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PEDEPAT

Bunyckna kBamidikariiina po6orta 0akangaBpa CKIamaeTchs 3 nomaTky «l'pa
mwiathopMep B JKaHpPI METPOIABaHIA» Ta TaKOXK IMOSCHIOBAIBHOI 3aIlHCKH.
[TosicHroBasibHA 3amucka MicTUTh 60 cTopiHOK, 27 imrocTpaliii Ta 1 TaGauIto.

Mertoto poboTu € po3poOku € rpa 1maaThopMep B JKaHPI METPOiABaHIA, SKa
BKJIFOYA€E TOJIOBHE MEHIO, HAJIAIIITYBAHHS TP, CHCTEMY 30€pEKEHHS Ta 3aBaHTAKCHHS
I'pH; IrpOBi PiBIHI 3 PI3HOMAHITHUMHM BOPOTaMH, OCHOBHI ITPOBI MEXaHIKM TakKl SK
nepecyBaHHs, pUBOK, CTPUOOK, TiepeKart; 00MOBY cUCTEMY ISl IEPCOHAXKY; CUCTEMY
3JI0pPOB’S; CTEUT MAIIMHY JJIs BOPOTiB; aMIHICTPATUBHY MaHENb JUIsl HaJallITyBaHb
TpHU.

B po60Ti BU3Hau€HO OCHOBHI 3aBJIaHHS HA PO3POOKY MPOEKTY, MPOAHAI30BAHO
aHaJIOTH, MTOCTABJICHO 3aB/JaHHS HAa PO3POOKY MPOEKTY, OOTPYHTOBAHO BUOIp 3ac001B
Ta IHCTPYMEHTIB pO3pOOKHU.

KmowoBi cmosa: UNITY, IT'POBHM JOJATOK, IIPOTPAMHE
3ABE3IIEYEHHS, MICROSOFT VISUAL STUDIO, ZENJECT, PATTERN,
CLASS, C#, METPOIZIBAHIA, STATEMACHINE
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ABSTRACT

The final bachelor's thesis consists of the application "Platformer game in the
genre of metroidvania" and an explanatory note. The explanatory note contains 60
pages, 27 illustrations and 1 tables.

The purpose of the work is to develop a platformer game in the genre of
metroidvania, which includes the main menu, game settings, game saving and loading
system; game levels with various enemies; basic game mechanics such as movement,
advancement, jumping, rolling; combat system for the character; health system; state
machine for enemies; administrative panel for game settings.

The paper defines the main tasks for the project development, analyzes analogs,
sets tasks for the project development, and justifies the choice of development tools
and instruments.

Keywords: UNITY, GAME APPLICATION, SOFTWARE, MICROSOFT
VISUAL STUDIO, ZENJECT, PATTERN, 3D, CLASS, C#, MANAGER,
METROIDVANIA.

O.B laHHyueHko ADK.
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HEPEJIIK YMOBHHUX CKOPOYEHbD

[13 — mporpamue 3a0e3medeHHS.

Al — IITYYHU ITPOBUMA 1HTEIICKT.

OOIl — oxHa 3 mapaaurM MpOrpaMyBaHHSA, fKa PO3IISAAAE NPOrpamy SK
MHOKHHY «00'€KTIBY», III0 B3aEMO/IIFOTh MIJK CO0O0IO.

HUD - (Head-up-Display). -

SOLID — 1ie na6ip npuniunis OOII anis nokpariieHHs Au3aitHy Ta miaTpuMaHHs
xony (Single Responsibility Princeple, Open/Close Principle, Liskov Substitution

Principle, Interface Segregation Principle, Dependency Inversion Principle)
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BCTYII

AKTyaJIbHICTb TeMH pPO3poOKH TmpoekTy «['pa mmardopmep B KaHpi
METpOi/IBaHis» 00yMOBJICHA HU3KOIO ACTIEKTIB, SKi BiJOOpakarOTh CydacH1 TEHIEHITI
Ta MOTpedu B 1HAYCTPIi Bijeoirop. MeTpoiiBaHis 3aJUIIAETHCS, MOMYJISIPHUM Cepell
TPABIliB 3aBSKHI CBOIM yHIKQJIbHUM MEXaHIKaM Ta TIHOOKOMY irpOBOMY TIPOIIECY.
Irpu 1bOrO XaHPy MOETHYIOTH PI3HOMAHITHI €IEMEHTH SIK TIAT(OPMIHT, TUHAMIYHUN
O1l1, HemiHIMHE mporpecis Tomo. BUBYEHHS Ta BIAOCKOHAJCHHS IMX MEXaHIK €
BOKJIMBUAM HAIPSIMKOM Yy PO3POOIl CydacCHHUX ITop, IO JO03BOJISE CTBOPIOBATH OiJIBII
3aXOIUTIOIOYUN CETHUHT.

Po3pobka irpoBoro mpoekTy 3a0e3neuye IIHHUM TPaKTUYHUN JOCBIT Y
BUPIIICHHI 3a/1a4 MpOTrpaMyBaHHA, JU3aiiHy Ta TECTyBaHHA. B Haciimok 4oro 1e He
TITBKH CHOPHSE PO3BUTKY MpodeciHHUX HaBUYOK, ajleé ¥ HaJga€e MOXKIUBICTD
3aCTOCYBaTU TEOPETUYHI 3HAHHS Ha NpakTuli. [[pakTU4HMIA TOCBIT y PO3poOIl Ipu
JI03BOJISIE Kpallle 3p03yMITH MPOIIEC CTBOPEHHS 1T0p.

Takum unHOM, pO3poOKa npoekTy «I'pa rargopmep B KaHPl METPOIIBAHISN) €
aKTyaJbHOIO TEMOIO SIK 3 TOUKH 30py MIPOrpaMyBaHHs , 3aCTOCYBaHHs 1H(OpMAaLIITHUX
TEXHOJIOT'1H, a TAKOXK 3 TOYKU 30py KyJbTYpHOTro BIJIUBY. Lle 103BossiE cTBOprOBaTH
[IKaB1 IrPOBI MPOAYKTH CIPHUSAIOYH PO3BUKY MPOPECIHHUX HABUYOK.

MeTtow kBadidgikamiiHoOl poOOTH € CTBOPEHHA MPOrPaMHOrO KOOy, IO
BKJIFOYAE peati3allifo OCHOBHUX ITPOBUX MEXAHIK B dKaHP1 METPO1BaHis.

3aBnanHs kBaJi(ikaniiiHOI poOOTH BKIIIOYAE TAK] €TAN:

1. Po3pobutu ¢yHKIIOHATFHUN ITPOBUM TPOEKT, SIKUUA JIEMOHCTPYE BCl
OCHOBHI MEXaHIKH KaHPY METPO1BaHisl.

2. JlocnikeHHs Ta peani3allis HallKpamux MNpakTHK 1IFPOBOTO TU3aHy JJIs
CTBOPEHHS 3aXOIUIII0YOT0 IrPOBOTO JIOCBITY.

3. CTBOpUTH 1HTEPAKTUBHUN Ta 3aXOIUTIOIOUMIA ITPOBUM CBIT, BKIIIOUAIOUH
PI3HOMAaHITHI piBHI1, 3a0€3MeYUTH OajaHC CKJIAIHOCTI JJIs IepCOoHaXka.

4. TlpoBecTu TecTyBaHHS TPU JUIsl BUSIBJICHHS Ta BUIIPABICHHS MOMIIIOK.
OnTuMizyBaTH MNPOAYKTHUBHICTh TpU JUid 3a0€3MeUYeHHS! IUIABHOTO

IrPOBOTO MPOLIECY Ta CTBOPUTHU JOKYMEHTAIIIIO PO MPOLIEC PO3POOKH.

O.B larHyerHko ADK.
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O0’exTOM J0CJITKEHHSI € TIPOIIeC peasizallii irpoBOro MpPOEKTY B KOHTEKCTI
Unity.

IIpenmerom pgociaigxeHHss € po3poOKa mporpamMHOro koxy st «I'pu
maTdopMep B )kaHp1 MeTpoiBaHis». B cepenoBui nporpamyBanus Microsoft Visual
Studio na moBi nporpamyBanHsi C#, BAKOPUCTOBYIOUM irpoBuii pymrii Unity.

Metoau aociaizkeHHsi: Uis po3poOku Oyjo rpu, OyJI0 BHKOPHUCTAHO TakKi
METOAM SIK BUKOPUCTaHHS (peiiMBopKy Zenject, BukopucTaHHS marepHy State,
PoolOfObjects, 111abnouuit MeTo Ta TeXHOIOTIT MporpamyBanHs C#, qu3aiiH irpoBux

MEXaHIK, aHIMaIlii Ta TECTyBaHHS.

O.B laHHyueHko ADK.
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PO31J 1. AHAJII3 ITPOBJIEMATHUKHA, METOIIB TA 3ACOBIB
BUPIINEHHA 3AJAYI

1.1 IlocTanoBKAa 3aaau4i

Meroro kBamidikamiitHoi poOOTH € CTBOPEHHS MPOAYKTY, IO BKIIOYAE
peaiizaiilo OCHOBHHUX IIPOBMX MEXaHIK, JW3aiiH pIBHIB, MITYYHOTO I1HTEJIEKTY
Boporie[1l] Ta omTuMi3arliis MPOIYKTUBHOCTI.

OCHOBHOIO METOIO PO3pOOKH TpU B KaHPI METPOIJBaHIsA € po3poOKa MEXaHiK.
BuaiIsi0ThCs Taki OCHOBHI MeXaHIKu[2]sk:

1. [lepecyBanus. CTBOpeHHs 6a30BOT0 IEPECYBAaHHSA, [0 BKIIIOYAE : TIEpeKar
JUTSL yXWUJICHHS B1J] aTaKk BOPOTiB, CTPUOOK IS TIO/TOJIAHHS BEPTUKATBHUX TIEPEIITKO/ Ta
JIOCSITHEHHSI TIEBHUX MICIIb JIOKAIIil, a TAKOK PUBOK, IO JI03BOJISIE TPABIIEB] JOJATH
KOPOTKI JMCTaHI[li, II0 KOPUCHO J/JIi YXWIEHb BIiJ aTak abo i IIBHUIKOIO
nepecyBaHHs Mk €JIeMEHTaMU JIEBEJl JU3alHy.

2. Cucrema 310poB’s. ['paBerlb Mae OOMEXEHY KUIBKICTh 3JI0pPOB’S, SKi
MOXXYTh OYTH BIJTHOBJIEHI ILJISAXOM 30MpaHHs MEBHHUX NpeaMeTiB. Brpara 310poB’s
MpU3BEJIE 10 CMEPTI 1 MOBEPHEHHS Ha OCTaHHIO 30epekeHy mo3ulliro. /lana MexaHika
3a0€3Me4nTh BIAUYYTTS HEOE3MEKH i CTBOPIOE JOJIATKOBI BUKIIMKH Y ITPOBOMY CBITI.

3. [IIxomna Bix 3iTKHEHb. /[aHa MeXaHiKa OB’ s3aHa 3 CHCTEMOIO 3JI0pOB’S. Y
pa3i 3ITKHEHHsI 3 BOPOTOM a00 B HACIIIJIOK JIOBIOTO TaJIIHHS TPaBeIlb OTPUMYE IIKOY,
110 3MeHIITy€e Horo 310poB’s. Lle 3mytrye rpaBiis OyTu 00epeKHUM Ta YHUKATH 3alBUX
31TKHEHb.

4, Bunu 36poi. OgHUM 3 KIIFOYOBUX AaCIMEKTIB IrOp JAHOTO aHPY € pi3Hl
BUIM 30poOi, IO J03BOJUTH TIpaBLI0 OOpaTh BIACHUM MiAXiA B 3aJ€XKHOCTI BIJ
CKJIaJIHOCT1 BOpOra 1 B TOMY 3K BUIIAJKy HaJa€ 3MOTY BUKOHYBAaTH K OJMKHI aTaku
TaK 1 aTaky Ha BIJICTaHI.

d. PiznoBua BoporiB. B irpax gaHoro >xaHpy € BaXXJIMBUM MAaTH Pi3HY
KUIBKICTh BOPOTIB, II0 MAlOTh PI3HY MOBEMIHKY 3aJIE’KHO BIiJ| CHUTYaIlli, M0 3MYIIYy€E

IpaBIIs IIYKATH MIIX1A 17151 YCYHEHHS MEePEIIKOIHN.

O.B larHyerHko ADK.
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6. 30epexkenns nporpecy[3]. OauH 3 BaXJIMBUX aclEKTIB € 30eperKeHHs
MpOrpecy y CherialibHUX MICISX, 10 TO3BOJISIE YHUKHYTH BTPAaTU JOCSTHEHb Y pasl
MOPAa3KU Ta MOBEPTATHUCS 10 TOCTIIKEHD IMOMEPEAHIX MiCIIb.

1. Hagiramis mo piBHIX. MOXIHMBICTh JOCHIDKYBaTH Pi3HI PIBHI TpH,
IpUXOBaHl 00JacTi, 3yCTpid 3 HEITPOBUMH IEPCOHAXaMH Ta 30MpaHHS KOPHUCHHX
IpEIMETIB.

VY pamkax kBaniikaiiifHoi poOOTH NOTPIOHO BpaxyBaTH BUMOTH Ta PO3POOUTH
OCHOBHI MEXaHIKM TpH, JWU3aiiH PIBHIB, KOPUCTYyBalbKui 1HTEpdeic, modyayBaTu
apXiTeKTypy KjaciB. |1 1OCATHEHHS MOCTAaBJICHOI 3a7ayl MOTPIOHO BUKOHATHU TaKi
eTarnu:

[lepmmii eran. Po3poOUTH OCHOBHI MEXaHIKH I'PU:

1. Po3pobutu 0a3oBe mepecyBaHHS MEPCOHAXKA, IO BKJIIOYAE IEPEKaTH,
CTpUOOK, PUBOK .

2. PeanizyBatu cucteMy 3710pOB’s, sika 3a0e3reuye BiTHOBJICHHS 3JI0POB’ S
IUIAXOM 30MpaHHS IEBHUX IEJAMETIB, Ta IMOBEPHEHHS Ha OCTAHHIO 30€pexeHy
MO3ULII0 Y pa3l CMEPTI.

3. BnpoBagutu MexaHiKy MIKOJM BiJ 31TKHEHb 3 BOPOTaMHM BHACIHIiJIOK
JIOBIOTO TIaJ1HHSI.

4, [lepeBipuTH NPaBUIBHICTH pOOOTH Ta B3aEMO/I1i OCHOBHUX MEXaHIK.

Hpyruit etan. CTBoOpeHHs1 00HOBOT CHCTEMH TPaBIIs:

1 PeanizyBaru noriky Kom0o aTax.

2 Po3pobutu nBa tumnum 30poi.

3. PeanizyBaru nepesapsixanHs 30poi.

4 [lepeBipuTH Ha 3pa3KOBUX BOPOTrax

3) [IporectyBatu 3po0JieHI eTaru.

Tperiii eran. CTBOpEHHS CUCTEMH BOPOTIB Ta HAJAIITYBAaHHS 1X Ha CLIEHI:

1. Po3po6uTu MalMHy cTaHiB JjIs BOpora 3a JoIoMororo narepHa State, mo

JIOTIOMO>KE KOHTPOJIIOBATH Ta CTAHH Ta 3aJjaBaTH HEOOXIHY JIOTIKY.

2. PeanizyBaru MaiiMHy CTaHiB AJid OJMXKHBOTO Ta JAJbHBOIO THIIIB
BOPOTIB.
O.B laHHyueHko ADK.
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3. Po3po6utu j0riKy 601H0BOI CUCTEMU ISl KOYKHOT'O 3 THITIB BOPOT'B .

4. JlonaTu JOTiKy 310pOB’s 111 BOPOTiB, @ TAKOX B1JI0OpakeHHS
OTPUMAHOI IIKOJIH.

5. [lix’equaTy cripaliTOBaH1 aHIMAIIIl Ta BKa3aTH YMOBH IIEPEXOTY .

6. [IporectyBatu 3po0JieHi eTary.

Yerepruii eran. CtBoputu Ul — kopuctyBatpkuii intepderic[4] mis rpu:

1. Po3pobutu Ul enemenTH aist BiioOpakeHHs 310poOB’s, 30poi Ta
BaXIUBOI 1H(OpMAIIii

2. BnpoBaguTtu kepyBaHHSI KOPUCTYBallbKUM 1HTep(deiicoM, 3a0e3neuyroun
3py4HICTh BUKOPUCTAHHSI.

3. [IpoBecTH TeCTyBaHHS KOPUCTYBALBKOrO IHTEpPEICY Ha PI3HUX CTAAISAX
TpHU.

[’stuii eran. JIu3aiiH iIrpoBUX PiBHIB:

1. CTBOpUTH 3arajibHy KOHUIELIIO AU3aiHY TP, BKIFOUAOUN CTUIICTUKY
Ta TEMATHUKY.

2. Po3pobutu enemeHnTH piBHIB[5], sk TuiaTdopmu Ta iHII eIEMEHTH.

3. BrpoBaauTu MexaHIKH B3aEMOJII1 TPABIl 3 CEPEIOBHIIEM, SIK OTPUMaHHS
IIIKOJIM B1J 31ITKHCHHS, A IIHHA.

4, [lepeBipuTH JIOKAIIli Ta B3a€EMO/IIIO 3 ii €JIeMEHTaMHU.

[ocTuit etan. [HTerpairis ycix KOMIIOHEHTIB:

1. CTBOpUTH OCHOBHY ITPOBY CIIEHY, 1110 00’ €JTHA€ BC1 pO3pOOIeH]
KOMITOHEHTH
2. CTBOpPUTH BOPOTIB OJIMIKHBOTO Ta JAJILHOTO TUITY, HAJIAIITYBAaTH Ta

PO3MICTUTH MICLISI TATPYIFOBAHHS.

3. [aTerpyBaTH KOpHCTYBalbKU iIHTEP(HENCh Ta IEPCOHAXKY 10 OCHOBHOI
CIICHH .

4, PeanizyBatu nepexiji Mixk eieMeHTaMu 1HTepdeicy.

d. [IpoBecTu MOBHE TECTYBAHHSI I'PU ISl BUSBJICHHS T4 BUIIPABICHHS
MTOMUJIOK.

O.B laHHy1jeHko ADK.
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1.2 Anaui3 aHaI0riB MPOrpaMHoOro MPoOAyKTY

AHaJli3 ICHYIOUHMX NPOTrpaMHUX MPOJYKTIB Yy JKaHIp METPOiJBaHis JT03BOJISIE
BUSIBUTH KJTIOYOB1 MEXAHIKH, TIEPE]T TUM SK PO3IOYATH CTBOPIOBATH ITPOBHH T0OTATOK.
PosrisitHeMo neTanbHO KiJbKa MOMYJISIPHUX 1TOP IOTO KaHpPy, BU3HAYAIOYM iXHI
CHJIbHI Ta CJIa0Ki CTOPOHH.

«Hollow Khnight» [6] € omHuM 3 HAWMOMYJSAPHINIMX MPEICTABHUKIB KAHPY
METpOIJIBaHIsA, 3aBASKUN CBOiM NUIMOOKIM aTMocdepi Ta CKIAJIHOMY ITPOBOMY
poLIecy.

['paBenib 3aHYPIOETHCS Yy BETUYE3HUN MIJ3EMHHUI CBIT, JOCIIIKYIOYH HOTO
PI3HOMAHITHI JIOKAIlii 1 3HAXOJA4Yd HABUYKH JUisi OOpOThOM 3 BOpOraMu, MIO
JOTMIOMAararTh MOAOJATH YUCIEH! mepemkogu. ['pa mpomoHye rpaBIsM HE TUIBKH

3aXOIUTIOIOYMN ITPOBUHM MpoOIleC, aje 1 6arary iCTopito, 110 PO3KPUBAETCHS 3aBISKH

B3a€EMO/IiT 3 MEPCOHAXKAaMU 1 OTOUCHHSM, IO BiAPI3HAE 11 Bl 1HIIUX MPEIACTABHUKIB

t

xaHpy. (puc.1.1).

.
24

Pucynok 1.1 — Mamonok nepex nmouatkom rpu «Hollow Knight»

[lepeBaru MexaHik rpu:

[Tepe, mo mpuBepTae yBary B Hollow Knight — 11e rimbuna ta pisHOMaHITHICTh
0oloBO1 cucTeMH. ['paBellb Mae 3MOry BHUKOPHUCTOBYBAaTHM pI3HI aTakH, CTPUOKH,
YXWICHHA Ta creniansHi npuitomu(puc. 1.2). boifoBa cuctema BkiItO4ae B cebe
OCHOBHI YyJiapH, sIKi MOXXHa KOMOIHyBaTH 3 IHIIMMHU 310HOCTSIMHU, TaKUMHU SK
3aknuHaHHs Vengeful Spirit, mo Bumyckae 3aps eneprii Buepen, abo Desolate Dive,
SKE 3aBJla€ IIKOJIU BOPOTaM Yy 30HI HABKOJIO repos mij yac ctpuoOka. [l 3aknnHanHs

JO3BOJISIIOTH CTBOPIOBATH PI3HOMAHITHI cTpaTerii 00K Ta aanTyBaTHUCS 10 PI3HUX

CUTYaIIi.
O.B laHHyerHko ADK.
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Pucynok 1.2 — Crnenianbai npuiiomu «Hollow Knighty
[1le omHi€rO MIKAaBOK MEXaHIKOKO € CUCTeMa 3aKkiimHaHb(puc.1.3), ska 103BoJIsE
MIEPCOHAJI3YBATH 3/1I0HOCTI ITepcoHaka. MoskHa 3HalTH a00 MPUAOATH TaTiICMaHH, SKi
3MIHIOIOTh PI3HI TMapaMeTpu, TakKi SK IIBHJAKICTh aTakKh, 3aXUCT Ta CIelialbH1
3aioHocti. Hampuxman, 3aknunanns "lllamancekuilt kKamiHp" 301IbIIYE IIKOAY,
3aMoJisiHy 3aKIMHAHHAM, a "BUAKUNA yaap" 301IblIye MBUAKICTD aTtaku. Lle Hanae
IrpOBOMY IpoLieCy IIIMOMHY, MiJAIITOBYBaTH MEPCOHAXKa Mij HOro BIACHUM CTHIIb

IPH 1 CIIOHYKA€ TPABIIIB €KCIIEPUMEHTYBATH 3 pi3HI/IMI/I KOH(birypaui;IMH aTPAKI10HIB.

