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PE®EPAT

OCHOBHMII 3MICT MOSICHIOBAJIbHOI 3alMCKU  KBaTi(iKaliiHOi poOOTH
BUKJIaJIeHO Ha /1 cTOpiHLI TEKCTy, MICTUThH 8 Tabiuip, 66 utrocTpaliid, 4 101aTKH,
610miorpadiyHUi CHOMCOK JIITEpaTypHUX JKepen 13 23 HallMeHyBaHb. 3arajbHUM
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Meroro  kBamigikaiiiiHoi pobdoTH € po3podka npurogHuubkoi 2D-
miatgopmepHoi rpu «Final Dawny» 3 enementamu dark fantasy, mo nemoncTpye
3acTOCyBaHHS 11a0JIOHIB MPOEKTYBAHHS ¥ reiiMauzaiiny y cepenonuii Unity.

VY pamkax poOOTH CTBOPEHO MOBHOIIHHY TPy 3 OCHOBHUMHU MEXaHIKaMH,
rpadiuauM odopmieHHsM, iHTepdelicom Ta 30epexkeHHsM mporpecy. Pobora
JEMOHCTPYE MPaKTUYHE 3aCTOCYBAHHS 3HaHb y cpepi mporpaMmyBaHHs, FreiMAN3alHy
Ta pO3pOOKH 1rOp.
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ABSTRACT

The main content of the explanatory note of the final qualification work is
presented on 71 pages of text, includes 8 tables, 66 illustrations, 4 appendices, and a
list of 23 bibliographic sources. The total volume of the work is 104 pages.

The aim of the qualification work is the development of the adventure 2D
platformer game "Final Dawn" with elements of dark fantasy, demonstrating the use
of design and game development patterns within the Unity environment.

As a result, a complete game was created, featuring core mechanics, graphical
design, user interface, and a save/load system. The project showcases the practical
application of knowledge in programming, game design, and game development.

Keywords: GAME, FINAL DAWN, UNITY, C#, DARK FANTASY,
ADVENTURE, PLATFORMER, DESIGN PATTERN, LEVEL, GAME DESIGN,
SOFTWARE.
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HEPEJIIK YMOBHHUX IIO3HAYEHb, CKOPOYEHbDb I TEPMIHIB

Al — anrn. Artificial Intelligence; nporpamua Jorika, 1o Kepye MoBeIIHKOO
BoporiB Ta NPC y rpi.

API — anri. Application Programming Interface; Ha0ip 30BHIIIHIX QYHKIIH 1
KJIaciB, yepe3 K1 KOJ B3a€EMOJIIE 3 pylIieM abo 010110TEKOIO.

Agro-Radius — paniyc BUSBICHHS, Y MeXaX SKOTO BOPOT MEPEXOJUTh Y CTaH
nepeciiyBaHHs TPaBIIs.

Boss — y paMkax rpu, 11e 0COOJIMBHI MPOTUBHHMK IEBHOTO PIiBHS, SIKHUH Ma€
YHIKQJIbHY TOBEJIHKY, MIJABUIIEHI TOKA3HUKHU 37I0POB’S Ta MOKJIMBY HAropoay 3a
HWOT0 JIIKBIIALIFO.

FPS — anrn. Frames Per Second; kinbKicTh KanpiB, sKi peHaepsThes 3a 1
CEKYHJTY, € TIOKa3HUKOM ILJIABHOCTI BiJICOPSITY.

FSM — anra. Finite State Machine; kiHmeBuit aBTomMaT, 10 MEPEXOIUTh MIXK
BU3HAYCHUMH CTaHAMH 32 YMOBOIO.

Gem — mariyHuil KpucTal, CIOKETHUN TIPeIMET, 0 30Upa€eThCs TPaBIEM IS
BIZIKPHUTTS MTOPTATY.

Git LFS — Git Large File Storage; posmupenns Git, ske 30epirae Bemuki
meniadaitnm (crpai Ty, 3ByK) OKPEMO BiJl OCHOBHOTO PETIO3UTOPIIO.

HP — anrn. Hit Points; ouku 310poB’s iepcoHaka.

HUD - anrn. Head-Up Display; expanni eneMeHTH, sIKi BiZOOpakarOTh
MMOTOYHHM CTaH TpaBIs (310pOB’ s, MaHa, TOCBIJ, TPOIIIi TOIIO).

IDE — anrn. Integrated Development Environment; cepemoBuie po3poOku
(Visual Studio), y sskoMy IHUIIYTHCS Ta HAJIAroKYIOTHCS CKPHIITH.

Level — oxpema irpoBa crieHa, MICTUTh II€BHI MEPEHIKOAW 1 3aBAaHHS, SKi
rpaBellb Ma€ MOJ0JIATH HA CBOEMY IUISIXY.

NPC — anrn. Non-Player Character; mepconax, 3a SKOro HeMae MOXKJIUBOCTI
MOTPaTH, KEPYETHCS 3a3BUUYAN CUCTEMOTO.

Prefab — 3asmanerine HamamrToBanumid 1rabaoH o00’ekt Unity, sKkwmid
BUKOPHUCTOBYETHCS J1JIsI CTBOPEHHS €K3EMILISIPIB 00’ €KTa, 110 30€pIira€ThCs Ha NMEBHIM

CIIEHI.
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RPG — anr. Role-Playing Game; irpu, y SKuX rpaBeib po3BUBAE MEPCOHAKA
yepe3 XapaKTepUCTUKU, HABUYKH U CIOKETHI BUOOPH.

SFX — anrn. Sound Effects; xopotki 3BykoBi edekt niii (ymap, CTpuOOK,
niaodip mpeameTa).

Ul — anri. User Interface; kopucryBanbkuii inTepdeiic (MeHI0, KHOTIKH).

XP — anrn. Experience Points; gocBia, sikuit oTpuMy€e TpaBelb 32 BUKOHAHHS
Iiil y rpi (mepeMoru Hajl BOporamMu) 1 BAKOPUCTOBY€ETHCS ISl MIIBUILIEHHS INPOBOTO

PiBHS MEPCOHAXKA.
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BCTYII

AKTyauabHicTh TeMu. CBITOBa IHAYCTpiSd BIACOIrOp JEMOHCTPYE CTaOUIbHE
3pOCTaHHs, a CerMeHT  IHAI-MIaTGopMepiB  3alUIIAE€TbCS  OJHUM 13
HaliuHamiyHimuX. [loeqnanHs MexaHik kiacuuHoro 2D-mmatdopmepa 3
enementamu dark fantasy mo3Bossie CTBOpIOBaTH IMPOBUI JAOCBIJ, 110 OJHOYACHO €
JOCTYITHUM IS IIMPOKOI ayAUTOPIi Ta MAa€ BUCOKY €CTETUYHY LIIHHICTb.

3a OIIHKOI JOoCHiHULIbKOT KommnaHli Newzoo, y 2024 p. cBITOBHI PUHOK
Bigeoirop npunic 187,7 mapn USD, mio Ha 2,1 % Ouibliie, HXK TOpiK (IPOrHO3 0YyJ10
ckopuroBano 3 +2,8%). Ilompu cTpumani mnpogaxi konconei, I[IK-cerment
JEMOHCTpY€E HallakTUBHIIIE 3pocTaHHs — +4 % Ha piK, a KUIbKICTh TeiiMepIB y CBITI
nocsrae 3,42 mupa (+4,5%) [1]. Taka nuHaMika MiAKPECIOE HEOOXITHICTH
e(eKTUBHUX THCTPYMEHTIB 1 MIa0JOHIB, 0 CKOPOYYIOTh LUK PO3POOKU 1rop AJis
[MK-muatgopmu.

Cuena 1HJII-TIPOCKTIB € HaJ3BUYAHO KOHKYPEHTHOIO: Ha Steam mix terom
Indie Bxxe npeacraBieno noHaz 126 Trc. HaliMeHyBaHb, a mimkanp «2D Platformer»
CTaOLILHO BXOAUTH J0 CIMCKY HAWMOMyJISpHIMNX KaTeropii marasuny [2]. OTxe,
TBOPYMH yCHiX 1HAI-TPM HAmpsMYy 3ajJeXKUTh B SIKICHOTO TeUMAIU3aiHY,
ONTHMI30BaHO1 apXiTEKTYpPH KOy Ta BHPA3HOTO BI3YaJbHOT'O CTHIIIO, IO BUPI3HSIE
IPOJIYKT CepeJl TUCSY1 aHAJIOTIB.

[Torut Ha ecretutky dark fantasy sxanpy aemMoHCTpye ctanuii TpeHa. MokHa
3a3HauuTH, 10 y peituary Glitchwave «Most popular dark fantasy games 2023» B
Torm-3 mporpaMHux mpoaykTu yeivmmu “Lies of P”, “Final Fantasy XVI” Ta
“Diablo IV” [3]. Lle 3aiiBuii pa3 miaATBEpKye OOIIMPHHUMA IHTEpEC ayauTopii 110
MOXMypoi arMochepu MPUTOAHUIIBKOTO CrOkeTy. KomepiiiiHui ycmix 3a3Ha4eHUX
pei3iB CBITUUTH, IO Take MoeaHaHHs muiatgopmepHoi mexaHiku Ta dark fantasy
MOBHICTIO YCIIIIITHE.

st Ykpainu Tema reiiMeBy TakOXK Mae€ Bary. 3a JaHuMH Jpkepena dev.ua y
2024 porii oA 3 YKpaiHCHKUX ITOp yBilLIa 70 TOT-20 Mpoaaky Ha €BponeChKOMY

CETMEHTI, I1e MiATBEPIKAy€e OTEHITial BUPOOHHUIITBA y CBITOBOMY MacIiTaoi [4].
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TakuM YMHOM, MOXKEMO TIHTH 10 BUCHOBKY, 1110 po3podka rpu “Final Dawn”
€ aKTyaJibHOIO. BOHa 3a4enuTh CBOEIO MPUEMHOIO €CTEeTUYHOIO aTMocdeporo dark
fantasy, sika nepeOyBae Ha MKy 3pOCTaHHs MOMYJISIPHOCTI Cepell AyAUTOPIi reiiMepiB.

O0’ekT H0CHiTKEHHSI — IMPOLIEC MMOBHOTO IUKIY PO3POOKU MPUTrOJAHHUIIBKOT
rpu Ha pyuii Unity, popMyBaHHSI KOHIENIIT Ta MPOEKTYBaHHS redMIn3aitHEPCHKOTO
pIILICHHS.

IIpeamerom aocCHi:KeHHS € apXITEKTYpHI Ta TredMIW3aHEPChbKi PIlLIEHHS,
30KpeMa 3aCTOCYBaHHs IIA0JIOHIB MPOTrpaMyBaHHsA, IUTYYHUH IHTEIEKT BOpora Ta
MeXaHi3M 30epeKeHHs JaHUX, ISl PO3pOOKH MPUTrOAHUIIBKOT I'py Ha pyuaii Unity.

Meta i 3aBIaHHSl JOCJHIIKeHHSI TOJSra€ y MPOEKTYBaHHI Ta peaii3alii
wiatpopmepa Final Dawn 3 enementamu dark fantasy, mo memoHcTpye cydacHuit
MAX11 10 PO3POOKH IPOrPaMHOTO MPOAYKTY.

IIpakTnuHe 3HayeHHsA. CTBOpPEHHS 3aBEPUICHOTO MPOTOTUIY, KM MOXe

OyTH OCHOBOIO JIJISl TOIATIBIIIOT0 KOMEPIIIMHOTO PO3IIUPEHHS TIPOEKTY.
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PO3I1JI 1. AHAJII3 ITPOBJIEMATUKHA, METOIIB TA 3ACOBIB
BUPIHNIEHHA 3AJAYI

1.1. IlocTanoBKa 3axayi

Cy4acHMl pUHOK 1HII-TUIATPOPMEPIB XapaAKTEPUIYETHCSI OJJHOUACHO BUCOKOIO
KOHKYPEHIIIEI0 Ta 3pOCTal0OYMMU BUMOTaMM 10 SIKOCTi irpoBoro npoaykty. Illo6
YCHIITHO KOHKYPYBaTH, PO3POOHHUK Ma€e 3a0e3MeYuTH He JuIIe NPUBaOIUBY
€CTeTHKY, a § MacmTaboBaHy apXITeKTypy, CTaOUIbHY MpPOJYKTUBHICTH,
NpoJAyMaHUi MTYyYHUH iHTEIeKT BOporiB [5]. ¥ mepeBakHil OLTBIIOCTI HABYAIBHUX
1 IEMOHCTpALIMHUX MPOEKTIB 111 ACEKTU PO3TISAAIOTECS parMeHTapHO: a00 aKIIEHT
CTaBUThCS Ha TelMau3aiiHi 0e3 JeTalbHOI IHKEHEPHOT YaCTHHH, a00 HaBIAKd —
OMHUCYETHhCS JIMIIIE TEXHIYHA peanizamisgs O0e3 TIMOOKOro Iu3aiHepPChKOTro
OOTpYHTYBaHHS.

Mertoro miei kBamidikailiiiHoi poOOTH € CTBOPEHHS LUIICHOTO PILIEHHS, SKe
OXOIUTIOE BC1 €Tamu po3poOKU — BiJ pO3pOOKM KOHIIEMINi Ta JAW3aiiHy PIBHIB JI0
noOyI0BM THYUYKOI Ta MOYJIBHOI apXiTEKTYpH IporpaMHoOro 3abesrneueHHs Ha 0asi
Unity. Oco06yMByY CKJIaJIHICTh CTaHOBUTH BUOIp ecTeTuku dark fantasy, mo Bumarae
peTeabHOi POOOTH HAJ Bi3yaJIbHUM CTHJIEM, MY3HUYHHM CYIPOBOJOM 1 IHTErpaIli€lo
rIOOKOT0, aTMOC(EPHOTO CIOKETY, KK MIIKPECITIOE IIOXMYPHUI HACTPii CBITY TPH.

KonkpeTnsoBaHi 3aBaaHHs, 1110 BUIIUBAIOTH 13 CHOPMYIILOBAHOT TPOOIEMH:

® BHUKOHATH CHCTEMHMH OTJISJ HAYKOBUX JUKepen 1 komepuiHux 2D-
wiaropmepis, MO0 BU3HAYUTH ONTUMAIbHI MEXaHIKH 0010, MabiIoHU
Al Ta mpakTHKU apXiTeKTypHOT MOIYJIBHOCTI;

e chopmyBaTH MOBHUI MAKET MOMEPEAHBOI JOKYMEHTAIIi1 rpu — CONncept-
document i design-document — i3 BU3HaYEHHSAM HAPATUBY, CTPYKTYpPH
piBHiB, UX-BUMOT Ta KIIOYOBHUX TEXHIYHUX CITCIU(IKAIIIA;

® CIPOEKTYBAaTH MporpaMHy apxitektypy y Unity 2021, 3acrocyBaBiiu
mrabionu Singleton, State, Observer i Factory mis peamizamii pyxy
reposi, 60iioBoi cuctemu, Al BOporis, IHBEHTapIO, 11aJIOT1B 1 TJI00aTbHUX

30epeKeHb;
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® CTBOPHUTH Ta IHTEIPYBaTU Bi3yasbHI (CIpPaiTH, aHIMAI1i, OCBITJICHHS) i
aynio-pecypcu (SFX, amantuBHa My3HKa) Tak, 1100 BOHU (QopMyBaiu
y3romxkeny dark-fantasy atmocdepy i He 3HMKYBaJIM IPOTYKTHBHICT;

® [IPOBECTHM KOMIUIEKCHE TECTyBaHHSA, BHECTH KOPUT'YBaHHS Ta
HiATOTYBaTH TOTOBY 301pKy MPOTOTUIY TPU pa3oM 13 TEXHIUHOIO
JOKYMEHTAIIIE€I0 AJI1 MO0 MOAAIBIIOTO PO3IIUPEHHS.

B Mexxax BukoHaHHs KBamidikaiiitHoi poboTu Oy/ie CTBOpEHA KOMITIOTEpHA
rpa y JkaHpi MPUrogHMIBbKOro riatdopmepa 3 emementamu dark fantasy — Final

Dawn.
1.2. Orasia icHy1040ro NnporpaMHoro 3ade3ne4eHHs

Punok 2D-nnatgopmMepiB Ha CHOTO/IHI BKIIIOYAE ITUPOKHUM CIEKTp Irop — BiA
IPOCTUX MOOUIBHMX MPOEKTIB A0 CKJIAAHUX EKIIH-mpuroa 3 enemeHTamu RPG.
[TonysipHICTB XKaHPYy 0OYMOBJICHA JIOCTYIHICTIO, YHIBEPCATBHICTIO Ta MOXKJIUBICTIO
peamizaiii pI3HOMAaHITHUX TeUMIUIEHHUX i7ed y Qopmari 3 MiHIMAJILHUMH
TEXHIYHUMH BUMOTAMHU.

Irpu sxaHpy CYTTEBO BIIPI3HAIOTHCS 3a CKIQIHICTIO, MTOJaYet0, MEXaHIKaMHU Ta
Bi3yallbHUM cTHIIEM. BpaxoByroun kouueniito Final Dawn — moxmyporo ¢enresi
mwiaTdopmepa 3 OOKWOBOIO CHCTEMOIO, IHBEHTApeM 1 JiajoraMu — JOIUIBHO OyJI0
JTOCTIIUTH IrPU 3 TMOJIOHOI0 CTPYKTYpPOIO Ta HapaTUBOM. byno mpoaHasnizoBaHO
YOTUPU NPOEKTH, HAUOUTBIN PEICBAaHTHI 32 CTUJIEM Ta peaji3alico.

Hollow Knight — armocdepuuii mmardopmep y CTHII METpoiaBaHii 3
IHOOKO OOMOBOIO CHCTEMOIO, JOCITIKCHHSIM CBITY Ta HEJIIHIMHOIO CTPYKTYPOIO
piBHiB (pucyHok 1.1). I'paBernp kepye O€3IMEHHHMM JHMIIapeM, SKUH OOpeThes 3
BOporamu, BiKpuBae HOBI ob6macti Ta B3aemomie 3 NPC. ®yHkiioHanpHi
0COOJIMBOCTI:

e (oifoBa cucTeMa: 3 UYITKUMH TaMIHTaMH Ta BI3yaIbHHMH 1HIWKATOpPaMHU

ITKO/IH;

e HrepakTuBHI NPC 3 miamoramu, siKi BIDTHBAIOTh HA CIOXKET;

® BEpTHUKaJIbHI 30HU 3 HEOE3MeKaMu, 1[0 BUMAraloTh TOYHOCTI;
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e BOpoOru 3 yHikaabHuUM Al, iK1 pearyroTh Ha Jii rpaBIIs.
Brumie Ha poexT Final Dawn. ®a3zosicts 60ociB ta cxemy Al “Idle Until Agro”

IUIsl 3BUYAMHMX BOPOTIB; PIBHEBY JOrIKY CHPOIIYEMO [0 KacKajgHOi JIHIHHO1

MOCJIIIOBHOCTI, a0U 30€perTH TeMIl.
"'co—e‘e eoo0
'@‘ .

LY

Pucynok 1.1 — I'eiimmuei rpu Hollow Knight [6]

Dead Cells - munamiunmii rogue-lite tuatdopmep 3 OoifoBUMH KOMOO,
MIBUIKUM TeIMIUIEEM 1 MPOLIeYPHOIO TeHepali€to piBHIB (pucyHokK 1.2). OcHoBHUM
aKIeHT 3po0JjeHO Ha 0010, YXWICHHSX 1 YITKMX aHIMaIllHHUX Tepexojiax.
DyHKIIIOHAJIbHI 0COOIMBOCTI:

® UMHAMIYHUH 1 MBUAKUNA KOHTPOJb 3 NIepeKaTamH,

® BHCOKHH TeMIn 000 MIATPUMYETHCS KOMOIHYBaHHSAM 310HOCTEH

® [MKJIIYHUN FeHMIUICH PU3UK — Haropojia: BTpata pecypciB Micis CMEPTI;
e rapHe Bi3yaibHe odopMICHHS (aHIMAIlli, TepeXxo/In);

Brmaue wa rpy Final Dawn. Jlorika po0OoTH JiTalouuXx BOPOTiB.
KontponsoBanmii 6iif 3 BisyanbHuM ¢indbexkom. Moaynbamii miaxix mgo Al Ta

CTPYKTypa 0010 3 BOpOTaMH.

Pucynok 1.2 — I'etimmuneit rpu Dead Cells [7]

Apx.
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TEMHOMY  (peHTe31-CBITI

Salt and Sanctuary - moennye mexaniku RPG, matgopminr i ckiaani 601 B

(pucyHok

1.3).

Binomuii cBO€IO  XapAKOPHICTIO,

BEPTUKAJIBHICTIO PIBHIB Ta CWIBHUM aTMochepHUM (oHOoM. DYyHKIIOHAIBHI

0COOJIMBOCTI:

CUCTEMa CTaMiHU, OJIOKIB, 1110 pOOUTH O1if TAKTUYHUM,;

noxXMypa Bi3yalibHa atMoc(epa, 110 CYNpPOBOIKYEThCS IIapaMu 3BYKOBHUX

e(eKTiB,;

JACPEBO HABUYOK,

oco0mB1 O0CH.

B wa Final Dawn. BigMoBa Bix ckiIaJHOT cTaMiHU Ta TJIMOOKOTO JiepeBa

CKUJIIB, 30€piraeThcs Ka3yajabHICTh B ynpaBiiHHi. [Io0ynoBa piBHs sk OaraTopiBHEBO1

cTpyktypu. Jlorika 60ciB (akTuBalis — 611 — Haropoja).

Pucynok 1.3 — I'eiimmuteii rpu Salt and Sanctuary [8]

Prince of Persia: The Lost Crown - cydacHa 2.5D-iHTepmnperartis

KJIACHYHOTO TIaTdopMepa 3 aKIeHTOM Ha Oiif, CFOKET, JI1aJIoTH Ta BIIKPHUTY KapTy.

I'paBents mociimKye BEIHKI 30HH, Jonae mepemkoan (pucyHok 1.4), Goperbes 3

Boporamu i 6ocamu. OyHKITIOHATHHI OCOOJMBOCTI:

e (oifoBa cucTeMa 3 BUKOPUCTAHHSAM YKJIOHIB, TApUPyBaHHS Ta KOMOO;

JUHAMIYHI CIICHHU, IEPEMUKAHHS IrPOBUX 30H;

aKTHUBH1 BOPOTH, 1110 pearyroTh Ha i1 TpaBIls;

B3aemoist 3 NPC, po3BUTOK CIOKETY Uepes3 11aJIorH.

3mmn.
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Brumus Ha Final Dawn. Jlorika a3epkanbHOro 0oca siK KOIIii rpaBIisi, CTBOPSHHSI

JBOX OAIlIT 3 IrPOBUMHU TOIISIMHU.

Pucynox 1.4 — Jlonanus neperkos y rpi Prince of Persia: The Lost Crown [9]
1.3. KoHnenT-10KyMeHT rpu

KoHuenT-g0kyMeHT ajisi rpu — 1€ KIIOYOBUN JOKYMEHT, SIKUW y3arajbHIOE
OCHOBHY 1/1€10, MEXaHIKH, CIOKET Ta BidyalbHHUil cTHIb mpoekTy [10]. Bin ciayrye
JIOPOXKHBOIO KapTO0, JOMOMAarae y3roauTh OadeHHS Ta 3a0e3ledye diTKe
TUTAaHYBaHHS MPOIIECY CTBOPEHHS TPU.

