY Ha BEIMYHHY

damageReductionPercentage. Binmucyetbces Bin nozii OnDamageReceived.

public override wvoid DeactivateEffect()
{

playerStats.damageReceivedReductionPercentage -=
damageReductionPercentage;

base.DeactivateEffect () ;

playerStats.OnDamageReceived -= ReflectDamageAndEnemy;
}

2. Fate’s Gambit - 3aknukae cuiu BUIAAKOBOCTI Ha JOIOMOI'Y TPaBLEBI,
NIJBUILYIOYM 1X KPUTUYHI yJapH 1 Hagarouu noAaTkoBl edektu B 0oro. Lle yapm
301JIbIIIY€E IIAHCH HA KPUTUYHUNA yJap 1 MOro CHITy, @ TAKOXK HaJla€ BUMIAIKOB1 OOHYCH
JI0 IIBUKOCT1, YPOHY Ta 3aXMCTY IiJ 4yac 0oro.

Yapm MulticastCharm peanisye cBoi edektu uepe3 meroau ActivateEffect(),
DeactivateEffect() ra CharmEffect(). CharmEffect(). Lle#t meTon mianucyeThcs Ha

noxito OnEnemyTakeDamage, 1100 nepeBipATH KPUTHYHI YIapH.

public override void CharmEffect ()
{

EnemyStats.OnEnemyTakeDamage += CheckCritical;
}
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ActivateEffect(). Buknmukae CharmEffect(), akTuByroun 301TbIIIEHHS MIAHCIB 1

public override void ActivateEffect ()

{

base.ActivateEffect ()
playerStats.critChance.AddModifier (criticalChancelncrease);

playerStats.critPower.AddModifier (criticalPowerIncrease);

}

CHJIM KpUTUYHHX yAapiB. [lonae MonudikaTopu A0 MIAHCIB 1 CUIN KPUTHYHUX yIapiB.

DeactivateEffect(). 3nimae MmoaugikaTopH IMIaHCIB 1 CUIM KPUTHYHUX yIapiB,

Fortune ta Fate Shield.

public override void DeactivateEffect ()

{

base.DeactivateEffect ();

playerStats.critChance.RemoveModifier (criticalChanceIncrease

) ;

playerStats.critPower.RemoveModifier (criticalPowerIncrease);
EnemyStats.OnEnemyTakeDamage -= CheckCritical;
DisableFortune() ;
DisableFateShield() ;

}

CheckCeritical(EnemyStats

{
if
{

playerStats.damage.AddModifier (fortuneDamageBonus) ;
Invoke ("DisableFortune",

(!isFortuneActive && Random.value <= 0.5)

isFortuneActive
player.moveSpeed += fortuneSpeedBonus;

(!isFateShieldActive && Random.value > 0.5)

enemyStats).

(Random.value * 100 < criticalChanceIncrease)

true;

isFateShieldActive = true;

playerStats.armor.AddModifier (fateShieldBonus) ;

fortuneDuration) ;

BianucyeThes B noaii OnEnemyTakeDamage, a Takox 1eakTuBye akTUBHI OOHYCH

Buknukaetecsi TpU  KOKHOMY
HAHECEHHI YPOHY BOpOTaM, MEPEBIPSAIOUH, YU € YPOH KPUTUYHUM. SIKIIO KPUTHUIHUN

YPOH YCIIIIHO BUKOHAHO, 3 IEBHOIO HMOBIPHICTIO aKTUBYIOThCS O0HYycH Fortune abo

Fate Shield.

private void CheckCritical (EnemyStats enemyStats)
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Invoke ("DisableFateShield", fateShieldDuration);

}

DisableFortune(). leaktuBye 6onyc Fortune, moBepraioyu MBUIAKICTH PyXY 1

YPOH 0 IMOYAaTKOBUX 3HAYCHD.

private void DisableFortune ()

{
isFortuneActive = false;
player.moveSpeed = originalSpeed;
playerStats.damage.RemoveModifier (fortuneDamageBonus) ;

}

DisableFateShield(). /leaktuBye 0onyc Fate Shield, moBepraroun mokasHUK

3aXUCTY A0 IIOYAaTKOBOT'O 3HAYCHH:.

private void DisableFateShield()

{
isFateShieldActive = false;
playerStats.armor.RemoveModifier (fateShieldBonus) ;

}

3. Vampiric Embrace Charm - 3HauHO 30i7bIlIlye MakCHUMaIbHE 3I0POB'S
IpaBIls, MIJBUIIYE BaMIIIPU3M 1 3MEHIIYE OTPUMYBaHU ypoH. OJIHaK rpaBelb HE
MOK€ BHUKOPHUCTOBYBAaTH (IIATH 1Jisi 3LUICHHS, KOJMU 1€l uyapMm akTtuBHMM. Lle
J03BOJISIE TPaBLEBI MaTH Ounbllie 3J0pOB'S 1 BIJHOBIIOBAaTHM MOro 3a paxyHOK
HAHECEHOTO BOPOTraM YPOHY, 1110 POOUTH HOTO OIIbIII BUTPUBAIIUM Yy 00T0.

Yapm VampiricEmbrace peainisye cBoi edektu yepe3 metoau ActivateEffect(),
DeactivateEffect() ra CharmEffect().

CharmEffect(). Lle# i meTox 30i/bIye MaKCMMaJIbHE 30pOB'S NIEPCOHAXA HA

MeBHUH BIJICOTOK 1 JI0Ja€ 3HAUYCHHS 3MEHIIICHHS YPOHY.

public override void CharmEffect ()

{
hpAdded = playerStats.maxHealth.GetValue () *

(maxHPIncreasePercentage / 100f);
playerStats.maxHealth.AddModifier (hpAdded) ;
playerStats.allBars.UpdateBars() ;

playerStats.damageReceivedReductionPercentage +=
damageReductionPercentage;

}
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ActivateEffect(). Buxnukae CharmEffect(), axTuByroum 3017IbIICHHS
MaKCUMaJbHOTO 370pOB'SS Ta 3MEHIICHHA ypoHy. [liAmuWcyeThcs Ha TOMIIO0

onDamageDealt, mo06 3acrocoByBaTH BaMmmipu3M. JleakTHBYe MOXKJIUBICTh
BUKOPUCTOBYBATH (IISTH.

public override void ActivateEffect ()

{
base.ActivateEffect () ;
playerStats.onDamageDealt += ApplyVampirism;
healthFlask.CanUseFlasks (false);
flaskGUI.Deactivate () ;
Debug.Log ("HP ADDED:" + hpAdded) ;

}

DeactivateEffect(). Binmucyerbcst Big moxii  onDamageDealt, 3HiMae
MO (IKATOPH 30LTBIICHHS MAKCUMAIBHOTO 3/I0POB'sl T 3MEHIIIEHHS YPOHY, a TaKOXK
J03BOJISIE BUKOPUCTOBYBATH (PIISITH.

public override void DeactivateEffect ()
{
playerStats.onDamageDealt -= ApplyVampirism;

playerStats.maxHealth.RemoveModifier (hpAdded) ;
healthFlask.CanUseFlasks (true);
flaskGUI.Activate();

playerStats.damageReceivedReductionPercentage -=
damageReductionPercentage;

Debug.Log ("HP REMOVED:" + hpAdded) ;
}

ApplyVampirism(float damageDealt). Buknukaerbcs npu HaHECEHH! YpOHY
BOpOTraM, BiJTHOBJIIOIOUM 370pOB'S T'paBIl Ha IMEBHUM BIJICOTOK BiJl HAaHECEHOTO
YpOHY.

private void ApplyVampirism(float damageDealt)
{

float healAmount = damageDealt * (vampirismPercentage /
100f) ;

playerStats.IncreaseHealthBy (healAmount) ;
playerStats.allBars.SetHealth (playerStats.currentHealth,
playerStats.maxHealth.GetValue()):;
}

BucHoBKH 10 Apyroro po3aiiy
Byno 3pilficHeHO KOMIUIEKCHUN MiAX1J JO PO3pOOKH MPOrPaMHOTO

3a0e3IeYCHHS JJIA iI‘pOBOFO AO0OATKY. POBI‘JI}IHYTO Ta pCaHiSOBaHO KJIIOUOBI aCIEKTH
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apxiTeKTypu Ta (YHKIIOHATY TpH, M0 3a0e3meymnn ii ePeKTUBHICTh Ta ITPOBY
pUBaOIUBICTb.