’\/
) ¢
} \\// 6\ /e .S\\I

Pucynok 1.3 — Yci 3aknunanns B «Hollow Knighty

BapTto Takox BI3HAYUTH MEXaH13M JOCIIKEHHS CBITY. IrpoBuii CBIT
CTBOPEHUI 3a MPUHITUIIOM OJIOYHOIO JU3aiHy, 1110 03HAYAE MO IPOBOTO
MIPOCTOPY Ha OKPEeMI CEeKIIii, KO)KHA 3 SIKMX Ma€ CBii BI3yaJIbHUH DS, 1 1I€ TO3BOJISE
CTBOPHUTHU BpaKE€HHA 0€3MEePEPBHOTO 1 IeTal130BaHOro cBiTy. KiltouoBuM akropom €
T€, 10 TPaBIll MOXYTh IOBEPTATUCS JI0 MICIb, Ji€ BOHM BXe Oy, 3 HOBUMH
HABUYKAMH Ta BIJIKpUBATH HOBI NUISIXU Ta cekpeTH. [(u3aiiH 3a0xouye TpaBIliB
MOCTIMHO JOCJIIIPKYBATH Ta BIKPUBATH HOBI 30HHU.

Takox MexaHi3M BHITaJIKOBOi T'eHeparlii BOPOTiB 1 MPEAMETIB 3aCIiyrOBy€ Ha
yBary. Boporu B rpi MaroTh pi3Hi aTaku Ta Jiii, SIK1 TpaBellb MOBUHEH aJanTyBaTH 10
KOXXHOTO THUMY BoporiB. Hampukinaza, neski BOporn MarOTh OpOHIO, SIKY MOKHA
OpoOUTH JIMILE TMEBHUMM aTakaMd, a00 BOHM aTaKylOTh y TMEBHOMY PHUTMI, SKUN

noTpiOHO KopuryBartu. Lle 3poouTh Bci OMTBU LIKaBUMHM 1 HanpyXKeHUMU. ['pa Takox

O.B larHyerHko ADK.
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KJIfoyae Oarato OMTB 3 00cCaMM, KOXXEH 3 SIKMX BHMAara€ YHIKaJbHOTO MIJIXOAy Ta

ctpaterii.(puc 1.4)
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Crystal Guardian Dung Defender False Knight Flukemarm

Pucynok 1.4 — [Ipukian 6ociB «Hollow Knighty

Henomniku B MexaHiKax Ipu:

HesBaxarouu Ha BEJMKY KUIBKICTh MO3UTUBHUX MOMEHTIB, € U JEsK1 HEIOIKH.
OnuH 3 HHUX TOJATaE B TOMY, IO CKJIAAHICTH TpH BHCOKa. Lle Moke 3acMyTuTH
HEJIOCBIUEHUX TpPaBIIB 1 MOXKE IIBHJIKO MPHU3BECTH 10 BTpPATH IHTEpECy uepes
NOCTIiHI mopa3ku. Yepes BIICYTHICTh YITKUX IHCTPYKUIN Ta MiIKA30K I'PaBLSAM MOXKE
OyTH Ba)XKO 3pO3YMITH, KyJId WTH 1 110 POOUTH JIajll, 10 YCKIQJTHIOE ITPOXOKEHHS
rpu. [le Mo>ke Mpu3BECTH 10 TUTyTaHWHU Ta YIOBUIBHEHHS MPOTpPecy B TPI.

[Ile omuum HemomikoM € cnenudiyHa OAHOPIIHICTh MPOTUBHHUKA Ha JCSKUX
TUISTHKAX. Y Tpi MPUCYTHI Pi3H1 TUIH CYTIPOTUBHUKIB, aJI€ 3 4aCOM iX Jii MOXKYTh CTaTH
3a”HaATO mepeadauyBaHuMU. lle 103BOJISIE 3HUBUTH CKJIAAHICTH JJIS JOCBITYEHUX
TPAaBIIiB, SIKI MBUIKO aJaNTYIOTHCS O TOBTOPIOBAHUX aTaK. J[eIKUM TpaBIsiM TaKOX
MO3K€ 3/TaTUCS, III0 CUCTeMa YapiB JEII0 00OMeXeHa, OCKUIbKY JIeK1 Yapu MOXKYTh OyTH
3HAYHO CUJIBHIIIMMHU 3a 1HIIl. L{e cTBoproe aucOananc, 3MyIIyIOYd rpaBls BUOMpATU
JIUIIIe HAMKpaIllll Yapy Ta 3JIMIIAI0YN 1HITUX TPaBIliB 0e3 HArJsy.

BpaxoByroun 1i acnekTtd, MokHa 3poobutn BHCHOBOK, 10 Hollow Knight
noTpedye MEBHOIO BIOCKOHAJEHHS, 00 3alyduTH OUIBILY ayJUTOpPIIO, aje TaKOXK
BapTO 3a3HAYMTH, IO TTUOOKA MEXaHIKa Ta 3aXOIUTIOIYHI TeHMIUIeH poOsSTh Tpy
HabaraTo MpOCTIIIOK B OCBOEHHI.

HactynHa rpa sika Oyna npoanaiizoBana 1e «Ori»

O.B laHHyerHko ADK.
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«Ori and the Blind Forest» [7] — me MerpoiaBaHis, IO BHILISETHCS CBOEIO
qy7I0BOIO Tpaikoro, eMOIIHHIUM CIOKETOM Ta IJIaBHUM TelMIuieeM. ['paBelb kepye
nyxom Jicy Ha iM’si Opi, sSIKMii TOBHHEH 310paTh CWJIM Ta BPATYBaTH CBii JiM Bin
3arubeni.

Metoro rpu «Ori the blind Foresty e 3a0e3nedeHHs rpaBls 3aXOIUIMBUM
JIOCB1JIOM JIOCITII’KEHHSI Ta PO3BUTKY TIEpPCOHa)Ka, TUTIOBOTO TSl )KaHPY METPO1ABaHIs.
Lle mocsraeTbes yepe3 MOETHAHHS IJIAaBHOTO YIIPABIiHHSA, CKIQIHOI O0MOBOI CHCTEMHU
Ta PO3rally’>KeHOT CHCTEMHU YMiHb, 5IKa JJO3BOJISIE€ TPABIIO TMOCTIHHO BIOCKOHAIIOBATU
CBOT'O TIEPCOHaXKa, BIJIKPMBATH HOBI 3AI0HOCTI Ta IOCHIIKyBaTH HOBI TEPHUTOPII.

(puc.1.5)

e BLIND FOREST

Pucynok 1.5 — Mamonoxk rpu «Ori the Blind Forest»

[lepeBaru mexaHik rpu:

Opniero 3 xmovyoBux nepesar Ori the Blind Forest e 1i minaBHa i guHamivHa
cuctemMa ympaiiHHA. Opl BOJOJIE€ BHUCOKOIO MOOUIBHICTIO, IO J03BOJSE HOMY
311MCHIOBATH MOABIMHI CTPUOKH, JTA3UTH T10 CTIHAX 1 I1aBaTu. L{s MOOIIBEHICTE POOUTH
reiMInIel 3aXOIUIMBUM 1 PI3HOMAHITHUM, JIO3BOJISIIOUM TPaBIIEBl JOCHIIKYBATH CBIT
rpu y cBoeMmy Temmi. CuctemMa yMiHb JJO3BOJISI€ TPABLIEB1 MOCTYIIOBO BIAKPUBATH HOBI
3110HOCTI, Taki sk Bash (BukopuctanHs BoporiB a0o cHapsiAiB Ui cTpuOka) ado

Stomp (nmoTyxHU# yaap Mo 3emiii), IO J0/1a€ TIMOUHU ITPOBOMY MPOIIECY.

O.B laHHyujeHko ADK.
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Pucynok 1.6 — a) cienianbsHa 34i0HicTh Bash, 0) ctanu nmepemimienss B rpi

a)

6)

«Ori the Blind Foresty

Pisnomanithi Boporu B «Ori the Blind Forest» Takox € BaXJITUBUM eIEMEHTOM

rpu. BoporiB y rpi MoXHa MOJUIMTH HA KUIbKA THUIIIB, KOKEH 3 AKUX MA€ yHIKAJIbHI

naTepHU MOBEIIHKM Ta aTaku. Hanmpukmana, neski BOpPOrM aTakyloTh 3 BIACTaHi,

BUKOPHCTOBYIOUM CHApSIM, TOAl SK 1HINI HaMararoThCs MITIATH OJMXK4Ye 1 3aBJaTH

IIKOJIM B OJIMKHBbOMY 0010. € TaKk0o»X BOPOTH, K1 3[aTHI JITATH, IO 0Ja€ 11 OLIbIIe

PI3HOMAHITHOCTI Ta BUKIUKIB y 0osix. Lle 3MyIye rpaBis agantyBaTUCs 10 PI3HUX

CUTYaIliil Ta BAKOPUCTOBYBATHU P13H1 CTPATETIi JUIs IepeMoru HaJl Boporamu (puc. 1.7).

Darkwing

Crawler

Pucynox 1.7 — Ilpukiiag Boporis.

Mexanika 30upaHHs eHeprii Ta 30epeKeHHS MPOrpecy TaKOX € BaXJIMBOIO

ckiaafoBoro rpu. Opi Moke 30uUpaTH €HEpPrilo 3 PI3HUX JPKEpes, IO JI03BOJISE

BUKOPUCTOBYBATH CIIELIaJIbHI PUHOMH Ta CTBOPIOBATU TOYKHU 30€peKEeHHS Y Oy/ab-

skomy Mmictil Tpu. lle Hazae rpaBIlo MOKIIUBICTh CTPATETIYHO TJIAHYBATH CBOI il Ta

3a0e3nedye THYYKICTh y 30epexeHHI mporpecy. Taka cucrema 30€peKEHHS €

O.B laHHy1jeHko

FO.0. lognescbkunvi
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BOKJIMBOIO ISl JKaHPY METPOIJBaHisl, OCKUIBKA BOHA JIO3BOJISIE TPAaBISIM O1JIbII
CTpATETivHO MMiIXOJUTH IO YIPABIiHHS pecypcaMu Ta IUIaHYBaTH CBOI Jii.

Henomniku MexaHik rpu:

Jlinitinuii croker € oguuM i3 ocHoBHux HemomikiB Ori the Blind Forest. Lle
00MeKy€e MOXKIIMBOCTI TOBTOPHOT'O MPOXOKEHHS Tpu. ['paBiii, AKi UIyKarOTh OiIbIe
cBoOOAM i 1 YMCICHHMX BapiaHTIB PO3BUTKY MOJINA, MOXYTh BITUYTH TMEBHUUN
TuckoMbOopT yepe3 JHIHHICTh CrokeTy. JIIHIHHICTh MOXKE 3HM)KYBATH 1HTEpEC 0
MOBTOPHOTO TMPOXO/DKEHHS TpPU, IO € BAXKJIMBUM acleKTOM g 0ararbox
[IaHyBaJIbHUKIB KaHPY METPO1IBaHIsI.

Xoua cuctema Soul Link, sika 103BoJIsi€ TpaBLSM CTBOPIOBATH KOHTPOJIbH1
TOYKH B OyJIb-SIKOMY MICII1, € IHHOBAI[IHOIO, BOHA TAKOX MOKE OYTH HEJOJIIKOM
BOJIHOYAC. SIKIIIO TpaBelb HE CTBOPIOE KOHTPOJIbHI TOUKH JIOCTATHBO YaCTO, L€ MOXKE
MPU3BECTH JI0 BTPATH 3HAYHOTO TIPOTPECY MICIS CMEPTI.

['pa He 3aBKIH YITKO MOSICHIOE, SIK MPALIOIOTh MEBHI MEXaHIKH a00 1110 came
NOTPiIOHO POOUTH B MEBHUX CUTYAIISX, III0 MOYKE BUKJIUKATH y TPaABIIIB
po3ry0JieHICTh Ta (pyCTparlito.

Xoua KepyBaHHs y I'pi 3a3BUYAM Ty’Ke MJIaBHE, IESIKI TPaBIIl BiA3HAYAIOTH, 1110 B
NEBHUX CHUTYyalliIX BOHO MOXKe OyTH HEAOCTaTHHO TOYHHM, IO NPU3BOAHUTH O
HE3pYy4HOCTEN, 0COOIMBO ]I Yac CKJIAJHUX MIaTPOPMEHUX CEKLIMH.

«Blasphemous» [8] — me MeTpoinBaHis, fika BHPI3HAETHCS CBOIO MOXMYPOIO
atMoc(eporo, TIMOOKOI PENirifHOI0 CHUMBOJIIKOIO Ta CKIQAHUMU OONHOBHUMHU
MeXaHIKaMH

Mertoro " Blasphemous" e npoxomkeHHs cepil CKITaHUX PiBHIB, KOKEH 3 IKHX
HAllOBHEHMI BOpOTaMH, TACTKaMHU Ta TOJOBOJIOMKaMH. ['paBelb TIOBHHEH
BUKOPUCTOBYBAaTH CBOI OOWOBI HAaBMYKM Ta MariyHi 3110HOCTI, 100 MepeMOrTu
MOTYTHIX OOCIB Ta 3HAWTU PENIKBIi, SIKI JTOMOMOXYTh MOMY BJIOCKOHAJUTH CBOIO
MEPCOHAXKA 1 JOCITTU KIHIIEBOI METU Ipu — po3kputu TaeMHuIll Cvstodia Ta 3107aTH

HOTY)KHUX CYIPOTHUBHHKIB. (puc.1.8).

O.B laHHyueHko ADK.
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Pucynox 1.8 — Mamronok rpu «Blasphemousy

[lepeBaru MexaHik rpu:

OnHiero 3 ocHOBHUX miepeBar Blasphemous e 1i 6otioBa cucteMa, sika MO€EAHYE
IIBUKI aTaKW, YXWJCHHS Ta BUKOPHCTAHHS CHEIllaJbHUX MpUioMiB. ['paBers mae
JIOCTYII 10 PI3HUX THUIIB 30p0i, KO’KHA 3 IKMUX Ma€ CBO1 YHIKaJIbHI BIIACTUBOCTI Ta CTHIIL
ooro. Hanpukian, meu «The Mea Culpa» mosxe OyTH OKpaIleHuil 3aBISKA CIb03aM
CIIOKYTH, 1100 3aBAaBaTh OuIbIIEe IIKOAM a0O BIJKPUBATA HOBI KOMOiHAIlli aTak
puc(1.9). Taka pi3HOMaHITHICT, 30p0oi Ta MOXIJIHMBICTb ii BJIOCKOHAJICHHS
3a0e3neuyroTh  rauOuMHy  OOHOBOrO  mIpolecy Ta  CTUMYJIOIOTH — IpaBLA

€KCIIEPUMEHTYBATH 3 PI3HUMH CTHJISIMU TPH.
—

Pucynok 1.9 — Irposa Bantora «Blasphemousy

VYHIKaJIBHOIO OCOOJIMBICTIO TPU € CUCTEMA MOKapaHb 3a cMepTh. Konu rpasers
MOMUPAE, BIH 3aJIMILAE 32 COOOIO CI1J] MPOBUHU, AKUH 3HUKY€E MAKCUMAJIbHY KUTbKICTh
fioro manu. e momae 10JaTKOBOrO BUKIMKY Ta CTUMYJIIOE TpaBlisg OyTH 00epeKHUM
i yac OoiB Ta npochimxkeHb. Illo60 mo30yTucs mnokapaHHs, TpaBellb MOBHUHEH
MOBEPHYTHUCS IO MICIISI CBOET CMEPTI 1 310paTH 3aJIMILIEHY MPOBUHY, 1110 POOUTH KOKHE

MOBEPHEHHS JI0 MUHYJIOTO MICIISl TIOJ[1i HAMIPY>KEHUM 1 PUBHKOBAHUM.

O.B laHHyerHko ADK.
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Cait Blasphemous cknamgaerbes 3 6ararbox pi3HUX 30H, KOKHA 3 SKHX Ma€ CBii
YHIKaJIbHUHA H3aiiH, BOPOTIB Ta TOJOBOJOMKH. [ 'paBelh MOCTYIMOBO BiJKPUBAE HOBI
3MI0HOCTI, SKI JIO3BOJIAIOTH HOMY JOCIIDKYBAaTH paHIlie HEJOCTYIHI 00JacTi.
Hanpuknan, 3116HOCTI, 110 J03BOJISIOTH MPOXOJIUTH KPi3h BOTOHB a00 J0JIaTH BETUKI
BIJICTaHI 3a JOTIOMOTOI0 TMOJBOEHHS CTPUOKA, BIAKPUBAIOTH HOBI MOJIMBOCTI JIJIS
nochikeHHss cBiTy. lLle cTUMymioe TrpaBIs TMOCTIMHO TOBEpPTATUCA JO BXKe
JOCTIPKEHUX 30H, MO0 3HANTH HOBI CeKpeTw Ta OoHycH. I'pa 3aoxodye perenbHE
TOCITIJKEHHS Ta EKCIIEPUMEHTH, 1110 3a0e31medye MOCTIHUHN 1HTEpeC 1 MOTHUBAIIIIO JIs

npooBxxeHHs rpu.(puc 1.10)

Pucynok 1.10 — BigkpuTTst HOBUX clielialbHUX MOKIIUBOCTEN B

«Blasphemous»

Henoniku mexaHik rpu:

[ToTeHIIHHUM HEJOJIIKOM € He3po3yMiia cuctema kapT. KapTa He 3aBxkau 1ae
YITKI MiKa3KH 100 HACTYITHOTO MICIISl IPU3HAYCHHS 200 BaXKJIIMBUX TOUYOK
iHTepecy. e Moxke mpu3BecTH A0 3alBUX OyIIB 1O JIOKAIIsAX. BiICyTHICTH AeTanei
Ha KapTi MO>KE HE MOKa3yBaTH BCl JOCTYIHI CEKpeTH a0 BaXKJIMBI AETall, K1
MOKYTh IOTIOMOI'TH y IpocyBaHH1 Tpu. Lle Moke yckinagHioBaTH IpoIec
JOCIIIJIKEHHS 1 BUMAraTy BiJl TpaBlisl OUTbIIE Yacy Ta 3yCHIIb JIJISl PO3YMIHHS, KyIU

fitr gami(puc. 1.11).

O.B larHyerHko ADK.
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Map Legend

Pucynok 1.11 — Kapra «Blasphemous»

Croer Ta JIop Tpu TaKOXk MaIOTh CBOi HEJOMIKU. IcTOpist rpu MOJaeThes yepes
BUIIAJIKOB1 3yCTpidl, J1aJOTK Ta MPEAMETH, IO MOXYTb OyTH JETrKO MPOMYIIEHI
rpaBueM. Lle poOUTH CIOXKET BayKKUM JJIsi pO3yMiHHS 0€3 T0AaTKOBHX 3ycuiib. Jlesiki
aCIEeKTHU CIOKETY 1 CBITY I'pPU MOXYTb 3/1aBaTHCS HE3PO3YMUIMMH 0€3 TIIHMOOKOTO
3aHypeHHsT B JIOp, 10 MOXKE€ BHUMAaraTd YHMTAHHS JOJATKOBUX MaTepialiB abo
nociikeHHs. [IoBTOproBaHICTh BOPOTiB 1 3aBAaHb TaKOXX MOXE 3HUKYBAaTH 1HTEpEC
10 Tpu. Jlesiki BOpOru MarOTh CXO0X1 aTaKu Ta TAKTUKH, 1110 MOKE 3pOOUTH 001 3 HUMHU
MEHIII [IKaBUMU MICJIA JeKIIbKOX roauH rpu. [1o01uHI 3aBIaHHS MOXYTh 3/1aBaTUCS
OJTHOTUITHUMHU 1 HE MPHUHOCUTU BEIUKOI PI3HOMAHITHOCTI y reimiuieil. Lle moxe
3HI)KYBATH MOTHBAIIIIO TPABIIS 10 BUKOHAHHS JTOJATKOBUX MICiil Ta 3aBJaHb.

Takox TexHiuHI TPOOJEeMH, 3 SKUMHU CTHKAIOTHCS TPaBIll, TaKOX IOJAIOTh
HEJOJIIKIB I'pl. Y NepIi THKHI Micis pesi3y AesiKi IPaBlll CTUKAINCS 3 OaraMmu, TAKUMHU
K 3001 mpu 30epexeHHl TpH, Bi3yalbHI IIIOKH a00 3aBUCaHHA. ['pa MOXe MaTu
npoOiemMu 3 MNPOAYKTHBHICTIO Ha Pi3HUX IUIaTGopmax, IO MOKE BIUIMHYTH Ha
MJIaBHICTh TeimIuiero. [le Moxke cTBoproBaTH OAATKOBI TPYIHOII JJis TpaBLiB Ta
HETaTHBHO BIUITMBATH HA 3araJbHUM IrPOBUH JOCBII.

1.3 O0rpyHTYBaHHSI BUOOPY IHCTPYMEHTAJIbHMUX 3aC00iB

Unity[9]e oguuM 3 HaHTIOMYJIAPHIIIUX ITPOBUX PYILIiB AJIs1 PO3POOKH irop, KU
BUKOPUCTOBYETHCS SIK TPOdEeciitHIMU pO3pOOHMKAMHU, TaK 1 1HJI-PO3POOHUKAMH.
Jlauuii pymnd maTpuMye MUPOKHE crekTp IwiatdopmM, Briarodaroun Windows,
macOS, Android, i0S, Linux, a Takox koucodi (Playstation, Xbox, Nintendo Switch)

1 BeO mnatdopmu. Came ToOMy 1€ pOOUTH pyUIill YHIBEpCaJIbHUM, 3HU3YIOUH IMOPIT

O.B laHHyerHko ADK.
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BXOJ/KEHHS BiJl pO3pOOHUKIB MOYATKIBIIIB 10 TPodeCciiftHOT KOMaH I PO3POOHHMKIB.

[TepeBaru Unity:

Unity Mae oiHy 3 FOJIOBHHUX IIEpEBar, a caMeé akTUBHY CIUIBHOTY PO3POOHUKIB,
sKa MPOIMOHYE YHCICHHI pecypcH, Taki sk odiliitHl Ta HeodiliiHl ypoku, Gopymu,
JOoKyMeHTaIito Ta Bigeo Ha YouTube. Lle 3HayHO moserurye mnpoiiec HaBYaHHS Ta
BUPIIICHHS TEXHIYHUX MHTaHb. Unity Haga€e IHTYITMBHO 3pO3YMLTHI rpadiuHuit
iHTepdeiic KopucTyBada, SKUH JI03BOJISIE JIETKO CTBOPIOBATH IrPOBI  00'€KTH,
HAJIAIITOBYBATU CIICHH Ta KOMIIOHEHTH, L0 3HIDKYE Oap'ep BXOIy Ui HOBAUKIB 1
JT03BOJISIE IBUIKO MPOTOTUITYBATH 171€1.