BBenenus:

Final Dawn — 2D-mmnardopmep y npuromaunbkoMy Gopmari ta y cruii dark
fantasy, ne rpaBernp MPOXOIUTH MOCIIJOBHICTH JIOKAIlild, BiJl CBITJIOrO JICYy a0
MOXMYypUX HeOe3neuHux JIokarid. Pasom 3 muMm BiH 30Mpae MaridHi remMu, J0jae
BOPOT'iB, 3317151 BITHOBJICHHS OaJlaHCy BCECBITY.

Kaup i aynuropis:

3a3HaueHuil kaHp TporpamHoro mnpoaykry — adventure-platformer 3 RPG-
enemenTami. Lli1boBa ayiuTopis e TpaBill BIKy Bia 14 poKiB, siKi € IPUXUIBHUKAMU
*aHpiB metroidvania Ta rogue, mykarTh OPUTOJ Ta TOTOBI MOHYPUTUCH Yy TEMHY

aTMoc(hepy TAEMHUYOTO CBITY.

Apx.
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OcHOBHi 0€00JIMBOCTI I'PH:
® [IO€IUHKH 3 00CcaMy;
e wmonynehuii Al Boporis (Idle, Patrol, Agro, Attack);
e iHBEHTapHA YACTHHA;
e 1aJI0roBa YacTHHA,
® My3HUKaJIbHE CYNPOBOKEHHS.

Omnuc rpu:

I'paBenp kepye Oe3IMEHHOIO TepOiHEI0, sIKa MPOXOJIUTH Yepe3 JICHU, TOpH,
nevepu, 3aMKH Ta pi3Hi JoKallii. Y KOXKHil 30H1 € IEBHUM TUIT BOPOTiB, MEPEIIKO]] Ta
wiatgopmu 1o AkuM nepeadaveHuit pyx. KynbMiHamiiiHuii MOMEHT KOXKHOTO PiBHS
— MO€ PI3HUTHUCH B 3aJICKHOCTI BiJ] PiBHS, Oy/Ab TO MOEIUHOK 3 OOCOM, BUPIIICHHS
npoOsieMu, BiTKpUTTs moptaiy. OTpUMaHHS Haropoad TependadacTbes y BHUTIISII
MariyHux reMiB, SK1 MOTPIOHI HAM IS TPOXOJKEHHS CIOKETHOI T'UIKH. MOXKIMBI1
IHIIII BUHArOPOJM Ha KINTAIT 3ULIS JJIS TMOKPALIEHHS XapaKTePUCTHUK, 370POB’S.
Takox € rporoBa BHHaropo/ia i MOXKJIMBICTh MPUI0aTH pedi B Mara3uHi. [HTyiTUBHO-
sposymimniit HUD Oyne Tpumaté B Kypci TpaBls MO0 IOTOYHOTO CTaHy.
3aBepilieHHsI TPU TOJIATae y MepeMo3i HaJl TOJIOBHUM NPOTHBHHUKOM, Y Pa3l 4OTO
repoi MepeMiIIaeThCs Y TOCEICHHS, ¢ TTaHy€e MUP 1 BASYHICTD 32 MOPSATYHOK. Y pasi
HEBJIaui, IPaBEllb MOHYPIOETHCS Y CIIOTBOPEHY PealbHICTh, e HEMa€e MaiOyTHHOTO.

IpuHuMn rpu:

2D-timatdopmep 13 MUKIOM JOCHIIKEHHS — KOHTAKT — Oiil/yXuiieHHs —
BUHAropoja — IMepexi Ha iHIY JIOKAI[ito/3aBepIIeHHS TPU

JliniliHa nocninoBHICTh Jokarii: Forest — Cave — Dark Forest — Castle
(Tower) — Light’s Dawn/Cataclysm;

®di3zu4Ha MoJeJb MEPCOHANKA!

KepyBanns BinOyBaethcs 3a RigidBody2D + Box / Circle Collider2D.
[Tepconaxk pyxaerbes 3minoro Velocity, murarhopmu mo3naveni mapom Ground.

Enemenrtu rpu:

e miatrgopmu;

® BOpOTId (3BUYAWHUN THII, OOCH);

Apx.
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® MOPTATU-TIEPEXITHUKHA MK CIIEHAMH, JIBEPI;

® YEK-TIOIHT CTaTYi;

® TPUrepHI 30HU JJIS J1aJIO0T1B, KaT-CLICH.

Inrepgeiic kopucryBaya:

HUD:

e mkaia HP, XP;

® KUIBKICTh MOHET, XapaKTEPUCTUKH IIKOAM 1 IIBUJIKOCTI,

® cKpaH May3y;

® EeKpaH Iicis 3arubeni repos;

® CcKpaH IEpEMOTH;

e miaiorose BikHO 3 NPC;

® IHBEHTap.

IlepexymoBu CTBOpEHHS:

Ines BUHMKae mpHM aHadi3i CydyaCHHX TPeH[IB iHAi-puHKY, Ae dark fantasy-

ecTeTHKa W OOMOBI CHCTEMH 3alUIIAIOTHCA JI0CI MOMyJIpHUMU. Merta mossrae y

JEMOHCTpaIlii MOBHOTO IUKIY PO3POOKH MPOAYKTY, BiA KOHIEHIli 70 poOoYoro

IPOTOTHITY 3 MOJYJBHOIO apXITEKTYpPOIO i aJaiTUBHUM ay10-CYITPOBOIKEHHSIM.

Ilnardopma:
Pymiii: Unity 2021.3.45f1.

LinsoBa miardopma: Windows 10 (PC-mtatdopma).
1.4. IncTpyMeHTAJIbHI 32C00M Ta METOAH TOCJIi/KEHH S

VY Tabnumi 1.1 HaBeeHO Ta OOTPYHTOBAHO BUOIp IHCTPYMEHTAIbHUX 3aC001B,

110 3aCTOCOBYIOTBCS M1/l 9Yac pO3pOOKH TPH.

Taomus 1.1

[HCTpyMEHTANBHI 3ac00H

Kareropiss | IHcTpymeHT OOrpyHTyBaHHs BUOOPY Ta POJIb Y IPOEKTI
[rpoBuit Unity 2021.3.45f1 | Crabinera  Long-Term-Support-sepcis 3
pymrin (LTS) noBHUM Habopom 2D-iHcTpymentiB, URP-
NOCT-MPOLIECOM 1 BXE€  BHUIPABICHUMHU
Apx.
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KPUTUYHUMM Oaramu; rapaHTye OHOBJICHHS 0e3
3MiHu API npoTsirom ychboro 1ukity mpoeKTy.

Mogsa C# 10 bazoBa moBa st Unity; 3Haiioma OLTBIIOCTI
CKPHIITIB pPO3pPOOHMKIB 1 JO3BOJISIE IIBHJIKO IHCATH
3pO3yMUTI CKPUNTH JIsl MexaHik Ta Al.
IDE Visual Studio | 'nuboka interpamis 3 Unity (marim Unity
2022 Tools), IntelliSense, mnpodimoBanHs W
aHaizaTop koay; OeskomrToBHa Community-
JIUEH31s 17151 OCBITHIX MPOEKTIB.
Konrpone | Git + GitLab JlokanpHi git-peno3uTopli 13 MNOMIMPEHHSIM
Bepcii yepe3 GitLab — miarpuMka npuBaTHUX

peniosurtopiiB. Git LFS nns Benukux daitnis.

Animarris Unity Animator /| Jlo3Bosisie OyayBaTH — CTEHT-MAlIdHH  JIJIS

Animation nepcoHaxiB Ta 00CiB 0€3 CTOPOHHIX IUIATIHIB;
Controller ninrpumye Animation Events, mo 3pyuHo s
cuHXpoHi3amii yaapis 1 SFX.
3ByK Unity Audio | BOynoBaHna cuctema 3pydHO KEpye€ T'ydHICTIO,
Mixer edpekTamMu TOIIO; 3PYYHO JUIsl HABYAIBHHUX
IIPOEKTIB Ta ONTHUMI3AIis 301pKH.
I'padika Unity Asset Store, | CtapToBi crpaiith Ta Taii-cetu; Tilemap +

Unity  Tilemap, | Grid 3a6e3me4yioTh MBHAKY HO0YI0BY IrPOBUX
Adobe Photoshop | piBaie. Adobe Photoshop mms crBOpeHHs
OeKkrpayH/1-300pakeHb, eJIEMEHTIB MCHIO.

Cepen METOIIB TOCTIPKEHHS MOYKHA BUOKPEMUTH TIEBHI KaTeropii:
CHUCTEMHHH po30ip: po3auieHHs Tpu Ha miacuctemMu (pyx, Al, 3ByK), mob
KOKHY OyJI10 JIeTIie poOUTH i TeCTyBaTH,;

mrabJoHU  KOJy: BHKOPHUCTOBYIOThCSI TOTOBI mimxonu (Singleton s
MeHepKepiB, State st Al), abu ko OyB OXalHUHN 1 3pO3yMUITHIA,

FSM-AI: Boporu mpaIfo0Th 3a NPHUHIMIIOM CBiTIO(Opa, HATPHUKIA]
CIOKI — TIaTpyJihb — aTaka — IIKOJ1a/IOpaHeHHS — CMEPTh;

TECTyBaHHS TEHUMIUICIO: 3aITyCK PIBHA Ta aHAJI3 MEPEIIKO/ Ha MUISXY.
BuCHOBKM 10 mepmioro po3aiiay

VY mepuriomMy po3nili 0OTpYHTOBAHO aKTyasbHICTH cTBOpeHHs 2D-platformer

rpu «Final Dawn» y ctwmn dark fantasy i copmoBano mepenik 3aBaaHb, IO

Apx.
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MOKPUBAIOTh YBECH IUKII ii po3poOku. [IpoBeneHO MOPIBHSIBHUI aHATI3 YOTUPHOX
peneBanTHuX npoektiB — Hollow Knight, Dead Cells, Salt and Sanctuary ta Prince
of Persia: The Lost Crown; Bu3HaueHO iXHI CHIIBHI i c1a0Ki CTOPOHM Ta BHIUICHO
KJIFOUYOB1 MEXaHIKH.

Po3po0neHo KOHIENT-IOKYMEHT, LIO0 OINUCYE 3>KaHp, LUIbOBY ayIAUTOPIIO,
CIOKE€THUH CHHOIICUC, ITPOBI MEXaHIKH, CTPYKTYpPY PIBHIB Ta YHIKaJbHI IEpeBaru
npoekty. O6pano iHcTpyMeHTambHuN cTek — Unity 2021.3 LTS, C#, Visual Studio
2022, Git + GitLab, Asset Store / Tilemap, Animator i Audio Mixer — sxwuii
3a0e3neuye MBHJIKE TPOTOTUITYBAHHS Ta CTA0UILHY pOOOTY.

BusnayeHo Meroau po3poOKH: CUCTEMHHMU aHalli3, 3aCTOCYBaHHS IIA0JIOHIB
Singleton, State i Observer, FSM-monens Al. CykynHICTh BUKOHAHUX CTAIliB 3a/1a€
YiTKMI HampsiM mojaaibinoro po3Butky “Final Dawn” 1 cTBOproe OCHOBY Jyis

peasizalii MOBHOI[IHHOTO IrPOBOTO MPOTOTHUITY.

Apx.
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PO3I1JI 2. TIPOEKTYBAHHA TA PO3POBKA ITPOI'PAMHOI'O
3ABE3IIEYEHHA

2.1. PecypcHa 6a3a Ta no0yoBa irpoBoi cueHu

PosrnssHeMO  MIATOTOBKY BI3yallbHHMX pECypciB 10  0Oe3nocepeHboro
KOMIIOHYBaHHSI I'POBOTO MEHIO Ta PIBHIB, 3arajbHHUI BUIJISJ MEPCOHAXIB Ta iXx
aHiMarii.

[ToOynoBa clieHU € BayKIMBOIO YaCTUHOIO TPH, aJI’Ke came BOHa (popMye mepiie
Bpa)XeHHsI TpaBls, 3a1ae arMochepy Ta 3abe3nedye KOpPEeKTHY poOOTy IrpoBUX
MEXaHIK.

®oH TOJIOBHOTO MCHIO Ta yciX MeHro-maHened (pucyHok 2.1) y rpi “Final
Dawn” — 1ie TeMHe CTHIII30BaHe 300pakeHHs1, BUTpuMaHe B ecretuili dark fantasy.
AtmocdepHuil GoH mepenae BIAUYTTS 3arpo3u, 3arajkoBOCTI Ta APEBHOCTI, 3a7a€

TOH YCIii Tpi L€ A0 CTApTy TeUMILIEIO.

Pucynok 2.1 — ®onoBe 300paxeHHs Tpu

BukopucroByemo inctpyment Unity — Tile Palette, myis miboro BUKOpucTaeMo
rpagiyHUi aTiac COpauTiB, MO0 MICTUTH €JIEMEHTH IJiA MOOYIOBH apXITEKTYPHUX

CTPYKTYp JJI 3aMKY, TIeUepH, JIiCciB. ATIac MOKe BKIIIOYATH B ceOe 0e3114 eJIEMEHTIB,

Apx.
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HaBEJICHO Y MPUKJIAJ OJUH 3 TaKUX (PUCYHOK 2.2), 1110 MICTUTh: apKH, KOJIOHH, CXO/IH,
rparyacTi ABepi, (pparMeHTH CTIH.

VY iHCIeKTOpi MOTPiOHO BCTAHOBUTH TICBHI HAJAIITYBaHHS (PUCYHOK 2.3):

e Sprite Mode: Multiple;
e Pixels Per Unit: 16 / 32 / 64;
e Filter Mode: Point (no filter).

Jamni Hactuckaemo Sprite Editor — Slice (ooupaemo 3pyunumii metoxa Slice,
Bkazyemo Offset Ta Pading, micis woro Slice — Apply). daii crBoproemo Tile Palette
(Windows — 2D — Tile Palette), natuckaemo Create New Palette — nepemiryemo
Hapi3aHi (pailyii 1 MOKeMO MPUCTYIATU IO CTBOPEHHS MOBHOIL[IHHOTO ITPOBOTO PiBHS

3a gonomororo nensens Default Brush (kepyerscs ckpuntom GridBrush).

=114
i Y ="'

@ S
®* S
@

-m;unlf

Pucynok 2.2 — I'padiunuii atnac cnpaiitis [11]

O Inspector

Env_objects (Texture 2D) Import Settings

Sprite (2D and UI1)

Sprite Mode Multiple

Pixels Per Unit 16
Tight

Sprite Editor

Pucynok 2.3 — HanamyBanus a1 atiacy B Inspector

Apk.
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BukopucrtoByetbesi OararomapoBa cucrtema Tilemap (pucynok 2.4), 1o
JI03BOJISIE OKPEMO KepyBaTh (POHOM, NTEKOPATUBHUMU €IIEMEHTaMH Ta MIaT(hOopMOI0
i B3aemoil mepcoHaxiB [12]. Yci mapu posmimieni mig o6’exrom Grid, mio
3a0e3Ieuye CHHXPOHI3aIlil0 pO3TalllyBaHHs TailmiB. J[Jisi CTBOpeHHS MOA1I0HOTO 11apa
NoTPIOHO HATUCHYTH IMpaBoro Kiasimero Mumii Ha Hierarchy — GameObject — 2D
Object — Tilemap — Rectangular. dani notpioHo npusHauutu Sorting Layer 3ams
npu3HadeHHs mapy ((poHOBe 300pakeHHs, AepeBa, CTIHU, KaMiHHs). s mapy 3emii
Mu npu3Hayaemo Layer = Ground, nomaemo kommonent Tilemap Collider 2D (Used

by Composite = true), Rigidbody2D (Body type = Static).

Tilemap

1 Frame Rate

Tilemap Renderer
Bottom Left
Chunk

< Culling Bounds Auto

Additional Settings

Pucynoxk 2.4 — Hanamrysauns Tilemap B Inspector
['onoBHa TepoiHs rpu — CMUIMBA Ta pilllyya, BOHA HE Ma€ IMEHI, 10 POOUTH i1
CUMBOJIOM KOXHOTO TpaBIis (pucyHok 2.5). Bona mpoxoauth 4depe3 pi3sHOMAHITHI
JoKarii — Jicu, TOpH, TIeYepy Ta 3aMKH, J0JIal0ud HeOe3MeK:u 1 BOPOTIB y CBITI,
CHIOBHEHOMY TE€MHOI Marii i 3arajfok. Ii MeTa — PO3KPHTH TA€EMHHIi CHOTBOPEHO]
pEaNbHOCTI 1 BPATYBaTH CBIT BiJ 3arpo3d, IO HACYBA€ThCS. XapakTep TepoiHi
MOETHYE MY>KHICTh, BUTPUBAJICTh 1 TIIMOOKY BHYTPINIHIO CHITY, IO JOMOMArae ii

JI0JIATU HAMCKIIAIHII1 BUTPOOYBaHHS.

Apk.
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Pucynoxk 2.5 — Buriisia rojoBHoro nepconaxa rpu [13]
Po3i0paBiim OCHOBHI €JIE€MEHTHM TEXHIYHOI peali3allii I1rpoBOro piBHS,
MpeJCTaBlieHa HE MEHII Ba)XJIMBa CKJIajoBa — XymoxHsa. A came enementu HUD
(pucyHok 2.6), mpenMeTH MaraswHy (PUCYHOK 2.7), 3arajJbHUN BUIJIST IFPOBHX

PiBHIB.

A YT AL

Pucynok 2.6 — Enementt HUD [14]

CTIINYD

Pucynok 2.7 — IIpeamern marasuny [14]
[lepmuii irpoBuii piBeHb Mae Ha3By Forest (pucyHok 2.8) — 3aragkoBuii Jic,
IO € BIANPaBHOIO TOYKOK i TpaBiisd. CTWICTHKA BUTPHUMAaHA y KIACHYHOMY
MKCeIb-apTi 3 TJIMOOKOI KOJBOPOBOIO MAJITPOI0 Ta YITKO CTPYKTYpOBaHHMH
mapamu  cepenoBuia. OCBITIEHHS TMEpPEBAKHO MPUPOAHE, O3 HaJIMIpHOT

MOXMYPOCTI SIK JIJIsl TOYATKY HUISIXY.

Pucynok 2.8 — 3aranbHuii BUTIsi iepioro piBHs Forest

Jpyruii irpoBuii piBeHb Mae Ha3By Cave (pucynok 2.9, pucynok 2.10). TToxii

pPO3ropTaroThCs B MEYepi, sika CIYrye MPOJAOBXKEHHSIM ITiciis cTapToBOi Jokaiii. [e

Apk.
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TE€MHa Ta BOJIOT'a 30Ha, MA€ MaCTKH, HEOE3MEYHUX BOPOTiB (KaXKaHU, MOHCTPH ), TAKOK

€ TAEMHHUU Xif, IO BeJe 0 Mara3uny (pucyHok 2.11).

Pucynok 2.10 — Hmwxkas wactuHa jokartii Cave

Pucynok 2.11 — Burnsa marasuny

Tperiti irpoBmii piBeHb Mae Ha3By Dark Forest (pucynokx 2.12). Ile
HAUTIOXMYPIIHi 1 HAHOUIBII HANPYKEHUH PIBEHB, IO CIYKUTh MEPEXOJOM MIK
MiA3€MHOI0 TIeYeporo Ta (hiHambHOIO Bexkero. CTUITICTHKA PiBHS HATXHEHHA TEMHHUM
(deHTe31: BUKPHUBIICHI JepeBa, MEPTBUM Jiic, CcTapi KaTakoMOM ¥ TeMHa Maris.

[IpucyTtHst nokunyta (opTens 3aoBHEHA MEPUAMH, TAEMHUI LIISAX 10 Mara3uHy y

Apk.
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MiJ3eMeTl TOKMHYTOTO 3aMKY, MiI3EMHUN Mepexia 10 MOHACTUPS 31 CHOTBOPEHOIO

€HEPTIEIO.

Pucynok 2.12 — 3aransuuii Burisia pisas Dark Forest
Yersepruii i ocTanHil irpoBwuii piBeHb Mae Ha3By Dark Castle (Dark Paradise,
Tower). [lo mpaBy € HaHMOHYMEHTAJILHIIIIMM PIBHEM TI'DH, HEBEIUKUN KOPUAOP 3i
CKEJICTIB 1110 BEJIE JI0 BEJIMKOI 6araTornoBepxoBOi TOTUYHOI Bex1 (pucyHok 2.13), 1m0
€ OCEpEe/IKOM TEMHOI CHJIH, 1 MA€ JKEPTOBHE MICIIE, SIKE MOXKE NEPEHECTH TPpaBLs Yy

NEeKEJIbHUI BUMID.

Pucynoxk 2.13 — 3aranpHuii BT Bexi Ha piHi Dark Castle

Apk.
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2.2. MoneJIlOBaHHS Ta apXiTeKTypa rpu

Y nma"noMmy miApo3AUTl PO3INISTHEMO 3aCTOCYBaHHS 00'€KTHO-OPIEHTOBAHOTO
nigxoay npu npoekryBaHHi rpu “Final Dawn”. OcHOBHY yBary mNpUALIEHO
MOJICTIIOBAHHIO CHCTEM I'pH 3a goromoror UML-miarpam [15]. Takox e crocyeThest
3aCTOCOBaHUX MIAa0JOHIB MPOEKTYBAaHH, Takux sk Singleton, Observer, Factory Ta
. [IpencraBieHo CTPYKTypy KIIOUOBUX KIIAciB 1 MEXaHI3M iX B3aeMOAli, LIO
3a0e3nevye THYYKIiCTh Ta MacIITa0OBaHICTh MPOTPAMHOT apXITEKTYPH T'PH.

Jliarpama BapianTiB BukopuctaHHs (pucyHok 2.14) BimoOpaxae BimoOpakae
¢yHkioHanbH1 MOXIUBOCTI rpu Final Dawn 3 Touku 30py KOpHCTyBada-rpaBIis.
OCHOBHUM aKTOPOM € TpaBellb, IKUl B3aEMOJIIE 3 CUCTEMOIO uepe3 Habip BapiaHTIB
BUKOPHUCTAHHS, IO OXOIUTIOIOTH YCi KJIIOYOBI €JIEMEHTH TEeWMILICIO: 3amycK,
yIpaBIliHHS TEpcoHa)xeM, Oiif, IHBEHTap, PO3BUTOK, B3aemonito 3 NPC, a Takox
iHTepdeiic Ta 30epexeHHs Mporpecy. 3amycK IrpoBOro Mpolecy — IEHTpalbHUN
BapiaHT BUKOPUCTAHHS, 1[0 OXOILIIOE OCHOBHI (DYHKITIOHATIBHI MIACUCTEMH TpU. Y Ci
KJIFOYOBI MEXaHIKM BKIIFOYAIOTHCS JI0 HHOro uepe3 BigHomeHHs “include”. Jlesxi
cueHapii (CMepTbh, TIOKPAIICHHS! HABUYOK) BUKOPUCTOBYIOTH BiHOIICHHs “‘extend”,
OCKUIBKH aKTUBYIOThCS JIUILIE 32 IEBHUX YMOB.

VY tabnuii 2.1 HaBeACHO JETAIIBHHM ONMKC BapiaHTIB BUKOPUCTAHHS.

Taomusg 2.1
OcnoBHi BapianT Bukopuctanas y Use Case Diagram
OcHoBHUH Po3mmpenus
cueHapii
VYrpasminas [lepecyBaTrch iIrpOBUM CBITOM, AOCTIIKYBAaTH JIOKAITII,
repoiHero B3aEMOJIIATH 3 00’ €KTaMHU.

boiioBa cuctema | MOXIHMBICTh aTaKyBaTH BOPOTa, OTPUMATH BiJl HHOTO IIKOY,
MIOMEPTH BiJl HAHECEHHSI CMEPTEIHHOTO YPOHY.

