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PEDOEPAT

Bunyckna kBamigikamiitna po6ota 6akanaBpa ckiagaeTbes 3 rpu "llexenbHuit
kamiop" y »xanpi Roguelike Ta mosicHroBaspHOI 3anmucku. [losicHIOBalIbHA 3aMKCKa 0
BUITYCKHOI pPOOOTH 3arajbHO MICTHTh /5 CTOPIHKH, 3 HUX 56 APYKOBAHOTO TEKCTY Ta
19 nonmatkiB, B mokymenti 31 imroctpartis, 10 TabGiaunpe Ta 31 HaiimMeHyBaHHS
BUKOPHUCTAHUX JIXKEPEIL.

Mertoto poGoTH € po3pobka (pyHKITIOHATBHOI Ta 3aX0IUTI0r04u0i 2D-Tpu B jkaHpi
roguelike 3 Bukopucranusm pyiis Unity ta MoBu mporpamyBanus C#, ska pearisye
MpoIeAYypPHY FeHepallito piBHIB, 00MOBY CUCTEMY, CUCTEMY ITPOKAYyBaHHSI TEPCOHAXKA,
a TakOXX 3a0e3Mevye 3py4YHH Ta IHTYITUBHUN 1HTEep(dEnC 11l rpaBLs.

ApxiTekTypa rpu moOyJoBaHa 3 ypaxyBaHHSM TPUHIUIIB MOJYJIBHOCTI Ta
PO3IIJICHHS  BIAMNOBIAAIBHOCTEH, 110 3a0e3medye 3pydyHy MIATPUMKY  Ta
MaciTaboBaHiCTh TPOeKTy. OCHOBHA yBara Nnpu ijieHa npoleypHiii reHeparlii piBHiB,
cucteMi OO0, MPOKAUyBaHHIO MEpPCOHA)Xa Ta 1HTEPAKTUBHIN B3aeMOJIl 3 ITPOBUM
CEepEeIOBHIIIEM.

[aTepdeiic rpu € IHTYITUBHO 3pO3yMIINM 1 aJaITOBAHUM JI0 TOTPEO TpaBILs, 110
JTO3BOJISIE JIETKO OPIEHTYBATHUCS y CBITI TP, B3AEMOJIATH 3 BOPOTaMH, IIPEAMETAMU Ta

BUKOHYBATH [I1i 0€3 yCKIa HEHb.

KJIFOUOBI CJIOBA: ROGUELIKE, UNITY, C#, IIPOLIEJYPHA T'EHEPAILIL,
2D, ITPOBUI TU3AMH, BOMIOBA CUCTEMA, IHTEP®EJIC.
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IMEPEJIIK YMOBHUX IIO3HAYEHbD

Poramuk — Roguelike, 1ie sxaHp Bijieoirop, mo xapakTepu3yeThCs MPOIETyPHO
3T€HEPOBAHUMHU PIBHSIMH, BHCOKOIO CKJIAJHICTIO Ta TMEPMAHEHTHOI CMEPTIO
nepconaka. Ha3zea moxonuts Big rpu Rogue (1980), sika cTtaiza 0CHOBOIO TS KaHPY.
['paBii 3a3Buyail JOCHDKYIOTH IMijA3eMesuls, 30UparoTh 3400u4Y 1 OOpIOTHCS 3
BOpOraMH, TOYMHAIOYHU 3 MIOYATKY MICJISI KOXKHOI MTOPA3KHU.

ASCll-rpadika — ¢opma 00pa30TBOPUYOTO MHUCTEITBA, IO BUKOPHUCTOBYE
cumBoin  ASCII Ha MOHOIIMPUHHOMY €KpaHi KOMM'IOTEPHOTO TepMiHATy
(TepmiHaIBHUN cepBep) ad0 MpUHTEPA JIs MPECTABICHHS 300pakeHb.

Sci-fi — naykoBa ¢anracTuka.

Anyweeuy J[. 11. Apx.
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BCTYII

AKTyallbHICTh TE€MHU. Y CBOTOJCHHOMY CBITI BIZ€OIrPU BXK€ JABHO CTald
3HAYYIIOI0 CKJIAJIOBOIO ITU(POBOTO KUTTS JIIOJAUHU Ta OJIHIEIO 3 HAWOUIBII CTPIMKO
po3BuBaroUnXcs chep po3Bar y cBiTi 3araiom. 3okpema, xaHp Roguelike 3a octanne
JECATHIITTS 3a3HaB 3HAYHOTO BIJPOJKEHHS 3aB/SKH CBOi BUCOKIM peirpadenbHOCTI,
CKJIQJIHOCTI Ta CTpaTeriuyHii riauOuHi. 3a OCTaHHINH JEKUIbKa POKIB el KaHp
MOTIOBHUBCA  O€3/IY4I0 HOBUX NpEACTaBHUKIB. [lomymsipHicTh Takux 1irop
MOSICHIOETBCS HE JIMIIEe OakKaHHSM TPaBIiB BUIPOOYBaTH CBOi HAaBUYKHA B YMOBaX
HECTAaHJAPTHUX BHKJIMKIB 3 BHITAJIKOBUMH YyMOBaMH, aje€ W TMpParHEHHSAM [0
VHIKQJIBHOTO JOCBIAY B KOKHOMY IPOXOJ/KEHHI, 3aBISKM MEXaHIll MpOoLeTypHOI
re’epailii piBHiB.

2D rpa «IlexkenpHuil KamOp» MOEAHYE KIOUOBI e1eMeHTH kaHpy Roguelike —
MpOLIEypHY TEHEpaIilo pPiBHIB, MOCTIHHI BUMPOOYBAaHHS 1 MPOAYMYBaHHS CBOIX
KpPOKIB HarmepeJl, CUCTEMY IMEPMAaHEHTHOI CMEPTI MEPCOHaXXa — 3 OPHUTIHAIBHOIO
TEeMAaTUKOIO Ta HECTaHAApTHUMU OoMoBMMM MexaHikamu. Takuil miaxia J03BOJIsLE
CTBOPUTU 3aXOIUIMBUYN TEUMIUICH, 3aTHUN 3allIKaBUTU IIUPOKY ayJIUTOPII0 — BIJ
XapJIKOPHUX TPaBLIB JI0 IIaHYBaJbHUKIB 1HA1-1TOP.

Meroto BUITyCKHO1 KBaJi(iKkaliifHoi poO0TH 6akagaBpa € po3poOKa rp B xKaHpi
Roguelike. Jlnst mocsrHeHHS 1€l MeTH HEOOX1IHO MPOBeCTH aHai3 aHpy Roguelike,
BU3HAYUTH MOro XapakTepHi OCOOJIMBOCTI, IrPOBI MEXaHIKM Ta pPO3IJISIHYTH
NOMyJsipHUX TpenacTtaBHuKiB. [licims 1poro cmig  3aiicHUTH  BUOIp 3aco0iB
MPOCKTYBAaHHS, SKI HaWKpaile MiAXOAATh sl peamizamii rpu. Jami noTpiOHO
pO3pOOUTH apXITEKTypy IpH, sfKa BKJIOYATUME MEXaHIKy MpPOILEeaypHOI TeHepari
piBHIB, 00IOBy cucTteMy Ta iHTepdeic KOpHucTyBaua. 3aBepliaJbHUM E€TaroM €
TECTyBaHHS TPU 3 METOI0 BUSBJICHHS Ta YCYHCHHS IMOMUJIOK, & TaKOXK OIIIHIOBAHHSI
SKOCTI1 IrpOBOTO MPOIIECY.

JIyist mocsiTHEHHS 11i€T MeTH OYJI0 MOCTaBJICHO HACTYITHI 3aBIaHHS:

1. TlpoanamizyBatu >xaHp Roguelike, #oro ocoOmuBOCTi, IrpoBI MeXaHIKH Ta

HOMYJISPHUX MPEICTABHUKIB.
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2. BuOpatu iHCTpyMEHTH Ta CEepeAOBHIIE PO3pPOOKHU, SKI HaWKpalle BiAMOBIIAIOTH
BUMOTaM TIPOEKTY.

3. CopoeKTyBaTH apxIiTEKTypy T'pH, BKJIIOYAIOYM CHUCTEMY MPOLEAYPHOI TeHepallli,
OOHOBY CUCTEMY Ta KOPUCTYyBaIlbKui iHTEperic.

4, PeanmidyBaTd TIpy BIANOBIZHO JO BHUMOT, 13 3a0€3MEUYEHHSIM  BHCOKOIi
peirpabenbHOCTI Ta 3pYYHOCT] B3aEMOIII.

5. IlpoBectn TecTyBaHHS TPU 3 METOI0 BUSBICHHS MOMUJIOK 1 BJIOCKOHAJICHHS
ICPOBOTO TPOIIECY.

O0’exTOM JOCIIDKCHHS € TIpollec po3poOKu Bigeoirop y kaHpi Roguelike,
30KpeMa CTBOPEHHS ITPOBUX CBITIB 32 JOIOMOTIOIO MPOILEAYPHOI IreHepalli piBHIB,
BIIPOBA/KCHHS Cy4acHUX O0OMOBHX MEXaHIK, CHCTEMHU 30€peKEeHHS MPOTrpecy IpaBIld,
a TaKOX po3poOKa Bi3yaJbHO MPUBAOIMBOrO Ta 3pYyYHOro iHTepdeiicy KopucTyBaya.
Takox 00’€KT OXOIUTIOE 3arajbHi NPUHIMIN MOOYJOBU TeHMIU3aiiHy B yMOBax
BHCOKO1 peirpadeabHOCTI Ta IMHAMIYHOTO 1IPOBOTO MPOIIECY.

[TpeaqmeTom mociKEHHSI € METOIM Ta IHCTpyMeHTH peanizarii Roguelike-irpu
«IlexenpHUM KamiOp», 3 0OCOOJIMBUM AKIICHTOM HAa MEXaHI3MU MPOIIEAYPHOI reHepartii
IrPOBUX PIBHIB. Y AOCIIPKEHH] PO3IJIAIAI0THCS TAKOXK aJITOPUTMHU CTBOPEHHS 00OBOT
CUCTEMH, CrocoOu 1HTerpailii 30epexeHHs mporpecy, MmooyaoBa JIOTIKA B3a€MOJIIT
rpaBiig 3 irpoBuM cepenoBuiieM, miaxomu m1o0 UI/UX-musaiiny, BUOIp apXiTEeKTypH
MPOEKTY Ta 3ac00iB PO3pOOKHU, a TAKOXK TECTYBaHHS [JIsi 3a0€3MEUYEHHS SIKICHOTO

ITPOBOTO JIOCBIY.
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PO31J 1. AHAJI3 HAITPSIMKIB 3ACTOCYBAHHS IHOOPMAIIMHUX
TEXHOJIOI'THA B PO3POBIII I'PU B ’KAHPI ROGUELIKE

1.1. ITocTanoBKAa 3aaau4i

Metoro kBamiikamiiinoi pobotu OakamaBpa € po3poOka rpu «llexenbHuii
kambp» y kaHpi Roguelike 13 BUKOpUCTaHHSAM CY4YaCHHMX MiJXOIIB Ta TEXHOJOT1M
pO3po0KH, IO 3a0e3MEeYUTh MOXJIUBICTh IIBUAKUX PETYJSIHUX OHOBJIEHb 3
J0JJaBaHHSIM HOBOTO KOHTEHTY, MAacIITa0yBaHHS Ta MOJANbIIOTO BIOCKOHAJICHHS
IPOEKTY 3 OOKy po3poOHMKa. 3 OOKYy KOpUCTyBauya rpa mMae 3a0e3NeUuTH 3pYUHHH,
3aXOIUIMBUI Ta KOM(POPTHUI ITPOBHIA TOCBI.

Roguelike, To06TO rogue-momiOH1 irpy — 1€ OiPKaHP POJBOBUX BIAEOIrOp,
BU3HAYHUMHU OCOOJIMBOCTSIMU SIKOI'O € BHIIAQJIKOBE, MPOLIEJYPHE CTBOPEHHS PIBHIB,
NEPMAaHEHTHA CMEpPTh TMEPCOHAXKa Yy BUMAAKY MOpa3Ku. MEHII XapaKTepHUMHU €
MOKPOKOBUH 1rpoBUH TIpoliec, IIUTKOBa (Taitnosa) abo ASCII-rpadika.

Lle#t xaup Oepe cBiit mouarok Bia rpu Rogue, sumyienoi y 1980 pori, sika i
Jajja Ha3By BChOMY HampsMKY. YHOpoaoBx jgecatwiite  Roguelike-irpu
€BOJIIOIIIOHYBAJIM, 30€piraroyr OCHOBHI MIPUHITUIH, MPOTE aKTUBHO aJIalITYIOYUCH 0
HOBHX TEXHIYHUX MOXKIIUBOCTEH Ta TPaBEIbKUX OUiKYBaHb.

Cyuacna xnacudikaiis Roguelike-irop Hepinko IpyHTY€TbCS Ha TaK 3BaHUX
«bepnmiHChbKUX  KpUTEpisix», CHOPMYIbOBAaHMX HA MDKHApPOJHIM KOH(pepeHIii
Roguelike-po3po6nukiB y 2008 porri, came 1 KOHGEpPEHIs Jellb He BIEpIle aja
xo4ab CKUIbKICh TOUHE BU3Ha4YeHHs kaHpy Roguelike, amxe Bce cBO€ icHyBaHHS BOHO
Oy70 TymMaHHUM. BOHU OXOIUTIOIOTH TaKl KJIIOYOBI XapaKTEPUCTUKH, SIK MIPOLETypHA
reHepailis, MepMaHEeHTHA CMEpPTh, TAKTUYHUNA TeUMIUICH, CKJIajgHa B3aeMOIIs 3
00'eKTaMH Ta OpIEHTAIlls] Ha PECypC-MEHEIKMEHT. Xo4da 0araro CydyacHUX irop He
MOBHICTIO IOTPUMYIOThCSI IIUX KpUTEPIiB, BOHU 30€piraloTb OCHOBHUHM AyX KaHpY,
JIOTIOBHIOIOUM HOTO HOBUMH MEXaHIKaMH, BI3yaJIbHUMH CTHJIIMH Ta CHUCTEMaMH
MPOTrpecy, IO JO3BOJISIE MUPIIIE OXOMUTH ayIUTOPIIO TPABIIIB.

Roguelike-xxanp cporogHi akTHMBHO BHKOPHCTOBYETHCS HE JIMINE B 1HJII-

CETMEHTI, ajie¢ i y BETUKUX MPOEKTaX 3 3aTyYCHHSIM BEJIMKOI KITbKOCTI BUPOOHUYHX
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pecypciB, 3aBISKU CBOiil 31aTHOCTI CTBOPIOBAaTH BHCOKHUW PIBEHb peirpadesbHOCTI,
YHIKQJIbHAN JOCB1JT y KOXXHOMY MPOXOKEHH] Ta MOTHBAIIIFO JUISI CAMOBIOCKOHAICHHS
IpaBIIs, 1110 A€ CBOI IJI0/IU 1 pOOUTH PEAIbHO SKICHI I'PH I[bOT0 KaHPY MOMYJISPHUMU.
Came 111 0cOOIMBOCTI cTaial OCHOBOIO KoHIenii rpu «IlekenpHuit kamiopy, sika Mae
3a MeTy moeaHaTd kiacuuHi npuHiunu Roguelike 3 iHauBigyaapHUM MiIXOA0M 10
00MOBOI CHUCTEMH, JU3aHY PIBHIB Ta B3a€EMO/IIi 3 KOPUCTYBAUEM.

binemr posropHeHo po3risiHeMO KpuTepii xkaHpy — Roguelike mae Huzky
KIIFOUOBUX KPUTEPIiB, AKi HOPMYIOTh HOTO YHIKAJIBHICTh Ta BIAPI3HSAIOTH BIJ 1HIIUX
TumiB irop. OAHi€I0 3 HallXapakTEPHIIKUX 0COOJIMBOCTEN € MpolieaAypHa reueparis. Y
TaKHX irpax piBHI, KAPTKHU, MiCli Ta 1HIII €IEMEHTH CTBOPIOIOTHCS BUIIAJAKOBUM YHHOM,
mo 3a0e3leyye YHIKAIbHICTh KOXXHOTO IPOXOJKEHHS. 3aBISKU LbOMY TIpaBellb
1I0pa3y CTHUKAEThCS 3 HOBUMH BUKIMKaMH, L0 MIJBUIIYE peirpabesibHICTh 1 HE
JI03BOJISIE TP1 CTATU NEpe0auyBaHOIO.

[lle ogHUM Ba)XJITMBHM acIEKTOM € TepMaHeHTHa cmepTh. ¥ Roguelike-irpax
CMepTh TNEpCOHa)ka O3HAYa€ KiHEeIb MOTOYHOTO MPOXOJ/KEHHs, 1 TpaBellb HE Mae
MO>KJIMBOCTI BITHOBUTH MPOTPEC 13 MOMEPETHLOTO MOMEHTY. Lle cTBOpIoe 1o1aTKoBy
HaIpyry 1 3MyLIy€e IpaBls OyTH 00€peHUM, BIANOBIAAIBHO CTABUTUCS O KOXKHOTO
pIIIIEHHS, aJ)Ke Il1Ha ITOMIJIKK — BTpaTa BCbOT'O JIOCATHYTOTO MPOTPECy.

TakTuaHUi redMIUIeH TaKoX € HEBIJI €MHOI YaCTHHOIO Irop IBOTO KaHPY.
YcnimHe NpoXomKeHHs NMoTpeldye CTpaTeriyHOro IUTaHYBAaHHS Ta MPOAYMYBaHHS
KOXXHOTO KPOKY, OCKIJIbKA HaBITh HE3HAYHE PIIICHHS] MOKE MAaTH CEPUO3HI HACIIIKH.
[le pobuth relmiiell raIMOOKMM 1 BHMAarae BHUCOKOIO PIBHS KOHUEHTparii Ta
aHAJITUYHOTO MUCJICHHS.

Kpim Toro, Roguelike-irpu 3a3Bu4aii nponoHyo0Th CKIIJHY CUCTEMY B3a€MOIIT
3 00’ekTamMH Ta cepefoBuIeM. ['paBellb MOXKe BUKOPUCTOBYBATH MPEIMETH, TTACTKH,
enemenTn jdanamadry, B3aemomistd 3 NPC, mo BiaKpuBae 01aTKOBI TaKTHYHI
MO>KJIMBOCTI ¥ POOUTH TeUMIUICH OaraTorpaHHUM.

[Ile oqHUM BU3HAYaJIbLHUM €JIEMEHTOM € OPIEHTAILllsl HA PEeCypC-MEHEIKMEHT.

['paBenip moOBHHEH €(EKTHMBHO KepyBaTH OOMEKEHUMH pecypcaMH, TaKUMHU SK
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3I0pOB’ s, %Ka, 30pos, 6oenpurnacu abo i 3HapsAasa. PamioHansHe BUKOPUCTAHHS
IIUX PECYPCIB € KPUTUYHO BKIMBHUM JIsI BIDKMBAHHS B yMOBaX BUCOKOI CKJIQJHOCTI
rpu. Yce 1e pa3oMm QopMye XapakTepHy JUisl >KaHpy atMocdepy Hamnpyri,
CTpATEriyHOCTI i MOCTIHHOTO BUKIIUKY.

[ToBepTarouuchk 10 MPOrpaMHOTO MPOAYKTY IO PO3POOIISETHCSA, B pe3yabTaTi
Tpeba CTBOPUTH NPOJIYKT SKUH BIAMOBIZAE BCIM BHUIINE MEPEIIUYCHUM KpPUTaAPISM.
Takox BaXJTMBOIO CKJIQJOBOIO PO3POOKM € MPOIyMyBaHHS MPUBAOIMBOTO JU3alHY,
110 OyJ1e CpUSITH OLIIBIIIOMY 3aHYPEHHIO B TeUMILICH. 3a TJIaHOM CTBOPEHHS TU3aiiHy
B cTruti SCi-fi.

OcHoBHUME eTanamu po3poOku 2D tpu B xaHpi Roguelike e xinbka
B3a€MONOB’A3aHUX npoiieciB. [lepir 3a Bce BUKOHYEThCS po3poOKa Iu3aiiHy I'pH, LI0
BKJIFOYA€ CTBOPEHHS 3arajbHOi KOHIIEMIIll, BA3HAYEHHS aTMOC(HEpH, CTHIICTHUKU Ta
BI3yaJIbHOT'O CTHUJIIO, & TAKOK MPOEKTYBAHHS IHTEPPEHCHUX EIIEMEHTIB, TAKUX K MEHIO
Ta MaHesi cTaTUCTUKU. OqHoYacHO (GOPMYEThCS U3aiiH PiBHIB, KapT 1 00'€KTIB, SKi
3roJIoM OyIyTh CTBOPIOBATHUCS 3a JOMTOMOTOI0 MPOIIETyPHOI TreHepallii.