Unity Takox mnpomnonye mupokuii crektp 2D ta 3D mpoe€kTiB, BKIIOYAIOUH
(G13M4HI CUMYJIALIT, CUCTEMY YacTOK, aHIMallito, 00poOKy 3BYKY, MEpeXeBl (PYHKIIIi
tomro. Takox Unity 6e3komToBHul 1 Ma€e BCi GYHKIIOHAIBHI MOXKIIMBOCTI, HEOOX1IHI
JUJIs1 pO3pOOKHU Ta BUMYCKY I'pH. Lle BakJIMBO i 1H1-pO3pOOHMKIB Ta CTYJICHTIB, K1
HE MAIOTh MEBHOTO OIOJIKETY .

Opnak Unity mae cBoi Hemodiku. BiH miAXOAUTH sl OUIBIIOCTI ITPOBUX
IIPOEKTIB, aje SIKIIO0 BU pO3pOo0JIsieTe Ay»Ke BEIUKY 1 CKIAAHY I'PY 3 BUCOKOSIKICHOIO
rpadikoro, MPOAYKTUBHICTh JBUTYHA MOXXE OyTH OoOMExeHa. Y TaKMX BHIIaJKaXxX
MOXXYTh BHUHHMKHYTH MpoOJieMH 3 ONTHMI3ALI€l0 Ta MNpoAyKTUBHICTIO. Unity
JOCTYITHUWA y OE3KOIITOBHIA Bepcli, ajie KOMEpIiHI MPOEKTH 3 BHCOKHUM pPIBHEM
noxoxy moBuHHI mpuabartu minensiro Unity Pro. Ile myke moporo i1 moxe cratu
BEIMYE3HUM (DIHAHCOBMM TATapeM JUIsl HEBEIMKUX CTyAl Ta He3aJeKHUX
po3poOHUKIB. Uepes BeNMMKY KUIbKICTh (DYHKINN Ta yHIBepcalbHICTh TpoekTH Unity
MOXXYTh BUMaraTd 3HAyHOI ONTHMIi3allii, 0COOJMBO mJisi MOOUTBHUX TuIatdopm, 1
MOXYTh BUMaraTy BiJ] pO3pOOHHUKIB TOAATKOBUX 3yCHJIb JIJIsl 3a0€3MeYeHHs CTa01IbHOT
poOOTH TP HA PI3HUX MPUCTPOSIX.

[TopiBusiHs Unity 3 IHIIUMU PYLLIISIMH:

Sxo nopiBHioBatr Unity 3 IHIIMMHU PYIIISIMHU, TO BapTO BIA3HAYUTH, 110 Unreal
Engine € cunbHUM KOHKYPEHTOM, 0COOJIMBO B 001aCT1 pO3POOKH 1TOP 3 BUCOKOSKICHOT
rpadikoro. Unreal Engine BukopuctoBye MOBY niporpamyBaHHsi C++ Ta BiIacHy MOBY

blueprint 1151 Bi3yanpbHOTO IpOrpamMyBaHHs, HAJAI0UX 9y I0B1 rpadidHi MOKIHMBOCTI Ta
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IHCTpYMEHTH, aje yepe3 cKiaaHicTh C++ mpoliec HaBYaHHS CTa€ CKJIaTHIIINM.

Bynyuu Ge3KOIITOBHUM PYIIIEM 3 BIAKPUTUM BUXITHUM KoaoM, Godot Takoxk
niaTpumye po3pooky 2D i 3D irop i BUKOPHCTOBY€E CBOIO BJIACHY CKPHUITOBY MOBY
GDScript, sikuii poctuii B ocBoeHHI. Xouya Godot BiJOMHII CBO€IO MPOCTOTOIO Ta
MIBUJKICTIO PO3pOOKH, BiH HE OOOB'S3KOBO Mae BCl (PyHKHII Ta MIATPUMKY, SKI
nporionye Unity. Crymis GameMaker cnemianizyerscsi Ha po3pobmi 2D-irop i
BUKOPUCTOBYE MOBY IporpamyBaHHs gml, 1o poOuTh ioro imeanbHum s 2D-
IPOEKTIB 3aBISKUA CBOIM MPOCTOTI Ta 3PYYHOCTI BUKOPHUCTAHHS, aje BiH OOMEXye
MOJIMBOCTI 3D-p0o3po0OKku 1 HE € KpocIIaThOpPMEHHUM Ha TOMY 3K piBHI, 1110 1 Unity.

Bub6ip Microsoft Visual Studio six cepenoBuiia po3poOKu:

Microsoft Visual Studio[10] oOpaHo sik OCHOBHE CepelIOBHUIIEC PO3POOKH IS
npoekTiB Ha Unity 3 kiuibkox mpuuuH. L{g mmatdopma 3abesnedye po3poOHHKaM
NOTYXHI 1HCTPYMEHTU ISl HAMCAHHS, HAJIArO/DKEHHS Ta TECTyBaHHS KOAY, IO
CYTT€BO MIJBUILY€E NPOAYKTUBHICTD Ta SKICTh PO3POOKH MPOrpaMHOro 3a0€3MeUEHHS.
Ta mae inTerpariero 3 Unity 3moBHOIO miaTpumkoro MoBu C#, Visual Studio crae
ONTUMAJIbHUM BHOOPOM JUIsl CTBOPEHHS 1rop, 3ade3neuyroud yciMa HeoOXiTHUMU
IHCTPYMEHTAaMH JIJIsi CTBOPEHHSI SIKICHOT'O KOJTy.

IlepeBaru Microsoft Visual Studio:

Onniero 3 ronoBHux mepeBar Visual Studio e ioro inrterpamist 3 Unity.
CepenoBuiiie po3poOKKM MIATPUMYE OCHOBHY MOBY mporpamyBanus Unity, mro
3a0e3neyye TaKUMU MOKIUBOCTSIMH SIK, aBTO3AalOBHEHHS KOy, IiJCBIdyBaHHs
CHUHTAKCHCY Ta IHCTPYMEHTH HaJIaro/KEHHS, 110 pOOUTH MPOIeC HAMCAHHS KOAY Ta
MOIIYKY MTOMIJIOK OLTBI €()EKTUBHO.

[Ile oaHi€r0 Ba)XJIMBOKO NEPEBAro€ € IHTErpalis 3 IHIIUMH IHCTPyMEHTaMu
Microsoft, Takumu sk Azure ta GitHub, 3a0e3nedye nerke kepyBaHHS MMPOECKTaMH,
30epekeHHs] BepCiii KOAy Ta B KOMIUIEKCHHX TMPOEKTaxX 3a0e3ledye CIHiBIpaIio 3
IHIIMMHA 9JIEHAaMU KOMaH/IH.

Visual Studio Takox BigoMa CBO€I TIOTYXHOK CHCTEMOIO PO3IIMPEHb.
Po3poOHMKM MOXYTh J0JaBaTH pI3HOMAHITHI IUIAriHA Ta PO3MIMPEHHS, IO

MOKPaIyloTh  (YHKIIOHATBHICTE  CEPENOBUINA  PO3POOKM Ta  JO3BOJSIOTH
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HaJalmToByBaTu Horo mia cBoi motpebu. Ile pobutes Visual Studio rHydkum
THCTPYMEHTOM, SIKMIi MOXe OyTH afanTOBaHUM 7151 OYIb-IKOTO MPOEKTY.

e oxniero BaxnBoio nepeBaroro Visual Studio € ioro iHTerparis 3 iHIIUMHU
iHcTpyMeHTamu Microsoft, Takumu sik Azure, GitHub Tta inmi. Ile mo3Bosse
pO3pOOHMKAM JIETKO KepyBaTH CBOIMH IpOEKTaMmH, 30epiratu Bepcli Koay Ta
CHIBIIPAITIOBATH 3 IHITUMU WICHAMHU KOMAaH/IH.

OpHa He3BaKalo4yW Ha 4yucieHi nepesard, Visual Studio Mae HH3KY HEHOIKIB.
[Tep1 3a Bce 11e BUMOTIUBICTD JI0 PECYpPCiB KOMIT I0TEpa, CEPEIOBHILE PO3POOKU MOXKE
CIIO’KUBATH 3HAYHY KUJIbKICTh OMEPATUBHOI ITaM’SIT1 Ta MPOIECOPHOT0 Yacy, 0COOIUBO
pu poOOTI 3 BEIMKUMU MPOEKATMU 00 BUKOPUCTAHH1 BEIMKOT KITBKOCTI PO3LITUPEHbD.

[TopiBasHHa Visual Studio 3 iHIIMMEU cepeoBUIIIAMUA PO3POOKU:

Cepen ocHoBHHX KOHKYypeHTIB Visual Studio moxkHa Buminmutu JetBrains Rider.
el IHCTpYMEHT TAKOX € OMYJISIPHUM CEpEOBUIIIEM po3poOku aiisa C#, Mae MBUIKUMA
1HTEep(eic Ta MOTYX H1 IHCTPYyMEHTH A KonyBaHHA. [Ipote, Rider € xomepuiitHum
OPOAYKTOM 3 BHCOKOIO BapTICTIO, IO MOXE OYTH MEPEIIKOJOI AJIs HE3aJIeHKHUX
PO3pOOHUKIB a00 HEBEIUKUX CTY/IIH.

Visual Studio mae 6e3kormToBHy Bepcito (Visual Studio Community), sika Hajae
OUTBIIICTh HEOOX1THUX QYHKUIN 151 po3poOku irop Ha Unity. Lle poOuTh Horo Oiy1bir
JOCTYITHUM JUIsl IIUPOKOTO Koja po3poOHukiB. Kpim Toro, Visual Studio mae Ginbinn
TicHy iHTerpamito 3 Unity, mo 3a0esneuye Kpaily MIATPUMKY Ta 3pYYHICTH Y
BUKOPHUCTAHHI.

[amoro ansTepHaTuBoto € Visual Studio Code, nermra Bepcist Visual Studio, sika
TaKOX MIATPUMYE PO3IIUPEHHs Ta Mae rapHy iHTerpaiito 3 Unity yepes BiAMOBIAHI
riariay. Visual Studio Code MeHIl BUMOTIMBE 10 PECYPCIB, ajie MOXKE HE MaTH BCIX
MOJKJIMBOCTEH 1 OTY>KHUX 1HCTPYMEHTIB ISl HAJIArOJKEHHSI, SIK1 JIOCTYIIHI Y MOBHIN
Bepcii Visual Studio.

[Ile onniero anpTepHaTUBOO € MonoDevelop, sike 7oBruit yac 0yjg0 OCHOBHUM
cepenoBuiiieM po3pooku aiis Unity Ha macOS i Linux. MonoDevelop menn notysxue
nopiBHssHO 3 Visual Studio 1 Mae meHm 1HTYiTUBHUN 1HTEpdelc, ale BOHO €

OE3KOIITOBHUM 1 TaKOX MIATpUMYE poboTy 3 CH#.
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Microsoft Visual Studio, € oOrpyHTOBaHMM 3aBASKH HOr0 IOTYXXHHM
IHCTpYMEHTaM JUIs HAIMCAaHHS Ta HAJaro/DKCHHs KOy, THYYKOCTI Ta iHTerparii 3
IHIIMMHU 1HCTpyMeHTaMHu po3poOku. Hespaxkatoun Ha neski Hemoiiku, Visual Studio

3QJIMIIIAETHCS OJTHUM 3 HaMKpaluX 1HCTPYMEHTIB JJI1 pO3POOKHU 1rop.

BucHoBKM 10 mepuioro po3aity

VY nepuiomy posnini OyJo TMOCTaBJIEHO 3aBAaHHS Ta BU3HAYEHO OCHOBHI
MEXaHIKH TPU B JKaHP1 METPOIABaHIsA: MEpecyBaHHS MEPCOHAXa, CUCTEMY 370POB 4,
IIKOAY Bij 31TKHEHb, PI3H1 BUJIM 30p0i, BOPOTiB, 30€pEKEHHS IPOrpecy Ta HaBITraIliio
1o piBHAX. MeTa poOOTH MOJsTaE y CTBOPEHHI MPOAYKTY, IO BKIIOUYAE peai3alliio
IMX MEXaHIK, [W3ailH pIBHIB, IUTYYHUW I1HTEJIEKT BOPOTIB Ta ONTUMIZALIIO
IPOAYKTHUBHOCTI.

AHani3 TpbOX BiIOMUX 1rop >xaHpy MerpoiaBanisa («Hollow Knight», «Ori and
the Blind Forest», «Blasphemous») 103B0JIMB BUSBUTH IXHi CUJIbHI Ta CIa0K1 CTOPOHHU.
Y «Hollow Knight» akiuent 3po0ieHo Ha riaumOOKiii OOMOBIM cHCTeMi Ta CHUCTEMI
3aknuHaHb. B «Ori and the Blind Forest» ocobimBa yBara npujiieHa rniaBHiid cucTeMi
YOpaBIiHHSA Ta MOOUIBHOCTI mepcoHaxa. «Blasphemous» BUPI3HSIETHCS CHUCTEMOIO
MOKapaHb 32 CMEPTh Ta JACTATLHUM JIU3AHHOM.

O6rpynToBano BuOip Unity 5K OCHOBHOTO pyLIisi AJi1 PO3POOKU I'PU, 3BAKAIOUH
Ha HWOTO MIMPOKI MOXJIMBOCTI jiisa ctBopeHHs 2D 1 3D irop, miaTpuMKy OaraThox
m1aTopM Ta aKTUBHY CIUIIBHOTY PO3POOHUKIB.

Takox obrpynToBano Bubip Microsoft Visual Studio sik cepenouiia po3pooxu,
3aBJSIKM MOr0 TMOTY>KHUM 1HCTpYMEHTaM Il HANHMCAaHHS, HaJaro/HKeHHS Ta

TeCTyBaHHs Koy, iHTerpaiii 3 Unity
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PO311JI 2. MPOEKTYBAHHSA TA PO3POBKA ITPOI'PAMHOI'O
3ABE3IIEYEHHA
2.1 BuzHayeHHs1 BapiaHTiB BUKOPHMCTAHHSI Ta 00’€KTHO OPi€HTOBAHOI Ta

CTPYKTYPH CHCTEMH

VY uii yactuHi KBamiikamiiHOT poOOTH PO3TISAAETCHS aHai3 BUMOT [0
IPOrpPaMHOrO TMPOAYKTY 3 aKIEHTOM Ha 1AeHTH]iKalilo (YHKIIOHATBHUX Ta
He(yHKITIOHAJbHUX BUMOT. BiH TakoX OmuCye pi3HI BaplaHTU BUKOpUCTaHHA. J{Js
3a0€3MeUYeHHA YITKOTO PO3YMIHHS CTPYKTYpU CHUCTEMHU JOJAETHhCS Jiarpama
CYTHOCTEHM.

AHaniz BUMOr  miepeidadae perenbHE BHUBYEHHSA MMOTPEO0 Ta OUIKYyBaHb
KOPUCTYBaulB 1010 (PYHKLIOHAJIBHOCTI Ta XapaKTEpPUCTHK I'pu IUIatrpopmepa B
XKaHpl MeTpoinBaHisi. OCHOBHOIO METOI0 aHaJi3y BHUMOI € 3’sICyBaHHS, TOTO LIO
NOTpiOHO peani3yBaTu B n0JaTKy. JlonatkoBo Oynu 310paHi (pyHKIIOHAJIBHI Ta HE
(GyHKIIOHAIbHI BUMOTH.

1. ®yHKIIOHAIBHI BUMOTH:
bazoBe nepeMinieHHs
ITepekar
Crpubox
Pusok
Cucrema 310poB’si
BinoOpaxkeHHs 370pOB’si

Bukopucranus 36poi

© 0o N o O B~ WD

[Tepesapsiaka 30poi.
10.IToctpin
11.OTpuMaHHS MKOIX

12.36epiranns nporuecy
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QCHOBHUA irpoBMA
Touka npouec
30epeEKeHHR l

IGepemEHHS o MepemiwesHa no |

nporpecy " nokauii ~
¥ ""”_‘
3GMpaHHA npegMmeTia Ta
Ta NoKpaLLeHE

Eioporu akTveHi }(

BOpOr SHUKAE

A

BIHOBNEHHA 310DOB'A 33 | paeells
AONOMOro0 NPEIMETIE TN MBMIN2
Hi
I CMepTs |

Pucynok 2.1 — Jliarpama irpoBoro mukiy

[lepea THM sIK pO3MOYATH JOCIIXKYBATH ITPOBUI MPOIIEC, HEOOX1THO 3aIyCTUTH
KIIEHT TpU Ta B TOJOBHOMY MEHIO HATHCHYTH KHOIIKY HOBa rpa, HICJIs YOro
B11I0YIeThCS MEPEX1]l 3 TOJIOBHOTO MEHIO JI0 TPH.

Ha pgiarpami irpoBoro muxiy (puc. 2.1) moka3zano cam 1uki rpu. Criouatky
KOPHUCTYBau Ma€ JOCTYII JI0 MEPEMIIIEHHS T10 JIOKAIli Ta JOCIIKyBaTh piBHI rpu. [1ix
yac JOCIHIKEHHS JIOKalli rpaBelb MOXE 3YCTPITH TOYKH 30€peKeHHS, J€ MOKHA
30epertu cBid mporpec. lle € BaXIMBOIO YaCTHHOIO TPH, OCKIIBKUA 30€pE’KEeHHS
IPOrpecy A03BOJISE TPABIEBl NOBEPHYTUCA O TPU 3 TOTO MICLS, /1€ BiH 3aJIMILIUBCS,
HaBITh ITICIIS 3arMOeI MePCOHaXA.

[Ticnst 30epexeHHs] TpaBellb NPOJOBXKYE ITOCHTIKEHHS JIOKallii, 30uparodu
npeaMeTH. Y Mpoleci MepeMIleHHsI TPaBelb MOXE 3YCTPITUCSA 3 BOporamu. SKuio
BIIOYBA€ThCSL 3yCTpid 3 BOpPOraMH, TO aKTUBI3yeThcs OoioBa cuctema. Ilim uac
00lOBO1 cHUCTEMHU TrpaBellb OOPUTHCS 3 BOPOraMH, BUKOPHUCTOBYIOUH CBOIO 30pOIO.
boiioBa cuctema BKIJIIOYa€ Pi3HI CTpaTerii, 10 3aJIeKUTh BiJl KUJIBKOCTI BOPOTIB Ta
tumiB. [lig yac OWTBHM TpaBelb HAHOCUTHL a00 OTPUMYE INIKOIY, B HACIIJOK YOTO
B1/10yBa€THCSI OHOBJICHHS CTaHy 3710pOB’sl TpaBIls. B pasi AKIo rpaBelh 3aIUIIAEThCS
YKUBUM TIiciisi OUTBH, a00 TpaBellb BTIK, BiH MPOJOBXKYE MEPEMIIIEHHS TI0 JoKalii. Y
BUITAJIKy 3aru0eji TpaBIsd, TI'pa 3aBEPIIYEThCS W TOYMHAETBCS 3 OCTAHHBOTO
30epekeHHs. SIKIOo K BOPOT MOMUpAE MiJ 4yac OMTBU, BIH 3HUKAE 3 JIOKAIli, Jal0UH
IPaBIIEBlI MOXKJIMBICTh MPOJAOBKUTH CBIH MIJISX.

Takox KOpHCTYBa4 Ma€ MOKJIMBICTh BiJHOBIIOBATH CBOE 3JI0POB’Sl 3a

O.B larHyerHko ADK.
10.0_roaneecorn IM3.KP.B — 121 — 24 — 13 26
3mH. | ADK. Ne 1O0KYM. ITionuc | Jama




JIOTIOMOTOI0 TPEAMETIB, 310paHUX TiJ Yac mepeMimieHHs 1o Jokaili. Ile OynyTh
JIKyBaJbHI TIPEAMETH, SKI BIJHOBIIIOIOTH YacCTHHY ab0 BCE 370pOB’sl MEPCOHAKY.
BinHOBIEHHS 310pOB’S 103BOJISIE TPABIEB] OyTH TOTOBUM J0 HACTYIHHUX 3ITKHEHD 3
BOpPOTaMH i TPOJOBKYBATH CBIH IIJISIX.

Takum 4YMHOM, IrpOBHI LMKI BKIIOYaE B ceOe TMOCTIHE MEepeMIIICHHS I10
Jokaisx, 30ip MpeaMeTiB, 30€peXHHS Mporpecy, y4acTb y OWTBax 3 BOpOTamH,
BiJTHOBJICHHSIM 3JIOPOB’sI Ta MOXKIIUBY 3aru0eIb sIK TpaBIld Tak i Boporis. Lle mo3Bosse
CTBOPUTH 3aXOIUTIOIOYNHN 1 JUHAMIYHUHN TPOIIEC TPH.

Hiarpama BapianTiB BukopuctanHs (Use Case Diagram) (puc. 2.2). Bona Bkazye

Ha Take sK1 i1 rpaBellb MOXe pOOUTH i/l Yac YCi€l rpH.

E330ES NEpEMILLEHHA

iao0pamesHR

330p0E’R

[paeels

A0epiraqHA nporpecy

Pucynok 2.2 — Jliarpama BapiaHTIB BUKOPUCTaHHS

OCHOBHMMH MEXaHIKaMH € TIEPEMIIICHHS, 1[0 BKJIIOYAE B ce0€ PUBOK, CTPHUOOK
Ta MepeKaTt, Kl MOXXyTh OyTH BUKOPUCTAaHUMU ISl YXUJICHHS BiJ aTak. 30epeKeHHs
nporpecy JA03BOJIsiE€ TPaBIeBl (PIKCYyBaTH JOCATHYTHH €Tall TP B CIICiaIbHUX TOUKaX
30epeKeHHs, MO0 MOTIM MPOJOBXKUTU TPy 3 IBOTO Miciisl. 30MpaHHS MPEIMETIB €
BOKJIMBOIO YACTHHOIO T'PH, OCKUTBKH MPEAMETH HAIAI0Th TPaBIIeBl HOBI MOKJIMBOCTI
Ta MOKpPAIEHHS, [0 JOTIOMArarTh Y MOAANBIINX NMpUroaax. bolioBa cuctema BKItoyae
apCceHall 3 JIBOX THUIIIB 30poi, 110 JO3BOJISE TPaBIIEBl BUOMPATH ONTUMAILHUN BapiaHT

JUIS. KOXKHOI CHUTyallli, a TaKoXX KOMOO aTaku il OiauKHboro 0oro. OHOBICHHS
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3I0POB’sl JTO3BOJISIE TPABIIO BiJHOBIIIOBATH 3/I0POB’Sl 32 JOIOMOIOIO CIIELialIbHUX
npeametiB. CMepTh 1 BiAPOKEHHS € KpUTUYHUMHU €JIeMEHTaMHU TPH, SKi BU3HAYAIOTh,
Yl 3MOXE TpaBelb MPOJOBXKHUTH CBIM NUISIX. Y BUNAAKY 3arubeni, TpaBelb
MIOBEPTAETHCS A0 OCTAHHBOI TOUKH 30epeKeHHs, BTpayaloyy YaCTUHY CBOTO IPOTPECY,
ayie 30epirarouu BayKJIMBI JOCSITHCHHS.