Byno ctBOopeHo neranbHiI AlarpamMu BapiaHTIB BUKOPUCTAHHS, aKTUBHOCTI,
KJIaCiB, KOMIIOHEHTIB Ta PO3TOPTaHHS, 110 JO3BOJIUIN YITKO BU3HAUUTHU CTPYKTYPY
Ta B3a€EMOJIII0 MK pI3HUMH elleMeHTamu rpu. Lle crpusiino 3abe3nedeHHI0 BUCOKOT
SKOCT1 KOJIy Ta MOJIETTINIIO MPOIIeC MOJANBIIOI PO3POOKHU Ta MIATPUMKHU TPH.

Byno cTBOpeHO TOJOBHOTO MEpPCOHa)Xa T'PU 3 ypaxyBaHHSM BHUMOT iFPOBOTO
MIPOIIECY Ta ECTETUYHHUX MapameTpiB. PeanizoBano cucteMy (pi3MUHUX TapaMeTpiB Ta
B3a€EMOJIIi 3 OTOYEHHAM, IO 3a0€3MeYMSI0 NPUPOJHUNA ITPOBUM JOCBLA IS
KOpHCTYyBaya.

Po3pobiieno Ta 1HTErpoBaHO cHCTeMy 3ai0HOCTEN repost Ta 30poi, sika
BUKOPHUCTOBYE MatepH npoektyBaHHs "Crpareris” s 3a0e3neueHHs THyYKOCTI Ta
posmuproBaHocTi. 1{e 703B0IMIIO0 JIErKo 10aBaTH HOBI 310HOCTI Ta CTHII 30poi, a
TaK0>X HaJaIITOBYBATH iXHIO OBEIIHKY 0€3 3HAaUHUX 3MIH Yy OCHOBHOMY KO/Ii.

Byno peanizoBaHo cucTeMy yapMiB, SiKa J03BOJISIE TPaBIIEBl MOKpallyBaTH
CBOTO TMEPCOHAXKA Ta a/IalTyBaTH MOTO JI0 PI3HUX CTUIIB rpu. Yapmu HacHiIyrOThCs
BiJ abcTpakTHOTrO Kitacy "Charm", o peani3ye narepH npoekryBanHs "[l1abnonHui
meron". Ile 3abe3nmeymsio MOXIHMBICTH JIETKO CTBOPIOBATH HOBI 4YapMu 3
PI3HOMaHITHUMH €(eKTaMM Ta BILTMBAMH Ha IrPOBHI MPOIIEC.

B minomy, npu po3poOiii mporpamMHOro 3ade3neyeHHs JJisl IrpOBOro JA0/IaTKy
OyJI0 TPOAEMOHCTPOBAHO €(PEKTUBHE BUKOPHUCTAHHS NATEPHIB MPOEKTYBaHHS Ta
CY4YaCHHUX MIJIXO/IB 10 PO3POOKH, 110 T03BOJIUIIO CTBOPUTH THYUKY Ta MacIITa0OBaHy
apxiTektypy rpu. lLle 3a0e3neumnio BUCOKY SIKICTb MPOTPAMHOIO MPOIYKTY Ta

3aJ0BOJICHHSI BUMOT I(OpI/ICTYBa‘-IiB.
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PO3/ILJI 3. OITUC POBOTH 3 TIPOTPAMHUM JOJATKOM TA MOI'O

TECTYBAHHASA

3.1 Ilopsinok BCTAHOBJIEHHSI TA HAJAIITYBAHHS CHCTEMHU

I'pa "Dethrone" Oyna pospobaena Ha turardopmi Unity i gocrymnHa mis

3aBaHTaXeHHS Ha Itch.io. V mpoMy migpo3minmi M pO3IISHEMO BHMOTH JI0

KOMIT'IOTepa, MPOIEC BCTAHOBIICHHSA Ta HaJAIITYBaHHS TIpH, 1100 3a0e3neduTH ii

KOPEKTHY poOOTY Ha BallloMy IPUCTPOI.

Bumozu 0o komn'tomepa

[Ilo6 rpatu B "Dethrone", xomm'roTep MOBHHEH BiAMOBIIATH HACTYITHHM

MIHIMAJIbHUM CUCTEMHUM BHMOTAM.

MiHiMaJIbHI CUCTEMHI BUMOTH;

Omnepariiina cucrema: Windows 10 (64-bit) a6o Hogirre
ITporecop: Intel Core 2 Duo E5200

OneparuBHa nam'site: 4 GB RAM

Bineokapra: GeForce GTX 1030 (2GB)

DirectX: Bepcis 11

Micnie Ha aucky: 5 GB goctynmHoro micris

3ByKoBa kapTa: byb-aka

PexomeHnmoBaH1 CUCTEMHI BUMOTH:

Onepariiina cucrema: Windows 10 (64-bit) a6o Hogirre
[Mporecop: Intel Core i5

OneparuBHa nam'site: 8§ GB RAM

Bineoxapra: GeForce GTX 1060

DirectX: Bepcis 11

Micue Ha aucky: 5 GB noctynHoro micis

3ByKoBa kapTa: byb-saka

Kipiii J1.0. k.
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3.2  Omnuc au3aiiny piBHiB

JleBen nm3aiin [18] - me mporiec CTBOpPEHHs, TUIAHYBAHHS Ta HAJIAIITYBaHHS
pIBHIB y Bijieoirpax. BiH Bkitouae B ceOe¢ CTBOPEHHS apXITEKTypH, YCTaHOBJICHHS
00'e€KTiB, PO3MIIIICHHSI BOPOTIB, MACTOK, MPUXOBAHUX MPEIMETIB, MA3JiB Ta IHIIUX
IrPOBHX €JIEMEHTIB Ha PiBHI TAKUM YUHOM, 11100 3a0€3MEYUTH IPaBIICB] I[IKaBUM Ta
3aXOIUTIOIOYUHN JOCBIJ TPH.

JleBen nmu3allH BaXJMBHM, OCKIIBKM BiH BIUIMBA€ Ha EMOIMHY Ta
IHTENEKTyalIbHY B3a€MOJIII0 TpaBlisd 3 rporo. JloOpe crpoeKkToBaHM piBEHb MOKE
CTUMYJIIOBATH T'PaBIlsl BUBYATH ITPOBUI CBIT, PO3B'A3yBaTH T'OJIOBOJOMKHU, OOPOTHUCS
3 BOpOraMM Ta JOCSATaTH LUIEH, 10 3poOUTh Tpy OLIBII 3aXOIUTIOIYOI Ta
3aJI0BOJIbHSIOYOIO.

