MIHICTEPCTBO OCBITU I HAYKU VKPATHU
[TOJIICBKVI HALIIOHAJIBHU YHIBEPCUTET

®daxynpTeT 00Ky Ta (piHAHCIB
Kadenpa koM’ roTepHUX TEXHOJIOT1H
1 MOJICITFOBAaHHS CHCTEM

Ksanidikariitna pobora
Ha TIpaBaxX PyKOMHUCY

JleBuenko mutpiit FOpiitoBuu

YJIK 004.9:004.94

KBAJII®IKAIIIMHA POBOTA

[ndopmariitHo-po3BaxaibHa cuctema B kaHpi RPG 3 Bizyaunizani€ero 00’ €KTiB B
crui Souls-like

(Tema poboTH)

122 «KoMI’ 10TepH1 HAyKu»

(mdp i Ha3Ba CHEIiaTBFHOCTI)

[TonaeTbes Ha 3700yTTS OCBITHBOTO CTYIIEHS OaKaaaBp

KBamidikariitHa po60Ta MICTUTh PE3yJIbTaTH BIACHUX JOCIIKeHb. Bukopuctanus
171ef, pe3yJbTaTiB 1 TEKCTIB IHIIMX aBTOPIB MAalTh ITOCHUJIAHHS Ha BIAMOBIIHE
JKEPENo

(mizxmuc, iHimiamy Ta mpi3BHIIe 3100yBavya BHIOT OCBITH)

KepiBauk podoTtu
I'iBaprizos IuBis ['enHamiiioBuy,
crapmmii Bukianad KTiMC, k. e. H.

Kuromup — 2024



BucnoBok kageapu

3d pE3yJIbTaTaMU IIOIICPCAHBOI'O 3aXUCTY:

[Ipotoko:n 3acimanus kKadeapu

No BIJI « » 20

3aBiqyBay kadeapu

(HayKOBHH CTyIiHb, BUCHE 3BaHHS) (migmuc)

« » 20 p.

(npi3BwuIe, iM’s1, IO OATHKOBI)

Pe3yabTaTn 3axucTy KBajipikauinHoi podoTu

3100yBay BUIIOi OCBITH

3aXHUCTHUB

(12)

(mpizBHIe ,iM’s1, IO 6ATHKOBI)

KBaiQikaiiitHy poOOTy 3 OLIHKOIO:
cyma OaniB 3a 100-0anbHOIO MIKANIO0
3a mkanoro ECTS

3a HaIlOHAJILHOIO IIKAJIOK

Cexkperap EK

(HayKOBHIA CTYIIiHb, BYCHE 3BAHHS) (tmiaruc)

(mpi3BHIE, 1M 4, TT0 OaTHKOBI)



AHOTAILIS

Jleuenko /[I. 1O. Indopmariiitno-po3BaxkanbHa cucrema B xkaHpi RPG 3
Bi3yanizamiero 00’ektTiB B ctuii Souls-like — Kpamidikariiina podoTa Ha mpaBax
PYKOTIHCY.

Kpanidikamiiina pobora Ha TeMmMy NpHUCBAYEHA pO3pOOIN Ta peamizarii
1HpOpMaIIfHO-PO3BAKAIBEHOI CUCTEMH, SIKa MOEIHYE eJIeMeHTH poiiboBoi rpu RPG
Ta €CTETUKY, XapaKTepHy i irop B ctuiii Souls-like. Meroto poOoTH € cTBOpeHHs
IHTEPAKTUBHOI CUCTEMH, siKa 3a0e3leuye 3aXOIUIIOI0YUi ITPOBHUM JOCBIA 3aBISIKU
POJyMaHOMY AU3aiiHy, BACOKOSIKICHIN Bi3yaui3allli Ta rIMOO0KIN 1rpoBiid MEXaHIiI.

Y mporeci AOCHIKEHHS TPOBEACHO aHami3 iHdopMamiiiHux motped
KOPHCTYBauiB Ta BU3HAYCHO KJIFOYOBI BUMOTH J0 pO3p00IIIOBaHOI cucteMu. byio
3MIMCHEHO JeTajJbHUM OS] TEXHIYHOTO 3a0e3ledeHHs, HEeOOXITHOTo IS
peaizalii mpoeKTy, Ta 00paHO ONTHUMAaJIbHI TEXHOJIOTII 1 IIIAaTHOPMU JIsl PO3POOKH.

