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PED®EPAT

Bunyckna kBanmidikaiiiina po6oTa CKJIaJa€eThCs 3 MPOrPAMHOTO JOAATKy TpU Ta
MOSICHIOBAJIbHOT 3aIIUCKH.

B po6orti O0yn0 cdopMynb0BaHO OCHOBHI MPUHIUIIN Ta MIAXOAU A0 MPOEKTYBAHHS
rpu 3 enementamu roguelite. IlpoBeneHo ornsa i NMOPIBHSHHS ICHYFOUHMX aHAJIOTIB,
BUSIBJIECHO OCHOBHI BIJIMIHHOCTI. 3JIACHEHO TMPOEKTYBaHHA 1 pO3pOOKY Tpu 3
eneMentamu roguelite. Ha manmii wac, mpoekT 3HaxoauThcs B aib(da Bepcii 1 Oymae
BJIOCKOHAJIIOBATUCS B MalOyTHHOMY.

[TosicHIOBaNbHA 3amucKa J0 BUIYCKHOI KBali(ikaiiitHOT poOOTH CKIIATAEThCS 3
BCTYIy, TPhOX PO3/A1TIB, BUCHOBKIB, CIUCKY BUKOPUCTAHOI JIITEpaTypu Ta TOJaTKY.

TekcToBa yacTuHa BUKJIaJAeHA HA 67 CTOPIHKAX APYKOBAHOTO TEKCTY.

[TosicHroBanbHa 3amucka Mae 8 cTopiHOK nojaTkiB. CHHCOK BUKOPHUCTAHUX
mxepen wmictuth 11 wHalimMeHyBaHb 1 3akimae 1 ctopinky. B po0Gori HaBegeHo 56
PUCYHKIB Ta 2 Tabyumili. 3araabHuii 00csAT poOOTH — 77 CTOPIHOK.

Kirouosi ciosa: UNITY, I'PA, ROGUELITE, AUTO BATTLER, ROGUELIKE,
NMEPMAHEHTHU, 2D, 3D, MMIKCEJIbHUHN, CIIPAUT, IHTEP®ENUC, 3AIGHICTD,
CTAT, IOHIT, BOPOT", INIJI3EMEJISI, MEXAHIKA, CTEWUT, CTEUT MAIIIMHA,
CUCTEMA TTAPTIKJIIB, PEIT'PABEJIBHICTb.
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ABSTRACT

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

The work formulated the main principles and approaches to designing a game
with roguelite elements. A review and comparison of existing analogues was carried
out, the main differences were identified. Completed the design and development of a
game with roguelite elements. Currently, the project is in the alpha version and will be
improved in the future.

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

The text part is laid out on 68 pages of printed text.

The explanatory note has 8 pages of annexes. The list of used sources contains 11
names and occupies 1 pages. The work contains 56 figures and 2 tables. The total
volume of work is 77 pages.

Keywords: UNITY, GAME, ROGUELITE, AUTO BATTLER, ROGUELIKE,
PERMANENT, 2D, 3D, PIXEL, SPRITE, INTERFACE, ABILITY, STAT, UNIT,
ENEMY, DUNGEON, MECHANIC, STATE, STATE MACHINE, PARTICLE SYS-
TEM, REPLAYABILITY.
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KOMaH/I1 I'paBIIsd.

HanpukJiaa:. CUulia, Cl'IpI/ITHiCTB YU IHTEJIEKT.

WFC - Wave Function Collapse
RPG - Role-Playing Game

RTS - Real-Time Strategy
JIKM - Jlia KHonika Mumi
[TIKM - IIpaBa Knonka Muii

HEPEJIIK YMOBHUX CKOPOYEHb

IOnitT (anrm. unit) - Ga3oBa OJWHUII BIWCHKA, TMEPCOHAXK, IO HAJICKUTH JO

Crar (anrn. Stat) - me meBHa XapaKTepHUCTHKA YW BJIACTHBICTH IMEPCOHAXKA,
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BCTVYII

AKTyaJIbHICTh TeMH. Y cydacHOMY i1H(OpPMAIIHHOMY CYCHUIBCTBI PO3BUTOK
Irop Ta IrpoBOi IHAYCTPli € HEBIA'€EMHOIO YAaCTUHOIO TEXHOJIOIIYHOI'O IPOTPECY.
KoM totepHi, MOOUIBHI Ta KOHCOJIBbHI ITPU € OJIHUM 3 HAWMOIIMPEHIIINX BUIB PO3BAr
B Hami yacu. B 2023 pomi npuOyTok IrpoBOi 1HAYCTpli B 2 pa3u MEpEeBULIUB
KIHOIHAYCTpPil0 Ta B 8 pa3iB My3W4HY IHAycTpito. Lle 3yMOBIE€HO TEXHOJOTTYHUM
PO3BUTKOM, 30UIBIICHHSIM KUIBKOCTI TPaBI[IB Ta BUKOPHUCTAHHSIM HOBUX MOJENEH
MoHeTu3allii. ToMy akTyanabHICTh irOp JOCHUTH BUCOKA.

OpHuM 13 LIKaBUX HANPSIMKIB Y CBIT1 Bifieoirop € roguelite irpu, sKi MOEIHYIOThH B
co01 enemMeHTH KjacuyHux roguelike irop 3 HU3KOIO HOBATOPCHKHUX pilieHb. Ll irpu
BiZI3HAYAIOTHhCS HETepe0auyBaHICTIO TeiMIUICI0, e KOKHA HOBa CIpo0a MPOUTH TPy
CTa€ YyHIKQJIBbHUM BUKIUKOM sl TpaBlsg. [pa 3 ememeHTamu roguelite He e
3a0e3neuye Oe3niy pPI3HOMAHITHUX CIEHApiiB, aje W CTBOPIOE YHIKAJIbHI YMOBH
BIDKMBAHHSA, JI€ BIPHICTH CTpaTerii Ta BMIHHA aJanTyBaTUCS 1O 3MiH CTarOTh
BUpIIATLHUMH (aKTOPAMH YCITIXY.

B xomi nmanoi xBamidikaiioi po6otu Oyne MPOBEAEHO aHaIi3 OCHOBHUX
KOHIIEMINH roguelite, TEXHIYHUX Ta AW3AWHEPCHKUX AacCHEKTiB CTBOPEHHS TpH 3
enemeHTtamu roguelite. Pe3ynbpraTé IOCHIDKEHHS CIYyTyBaTUMYTh TIACTaBOKO IS
PO3pOOKH TpH, sIKa JEMOHCTPYBAaTUME OCHOBHI 1Jie1 Ta KOHIIEMIIii, PO3IJISHYTI B XOIi
aHamizy.

MeTtoo BUNMyCKHOI KBagdidikaniiHoi po6oTu € po3poOka Tpu 3 €IeMEHTAMH
roguelite, BUBUEHHS Ta BIIPOBA>KEHHSI OCHOBHUX KOHIIEMIIii roguelite.

IIpeamerom nocaimkenHs € “roguelite” B irpoBiil 1HAYCTpii Ta WOro KIFOUYOBI
KOHIIETTII.

O06°exkTOM I0OCJIIKEHHs] € TeXHIYHI Ta JTU3alHEPCHKI acleKTH PO3pOOKU TPH 3
enemMeHTaMu roguelite.

B pamkax temu kBanmidikaiiitHoi po6oTu 0yno omy0IiKOBaHO TE3HU:

bomOmox M.O., Ky3emenko O.B. WAVE FUNCTION COLLAPSE B
PO3POBII IT'OP. VI Bceykpaincbka HaykoBO-TeXHIUYHAa KoH(epeHia. Komm’orepHi

TEXHOJIOT1i: iHHOBaIlii, mpobemu, pimeHHs - 29-30 mmcronaga 2023p. m. XKuromup.

Apx.
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PO3A1JI 1 AHAJII3 ITPOBJIEMATUKHU, METOAIB TA 3ACOBIB
BUPILLIEHHS 3AJTIAUI

1.1 IlocTanoBKa 3ajau4i

Po3po6roBana B xoi kBamidikaiiiHoi podotu rpa (Hagami “rpa’”) mOBUHHA MaTH
enemeHTu roguelite. J{nst mpaBuiIbHOT MOCTAHOBKH 3allavi CIOYATKY PO3IJITHEMO, IO
Take “roguelite” i sixi oro BU3HAUHI XapaKTEPUCTUKHU.

3a moxokeHHIM “‘roguelite” € cmpomieHoro (opmoro xkanpy “roguelike” [1].
Kanp “roguelike” (like 3 anrn. momiOHuii, moniOHuit 10 Rogue) 3amouarkysana rpa
Rogue 1980 poky (auB. puc. 1.1), BUBHAUHUMH OCOOJIMBOCTSIMU SIKOT € BUIIAJKOBE,
IpoIlelypHEe CTBOPEHHS PiBHIB, MTOKPOKOBUH IrpOBHIA TIPOIIEC, 30UpaHHS CIIOPSKCHHS
Y TMpeAMETIB, MIUTKoBa (TainoBa) abo ASCII-rpadika, mokpamieHHs] MEPCOHAXKY Mif

dac rpu Ta IICpMAHCHTHA CMCPTH IICPCOHAXKA.

Hits:29(29) Str:16(16) Gold:718 Armor :5

Puc. 1.1. Ckpiamot rpu Rogue (1980).

“Roguelite” 3’gBUBCA KOJM PO3POOHUKM MMOYAIM OpaTH TEBHI MEXaHIKU YU
Meronu 3 roguelike irop i1 3acTocoByBaTH B PI3HOMAHITHHUX, HE CXOXHX Ha cebe
KaHpax: PONBOBHUX, KAPTKOBUX, CTPATETIYHUX Irpax, TOJOBOJOMKAX, CHMYISITOpax,
myTtepax uu miargopmepax. Tomy “roguelite” - e He xkaHp, a ckopilie Habip METOIB,

SIKMH € IOJJATKOM J0 KaHpy T'pH.

Apx.
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https://uk.wikipedia.org/wiki/ASCII-%D0%B3%D1%80%D0%B0%D1%84%D1%96%D0%BA%D0%B0
https://uk.wikipedia.org/wiki/%D0%9F%D0%B5%D1%80%D0%BC%D0%B0%D0%BD%D0%B5%D0%BD%D1%82%D0%BD%D0%B0_%D1%81%D0%BC%D0%B5%D1%80%D1%82%D1%8C

Enementn roguelite, sixi 6ya1yTh BUKOPUCTAHI Y TPi:
1. BunagkoBa, mpolieiypHa reHepariis mija3emMenis

2. IlokpanieHHs: nepCOHaXIB IiJl Yacu Ipu

3. IlepmaneHTHA cMepTh (BTpaTa yChOro MPOTrpecy y BUMAIKY MOPA3KU)

OCHOBHUM JKaHPOM TpH € TiDKaHp cTapTeriyHux irop - “auto battler” [2]. B

irpax IpOro >KaHpPy TpaBellb 30Mpae coOl KOMaHIy 3 PI3HUX IOHITIB 1 BIANpPABISIE iX

outucs MMPpOTHU TaKUX CaMUX KOMAH]I. IOnITH 0’10THCS ABTOMATHYHO 1 T'paBCllb HC MOXKC

HampsMy BTpydatucs B mporiec 0or. Cyrp auto battler irop mossirae B 30upaHHi

30aJaHCOBaHOT KOMAaH/AM, CTpaTeriyHOMY pO3MILIEHHI IOHITIB, 1 KOMOiIHYBaHHI iX

311I0HOCTEH JIJIs1 OTPUMAHHS MepeBary.

R
.

g

[onoBHA METa IpH -
NOBIHCTHY 3AYUCTHTK

nig2emenns eig eoporis

SATANEHA IOEA TPH

[paeelb JOCNiDHYE NPOLEOYDHD 1,

areHepoBaHe nigzeMenns -

T ¥

Akl HROAKT Nepesary v SUTEI

E nigzemenni rpaeelUb 3HAX0OWTE HOBMWE [paeelk Mat
KIHITIE AMA CEOET KOMBHOM T3 NpenMeTH, MO¥TIMEICTE
NOKPELWKWTH HHITIE

..................

¥

[paeelb HATPANNAE Ha GUTEM 3 1

A

h

BOpOrami I 3a Nepemory oTpUmMyE
BANKTY ANA NOKPALWEHHA KIHITIE J

Puc. 1.2. 3aranpHa iges rpu

O1xe, moTpiOHO pO3poOUTH Takuil HyHKITIOHAT:

1. CreiiT mamuHa (State machine) mis ¥0HITIB Ta BOPOTIB Ta TaKi CTCHUTH:

1.1 Pyx

1.2  TIlepecnigyBaHHS
1.3 Araxka

1.4  Cwmepth

2. MoXIuBICTh 10/IaBaHHS 3I0HOCTEH Y1 0COOIMBOCTEH IOHITAM Ta BOPOraM

KH.KP.b - 122 — 24 - 113
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3. Cucrema nia3eMens:
3.1 [Ipouenypna renepartist mia3zemens 3a jaonomorow airoputmy Wave
Function Collapse
3.2 HamoBHeHHS mifg3eMeIlis BOpOTaMu Ta Haropojamu
3.3 [lepemirieHHs MO MiA3EMEILTIO
3.4 Cucrema MoBepXiB 3 HAPOCTAIOUOIO CKIATHICTIO
4. 3py4Huid KOpUCTYBAIbKUM 1HTEpENC:
4.1 Kapra niazemernis
4.2 THBeHTap JUIsl 3HANICHUX MPEAMETIB
4.3 Ilanens 1HpOpMAIii Ipo 1OHITA / BOpora
4.4. MeHnto
BinnoBinHO NOTPIOHO CTBOPUTH TaKi Bi3yasibHI €IEMEHTH:
1. 3D Mopeni aJist repoiB Ta BOPOTiB
2. 3D Momem i1t OTOUEeHHS
3. 2D cnpaiitu ans iHTepdeiicin

4. BizyanbHi epextu

1.2 Amnami3z icHy4Yoro mnporpaMHoro 3ade3mneyeHHsI 32 TeMAaTHKOIO
BHUIIYCKHOI KBaJi(ikaniiinoi podoru

VYci auto battler irpu B sikomychk cenci maroTh roguelite ememenTn, amkxe BOHH
MalOTh CHUTbHI XapaKTePUCTHUKHU: BUMAJAKOBICTh, TEPMAHEHTHA CMEPTh Ta BHCOKA
peirpabenpHicTh (anri. replayability - Hackinmeku BapTO MEpenpoXoAWTH TPy ICKUIbKa
pasiB). Auto battler irpu 3a3Bu4aii MaroTh B CBOili OCHOBI MarasuH Ji¢ MOXKHA TIPUA0ATH
BUIIAJIKOBHUX IOHITIB YW MPEJAMETH 3a IrPOBY BAIIOTYy. Bennke pi3sHOMAaHITTS IOHITIB Ta
MOXKJIMBICTh iX MOBTOPEHb y Mara3uHi Maike TapaHTye, IO TpaBellb 3a OJHY TPy He
mo6aunTh yCiX MOXKIMBUX FOHITIB. Lle momae rpi peirpabenbHOCTI Ta MOCTIHO CTaBUTH
nepe]1 rpaBieM BUOIp SKUX IOHITIB Kpallle 10/IaBaTH 10 CBOET KOMaH/IH.

OpnHak, >KOJHA 3 Hapasi momyasapHHUX auto battler irop He peanisye
dyHnameHTanpHU enemMeHT roguelite - mociipkeHHsS TpOLEAypHO 3TreHEpOBaHUX

mijg3emenb. [lo Toro xk y cydacHux auto battler irpax komanma rpasis oomexena B 5-10

Apx.
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IOHITIB, ajie B PO3pOOJIIOBaHINA I'pl MaKCHMMajbHa KUIBKICTH JOpiBHIOE 25. Lle 3Mmimrye
(doKyc 3 IHAMBIAYAIBHOI CHJIM KOXKHOTO FOHITA Ha 3arajbHy KOMIIO3ULII0 KOMAaH/IH, 1110
€ TOCUTh He3BHMUHUM Jij1s1 auto battler irop.

Benukum HaTXHEHHSM Uil Tpu € omiioHanbHa Minirpa Fort Condor [3] 3
KynbTOBOI simoHchkoi RPG 1998 poky Final Fantasy VII. B wmiii Minirpi rpasiio tpeda
BHCTABJIATU IOHITIB Ha KapTi 11 3axucty ¢opra Konnop, 3Binku 1 Ha3Ba. Koxken Bopor
Ta IOHIT MalOTh CBOI CHJIBHI Ta CJIaOKi CTOPOHM 1 TPaBII0 MOTPIOHO TOCTIMHO
alanTyBaTHCS Ta BiJIaBaTH HaKa3u CBOIM OHITaM 3ais nepemoru. Fort Condor cxosxka

Ha rpy kaHpy “tower defense” ne rpaBerr MOXe pyXaTu CBOi BEXi.

Puc. 1.3. Cxpiamor minirpu Fort Condor, Final Fantasy VII (1998).