Y Metroidvania >xaHpi JieBen aW3allH BUKOPHCTOBYETHCS JJISI CTBOPCHHSI
BCJIMKKX, IHTCPAKTHBHHUX Ta HENIHIHHMX irpoBux cBIiTiB [19], sxi rpaBemnpb Moxe
BUBYATH. J{esiki 0cOOIMBOCTI, SIKI BUKOPHUCTOBYIOThCS B JieBen nu3aiini Metroidvania
1rop, BKJIIIOYAIOTh:

1. Cucremu kitouiB Ta aBepeit: [leski 06macti MOXKyTh OyTH 3a010KOBaH1
JI0 TUX Mip, MOKU TpaBelb HE 3HalAe BIAMOBIIHUN KIII0Y a00 HE BHUPILIUTH MEBHY
TOJIOBOJIOMKY.

2. CxoBani o6sacTi Ta cexpeTd: PiBHI MOXYTh MICTUTH CXOBaHI MPOXO/IH,
CEeKpeTHI KIMHaTh a00 MPUXOBaHI MPEAMETH, SIKI 3a0XOUYIOTh TI'paBls BUBYATH
KOXXHUH KyTOUOK ITPOBOTO CBITY.

3. Pi3HOMaHITHICTh ACTOK Ta BOPOTiB: Boporu Ta macTku MOXyTh OyTH
pO3MIIIIEHI TaKUM YHWHOM, 00 CTBOPUTH CKJIaJIHI CUTYallii, KI BUMAararoTh Bij
rpaBlis CTPATETIYHOTO TUIAHYBaHHS Ta YMIHHS.

VY rpi HasBHI yCi TEXHIKH JJIs peaizaliii Xopomioro JieBen au3aiiny. Ha (puc.
3.1) ta (puc. 3.2) MOXKHa MOOAYUTH SAK PI3HI JIOKAIl MOETHIOIOTHCS MIX COOOIO
3aBJISIKA CHCTEMI KJTIOUiB Ta aBepeid. CriouaTky rpaBellb Jiiae 10 ABepi 1 BoHa Oy/e
3aurHeHa, 00 11 BIAKPUTH MOTPIOHO AICTATHUCS HACTYITHOI JIOKaIlli Ta BIAKPUTHU
JBepi 3 1HII01 cTopoHU. Taka cucTteMa CTBOpEHA JjIsl 3pDYYHOCT] MEPEMIIIEHHS MIXK

JIOKAIISIMU Ta 33151 30€pPEKEHHS Yyacy TpaBIlsl.

Kipiii /1.0. Apr.
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Pucynok 3.1 - Ilepexin 3 mia3zeMesis 3aMKy, SIKHI BIIKpUBAE ABEP1 B 1HIIIIH JTOKAIIil

&

Pucynox 3.2 - JIBepi, siKi BIIKPUBAIOTHCS TUIBKU 31 CTOPOHH M1JI3EMEILIS
CekpeTHi TPOXOaU Ta JIOKAIlii CTBOPEHHI JJisi 30€pEKEHHS 3alliKaBJICHHOCTI
rpaBils Ta 00 AonaTu OakaHHS TOCTIKYBATH JIOKAIlii. Y JaHHOMY BUIAAKY OYyJIO

CTBOPEHHO MMiI3eMeNIbHY JIOKaMito (puc. 3.3), y sKiif 3HaXOIUTHCS BEITUKA KUTBKICTh
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KOPHUCHUX peuYeil: 4apMu, MpeIMeTH, Mepexoan y 1HII JOoKalii Ta 1iKaBl BOPOTH.
[ITo6 moTpamuTH 10 i€l Jokarii Tpeda 3HANUTH BIAMOBIAHUN KITIOY. SIKIO TpaBeIh
BUIIAJKOBO TOTAJ/Ie y JaHy JIOKAIlilo, TO He 3MOXe ii IPOHTH, 00 BOHA CIEIiaIbHO
3po0bJIeHa TaK, 0 TPaBellb HIYOT0 Y Hilt He 0a4uTh. SIKI0 TpaBelb 3aliKaBUTHCS 1AM
MICIIEM, BiH 3HalIe CIeIiaJbHOIO TOPTOBIIA HA KapTi, SIKUH Mae y CBOEMY apceHal
I[IKaBUM MpeaMeT-Mariuny jgamiy. [Ipuadasiim i rpaBels 3Moke 0auuTH y TEMPSBI,
TOMY 3 TOYKH 30py TeHMIHU3aiiHy, MH BBAXXKAEMO TPABIlI PO3YMHHM Ta MOBAXKAEMO
Horo BUHAX1JUIMBICTh. I’ pa HE pOOUTH MpsIMI MAKA3KHU, 110 Tpeda MIMTH 3 TOUKH «a

710 TOUKH «0», a JIMIIE Ja€ HEBEIMKI HAaTAKU Ha 1€, TPaBellb CaM BHUPIIIYE, 10 HOMY

poOuUTH.

Pucynok 3.3 - CekperHa jokariis
VY KOXHI METpOiiBaH1i MatOTh OYTH MACTKU Ta BOPOTH, K1 CTBOPIOIOTH 111KaBI
Ta CKIaAHl curyamii y rpi. ['paBenib Mae OyTH 30CEpEIKEHHUM Ta MpPUHAMATH
NPaBUJIbHI PIlICHHSI, 1100 TMPOJBUHYTUCH Jai. Y JaHOMY BHITQJKy MOKa3aHo (puc.
3.4) MOMEHT B Tpi, J€ CHOYaTKy rpaBiio Tpeba BOMTH Bopora, KWW IOCTIHHO
3aIMoBIIBHIOE HOTO, a JalTi BXKE IPOXOAUTH CEKIit0 3 IUMaMu. TakuM YHHOM TpaBellb

BIJIYYBA€ BJIMB CBOIX PIllIEHb Ha IrpOBUM MpOLIEC.

Kipiii J1.0. k.
Mabuvk I'.B. KHKPB'122'24'H3
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Pucynok 3.4 - ITacTtku 3 BOporamu

3.3 TectyBaHHsI p00OTH MeXaHiK

TecryBanns irpoBoro mnpoiiecy [20] € BaKJIMBOIO YaCTHHOIO PO3POOKH TPH,
OCK1JIbKA BOHO JI03BOJISIE BIIEBHUTHUCH Y KOPEKTHINA POOOTI BCIX MEXaHIK, (PYHKIiH Ta
KOMMOHEHTIB rpu. OCHOBHA METa TECTYBAaHHS TOJISITAa€ Y BUSBICHHI Ta BUIIPABICHH]
MOMWJIOK, TIJIBUIIIEHHI SKOCTI I'PH, & TAKOX B IMEPEBIPIIl BIAMOBIAHOCTI TPU BUMOTaM
Ta OYIKYBaHHSIM KOPUCTYBayiB.

OcHOBHI 3aj/1a4i TECTYBaHHS:

1. [lepeBipka (yHKITIOHAIBHOCTI. MU TiepeBipsieMO, YU TPAIIOIOTh BCl
MeXaHI1KH, 3110HOCTI Teposi, 30pos 1 1HIIT KOMIIOHEHTH I'PH 3TIAHO 3 iX 3alyMKOIO.

2.  Bussnenns nmomwiok. TecTyBaHHs JomoMara€e BUSBUTH Ta BUIIPABUTH
OyIb-sIKi IOMUJIKH, IO MOXXYTh BUHUKHYTH 1] 4ac IpH, TaKi K MpOrpaMHi Oarw,
HEBIAMOBITHOCTI y 151X Teposi Ta 1HIIIE.

3. ITepeBipka Ha BIMTOBIIHICTH BUMOTaM. MU niepeBipsieMO, Y BIIIOBIIa€
rpa BCTaHOBJIEHMM CHCTEMHHM BUMOTaM Ta OYIKYBaHHSM KOPHCTYBadiB IIOAO

rermIuiero Ta rpadivyHoi SIKOCTI.