PonboBuit Otpumanns XP 3a nmepeMory Haj BOPOTOM, TTiABUIIUTH

PO3BUTOK IrpoBUii piBEHb, OTPUMATH HA BUOIp XapaKTEPUCTHUKY, IO
MO>KHa TOKPAIIUTH.

[aTepdeiic BinoOpaxeHHs KIIbKOCTI MOHET, BIJOOpa’KeHHS KUTBKOCTI

KOpHCTyBaya 310pOB’Sl Ta JOCBIY, XapaKTEPUCTUKU OIr'y Ta aTakKH.

Apx.
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30epexeHHs MO>XJIMBICTh B MaHEN Nay3u 00paTu CIO0T JJIsl 3aBAHTAKEHH I
nporpecy Ta BUNTU 3 TPU, MPOIOBKUTHU 3 00PAaHOT TOUKH 30€pEKEHHS.

NPC ta croxxer | B3aemogis 3 HeirpoBum nepconaxkem Charlie, orpumanns
KBECTY a00 HaCTaHOBH BiJl HbOTO, IPOCYBAHHS CIOKETHOT

TUIKH.
[Ipenmern Ta Kymnisns npeameTiB y Mara3uHi, KEpyBaHHs IHBEHTapeM,
IHBEHTap MO>KJIUBICTh BUKOPHUCTATH MPEAMET.

Bzaemogin 2 ob'ekTamu

Big artaKM Ta LUGT
MoKpaLWEeHHA XapaKTEPUETHK

«include»

|
|

«extends! «extendst «extends!

OTpumyBaTH WKOAY MigeuwerHn pisxua BigoBpaxeuHs zaopog’'s Ta goceigy

«wextends| «extends; «extends; «includes;

AocnigwenHn nokayii

|
|
0

MepecyeaHHa ceiTom Arakysary —

Aoceia za nepemory Bigo6paxennn rpoweii
«extends} «extend»! «<extends i

0
‘
0
|

i : wincludes
|

«include»

«includes

<include» Twdnclude» Tt

\-5 3anyck irpoeoro npoyecy
Mpaseys ______————4—‘:'
Mo4aTk HoBY rpy e
... «includes
3aeauTtaxutn 26epexennii npoyec <
7',‘-"— “ winclude»

>0

«includes

- 36epeMeHHA nporpecy
NPC ra croxer

!
|

MpeameTh Ta iHBEHTAP

«includes

Bzaemogin 2 HeirpoBUMK NEPCOHKAMH MoxnueicTe 26epertd rpy i BUATH

. reextend» H
teextends 4 |
Lwextends

: 1eextend»
iwextends '

0
.
|

Kynisns npegmeris

. BuUKOHaHHA KBECTIB |
KepyeaHHA iHBeHTapem y

|
0
|

i | «extend»

«extends

|
|

BukopucTaHHA npegmeTie MpocyEaHHA croxeTy

Pucynok 2.14 — Use Case Diagram

Jliarpama JQissTbHOCT1 MOJICITIOE TTOCTIAOBHICTh KJIFOUOBHX JIiH TPABI Ta JIOTIKY
MIPOXOJIKEHHSI OCHOBHOTO CIIEHAPi0 Tpu. BoHa 1EMOHCTPYE, SIK O1HA JTisl IEPEXOUTh
B IHIITy B MeXaX 3arajibHOTO IrpoBOTO mporiecy. g miarpama 103Bosi€ TPOCTEKUTH
JIOTIKYy TeUMIUIEI0, Bijl 3ayCKy TPH JI0 TIOCSITHEHHS O/HI€T 3 KiHIIBOK. [louaTkoBuii
CTaH miarpamMu BigoOpa)ae 3alyCK TpHU 4Yepe3 TOJIOBHE MEHIO, JIeé TPaBelb Mae
MO>KJIMBICTh BUOOPY OHIET 3 Jiii: MOYaTH HOBY TPy a00 3aBaHTAXKHUTH 30€PEIKEHHS.
Jlami BigOyBa€eThCs 1HILIAMI3al1lis TaHUX Ta 3aIMycK IrpoBoro npoiecy. [licasa noyaTky
rpy Jail Wae OCHOBHUM IUKI TEWMIUICIO, SIKMH MPEACTaBICHUN SK CTaH IiJ-

JIISTIBHOCTI, IO BKITIOYA€ 4 OCHOBHI I'UIKM aKTUBHOCTEH
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® JIOCHIPKCHHS JIOKAIlid: pyX NOMDK JIOKaIlid, BHUSBICHHS 00’ €KTIB

no6yu3y (TpurepHa 30Ha, BOPOT, MOPTaJl, FeM) 1 B3aEMOJ1Sl 3 HUMHU;

e B3aemonis 3 NPC: aktuBamis miajioriB, OTpUMaHHS BKa3iBOK a0o

KBECTIB, 1X BUKOHAHHS,

e (oifoBa cucTema: 3ITKHEHHS 3 BOPOTaMH, MOXJIMBICTh aTaKyBaTH a00 Xk

BUKOPUCTATH NPEIMET, MOXKIIMBICTh BTEU1 BiJ BOPOTa;

® VYIOPABIIHHS IHBEHTApEM: BIIKPUTTS 1HBEHTAPIO, MEPErsil JOCTYIHUX

HpeI[MeTiB, MO>KJIMBICTH 1X BUKOPHUCTAaHHAI.

3aBepmy€Tbc51 ):[iarpaMa KiHHeBI/IMI/I CTaHaMH, SIKMM MO>X€ BUKJIMKATU Imopaska

y 0010 3 CymepHUKOM. Y TakoMy pa3l rpa BUKIMKAE MEHIO TOpa3Ku Ta Jae

MOJKJTUBICTb MEPEUTH Y TOJIOBHE MEHIO.

Ha pucyHkax 2.15 - 2.17.

!

[rDﬂOBH & MEHHD

[ Player

\
— T~
s

IHiLianizauin gasux [
]
Janyck irpoBoro npouecy

_———

— \ —

Pucynok 2.15 — I'o10BHE MEHIO TpH Ta 3ayCK MPOIIECY:

Activity Diagram po3aiieHa Ha AeKiUTbKa YaCTHH VISl 3pyYHOCTI Ta 300paskeHa
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Nocnigxennn noxauji Bzaemogin 3 NPC

He gac keecT
l [Las wzecT
Ui € 06'EKTI nodnuay

[O'rpnmam KEEC'I] SaEepWMTH Aianor ]

Ui & NPC noénuzy

Bzaemopin 3 o6'ekTamm |

e R
3aBeplMTy B3acmogito 3 NPC

Hiuoro He 3HaRgeHo

'

e e en e

Pucynok 2.16 — Hocnimkenns nokaritiid Ta B3aemo/is 3 NPC

Ny —_—

BoftoEa cuctema = ¥npaEenixua inseHTapEM

¥
E’I:Marm( Gowo N
BigkpiTht inEenTap
m

BAHODHCTATH npeamet | Jv(
[Dmﬁ,q npeaueraje——
3acrocysat npeamer

‘ AN

I

. [ ETexTH i CYNepHUKE
\ Hemomxnmeo 3acTOCYBATH NpegMET
N\
—— AN 7
_— A /
— N\

— — A
— \. yd
v
' 1
(ﬁanplﬂn inBeHTap

e T
[ Mepemora [ Mopasa W
7

7

( Orpumari Awm‘]

A

s ™
‘ BUKnUK MEHID NOPazKkI
)

Pucynok 2.17 — boiioBa cuctema, yrpaBiaiHHS IHBEHTapEM Ta 3aBEPIICHHS I'pU
Hiarpama knacis (pucyHok 2.18) BimoOpakae 4iTKy JOTiKy rpaBiss. OCHOBHUM
IIEHTPOM B3aemojii BucTymae kimac PlayerStats, skuii BUKOPHUCTOBYETBHCS ISt

30epiraHHs ycix KJIHOUOBHX XapaKTEPUCTHUK rpaBiisl. [HIII1 KOMIIOHEHTH, TaKl K PyX,
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ataka, oOpoOka mkoau Ta oHoBieHHS HUD TicHO B3aeMoail0Th MK CO00IO.
Hageneno onuc kiacis:

e PlayerStats (cunrnron Instance) — 36epirae Bci mapamMeTpy IpaBLis: 370POB’,
J0CBia, piBeHb, OoHycu, rpomi. [lo’s3anmii 3 PlayerMovement s
mBuakocti, 3 PlayerHealth mms HP, XP, Level, 3 HUDController mus
B1IOOpaXeHHS yCiX MOTOYHUX CTATUCTUK T'PaBLI;

e PlayerHealth - o06po6nsie ypon, nikyBaHHS, cMepTh, HaOip XP, OHOBIIEHHs
HUD;

e PlayerAttack - morika 3BuuaiiHOI Ta CHJIBHOI aTak, 3aBJa€ MIKOAW dYepes
PlayerHealth;

e PlayerMovement - 00po0ka ropu3oHTaIBHOTO PyXY, CTPHOKIB, PO3BOPOTY;

e HUDController - BuBonuth Ha ekpan ctan rpasus: XP, HP, rpomri, piBeHsb,

0adu. [Tos’s3anmii 3 PlayerStats myist OHOBJICHHS XapaKTePUCTHK.

+hpText: TMP_Text

+xpText: TMP_Text
+levelText: TMP_Text
+playerlcon: Image
+coinlcon: Image
+levelUpPanel: LevelUpPanel
+attackText: TMP_Text
+speedText: TMP_Text

PlayerAttack PlayerHealth PlayerMovement
+attackPoint: Transform +iconSprite: Sprite +groundCheck: Transform
+attackRange: float = 0.4f +coinSprite: Sprite +groundCheckRadius: float
+strongAttackRange: float = 0.8f +healthSlider- Slider +groundLayer: LayerMask
+enemyLayer: LayerMask +xpSlider: Slider +rb: Rigidbody2D
+attackCooldown: float = 0.8f -anim: Animator +anim: Animator
+strongAttackCooldown: float = 1.5f heatn | - Rigidbody2D +health: PlayerHealth
-nextAftackTime: float +IsDead: bool e | +horizontalinput: float
-nextStrongAttackTime: float “Awake() void +health | +isGrounded: bool
-anim’ Animator +TakeDamage(damage: fioat, fromFinalBoss: bool): void HacingRight” boal
-Start(): void +Heal(amount: float): void +Start(): void
-Update(): void +AddXP(xp: float): void +Update(): void
-Attack()” void -ShowLevelUpPanelAfterDelay(delay: float): IEnumerator +FixedUpdate(): void
-StrongAttack(): void +AddMoney(amount: int): void +Flip(): void
-DealDamage(position: Vector3, range: float, dmg: float): void -UpdateHUD(): void +0nDrawGizmos(): void
-OnDrawGizmosSelected(): void / -Die(): void

HUDController -hud +P|EWE\FSTETS Instance +Player4 Instance
+healthSider Sider \ /
+xpSlider: Slider
+moneyText: TMP_Text PlayerStats

+MaxHealth: float
+CurrentHealth: float
+BaseDamage: float
+DamageBonus: float
+BaseMoveSpeed: float
+MoveSpeedBonus: float
+BaseJumpForce: float

+multiplierText: TMP_Text +PlayerStats Instance +JumpBonus: float
+buffTextParent: Transform +StrongAttackMultiplier: float
+buffTextPrefab: GameObject +CurrentXP: float
-activeBuffLabels: Dictionary = new Dictionary<PlayerStats. ActiveBuff, TMP_Text>(Jundefinedundefined :)L(DTOIN_QTLEVE‘Z float

evel: int
-OnEnable(): void +Money: int
-OnDisable(): void
-Start(): void +GetlumpFarce(): float
-OnSceneLoaded(scene: Scene, mode: LoadSceneMode): void +ApplyPermanentHealthBonus(amount: float): void
-Update(): void +ApplyPermanentDamageBonus(amount: float): void
+SetPlayer(playerRef: PlayerHealth): void +ApplyPermanentSpeedBonus(amount: float): void )
+TrackBuff(buff): void +ApplyPermanentStrongAttackBonus(amount: float): void
-UpdateBuffLabel(buff, txt: TMP_Text): IEnumerator +ResetStats(): void

+RestoreBuffsFromPlayerStats(): void
+UpdateHUD(): void
+ShowLevelUpPanel(): void

Pucynok 2.18 — Jliarpama kiaciB rpaBiis
Hactynna miarpama kmaciB (pucyHok 2.19) BimoOpakae JIOTIKYy CHCTEMH
1HBEeHTapto Ta marazuny. LlenTpom B3aemo/ii Buctymnae kiac InventoryManager sikuii
BI/IMOB1/Ia€ 3a 30€piraHHs, BAKOPUCTAHHS Ta YIPABIIHHA IpeAMETaMU. Yl 00'€KTH

mTepdeiicy (InventoryltemUI, ShopltemUI) mnpaiioroTe 3 €IUHOIO CTPYKTYPOIO
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npeamera — ItemData. [licnga npuabaHHS OpeaMET MEPEeNaeTbCcsl 3 MarasuHy J10

IHBEHTAapIO, ¢ 30epiracThCsi i MOXe OyTH BUKOPUCTAHUM TPaBIIEM.

HaBeneno onwuc xinaciB:

e InventoryManager (cunrnToH Instance) — kepye CIMCKOM MPEAMETIB rpaBlis,

OIATPUMYE JO/JaBaHHS, BHUKOPUCTAHHS, BUJAJICHHS Ta 3aBaHTAKECHHS
iHBeHTapro. lloB’si3anuit 13 ItemData s moctynmy 1o iHdopwmartiii mpo
npenmetd, 3 InventoryltemUI nnst BimoOpakeHHs B iHTepdeiici, Ta 3

ShopltemUI mis npuitomy HOBUX IPEeIMETIB MICIHSI KYMIBII;

e ItemData — ctpykrypa ScriptableObject, sika MICTUTH BCIO 1H(DOpPMAILIiO PO
npenmert: ID, Ha3By, TuI, epekT, IKOHKY, LiHY, onuc Toio. [loB’s13aHa 3 ycimMa
KJlacaMH, SIK1 BijoOpaxarTh a00 ONepyroTh MpeIMETaMu;

e InventoryltemUIl — Ul-kommioHeHT, sskuii BijoOpaxae mpeaMeT y IHBEHTapi;

e ShopltemUl — Ul-koMmoHeHT Mara3uHy, SKUH IOKa3ye JOCTYIMHUUN s
kyniBini  npeamer. [los’szanuit 3 PlayerStats st 3HATTS  MOHeT,
HUDController nns onoBnennst intepdeiicy, ta ShopPanelController mis
BUBEJICHHS MOBIJOMJICHb.

InventoryManager PlayerStats
+inventoryUl- GameObject +MaxHealth: float
+itemSlotParent: Transform +CumentHealth: float
+itemSlotPrefab: GameObject +BaseDamage: float
+toggleKey: KeyCode = KeyCode.F1 +DamageBonus: float
-inventoryltems: List = new List<ltemData=(Jundefinedundefined +BaseMoveSpeed: float
“Awake(, void +MoveSpeedBonus: float

-Update(): void

+AddItem(item: ltemData): void
+Useltem(item: ltemData): void
+RemoveltemByID(itemID- string): bool
+Clearlnventory(): void

-LoadSpriteByName(name: string): Sprite

+BaseJumpForce: float
+JumpBonus: float
+StrongAttackMultiplier: float
+CurrentXP: float
+¥pToNextLevel: float

+Level: int
-RefreshUI(): void Yy -
-OnSceneloaded(scene: Scene, mode: LoadScx ): void Money: int
+GetltemByID(id: string): ItemData +GetJumpForce(): float
+GetltemCount(iter: ltemData): int +ApplyPermanentHealthBonus(amount: float): void
+Removeltem(item: ItemData, amount: inf): void +ApplyPermanentDamageBonus(amount: float): void +PlayerStats Instance
+GetltemCountBylD(itemID: string): int +ApplyPermanentSpeedBonus(amount float): void yers
+RemoveltemBy|D(itemID: string, amount: int): bool +ApplyPermanentStrongAttackBonus(amount: float): void \
+GetAllSerializableltems(): List +ResetStats(). void
+Loadinventory(items: List): void HUDController

+healthSlider: Slider
+xpSlider- Slider

-manager +moneyText: TMP_Text
+hpText: TMP_Text

+xpText: TMP_Text
+levelText: TMP_Text
+playericon: Image
+InventoryManager Instance Addltem +coinlcon: Image
+levelUpPanel: LevelUpPanel

InventoryltemuUl . tnes Mone +attackText: TMP_Text
+PlayerStais.Instance Money +SpeedText TMP Text
icon. Image +muttiplierText THP_Text
+nameText TMP Text +buffTextParent: Transtorm
+useButton: Button +puffTextPrefab: GameObject
+Setup(item: ltemData, mar: InventoryManager): void -activeBuffLabels: Dictionary = new Dictionary<PlayerStats ActiveBuff, TMP_Text=(undefinedundefined
+Use(): void -OnEnable(): void
femDat -OnDisable(): void
-tembata -Start(): void
-OnSceneloaded(scene: Scene, mode: LoadSceneMode): void
-Update(): void
+SetPlayer(playerRef: PlayerHealth): void
ItemData Shoplemul +updateHUD - 7| + TrackBui(buf): void
itemType: ltemType -UpdateBuffLabel (buff, bd- TMP_Text): IEnumerator
- o . +itemData: ltemData +RestoreBuffsFromPlayerStats(): void
:%:mN[?a;‘emEtrmg +nameText: TMP_Text i +UpdateHUD(): void
icon Spmek +costText: TMP_Text +ShowlLevelUpPanel(): void
+[:“ua[ int +descriptionText: TMP_Text
+iconimage: Image
+description: strin +itemData
+hea\AEmunl flnagtl ~buyBution- Button
+buffType: BuffType +Start(): void
+buffValue: fioat = Of +SetupUI(): void
+duration- float = 10f +Buyltem(): void

Pucynok 2.19 — Jliarpama kiaciB CHCTEMH 1HBEHTapIO Ta TOPTIiBIi
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HMiarpama koMmmnoHeHTIB (pucyHok 2.20) BimoOpaka€e BHUCOKOPIBHEBY
apxitektypy rpu Final Dawn. OcHoBHi 3anexHOCTI omucani y tabmumi 2.2. Yci
CUCTEMU I'PH YMOBHO PO3JUIECHI HAa TPU PYHKIIOHAIbH1 OJIOKU:

e Game Logic — BHYyTpIllIHS JIOTiKa TPU: PyX Ipaslis, Oiif, BOPOTH, IPEIMETH,

CTaTUCTHUKH Ta 0adu;

e Client Side / Ul — inrepdeiic kopuctyBaya: HUD, iHBeHTap, Mara3uH, MEHIO
nay3u, CUCTeMa MIJBUILCHHS PiBHSA Ta J11aJlOTH;
e Game Engine — ocHOBHE AP0 TpH: 30€pEKEHHS, ayio, MEHEIKep CIEH 1

KCPYBAaHH: ITIOTOKOM T'pH.

Client Game
Side /UI Logic

«component:

Game
Engine «components

GameEngine

% PauseMenulll «components «components
s PlayerStatg [< " rorrmrosrossosnsnoeos PlayerController
ISR R e L
«components [ ....==-"" I e AR Teo T
% ShopUl do :
<components [ . Pt S ! H !
HUDSystem e e I s T V
el T E «component: «Component: «component:
B . J; Inventory Item FightSystem
«component» . r
LevelUpUI a7 \(‘ -
’ e : litem B
«components ST H
% : S RSN N £
Diall Ul / ;
1alogue / «component» «component»
T s BuffSystem EnemySystem /—/O
: = |EnemyStrategy

«components «components
LevelSystem SaveSystem

B .
1 i

«Component» «COMponent»
SceneStateTracker AudioManager

Pucynok 2.20 — /liarpama KOMIIOHEHTIB

Tabnumg 2.2
OcHOBHI 3aieXHOCTI MK KoMoHeHTamu Tpu Final Dawn
KommnoneHt /{0 IKOro KOMIOHEHTAa IIpu3HaveHHs
ShopUl Inventory, PlayerStats [Toxymika IpeIMETIB, 3HATTS
rpouiein
InventoryUl PlayerStats BHKOPHCTAHHS IPEIMETIB
Apk.
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LevelUpUI PlayerStats

Han6aBku nipu nigBuIleHH1
piBHS

HUDSystem PlayerStats

BinoOpaxeHnHs 3710poB’s,
JIOCBITY, MOHET

PlayerController | PlayerStats

OTpuMaHHS MIBUJIKOCTI, CTAHY

FightSystem PlayerStats, EnemySystem

Jlorika 000 Ta 3aBIaHHSI
IKOIH

GameEngine SaveSystem, LevelSystem,
AudioManager

KepyBaHnHs irpoBUM
IIPOLIECOM

SaveSystem PlayerStats, Inventory

30epekeHHS 1 BITHOBJICHHSI
porpecy

Jliarpama po3ropranHst (pucyHOK 2.21) 300paxkye, ik BUKOHYBaHI MOJYJIi TPH

Final Dawn B3aemoitoTh 13 cepenoBuiiieM BukoHanHs Unity, IOKaJbHOO (paitiioBoro

CUCTCMOIO Ta IMPUCTPOEM KOPUCTYyBA4daA. Bci ocHoBHI KOMIIOHCHTH, Takl sIK CHCTEMa

ynpasiinag rpasueMm, HUD, inBenTtap, mgianoru, 30epexeHHs Tpu Ta aylio,

¢dbyukmionyoTh ycepeauni Unity RunTime. 30epexeHHs 3I1HCHIOEThCA uepes

SaveSystem, sSIKHi1 3BEpTa€ThCS 10 JOKAIBHOI (haiiIoBOi cucTeMu, Jie 30epiraroThes

(aiinu koH}Irypallii Ta Iporpecy rpu.

Unity RunTime

EnemySystem
: : Final Dawn.exe
T £

E DialogueManager
: : AudioManager

- InventoryManager
User Device E v gery

--}¢run game : : PlayerStats | i
%Input Module HH_H;\ g SaveSystem [~ | F-_--i E
' E PIayerControI:I;::':“:
E HUDController .-

Local File System

: : Settings

savel.sav  savel.sav savel.sav

Pucynok 2.21 — Jliarpama po3ropTaHHs
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2.3. Peanizanisi irpoBux MoayJiiB Ta GyHKIioHATY

VY nmanomy migpo3AUTl AETANIbHO OMUCYETHCS peaizallis KIOYOBUX MOJYIIB

rpu “Final Dawn”, 3okpema Jorika KepyBaHHS IEpCOHAXKeM, OOWOBa CHCTEMA,

IHBEHTap, cucreMa 0adiB, BOporu, piHaIbHUI 00C, a TAKOK MOYJIi 30€peKEHHS TPH.

OcHoBHa MeTa — MOKa3aTH, K caMeé IPOrpaMHO Peasli30BaHO IrPOBY JIOTIKY, Ta SK

OKpEMI1 CUCTEMH B3a€EMOJAIIOTH M1 COOOIO.

AHIMaIHUN KOHTpPOJIEP TOJOBHOrO reposi moOymoBanuid Ha 0Oaszi Unity

Animator Controller 3 BukopucTaHHSM CTaHIB Ta HMapaMeTpiB, IO AKTUBYIOTHCS 3

KOy BiAIOBiIHO 10 Aiit rpaBis [16]. ¥ tabmuisx 2.3 ta 2.4 HaBeaeHo iHdopmarriio

Npo CTaHW aHiMaIlii Ta mapamerpu camoro Animator Controller. Takox HaBeaeHO

NPUKIIAJ aHIMallli CMEpTi TepoiHi HAa PUCYHKY 2.22.