Fort Condor myxe moBiibHa Ta HE3pYYHA B KEPYBaHHI, TOMy TOYaTKOBOIO 1ICEIO
s rpu Oyio BixTBoputr FOrt Condor 3 cydacHUM TedMITIICEM Ta KEPYyBaHHIM CXOKHM
1o RTS irop. Ane micis KUTBKOX MPOTOTHUITIB Ta OUTHII IETATHHOTO aHAJI3y TeHMIICIO
e(heKTUBHE KepYBaHHS IOHITAMH JO3BOJISIIO FPABII0 MAaHIMyIIOBAaTH PyXaMU MOHCTPIB 1

3HUIIYBATH iX 0€3 OyIb-IKOTr0 OMopy.

Apk.
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B pesynbraTi Buiinuia HeuikaBa RTS rpa 1 yepe3 HegocTaTtHICTh 10CBIAY B RTS
irpax Oyyo BUpIlIeHO 3MIHUTH TeiMIuield Ha auto battler, mpu npomy 30epiraroun ayx
Fort Condor. I'paBenr i1 J0Ci BimOMBATUMETHCS BiJl IMOCTYIIOBUX XBHJb BOPOTIB
PO3CTaBIIOYM IOHITIB Ha KapTi, aje 001 OyAyTh MOBHICTIO aBTOMAaTUYHI Ta OOMEXKeH1
KIMHaTaM¥ MiA3€MeIIs.

Kpim Toro, 3D mozeni i rpu OyayTh BUKOHaHI CX0XHM unHOM 10 Fort Condor:
HU3BKOIOJIITOHAIBHI aOCTpaKTHI MOJIENI, IO CKJIAJAI0ThCS MEPEBAXHO 3 MipaMia Ta
npoctux Tekctyp. Lle momomoxke ckopoTuTH BUTpaTH vacy Ha 3D mopemtoBaHHS Ta

30epertu KinacuuHui etk Fort Condor.

Puc. 1.4. Boi B Fort Condor.

Jis nu3aiiny auto battler enemeHTiB ocHOBHMM HaTxXHeHHSM € rpa Teamfight
Tactics - ogna 3 Hamonynsprimux auto battler irop. 3 Teamfight Tactics Oyzne B3sTo
CUCTEMY MIATOTOBKH 10 OO¥0.

[lepen 60€em rpaBerb Ma€ MOXJIHMBICTh PO3MICTUTH CBOIX IOHITIB Ha JOIII 1 1€
PO3MIILIEHHS] TPa€ AyXE€ BaXKIUBY poJib. Ti1 IOHITU SIKI CTOATH MOMEPEAY CTAHYTh

MEpUIOK IUUIK0 BOPOTiB, TOMY Hamepea IMOTPIOHO CTaBUTU IOHITIB 3 BUCOKUMU

3mm.

Apk.

Ne dokym.
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3aXMCHUMHU XapakTEepUCTUKaMU. BiAMOBIIHO, IOHITH SIKI MarOTh BHCOKI aTaKyroyl
XapaKTEPUCTUKHU CTABJIATHCS 33ajly, Mojaii Bia HeOe3nmeku. BpaxoByrouu 1ie, a Takox
VHIKaJbH1 3/110HOCTI KOKHO IOHITA, TIpaBellb IOBHHEH MIiJA0UPATH MpaBUJIIbHE

pO3TalllyBaHHS Ta CTPATET1IO AJI IEPEMOTH.

Puc. 1.5. Cxpinmor rpu Teamfight Tactics.

1.3 KoHuenT-10KyMeHT

Ha3zea: Condor Dungeon

Kanp: roguelite auto battler

Inargopma: Windows

KinbkicTh rpaBuiB: 0JJTHOKOPUCTYBaIbKa

HinboBa ayauTopis:

I'paBmi BikoM 16-30 pokiB, siKi MOMIOONSIIOT 1HMI ITPH Ta >KaHpHU roguelite, auto
battler uu RPG.

OcHOBHi 0c00J1UBOCTI Tpu:

VYHikanpHe TmoemHaHHS auto battler GoiB Ta JOCTIKCHHS MPOLETYyPHO

3r€HEePOBAHUX IT1/13€MEITb.

Apk.
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I'eiimiuiei:

['paBito moBeAeThCs JOCTIIKYBAaTH MPOLEAYPHO 3TEHEPOBAHE IiA3EMEIIs
HAllOBHEHE BOpPOTAaMHM Ta BHUHAropojaMu. bHTBH 3 BoporamMu BigOYyBarOThCS
aBTOMATUYHO, 3aBJIaHHs TpaBlsl - 310paTu 30aJaHCOBaHY, CHUHEPTiuHY KOMaHIy Ta
CTpaTEriyHO PO3CTaBUTU CBOIX IOHITIB Ha JOMILl nepea 0oeM. I'paBelb TaKOX MOKe
BUKOPHUCTOBYBATH MPEIMETH, 3HAWICHI B CBOIX MPUT0JaxX, JJII OTPUMAHHS TepeBaru B
0010, HANPUKJIAJ: 3UUIS 3LUICHHS, TUMYAaCcOBl TOKpPAIIEHHsS IOHITIB YM BUOYXiBKa, II0
3aBlla€ MIKOJIW BOpOTaM. 3a MEpEeMOTy HajJ BOpPOTaMH TpaBellb OTPHUMYE 30JI0TO, SIKE
MO’KE BUTPATUTH Ha TTOKPAICHHS CBOIX IOHITIB.

I'paBenp Oyne HaTpamiiTH HAa KIITKH 3 YB’SI3HEHUMHU IOHITAMHU, SKI MOXHA
BITYMHUTHA BUKOPHUCTAaBIIM Kitoui. Kirodi MokHa 3HAWTH AOCIADKYIOYH TMiA3EMEIUIs
abo oTpuMatu SIK HaropoAdy micisi 6010. KokeH IOHIT Ta BOPOr MaTUMyTh YHIKaldbHI
3Mi0HOCTI, sIKI OyayTh CIIOHYKaTH TpaBlsl IIykaTh KOMOIHAIli [ IOHITIB Ta
KOHTP3aXO/I1 JJI1 BOPOTIB.

Ak TUIBKM TpaBelb MEPEMOXKE YyCiX BOPOTIB Ha IMOBEPCi, BIH MaTHUME 3MOTY
CIYCTUTHUCS Ha HACTYNHUU TOBEPX 1 rpa 3aKIHYYEThCS MEPEMOTOI0 KOJIHM TpaBellb
J0CsSiTa€  OCTAaHHBOTO TMOBEpXY Mim3emeria. Boporu 3 KOXHMM TOBEpXOM OyayTh
CTaBaTH CWIBHINIMMH Ta 30UIBIIYBAaTH CBOK YHCJICHHICTh, TaK caMO SK T'paBellb
MoKpariye Ta Habupae coO1 B KOMaHAy FOHITIB. I'pa 3aKiHUYETHCS MOPA3KOIO SKIIO BCi
IOHITH TpaBIl THHYTh B 0010, IPH IIbOMY BTPA4Ya€ThCs BeCh HAaOyTHUH Iporpec
(mepMaHEHTHA CMEPTh).

Croxer:

I'pa cdokycoBana Oinplie Ha TIMOOKMU CTpaTeTiYHUNA TeWMIUICH, HDK Ha
PO3MOBITaHHS 1CTOPii, TOMY CIOXET T'PH JOCUTH MPOCTHH, aje BiH y Oyab-iKOMY pasi
JIOTIOBHIOE CBIT Ta pOOUTH TPy OUIBIII KUBOIO.

[Tonii rpm po3roprarOThCsi B KIACHYHOMY (DEHTE31fHOMY KOpPOJIBCTBI, [I€
9yJJOBUCHKA 3’SIBISIIOTBCA 3 JPEBHIX MiJ3€MeENb Ta MOYMHAIOTH 3HUIYBATH JIOJICHKI
MicTta. ['paBellb Kepye TpyIlor BOiHIB, $IKI CIYCKAaIOTbCS B MiA3EMEIIE 3 METOIO
3BUIBHUTH YB'A3HEHUX TOBapHUIIiB. UMM TJIMOIIE BOHU CIYCKAIOTHCSA, TUM CHIIbHIIIUMU

Ta HOTBOpHiH_II/IMI/I CTarOTb MOHCTPH.

3mm.
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1.4 O0rpyHTyBaHHs BUOOpPY IHCTPYMEHTAJIBLHUX 32C00iB

st po3poOku rpu Oyno oOpano irpoBuii pymiit Unity Ta MOBY mporpamyBaHHS
C#, OCKUIbKM 1€ HaWMoOMmyJsApHINIlI Ta HAWNEPCHEKTUBHIMI METOAU BJIACHOPYY
po3pobutu rpy. Takoxk Oyne BukopuctoByBatucs git Ta Github 1715 KOHTPOITIO BEpCiid.

I'pa Oyne Bukonana B 3D, ayne Takoxxk Oyne BkirodaTu Oararo 2D enemeHTIB
iHTepdeiicy, Taki K KapTa niazemMernis, iHdopmallis npo HITa, TOIIO.

2D cnpaitu ana iHtepdeiicy Ta mNOKaApoBl aHiMmanii OyayTh BUKOHaHI B
cepenoBuili Aseprite, a/pke II€ PacCTPOBHHA PEAAKTOP CTBOPEHWUW BUKIIOYHO IS
niKcenbHOi rpadiky.

st enemeHTiB 1HTEep(eiicy Oyae CTBOPEHO BIAaCHUM MiKCEIbHUM wmIpUPT 3a
J0MOMOror0  OHJIaiiH  pecypcy fontstruct.com [4]. Ile m03BosiMTh 3a0e3mEUUTH
OJTHAKOBUH CTHIIBb IJIsl iHTep(delCy Ta TEKCTY.

3D mopmeni Ta ckeretHi aHiMaii OyayTe ctBoproBatucs B 3D pemakropi Block-
bench, sikuit € 3py4HUM ANIsT MOJENIOBAaHHS HU3BKOIONIMOHAIBHUX MOJENCH Ta Mae
BOYZI0BaHY MOKJIMBICTh MaJIIOBaTH IMKCENIbHI TEKCTYypH Binpa3y Ha moxeni. Blockbench
€ 3HAYHO MPOCTIIIUM Yy BHKOpHCTaHI HiK iHIIT 3D pemakTopu, 10 NPHUIIBUIIIUTH

poOOTY HaJ MOACISIMU

BuCHOBKM 10 mepmioro po3aiiay

B xo/11 BUKOHaHHS TIEPIIOro po3/iay OyJI0 BUSHAYEHO OCHOBHI 3aJ71a4i Ta BUMOTH
1o rpu. Takoxx OyB MPOBEACHUI JETANBHUI aHAI3 aHAOTIYHUX Irop, X BIIMIHHHMX Ta
CHUTBbHUX eJeMeHTIB. Po3po0sieHnii KOHIIENT JOKYMEHT BCTAHOBHB OCHOBHI HAIIPSIMKU
Ta paMKH I MailOyTHROI poOoTH. Byno BH3HA4eHO ONTHMANIbHI IHCTPYMEHTH IS
pO3pOOKM Ta CTBOPEHHsS Bi3yally TpH, IO mocmpuse e(eKTHBHINIINA po3polIi Ta

AKICHIIIIOMY PE3yJbTaTy.

Apx.
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PO3A1JI 2 TPOEKTYBAHHA TA PO3POBKA ITPOI'PAMHOI'O
3ABE3IIEYEHHSA

2.1 IlpoexkTyBaHHS I'pH

Po3poOka rpu 1€ 1OCUTh CKJIAQJHUM MpOLEeCc, TOMY BapTO CIOYATKy 3A1HCHUTH
MPOCKTYBaHHS BHKOpPHUCTOBYI0YM MoBYy wmojemoBandss UML (Unified Modeling
Language). UML niarpamMu jgomomaraioTh Bi3yali3yBaTH CKIQIHI CHCTEMH, IO
MOJIETHIYE X PO3YMIHHS Ta PO3POOKY.

Crnioyatky po3riIstHEMO SIK TPaBelb MOXKE B3a€EMOMISTH 3 rporo. [ 1boro 3pyuHo

BUKOPHUCTATH JiarpaMy BapiaHTiB BukopucTtaHHs (anri. Use case diagram) (auB. puc.

) 3MIHWTK HaNaWTYBaHHA
: OBpatk KHITie

o [NepenicTiTi obpaHux KIHITIE
MNokpawmTK KHITIE
MNepeiTi B iHWY KimHaTy
nigzemenns

BzaemogiaTy z ob'ekTamMm B
KiMHATI

Betynumi B BUTEy 2 BOpOramMu
CnycTMTHCA Ha HaCTYNHWA
NoBepx

Puc. 2.1. Jliarpama BapiaHTiB BUKOPUCTAHHSI.

P ":'T[fl WMMETH 30N0TO

- OTPHMETH EIHY

==« OTpumaTti npegmet

wextends

R -

%

--<_ OTpumaty KHiTa

M

Apx.

iS]
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Bapro 3a3HaunTH, 110 J€AKl BaplaHTH BUKOPUCTaHHS HE 3aBXKJIU JOCTYIIHI.

Hanpuknan, He 3aBxkau MOKe OyTH 00’ €KT B KIMHATI a00 HE 3aBXKJH € BOPOTH, 3 AKUMU

MO>KHA BCTYNUTHU B OUTBY. B Oynb-KOMYy pa3i, MOJEIIOBaHHS III€] AlarpaMu JOIIOMOTJIO

BU3HAYWTHU BUMOTH JJO CUCTEMU 3 TOUKHU 30py KOPHUCTyBaya.

106 3a6e3meunTy ePEeKTUBHIMINKI MPOIIEC PO3POOKU BapTO AETANBHO PO3IIISHYTH

IrpoBUM LUK rpu. 7 IpOro BUKOPUCTAEMO JiarpaMmy aKTHUBHOCTI (aHIJ. activity

diagram) Ta mokpoKoOBO OIMHUIIIEMO yCi MOKJIMBI il y Tpi (1uB. puc. 2.2).

Nocnig#eHHA

-

nig3eMenna
(" Tpageub Mac
Hi —— MOMIMBICTD
MonepenHin Cnyck Ha BHTBH Ha 5| KiMHaTa3 BUTRATATH KITiOY|
nosepx GyB HaCTYMHUI noBepci HOHITaMK Ha OTPUMEHHA
OCTaHHIM? noBepx CKIHYHMUEA? . N\ HOHITIS /
Hi
TaK “
i MpaBelb OTPHMYE
s M——{KiMHaTa 3 KnHo4Em PABELE OTPHMY
1 KoY
Nepemora KiMHaTa 3 GUTE0H A J/
P Lf
) ABELL OTPHMYE
KimHaTa 3 P ,
C. N—| IDeaMETOM BUNaAKOBMA
peaw ' npeamer
Mopaska EWTBa 3 BOpPOraMu .
1
) paBelb OTPHMYE
Hi — EI;;H:;;\-? BMNAAKOBY
) KINBKICTb 30M0Ta
'\ Tak Hi Tak . S
YCI KOHITH ¥Ci Boporun
3arMHyNu? NepPeMOoXeHI?

Haropogm y MOMNKUBICTE

BMrMALi 3onoTa 1a
KIKOYIB

NOKPALKMTH HHITIB
3a 30M0T0

Puc. 2.2. Jliarpama akTUBHOCTI iIrpOBOTO ITHKITY.

JlocnmipkeHHsT TMiA3eMeNisi € OCHOBHOI JISUTBHICTIO B Tpi, TOMy Oarato

AKTUBHOCTEH B KIHIIl MOBEPTAIOThCS 10 AociimkeHHs. i yac mocmimkeHHs rpaBelb

oOupae SKy KIMHATy MOCITIIDKyBaTH, MPOTE HE 3aBXKAU yCcl THMH KIMHAT OyayTh

npucyTHi B mig3emerti. Jis “MoxIHuBICTh MOKPAITUTH FOHITIB” TOCTYIMHA B OYIb-SIKUN

MOMEHT TPH, aji¢ JIOTI4YHO 1€ POOUTH Bifpa3y Micis OTpUMaHHA 30j0Ta. KpiM Toro, He

000B’SI3KOBO CITyCKATHUCSI HA HACTYITHUIA TIOBEPX Bilpasy MicIs MepeMOTH HaJ OCTaHHIM

BOPOTOM, TpaBellb MaTUME MOXJIUBICTh AOCTIAUTH MiA3EMEUIS M0 KIHI, SKIIO

MOTpPiOHO.

KH.KP.b - 122 — 24 - 113
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HaiiBaxnuBiiow Ta HAWCKIAAHINIOW YaCTUHOIO PO3POOKH € po3poOKa IOHITIB.
CrBopuMmo miarpamy kiaciB (anrir. Class diagram) mjis BH3HAYEHHS ONTHMAaIbHOL

CTPYKTYpPH Ta B3a€EMO/JI11 pI3HUX €JIEMEHTIB IOHITA (JUB. pHC. 2.3).