Kipiit J1.O. k.
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4, [TinBuienHs sSKOCTI Tpu. TecTyBaHHS AomoMarae 3a0€3MeYnTH BUCOKY

SIKICTh I'pyn OUIIXOM BHABJIICHHSA Ta BUIIPABJICHHSA HOTCHHiﬁHHX HpO6J'IeM me Ha

PaHHIX CTaJlisIX PO3POOKH.

[Tpu TectyBaHHI Tpeba BpaxoBYBaTH HE JIMIIE TEXHIYHI acMeKTH, a IIe U 5K

pi3Hi1 GyHKLII TpU BIAMOBIIAIOTH 3afaHOMY Teiimausaiiny. OTpumaHi pe3yJbTaTu

Oynu mipuBeeH1 Hux4Ye (Tadi. 3.1).

Taomung 3.1
TectyBanns 113
O0’ekT TEecTyBaHHSA Tecr OuikyBaHi pe3yabTaTn Peasbni
pe3yJabTaTu
Pyx rojoBHoro | Cnpoba kepyBanHs | [ImaBHuil pyx rpaBus IInaBaui pyx
HepcoHaxa rpaBLeM rpaBLs
B3aemogis 31 30poeto | Bukopucranus Brnammit ymap mo Bopory, | Bnanuit ymap mo
36poi HaHECEHHS LIKOAU BOpOTY,
HaHECEHHS
TIKOJTH
Bzaemonis 31 | AKTUBALis BinTBopenHs edexTy BinTBopenHs
3110HOCTAMHU repost | 3A10HOCTEH edexry
Cuctema yapMmiB Hansrannsa yapmiB | AKTHBAaIis €eKTiB yapMiB AKTHBaIlis

e(eKTiB yapMmiB

Cruni 36poi

BunpobyBanus

pi3HUX THUMIB 30poi

PisHOMAHITHICTB Ta

BapiaTUBHICTh B CTHJISX 30poi

Hassuicts

pI3HUX  CTUIIB

Ta 1iX BIUIUB Ha 30pofi Ta iX BILTUB
reiMInen Ha reiMIuien
BunpoOyBanus rpu | Biquyrts pizuuui y revimmiei | BusBnenus
3 PI3HUMHM CTUJISIMU | 3aJIE)KHO B1J] OOpaHOTO CTHJIIO | BIIMIHHOCTEH Yy
BB Ha  pi3Hi . . .
reimIuIeto reimmiei  npu
CTHJIL TpU . . .
(arpecuBHUH, BUOOPI  PI3HUX
000pOHHMIA, CTHUJIIB
OaJlaHCOBaHMI )
Kipiii J1.0. Apx.
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[Tponorxenus Tabmui 3.1

Bzaemonis
pi3HUMHI
3010HOCTSIMU

CTHJISIMU 30poi

MK

Ta

Bukopucranns
KoMOiHar1

3ni0HOCTEH Tepost

BUHUKHEHHS HOBHX CTpaTeriii

Ta MOXKJIMBOCTEN B relMILIE]

Busasnenns
B3aeMOJIl  MDK
piI3HUMU
31i0HOCTAMU  Ta

X BIUIUB HA I'Py

Y  nmanomy migposaim

BucHoBKH /10 TPeTHLOr0 po3ainy

OyJl0 pO3IJISHYTO TMOPSAOK BCTAHOBJEHHS Ta

HaJaITyBaHHS CHCTEMHU, 1€ BHUSBWIM MIHIMAJIbHI Ta PEKOMEHIOBaHI CHCTEMHI

BUMOTH IS yCIinrHoro 3amycky rpu "Dethrone™.

Takox OyJ10 JOCTIKEHO AU3aiH PIBHIB I'PU, SIKUM IEMOHCTPY€E BUKOPUCTAHHS

PI3HOMAaHITHUX TEXHIK, XapaKTepHUX JUIsA skanpy Metroidvania, Takux sk cucrema

KJIFOUIB Ta JBEPEH, MpUXOBaHI 00JaCTl, CEKPETH, TACTKHA Ta BOPOTHU AJII CTBOPEHHS

HiKaBOFO Ta 3aXOIIJIMBOI'O ,[[OCBiI[y I'pu.

Kpim Toro, HarojomeHo Ha Ba)JIMBOCTI TECTYBaHHS 1FPOBOTO MPOIECY IS

NepeBIpKA KOPEKTHOI poOOTH MeXaHIK, (yHKII Ta KOMIIOHEHTIB, BUSBICHHS Ta

BUIPABJICHHS IOMMJIOK, a TAaKOX 3a0e3MeUYeHHs BiAMOBIIHOCTI TP BHMOTaM Ta

OYIKYBaHHSIM KOPUCTYBaYiB.

[TpoBenene TectyBanHs B rpi "Dethrone" miaTeepauio HalexHy poOOTY

OCHOBHHMX MEXaHIK, TAKUX SIK PyX T'OJIOBHOTO MEPCOHA)Ka, B3aEMO/IIA 31 30pO€r0 Ta

3M10HOCTSIMHU, CHCTEMa 4YapMiB, pPI3HOMAHITHICTh CTWIIB 30poi. Takox Oyno

BHUSBJICHO BIUIMB PI3HMX CTHJIIB TEHMILICIO Ta B3a€EMOJII0 MDK 3M10HOCTAMH M

CTWJISIMH 30pOi, 110 BIJIKPUBAE HOBI CTPATET1i Ta MOMXJIMBOCTI.

Kipiit J1.0.
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BUCHOBKHA

VY xozai BUKOHaHHS KBamiikaniiHoi poboTu O0yi0 po3pobsieHO OpPUTIHATIBHY
KOMITIOTepHY Ipy skanpy Metroidvania mig Hazsoro "Dethrone". YcninHo BU3Ha4YeHO
METY, 3aBJIaHHA Ta MPOAHAII30BaHO MOIYJISAPHI irpu B AaHoMYy kaHpi. ChopmoBaHo
KOHIIETIT JIOKYMEHT 3 OMUCOM YHIKaJIbHUX OCOOJMBOCTEH I'pH, KaHPY Ta LLIbOBOI
ayauropii. OOrpyHToBaHo BHOIp irpoBoro pymis Unity Ta cepenoBuina
nporpamyBanHs Visual Studio.

311iiCHEHO KOMIUICKCHHM MIAX1J 10 PO3POOKH MPOTrpaMHOro 3abe3reyeHHs
IrpoBoro 10AaTKy. CTBOPEHO JAETAIbHI larpaMy BUKOPUCTAHHS, aKTUBHOCTI, KJIACIB,
KOMITOHEHTIB Ta PO3TOPTAaHHS, IO 3a0€3MEeYUII0 BUCOKY SIKICTh KOJY Ta MOJETLINIO0
pouec po3poOKH i NIATPUMKHU rpy. Peaii3oBaHo roJI0BHOTO IEPCOHAXkA 3 CHCTEMOIO
(GI3MYHHUX TapaMeTpiB Ta B3a€MOJIT 3 OTOYEHHSM ISl LIIKaBOT'O IFPOBOTO JIOCBIY.

Po3pobnieHo Ta 1HTErpoBaHO CHCTEMY 3M1I0HOCTEH reposi JjIsi THYYKOCTI U
po31MpIOBaHOCTI. BripoBapkeHo cucteMy yapMiB Ha OCHOBI narepHy "lllabnonnuii
MeToA" Jis MOKPAIEHHS IEpCOoHaka Ta ajanTallli 10 pi3HUX CTUJIIB IPH.