Ta0mung 2.3
OCHOBHI CTaHH Ta JIOriKa aHIMaIi
Cran YmoBa akTuBauii
Idle Konu mBUAKICTH JOPIBHIOE HYJIHOBOMY 3HAUYEHHIO 1 IEPCOHAX HE
cTpubae, HE aTaKye.
Run Konu mBuAKICTs IEpEBUILYE HYTHOBE 3HAUCHHS.
JumpFall [Tapamerp isJumping = true
Attack ITpu aktuBamii Tpurepa Attack
StrongAttack | ITpu aktuBarii Tpurepa StrongAttack
Hurt ITpu aktuBaii Tpurepa hurt
Death [Tpu aktuBarii Tpurepa die
Tabmuus 2.4
ITapameTpu Animator Controller
IHapameTp Tun IIpu3HavyeHHs

Speed Float | 3nagenns pyxy no oci X

iIsJumping Bool AmniMarrist cTpuOKy Ta MPU3EMIICHHS

hurt Trigger | AkTuBallist aHiMaIii IIKOIH

die Trigger | AkTuBartist aHimMarlii cMepTi

Attack Trigger | 3Buuaiina aTaka

StrongAttack | trigger | [Tocwiena ataka
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Pucynok 2.22 — HapizaHi kaapu aHiMallii cMepTi repoiHi
[lepexomu Mik cTaHAMH MAalOTh YiTKYy JIOTIKYy — modvaTkoBuii cran ldle
(pucynok 2.23). Jlani itne B3aemonist ldle — Run, Ta naBnaku (3a BiAMOBIIHUX YMOB
snaueHb Speed). Anystate — Attack/Hurt/StrongAttack/Death BukonyroThCs uepe3
tpirep (tineku Death Oe3 momepHeHb m0 3BuuaitHOoro crany ldle). Takox s
Attack/StrongAttack/Hurt Bukopucrano Has EXxit Time = true (mis 3aBepiieHHs

a”iMarllii nepej nmopepHeHHsM y ctau ldle).

Pucynoxk 2.23 — 3aranpuuii Burisa Animator rpasis
Jlns BoporiB (pucyHok 2.24) 3arajoM CXOXKHH NPHHIMI POOOTH, €IuHA
BIAMIHHICTh MOJKE IOJIATaTH y mapaMerpi spawned (skuii akTHBY€e aHIMAIIiIO MOSIBU

BOpOTa MpHU BXOJI1 Y IEBHY TPirep-30Hy).

Pucynok 2.24 — 3aranpuuii BUurisia Animator ogHoro 3 BOporis
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KepyBanns rpaBsuem ta Bzaemojisi 3 HUD. ["'onoBHa repoiHs rpu KepyeThes

3a JOMOMOTOI0 KJIaBlaTypH Ta B3a€EMOJIIE€ 3 ITPOBUM CEPEIOBUILEM YEpPEe3 CUCTEMY
aHIMallid, aTakd, OTPUMAHHS IIKOJAW, 30WMpaHHS JOCBiLY Ta Trpomend. Takox
BiIOyBaeThCcsl AMHaAMiuHe OHOBJIeHHs nanux uepe3 HUD. Jlorika posmojiieHa Ha
JEKUIbKA CKPUITIB, K1 BIAMOBIIAIOTH 32 OKpeMi acniekTu. [lepecyBanHs Ta cTpuOKu
KepyroTbes ckpuntom PlayerMovement.

['paBenib nepecyBaeThCsl O TOPU3OHTANI Ta MOXKE CTPUOATH, SKIO CTOITh Ha

3emui. [TepeBipka A0TUKY 10 3emui 3aikicHIOeThes Yepe3 OverlapCircle [17]:

isGrounded = Physics2D.OverlapCircle(groundCheck.position, groundCheckRadius, groundLayer);
Skio0 HATUCHYTO KHOMKY JUMp, 1 TpaBelb 3HAXOAUTHCS Ha 3eMJll —

BUKOHYETHCSI CTPUOOK 13 CHIIOIO, SIKa BpaxoBye OOHYC Bija 0adis:

if (Input.GetButtonDown("Jump") && isGrounded)
{

rb.velocity = new Vector2(rb.velocity.x, jumpForce); // jumpForce 3anexuts Bix PlayerStats

}
ATaka Ta 60lioBa B3aeMOjIis kepyeThesi ckpuntom PlayerAttack. I'paBens mae

nBi Gpopmu araku: cranaaptHy (F) ta cunbhy (G). OOHIBI aTaKu MarOTh 3aTPUMKY
gyepe3 cooldown Ta miama3on aii. ATaka BUKOHYETHCS uepe3 MEPEeBIPKY BOPOTIB y

paniyci OverlapCircleAll, micas goro Bukiaukaerscs metoz TakeDamage ():

private void DealDamage(Vector3 position, float range, float dmg)

{
Collider2D[] array = Physics2D.OverlapCircleAll(position, range, enemyLayer);

foreach (Collider2D collider2D in array)

{
EnemyHealth eh = collider2D.GetComponentinParent<EnemyHealth>();

if (eh '=null && !eh.IsDead)

eh.TakeDamage(dmg);

¥
¥
¥

[IIkona po3paxoBYETHCS TUHAMIYHO, 3aJIEXKHO BiJ 0a30BOi aTaku Ta OOHYCY 3

cunriatona PlayerStats:

float finalDamage = PlayerStats.Instance.BaseDamage + PlayerStats.Instance. DamageBonus;
Ckpunt PlayerHealth xepye yciMu MOXXIMBHMH MaHITYJIAIISIME 31 3J0POB’ SIM

rpaBls Ta KOro Mpokaukor. OTpUMaHHS IMIKOAU:

public void TakeDamage(float damage)

PlayerStats.Instance.CurrentHealth -= damage;
anim.SetTrigger("hurt");
UpdateHUD(); // onoBmroemo HUD

}
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[Ipu HynpoBOMy 3HaueHHs HP 3amyckaeThCs aHIMallisg CMEpTi, OJOKYeThCS

KepyBaHHs Ta BUkiukaeThcst GameOverHandler:

if (PlayerStats.Instance.CurrentHealth <= 0f)

t
Die();
handler.ShowGameOver(); // manenb mporpanry

}
36upanns XP:

public void AddXP(float xp)
{

PlayerStats.Instance.CurrentXP += xp;
if (PlayerStats.Instance.CurrentXP >= PlayerStats.Instance. XpToNextLevel)

{

PlayerStats.Instance.Level++;
hud.ShowLevelUpPanel(); // BiakprBaeThcs MaHe b MPOKAYKH

¥
¥

[Ticas migBUIIEHHS PIBHS IPABIIO MIPOTNIOHYETHCS BUOpATH OOHYC, HAPUKIIA],

+5 10 arakwu, 111 60HyCcH MalOTh MEPMAHEHTHY 110 Ta 0Jpa3y oHOBIOThECS B HUD:

HUDController hud = FindObjectOfType<HUDController>();
hud.UpdateHUD();

CraTtucTHKa rpaBiisi KepyeTbes uepe3 PlayerStats. Leii cunraTon 30epirae Bci
0a30B1 i1 OOHYCHI XapaKTEpUCTUKU TPaBIl, a TAKOXK KEePye TUMYACOBUMHU Oadamu,

SIK1 3HUKAIOTh MICJIS IIEBHOTO qacy:

public class ActiveBuff

public BuffType type;
public float value;
public float timeRemaining;

}
Omnosnennss HUD Bin0OyBaethest 3a monomororo HUDController. Kommonent

BIJIMTOBIZIa€ 32 OHOBJIEHHSA 1HTEp(elicy TpaBils (TaKoX OOHYCHI 3HAYCHHS):

public void UpdateHUD()
{
healthSlider.value = stats.CurrentHealth / stats.MaxHealth;
xpSlider.value = stats.CurrentXP / stats. XpToNextLevel;
hpText.text = $"{stats.CurrentHealth} / {stats.MaxHealth}";
moneyText.text = stats.Money. ToString();
level Text.text = "LVL: " + stats.Level;
}
attackText.text = (stats.BaseDamage + stats.DamageBonus). ToString("F1");
speedText.text = (stats.BaseMoveSpeed + stats.MoveSpeedBonus).ToString("F1");
multiplierText.text = "x" + stats.StrongAttackMultiplier. ToString("F1");

KepyBanusi Boporamu 1a ix Tunu. Y rpi “Final Dawn” peanizoBaHo Kibka

TUIIB BOpPOTiB 3 pi3HOI0 moBeminkor [18]. Kiacudikyemo ix 3a mpuHIMIIOM

3BHYAMHUX, JITAI0OYMX Ta OOCH.
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3Buyaiini Boporu B Final Dawn — me Ha3emHi CYNmpOTHBHUKH, SKI MarOTh
MIPOCTY JIOTIKY NEepeCyBaHHs, BUSIBICHHS T'PaBLs, aTaKU Ta CMEPTI.
[TaTpymroBaHHs BinOyBaeThes 3a jormomoror ckpumnrta EnemyPatrol. Bopor

PYXa€eThCs BIEpE]] 10 MOMEHTY, ITOKU HE M0OayuTh Kpai miargopmu abo CTiHY:

bool noGround = Physics2D.Raycast(groundCheck.position, Vector2.down, checkDistance, groundLayer);
bool wallAhead = Physics2D.Raycast(wallCheck.position, facingRight ? Vector2.right : Vector2.left, checkDistance,
groundLayer);

Jlesiki BOpOT'M HE pyXaroThCsl JIOKH B 1X 30H1 He OyJie rpaBlis, MICs I[bOTO BOHU

MOYMHAIOTH MEPECIIiIyBaTH MOro JOKHU BiH B 30H1 iX TpUTEPY:

playerinRange = Vector2.Distance(transform.position, player.position) <= agroRange;
/I Hanpsim pyxy

Vector2 direction = (player.position - transform.position).normalized;
enemy.SetVelocity(new Vector2(direction.x * enemy.moveSpeed, 0f));

HKIIIO I'paBClb IIOIIagac B pagliyc dTaKH, 3aITyCKA€TbCA aHiMaIIiIO aTakKu Ta

BOpOTI 3aBJla€ IKOAY:

if (Physics2D.OverlapCircle(attackPoint.position, attackRange, playerLayer))
StartCoroutine(Attack());

// Buknuk mkonu

public void DealDamage()

Collider2D hit = Physics2D.OverlapCircle(attackPoint.position, attackRange, playerLayer);
hit?.GetComponent<PlayerHealth>()?. TakeDamage(damage);

}
Bopor mae BiiacHe 310pOB’s, TICIIs KON aKTHUBYEThCs aHiMaiii hurt, a mpu 0

HP — cmepTs:

public void TakeDamage(float damage)

{

currentHealth -= damage;
if (currentHealth <= 0f) Die();
}

Jlis 3py4HOCTI Jebary BHKOPHCTOBYETHCS cCheliianbHuii merox y Unity

OnDrawGizmosSelected (pucynok 2.25) — st BimoOpaXkeHHsI 30HH aTaKH Ta arpo:

Gizmos.DrawWireSphere(attackPoint.position, attackRange);
Gizmos.DrawWireSphere(bodyBlockPoint.position, blockRange);

Pucynok 2.25 — YMoBHe 300pakeHHsI 30HU aTaKu Ta TpUrepa

Apx.
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JliTaro4i BOpOru MarOTh BIIMIHHY JIOT1KY — BOHH HE IIPUB’sI3aH1 O 3€MJI1 Ta HE

BUKOPUCTOBYIOTh (I3UKY IIaTgopMiHra. Bopor akTUBYeTbCs, SKILIO T'paBelb

HaOMM3KUTHCS B 30HY detectionRadius:

if (lisAwake && Vector2.Distance(transform.position, player.position) <= detectionRadius)

WakeUp();

[epecninyBanHs BigOyBaeThes 3 aHimarliero Fly:

Vector2 vector = (player.position - transform.position).normalized;
rb.velocity = vector * moveSpeed;
anim.SetBool("isFlying", true);

SIxmo Bopor HabamkaeTbes 0 rpasld Ha attackRange, 3anmyckaeTses araka:

if (num <= attackRange && Time.time >= nextAttackTime)

StartAttack();

BociB Takox MOkHA MOALIUTH Ha 3 TiaKaTeropii: 3Bu4aiiHi 60cu, 0ocoOIMBUIMA

6oc — Dark Player, ocobmusuit 6oc — Demon. 3Buuaiini 60cu KEpyOTHCS CKPUIITAMU

BossHealth, BossBehaviour. Ha BigmiHy Bix 3BU4aiiHUX BOPOTiB, OOCH CIIaBHATHCS

TUIBLKH TICJIST BXOAY T'paBlisd B 30HY Tpirepa:

private void OnTriggerEnter2D(Collider2D other)

}

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

activated = true;
DialogueUl.StartDialogue(introDialogueLines, OnDialogueComplete);

}

[Ticns akTuBarii 60c MOYMHAE MEPECITiTyBaHHS TPABIIS:

Collider2D hit = Physics2D.OverlapCircle(attackPoint.position, attackRange, playerLayer);

3aBnaHHs MIKOIU BinmOyBaeThes yepe3 DealDamage (). Ilicas mocsraenus 0

HP 6oc okpim cmepTi, 60C MOKe 3aJTUIIATH TICIsI cede aport (reM, MopTall, iajJorosa

BCTaBKa):

Instantiate(gemPrefab, transform.position, Quaternion.identity);
Instantiate(portalPrefab, portalSpawnPoint.position, Quaternion.identity);
DialogueUl.StartDialogue(deathDialogueLines, () => Destroy(gameObject));

Dark Player — nie n3epkanbHe BimoOpakeHHS TOJIOBHOTO I'eposi, Ma€ BIaCHHUN

Al-xoHTpONB pyXYy, aTak Ta Aiil. boc Mae arpecuBHy MOBEIHKY MEPECITiNyBaHHS MTPU

HAOJMDKEHHI TPaBIsl Ta ypaxyBaHHS BUCOTH. SIKIO TpaBelb 3HAXOIUTHCS BHIIE

MEBHOTO MOPOTY, 00C BUKOHYE CTPUOOK 100 MiCTATUCH JIO TPABIIS:

if (isGrounded && player.position.y > transform.position.y + jumpThreshold)

{
¥

rb.velocity = new Vector2(rb.velocity.x, jumpForce);
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Demon — ronoBHUi1 60C rpu 1 HAMOLIBII KOMIUIEKCHUM MPOTUBHUK. Y HIKaJIbHA
3aTHICTh — TEJEeNopTalisi NMpU OTPUMAaHHI IIKOAM, SIKA AKTUBYETHCS 3 MEBHUM

OI1aHCOM:

if (Time.time >= lastTeleportTime + teleportCooldown && Random.value < teleportChance)

{
anim.SetTrigger("teleportOut");

lastTeleportTime = Time.time;

[Ticns Buxoay 3 aniManii teaenopTarii (teleportOut) BUKIMKAETHCS METO[
PerformTeleport (), sikuii mepemimye O6oca MK JBOMa 3aJaHUMH TOYKAMHU

(teleportPoint A/B):

transform.position = atPointA ? teleportPointB.position : teleportPointA.position;

boc mae nBi OocHOBHI ataku, siki oOMparoThes BumagkoBo. Ileprma araka
Bukiaukae meron CastProjectileA, mpyra — CastProjectileB. Cuapsiau netsats y
HapsIMKY ITO3UIT rpaBLs:
GameObject p = Instantiate(magicProjectileA, magicSpawnPoint.position, Quaternion.identity);
p.GetComponent<Rigidbody2D>().velocity = dir * 7f;

/I Tlozuis rpaBis
dir = (player.position - spawnPoint).normalized

JIEeMOH TaKo)X MOXE aTaKyBaTH T'paBIlf, SKIIO BiH 3aHAATO OJW3BKO uepes
meton DealDamage ().

[Ticnsa 3HumIeHHs 60ca BiAOYBAa€ThCS Jiajor Ta 3aBAaHTAXKECHHS MEPEMOXKHOT
cuenn WinScene.

Cucrema iHBeHTaplo Ta Topribji. CepiieM CUCTEMH IHBEHTapiO € CKPHUMT

InventoryManager. Bin 306epirae cnucok ycix ImpeIMeTiB Ta BIATMOBIIA€ 3a JIOTIKY
BUKOPHUCTaHHS, 30epekeHHs 1 oHoBNeHHs Ul.

JlomaBaHHs mpeaMeTa:

public void Addltem(ltemData item)
{

if (item == null) return;

inventoryltems.Add(item);
RefreshUI();

}
[Ticas momaBanHs — BHKIMKaeTbess Meton RefreshUl (), skuii mepeOynoBye

criucok cnoTiB y Ul-komnonenTi. Bukopuctanus npeamMera:

public void Useltem(ltemData item)

{

switch (item.itemType)
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{

case ItemData.ltemType.Heal:
FindObjectOfType<PlayerHealth>()?.Heal (item.heal Amount);
break;

case ItemData.ltemType.Buff:
var stats = FindObjectOfType<PlayerStats>();
var buff = new PlayerStats.ActiveBuff(
(PlayerStats.BuffType)item.buffType, item.buffVValue, item.duration);

stats.activeBuffs. Add(buff);
stats. ApplyBuffCoroutine(buff);
FindObjectOfType<HUDController>()?. TrackBuff(buff);
break;

inventoryltems.Remove(item);

RefreshUlI();

}

[arepdeiic peanizoBano yepe3 InventoryltemUl. Koxen aliteM mae iKOHKY,

Ha3BY Td KHOIIKY Use. HaHaHJTyBaHHH CJICMCHTA.

public void Setup(ltemData item, InventoryManager mgr)

{
itemData = item;
manager = mgr;

icon.sprite = item.icon;

nameText.text = item.itemName;
useButton.onClick.RemoveAllListeners();
useButton.onClick.AddListener(Use);

useButton.interactable = item.itemType != ItemData.ltemType.Gem;

Marasun peaji3oBaHuii 3 BHKOpUCTaHHSAM mpedadiB ShopltemUI, sxi

reHepyroThbes ckpuntom Shoplnitializer. Iuimianizaris Marasuny:

foreach (ItemData item in availableltems)

{

GameObiject obj = Instantiate(shopltemPrefab, shopltemParent);
ShopltemUI ui = obj.GetComponent<ShopltemUI>();
ui.itemData = item;
ui.SetupUl();

}

[Tpunbatu mpeaMeT (SKIIo HEMAE TPOIIIEH — BUBOJUTHLCS MOTIEPEKEHHS):

public void Buyltem()

if (PlayerStats.Instance.Money >= itemData.cost)
PlayerStats.Instance.Money -= itemData.cost;
InventoryManager.Instance.Addltem(itemData);
HUDController hud = FindObjectOfType<HUDController>();
hud?.UpdateHUD();
Destroy(gameObiject); // Bumanutu 3 BiTpuHA

Tunu npeameris ItemData:

public enum ItemType { Heal, Buff, Gem }
public enum BuffType { Damage, MoveSpeed, StrongAttack, JumpBoost }

[Mpuxian HamamryBaHHs peameta (ScriptableObject [19]):

[CreateAssetMenu(menuName = "ltems/ltemData")]
public class ltemData : ScriptableObject
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public ItemType itemType;
public BuffType buffType;
public string itemID;
public string itemName;
public Sprite icon;

public int cost;

public float heal Amount;
public float buffValue;
public float duration;

badu 3acrocoByrotscs uepe3 PlayerStats, Bonu 101a0Th THMYACOBUIN €PEKT

(Hanpukian ypoH abo MIBUAKICTD), SKHM TPUBAE MEBHY KUIBKICTh Yacy:

public Coroutine ApplyBuffCoroutine(ActiveBuff buff)
{

Coroutine coroutine = StartCoroutine(BuffCoroutine(buff));
activeCoroutines[buff] = coroutine;
return coroutine;

}
VYci aktuBHI 6adu onucaHi yepe3 BHYTPIIIHIO CTPYKTYPY:

public class ActiveBuff

public BuffType type; // Tun 6ady (Hanpuknan, Damage abo MoveSpeed)

public float value; // HackinbKK 3MIHIOETBCS XapaKTePUCTHKA

public float duration; // 3aranbHa TpUBAICTh

public float timeRemaining; // Yac, 1110 3ayiuiuBest (JU1s BiTHOBJICHHS MICIIsl CEHBY)
}

Jlorika nii 6ady B yaci (y KOpyTHUHI BiiOyBa€ThCsl MOCTYNMOBUM 3BOPOTHIN
BIJUTIK 1111 €eKTy):
private IEnumerator BuffCoroutine(ActiveBuff buff)

ApplyBuff(buff, true); // 3acrocyBaTu edexr
while (buff.timeRemaining > 0f)
{
yield return new WaitForSeconds(1f);
buff.timeRemaining -= 1f;

}

ApplyBuff(buff, false); // 3usaru epexr
activeBuffs.Remove(buff);
activeCoroutines.Remove(buff);

Meton ApplyBuff nuramiuao 3MiHIOE TOTPIOHY XapaKTEPUCTHUKY:

private void ApplyBuff(ActiveBuff buff, bool apply)
{
float value = apply ? buff.value : -buff.value;
switch (buff.type)
{

case BuffType.Damage:
tempDamageBonus += value;
DamageBonus = permanentDamageBonus + tempDamageBonus;

break;
// Taui T MoveSpeed, StrongAttack, JumpBoost
}
}
CucremMa TOBHICTIO MIATpUMYE 30epeKeHHs/BIIHOBICHHS IHBCHTApIO dYepe3
cepiajizalio:
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public List<Serializableltem> GetAllSerializableltems()

Lle#i meTon moBepTae CHUCOK NPEIMETIB y BHUIVISIAL MPOCTUX CTPYKTYP

(Serializableltem), siki 3py4HoO 30epiraT y (aiiyi. 3aBaHTaXXEHHS IHBEHTAPIO:
public void Loadlnventory(List<Serializableltem> items)

Lle n03BOJIsI€ BIIHOBUTHU BC1 MPEAMETH MICIS NEPE3AMYCKY TPH.

Cucrema _30epeskeHHsi. Cucrtema 30€peXEHHs peaii3oBaHa  4epe3

cepiamizaiito JaHuX y ¢Gaii .sav okpeMo i koxxHoro ciorta [20]. Bona miarpumye
Taki peyi:

e 30epexeHHs Ta BIAHOBJICHHS MOTOYHOI CLIEHH;

e mnoBHUH cTaH rpasig (XP, HP, piBens, 6adu, rpomri);

® IHBEHTap;

® T[IO3MI[II0 TPABIIS;

e craH 00’€KTIB Ha CIIeH1 (AKTUBOBaH1/BUMKHEHI/310paHi/epeMillieHi);

® BIJIHOBJIEHHS BCHOTO LIBOTO MICIS 3aBaHTAXKEHHS.