ScriptableObject = Monobehaviour
default unity class default unity class
= Stats = Class = Unit = UnitSelectionManager
+ MaxHP: int + ClazsMame: string + Class: Class + AllUnits: List=Unit=
+ AttackESpeed: float . + ClassDesription: siring ‘ + BonusStats: Stats selectedUnits: List<Unit=
+ Strength: int + ClassColor: Color + Lewvel: int PR .
- Start{): void
+ Armor: int + Stats: Stat + Upgr »st: ini .
Armnor: int ta tats UpgradeCaost: in . - Update(): void
1
+ Intellect: int + AttackRange: Range C |
- g = + Select{Unit unit): void
+ Resistanca: int + DeteciRange: Range
. 4 g g -- + Deselect{Unit unit): void

+ AttackTarget: Unit
+ CaloulsteMitigateDamage i g + Deselectall(): void

(Stats damageStats): int

+ Selected: boal

- MultiSelect{Unit unit): void

+ HP: float
- MoveGroup(List=Unit= units, \Vector3 center): void
= = + IsDying: bool
StateNode StateMachine
- _stateMachine: StateMachine
+ State: State - _current: StateMode g~
. . _1" - ) Range
+ Transitions: List<Transition= - _nodes: Dictionary<Type, StateMode> # Start(): void

- _tagTeCheck: sirin
# Update{): void -2 ?

+ AddTransition(State to, + Update(): void = -
o Unenter: event

Func<bool> condition): Woid - SetUpStateMachine(): void
+ FixedUpdste(): woid

_ X + OnExit: event
i ) . + MoveTo{Vector3 position): void
- ChangeState(State state): void
+ Chasa(Unit unit): voi - OnTriggerEnter(Collider other): void
+ TransitionTo(State state): void )

- OnTriggerExit({Collider other): void

+ Select{bool sele

- GetTransition(}: Transition

= Transition - EnemyDetected(Unit unit): void + Retrigger(): void
- GetOraddMode(State state): StateMode
+ To: State H - EnemyLost{Unit unit): void
|
+ Condition: Func<bool= V - EnamylnAttackRange(Unit unit): void

- EnemyLeftAttackRange({Unit unit): void

+ DealDamage(): void

+ OnEnter| + TakeDamage(int damage): void

+ OnExt(): + TakeDamage(lUnit sender): void

+ Update(): abstract void - -- + Heal[float amount): vaid

+ Completed: bool
+ FixedUpdate(): abstract void

+ CompleteState(): void

Puc. 2.3. Jliarpama kmiaciB Jy1st poOOTH IOHITIB.

Jesixi kmacu Hacmimyrots ScriptableObject ta Monobehaviour kmacu - 1e
crarmaptHi kimacu Unity siki 3abe3nedyiors B3aemojiro 3 pymriem. ScriptableObject -
3pydHHii crocid 30epirat aHi y BUIJISAI 00'€KTIB, SIKIi HE MOTPEOYIOTh MPUB'SI3KHU 0O
cuean. Monobehaviour gae 3mory momatu po3poOJieHH Kitac 10 00’€KTy Ha CIICHI Ta
B3aEMOJIISITH 3 HAM.

JIyist 3B°SI3KIB MIXK KJlacaMH 4acTO BHKOPHUCTOBYETHCS KOMITO3UIliA (aHTII. COMPO-
sition), Tomy 110 mi KJIacu € 4acTuHOIO Kiacy Unit Ta He OynyTh QyHKITIOHYBaTH Oe3
Hporo. Harowmicte Mix kmacom Unit ta UnitSelectionManager BHKOpPUCTOBYETHCS
arperaiiisi, aJpke IOHIT MOXe (QYyHKITIOHyBaTH He3anexHo Bix UnitSelectionManager.

Kiacu 300paxkeni Ha puCyHKy 2.3 Oy1yTh JeTajbHillIe PO3MJISIHYTI B po3aiil 2.2.

Apx.
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2.2 Po3po0ka rpu

Eran 1 - State Machine.

Jlnst po3poOKH OHITIB BapTo BUKOopucTatu narrepn State Machine [4], Tomy 1o
BIH YITKO 1 JIOTIYHO OpraHizye ix MOBeAIHKY. BUKOpUCTaHHS CTEUT MalllMHU JO3BOJISIE
JIETKO J0J]aBaTy HOB1 CTEHTH a00 3MIHIOBATH ICHYIOU1, HE BIUIMBAIOUM HA 1HII1 YACTUHU
kony. KpiM TOro, CTedT MallMHU JAONOMAaraloTh KEpyBaTH CKIAJHICTIO MPOEKTY,
pO30MBaOYM MOBEAIHKY IOHITIB HA OKPEMI, 3p03yMiJI1 YACTUHHU.

st moyatky ctBopuMo kiac State. MaiiOyTHi cteiiTh OyAyTh HaciiayBaTH Ta
[I0-CBOEMY peai3oByBaTH MeTO U Kiacy State, ToMy BiH € aOCTpaKTHUM.

Jlictunr knacy State:

public abstract class State

{
public bool Completed;
public abstract void OnEnter();
public abstract void Update();
public abstract void FixedUpdate();
public abstract void OnExit();

public void CompleteState() {
Completed = true;

}
public void Enter() {

Completed = false;
OnEnter();

}
public void Exit() {

OnExit();

}
}

Tenep moTpiOHO 3pOOUTH MOKIIUBICTH MEPEX0ay Mk cTeiiTamu. CTBOPUMO KJ1ac
Transition, skuit 30epiraTime MoTpiOHY iH(pOpMaIiro mpo nepexia Ta kiac StateNode,
AKUM 30epiraTuMe MmepertiK NePexoaiB A KOKHOTO CTEUTY.

JlictuHr kimacy Transition:

public class Transition
{
public State To { get; }
public Func<bool> Condition { get; }
public Transition(State to, Func<bool> condition)

{

To = to;

Apx.
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}

Condition = condition;

[ peanizanis € JOCUTHh YHIBEPCATBHOIO, a/I)KE MOXKHA TIepeAaTH Oy/ib-sKy YMOBY

nepexoay 3aBasku Func<bool>. Takox Oyino momano mose Completed B kiac creiity,

110 JO3BOJIUTH 3aBEPILIMTH CTEUT 3CEPEAMHU Ta IIEPEUTU B HACTYITHUN CTEMT.

Jlictunr knacy StateNode:

private class StateNode

{

}

public State State;
public List<Transition> Transitions;

public StateNode(State state)

{
State = state;

Transitions = new List<Transition>();

}

public void AddTransition(State to, Func<bool> condition)

{
}

Transitions.Add(new Transition(to, condition));

Jlictunr knacy StateMachine:

public class StateMachine

{

private StateNode _current;
private Dictionary<Type, StateNode> _nodes = new();

public void Update()

{
var transition = GetTransition();
if (transition != null)
ChangeState(transition.To);
_current.State?.Update();
}
public void FixedUpdate()
{
_current.State?.FixedUpdate();
}
private void ChangeState(State state)
{
if (state == _current.State) return;
Apx.
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var previousState = _current.State;
PreviousStateName = previousState.GetType().ToString();
var nextState = nodes[state.GetType()].State;

previousState?.Exit();
nextState?.Enter();
_current = nodes[state.GetType()];

}
private Transition GetTransition()
{
foreach (var transition in _current.Transitions)
if (transition.Condition())
return transition;
return null;
}
public void AddTransition(State from, State to, Func<bool> condi-
tion)
{
GetOrAddNode(from).AddTransition(GetOrAddNode(to).State, con-
dition);
}
private StateNode GetOrAddNode(State state)
{
var node = _nodes.GetValueOrDefault(state.GetType());
if (node == null)
{
node = new StateNode(state);
_nodes.Add(state.GetType(), node);
}
return node;
}
public void TransitionTo(State state)
{
if(_current==null)
{
_current = _nodes[state.GetType()];
_current.State?.Enter();
return;
}
ChangeState(state);
}
}

[Ipu 1Himamizamii, 10 CTEWT MamMWHU OYyIyTh J0JaBaTHCS TEPEeXOAU MIXK

creiitamu BukopuctoByroun AddTransition(). AddTransition() cripobye orpumaru Stat-

Apx.
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eNode mist BiIOBITHOTO CTEHTY, a SKIIO TAKOTO HEMA€E - CTBOPHUTH Horo. Jlaimi B MeToi

Update() Buxiukaemo GetTransition() ansi oTpUMaHHS NEPEXOay, YMOBHU SIKOTO OYIH

BUKOHAaHI, 1 BAKOHYEMO Iiei nepexin. Merox TransitionTo() Oyae BUKOPHUCTO-BYBaTHCS

KOJIM HETaiiHO MOTpiOHO MEpeiTH B MEBHUM CTEUT Ta HE BaXKJIHMBO, SIKUM CTEUT Hapasi

AKTUBHUU.

OHniTH Ta BOpOru MaTUMyTh OJIHAKOBY MOBEAIHKY Ta CTEHTH, BIAMIHHICTb Oy/e B

HaJTaITYBaAHHAX paz[iyciB aTaKH, 1€ 6}/1[6 3a3Ha4aTUuCA, Ha KOT'0 pCaryBaTH: IOHITA YU

Bopora. Po3risiHyTy sik came IOHITH Ta BOPOrd OynyTh ceOe MOBOIUTH Oy/ie 3py4yHO Ha

Jiarpami akTUBHOCTI (AUB. puc. 2.4).

Idle
Hi Bopor yeifwoe lpaeeut 4as Hi
B pagiyc KOMaHay ’
BWABINEHHR? pyxartuca?
MepecnigysaHHa
Tak Hi Tak Hi Tak

Bopor Bopor LlinsoBa
BHALLOE 3 VBIALLOE B no3MLiA
padiycy paaiyc OOCArHyTa?

BWMABNEHHAY

\__ Tak

aTaku?

Hi

Tak

BOpOr NOKUHYE
pagiyc ataku?

Bopora
FHULEHO?

®

Idle

Puc. 2.4. Jliarpama akTUBHOCT1 TTOBEIIHKH IOHITA.
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Xo4ya CTEUT MallMHa HE MAa€ MOYATKYy 1 KIHI, KOXKEH CTEUT MOYMHAEThCS abo
3akiHuyeTbess B ldle creliTi (cTaHi Crokorw), ToMy OyneMO BBaXKaTH, IO MOYATOK Ta
kinenp - ne ldle creiit. Posramyxenns “I"paBelb 1aB KOMaHy pyXaTucs?” Juisi BOPOTiB
3aBXu Mae pe3yapTaT “Hi”, amxe rpaBels He Mae kepyBaTu BoporaMu. OKpiM CTEHTIB
3a3HAYEHUX Ha Jiarpami, 1€ € CTEUT CMepTi, B AKUN MepexoAuTh IOHIT abo Bopor, 3a
aonoMoror Meroxy TransitionTo(), konu BMupae. JIICTHHT yCiX CTEHTIB JOCTYIHHIA B
noaaTKy A.

Eran 2 - IlinroroBKa 10 po3po0KHU IOHITIB

Jlns  peamizanii pajaiycy BHSBIEHHS Ta aTaku CcTBopuMo kiac Range
Bukopucrosyroun OnTriggerEnter() ra OnTriggerExit(), OyayTh HajcHuIaTHCs CUTHAIH
npo BXig uu Buxig 3 paxiycy. Ilome tagToCheck mossosmuth B iHcmekTopi Unity
3a3HAYUTH Ha K1 00’ €kTH pearyBatu. FOHITH Ta BOPOrH OynyTh PO3PI3HATHUCS IO TETY:
“FriendlyUnit” ans ronitiB rpaBus Ta “EnemyUnit” s Boporis. s mepenaui
CUTHAJIB PO BXiJ Ta BHXiA Oys0 cTtBopeHo aenerat RangeEvent(), mo nepenae roHiTa,
SIKUW YBIMIIIOB UM BUUIIIOB 3 pajiycy.

Jlictunr knacy Range:

public class Range : MonoBehaviour

{
[SerializeField] private string _tagToCheck;

private SphereCollider _collider;
public delegate void RangeEvent(Unit unit);
public event RangeEvent OnEnter;

public event RangeEvent OnExit;

private void Start()

{ _collider = GetComponent<SphereCollider>();

grivate void OnTriggerEnter(Collider other)

{ if (!other.gameObject.CompareTag(_tagToCheck)) return;
OnEnter?.Invoke(other.GetComponent<Unit>());

gr‘ivate void OnTriggerExit(Collider other)

{

if (!other.gameObject.CompareTag(_tagToCheck)) return;

Apx.
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OnExit?.Invoke(other.GetComponent<Unit>());

}
public void ReTrigger()
{
_collider.enabled = false;
Util.DelayOneFrame(()=> _collider.enabled = true);
}

}

Pyx romitiB Oyzae peamizoBanuii 3a nomomoroto 0Oi0mioreku NavMesh [5], sika

BKJIIOYa€ B ce0e ajaropuTMu s MOUIYKY HAWKOpPOTUIOro MIISAXY,

OMHHAIO4Yu

nepemkoau. [lpu koMaHal pyxarucs OHIT Oyae WTH B Miclle KyJIu KJIIKHYB I'paBellb,

IpHU TepeciiyBaHHl IOHIT Oyne WTu 1o mo3ullii Bopora. Ha o0’ekT roHiTa momamo

kommoneHT NavMeshAgent (auB. puc. 2.5), sikuii Oyjae B3aEMOJIATA 3 KOMIIOHEHTOM

NavMeshSurface ua cueHi.

-
]

Tag Friendlylnit -

* Mav Mesh Agent

Humanoid

Angular Speed

Acceleration

Obstacle Avoidance
Radius

Height

Quality Low Quality

Priarity

Path Finding

Alte Traverse Off Me

Area Mask Walkable

Puc. 2.5. Hanamryanas NavMeshAgent s roHiTa.
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Eran 3 - Kinac Unit

Temep crBopumo kmac Unit, skuit 00’eqHae Bech BUINE PO3POOJICHUI

¢yukuionan. Ockinbku ki1ac Unit € 1ocuts 00’ €MHUM, PO3TIISTHEMO JIAIIE OCHOBHI HOTO

metoau. [loBHui nictuHr kiacy Unit noctynuuii Ha penozutopii [11].

CnoyaTtky CTBOPUMO METOM JJIsl KEPYBAaHHS IOHITOM:

public virtual void Select(bool selected = true)
{
Selected = selected;
_visuals.ShowUiElements(selected);
_visuals.BounceSelect();

}

public void MoveTo(Vector3 position)

{
if (IsDying) return;
_nav.SetDestination(position);
_visuals.BounceMarker();
AssignedPosition = position;
AttackTarget = null;
_stateMachine.TransitionTo(_moveState);

}

public void Chase(Unit unit)

{
if (unit == null) return;
AttackTarget = unit;
AttackRange.ReTrigger();
_visuals.TargetMarker();
_stateMachine.TransitionTo(_chaseState);

}

{06 rpaBers Mir pyxaTu Juiie OOpaHUX IOHITIB, a HE BCIX OJHOYACHO, OyIJIO

nomano Meron “Select()”. Jlami peamizyemo peakimii Ha BXi@ Ta BHUXII 3 pajiycy

BUABJIICHHS Ta aTaKH:

private void EnemyDetected(Unit unit)

{
if (unit.IsDying) return;
if (AttackTarget == null)
{
Chase(unit);
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}

}
private void EnemyLost(Unit unit)
{
if (AttackTarget == unit)
{
AttackTarget = null;
}
}
private void EnemyInAttackRange(Unit unit)
{
if (unit.IsDying) return;
if (AttackTarget != unit) return;
_stateMachine.TransitionTo(_attackState);
}
private void EnemyLeftAttackRange(Unit unit)
{
if (AttackTarget != unit) return;
Chase(unit);
}

HOHIT Ta Boporu MarTh OTPUMYBATH HIKOAY Bil aTtak 4d oToueHHsA. CTBOPUMO

meton ‘“TakeDamage(int damage)”, sikuii Oyae 3aBaaBaTH BKasaHy IUIOYHCEIBHY

mKkoay oHiTy. KoxeH roHiT Oyne MaTu NMEeBHUNA HaAOlp aTaKyr4uX Ta 3aXHUCHUX

XapaKTCpUCTUK, TOMY KOJHM OIWH IOHIT aTaKye iHI_IIOFO, BHUKINKATHUMCTBC

TakeDamage(Unit sender) - mepeBantakenusi TakeDamage(int damage) meromy. lLle

JTI03BOJIUTh B3SATH TMOTPIOHI XapaKTEPUCTUKH BIApa3y BiJ HalagHUKa Ta oOpaxyBaTH

OTPUMAaHy LIKONY.

public void TakeDamage(int trueDamage)

{
if (IsDying) return;
HP -= trueDamage;
_visuals.DamageImpact(_animator.transform);
_visuals.Flash();
_visuals.ShakeHealthbar();

if (HP <= 0)
{
HP = 0;
AttackTarget = null;
IsDying = true;
_stateMachine.TransitionTo(_unitDeathState);

Apx.
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public void TakeDamage(Unit sender)

{
if (IsDying) return;

int damage = Stats.CalculateMitigatedDamage(sender.Stats);
TakeDamage(damage);

if (_stateMachine.CurrentStateName==nameof(UnitIdle) && At-
tackTarget == null)

{

Chase(sender);
AttackRange.ReTrigger();

}
}

Takosk, SIKIIO IOHIT 3HAXOUTHCSA B CTaHI CTIOKOIO Ta OTPUMYE IIKOY Bijl BOpora,
IOHIT ITOYHE MEepPeciyBaTH Ta aTaKyBaTH IIbOT'O0 BOPOTa.

Eran 4 - CraTu 10HITIB

B nmictunry wmetony TakeDamage(Unit sender) st oOpaxyHKy IIKOJIH
BukopucroByetbesi meton CalculateMitigatedDamage() xmacy Stats. Kiac  Stats
BIJINTOB1JIa€ 3a yC1 CTaTH IOHITIB Ta Ma€ JEsIK1 JOMOMIXH1 (DYHKITI.