BusnaueHo MiHIMalIbHI Ta PEKOMEHIOBaHI CUCTEMHI BUMOTH JUIsl YCIIIITHOTO
3amycKy rpu. [IpoananizoBaHo qu3aiiH pIBHIB 3 BUKOPUCTAHHSIM XapaKTEPHUX IS
xkaHpy Metroidvania TexHik s CTBOPEHHS I[IKaBOTO IrPOBOIO  JIOCBiXY.
Haromonieno Ha BayKIMBOCTI TECTYBaHHS JJIs IEPEBIPKU KOPEKTHOI POOOTH MEXaHIK,
(GyHKI1i, KOMIIOHEHTIB Ta BUSIBJICHHS TOMUJIOK.

[IpoBenene TecTyBaHHS MIATBEPIUIIO HAJIEKHY POOOTY OCHOBHHX MEXaHIK
I'pU, TAKUX K PyX NEPCOHAXKA, B3aEMO/IIS 31 30pO€L0, 310HOCTSIMU, CUCTEMA YapMiB
1 pI3HOMAHITHICTh CTWIIB 30poi. BHSBIEHO BIUIMB pI3HUX CTWIIB TeMMIUICIO Ta
B3aEMOJIII0 MK 3MIOHOCTIMH ¥ CTHJIAMH 30pOi, IO BIIKPUBAE HOB1 CTpaTerii Ta
MO>KJIMBOCTI JISI TPABIISL.

Takum 4YwHOM, B pe3yibTaTi BHKOHAHHS KBaiikariifHoi pobotu Oyio
YCHIITHO PO3pO0JIEHO SKICHUW Ta OPUTIHAIBHUN ITPOBHM JONATOK Y >KaHpl
Metroidvania 3 BUKOpUCTaHHSIM Cy4aCHHX ITiIXOIB Ta TEXHOJIOTIH MPOrpaMyBaHHS,

110 BIJIMTOB1/Ia€ TTIOCTABJICHNM BUMOTAM Ta O4iKyBaHHSM KOPHUCTYBadiB.

Kipiii /1.0. Apr.
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10.

11.

CIIMCOK BUKOPUCTAHUX JIKEPEJI

How to create your own Metroidvania [Enextponnuii pecypc] - Pexum

JocTymy 1o pecypey: https://dreamnoid.com/articles/how-to-create-your-

own-metroidvania

Introduction to 2D Animation [Enexktponnuii pecypc] - Pexxum nocrymy ao

pecypcy: https://docs.unity3d.com/Packages/com.unity.2d.animation@10.1/

manual/index.html

Understanding State Machines [Enextponnuii pecypc] - Pexxum goctyny n0
pecypcy: https://www.freecodecamp.org/news/state-machines-basics-of-
computer-science-d42855debc66/

What is a State Machine? [Enextponnuii pecypc] - Pexxum mocrymy mo
pecypcy: https://www.digikey.com/es/maker/tutorials/2023/what-is-a-state-

machine
«The Last Faith» - Kumi Souls Games [Enektponuuii pecypc] - Pexum

nocTymy a0 pecypey: https://www.thelastfaithgame.com

«Blasphemous 2» - The Game Kitchen [Enektponnuii pecypc] - Pexum

nocTymy a0 pecypey: https://www.blasphemous2game.com

«Moonscars» - Black Mermaid [Enexrponnuii pecypc] - Pexxum goctymy 10

pecypcy: https://www.humblegames.com/games/moonscars/
Why is Unity your Best Bet for Game Development in 2024 [EnexkrponHmii
pecype] - Pexxum moctymy 1o pecypcey: https://300mind.studio/blog/unity-for-

game-development/

Unity Documentation [EnekTponnuii pecypc] - Pexum goctymy g0 pecypcy:

https://docs.unity.com

What is Visual Studio? [Enextponnuii pecypc] - Pexxum noctymny 1o pecypcy:
https://learn.microsoft.com/en-us/visualstudio/get-started/visual-studio-

ide?view=vs-2022

What is Use Case Diagram? [Enextponnuii pecypc| - Pexum goctymy a0

pecypcy: https://www.visual-paradigm.com/guide/uml-unified-modeling-

language/what-is-use-case-diagram/
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https://dreamnoid.com/articles/how-to-create-your-own-metroidvania
https://dreamnoid.com/articles/how-to-create-your-own-metroidvania
https://docs.unity3d.com/Packages/com.unity.2d.animation@10.1/manual/index.html
https://docs.unity3d.com/Packages/com.unity.2d.animation@10.1/manual/index.html
https://www.freecodecamp.org/news/state-machines-basics-of-computer-science-d42855debc66/
https://www.freecodecamp.org/news/state-machines-basics-of-computer-science-d42855debc66/
https://www.digikey.com/es/maker/tutorials/2023/what-is-a-state-machine
https://www.digikey.com/es/maker/tutorials/2023/what-is-a-state-machine
https://www.blasphemous2game.com/
https://www.humblegames.com/games/moonscars/
https://300mind.studio/blog/unity-for-game-development/
https://300mind.studio/blog/unity-for-game-development/
https://docs.unity.com/
https://learn.microsoft.com/en-us/visualstudio/get-started/visual-studio-ide?view=vs-2022
https://learn.microsoft.com/en-us/visualstudio/get-started/visual-studio-ide?view=vs-2022
https://www.visual-paradigm.com/guide/uml-unified-modeling-language/what-is-use-case-diagram/
https://www.visual-paradigm.com/guide/uml-unified-modeling-language/what-is-use-case-diagram/

12.

13.

14,

15.

16.

17.

18.

19.

20.

Create a UML activity diagram - [Enextponnuii pecypc]-Pexum noctyy 1o
pecypcy:  https://support.microsoft.com/en-gb/office/create-a-uml-activity-
diagram-19745dae-2872-4455-a906-13b736f01685

What is Class Diagram? [Enextponnuii pecypc] - Pexum moctymy a0

pecypcy: https://www.visual-paradigm.com/quide/uml-unified-modeling-

language/what-is-class-diagram/

What is Component Diagram? [Enextponnnii pecypc] - Pexxum goctymy g0

pecypcy: https://www.visual-paradigm.com/quide/uml-unified-modeling-

language/what-is-component-diagram/

What is Deployment Diagram? [EnektponHuii pecypc] - Pexum noctymy a0

pecypcy: https://www.visual-paradigm.com/guide/uml-unified-modeling-

language/what-is-deployment-diagram/
HOW TO CREATE A VIDEO GAME CHARACTER: KEY PRINCIPLES

[EnexTpoHHUI pecypc] - Pexum JIOCTYIy 110 pecypcy:
https://room8studio.com/news/how-to-create-a-video-game-character-key-

principles/
Create  modular and maintainable code with the observer pattern

[EnexTpoHHUIM pecypc] - Pexum JIOCTYIy 110 pecypcy:

https://learn.unity.com/tutorial/65de086fedbc2a06ac2aca58

How to Design Great Metroidvania Levels [Enekrponnuii pecypc]| - Pexxum

JOCTYIy 710 pecypcey: https://www.youtube.com/watch?v=bAHXYTP38CA

How to design a great Metroidvania map [Enextponnuii pecypc]-Pexxum

noctymy g0 pecypey: https://www.pcgamer.com/how-to-design-a-great-

metroidvania-map/

Basic Tips and Strategies [Enmexrponnuii pecypc] - Pexxum mgoctymy 10
pecypcy: https://starloopstudios.com/game-testing-101-tips-and-strategies/
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https://www.visual-paradigm.com/guide/uml-unified-modeling-language/what-is-component-diagram/
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https://starloopstudios.com/game-testing-101-tips-and-strategies/
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Honmatox A
Cruuri 30poi
WeaponStyle.cs:

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

public class WeaponStyle : MonoBehaviour

{
public virtual void ActivateFirstUpgrade ()

public virtual void ActivateSecondUpgrade ()

public virtual void ActivateThirdUpgrade ()

public virtual void DeactivateEffect ()