SaveSystem — ocHOBHa JIOTiKa 30epeKeHHS Ta 3aBaHTAKCHHS |

public static void SaveGame(int slot)

{
SaveData data = new SaveData();
data.sceneName = SceneManager.GetActiveScene().name;
data.playerHP = PlayerStats.Instance.CurrentHealth;
data.playerXP = PlayerStats.Instance.CurrentXP;
data.playerLevel = PlayerStats.Instance.Level;
data.money = PlayerStats.Instance.Money;

data.buffStates = PlayerStats.Instance.activeBuffs

.Select(b => new SaveData.BuffState
{

type = b.type,

value = b.value,

duration = b.duration,

timeRemaining = b.timeRemaining
}.ToList();

data.inventoryltems = InventoryManager.Instance.GetAllSerializableltems();
data.playerPosition = new SerializableVector3(GameObject.FindWithTag("Player").transform.position);

data.disabledObjectIDs = SceneStateTracker.Instance.GetAllDisabledIDs();

data.activatedObjectIDs = SceneStateTracker.Instance.GetAllActivatedI Ds();

data.objectPositions = SceneStateTracker.Instance.GetObjectPositions()
.ToDictionary(kvp => kvp.Key, kvp => new SerializableVector3(kvp.Value));

File.WriteAllBytes(GetSavePath(slot), BinarySerialize(data));

3aBaHTaXEHHS TPU:

public static SaveData LoadGame(int slot)

{
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string path = GetSavePath(slot);
return File.Exists(path) ? BinaryDeserialize<SaveData>(File.Read AllBytes(path))
}

SaveData — cTpykTypa 30epexeHHs TaHuX:

public class SaveData
{
public string sceneName;
public float playerHP, playerXP;
public int playerLevel, money;
public SerializableVector3 playerPosition;
public List<Serializableltem> inventoryltems;
public List<BuffState> buffStates;
public List<string> disabledObjectIDs, activatedObjectIDs;
public Dictionary<string, SerializableVector3> objectPositions;
[Serializable]
public class BuffState

public PlayerStats.BuffType type;
public float value, duration, timeRemaining;
}
}

Gamelnitializer — BigHOBIIEHHS ITiC/Is 3aBAaHTAXKEHHS |

void Start()

if (PlayerPrefs.HasKey("LoadSlot"))

{
SaveData data = SaveSystem.LoadGame(PlayerPrefs.GetInt("LoadSlot"));

PlayerStats.Instance.LoadPlayer(data);
InventoryManager.Instance.LoadInventory(data.inventoryltems);

cnull;

GameObject.FindWithTag("Player").transform.position = data.playerPosition. ToVector3();

SceneStateTracker. Instance.LoadStateFromSave(data);
PlayerPrefs.DeleteKey("LoadSlot");

SceneStateTracker — KOHTPOJIb aKTUBHUX Ta BUMKHEHHUX 00’ €KTIB Ha irpoBiit

CIIEHI Iepe]] 3aBaHTAXKCHHSIM

public void LoadStateFromSave(SaveData data)

disabledObjects = new HashSet<string>(data.disabledObjectIDs);
activatedObjects = new HashSet<string>(data.activatedObjectIDs);

objectPositions = data.objectPositions. ToDictionary(kvp => kvp.Key, kvp => kvp.Value.ToVector3());

}

SceneObjectID — ynikanpHuii ineHTHdIKATOP 00’ EKTA CIICHU:

uniquelD = gameObject.name + """ + transform.position. ToString("F2");

PauseMenu / MainMenu — BHKJIMK QYHKIIii 30epeKCHHS / 3aBaHTaXKCHHS -

public void SaveToSlot1() => SaveSystem.SaveGame(1);
public void LoadSlot(int slot)
{
SaveData data = SaveSystem.LoadGame(slot);
if (data !=null)
{
PlayerPrefs.SetInt("LoadSlot", slot);
SceneManager.LoadScene(data.sceneName);
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Lls cucrema n03BOJIsIE MMOBHOILIHHO 30€piraTH Ta BIHOBIIIOBAaTH CTaH IpU Y
OyIb-IKOMY 3 TPbOX CJ0TIB, BpaxoBytoun HP, XP, 0adu, inBeHTap, NO3MILIIi Ta JIOTIKY

CLICHHU.
BuCHOBKM 10 APYroro po3aiiay

VY nanomy po3aiai Oyno moOyaoBaHO TOBHOIHHY apxXiTekTypy rpu Final
Dawn. BuznaueHo pecypcHy 0a3y, po3po0JIeHO CTPYKTYPY CIIEHU 3 BUKOPUCTAHHIM
Tilemap, nanamroBano ¢i3UKy, KoJalJepH Ta aHIMAIIIHI KOMIIOHEHTH.

Po3risitHyTo KOMIIOHEHTHY apXITEKTypy MpoekTy, mnobynoBano UML-
JiarpaMu B3aeMOJIii KIIFOUOBHX CKPHUIITIB. byno peanizoBaHO OCHOBHI MOIYJl T'PH:
yIpaBIliHHS I'PABIIEM, TOBEIHKY BOPOTiB, JIOTIKY 00CiB, IHBEHTap, Mara3uH, CHCTEMY
30epexenHs, mianorn ta HUD. VYci cucreMu IHTErpyrThcsi MDK C€O000OI00 Ta
3a0€31euyIoTh IUTICHUH ITpOBHH TIPOIIEC.

Taxum unHOM, cpOpMOBAHO TEXHIUHY 0a3y JJIsI MIOBHOIIIHHOT pOOOTH PIBHS Ta

MiATOTOBJIEHO TPY 10 (iHATBLHOTO TECTYBaHHS.
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PO3/IL]1 3. OIUC POBOTH 3 IPOT'PAMHUM JIOJATKOM TA MOT'O

TECTYBAHHA

3.1. Bumoru Ta cepeoBuIlle BUKOHAHHSA

Jiist po3po6ku rpu “Final Dawn” 6ymo o6paHo mporpaMHe CepeIoBHIIIe, SKE

3a0e3neuye KpocmiaT(GOpMHICTh, BUCOKY MPOAYKTUBHICTH Ta 3pY4YHY MOIYJIbHY

CTpYKTYpy. s 3amycky Tpd HEOOXIJHO JOTPUMATHCH TEBHUX amapaTHUX Ta

OPOrpaMHHUX YMOB, IO FApAHTYIOTh CTA0UIBHY POOOTY Ta KOPEKTHE BiOOpaKeHHs

rpadiku [21]. 'pa opieHTOBaHAa HA MEPCOHAIBHI KOMIT'IOTEPU 3 OIMEPaIliitHOO

cucremoro Windows.

Hwxue naBeneno tabmuii 3.1 ta 3.2 3 BUMOTamu JJ1sl 3aIyCcKy T'pH.

MiHiManbH1 CUCTEMHI BUMOTH JI0 TpU

Taomumsa 3.1

KoMmonenr

XapakTepucTuKHU

Omnepariiina cucrema | Windows 10 (64-bit)

[Ipouecop

Intel Core i3 4-ro nokosninus / AMD anasnor

OmneparupHa nam’a16 | 4 GB RAM

Bigeokapra Bo6ynosana Intel HD / AMD Vega / GTX 650
Jucmieit 800 x 600 abo BuiIe
BitsHe Mmicie 300 MB

[HIIIE [Minrpumka DirectX 11, kmaBiatypa + Muiia
Tabmums 3.2
PexomeH10BaH1 CHCTEMHI BUMOTH JIO TPH
KoMmnounent XapakTepuCTUKHU

OrmnepariifHa cucteMa

Windows 10/11 (64-bit)

[Ipouecop

Intel Core i5 a6o AMD Ryzen 5

OnepaTuBHa aM’ATb

8 GB RAM

Bineokapra

NVIDIA GTX 1050 / AMD RX 560

Jucnnen

1920 x 1080, minrpumka fullscreen pexxumy

BinbHe Mmicue

Jlo 500 MB 3 ypaxyBanusiM ¢aiiiniB 30epekeHHs

[a1I11E

BOynoBana 3BykoBa kapta, miarpumka AudioMixer

3mmn.
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YMoOBH ekcIuTyaTallii Ta BAKOPUCTaHHS:
e rpa He noTpelye 1HCTANIAI], 3aITyCKAEThCS 3 KaTaJIOTy uepe3 .exXe ¢ain
B pesynbrati Unity Build Settings;
® [IpH 3aIlyCKy Ipa aBTOMATHYHO HAJIAIITOBYE PO3AUIbHY 3/JaTHICTb, ajie
J03BOJISIE 3MIHUTH ii BpYUHY Yepe3 MEHIO OIIIIii;
® MIATPUMYIOTBCS JBa PEXKHUMH: TIOBHOEKPDAHHUNW Ta BIKOHHHI,
NEPEMHUKAIOTHCS 32 JOTIOMOT0I0 HaJallITyBaHb IPH;
® KOpPHUCTYBad Ma€ MOXJMUBICTb BUOOpPY rpadiuyHuX mapamerpiB (3BYK,
TYYHICTh, PO3AUIBHICTb) 13 aBTO-30€pEKEHHAM HaJAIITyBaHb Y
HACTYIMHHUX ITPOBUX CECISX.
OcHoBHE TecTyBaHHs poOoTH Tpu mpoBoauiock Ha [TK 3 OC Windows 10 (64-
bit), Bineoxapra: NVIDIA GeForce RTX 3060 (12 GB).
[Tix wac TectyBanHs rpa 3amyctunack 0e3 300iB y Full HD dopwmari, Bce
IpaIfoBajio CTabUIbHO, TAaKOX TEpeBipeHa po0oTa Ha PI3HUX HAIAIMITYBAHHIX

PO3ILIBLHOT 3IaTHOCTI Ta 31 3MIHOKO BIKOHHOTO PEXKHUMY.
3.2. B3aeMogisi kopucTyBaua 3 irpoBUM cepeaoBUIlEM

[Ticnsa 3amycky exe-¢airy rpu — KOpUCTyBad 0auyuTh Opa3y T'OJOBHE MEHIO
(pucynok 3.1), sixke mae HactynHi kaonku: New Game, Load Game, Options, Exit.
Mento rpu obopmieno y cruai dark fantasy 3 enemenramu perpo-ectetrku. ®ou
MEHIO TEMHUH, 3 JIeJlb IIOMITHOIO TEKCTYPOIO T4 MICTUTh BEJIMKUMU JIiTEpAaMU Ha3BY
MPOTrPAMHOTO MPOIYKTY.

VYci KHOUKM MarTh OUTHMH MNPSAMOKYTHHM JU3afiH 3 YOPHUM TMIKCEITbHUM
mpudtoM. [HTEpdeEiic 3amuImaeTbCs TaKOHIYHUM Ta MPOCTUM y PO3YMIHHI, JIETKO
YUTAETHCSI HA OCHOBHHMX PO3IIUPEHHSIX. TaKkoK rpaBeib MOXKe YyTH MEJOJIII0, sKa
Mae€ MOBUTLHUMN, aTMOC(HEPHUH TEMIT 3 TEMHOIO (PeHTE31MHOI0 IHTOHAITI€10, TII0 OAPa3y
3a/1a€ HACTPIH rpu.

My3uuHuil CynpoBii y MOBHIM Mipil 3aHYpIO€ KOpUCTyBadya y CBIT TIpH,
MIOCTYMOBO BBOJAUM B aTMOc(epy 3araJikoBOCTi Ta HeOe3MeKH, sIKi OyyTh YeKaTh

HOro nomnepemny.
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LOAD GAME

Pucynok 3.1 — I'onoBHE MeHIO
Hanani posrinsHeMo gocTynmHui (yHKI[IOHAT TIC/IS HATUCKAHHS HAa KHOIIKY
Options. KopucryBau 6auuTh mepes coO00 HOBY MaHe b OMIliil (pucyHOK 3.2), sika
MICTUTh HOBUH HaOip (yHKIioHany: kHomKka Music, kHomka About Game, kHomky
Back, Bumagaroumii CriMcoK po3aiIbHOT 3[aTHOCTI MPOTrPaAaMHOrO BiKHA, YEKOOKC 3

mignucoM “Fullscreen on/off”.

ABOUT GAME

1280 X 720

. FULLSCREEN ON/OFF

Pucynok 3.2 — MeHnto oriid
HatucuyBmm Ha kHOTIKY MUSIC, KOpUCTYBad Ma€ 3MOTy Oa4uTH Tiepe]] COOO0K0
4yeproBpy mnaHenb (pucyHok 3.3), sika mae yekOokc “Music on/off” (3amae 3aranbHi
HAJIAIMTYBaHHS, MYy3HKa BMHKA€ThCS a00 BUMHKAETHCS caMe depe3 I TaHelb),

clTaiiiep TYYHOCTI, Ta KHONKY Back — sika moBepHe 70 MonepeHbOi CTOPIHKH.
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. MUSIC ON/OFF

o=@

Pucynok 3.3 — MeHIo My3WYHUX HaJlalllTyBaHb

Hami kaonka About Game. Komu kopucTyBau HaTMCHE Ha Hel, Oyae HoBa
naHenb (pucyHok 3.4) sika J1a€ CMHUCOK KJIKaOeIbHUX KHOMOK 3 iMEHEM TOro 4u
iHmoro mnepcoHaxa. [Ipu HaTucHeHHI Ha OyAb SKY 3 KHOIOK, BIIKPHETHCS
iHopMaIlis Ipo repos, ioro 300pakeHHs Ta KOPOTKUH onuc. Takox € KHOMKa, 1100
NOBEPHYTHUCH Ha3zaj. BizyansHuit Burisg indopmarii 0yae 300pakeHo Ha PUCYHKAX
3.5, 3.6.

Knomka Back, sk 3a3HadeHo paHimie, Mae TOBEpHYTH KOPHCTyBada Yy
IONEPEIHIO MAaHEeNIb, y HACTYIHUX IMaHENsX KHONKa He Oyjae omucaHa, TakK sK

(G yHKITIOHA € OTHAKOBUM JJIsI OY/1b-SKO1 TTaHeJI.

» i ;" 2 X 4 0 ! > ": J
BUSH EVIL
MONSTER CREATURE

RED GHOST SKELETON SKELETON
HARRIOR HITH AXE HITH SHIELD
YELLOMW STONE
ELUE SOUL
SouUL GUARDIAN

Pucynok 3.4 — ITanens “About Game”
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THE MAIN ANTAGONIST OF OUR DIMENSION. A
REPRESENTATIVE OF THE HIGHEST RACE OF DEMONS,
CAPAELE OF AESOREBING UNIVERSES, BUT HE HAS
UNLUCKY ENOUGH TO MEET US!

Pucynok 3.5 — Onuc ronoBHoro antaronicra rpu “Final Dawn”

SLEEPY AND ANGRY, HHAT COULD BEE HORSE? IT CAN
GET TANGLED IN YOUR HAIR, EE CAREFUL.

Pucynok 3.6 — Onuc psioBOTo Bopora oHi€l 3 JIoKarii

Takok TPUCYTHA MOXIUBICTH OOpaTH pPO3AUILHY 3JaTHICTH uepes
BUIIAJIAFOYMN CIIMCOK, Ta 0OpaTh peXuM (ITOBHOEKpaHHUN ab0 HETMOBHE BIKHO
n01aTKy) 3a qormomororo yekbokey “FullScreen on/off”.

[ToBepHemoch 10 orsiay (PyHKITIOHATY KHOTIOK, 1110 3a3Ha4eH1 Ha pUcyHKY 3.1.
Knonka LoadGame — BuKiIMKae maHels (pUCYHOK 3.7), y SKUH MPUCYTHI 3 CIIOTH ISt
30epexenHs rpu. [Ipu HatrucHenHi kHonok Load 1, Load 2, Load 3 — 3aBaHTaXuThCs
Te 30epeKCHHS, sIKe TpaBelb 3pOOMB TiJ Jac irpoBoi cecii. KoxkHe 3aBaHTa)KeHHS
MOYNHAETHCA 3 MOMEHTY, Ha SKOMY OyJ0 3acTOCOBaHE — 3 BIAMOBITHUMU

HaJAITYBaHHAMH, SIKi 3a3/1aJIeTi1b OyJIi BCTAHOBIICHI B IrPOBOMY MEHIO.
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Pucynok 3.7 — MeHio 3aBaHTaK€HUX ITPOBUX CECli

Kuonku New Game ta EXit — moYrHaIOTh HOBY TPy 1 BAKOHYIOTH 3aBEPIICHHSI
poOOTH MPOTPaMHOTO 3a0€3MEYCHHS BIATIOBITHO.

3amyckaeMo MepIiuid IrpoBUM PiBeHb Ta 0aunuMo Tiepea COOOK 3arajibHy
KapTUHKY BCTYMHOTO piBHA (pUCYHOK 3.8): TOJIOBHY TepoOiHIO — O€3IMEHHY
BOMOBHHUIIIO, TOPYY 3HAXOAUTHCS CTATYS, IO € iIHPOPMALIHHUM 00’ €KTOM, SIKUW Ma€
TpUTrep, 0 AKTUBYE A1aJIOTOBY MaHemb (pucyHok 3.9). Takox npucyTHi CyImyTHUK
Charlie (3eene cTBOpiHHS, 1110 JIiTae O cTATyT) Ta MEPIIOro BOpora (3eJIeHUH KyIII,
IO MaTpyJo€ CBOi BoOJOAIHHS). 3Bepxy MoxHa momitutd HUD rpaBmg, sxuit
MICTHTH JIaH1 TIPO 37A0POB’S Ta JOCBIA MepcoHaxka (y JIBOMY BEPXHBOMY KYTKY), Ta
JaHl MPO KUIBKICTh MOHET, IIBUIKICTh TEpPeCyBaHHS, IIKOJA Bl 3BUYANHOI Ta
OCHJICHOT aTaku (y IpaBoOMy BEpXHBOMY KYTKY) [22].

Jiist Toro mo6 pyXaTuch — MOXHA BUKopucTaTd kiasimi A D (pyx y miBy Ta
MpaBy CTOPOHU BIAMOBIAHO) ab0 x cTputku. CTpUOOK aKTUBYETHCS HA MPOOLI, MPU
HaOJIKEHH1 BOPOTa PEKOMEHIOBAHO 3aCTOCYBATH aTaKy — HATUCHYBINHU KiaBimry F,

e € 3BHUYANHOIO aTaKOI0 IIEPCOHAXKa.
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ol o/ 100

Pucynok 3.8 — Bursin mouatkoBoi yiokairii Ta enementis HUD

CHARLIE: HI! MY
NAME IS CHARLIE
AND | AM YOUR
COMPANION.

NEXT LINE

Pucynok 3.9 — AktuBoBane giamorose BikHo 3 Charlie

Takox mpu aKTUBAIIii I'POBOTO PIBHS TPABII 3yCTPIdae MEJIOI1s, SIKa CTBOPIOE

aTMocQepy IpUroiv Ha MOYaTKy BEITUKOro NUIsiXy. BoHa nerka, menosiiiHa Ta Bxe 3

MEPIIMMHA HOTKaMU TPUBOTH — BICHHUK TOTO, IO I CBIT HE TaKUii BXKE i O€3MEUHMUIA.

Bapro BctynuTu B nepmmii 6iif, 3aCTOCYBaBIK CBOIO 30p0i0 — 1 MOXKHA Oyjie

nomitutd 3miEm B HUD (mpocyBaHHS eXperience-mkanu), TaKoX BHBOJIUTHCS

noBigomiieHHs (pucyHok 3.10) mpo Te, 0 rpaBelb MPU AOCATHEHHI HOBOTO PiBHS

OTPUMAE MOKITUBICTh 00paTtu OOHYC (30UTBIICHHS 3I0POB’ S, MKOU, MOHET TOIIIO) —

[0 BUBOJUTHCA Ha OKpeMii maHeni (pucyHok 3.11) mpu mocATHEHHI HOBOTO PiBHS

IUISIXOM 3HHMIICHHS BOPOTiB, SKI Jal0Th OYKH JocBimy. OOuparoum Oyab-iKy 3

XapaKTePUCTHUK, JaHl TMHAMI4HO OHOBIIOIOTHCS B HUD.

3mmn.
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HHEN YOU RERACH R
NEHW LEVEL, YOU

HILL HAVE 3 SKILLS
TO CHOOSE FROM.

NEXT LINE

Pucynok 3.10 — TloBigomiieHHSs TICTsi CMEPT1 Bopora

+DAMAGE
+MOVE SPEED
+MAX HEALTH

Pucynok 3.11. Ilanens BuGOpy yMiHb HICHS JOCATHEHHS HOBOTO PiBHS

[Tix kiHenb piBHSA TpaBelb 3YCTPIYAETHCS 3 TOJIOBHUM CYNEPHHKOM TEpIIOi
nokarii — Stone Guardian (pucynok 3.12), sikuii He Ja€ HaM MOJKJIMBOCTI YBIWTH B
3aMOK, JJIi TOTO MO0 YBIMTH B 3aMOK, CIIOYAaTKy MOTPiOHO HOro 370JIaTH —

3aCTOCYBABIIIM 3BUYANHY aTaKy Ha KiaBinry F, abo x cuibHy ataky — G.

Pucynox 3.12 — 3yctpiu 3 BapTOBUM

[licnsa mepeMoru Haj MOEPIIMM CEPHUO3ZHUM BOPOTOM — 3HOBY AKTHUBYETHCS
J1aJIOTOBE BIKHO, SIKE€ TMOBIIOMIISE 110 OTPUMAHO TPOIl, SKI B MaHOyTHHOMY €

MOJKJIMBICTh BUKOPHCTATH Y Mara3uHi, Takox micis cmepti Stone Guardian 3 Hporo
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BUIMAJA€ MAriyHUM TeM, SKUH € OAHUM 3 KIIOUYIB J0 BIIKPUTTS MOpTany Yy
MaiOyTHbOMY, TOK BapTO MOro migidpaTu Ta MEpeBIpUTH KO0 HASIBHICTH (PUCYHOK

3.13) y inBenTapi (kiagimia — F1).

Pucynok 3.13 — 3aranpHuii BUTJIs]] IrpOBOTO 1HBEHTAPIO
Hactynna irpoBa nokarisi — nedepa (pucyHok 3.14), sika CynpOBOKYETHCS
BIJIMOB1THOIO MEJIOJIIEI0, 110 Mepelac BIAUYTTS HAIPY>KEHOCTI 3 MOBUTLHUM TEMIIOM
Ta TeMHOI atMocdeporo. ['paBIis MOYMHAIOTH aTaKyBaTH Ka)KaHU, € MOKIIUBICTD
BTEKTH BiJ] HUX, a00 aTakyBaTH iX, IPOTE€ BOHH MOXYTh HA3JIOTHATH y OyIb-iKii
TOYII1 JIOKAI[li, TOMY BapTO 3HUIIMTH IX Ta OTPUMATHU MIPH IIOMY I'POIIOBY Haropoay

Ta OYKH JOCBITY.

Pucynok 3.14 — Jlpyrwuii irpoBuii piBeHb Ta OTO PSIOBI BOPOTH
Ctpubaroun BHU3 JIOKAIlii, TPaBeIlh 3yCTPiva€ 3aTUIIOK KaKaHIB Ta MA€E 3MOTY
iX MOJ0JIaTH, TAKOX IO JOPO31 10 Mara3uHy aKTUBYETHCS OJMH 13 PSJIOBUX BOPOTiB

nokarrii — Ghost Warrior, fioro BOUBCTBO IIpUHECE TPOIIi. Y aKTHBOBAHOMY Mara3uHi
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(pucyHok 3.15) mpencraBieHO psiA TOBapiB 13 BIAMOBIAHUM OIKCOM, IIHOKO Ta
KHOINKOI Buy, sika nae 3Mory npuadaT iX 1 BUKOPUCTATH BUKIIOYHO B 1HBEHTapi,
KyZ1 BOHH aBTOMATHYHO JOJAI0OTHCA MICIs MOKYIKH.. 33151 B3a€EMOJI11 3 Mara3uHoM

— KOPHCTYBa4y Ma€ BUKOPUCTATH KHOTIKY F2 (Bigkputu/3akputh).