Taxoxx Oynu cTBOpeHi JiarpaMu KiaciB. JliarpaMu KiiaciB BUKOPHCTOBYIOTHCS

JUISL IGMOHCTpAIlli MiHIMBOCTI, yCHaJAKyBaHHS Ta 3B’ 3KIB M1 PI3HHUMH KJIacaMH.

( PlayerAnimator ¥
Class

——

IPlayerAnimator ¥

Interface

= —_—

IPlayerMovement % IPlayerinput ¥
Intarface Interface
- -
Movement ¥ PlayerController ¥ PlayerinputsHa... %
Clasz Clasz Class
N = MonoBehaviour .

PlayerData ¥

4 A Class
¥
g_”_“_’khs?stem ~ Seript=bleObject
\
PlayerCombatSy... ¥
Class
-+ MonsBshaviour
\ 4
|Weapon ¥ ! Weapon ¥ HitBoxAttackTri... ¥
Intarfsce | Abstract Class Class
L i = MonoBehaviour — MonoBehavicur

Pucynox 2.3 — Jliarpama kjaciB rpaBIis
Hiarpama momomarae Bi3yajizyBaTH CTPYKTYPY CHCTEMH Ta MOKa3ye, sIK pi3Hi
KJIACH B3a€EMOJIIOTH OJIMH 3 ofHUM. Ha miarpami (puc. 2.3) mokaszaHo aiarpamy Kiacy,
1€ B1100OpakeHO B3a€EMO3B’I3KU OJIMH 3 OJHUM.
1. PlayerController — € ronoBauM Ki1acoMm, IKUit KoopauHye aii rpasi. [1lo
1o coO1 Ji€ K mepenaBad MK 1HIIUMHU KJ1acaMH, pOOUTh 3allyCK METOAIB B MOTPiOHI
MOMEHTH, HaIPUKJIA]] TaKl SIK IepeCcyBaHHs, CTPUOOK, PUBOK, TIEPEKAT YU B3AEMO/IIS 31

310pOB’SIM TpaBIIl.
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2. PlayerInputsHandler — e BiamoBiganpHuM 32 00pOOKY BBOY BiJl IPaBIIs.
Bin peanisye inrepdeiic Iplayerinput i 3a6e3neuye oTpuMaHHs BBOAY PyXy Ta TaKOXK
00po0JIIsi€ 3MIHM HAMIPSIMKY CIIPATy TpaBIls 3aJI€KHO Bij HAIIPSIMKY BBOJY.

3. PlayerAnimator — BigmoBiZae 3a yHOpaBIiHHS —aHIMaliIMH Ta
BUKOPUCTOBYE KOMIOHEHT ANIMAtor st 3MiHH CTaHiB, IpUAMarO4H OyJieBi 3HAYCHHS
BiJl KOMITOHEHTIB TpH 1 mepenae ix B aHimarop Unity, 3abe3neuyroun BiIIOBiTHICTD
MDK JISIMHU TPaBIl 1 BIIOOpaKEHHSM IUX 11 Ha €KpaHi.

4, PlayerData — 30epirae HajamTyBaHHS TPpaBIs, TaKi SK OIBUAKICTH PyXY,
cuia CTpuOKa, TPUBAIICTh Ta CHJa PUBOK, IapaMeTpu 370pOB’S Ta IHIII BaXKJIUBI
xapakTepucTuku. Lle 103BoJIsie HamaImTyBaTH MOBEAIHKY IpaBIls BIAMIOBIAHO 10 HOTO
MO>KJIMBOCTEH 1 TapaMeTpiB, BA3HAYEHUX B IPi.

5. Movement — BiamoBiae 3a epecyBaHHs IpaBIifg,Ta peai3ye iHTepderc
IPlayerMovement. Bin peani3ye JIOTiKy I IEpEeMIllICHHS, CTPHOKIB, BUIIEPEIKEHO,
NIEpPEKATIB, IEPEBIPOK, a TAKOK 0OPOOITIOE TpaBITALIIO 1 3MIHU MO3ULIIT TPaBLsL.

6. PlayerCombatSystem — BianoBinae 3a 00#oBy cucremy. Bin B3aemoie 3
MOTOYHOIO 30pO€I0 Ta TAKOXK 3a0e3Meuye 3MIHY MMOTOYHOI, 103BOJISIFOYH BUKOHYBAaTH
aTaky B 01K BOPOTiB Ha OCHOBI BBOJTY.

7. HealthSystem — e yHiBepcallbHOIO CHCTEMOIO YIIPaBIiHHS 370POB S, Ka
MOXe OyTH BHKOPHMCTAaHA $IK IpaBLUEM, TaKk 1 Boporamu. 3 OOKY TpaBIis, MOXKe
BIJIHOBJIIOBATH CBOE 3JI0POB’S Ta OTpUMYBATH IKoay. [licis K0XKHOT 3MiHM 37T0pOB’ s
BUKIIMKAETHCSA TOMISA 3MIHM 370pPOB’S IO JO3BOJIIE OHOBIIOBATH BiTOOpaKCHHS
3JI0pPOB’S Ha €KpaHi.

HactynHoro € miarpama kimaciB BoporiB (puc. 2.8), B HIM TakoX BKa3aHa

B3a€EMO/Iisl MIXK KJIacaMH, a TAaKOK TIOKa3aHa peaiizaiis StateMachine[11].
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Pucynok 2.4 — Jliarpama kjaciB Bopora
h' ~ (v . [v3
1. StateMachine— ronoBumii abcTpakTHUN Kjac Bopor. 30epirae mOTOYHUN

CTaH Bopora Ta 3MiHio€ Horo. Kpim Toro, 1ei kiac BiAMOBIAaIbHUMN 3a IEPEXOIU MIXK
CTaHaMU Ta IHIIIIO€ 1HIII1aTi3aI[il0 CTaHIB.

2. State — € TakoXX TOJOBHUM aOCTpaKTHUM Ti1acoM. BiH BUKOHYE psin
ocHOBHHUX iii. 11[06 peami3yBaTi cTan Bopora, moTpiGHO ycmaakyBat iforo. Moro
POJIb MOJISITa€ B OHOBJIEHI MEPEXO/I1B MI’K CTaHAMU

3. Transition — ocHOBHHMH Kiac i TEPEBIPKM YMOBH MEPEXOAYy MiXK
ctaHamMu. B cBoro depry BHKOHY€ (YHKIIII NMEPEBIPKH YMOB, BXOJYy, OHOBJICHHS Ta
BUXOAY 3 mnepexoAiB. Knacu ycnaakoBaH1 BiJf HbOTO peaii3yloTh MEBHY JIOTIKY JJIs
IPABUJIBHOTO MEPEXOAY MiXkK CTaHAMHU.

Peanizaris State maTepHy m03BOJIIE CTBOPIOBATH CKJIQJHI Ta OGaratorpaHuyHi
CHUCTEMHM TTOBEJIIHKM BOPOTiB, Ji¢ KOKEH CTaH 1 Mepexi’ MOKHA JIETKO HaJaIlTyBaTH 1
J0JIaTA HOBI, IO POOWTH MAIIMHY CTaHIB 3py4YHOIO0 N0 posmupeHHs. Hacammepen
3a0e3mnedye BHUCOKY THYYKICTh IMiJi 4ac pO3pOOKM J€ TOBEAIHKAa BOPOTIB MOXKE

JMHAMIYHO 3MIHIOBATHCS BIJIMOBIAHO JI0 PI3HUX YMOB.
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[leit matepH YacTo BUKOPUCTOBYETHCS I peajizailii CTEHT MalluH, e
MOBEJIIHKA 00'€KTa 3MIHIOETBCS JWMHAMIYHO B 3aJie)KHOCTI BiJ MOro crany,
3a0e3Mevyroun OUTBII YUCTHH 1 TIATPUMYBAHHNA KO IUISIXOM 1301111 JIOTIKH CTaHiB B
OKpEeMHX KJIacax.

BukopucroBytoun dadbpuanuii Mmeton[12], ans cTBOpEHHS €K3EMIUTSPIB CTaHIB
J03BOJISIE BIIOKPEMUTH JIOTIKY CTBOPEHHS CTaHIB BiJi OCHOBHOI JIOTIKA MAaIlIMHH
CTaHIB, CIPOIIYIOUYH J0/1aBaHHS HOBUX CTAHIB 1 3MIHY 1CHYIOUHX.

[Hlabnonuuit meron[13] — e maTepH NPOEKTYBaHHS, SIKM BH3HAYAE OCHOBHY
CTPYKTYpY aJITOPUTMY B METOJI, JAO3BOJISIIOYM MiJKIacaM peani3yBaTu JesKi 3 Moro
KpOKIB. [HIIMMU cjI0BaMH, BiH HaJla€ 3arajibHy OCHOBY aJIFOPUTMY B 0a30BOMY Kiaci,
a KOHKPETH1 KPOKHU L[HOTO aITOPUTMY AETAII3YIOThCS B MOX1IHUX KJIacax.

JliarpaMa HAOYHO TMOKa3y€e CTPYKTYpPy B3a€MO3B’SI3KIB MDK CTaHaMU 1
nepexoaamu, 10 MOJIErIly€e pO3yMIHHS JIOTIKM pOOOTH BOPOTIB, IO JIO3BOJISIE Kpa3e
IJIaHYBaTH 1 peagi3oByBaTH HOBI (DYHKIIII.

Ha ocHoBi cTBOpeHOi miarpamu posropraHus s Unity mpoekty (puc. 2.5),
MOXHAa MMO0AUUTH KIIIOYOBI KOMIOHEHTH, Takl sfK Unity Editor Ta nokanbHuii

KOMIT'FOTED, J€ MPOEKT OyJie pO3TOPHYTO.
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i
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Ipa

- IuTe SAC KOPUCTYEYA
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Fonoste Mero HUD
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[Hh

iznuHni
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,_L|meHe,:|;Kep

Pucynox 2.5 — Jliarpama po3roptanss
JliarpamMa po3ropTaHHs IEMOHCTPYE SK pi3HI KOMIOHEHTH mpoekty Unity
B3a€EMO/IIIOTh OAWH 3 OJIHUM Ha PI3HUX PIBHSAX, OYMHAIOYHU BiJ MPUCTPOIB BBEICHHS

10 61y Tpu Ta KomroHeHTiB Unity. Jlana giarpaMa ckiiaIa€Thes 3 TPhOX YaCTHH, TaKi
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sSIK KJIIEHTChKA YacThHa, rpa Ta pegakrop Unity. Ha kimeHTCbKOMY piBHI 3HAXOASTHCS
MIPUCTPOI BBEJICHHS TaKi sIK, KJlaBlaTypa, MuIla. PiBeHb rpy BKIIFOYa€ OCHOBHI MOJIY/II,
Akl 3a0e3neuyioTh (yHKUIOHYBaHHA Tpu. 30ipka TpH MICTUTh yCl HEoOXiaHi
KOMIIOHEHTH JUIs irpoBoro mporiecy. Pemaktop Unity BUKOPUCTOBYEThCSA IS
pPO3pOOKH TpH, CTBOPEHHS OTOYEHHS, HAaNAIITyBaHHSA (QI3MYHUX 1 PEHACPUHT
KOMIIOHEHTIB, a TaKOX HaJalTyBaHHA 3BYKOBHX e¢ekTiB. PiBeHb iHTepdeiicy
KOpHCTyBaua BKJIIOYae B ceOc¢ royioBHe MeHio, McHI0 may3su ta HUD (Head-up-
Display), sixi BimoOpaxaroThCs 3a JOIMOMOTOI0 MOJIYJIs iHTepdelicy KopucTyBadya y
301pIIi TPy 1 B3aEMOJIIOTH 3 IPUCTPOSIMU BBOY JIJIsl OTPUMAaHHS KOMaH/I BiJl IpaBlIs.

2.2 ®peiiMmBopk Zenject Ta if0ro BUKOPUCTAHHSA Ml Yac Po3poOKH Ipu

Zenject[14] € moryxHUM (QpeHMBOPKOM I1H'€KINI 3aJCKHOCTEH, CIEIiaIbHO
po3pobsienuM s cepenoBuiia Unity. Lleit iHCTpyMeHT n03BOJsIE PO3pOOHUKAM
CTBOPIOBaTH OUIBII MOJYJIbHI, TECTOBAaHI Ta MacHITabOBaHI MPOEKTH, 3HAYHO
MOJIETUIYIOYH YIPABIIHHS 3aJ€KHOCTSIMH MK PI3HUMU KOMIIOHEHTaMH T'PH.

OcHoBHI1 KOHIIETIT Zenject BKIIOYAIOTh:
« Komnreiinep (Container)
o [IlIpus's3ku (Bindings)
o Incranepu (Installers)

Konteitnep € neHTpasibHUM ejeMeHToM Zenject. BiH BiAnoBigae 3a peecTpaliiro
THUIIIB, CTBOPEHHS €K3eMIUISIPIB 00'€KTIB, BUPIIICHHS 3aJICKHOCTEN Ta KEpyBaHHS 1X
AKUTTEBUM LUKIOM. KOHTEIHED CIyKUTh CBOEPIAHUM CXOBHILEM, JI€ 30€piratoThCs BCi
3aJIeKHOCTI Ta MPaBUJIa IX CTBOPEHHS.

Kirouori komnonenTn Unity miist po6otu 3 Zenject:
« SceneContext
« Monolnstaller

SceneContext - ne komnonent Unity, sIKuii 1HIIIATI3y€ Ta KEpy€e KOHTEHHEPOM
Zenject st KOHKpeTHOI ciieHu. Monolnstaller - crnerianeHuil TUM 1HCTanepa, SKUn
Moxke Oytu npomanmii 1o GameObject y cueHi, J03BOJISIOYM HAJAIITOBYBATU
3JIKHOCTI Oe3nmocepeAHbo 3 iHcnekTopa Unity.

Zenject MIATPUMYE KUIbKa METOAIB 1H'€KIIIT 3a71€KHOCTEMH:
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o KoHcTpykTopHa 1H'eKIlis
o IH'exinis B moine
o [H'exiis MmeTomoM
Buxopucranns Zenject Hajjae psji CyTTEBHUX MEepeBar:
o 3MEHIIIEHHS 3B'I3aHOCTI MK KOMITOHEHTaMHU
o+ IlokpamieHHs! TECTOBAaHOCTI KOJY
o CnpoureHHst peakTOPUHTY Ta MIATPUMKH
o llenTpamnizoBaHe yIpaBIiHHS 3aJICKHOCTIMU
o IligTpuMKa MOIYIBLHOT apXITEKTYPHU

[Ipouec HanamTyBaHHS HPOEKTy 3 Zenject BKIIOYAEe IMIOPT (PpedMBOPKY,
nonaBanHs SceneContext A0 CLEH, CTBOPEHHS Ta HaJAIUTyBaHHS 1HCTAJEpIB,
KOH(DIrypairito 3aexHOCTEeH uepe3 MPUB'A3KU Ta BUKOPUCTAHHS 1H'€KIIIT B KJlacax.

Zenject Hala€e MOTYXHUW 1HCTPYMEHTapidl Uisl YNpPaBIiHHS 3aJI€KHOCTSIMU B
npoekTtax Unity, 103BOJISIFOUM CTBOPIOBATH OUIBII THYYKI, MAaclITaOOBaH1 Ta JIETKO
MiATPUMYBaHI1 IrpoBi poekTH. BripoBapkeHHs Zenject y pobounii mporec po3pooku
MO>K€ 3HAYHO MIJBUIIUTH SKICTh KOIY Ta €PEKTUBHICTh PO3POOKH B IOBFOCTPOKOBIN
nepcrektuBi. Llel @peliMBOpK 0COOJMBO KOPUCHUN Yy BEIHMKUX TMPOEKTAxX, JI€
YOpPaBIiHHS  3QJIEKHOCTAMU CTa€ CKJIQOHUM 3aBAaHHAM. BiH gomomarae
notpuMyBatuca npuHiuniB SOLID, oco6a1Bo MpuHIUITY 1HBEPCIi 3aJI€KHOCTEN, 110
OPU3BOJIUTH 10 CTBOPEHHS OUIBII MOAYJIBHOIO Ta PO3LUIMPIOBAHOIO KOY.

OnHuM 13 NpUKIIAAIB BUKOPUCTAaHHA Zenject €, BIPOBAIKEHHS 3aJI€KHOCTEH
I'paBIls Ta CTBOPECHHS HOT0 Ha crieH1. J[J1s Toro moo 11e 3po0ouTH, HE003X1THO CTBOPHUTH
Kiac skuil Hacmimyerbes Big Monolnstaller. besnocepenuso B metoai InstalBindings
MU BIPOBAIKYEMO 3aJIeKHOCTI TpaBis. st TOoro mo0 CTBOPUTH TpaBlisl HA CIIEHI,
HeoOx1mqHO Bkazatu mpedad Ta Touky mosiBu rpaBis. lIpedad — 1e momepaHbO
HayamroBaHuii 00’ext Unity, skuii 30epiraetbcs SK MIA0JIOH It TOBTOPHOTO

BUKOpPHUCTAaHHA.

public class PlayerInstaller : MonoInstaller

{
[Header("Preferences")]
[SerializeField] private GameObject _playerPrefab;
[SerializeField] private Transform _spawnPosition;
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public override void InstallBindings()
{
var player = Container.

InstantiatePrefabForComponent<PlayerController>(
_playerPrefab,
_spawnPosition.position,
Quaternion.identity,
null);

Container.
Bind<PlayerController>().
FromInstance(player).
AsSingle();

}
}

Jlis oTpuMaHHs peasi3ailii rpaBiis, BOPOTM MAalOTh CHELIaJbHUN METOHd 3

aTpuOyTOoM INnject, sxuii 103BoJIsIE OTPUMATH HOTO peai3alliio.

[Inject]
private void Construct(PlayerController player)

{
_player = player;
}

Takum YMHOM KJIacH, 0 OTPUMYIOTh 3aJISKHICTh Yepe3 Zenject, MaroTh JOCTyI
710 KJ1aciB 6€3 HeoOX1JHOCTI CTBOPIOBATH iX caMmocTiiHO. I1lo B cBOtO uepry nozoasse
KOPCTKUX MOCHIIaHb M1k KJIaCaMH.

2.3 OcHOBHI eTanu peaJtizauii rpu

[Tounnaroun npouec nporpamyBanss Ha Unity, BaKJIMBO MaTH YiTKE YSIBICHHS
PO KOHIIEMIIO T'pH, 11 QyHKLII Ta OCHOBHI XapakTepucTUKU. [Iporpamict noBuHeH
PO3YMITH, SIK IrpPOB1 MEXaHIKU OyayTh pealli3oBaHi Ta K KOMIIOHEHTH HEOOX1AH1 AJis
ix BOpoBamxkeHHs. Hampukiian, sKmo rpa MiCTUTh CKIaAHY (Gi3UKy abo B3a€MOJIII0
00'eKTiB, MOTPIOHO BU3HAYMTH, 5IKi KOHKpeTHI cuctemu Unity, Taki sik Rigidbody[15]
ado Collider[16], OyayTh BHKOPHCTOBYBAaTHCS IJsi [OCSATHEHHS HEOOXimTHOT
(yHKI10HAJIBHOCTI.

JIsist cTBOpeHHs Ta iHTerparlii irpoBux mMexatik y Unity MOXHa CKOpUCTaTHCS
pi3HOMaHITHUMHU 3aco0amu 1 TexHikamu. Unity BUKOPUCTOBY€E MOBY IpOTpaMyBaHHS
C#, axa 103BOJISIE CTBOPIOBATU CKPUIITH ISl KOHTPOJIIO MOBEAIHKH ITPOBUX 00'€KTIB.
[Ipomec moumMHaeThCsl 3 opradizamii mpoekTy[1l7], 1m0 BKJIOYaE CTBOPEHHS
CTPYKTYpOBaHUX MamoK Jjisi 30epiraHHs CKPUIITIB, IPOBUX MOJIEJIEH, CIICH 1 IJIariHiB.
Skimo HeoOXigH1 JOAATKOBI IUIAriHU 4M 010J110TE€KH, X MOTPIOHO 3aBAHTAXKHUTH Ta

nonatu A0 npoekty. [loTiM CKpurntu A0Jal0ThCs 10 BIATMOBIAHUX ITPOBUX 00'€KTIB

O.B laHHyueHko ADK.

F0.0. logneBcbkuii IHBKPE - 121 - 24 - H3 34

3mH. | ADK. Ne 1O0KYM. ITionuc | Jama




yepe3 iHTepdeiic Unity Editor. Ile Bkitouae He juIne J0JaBaHHS CKPUIITIB, aje M
HaJIaITyBaHHs BCiX HEOOXITHUX KOMITIOHEHTIB, Takux sk Rigidbody mis ¢izuku abo
Animator 175 a"iMariiii, 1 KOHQITYpaIiio IXHiX TapaMeTpiB.

KitouoBum acriektroM po6otu 3 Unity € 3a0e3neueHHs KOPEeKTHOT poOOTH BCiX
HAJIAIITOBAHUX KOMMOHEHTIB. lle o3Hauae, MmO MiCAs CTBOPEHHS CKPHMNTIB Ta iX
iHTerpanii 3 irpoBuMu 00'€KTaMu, MOTPiOHO MPOBECTU pPETENbHE TECTYBAHHS JIs
nepeBipKkd (PYHKIIOHATBHOCTI Ta BUABJICHHS MOXJIMBUX MOMUJIOK. BaXkiiMBO Takox
HamamTyBatu cami ckpuntd B Unity Editor, mo0 3abe3neuntd iX mnpaBuiibHE
BukoHaHHs. llell mpomec BKIIOYAae HaJAIITyBaHHS BJIACTUBOCTEW CKPWIITIB,
BU3HAYCHHS 3B'A3KIB MK 00'€KTaMU Ta KOPEKTHE pearyBaHHs Ha Mojii B rpi. Takum
YUHOM, IporpamyBaHHs Ha Unity — 1€ KOMIUIEKCHHI 1 OaratoeTanHuil Mporiec, 1o
BUMAara€ peTesIbHOrO IJIaHYBaHHS, HaJalUTyBaHHsS Ta TECTYBaHHS U CTBOPEHHS
(yHKII10HAJIBHOI Ta CTa0LIIBbHOI IPU

2.3.1 Peanizanisi MexaHik rpaBus

Hacammepen ans modatky Oysio BupimieHo peamidyBaru kiac PlayerController
OJIMH 13 KJIIOYOBUX KOMIIOHEHTIB I'PH, OCKUIbKM BiH BIJNOBIJIAJbHUN 3a 30€piraHHs
BaKJIMBUX KOMIIOHEHTIB Ta 3a0e3neueHHs GyHKI1oHaIbHOCTI TpaBils. Lleit kinac nie sk
KOHTpPOJIEp, SKUW KOOPJIMHYE Ta O0’€IHy€ pI3HI aCHEKTH YIpPaBIIHHS TpaBLEM,
BKJIIOUYAIOYM TEPECyBaHHs, aHIMaIllli, BBEJICHHSI KOPUCTyBaua Ta CTaH 3710poB’s. Lle
TaKOX JI03BOJISIE YHUKHYTH AyOJIIOBaHHS KOy Ta MOKPAIIUTH OpPraHi3alliio MPOeKTy,
PO3IUISAIOYM BIJIMOBIIAJIBHICT MK PI3HUMUM KJIacCaMU Ta KOMIIOHEHTaAMH.