}
RedWeaponStyle.cs:

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

public class RedWeaponStyle : WeaponStyle
{

[Header ("Base Upgrade") ]

[SerializeField] public CrimsonCarnage crimsonCarnage;

[Header ("First Upgrade")]

[SerializeField] private float maxHealthIncrease;

[SerializeField] private float vampirismPercentage;

[Header ("Second Upgrade") ]

[SerializeField] public float bleedingDamage;

[SerializeField] public float bleedTickPerSecond;

[SerializeField] public float bleedDuration; public float
originalBleedDuration;

private float damageTimer = 0f;

public bool isBleeding;



public bool isBaseActive;
public bool isFirstActive;
public bool isSecondActive;

private PlayerStats playerStats;
private Player player;
private void Start ()

{
playerStats = FindObjectOfType<PlayerStats>();
player = PlayerManager.instance.player;
originalBleedDuration = bleedDuration;

}

private void Update ()

{
if (isSecondActive && bleedDuration > 0 && isBleeding)

{
bleedDuration -= Time.deltaTime;
damageTimer += Time.deltaTime;
if (damageTimer >= 1f / bleedTickPerSecond) //
{
damageTimer = 0f;
crimsonCarnage.BleedEffect (bleedingDamage) ;
}
if (bleedDuration == 0)
{
isBleeding = false;
}
}
}
public override void ActivateFirstUpgrade ()
{
isBaseActive = true;
}
public override void ActivateSecondUpgrade ()
{
isFirstActive = true;
playerStats.maxHealth.AddModifier (maxHealthIncrease);
playerStats.onDamageDealt += ApplyVampirism;
}
public override void ActivateThirdUpgrade ()
{
isSecondActive = true;
}

public override void DeactivateEffect ()

{

base.DeactivateEffect ();
if (isFirstActive)

{



playerStats.maxHealth.RemoveModifier (maxHealthIncrease);

playerStats.onDamageDealt -= ApplyVampirism;
}
isBaseActive = false;
isFirstActive = false;
isSecondActive = false;
}
private void ApplyVampirism(float damageDealt)
{
float healAmount = damageDealt * (vampirismPercentage /
100£f) ;

playerStats.IncreaseHealthBy (healAmount) ;
playerStats.allBars.SetHealth (playerStats.currentHealth,
playerStats.maxHealth.GetValue()) ;
}
}
GreenWeaponStyle.cs:
using System.Collections;
using System.Collections.Generic;
using System.Runtime.CompilerServices;
using UnityEngine;

public class GreenWeaponStyle : WeaponStyle
{
[Header ("Base Upgrade") ]
[Header ("First Upgrade")]
[SerializeField] private float moveSpeedIncreasePercent;
[SerializeField] private float reduceCooldown;

private bool isBaseActive;
private bool isFirstActive;
private bool isSecondActive;

[SerializeField] private MiracleMirage miracleMirage;
private Player player;
private PlayerStats playerStats;
private float originalSpeed;
private void Start ()
{
player = FindObjectOfType<Player>();
playerStats = FindObjectOfType<PlayerStats> () ;
originalSpeed = player.moveSpeed;
}
private void Update ()
{
if
(Input.GetKeyUp (InputSettings.Instance.GetKeyForAction (InputSetti
ngs.Instance.Button ability)) && isBaseActive &&
playerStats.currentUlt == playerStats.maxUlt.GetValue())



{

miracleMirage.ActivateMirage () ;

}
}
public override void ActivateFirstUpgrade ()
{
isBaseActive = true;
}

public override void ActivateSecondUpgrade ()
{
isFirstActive = true;
player.moveSpeed += player.moveSpeed *
moveSpeedIncreasePercent/100;

SkillManager.instance.dash.ReduceCooldown (reduceCooldown) ;

}

public override void ActivateThirdUpgrade ()

{
isSecondActive = true;
SkillManager.instance.clone.CanCreateCloneOnStart (true) ;

}

public override void DeactivateEffect ()

{

base.DeactivateEffect () ;

if (isFirstActive)

{
player.moveSpeed = originalSpeed;
SkillManager.instance.dash.SetDefaultCooldown () ;

}

if (isSecondActive)

{

SkillManager.instance.clone.CanCreateCloneOnStart (false);

}

isBaseActive = false;
isFirstActive = false;
isSecondActive = false;

}
}
BlueWeaponStyle.cs:

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

public class BlueWeaponStyle : WeaponStyle
{
[Header ("Base Upgrade") ]
public GameObject celestialNexusPrefab; // I646aa 1404&0a
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private GameObject celestialNexusInstance;
[SerializeField] private float timeToDestroy;
[Header ("First Upgrade") ]

[SerializeField] private float maxManalncrease;
[SerializeField] private float manaRegenerationRate;
[Header ("Second Upgrade") ]

[SerializeField] private float magicDamagelIncreasePerOrb;
[SerializeField] private int maxOrbCount = 3;
[SerializeField] private int currentOrbCount;
[SerializeField] private float timeToSpawnSphere;
private bool isAddingSphere = false;

private bool isBaseActive;
private bool isFirstActive;
private bool isSecondActive;

private PlayerStats playerStats;
private SphereGUI sphereGUI;
private void Start ()

{
playerStats = FindObjectOfType<PlayerStats>();
sphereGUI = FindObjectOfType<SphereGUI> () ;
}
private void Update ()
{
if
(Input.GetKeyUp (InputSettings.Instance.GetKeyForAction (InputSetti
ngs.Instance.Button ability)) && isBaseActive &&
playerStats.currentUlt == playerStats.maxUlt.GetValue())
{
ActivateCelestialNexus () ;
}
if (isSecondActive && currentOrbCount < maxOrbCount &&
!'isAddingSphere)
{
StartCoroutine (AddSphere()) ;
}
}
private void RemoveAllSpheres (float remove)
{
currentOrbCount = 0;
playerStats.magicAmplify.RemoveAllModifiers () ;
for (int i = 0; i < sphereGUI.images.Length; i++)
{
sphereGUI.ClearImage (i) ;
}
}

private IEnumerator AddSphere ()
{

if (currentOrbCount < maxOrbCount)



isAddingSphere = true;

yield return new WaitForSeconds (timeToSpawnSphere) ;
currentOrbCount++;

sphereGUI.FillImage (currentOrbCount - 1);

playerStats.magicAmplify.AddModifier (magicDamageIncreasePerOrb) ;
isAddingSphere = false;

}
}
public override void ActivateFirstUpgrade ()
{
isBaseActive = true;
}

public override void ActivateSecondUpgrade ()

{
isFirstActive = true;
playerStats.maxMana.AddModifier (maxManalIncrease) ;

playerStats.manaRegenRate.AddModifier (manaRegenerationRate) ;
playerStats.allBars.SetMana (playerStats.currentMana,

playerStats.maxMana.GetValue ()) ;

}

public override void ActivateThirdUpgrade ()

{
isSecondActive = true;
sphereGUI.Activate();
playerStats.OnDamageReceived += RemoveAllSpheres;

}

public override void DeactivateEffect ()

{

base.DeactivateEffect ();
if (isFirstActive)

{

playerStats.maxMana.RemoveModifier (maxManalncrease) ;

playerStats.manaRegenRate.RemoveModifier (manaRegenerationRate) ;
playerStats.allBars.SetMana (playerStats.currentMana,
playerStats.maxMana.GetValue ()) ;

}

if (isSecondActive)

{
RemoveAllSpheres (0) ;

sphereGUI.Deactivate();

}
isBaseActive = false;
isFirstActive = false;

isSecondActive = false;



}

public void ActivateCelestialNexus ()
{
if (celestialNexusPrefab != null)