[Tepen TUM sIK PO3TIIAIATH CTATH IOHITIB, BApTO PO3’SICHUTH TUITH IIKOAU. Y Tpi
Oyne Tpu TMnM ImKoau: (i3wyHa, MaridHa Ta yucTa Imkoga (aHri. true damage).
BianoBigHo ¢izmyHa 1mIkoga OJIOKYeThcs (PI3MUHUM 3aXHUCTOM, MariyHa - MariyHUM
3axucToM. UmncTa mkoja irHopye yci 3aXucTy Ta BIIyJae Bipa3y o 3/I0POB’ IO IOHITA.

Koxen roHiT Matume 6 cTariB 1 BCl CTaTd OKpIM IIBHJAKOCTI aTakd I

IJI0YKMCEIbHI 3HaYeHHs (auB. puc. 2.6).
Vitality OKutteBa cuna) - MakcumanbHe 340pOB'S IOHITa
AttackSpeed (LLUBnAKiCTb aTaku) - CKiNlbKN aTak IOHIT BUKOHYE 3a CeKyHAy
Strenght (Cuna) - KinbkicTb i3NYHOT LLKOAW, AKY 3aBAAE LOHIT
Armor (OBnagyHku) - 3Ha4YeHHS (Pi3NYHOro 3axucTy

l.i Intellect (IHTenekT) - KINbKICTb MarivyHOT LWKOAWU, SKY 3aBAAE OHIT

I Resistance (Onip) - 3Ha4YeHHA MariYHoOro 3axucTy

Puc. 2.6. [lepemnik cratiB Ta iX yMOBHI TO3HAYCHHS.
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[HTEeNEeKT TaKok MOKE 3aCTOCOBYBATHCS MJIsl ACSIKUX €(EeKTIB 3710HOCTEH IOHITIB,
TOMY OOpaxoBYeEMO 3aBAaHy MariyHy IIKOAY TUIbKH SIKIIO CHJIA HAINaJHUKA JTOPIBHIOE

0.

JlictuHr knacy Stats:

public class Stats

{
public int MaxHP;
public float AttackSpeed = 1;
public int Strength;
public int Armor;
public int Intellect;
public int Resistance;
public int CalculateMitigatedDamage(Stats damageStats)
{
int damage;
if(damageStats.Strength==0)
{
damage = damageStats.Intellect - Resistance;
}
else
{
damage = damageStats.Strength - Armor;
}
return damage <= @ ? @ : damage;
}
public static Stats operator +(Stats a, Stats b)
=> new Stats(a.MaxHP + b.MaxHP,
a.AttackSpeed + b.AttackSpeed,
a.Strength + b.Strength,
a.Armor + b.Armor,
a.Intellect + b.Intellect,
a.Resistance + b.Resistance);
}

B kmac Stats takox Oyno g0aHO TEpeBaHTAKCHHS oreparopy “+7, 1o
J03BOJIUTH 3PYYHO J0/1aBaTH cTaT. Lle 3HanoOuThCs M1 peaizallii MoKpaieHb IOHITa.
ba3oBi cratm tonita 30epiratoTecs B ScriptableObject xmaci Class, skuii Takox
BiJNOBiae 3a Ha3By Ta omnwmc roHITa. Class B irpoBili TEpPMIiHOJIOTII - 1€ aAPXCTHIT UM
npodecis NepcoHaXka, HAMPHUKIAL: BOIH, YaKIyH YW Jy4HHK. Moxke Oytu Oe3miu
MEPCOHAXIB, SIK1 BITHOCSATHCS 10 OJTHOTO KJIacy, 1 KOKEH 3 HUX Ma€ BIJMOBIAHI CTaTH Ta

3M10HOCTI CBOTO KJIacy.

Apx.
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Puc. 2.7. Tlpuknaz kiacy roHiTa.

Kpim Toro, ronit Mmae nmoje BonusStats, sike BianmoBizae 3a OTpUMaHi MOKPaIIEHHS.
Konmu roniT Oynme oTpuMyBaTH TOKpAIIEHHsI JJIi TIEBHOTO CTaTy, 3HA4YeHHS OyJe
nomasatucs B BonusStats, abu He 3miHIOBaTH 0a30Bi CTaTH, CIUIBHI JUIS YCiX IOHITIB
IbOTO Kjacy. Toji, JUIsl TOro mo0 OTpUMAaTH MOTOYHI CTaTH FOHITA, MOTPIOHO JOJATH
fioro 6a3oBi Ta OOHYCHI CTaTH.

Eran 5 - KepyBannsi 1oHiTamMu

3 3aBepuieHUM (DYHKIIIOHAJIOM IOHITIB MOXHAa MPHUCTYIUTH 0 PO3POOKHU
kepyBaHHS HUMH. CIIOYaTKy PO3TIITHEMO SIKe caMe KepyBaHHs Oy/ie B Ipi:

1. ITpu matuckanui JIKM Ha 1oHITa, 00MpA€ETHCS TUIIIE TIEH IOHIT;

2. Ilpu natuckanui JIKM 3 3axkaroro kHomkoro “Shift” Ha roniTa, Iiel FOHIT
JI0JTa€ThCSL 200 MPUOUPAETHCA 3 OOpaHUX;

3. Ilpu Hatuckanui JIKM 3 3axartoro kHonkoro “Ctrl” Ha roHITa, 0OMPAIOTHCS yCi
IOHITH TaKOT'0 CaMOTO KJIacy;

4. Ilpu natuckanni JIKM Ha 3eMiTio, BCi IOHITH TPUOUPAIOTHCS 3 O0paHUX;

5. Ilpu natuckanui [IKM Ha 3emuto, oOpaHi IOHITU TMOYHYTh pyXarTucs B

HaTHUCHYTY MO3HUIIIIO.

Apk.
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OTmxe, ctBopuMo kiaac UnitSelectionManager, moBHuUI JICTHHT SKOTO JOCTYIHUN

Ha penosutopii [11]. Metonu Select(), SelectClass(), Deselect() ta DeselectAll()

BIJIMOB1IAIOTH 32 OOMPAHHS IOHITIB:

public void Select(Unit unit)

{
if (_selectedUnits.Contains(unit)) return;
if (unit.IsEnemy) DeselectAll();
else DeselectEnemy();
_selectedUnits.Add(unit);
unit.Select(true);
}
public void SelectClass(string name)
{
DeselectAll();
foreach (var unit in AllUnits)
{
if (unit.Class.ClassName == name)
Select(unit);
}
}
public void Deselect(Unit unit)
{
unit.Select(false);
_selectedUnits.Remove(unit);
}
public void DeselectAll()
{
foreach (var unit in _selectedUnits)
{
if (unit == null) continue;
unit.Select(false);
}
_selectedUnits.Clear();
}

Meton MultiSelect() peanizye joriky s EX METOMIB:
private void MultiSelect(Unit unit)

{
if (Input.GetKey(KeyCode.LeftControl))
{
DeselectAll();
SelectClass(unit.Class.ClassName);
return;
}

if (Input.GetKey(KeyCode.LeftShift))
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if(unit.Selected)
{

Deselect(unit);
return;

}
}
else DeselectAll();

Select(unit);
}

Pyx 3a6e3neuye meronx MoveGroup(). I1{o6 Bci 00paHi 1OHITH HE CKyM4YyBaJIKCs B
OJIHY TOuKy, BUKOpHCTOBYrOuu MeToa GetCenter() oOpaxoByeThes HIEHTpaIbHA MO3UITIS
NOTOYHOI I'pyNH IOHITIB. Jlami, isi KOKHOTO IOHITa 00paxOBY€EThCS BIACTYI BiJ LICHTPY
1 JIOMAEThCSA JIO HOBOTO IEHTPY. TakWM 4YWHOM IOHITH 30epiraroTh CBiM CTpid 1

HepeMiIIIaIOTI)CSI B BKAa3daHY TOYKY.

private void MoveGroup(List<Unit> units,Vector3 center)

{
Vector3 oldCenter = GetCenter(units);

foreach (var unit in units)

{

if (unit.IsEnemy) continue;
Vector3 offset = unit.transform.position - oldCenter;

unit.MoveTo(center + offset);

}

private Vector3 GetCenter(List<Unit> list)
{

var totalX = of;

var totalY = of;

var totalz of;

foreach (var obj in list)

{

totalX += obj.transform.position.x;
totalY += obj.transform.position.y;
totalZ += obj.transform.position.z;

}

return new Vector3(totalX, totalY, totalz) / list.Count;
}

Temep B metoni Update() 3unTyemMoO HAaTHCKAaHHS TPaBIl Ta BUKOPHUCTOBYHOUH

Physics.Raycast() nisraemocs uu rpaBellb HATHCHYB Ha IOHITa a00 3eMIIIO.

Apx.
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private void Update()
{

var ray = _camera.ScreenPointToRay(Input.mousePosition);
RaycastHit hit;

if (Input.GetMouseButtonDown(9))

{
if (Physics.Raycast(ray, out hit, Mathf.Infinity, Layer-

Mask.GetMask("Unit")))

MultiSelect(hit.collider.GetComponent<Unit>());
else
DeselectAll();
}
if (Input.GetMouseButtonDown(1l) && _selectedUnits.Count > 9)
{
if (Physics.Raycast(ray, out hit, Mathf.Infinity, Layer-

Mask.GetMask("Ground")))

MoveGroup(_selectedUnits, hit.point);
}
}

Eran 6 - FOniTi T2 Boporu

FOHiTIB Ta BOpOTiB MOYKHA MOJIIUTH HA 3 TUIIU:

1. FOHiTH 6aMXKHBOTO 0010, SIK1 MAIOTh MAJIUH PajlyC aTakH,

2. YOHITH 1anbHBOTO 0010, SIK1 BUCTPUIIOIOTH CHAPIH, 110 3aBAI0Th IIIKO/IH;
3. MariuHi 10HITH, K1 3aBJAIOTh IIIKOH 110 00JIaCT1 3aKJIMHAHHSIMU.

Jlns GaszoBoi Bepcii rpu cTBOpHMO 3 IOHITH Ta 3 BOpora, KOXeEH 31 CBOIMHU

craTaMu Ta 3a10HOCTsIMU (AuB. Tabd. 2.1).

Ta0mumsg 2.1
OniTH Bopornu
Hassa Knight Ranger Wizard Goblin Undead Cyclops
Tun BrokHii JapHii Mariyauit Boknii Mariyauit brvkuii
JKutTeBa cuna 90 55 60 40 80 300
[IBup. ataku 0.57 0.67 0.60 0.77 0.50 0.55
Crati Cuna 10 20 0 18 0 30
OO6maayHKn 15 3 2 6 0 0
IuTenexr 0 15 20 0 16 0
Onmip 5 3 10 5 15 0
3a KOKHOT0 Mae manc Koxny 3aBmae
IHIIIOTO 3aBIaTU TPETIO aTaKy Mae 30% IIKOTY BigHosiroe
Knight B HOABiNHOT 3aBJa€ LIAHC il Ta 8%
31i0HICTh KOMaHIi IIKOJIH, KOy 110 ITHOpYBaTH BCIM BiJICYTHHOT'O
OTpUMYE +2 SIKUH BEJIMKIT OTPUMaHy IOHITaM 3II0pPOB'S
cwm Ta +1 JIOPIBHIOE obacri IIKOY HABKOJIO | INOCEKYHIH
00JTaTyHKH [aTenmexty | mepen coboro HEl
Apx.
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JIiss KOXKHOT 311I0HOCTI CTBOPSHMI OKpeMHH Kiac, 1o Hacmigye kimac Ability.
Knac Ability 30epirae Bcro moTpiOHY iH(pOpMaIlio mpo 3Ai0HICTE Ta Ma€ BipTyaJIbHUN

METO/IH, AKUH JOYIPHI KIACH MOXKYTh BUKOPUCTOBYBATH JIJIsl CBOTO (DYHKII1OHANTY.

Eran 7 - Object pool

PosristHemo AeTanbHile SK MPaIOOTh IOHITU JadbHbOro 00t0. KokeH moctpin
CTBOPIOE 00’€KT CHapsija, SIKUM JIETUTh y CBOIO LUIb. Konmu cHapsia gocsrae miii BiH
CaMO3HUIIY€ETHCS.

Hexait Mu maemo 10 10HITIB JaibHHOTO OO0 B KOMaH/1 - 11 MOCTIHHE CTBOPEHHS
Ta 3HuIEeHHs 10 00’exTiB. Jlo TOro X, MOJKHa MOKpAIlyBaTH IIBHJAKICTh aTakd 1 TOAL
iHTepBal MK TMOCTpilaMH cTaHe MeHmwmid. lle Moke B3HAaYHO BIUIMHYTH Ha
HPOyKTHBHICTH TPH, TOMY BapTO BuKopucTatu narrepu Object pool [6].

Object Pool (mmyn 00’€kTiB)- 11e MaTEpH MPOEKTYBAHHS, SIKU BUKOPUCTOBYETHCS
mis  eDeKTHBHOTO  CTBOPEHHS Ta  TNOBTOPHOTO  BUKOPHUCTAaHHS  OO'EKTIB.
BuxopucroByroun Object pool mMu 3M0KeMO J€aKTUBOBYBATH CHApsiH, SKi BXKe
BIYYUJIM B IUJIb, Ta AKTHBOBYBAaTH iX 3HOBY HpH mocTpuri. Takum yuHOM Oyne
JOCTaTHBO 3a3/aJeriflb CTBOPUTHU JEKUIbKAa €K3EMIUISIPIB CHapsiAy Ta BUKOPHCTOBYBATH
iX TOBTOpPHO. SIKIIO MOTPIOHO BUKOHATH IIOCTPUI, a JICAKTUBOBAHUX CHApPSIIB HE
BUCTauae, OyJie CTBOPIOBATUCS HOBUI Ta JOJAaBAaTUCS /10 MYILy.

Jlictunr xmacy ObjectPool:

public class ObjectPool<T>
{
public List<T> List { get; private set; }
private Func<T, bool> _predicate;
private Func<T> _create;
private Action<T> _enable;
private Action<T> _disable;

public ObjectPool(Func<T, bool> predicate, Func<T> create, Ac-
tion<T> enable, Action<T> disable)

{
List = new List<T>();
_predicate = predicate;
_Create = create;
_enable = enable;
_disable = disable;
}
Apx.
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public void AddDefault(T obj)

{
List.Add(obj);
_disable(obj);
¥
public T GetObject()
{
foreach (T obj in List)
{
if (_predicate(obj))
{
_enable(obj);
return obj;
¥
}
var newObj = create();
List.Add(newObj);
return newObj;
}

}

HH peaniaauiﬂ € MaKCHMaAJIbHO YHiBepCEU'II)HOIO, a/UKC MM HC 3aJa€EMO K CaMC

CTBOPIOIOTHCA, ACAKTHBOBYIOTHCA Ta aAKTHBYIOTHBCA 00’extn myny. OkpiM TOro
2 b

BUKOPHCTaHHS JpKeHepikiB (generic) [7] mosBomuTh mpaiioBatd 3 Oyab-SKHUMH

00’eKTaMu, HE TUIBKHM CHapsiaMH IOHITIB. Po3risiHeMo neranbHime koxxkeH Func ta Ac-

tion:

1. Func<T, bool> _predicate - nmpuiimae mapameTpoM 00’€KT IyJy Ta MOBEPTAE

OyneBe 3HaueHHs. Lle ymMoBa s akTuBarlii 00’ €xTy;
2. Func<T> _create - moBepTae cTBOpeHU 00’ €KT MyIIy;

3. Action<T> _enable - npuitmae 00’ €xT yy Ta akKTUBYE HOTO;

4. Action<T> _disable - mpuiimMae 00’ €kT myiy Ta I€aKTUBYE HOTO.

Peanizarrist mymy 00’ €KTiB Ha IPUKIII1 CHAPSIIB IOHITA!

_pool = new ObjectPool<Projectile> (
(obj) => !obj.gameObject.activeSelf,
() => Instantiate(_projectile,transform),
(obj) => obj.gameObject.SetActive(true),
(obj) => obj.gameObject.SetActive(false)

)5

_pool.AddDefault(GetComponentInChildren<Projectile>());
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Eran 8 - I'enepanis niazemesis

Ilepen TMM SIK mepelTH 10O reHepaiii MiI3eMelis, pO3IrVIIHEMO, L0 caMe€ Mae

reHepyBatucs. [ligzeMerist ckiiafaeTbCs 3 KIMHAT, 1110 PO3MILLIEHI B KOMIpKax Ha CITII.

Koxna kiMHata Mae mnpoxoau, IO BeAyTh B Hei, HymepoBani Bix 0 g0 3 3a

TOJMHHUKOBOIO CTPLIKOIO (AUB. puC. 2.6). Lle 3py4HO, ajpke TOA1l MU MOKEMO OTpUMAaTH

MPOTUJICKHHUI MPOXIJ MPOCTO A0AABLIM 2. BinnoinHoO, pu reHeparii npoxoan MaroTh

OyTu 00’ eHAH1 MK CO0010, HE Ma€ OyTH MPOXOJIiB, SIKI BEIyTh y CTIHY.

Puc. 2.8. MoXJIuBI KIMHATH.