[Tepenik 3MIHUX K1 HEOOX1HI JJI HAJAIITYBAHHS TPaBIIA

private IPlayerInput _playerInput;

private IPlayerAnimator _playerAnimator;

private IPlayerlMovement _playerMovement;

private SpriteRenderer _spriteRenderer;

private HealthSystem _healthSystem;

private BoxCollider _boxCollider;

private Rigidbody _rb;

public HealthSystem HealthSystem {get {return _healthSystem;}}
public IPlayerInput Input {get {return _playerInput;}}

public IPlayerAnimator Animator {get {return _playerAnimator;}}
public PlayerData PlayerData { get { return _playerData; } }
private Camera _camera;

[SerializeField] private PlayerData _playerData;
[SerializeField] private UnityEvent Events;

private bool _wasGrounded;
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J1J1st MOXKJIMBOCTI IOCTYIMY JJO KOMIIOHEHTIB KOHTPOJEpy iX Oyio

MPOiHiIIaII30BaHO B KJIaci.

private void Awake()

{
_playerInput = new PlayerInputsHandler();
_camera = GetComponentInChildren<Camera>();
_rb = GetComponent<Rigidbody>();
_playerMovement = new Movement(_rb,
transform, GetComponentInChildren<Animator>(), _playerData);
_playerAnimator = new PlayerAnimator(GetComponentInChildren<Animator>());
_spriteRenderer = GetComponentInChildren<SpriteRenderer>();
_animationActions = GetComponentInChildren<AnimationActions>();
//Health
_healthSystem = new HealthSystem(_playerData.maxHealth);

}

Cucrema BBOJy BIJIIIOBIJAE 32 3UMTYBaHHS KOMaHJ KOPUCTyBaya 1 repeaady ii
JI0 CUCTEMH YIIpaBJIiHHS, 1110 3a0e31euye 3B’ 430K M’k I'paBiieM 1 rporo. J[Jis Toro mob
OTpUMATH Kpallui irpoBHi J0cBim, Oyino oOpano newlnputSystem[18]. s
peaiizailii HOBOi CHCTEMHM BBOJIy OyB BHKOpHCTaHHH 3reHepoBanuit Unity Input
System kmac Playerlnputs. Bimnosimao Playerinputs Oymo iHimianxi3oBaHOB
PlayerInputsHandler mo peanisye intepdetic rpasus Iplayerinput.

PlayerinputsHandler 3a6e3neuye 3umryBaHHS 1 OOpPOOKY KOMAaHJ T'paBIIs.
BukopucTaHHS K OKPEeMOTo Kiacy it 00OpOOKH BBOIY JTO3BOJISE JIETKO 3MIHIOBATH
ab0o posmmproBaTH (QYHKI[IOHATBHICTb. TOMy B KOHCTPYKTOp1 BigOyBaeThcs
1HII[1aTi3a1lis] HOBOi CUCTEMH BBOJY M Ha OCHOBI 3T€HEPOBAHOTO KOHDITypariiHoro

daiiny AKTUBY€EMO.

public PlayerInputsHandler()

{
_playerInputs = new PlayerInputs();
_playerInputs.Enable();

Ile 3a0e3neuye TOTOBHICTh CHCTEMH BBOJY A0 pOOOTH MICHS CTBOPEHHS
eK3eMILISIPY KIiacy.
Taxox meton HandleFlip BianoBigae 3a 3MiHy HampsIMKy CIpaiTa mepcoHa)xa

3aJIEKHO B1J HAMPAMKY PyXY.
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public void HandleFlip(Vector2 input,SpriteRenderer spriteRenderer)
{
float horizontalInput = input.Xx;
Quaternion changeRotation = spriteRenderer.transform.rotation;
if ChorizontalInput < 0)

{
changeRotation.y = 180f;
spriteRenderer.gameObject.transform.rotation = changeRotation;
}
else if (horizontalInput > 0)
{
changeRotation.y = 0f;
spriteRenderer.gameObject.transform.rotation = changeRotation;
}

B meroni MovementUpdate BinOyBaeThcst 0OpOOICHHST BBEICHHS BiJ I'paBIs,

KCPYBAHHA HepeCYBaHHHM,ZHﬂMaHﬂMHL Ta CJICMCHTaAMH IICPCCYBAHHA SIK PHUBOK,

nepekar, CTpHOOK.

public void MovementUpdate()

{
if(_playerInput.GetJumping() && _wasGrounded )
{

_playerMovement. Jump();
_playerAnimator.SetJumping(true);

Vector3 dashdirection = new Vector3(input.x, 0, input.y);

if(_playerInput.GetDash() && dashdirection.magnitude >
0f && _playerMovement.CanDash())

{

_playerMovement.Dash(dashdirection);
_playerAnimator.SetDashing(true);

else
{
_playerAnimator.SetDashing(false);

Vector3 rollDirection = new Vector3(input.x, Of, input.y);
if(_playerInput.GetRoll() && rollDirection.magnitude > 0f)
{

_playerMovement.Roll(rollDirection);
_playerAnimator.SetRolling(true);

else {_playerAnimator.SetRolling(false);}

Jl71st TOrO 11100 OTPUMYBATH IIBUJIKUHN JOCTYII 10 AaHUX OyJI0 peaai3oBaHO KJac

PlayerData. PlayerData — knac sikuii 30epirae irpoBi HaJalITyBaHHS TPaBIs Ta

3a0e3nedye JOCTYM JI0 IIUX HAJAIITyBaHb.

Kmac mnepecyBanns Movement, oxorioe B coOi OCHOBHI paHilie 3raaaHi

MEXaHIKi CTpUOOK, MepeKar, puBOK Ta mepecyBanHs. Llel kiac BinmoBigae uiie 3a

nepecyBaHHs, 3IMIIAI0YH 1HIL aCIIEKTH YIPaBIIHHS 1HIIUM KJacaM .
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[CreateAssetMenu(fileName = "PlayerData", menuName = "PlayerData", order = 0)]
public class PlayerData : ScriptableObject {

[Header("Attack")]

public float damage = 25f;

[Header("Player Movement")]

public float speed = 20f;

public float jumpForce = 20f;

public float dashDistance = 5f;

public float dashCooldown = 2f;

public float dashForce = 50f;

public float rollForce = 10f;

public float rollDuration = 0.5f;

public float acceleration = 10f;

public float deceleration = 8f;

public float gravity = 9.8f;

public float groundDistance = 1f;

public LayerMask groundMask;

[Header("Player Health")]

public float maxHealth = 100f;

Merton Jump BiamoBigae 3a peamizaiito crpuOka rpasis. 1106 3amo6irtu

MOJKJIMBOCTI OaraTtopa3oBux cTpuOKiB Oyiio Bukopuctano meron IsGrounded()

public void Jump()

{
if (_isGrounded)
{
_rigidbody.AddForce(Vector3.up * _playerData.jumpForce,ForceMode.Impulse);
}
}

SIKIo TpaBellb 3HAXOMUTHCS HA 3€MIi, TOMI JOAAETHCA CHJIa Bropy [0
xomrnoHeHTy Rigidbody, B Hacmi 1ok 4oro Big0yBa€eTChs MigHOM.

Metoa Dash BinmoBinae 3a peasizaiiifo puBOK rpasiis. Bin monae cuiy,
HOpMaJIi3y€ HAMPSMOK PY3y, MICJIsl YOO MHOKUTHCSI HAa CUITY PUBOK, 3a0€3MeUy0Un

IIBUJIKE TPUCKOPEHHS 32 KOPOTKUU PyX.

public void Dash(Vector3 dashDirection)

{
if (!_isDashing && _dashCooldownTimer <= 0f)
{
_isDashing = true;
_dashDirection = dashDirection.normalized;
_dashTimer = 0f;
_dashDistance = _playerData.dashDistance;
_rigidbody.AddForce(_dashDirection *
playerData.dashForce, ForceMode.Impulse);
}
}
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Hopwmamnizaiiis HanpsMKy pUBOK O03HAYae,l10 HAMPSIMOK BEKTOpa 30epiraerhes,
ajie oro J0XKBHTa cTa€ piBHOMO. I{e poOuThCs 11 TOrO, 100 YPUBOK 3aBXKIU MaB

OJTHAKOBY CHUJTY HE3aJIe)KHO BiJ] MOYATKOBI IIBUIKOCTI a00 HAIIPSIMKY pyXy TpaBIIsl.
public void UpdateDash()

if (_isbashing)

{
_dashTimer += Time.deltaTime;
if (_dashTimer >= _playerData.dashDistance / _playerData.dashForce)
{
Debug.Log("Dash Is End");
_isDashing = false;
_dashTimer = 0f;
_dashCooldownTimer = _playerData.dashCooldown;
3
}
else if (_dashCooldownTimer > 0F)
_dashCooldownTimer —-= Time.deltaTime;

Takox BUKOPUCTOBYETbCSI TaliMep AJii KOHTPOJIIO TPUBAJIOCTI PUBOK 1 MOro
BigHOBIeHH. Ko/ 4ac puBOK 3aBEPUIYETHCS TIOYMHAETCHS BITHOBICHHS.

[lepexaT mpairoe aHaJIOTIYHO PUBKY, aJI€ 3 MEHILIOK CHJIOO Ta TPUBAIICTIO, L0
JI0JIa€ pealti3M Ta BapiaTHBHICTh B MEXaHIKM YXHWICHHs TpaBi. Time.deltaTime — me
yac, 110 IPOMIIOB MIXK JIBOMA KaJpamu, 1 BIH IOOMarae pooOUTH pyxu Ta aHIMaIli y
Ipl TUTABHUMHM 1 OJITHAKOBUMH Ha BCIX KOMIT'FOTEpax, HE3aJCKHO BIJ IIBUJKOCTI iX
po0oTH.

3rigHo 3 BapilaHTaMH BUKOpUCTaHHA (puc. 2.1), 10 TpaBls TAKOXK BITHOCUTHCS
OolioBa cucTema, sika BKIIIOYA€ CUCTEMY 370POB’ s, BAKOPUCTAHHS MOTOYHOI 30poi Ta
BUOIp HOBOI, BUOIp HOBOI 30p01 BiA0YBA€ThCS NUISIXOM MIANMMCYBAHHS J10 MO1i CKPOITY
MUII, B HACJIJJOK YOTO0 BCTAHOBIIIOETHCS HOBAa IMOTOYHA 30pOs Ta Mae METOAU

BUKOPHUCTaHHSA 30poi.
using UnityEngine;

public class PlayerCombatSystem : MonoBehaviour
{

private IWeapon _currentWeapon;

private PlayerController _playerController;

private void Start() {
_playerController = GetComponent<PlayerController>();

private void Update() {
if (_playerController.Input.GetAttack()) {
_currentWeapon.UseWeapon();
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}
public void SetCurrentWeapon(IWeapon weapon) {
if (_currentWeapon != null) {
_currentWeapon.IsActive = false;
_currentWeapon.ExitWeapon();

}

_currentWeapon = weapon;
_currentWeapon.IsActive = true;

Debug.Log("Current Weapon: " + _currentWeapon.ToString());

Jlist peanizartii 30poi 0ysio ctBopeHo iHTepdeiic IWeapon, sikuii y CBOIO 4epry
peanizye kimac Weapon. Iatepdeiic [Weapon BH3Hauyae BIaCTUBOCTI Ta OCHOBHI
METOJH, SIKI MOBUHHA MaTu 30pos. lle mo3Bossie jermie po3poOsisiTH, TECTyBaTU Ta
po3mmproBatd cuctemMy. KpiM TOro, Kiacu MOXYTh pealli30ByBaTH KiJIbKa

1HTEp(ENCiB, N0 Ja€ MOKIMBICTb KOMOIHYBAaTH Pi3HI HAOOPH MOBE/IIHOK.

public interface IWeapon

{
float Damage { get; }
float AttackInterval { get; }
bool IsActive { get; set; }
public void UseWeapon();
public void ExitWeapon();

}

AoctpakTHuit kiac Weapon peanizoBye inTepderic 1\Weapon ta Hagae 6a30Bi
BrnactuBocTi. Krnacu mio HachigyrobTcs Big Weapon peanizoBylOTh KOHKPETHY
noBeniHKy 30poi. Hampuknan, 30pos Ommxaboro tumy BladeWeapon. Ilpwu
HATUCKAHHI KHOMIKY KHOIIKH YJIapy, B1I0YBa€TChs MEpeBipKa TOr0 Y1 MOKEMO HAHECTU
yaap, TAMUCYEMOCS Ha MO0 SKa MepeBipsie 31ITKHEHHS 30poi. Takox mepeBipsieMo
Yy HE AIUNUIM JO0 OCTaHHBOT KOMOO — aTakW, SKIO TIAILIN MOYUHAEMO 3 MOYaTKY.

HactynmHum KpokoM nepeBru3HavaeMo MOTOYHY aHIMAIlil0 aTaKh Ha aHIMAIIiio 3 KOMOO.

public override void UseWeapon()

{
if (_canAttack && IsActive)
{
SlowPlayer();
SubscribeToAction();
_isInCombo = true;
_lasComboTime = 0Of;
if (_comboID == _comboAttacks.Count)
{
_comboID = 0;
}
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_canAttack = false;

_playerAnimator.runtimeAnimatorController = _comboAttacks[_comboID];
_playerAnimator.Play("Attack", 0, 0f);
_comboID++;

Invoke(nameof(ResetCanAttack), _attackInterval);
}

Mu orpumyemo kommoneHT HitBoxAttackTrigger B sikomy € mojisi KoTpa
noBeprae 00’ekT 3 sSkuM BigOyjdocs 3itkHenHs. Metonq CheckHitBoxTarget
MIMUCYEThCS HA JTaHy MO0 B MOMEHT BUKJIHMKY IOZil OTPUMYEMO OO’€KT Ta
B1IOYBa€ThCSl TEepeBipKa YW BiAOYJOCS 31TKHEHHS 3 BOPOroM. SIKIO 31TKHEHHS

Bi0YJI0CS HAHOCUMO IIKOAY MO BOPOTY.

private void CheackHitBoxTarget(GameObject target)
{

StatelMachine enemy;

if (target.TryGetComponent<StateMachine>(out enemy))

{
Debug.Log("Player attack enemy");
enemy.Components.Health.DecreaseHealth(_owner.PlayerData.damage);

}

[Tingnuc Ha mojIit0 BUKOHYEThCs B MeToi SubscribeToAction. YV isomy Meromi
B1JIOYBAETCHS IEPEBIPKA, SKILO HEMAE MIAMKUCY HA MOJIII0 TO B1I0YBAETHCS MEPEBIPKA.

Byno takox peainizoBaHO 30pOor0 JAIBHOTO THUIY, IO 3a0€3Meuy€e KOMIUIEKCHY
JIOTIKY CTPUIHOU Ta Mepe3apsiKy MiCTONETa, a TAKOXK JO3BOJISIE TPABIEBI B3AEMOIISITH
3 IrpoBUM cepefoBuineM 0Oe3 mepemkon. Koim rpaBerb BUKOPHUCTOBYE 30pOIO
BUKIIMKaeThess MeTon UseWeapon, BinOyBaeTchs nepeBipka 4u 30posi HE 3/1HCHIOE
nepe3apsipkaHHs, BiIOYBAa€TbCS TaKOXK IMEpPEeBIpKa KIIBKOCTI KyJib Y MarasuHi, sIKIIO

KUIBKICTh KyJIb OUTbIIE HYJIA TOA1 MOXKEMO 31HCHUTH OCTPLIL.

public override void UseWeapon()

{
base.UseWeapon();
if (_backToIdleAction == null)
{
_backToIdleAction = TryBackToIdle;
_owner.AnimationActions.OnEndAnimation = _backToIdleAction;
}
if (!_isRealoading)
{
if (_storeCount != 0 && _canShooting)
{
ShotFromGun();
}
else if (_storeCount == 0)
{
O.B laHHyueHko ADK.
F0.0. logneBcbkuii IHBKPE - 121 - 24 - H3 41
3mH. | ADK. Ne 1O0KYM. ITionuc | Jama




StorageReloadingProcces();
}
Konu BigOyBaeThCcsi MOCTPLI MU 3MEHIIYEMO KUIBKICTh KyJib Y MarasuHi Ha
OJIHY, BIIKTIOUYAEMO MOKJIMBICTh PYXY IS TPABIl, 3MIHIOEMO aHIMAIII0 Ha aHIMaIlio
MOCTPUTYy Ta BCTAaHOBIIOEMO 3aTPUMKY [JII JIO3BOJY HACTYIMHOTO TIOCTPLIY

BukInkaroun Meto ResetCanShooting

private void ShotFromGun()
{
_storeCount—;
_canShooting = false;
_isShooting = true;
_owner.CanMoving = false;

_playerAnimator.runtimeAnimatorController = _attackOV;
_playerAnimator.Play("Attack", 0, 0f);

CreateAndSetUpBullet();
Invoke(nameof(ResetCanShooting), _attackInterval);
[Ipouec nmepe3apaaku BiAOyBa€TbCsl KOJM Mara3MH MOPOXKHIA. Bkazyemo 1o
Mara3uH MOPOXKHiM, 3MIHIOEMO aHIMAIIII0 Ha OYIKYBaHHS SIKIIO TPaBEllb HE CTPUISIE B
L[ MOMEHT.

2.3.2 Peanizauisi cucteMu 310poB’st

Cucrema 3a0poB’ss B mpoekTi «I'pa muardopmep B KaHpl METPOiABaHIsN
BiJIirpae KIro4oBy poiib. KojkeH irpoBuit 00’ €KT, IKUH MOXKE B3a€EMO/IISITH 3 TPaBIIEM,
MOK€ BIIJIMBATH HA MOTO 310POB 1.

Knac HealthSystem npusHadenuii 711 ynpaBiiHHS PIBHEM 370POB'S TPaBIs y
rpi. BiH BkiItouae MexaHi3Mu J1j1s1 BCTAHOBJICHHS MAKCUMAJILHOTO Ta TIOTOYHOTO PI1BHS
3JI0pOB'sl, 301JBIIEHHS T4 3MEHIIEHHS 3J0POB'S, & TAKOXK BUKIMKY MOJINA MPU 3MIHI
310poB'st abo cmepti rpaBil. Lle 103BoOJsiE JErKO KOHTPOJIOBATH CTaH 3/I0POB'S
MEPCOHAXKa 1 pearyBaTy Ha HOro 3MiHH 111 Yac irpoBOTO MPOLIECY.

VY kmaci € nBa mpuBaTHuX mosisa: _maxHealth, ske 30epirae MakcumaibHe
3nopoB'sa, Ta _currentHealth, sixke 30epirac moTouHuii piBeHb 3710pOB'sa. BiacTUBOCTI
CurrentHealth 1 MaxHealth namatoTe gocTynm A0 IUX MOJIB JJIS 1HIIUX YaCTHH
nporpamu. BoHM 3a0e3neuyioTh MOXJIHMBICTh TIIBKH YWTAHHS, IO TapaHTYE, IO

3HAYEHHSA LIUX T0JIIB MOXKYTh OyTH 3MIHEHI TUIBKM METOJIaMU LIOTO KJIACy.

private float _maxHealth;
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private float _currentHealth;
public float CurrentHealth {get {return _currentHealth;}}
public float MaxHealth {get {return _maxHealth;}}

Jlist oOpoOKM 3MiH y CTaHI 37I0pOB'Sl BHKOPHUCTOBYIOTHCSI JBa JEJICTaTH:
HealthChanged ta DeathEvent. Bonn BHU3Ha4arOTh TUINU MOAIHM, SIKI MOXYTh OyTH
BUKJIMKAHI TIpM 3MiHI 370pOB's 1 cMepTi BigmoBigHO. BigmoBimai moii
OnHealthChanged Ta OnDeath orosonieHi sik my0JtidHi, 1100 1HIII YaCTHHU MPOTPAMHU
MOTJIH MIJIUCAaTUCA HA HUX 1 BUKOHYBATH BIJMOBIIHI A1 y BUIIAKY 3MiH 310pOB'st 200

CMEpTI IpaBLs.

public void IncreaseHealth(float value)

{
_currentHealth = Mathf.Clamp(_currentHealth + value, 0, _maxHealth);
OnHealthChanged?.Invoke();
Debug.Log("Player current health is: " + _currentHealth);

}

public void DecreaseHealth(float value)

{

_currentHealth = Mathf.Clamp(_currentHealth - value, 0, _maxHealth);
OnHealthChanged?.Invoke();
if(_currentHealth <= 0)

{
Debug.Log("Player is Dead");

OnDeath?.Invoke();

KoHcTpykTOop Kkilacy nmpuiiMae 3HAY€HHA MaKCHUMaJIbHOTO 3J0pOB'S 1
BCTAHOBIIIOE WOTO SIK MOYATKOBE 3HAYCHHS JIJIs1 TOTOYHOTO 3/10poB's. Lle o3Havae, mo
npu ctBopeHHi 00'ekta HealthSystem, rpaBens marume moBHe 3m0poB's. Meton
IncreaseHealth 30inbpIIye mMOTOYHMN piBEHb 370pOB'S Ha 3aJaHy BEJIUYUHY,
oOMexytoun Horo Makcumymowm, 1 Bukiaukae mnofmito OnHealthChanged. Meton
DecreaseHealth 3meHmnrye mnoTtoynuii piBeHb 370pOB'S Ha 3a7aHy BEIWYHUHY,
OOMEXyI0uu MOro MiHIMyMoOM, 1 Takok Bukinkae noaito OnHealthChanged. Skmio
MICIsl 3MEHILIEHHS 3/J0pOB'S HOro pIBEHb JOCITA€ HYJISI, BUKIMKAEThes moia OnDeath,

0 CUTHAI3YE MPO CMEPTH TPABIISL.

public HealthSystem(float maxHealth)
{

_maxHealth = maxHealth;
_currentHealth = maxHealth;

[eit kac 3a0e3neuye 4iTKy CTPYKTYPY JJIsl YIIPABIIHHS 3I0POB'SIM IMEPCOHAXKA,

MOJIETIIYIOYH IHTErpalito 3MiH y 340pOB'T B 3arajbHy JOTIKY I'pH Ta HAJAAI0UU
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PO3pOOHUKAM MOXKJIMBICTD IIBUIKO pearyBaTH Ha KPUTUYHI MMO/I11, Taki SIK CMEPTh
NepCOHaXA.