Hactynmaum kpokom € moOymoBa apXiTeKTypu KIIEHTChbKOI yacTuHu rpu. Ha
bOMY €Talll pealli3yeThCsd OCHOBHA IrpoBa MEXaHIKa, 30KpeMa KepyBaHHS
nepcoHaxkeM 1 OoioBa cuctema. BripoBamkyeTbes mporeaypHa reHepallisi piBHIB Ta
IHIIIUX JWHAMIYHUX €JIEMEHTIB TPH, a TaKOX IPOBOJUTHCS ONTHUMI3allisl IPOIECIB
pEHAEPUHTY IS 3a0€3MeUeHHs CTa0lIbHOI pOOOTH I'PU HA PI3HUX MPUCTPOSIX.

Ham e po3pobka ocHOBHOTO (yHKIIOHATY. CTBOPIOETHCS JIOTIKA ITPOBUX
MEXaHIK, BKJIIOYAIOUX MEePEMIIICeHHS TIepcoHaxka, B3aeMoiito 3 00’ektamu Ta NPC, a
TAaKOXX caMm Tporec 00r. IMIJIEMEHTYEThCS TOBHOIIHHA CHCTEMa MPOLETYPHOT
reHepailii, sika OXOIUTIOE 00’ €KTH, BOPOTiB 1 pecypcu. Takox peanizoByeTbcs 00i0Ba
CHCTeMa 3 TAKTUYHUMH €JIEMEHTaMH, CUCTeMa 1HBEHTapI0, MEXaHI3MU MMePMaHEHTHO1
CMEPTI, a TAKOXK CUCTEMA TTOKapaHb 1 BUHATOPO/I, K1 ()OPMYIOTh MOTHBAIIIIO TPABIIS.

3aBepmiagpHUM €TaroM € TECTyBaHHsS Tpu. BoHO Bkitouae ¢yHKIIIOHATBHE
TECTYBaHHS, CIIPSIMOBAaHE Ha IMEPEBIPKY MPaBUIBLHOCTI peaiizailii irpoBUX MEXaHiK,

iHTepdeiicy Ta mnpoueaypHoi renepauii. IIpoBoautbes TecTyBaHHS TpadidHOrO
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iHTepdeicy, MmO M03BOJIIE OIHUTH 3PYYHICTH 1 3pO3yMUTICTH B3aEMOMIi 3
KopucTtyBadeMm. Kpim Toro, 3MiiCHIOETHCS BUSIBJICHHS Ta BUTIPABJICHHS OariB, a TAKOX
3arajibHa ONTHUMI3aIlisl TPOAYKTUBHOCTI IPH.

1.2. AHani3 aHAJIOTIB MPOrPaMHOr0 MPOAYKTY

Po3po0Oka rpu 1moi0HOro HalOBHEHHS Ta YKaHPY MOTpedye TIIMOOKOTO aHaATI3y
Ta JAOCTIHPKEHHS] KOHKYPEHTIB Ha puHKY. Ockiibku irpu B xkaHpi Roguelike nocuth
CTPIMKO PO3BHMBAIOTHCS 1 B I[bOMY >KaHP1 3SIBISIETbCA Bce Oinble 1 Oiblie irop,
MIPOBEIEMO JCTAIbHUM aHalll3 HasIBHUX MOMYJISIpHUX 1rop skaHpy Roguelike.

[Tounemo 3 rpu  The Binding of Isaac.

O

BXNDING OF

SAR

/4

Puc. 1.1. The Binding of Isaac

L1e xkynbroBa 2D-rpa B sxanpi roguelike, po3podiena Exmynaom MakMisieHoM
1 ®opanom Ximciiom. Bona Oyna Bunymena y 2011 pori aiis Microsoft Windows, a
mi3Hillle MopToBaHa Ha iHmN miatdopmu, Brmouaroun PlayStation 4, Xbox One,
Nintendo Switch Ta iOS.

I'paBenib kepye Icaakom abo OAHUM 13 MIECTH OCTYMHUX MEPCOHAXIB, SIKi
HaMararoTbCsl BTEKTH BiJ] Matepi, 1[0 oTpuMasia 00KECTBEHHE TMOBENIIHHS MPUHECTH
roro B xkepTBY. [loaii rpu po3ropTaroThes y miBaI OyAUHKY, A€ KOXKEH PIBEHb — 11€

npoucaAypHO 3r€¢HEPOBaHa KiMHaTa, HAIIOBHCHA BOPOIraMu, IMMaCTKaMM1 Ta TAEMHHLAMU.
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[caak cTpisisie cnpo3amu, 30Upae MPeaMETH, 110 3MIHIOIOTh HOTO BUIJISA 1 3110HOCTI, Ta
OopeTbest 3 bocamu.

I'pa The Binding of Isaac mae Hu3Ky niepeBar, sKi 3poOMIM il OAHIEIO 3
HalmonysipHimmx y xkanpi Roguelike. OmHi€ro 3 TONOBHUX TmepeBar € BUCOKA
peirpabenbHICTb: 3aBSKH MPOIEAYPHIM reHepallli piBHIB, IPEAMETIB 1 BOPOTiB, KOXKHE
HOBE TIPOXOJKEHHSI CYTTEBO BIAPIZHAETHCS BIJ MOMEPEIHHOTO, IO MOCTIHHO
CTUMYJIIOE TpaBLs moBepTatucs 10 rpu. KoxeH 3amyck rpu BIAKpUBAE HOB1 BUKIUKU
Ta CUTYaIIll, sIKI BAYKKO Mepea0auynuTH Hanepe/.

IIle oiH1€X0 CMITBHOKO CTOPOHOIO € IITMO0Ka CUCTEMA B3a€EMO/IT IPeAMETIB. Y Ipi
NPEICTABICHO BEJIUKY KUIBKICTh apTe(]akTiB, Kl MalOTh YHIKaJIbHI €(peKTH, a iXHI
KOMO1HaIlii MOXYTh CTBOPIOBATH HECIIO/IiBaH1 i 1HO1 AyXe MOTYXKH1 Pe3yJIbTaTu, 110
CYTTEBO 3MIHIOIOTH CTHJIb MMPOXOKEHHS. Lle 103BossIe eKcIepuMEeHTYBaTH 3 PI3HUMU
niaxoAaMu 70 000 Ta pO3BUTKY NEPCOHAXKA.

Kpim toro, The Binding of Isaac Bupi3Hs€eThCs MacIITAOHMM KOHTEHTOM. Y Hii
NPUCYTHSA BEJIMYE3HA KUIBKICTh ITPOBUX MEPCOHAXIB, MPEIMETIB, BOPOTiB, OOCIB 1
CEKPETIB, IO 3a0e3redye TPUBAIUN 1 3aXOIUTIOIYHI ITPOBUM IPOIIEC HABITH IMICIIA
JECATKIB TOJAMH Tpu. ['eMIIel € CKIagHuM, aje BOAHOYAC CIPABEIJIMBUM: KOXHA
nopaska — 1€ pe3yJbTar [ caMoro rpaBlis, a HE HECHpPaBEUIMBUX OOCTABHH, IO
MOTHUBYE BJIOCKOHAIOBATH HABUYKH Ta IIyKaTU €(PEeKTUBHI CTpaTerii.

BaxxnuBoro nepeBaroro € Takox MiATpuMKa MoAudikaiiil. AKTHBHA CIJIBHOTA
I'PABIIIB CTBOPIOE MOMM, SKI JIOJAIOTh HOBHX IEPCOHAXKIB, MPEAMETH, PiBHI Ta 1HIII
CJIEMEHTH, TUM CaMUM PO3IIMPIOIOYN MOMIJIMBOCTI TPH Ta JO3BOJIAIOUM KOKHOMY
I'paBIIEB] MEPCOHATI3YBATH JIOCB1I BiJMOBITHO J0 BJIACHUX YIIOJ00aHb.

Brim, rpa mae 1 neBH1 Henoaiku. OTHUM 13 HUX € BIICYTHICTh JAETAILHOTO OIUCY
IIPEIMETIB ITiJ1 Yac Mepiioro 3HaxoKeHHs. L{e Moxe BUKIIMKATH TPYTHOII, OCOOJIHBO
JUTsl HOBAYKiB, K1 HE 3HAIOTh, K CaMe BIUTMHE HOBHM MpeaAMeET Ha mepcoHaxa. Kpim
TOT0, JIesIK1 TPaBLll 3 YaCOM BiJI3HAYaIOTh MOHOTOHHICTh I'€HMIUICIO — MONPU 3HAUHY
PI3HOMAHITHICTh €JIEMEHTIB, 3arajbHa CTPYKTypa MPOXOJKEHb MOXE TMOoYaTH

3[1aBaTUCS TIOBTOPIOBAHOIO MICISl TPUBAJIOTO Yacy.
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Hactrynmaum posristnemo Hades.

THEMINOTAUR

122/160 (¢ 1/3

Puc. 1.2. Hades

e munamiuna roguelike-rpa B xaupi ekmH-RPG, po3pobnena Supergiant
Games Ta BunymieHa y sepecHi 2020 poky. I'paBenis kepye 3arpeem, cHiHOM Aina, sikuid
HaAMara€eThCsi BTEKTHU 3 MIJA3EMHOTO CBITY, 1100 3HAWTH cBoro Matip, [lepcedony. I'pa
MOETHYE IBUIKKM 011, TTHOOKE OMOBIAaHHS Ta €IEMEHTH IIPOIIEAYPHOI T'eHepallii, 1o
3a0e3neuye YHIKaIbHUM JOCBI Y KO)KHOMY IIPOXOJIKEHHI.

I'pa Hades mae musky Baromux mepear. OMHI€IO 3 HAHCHIIBHIIIAX CTOPIH €
3aXOIUTIOI0YMI 0oioBHI mponec. I'pa mponoHye AMHAMIYHI, MBUAKI 001 3 BEJIMKOIO
KUIBKICTIO 30p0i, KO’KHA 3 SIKMX Ma€ yHIKaJbHUM CTHIIb BeleHHs 0oro. Kpim Toro,
cucreMa 00XecTBeHHHX OnarocioBeHb (DOONS) m03BoJIsE€ TpaBIlO HAJIAMITOBYBATH
CTWJIb TPH IiJl BJacHI BHOJOOAHHS, €KCIEPUMEHTYIOUM 3 PI3HUMHU KOMOIHAIIsSIMU
3110HOCTEH.

[le onHi€l0 BaXKJIMBOIO MNEPEBArol0 € TJIMOOKE OMOBIIAHHSA Ta TMOCTYNOBUMN
PO3BUTOK nepcoHaxiB. KoxkHa HOBa cripo0a BTeul 3 MiJI3EMHOT0 CBITY BIAKPUBA€E HOBI
CIO)KETHI JIHIT Ta JiaJorH, IO PO3KPUBAIOTh B3aEMUHM MK TNEpcoHakaMu. Takum
YMHOM, HaBITh NPOrpalll € YaCTMHOK BEJIMKOI, 3aXOIUIMBOI 1CTOpIi, SIKa MOTHBYE

MOBEPTATHUCS 10 TPH 3HOBY 1 3HOBY.
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Bucoka peirpaOenbHICTh TaKOXX € XapakTepHoro pucoro Hades. 3apusku
OpoLEeAYypHiIM TeHepallii piBHIB 1 PI3HOMAHITHOCTI OOXKECTBEHHHMX Ojar, KOXKHE
MPOXOJ/PKEHHS Ma€ YHIKaJIbHUI Xapakrtep. ['paBenb oTpuUMye 11opa3y HOBUK JOCBI,
10 CTUMYJIIOE 10 0araTopa3zoBOro MPOXOHKEHHS TPH.

BizyanbHuii cTUIB TpU 3aCIyroBY€E OKpeMoi yBaru. ['pa Mae BupasHy, XyJ105KHbO
CTHJII30BaHy TpadiKy Ta HACHUUCHY MANITPY KOJBOPIB, KA UYJAOBO IMOETHYETHCS 3
atMochepHUM cayHATpeKoM. L{e cTBOpIo€e cubHE BiTUyTTs 3aHYPEHHS Y CBIT IPELbKOi
MioJIorii, MpeACTaBICHUI Y Cy4acHIi IHTEepIpeTarii.

Bonnouac, Hades mae i meBHi HeoTiku. 3 4acoM JIesIKi TpaBIli MOXYTh BiT4yTH
MOHOTOHHICTb, a/I)K€ X0Y PIBHI i CTBOPIOIOTHCS MPOLIEAYPHO, CTPYKTYpa MPOXOIKEHb
3aJIMIIAETHCS CXOKOH0, 3 MTOBTOPIOBAHMMHU KIMHATaMH Ta HE3MIHHOIO MOCIIOBHICTIO
0ociB. Lle Moxe 3HMKYBaTH BIAUYTTS HOBU3HM MiJ 4ac JOBrOTPHUBAJIOL IPH.

[le onHuM OOMEXEHHSIM € cinabka B3aeMoAis 3 oToueHHsAM. He3paxkarouu Ha
IJIMOOKUN CIOKET 1 PO3BUTOK IMEPCOHAXKIB, MOMJIMBOCTI B3a€MO/IIi 3 HABKOJMIIHIM
CBITOM € J10BOJII 0OMexxeHruMH. CepeloBUIlle B OCHOBHOMY BUKOHYE JIEKOPATUBHY Ta
GyHKIIOHATBHY pOJIb y paMKax 00, a He K MOBHOI[IHHA YacTHMHA TeHUMIUICHHOT
B3a€EMO/III.

Jami na orsai Enter The Gungeon — 1ie auaamiuna 2D-rpa B skanpi bullet hell
roguelike, po3pobiiena cryaiero Dodge Roll Ta sunymena Devolver Digital 5 kBitHs
2016 poky. I'paBemnb Kepye OJHHUM 13 KUIBKOX TE€PCOHAXIB, BIJIOMHX SIK
«Gungeoneersy, sKi JOCTIKYIOTh MPOIIEAYPHO 3T€HEPOBaH1 MiA3eMeIIs, OOPIOTHCS 3

BOpOraMU Ta IIYKaIOTh JIETEHJapHY 30pot0, 3JaTHY «BOUTH MUHYIIEY.
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Puc. 1.3. Enter The Gungeon

Enter the Gungeon BHpI3HAETHCA MIBHUAKHM Ta 3aXOILTIOIOYAM OOHOBUM
IporiecoM. BUTBH y Ipi IHTEHCUBHI, 3 BEJIMKOIO KIJIBKICTIO BOPOTIB 1 KYJIb, IO JIITAIOTh
y pi3HI OOKH. YcmiX 3a1€XHUTh BiJl TOYHOCTI, peakiii Ta NPaBUIbHOIO BUKOPUCTAHHS
MEXaHIKM TEPEKaTiB, fKa J03BOJIAE€ YXUJISTUCS BiJl BOPOXKUX arak. Bemukuit BUOIp
30poi ¥ mpeaMeTiB — 1€ OJHA CUJIbHA CTOpPOHA Tpu. Y HiMl NPENCTaBIEHO COTHI
YVHIKaJIbHUX, KPEATUBHUX 1 4aCTO TYMOPUCTUYHUX BUIIB 30p0i, 0 J0Aa€ TeHMILICIO
rIMOWHU W PI3HOMAHITTA.

[IpouenypHa reHepallisi piBHIB 3a0e3Meyye KOXKHOMY MPOXOIKEHHIO
yHiKanbHICTh. KOXHa HOBa cripoba — 11€ HOBI KIMHATH, BOPOTH, OOCH Ta MPEAMETH,
[0 MATPUMYE THTEpEC 1 CIpHUs€ BUCOKIN peirpadenbHocTi. J[0JaTKOBUM IUIFOCOM €
HasSBHICTh JIOKQJIBHOTO KOOIIEPATUBHOIO PEKHUMY, IO JIO3BOJISIE TPaTH YIABOX Ha
OJIHOMY €KpaHi, CIUJILHO MPOXOMASYU MiA3EMEIUIS, 10 POOUTH TPy IIE IIKABIIIOW Y
KOMITaHij.

ITpore, Enter the Gungeon mae i cBoi Hemomiku. HaiOibIilr 04eBHIHUM 3 HUX €
BHUCOKA CKJIQJHICTh. ['pa BUMarae BiJl TpaBIls MIBUIKOI peakilii, TOYHOCTI Ta BMIHHS

aJanTyBaTUCS 10 CKJIAIHUX cuTyaliil. [{e Moxxe OyTH 3aHaITO CKJIaJIHUM JIJIs1 HOBAUKiB

Anyweeuy J[. 11. Apx.
Bnacenuxo O. B. I/73KP5—121-25-/73 15
3mn. | Apxk. Ne 0okym. Iionuc | Hdama




a0bo Tux, xTo He 3BHK 10 xaHpy bullet hell, e expan mocriiiHo 3anoBHEHNH KyIsIMU i

BUOYXaMH.

Jamni posrisiaemo Dead Cells.

Puc. 1.4. Dead Cells

Ile nunamiuna 2D-rpa B xanpi roguelike, HatxHenHa Metroidvania, po3po6iiena
dpanmys3sko0 cryaiero Motion Twin. Bunymena B 2018 poii, BoHa mo€qHy€e
MBUAKANA TIATGOPMEPHUN EKIMH 3 TMPOIEAYPHO 3TCHEPOBAHUMHU PIBHAMH Ta
enemeHTamu "souls-lite" 6oto. I'paBers kepye ICTOTOIO, sika BOJIOIE TIJITAMU TTIOMEPIINX
VB'I3HEHUX, HaMararmouyuchb BHOpaTHCS 3 BEIMYE3HOI B'S3HMIN, IO MOCTIHHO
3MIHIOEThCH.

I'pa Dead Cells mae kinbka BaxxiuBux mnepesar. [To-miepiie, i 6oioBuit mpoiec
€ IHTYITUBHO 3pO3yMUIMM 1 IIBUIAKUM. Boi Bif3HA4YarOThCS TMJIABHOIO aHIMALIE€l0 Ta
YITKUM YTPABIIIHHSIM, III0 JI03BOJISE TPABIISIM OTIEPAaTUBHO pearyBaTH Ha aTaKu BOPOTiB
Ta ePeKTUBHO yXuiaTucs Bij HUX. [lo-npyre, rpa BUPI3HIETHCS SKICHUM Bi3yaJIbHUM
cTwiieM — 1i rpadika CTWi30BaHa 1 JyXe NpUBaOJIMBa, 110 CTBOPIOE OCOOJIMBY
aTMocdepy.

Paszom i3 Tum, Dead Cells mae i Hemomiku. OgHUM 13 HHUX € T€, IO TTOBTOPHE

MPOXO/DKEHHS TIEPIIUX JIOKAIlid MOXE BHUKIMKATH BTOMY Y TrpaBiiB. Yepes
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HEOOX1THICTh MOYMHATH 3 CAMOTO TOYATKY HABITh MICHs 0aratbOX TOJIUH I'pH, OaraTo
XTO MOK€ BTOMHUTHCS BiJl TOBTOPEHHS OJHUX 1 TUX CaMUX IMEPIIMX KUTBKOX PIBHIB,
0COOJIMBO SKIIIO METa — JICTATUCS JI0 MI3HIMINUX OOCIB UM CEKPETIB.

Rogue Legacy — nie 2D-mutatdopmep y sxanpi roguelite, po3po0ieHuid CTyTi€r0
Cellar Door Games 1 Bunymenuit y 2013 poui. I'pa noennye eneMeHTH KIaCHYHHUX
maTGopMepiB 13 MPOLETYPHOI T'eHEepalll€l0 PIBHIB Ta YHIKAJbHOK MEXaHIKOIO
cnaakoBocTi. Ilicas cMepTi mepcoHaka rpaBellb O0Mpae OJHOTO 3 TPHhOX HAIIAJIKIB,
KOXEH 3 SIKHX Ma€ BUIAKOBI KJIACH Ta OCOOJMBOCTI, 1[0 BIUIMBAIOTh HA IEeHMILICH.
3i0paHe 30710TO BUKOPUCTOBYETHCS JJIS TOKPAIICHHS 3aMKY Ta p0O30JI0KyBaHHS HOBUX

MO>KJIMBOCTEH ISl HACTYITHUX MOKOJIIHb T€POiB.

Puc. 1.5. Rogue Legacy

I'pa Rogue Legacy mae omHy 3 KIIOYOBHUX IepeBar — YHIKAJIbHY CUCTEMY
cniaakoBocTi. KoskeH HOBMIA MEpCOHAXX OTPUMYE BHUITAKOBI PUCH, TaKi K aJTbTOHI3M
YU TIraHTH3M, 1110 HE JIUIIE J0/Ia€ BapiaTUBHOCTI B IFPOBHI TIPOIIEC, ajie i MPUHOCUTH
rYMOD 1 HECTIOIIBAHKY TI1J] 4aC MPOXOPKEHHS.

Cepen HenonikiB Rogue Legacy BapTo 3a3HaYMTH MOBTOPIOBAHICTH BOPOTIB.
[Ticnist neBHOT KIJIBKOCTI 3a01Tr1B BOPOTH CTAlOTh OJHOMAHITHUMHU, aJ{Ke iXH1 MOCUJICHHS

4acTO OOMEXYIOTbCS JIMIIE 3MIHOIO KOJhOPY Ta TMOKa3HHUKIB IIKOIU. Takox
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CIIOCTEPITAEThCS HEPIBHOMIpHUWI OanmaHC KJaciB — JesSKi MEepCOHaXl 3HAYHO
epeKTUBHIII 3a IHIIUX, IO BIUIMBa€ Ha BUOIp TpaBIsl Ta MOXE 3MEHIIYBaTH
PI3HOMAHITHICTB CTpaTErii i Yac MPOXOHKEHHS IPH.