Ha pucynky 2.6 300pakeHO sKi KiIMHaTH OYyJIyTh BHUKOPHCTOBYBATHCS JIS

redepanii migzemens. Obeprarouu iX, MU OTPUMYEMO 15 MOXKJIMBUX BapiaHTIB IS

kiMHaTtd. Po3Mmip mim3emenns Oyne oOMexeHuid ciTkoro 8x7 komipok. Ilpukian

moOyI0BaHOTO MiA3eMeII 300paKeHUI Ha PUCYHKY 2.7.

Puc. 2.9. llpuxnag niazeMenis.

3mm.
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Jlns mpoueaypHoi TeHepallii mia3emMens Oyne Bukopuctano anroput™ Wave
Function Collapse [8]. Bxigaumu nanumu mias WFC e Habip yciX MOXKJIMBHX CTaHIB
KOMIPDKM Ta TMEBHI OpaBwia. Po3risiHeMO K NOpalioe el anroputM Ha aiarpami

aKTUBHOCTI (IUB. puc. 2.8).

OMDAETLLR

Komipra
3 HBAMEHLLOW
EHTRONIER

COOWpaETuCR
BWMNA0KO0BE 3 HUMX

Takwy roMipor
Oekinska?

Hi

Konanc odpaHol
KOMIpDKEK

CHOBMHKITLCR

MO¥NHE] BapiaHTH
CYCIOH KoMIipoK

Y¥CI KOMIpKERr Hi J
BM3HEYEHI?

Tak

Puc. 2.10. [liarpama axtuBHocTi anroputmy WFC.
Ha movarky anroputMy yci KOMipKd MOKYTh HA0yTH OyAb-sKHA CTaH 3 3aJ1aHOTO
Ha BXojai HaOopy. KibKiCTh MOXJIMBUX BapiaHTIB I KOMIPKHA TaKOX HA3WBAETHCS
eHTpomicto (aHri. entropy). B mporieci BUKOHAHHS alrOpuTMy KOMIPKH TOCTYIIOBO
OTPUMYIOTh BH3HAYCHHI CTaH - [I¢ Ha3WBaeThcs KoyaricoM (anmi. collapse). Ilix gacy
KOJarncy JUisi KOMIPKH BUNAJKOBO OOMPAETHCS OAWH 3 JOCTYIMHHUX il BapiaHTIB 1 1ei
CTaH Hajaidl He 3MIHIOEThCS. CycCiHI KOMIPKHM OHOBIIIOIOTH CBOI MOKJIMBI BapiaHTH

BIIMOBIZTHO 10 3aJJaHUX MPaBUJI Ta KOMIPKH, 10 3a3Hajia KOJIarmcy.
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B pesynbrati WFC Mu 3MOXeMO OTpUMAaTH BUIIAJKOBE, allé CTPYKTYpOBaHE
MI3eMENIsI, 0 JOAACTh peirpadebHOCTI Ipl Ta 3pOOUTh KOXKHE HOBE MPOXOKEHHS
HECXOKUM Ha MONEPETHE.

[Mounemo 3 wiacy mist komipku MapCell. 3a BusHadueHHs KOMipKH BiamoBinae
metoq Collapse(). IIo6 matu Tpoxu Oijbllle KOHTPOJIO HaJ TeHEpaIli€o, KOKHA
MOXJIMBAa KIMHaTa MaTUMe€ TE€BHY HMOBIPHICTh, 10 i 00epyTh. Tonmi mist BuOOpY
BUTIAIKOBOI KIMHATH MOTPIOHO BHKOPUCTATH METOJ 3BAKCHHX BUIAIKOBUX EJIEMEHTIB
(anrn. weighted random choices). O6paxoByeMo 3arajbHy CyMy yciX HMOBIPHOCTEH Ta
BUTIQJIKOBO 0OWMpaeMo umcio Bim | 10 3Ha4eHHs 3aranbHOi cymu. Jlami B UK
nepeOupaeMo ycl MOXJIMBI KIMHAaTH Ta J0AaeMO iX KWMoBipHOCTI. KoxkHy ireparito
UKy TEepeBipIeMO, Y € OOpaHe YHUCIO MEHIIUM 3a Ha0paHy Cymy, 1 AKIIO Tak,

OCTaHHIN TOJAHUI €IEMEHT CTa€ Pe3yIbTaTOM.

public void Collapse()

{
int totalWeight = Options.Sum(option => option.Probability);
int randomNumber = Random.Range(1, totalWeight + 1);

int cumulativeWeight = 0;
foreach (var option in Options)

{

cumulativelWeight += option.Probability;
if (randomNumber <= cumulativeWeight)

{
SetTile(option);
break;

}
}
public void SetTile(MapTile tile)

{
Tile = tile;

_tileImage.sprite = tile.Sprite;
_tileImage.transform.DORotate(new Vector3(0,0,-tile.Angle),0);
IsCollapsed = true;

Options.Clear();

}

JHam po3poOuMoO METON JJIT OHOBJIEHHS MOKJIMBHUX KIMHAT KOoMipku. [loTpibHO
BpaxyBaTH, 110 NPOXOJA MOXYTh OYyTH CYMIXKHI JIMILIE€ 3 TIPOXOJIaMH, a CTIHH - JIMIIE 3

CTIHAMM.
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public void UpdateOptions(int direction,bool passage)

{
if (IsCollapsed) return;
int neededDirection = (direction + 2) % 4;
var list = new List<MapTile>();
foreach (MapTile tile in Options)
{
if (passage && tile.Passages.Contains(neededDirection))
list.Add(tile);
if (!passage && !tile.Passages.Contains(neededDirection))
list.Add(tile);
}
Options = list;
}

Tenep B kimaci MapController peanizyemo cam anropurm WFC. IToBHuit gicTUHT
kinaciB MapController ta MapCell noctynuuii Ha perozutopii [11]. Ciouatky nmoTpioeH
METO/ IS TIOIIYKY KOMIPKH 3 HAMMEHIITO0 KUTBKICTIO MOXJTUBUX KIMHAT.

private MapCell GetLowestEntropyCell()

{
int min = 99;
List<MapCell> minCells = new List<MapCell>();
foreach (var cell in _allCells.Values)
{
if (cell.Options.Count < min)
{
min = cell.Options.Count;
minCells.Clear();
minCells.Add(cell);
}
else if (cell.Options.Count == min)
{
minCells.Add(cell);
}
}
int rand = Random.Range(@, minCells.Count);
return minCells.Count == @ ? null : minCells[rand];
}

Takox moTpibeH cmocid OTpUMyBaTH CYCiAHI KOMIPKH, ISl I[bOTO CTBOPUMO
meton GetNeighbors(). ITo3umii komipok 30epiratrotbest y Burisaai “(int,int)”, ne lteml
me X, a Iltem2 me Y. Takox, TepHapHUMHU OMEpaIliIMA BPaXyeEMO MOXIJIHUBICTh

PO3MIILIEHHS] KOMIPOK Ha Kparo CITKHU.
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public List<MapCell> GetNeighbors((int, int) pos)

{
List<MapCell> cells = new List<MapCell>
{
pos.Item2!=0 ? allCells[(pos.Iteml, pos.Item2 - 1)] : null,
pos.Iteml!=7 ? allCells[(pos.Iteml + 1, pos.Item2)] : null,
pos.Item2!=6 ? allCells[(pos.Iteml, pos.Item2 + 1)] : null,
pos.Iteml!=0 ? allCells[(pos.Iteml - 1, pos.Item2)] : null
}s
return cells;
}

Pesynbrar merony GetNeighbors() - e crnmcok, skuit mae 4 enementu. Koxken
CJIEMCHT BIATIOBI/Ia€ 3a IEBHUI HAINPSMOK, SIK 3rajyBajiocs paHimie. Takum 4rHOM, 1100
OTpUMATH CYCia, HANpUKIAJ, CIpaBa BiJ KOMIPKH, JOCTaTHbO BKa3aTH HOMEDP
HanpsMky: macuB GetNeighbors(cell) 3 ingexcom 1.

Bukopucraemo po3pobiieHi MeToau s reHepaiii migzemesuisi B meroai Gener-
ateMap(). Sxmo meron GetLowestEntropyCell() moBepuye “null”, 1e o3Hagae, 1o
mig3eMelis He Mae Oulbllie BUIBHHUX TIPOXOJIB, B TaKOMYy BHIQJAKy T'€HEPYEMO

Hi,ZISGMGJIJBI CIIOYAaTKYy.

public void GenerateMap()
{

for (int j = ©; j < _roomLimit+1l; j++)
{
var cell = GetLowestEntropyCell();
if (cell is null)

{
ResetMap();
GenerateMap();
return;

}

cell.Collapse();

var neighbours = GetNeighbors(cell.Position);
for (int i = @; i < neighbours.Count; i++)

{

if (neighbours[i] is null) continue;

neighbours[i].UpdateOptions(i,
cell.Tile.Passages.Contains(i));

}
}
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Puc. 2.11. Pe3ynbratu renepaiiii.

["eneparrist mpairoe KOPEKTHO, ajie JUIIAIOTHCS BIAKPUTI npoxoau. Jogamo moms

IsClosed (bool) Ta _closedPassages (int) B kmac MapCell mns BimchmiakoByBaHHS

He3akputux KimHar. Skmo _closedPassages mopiBHIOE KiIBKOCTI MPOXOJIB KIMHATH,

IsClosed crae true. Jami cteopumo meton CloseOpenPassages() B kiaci MapController

JUIS 3aKpHUTTS YCiX HE3aKpUTUX KiMHAT. JIJisi Toro miod 3akpuTh KiMHATY TOTPiOHO

aHaJI3yBaTH CYCIIHI KOMIPKMA Ta MiAiOpaTH HOBY KiIMHATY, J€¢ yCi IPOXOoau OyIayTh

3aKPUTI.

private void CloseOpenPassages()

{

Ix.IsClosed);
foreach (var cell in openCells)

{

var openCells = allCells.Where((x) => x.IsCollapsed &&

var neighbors = GetNeighbors(cell.Position);

List<int> neededPassages = new List<int>();
for (int i = @; i < neighbors.Count; i++)

{
if (neighbors[i] is not null && neigh-
bors[i].HasPassageFor(i)) neededPassages.Add(i);

}

var tile = _tiles.Find((x) =>
x.Passages.SequenceEqual (neededPassages)

)

cell.SetTile(tile);
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Puc. 2.12. Pe3ynbratu reHepaiiii 3 3aKpUTUMH IPOXOJaMHU.

Tenep moTpiOHO HAMOBHIOBATH 3reHEpOBaH1 KiMHATH. Sk Oyino 3a3HAueHO B
nepIioMy po3aiii, migzemesuist Oyjae nojaiieHo Ha noBepxu. Ha nmepimomy mosepci Oygie
10 ximuar. Komu rpaBenb CIyCKaeTbhCs Ha TMOBEPX HUIIE, KUIBKICTh KIMHAT Oyne
30upmyBatrcs Ha 2. Ha pucyHky 2.13 300pakeHi yci MOXJIMBI KIMHATH Ta iX YMOBHI

ITO3HAYKH.

buTtea 3 Boporamu

CKpuHS 3 npegMeToM

& [ E

Knoy

KniTku 3 TpboMa toHiTamu. KniTkn MoXHa
BIAKPUTM KIto4aMu

O 30n0oTo, fike MOXXHa BUTPaTUTU Ha
MOKpaLLEeHHS IOHITIB

Puc. 2.13. KiMHaTu Ta iX yMOBH1 TO3HAYKH.

Ha xoxHOMY TIOBEpCi TTOJIOBMHA KIMHAT MATUMYTh OUTBH 3 BOPOTaMH, 2 KIMHATH
3aBXJIU OyIyTh 3 KIITKaMH, a periTa MaTUMYTh BUTIAKOBI HATOPOAH (CKPHHSI, KITIOY YH
3010T0). B 6a3oBiit Bepcii rpu Oyae 3 moBepxHw 1 OCKUIBKM MAaKCUMAIBHUN PO3MIP
KOMaH/M rpaBus - 25, pO3MICTUBIIM MO 2 KIMHATH 3 KJIITKAMH Ha KOXHOMY IOBEpCI,

rpaBelb MaTUME 3MOr'y 310paTy MOBHY KOMaHAY. B KOXHIM KIMHATi 3 KJIITKaMU OJUH
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KIIIOY JJA€ThCSl OE3KOLITOBHO, a pelTy Tpeba IIyKaTh B MIA3€MEIUIl Ta OTPUMYBATH 3a
NepeMoru B OUTBax.
Merton AJ1s1 HAMOBHEHHSI KIMHAT IOCUTh MPOCTHIA:

private void FillRooms()

{
var cells = _allCells.Values.Where((x) =>
x.IsCollapsed).OrderBy(x => Random.value).TolList();

for (int i = @; i < cells.Count; i++)

{
if (i < cells.Count / 2)
{
if (i < 2)
cells[i].SetRoom(_rooms[1]/*Cages*/);
else
cells[i].SetRoom(_rooms[Random.Range(2, 5)]);
}

else cells[i].SetRoom( rooms[@]/*Battle*/);

-
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o]
iy
(]
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Puc. 2.14. Pesynbratu reHepairii 3 HAOBHEHUMH KIMHATaMU
Crmcok KiMHAaT _IOOMS 3amoBHIOETHhCS B iHCHEekTOpi (mmuB. puc. 2.15). Koxna
KIMHaTa OKpIM OWTBU Ma€ OO’ €KT, SKUU CTBOPIOETHCA MPHU TEHEpallil Mmia3eMesns.
CTBOPIOIOTHCSI BOHM HEAKTUBHUMH 1 aKTUBYIOThCS KOJM TpaBellb 3aXOIUTh Yy

BIIMOBIIHY KIMHATY.
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Puc. 2.15. Criucok KiMHAT B 1HCIIEKTOPI.

Hampuknaza, xonu rpaselb nepeijie B KIMHATY 3 30JI0TOM, BIH MAaTHUME 3MOTY

HaTHCHYTH Ha 00’ ekt GoldStash, sikuii momae BUMAAKOBY KUIBKICTh 30J10Ta 0 FaMaHIIS.

B ckpuHsxX rpaBerb MOXe OTpUMAaTH MPEAMET, 110 HAISKHUTD J10 OJHIET 3 KAaTETOPIi:

1. 3uu1a 3UUIEHHS,

2. TumMdacoBi MOKpaIeHHs CTaTiB JIs IOHITIB;

3. TumyacoBi 3HMKEHHS CTATIB JJIs1 BOPOT'iB;

4. BuOyxiBKa, 1110 3aBJIa€ YUCTO1 IIIKOAN BOPOTaM;

5. CriopsikeHHS 3 TOCTIHHUMHM MMOKPAIICHHSMH CTaTIiB IS IOHITIB.

Eran 9 - burBu

KimMuatu 3 GuTBaMm IpaIioroTh Jenio iHakme. Ko rpaBens moTpamise B Taky

KIMHaTy, BIH HE MOXe€ il MOKMHYTH JOKM HE TmepemMoke B OwutBi. UepBoHHMHU

CTPUTOYKAMHU BKA3YETHCS 3BIAKU OyyTh BUXOJUTH BOPOTH (OOMPAETHCS BUTIAAKOBO JIJIS

KOXKHOi OMTBM) 1 rpaBellb Ma€ 3MOry CTPAaTEriyHO PO3MICTUTH CBOiX IOHITIB. Komu

rpaBellb TOTOBUII OWTHUCS, BIH Ma€ HATUCHYTHM Ha KHomky “Start Battle”. Konu

MOYMHAEThCA OWTBA, 3 TIEBHUM IHTEPBAJIOM 3 SBISIOTHCS BOPOTU. SIKIIO TpaBelb

3mm.
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repeMarae ycix BOpPOTiB, BIH OTPUMYE 30J0TO Ta KoYl SIKIIO BC1 IOHITH TpaBIs

TUHYTH - Tpa 3aKIHYY€ETHCA MOPA3KOI0.

Boporu s GUTBM TakoX MiAOMpParOThCs BUMaAKOBO. KokKeH BOpOr Mae piBEHb

neoesneku: Goblin - 10, Undead - 20, Cyclops - 50. butBu Tex MawTh piBeHb

HeOe3MeKku, ajne BIH CIyrye sk cyMa HeOe3NeKku yCix BOporiB Iiei outBu. Hampuknan,

MU MaeMo OUTBY 3 HeOe3nekoro 40, Toi € nuine 3 kKoMOiHal1li1 BOPOTiB AJIs HET:
1. Goblin, Goblin, Goblin, Goblin;
2. Goblin, Goblin, Undead,

3. Undead, Undead.

PiBenb HeOe3nekn OUTB Ta IHIII MapaMeTpH, MOB’sI3aH1 3 OUTBaMH, BKa3ylOThCS B

THCIIEKTOP1 111 KOKHOTO TIoBepXy (AuB. puc. 2.16).

Puc. 2.16. HanamryBanHs OUTB Ha MOBEPCI.

Enemies - nie mepeik BOporiB, SKHX MOYKHA 3yCTPITH HA MTOBEPCI.

Enemy Levels - me Vector2, skuii BiamoBimae 3a MiHiManbHHE (X) Ta

Makcumanbauii (Y) piBeHb BOpPOTIB Ha TMoBepci. ['paBerp mMmigHIMAE PiBEHb CBOIM

IOHITaM, TOKpally4d iX CTaTH, a BOPOTH, 32 KOKEH PIBEHb OTPUMYIOTh BHUIIAJIKOBI

MOKPAIICHHS.