2.3.2 Peaqizauig cTeliT MAIIUHUT

MaiivHa cTaHiB cTajla HACTYITHUM KPOKOM B po3po0iil rpu. MarrHa cTaHiB —
1€ MOJIeJIb OOUMCIICHHS SIKY BUKOPHUCTOBYIOTH SIK IMOCTIOBHICTE CTaHiB. KoxeH cTaH
OMMHCY€ TIOTOYHY MOBEIHIKY, a IEPEXOM BU3HAYAIOTH 3 SIKOTO CTaHy HEOOX1THO
3M1MCHUTHU MEPEX1J] B IHIIHM.

Jliis pearmizamii StateMachine B Unity 6yiio ctBopero inTepdetic |State, sikuii

BH3HAYaB OCHOBHI MCTOAU B KOJKHOMY CTaHl.

using UnityEngine;

public interface IState

{
void Enter(StateMachine owner);
void Update(StateMachine owner);
void Exit(StateMachine owner);

}

Jaumi Oyno peanizoBaHo aOCTpakTHUM cTaH State, 1o BKIIIOYAE JIOTIKY BXOY,
OHOBJICHHS Ta BUXOJly 3 CTAHy Ta TAKOX CIIMCOK MEPEXOIB, K MOXKYTh OyTH

BHKOHAaHI 31 CTaHy.

using System.Collections.Generic;

public abstract class State : IState
{

protected List<Transition> _transitions = new List<Transition>();

public State(List<Transition> transitions)

{
}

_transitions = transitions;

public virtual void Enter(StateMachine owner) { }
public virtual void Update(StateMachine owner)

{ foreach (var transition in _transitions)
{ if (transition.IsCanTransition(owner))
{ owner.ChangeState(transition.GetTransitionState());
) }
}

public virtual void Exit(StateMachine owner) { } }
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YrpaBiiHHS OTOYHUMH CTaHAMHU 3/ikcHIoe Kitac StateMachine. Jlanuii kiac
MICTHTh CITUCOK CTaHIB 1 METOJIM JIJIsl 3MIHU OHOBJICHHS CTaHiB. [|JIs mpuKIaxy Mu
PO3TIITHEMO CTaH NMaTPYJIIOBAHHS.

Kinac RangePatrollingState peanizye snoriky cTany natpyJtoBaHHS JJi1 BOpora B
Ipi, sika 6a3yeTbes Ha cucteMi ctaHiB. Llel kitac criagkyeTbes Bif 6a30Boro kiacy State
1 BU3HAYA€ MOBEIIHKY BOPOTa, KOJIM BiH mepe0yBae y CTaHi MaTpyJIrOBaHHS.

KoncTpykTop knacy npuiimae criucok nepexoiB List<Transition> 1 epenae ix
1o 6a3oBoro KoHCTpykTOpa State. Lle mo3BossIe KepyBaTH MOXIIMBUMHU MEPEXOAaAMU
MDK CTaHaMH, KOJIM BOPOT 3MIHIOE CBOIO MTOBEIIHKY B 3aJICKHOCTI B1J] IEBHUX YMOB.

Meron Enter BUKITMKa€TbCs TIPU BXO/I1 B CTaH NMaTpyJitoBaHHsA. TyT Bi10yBa€eThCs
HIIlami3aisi  OCHOBHMX  KOMIIOHEHTIB, Takux sk  PatrolWayPoints Ta
NavMeshAgent[19]. BcraHOBMIOETHCS TMOYATKOBA INBUAKICTH PyXy BOpOTa,
BU3HAYCHA B HAJAIITYBAaHHSX BOPOTa, 1 3a/Ja€ThCs TeEpIa TOYKa MaTPYIFOBAHHS.
AHIMaTop BOpOra OHOBJIKOETHCA JJIsI B1IOOpaKEHHsI CTaHy MaTpPyJIOBaHHS, a TaKOX
BUKOHYETHCS TIOYATKOBHM IEPEBOPOT MEpPCOHAXka B HAIPSMKY TIEPIIOl TOYKHU

MaTPyJIFOBAHHS.

public override void Enter(StatelMachine owner)
{
Debug.Log("In Patrolling State");
base.Enter(owner);
_wayPoints = owner.GetComponent<PatrolWlayPoints>();
_agent = owner.GetComponent<NavMeshAgent>();
_agent.isStopped = false;
owner.Components.Animator.SetBool("isPatrolling", true);
_path = _wayPoints.GetWayPoints();
_agent.speed = owner.Components.EnemySettings.MoveSpeed;
_agent.SetDestination(_path[_wpId]);
owner.Components.EnemyFlip.FlipCharacter(_path[_wpId]);
}

Meron Update BUKITMKAETHCS HA KOXXHOMY KaJpi IPH, KOJIM BOpOT TiepedyBae y
CTaHl TMAaTpyJIIOBaHHA. SIKIIO BOPOr IOCATHE ITOTOYHOI TOYKH IATPYJTFOBAHHS,
nepeBIpsIEThCSA, YU BIH JOCAT CBOET 11Tl 3a gomomoroio Metoay ReachedDestination.
SxIo ik AOCATHYTA, OHOBIIOETHCS 1ICHTH(IKATOP TOUYKK maTpyiroBanHs wpld, i
3aJIa€ThCS HOBA IIJILOBA TOYKA JUIA PyXy. Bopor Takox rmepeBepTacThCsl B HAMPSMKY

HOBOI TOYKU MaTpyJIrOBAHHAI.

public override void Update(StateMachine owner)

base.Update(owner);
if (ReachedDestination())
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UpdateWayPointID();

SetDestination(owner);

owner.Components.EnemyFlip.FlipCharacter(_path[_wpId]);
}

}
Meron SetDestination BU3Ha4ae HOBY IIILOBY Touky st NavMeshAgent 3

BUKOPUCTAHHAM IMOTOYHOI TOUKM naTpyiaroBaHHs _wpld. Bin nepeTBoproe 1BOBUMIpHI

KOOpPAMHATH TOYKU HA TPUBUMIPHI, sIKI BUKOPUCTOBYIOTHCSI ar€HTOM JIJIs1 HaBiratii.
Meton ReachedDestination niepeBipsie, Uu areHT JOCAT CBO€i LIJIBOBOI TOYKH,

MOPIBHIOIOYH BiJICTaHb, 10 3AJIMIIMIACS A0 1111, 3 MiHIMAJIFHOIO BIICTAHHIO 3yITUHKU

arcHra.

private bool ReachedDestination()

Debug.Log("Reached Destination");
return _agent.remainingDistance <= _agent.stoppingDistance ;

Meron UpdateWayPointID Bignoigae 3a OHOBJICHHS 1HAEKCY MOTOYHOI TOUKHU
natpyaoBands wpld. SIKmo Bopor pyxaeTbesi BIieped MO CIUCKY TOYOK 1 JocsTae
KIHIIS, HAITPSIMOK 3MIHIOE€THCS Ha 3BOPOTHHI, 1 BOPOT TOUMHAE PYyXaTUCS Y 3BOPOTHOMY

HanpsaMKy. Lle 3abe3neuye Oe3nepepBHUIA pyX MO MaTPyILHOMY MapUIPyTY.

private void UpdateWayPointID()

if (_isForward)

{
_wpId++;
if(_wpId >= _path.Count)
{
_wpId = _path.Count - 1;
_isForward = false;
}
}
else
{
_wpId——;
if(_wpId < 0)
{
_wpId = 1;
_isForward = true;
}
}
}

Meron Exit BUKIMKA€EThCSA MPU BUXO/II 31 CTaHy MarpyJitoBaHHA. BiH 3ynuHse

areHT Ta OHOBJIIOE aHIMaIlito, TII00 BiTOOPA3HUTH, IO BOPOT O1IBINE HE MATPYJTIOE.

public override void Exit(StateMachine owner)
{
owner.Components.Animator.SetBool("isPatrolling", false);
_agent.isStopped = true;
base.Exit(owner);

}

O.B laHHyueHko ADK.

SMH.

F0.0. logneBcbkuii IHBKPE - 121 - 24 - H3 46

ADK. Ne 4O0KYM. Ilionuc | dama




Takum umHOM, kinac RangePatrollingState 3a0e3nedye JOTiKy MNepeMilleHHS
BOpOTa MO 3a3JajieTiib BU3HAYCHOMY MAapIIpyTy NaTPYJIIOBaHHS, BPaxXOBYHOUH
KOPEKTHY 3MiHY HalpsMKy pyXy Ta BIANOBiAHYy aHimariiito. Lle mo3Bosise Boporam
BUKOHYBAaTH OCHOBHY (DYHKIIIIO MATPYJIIOBaHHS, IO IMJABHUIILYE PEaTICTUYHICTH 1
JTUHAMIYHICTB ITPOBOTO MPOIIECY.

Koxen cran mae nepexou, 3a

protected override void InitializeStates()

{

Transition isInjuredTransition = new IsInjured_T(StatesEnum.Injured, this);

_states[StatesEnum.Idle] = new RangeIdleState(new List<Transition>

{
new InSightRange_T(StatesEnum.Chasing,this),
isInjuredTransition

3

YMOBH mepexoay MK CTaHAMH BH3HAYAIOTHCS KiacoM T ransition. Posrisiaemo
MPUKIIAJl TEPEXOAiB 3 CTaHy CIOKOIO JI0 CTaHy mnepecihimyBaHHs. lledt mepexin
B110yBa€THCS, KOJIM BOPOT BHSABIISE TPaBIA B 1o 30py. Lle Moxke OyTH KOpHCHO AJIs
BOPOTIB, Kl MOBUHHI MOYMHATH TEPECIiTyBaHHS, K TUIBKH IpaBellb ONMUHSIETHCS B

30H1 BUJTUMOCTI.

public class InSightRange_T : Transition
{

private IsTargetFOW _isTargetFOW;

public InSightRange_T(StatesEnum transitionState, StatelMachine machine) :
base(transitionState)

{
}
public override StatesEnum GetTransitionState()

{
}

_isTargetFOW = new IsTargetFOW(machine);

return _transitionState;

public override bool IsCanTransition(StatelMachine machine)
{
var playerPosition = machine.Components.Player.transform.position;
var enemyPosition = machine.transform.position;
float distanceToPlayer = Vector3.Distance(enemyPosition, playerPosition);
var attackRange = machine.Components.EnemySettings.AttackRange;
float viewDistance = machine.Components.EnemySettings.ViewDistance;

if (distanceToPlayer < viewDistance && distanceToPlayer > attackRange)

{

Debug.Log("Playe in view distance !");
if (_isTargetFOW.isPlayerVisible())

return true;

}

return false;

}

return false;
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MalnuHy sk napameTpu. A IsCanTransition Bu3Hauae, 4u rpaBellb 3HAXOIUTHCS B
30HI BUIUMOCTI BOpora. SKIo BiICTaHk Mi’K BOPOTOM Ta TPaBIIEM MEHIIIE a00
JIOPIBHIO T0JIE 30y, TO IOBEPTAEMO ICTHHY. B CTEHT MamvHi BUTIIAa€ HACTYITHUM

YHHOM IIePEXiJ 3 CTaHy CIIOKOI0, e BKazaHa ymoB INSightRange_T i mepexin B

}

Konctpykrop nepexoxny InSightRange T npuiimae moTo4Hui cTaH Ta CTEH

IHIIUNA CTaH.

protected override void InitializeStates()

{

Transition isInjuredTransition

_states[StatesEnum.Idle]

{

new IsInjured_T(StatesEnum.Injured, this);

new RangeIdleState(new List<Transition>

new InSightRange_T(StatesEnum.Chasing,this),

isInjuredTransition

3
}

ChangeState(StatesEnum.Patroling);

TakyM YMHOM BU3HAYAETHCS 3 SIKOTO CTaHy B SIKUM MU MOXKEMO HepeﬁTH Ta

IIPU SIKIA YMOBI.

BucHoBKH 10 ApYyroro po3miiay

VY apyromy po3nuti kBamidikaiiitHoi po6oTu 6akanaBpa IeTaabHO PO3TIISTHYTO

OCHOBHI €TaIu MPOEKTYBaHHS Ta PO3POOKH IPOrpaMHOTro 3a0€3MeUeHHs I'PU B KaHPi

MeTpoi/iBaHis. bysio BU3Ha4Ye€HO BapiaHTH BUKOPUCTAHHS Ta 00’ €KTHO-OPIEHTOBAHY
CTPYKTYpPY CUCTEMH, a TAKOXK MpoaHali30BaHO ppeiiMBOpK Zenject Ta HOro

BUKOPUCTAHHS IT1J1 4aCc pOo3pOOKHU TpH.

K TIEpECYBaHHs, CTPUOOK, PUBOK 1 [IEPEKAT, a TAKOXK OOMOBOT CUCTEMH Ta CHCTEMH
310poB’s. Byso npuaineHo yBary peaniszailii BOPOriB Ta iXHbOI IITYYHOI TOBEIIHKH,

BUKOpUCTOBYIOuM StateMachine natepH.

OcHOBHI eTanu peasizallii Tpy BKJIIOYAIOTh PO3POOKY MEXaHIK TPaBIIsl, TAKHX

VY upoMy po3iii IpeACcTaBIeHO JAiarpaMu KJaciB Ta BapiaHTIB BUKOPUCTAHHS,

10 UTIOCTPYIOTh CTPYKTYPY CUCTEMH Ta B3a€MOJIIIO MiXK 1l KOMITOHEHTamu. Jliarpamu

JEMOHCTPYIOTh MEXaHIKH I'PH, BKIIIOUal0Un O0MOBY cucTteMy, 30MpaHHs MPEIMETIB,

30epeKeHHS IPOTrPeCy Ta BITHOBJICHHS 370POB’ S TPABIISL.

O.B laHHy1jeHko

FO.0. lognescbkunvi

SMH.

ADK.

Ne J0KyM.

Iionuc

Jlama
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Ieit po3ain 3a0e3neduye po3yMiHHS TOTO, SIK peai30BaHi OCHOBHI (PyHKIIIT I'pH,

SK HaJlallITOBaHI B3a€EMOJII MK 00’€KTaMM Ta SIK BHKOPHUCTOBYIOTHCS IMPOTpaMHi

naTepHU AJIs 3a0€e3MeYeHHs THYYKOCT] Ta PO3IIHUPIOBAHOCTI CUCTEMHU

O.B laHHy1jeHko

FO.0. lognescbkunvi

SMH.

ADK.

Ne J0KyM.

Iionuc

Jlama
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3a JJonoMororo irposoro pymrist Unity. ITicns 3aBepiieHHsS pO3pOOKH, TPy MOXKHA
OyIe po3MICTUTH Ha PI3HOMaHITHUX BeO-calTax, /Ie TPaBIli 3MOXKYTh 3aBaHTAXUTH 1
BCTAaHOBUTH ii Ha CB1i KoM toTep. Bepcist rpu Oyje mocTymnHa Jjis onepariiHux

cucreM Windows.

KaJIpiB 32 CEKYH]y B I'pi, MTOTPIOHO MaTH TaKl MiHIMaJIbHI BUMOTH JIO CUCTEMH:

PO3/1J 3. ONUC POBOTH 3 IPOTPAMHUM JJOJATKOM TA
MOIro TECTYBAHHSI

3.1 HOpﬂI[OK BCTAHOBJICHHS Ta HAJAIITYBaAaHHA CUCTEMU

«I'pa maTdopmep B xKaHP1 METPOIIBaHIs» — 1€ MPOEKT, SKUH OyJI0 CTBOPEHO

Jlnst Toro, mo0 J01aToK mpaifoBaB 0e3 mpobaeM Ta He 0yJI0 MaJlol KIJIBKOCTI

- Omneparmniitaa cucrema: Windows 10.

- 4 1'6 onepaTUBHOI ITaM’AITI.

- ['padiunmii mpouecop 3 miarpumkoro DirectX 10 Ta 2r6 Bigeo mam’siTi
— intel core i3 9100f

— 100 M6 BiIbHO MiCIIS

PCKOM@HI{OBaHi BUMOI'M CUCTCMMU.:

- Omneparmniitna cuctema: Windows 10 1 Huxye.

- 4 T'6 onepaTUBHOT Iam’SITI.
— ['padiunumii npouecop 3 miarpumkoro DirectX 11 ta 810 Bimeo mam’sTi

— intel core 15-9400f

- 100 MO BUIBHO MiCIIS

3.2 InTepdeiic Ta MOPSIAOK POOOTH 3 MPOrPAMHUM JA0ATKOM

[Ipu 3amycky rpu Ha KOPUCTyBaya YeKae CTUI130BaHE FOJIOBHE MEHIO,

B meHro rpaBenb MoXe, TOYaTH HOBY Ipy HaTHCHYBUIM Ha KHONKY «Play» a6o

BUITH 3 TPU HATHCHYBIIM KHONIKY «EXit» (puc. 3.1).

O.B laHHy1jeHko

FO.0. lognescbkunvi

SMH.

ADK.

Ne J0KyM.

Iionuc

Jlama
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ORPHEUS
Heart of Tartar

NEW GAME

LOAD GAME

SETTINGS

EXIT

Pucynok 3.1 — I'onoBHe MeHI0 Tpu
[Ticas wmaTvickaHHsS KHONKK «EXit» BimoOpaskaeThbCs IMaHEJIbHE BIKHO, SKE
MIPOCUTH MIATBEPKEHHS BUNTH 3 TPH, IaHE BIKHO Ma€ JB1 OIIIIi, MATBEPAUTH BUXI1 3

rpu Ta BiaxuiuTu.(puc. 3.2)

ORPHEUS
Heart of Tartar

NEW GAME
LOAD GAME

SETTINGS

EXIT ARE YOU SURE?

YES NO

Pucynox 3.2 — ['oJioBHE MEHIO TPH, MIATBEPHKEHHS BUXOTY
[Ticns HatuckanHs Ha KHOMKY «New Game» BioOpa)keThCsi aHIMOBaHE BIKHO

nepexoAy 3 rOJIOBHOIO MEHIO Ha CLEHY MiJ 4ac SKOTO 3aBaHTaXYyeTbCs cCleHa(pHcC.

3.3).

O.8 [aHHyLeHKo ADK.
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ORPHEUS

Heart of Tartar

Pucynok 3.3— BikHo niepexony
[Ticns 3aBepIICHHS 3aBaHTaXEHHS, TPaBellb 3’ ABJISETChS HA CLEHI JI€ BIH MOXE

MOYATH MEPECYBATUCS Ta TOCHIKYBATH JIOKALIO.

Pucynok 3.4 — I'onoBHa ClieHA.

Takox 35iBa 3BEpPXy MOXIMUBO JOJAATKOBO TOOAYUTH CTaH 370pOB’S

rpaBis.(puc.3.5)

O.B larHyerHko ADK.
10.0_roaneecorn IM3.KP.B — 121 — 24 — 13 o)
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Pucynok 3.5 — Ilanens 310poB’ s TpaBIls

[1in yac mepecyBaHHs I'paBellb MOXKE BUKOPUCTOBYBATH Pi3HI 3A10HOCTI TaKi SK

PUBOK, 1110 CHPSIMOBYIOE TPABIl MIBUAKO BIIEPE], Ta MOKHA MOOAYNTH BIAMOBIIHY

aHiMartito.(puc. 3.6)

Pucynok 3.6 — 3acTocyBaHHS pUBKY

Takox € MOXJIHMBICTh BHKOHOBYaTH IE€pEKAaT Ha BIAMOBIIHY KJIABIMIY, IO

JT03BOJISIE B TIEBHUW MOMEHTH YHUKHYTH aTtaky Bopora(puc.3.7)

Pucynok 3.7 — 3actocyBaHHs niepekaTy

O.B laHHy1jeHko

FO.0. lognescbkunvi

SMH.

ADK.

Ne J0KyM.

Iionuc

Jlama
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OkpiM TOro rpaBellb MOXE 3/IMCHIOBATH CTPUOOK NPH HATUCKAHHI KJIABIII

npobinty. (puc.3.8)

a) 6) B)

Pucynox 3.8 — a) animariist ctpuOKy; O)aHiMaIlis majiHHs; B) aHIMaIlisa
MPU3EMJIICHHS
[Ticnst 3ycTpiui 3 BOporom, rpaBellb MOXKE YBIUTH B Oiif 3 BOporom
3aCTOCOBYIOUM Pi3H1 BUIU 30pOi il HAHOCUTH Ta OTpUMYBaTH mKoxay.(puc 3.9)
Koxna 30poss Mae Takoxk CBOi XapaKTEpUCTHUKU K OT IIKOJA Ta aHIMaIlli.

BukopuctanHs OIM>XKHBOrO THITY 30poi Mae KOMOO 3 BIAMOBIIHUX TPbOX aHIMAIIIH.