Rogue — e nerermapua tekcroBa (ASCII) komm’roTepHa rpa, mo nobdayusia
cBIT 11e y aanekomy 1980 pori. Bona 6yna ctBopeHa TppoMa eHTy31acTamu: Maiikiom
Toitumanowm, ['nernom Bixmanom ta KeHoM ApHOJbIOM.

[Tompu cBOIO 30BHINIHIO MPOCTOTY, Rogue cTana crpaBXHiM IPOPUBOM Y CBITI
IrpoBO1 1HAYCTPIl Ta (GAaKTUYHO 3arovyaTKyBalia I[[UIHK XKaHp, SKUM ChOTOAHI BIAOMUMN
sk roguelike.

Came 1s rTpa 3aknana (QyHJAaMEHTalbHI NPUHIMIHN, SKI 3TOJOM CTaHYTh
KaHOHIYHUMHU i1 0aratbox MaiOyTHIX XITiB: MpOLEIypHAa TeHepallis piBHIB,
NEpMaHEHTHA CMEpPTh I[EPCOHAXKA, IOKPOKOBUIM TeWMIUIed Ta MOCTIHHA
HernepeadauyBaHicTh. Rogue 1o mpaBy BBaXKaeThCsl MPabaTbKOM YCIX 1rOp OO

XKaHPY, 3aJUIIAI0YU TTIMOOKUH CIIiJT B 1CTOPIl TelMIn3aiiHy.

SEEEERERAAEERRRRIERERERREE
.

[EEERRTTT) T
.
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Puc. 1.6. Rogue

I'pa Rogue mae kinpka BaxumBHX mepeBar. [lo-mepime, BoHa BUKOPUCTOBYE
MPOLICTyPHY TeHEepaIlito, 3aBISKH YOMY KOKHE HOBE TPOXOKCHHS € YHIKATbHUM —
PIBHI CTBOPIOIOTHCS BUMAJAKOBUM YHMHOM, IO 3a0e3Medyye pi3HOMaHITHICTh ITPOBOTO
nporecy. [lo-apyre, irpoBa mexanika gocuthb mpocta: ASCII-rpadika 1 mokpokoBwHii
reiMIuier mo30aBiieH] 3aBUX €JIEMEHTIB, 1110 J03BOJISIE 30CEPEAUTUCS BUKIIOUYHO Ha
CYTI TpH.

Pazom 3 TtuM, Rogue mae 1 cBoi Hemosiku. HalimomiTHIIIMM € BiJICYTHICTh
rpadiku — rpa BUKOPUCTOBYE JIMILIE TEKCT 1 CUMBOJIM, IO JJIsi Cy4aCHOI'O TpaBIIs

Moske Burnsaatu sk ctape DOS-BikHO 3 xaoTnuanM HabopoM 3HakiB. Kpim Toro, y rpi

Anyweeuy J[. 11. Apx.
Bnacenuxo O. B. l/73KPE-121-25-/73 18
3mn. | Apxk. Ne 0okym. Iionuc | Hdama




MaiKe HIY0TO HE TOSICHIOETHCS, TOXK 0€3 30BHINTHIX TaiiB CKJIATHO PO310paTHCs, 110

NOTPIOHO POOUTH 1 SIKE 3HAYEHHS MAIOTh Pi3HI MPEAMETH.

[IpoanainizyBaBIIM PUHOK B IbOMY >KaHpPI MOXHAa MPOCIIIKYBaTH JEKiJIbKa

KITFOUOBUX, 1 110 BAXKJIMBO, CIIJILHUX SIK MIHYCIB TaK 1 IUTIOCIB.

[TopiBHsIIBHA TAOIUIIS AHAJIOT1B

Taomug 1.1

I'pa OcHoBHHIA [lepeBaru Henoniku Ocob6nuBocrTi /
CIOXKET / JlomaTkoBi
Tema B1JIOMOCTI
The [caax Tikae Bucoxa BiacytHictb Bennuesna
Binding | Big marepi, | peirpaOenabHICTB, OIHCIB KUTBKICTD
of Isaac 10 X04e r0oKa cucTeMa | TPEeIMETIB IS KOHTEHTY,
1iOoro BOUTH MPEIMETIB, HOBAYKiB, 3 CKJIaJIHUM, aJie
BEJIMKUI 4acoM CIIpaBEIJIMBUI
KOHTECHT, MOHOTOHHICTB reumInien
1 ITPUMKA MOJIIB
Hades | 3arpeii Tikae | 3aXOIUIIOIOYHIA MOHOTOHHICTB CuibHe
3 miA3eMHOro | Oii, rmnOoKmit PIBHIB, OITOBIJJaHHS,
CBITY, ILIYKa€ | CIOXKET, BUCOKA oOMexeHa aTMocepHUit
Marip peirpadenbHICTb, B3a€EMO/IIA 3 CayHATPEK
CTWIbHA rpadika OTOYEHHSIM
Enter | Gungeoneers | InrencuBHi 60i, Bucoxa KooneparuBHuuii
The IIyKalOTh BEITUKHM BUOIp CKJIAJHICTB, pEXKUM Ha
Gungeon | 30poto, mo | 30poi, TOKAITbHUIMA MOXKe OyTH OJIHOMY €KpaHi
BOMBae KOOTIEpaTUB CKJIQJTHO JIJIst
MHHYJIE HOBAYKIB
Dead IcToTa IBuakuii 1 [ToBTOpEHHA IToennanus
Cells | mamaraetncs TUTAaBHUIA NEepIIUX PiBHIB roguelike Ta
BUOpaTHCh i3 | O0IOBHI TIpoliec, | BUKJIMKAe BToMy. | Metroidvania
B’ SI3HUII npuBadIMBa
rpadika
Rogue | Cnaakoemrri Cucrema [ToBToproBanicth | [lokpamieHns
Legacy | mnpoxoasiTh CITaJIKOBOCTI 3 BOPOTIB, 3aMKY 3a 30JI0TO
3aMOK BUMAJKOBUMU HEPIBHOMIpHUI MIXK
pucamu, ryMop OaslaHC KJIaCiB | MPOXOKCHHIMU
Rogue | IloxpoxoBe IIpouenypHa BiacytHicTb 3aCHOBHUK
TOCTIIKEHHS reHepartis, rpadiku, maibke | xxaHpy roguelike,
nia3eMenb IpoCTOTa HIYOTO HE OCHOBHI
MEXaHiK, MOSICHIOETHCS Y PUHIUIH
OCHOBOIIOJIOKHUK rpi «bepniHchbKUX
KaHPY KpUTEPIiB»
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OCHOBHHMM BHCHOBKOM € Te€, 1[0 MOJIOKEHHS, cPopMyIboBaHi y «bepiiHChKIX
KPUTEPIAX», NIHNCHO € Ba)XJMBUMH AJsi irop »kaHpy roguelike. Ockilbku KOXHE
MPOXOJI>KEHHS TPH MICIISl CMEPTI MOYMHAETHCS 3 CAMOTO MTOYATKY, HEOO0X1/1HA HAsIBHICTD
e(eKTUBHUX MeXaHiK peirpadenpHOCTI. JI0 TakMX MeXaHIK HajeXaTb MpoleaypHa
reHepalis piBHIB, JOCTaTHINA piBEHb CKJIQTHOCTI, 110 KUJA€ BUKIUK I'PABIIIO, a TAKOXK
oOMeKeH1 pecypcH, 30Kpema 370poB’s, Haboi, 1xa Tomjo. Came 11 acleKkTH, pa3oM 3
1HIMMHY, nepenadadyeHUMH «beplliHCbKUMH KpUTEpisIMI», 3a0€3MeuyloTh TpaBIEBl
rIIMOOKUHM, 3aXOTUIMBHI JTIOCBIJ 1 CIIPaBXHE 3aJ0BOJICHHS BiJl TPH.

OCHOBHOI0 % MPOOJIEMOI0 OLTBLIOCTI IFOpP JAHOTO KaHPY € HE3PO3YMUTICTh JJIs
HOBOT'O IpaBL aHPY, a 10 Halripuie HaBiTh HE JJIs TPaBLs KWW BXKE rpaB B IrpU
noaiOoHoro kaHpy. BoHa MposiBISETBCSA SIK B HE3PO3YMUIOCTI 1HTEpdENcy MesaKux
IPEICTaBHUKIB KaHPY, TaK 1 B BIIICYTHOCTI JESIKUX MOSICHEHD y TP1, K TO HAPUKIA]
OTIMC TIPEIMETIB.

BpaxoByroun iHdopmMallilo OTpUMaHy NpH JOCHIHKEHHI OyJIo NPUAHATO
pimeHHsI cTBOpUTH Trpy B kaHpi Roguelike, sxa Oyme maBatum Tpaimro 0CTaHE
PI3BHOMAHITTS Uil peirpadeNbHOCTI, 3 TMPUBAOIUBUM 3PO3YMUIUM KOKHOMY
iHTEepdeiicom, Ta JIOSUIBHY Uil HOBUX rpaliB >xaHpy. [Ipm mpomy maroTh OyTu
JOTPMMaHI OCHOBHI MPUHIUNK XKaHPYy sKi Oynu cdopmoBai y «bepiiHCbKUX
KPUTEPITX».

1.3. O0rpyHTyBaHHS BUOOPY iHCTPYMEHTAJbHUX 3aC00IB Ta BUMOI'H /10
anapaTHoro 3ade3neyeHHs

B sixocTi pymiist 111 po3poOKK POTpaMHOTO MPOIYKTy Oyino oopano Unity 3
MOBOIO nporpamyBaHHs C#. Take pileHHs € IJIKOM 00rpyHTOBaHUM, ajke Unity Ha
ChOTOAHI € OJHUM 13 HAWIMOTYXXHIMKUX Ta HAWMOMYJSPHINIUX IHCTPYMEHTIB IS
cTBOpeHHs Bifeoirop. OcobnuBo Ao0pe BiH MNIAXOAUTH A po3podoku 2D-irop,
3aBJIIKH YOMY 171€aJIbHO BIIMCYETHCS B KOHLIEIII1I0 00PAaHOTO MPOEKTY.

Unity — 1ie momyasspHuid KpoCIu1aThOpMOBHI PYIIIiil It pO3pOOKH Bimeoirop ta

IHTepaKTUBHMX J0JATKiB, cTBOopeHui kommnaniero Unity Technologies. Bin mmpoko
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BUKOPHCTOBYETHCA K B 1HA1-PO3pOOIIL, TaK 1 B KOMEPLIHHUX MPOEKTAX 3aBASKH CBOIN
THYYKOCTI, 3py4HOCTI Ta OTY>KHOMY 1HCTPYMEHTapiIo.

[TnaTdopma npomnoHye po3poOHUKAM MIUPOKUN CHEKTP MOKIMBOCTEH: 3pydHa
pobota 3 aHimall€ro, peanmicTUuHa (i3uka, THy4YKe HaJallITyBaHHS 1HTepdeiicy,
MIATPUMKA Bi3yalbHOTO PelaryBaHHs CIIeH 1 BOYJJOBaH1 IHCTPYMEHTH Jie0ary. 3aBasKu
[OMY TPOIIEC CTBOPEHHS I'PHU CTA€ HE JHIle e(HEKTUBHUM, aje ¥ OLIbII 1HTYITUBHO
3pO3yMLTUM HaBiTh JAJIs1 HEBEJIUKOI KOMaHAM a00 1HIUBIyadbHOTO PO3POOHHUKA.

Best ocHOBHa JOTiKa rpu peani3yeThCsi BPYUHY, L0 JO3BOJIAE€ 3a0€3MEYUTH
MaKCUMaJbHUM KOHTPOJb Haja ITPOBUM IMPOILECOM, aAaNnTyBaTH MOBEHIHKY
NEPCOHAXKIB, OAJlaHC CUCTEMHU Ta 1HIII MEXaHIKU MiJ crneuu@iKy XaHpy pOrallvK.
Takuil miaXiA TapaHTye THYYKICTh y peaiizamii iei, a TakoX J03BOJSE JIETKO
MacmTadyBaTH MPOEKT Y MalOyTHHOMY.

[TImocu Unity BKIIOYAIOTh 3pY4YHHM Ta 3po3yMumnii iHTepdeiic, mpocTory
IHTErpailii MpPOTpaMHOTO KOAY Y BXKE [IIOUMA pyIIid, a TaKoXK MOKIHUBICTb
CTBOPIOBATH ToAaTKu Juisl pizHUX TiaTtdhopm. Unity 103BOJISIE TPAIIOBATU 3 BEIUKOIO
KUIBKICTIO ITPOBHUX (PparMeHTiB, Takux sK eexTu, crhpaiitu, aHiMaiii tomo. Kpim
TOTO, PYWIid Mae MOTYKHY cucTeMy (I3UKH, fKa 3a0e3nedye peandiCTUUHI pyXH |
B3a€MOJIIi 00’€KTiB. BaXIMBOIO TepeBarord € TaKOoX I1HTErpaiis 3 YHUCICHHUMU
010710TeKaMK, 10 PO3IIMPIOE MOXKIMBOCTI PO3pOOKHM B Tpolieci poOOTH Han
MIPOEKTOM.

JInsg TOpiBHHSA PO3MNIIHEMO IHIIWN momymsapauid pymiit - Unreal Engine
BI/I3HAYAETHCS BHUCOKOK TpadivHOI TMOTYXKHICTIO, MIATPUMKOIO CKiIaaHoi 3D-
rpadiky, peamiCTUYHOrO OCBITIEHHS 1 (i3UKU. BiH 4acTo BUKOPUCTOBYETHCS IS
crBopeHHs Benukux AAA-TIpoeKTiB i3 HoKycoM Ha sKicTh Bizyamizarii. Unreal Engine
BUKOpUCTOBYE MOBY C++ Ta mae cuctemy Blueprints ajis Bi3yaJlbHOTO CKPHUIITHHTY,
110 JJa€ MOKJIMBICTh CTBOPIOBATH JIOTIKY 0e3 rimbokoro koxyBanHs. Oanak, ans 2D-
irop Unreal moxe OyT HaIMIpHO CKJTaJJTHUM 1 BAXXKKUM y HAJIAIITYBaHHI.

VY BUCHOBKY MO>KHa CKa3aTH IO JUIsl HAIIOTO MPOEKTY, OopieHToBaHoro Ha 2D-

irpy B skaHpi poramuk, Unity € Ginpm ontumansHuM BuOOopom. HMoro mpoctoTa,
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THYYKICTb, 3py4HICTh po0oTH 3 2D-enementamMu Ta miaTprUMKa KpOCIIaTHOPMEHOCTI
JI03BOJISIIOTH MIBUAKO Ta €PEKTUBHO pealizyBaTu 3aayManuil ¢pyHkiionan. Kpim toro,
BukopuctanHs C# poOUTh po3poOKy OLIBIIT JOCTYIMHOK HAaBITh JUISI HEBEIHKOI
KOMaH 1 a00 1HIUBIAyaIbHOTO po3pooHuKa. Unreal Engine, xou i notyxHimmii y 3D-
rpadiii, y HamoMy BUNaAKy Oyzae 3aliBUM YCKJIaJAHEHHSM, 110 HE JIaCTh CYTTEBHX
nepesar s 2D-nipoexty. Tomy came Unity naiikpaiie BiAIOBia€ HiIAM 1 BUMOI'aM
HAIIO1 I'PH.

BucHoBKH 10 mepuioro posainy.

[IpoBeneHno anamiz mpeaMETHOT 001acTi, y pe3yJbTari AKOro Oyjau BU3HAYEHI
OCHOBHI BUMOTH 10 rpu B xaHpi roguelike, 3okpema: kiaro4oBi irpoBi MEXaHiKH,
OCOOJIMBOCTI TeHeparllii piBHIB, CHUCTEMa PO3BUTKY IIEPCOHaXKa Ta B3aEMOIIS 3
HABKOJIMIITHIM CBITOM.

B mpoueci pocnimxeHHss Oy MpoaHai3oBaHI Ta MOPIBHSHI aHAJIOTIYHI Ta
KOHIIETITYaJIbHO CXO05K1 TPOJIYKTH B I[OMY >KaHp1, 1110 JJO3BOJIHMIIO BUJILTUTH iXH1 CHIIbHI
CTOPOHHM Ta HEJIOJIKH, a TAKOK BPAXyBATH 111 ACTIIEKTH IPHU po3poOIIl BIACHOT IPH.

Ha ocHoBi oTpuMaHux BUMOT 1 KpUTEpiiB Oysi0 chOopMOBAHO HAOIP OCHOBHUX
TEXHOJIOT1H 13ac001B peaizailii, ki OyayTh BUKOPUCTAHI 111 CTBOPEHHS MPOEKTY. Lle
3a0€3IeYnTh BIAMOBIAHICTh I'PH ITOCTABJICHUM IIiJIIM Ta BUMOT'aM, a TaKOX IT1IBUIITUTH

e(hEeKTUBHICTH IIPOIIECY PO3POOKH.
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PO3/I1JI 2. MPOEKTYBAHHSA I'PH "ITEKEJBHUM KAJIIBP" Y ’KAHPI
ROGUELIKE
2.1. BuzHayeHHs1 BAPIaHTIiB BUKOPUCTAHHS Ta 00’ €KTHO-OPi€HTOBAHOI
CTPYKTYPH CHCTEMH
OcCKUIbKY TpOTpaMHUM MPOIYKT HAJEKUTh O KaTeropii irop, roJOBHUM Ta

€IMHUM aKTOPOM Y TPOEKTI BUCTYyIae TrpaBelb. Came BiH € HEHTPaAIbHOIO (BIryporo,
o 0e3mocepeIHhO B3aEMOJIIE 3 ITPOBOI0 CHCTEMOIO, IHIIIIOE KIIFOYOBI Jii B MeXax
reiMIniero Ta popMmye Xija MOJiA 3aBASIKH CBOIM PIIIEHHSM 1 JisIM. Moro akTUBHICTE
OXOILTIOE BC1 OCHOBHI aCIEKTH T'PU — BiJl KEPYyBaHHS MEPCOHAXKEM JI0 B3a€MOJII 3
00’€KTaMH HaBKOJIMIIHBOI'O CEPETOBUILA.

3 METOI0 MOKpALICHHSI PO3yMIHHS CTPYKTYPH MPOEKTY, Ta JJis OUIBLI 4ITKOTO
PO3yMiHHS (DYHKI[IOHATEHUX MOXJIUBOCTEU CUCTEMHU, ii JIOTIKM Ta B3a€MOJI1 IPpaBLs 3
IrpOBMMH MEXaHiKaMHu, OYyJI0 CTBOPEHO Jiarpamy BapiaHTiB Bukopuctanus (Use Case
Diagram) (puc. 2.1). L{s niarpama Ha0YHO JEMOHCTPYE KIIFOUOBI CIICHAPIi, B IKHX Oepe
y4acTh TpaBellb, 1 JI03BOJISIE BI3yali3yBaTH CTPYKTYpY MOXIIMBHUX I y Mexax
nporpaMHOro mnpoAaykTy. KokeH BapiaHT BHUKOPHUCTAHHS MPEJCTaBIslE OKpEMY
(GyHKLI0HAIBHICTb TPH, IKa MOKe OYyTH 1HII[Il0OBaHA KopucTyBaueM. BoHa BijoOpaxkae
3B’SI3KM MK aKTOPOM Ta OCHOBHUMHU (DYHKIIISIMU JOJIATKY.

OCHOBHI BapiaHTH BHUKOPHCTAHHS 1I€: KEpyBaHHS MEPCOHAXKEM, CTpUIbOa,

BIJIKDUTTS CKPUHb, IJOUPAHHS peyeH 1 T.J.

Aftack enemies
Move Character
Reload

Interact with objects

Pickup items

X

[paeels

Start game Upgrade Character

Puc. 2.1. Jliarpama BapiaHTiB BUKOPHUCTAHHS
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Omnuc giarpaMu BapiaHTiB BUKOPUCTaHHS HaBeJeHO B Ta0muIpix 2.1 — 2.9

Tabmurs 2.1
Onuc npenenenry «llouatok rpm»
Ha3Ba BapiaHTy BUKOPUCTaHHS IlogyaTox rpu
OCHOBHI aKTOpH I'paBenb
Kopotkuii onuc CnaBH rpaBlis Ha JIOKaLlli.
Tadomurs 2.2
Onnc npeuenenty «IIpokadka nepcoHaxy»
Haz3Ba BapiaHTy BUKOPUCTaHHSI IIpokayka IepCOHAKY
OCHOBHI aKTOpHU I'paBenb
Kopotkuii onmc [Ipokauka MeBHUX CTaTIB rpaBLs, TAKUX

AK IIBUAKICTh NEpe3apsaKd, KUIbKICTh
Ha0oiB, KIJIBKICTh IOIHTIB 3JI0POB'S Ta
THIIII.