{

playerStats.DecreaseUlt (playerStats.maxUlt.GetValue())

~~~~~~~

PlayerManager playerManager = PlayerManager.instance;

if (playerManager != null && playerManager.player !=
null)

{

celestialNexusInstance =
Instantiate (celestialNexusPrefab,
playerManager.player.transform.position +
playerManager.player.transform.right * 2f, Quaternion.identity);
Destroy(celestialNexusInstance, timeToDestroy);

}
else
{
Debug.LogError ("PlayerManager or player reference
is missing!");
}
}
else
{

Debug.LogError ("Celestial Nexus prefab is not
assigned!");
}
}
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Charm.cs:

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

public abstract class Charm : MonoBehaviour

{
[SerializeField] protected PlayerStats playerStats;
public virtual void ActivateEffect ()
{
CharmEffect () ;
}
public virtual void DeactivateEffect ()
{
}
public abstract void CharmEffect();
}

AegisAmuletCharm.cs:

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

public class AegisAmuletCharm : Charm

{

[SerializeField] private float damageReductionPercentage;
[SerializeField] private float damageReflectionPercentage;

private CharacterStats enemyInflictingDamage;

public override void CharmEffect ()
{
playerStats.damageReceivedReductionPercentage +=
damageReductionPercentage;

}
public override void ActivateEffect ()
{
base.ActivateEffect () ;
playerStats.OnDamageReceived += ReflectDamageAndEnemy;
}

public override void DeactivateEffect ()

{



playerStats.damageReceivedReductionPercentage -=
damageReductionPercentage;

base.DeactivateEffect () ;

playerStats.OnDamageReceived -= ReflectDamageAndEnemy;

}

private void ReflectDamageAndEnemy (float damage)
{

enemyInflictingDamage = GetNearestEnemy () ;

float reflectedDamage = damage *
(damageReflectionPercentage / 100f);

if (enemyInflictingDamage != null)
{

enemyInflictingDamage.TakeDamage (reflectedDamage) ;

}
}

private CharacterStats GetNearestEnemy ()

{
Collider2D hit =
Physics2D.OverlapCircle (playerStats.transform.position, 10f,

LayerMask.GetMask ("Enemy") ) ;

if (hit != null && hit.GetComponent<EnemyStats>() !=
null)
{

Debug.Log ("Found nearest enemy: " +
hit.gameObject.name) ;
return hit.GetComponent<EnemyStats> () ;

}

Debug.Log ("No nearest enemy found!");
return null;

}
ArcaneResonanceOrbCharm.cs:

using JetBrains.Annotations;
using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public class ArcaneResonanceOrbCharm : Charm

{

[SerializeField] private float radiusIncreasePercentage;
private float originalMaxSize;

public override void ActivateEffect ()

{



originalMaxSize =
SkillManager.instance.chrono.GetMaxSize () ;

base.ActivateEffect () ;

}

public override void DeactivateEffect ()

{ SkillManager.instance.chrono.SetMaxSize (originalMaxSize) ;
base.DeactivateEffect () ;

}

public override void CharmEffect ()
{
float newSize =
SkillManager.instance.chrono.GetMaxSize () ;
newSize *= (1 + radiusIncreasePercentage / 100f);
SkillManager.instance.chrono.SetMaxSize (newSize) ;
}
}
BersekresRageCharm.cs:

using System.Collections;

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

using UnityEngine;

using Debug = UnityEngine.Debug;

public class BerserkersRageCharm : Charm

{

[SerializeField] private float damageIncreasePercentage;

private float originalDamage;
private float damageAdded;

private bool effectApplied = false;
private bool isActive = false;

private void Update ()
{
if (isActive)
{
if (playerStats.currentHealth <
playerStats.maxHealth.GetValue () && !effectApplied)
{
CharmEffect () ;
}
else if (playerStats.currentHealth >=
playerStats.maxHealth.GetValue () && effectApplied)
{
playerStats.damage.RemoveModifier (damageAdded) ;
effectApplied = false;



}

public override void ActivateEffect ()

{

originalDamage = playerStats.damage.GetValue () ;
CharmEffect () ;

isActive = true;

}

public override void DeactivateEffect ()

{
if (effectApplied)
{
playerStats.damage.RemoveModifier (damageAdded) ;
effectApplied = false;
}
isActive = false;
}
public override void CharmEffect ()
{
damageAdded = originalDamage * (damagelncreasePercentage
/ 100f);
playerStats.damage.AddModifier (damageAdded) ;
effectApplied = true;
}

}

VampiricEmbraceCharm.cs:

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

public class VampiricEmbraceCharm : Charm

{

public float maxHPIncreasePercentage;
public float vampirismPercentage;
public float damageReductionPercentage;
private float hpAdded;

private FlaskGUI flaskGUI;
private HealthFlask healthFlask;

public void Start ()

{
flaskGUI = FindObjectOfType<FlaskGUI> () ;

healthFlask = FindObjectOfType<HealthFlask> () ;
}

public override void ActivateEffect ()



base.ActivateEffect () ;
playerStats.onDamageDealt += ApplyVampirism;
healthFlask.CanUseFlasks (false);
flaskGUI.Deactivate () ;
Debug.Log ("HP ADDED:" + hpAdded) ;

}

public override void DeactivateEffect ()

{
playerStats.onDamageDealt -= ApplyVampirism;

playerStats.maxHealth.RemoveModifier (hpAdded) ;
healthFlask.CanUseFlasks (true) ;
flaskGUI.Activate () ;

playerStats.damageReceivedReductionPercentage -=
damageReductionPercentage;
Debug.Log ("HP REMOVED:" + hpAdded) ;
}

public override void CharmEffect ()
{
hpAdded = playerStats.maxHealth.GetValue () *
(maxHPIncreasePercentage / 100f);
playerStats.maxHealth.AddModifier (hpAdded) ;
playerStats.allBars.UpdateBars () ;

playerStats.damageReceivedReductionPercentage +=
damageReductionPercentage;
}
private void ApplyVampirism(float damageDealt)
{
float healAmount = damageDealt * (vampirismPercentage /
100f) ;
playerStats.IncreaseHealthBy (healAmount) ;
playerStats.allBars.SetHealth (playerStats.currentHealth,
playerStats.maxHealth.GetValue()) ;
}
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Skill.cs:

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

public class Skill : MonoBehaviour

{

[SerializeField] protected float cooldown;

protected float cooldownTimer;

[SerializeField] private float manaCost;

public float ManaCost => manaCost;
protected Player player;

protected virtual void Update ()

Jomarok B

{
cooldownTimer -= Time.deltaTime;
}
protected virtual void Start ()
{
player = PlayerManager.instance.player;
}
public virtual bool CanUseSkill ()
{
if (cooldownTimer < 0)
{
UseSkill () ;
cooldownTimer = cooldown;
return true;
}
return false;
}
public virtual void UseSkill ()
{
}
protected virtual Transform FindClosestEnemy (Transform
_checkTransform)
{

Collider2D[] colliders =

Physics2D.OverlapCircleAll (_checkTransform.position, 25);

float closestDistance = Mathf.Infinity;

Transform closestEnemy = null;

foreach (var hit in colliders)

{



if (hit.GetComponent<Enemy> () != null)
{
float distanceToEnemy =
Vector2.Distance ( checkTransform.position,
hit.transform.position);

if (distanceToEnemy < closestDistance)
{
closestDistance = distanceToEnemy;
closestEnemy = hit.transform;

return closestEnemy;
}
}
ChronoSkill.cs:

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

public class ChronoSkill : Skill