A
il

& L @

MOVESPEED 1 ATTACK 1 MULTIPLIER 1 CHEESE
30 COINS 25 COINS 35S COINS 1 25 COINS
+2 MS +5 ATTACK + 1X MULTIPLIER +25 HP

o s
@ &

ATTACK 2 MOVESPEED 2 F MOVESPEED 1
40 COINS 40 COINS 30 COINS
+10 ATTACK +3 MS +25 HP +2 MS

Pucynok 3.15 — Burnsaa mara3uny ta 1oro ToBapu
['paBiro He 000B’SI3KOBO BUTpAayaTH KOIITH B Mara3uHi, Ha KOKHOMY PiBHI
MOYMHAIOYHN 3 JPYroro — MPUCYTHIM Mara3uH, 1 MOYKHa HAKOIMTH T'POIIEeH Ha MIOCh
Kpamie y MaiboytHpomy. llpoiimoBmiun a0 KiHIS JIOKallii, TpaBellb Ma€ 3MOTY
aKTUBYBATH FOJOBHOIO Ooca 1iel gokarrii — Evil Creature, miciis nepemMoru Haj sKUM
3’SIBUTHCSI YEPBOHMM T'eM Ta MopTaj, KUK BeJe A0 HACTYITHOI JOoKallii. 3ajsl TOTro
o0 He BUHHUKAJIO MPOOJIEM 3 TOJOJAHHSIM BOPOTa, 3aCTOCYEMO MACsKi MpUaOaHi

eiKcHupH, Ta modadnumo iX edekT 3Bepxy 3:1iBa oapasy nig HUD (pucyHok 3.16)

DAMAGE +10 (205])

DRMAGE +5 [(205)

Pucynok 3.16 — 3reHepoBaHuii mopTai Ta akTUBOBaH1 0adu y BepxHii maHeni
Tperiii piBenbr Dark Forest moumHaeTbcs B X0l 3aMKy, arMocdepa pi3Ko

3MIHIOETHCS 1 Yepe3 MEJOJIi0 IEPEAaEThCs 3arpo3iIMBa, MapaHoifaibHa aTMocdepa 3
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BIIUYTTSIM, IO 3a MEPCOHAXEM CTeXaTh 3 KOkHOTo KyTa. [loTpibHO mpoOirtu mo

KOPHUIOPY BIIEpE, J0JIAI0UU CKEJIETIB 3 a0OpAaKHOI0 COKUPOIO, OTPUMYIOUH 3 HUX

HAroponay sk 13 OyAb-sIKUX PSIOBUX BOPOT'iB HA KOXKHIH JIOKaIii.

Pucynok 3.18 — Mara3suH 1iJi OXOPOHOIO CKEJIETIB Ha TPETiil JIoKaIii

3HUIIMBIIM YCiX BOPOTIB JIOKAIlli — TpaBellb Ma€ MOXJIMBICTh aKTUBYBATH

olHOTO 3 0OCIB Ta mpoBecTH 3 HUM Oiiiky (pucyHok 3.19), 6oc cnputHuii Ta Mae

BEJIUKY IIKOJTy, TOMY BapTO MEPE UM 3aKyIHUTH EITIKCUPH Ta 1)Ky, 3aCTOCOBYIOUH X

mepea MovYaTkoM OO0 3ajjIs TMOKpAIIeHHS MIAHCIB TMEePEeMOTH HaJl BOPOTOM Ta

MOHOBJIEHHS MOTOYHOIO CTaHy 310poB’d. IloennHok 3 Gocom mpuHEce rpolll Ta

TPETIH MO paxyHKy rem (pucyHok 3.21), ikuil € rapaHTI€r0 MPOXOJKEHHS CIOKETHOT

TUTKH.
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Pucynok 3.19 — IlpoBenennst 6010 3 BOpOrOM, HAHECEHHSI IIIKOAM HaIlliil TepoiHi
Baprto 3ragatu npo omniito 30epexeHHs I'py, Ha BUMAJI0K KO 00C OMMHUTHCSA
cuibHime 3a rpaBusd. Haxumaroun knaBimy ESC, akTuByeThcs mnaHenb mays3u
(pucynoxk 3.20), y sikiift MO>KHA BUMTH B TOJIOBHE MEHIO, 3pOOUTH 30€pEKEHHS Y OJIUH
3 TPHOX CIIOTIB a00 MPOJOBXKUTH Ipy. Y BUMAIKY SKIIO BOPOT TOJI0JIaB T€POiHIO, TO
3’ SIBJISIETHCS TTOBIIOMJICHHS ITPO CMEPTH Ta MOKIIMBICTH BUXO/Y /10 TOJIOBHOTO MEHIO,
7ie TpeAcTaBiIeHa MOXJIMBICTh 3aBAaHTAKUTH CEWB 1 IpoBecTH Ol mie pa3, BXKE 3

OUTBIII YCIIIITHUM PE3YJIbTaTOM.

Pucynok 3.21 — 3acniaBHeHuU 30J10TUI T'eM Micis 3arudeni 6oca
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KynpMmiHaniifHuii MOMEHT TPETHOI'O PiBHA — 3yCTPid 3 TEMHOIO BEPCIEO HAIIO1
repoiHi, 3 JlaJIoriB MOKHa 3pO3yMITH, IO CIOTBOpPEHA EHEPrisi TEMHOro JICY
CTBOpHWJIA TIOBHOI[IHHY KOMIIO TpaBlsl — sfKa Mae OyTH 3HHINEHA 1 MICHS I[bOTO
OTpUMATH OCTaHHIA reM. TakoX BIIKPUBAETHCS MOPTAJ, SIKUWA BeAe 10 (DiHAJIBHOI
BEXKI.

Dark Player (temHa Bepcist rpaBiisi) Ha BiIMIHY BiJ 1HITHMX BOPOTIB HE TUIBKH
nepeciiaye nepcoHaxa (pucyHok 3.22), a it Moxke cTpuOaTH 3a HUM, PEKOMEH/1I0BaHO
MaTu B 1HBeHTapi pecypcu (pucyHoK 3.23), 110 AOTMOMOXYTh y 000 3 IEMOHIYHOIO

BEPCIEI0 TePOiHI.

Pucynok 3.23 — Ctan iHBeHTapIo nepesi 00eM 3 OCTaHHIM BOPOTOM IrpOBOi JOKaIlil
YerBepra 1 ocranHs Jjokamis rpu “Final Dawn” — Bexa. Menonis s

¢iHanbHOTO PIBHS — MOXMypa, MOHYMEHTajlbHAa Ta HampyxeHa. BoHa ojapasy
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BUKJIMKA€E BIIYYTTS, IIO TrpaBelb HAOMM3MBCS 1O KIHIS, aje HaWroJOBHIIIA
HeOe3neka — mnomnepenay. Ha mowarky piBHS TIpaBls 3YyCTpI4arOTh 3HaOMI 3
MonepeaHIX JIOKAI[I MepIli — CKeJeTH (pUCYHOK 3.24).

'7- =0/ 280

DAMAGE +10 (E5)

DAMAGE +5 (ES)

Pucynok 3.24 — butsa 31 ckeneraMu B OCTaHHIN JTOKaIlii
[TpoiimoBIM KOPUAOP 31 CKeJeTaMH, € MOKJIUBICTh BXOJy B camMy BEXY Ha
nepIvii piBeHp nepemkoa. Ha koskHOMYy piBHI mepemnikos € 2 KiMHaTh. Y Mepirii
KIMHAT1 MPOXOJSYM TOB3 3aJIi3HI JAHIIOTH TepOod aKTUBYE MACTKY, SKa 3aITyCKae
MariyHui 3apsan (pucyHok 3.25), 110 HAaHOCHTH IIKOJY TPaBIlf0. € MOXIHUBICTh il

MepeCTPUOHYTH.

Pucynok 3.25 — Mariunawuii 3apsij, o0 JIETUTh y HAMMPSIMKY TPABIIS
Hacrtynna nepenikona — kam’ siHUi rojieM (pUCYHOK 3.26), SIKHil Ma€ TOCTaTHIO
IIKOJy, aj€ BIH JyXe€ MOBUIbHUN 1 3 HUM HE Ma€ BUHHKATH MpOOJEM, IpoIloBa

Haropoja nepejdavyeHa y BUNaJKy IepeMOorH.
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Pucynok 3.26 — Bopor nepiioi JiHii nepemko/y
Hpyruii piBeHb TMEpemIKoa Maike IISHTUYHHMM [0 TMepuioro, €auHa
BIIMIHHICTh TOJISITA€ y TPUIIBUAINICHHI MaridyHOTO 3apsjy, Ta YeproBUH BOPOT —
Ghost Warrior (pucynok 3.27), skuii € OuIbIl HEOE3MEYHHM 3a IOMEPEIHBOTO.

baxxano matu GJIiKCI/IpI/I, ro Jar0Th IMMOCUJICHHA IIKOJAW HAIIIOMY I'paBIILO.

STRONGATTACK +2 (135)

Pucynoxk 3.27 — Ghost Warrior atakye rpaBisi Medom

Tperiii piBeHb NEPEMIKO] € OCTAaHHIM Yy JaHiil BEXi, Ta HEMAaE MPUXOBAHUX
nactok. Moro oco6nuBicTh y Hag3BHuaitHO cnpuTHIX Boporax — Yellow/Blue Soul
(pucynok 3.28, pucyHok 3.29). SIKIIO MPOTATOM TPU I'paBellb HE MPOKAUyBaB TUIKY
IIBUJIKOCTI, TO BTEKTH BiJ HHMX Oyle CKIaaHOW0 3agadero. Ilicias mepemoru Han
BOpOTaMHU — MOTPIOHO MITHATUCH HA OCTaHHIM MOBEPX BEXI Ta 3 J1aJOTOBOTO BiKHA

oTpuMaTH iH(popMailito, o 0akaHo BIABIAATH Mara3uH HEMOJATIK.
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Pucynoxk 3.29 — butsa 3 Yellow Soul

B maraswHi € MOXIHUBICTh NMPUI0ATH OCOOJHMBUN MPEIMET, SKHUH IOCHUITIOE
CWIy cTpuOKa HAaIoro reposi (3aHaJTO BHCOKA MEPEINIKOJa HE Ja€ MOXKIMBOCTI
pyXaTHUCh J1aji 1o piBHIO, TOMY MOTPIOHO OTPUMATH IIIO Pid 1 3acTocyBaTH). Jlaimi 3a
CIOXKETOM ime 3ycTpiu 3 komnanbiioHoMm Charlie, sxuii moBimomisie, 10 rpaBelb
3HAXOJUTHCS Y KPOIIi Bif (hiHATYy.

KopucryBau 6aunth mepes co0oro xepToBHE cBATHIHINE (prCyHOK 3.30), y
SKOMY Ma€ 3aJHUIIATHA 3700yTi TeMH, B PE3yJbTaTi aKTUBAIll BIIKPHETHCS TOPTA,
SKAW BeJe JI0 TMeKJa — A¢ 1 BiOyAeThes 3yCTpid 3 TOJOBHHUM aHTAroOHICTOM TPH.
®parMeHT OUTBU 3 OOCOM IMOYMHAETHCS 3 3YCTPiUl 3 OE3MIYYI0 CKEJIETIB, SIKHX

Oa)kaHO 3HHIUTH TEpe]l aKTHUBAIIE€I0 TOJOBHOTO Ooca — jemoHa (pucyHok 3.31),
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AKUN HE aTaKye rpaBls 3BUYaHUMM aTaKaMH, & MAa€ MOXJIMBICTh MyCKaTH MaridHi

TO ACTIVATE THE RORTAL, YOU

HUST HAVE % GEMS!

PRESS [v]

Pucynok 3.30 — [ToBigoMIIeHHS PO MOKJIMBICTh aKTUBYBATH MOPTal Ha KHONKY V

PesynpraT 0010 3 [€MOHOM BXKJIUBUW: Yy pa3l MEepeMOTH HaJ HUM
3IIMCHIOETRCS TiepeXia y (iHanbHy Jokaiio (pucyHok 3.32), ne npucytHiii Charlie,
PI3H1 )KUTEI1 HEB1IOMOT'O TIOCEJICHHS, sIKe OYJI0 BPATOBAHO BiJl IEMOHA Ta BiJIMOBITHO
3aBEPIIYEThCS Tpa y pasi 3aXxoay B OyAMHOK 1 aKTHUBAIlIl MaHENl 3aBEpIICHHS TPH

(pucyHnox 3.33).

Pucynok 3.31 — JlemoH 3amyckae MariyHui iIMITYJIbC Y HANIPSIMKY T€POiHi

Pucynok 3.32 — NPC y ¢dinanbHiii ciieHi
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Pucynok 3.33 — MeHto nepeMoru (BUXij] y TOJIOBHE MEHIO)

Bapro 3ragatu npo cireHapiid mopasku y OUTBI 3 JIEMOHOM: MPOTPAETHCS
HeBenuke Bifeo (pucyHku 3.34 — 3.36), y sskoMy BH3HAu€HO MailOyTHE CBITY, Ta B
caMOMYy KIiHIII IpaBelb ONUHAETHCSA Yy APYTiil 3aBepluaibHIN JOKalli, 0 € BIYHUM
cHOM. JleMOHM aTakylOTh rpaBlis AOMOKH HOro He Oyae BOUTO, a y pa3i BOUBCTBA —

naneib Game Over (pucyHok 3.37) i mepexi B rOJIOBHE MEHIO.

The outcome of the battle was unexpected.

Pucynok 3.34 — Ilepmuii kaap Bifeo

Evil has taken over the world.

Pucynok 3.35 — JIpyruii kaap Bijeo
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The demon and his servants will establish a new world order.

Pucynok 3.36 — Tperiii kaap Bifeo

Pucynok 3.37 — Menro Game Over

3.3. TectyBaHHSI po00OTH TAa AeMOHCTpAallisi pe3yJbTaTiB

Y naHomy miapo3aili HABOASTHCSA PE3yJbTAaTH MPOBEICHOTO0 KOMILICKCHOTO
TECTYBaHHS KJIIOYOBHX (PYHKIIIH y BCIX IFPOBHX CIIEHAX, JI€ PEaNi30BAaHO aKTHUBHY
B3aemMomito kopuctyBada [23]. Tabmuig 3.3 MICTHTh ONHMC TECTOBHX CIICHApiiB,

BXIJIHI YMOBH, O4IKYBaHY MOBEIIHKY CHCTEMH Ta (PaKTUIHUI pe3yabTarT.

Tabmus 3.3
PesynbraTi GyHKIIIOHATFHOTO TECTYBAHHS TPU
Cuena TecTroBuii Bxigni OuikyBanuii Hasiuuii
cueHapii napaMeTpHu pe3yJabTar pe3yabtat /
Hedexr
MainMenu Biakputrs Hatuckaers | AkTuBaIlis [Tpamtoe
rmaHeni CsS KHOIIKA | MaHEeNI, CTaOLIBHO.

Options 3aKPUTTS Koudmikrin
Apk.
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Options uepe3 HOTIEPETHBOT MK
KHOTIKY MaHel NepeMUKaHH
SIM TIaHEJIEU
HEMae.
MainMenu Bubip 3minoemo | Po3ginbHa [Iparttroe
PO3ILIBHOT 3HAYEHHS 3 | 3IaTHICTh CTaOUTBHO
3JaTHOCTI 1920 x 3MIHIOETHCH,
yepes 1080 Ha €JIEMEHTH
DropDown 1280 x 720 | Canvas ne
i1yTh
MainMenu [Tepexin no Hartuckaets | 3aBantaxyersc | [Ipartoe
rpu yepe3 Csl KHOTIKA | 5 CLIeHa CTaOUIbHO
kHorky “New | New Game | Levell Forest 3
Game” 3alaHUMU
XapaKTePUCTUK
amu HUD
Levell_Forest OHOBNEHHSA Otpumanns | Jlunamiune OHOBIIOETH
HUD npwu nii | ko Bim | OHOBJICHHS csl
Bush kinpkocti HP CTaOLIBHO
Monster,
OHOBJICHHS
HP
Levell Forest Hpomrema3 | Ilepemora | AHimarlris [parrroe
BOUTOTO HaJl CMEpTI TojieMa, | CTaOLTBHO
BOpoOra TOJIEMOM, JIPOTI TIpeIMEeTa
nigoupaemMo
npeaMeT
Levell Forest AxTHBarisa [Tinxomumo | ITpu [parrroe
YEeKIIOIHTa JI0 CTaTyi HAOJIMOKEHHI 10 | cTaOLIBHO
Ta cTaryi
aKTUBYEMO | aKTHBAIliS
iajior 1aJIOrOBOT
maHei
Level2 Cave AxTuBars [Minxomumo | Kaxxan Ipartoe
Ka’kaHa 710 Ka)kKaHa, | IePEeXOHTh 31 cTabLIBLHO
BiH JleTuTh | cTany ldle >
HaC Fly > Attack
aTaKyBaTH
Apr.
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Level2_Cave AKTHBaIis AktuByemo | I'paBers Mae [Tpanroe
6ady MarasuH, 0ad y Burisiai | ctabuIbHO
movespeed/att | kyruisemo | movespeed/atta
ack oad, ck

BIJIKDUBAEM
0 1HBEHTap
1 TECTYEMO

Level2_Cave [TosiBa BouBaemo | [Iporpaerbcs CralinbHO
noprany 1 Ooca 1 aHiMaris MPALIOE.
JPOII reMa OUIKY€EMO CMEPTI,

IIiCJIsI CMEPTiI | Ha CTIaBH 3’ SIBJISIETHCS
6oca nopraigai | rem Ta
rema TCHEPYETHCS
nopTan

Level3_DarkFore | AxtuBartis ['paBenb [Tpu [Tparroe

st cKeJieTa 3aX0JUTh Y | HAOJMMIKEHHI1 10 | CTaOUIBHO

30HY CKenera
Tpirepa i 3MIHIOETHCS
aKTHBYE cran ldle >
Attack y Walk > Attack
CKeJeTa

Level3_DarkFore | ITepeBipka AxtuBamis | 3aBaHtaxeHHs | [Ipairioe

st poboTH ceiB | maHeni cioty save 1, cTabUIBHO,
CHUCTEMH naysu, 306epexkeHo yci | 6e3

30epertyd B | J1aHi 1 CTaH KOH(ITIKTIB
cior 1 IMOTOYHOI CLIEHU

Leveld DarkFore | AxruBaris [Tigxonumo | 3Byk Ta [parrtoe

st nopraia yepe3 | A0 aKTUBAIIIS CTaOUIBHO 1
nepenagy KEPTOBHOI | OpTamy, aKTUBYETHCS
reMiB CBATHHI Ta | MOXKJIUBICTb 32 YMOBHU

HOXUMAEMO | TIEPEXOIY 10 HAsSIBHOCTI
V (B dbaiT-crieHn yCiX TemiB
IHBEHTap1

Maemo 4

rema)

Leveld DarkPara | Pesymbrar VY pasi ['epoit BMupae | [lepexonu

dise OuTBH 3 60COM | CMepTi — — #ioro MPAIOIOTh

3aBAHTAXEH | IEPEHOCUTH B CTaOUIbHO,
Hsl LoseScene,
Apr.
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LoseScene / | repoit BOMBae | Jiorika
VY pasi JeMOHa — Horo | poboua
MIEPEMOTH - | IEPCHOCUTD Y
WinScene | WinScene
LoseScene 3aBantaxxeHHs | [lepemarae | [lepexin Ha [pairtoe
BiJI€O MO CIIEHY CTaOUTBHO
OCTaHHBOT'O | ABBTOMATUIHO
6oca abo porpae BiJieo
MIOMHUPAEMO | BIJIMOBIJTHO
BIJI HEOT'O PO3ILTBHOT
3JIaTHOCTI
WinScene AKTHUBAIIIS 3axoaumo B | Menomis [Tpauroe
TaHel OynuHOK 1 | (OrJIecku) Ta CTa0LIbHO
3aBEpIICHHS CTa€EMO B BHBEJICHHS
rpu TpUrep- naHenl
30HY

BucHOBKY 10 TPETHOr0 Po3aiiay

VY nmanomy pos3niiai OyJio HaBeJEHO IMepesik MIHIMAIBHUX Ta PEKOMEHIOBAaHUX

BUMOT JI0 CHCTEMH IS cTabinmbHOro 3anycky rpu “Final Dawn”, a Takox OmMcaHo
CepelloBHUIIlE PO3POOKH Ta YMOBHM eKcIUTyaTarii. ['py CTBOpeHO 3 ypaxyBaHHSIM
KpoctiaThOpMEHOCTI Ta aJanTallii 70 MHUPOKOTOo CIIEKTpa 00JiaJHAHHSI, BKIIOUYAI0IH
MAaIMHHU 13 CEPEIHIM PIBHEM MPOTYKTUBHOCTI.

[IpoBeneHo BizyalbHUH aHal3 iHTepdehcy KOpHCTyBada Ha OCHOBI IMOKa3y
CKPIHIIOTIB 3 pi3HUX ciieH Tpu. Onrcano ocHOBHI Ul-KoMImOHEHTH (TOJIOBHE MEHIO,
HanamryBanHs, HUD). TIpogeMoHCTpOBaHO 3pYYHICTH JOCTYIY 10 (pyHKIiOHATY
rpu. [IpoBeieHo aHali3 My3UYHOTO CYNPOBiTY TPH.

[IpoBeneHO KOMIUIEKCHE TECTyBaHHS KOKHOI CIIEHH TPH HUISIXOM MOOYI0BU
Tabymii creHapiiB. Po3risg KOKHOTO Keicy BKIIFOYAB BXINHI JlaHi, OYiKyBaHWH
pesynbrar Ta (dakTuuHuid. BusBneni mnpobimemu Oymo ycyHeHo. OI1iHEHO
CTaOUTbHICTh (DYHKITIOHYBAHHS TPH HAa PI3HMUX €Tarax, TaKOXK 3a3HaueHa KOPEKTHa

poboTa MexaHIKu 30epekeHHs, 0010, 0adiB, M1aJIOTIB Ta MEPEXOAIB MK CIICHAMH,

CJIICMCHTaMH MCHIO.

Apx.

KH.KP.b — 122 — 25 - 113

3mmn.

66

Apx. Ne doxym. Iionuc | Jama




BUCHOBKH

VY pe3ynabTaTi BHUKOHAHHS KBaliikaliiHOi podoTH Oylno peani30BaHO
NOBHOPYHKIIOHANBHUI mpoToTUn 2D-Tpu kaHpy action-adventure 3 eneMeHTaMu
dark fantasy ming wasBoro Final Dawn. I'pa nmoemnye nociimkeHHs piBHIB, Oiif i3
BOporamu, B3aeMoJlit0 3 HeirpoBumu nepcoHaxamu (NPC), a Takoxx MOCTYIOBHIA
PO3BUTOK Teposi. Po3pobieHuit mpoayKT AEMOHCTPYE HUTICHICTh ITPOBOrO MPOLIECY
Ta (DYHKI[IOHATBHICTH OCHOBHUX MEXaHIK, IO BIAMOBIA€ TOCTABICHUM IIUIAM
poboTHu.

Ha ocHoBi anamizy cydacHuUX MIAXOMIB A0 CcTBOopeHHs 2D-irop Oyio
oOrpynroBano BuOip pymrist Unity siKk OCHOBHOI'O IHCTPYMEHTY po3poOku. Bubip
MOBH mporpamyBaHHs C# Ta MOJYJbHOI apXiTEKTYpH JI03BOJIUB €(HEKTHBHO
OpraHi3yBaTH  BHYTDIIIHIO  CTPYKTYpy TPOEKTY W  3a0e3MEUUTH  HOro
MacITaboBaHICTh. Y paMKax poOOTH OyJ0 CTBOPEHO KOHIICTIIIIO TPH, PO3POOIIEHO
KOHIENT-T0KYMEHT, C(HOPMOBAHO peCypcHy ©0a3y Ta peaji30BaHO KIHOYOBIi
KOMITOHEHTH MTPOrpaMHOro 3a0e3MeueHHs, 30KpeMa MOyl KepyBaHHS EPCOHAXKEM,
1HBEHTap, cucreMmy 30epexkeHHs, marasud, HUD, GoiioBy cucremy Ta IiaJIorOBY
B3aemoxiro 3 NPC.