Tabnungs 2.3
Onuc npeueneHty «CMepTh MEPCOHAKYH
Ha3Ba BapiaHTy BUKOPUCTaHHS CMepTh NEPCOHAKY
OCHOBHI aKTOpH I'paBerp
KopoTtkuii onuc 3aKiHUeHHsS TOTOYHOro 3abiry 1o
Jokartii(cecii IpH), CIIPUYMHEHE
CMEPTIO MEPCOHAKA.
Ta6mus 2.4
Omnuc npeueneHty «B3aemoist 3 06ekTaMm»
Hasga BapianTy BUKOpUCTaHHS B3aemois 3 o6ekTamu
OCHOBHI aKTOpHU I'paBenb
Kopotkwuii onuc B3aemonis rpaBus 3 oOekTamu,
HaIPUKJIA] BIAKPUTTS CKPUHB, OOYOK 1
1oJ110HOTO.
Taomurg 2.5
Onuc npeueneHty «Pyx nepcoHaxy»
Ha3Ba BapiaHTy BUKOPUCTAHHSI Pyx nepconaxy
OCHOBHI aKTOpHU I'paBenb
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[TpomoBxenHus Tadbmmii 2.5

‘ Kopotkuit onuc

| TlepecyBaHHs MEPCOHAXY MO MTIi.

Tabmuis 2.6
Onuc npenenenty «CtpinbOa»
Ha3Ba BapiaHTy BUKOPUCTAHHSI Crpinb0a
OCHOBHI aKTOpHU I'pasenb

Kopotkuii onuc

[lepconaxk BUMycKae KyJi 3 MOTOYHOI
30poi.

Tabaunsa 2.7

Onnc npenenenty «HaHneceHHs IIKOINA MPOTUBHUKAM)

Ha3Ba BapiaHTy BUKOPUCTaHHS

Hanecenns IKOIU ITPOTHBHUKAM

OCHOBHI aKTOpHU

I'paBenp

Kopotkuii onmc

Kynl BumymeHi mnepcoHakem, IO
BIIy4alOTh B MPOTUBHUKIB, HAHOCSTH iM
HIKOZY.

Tabnuug 2.8
Onwuc npeuenenry «llepesapsiakar
Ha3Ba BapiaHTy BUKOPUCTaHHS Ilepesapsiaka
OCHOBHI aKTOpH I'paBerp

Koporkwnii onuc

[Ipu 3akiHUYeHHI KyJdb B TpaBld
aKTUBYETHCA TIepe3apsaka. Ao K KOIH
rpaBeib PO3yMIIOYU IO HA HACTYIHY
CYTUYKY KyJIb HE BUCTAYUTh, CAM MOXKE
HIIIFOBATH TIEPE3apsAKY.

Tadomurs 2.9

Onuc npenenenty «I[IAHATTS npeaMeTiB»

Ha3Ba BapiaHTy BUKOPUCTaHHS

ITigHATTS IpeAMETIB

OCHOBHI aKTOpHU

I'paBenp

KopoTtknii onmc

[Ipn 3akiHYE€HHI KyJdb B TpaBld
aKTUBYETbCA nepe3apska. AOO X KOIu
rpaBellb PO3yMIIOYM M0 HA HACTYIHY
CYTHYKY KyJIb HE BUCTAYUTh, CAM MOXE
HIIIFOBATH TIEPE3aAPSAKY.
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OcHoBHa 1k po3poOku rpu «llekenpHuit kamiOp» B kapHi roguelike e
CTBOPEHHSI TEUMILICHHO 3aXOIUIMBOI Ta Bi3yaJIbHO IPUBAOJIMBOI TPH, OPIEHTOBAHOI Ha
IpaBIliB 3 OyIb-IKMM pIBHEM JOCBIAy Ta HaBUYOK. IIpoekT mae OyTH JOCTaTHBO
JOAJBHUM Y TUTaHI CKJIQIHOCTI Ta 3pO3YMUTHM ISl KOPUCTYBaya, HE3aJIekKHO BiJ HOTO
JOCBIY B irpax 3arajnom. Okpim 3a0e3nedyeHHs sIKICHOTO KOPUCTYBAlIbKOTO JI0CBIY,
BXKJIMBOIO METOIO € CTBOPEHHSI TEXHIYHO THYYKOT'0 Ta MacIITabOBaHOTO IPOrPAMHOTO
OPOAYKTY, SIKHM JIETKO aJanTyeThCs M0 TMOJAJbIINX OHOBJICHb, JOMOBHEHb 1
BJIOCKOHAJICHb.

Omxe — Meror po3podOku rpu «llekempHUiA KamiOp» y skaHpi roguelike e
CTBOPEHHS 3aXOIUTUBO1, TEXHOJIOT1YHO SIKICHOI Ta JOCTYIHOI TpH, y SCi-fi cetunry, sika
MOEJTHY€ €JIEMEHTH BUIAJAKOBOCTI, TUHAMIYHOTO OO0 Ta CTPATErIYHOIO MJIaHYBAHHS.
[IpoekT cipssMoBaHMii Ha (POPMYBaHHS YHIKAJIBHOTO IFPOBOT0O JOCBIAY JJIS LIUPOKOTO
KOJla KOPHUCTYBayiB — SIK HOBAyKiB, TaK 1 JOCBiIUeHUX rpasiliB. OcoONMBy yBary
IPUALICHO 3a0€3MeUeHHI0 OalaHCy MIDXK CKIAIHICTIO Ta 3PO3YMUIICTIO, a TaKOX
oOy/I0B1 apXITEKTYpPH TPH, SIKa JI03BOJIUTH €()eKTUBHO PO3IIUPIOBATUA M OHOBJIIOBATH
dbyHKIIOHAT Yy MaWOyTHbOMY. Y TMIiJICYMKY, METa IOJSTrae HE JIMIIE y CTBOPEHHI
PO3BAXAIBHOTO MPOAYKTY, ajie ¥l y po3poOli TEXHIYHO JAOCKOHATIOi OCHOBHU ISt
NOJIaJIbIIOTO PO3BUTKY IFPOBOTO MPOEKTY.

Bumoru xopuctyBaya 10 rpy BKJIIOYAIOTh 3pYYHUN Ta IHTYITUBHO 3p0O3yMIIUI
1HTEepdeiic, KUl 103BOJISE JIETKO OPIEHTYBATUCA B MEHIO, KEPYBaHHI MIEPCOHAKEM Ta
BUOODI omiiid. ['pa moBUHHA MaTH cuCcTeMy TPOLIEYPHOI TeHepallii, o 3ade3neuye
peirpadenbHICTh 3aBASKA BUMAAKOBIM TeHepallii KapTH JJIsl KOXKHOTO MPOXOKEHHS.
BaxuuBo, 1mo0 irpoBuit mpoiiec OyB JUHAMIYHUM Ta 3aXOILIIOIOUUM, 3 €JIEMEHTaMU
BUITAJIKOBOCTI Ta CTPATETii, [0 pOOUTH KOKEH PiBeHb YHiIKaTbHUM. CrucTeMa OajaHCcy
CKJIAJHOCTI Mae 3abe3reuyBaTd KOMGOpPTHY Ipy SK JJisi HOBAayKiB, TakK 1 s
JIOCBITYCHUX TpaBIliB. BidyanbHa cKi1ajoBa MOBUHHA BiINOBIAaTH CTHIIIO SCI-fi Ta OyTH
AKICHOIO, 3 TPUEMHOIO Tpadikorw Ta aHiMamisMu. [paBenp Mae OTpUMYBATH
MO>KJIMBICTh TIPOrPECY, IO CTUMYJIIOE MOJANbIIE MPOXOHKEHHS. TakoxX BaXKJIUBO,

00 MPOEKT MIATPUMYBAB MACIITA0OBAHICTh 1 MIT OTPUMYBATH OHOBJICHHS 3 HOBUMH
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GyHKIISIMU, PIBHSAMH, NEpCOHaXXaMu Ta mpeameTamu. KepyBaHHs B Ipl Mae OyTu
3pyanuM. [Ipu oMy mae OyTu 3abe3redeHa B3aeMOIisl 3 HABKOJIHUIIHIM CBITOM Ta
THITMUMHU TPABIISIMU, SKIIO TaKl PSKUMHU OyyTh Mepe10ayeHi.

OyHKIIOHATBHI BUMOTH JI0 TpH IepeadavyaroTh peami3aliio JAeKiIbKOX
KJIFOYOBHUX €JIEMEHTIB. I'pa MOBMHHA aBTOMAaTUYHO T'€HEPYBATH HOBI PiBHI (KapTH) 3
BUIAJIKOBUMH €JI€MEHTaMU ISl KOKHOTO MPOXOJKEHHS, 1110 3a0e3neuye yHIKaTIbHUN
JIOCB1Z y KOXHIM Tpi. ['paBerp Mae MOKJIMBICTh KEPYBATU MEPCOHAXKEM — pyXaTHUCH,
aTaKkyBaTH Ta B3a€EMOJISITH 3 O0’€KTaMU — 3a JOTMOMOIOI0 CTaHJAPTHUX 3aco0iB
YIPABIIHHS, TAKUX SIK KJIaBlaTypa, MUILKa a00 KOHTPOJIED.

Cucrema 0010 NMOBMHHA BKJIIOYATH PI3HOMAHITHI MEXaHIKH, 30KpEMa aTakw,
BUKOPUCTAaHHS TPEIMETIB 1 CTpaTeriyHe IUTaHyBaHHS IiJl yac OOiB 3 BOpPOTaMH.
[Iporpec mepcoHaka mnependayae MOMJIUBICTh IMIJABUIIEHHS PIBHS Ta OTPUMAaHHS
HOBUX IOKpalleHb. ['paBellb TakoX MOXKe 30upaTH MpeaMeTH, Takl SK 30pos uu
MEJMKAMEHTH, SIKI BIUIMBAIOTh HAa XapaKTEPUCTUKU MEepCcoHaka abo 0MoMararmTh y
MPOXOJIPKEHHI IPH.

Y rpi maroTh OyTu peanizoBaHl Bi3yanbHI €(EKTH IS arak, 3A10HOCTEH,
aHiMallid BOPOTiB Ta IHIIMX BaXJIMBUX NOJIM, IO CTBOPIOBATUME BpPAKEHHS
nuHamivyHOCTI. KoskeH piBeHb a00 4YacTWHA TpYW MOBMHHA MATH PI3HI NUISIXU JJIS
MIPOXOJKEHHS, HAJAr04YM TPaBIf0 BUOIp Ta MIABUIYIOYH peirpadenbHicTh. Takox
nepeadaueHo MOXKIIUBICTh 30€pEKEHHS ITPOTPeCy, IO 103BOJISE TPABIIO TOBEPHYTHUCS
710 TpH B Oyb-SIKUI MOMEHT, 30€pirarouu BCl JOCATHEHHS Ta 3MiHH.

He ¢yHkiioHanbH1 BUMOTH BKJIIOYAKOTh Taki acnekTu. [lo cnpuiiHATTIO: yac,
HEOOX1THUM JI1 OCBOEHHS OCHOBHMX MOMEHTIB I'pH, Ma€ CTaHOBUTHU Bia 15 mo 45
XBUJIWH, a 7151 IOCBITYEHUX KOPUCTYBaviB — MeHIne 15 xBuinuH. Biamosins rpu Ha Ail
KOpHCTyBa4a TIOBMHHAa OyTH MHTTEBOIO, a 4Yac 3aBaHTAXCHHSA 3alleKaTH BiJ
MOTYXKHOCT1 KoMt toTepa. [arepdeiic Mmae OyTH IHTYITUBHO 3pO3yMUINM 1 3pyYHUM, HE
BUMAraruu J0JaTKOBOI MATOTOBKU KopucTyBada. [l{ogo HamiitHOCTI, Tpa MOBUHHA
npaioBatu 0e3 300iB MPOTATOM TPUBAIOrO 4Yacy 3 MIHIMAJIbHUM PU3UKOM BTpPATU

mporpecy 4u AaHuX. Y pasi aBapiiiHOro 3aBEpIICHHS TepeadadeHO BiTHOBJICHHS
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OCTaHHBOTO 30€pEKEHOTr0 Mporpecy abo Horo aBTOMaTu4YHE 30€peKEHHS B PEATbHOMY
yaci. ['pa TakoX Mae HaJaBaTH YiTKi MOBIJOMJICHHS MPO MOMMIKH KOPHUCTYBaydeBi,
KOJM IIe¢ HeoOXiaHOo. B dacTMHI TPOJYKTHBHOCTI, Tpa TOBHHHA e€(PEKTUBHO
BUKOPHCTOBYBATH PECYPCH KOMIT IOTEPA, HE TMIEPEBAHTAXYIOYH MPOIECOP UM 1TaM’STh,
3a0e3Mneuyoun IUIaBHUHM IrpOBUI IIPOLIEC Ha PI3HUX TUIIAX arapaTHOro 3a0e3neyYeHHs .
[Ipu npouenypHiii reHeparlii piBHIB Ta 00p0OITl BETUKOI KUTBKOCTI JaHUX CUCTEMa Ma€
HiATPUMYBATH BUCOKY MPOAYKTUBHICTD, HE YIOBUIHHIOIOUH TPY.

CuctemMHi BUMOTH [0 Tpu TependayaroTh IMEBHI MapaMmeTpu CepeoBHUIIa
BUKOHaHHS. [lmaTtdopma rpu NOBMHHA BIANOBIAATH MIHIMAJIBHUM TEXHIYHUM
XapaKTEPUCTHKAM TMPHUCTPOiB. ['pa MATPUMYEThCS HA OMEpaIliiHUX CHUCTEMax
Windows 7 (64-bit) abo noBimux Bepcisx, macOS 10.12 Sierra abo HOBILIKX, @ TAKOXK
Ha LinuX i3 migrpumkoro OpenGL.

[I{oxo mpouecopa, MiniMaasHO0 BuMoroio € Intel Core i3 abo AMD Ryzen 3,
IpOoTe IS KpaIol MpoayKTUBHOCTI pekoMmenyethes Intel Core i5 abo AMD Ryzen 5.
OmnepaTuBHA 1TaM’Th IOBUHHA CTAaHOBUTH IoHaliMeHie 4 GB, a pekomennoBaHo —
8 GB. Bigeokapra noBunna 6ytu He Hrkue piBHst NVIDIA GeForce GT 630 abo AMD
Radeon HD 6570, a ansa Ginbin komdopTtHOro reiimmuieto Oaxano matu NVIDIA
GeForce GTX 750 abo AMD Radeon RX 460 uu exBiBaJeHT.

J1y1st BcTaHOBIIEHHS TPy MOTP1OHO MiHIMYM 5 GB BiJIbHOTO MiCII Ha )KOPCTKOMY
TUCKY, a pekomenoBano MaTtu 10 GB. Takoxx rpa moBuHHa MpairoBaTH B TpadigHOMY
cepenoBui 3 marpuMkoro OpenGL mist BCiX TphOX OCHOBHHUX OIEPAIITHUX CHCTEM:
Windows, macOS Ta Linux.

AHai3 (QyHKIIOHATBHUX BUMOT JO3BOJIUB BUIIIUTH HACTYIHI CYTHOCTI, IIIO
3a0e3neyaTh MPOTpPaMHy peatizamiio AoJaTKy. B momampmiomy Oyae moka3aHO

JeK1IbKa JllarpaM KjaciB J0AaTKy, skl Oy1yTh Bi1oOpakaTu OCHOBHI €JIEMEHTH TPHU.
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A

A

ltemSO A
Class
+ ScriptableObject

Graph A
Class

RoomVisual A
Class

TilemapVisualizer #
Class

ProceduralGene... A
Static Class

WallGenerator
Static Class

AbstractDungeon...
Abstract Class
-+ MonoBehaviour

=+ MonoBehaviour = MonoBehaviour

4 Methods 4 Methods 4 Fields

4 Fields 4 Fields 4 Fields 4 Fields

@5 CreateBasicWall T BinarySpacePar... &4 graph
B ¥op: @ grap!
; o -
® CreateCorneri... @ r’oum\ﬂs.u.al & RandomWalkC... z |t.em pr—— 0.,5 _objects @ ﬂDOI’T!\E
@ Creatawalls % startPosition @ simplerandom... size - o % enemyRooms © floorTilemap
€% tilemapVisualizer Q) EIIIIATE €3 exitRoom € wallgottom

@5 FindWallsinDire...

@y SplitHorizontally

=
4 Methods @ splitvertically R €4 exitRoomid 4 wallbiagonalCo..

& GetNeighbours... Y y
) GenerateDung... ItemPlaceHelper A ® Getheighbours... Oﬂ spawnRoom (73 waI\D!agonaICo‘..
Ty RunProceduralGe... Class - 4 spawnRoomid © wallDiagonalCo...

Graph €4 wallDiagenalCo...

€4 wallFull
€4 walllnnerCorne...

4 Methods
@ Clear
® GetRoomWOC...

@ Placeltems

CorridorFirstDu... #
Class

- SimpleRandomWalkD...

RoomFirstDung... #
Class
=+ SimpleRandomWalkD...

4 Fields

A A

WallTypesHelper
Static Class

SimpleRandom...
Class
=+ AbstractDungeonGen...

€ occupiedTileCo...
© roomFloorNoC...

€4 walllnnerCorne...
€4 wallSideRight

+ Fields € showOccupied... - @y PlaceltemsToRo.... e ———
€4 corridorCount 4 Fields €& dungeonHeight @ tilegyType “ fields zﬁ SetRooms %3 wallTilemap
€4 corridorLength € randomwalkes... | €4 dungeonWidth 4 Methods 2 WEIII‘BDttm , ;ﬁ Spa\AlmEnem\es §>: wallTop
&4 corridorPositions 4 Methods ©A minRoomHeight T GetltemPlacem... O waHB.ottmE\gI e ;ﬁ e i Methods
@ floorpositions — €4 minRoomwidth @ IitemPlaceHelper O wa D!GQOHH Can ;5 SpawnExitRoom
4 navigationSurfa... ‘;3 Rurprocedivaly €4 offset @ PlaceBigitem p waHD!agonaICo‘.‘ ;5 SpaunObject Py Clear
4 roombictionary SeRUnRAndomvéalk © randomwalkRo... © wallDiagonalCo... Ta SpawnPlayer S PaintFloorTiles
06 roomPercent 4 Methods @ wallDiagonalCo ... °a SpawnPlayerRo... ‘?O PaintSingleBasi...
+ ethods o 0 @ wallrull @ PaintsingleCor ...
a ConnectRooms @ wallFullEightDir ... ‘?ﬂ PaintsingleTile
@ Awake PlacementType ¥ )y CreateCorridor € wallinnerCorne... SimpleRandom... # @y PaintTiles
@y CorridorFirsiGe... R ©p CreateRooms € wallinnerCorne... m“. A
@ CreateCorridors ®p CreateRoomsR... & wallsideLeft R bI=Ohiect
:ﬁ CreateRooms Zﬂ CreateSimpleR... @ wallsideRight 4 Fields
% CreateROOMSAL... s FindClosestPoi... @ wallTop © iterations

@y FindAllDeadEnds
@ GenerateDung...
T RunProcedural...
®g SaveRoomData

e,
% RunProcedural...
€ startRandomlyE...

© walklength

Puc. 2.2. Jliarpama knaciB [IponieaypHoi renepariii

['enepariisa CTpyKTypH MiA3€MEIIsi OpraHi30BaHa 3a JOMOMOTOI0 a0CTPaKTHOTO
kiaacy AbstractDungeonGenerator, skuii BH3HA4Ya€ 3arajdbHUN 1HTEpEHC I
CTBOPEHHSI Mi13eMerb. Pi3HI anropuTMu reHepaitii peaiizoBaHi y KOHKPETHHUX Kilacax,
takux sk SimpleRandomDungeonGenerator, RoomFirstDungeonGenerator Ta
CorridorFirstDungeonGenerator. [Ins momnyky CyCiaHIX KIITHHOK Ha  Marli
BUKOPHCTOBYEThCS JomoMibkHMI kiac Graph, mo gomomarae y mnojajibiiomy
npoMaiboByBaHHI mig3emernis. Crarmunmii kimac ProceduralGenerationAlgorithms
MICTUTh HaOip 0a30BUX AJITOPUTMIB, SIKI 3aCTOCOBYIOTHCSI PI3SHUMU TUIIAMH TeHeparlii
JJ1s1 TOOYT0BU KapTH.

Biszyaumizartist manu 3aiiicHioeThest kimacom TilemapVisualizer, skuii Biamosimzae
3a B1I0Opa)KEHHS 3T€HEPOBAHOTO IJIaHY Ha IrPOBii Marli 3a JOMOMOTO0 TaiiiB. Bin
30epirae iHGOpMaIlil0 PO TUIH TUIMTOK, TaKi K MIJJIOTa 1 CTIHYU, Ta Ma€ METOAU JJIs
ixaporo wmamoBanas. Cratuuni  kimacu  WallGenerator 1 WallTypesHelper
JOTIOMAararoTh BH3HAYAaTH Ta CTBOPIOBATH CTIHM Ha OCHOBI 3T€HEPOBAHOTO IUIAHY,
BPaxOBYIOUH Pi3HI TUIH 3’€IHAHb MK IJIUTKAMH.