T

Pucynox 3.9 — Hanecens ypony

O.B laHHyerHko ADK.
10.0_roaneecorn IM3.KP.B — 121 — 24 — 13 o
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Ha xoneco muii rpaBens Mae 3Mory oOpaTu JajdbHIO 30p0t0,3 KO BIH MOXKE

HAHOCHUTH KOy Ha cepenHiii. [loBTOpHE HaTHCKaHHS 3MIHUTH Ha iHMIy. (puc 3.10)

Pucynox 3.10 — Hanecenst ypoHy 3 nainbHOi 30poi

Skmo Kym B MarasWHi  3aKiHYWJIMCS TO TpaBelb Iepe3apsiKae

36poro.(puc.3.11)

Pucynok 3.11 — I[epe3apsmxsaas 30poi

[Ticyist cMepTi TpaBIis, IEPCOHAXK 3’ IBJISIETChS] HA OCTAHHIM TOYI 30€peKEHHS Ta

3 HOBUMHU BOpOTraMHU.

O.B laHHy1jeHko

ADK.
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3.3 TectyBaHHsi poOOTH IPOTrPAMHOIO I0JATKY

[Tposeneno tectyBanHs[20] ychoro mporpaMHOTO MPOIYKTY, 32 JJIs BUSBICHHS

0ariB Ta MIOMUJIOK. Y Cl MyHKTH TECTYBaHHs BKa3aHi B Ta0iuIll — Tabmuus 3.1

Taduuus TecryBaHHA

Taomung 3.1

Ha3Ba TectyBanHs

Bxigui mani

OuikyBaHi JlaHi

OTpumMaHi J1aHi

Bxin B rpy 3amyck rpu [Tokas romoBHOro | SIK 1 O4iKyBanocs
MEHIO
Hatuckanus Hartuckanus [Tepexin no expany | Sk 1 ogikyBasocs

kHonkH "Play"

kHomnku "Play"

3aBaHTaKEHHS a00
BiJIpa3y /10 irpoBOi
CLICHU

Haruckanns Hartuckanus Buxin 3 rpu Sk 1 odikyBajocs
kHonku "Exit" kHonku "Exit"
Ilepexin B irpoBy | HaTuckanus [lepexin 1o irpoBoi | Sk 1 ouiKyBajocs
CLICHY kHomku "Start" abo | cieHn
TCIIS
3aBAaHTAKCHHS
Expan 3amyck rpu, [Toka3 ekpany Sk 1 odiKyBajocs
3aBAHTAKCHHS Hatuckans "Play" | 3aBaHTa)keHHS,
1HIUKATOP
porpecy
ITepecyBanns Hartuckanns I'paBeub Sk 1 odikyBajocs
rpaBLs KJIABIII JJIS pyXy | IE€pEeCyBa€EThCS B
oOpaHoMy
HaAIPSIMKY
311iCHEHHSA Hatuckanns I'paBenb 3aiticHIoE | SIK 1 O"iKyBanocs
CTpHUOKY KHOIIKM CTpUOKa cTpuOOK
3nmiiicienHs puBky | Hatuckanus I'paBens 3xaiticHioe | Ak 1 odiKyBajgocs

KHOIIKH PUBKY

PHUBOK Briepe] abo

B 0OpaHoMy
HaIpPSMKY
31iCHEHHS Hatuckanus I'pasenb 3xaiticHIOE | SIK 1 O"iKyBanocs
nepekary KHOTIKY MepeKaTy | mepekar
Bubip 30poi Bubip 30poi 3 3MiHa TOTOYHOI Sk 1 odiKyBajocs
1HBEHTapIO 30poi Ha 00paHy
O.8B FamHyijeHKo ADK.
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[Iponorxenus Tadmuii 3.1

3acTocyBaHHs Hatuckanus I'paBens atakye Sk 1 ouikyBasocs
OMMKHBOIT 30pOi KHOIIKHM aTaKu OJIMKHBOIO 30pO€Er0

OJINKHBOO

30po€r0
3acTocyBaHHA Hatuckanns ['paBenb aTakye SIk 1 odikyBajocs

JaIbHbOI 30poi

KHOIIKH aTaKu
JIAJIbHBOIO 30PO€I0

JaJIbHBOIO 36pO€I-O

Po6ora animartiii Bukonanns 6yap- | BignmoimgHi Sk 1 ouikyBajgocs
SAKUX TN a”HiMaryii
BUKOHYIOThCS 0€3
3aTPUMOK a00
300iB
IlepecyBanns ['paBenp Bopor nounnae Sk 1 ouikyBajocs
BOPOTiB H1IXOJUTh A0 pyxaTucs
BOpora
3HaXOJIKEHHS ['paBeub Bopor nomivae Sk 1 odikyBajocs
rpaBLs NOTpAIUIs€ B 30HY | IpaBLs 1 pearye
30py Bopora
[lepecninyBaHHs ['paBenp Bopor nepecninye | Sk 1 ouikyBauocs
rpaBIs BIIQIAETHCS Bl rpaBIs
BOpora
ATaKyBaHHs Bopor Bopor 3aiiicHioe Sk 1 ouikyBajocs
rpaBIIs 3HAaXOJIUTHCS B aTaKy Ha TpaBls
MeXax aTaku
[TarpyntoBaHHs Bopor Bopor natpymntoe | Ak 1 ouikyBaocs
3HAXOJUTHCS 0€3 | TEPUTOPIIO
TpaBIIs B 30H1
BUIUMOCTI
BinnimanHs Araxka Bopora Bopor BTpauae Sk 1 ouikyBajocs
3J10pOB'sl BOpora IpaBLEM YacCTUHY 3/10pPOB's
BinnimanHs Artaxka rpaBus I'paBens BTpauae | Ak 1 ouikyBajocs
30POB'sA rpaBLsI BOPOrOM YaCTHHY 3/10pPOB's

CwmepTs rpaBus

I'paBens BTpauae
BCE 37I0pOB's

I'paBens mommpae,
MOKa3y€EThCS €KpaH
cMmepTi abo Tpa

Sk 1 ouikyBaocs

1IEpE3aITyCKAEThCS
CwmepTh Bopora Bopor Brpauae Bce | Bopor nomupae, Sk 1 ouikyBaocs
310pOB'st NOKa3y€eThCs

aHIMallisl CMepTi

a00 BOPOT 3HHUKAE
O.8 larHyLeHKo ADK.
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[Iponorxenus Tadmuii 3.1

[lepe3zaBanTaxxenss | [loBepHeHHs 10 I'pa Sk 1 ouikyBanocs
CIICHH MOTIEPETHBOTO nepe3aBaHTaXKYye
expany abo MOTOYHY CIICHY
pecTapTt rpu a0o0 MoYuHaE 3
OCTaHHBOT TOYKHU
30€peIKCHHS

[Tig yac TectyBaHHs Tpu OyJI0 BUSBICHO BEIHKY KUIBKICTh Oaris, 110 BIUIUBAIN
Ha 3arajbHui 1rpoBuid nporec. OTHUM 13 NEPIINX BUSIBICHUX OariB OyJa mpobiema 3
nepecyBaHHsAM rpasiid. [1ig yac pyxXy rpaBellb 1HOJ1 MIT 3aCTPSIITH B MIEBHUX MICIISIX
Ha KapTi, 0 YHEMOKJIUBIIOBAJIO MOJAbIIe MPOCyBaHHs o piBHIO. Lle cTBOproBasio
3HAYHI HE3PYYHOCTI JIJIsi TPABIIB 1 BUMAarajio HeraitHoro BumpamieHHs. [IpoGremy
Oy70 BHUpPINIEHO IUIAXOM KOPUTYBAHHS KOJAWJEpiB, 3MEHIICHHS IIBHUJKOCTI
nepecyBaHHS TPaBIsl Ta HAJNAIITYBAaHHS CHUIU CTpHOKa, IO JO3BOJHIO YHUKHYTH
3acTpsAraHHs B 00'€KTax.

[Ile omna 3HauHa mpoOjeMa cTocyBajacs €KpaHy 3aBaHTaxeHHs. Ilicis
HaTucKaHHs kHomkW "Play" rpa iHOjl 3aBHcana Ha eKpaHi 3aBaHTaXEHHs, a0o0 1er
eKpaH He 3'sBisABCS B3araii. Lle cTBoproBano BpaeHHS, IO Tpa HE pearye Ha Jii
IpaBllsd, 1 MOIJIO MPU3BECTH [0 TOro, IO TPaBIll MPOCTO 3akpuBamu ii. s
BUIIPABJICHHS Ii€1 Tpo0IeMu OyJI0 ONTUMI30BaHO IPOIIEC 3aBAHTAKEHHS PECYPCIB Ta
JI0JaHO 1HAUKATOP MPOTPECY, SIKUM TOYHO BIIOOpakaB XijJ 3aBaHTaKEHHS.

Takox Oynu BHsIBIEHI Oaru 31 CMEpPTIO rpaBUs. Y BHUMAJKaX, KOJU PIBEHb
3JI0POB'sI TPABIIS JOCATAB HYJIS, Ipa HE 3aBXKIU KOPEKTHO 00po0sisita 1ieit ctan. [Homi
rpaBellb MIT NPOJOBKYBATH pyXaTucs ad0 BUKOHYBATH Jii HaBiThH micist cmeprti. Le
CYTT€EBO TMOPYIITYBAJIO JIOTIKY TPHU Ta BIUIMBAJIO Ha irpoBui nocBin. [Ipobiemy Oymo
BUPIIIEHO IUISIXOM JIOJaBaHHS JOJAaTKOBUX MEPEBIPOK HA CTAH 3JI0POB'Sl Ta BUKIIUKY
o1l CMEpTI, 10 3a0e3MeUrIIO KOPEKTHY 00pOOKY CTaHy CMEpTIi IpaBIisl.

[IpoGnemu BHHMKAIM 1 3 aTaKyBaHHSM TpaBIlsi Boporamu. Boporu iHOII He
MOTJIM TIPaBUIILHO BU3HAYUTH MiCIIe 3HAXOKEHHS TPaBIl 1 HEe aTaKyBaJi Oro, HaBiTh

nepeOyBar4r B MekKax JOCSHKHOCTI. [{e CyTTeBO 3HMKYBaIO CKIAAHICTh TPH 1 POOUIIO

O.B larHyerHko ADK.
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il MEHII [iKaBO¥O JIJIs TPABIliB. BumnpaBieHHs BKIIOYAIO MOKPAIICHHS JIOTiKH MOIIYKY
Ta TEpeCIiAyBaHHsA TpaBI, IO 3a0E3MEUMSI0 KOPEKTHY IIOBEIIHKY BOPOTIB 1
T IBUIITUJIO 3arajJbHUN PIBEHb BUKJIMKY Y TPI.

[Ticns BUmMpaBieHHS 3a3HAYEHUX MPOOJEM rpa crajia OUIBII CTaOLILHOIO Ta
IPUEMHOIO JJIs KopucTyBadiB. KokHe 3 BUIIpaBieHb OyJI0 PETENbHO MPOTECTOBAHO,
100 3a0e3neunTy BIACYTHICTh HOBUX OariB Ta cTaOUIbHY pOOOTY BCIX MEXaHIK T'PH.
[le m03BONIMIIO TIABHINUTH SIKICTh ITPOBOTO TMPOIECY Ta TOKPAIIWTHA 3arajbHe

BpPa)XCHHS BiJl TPH.

BucHoBKH 10 TPETHOr0 Po3ai1y

VY TpeThoMy pO3MLIl AUIIIOMHOI poOOTH OYyJIO PETENHHO PO3MIISTHYTO MPOIEC
BCTAHOBJICHHS, HAaJAIITYBaHHS Ta TecTyBaHHS Tpu «['pa tuarpopmep B xkaHpi
MeTpoiBaHisy. Onucadi CUCTEMHI BUMOTH JOTIOMaratoTh 3a0€3NeYTH KOPUCTYBadam
Oe3mepenIKofHUNA JOCTYNl Ta ONTHMalbHE BHKOPUCTAHHS PECypCiB KOMIT IOTEpaA,
30KpeMa BCTAHOBJICHO MiHIMaJIbHI Ta PEKOMEHJ0BaH1 mapameTpu st KoM(OPTHOI
TpH.

JletanpHO TIpeAcTaBieHO 1HTepdelc Ta ITpOBUM MPOIEC, 30KpeMa €Tamnu Bij
CTapTy TIpU [0 HaBiramii mo IFPOBHX pIBHAX. 30KpeMa, aKIEeHT 3po0JeHO Ha
KOPHUCTYBAIlbKI B3a€MOJIli, Takl SK BUOIp TOJOBHUX ONUIA Yy MEHIO, MEXaHIKU
NepecyBaHHS TepcoHa)ka Ta OoioBi B3aemoii. Lli exemenTn Oynu Bizyasi3oBaHi Ta
MIJKPITUICH] 3HIMKAMH €KpaHiB, 10 3HAYHO MOKpPAILy€e 3p03YMUIICTh OMUCY 1rPOBOTO
IPOLECY.

[Ipotiec TecTyBaHHS BUSIBUB Psii TEXHIUHUX HEOJIKIB, sIKI OyJIM BUIIpABIIEHI
JUTs1 3a0e3MeUeHHs CTa0lIbHOCTI Ta MOKPAIIeHHS! KOPUCTYBALbKOro JocBiay. OnucaHi
Oarn Ta X BHPIMIEHHS MIATBEPIKYIOTh BAXKIMBICTH KOMIUIEKCHOTO MIAXOAY 0
TECTYBaHHS ITPOBUX J0JaTKiB. BUTIpaBieHHs TOMUJIOK JJO3BOJIMIIO TIOKPAIIUTH SKiCTh
rpu, 3a0e3nmeyuTH ii CcTaOUIbHICTh Ta 3pOOMTH IrPOBUM MPOIEC IIKABIIIUM 1

3aJTy9ar04rM JIJIs1 KIHIIEBOTO KOPHUCTYyBayva.

O.B laHHy1jeHko ADK.
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BUCHOBKH

B xoxi pobotu Han kBamidikariitHor poO0TOr0 OyJI0 MOCTaBICHO 3aBIaHHS Ta
BU3HAUYCHO OCHOBHI MeXaHiku Tpu «I'pa miardopmep B KaHpPI METpPOIIBaHIs».
OcHOBHUMH MexaHiKaMu OyJi0o 0OpaHO MepecyBaHHs, PUBOK, CTpUOOK, Mepekar, a
TaKOX po3po0Ka CUCTEMH BOPOTiB 13 3acTocyBaHHsIM StateMachine Ta NavMeshAgent.
[TpoBeneHo aHani3 Ta MOPIBHAHHA BIJOMHX irop y >KaHpi METPOIBaHis, pO3IIIHYTO
iXHI CHJIBHI Ta clIaOKi CTOPOHH, IO JO3BOJWJIO BHUIIJIUTH KJIFOYOBI aCTEKTH, SKi
noTpiOHO OyJI0 peasizyBaTH y BIaCHOMY MPOEKTI.

Byno npoBeneHo aHai3 iIrpoBUX PYILIiB Ta cepeloBUIL po3poOku. B pesynbraTi
MIPOBEICHOTO aHajizy Oyso oOpaHo irpoBuit pymii Unity Ta cepenoBuiiie po3pooKu
Microsoft Visual Studio. Lleii BuOip OyB 0OIpyHTOBaHUI IIUPOKUMHU MOKIUBOCTIMU
Unity mis ctBopenHst 2D-irop, 3pyuHicTio iHTerpamii 3 Visual Studio Ta noctynHicTio
BEJIMKOI KUIBKOCTI HaBYaJIbHUX MatepiaiiB. byno TakokX oOnuMcaHo BHUKOPUCTaHHS
dbpeliMBopky Zenject nns peamizaiii npuHiumiB dependency injection, CTBOPEHO
CTBOPEHO CHUCTeMy 30epiraHb 1o TOYKaM 30epeKEHHS.

Ornrcano OCHOBHI €Tanu peaiizaiii rpu. byno onucano GpyHKIIOHAT Ta MPOIIEC
I'pH, BKIIOYAIOYM Jii, IKi MOKE€ BHKOHYBAaTH TpaBellb, TaKi SK MEpPEeCyBaHHs, PUBOK,
CTpUOOK Ta mepekaTr. byno mponeMOHCTpOBaHO pe3yJbTaTH TECTYBaHHS, OMUCAHO
3HaIeH1 0ary Ta crnocoOu iX BUMPABICHHS. Y pe3yJbTaTi OTPUMAaHO FOTOBUM 1TPOBUI
MPOEKT Mija Ha3Bow «I'pa miuardopmep B KaHpl METPOIJBAHIS), KU TEMOHCTPYE

pIBEHb SKOCTI Ta BIIMOB1/1a€ BUMOTaM >KaHpY .

O.B laHHyueHko ADK.
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CIIMCOK BUKOPUCTAHUX /IKEPEJI

9.

10.Microsoft Visual Studio — [Enextponnmii pecypc]: Official Documentation
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Homatoxk A

daiin PlayerController

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

public class PlayerController : MonoBehaviour
{
private IPlayerInput _playerInput;
private IPlayerAnimator _playerAnimator;
private IPlayerMovement _playerlMovement;
private SpriteRenderer _spriteRenderer;
private HealthSystem _healthSystenm;
private BoxCollider _boxCollider;
private Rigidbody _rb;
private AnimationActions _animationActions;

public HealthSystem HealthSystem {get {return _healthSystem;}}

public AnimationActions AnimationActions {get {return _animationActions;}}
public IPlayerInput Input {get {return _playerInput;}}

public IPlayerAnimator Animator {get {return _playerAnimator;}}

public IPlayerMovement Movement {get {return _playerMovement;}}

public PlayerData PlayerData { get { return _playerData; } }

//KocTunb nepepo6uTb

private Camera _camera;

[SerializeField] private PlayerData _playerData;
[SerializeField] private UnityEvent Events;

private bool _wasGrounded;
private bool _canMoving = true;

public bool CanMoving {get {return _canMoving;} set { _canMoving = value; } }

private void Awake()

{
_playerInput = new PlayerInputsHandler();
_camera = GetComponentInChildren<Camera>();
_rb = GetComponent<Rigidbody>();
_playerMovement = new Movement(_rb,
transform, GetComponentInChildren<Animator>(), _playerData);
_playerAnimator = new PlayerAnimator(GetComponentInChildren<Animator>());
_spriteRenderer = GetComponentInChildren<SpriteRenderer>();
_animationActions = GetComponentInChildren<AnimationActions>();
//Health
_healthSystem = new HealthSystem(_playerData.maxHealth);

}

private void Start()
{

}

_boxCollider = GetComponent<BoxCollider>();

private void Update()
{
if (_canMoving) {
MovementUpdate();
_playerMovement.Update();
bool isGrounded = _playerMovement.CheckGround();
if (isGrounded && !_wasGrounded) {
OnLanding();
}

_wasGrounded = isGrounded;
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}

}
else {

_rb.velocity = Vector3.zero;
}

public void MovementUpdate()

{

Vector2 input = _playerInput.GetMovement();
HandleFlip(input);

_playerMovement.Move(input);

float positionChange = _playerMovement.GetPositionChange();
_playerAnimator.SetSpeed(positionChange);
if(_playerInput.GetJumping() && _wasGrounded )

{

_playerMovement.Jump();
_playerAnimator.SetJumping(true);

Vector3 dashdirection = new Vector3(input.x, 0, input.y);
if(_playerInput.GetDash() && dashdirection.magnitude > 0f &&

_playerMovement.CanDash())
{

}

_playerMovement.Dash(dashdirection);
_playerAnimator.SetDashing(true);

else
{
_playerAnimator.SetDashing(false);

Vector3 rollDirection = new Vector3(input.x, Of, input.y);
if(_playerInput.GetRoll() & rollDirection.magnitude > 0f)
{

_playerMovement.Roll(rollDirection);
_playerAnimator.SetRolling(true);

else {_playerAnimator.SetRolling(false);}

public void OnLanding()

{

_playerAnimator.SetJumping(false);
_playerAnimator.SetFalling(false);

public void HandleFlip(Vector2 input)

{
float horizontallInput = input.x;
Quaternion changeRotation = _spriteRenderer.transform.rotation;
if (horizontalInput<0)
{
changeRotation.y = 180f;
_spriteRenderer.gameObject.transform.rotation = changeRotation;
}
else if(ChorizontalInput>0)
{
changeRotation.y = 0f;
_spriteRenderer.gameObject.transform.rotation = changeRotation;
}
}
//Health
public void ApplyDamage(float damageAmount)
{
_healthSystem.DecreaseHealth(damageAmount);
}
public void ApplyHealing(float healAmount)
{
O.B laHHy1jeHko ADK.
F0.0. logneBcbkuii IHBKPE - 121 - 24 - H3 65
3mH. | ADK. Ne 1O0KYM. ITionuc | Jama




usin

publ
{

_healthSystem.IncreaseHealth(healAmount);
}

private void OnCollisionEnter(Collision collision)

{
if (collision.gameObject.GetComponent<StateMachine>())
{

var stateMachine = collision.gameObject.GetComponent<StateMachine>();

var contactY = collision.contacts[0].point.y - 1.2f;

var playerLowerY = transform.position.y - ((_boxCollider.size.y * 0.5f));

if (contactY > collision.transform.position.y) {
if (contactY < playerLowerY) {
stateMachine.enabled = false;
Debug.Log("Player jump to enemy head");
Vector3 direction = Vector3.zero;

float rotationY = _spriteRenderer.transform.rotation.y;

Debug.Log("Rotation Y: " + rotationY);

if (rotationy == 1) {
direction = Vector3.right;
}

else if (rotationy == 0) {
direction = Vector3.left;
}

_rb.AddForce(Vector3.up * 20f, ForceMode.Impulse);

_rb.AddForce(direction * 30f, ForceMode.Impulse);
StartCoroutine(EnableStateMachine(stateMachine));

}

Debug.Log($"PlayerCollideWith c: {contactY}");
Debug.Log($"PlayerCollidewith P: {playerLowerY}");

}

IEnumerator EnableStateMachine(StateMachine machine) {
yield return new WaitForSeconds(0.5f);
machine.enabled = true;

@aitn Movement:
g UnityEngine;
ic class Movement : IPlayerMovement

private Animator _animator;

private Rigidbody _rigidbody;
private Transform _playerTransform;
private PlayerData _playerData;
private BoxCollider _collider;

private Vector3 _targetPosition;
private Vector3 _dashDirection;
private Vector3 _rollDirection;
private Vector3 _previousPosition;

private bool _isGrounded;
private bool _isJumping;
private bool _isFalling;
private bool _isDashing;

O.B laHHy1jeHko

SMH.

ADK.

Ne JOoKYM. Ilionuc | dama

ADK.