OcoOnmBy yBary MNpHAUICHO TPOCKTYBAaHHIO IPOTPAMHOI apXiTEKTYpH.
[ToObynoBano UML-giarpamMu, siKi UIFOCTPYIOTh B3a€MO3B’S3KM MK OCHOBHUMH
KOMIIOHCHTaMHU TpHU. 3aBIAKW TOCTANHIM peamizamii Ta MOJYJIBHOMY MIAXOIy
BJIAJIOCSI JIOCSTTH BHCOKOT'O PIBHS HAQMIMHOCTI Ta CTAOLILHOCTI (PYHKITIOHYBAHHSI.
I'padiune opopmneHns iHTEpPECy KOPUCTYBaYA Ta ITPOBUX CIIEH OYJI0 BUKOHAHO Y
BIJIMOBITHOCTI JIO 3arajIbHOTO CTHIIIO TPH.

[Ticns 3aBepiieHHS pPO3pOOKK OyJIO0 MPOBEACHO KOMIUIEKCHE TECTYyBaHHS
peamizoBaHoro (YHKIIIOHAy B YCIX 3aIifHHX CIeHaX. bymo mepeBipeHo Taki
CIIeHapii, IK pyX TpaBIls, aTaka, OTPUMAaHHS K01, 30UpaHHs pecypciB, 30€peKeHHS
Mporpecy, BUKOPHUCTAHHS TIPEAMETIB, IiepeMora Haj ¢iHaTbHEM OocoM Ta
3aBeplICHHsI Tpu. Pe3ynpTaT TeCTyBaHHS MIATBEPAWIM MPaBUIBHICTH peaiizailii

I'pOBOI JIOT1KK Ta BIAMOBIAHICT OYIKYBaH1i MOBEIIHI[I CUCTEMHU.
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TakuMm 4MHOM, TIOCTaBJeHAa MeTa KBamidikaiiiHoi poOoTH Oyja MOBHICTIO
nocsirHyTa. Po3poOsieHnid mporpaMHUi HPOAYKT Ma€ MPAKTUYHY IIHHICTh SIK
NpUKJIaJ MOBHOLIIHHOTO IrpOBOrO 3aCTOCYHKY 3 IHTErpoBaHMMHU 0a30BUMU
MexaHikamu. [lepcneKkTHBM MOJANbIIOrO BAOCKOHAJEHHS MPOEKTY BKIHOYAIOTh

PO3MIMPEHHS FeHMIUICHHIUX MOXKIMBOCTEH Ta rpadpiuHy ONTHMI3allilo.
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PlayerMovement.cs

using UnityEngine;
public class PlayerMovement : MonoBehaviour

{

private float jumpForce => PlayerStats.Instance != null ? PlayerStats. Instance.GetJumpForce() : 20f;

public Transform groundCheck;
public float groundCheckRadius = 0.1f;
public LayerMask groundLayer;

private Rigidbody2D rb;
private Animator anim;
private PlayerHealth health;

private float horizontalInput;
private bool isGrounded;
private bool facingRight = true;

private void Start()

{
rb = GetComponent<Rigidbody2D>();
anim = GetComponentInChildren<Animator>();
health = GetComponent<PlayerHealth>();

}

private void Update()
if ((health !=null) || 'health.IsDead)

horizontalInput = Input. GetAxisRaw(""Horizontal");
anim.SetFloat(""Speed", Mathf.Abs(horizontalInput));

if (horizontallnput < Of && facingRight)

Flip();
else if (horizontallnput > Of && !facingRight)

Flip();

isGrounded = Physics2D.OverlapCircle(groundCheck.position, groundCheckRadius, groundLayer);
anim.SetBool("isJumping", lisGrounded);

if (Input.GetButtonDown("Jump") && isGrounded)

rb.velocity = new Vector2(rb.velocity.x, jumpForce);

}
¥
¥

private void FixedUpdate()
if (!(health '=null) || 'health.lsDead)

float totalSpeed = PlayerStats. Instance.BaseMoveSpeed + PlayerStats.Instance.MoveSpeedBonus;
rb.velocity = new Vector2(horizontallnput * totalSpeed, rb.velocity.y);

}
}
private void Flip()
{
Apx.
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}

facingRight = !facingRight;

Vector3 localScale = transform.localScale;
localScale.x *= -1f;

transform.localScale = localScale;

}

private void OnDrawGizmos()

if (groundCheck != null)
{

Gizmos.color = Color.red;
Gizmos.DrawWireSphere(groundCheck.position, groundCheckRadius);

¥
¥

PlayerHealth.cs

using UnityEngine;

using UnityEngine.Ul;
using System.Collections;
using UnityEngine.Events;

public class PlayerHealth : MonoBehaviour

{

[Header("Sprites™)]
public Sprite iconSprite;
public Sprite coinSprite;

[Header("HUD™)]
public Slider healthSlider;
public Slider xpSlider;

private Animator anim;
private Rigidbody2D rb;

public bool IsDead { get; private set; }

private HUDController hud;

private void Awake()

{ anim = GetComponentInChildren<Animator>();

rb = GetComponent<Rigidbody2D>();

hud = FindObjectOfType<HUDController>();
if (hud '= null)

hud.SetPlayer(this);
healthSlider = hud.healthSlider;

xpSlider = hud.xpSlider;
}

UpdateHUD();

}

public void TakeDamage(float damage, bool fromFinalBoss = false)
if ('lsDead && PlayerStats.Instance !=null)

PlayerStats.Instance.CurrentHealth -= damage;
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PlayerStats.Instance.CurrentHealth = Mathf.Clamp(PlayerStats.Instance.CurrentHealth, Of,
PlayerStats.Instance.MaxHealth);

UpdateHUD();
anim.SetTrigger("hurt");

if (PlayerStats.Instance.CurrentHealth <= 0f)

{
Die();

GameOverHandler handler = FindObjectOfType<GameOverHandler>();
if (handler '=null)

handler killedByFinalBoss = fromFinalBoss;
handler.ShowGameOver();
}
}
}
}

public void Heal(float amount)

{
if (1lsDead && PlayerStats.Instance != null)

{

PlayerStats.Instance.CurrentHealth += amount;

PlayerStats.Instance.CurrentHealth = Mathf.Clamp(PlayerStats.Instance.CurrentHealth, Of,
PlayerStats. Instance.MaxHealth);

UpdateHUD();

}

public void AddXP(float xp)
{

if (PlayerStats.Instance == null) return;
PlayerStats.Instance.CurrentXP += xp;

while (PlayerStats.Instance.CurrentXP >= PlayerStats.Instance. XpToNextLevel)

{

PlayerStats.Instance.CurrentXP -= PlayerStats.Instance. XpToNextLevel;
PlayerStats. Instance. XpToNextLevel += 50f;
PlayerStats.Instance.Level++;

if (hud !=null)
StartCoroutine(ShowLevelUpPanel AfterDelay(1.5f));
}

UpdateHUD();
}

private IEnumerator ShowLevelUpPanel AfterDelay(float delay)
{
yield return new WaitForSecondsRealtime(delay);
hud.ShowLevelUpPanel();

}

public void AddMoney(int amount)

if (PlayerStats.Instance == null) return;
PlayerStats.Instance.Money += amount;
UpdateHUD();
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private void UpdateHUD()

if (hud !=null)
hud.UpdateHUD();
}

private void Die()

{

IsDead = true;

anim.SetTrigger("die™);

rb.velocity = Vector2.zero;

rb.bodyType = RigidbodyType2D.Static;

MonoBehaviour[] components = GetComponents<MonoBehaviour>();
foreach (MonoBehaviour monoBehaviour in components)

if (monoBehaviour != this)
monoBehaviour.enabled = false;

PlayerAttack.cs

using UnityEngine;
public class PlayerAttack : MonoBehaviour

{
[Header("Attack Settings'™)]

public Transform attackPoint;
public float attackRange = 0.4f;
public float strongAttackRange = 0.8f;

public LayerMask enemyLayer;

public float attackCooldown = 0.8f;
public float strongAttackCooldown = 1.5f;

private float nextAttackTime;
private float nextStrongAttackTime;

private Animator anim;
private PlayerHealth health;

private void Start()
{

anim = GetComponentInChildren<Animator>();
health = GetComponent<PlayerHealth>();

}

private void Update()
if (!(health '=null) || 'health.l1sDead)
{

if (Input. GetKeyDown(KeyCode.F) && Time.time >= nextAttackTime)

{
Attack();

nextAttackTime = Time.time + attackCooldown;

}

if (Input.GetKeyDown(KeyCode.G) && Time.time >= nextStrongAttackTime)

{
StrongAttack();

nextStrongAttackTime = Time.time + strongAttackCooldown;
}
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}

¥
¥

private void Attack()
{
if (anim !=null)
anim.SetTrigger("Attack");

float finalDamage = PlayerStats.Instance.BaseDamage + PlayerStats.Instance.DamageBonus;
DealDamage(attackPoint.position, attackRange, finalDamage);

}

private void StrongAttack()
{
if (anim = null)
anim.SetTrigger("StrongAttack™);

float baseDamage = PlayerStats.Instance.BaseDamage + PlayerStats.Instance. DamageBonus;
float strong = baseDamage * PlayerStats.Instance.StrongAttackMultiplier;

DealDamage(attackPoint.position, strongAttackRange, strong);

}

private void DealDamage(Vector3 position, float range, float dmg)
{
Collider2D[] array = Physics2D.OverlapCircleAll(position, range, enemyLayer);
foreach (Collider2D collider2D in array)
{
EnemyHealth eh = collider2D.GetComponentinParent<EnemyHealth>();
if (eh '=null && !eh.IsDead)

eh.TakeDamage(dmg);
continue;

}

BossHealth bh = collider2D.GetComponentinParent<BossHealth>();
if (bh != null && !bh.IsDead)

bh.TakeDamage(dmg);
}
}
}

private void OnDrawGizmosSelected()

if (attackPoint != null)

{
Gizmos.color = Color.red;
Gizmos.DrawWireSphere(attackPoint.position, attackRange);
Gizmos.color = Color.yellow;
Gizmos.DrawWireSphere(attackPoint.position, strongAttackRange);

}

}

PlayerStats.cs

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

public class PlayerStats : MonoBehaviour

{

public static PlayerStats Instance;
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[Header("Health™)]

public float MaxHealth = 150f;

public float CurrentHealth = 150f;

private float permanentMaxHealthBonus = Of;

[Header("Experience™)]

public float CurrentXP = 0Of;

public float XpToNextLevel = 100f;
public int Level = 1;

[Header("Money™)]
public int Money = 0;

[Header("Damage™)]

public float BaseDamage = 10f;

public float DamageBonus = Of;

private float permanentDamageBonus = Of;
private float tempDamageBonus = 0f;

[Header("Speed™)]

public float BaseMoveSpeed = 5f;

public float MoveSpeedBonus = 0f;

private float permanentMoveSpeedBonus = 0f;
private float tempSpeedBonus = Of;

[Header("Strong Attack™")]

public float StrongAttackMultiplier = 1.5f;
private float permanentStrongAttackBonus = Of;
private float tempStrongAttackBonus = 0f;

[Header("Jump™)]

public float BaseJumpForce = 20f;
public float JumpBonus = 0f;
private float tempJumpBonus = Of;

public float GetJumpForce() => BaseJumpForce + JumpBonus;

[System.Serializable]
public class ActiveBuff
{
public BuffType type;
public float value;
public float duration;
public float timeRemaining;

public ActiveBuff(BuffType type, float value, float duration)

{
this.type = type;
this.value = value;
this.duration = duration;
this.timeRemaining = duration;
}
}

public enum BuffType { Damage, MoveSpeed, StrongAttack, JumpBoost }

public List<ActiveBuff> activeBuffs = new List<ActiveBuff>();
private Dictionary<ActiveBuff, Coroutine> activeCoroutines = new();

private void Awake()

if (Instance != null && Instance != this)

3mmn.

Apx. Ne doxym. Iionuc | Jama

Apx.

KH.KP.b — 122 — 25 - 113

78




{
Destroy(gameObject);
return;

}

Instance = this;
DontDestroyOnLoad(gameObject);
}

public Coroutine ApplyBuffCoroutine(ActiveBuff buff)

{
Coroutine coroutine = StartCoroutine(BuffCoroutine(buff));
activeCoroutines[buff] = coroutine;
return coroutine;

}

private IEnumerator BuffCoroutine(ActiveBuff buff)
ApplyBuff(buff, true);

while (buff.timeRemaining > Of)

{
yield return new WaitForSeconds(1f);
buff.timeRemaining -= 1f;

}

ApplyBuff(buff, false);
activeBuffs.Remove(buff);
activeCoroutines.Remove(buff);

}

private void ApplyBuff(ActiveBuff buff, bool apply)
{

float value = apply ? buff.value : -buff.value;
switch (buff.type)
{

case BuffType.Damage:
tempDamageBonus += value;
DamageBonus = permanentDamageBonus + tempDamageBonus;
break;

case BuffType.MoveSpeed:
tempSpeedBonus += value;
MoveSpeedBonus = permanentMoveSpeedBonus + tempSpeedBonus;
break;

case BuffType.StrongAttack:
tempStrongAttackBonus += value;
StrongAttackMultiplier = 1.5f + permanentStrongAttackBonus + tempStrongAttackBonus;
break;

case BuffType.JumpBoost:
tempJumpBonus += value;
JumpBonus = tempJumpBonus;
break;

¥
¥

public void ApplyPermanentDamageBonus(float amount)

permanentDamageBonus += amount;
DamageBonus = permanentDamageBonus + tempDamageBonus;
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}

public void ApplyPermanentSpeedBonus(float amount)
{
permanentMoveSpeedBonus += amount;
MoveSpeedBonus = permanentMoveSpeedBonus + tempSpeedBonus;

}

public void ApplyPermanentStrongAttackBonus(float amount)
{
permanentStrongAttackBonus += amount;
StrongAttackMultiplier = 1.5f + permanentStrongAttackBonus + tempStrongAttackBonus;

}

public void ApplyPermanentHealthBonus(float amount)
{
permanentMaxHealthBonus += amount;
MaxHealth = 150f + permanentMaxHealthBonus;
CurrentHealth += amount;

}

public void LoadPlayer(SaveData data)
{
CurrentHealth = data.playerHP;
CurrentXP = data.playerXP;
Level = data.playerLevel,
Money = data.money;

DamageBonus = permanentDamageBonus;

MoveSpeedBonus = permanentMoveSpeedBonus;
StrongAttackMultiplier = 1.5f + permanentStrongAttackBonus;
MaxHealth = 150f + permanentMaxHealthBonus;

// CKuaeMo TUMYacOBi 3HAYCHHS
tempDamageBonus = 0f;
tempSpeedBonus = Of;
tempStrongAttackBonus = 0f;
tempJumpBonus = Of;
JumpBonus = 0f;

foreach (var coroutine in activeCoroutines.Values)
StopCoroutine(coroutine);

activeBuffs.Clear();
activeCoroutines.Clear();

if (data.buffStates != null)
foreach (var buffData in data.buffStates)

var buff = new ActiveBuff(buffData.type, buffData.value, buffData.duration);
buff.timeRemaining = buffData.timeRemaining;

activeBuffs. Add(buff);

ApplyBuffCoroutine(buff);

¥
¥

public void ResetStats()

{
tempDamageBonus = 0Of;
tempSpeedBonus = 0f;
tempStrongAttackBonus = 0f;
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tempJumpBonus = Of;
JumpBonus = 0f;

MaxHealth = 150f + permanentMaxHealthBonus;
CurrentHealth = MaxHealth;

CurrentXP = 0f;

XpToNextLevel = 100f;

Level = 1;

Money = 0;

DamageBonus = permanentDamageBonus;
MoveSpeedBonus = permanentMoveSpeedBonus;
StrongAttackMultiplier = 1.5f + permanentStrongAttackBonus;

foreach (var coroutine in activeCoroutines.Values)
StopCoroutine(coroutine);

activeBuffs.Clear();
activeCoroutines.Clear();

InventoryManager.Instance?.ClearInventory();

¥
¥

HUDController.cs

using UnityEngine;

using UnityEngine.Ul;

using TMPro;

using System.Collections;

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

public class HUDController : MonoBehaviour
{

[Header("Sliders™)]

public Slider healthSlider;

public Slider xpSlider;

[Header("Text Fields™)]
public TMP_Text moneyText;
public TMP_Text hpText;
public TMP_Text xpText;
public TMP_Text levelText;

[Header("Images™)]
public Image playerlcon;
public Image coinlcon;

[Header("Level Up™)]
public LevelUpPanel levelUpPanel;

[Header("Stat Texts")]

public TMP_Text attackText;
public TMP_Text speedText;
public TMP_Text multiplierText;

[Header("Buff Display™)]
public Transform buffTextParent;
public GameObject buffTextPrefab;

private Dictionary<PlayerStats.ActiveBuff, TMP_Text> activeBuffLabels = new
Dictionary<PlayerStats.ActiveBuff, TMP_Text>();
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private void OnEnable()

{

SceneManager.scenel.oaded += OnScenelLoaded;
}
private void OnDisable()
{

SceneManager.scenel.oaded -= OnSceneloaded;
}

private void Start()

RestoreBuffsFromPlayerStats();
}

private void OnScenelLoaded(Scene scene, LoadSceneMode mode)

RestoreBuffsFromPlayerStats();
}

private void Update()

{
UpdateHUD();

public void SetPlayer(PlayerHealth playerRef)
if (playerRef == null) return;

if (playerlcon = null && playerRef.iconSprite != null)
playerlcon.sprite = playerRef.iconSprite;

if (coinlcon !=null && playerRef.coinSprite != null)
coinlcon.sprite = playerRef.coinSprite;

UpdateHUD();

public void TrackBuff(PlayerStats.ActiveBuff buff)

if (buffTextPrefab == null || buffTextParent == null || activeBuffLabels.ContainsKey(buff))
return;

GameObiject go = Instantiate(buffTextPrefab, buffTextParent);
TMP_Text txt = go.GetComponent<TMP_Text>();
if (txt '=null)

activeBuffLabels[buff] = txt;
StartCoroutine(UpdateBuffLabel (buff, txt));

¥
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private IEnumerator UpdateBuffLabel (PlayerStats.ActiveBuff buff, TMP_Text txt)
while (buff.timeRemaining > 0f)

txt.text = $"{buff.type} +{buff.value} ({buff.timeRemaining:F0}s)";
yield return new WaitForSeconds(1f);

}

Destroy(txt.gameObject);
activeBuffLabels.Remove(buff);

¥
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public void RestoreBuffsFromPlayerStats()
{

var stats = PlayerStats.Instance;
if (stats == null || buffTextPrefab == null || buffTextParent == null) return;

// Oumniaemo Bci nonepeani 6ad-HaammcH
foreach (var label in activeBuffLabels.Values)

if (label != null)
Destroy(label.gameObject);

}
activeBuffLabels.Clear();

// CTBOpIOEMO HOBI
foreach (var buff in stats.activeBuffs)

TrackBuff(buff);

¥
¥

public void UpdateHUD()
{

var stats = PlayerStats.Instance;
if (stats == null) return;

if (healthSlider = null)
healthSlider.value = stats.CurrentHealth / stats.MaxHealth;

if (xpSlider !=null)
xpSlider.value = stats.CurrentXP / stats. XpToNextLevel;

if (hpText '=null)
hpText.text = Mathf.RoundTolnt(stats.CurrentHealth) + " / " + Mathf.RoundTolnt(stats. MaxHealth);

if (xpText '=null)
xpText.text = Mathf.RoundTolnt(stats.CurrentXP) + " / " + Mathf.RoundTolnt(stats. XpToNextLevel);

if (moneyText !=null)
moneyText.text = stats.Money. ToString();

if (levelText I=null)
level Text.text = "LVL: " + stats.Level;

if (attackText !=null)

float atk = stats.BaseDamage + stats.DamageBonus;
attackText.text = atk. ToString("F1");

}

if (speedText !=null)

float spd = stats.BaseMoveSpeed + stats.MoveSpeedBonus;
speedText.text = spd.ToString("F1");

}

if (multiplierText !'= null)

multiplierText.text = "Xx" + stats.StrongAttackMultiplier. ToString("F1");

¥
¥

public void ShowL evelUpPanel()
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}

if (levelUpPanel != null)

levelUpPanel.Show();

¥
¥
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Enemy.cs

using System.Collections;
using UnityEngine;

public class Enemy : MonoBehaviour
{
[Header(""Attack Settings™)]
public Transform attackPoint;
public Transform spriteTransform;

[Header("Block Detection™)]
public Transform bodyBlockPoint; // Touka nepen Tiiom Bopora
public float blockRange = 0.4f; // paxiyc mist qeTeKIiii rpaBIis

public float moveSpeed = 2f;
public float attackRange = 0.5f;
public LayerMask playerLayer;
public float damage = 20f;

public float attackCooldown = 1f;

private float nextAttackTime;
private bool isAttacking;

private EnemyHealth health;
private Rigidbody2D rb;
private Animator anim;

private void Start()

health = GetComponent<EnemyHealth>();
rb = GetComponent<Rigidbody2D>();
anim = GetComponentInChildren<Animator>();

}

private void Update()
if (health '= null && !health.IsDead)

DetectAndAttack();

¥
¥

private void DetectAndAttack()
{
if (Physics2D.OverlapCircle(attackPoint.position, attackRange, playerLayer) != null &&
Time.time >= nextAttackTime && lisAttacking)

nextAttackTime = Time.time + attackCooldown;
StartCoroutine(Attack());

¥
¥

private IEnumerator Attack()

{
isAttacking = true;
rb.velocity = Vector2.zero;
if (@anim != null)
{

Jonartok b
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anim.SetBool("isWalking", false);
anim.SetTrigger(“attack™);

}

yield return new WaitForSeconds(attackCooldown);
isAttacking = false;

¥

public void DealDamage()
if (health = null && health.IsDead) return;

Collider2D hit = Physics2D.OverlapCircle(attackPoint.position, attackRange, playerLayer);
if (hit = null)

PlayerHealth player = hit. GetComponent<PlayerHealth>();
if (player !=null)
{

player. TakeDamage(damage);

¥
¥
¥

public void SetVelocity(Vector2 vel)

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

Vector2 targetPos = rb.position + vel * Time.fixedDeltaTime;
rb.MovePosition(targetPos);

}

public void SetlsWalking(bool iswalking)
{

if (anim == null)
anim = GetComponentInChildren<Animator>();

anim.SetBool("isWalking", iswalking);
}

public void CallFlip()
{

if (spriteTransform != null)

Vector3 scale = spriteTransform.localScale;
scale.x *= -1f;
spriteTransform.localScale = scale;

¥
¥

public bool GetFacingRight()
{

return spriteTransform != null && spriteTransform.localScale.x > Of;

}

public bool IsPlayerinFront()

{
return Physics2D.OverlapCircle(bodyBlockPoint.position, blockRange, playerLayer);

}

private void OnDrawGizmosSelected()

if (attackPoint != null)

{
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Gizmos.color = Color.red;
Gizmos.DrawWireSphere(attackPoint.position, attackRange);

¥

if (bodyBlockPoint 1= null)
{
Gizmaos.color = Color.cyan;
Gizmos.DrawWireSphere(bodyBlockPoint.position, blockRange);
}
}
}

EnemyHealth.cs

using System.Collections;
using UnityEngine;
using UnityEngine.Events;

public class EnemyHealth : MonoBehaviour

{
public float maxHealth = 100f;

private float currentHealth;

private Animator anim;
private Rigidbody2D rb;
private Collider2D col;

[Header("dianor micist cmepti")]
public string[] deathDialogueL.ines;

public MonoBehaviour movementScript;

[Header("IToptaux micist cmepTi")]
public GameObject portalPrefab;
public Transform portalSpawnPoint;

[Header("dpom micns cmepri")]
public GameObject gemPrefab;

public bool IsDead { get; private set; }
public UnityEvent onDeath = new UnityEvent();

private void Awake()
{
currentHealth = maxHealth;
anim = GetComponentInChildren<Animator>();
rb = GetComponent<Rigidbody2D>();
col = GetComponent<Collider2D>();

// TlepeBipka 9 BOpOT BXe OYB MEPTBHIA

var idComponent = GetComponent<SceneObjectID>();

if (idComponent != null && SceneStateTracker.Instance != null &&
SceneStateTracker.Instance.IsObjectDisabled(idComponent.uniquel D))

HandleAlreadyDead();

}
}
private void HandleAlreadyDead()
{

IsDead = true;

if (anim != null)

KH.KP.b — 122 — 25 - 113

3mmn.