Po3mimenHss irpoBux 00 €KTiB  BIAOYBa€TbCcsl 3a JIOMOMOIOI0  KJacy

ItemPlaceHelper, sikuii BpaxoBye 3aiHATI MICIISA Ta THUIIH TOBEPXOHb JIJIs1 KOPEKTHOTO
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po3mimenns npeameriB. Kmac RoomVisual Bignosimae 3a po3wimieHHsS 00’ €KTiB
yCcepeanHl OKpeMuX KIMHAT, a TaKOX 3a IOSBY BOPOTIB 1 TPaBIsl B IMiJI3€MEILI.
[TepepaxyBanus PlacementType Bu3Hauae pi3HI THIHM PO3MIIICHHS, HANPUKIAL, Y
BUIBHOMY MPOCTOP1 a00 O171s CTiH.

JIns kepyBaHHS JTaHUMU IIPO ITPOBI 00’ €KTH BUKOPHUCTOBYEThCS Kitac 1temSO,
skuii € ScriptableObject 1 30epirae indopmaliro po NpeaAMETH, TaKi K Ha3Ba i pO3MIp.
Takox € xmac SimpleRandomWalkSO, skuit 30epirae mapameTpu IUisi alTOPUTMY
MPOLIeTyPHOI TeHepallii.

EnemyData

Class
Room

Class
= ScriptableObject 4 Fields
Q Enemy
4 Fields € MaxQuantity
@ itemData 2] MinQuantity

ExitRoom EnemyRoom ItemData
Class Class Class
+ Room + Room

4 Fields

SpawnRoom 4 Fields & ltem

Class @ enemyData € MaxQuantity
-+
Room & MinQuantity

Puc. 2.3. Jliarpama kiaciB JiJisl TUIIB KIMHAT

Room — batekiBcbkuii kinac 30epirae B coO1 iH(opMaIlio Ipo 0OEKTH K1 MAIOTh
OyTH pO3MIIIICHH] B KIMHATI.

EnemyRoom, ExitRoom Tta SpawnRoom BiAmoBifalOTh 3a THUIW KiMHAT 3
BIJIMOBITHAM HAITOBHEHHSIM, KIMHATA 3 BOPOTaMHU I1€ 3BUYAHUIN TUIT KIMHATH B IKOMY
IPOXOJUTH O1NIbIIIE YaCTHHA FEeMMILICI0, KIMHATA CIIaBHY 1€ KIMHATA B SIK1N 35BIISETHCS
rpaBellb, Ta 3 SIKOT MOYMHAETHCS MOTO MIISAX, KIMHATA BUXOAY IMO3HA4Ya€ BUXIA 3
MOTOYHOT'O MiA3EMEIIS.

ItemData tTa EnemyData B cBoto uepry BiANOBI1AatOTh 3a 30epiranHs iHdopmariii
PO T€ KU MPOTUBHUK a00 00€KT OyJie PO3MILIEHO Ta AKIH KUIBKOCTI.

Jlam po3risiHeMo Kjac 0 BiJIOBIZAE 3a BOpora, Ta 30epirae Moro moToyHe
3JI0pPOB’sl, MAKCUMaJIbHE 37I0POBS, KOy, Ta ACKIJIbKA JTOTMOMIXKHUX €JIEMEHTIB — 1€

3MiHHI K1 BIAMOBIJAIOTH 32 OTPUMAHHS IIKOJU MPOTUBHUKOM.
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Enemy
Class
< MonoBehaviour

4 Fields

4 attackRate

% currentHP

3 damageToPlayer

¢4 detectionRadius
maxHP
navMeshAgent
nextAttackTime
originalColor
playerObject
showTakeDmgT...

spriteRenderer
Methods

Die

FlashRed

OnDrawGizmos...
OnTriggerStay2D
Start
TakeDamage
Update

Puc. 2.4. Knac npoTuBHHKa

Takok KJ1ac MICTUTh MCTOIM OTpHUMAaHHA IIOKOAM Ta CMepTi, Ta MCTOJ

Bi3yastizailii KO HAaHECEHOI MPOTUBHUKY.

VY mporieci po3poOku rpu OyIJI0 CTBOPEHO MOYATKOBI BEpCii OCHOBHHX KJIACiB, K1

BIJINOBIJIAIOTH 3a TOBEIIHKY TpaBlisd, 30poi Ta GoemnpumnaciB (pucyHok 2.5.). Huxkue

MOJaHO OMHUC IXHBOI CTPYKTYpH, MPOTE CJIiJI 3ayBAKUTH, 110 1€ HE (piHAJIBHI Bepcii

KJIAC1B — BOHU MOXYTh OyTH pO3IIHMpeHi 400 3MiHEH] BIIMOBITHO JI0 TOTPEO MPOEKTY.

Knac Player mictuth 10JsI, [0 BiAIIOBIZAIOTH 3a HAWMOMMKYMIL 00 €KT IuId
9

B3a€MO/IIi, TOTOYHY 30pO0 TPABIIs, PalyC B3aEMO/IIT, MBUIKICTh PYXy, KOMIIOHEHT

Rigidbody, 06’ekt 36poi Ha CIieHi, TO3MIIII0 MHUIII Ta Ha3BYy Iiapy B3aemomii. Cepen

OCHOBHMX METOJIB — MOIIYK 00’€KTa ISl B3aEMO/IIi, BUBHAYEHHS HAMNPIMKY PYXY,

B3a€MO/Is 3 00’ €KTaMH Ta peajizallis CaMoro pyxy.
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>

Player
Class
+ MonoBehaviour

Bullet
Class
+ MonoBehaviour

Gun
Class
+ MonoBehaviour

GunsSO
Class
+ ScriptableObject

« Fields « Fields « Fields « Fields
¥4 _closestinteract... 3 bulletDmg calculatedBullet... BulletLifeTime
€3 _gun 3 lifeTime calculatedBullet.. BulletPrefab
Qﬂ _interactionRad... ?ﬂ rb calculatedBullet... BulletSpeed
3 _moveSpeed ¥4 speed clipSize clipSize
€3 _rigidBody 4 Methods currentAmmo Dmg
4 coins FixedUpdate firePoint FireRate
¥4 currentHp OnCollisionEnt... fireTimer Name
€4 gunGO ® SetBulletdmg gunSO reloadTime
¥4 HPBar S SetBulletLifeTime isReloading Sprite

¥4 mousePos

¥4 playerStats
3 targetlayerName

4 Methods 2 spriteRenderer
 AddCoins Methods
@y Die @ CalculateBullet...
@5 FindClosestObj... T GetGunSO
7 Initialize

GetDirection
@ Heal

@5 InteractWithClo...

@ LoadData I

% Move 7 Shoot

) SaveData Start

@5 SetHPBarSetting StartReloadSlider
@ Start Update

© TakeDmg

@5 Update

@5 UpdateCoins
%5 UpdateHpBar

1! SetBulletSpeed
Start

playerStats
reloadShider
reloadTime

Reload
T SetGun
7 SetGunSettings

Puc. 2.5. Knac rpaBus ta iioro 30poi

Gun Biamosizmae 3a GyHKIIOHANBHICTL 30poi. J[o #ioro mosiB HajmexaTh TOYKA
BUJILOTY KyJii, TaliMep MOCTpiiiB, 00’€kT HamamTyBaHb 30poi tumy GunSO Ta
xommoHeHT SpriteRenderer. MeTtogamMu Kjacy € OTpUMaHHsS HalamTyBaHb 30poi,
BCTAHOBJICHHS MTapaMETPIB KyJIl, HAJAIITYBaHHs 30poi Ta peasizallisi OCTPLTy.

Knac Bullet mictuts mapamerpu )HUTTS Kyii, 11 mBuakicte ta Rigidbody2D
KOMIOHEHT Jis1 (Di3UYHOTO KOHTpOJHO. BiH Mae MeTonu JUisi BCTAHOBJICHHS 4acy
YKUTTS Ta MIBUAKOCTI KYJIi.

Knac GunSO e ScriptableObject i ciayxuth 115t 30epiranHs HaaamTyBaHb 30poi,
TaKuX SIK TPUBAIICTh JKUTTS KyJi, MBUAKICTH, IIKO/A, IBUAKOCTPUIHHICTh, Ha3Ba Ta
CIIpaiT 30poi.

[li xmacu 3akiafaroTh (PYHIAMEHT JIOTIKA CTPUTBOM Ta B3a€EMOJIli, MPOTE iX
peanizaiiisg Oy/ne BIOCKOHATIOBATUCS MPOTITOM PO3pPOOKH 3 ypaxyBaHHSIM OasiaHCy,

HOBHUX MEXaAHIK Ta OITUMI3aIlii.
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Utils CameraFollow
Static Class Class
= MonoBehaviour

4 Methods
4 Fields

€3 offset
Of_a, playerLayer

) GenerateRando...

€34 smoothSpeed

-OE. target
4 Methods
¥s LateUpdate

Puc. 2.6. Knacu YTumit ta CiiIKyBaHHS KaMepu

Utils — mae mictutu MeToau siki OyayTh BHKOPHUCTOBYBATHCH TJI00QIBHO B
PI3HHX CErMEHTaX MPOTrpaMHOTO KO/a, IO THITY TeHEepaIlii BUTIaJKOBOTO YUCIIA.

CameraFollow — kiac sikuii 3MyIye kamepy CiIilyBaTh 3a IpaBIEM.

Takox B mporpaMHOMY MPOAYKTI MICTSITHCS KJIACH SIK1 BIATIOBIIAIOTH 3a peyi sKi
JIexaTh Ha MIJI031, 1 3 IKUMHU MOXE B3a€EMOJIIATH TpaBellb. BOHM € Halllagkamu Kiacy
Interactable, sikuit MiCTUTh OTMHOIMEHHUM METO/T IKU BOHU ITEPEBU3HAYAIOTb.

[epeiimemo 1o npuKIIaay MbOro kiacy a came — Kirac DroppedGun Biamosinae
3a ITOBEIIHKY 30poi, sika OyJla CKWHYTa Ha 3€MJIIO 1 3 IKOFO MOKE B3aEMOIISITH TPaBeIlb.
VY ioro crpyktypi nependadeHo KiJibka OCHOBHHMX ToiB: QUNSO — mocuiiaHHS Ha
o0'ext Turmy GuNSO, 110 MICTHTH JaHi MPO KOHKPETHY 30poro; rotationSpeed —
MIBUAKICTH OOepTaHHS 00'ekTa Ha MmAJN031 7S HaJaHHA WOMYy Bi3yaJIbHOI
npuBabauBoCTi; SpriteRenderer — KOMIIOHEHT ISl BiAOOpa)KEHHS 30BHIIIHHOTO
BUTJISITY 30pOi Ha CIIeHI.

Cepen ocHOBHUX MeTOIiB Kiacy Bapto Buainutu FindPlayerGunLayerObject(),
KU 1Iykae 30poro rpaBug Ha creni; Interact(Transform interactorTransform) —
MEePEBU3HAUYCHUN METOJ] B3a€EMOJIii, 10 AKTUBYEThCA TPU B3aEMOIl TPaBIS 3
npeamerom; SetGunSO(GunSO gunData) — mertoa I BCTAaHOBJICHHS HAJIAITYBaHb
360poi; ta SetPlayerGun(GameObject player) — meton, sikuii BiamoBigae 3a nepeaayy

30poi rpaBIfto MmicIs miadopy.
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Ile#i xkiac mo3BOJIsIE peali3yBaTH MEXaHIKy MigOopy 30poi, 10 € BaXKITHBOIO

CKJIaJIOBOIO TeiMILIEIO B Tpi skaHpy roguelike.

Taxosx 10 HamaaKiB Kiaacy Interactable Hamexats kinacu Chest skuit Binmosigae

3a CKPHHIO 3 SIKOT rpaBels Oyie OTpuMyBaTH peaMeTH, Ta kiac Portal 3a momomororo

SIKOTO T'paBellb Oyje NepeXoUTH Ha 1HIII PiBHI.

GameData
Class

4 Fields
Q Stats
4 Methods

70 GameData

FileDataHandler A
Class

4 Fields
€3 dataDirPath
4 dataFileName
4 encryptionCod...

4 useEncryption

4 Methods

SerializableDicti... &
Generic Class
=¥ Dictionary<TKey, Tval...

4 Fields
©h keys
3 values

4 Methods

) OnAfterDeseria...
) OnBeforeSeriali..

DataPersistence... #
Class Interface
- MonoBehaviour

4 Methods

SRR & loadData

dataHandler ) SaveData

dataPersistence...
fileName
gameData
useEncryption

IDataPersistence

g EncryptDecrypt
) FileDataHandler
@ Load
) Save

4 Properties
A instance

4 Methods
Awake
FindAllDataPers.
LoadGame
NewGame
OnApplication...
SaveGame
Start

Puc. 2.7. Knacu 1m0 BiJilOBIAI0Th 32 30€pE’KEHHS
VY cucremi 30epexeHHs TP BUKOPUCTOBYETHCS KiJIbKa KIIFOUOBUX KOMITIOHEHTIB,
KOXEH 3 SIKMX BUKOHYE cBOIO poiib. Kitac GameData Buctymae B posii KOHTeHHepa Jis
BCIX JIaHUX MPO CTaH I'pH, 30KpeMa JaHUX PO IpaBlis, HOro MPOKAuKy, CHOPSAIKEHHS
Ta 1HII1 TApaMeTpH, K1 MatoTh OyTH 30epeKeHi.
30KpemMa CJIOBHHKIB, y Unity

Jisa  cepiamizamii  CKJIAJHUX —CTPYKTYP,

BUKOpucTOBYeThCst  SerializableDictionary 'y moemnanni 3 iHTepdeiicom
ISerializationCallbackReceiver, mo nmo3Bonsie o0iiTH oOMexenHs Unity mromo
cepiamizarii tumis Dictionary.

Kiac

DataPersistenceManager € TOJIOBHHM KEPYHOUHUM KOMIIOHEHTOM,

peamizoBanuM sk Singleton, 1m0 BiAmoBigae 3a LEHTpaNi30BaHE KePyBaHHS
30epeKEHHSIM Ta 3aBaHTAXEHHSAM AaHuX. [Ipu cTapTi rpu 11el MeHepKep CTBOPIOE a0o
imiiamsye o0'ext FileDataHandler, 3aBantacye HasiBHI irpoBi JaHi a00 CTBOPIOE HOBY

rpy, AKImo gaHuX Hemae. [lix yac 3aBaHTaXKEHHS MEHEIKEP 3HAXOIUTH YCi 00’ €KTH
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CIICHH, SIKi peaini3ytoTh inTepdeiic |DataPersistence, i mepenae iM BiAMOBIIHI 1aH1 s
BiTHOBIJICHHS cTaHy. [Ipu 30epekeHH1 MeHeIKep 3HOBY 3BEPTAE€THCA JI0 IIUX 00’ €KTIB,
1100 310paTH aKTyasbHI JIaHl 1 30eperTH iX y (aii.

Iarepdeiic |DataPersistence 3abesrnedyye THYYKHI MeXaHI3M ITiKITFOUYCHHS
OyIb-aKOT0 00’ €KTa 10 cucTeMu 30epexenHs. Kitacu, ski peanizyroTs 11eH inTepdeiic,
noBuHHi Matu Mertoau LoadData(GameData data) qis 3aBaHTakeHHS CTaHy Ta
SaveData(ref GameData data) s ioro 30epexeHHSI.

Hapemri, knac FileDataHandler Bignosizae 3a po6oTy 3 ¢aityioBOIO CUCTEMOIO:
BIH 37iliCHIOE uMTaHHs 3 (ailmy, 3amuc naHux y (Qaiia, a Takox, 3a MoTpeodw,
mrppyBaHHs 1 po3mM(ppyBaHHA 30€pEKEHUX TaHUX.

VYcs cucrema mpairoe TakMM YHMHOM, LIO0 NpU 3alycKy I'pU BiOyBaeTbcs
3aBaHTaXCHHS 30€peXKEHUX NaHUX 1 BIAHOBIICHHS CTaHy BIJIMOBIIHUX O0'€KTIB. Y
mpoiieci rpu, abo mepen i 3aBepIICHHSIM, JaHl 3HOBY 30MparOThCs 1 30€piraroThes,

3abe3neuyroun 0e3nepepBHICTh IPOTPECY rpaBlis MPU KO)KHOMY HACTYITHOMY 3aIyCKY.

Interactable Portal Chest ¥ DropedCoins ¥ DropedGun DropedHeal
Class B ciac: Class Class Class Class
+ MonoBehaviour + Interactable + Interactable + Interactable + Interactable + Interactable

FileDataHandler ¥
= Sceneloader
Class

=+ MonoBehaviour

Room EnemyRoom ItemData v DropEntry CameraFollow GameManager ¥
Class Class Class Class Class - Class
+ ScriptableObject ) + Room + MonoBehaviour ghjmsw“ + MonoBehaviour

ass

= MonoBehaviour

ExitRoom SpawnRoom GunDrop

+ ScriptableChject  MonoBehaviour

PlayerStats ¥ Bullet Player ¥ Gun Enemy DataPersistence... ¥
Class Class Class Class Class Class Class
+ MonoBehaviour = MonoBehaviour +# MonoBehaviour =+ ScriptableObject = MonoBehaviour + MonoBehaviour

SerializableDicti

3 Generic Class
‘WallGenerator ¥ AbstractDungeon... ¥ ProceduralGene... ¥ Item5Q ¥ Graph ¥ RoomVisual ¥ 1 A
+ Dictionary<TKey, TVal...
Static Class Abstract Class Static Class Class Class Class
+ MornoBehaviour + ScriptableCbjact + MonoBehaviour

CorridorFirstDu... ¥ SimpleRandom... ¥ RoomFirstDung... ¥ HKemPlaceHelper ¥ WallTypesHelper ¥ SimpleRandom... ¥
Class § Class Class Class Static Class Class
= SimpleRandomWalkD... + AbstractDungeonGen... = SimpleRandomWalkD... = ScriptableObject
5 . Static Class
PlacementType ¥ DropType TilemapVisualizer ¥
™ T

= MonoBehaviour

EnemyData ¥
Class Class Class Class
+ R + R B o Entry GunlListSO ReloadSlider IDataPersistence ¥
i i Y Class Class Interface
L4
¥

Puc. 2.8. [loBHa niarpama kiaciB
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2.2. Po3po0ka cucremMu 30epexeHHs] TaHUX
Po3po6iena cucrema 30epekeHHs JaHUX 0a3yeThCsl Ha YiTKIM apXiTEKTypi, 10

3a0e3redye HaliiHEe Ta THYYKE KEpyBaHHS CTaHOM rpu. KIIIOYOBUM €IEMEHTOM € Ki1ac
GameData, sixuii cayrye eHTpati30BaHUM KOHTEHHEPOM I BCIX ITPOBUX JaHUX, IO
OTPeOYIOTh 30€pEKCHHS.

Jari 1151 30epeKeHHS 1€ B TIEPITy Yepry: MpoKadKa rpaBIIsl.

s 3a0e3mneueHHsT MOMJIMBOCTI cepiaiizaiii CKJIagHUX CTPYKTYp HdaHUX,
30KpeMa CIIOBHHKIB, SIKi IIIMPOKO BUKOPUCTOBYIOTHCS JIJIS BIJICTEKEHHS CTaHy ITPOBUX
00'eKTIB 32 iXHIMH YHIKaQJIbHUMHU I1eHTU(iKaTOpamMH, OyJIO 3aCTOCOBAHO
cnemianizopannii  kimac SerializableDictionary. Ileii kimac pearnizye iHTEpdeiic
ISerializationCallbackReceiver, nagaroun MexaHi3Mm JjIsl IEPETBOPCHHS CIOBHHKA B
cepiajli30BaHl CHHMCKM KIIOYIB Ta 3HA4€Hb Iepes 30€pekeHHSIM Ta BiJIHOBJIEHHS
CJIOBHMKA 3 IIUX CIHMCKIB MICJIsI 3aBaHTAKEHHS.

OCHOBHY JIOTIKY KEpyBaHHs TPOIECOM 30€pEeKEHHS Ta 3aBaHTAKCHHS
iHKarncynpoBaHo B Kiaci DataPersistenceManager. lleit kmac BucTymae B pouni
KOOPJAMHATOPA, BIAMOBIIAIOYM 3a 1HIMIAMI3aI0 CUCTEMH, 3aBaHTaXEHHS 1CHYIOUUX
JaHUX 200 CTBOPEHHS HOBHX IPU MEPUIOMY 3aITyCKY, a TAKOX 3a 1HILIFOBaHHS MPOLECY
30epeKeHHsT 3a  3amuToM  abo TpU  3aBEpHIeHHI  pPOOOTH  TPOTPaAMH.
DataPersistenceManager BuxopucToBye matepH Singleton, rapantyroun HasBHICTb
JIUIIE OJTHOTO €K3EMILIsipa B Ipi, IO CHPOIIYE JAOCTYI JO0 MOro (PyHKIIIOHAIBHOCTI 3
PI3HHMX YaCTHH KOJIOBOi 0a3u.

3a ¢akTruHy po0OOTYy 3 (aiiioBoro cucTeMoro Bianosigae kiac FileDataHandler.
BiH 1HKaNCy10€ JIOT1KY YUTAHHS Ta 3aMKCy JaHUX Y (aiii, TiATPUMYIOUYH MOXKIIUBICTb
BUKOPUCTaHHS MU PYBAHHS JIJIS 3aXUCTY 30€PEKECHNUX TaHUX BiJ] HECAHKI[IOHOBAHOTO
JOCTYTLY.