Battles - e mocaigoBHICTE OUTB, a TOuHiIIE TX piBeHb HeOe3neku. HeBakiuBo, B

SKI caMe KIMHATU OUTB 3aXOJIUTh IrpaBelib, PIBEHb HEOE3NMEKU 0OUPAETHCS MOCIIIIOBHO.
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Lle rapanTye, Mo rpaBellb BUIAIKOBO HE HATPAamUTh Ha OUTBY 3 HeOesmekow 170 Ha
camMoMy TOYaTKy.

Spawn Interval - e inTepBan B cexkyHaax Mix mosiBoro Boporis. Skip Chance - e
HMOBIPHICTB TOT0, IO MOSIBa BOPOTa BIAKIAAEThCS Ha il1e oauH iHTepBai. Lle go3Bose
KepyBaTH CKJIAJHICTIO OMTB, ajyke yuM Menme Spawn Interval ta Skip Chance, tum
CKJIQJHIIIIA CYTHYKa 3 BOPOTaMH.

Jlictuar knacy BattleController, sxuii peanizye Bechb ¢yHKIIOHAT OUTB,

JNOCTYIIHUU B 101aTKy b.

2.3 CTBOpeHHH Bi3yaJbHHUX €JIEMEHTIB

Eran 1 - InTepdeiic

[urepdeiic rpu Oyne peni3oBaHUNA BUKOPUCTOBYIOYM BOYJIOBaHI €JIEMEHTH
iHTepdeiicy Unity, raxi sk: Canvas, TextMeshPro, Button ta immi. BisyamsHo
iHTEepdeiic MaTUMe TIKCEIbHUM CTUJIb Ta BIACHUM MIPUQPT, BUCOTOI 6 MIKCEIB (IMB.

puc. 2.17). HlpudT Takox BKIOYAE CUMBOJIH IS BiIOOpaXEHHS CTATiB Ta MPEAMETIB.

-tz 5w _[1334Y56T0Y9::=ABECDEFGHI
-JI-ILHHIIIPEFISTlIl.ll.-.lH'JE[]nncu:-:u:-JmMMnnqk-'T
uuweyal T S EE G AR ARG DD

Puc. 2.17. Po3poOnenuii mpudT 1715 TPH.
[aTepdetic rpu CcKIamaeThes 3 JEKUTBKOX BIKOH, PO3TJITHEMO KOXKHE 3 HHUX
netanbHO. CrUCOK IOHITIB (MuB. puc. 2.18) 3pyuHo BigoOpakae ycixX IOHITIB B KOMaH/1

TpaBIIsl Ta TIO3BOJISIE OOMPATH FOHITIB.

KHonka __ UHIT LIST
COpPTYBaHHSA 4/d5 KineKicTb

1 HOHITIB

g ERHNIGHT
1 # rAnGeR

PiBeHb  1OHiTU
OHITIB

Puc. 2.18. Cricox roHITIB.
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[apopmaniis npo roHiTa (auB. puc. 2.19) BimoOpakaeTbcsa Koau oOpaHUM Jniie

OJIMH IOHIT. B 11bOMYy BiKHI BiZOOpaka€eThCcsl BCe, 10 MOTPIOHO 3HATH HpPO IOHITA, a

TaKOXX MOKHA MOKPAIIUTH CTATH HATUCHYBIIW Ha BIAMOBIAHI KHOMKHU. 310HICTh IOHITA

BIIOOPaXXaeThCAd 1IKOHKOKO 1 TIPU HABEICHI 3 ABISEThCA Tiakaska (auri. toolti e
9

po3mnucado edekt 3A10H0CcTi (1uB. puc. 2.20).

300poB'A -~

Ctatu

PIBEHb

LEURL
w1

BETI
RN IGHT

UPGRADE C05T

<+ 1

+ 1

#0857 + 1[0

# 110
=115

+ [
+* [

+ _90/90 <

b |1']
L __-Knac

— 30i0HICTE

iy,
%

YT BapTicTb NoKpalleHHs

cTaTiB

et WHRENIGHT

CHIUALRY

Eenrcur cRIn: 1 Eapror
AHD 2 # STERHGTH FOR RUREY
OTHRE S PHIGHT IM VOUE

UHIT LIZT

LRURL & 0000 A

Puc. 2.20. Edexr 3xi6HOCTI

KHOMKW NoKpaLleHHS

TakuM camMuM YMHOM TMpallO€ 1HBEHTap Jisl MPEIMETIB - TMPU HaBEJCHI Ha

npeaMer BiloopakaeTsest Horo edext (auB. puc. 2.21). [HBeHTap BMilllae MaKCUMYM 3

npeaMeTa, TOMY TPaBLIO JOBEJAEThCA PETEIbHO 00UPATH, SIK1 MPEeIMETH OpaTu 3 COOOIO.
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Cnucok
npegMeTiB

[pu HaBegeHi Ha npegmeT
BigobpaxaeTbCca Horo edekT

MoTouyHUin NoBepX
[

BUKUHYTK
npeameT

resTore 26 oF urTALITY
TO ALL UMITS

B CLICK To UE

L_Ha3ea

~EdekT

Puc. 2.21. IuBeHTap AJig npeMETIB.

ePEMOKEHUX BOPOTIB B1J0OpaKa€Thcst O1Is1 KHOTIKH.

BiaHoBUTU

no3uLjto kamept  MeHo naysu

Mana
nig3emenns

™ manu

(muB. puc. 2.23).

Puc. 2.22. Mama mia3eMesnis.

Puc. 2.23. 301010 Ta KJIroui.

KHonka
CNYCKY

OcranHiM BiKHOM 1HTEpdeicy € mamna nigzemerisa (auB. puc. 2.22). Haruckarouu
Ha KIMHATU Malld rpaBelb MepeMINly€eThcsl y BIANOBIAHY KiMHaATy. KHomNKa crmycky Ha

HACTYIMHUN TTOBEPX aKTUBYETHCS KOJM YC1 BOPOTH Ha MOBEPCI MEPEMOKEH]1 1 JTTUHIbHUK

CKinbKK 3andwunocs
"nepemorTi Boporis

JlereHpa

[ToTouHi 30770TO Ta KIIOYI BimoOpa)karoThCs 300Ky BiJ OCHOBHOTO iHTEpdercy

3mn. | Apx. Ne dokym.
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[Ticas 3amycKy rpu rpaBelb MOTPAIUIS€ B TOJOBHE MEHIO (AMB. puC. 2.24), 3BIOKH
BIH MOX€ po3noyatu rpy abo 3MiHUTH HanamTyBaHHsA. Ha QoHi Takox BimoOpakaeTbes
IrpoBa JIOUIKa Ta Ha3Ba I'pd. B HanamTyBaHHIX T'paBellb MOXE 3MIHUTH Bi1OOpaKEHHS
rpu, BukopuctoByrouun “PIXELIZATION” ta “BACKGROUND” cnaiinepu.
HanamryBanHs T'ydHOCTI CTBOpEHE Ha MaillOyTHE, KOJM B TPy J0JACTbCS MYy3UKa Ta
3ByKOBI1 epexTr. HaTHCHYBIIIM Ha KHOIKY MEHIO Tay3u (AuB. puc. 2.22) BIAKPUBAETHCS

e caM€ MCHIO.

NEW GAME

OPTIONS

SF¥ UOLUME
MUSIC VOLUME

PIRELIZATION @

BRCRGROUWD
SCROLL SPEED -+
# DISTORTION L 2

¥ DISTORTION L
B,

Puc. 2.24. 'onoBHE MEHIO

Eran 2 - 3D mozaei Ta arimanii

Sk Bxe 3ragyBajnocs B mepiiomy po3auri, 3D mozem OyayTh BUKOHAHI B CTHIII
Fort Condor - HM3BKOTIONITOHAIBHI A0CTPAKTHI MOJIEINI, SKi CKIaIal0ThCs MIEPEBAKHO 3
mipamij Ta MaroTh po3dapOoBani rpaHi. OCBiTIeHHS B Tpi Oy/e BiJACYTHE, a TiHI OyAyTh
IMITYBaTHCSl Ha CaMHUX MOJEIAX, IO TaKOX JOTOBHUTH PEeTpo CTwiIb. Jis aHimarii
CTBOpEHHX Mojeneli Oyne BUKOpHCTaHa KicTKoBa adimaris. Bces po6Gora mam 3D
Mmonensimu Oyie Bukonana B 3D pemakropi Blockbench.

PosrnsiHemMo mponec CTBOPEHHsSI MojeNl Ta aHiMaulid s roHita. Cnoyatky 3

npoctux (Giryp cTBoproemMo camy mojenb (AuB. puc. 2.25). Jlas 1poro nepeBakHO
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BUKOPUCTOBYETHCS MEPEMILEHHSI BEPTEKCIB (aHri. Vertex), abu aepopMyBaTH MpPOCTI

(Girypu B CKJIaHIIII.

el TpoIiec JOCUTh MPOCTUM, AK€ MOYKHA MAJTFOBATH TEKCTYPH BiApa3y Ha MOIEITI.

Puc. 2.25. CtBOpeHa mojenb

Puc. 2.26. Po3dap6oBana TekcTypa Moedi.

Haii, moaens po3dapoboByeThest B peskumi Paint (nus. puc. 2.26). B Blockbench

Jist aniMyBaHHS MOJEI HOTPpiOHO moaiauTH ii Ha kictku. B Blockbench kictku -

e rpynmu OO0’€KTIB, AKI MalOTh IMEBHY TOUYKy oOepTaHHs (aHrI. Pivot). YV pexumi

aHiMallii MOJKHA J0JaBaTH KJIIOUYOBI MO3M JJIs KICTOK Ha Ikaii yacy (anri. timeline), a

3mm.
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PYyX MK HUMHU BIATBOPIOETHCS aBTOMATU4HO (auB. puc. 2.27). KoxkeH IOHIT Ta BOpOr

MaroTh 4 aHIMallli: CIIOKIM, X0/1p0a, aTaka Ta CMEPTb.
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Puc. 2.27. KicTkoBe aHIMyBaHHS MOJETI.

ImmopryBanus moxeneit B Unity BinOyBaethest y hopmari gITF (Graphics Library

Transmission Format), sikuii 3py4HO 00’ €IHY€ MOJIe/Ib, TEKCTYpHU Ta aHIMaIlii B OJHOMY

daiim. s podoru 3 gITF dainamu B Unity morpidben makynok “Unity glTFast” [9].

Bin aBromaTruHO KOHBEpTYE yBech BMicT gITF daiiny B 3po3yminuii s Unity dopmat

(muB. puc. 2.28).

Puc. 2.28. Immopt moxeni B Unity.

Tenep moBTOpUMO 11€¥ MpolieC AJid YCIX IOHITIB Ta BOPOTiB.

3mm.

Apk.
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0)

Puc. 2.30. Mogemi Boporis: a) Goblin; 6) Undead; B) Cyclops.
IrpoBa momika, ne OyayTh PO3MIIIATHCS OHITH, Oy/e 3MOJEIhOBaHA CXOXKHM
gyuHOM. BOHA Mae BUTIIAIATH SIK KIMHATa IMiJ3eMesUIsl, TOMY 3pOOHMMO CTIHM 3 IIETJIH, a
MIJUIOTY 3 KaM’SHHUX IUIUT Ta Aomok (muB. puc. 2.31). BukopucroByroun 3 BiITIHKA

CIpOro CTBOPUMO 1TI03110, IO KIMHATA OCBITJIICHA BCEPEIHHI.

Puc. 2.31. Moaensb irpoBoi JIOIIKH.

Apk.
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[Ilo6 xiMHaTa He Oyia Takow MYyCTOIO, JIOJaMO KiUIbKa JeKopalliil (IuB. puc.
2.32). YOHITH MaTUMYTh 3MOT'Y pyXaTUCH JIMILE B 00JIACTI 3 KaM’ SSHUMHU IUIUTaMH, TOMY

MO>KHA PO3MICTUTH YC1 AEKOpallii Ha JOLIKaxX, ¢ BOHU HE OyIyTh 3aBakaTu (JAMB. pUC.

2.33).

g=" O

o0

Puc. 2.33. IrpoBa nomika HamoBHEHA JIEKOPAIisSIMU
[I{o6 3poOWTH IOIIKY MEHII CTAaTHYHOIO, 0JaMO cUcTeMmy maprtikiiB B Unity
[10], sixa imiTye BOTOHB, 10 KOKHOTO (hakenmy (muB. puc. 2.34). CucreMy NHapTiKIiB
Takok MokHa nojat Undead Bopory, mo0 3poOUTH HOTO JW3aiH IiKaBilIMM (JIHB.

puc. 2.35)

Apk.
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Restart

Puc. 2.35. Cucrema maprixmis aius Undead Boporis.

3mm.
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Ne dokym.
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Octanni 3D Mopeni, iK1 3aJIMILNATIOCS CTBOPUTH - 11€ 00 €KTH 3 HaropoAamu, siKi

rpaBelb Oyze 3HaXOJUTH B Mig3eMelui (IuB puc. 2.36).

5
I

a)

*

B) r)

Puc. 2.36. O6’extu /u1st KIMHAT TiA3EMEIUIS: a) KIIiTKa; 0) KIII04; B) 30JI0TO; T') CKPUHSL.

BucHoBkH 10 Apyroro po3uiny

B xoni BukoHaHHS Jpyroro posainy Oymo pospooneno UML moxem cucteM Ta
OCHOBHHMM (yHKITIOHAT TpW, a came: IOHITH Ta KEepyBaHHA HUMH; TeHepaiis Ta
HAIlOBHCHHS TiA3eMeiuia. bymo gociaipkeHo Ta iIMIJIEMEHTOBAaHO IIATEpPHHU Ta
aIrOpUTMH, Taki sk: State machine, Object pool Ta Wave function collapse.

Kpim Ttoro, Oyno CTBOpPEHO Bi3yaldbHy YacTHUHY TpH, BKIIOYAIOUU
KOpHUCTyBanbkuii iHTepdetic, 3D Momeni ais oHITIB 1 oToueHHs, 3D KicTKOBI aHIMaIii

Ta Bi3yajibHI1 e(PEeKTH.

Apk.
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PO3/ILJ1 3 OITUC POBOTHU 3 IPOT'PAMHUM JOJATKOM TA HOT'O
TECTYBAHHSA
3.1 IlopsiaoKk BCTAHOBJICHHS TA HAJTAIITYBAHHSA CUCTEMH
I'pa Oyne omyOiikoBaHa Ha BeOcawTi itch.io. Itch.io - me micue ne xKoxeH MoOXe
0€3KOITOBHO MyOJIIKYyBaTH Ta MOMIMPIOBATH CBOI irpu. Xoua itch.io miaTpumye npogax
irop, Condor Dungeon Gyie po3MillieHO B O€3KOIITOBHOMY JIOCTYII, aJKe I'pa Hapasi B
anbda Bepcii. [loTpanuBim Ha CTOPIHKY I'pu yepe3 kaHp abo oOpaHi Terw, rpaBellb

MaTUMe 3MOTy 3aBaHTaXXUTH apXiB 3 rporo (IuB. puc. 3.1).

Condor Dungeon

Updated @ 7 minutes ago

Status Pr

Platforms W
Author mat
Genre

Tags DL

Download

Condor Dungeon.zip 29 VB HH

Comments

Write your comment...

Puc. 3.1. Cropinka rpu Ha itch.io.
Jlam rpaBerb Ma€e po3MakyBaTU apXiB B 3py4yHE MiCIle Ha AWCKY Ta 3allyCTUTH
BuKkoHyBanui (aitn “Condor Dungeon.exe” (muB. puc. 3.2).
[Y§:] [lata 3MIHEHHA Tun Posmip

B Condor Dungeon_Data 27.05.2024 17:40 [Manka @ainie

n MonoBleedingEdge 27.05.2024 17:40 [Nanka bainis

Condor Dungeon.exe 27.05.2024 17:50 3acTocyHOK 651 Kb
% UnityCrashHandler64.exe 27.05.2024 17:40 3aCTOCYHOK 1089 Kb

B UnityPlayer.dll 27.05.2024 17:40 O3LWMPEHHA 3aCT... 30 196 Kb

Puc. 3.2. BmicT apxiBy.
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Unity poOuts nommpeHHst irop T0CUTh MPOCTHM, 30UparodH yce MoTpiOHe B OJUH

BUKOHYBaHMi (ain. Unity Takox aBTOMAaTHYHO OOMEXYE MaKCHMalbHY KUIbKICTh

KagpiB B ceKyHy (anri. frames per second) 10 4acTOTH OHOBJICHHS MOHITOPY 3aBJISKH

TEXHOJIOT1i BepTUKaIbHOI CHHXpoHi3alii (aHri. VSync). Ile 3abe3neuye muaBHUN XiA

rpyu Ta 3amnobirae BHUKOPUCTAHHSA OUIBIIOI KUIBKOCTI pecypis,

HanamryBanus BUKOpUCTaHi 15 301pKU I'py 300pakeHl Ha pUCYHKY 3.3.

Build Settings
In Build

pleScene

Platform

|;| Windows, Mac, Linux

E Dedicated Server

Asset Import Overrides

Player Settings...