Pobota Takox BKIIIOYAaE MOJIETIOBaHHS OI13HEC-TPOIECIB Ta CUCTEMHU B
IJIOMY, 110 JO3BOJIUJIO CTBOPUTHU JIETANIbHY apXiTeKTypy cucteMu. Oco0uBy yBary
MPUALIEHO MPOCKTYBaHHIO 1HTep(delicy KOPUCTyBaya, SIKUWA BIAMOBIIA€ Cy4aCHUM
CTaHAapTaM €proHOMIKH Ta 3py4YHOCTI BUKOPUCTAHHS.

Peanizariis indopmariiiitHo-po3BakaibHOT CUCTEMH BUKOHAHA Ha 0asi pyis
Unity, mo 3a0e31meymio BUCOKUI PiBEHb MPOJAYKTHUBHOCTI Ta IHTEPAKTHUBHOCTI. Y
poOOTI TaKOX MPEICTABIICHO IHCTPYKIIIIO KOPUCTYBava Ta Pe3yabTaTH TECTyBaHHS
CUCTEMHU, SKI MIATBEP/KYIOTH 11 (PYHKIIOHAIBHICTh Ta BIAMOBIIHICTH 3asBJICHUM
BUMOTaM.

Pesynbrati nmaHOrO JOCHIDKEHHS MOXYTh OyTH BHUKOPHUCTaHI IS
noAaNbIIOro po3BUTKY irop B xaHpi RPG Ta CTBOpeHHS BHCOKOSKICHHUX
1H(pOpMaIITHO-PO3BAXKATBLHUX CUCTEM 3 aKI[EHTOM Ha Bi3zyai3aliio B cTuil Souls-
like.

KBanmigikariiina po6ora Ha 3700yTTS OCBITHBOTO CTyNHeHs OakajaBpa 3a
cnemianpHicTIO 122 — Kowmm'torepHi Hayku. — [lomichkuii HalioHaIbHUIN
yHiBepcurer, Kuromup, 2024.

Kirouosi cioa: RPG, Souls-like, Unity.



SUMMARY
Levchenko D. Y. Information and entertainment system in the RPG genre

with object visualization in the souls-like Style — Qualification work as a manuscript.

The qualification work is dedicated to the development and implementation
of an information-entertainment system that combines elements of role-playing
games RPG and the aesthetics characteristic of Souls-like games. The aim of the
work is to create an interactive system that provides an engaging gaming experience
through thoughtful design, high-quality visualization, and deep game mechanics.

During the research process, an analysis of user information needs was
conducted, and the key requirements for the system being developed were identified.
A detailed review of the technical infrastructure required for project implementation
was carried out, and the optimal technologies and platforms for development were
selected.

The work also includes the modeling of business processes and the system as
a whole, which allowed for the creation of a detailed system architecture. Special
attention was given to the design of the user interface, which meets modern standards
of ergonomics and usability.

The implementation of the information-entertainment system was carried out
using the Unity engine, ensuring a high level of performance and interactivity. The
work also presents a user manual and the results of system testing, confirming its
functionality and compliance with the stated requirements.

The results of this research can be used for further development of RPG genre
games and the creation of high-quality information-entertainment systems with an
emphasis on Souls-like visualization.

Qualification work for the Bachelor’s degree in specialty 122 — Computer
Science. — Polissia National University, Zhytomyr, 2024.