3B'I30K MK PI3HUMH ITPOBUMH KOMIIOHEHTAMHU Ta CHCTEMOIO 30epeKCHHS
3aicHIoeThCst uepe3 iHTepdeiic |DataPersistence. Bynb-skuit kimac, 4wl cTaH
HEO0OX1THO 30epiraTu, IOBUHEH pealli3yBaTH ek iHTepdeiic, Halarouu BIIACHY JIOTIKY
JUTsl 3aBaHTaKEHHS CBOiX maHmx 3 00'ekta GameData ta nmns 30epekeHHS CBOTO

IOTOYHOI'O CTaHy B Iieii 00'ext. DataPersistenceManager BiamoBizae 3a MOIIyK yCiX
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peaimizamiit |DataPersistence y creni Ta Bukiuk ixaix MeroniB LoadData ta SaveData
y BIJIIOBiTHI MOMEHTH.

Takum drHOM, po3polIiieHa cucTeMa 30epeKEHHS MaHUX XapaKTEPH3Y€EThCs
MOIYJIBHICTIO Ta YITKUM PO3MOALIOM BifanoBigaidsHOCTI. Kitac GameData Buctymae sik
HeHTpadizoBane cxopuine, SerializableDictionary 3abe3nedye miaTpuMKy cepiaiizamii
cioBuukiB, DataPersistenceManager xoopauHye mporec  30€peKCHHS  Ta
3aBantaxkeHHs, FileDataHandler o6poGnsie ¢aiinoBi omepamii, a iHTEpdeiic
IDataPersistence naiae cranmapTHUH CIIOCiO IS irPOBUX KOMIIOHEHTIB B3a€EMOTISTH 3
cucTteMoro 30epexxeHHs. [Ig apxiTekTypa CHOpoIllye A0JIaBaHHS HOBUX JaHUX JJIS
30epekeHHsl Ta 3a0e3nedye JErkiCTh y MHIATPUMIN Ta PO3IIMPEHHI CHCTEMH B

MaiOyTHbOMY.

2.3. [IpoekTyBaHHs Ta peaJii3allisi aJITOPUTMIB POOOTH CHCTEMH
JlolaToKk € TmpOCTUM y BUKOPUCTaHHI, MAa€ BCI OCHOBHI ()YHKIII TpH IIbOTO

XKaHpy, IIO JI03BOJSIE KOPUCTYBayaM JIETKO B3Aa€EMOJISATH 3 YCIMHU €JIEMEHTaMH TPH.
Anroput™ poOoTH 3 MiIaTGOpMOI0 300paKE€HO Ha PUCYHKY 2.9, TaKOXK OMUCAHO

JNETAIBHO MOTO MPULIUIL.

[Ticns 3amycKy cucTeMU KOPUCTYBay MOTpAIUIsS€e O TOJIOBHOTO MEHIO, /1€ HOMY
HAJAl0ThCS OCHOBHI OMIII JJIs1 B3aeEMOJIi 3 rpoto. Cepes HUX € MOXJIMBICTh MOYaTH
HOBY I'py a00 BUITH 3 TpH. SKILIO KOpUCTYyBay 00MpA€E BUX1]], CHCTEMA 3aBEPILIYE CBOIO
poborty. Y pa3i BHOOpyY IoYaTKy I'py, CUCTEMa IepeBipsie, YU ICHYIOTh 30€perKeHi JaHi.
k1o 30epexeHHs €, KOPUCTYBau€B1 MPOIMOHYETHCS 3aBAHTAXKUTH ICHYIOUY Ipy. SIKIIIO

36epe>1<eHb HCMa€, CTBOPIOETHCA HOBC.

[Ticas mpOro KOpHCTYBa4 TOTPAIUILE€ 10 MEHIO TMOKpAIleHb, /1€ BiH MOXE
HAJIAIITYBAaTH a00 MOKPAIIUTH XapaKTEPUCTUKHU CBOIO EPCOHAXKA. 3aBEPIIMBILY 1ii B
IIbOMY MEHIO, BiH MIEPEX0UTh 0E3MOCEPETHBO 10 MMOYATKY iTPOBOTO MPOIIECY.

[lepen mouyaTkoM rpu cucTeMa IMPOLEAYPHO T'€Hepye HOBY Marly miazemeruid. [ami
PO3MOYMHAETHCA OCHOBHA YacCTHHA TPH, B SKIM KOPHUCTyBad B3a€MOJIE 3 ITPOBHM

CBITOM, JOCIIIKYE IMiI3eMEIIsA, OOPEThCS 3 BOPOTAMH, 30Mpa€ MPEIMETH Ta BUKOHYE

1HI 1.
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[lig yac rpu MOXyTh TpPamUTHCHh Bl KJIIOYOBI mojii. SIKIIO rpaBeub T'HHE,

CHCTEMa MOBEPTa€E WOTO 0 MEHIO MOKPAIIEHb, 3BIIKM BIH MOXKE 3HOBY MPOJOBKUTH

rpy abo IMOBECPHYTHUCA JO I'OJIOBHOT'O MCHIO. HKHIO K IT'paBClb 3HAXOOUTDH 1 IMPOXOOUTH

BUXIJ 3 MA3EMEJUIsA, CHCTeMa 3allyCKae IMOBTOPHY TEHEpaIlil0 HOBOI Mamu 1 Tpa

IMPpOAOBKYETHCA 3 HOBUMH YMOBAMM.

Exit to
main
menu

Main menu

h 4

Start game

Iz save created?
LoadSave Create new save

Upgrade Menu

k.
Enter the game

h

Ganerate map

Enter the exit MainGameFlay

Puc. 2.9. Jliarpama akTUBHOCTI
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2.4. Peanizauis ¢pynkuionany rpu «Iexeasnnii kam» B :xanpi Roguelike
Posrnsnemo ocHOBHI etanu po3poOku rpu. [Tounemo 3 mporeypHoi renepariii,

0aTBbKIBCHKMM KjlacoM JuIs Bciel reHepaiii B rpi € AbstractDungeonGenerator.
OcHOBHUMIT MeTOJ| sKMii B HbOMY MicTuThes Iie RunProceduralGeneration — me
aOCTpaKTHUI METOJ SIKUW MepeBU3HAYAIOTh KJIACH IO HACIIAYIOTh MOr0, BU3HAYAUU
CB1M MeTOJ1 reHepartii.

Hactynuaum BaXJIMBUM KJIaCOM B re’eparii JoKarii €
ProceduralGenerationAlgorithms — Bin BifmoBizae 3a cami alrOPUTMH FeHEpaIlii.

Hactynnum 3a iepapxieto BaxiauBocTi € kiac CorridorFirstDungeonGenerator
(abo >x roomFirst mo o3Havae, MO croYaTky Oyje BiAOYBaTHUCh T€HEpallis camMHX
KIMHAT), BIH BUKOPUCTOBYE BHUIIE HABEACHI aJTOPUTMHU TEHEpallli JJisi CTBOPECHHS
nokaiii. CaM KJIac Ta HOro METOJU MOXKHA OIJITHYTH B 10JaTKy A. OCHOBHUM HOTO
meTonoM € CreateCorridors — B Xxo1i BUKOHaHHS BiJl 3aII0BHIOE MMO3ULIIT HOTEHI[IHOTO
MICIISl KIMHAT Ta MO3UIIiT IMJIOTH, MICJIsl YOTO 3aIyCKa€eTh TeHepallisi KIMHAT, HaBeJIeHa
B Mmetomi CreateRooms, cami 1i METOAW BHKJIMKAIOTHCA B I1HIIOMY METOI
CorridorFirstGeneration fIkuii BnacHe 1 3amyckae BCIO T'eHepalliro jokailii. B Hbomy
moxkHa moOauntu Merox FindAllDeadEnds ta CreateRoomsAtDeadEnd siki
BIJINOBIJIAI0TH 32 3aMIOBHEHHS TIIyXUX KYTIB B KOpHAOpax. Takox Micis I[bOTO BChOTO
MO>KHA TIPOCIIAKYBATH 3aIlyCK TPOMaJIbOBYBAaHHS MIAJIOTH Ta CTiH, IEPEHAEMO /10 HUX.

3a ne Binnmosigae kinac TilemapVisualizer Ta WallGenerator, nepenemo 10
posrisay nepiioro 3 Hux — TilemapVisualizer Bin Mae iHodpMariito mpo BCi Taiau sKi
MaroTh OyTH B1JOOpa)xeH1 B Pl Ta MPOMAIbOBYE iX OTPUMYIOUHU 1HOGOPMAILIIIO MTPO T€
KWW siame Tala Mae OyTHU Ha IIbOMY MICIII.

[Toxu mepetinemo a0 kimacy WallGenerator - BiH aHami3ye mo3uiii miajory Ta
neperisiiae BCix CyciiB MeBHOro Tany miayiord. [lopepTatounch 10 TOTO SIK CUCTEMaA
po3yMi€ SIKW caMe TailJl MPOMabOBYBAaTH, BOHA MEpETsfac KOXHY 3 4-X (s
0a30BuX CcTiH) a00 8-mMu (s KyTiB) (PIKCOBAHMX HAIpPSIMKIB HABKOJIO MO3MIIIi
MOTEHIIMHOT CTIHU. {151 KOXKHOTO HAIMpPsIMKY MEPEBIPSAETHCS, UM ICHYE IMiaJiora B il
CYCIJIHIM KJIITHHII, 1 SKIIO TaK — A0 OlHApHOTO psiaka aojaeTwhes 'l', inakme — ‘0.

TakuMm ynHOM OopMy€eThCs OITOBUM 11a0JIOH, SIKUH BiANMOBIAa€ KOHMIryparlii CyciiB.
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[ToriM meit maboH MEPeTBOPIOETHCS HA YUCIO W TMOPIBHIOETHCS 3 Habopamu y
BinnmoBiguux MHOXkuHax (HashSet<int>) 3 kmacy WallTypesHelper, mo mo3Bossie
BU3HAYWTU THUI CTIHM (BEepXHs, O0OKOBa, BHYTPIIIHINA ab0 JiaroHaJIbHUM KyT TOIIO) Ta
IpoMaibOBYBaTH NpaBWiIbHUH Tailn. Bei Oinapai 3nauenns B WallTypesHelper, o
BI/IMOBIAIOTH 32 T€ KWW KYyJIU Taill MOCTAaBUTH, IEPEBIPEHI MPAKTUYHO 1 3arajioM He
noTpeOyIOTh AOOMpPAIIOBAHHS, aJie 3a MOTPeOu, SKIIO B I'pl 3HANACHO Tali SIKUW HE
Mae OyTH Ha CBOEMY MICIIl, MOXHa MOpaxyBaTu ioro XemiceT Ta BHECTU BINOBIIHI
IIPABKU JI0 X€JIepa, 1100 B MOAAIBIIOMY LIEH Tailsl BIIMaIbOBYBACs MPaBUIIBHO.

Cam kimac WallTypesHelper moxHa nepernsiHyTu B 1oaatky B.

[Ticyist 1bOTo BCHOTO KIMHATH 3aMIOBHIOETHCS MPEAMETAMU, BOPOTAMHU Ta B OJIHII
3 HUX, 00paHiii BUMAJKOBUM YMHOM, 35IBIISIETHCS TPaBellb, TAKOK BUMAJIKOBUM YHHOM
0o0upaeThCs KIMHATA 3 TOPTAIOM SIKa JO3BOJIUTH TPABITIO NIEPEUTH HA 1HIINN PiBEHb.

Cam nporiec aktuByeThest B kiaci CorridorFirstDG, a BiznoBiae 3a HbOTO Kiiac
RoomVisual, cam kiac geranbHO MOXHA OyJie eperisiHyTH B 1oaatky C.

Jonomi>karM kiacoM s mporo € ltemPlaceHelper, skuii paxye po3mip
MPEIMETY Ta YU MOMICTUTHCS BiH B TIEBHE MICIIE.

Knac RoomVisual ta ItemPlaceHelper moxna nepernsaytu B nogarky C.

I'paBentb y Tpi KEepyeTbCs METOJOM pPyXy, SKHW 3MIHIOE HOTO IIBUIKICTh
3aJIe)KHO B1J] HANIPSIMKY, 3a/1aHOTO BBEJCHHM 3 KiaBiaTypu. HampsiMmok BU3HavyaeThes
OKpEeMHUM METOJOoM, Io BpaxoBye Hartuckanas kinasim WASD 1 moBeptae
HOPMAJII30BaHUI BEKTOp, SKWUM 1 3a7a€ pyx. Y pe3ysbTari TpaBellb MOXE BIIHHO
nepeMillyBaTUCh IO Marli.

OxkpiM pyxy, paBelb MAa€ MOKJIUBICTh B3a€MO/ISTH 3 00’ €KTaMu HaBKOJIO. [t
IbOTO BHUKOPHCTOBYETHCA MEXaHI3M MOILIYKY HaHOIMXK4oro 00’€kTa 3 MOTPIOHOTO
mapy B neBHomy paaiyci. Lleit o0'ekt 30epiraerbest y crnemiaibHOMY Moji. SIKIio
rpaBellb HATHUCKA€E KIIABINIY B3a€MOJi1, BUKIMKAETLCS METOJl, IKUH MepeBipse, Uu €
3HAWICHUI 00’ €KT B3a€EMOJIIITHIM, 1 SIKIIIO TaK — BUKOHYETHCS B3aEMO/T1s (HAPUKIIA],

HIAHATTS IPEIMETA).
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['paBerh TakOK MOKE OTPUMYBATH IIKOTy. METOI OTpUMAaHHS IIIKOAN 3MEHIITYE
MOTOYHE 3J0POB’Sl TPaBIsl, @ METOA CMEPTI CIpaIbOBY€E, KOJHU HOTO 3I0pOB’S
3MEHIIYEThCS A0 HyJIs a00 Hibkue. [{e mpusBeie 10 MOBEpHEHHS B MEHIO MOKPAIIEHb.

Takox y TpaBms € MeTOA OTPMMaHHsS KOmTiB. Bech kKom kiacy MoOxkHa
neperisinyTH B gojatkax (Jomgatok E).

30post TpaBls CKIAIAE€THCS 3 JIBOX YaCTUH — camoi 30poi Ta kyii. Kiac kymi
BIJIMOBIAA€ 32 1 pyX 1 Ma€e mapaMeTpH MIBHUIKOCTI, Yacy KHUTTA Ta mkoau. KoxkeHn kaap
BOHA PYXA€ThCSI BHEPE/l, a AKIIO CTUKAETHCA 3 BOPOTOM, TOH OTPUMYE IIKOAY, MICIS
YOTO KYJIS 3HUITYETHCA.

30posi Mae OCHOBHY GyHKIII0O — cTpuibOy. I[licisi KOXHOro mOCTplIy
3aIyCKAa€ThCs TaMep, SIKUH KOHTPOJIIOE MIBUAKOCTPUIbHICTh. BOrOHb BIIKPUBAETHCA
JUIIE TOMAl, KOJM TaliMep 3aBEpIICHO, IO JI03BOJIAE€ peai3yBaTH 1HIUBIIyallbHI
napameTpu KO>KHOTO BUJY 30pOi.

Boporu y rpi peanizoBaHni uepe3 okpeMuii kinac. KosxkeH Bopor mae 370poB’s Ta
MO>KJIMBICTh pearyBaTH Ha OTpUMaHHs Ko 1. Kou Bopor 3a3Ha€e YKo KEeHb, HOTO
CIIPAMT KOPOTKOYACHO 3MIHIOE KOJIIP HAa YEPBOHUH, 100 MOKA3aTH Bi3yaIbHUM eeKT
IKOJW. SIKIIO 3I0pOB’Sl 3MEHIINYETHCS 1O HYJS, BOPOr TMHE — WOro 00’€KT
BUJIAJISIETHCS 31 CLICHHU.

Takum uywmHOM, peamizoBaHO 0a30BY JIOTIKYy pyXy TpaBIs, B3aeMOAii 3
HABKOJIMIIHIMU O0’€KTaMH, CTPLIbOM, OOPOOKM IIKOAW SIK JUJISl TpaBlUs, TaK 1 JJId
BOPOTiB, 1110 3a0e31euye OCHOBHUM ITPOBHI MPOIIEC.

3a 30epexkeHHs JaHUX y Tpl BIJANOBIJIa€ HU3KA CIElIali30BaHUX KJIACIB.
OcHoBoto € inTepdeiic IDataPersistence, sikuii 3agae 0a30B1 METOAM J1JIs 30€PEIKSHHS
Ta 3aBaHTAKEHHS TAHUX — KOXKEH 00’ €KT, III0 Ma€ CBil CTaH, pealizye mei intepdeiic,
1100 MaTH 3MOTy 1HTErPYyBaTHUCS y 3arajbHy CUCTEMY 30€pEKEeHHS.

Jlns poboTH 3 (haitIoBOIO CHCTEMOIO BUKOPUCTOBYEThCs Kiaac FileDataHandler.
Bin BinmoBizae 3a ynuTaHHS 30€peKeHUX AaHUX 13 ¢aiily Ta 3amuc HOBUX JAHUX Y
daiin. KpiMm Toro, miaTpuMy€eThest IpocTe mudpyBaHHs Ta HemppyBaHHs BMICTY IS

JIOJTATKOBOTO 3aXKCTY 1H(OpMaIrii.
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KimrouoBum komrionentom € DataPersistenceManager. Ile menemkep, mio
KOOPJIMHYE yBECH MpoIiec 30epekeHHs Ta 3aBaHTakeHHs. [lix Jac 3amycky rpu BiH
3aBaHTaxye naHi 3a gomomororo FileDataHandler i mepemae ix yciM BiamoBiaHHM
o0'extam. [Ipu 30epekeHH1 — HaBIaKu, OTPUMYE JaHi BiJ] yCiX 00’ €KTiB 1 30epirae ix
y Gaii.

Bci irpoBi mani 06’eqHaHi B cepiamizoBanuii kiac GameData, skuii MICTUTB
iHpOpMaIlio TIPO CTaH TpaBlis, IHBEHTApP, CIIOPSIXKEHHS, PO3TAIllyBaHHs IEPCOHAXKA, a
TaK0X CTaH BOPOXKHUX 00’ €KTIB, IBEpEl Ta iHIIOTO BAYKIIMBOTO KOHTEHTY.

Ockinbku Unity 3a 3aMOBUYBaHHSIM HE JI03BOJISIE Cepiai3yBaTH CIIOBHUKH, IS
30epeKeHHs KOJICKITiH TUITY Dictionary BUKOPHCTOBYETHCS KJ1ac
SerializableDictionary<TKey, TValue>, sxuii amanToBaHHii I1iJ] CHCTEMY Cepiaii3arii

Unity.

BucHoBKH 10 Apyroro po3aiiay
B mpoueci npoekryBanns rpu «IlekenpHuii kamiOp» B kaHpi roguelike oymu

MPOAHaJI30BaHi yCl BapiaHTU BUKOPUCTAHHS MPOrPAaMHOrO MPOIYKTY BIAMNOBIAHO 10
BUMOI TIporpamMHoro 3a0esmeueHHs. Ha oOCHOBI oTpuMaHoro pesyibTaTy Oynia
CIPOEKTOBaHa CTPyKTypa Tpu. IIpoekTyBaHHS BKIIOUanio B ceOe MOJETIOBAHHS
CTPYKTYPH MPOEKTY Ta B3aEMOJIT MK 1X CKJIaJJOBUMU YACTUHAMHU.

Takox Oys0 CIPOEKTOBAHO CHUCTEMY JUIsl 30€pEKCHHS JaHUX Y Tpi, TAKUN K
HAPUKIIA]] MPOKAYKA TIEPCOHAXKY.

byno ommcano anroputM poOOTH 3 TPOO Ta OMMCAHI TMOCHIIOBHI MyHKTH
BapiaHTIB HOro BUKOPHUCTaHHA. Takoxx Oy HaBeJeHI OCHOBHI KJIACH Ta METOJIU SIK1

OyJu peanizoBaHi sl pOOOTH T0JATKY.
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PO3/ILJ 3. IHTEP®EIC TA MOPSIJIOK POBOTH 3 CUCTEMOIO
JOJATKY

3.1 [lopsizok BCTAHOBJIEHHSI TA HAJAIITYBAHHS CHCTEMU

I'pa cTBOpeHa 3a qonomororo irpoBoro pyuris Unity 1 mpu3HayeHa JJid 3aIyCKy
Ha onepamiiiHiii cucremi Windows. Il[o6 mowyatu KoOpHCTyBaTUCS JOJATKOM,
JIOCTaTHBO 3aBAaHTAKUTHU TOTOBY 301pKYy TpH, sIKa HAAEThCS Y BUTIIAII apxiBy abo
OKpEeMOi Mamku 3 yciMa HeoOximHuMmu (aimamu. Ilicis 3aBaHTaXKEHHS apXiB CIiJ
pO3MaKyBaTU y 3pyYHE MICIIE Ha KOMIT'IOTEpl, MICIsS YOTO KOPUCTYBau MOXKE
3aIlyCTUTH TPy Uepe3 BHUKOHYBaHWM (Qaill 3 pO3MUPEHHSIM .eXe, HaIPHUKIIaa
HellCaliber.exe. I'pa He mnoTpebye m0maTKOBOI IHCTAISIT a00 BCTaHOBJICHHS
CTOPOHHIX KOMITOHEHTIB, OCKUJIBKH BC1 HEOOX1AH1 010110 TEKH BXKE BKIIFOUECHI JI0 CKIIaTy
30ipku. [Ipu mepiomy 3amycky rpa aBTOMaTHYHO CTBOPIOE yCi HEOOX1IHI CHCTEMHI
(aiiny, BKIIIOYAIOYM KaTajor s 30epekeHHs mporpecy. Ilpaltoe BoHa MOBHICTIO
aBTOHOMHO, HE BUMarae MiJIKJIFOYEHHS JI0 IHTEpHETY 1 3a0e3neuye cTabuibHy poOOTy

Ha OutbmocTi cydacHux 1K min ynpasninasm Windows.