{
[SerializeField] private float cloneCooldown;
[SerializeField] private int amountOfAttacks;
[SerializeField] private float chronoDuration;
[Space]
[SerializeField] private GameObject chronoPrefab;
[SerializeField] private float maxSize;
[SerializeField] private float growSpeed;
[SerializeField] private float shrinkSpeed;

ChronofistSkillController currentChrono;
private string saveKey2 = "achivementsSave";

private SaveData.AchivementsSave data2;
protected override void Start ()

{
base.Start () ;
dataz =
SaveManager.Load<SaveData.AchivementsSave> (saveKey?2) ;
}
public override bool CanUseSkill ()
{
return base.CanUseSkill () ;
}

public override void UseSkill ()

{



base.UseSkill () ;

GameObject newChrono = Instantiate (chronoPrefab,
player.transform.position, Quaternion.identity);

currentChrono =
newChrono.GetComponent<ChronofistSkillController> () ;

currentChrono.SetupChrono (maxSize, growSpeed,
shrinkSpeed, amountOfAttacks, cloneCooldown, chronoDuration);

if (!dataz2. isOwned[5])

{

MainMenu.instance.setAchivementOwned (5) ;

}
}
protected override void Update ()
{
base.Update() ;
}
public bool SkillCompleted()
{
if (!currentChrono)
return false;
if (currentChrono.playerCanExitState)
{
currentChrono = null;
return true;
}
return false;
}
public void SetMaxSize (float size)
{
maxSize = size;
}
public float GetMaxSize()
{
return maxSize;
}
}
CloneSkill.cs:

using System;

using System.Collections;

using System.Collections.Generic;

using System.Runtime.ExceptionServices;
using UnityEngine;

public class CloneSkill : Skill
{



[Header ("Clone info")]

[SerializeField]
[SerializeField]
[Space]

[SerializeField]

[SerializeField]
[SerializeField]
[SerializeField]

private
private

private
private

private
private

GameObject clonePrefab;
float cloneDuration;

bool canAttack;
bool creatCloneOnDashStart;

bool createCloneOnDashOver;
bool canCreateCloneOnCounterAttack;

[Header ("Clone can duplicate")]

[SerializeField]
[SerializeField]

private
private

bool canDuplicateClone;
float chanceToDuplicate;

public void CreateClone (Transform clonePosition, Vector3

_offset)
{

GameObject newClone

Instantiate (clonePrefab) ;

newClone.GetComponent<CloneSkillController>() .SetupClone( clonePo
sition, cloneDuration, canAttack, offset,

FindClosestEnemy (newClone.transform), canDuplicateClone,
chanceToDuplicate, player);

}

public void CreateCloneOnDashStart ()

{

if (creatCloneOnDashStart)
CreateClone (player.transform, Vector3.zero);

public void CreateCloneOnDashOver ()

if (createCloneOnDashOver)
CreateClone (player.transform, Vector3.zero);

}

public void CreateCloneOnCounterAttack (Transform

_enemyTransform)

{

if (canCreateCloneOnCounterAttack)
StartCoroutine (CreateCloneWithDelay ( enemyTransform,
new Vector3(2 * player.facingDirection, 0)));

}

private IEnumerator CreateCloneWithDelay (Transform

_trasnform, Vector3

{

offset)

yield return new WaitForSeconds (.4f);
CreateClone( trasnform, offset);



}

public void CanCreateCloneOnStart (bool canCreateClone)
{
creatCloneOnDashStart = canCreateClone;
}
}
ScytheThrowsSkill.cs:

using System;
using UnityEngine;

public enum ScytheType
{
Regular,
Bounce,
Pierce,
Spin
}
public class ScytheThrowSkill : Skill

{
public ScytheType scytheType = ScytheType.Regular;

[Header ("Bounce info")]

[SerializeField] private int BounceAmount;
[SerializeField] private float bounceGravity;
[SerializeField] private float bounceSpeed;

[Header ("Pierce info")]
[SerializeField] private int pierceAmount;
[SerializeField] private float pierceGravity;

[Header ("Spin info")]
[SerializeField] private float hitCooldown = 0.2f;

[SerializeField] private float maxTravelDistance = 5;
[SerializeField] private float spinDuration = 2;
[SerializeField] private float spinGravity = 1;

[Header ("Skill info")]

[SerializeField] private GameObject scythePrefab;
[SerializeField] private Vector2 launchForce;
[SerializeField] private float scytheGravity;
[SerializeField] private float freezeTimeDuration;
[SerializeField] private float returnSpeed;

private Vector?2 finalDirection;

[Header ("Aim dots")]

[SerializeField] private int numberOfDots;
[SerializeField] private float spaceBetweenDots;
[SerializeField] private GameObject dotsPrefab;



[SerializeField] private Transform dotsParent;
private GameObject[] dots;

private string saveKey2 = "achivementsSave";
private SaveData.AchivementsSave dataZ2;
protected override void Start()

{
base.Start () ;

GenerateDots () ;

SetupGravity () ;
data2 =
SaveManager.Load<SaveData.AchivementsSave> (saveKey2) ;

}

private void SetupGravity ()
{

if (scytheType == ScytheType.Bounce)
scytheGravity = bounceGravity;

else if (scytheType == ScytheType.Pierce)
scytheGravity = pierceGravity;

else if (scytheType == ScytheType.Spin)

scytheGravity = spinGravity;

}

protected override void Update ()

{
if
(Input.GetKeyUp (InputSettings.Instance.GetKeyForAction (InputSetti
ngs.Instance.Button ult)))
finalDirection = new
Vector?2 (AimDirection () .normalized.x * launchForce.x,
AimDirection () .normalized.y * launchForce.y);

if
(Input.GetKey (InputSettings.Instance.GetKeyForAction (InputSetting
s.Instance.Button ult)))
{
for (int i = 0; i < dots.Length; i++)
{
dots[i].transform.position = DotsPosition (i *
spaceBetweenDots) ;
}
}
}

public void CreateScythe ()
{
if (!data2. isOwned[5])
{

MainMenu.instance.setAchivementOwned (5) ;



}

GameObject newScythe = Instantiate(scythePrefab,
player.transform.position, transform.rotation);

ScytheSkillController newScytheScript =
newScythe.GetComponent<ScytheSkillController> () ;

if (scytheType == ScytheType.Bounce)
newScytheScript.SetupBounce (true, BounceAmount,
bounceSpeed) ;

else if (scytheType == ScytheType.Pierce)
newScytheScript.SetupPierce (pierceAmount) ;
else 1if (scytheType == ScytheType.Spin)

newScytheScript.SetupSpin (true, maxTravelDistance,
spinDuration, hitCooldown) ;

newScytheScript.SetupScythe (finalDirection,
scytheGravity, player, freezeTimeDuration, returnSpeed);

player.AssingNewScythe (newScythe) ;

DotsActive (false);

}

#region Aim region

public Vector2 AimDirection ()

{
Vector?2 playerPosition = player.transform.position;
Vector?2 mousePosition =

Camera.main.ScreenToWorldPoint (Input.mousePosition) ;

Vector?2 direction = mousePosition - playerPosition;

return direction;

}

public void DotsActive (bool isActive)

{
for (int i = 0; i < dots.Length; i++)
{
dots[i].SetActive( isActive);
}
}

private void GenerateDots ()
{
dots = new GameObject[numberOfDots];
for (int i = 0; 1 < numberOfDots; 1++)
{
dots[i] = Instantiate (dotsPrefab,
player.transform.position, Quaternion.identity, dotsParent);
dots[i] .SetActive (false);
}
}

private Vector?2 DotsPosition(float t)



Vector?2 position = (Vector2)player.transform.position +
new Vector?2 (
AimDirection () .normalized.x * launchForce.x,

AimDirection () .normalized.y * launchForce.y) * t + .5f
* (Physics2D.gravity * scytheGravity) * (t * t);

return position;

}

#endregion