Keywords: RPG, Souls-like, Unity.
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MEPEJIIK YMOBHUX CKOPOYEHb
RPG — posboBa rpa

ITK — nepcoHaJIbHUNA KOMIT IOTEP



BCTYII

CTBOpEHHSI KOMIT I0OTEpHUX 1rop HaOyBa€ BEIMKOI BaXKJIUBOCTI B Cy4YaCHOMY
CBITI, OCKUJIbKM 3Ha4yHa 4YacTHHA HACeJICHHS BIJJa€ IepeBary came TIpalibHii
aKTUBHOCTI y cBoeMy no3Biwm. lleit deHomeH BimoOpaxkae HE auIIe 3MIHA B
KyJbTYpHUX Ta COLIAJIBHUX YMNOJO00AHHSX, aje ¥ 3HayHUW BIUIUB LUQPPOBUX
TEXHOJOT1M Ha MOBCAKACHHE XUTTS Jiojed. [HaycTpis Bigeoirop po3BUBA€THCA
HAJ3BUYAHO MIBUAKAMHU TEMIIAMH, HAJIAI0UX MIJIbHOHAM KOPUCTYBayiB 110 BChbOMY
CBITY HOB1 MOKJIMBOCTI JIJIs1 pO3Bar, HaBYaHHs Ta coIliajizarii.

BuxkopucTaHHs nepeoBUX ITPOBUX PYILIIiB MAa€ BEIUKE 3HAUYECHHSI, OCKIJIBKH
BOHO CIIPOIIY€E MPOIIEC PO3POOKH Ha PI3HUX PIBHAX 1 JIO3BOJISE 30CEPEAUTHCS Ha
JIeTalbHOMY BJIOCKOHAJIEHHI 1IrpoBOro cBity. Irposi pymii, Taki sik Unity, Unreal
Engine Ta 1HOI, HAagalOTh PO3POOHUKAM MOTY>KHI IHCTPYMEHTH JUIsl CTBOPEHHS
BHUCOKOSIKICHOTO KOHTEHTY 3 MIHIMAJIbBHUMH 3aTpaTaMu 4acy Ta PECypcCiB. 3aBIIsSIKU
bOMY pPO3pPOOHMKU MOXYTh peali3yBaTh HalcMIIuBIII 17A€i, 3a0e3nmeuyrouu
IpaBIIM 3aXOILTIOIOYHH Ta IHHOBAI[IHUHN irpoBuii gocBia [35].

3 ormAay Ha 3pOCTalOYMi MOMUT Ha Irpu Ta po3Bard B IUGPOBOMY
Cepe/lOBUIL, BUBUYECHHS €(DEKTUBHUX METO/I1B BUKOPUCTAHHS TAKUX 1HCTPYMEHTIB €
aKTyaJIbHUM 3aBJAHHSM IS JOCSTHEHHS YCHIIIHOI Ta KOHKYPEHTOCIPOMOKHOT
PO3pOOKH IFPOBOTO KOHTEHTY.

Mertoto kBaniikaiiiHoi podoTH € po3podka iHPOpMaIliitHO-PO3BAKATIHLHOT
cuctemu B xkaHpi RPG 3 Bizyaunizaitieto 00’ektiB B ctrmi Souls-like.

[IpenmMeToM AOCHIDKEHHS € CYKYNHICTH 3aco0lB Ta METOMIB, SIKI
BUKOPHUCTOBYIOTHCS JIJIs1 pO3po0KH 1HPOPMAIIHHO-PO3BAKAIBHOI CHCTEMH B JKaHPI
RPG 3 Bizyaumizaiiero 00’extiB B ctum Souls-like.

OG’eKTOM AOCIIJKEHHSI € Mpollec Po3poOKu 0a30BUX ITPOBUX MEXAHIK B
xaupi RPG.

3aBAaHHSAMU Ha KBaTi(ikaliiiHy poOoTy €:

"  MOJENOBaHHS 1H(POPMAaIIHO-po3BaXKaIbHOI cucteMu B kaHpi RPG 3

Bizyauizariero 00’ektiB B ctumi Souls-like
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" po3pobOka iHTepdeiicy s iHGOpMAaIIHHO-PO3BAKAIBHOI CHCTEMH B
xanpi RPG 3 Bizyamizaiieio 06’extiB B cTruti Souls-like

» peanizamis 1HGOpMaIIHHO-pO3BaXKaIbHOI cuctemMu B kaHpi RPG 3
Bizyauizaiieto 00’ekTiB B ctiumi Souls-like