F0.0. logneBcbkuii IHBKPE - 121 - 24 - H3

66




Play

_pla

private bool _isRolling;
private bool _isCanRolling = false;
private bool _IsJumped;

private float _dashDistance;

private float _dashTimer;

private float _dashCooldownTimer;
private float _rollingLeftTime = Of;

private Vector3 _rollingColliderSize
private Vector3 _defaultColliderSize

= Vector3.zero;

= Vector3.zero;

public Movement(Rigidbody rigidbody, Transform transform, Animator animator,
erData playerData)

{

_rigidbody = rigidbody;
_playerTransform = transform;
_animator = animator;
_playerData = playerData;

if (_collider == null)

{
_collider = _playerTransform.GetComponent<BoxCollider>();
_defaultColliderSize = _collider.size;
_rollingColliderSize = _collider.size;
_rollingColliderSize.y /= 2;
}
}
public void Update()
{
Vector3 currentVelocity = _rigidbody.velocity;
Vector3 targetVelocity = _targetPosition;
targetVelocity.y = currentVelocity.y;
if (!_isDashing)
{
_rigidbody.velocity = Vector3.Lerp(currentVelocity, targetVelocity,
verData.acceleration * Time.deltaTime);

else if (!_isRolling)
{
_rigidbody.velocity = Vector3.Lerp(currentVelocity, targetVelocity,

_playerData.acceleration * Time.deltaTime);

ApplyGravity();
UpdateDash();
UpdateRoll();
UpdateFalling();
if (_isGrounded && _isJumping) _isJumping = false;
_previousPosition = _playerTransform.position;

}

public void Move(Vector2 input)

{
Vector3 movementDirection = new Vector3(input.x, 0, input.y).normalized;
movementDirection = _playerTransform.TransformDirection(movementDirection);
_targetPosition = movementDirection * _playerData.speed;

}

public float GetPositionChange()

{
return _targetPosition.magnitude;

}

public void Jump()
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if (_isGrounded)
{
_rigidbody.AddForce(Vector3.up * _playerData.jumpForce,
ForceMode.Impulse);
_isGrounded = false;
_isJumping = true;
_isFalling = false;
_animator.SetBool("isJumping", _isJumping);
_animator.SetBool("isFalling", false);

3
3
public void UpdateFalling()
{
if (!_isGrounded)
{
if (_playerTransform.position.y < _previousPosition.y)
_isJumping = false;
_isFalling = true;
_animator.SetBool("isJumping", false);
_animator.SetBool("isFalling", true);
}
}
else
{
_isJumping = false;
_isFalling = false;
_animator.SetBool("isJumping", false);
_animator.SetBool("isFalling", false);
}
}
public void Dash(Vector3 dashDirection)
{

if (!_isDashing && _dashCooldownTimer <= 0f)
{
_isDashing = true;
_dashDirection = dashDirection.normalized;
_dashTimer = 0f;
_dashDistance = _playerData.dashDistance;
_rigidbody.AddForce(_dashDirection * _playerData.dashForce,

ForceMode.Impulse);

}
public void UpdateDash()
{
if (_isDashing)
{
_dashTimer += Time.deltaTime;
if (_dashTimer >= _playerData.dashDistance / _playerData.dashForce)
{
Debug.Log("Dash Is End");
_isDashing = false;
_dashTimer = 0f;
_dashCooldownTimer = _playerData.dashCooldown;
}
}
else if (_dashCooldownTimer > 0f)
_dashCooldownTimer -= Time.deltaTime;
}
public bool CanDash()
{
return !_isDashing && _dashCooldownTimer <= 0Of;
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}

public void Roll(Vector3 rollDirection)
{
if (!_isRolling)
{
Debug.Log("Roll start");
_isRolling = true;

Vector3 rollinColliderCenter = Vector3.zero;

_collider.size = _rollingColliderSize;
rollinColliderCenter.y = _collider.size.y / 2;
_collider.center -= rollinColliderCenter;

_rollDirection = rollDirection.normalized;
_rollingLeftTime = _playerData.rollDuration;

_rigidbody.AddForce(_rollDirection * _playerData.rollForce,
ForceMode.Impulse);

}
}
public void UpdateRoll()
{
if (_isRolling)
{
_rollingLeftTime -= Time.deltaTime;
if (_rollingLeftTime <= 0f)
{
_isRolling = false;
Debug.Log("Rolling end");
Vector3 defaultColliderCenter = _collider.center;
defaultColliderCenter.y = 0Of;
_collider.center = defaultColliderCenter;
_collider.size = _defaultColliderSize;
}
}
}
public void ApplyGravity()
{
if (!_isGrounded)
{
Vector3 gravity = Vector3.down * _playerData.gravity;
_rigidbody.AddForce(gravity, ForceMode.Acceleration);
}
}
public bool CheckGround()
{

Ray ray = new Ray(_playerTransform.position, Vector3.down);

RaycastHit hit;

Debug.DrawRay(ray.origin, ray.direction * _playerData.groundDistance,
Color.red);

if (Physics.Raycast(ray, out hit, _playerData.groundDistance,
_playerData.groundMask))

{

_isGrounded = true;
_isJumping = false;
return true;

SMH.

}
else
{
_isGrounded = false;
O.B larHyerHko ADK.
F0.0. logneBcbkuii IHBKPE - 121 - 24 - H3 69

ADK. Ne 4O0KYM. Ilionuc | dama




return false;

daiin PlayerData

using UnityEngine;

[CreateAssetMenu(fileName = "PlayerData", menuName = "PlayerData", order = 0)]
public class PlayerData : ScriptableObject {

[Header("Attack")]

public float damage = 25f;

[Header("Player Movement")]

public float speed = 20f;

public float jumpForce = 20f;

public float dashDistance = 5f;

public float dashCooldown = 2f;

public float dashForce = 50f;

public float rollForce = 10f;

public float rollDuration = 0.5f;

public float acceleration = 10f;

public float deceleration = 8f;

public float gravity = 9.8f;

public float groundDistance = 1f;

public LayerMask groundMask;

[Header("Player Health")]

public float maxHealth = 100f;

daiin PlayerCombatSystem
using UnityEngine;

public class PlayerCombatSystem : MonoBehaviour
{

private IWeapon _currentWeapon;

private PlayerController _playerController;

private void Start() {
_playerController = GetComponent<PlayerController>();

private void Update() {
if (_playerController.Input.GetAttack()) {
_currentWeapon.UseWeapon();
}

}

public void SetCurrentWeapon(IWeapon weapon) {
if (_currentWeapon != null) {
_currentWeapon.IsActive = false;
_currentWeapon.ExitWeapon();

}

_currentWeapon = weapon;
_currentWeapon.IsActive = true;

Debug.Log("Current Weapon: " + _currentWeapon.ToString());
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®aiin [Weapon

public interface IWeapon

{
float Damage { get; }
float AttackInterval { get; }
bool IsActive { get; set; 1}
public void UseWeapon();
public void ExitWeapon();

}

daiin Weapon
using UnityEngine;

public abstract class lWeapon : MonoBehaviour, IWeapon

{
[Header("Common Settings")]
[SerializeField] protected float _damage;
[SerializeField] protected float _attackInterval;

public float Damage => _damage;
public float AttackInterval => _attackInterval;

public bool IsActive { get; set; }
protected PlayerController _owner;

protected virtual void Start()

{
if (GetComponentInParent<PlayerController>())

{

_owner = GetComponentInParent<PlayerController>();
Debug.Log("Owner was finded");

}
public virtual void UseWeapon() { }

public virtual void ExitWeapon() { }

daiin BladeWeapon

using System;

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

using UnityEngine;

public class BladelWleapon : Weapon
{
[Header("Blade Weapon Settings")]
[SerializeField] private float _exitTime = 1f;
[SerializeField] private List<AnimatorOverrideController> _comboAttacks;

private int _comboID = 0;
private bool _canAttack = true;

private bool _isInCombo = false;
private bool _slowMovement = false;

private Action<GameObject> _attackTriggerAction;
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private HitBoxAttackTrigger _attackTrigger;
private Animator _playerAnimator;
private float _lasComboTime = 0Of;

protected override void Start()

{
base.Start();
_playerAnimator = _owner.GetComponentInChildren<Animator>();
GetAttackTrigger();
}
private void Update()
{
if (_isInCombo)
{
_lasComboTime += Time.deltaTime;
if (_lasComboTime > _exitTime)
{
_comboID = 0;
_isInCombo = false;
_slowMovement = false;
_owner.PlayerData.speed *= Uf;
_playerAnimator.Play("Player_Idle");
}
}
}
public override void UseWeapon()
{
if (_canAttack && IsActive)
{
SlowPlayer();
SubscribeToAction();
_isInCombo = true;
_lasComboTime = 0OF;
if (_comboID == _comboAttacks.Count)
{
_comboID = 0;
}
_canAttack = false;
_playerAnimator.runtimeAnimatorController = _comboAttacks[_comboID];
_playerAnimator.Play("Attack", 0, 0f);
_comboID++;
Invoke(nameof(ResetCanAttack), _attackInterval);
}
}
private void ResetCanAttack()
{
_canAttack = true;
}
private void GetAttackTrigger()
{
if (_owner.GetComponentInChildren<HitBoxAttackTrigger>() != null)
{
_attackTrigger = _owner.GetComponentInChildren<HitBoxAttackTrigger>();
_attackTriggerAction = CheackHitBoxTarget;
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}

SubscribeToAction();
}
private void CheackHitBoxTarget(GameObject target)
{
StateMachine enemy;
if (target.TryGetComponent<StateMachine>(out enemy))
{
Debug.Log("Player attack enemy");
enemy.Components.Health.DecreaseHealth(_owner.PlayerData.damage);
}
}
private void SlowPlayer()
{
if (!_slowMovement)
{
_owner.PlayerData.speed /= Uf;
_slowMovement = true;
}
}
private void OnDestroy()
{
_attackTrigger.TriggerAction —= _attackTriggerAction;
}
public override void ExitWeapon()
{
if (_attackTrigger.TriggerAction != null) {
_attackTrigger.TriggerAction —-= _attackTriggerAction;
}
}

daiin PistolWeapon
using UnityEngine;
public abstract class lWeapon : MonoBehaviour, IWeapon
{
[Header("Common Settings")]
[SerializeField] protected float _damage;
[SerializeField] protected float _attackInterval;

public float Damage => _damage;
public float AttackInterval => _attackInterval;

public bool IsActive { get; set; }
protected PlayerController _owner;

protected virtual void Start()

{
if (GetComponentInParent<PlayerController>())
{
_owner = GetComponentInParent<PlayerController>();
Debug.Log("Owner was finded");
}
}
O.B laHHyueHko ADK.
F0.0. logneBcbkuii IHBKPE - 121 - 24 - H3 73
3mH. | ADK. Ne 1O0KYM. ITionuc | Jama




public virtual void UseWeapon() { }

public virtual void ExitWeapon() { }

daiin WeaponManager
using System.Collections.Generic;
using System.Linq;
using UnityEngine;

public class lWeaponsManager : MonoBehaviour

{
private List<Weapon> _weapons = new List<Weapon>();
private PlayerCombatSystem _combatSystem;
private PlayerController _player;
private int _currentWeaponID = 0;
public float _weelValue;
private void Start() {
_weapons = GetComponents<Weapon>().ToList<Weapon>();
if (GetComponentInParent<PlayerCombatSystem>()) {
_combatSystem = GetComponentInParent<PlayerCombatSystem>();
_combatSystem.SetCurrentWeapon(_weapons[_currentWeaponID]);
}
_player = GetComponentInParent<PlayerController>();
private void Update() {
_weelValue = _player.Input.GetMouseScroll();
if (_weelvalue > 0) {
_currentWeaponID++;
if (_currentWeaponID > _weapons.Count - 1) {
_currentWeaponID = 0;
}
_combatSystem.SetCurrentWeapon(_weapons[_currentWeaponID]);
} else if (_weelvValue < 0) {
_currentWeaponID——;
if (_currentWeaponID < 0) {
_currentWeaponID = _weapons.Count - 1;
}
_combatSystem.SetCurrentWeapon(_weapons[_currentWeaponID]);
}
}
}

daiin IDamageable

public interface IDamageable

{
}

public void DecreaseHealth(float damage);

®daiin IHealeble

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

public interface IHealeble

{
}

public void IncreaseHealth(float amount);

daiin HealthSystem

using UnityEngine;

public class HealthSystem : IHealeble, IDamageable
{

private float _maxHealth;

private float _currentHealth;

public float CurrentHealth {get {return _currentHealth;}}
public float MaxHealth {get {return _maxHealth;}}

public delegate void HealthChanged();

public delegate void DeathEvent();

public event HealthChanged OnHealthChanged;

public event DeathEvent OnDeath;

public HealthSystem(float maxHealth)

{
_maxHealth = maxHealth;
_currentHealth = maxHealth;
}
public void IncreaseHealth(float value)
{

_currentHealth = Mathf.Clamp(_currentHealth + value, 0, _maxHealth);

OnHealthChanged?.Invoke();
Debug.Log("Player current health is: " + _currentHealth);

public void DecreaseHealth(float value)

{
_currentHealth = Mathf.Clamp(_currentHealth - value, 0, _maxHealth);
OnHealthChanged?.Invoke();
if(_currentHealth <= 0)
{
Debug.Log("Player is Dead");
OnDeath?.Invoke();
}
}

®daiin |State

using UnityEngine;

public interface IState

{

void Enter(StateMachine owner);
void Update(StateMachine owner);
void Exit(StateMachine owner);

®daitn StatesEnum

public enum StatesEnum

{

Idle,
Attack,
Chasing,
Patroling,
LostTarget,
Injured,
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Dead

®daiin State

using System.Collections.Generic;
public abstract class State : IState
{

protected List<Transition> _transitions = new List<Transition>();

public State(List<Transition> transitions)

{
}

_transitions = transitions;

public virtual void Enter(StateMachine owner) { }
public virtual void Update(StateMachine owner)

{

foreach (var transition in _transitions)

{

if (transition.IsCanTransition(owner))

{
}

owner.ChangeState(transition.GetTransitionState());

}
}

public virtual void Exit(StateMachine owner) { }

®daiin StateMachine

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

public abstract class StateMachine : MonoBehaviour
{
protected EnemyComponents _components;
protected PlayerController _playerController;
protected IState _currentState;
protected Dictionary<StatesEnum, IState> _states;
public EnemyComponents Components { get { return _components; } }

protected virtual void Start()

{
_states = new Dictionary<StatesEnum, IState>();
InitializeStates();
}
protected virtual void Update()
{
if (_currentState != null)
{
Debug.Log($"Current enemy state: {_currentState}");
_currentState.Update(this);
}
}
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public void ChangeState(StatesEnum state)

{
TransitionToState(state);
}
protected void TransitionToState(StatesEnum stateName)
{
if (_currentState != null)
{
_currentState.Exit(this);
}
_currentState = _states[stateName];
_currentState.Enter(this);
}

protected abstract void InitializeStates();

®daiin Transition

using UnityEngine;

public abstract class Transition

{

protected StatesEnum _transitionState;
protected Transition(StatesEnum transitionState)

{
}

_transitionState = transitionState;

public abstract bool IsCanTransition(StateMachine machine);// 4u ymoBa BMKOHaHa
public abstract StatesEnum GetTransitionState();// B dKkuil cTaH nepexoaumo

daitn EnemyComponents

using UnityEngine;
using UnityEngine.AI;

public class EnemyComponents

{
private EnemySettingsSO _enemySettings;
private PlayerController _playerController;
private StateMachine _currentSHM;
private NavMeshAgent _agent;
private PatrolWayPoints _patrolWayPoints;
private Transform _transform;
private Timer _timer;
private HealthSystem _health;
private Animator _animator;
private AnimationActions _actions;
private SpriteRenderer _spriteRenderer;
private EnemyFlip _enymyFlip;

public EnemySettingsSO EnemySettings { get { return _enemySettings; } }
public PlayerController Player { get { return _playerController; } }
public StateMachine StateMachine { get { return _currentSM; } }

public NavMeshAgent Agent { get { return _agent; } }
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public PatrolWayPoints WayPoints { get { return _patrolWayPoints; } }
public Transform Transform { get { return _transform; } }

public Timer Timer { get { return _timer; } }

public HealthSystem Health { get { return _health; } }

public Animator Animator { get { return _animator; } }

public AnimationActions AnimationActions { get { return _actions; } }

public SpriteRenderer SpriteRenderer { get { return _spriteRenderer; } }

public EnemyFlip EnemyFlip { get { return _enymyFlip; } }

public EnemyComponents(EnemySettingsSO enemySettingsS0O,PlayerController

playerController,StateMachine currentSM)

_enemySettings = enemySettingsSO;

_playerController = playerController;

_currentSM = currentSM;

_health = new HealthSystem(_enemySettings.MaxHelth);

GetComponents();
}
private void GetComponents()
{
_agent = _currentSM.GetComponent<NavMeshAgent>();
_transform = _currentSM.GetComponent<Transform>();
_timer = _currentSM.GetComponent<Timer>();
_animator = _currentSM.GetComponentInChildren<Animator>();
_actions = _currentSM.GetComponentInChildren<AnimationActions>();
_spriteRenderer = _currentSM.GetComponentInChildren<SpriteRenderer>();
_enymyFlip = new EnemyFlip(_transform, _playerController.transform,
_spriteRenderer);
if (_timer == null )
{
_timer = _currentSM.gameObject.AddComponent<Timer>();
}
}

daiin EnemySettingsSO

using UnityEngine;

[CreateAssetMenu(fileName = "NewEnemySettings", menuName = "EnemySettings/Settings")]

public class EnemySettingsSO : ScriptableObject

{
[Header("Settings")]
public float MaxHelth = 100f;
[Header("Movement")]
public float ChasingRange = 20f;
public float AttackRange = 10f;
public float ViewDistance = 10f;
public float ViewAngle = 60f;
public float MoveSpeed = 12f;
public float RotateSpeed = 20f;
public float WaitDuration = 2f;
public float AttackInterval = 2f;
public float AttackDamage = 20f;
}

@aiin RangeEnemy_SM

using System.Collections.Generic;
using UnityEngine;

public class RangeEnemy_SM : StateMachine

t [SerializeField] private GameObject _projectile;
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[SerializeField] private EnemySettingsSO _settings;
[SerializeField] private PlayerController _playerControllerRE;
public GameObject Projectile { get { return _projectile; } }
protected override void Start()

{
_components = new EnemyComponents(_settings, _playerControllerRE, this);
base.Start();
3
protected override void InitializeStates()
{
Transition isInjuredTransition = new IsInjured_T(StatesEnum.Injured, this);
_states[StatesEnum.Idle] = new RangelIdleState(new List<Transition>
{
new InSightRange_T(StatesEnum.Chasing,this),
isInjuredTransition
3
_states[StatesEnum.Attack] = new RangeAttackState(new List<Transition>
{
new OutOfAttackRange_T(StatesEnum.Chasing),
new InAttackRange_T(StatesEnum.Attack,this),
isInjuredTransition
3
_states[StatesEnum.Injured] = new RangeInjuredState(new List<Transition>
{
new InSightRange_T(StatesEnum.Chasing,this),
new InAttackRange_T(StatesEnum.Attack,this),
new OutOfSightRange_T(StatesEnum.LostTarget),
new IsDead_T(StatesEnum.Dead)
});
_states[StatesEnum.Dead] = new RangeDeathState(new List<Transition> { });
_states[StatesEnum.Chasing] = new RangeChasingState(new List<Transition>
{
new InAttackRange_T(StatesEnum.Attack,this),
new OutOfSightRange_T(StatesEnum.LostTarget),
isInjuredTransition
1
_states[StatesEnum.LostTarget] = new RangeLostTargetState(new List<Transition>
{
new InSightRange_T(StatesEnum.Chasing,this),
new WaitTransition_T(StatesEnum.Patroling),
isInjuredTransition
1
_states[StatesEnum.Patroling] = new RangePatrollingState(new List<Transition>
{
new InSightRange_T(StatesEnum.Chasing,this),
new InAttackRange_T(StatesEnum.Patroling,this),
isInjuredTransition
1
ChangeState(StatesEnum.Patroling);
}

daiin InSightRange T

using UnityEngine;

public class InSightRange_T : Transition
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private IsTargetFOW _isTargetFOW;
public InSightRange_T(StatesEnum transitionState, StateMachine machine)
base(transitionState)

{
_isTargetFOW = new IsTargetFOW(machine);
3
public override StatesEnum GetTransitionState()
{
return _transitionState;
3

public override bool IsCanTransition(StateMachine machine)
{
var playerPosition = machine.Components.Player.transform.position;
var enemyPosition = machine.transform.position;
float distanceToPlayer = Vector3.Distance(enemyPosition, playerPosition);
var attackRange = machine.Components.EnemySettings.AttackRange;
float viewDistance = machine.Components.EnemySettings.ViewDistance;

if (distanceToPlayer < viewDistance && distanceToPlayer > attackRange)

{
Debug.Log("Playe in view distance !");
if (_isTargetFOW.isPlayerVisible())

return true;

}
return false;

}

return false;

}
}
daiin OutOfSightRange

using UnityEngine;

public class OutOfSightRange_T : Transition

{

public OutOfSightRange_T(StatesEnum transitionState) : base(transitionState)

{

}

public override StatesEnum GetTransitionState()

{
return _transitionState;

}

public override bool IsCanTransition(StateMachine machine)

{
var playerPosition = machine.Components.Player.transform.position;
var enemyPosition = machine.transform.position;
float distanceToPlayer = Vector3.Distance(enemyPosition, playerPosition);
float viewDistance = machine.Components.EnemySettings.ViewDistance;
if (distanceToPlayer > viewDistance)
{

return true;

}
return false;

}

}

//!_isTargetFOW.isPlayerVisible()
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daiin RangeChasingState

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

public class RangeChasingState : State
{
public RangeChasingState(List<Transition> transitions) : base(transitions){}
private NavMeshAgent _agent;
public override void Enter(StateMachine owner)
{
Debug.Log("In Chasing State");
_agent = owner.GetComponent<NavMeshAgent>();
owner.Components.Agent.isStopped = false;
_agent.speed = owner.Components.EnemySettings.MoveSpeed;
owner.Components.Animator.SetBool("isChasing", true);

owner.Components.EnemyFlip.FlipCharacter(owner.Components.Player.transform.position);

public override void Update(StateMachine owner)

{
base.Update(owner);
Vector3 playerPosition = owner.Components.Player.transform.position;
owner.Components.Agent.SetDestination(playerPosition);

}

public override void Exit(StateMachine owner)

{
owner.Components.Agent.isStopped = true;
owner.Components.Animator.SetBool("isChasing", false);

}

daiin RangePatrollingState

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

public class RangePatrollingState : State
{
private PatrolWayPoints _wayPoints;
private NavMeshAgent _agent;
private List<Vector2> _path = new List<Vector2>();
private int _wpId = 0;
private bool _isForward = true;
private float _rotateSpeed;

public RangePatrollingState(List<Transition> transitions) : base(transitions)
{
}
public override void Enter(StateMachine owner)
{
Debug.Log("In Patrolling State");
base.Enter(owner);
_wayPoints = owner.GetComponent<PatrolWayPoints>();
_agent = owner.GetComponent<NavMeshAgent>();
_agent.isStopped = false;
owner.Components.Animator.SetBool("isPatrolling", true);
_path = _wayPoints.GetWayPoints();
_agent.speed = owner.Components.EnemySettings.MoveSpeed;
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_agent.SetDestination(_path[_wpId]);
owner.Components.EnemyFlip.FlipCharacter(_path[_wpId]);
}
public override void Update(StateMachine owner)
{
base.Update(owner);
if (ReachedDestination())

{
UpdateWayPointID();
SetDestination(owner);
owner.Components.EnemyFlip.FlipCharacter(_path[_wpId]);
}

}

private void SetDestination(StateMachine owner)

{
Vector2 currentPoint = _path[_wpId];

_agent.SetDestination(new Vector3(currentPoint.x, currentPoint.y, 0f));
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private bool ReachedDestination()
{
Debug.Log("Reached Destination");
return _agent.remainingDistance <= _agent.stoppingDistance ;
}
private void UpdateWayPointID()
{
if (_isForward)
{
_wpId++;
if(_wpId >= _path.Count)
{
_wpId = _path.Count - 1;
_isForward = false;
}
}
else
{
_wpId——;
if(_wpId < 0)
{
_wpId = 1;
_isForward = true;
}
}
}
private bool IsValidID()
{
return _wpId > 0 && _wpId < _path.Count -1;
}
public override void Exit(StateMachine owner)
{
owner.Components.Animator.SetBool("isPatrolling", false);
_agent.isStopped = true;
base.Exit(owner);
}
}
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