MiHiManbHI CUCTEMHI BUMOTH

Add Open Scenes
[ Windows, Mac, Linux

Windows

Intel 64 -bit

Default

Learn about Unity Build Automation

Build i Build And Run

Puc. 3.3. 36ipka rpu B Unity.

1. Onepariiina cuctema: Windows 7 x64;

2. IIpouecop: Intel Core i3;

3. OneparuBaa mam’s1h: 1 I'b;

4. Bineokapta: cymicHa 3 OpenGL 2.1, inTerpoBaHna rpadika

5. Micue Ha aucky: 100 Mb BimbHOTO MicIis

HDK MOTPiOHO.

3mm.
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B3a€EMOJISTHU 3 IHTEpPEHCcoM.

Eil

40U CAW SEE YOUR CURRENT
GOLD AMD KEYS HERE

REYS ARE USED TO ADD MORE

UNITE TOYOUR FARTY

UWIT STATS

WHEN OMLY OME UNIT IS SELECTED
Yol CAN SEE ALL THE INFORMATION
REOUT IT IN THIZ WINDOW

HWAME. CLASS, LEUEL, CURRENT HP
AND THE UNITS REILITY ARE
DISFLAYED IM THE TOF PRRT

EUERY UNIT AMD EMEMY HAS A
UNIQUE REILITY, HOUER OUER ITTO
SEE WHAT IT DOES

IN THE BOTTOM ARE ALL THE STAT:
THIE UWIT HAS. 40U CAH HOUER DUER
ANY STAT TO SEE WHAT IT AFFECTS

Y0U CAM UPGRADE UNIT STATS WITH
#+GOLD, THEN THE UALLE WILL EBE
ADDED TO THE BOMUE COLUMM

Puc. 3.4. Tyropian.

Puc. 3.5. Ilouarok rpu.

3.2 InTepdeiic Ta NOPAAOK pOOOTH 3 MPOrPAMHUM 32CTOCYHKOM

Konu rpasens 3amyckae rpy, BIH NOTpAIUIS€ y TOJIOBHE MEHIO, K 300paK€HO Ha
pucysky 2.24. Harucuysmu Ha “NEW GAME” rpa po3nodHeTbcst Ta IpaBls 3yCTpiHE

TyTopian (nuB. puc. 3.4). TyTopian mOCTYNMOBO MOSICHIOE TPABI[I0 MEXaHIKU T'PHU Ta SIK

ELERI
* EIKNIGHT

LRUSL 4 O0/00
& 1 & em——

UPGRADE COST
+90 +10
#0571 + 10
#10 + 10
@1E + 10

HO UNIT
SELECTED

UNIT LIST
i35

1
1B enGHT
1F eRnGRR

#E2
P+

e

=Y¥ou
-BATTLR
T

UNIT LIET
EIT
1

1®enzaHT
1 rAncee

Apk.

Jlama
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3aBepIIMBIIM TyTOplad IrpaBellb OTPUMY€E MOBHUM KOHTPOJIb HaJ TPOI0 Ta Mae

3MOry MEePEMICTUTHUCS y CYMDKHI KIMHATH (quB. puc. 3.5). Ha moyarky rpaBLio JaeTbCs

cTaHmapTHU HaOip roHiTiB - Knight, Ranger ta Wizard.
[TpunyctuMo, 110 rpaBelb BUPINIYe 310paTu 3010TO, SIKE€ 3HAXOAUTHCS B CYCIIHIX

kiMHaTtax (auB. puc. 3.5). Konu rpaBeup yBiiiie B KIMHATy Ha JOILIII 3’ SBUTHCA

BIJIMOBIHUN O0O0’€KT, HATHCHYBIUM Ha KU, rpaBelb OTPUMAE BHUIAIKOBY KUIbKICTh

30J10Ta (IUB. puc. 3.6).
Eﬂ 1Ll

UNITLIST
325

1EenTcuT

N0 UKIT
SELECTED

- Tt

"'—--p-l_.l_'__'_‘_'

*>
=

Puc. 3.6. Kimnara 3 30510TOM.
BukopucToByoun oTpHMaHe 30JI0TO, TpaBellb MaE€ 3MOTYy IOKPAIIUTH CBOIX
1oHITiB. KO)kKeH HacTynmHUM piBEHb KOIITYE TOPOXKYIE 3a TOMEPEIHINA, TOMY MPUITYCTUMO,

110 TpaBellb MOKPAIUB KUTTEBY criTy IoHITY Knight Ta mBuakicTs aTaku ronity Ranger

(muB. puc. 3.7).

KpiMm Toro, rpaBenb Mae qOCTYI 0 KIIITOK, /1€ BIH MOKE€ OTPUMaTH HOBHX IOHITIB.
['paBenb MOKe HaBECTHCS KypCOPOM Ha KOXKHY KIITKY 1100 TOOAYUTH, KU IOHIT B Hil
3HaXoauThes (muB. puc. 3.8). OCKUIBKM B KOXHIM KIMHATI 3 KIITKAMH JTa€ThCS
0€3KOIITOBHO | KJIIOY, MPUITYCTUMO, 110 TpaBellb 00paB BIIKPUTH KIITKY 3 IOHITOM

kiacy Ranger. [lani rpaBeib MOXe yBIUTH TUIBKUA B KIMHATy 3 OUTBOIO, ajie 310paBiIu

30JI0TO Ta JOJATKOBOT'O FOHITa nepemora rapaiToBaHa.
Apk.
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h ; I W BATTLR
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i

‘.YJI " i i )

it ! UNIT LIST
i t I - afac
W 3 i

| 2B pnIcHT
i . ‘ " 2 EANGER
M
it
i :
i 3
i ; i 4
i *135

+ 0 ]
. #0.67 + 0.04
i #d0 =+1

=3 + 10

Puc. 3.7. TlokparieHi 10HITH.

SELECTED

)

I ah o] ]

I ;

i T

M p & -vou

i . BATTLR

! | =

MIT BOASTING HIGH *
#FPUYZICAL CAMASE FROM [

‘,‘ CRITICAL STRIKES

i

i i & CLICK TO UWLOCE WITH

\\ -1 = UWITLIST
i 3/35
i 1
\. dElenTGHT

1 27 RANGRR

HOLUNIT

Puc. 3.8. KiiTku 3 roHiTaMU.

[TpunyctumMo, 1m0 rpaBels 00upae BCTYMUTH B OUTBY, SIKa MEPEIIKOKAE TOCTYII

70 ime onaHiel KIMHATH 3 KIiTKamMu, abu Oylio Jerine BHOpPaTUCS 3 HACTYITHUMH
outBamu. Konu rpaBenb BXOJUTh B KIMHATY 3 OUTBOIO, Mara OJIOKYEThCS CHOBIIIEHHSIM

Mpo OOMEXEHHS TNepeMileHHs Mo mia3emeruto. Kpim Toro, 3 sSBISEThCS KHOIKA
Apk.
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“START BATTLE” Tta 4epBOHMMH CTpPUIOYKAMHU BIAMIYA€TbCA 3BIAKKM OyAyTb

BUXOAUTHU Boporu (auB. puc. 3.9).

m B

[Tal

=Y¥ou
-BATTLR

=
o
&=
It
+*
On-

i HOUNIT
SELECTED

Puc. 3.9. IToyatok OUTBH.

PoznouaBiimn 6I/ITBy, 3 BKA3aHUX TOYOK IMOYHMHAKOTH BUXOIWUTHU BOPOTI'H (I[I/IB. puc.

3.10). FOHiTH 3a3HaIM 3HAYHOI IITKO/IHU, ajI€ B PE3yJIbTaTi IEPEMOTIIH.

EE|
: : ‘Q_ -vou
. P&
k
i NOUNIT
I ; SELECTED
“~GROUP FORMATION ~
Puc 3.10. burtsa.
Apk.
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3a mepeMory rpaBelb oTpumaB 75 3omota (auB. puc. 3.11), skl BiH TakoxX
BUTPATUTh Ha TOKpamieHHs. Tenep mpoxij 10 KIITOK BUIbHUM Ta TpaBellb 10Ja€ coli B

KoMaH[y IoHiTa kiacy Knight.

= 3 @

18

-vou
~BRATTLR
- CHRST

-CRGRS
-GoLp
-HRY

o
&
I
+
O~

| NOUNIT
i 7 SELECTED

~~GROUP FORMATION ~

Hexait gani rpaBenib BUpIIIye MIEPEMOTTH BOPOTiB, K1 MEPEIIKOKAIOTh MIJIAX 10

Puc. 3.11. Haropona micis OUTBH.

CKPUHI 3 mIpeaMeToM. 3a MepeMory TIpaBellb OTPUMYE JBa KiIOYi. VIMOBIpHICTBH
OTPUMAaHHS OJTHOTO KJItoua micis 6utsu gopiBHoe 10%, a nBox kimrodiB - 3%. B ckpuHi
rpaBerb otpumye “Health vial”, sixuit no3Bonute BimHOBUTH 25% 310pOB’S yCiM
IOHITaM i1 yac O6uTBu (quB. puc. 3.12).

ButpaTtuBim 30710TO Ha TOKpAIEHHS Ta KIIOYl Ha OTPUMAaHHS IOHITIB, TpaBelb
He Mae Oinblie BHOOPY, OKpIM SIK MEPEMOTTH PEIITY BOpOriB Ha moBepci. OcTaHHS
OuTBa Ha TOBepCi - HaWCKJIaHIINIA, TOMY JoBenocs Bukopuctatu “‘Health vial”, abu
nepeMorTu ycix Bopori. Komm Ha moBepci HE JHIIAETHCS BOPOTIB, KHOMKA CIYCKY Ha
HACTYMHUM MOBEPX CTa€ aKTUBHOIO (UB. puc. 3.13).

Ha mactymHMX moBepxax TpaBelb TOBTOPIOE IIi cami Jii: JOCIIDKCHHS
mig3eMeruisi, 30upaHHs MpeIMeTiB, OTPUMAaHHSI IOHITIB, MOKPAIICHHS IOHITIB Ta OUTBU 3
Boporamu. Bcroro B Tpi 3 moBepXd 1 SIKIIO TPaBeIb CIYCKAETHCS HUXKYE TPETHOTO

MOBEPXY, I'pa 3aKIHYYETHCS MepeMororo (AuB. puc. 3.14).

Apk.
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Puc. 3.12. Otpumanuii npeaMmer.
5 - D[]

|
W BATTLR
- CHEST

\ e

T

HOUNIT
SELECTED

7

O

i

Puc. 3.13. MOXIHMBICTh CTyCTHTHCS HIKYE.

SIx1o yci IOHITH TpaBlsd THHYTHh B OO0 - Tpa 3aKIHIYETHCS TTOPA3KOIO (JIUB. PHC.

3.15) Tta Bech HaOyTH#l mporpec BTpayaeTbcs. B Oyab-SKOMy BUIMAJIKy IpaBellb Mae

MOXJIMBICTh BiJIpa3y po3MOYaTy HOBY TPy, HATUCHYBIIM Ha KHOMNKY B MeHIo. lle came

MCHIO JOCTYIIHC HATUCHYBIIN HAa KHOIIKY 3 IICCTCPHCIO.

Apk.
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SFH UOLUME
MUEIC UOLUME

PIRELIZATION #

EACKGROUKD
SCROLL SPEED -
# DISTORTION L
¥ DISTORTION >

Puc. 3.14. Tlepemora B rpi.

SF3 UOLUME
MUSIC UOLUME

PINELIZATION 4

BRCKGROUND
SCROLL SPEED L 4
R DISTORTION L
¥ DISTORTION -

Puc. 3.15. Ilopa3ka B rpi.

3.3 TectyBanHsi po0OTH MPOrPaMHOI0 3a0e3MeYeHH s

MPEACTaBUMO BUKOHAH1 TECTH y BUTIISLA1 Ta0nuil (auB. Tadu. 3.1).

I'pa mae Oarato ¢yHKIIOHANY, SIKMI OTpeOye TECTYBaHHS, TOMY JJisl 3pYYHOCTI

3mm.
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Taomus 3.1

Tect

OuikyBaHu# pe3y/ibTaT

OTpumanui
pe3yJbTar

T'o10BHE MEHTIO

VYeci  kHOmKM Ta  claiaepu
BUKOHYIOTb CBOi (DYHKIII1

KOPEKTHO

Sk 1 ouikyBasiocs

Tyropian

[lepexomu MK  YacTUHaMH  TyToplaly
IpaIoTh KOPEKTHO, TyTOpiadl MOKHA
MPOIYCTUTH, TEKCT TYTOpilaly 3pO3yMUIHI Ta
HE Ma€ TOMMJIIOK.

Sk 1 ouikyBasiocs

OOupaHHS IOHITIB

1. llpu watuckanni JIKM Ha 1oHITa,
00Upa€eThCS JINIIIE 1ICH IOHIT;

2. Ilpu wnaruckanui JIKM 3 3axaroro
kHOmKOIO0 “Shift” nHa roHITA, @€l FOHIT
JOJTA€ThCST A00 MPUOUPAETHCS 3 OOPAHUX;

3. Ilpu wnaruckanui JIKM 3 3axaroro

kHomnkoto “Ctr]” Ha roHiTa, OOUpaIOTHCS YCi
IOHITH TaKOT'0 CaMOro KJacy;

4, IIpn Haruckanni JIKM Ha 3emutro, Bci
IOHITH IPUOUPAIOTHCS 3 0OpaHUX.

Sk 1 ouikyBayiocs

Pyx ta
nepecIiTyBaHHs
IOHITIB

1. FOHiTH pyXawThCsd B TO3MIIIO BIIHOCHO
HATUCHYTOI TOYKH;

2. YOHiTH HE OJIOKYIOTh PYX OJIUH OJTHOTO;

3. SIKIo roHITa 3ABUTAE 3 MICIlA 1HIIHHI OHIT,
BiH ITOBEPTAETHCS HA MICIIE;

4, FOHITH KOPEKTHO IepecliayloTh CBOIO
IiJIb Ta 3YINUHSIOTBCS, SKIO IIb OyJio
BTpPa4CHO.

Sk 1 ouikyBayocs

ArTaku, 3110HOCTI Ta
OTPHUMAaHHS IITKOIU

1. IOHiTH aTakyloTh CBOIO IIiJIb, 3aBIAIOThH
KOPEKTHY KUIBKICTh IIKOAM Ta 3MIHIOIOTH
11T, SIKIIIO ITOTOYHY IIJIh IIEPEMOKEHO.

2. Ebextnn oTpuMaHHS IIKOAW TMPAIIOIOTh
KOPEKTHO, FOHITH OTPUMYIOTh KOPEKTHY
KUTBKICTh IIKOAW Ta BMHPAKOTh, SKIIO
3aKIHIY€ThCS 3I0POB S

3. 3110HOCTI IOHITIB MPAITIOIOTH CIIPABHO.

4. 3akIMHAHHS MariyHUX IOHITIB TPAIOITh
CIIpaBHO.

Sk 1 ouikyBasocs

3mn. | Apx. Ne dokym.

IHionuc | Hama
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1. ITin3eMenst reHepy€eThCsl KOPEKTHO;
2. 3aKpuBaIOTHCS BIAKPUTI IPOXOJIH;

3. KimHaTu oOuparoTbes 3 IEBHUM LIAHCOM;

['enepartis Ik i oui
I I3eMeIIst 4, KiMHaTH HalOBHHIOIOTHCS Haropogamu | 71K 1 O9IKYBaJIOCA
a0bo0 BOporamu;
5. SIkuio reHeparlito HEMOXKJIMBO 3aBEPILIUTH,
reHepallis MOYMHAETHCS CIIOYATKY.
1. I'paBelb OTpUMYE KOPEKTHY KUIBKICTb
30J10Ta Ta KJIIOYIB 3 BIAIIOBITHUX 00’ €KTIB;
OO0’ ekt 2.10HiTM B KIITKAX  HEAaKTHUBHI  Ta .
. . . . Sk 1 ouikyBasiocs
nia3eMesuis AKTUBYIOIOTHCS TICISI BIAKPUTTS KITITKH;
3. CkpuHs HaJa€e MPeaMETH, KOXKEH MpeIMeT
Ma€e MMOBIPHICTh BUNIQAIHHS.
1. MOXJIMBICTh pyXaTHCS TIO MiA3EMEIIIO
JICaKTUBOBAHA MPOTATOM OWTBH;
2. KopektHOo migOMpalOThCsi BOPOTH ISt
OUTBH;
3. KopekTHO BimoOpakaroThCsl MICIS 3BIIKH
BUXOJSTh BOPOTH; o
buteu Sk 1 ouikyBasoCs

4. Boporu OTpUMYIOTh MPaBUWIbHY KUIBKICTb
MOKpAIllEeHb;

5. buTBa 3aKkiH4Yye€ThCS KOJM BCIX BOPOTIB
IEPEMO’KEHO;

6.3a mepemMory  HaJaeThbcs  KOPEKTHA
KUIBKICTB 30J10Ta Ta KJIFOYIB.

Bikno iHpopmarrii
po IOHITa

1. Bes iHbOopMaITis Bi10OpaxaeThCs
KOPEKTHO;
2. Knonku MOKpalIEHHS Mpalo0Th
KOPEKTHO;

3. [Ipn HaBenmeni Ha cTaTH BimoOpak)aeThCs
iHpOpMAaITis TPO HUX;

4, Ilpu HaBeIEH1 Ha 3110HICTE
BiTIOOpakaeThes ii ePexT.