JIJist TOCSITHEHHsI TMOCTaBJIEHUX IiJIed OyJI0 3aCTOCOBAHO HACTYITHI METOJIU
JOCTIPKEHHS: aHANITUYHUN MeToJa (BUKOPHCTOBYBABCS JJIS aHAi3y MPEeIMETHOI
00J1acTi); METOJI MOJICTIOBAHHS (3aCTOCOBYBABCS JJIsl aHaJi3y Oi3HEC-NPOIECIB 3
METOI T00y/I0oBH 1H(OpPMAIIMHOT CHUCTEMH); EKCIIEPUMEHTAIBHUN  METO/I
(BUKOPUCTOBYBABCSl METOJ] TECTYBAaHHS JJI IEPEBIPKU BIAMOBIAHOCTI OTPUMAHOTO
pe3yabpTaTy BUMoOram 10 iHpopMaIliifHOT CUCTEMU).

ABTOpOoM OyJI0 OIMyOJIIKOBAaHO CTATTI Ha JABOX KOH(EpPEHLISIX 32 TeMaMH
«Oco0IUBOCTI PO3POOKH CydaCHUX KOMIT IOTEPHUX 1rop» Ta «['ojioBomomMKa (3kaHp
BiJI€O 1rOp)», 110 BIJIMOBIJAIOTh TEMATHIIl PO3POOKH.

1. JIeuenko 1. FO. Oco6imuBOCTI pO3pOOKH Cy4YaCHUX KOMIT FOTEPHUX 1rOp.
besneka, TexHoJOrii, 1HHOBAIlli: HOBI TOPU3OHTU : 30IPHUK Mpallb YYaCHUKIB
MDK()aKyJIbTETChbKOI HAayKOBO-TIPAKTUYHOI  1HTEpHET-KOHGeEpeH i 3700yBayiB
BUIIIOI OCBITH 1 MOJOJIUX BYeHUX, 15 muctomama 2023 p. Kuromup : I[lomicekuit
HaIllOHAIBHUH yHIBepcutet, 2023. 25 c.

2. Jlepuenko /I. HO TonoBonomka (kaHp Bigeo irop). IHdopmariiini
TEXHOJIOT1i Ta MOJIEIIOBAHHS CHCTEM : 301pHUK Ipallh y4acHHKIB BceykpaiHchkoi
HAyKOBO-TMPAKTUYHOI KOH(GEpEHIIiT 3700yBaviB BUIOI OCBITH 1 MOJIOJUX BUEHUX, 10
kBiTHsI 2024 p. XKutomup : [Tonmickkuii HallioHABHUHN YHiBepcuTeT, 2024. 49 c.

[IpakTuuHe 3HAYEHHS MOJSATAE B TOKPAIICHHI 1HTEPAKTUBHOCTI Ta SKOCTI
IrpOBOTO IOCBIY Y LM yHIKaJIbHIN ramy3i po3Bar. CucTemMa aBTOMAaTHU3Y€E PO3POOKY
reiMILIeI0, yIIpaBJliHHS Bi3yaJlbHUMH €(eKTaMu Ta 3a0e3neuye 3pyaHuil inTepderic
JUISL TPaBIB, IO JO3BOJSE iM TIOBHOK MIPOI0 HACOJIOMKYBATUCS ITPOBUM
TIPOIIECOM.

Kgamidikarriitna poboTa CKJIaga€eThCs 31 BCTYITY, TPHOX PO3/1TiB, BUCHOBKIB,
CIIUCKY BUKOPUCTAaHUX JIKEPEN Ta JOJMATKiB. 3aradbHui 00CSIT poOOTH CTAaHOBHTH

44 cTOpiHKWU.



PO3/I1J1 1 TEOPETUYHI AHAJII3 MPEJMETHOI OBJIACTI

1.1 Anani3 ingopmauiiiHux noTped i BUBHaAUEHHS NPeIMeTHOI 00J1acTi

Anani3 iHopMaiiiiHuX moTped Ta BHU3HAYEHHS IMPEAMETHOI 00JiacTi JJis
CTBOpEeHHS 1H(OpMaliifHO-po3BaXKaIbHOI cucTeMu B skaHpi RPG 3 Bizyamizati€eio
0o0’exTiB y cTuii Souls-like € kiro4oBMM eTarom, 110 BHU3HAYA€ YCHINIHICTh
MIPOEKTY.