Apx. Ne doxym. Iionuc | Jama

Apx.

87




{

anim.ResetTrigger(“hurt™);
anim.SetTrigger("die");

}

if (rb !=null)
{

rb.velocity = Vector2.zero;
rb.bodyType = RigidbodyType2D.Kinematic;
rb.simulated = false;

}

if (col I=null)
col.enabled = false;

if (movementScript != null)
movementScript.enabled = false;

MonoBehaviour[] scripts = GetComponents<MonoBehaviour>();
foreach (var script in scripts)

{
if (script != this && script.enabled)

script.enabled = false;
}
Destroy(gameObject, 0.5f); / ounmennst 6e3 npomna

public void TakeDamage(float damage)
if (IsDead) return;

currentHealth -= damage;
if (currentHealth < 0f) currentHealth = Of;

if (currentHealth > Of && anim !=null)
anim.SetTrigger("hurt");

if (currentHealth <= 0f)

{
IsDead = true;
onDeath.Invoke();
Die();
}
}
public void ForceDie()
if (1IsDead)
IsDead = true;
Die();
}

}
public void Die()

if (rb 1= null)
rb.velocity = Vector2.zero;

if (col I=null)
col.enabled = false;
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if (anim = null)

{

anim.ResetTrigger(“hurt™);
anim.SetTrigger("die");

}

Enemy component = GetComponent<Enemy>();
if (component !=null)
component.enabled = false;

var idComponent = GetComponent<SceneObjectID>();
if (idComponent !'=null && SceneStateTracker.Instance != null)

SceneStateTracker.Instance.MarkObjectAsDisabled(idComponent.uniquel D);
}

StartCoroutine(DieAnimationRoutine());

}

private IEnumerator DieAnimationRoutine()

{

yield return null;

if (rb I=null)
{

rb.velocity = Vector2.zero;
rb.bodyType = RigidbodyType2D.Kinematic;

if (movementScript != null)
movementScript.enabled = false;

yield return new WaitForSeconds(1f);
if (gemPrefab = null)

GameObject gem = Instantiate(gemPrefab, transform.position, Quaternion.identity);
var gemld = gem.GetComponent<SceneObjectID>();
if (gemld !'=null)
gemld.uniquelD = "gem_from_" + gameObject.name + "_" + transform.position. ToString("F2");
}

if (portalPrefab != null)
{

Vector3 position = (portalSpawnPoint != null) ? portalSpawnPoint.position : transform.position;
GameObiject portal = Instantiate(portalPrefab, position, Quaternion.identity);

var portallD = portal.GetComponent<SceneObjectID>();
if (portalID !'=null)
SceneStateTracker. Instance.MarkObjectAsActivated(portalID.uniquel D);
}

if (deathDialogueL.ines != null && deathDialogueL.ines.Length != 0)

DialogueUl dialogueUl = FindObjectOfType<DialogueUl>();
if (dialogueUl !'=null)

dialogueUl.StartDialogue(deathDialogueLines, () =>

Destroy(gameObject);
b
yield break;
Apx.
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Destroy(gameObject);
}
} -
FinalBossHealth.cs

using UnityEngine;
using System.Collections;

public class FinalBossHealth : BossHealth
{
[Header("Teleport Logic™)]
public Transform teleportPointA,;
public Transform teleportPointB;
public float teleportCooldown = 5f;
public float teleportChance = 0.5f;

[Header("Victory Dialogue™)]
public string[] victoryDialogueL.ines;
public string winSceneName = "WinScene";

private float lastTeleportTime = -10f;
private bool atPointA = true;

public override void TakeDamage(float damage)

{
if (IsDead) return;

currentHealth -= damage;
if (currentHealth <= 0f)

{

currentHealth = Of;
IsDead = true;
onDeath.Invoke();
Die();

return;

}

if (Time.time >= lastTeleportTime + teleportCooldown && Random.value < teleportChance)
if (@anim !=null)

anim.SetBool("isTeleporting", true);
anim.SetTrigger("teleportOut™);
lastTeleportTime = Time.time;

}

else if (anim != null)

anim.SetTrigger("hurt");

}

public void PerformTeleport()

{

if (IsDead || teleportPointA == null || teleportPointB == null || anim == null) return;

Transform target = atPointA ? teleportPointB : teleportPointA;
transform.position = target.position;
atPointA = latPointA;
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anim.SetTrigger(“teleportin™);
Invoke(nameof(FinishTeleport), 0.5f);

}

private void FinishTeleport()

if (IsDead || anim == null) return;
anim.SetBool("isTeleporting", false);

}

protected override IEnumerator FinalizeDeathWithDelay()

{
yield return new WaitForSeconds(1.2f);

DialogueUl dialogueUl = FindObjectOfType<DialogueUI>();
if (dialogueUl !'= null && victoryDialogueLines.Length > 0)

dialogueUl.StartDialogue(victoryDialogueL.ines, () =>

StartCoroutine(LoadVictorySceneAfterDelay(1f));

b
¥

else

{
StartCoroutine(LoadVictorySceneAfterDelay(1f));

¥
¥

private IEnumerator LoadVictorySceneAfterDelay(float delay)
{

Time.timeScale = 1f;
yield return new WaitForSecondsRealtime(delay);

if (SaveSystem.CurrentSlot >= 0)
PlayerPrefs.SetInt("LoadSlot", SaveSystem.CurrentSlot);

if (MusicManager.Instance != null)

{
¥

UnityEngine.SceneManagement.SceneManager.LoadScene(winSceneName);

}

public override void Die()

{

var idComponent = GetComponent<SceneObjectID>();
if (idComponent !'=null && SceneStateTracker.Instance != null)

MusicManager.Instance.StopMusic();

SceneStateTracker.Instance.MarkObjectAsDisabled(idComponent.uniquel D);

}
if (rb 1= null)

rb.velocity = Vector2.zero;
rb.bodyType = RigidbodyType2D.Kinematic;
rb.simulated = false;

}

if (col I=null)
col.enabled = false;

KH.KP.b — 122 — 25 - 113

3mmn.

Apx. Ne doxym. Iionuc | Jama

Apx.

91




if (anim !=null)

{
anim.ResetTrigger(“hurt™);
anim.SetTrigger("die");

}

MonoBehaviour[] scripts = GetComponents<MonoBehaviour>();
foreach (var script in scripts)

{
if (script != this && script.enabled)

script.enabled = false;

}

StartCoroutine(FinalizeDeathWithDelay());
}

public override void TriggerPostDeathEvents()

{
StartCoroutine(FinalizeDeathWithDelay());

¥
¥

FinalBossBehaviour.cs

using UnityEngine;
using System.Collections;

public class FinalBossBehaviour : BossBehaviour

{
[Header("Magic Projectile Variants')]
public GameObject magicProjectileA; // Cuapsin st attackOne
public GameObject magicProjectileB; / Cuapsin ans attackTwo
public Transform magicSpawnPoint;

private new void Update()

if ((bossHealth == null || bossHealth.IsDead) || !hasSpawned || isAttacking)
return;

FlipSprite(player.position - transform.position);

if (Time.time >= nextAttackTime)

{

nextAttackTime = Time.time + attackCooldown;
StartCoroutine(RandomAttack());
}
}

private IEnumerator RandomAttack()

{
isAttacking = true;
anim.SetBool("iswWalking", false);
rb.velocity = Vector2.zero;

// PanmomMHO 00MpaeMo OHY 3 ABOX MAari4HUX aTak
bool useFirstProjectile = Random.value > 0.5f;

if (useFirstProjectile)

{
¥

else

{

anim.SetTrigger("attackTwo"); // Buknmde CastProjectileB()

anim.SetTrigger("attackOne"); // Buxmiue CastProjectileA()
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}

yield return new WaitForSeconds(0.6f);
isAttacking = false;

}

public void CastProjectileA()

{
if (magicProjectileA = null && magicSpawnPoint != null && player != null)

GameObject p = Instantiate(magicProjectileA, magicSpawnPoint.position, Quaternion.identity);
Vector2 dir = (player.position - magicSpawnPoint.position).normalized;
p.GetComponent<Rigidbody2D>().velocity = dir * 7f;
}
}

public void CastProjectileB()

{
if (magicProjectileB != null && magicSpawnPoint != null && player = null)

GameObiject p = Instantiate(magicProjectileB, magicSpawnPoint.position, Quaternion.identity);
Vector2 dir = (player.position - magicSpawnPoint.position).normalized;
p.GetComponent<Rigidbody2D>().velocity = dir * 7f;

}
}
private void OnDrawGizmosSelected()
{

if (attackPoint != null)

{

Gizmos.color = Color.red;
Gizmos.DrawWireSphere(attackPoint.position, attackRange);

}
if (magicSpawnPoint != null)

Gizmos.color = Color.blue;
Gizmos.DrawWireSphere(magicSpawnPoint.position, 0.25f);

¥
¥

public new void DealDamage()
if (bossHealth != null && bossHealth.IsDead) return;

Collider2D hit = Physics2D.OverlapCircle(attackPoint.position, attackRange, playerLayer);
if (hit I=null)

PlayerHealth ph = hit.GetComponent<PlayerHealth>();
if (ph 1= null)
{

float currentHP = PlayerStats.Instance.CurrentHealth;
if (currentHP <= damage)

ph.TakeDamage(damage, true); // cMepTh Bix 60ca

}

else

ph.TakeDamage(damage, false); / mpocto Brapus

¥
¥
b
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InventoryManager.cs

using System.Collections.Generic;
using UnityEngine;

using System.Ling;

using UnityEngine.SceneManagement;

public class InventoryManager : MonoBehaviour

{

public static InventoryManager Instance;

[Header("Inventory UI™)]

public GameObject inventoryUl;

public Transform itemSlotParent;

public GameObject itemSlotPrefab;

public KeyCode toggleKey = KeyCode.F1;

private List<ltemData> inventoryltems = new List<ltemData>();

private void Awake()
{
if (Instance == null)
{
Instance = this;
DontDestroyOnLoad(gameObject);
inventoryUl.SetActive(false);
SceneManager.scenel.oaded += OnSceneloaded;

}

else

{
Destroy(gameObject);

}
}
private void Update()

if (Input.GetKeyDown(toggleKey))
inventoryUl.SetActive(linventoryUl.activeSelf);
}

public void Addltem(ItemData item)
{

if (item == null) return;

inventoryltems.Add(item);
RefreshUI();

public void Useltem(ltemData item)

switch (item.itemType)
{
case ItemData.ltemType.Heal:
var playerHealth = FindObjectOfType<PlayerHealth>();
if (playerHealth != null)
playerHealth.Heal(item.heal Amount);
break;

~h

case ItemData.ltemType.Bu

Jonarok B
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var stats = FindObjectOfType<PlayerStats>();
PlayerStats.ActiveBuff appliedBuff = null;

if (stats !=null)

appliedBuff = new PlayerStats.ActiveBuff(
(PlayerStats.BuffType)item.buffType,
item.buffValue,
item.duration

);

stats.activeBuffs.Add(appliedBuff);
stats. ApplyBuffCoroutine(appliedBuff);

var hud = FindObjectOfType<HUDController>();
if (hud = null && appliedBuff = null)

hud.TrackBuff(appliedBuff);
}

break;

case ItemData.ltemType.Gem:
return;
}

inventoryltems.Remove(item);
RefreshUlI();

}

public bool RemoveltemByID(string itemID)
{

var item = inventoryltems.Find(i => i.itemID == itemID);
if (item !'=null)
{

inventoryltems.Remove(item);
RefreshUlI();
return true;

}

return false;

}

public void ClearInventory()

{

inventoryltems.Clear();
RefreshUlI();

}

private void RefreshUI()
foreach (Transform child in itemSlotParent)

Destroy(child.gameObject);

foreach (var item in inventoryltems)
{
var go = Instantiate(itemSlotPrefab, itemSlotParent);
var slot = go.GetComponent<InventoryltemUI>();
if (slot != null)
slot.Setup(item, this);
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}

private void OnScenelLoaded(Scene scene, LoadSceneMode mode)

{
var connector = FindObjectOfType<InventoryUlConnector>();
if (connector == null) return;

inventoryUl = connector.inventoryUl;
itemSlotParent = connector.itemSlotParent;

RefreshUlI();
}

public ItemData GetltemBYyID(string id)
{

ItemData[] allltems = Resources.LoadAll<ltemData>("Items");

foreach (var item in allltems)

{
if (item = null && item.itemID == id)
return item;
}

Debug.LogWarning($" ItemData 3 ID '{id}' He 3Haiineno B Resources/Items/");
return null;

}
public int GetltemCount(ltemData item)
{

int count = 0;

foreach (var i in inventoryltems)

if (i == item) count++;
}

return count;

}

public void Removeltem(ltemData item, int amount)

{

int removed = 0;
for (int i = inventoryltems.Count - 1; i >= 0 && removed < amount; i--)

{

if (inventoryltems[i] == item)

inventoryltems.RemoveAt(i);
removed++;

}

}
RefreshUlI();
}

public int GetltemCountBylD(string itemID)
{

int count = 0;
foreach (var item in inventoryltems)

if (item.itemID == itemID)
count++;
}

return count;

}

public bool RemoveltemByID(string itemID, int amount)
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{

int removed = 0;

for (int i = inventoryltems.Count - 1; i >= 0 && removed < amount; i--)

{

if (inventoryltems[i].itemID == itemID)

inventoryltems.RemoveAt(i);
removed++;
}
}

if (removed > 0)
RefreshUlI();

return removed == amount;

}

//oTpumaTh cniucok ycix itemID st 30epexeHHs
public List<Serializableltem> GetAllSerializableltems()

{

var list = new List<Serializableltem>();
foreach (var item in inventoryltems)

list. Add(new Serializableltem

{
itemID = item.itemID,
itemName = item.itemName,
cost = item.cost,
description = item.description,
itemType = item.itemType,
buffType = item.buffType,
heal Amount = item.heal Amount,
buffValue = item.buffValue,
duration = item.duration,
iconName = item.icon != null ? item.icon.name :

H:

}

return list;

}

public void LoadInventory(List<Serializableltem> items)

{

inventoryltems.Clear();

foreach (var data in items)
{
var clone = ScriptableObject.Createlnstance<ltemData>();
clone.itemID = data.itemID;
clone.itemName = data.itemName;
clone.cost = data.cost;
clone.description = data.description;
clone.itemType = data.itemType;
clone.buffType = data.buffType;
clone.heal Amount = data.heal Amount;
clone.buffValue = data.buffValue;
clone.duration = data.duration;
clone.icon = LoadSpriteByName(data.iconName);

inventoryltems.Add(clone);
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RefreshUI();
}

private Sprite LoadSpriteByName(string name)
if (string.ISNullOrEmpty(name)) return null;

Sprite[] alllcons = Resources.LoadAll<Sprite>("ltemlcons™);
foreach (var s in alllcons)
{
if (s.name == name)
return s;
}

Debug.LogWarning($"Icon ‘{name}' not found in Resources/Itemlicons/");
return null;

}
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Cucrema 30epexeHHs

SaveSystem.cs

using System.l0;

using UnityEngine;

using System.Runtime.Serialization.Formatters.Binary;
using System.Collections.Generic;

public static class SaveSystem

{

public static int CurrentSlot = -1;

private static string GetSavePath(int slot)
{
#if UNITY_EDITOR
return Application.dataPath + $"/Saves/save_{slot}.sav";
#else
return Application.persistentDataPath + $"/save_{slot}.sav";
#endif

}

public static void SaveGame(int slot)

{

CurrentSlot = slot; / OHOBIIOEMO ITOTOYHUH CIIOT
SaveData data = new SaveData();
data.sceneName = UnityEngine.SceneManagement.SceneManager.GetActiveScene().name;

if (PlayerStats.Instance != null)
{
data.playerHP = PlayerStats.Instance.CurrentHealth;
data.playerXP = PlayerStats.Instance.CurrentXP;
data.playerLevel = PlayerStats.Instance.Level;
data.money = PlayerStats.Instance.Money;
data.damageBonus = PlayerStats.Instance.DamageBonus;
data.moveSpeedBonus = PlayerStats.Instance.MoveSpeedBonus;
data.strongAttackMultiplier = PlayerStats.Instance.StrongAttackMultiplier;

data.buffStates.Clear();
foreach (var buff in PlayerStats. Instance.activeBuffs)

data.buffStates.Add(new SaveData.BuffState

type = buff.type,
value = buff.value,
duration = buff.duration,
timeRemaining = buff.timeRemaining
b
}
}

if (InventoryManager.Instance !=null)
data.inventoryltems = InventoryManager.Instance.GetAllSerializableltems();

GameObject player = GameObject.FindGameObjectWithTag("Player");
if (player != null)
data.playerPosition = new SerializableVector3(player.transform.position);

if (SceneStateTracker.Instance != null

Honarok I'

KH.KP.b — 122 — 25 - 113

3mmn.

Apx. Ne doxym. Iionuc | Jama

Apx.

100




data.disabledObjectIDs = SceneStateTracker.Instance.GetAllDisabledIDs();
data.activatedObjectIDs = SceneStateTracker.Instance.GetAllActivatedIDs();
data.givenRewardIDs = SceneStateTracker.Instance.GetAllGivenRewards();

data.objectPositions = new Dictionary<string, SerializableVector3>();
foreach (var kvp in SceneStateTracker.Instance.GetObjectPositions())

data.objectPositions[kvp.Key] = new SerializableVector3(kvp.Value);

¥
¥

BinaryFormatter formatter = new BinaryFormatter();
using (FileStream stream = new FileStream(GetSavePath(slot), FileMode.Create))

{

formatter.Serialize(stream, data);

}

PlayerPrefs.SetString($"Slot{slot} Time", System.DateTime.Now.ToString("yyyy-MM-dd HH:mm"));
PlayerPrefs.Save();

}
public static SaveData LoadGame(int slot)
{
string path = GetSavePath(slot);
if (File.Exists(path))
{
CurrentSlot = slot;
BinaryFormatter formatter = new BinaryFormatter();
using (FileStream stream = new FileStream(path, FileMode.Open))
{
SaveData data = (SaveData)formatter.Deserialize(stream);
SceneStateTracker.Instance?.LoadStateFromSave(data);
return data;
}
}
return null;
}
}

Gamelnitializer.cs

using UnityEngine;
public class Gamelnitializer : MonoBehaviour

{
void Start()

if (PlayerPrefs.HasKey("LoadSlot"))

int slot = PlayerPrefs.GetInt(""LoadSlot");
SaveData data = SaveSystem.LoadGame(slot);

if (data '=null)

if (PlayerStats.Instance !'= null)
PlayerStats.Instance.LoadPlayer(data);

if (InventoryManager.Instance != null)

{

InventoryManager.Instance.Clear Inventory();
InventoryManager. Instance.LoadInventory(data.inventoryltems);

¥
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GameObject player = GameObject.FindGameObjectWithTag("Player");
if (player != null)
player.transform.position = data.playerPosition.ToVector3();

if (SceneStateTracker.Instance !=null)

{
SceneStateTracker.Instance.LoadDisabledI Ds(data.disabledObjectIDs);

SceneStateTracker.Instance.LoadActivated| Ds(data.activatedObjectIDs);
SceneStateTracker.Instance.LoadObjectPositions(data.objectPositions);
foreach (var obj in GameObject.FindObjectsOfType<SceneObjectID>())
¢ string id = obj.uniquelD;
if (SceneStateTracker.Instance.lsObjectDisabled(id))
if (obj. TryGetComponent(out EnemyHealth enemyHealth))

if (lenemyHealth.1sDead)
enemyHealth.ForceDie();

}
else if (obj. TryGetComponent(out BossHealth bossHealth))

if (bossHealth.IsDead)
bossHealth.ForceDie();
}

else

{
obj.gameObject.SetActive(false);

else if (SceneStateTracker.Instance.lsObjectActivated(id))

obj.gameObject.SetActive(true);

if (data.objectPositions.ContainsKey(id))

{
obj.transform.position = data.objectPositions[id]. ToVector3();
}
}
}
}
PlayerPrefs.DeleteKey("LoadSlot");

¥
¥
¥

SceneStateTracker.cs

using System.Collections.Generic;
using UnityEngine;

public class SceneStateTracker : MonoBehaviour

{

public static SceneStateTracker Instance;

private HashSet<string> disabledObjects = new HashSet<string>();

private HashSet<string> activatedObjects = new HashSet<string>();

private Dictionary<string, Vector3> objectPositions = new Dictionary<string, Vector3>();
private HashSet<string> givenRewards = new HashSet<string>();
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private void Awake()

{

if (Instance == null)

{

Instance = this;
DontDestroyOnLoad(gameObject);

else Destroy(gameObiject);
}

public void MarkObjectAsDisabled(string id)

{
if (Istring.ISNullOrEmpty(id))
disabledObjects.Add(id);
}

public bool 1sObjectDisabled(string id) => disabledObjects.Contains(id);
public List<string> GetAllDisabledIDs() => new List<string>(disabledObjects);
public void LoadDisabledIDs(List<string> list) => disabledObjects = new HashSet<string>(list);

public void MarkObjectAsActivated(string id)

{
if (Istring.ISNullOrEmpty(id))
activatedObjects.Add(id);
}

public bool I1sObjectActivated(string id) => activatedObjects.Contains(id);
public List<string> GetAllActivatedIDs() => new List<string>(activatedObjects);
public void LoadActivatedIDs(List<string> list) => activatedObjects = new HashSet<string>(list);

public void SetObjectPosition(string id, Vector3 position)

{
if (Istring.ISNullOrEmpty(id))
objectPositions[id] = position;
}

public Dictionary<string, Vector3> GetObjectPositions() => objectPositions;

public void LoadObjectPositions(Dictionary<string, SerializableVector3> positions)

{

objectPositions.Clear();
foreach (var kvp in positions)

objectPositions[kvp.Key] = kvp.Value.ToVector3();

¥
¥

public void MarkRewardAsGiven(string id)

if (!string.IsSNullOrEmpty(id))
givenRewards.Add(id);
}

public bool IsRewardGiven(string id) => givenRewards.Contains(id);
public List<string> GetAllGivenRewards() => new List<string>(givenRewards);
public void LoadGivenRewards(List<string> list) => givenRewards = new HashSet<string>(list);

public void ResetState()
disabledObjects.Clear();

activatedObjects.Clear();
objectPositions.Clear();
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givenRewards.Clear();
Debug.Log("SceneStateTracker ouneno.");

public void LoadStateFromSave(SaveData data)

{

ResetState(); // ouniae ri1o0aTbHUA CTaH MEPET 3aBaHTAKCHHIM
if (data == null) return;

LoadDisabledIDs(data.disabledObjectDs);
LoadActivatedIDs(data.activatedObjectIDs);
LoadGivenRewards(data.givenRewardIDs);
LoadObjectPositions(data.objectPositions);
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