Sk 1 ouikyBaynocs

CIIMCOK FOHITIB

KopekTHo BimoOpakae ycix IOHITIB KOMaHIU
Ta iX pPiBHI, /103BOJIsIE OOUpPATHU IOHITIB TaK
camo sk B 3D mipocTopi.

Sk 1 ouikyBasocs

3mm.
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BikHo manu

1. [Tinzemens BinoOpaxaeTbCsi KOPEKTHO;

2. [lepemimiaTucss MOXXHa JIMIIE y CYMDKHI
KIMHATH, SIK1 MalOTh IPOXIJ;

3. Ilpu mepexoai B KIMHATy aKTUBYIOTbCS ii
00’€KTU Ta IPHU BUXO/1 1€aKTUBYIOThCS;

4. BinoOpaxaeTbcsi MNpaBWIbHA  KUIBKICTb
NEPEMOKEHUX BOPOTiB;

5. KHomka cnycky crae akTUBHOIO TUIbKU
KOJIM OYyJIO IEPEMOKEHO YCiX BOPOTiB.

Sk 1 ouikyBasiocs

BikHo npeameris

1. llpenMeTu 10AaIOTHCS O CIUCKY;

2. BinoOpaxkaeTrbcs epekT mnpeameTy Ipu
HaBEJIEHH1 Ha HHOTO;

3. [lpeameT BUKUAYETHCA, SIKIIO HATHCHYTH
Ha XPECTHK OISl HBOTO;

4. IlpenMeT KOPEKTHO BUKOPUCTOBYIOTHCS
Ta aKTUBYIOTH CBi1 e(eKT;

5. IlpeqMer He HAOMAETHCA, SKIIO CIHUCOK
MMOBHUMU.

Sk 1 ouikyBayocs

BucHOBKY 10 TPETHOr0 Po3aiay

B xo/11 BUKOHaHHS TPETHOT'O PO3ALTY OYyJI0 BU3HAYEHO MOPSAIOK BCTAHOBJICHHS Ta

MIHIMQJIBHI CUCTEMHI BUMOTH JUIS TpH. Takox, OyIo pO3TISHYTO MOPSAI0K POOOTH TpH,

BiJl TIOYATKy 10 KIHIISA, Ta MPOJAEMOHCTPOBAaHO (DYHKITIOHAT IPH HA MPHUKIIAJl YSBHOTO

rpaBil. bymo ycminmmHo mpoBeAeHO TECTyBaHHS BCIX aCIEKTIB I'PU Ta MiATBEPIKEHO, 110

rpa BiATIOBITA€E 3aJaHUM BUMOTaM.
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BUCHOBKH

B xo/1 BUKOHAaHHS BUITYCKHOI KBatidikaiiiHoi poOoTH Oysio po3poliieHy Tpy 3
ejleMeHTaMu roguelite, BUBYEHO Ta BIIPOBAKEHO OCHOBHI KOHIIeMIIii roguelite.

VY mepiiomy po3aini 0yia0 o3HaloMIIeHO 3 TOHATTAMHU roguelite Ta auto battler,
BHU3HA4YE€HO (YHKLIOHAJT Ta MEpeNiK MEXaHIK JUIsl TPpH, ii TEMAaTUKY, Bi3yaJbHUN BUTIISA
Ta CTHJIb, 00OpAaHO IHCTPYMEHTH AJi pO3POOKH Ta CTBOPEHHS Ipadiku.

Y napyromy posaini Oyno 3A1MCHEHO MPOEKTYBaHHS Ta Po3poOKy (yHKIIIOHATY
rpu, a came: State machine nmns kepyBanHs tonitamu, Object pool mis moBTOpHOTO
BuKopuctanus 00’ extiB, Wave function collapse ans nporenypHoi renepariii mia3emenb
Ta THIIIL.

OxkpiM 11poro, OYJ7I0 CTBOPEHO YyC1 Bi3yallbHI €IEMEHTH T'pH, Taki ak: 2D crpaiitu
Ta aHiMamii ansa iHtepdeiicy, BrnacHuil mikcenbHUN mpudt, 3D momeni Ta KiCTKOBI
aHIMaIIii U FOHITIB Ta OTOYEHHSI, BI3yallbH1 €(EKTH.

Y TperboMy po3auli OyJ0 MPOTECTOBAHO BeCh PoO3poOJeHUM (YHKITIOHAM,
OTHMCAHO TOPSIAOK POOOTH 3 TPOIO Ta MOXKJIMBI B3aeMojiii B Hi. Bu3HaueHO cucTeMH1
BUMOTH Ta MOPSIIOK BCTAHOBJICHHS 1 HAaJAIITYBaHHS TPH.

Ak pesynbTaT Oyn0 oTpuMmaHo 0a30By alibda BEpCito I'pH, SKa BIANOBIIAE yCiM
3a1aHUM BUMoraM. DyHKITIOHAJI TpU PO3POOJISBCS YHIBEPCATbHUM Ta THYYKHAM IS

3abe3reueHHs €()eKTUBHOI MOAAIBIIOT PO3POOKH.
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Jlonatoxk A

Kaacu, o BianmoBizawoTh 3a CTeHTH I0OHITA

public class UnitState : State

{
protected Unit _unit;
protected Animator _animator;
protected NavMeshAgent _nav;
protected Transform _transform;
protected Vector3 _lookTarget;

public UnitState(Unit unit, Animator animator, NavMeshAgent nav)
{

_animator = animator;

_hav = nav;

_transform = unit.transform;

_unit = unit;

}

public override void FixedUpdate()
{
Vector3 lookAtPos = _lookTarget - _transform.position;
Quaternion newRotation = Quaternion.LookRotation(lookAtPos, _transform.up);
_transform.rotation = Quaternion.Slerp(_transform.rotation, newRotation, 0.1f);
}
public override void OnEnter()
{
}

public override void OnExit()

{
}

public override void Update()

{
}

public class UnitIdle : UnitState
{

private SpriteRenderer _actionMarker;

public UnitIdle(Unit unit, Animator animator, NavMeshAgent nav, SpriteRenderer action-
Marker) : base(unit, animator, nav)

{
_actionMarker = actionMarker;
}
public override void OnEnter()
{
_actionMarker.enabled = false;
_animator.CrossFade("idle", 0.4f);
_nav.avoidancePriority = 50;
_nav.obstacleAvoidanceType = ObstacleAvoidanceType.LowQualityObstacleAvoidance;
//if (_unit.HoldPosition) _unit.AttackTarget = null; //????
}
public override void FixedUpdate()
{
}
}
Apx.
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public class UnitMove : UnitState
{

private SpriteRenderer _actionMarker;
private bool _startedPath;

public UnitMove(Unit unit, Animator animator, NavMeshAgent nav, SpriteRenderer action-
Marker) : base(unit, animator, nav)

{
_actionMarker = actionMarker;
}
public override void OnEnter()
{
_animator.Play("walk");
Util.Delay(@.04f, () => _startedPath = true);
_hav.avoidancePriority = 49;
_nav.obstacleAvoidanceType = ObstacleAvoidanceType.NoObstacleAvoidance;
}
public override void Update()
{
_actionMarker.transform.position = _nav.destination;
if (_startedPath & & _nav.velocity == Vector3.zero)
{
CompleteState();
}
}
public override void FixedUpdate()
{
if (_nav.steeringTarget == _transform.position) return;
_lookTarget = _nav.steeringTarget;
base.FixedUpdate();
}
public override void OnExit()
{
_startedPath = false;
}

public class UnitChase : UnitState
{

private SpriteRenderer _actionMarker;
private Range _attackRange;

public UnitChase(Unit unit, Animator animator, NavMeshAgent nav, SpriteRenderer action-
Marker, Range attackRange) : base(unit, animator, nav)

{
_actionMarker = actionMarker;
_attackRange = attackRange;
}
public override void OnEnter()
{
_animator.Play("walk");
_nav.avoidancePriority = 49;
_nav.obstacleAvoidanceType = ObstacleAvoidanceType.NoObstacleAvoidance;
}
public override void Update()
{
if (_unit.AttackTarget == null) return;
_actionMarker.transform.position = _unit.AttackTarget.transform.position;
Apx.
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var enemy = _unit.AttackTarget.transform;

var dir = _transform.position - enemy.position;

var dest = enemy.position + dir.normalized * (_attackRange.Radius + 0.3f);
_nav.SetDestination(dest);

}

public override void FixedUpdate()

{
if (_nav.steeringTarget == _transform.position) return;
_lookTarget = _nav.steeringTarget;
base.FixedUpdate();

}

public class UnitAttack : UnitState
{

private SpriteRenderer _actionMarker;

public UnitAttack(Unit unit, Animator animator, NavMeshAgent nav, SpriteRenderer action-
Marker) : base(unit, animator, nav)

{ _actionMarker = actionMarker;

gublic override void OnEnter()

{ _animator.CrossFade("attack", 0.4f);
_nav.SetDestination(_transform.position);

;ublic override void Update()

¢ _actionMarker.transform.position = _unit.AttackTarget.transform.position;

gublic override void FixedUpdate()

¢ if (_unit.AttackTarget == null) return;
_lookTarget = _unit.AttackTarget.transform.position;
base.FixedUpdate();

}

public class UnitDeath : UnitState

{
private Collider _collider;
private GameObject _uiElements;
private GameObject _attackRange;
private GameObject _detectRange;
private Healthbar _healthbar;
private SpriteRenderer _actionMarker;

public UnitDeath(Unit unit, Animator animator, NavMeshAgent nav, SpriteRenderer action-
Marker, Collider collider, GameObject uiElements, GameObject attackRange, GameObject de-
tectRange, Healthbar healthbar) : base(unit, animator, nav)

_collider = collider;
_uiElements = uiElements;
_attackRange = attackRange;
_detectRange = detectRange;
_healthbar = healthbar;
_actionMarker = actionMarker;

}
public override void OnEnter()
{
Apx.
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_animator.Play("death");

_collider.enabled = false;
_attackRange.SetActive(false);
_detectRange.SetActive(false);
_healthbar.FadeOut();

if(_unit.IsEnemy)

{
_nav.enabled = false;
_collider.enabled = false;
_UiElements.SetActive(false);
_actionMarker.transform.DOKill();
Util.Delay(@.05f, () => WaitForAnimFinish());
return;
}
UnitSelectionManager.Instance.UnitDied();
}
private void WaitForAnimFinish()
{
var animDuration = _animator.GetCurrentAnimatorStateInfo(0).length;
_transform.DOMoveY (-2, 2).SetEase(Ease.InExpo).SetDelay(animDuration).onComplete = ()
=>
{
BattleController.Instance.DecreaseEnemyCount();
MonoBehaviour.Destroy(_unit.gameObject);
s
}
public override void FixedUpdate()
{
}
}
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Jlicrunr knacy BattleController

public class BattleController : MonoBehaviour

{

public static BattleController Instance;

[SerializeField] private FloorBattle[] _floorBattles;
[Space(5)]

[SerializeField] private Vector3[] _spawnPositions;
[Space(5)]

[SerializeField] private CanvasGroup _startButtonGroup;
[SerializeField] private RectTransform _startButton;
[SerializeField] private RectTransform _skull;
[SerializeField] private RectTransform _sword;

[Space(5)]

[SerializeField] private BattleIntroAndResults _battleIntro;

public int CurrentBattle { get; set; }
public bool InCombat { get; private set; }
public int MaxFloors { get { return _floorBattles.Length; } }
private FloorBattle _floor { get {
return _floorBattles[MapController.Instance.CurrentFloor-1];

}}

private Spawner[] _spawners;
private int _enemyCount;
private Tweener _loop;

private void Start()
{

_spawners = GetComponentsInChildren<Spawner>();

ShowSpawners(false);
_startButton.GetComponentInChildren<Button>().AddPressAnimation();
_sword.GetComponentInChildren<Button>().AddPressAnimation();

}

private void RandomSpawn(Unit unit)

{

var spawner = _spawners.RandomChoice();

Jonartok b

var instance = Instantiate(unit, spawner.SpawnPoint, Quaternion.Euler(0,180,0));

instance.Spawn();

Util.DelayOneFrame(() =>
{

int levels = Random.Range(_floor.EnemyLevels.x-1, _floor.EnemyLevels.y);

instance.GetComponent<Enemy>().LevelUp(levels);
instance.FullHeal();

})s
}

private void RandomizeSpawnPositions()

{

List<int> used = new List<int>();
int rand;

foreach (var spawner in _spawners)

{
do
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{

rand = Random.Range(®, _spawnPositions.Length);
} while (used.Contains(rand));

spawner.transform.localPosition = _spawnPositions[rand];
spawner.ShowIcon(true);
used.Add(rand);

}

}

private void ShowSpawners(bool show)

{
foreach (Spawner spawner in _spawners)
{

spawner.gameObject.SetActive(show);
if (show == false) spawner.ShowIcon(true);

}

}

public void InitializeBattle()

{
_battleIntro.Intro();
RandomizeSpawnPositions();
_startButtonGroup.gameObject.SetActive(true);
_startButtonGroup.blocksRaycasts = true;
_startButtonGroup.interactable = true;
ShowSpawners(true);

}

public void StartBattle()

{

InCombat = true;
StartButtonAnimation();
UnitSelectionManager.Instance.PauseUnitControl(true);

foreach (var spawner in _spawners)
spawner.ShowIcon(false);

var danger = _floor.Battles[CurrentBattle];
var enemies = ChooseEnemiesForBattle(danger).OrderBy(x=>Random.value).ToList();
_enemyCount enemies.Count;

var interval = _floor.SpawnInterval;
var skip = _floor.SkipChance;

var step = -1;
var skips = 0;
_loop = Util.Repeat(interval, -1, () => { });
_loop.onStepComplete = () =>
{
if(step!=0 && skips<2 & Random.Range(1,101) <= skip)
{
skips++;
return;
}
step++;
skips = 0;
RandomSpawn(enemies[step]);

if(step == enemies.Count-1)

{

ShowSpawners(false);
_loop.Kill();

};
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}

public List<Unit> ChooseEnemiesForBattle(int danger)

{
List<Unit> enemies = new List<Unit>();
int remainingDanger = danger;
while (remainingDanger > 0)
{
Unit enemy = GetRandomValidMonster(remainingDanger);
enemies.Add(enemy);
remainingDanger -= (enemy.Class as EnemyClass).DangerLevel;
}
return enemies;
}
private Unit GetRandomValidMonster(int dangerLevel)
{

List<Unit> validMonsters = _floor.Enemies.Where(x => (x.Class as Enemy-
Class).DangerLevel <= dangerLevel).ToList();
return validMonsters.RandomChoice();

}

#region Victory and UI
public void DecreaseEnemyCount()
{
_enemyCount--;
if(_enemyCount==0)
{
Victory();

}

private void Victory()

{
InCombat = false;
MapController.Instance.ClearCurrentRoom();
CurrentBattle++;

UnitSelectionManager.Instance.FullHeal();
UnitSelectionManager.Instance.ReturnUnitsToPositions();

_battleIntro.Victory(OnRegainControl: ()=>

{
MapController.Instance.SetCanMove(true);
UnitSelectionManager.Instance.PauseUnitControl(false);
HideStartBattleButton();
MapController.Instance.UpdateBatlleCount(add: 1);

})s

}

private void StartButtonAnimation()

{
_sword.DOAnchorPosY(38.25F, 0.5f).SetEase(Ease.InBack).onComplete=()=>

{
_skull.DOAnchorPosY(3.3f, 0.3f).SetEase(Ease.OutBack,0.8f);
_startButton.DOAnchorPosY(-24f, 0.3f).SetEase(Ease.OutCirc);
_sword.DOAnchorPosY(17.35f, 0.3f).SetEase(Ease.OutBack);
}s
}

public void HideStartBattleButton()

KH.KP.b — 122 — 24 — 113

3un. | Apx. Ne doxym. Iionuc | /[lama

Apx.

76




_startButtonGroup.DOFade(®, ©.7f).SetEase(Ease.Flash, 15, 1)
.onComplete = () =>

{
_startButtonGroup.gameObject.SetActive(false);
_startButtonGroup.DOFade(1, 9);
_skull.DOAnchorPosY(24.33f, 0);
_startButton.DOAnchorPosY(ef, 0);
_sword.DOAnchorPosY(59.25f, 0);
}s
}
public (int,int) GetBattleReward()
{
var danger = _floor.Battles[CurrentBattle-1];
var tenPercent = (int)(danger * 0.1f);
var gold = Random.Range(danger - tenPercent, danger + tenPercent);
var keys = Random.Range(1, 101) <= 1@ ? Random.Range(l, 101) <= 30 ? 2 : 1 : ©;
return (gold, keys);
}
public void ResetEverything()
{
HideStartBattleButton();
MapController.Instance.SetCanMove(true);
UnitSelectionManager.Instance.PauseUnitControl(false);
InCombat = false;
ShowSpawners(false);
_loop.Kill();
CurrentBattle = 0;
}
#endregion

public class FloorBattle

{
public Unit[] Enemies;
public Vector2Int EnemyLevels;
public int[] Battles;
public int SkipChance;
public float SpawnInterval;
}
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