3.2 Ctpykrypa inTtepdeiicy Ta NOPsiIOK B3a€MO/1il 3 TPOIO
[TponemoncTpyemo iHTepdelc CUCTEMHU Ha NPUKIAAl OCHOBHOTO TOTOKY
BUKOpUCTaHHA. [Ipu 3amycKy rpm KOpHUCTyBau MOTPAIUISAE€ B TOJOBHE MEHIO JI€ MOTro

3yCTPI4arOTh JBl KHOMKH — MIOYATH TPy Ta BUNTH 3 TPU.

HELL CALIEER

Puc. 3.1 'otoBHE MeHTIO
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SIKII0 KOpHCTYBa4y HATHCHE Ha KHOMKY «EXIit» - Tpa 3aBepimmnThCs, SKIIO XK Ha

TJIeH MOoro mepeHece A0 BiKHA TMOKPAIICHb TPaBIld, HAaBEJECHY Ha PUCYHKY 3.2.

RELOAD SPEED MULTIPLIER “30f0TO: 79

]
Baprictu? 178

Puc. 3.2 Cropinka nokpaunieHb rpaBLs

Ha ekpaHi mokpailleHb TpaBIsl MpPEJICTaBICHO JEKUJIbKa OCHOBHHMX
XapaKTePUCTHK, sIKI MOXHA TMOKpallyBaTH: MakCUMaldbHUU 3amac 310poB’st (MAX
HP), muoxuuk mBuakocti mnepesapsanku (RELOAD SPEED MULTIPLIER),
MHOXHUK g0xony (INCOME MULTIPLIER), mHO)kHUK KinbkocTi Kyiab (BULLET
COUNT MULTIPLIER), muoxHuK mBHakocTi noiasoty Kyiab (BULLET SPEED
MULTIPLIER) Ta mHoxHMK 3aBaanoi mkoau (DMG MULTIPLIER), y koxHoro 3
HUX MO>XHa MOOAYUTH LIHY JUJIS MOKPALEHHs, TOTOYHUNA Ta MaKCUMaIbHUI PiBHI, Ta
3HAYEHHS MHOYKHUKIB.

Takox Ha CTOPIHII MOXHA MOOAYUTH TTOTOYHY KIJTBKICTh BaIOTH Y TPaBIIs, Ta
KHOIIKY MEePEX0y 110 TPH.

[epeiinemo 10 caMoro Bi3yaiy irpoBOro MPOIECy, KOJIX MU HATUCKAEMO ITOYaTH
Ipy, Hac TMEpPEHOCUTh B BHUIIAJKOBO 3rEHEPOBAaHY JIOKAIll0, 3 BHUIAJKOBUMHU
npeaMeTaMu, BOporaMu 1 T. 1.

Ha pucynky 3.3 MoXHa eTanpHIIIE 03HAMOMHUTHCH 3 IHTEPhEHCOM Ta Bi3yalioM

rpu.
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Puc. 3.3 IrpoBuii mpornec

Ha pucyHKy mOMITHO 110 B IIEHTI €KpaHy 3HAaXOAThCSI caM ITPOBUI NIEPCOHAK,

KepyBaHHs SKHM 3HilcHIO€Tbesa KiaBimamu WASD, a crpinnba pearnizoBaHa 3a

JOIIOMOI'O0 MUIIIKH.

B npaBomy HMKHBOMY KyTi MOXHa MOOAYUTH MOTOYHY KUIBKICTH T'pOIIEH Ha

OayiaHCi TpaBIls, a B JIBOMY BEpXHbOMY HOI0 MOTOYHE 3/I0POB’SI.

Puc. 3.4 TTocTpin

[Ipu HaTUCKAHHI HA JIBY KHONIKY MUII1, BIIOYI€ThCS MOCTPid, B Ty CTOPOHY 1€

rpaBeIb TPUMAE CBil Kypcop, B MOMEHT HATUCKaHHS 13 30poi rpaBis BUICTHTH KIS,

MoKa3aHa Ha PUCYHKY 3.4, AKIIO KyJi 3yCTPIHUTH 3 NEPEIIKOI0I0, BOHA BPIXKUTHCS B
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Hel 1 3HUKHE, SIKIIO 115 IePEITK0/Ia — MPOTUBHUK, BIH OTPUMAE IIKOTY, TAKY SIKY MOXKY
3aIoisITH MOTOYHA 30pOst TPaBIIs.

Koxxna 30posi mae CBOIO KUIBKICTh Ha0OiB, 1 yac Big yacy 1ii Tpeba
nepe3apspkati (3a 11e BIAMOBiMae KHOMKa «R»), AKkmo >k HA00IB B MOTOYHOMY
MarasuHi 3anumuTthess 0, 30pos aBTOMaTHUYHO TijJ€ Ha TMepe3apslKy, Bi3yalbHe

B1I0OpakeHHS Mepe3apskaHHs MMOKa3aHe Ha PUCYHKY 3.5.

Puc. 3.5 Ilepe3apsaka
B xoni rpu rpaBenb Oyie 3yCTpi4aThCh 3 BOPOraMu, sIKi Oy1yTh OUIKYBAaTH HOTO
B JIeAKWX KIMHATax Ha JIOKaIlli, KUIbKICTh Ta PO3MIIIEHHS BOPOTIB, K 1 KiMHAT,
BUIAJIKOBE. BOpori oTpuMytoTh MIKOAY BiJ] MOCTPLIIB Ta MAIOTh CBOE BIACHE 310POB’sI

1 K110 BOHO Briazie 10 0 — BOpOT 3HHUKHE.

Puc. 3.6 burtsa 3 Boporamu
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Konu npoTUBHUK OTpUMYE IIKOY BiH HEHAJJOBTO CTAa€ YEPBOHUM (110 BUAHO HA
puUCyHKY 3.6), 1€ 3poO0JeHO I HariIsagHOl JSMOHCTpaIlii OTPUMaHHS IITKOIH
BOpOTaMH.

B xoxi OuTBHM 3 BoporaMmu, rpaBellb TAKOXK MOXKE MOCTPAXKAATH, K MIHIMYM 11€
orpuMmanHs mkoau (Pucynok 3.7), abo »x skmo i#oro 3mopos’s Bmage ao 0,

IMNCPMAHCHTHA CMCPTD Ta ITIOBCPHCHHA B MCHIO ITPOKAYKH IICPCOHANKA.

Puc. 3.6 310poB’s rpaBIs Micias OTPUMAaHHS KON
Takox B IeIKUX KIMHATaX rpaBlUs OyAyTh YEKATH CKPUHI 3 HArOPOJI010, 11€ MOXKE

OyTH sIK HOBa 3p000s1, TaK 1 anTeUYKH a00 MOHETH.

Puc. 3.7 I'paBens nopsii CKpUHEIO 3 HAropo 1010
IIpu HaTuckanui Ha OykBy «E», rpaBeub BIAKpPHE 1[I0 CKPHUHIO 1 3 HEl BUIAJE
BUITAJIKOBUN TIPEIMET.
[IpeameTn B Tpi OIATHCA Ha 3 TUTIH, 1€ 30pOs (SIKA CKIIATA€ThCA 3 3 KOMIUICKTIB,
MOJIJIEHUX MO CBOIN PIAKOCTI), aliTe€YyKa Ta MOHETH.

JleMOHCTpAalli10 IK MOHETH BUTIJIAAIOTH Ha 3eMJII MOXKHA TOOAYUTH Ha PUCYHKY

3.8.
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Puc. 3.8 I'paBens mopsi 3 MOHETaMH Ha ITi1J1031
Sx1o rpaBelb HATHCHE KHOMIKY B3a€MO/IIT MOPsi 3 MOHETaMHU BiH iX mijgdepe Ta Horo

ITOKAa3HUK BAJIIOTH OHOBHTLCAI.

Puc. 3.9 OHoBneHa KiIbKICTh KOIITIB
30post Ha 3emull BiIOOpaX)a€eThCs HACTYMHUM 4YMHOM — pucyHok 3.10. Bona
00epTa€eThCS HABKOJIO COBET OC1 B OUYKYBAaHHI Ha T€ LIO il MA0epyTh, a00 K NPONUAYTh

ITOB3.

Puc. 3.10 I'paBents mopsiz 31 30po€ro Ha MiII031
SAximio rpaBenp migdepe 30poro IO JEKUTh Ha MiJI031, 30posi B HOTO pyKax

3MIHUTBCA Ha Ty 1110 BiH miAiOpas, a ctapa ckuHeTbes Ha miagnory (Puc 3.11).
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Puc. 3.11 Ilinbupannas HOBO1 30poi
Takox 31 CKpHUHI MOX€ BUIIACTU anTedka (puc. 3.12), nmpu B3aeMojli 3 HEHO

rpaBelb OTPUMAE TIEBHY KUJIBKICTh BIJICYTHHOTO 3710POB’I.

Puc. 3.12 Anreuka 31 CkpuHI
3arasoMm CKpUHI MalOTh JOCUThH OaraTo peuei siki MOKYTh 3 HUX BHUIIACTH, aje
3aBISKA BUMAJAKOBOCTI, TH HIKOJU HE 3HAENI SIKMA came TpeaMeT Tebe uekae, HoBa

30pos1, arTeuka Y MOHETH.

Puc. 3.13 HeBenuka KiNbKICTh MIPEAMETIB JOCTYITHUX JIJIsI BUTIA {IHHS
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Taxox B Tpi € moprai, SKUil MO>KHA TOOAYUTH HA PUCYHKY 3.14, BiH BiMOBIAA€E

3a epexig 10 HaCTYITHOTO JaHXKY, 1 TaK JOTH, TOKU TpaBellb He ToMpe a0o HE BUIE 3

I'pH, TICIS 4Or0, MOKHA 3HOBY MEPEUTH J0 MPOKAUKHU.

Puc. 3.14 TlopTtan ajig nepexoAy B HACTYMHY JIOKAI[iO

[licnss TOoro sSIK MU OTpPUMaId TPOXHM KOIITIB, 3HOBY MEpeIeMO M0 BiKHA

MPOKAYKHU NepCcoHaxy. TyT y HAC AOCTYIHI NEBHI CTATH JUIsl IPOKAYKH.

MAX HP
Pisenn! 3718
Moroune:® 158 HF
Babnbf& 1@
. INCOME MULTIPLIER
2,7

1, 28%

PiBeHb*
[NoTto4yHe:

1189

BapricTs

BULLET SPEED MULTIPLIER

1/5
1,188

PiBeHb
MoroyHes

RELOAD SPEED MULTIPLIER
PiBenp: 243
Moroune® 1, 18K

éEpT}CTb- 1;;-'-5

BULLET COUNT MULTIPLIER
PiseHb: 373
Mortoune: 1,7S5K °

MAKC.

DMG MULTIPLIER

2712
1,186%

PiBeHb=
lMNMoTtouHe:

Puc. 3.15 BikHo npokauku
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Hexaii rpaBenb xoue mpoKayaTH CTaT — 30POB’s, MICIs TOTO SK BIH HATHCHE
kHOonKy «IIpokauyatu», B HbOTO 3HIMETHCS BKa3aHa KUIBKICTh BAIIOTH a CTaTUCTUKA

30WJIBIIUTH CBIM piBEHB Ha 1.

MAx HF RELOAD SPEED MULTIPLIER 30]10T0=
Pisenn® &6-18 Pigenb: 273
, Moroune: 168 HP Moroune: , 1,18%

Baprictb: 178 BapricTb: 135

. INCOME MULTIPLIER BULLET COUWT MULTIPLIER
PiBeHs: 27 PiBeHb: 343
Motoune: 1,28% MoroyHe: 1,7SH

BapricTb? 118 ~ MAKC.

BULLET SPEED MULTIPLIER DMG MULTIPLIER
PieHb: 1-5 Pisenb: 2712
" Motoune: 1,188 Motouxe! 1,16%

Bapricte® 113 i Bapricte® 178

Puc. 3.16 BikHo mpokauku micis mpokadku craty HP

3.3. TecTyBaHHA NPOrPAMHOIO MPOAYKTY
TectyBaHHST TPOrpaMHOTO MPOAYKTY € BAXKIWUBOIO CKJIQJ0BOIO TPOIECY

PO3pPOOKH I'PH, IO JI03BOJISIE BUSBUTH IOMMJIKH, HEJIOIKU Ta 3a0€3MEYUTH CTa0IbHY
pOOOTY CHCTEMH B PI3HUX CHUTYyaIlisX. ¥ MeXaX CTBOPEHHS I'pu B xkaHpi roguelike na
Unity TectyBaHHSI IPOBOAMIIOCS SIK BPYYHY, TaK i 3a JONMOMOTOK iHCTPYMEHTIB, IO
JIOCTYIIHI B camiii irpoBiit miaTgopmi.

OcHoBHa yBara NpuaUIsUIacs NEPeBIpIll MPane3JaTHOCTI KIIFOUOBUX MEXaHIK
IpU: pyxy rpaBlisi, 00HOBOI CHUCTeMH, CTPUIbOU, TeHepallli piBHIB, 30epexeHHs i
3aBaHTAXCHHS TPOrPeCcy, CHUCTEMH TMOKpalleHb Ta B3aemojii 3 00 ’ekTamu
HABKOJIMIIHBOTO cepefoBUIIa. TecTyBalocs KOPEKTHE pearyBaHHsSI IpU Ha Pi3HI Aii
KOPHUCTyBayda, 30KpeMa BUKOPUCTAHHS KIABIII YMPaBIIHHS, CTPiIb0a, OTPUMaHHS
IIKOJIU, T101p IpeIMETIB 1 CMEPTh MEPCOHAXKA.

Oco06MBO peTeNbHO TMEPEBIPSBCS MpOIEC T'eHepalii mam, apkKe came BiH

CTBOPIOE JMHAMIYHE CEpPEIOBHILE, Y SKOMY I'paBellb MPOBOJUTH OCHOBHY YaCTHHY
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yacy. byna mpoBeieHa nepeBipka Ha KOPEKTHE PO3MIIMICHHS KIMHAT, BOPOTiB, 00’ €KTIB
JUTSI B3a€EMOJIIT Ta BUXOTY 3 PiBHSI.

Takoxx 3mifiCHIOBANOCS TECTyBaHHS CHUCTEMH 30€peKCHHS JaHUX, SKa
BUKOPHCTOBYE cepiajizamiio irpoBoro mporpecy. IlepeBipsiocs, 4 TpaBUIHHO
30epiratroThCs 1 BIAHOBIIOIOTHCS OCHOBHI ITapaMeTpH I'pH

VY pesynbTaTi TecTyBaHHS OyJIO BHSIBICHO 1 YCYHEHO psJ MOMWIOK, IO
JI03BOJIMJIO 3a0€3MEUNTH IUTABHUHM IrpOBUIA MPOIIeC Ta 33A0BUTbHY CTaOIIBHICTh TPU HA

wiatdopmi Windows.

BucCHOBKM 10 TPETHOI0 PO3aiLy
Y TperboMy po3nauii  OyJO PO3TJSHYTO TOPSJOK BCTAHOBJICHHS Ta

HaJallITyBaHHS CUCTEMH T'pH, NoOyaoBaHoi Ha pymii Unity, a Takok 0COOJMBOCTI
B3a€MOJIii KOpucCTyBaua 3 ii iHTepdeiicom. JleTalbHO OMUCAHO OCHOBHI €JIEMEHTH
YIOpaBIiHHS, JIOTIKY MEPEeXO0JiB MK €KpaHaMHU, MEXaHIKy MPOKAYKH MepCcoHa)ka Ta
OCHOBHI aCMEKTH ITPOBOr0 MPOLECY, BKIIOYAIOUN CTPLILOY, OUTBH, MiA0Ip MPEAMETIB
Ta reHepariro jokaimiii. Okpemy yBary NpUIUICHO peaiizailii B3aeMOli 3 IrpOBUM
CEpellOBUIIEM Ta JAMHAMIYHOMY PO3BUTKY TMOJIA TMiJl Yac MPOXOJHKEHHS PIBHIB.
[IpoBenene TecTyBaHHA MIATBEPANIO CTaOUIbHY poOOTy rpu Ha mnatdopmi Windows,
HAJIWHICTh MEXaHi3MIB 30€peKEeHHS JaHUX Ta MPaBUJIBHICTH peajiailii OCHOBHUX
irpoBux (GyHkIid. Ile mo3Boiisie 3pOoOMTH BHCHOBOK, IO CHCTEMa € 3PYYHOIO IS
KOPHUCTYBaya, TEXHIYHO CTa0LIbHOIO Ta (PYHKIIOHAIBHO 3aBEPIICHOIO0 Ha MOTOYHOMY

eTari po3pooOKH.
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BUCHOBKH
[Tix yac BuKOHAHHS KBaTiPiKamiifHOi poOoTH 6akanaBpa OyI0 CIPOEKTOBAHO Ta

peamizoBaHo Tpy B kaHpi roguelike 3 Bukopucranusm pyiris Unity. TIpoeaeHo
JeTAIbHUN aHalli3 0COOJIMBOCTEH *KaHpPy Ta BUBYEHO MOIYJIAPHI I'POBI MPOEKTH, SIKI
MalTh CXOXY IrpoBy KoHIEMNiro. Ha oOCHOBI oTpuMaHUX pe3yJbTaTiB OyiH
chopMyJIbOBaH1 KJITFOYOBI (DYHKITIOHAIbHI Ta HEYHKIIIOHATIBHI BUMOTH JI0 TPH.

Y mpotieci po3poOKH CTBOPEHO apXITEKTYpy T'PH, BU3HAUYEHO HAaO1p OCHOBHUX
CKPHIITIB 1 KOMIIOHEHTIB, a TaKOX 00paHO TEXHOJIOTIi, Kl HaHKpaIllle MiaxXoAsaTh JJIs
peanizanii reHepanii piBHIB, CUCTEMH OO0, MPOKAYKU MEPCOHaXa Ta 30epe’KeHHA
nporpecy. B 0CHOB1 CTPYKTypH TpH JICKUTH MO HA HE3AIEKHI MOAYJIl: MEHEKEPH
piBHs, nanHux, Ul, BoporiB 1 rpaBis, mo 3abe3nedye JIETKICTh MIATPUMKH Ta
MacmTaOyBaHHS.

Oco6nuBy yBary OyJi0o MpUJIIJICHO peaiizailii CUCTEeMH 30€pEKEeHHS T'pH, sKa
N03BOJIsIE  30epiraTd  KJIIOYOBl mapameTpu. ['paBenp Mae 3MOry IOCTYIIOBO
MOKpAIyBaTU CBOTO TE€POs, B3AEMOJISITH 3 BUNAIKOBUMHU TMOIISIMM B KIMHATax,
O0poTHCS 3 BOpOTaMH Ta OTPUMYBATH HATOPOJIH 31 CKPUHb.

VY po0oTi OmHMCaHO JIOTIKY B3a€EMOJIIi KOPUCTyBada 3 1HTEpQEHcoM IpH: BiJ
TOJOBHOTO MEHIO, CTOPIHKM MPOKAYKHd 10 O€3MOCEpPEeHbO IFPOBOTO IPOILECY.
3a3HayeHO TMOBEIHKY BOPOTiB, A0 TOCTPUIIB, MPHUHIIMI OTPUMAHHS IIKOAH Ta
MEXaHIKy mnepe3apaaku. JleTanmi3oBaHO TaKOXK TE€HEpalil0 PiBHIB 1 BHUKOPUCTAHHS
BHUIIAJKOBOCTI B TOOYIOBI KapT.

byno mnpoBeneHO TecTyBaHHS MpalE3aTHOCTI OCHOBHUX (YHKIIN rpu,
nepeBipeHo 30€peKEHHS 1 BITHOBJIEHHS JTaHUX, a TaKOX CTaOlIbHICTh MOBEIHKU
CUCTEMHU B THUIIOBUX CIIEHApisiX Tpu. ['OTOBUIl MPOIYKT € TOBHOIIIHHUM ITPOBUM
IPOEKTOM, 110 ICMOHCTPY€E OCHOBHI MPUHIUITY 00y 108U roguelike-rpu ta Mmosxe OyTH
OCHOBOIO JIJIs1 TIOJIAJTIBIIIOT0 PO3BUTKY 200 pO3MUPEeHHS (QYHKITIOHATY.

Po3pobiieHa rpa mae 3po3yminuil iHTepdeiic, TMHaMIYHUN IrPOBUM MPOLEC Ta

3a0e3rneuye cTabiIbHy poboty Ha maatdopmi Windows.
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Honmatox A

using System;

using System.Collections;

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

using UnityEngine;

using NavMeshPlus.Components;
#if UNITY_EDITOR

using UnityEditor;

#tendif

public class CorridorFirstDungeonGenerator : SimpleRandomWalkDungeonGenerator

{

[SerializeField]

private int corridorLength = 14, corridorCount = 5;
[SerializeField]

[Range(0.1f, 1)]

private float roomPercent = 0.8f;

private HashSet<Vector2Int> floorPositions, corridorPositions;
private Dictionary<Vector2Int, HashSet<Vector2Int>> roomDictionary = new

Dictionary<Vector2Int, HashSet<Vector2Int>>();

[SerializeField]
private NavMeshSurface navigationSurface;

private void Awake()

{

StartCoroutine(GenerateDungeonRoutine());

public IEnumerator GenerateDungeonRoutine()

{

RunProceduralGeneration();
roomVisual.PlaceItems(roomDictionary, corridorPositions);

yield return null;

if (navigationSurface != null)

{

navigationSurface.BuildNavMesh();
Debug.Log("NavMesh built successfully!");

}

else

{

Debug.LogError("NavMeshSurface is not assigned in the Inspector for

DungeonGenerator!");

}



protected override void RunProceduralGeneration()

{
tilemapVisualizer.Clear();
if (floorPositions == null) floorPositions = new HashSet<Vector2Int>();
if (corridorPositions == null) corridorPositions = new
HashSet<Vector2Int>();
if (roomDictionary == null) roomDictionary = new Dictionary<Vector2Int,

HashSet<Vector2Int>>();
floorPositions.Clear();
corridorPositions.Clear();
roomDictionary.Clear();

CorridorFirstGeneration();

private void CorridorFirstGeneration()

{
HashSet<Vector2Int> currentFloorPositions = new HashSet<Vector2Int>();
HashSet<Vector2Int> currentPotentialRoomPositions = new
HashSet<Vector2Int>();

CreateCorridors(currentFloorPositions, currentPotentialRoomPositions);

HashSet<Vector2Int> roomPositions =
CreateRooms(currentPotentialRoomPositions);

List<Vector2Int> deadEnds = FindAllDeadEnds(currentFloorPositions);
CreateRoomsAtDeadEnd(deadEnds, roomPositions);
currentFloorPositions.UnionWith(roomPositions);
floorPositions.UnionWith(currentFloorPositions);
tilemapVisualizer.PaintFloorTiles(floorPositions);

WallGenerator.CreateWalls(floorPositions, tilemapVisualizer);

private void CreateRoomsAtDeadEnd(List<Vector2Int> deadEnds,
HashSet<Vector2Int> roomFloors)

{
foreach (var position in deadEnds)
{
if (roomFloors.Contains(position) == false)
{

var room = RunRandomWalk(randomWalkParameters, position);
SaveRoomData(position, room);
roomFloors.UnionWith(room);



private List<Vector2Int> FindAllDeadEnds(HashSet<Vector2Int>
floorPositionsToCheck)

{
List<Vector2Int> deadEnds = new List<Vector2Int>();
foreach (var position in floorPositionsToCheck)
{
int neighboursCount = 0;
foreach (var direction in Direction2D.cardinalDirectionsList)
{
if (floorPositionsToCheck.Contains(position + direction))
neighboursCount++;
}
if (neighboursCount == 1)
deadEnds.Add(position);
}
return deadEnds;
}
private void SaveRoomData(Vector2Int roomPosition, HashSet<Vector2Int>
roomFloor)
{

roomDictionary[roomPosition] = roomFloor;

private HashSet<Vector2Int> CreateRooms(HashSet<Vector2Int>
potentialRoomPositions)

{

HashSet<Vector2Int> roomPositions = new HashSet<Vector2Int>();
int roomToCreateCount = Mathf.RoundToInt(potentialRoomPositions.Count *
roomPercent);

List<Vector2Int> roomsToCreate = potentialRoomPositions.OrderBy(x =>
Guid.NewGuid()).Take(roomToCreateCount).ToList();

foreach (var roomPosition in roomsToCreate)

{
var roomFloor = RunRandomWalk(randomWalkParameters, roomPosition);
SaveRoomData(roomPosition, roomFloor);
roomPositions.UnionWith(roomFloor);

}

return roomPositions;

private void CreateCorridors(HashSet<Vector2Int> currentFloorPositions,
HashSet<Vector2Int> currentPotentialRoomPositions)

{



var currentPosition = startPosition;
currentPotentialRoomPositions.Add(currentPosition);

for (int i = @; i < corridorCount; i++)
{
var corridor =
ProceduralGenerationAlgorithms.RandomWalkCorridor(currentPosition, corridorLength);
currentPosition = corridor[corridor.Count - 1];
currentPotentialRoomPositions.Add(currentPosition);
currentFloorPositions.UnionWith(corridor);

}

corridorPositions = new HashSet<Vector2Int>(currentFloorPositions);

Honatox B

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

public static class WallTypesHelper

{
public static HashSet<int> wallTop = new HashSet<int>
{
ob1111,
obo1l1loe,
oboo11,
0boo10,
oblo1le,
obl1le0,
obi110,
ob1011,
0bo111
¥
public static HashSet<int> wallSidelLeft = new HashSet<int>
{
0b0100
¥
public static HashSet<int> wallSideRight = new HashSet<int>
{
oboeo1l
¥

public static HashSet<int> wallBottm = new HashSet<int>

{
0b1000



1

public static HashSet<int> wallInnerCornerDownLeft = new HashSet<int>
{
obll11ieee1l,
0b11100000,
0bl11110000,
obll1100001,
0b10100000,
obol1010001,
obllelee01l,
obo1100001,
obl1010000,
obo1110001,
obooo10001,
oble11e001,
oblo100001,
0b10010000,
oboo110001,
0blo110000,
oboo10000e1,
0b10010001

1

public static HashSet<int> wallInnerCornerDownRight = new HashSet<int>
{
0b11000111,
0bl1000011,
0b10000011,
0b10000111,
0b10000010,
0bo1000101,
obllee0101,
0b01000011,
0b10000101,
0b01000111,
0b01000100,
0bl1000110,
0b11000010,
0b10000100,
0b01000110,
0bl0000110,
0b11000100,
0b01000010

¥
public static HashSet<int> wallDiagonalCornerDownLeft = new HashSet<int>

{
0b01000000



1

public static HashSet<int>

{
0b000ee01

1

public static HashSet<int>
{
0b00010000,
0b01010000,

}s

public static HashSet<int>
{

0b00000100,

0boooo0101

1

public static HashSet<int>
{

ebl11e1,

obolo1l,

ebl11e1,

oblo01

}s

public static HashSet<int>
{
0b00010100,
0b111001600,
0b10010011,
obol110100,
0b00010111,
0booo10110,
0bo01101600,
0booo10101,
0bo10101600,
0b00010010,
0b00100100,
0b00010011,
0b011001600,
0b10010111,
0b11110100,
oblool0110,
0b10110100,
oblilieelel,
obl1010011,
obllilelel,

wallDiagonalCornerDownRight = new HashSet<int>

wallDiagonalCornerUpLeft = new HashSet<int>

wallDiagonalCornerUpRight = new HashSet<int>

wallFull = new HashSet<int>

wallFullEightDirections = new HashSet<int>



0bl11010111,
obllllele1l,
obel1i1le1e1l,
0b01010111,
0b01100101,
0b01010011,
obololee1o,
oboo100101,
obeo110101,
0b01010110,
oblielelel,
0b110101600,
obloelelel
¥
public static HashSet<int> wallBottmEightDirections
{
0b01000001
¥
}
RoomVisual.
using System;
using System.Collections;
using System.Collections.Generic;
using System.lLing;
using UnityEngine;
using UnityEngine.Experimental.GlobalIllumination;
using UnityEngine.UIElements;

0b11010111,

public class RoomVisual : MonoBehaviour

{

new HashSet<int>

Honatok C

private List<GameObject> objects = new List<GameObject>();

private int? spawnRoomId = null;
private int? exitRoomId = null;

[SerializeField]
SpawnRoom spawnRoom;

[SerializeField]
ExitRoom exitRoom;



[SerializeField]
List<EnemyRoom> enemyRooms;

public void PlaceItems(Dictionary<Vector2Int, HashSet<Vector2Int>>
roomDictionary, HashSet<Vector2Int> corridors)

{
SetRooms(roomDictionary.Count);
Clear();
SpawnPlayerRoom(roomDictionary, corridors);
SpawnExitRoom(roomDictionary, corridors);
SpawnEnemyRooms (roomDictionary, corridors);
}

private void SpawnPlayerRoom(Dictionary<Vector2Int, HashSet<Vector2Int>>
roomDictionary, HashSet<Vector2Int> corridors)

{
if (spawnRoomId.HasValue &&

roomDictionary.ContainsKey((Vector2Int)roomDictionary.ElementAt(spawnRoomId.Value).
Key))

var room = roomDictionary.ElementAt(spawnRoomId.Value);

HashSet<Vector2Int> corridorsOutsideRoom =
GetRoomWOCorridors(room.Value, corridors);

ItemPlaceHelper itemPlaceHelper = new ItemPlaceHelper(room.Value,
corridorsOutsideRoom);

SpawnPlayer(room.Key);
PlaceItemsToRoom(spawnRoom, itemPlaceHelper);

private void SpawnExitRoom(Dictionary<Vector2Int, HashSet<Vector2Int>>
roomDictionary, HashSet<Vector2Int> corridors)

{
if (exitRoomId.HasValue &&

roomDictionary.ContainsKey((Vector2Int)roomDictionary.ElementAt(exitRoomId.Value).K
ey))

var room = roomDictionary.ElementAt(exitRoomId.Value);

HashSet<Vector2Int> corridorsOutsideRoom =
GetRoomWOCorridors(room.Value, corridors);

ItemPlaceHelper itemPlaceHelper = new ItemPlaceHelper(room.Value,
corridorsOutsideRoom);

PlaceItemsToRoom(exitRoom, itemPlaceHelper);



private void SpawnEnemyRooms(Dictionary<Vector2Int, HashSet<Vector2Int>>
roomDictionary, HashSet<Vector2Int> corridors)
{
int iteration = 0;
foreach (var room in roomDictionary)

{
if (iteration == spawnRoomId || iteration == exitRoomId)
{
iteration++;
continue;
¥

int randomRoom = UnityEngine.Random.Range(®, enemyRooms.Count);
HashSet<Vector2Int> corridorsOutsideRoom =

GetRoomWOCorridors(room.Value, corridors);
ItemPlaceHelper itemPlaceHelper = new ItemPlaceHelper(room.Value,

corridorsOutsideRoom);

SpawnEnemies (enemyRooms[randomRoom].enemyData, itemPlaceHelper);
PlaceItemsToRoom(enemyRooms[randomRoom], itemPlaceHelper);

iteration++;

private void SpawnEnemies(List<EnemyData> enemyData, ItemPlaceHelper
itemPlaceHelper)

{

foreach (var item in enemyData)

{
int quantity = UnityEngine.Random.Range(item.MinQuantity,

item.MaxQuantity + 1);

for (int i = @; i < quantity; i++)

{
PlacementType pt = PlacementType.OpenSpace;
if (UnityEngine.Random.Range(0, 100) < 20)

{
pt = PlacementType.NearWall;

Vector2? position = itemPlaceHelper.GetItemPlacementPosition(pt,
19, new Vector2Int(1l, 1), true);

if (position != null)
{
Vector2Int positionToPlace = new

Vector2Int((int)position.Value.x, (int)position.Value.y);
SpawnObject(item.Enemy, positionToPlace);



}
}
private void SpawnPlayer(Vector2Int spawnPoint)
{
if (spawnRoom.player != null)
{
GameObject player = GameObject.FindGameObjectWithTag("Player");
if (player == null)
{
SpawnObject(spawnRoom.player, spawnPoint, false);
}
else
{
player.transform.position = new Vector3(spawnPoint.x, spawnPoint.y,
0);
}
}
else
{
Debug.Log("error");
}
}

private void SpawnObject(GameObject objectToSpawn, Vector2Int spawnPoint, bool
addToObjList = true)
{
Vector3 position3D = new Vector3(spawnPoint.x + 0.5f, spawnPoint.y + 0.5f,
of);
GameObject objectInstance = Instantiate(objectToSpawn, position3D,
Quaternion.identity);
if (addToObjList)
{
_objects.Add(objectInstance);

private void PlaceItemsToRoom(Room roomType, ItemPlaceHelper itemPlaceHelper)

{

foreach (var item in roomType.itemData)
{
int quantity = UnityEngine.Random.Range(item.MinQuantity,
item.MaxQuantity + 1);

for (int i

{

0; 1 < quantity; i++)

var pt

PlacementType.NearWall;



if (item.Item.size != new Vector2Int(1, 1))

{
pt = PlacementType.OpenSpace;

Vector2? position = itemPlaceHelper.GetItemPlacementPosition(pt,
19, item.Item.size, true);

if (position != null)
{
Vector2Int positionToPlace = new
Vector2Int((int)position.Value.x, (int)position.Value.y);
SpawnObject(item.Item.item, positionToPlace);

private static HashSet<Vector2Int> GetRoomWOCorridors(HashSet<Vector2Int> room,
HashSet<Vector2Int> corridors)

{

HashSet<Vector2Int> corridorsOutsideRoom = new HashSet<Vector2Int>();

foreach (var corridor in room)

{

if (!corridors.Contains(corridor))

{

corridorsOutsideRoom.Add(corridor);

return corridorsOutsideRoom;

private void SetRooms(int count)
{
spawnRoomId = UnityEngine.Random.Range(@, count);
while (exitRoomId == null)
{
int id = UnityEngine.Random.Range(@, count);
if (id != spawnRoomId)
{

exitRoomId = id;

public void Clear()
{

foreach (var obj in _objects)



if (obj != null)

{
Destroy(obj);

}
_objects.Clear();

}

ItemPlaceHelper.

using System.Collections;

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

using Unity.VisualScripting;
using UnityEngine;

using UnityEngine.UIElements;

public class ItemPlaceHelper

{

public bool showOccupiedTiles = true;
public Color occupiedTileColor = Color.red;

Dictionary<PlacementType, HashSet<Vector2Int>> tileByType = new
Dictionary<PlacementType, HashSet<Vector2Int>>();

HashSet<Vector2Int> roomFloorNoCorridor;

public ItemPlaceHelper(HashSet<Vector2Int> roomFloor, HashSet<Vector2Int>
roomFloorNoCorridor)

{

Graph graph = new Graph(roomFloor);
this.roomFloorNoCorridor = roomFloorNoCorridor;

foreach (var position in roomFloorNoCorridor)
{
int neighboursCount8Dir =
graph.GetNeighbours8Direction(position).Count;
PlacementType type = neighboursCount8Dir < 8 ? PlacementType.NearWall :
PlacementType.OpenSpace;

if (tileByType.ContainsKey(type) == false)

{
tileByType[type] = new HashSet<Vector2Int>();



if (type == PlacementType.NearWall &&
graph.GetNeighbours4Direction(position).Count < 4)

{

continue;

tileByType[type].Add(position);

public Vector2? GetItemPlacementPosition(PlacementType type, int iterationsMax,
Vector2Int size, bool addOffset)

{ int itemArea = size.x * size.y;
if (tileByType[type].Count < itemArea)
{
return null;
}
int iteration = 0;
while (iteration < iterationsMax)
{
iteration++;
int index = Random.Range(©@, tileByType[type].Count);
Vector2Int position = tileByType[type].ElementAt(index);
if (itemArea > 1)
{
var (result, placementPosition) = PlaceBigItem(position, size,
addOffset);
if (result == false)
{
continue;
}
tileByType[type].ExceptWith(placementPosition);
tileByType[PlacementType.NearWall].ExceptWith(placementPosition);
}
else
{
tileByType[type].Remove(position);
}
return position;
}

return null;



private (bool, List<Vector2Int>) PlaceBigItem(Vector2Int originalPosition,

Vector2Int size, bool addOffset)
{
List<Vector2Int> positions = new List<Vector2Int>();
int maxX = addOffset ? size.x + 1 : size.Xx;
int maxY = addOffset ? size.y + 1 : size.y;
int minX = addOffset ? -1 : 0;
int minY = addOffset ? -1 : 9;

for (int row = minX; row <= maxX; row++)

{

for (int col = minY; col <= maxY; col++)

{

if (col == @ && row == @) continue;

Vector2Int newPosToCheck = new Vector2Int(originalPosition.x + row,

originalPosition.y + col);

if (roomFloorNoCorridor.Contains(newPosToCheck) == false)
{
return (false, positions);
}
positions.Add(newPosToCheck);
}
}
return (true, positions);
}
}
public enum PlacementType
{
OpenSpace, NearWall
}

using System;

using System.Collections;

using System.Collections.Generic;

using TMPro;

using Unity.VisualScripting.Antlr3.Runtime.Misc;
using UnityEngine;

using UnityEngine.SceneManagement;

using UnityEngine.UI;

public class Player : MonoBehaviour, IDataPersistence

{

[SerializeField] private float _moveSpeed;

Honatok E



[SerializeField] private float _interactionRadius = 1f;
[SerializeField] private string targetLayerName = "Interactable"”;
[SerializeField] private GameObject gunGO;

[SerializeField] private TextMeshProUGUI coins;
[SerializeField] private Slider HPBar;

private PlayerStats playerStats = new PlayerStats();
private int currentHp;

private Rigidbody2D rigidBody;
private Vector2 mousePos;

private GameObject _closestInteractable;
private Gun _gun;
public Vector2 GetDirection()

{
var aY = Convert.ToInt32(Input.GetKey(KeyCode.W)) -

Convert.ToInt32(Input.GetKey(KeyCode.S));
var aX = Convert.ToInt32(Input.GetKey(KeyCode.D)) -
Convert.ToInt32(Input.GetKey(KeyCode.A));

Vector2 dir = new Vector2(aX, aY);

return dir.normalized;

}
private void Move(Vector2 vector)
{
_rigidBody.velocity = vector * _moveSpeed;
}

void Start()

{
_rigidBody = GetComponent<Rigidbody2D>();

currentHp = playerStats.MaxHp;

void Update()
{

Move(GetDirection());

mousePos = Camera.main.ScreenToWorldPoint(Input.mousePosition);

float angel = Mathf.Atan2(mousePos.y - transform.position.y, mousePos.x -
transform.position.x) * Mathf.Rad2Deg - 90f;



transform.localRotation = Quaternion.Euler(@, 9, angel);

if (Input.GetMouseButton(9))

{
_gun.Shoot();
}
if (Input.GetKeyDown(KeyCode.Q))
{
TakeDmg(10);
}

FindClosestObjectInLayer(targetLayerName, _interactionRadius);
if (Input.GetKeyDown(KeyCode.E))

{
InteractWithClosest();

private void FindClosestObjectInLayer(string targetLayerName, float radius)
{
int targetLayer = LayerMask.NameTolLayer(targetLayerName);
Collider2D[] hits = Physics2D.OverlapCircleAll(transform.position, radius);

Collider2D closest = null;
float closestDistance = Mathf.Infinity;

foreach (var hit in hits)
{
if (hit.gameObject.layer == targetlLayer)
{
float distance = Vector2.Distance(transform.position,
hit.transform.position);
if (distance < closestDistance)

{
closestDistance = distance;
closest = hit;
}
}
}
_closestInteractable = closest != null ? closest.gameObject : null;

private void InteractWithClosest()
{

if (_closestInteractable == null) return;

Interactable interactable =
_closestInteractable.GetComponent<Interactable>();



if (interactable != null)

{ interactable.Interact();
¥
¥
private void SetHPBarSetting()
{
HPBar.maxValue = playerStats.MaxHp;
HPBar.value = HPBar.maxValue;
¥
private void UpdateHpBar()
{
HPBar.value = currentHp;
}

private void Die()

{

DataPersistenceManager manager =
FindObjectOfType<DataPersistenceManager>();

if (manager != null)
{
manager.SaveGame();
}
SceneManager.LoadScene("Lv1lUpPage");
}
private void UpdateCoins()
{
coins.text = playerStats.coins.ToString();
}
public void AddCoins(int coins)
{
float multiplier = playerStats?.IncomeMultiplier ?? 1f;
int totalCoins = Mathf.RoundToInt(coins * multiplier);
playerStats.coins += totalCoins;
UpdateCoins();
}
public void TakeDmg(int dmg)
{
currentHp -= dmg;
UpdateHpBar();
if (currentHp <= 9)
{

Die();



}
public void Heal(int hp)
{
var newHp = currentHp + hp;
if(newHp >= playerStats.MaxHp)
{
currentHp = playerStats.MaxHp;
}
else
{
currentHp = newHp;
}
UpdateHpBar();
}

public void LoadData(GameData data)

{
playerStats = data.Stats;
UpdateCoins();
currentHp = playerStats.MaxHp;
SetHPBarSetting();
UpdateHpBar();
_gun = gunGO.GetComponent<Gun>();
_gun.Initialize(playerStats);

public void SaveData(ref GameData data)

{
data.Stats = playerStats;