Cucrema Bizyamizamii o0’exktiB 'y cruimi  Souls-like, ska  Oyze
BUKOPHUCTOBYBATUCS B JAaHI poOOTi, 0a3yeThCs HA XapaKTEPHUX pHcax irop cepii
Souls (Dark Souls, Demon’s Souls, Bloodborne), BiloMux CBOiM BUCOKHUM PiBHEM
CKJIQJHOCT1, TIMOOKOI0 aTMOC(eporo Ta yHIKATIbHUM JU3aHOM CBITY 1 IEPCOHAXKIB.
OCHOBHI aCMEKTH I[bOTO CTHUJIIO BKJIIOYAIOTH JETali30BaHE OTOYCHHS, TEMHY Ta
NoXMypy arMocdepy, a TaKokK cuerupIyHui TiAX11 A0 JU3aiiHy BOPOriB Ta OOCIB.

Jlns BU3HAYEHHS IIPEAMETHOI 00jacTi HeOoOX1JTHO BHU3HAYUTH OCHOBHI
1H(pOopMaIliiiHl MOTpeOUn KOPUCTYBAUIB Ta 3alIKaBICHUX CTOPIH. I paBii noTpedy0Th
3aXOIUTIOIOYOTO TEHUMIUICI0 3 TJIHMOOKOI0 CIOKETHOIO JIIHIE€I0, PealiCTUYHUMU
MEePCOHAKAMU Ta OTOYEHHSM, a TaKOXK CIPABEJIMBOIO Ta YITKO 30aJaHCOBAHOTO
BUKIIMKY. BizyanbHuii CTHIIb TOBUHEH CIPHUATH 3aHYPEHHIO Y TPy, 3a0e3Meuyroun
OJIHOYACHO €CTETUYHE 3aJJ0BOJICHHA Ta (DYHKIIIOHABHY YITKICTb.

BaxiMBOO 4aCTHHOIO aHaJI3y € BUBUEHHS ICHYIOUMX PIIIEHb Ta IMIJIXO0/IIB B
obOnacTi iH(popMaliifHO-po3BaxanbHUX cucteM Yy kaHpi RPG. Ile Bkitouae
JIOCITIJIPKEHHSI TIOTOYHUX TPEHIIB Y PO3po0Ill BiACOIrop, BUKOPUCTAHHS CyYaCHHUX
IHCTPYMEHTIB Ta TEXHOJIOTIN Il CTBOPEHHS 1rop, a TaKOX BUBYEHHS MOTped Ta
O4iKyBaHb III0BO1 ayauTopii. CyuacHi irpoBi 1BWKKH, Taki ik Unreal Engine a6o
Unity, HajgaoTh IIMPOKI MOXIMBOCTI JIE CTBOPEHHS CKIAIHUX 1rop 3
BHCOKOSIKICHOIO Tpaikoro Ta peaiCTUYHO (Pi3UKOI0, 10 € KPUTUYHO BAXKJIMBUM
TS peaizariii mpoekty B ctuii Souls-like [35].

TakuMm 4yuMHOM, AeTalbHUM aHami3 1H(QOpMaLIHHUX NOTPeO Ta MPEeAMETHOI
obOnacTi € QyHIaMEeHTOM IJisi pO3pOOKH YCHIMIHOI 1H(OPMAIlITHO-PO3BAKAIBHOT

cuctemu B xaHpi RPG 3 Bizyamizamiero 00’ exTiB y ctumi Souls-like. Ie 3abe3neuye
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YiTKE PO3YMIHHS BUMOT N0 TPH, HEOOXIAHMX PECypciB Ta TEXHOJIOTIH, a TaKOX
BHU3HAYA€ HAIMPSMKH MMOJAIBIIOI PO3POOKHU Ta ONTUMI3aLlli IPOCKTY.

1.2. AHani3 TexHiYHOT0 3a0e3ne4YeHHs

Cepen HamonmyJ sIpHIIIMX irpoBHUX pymriiB BapTo Buaumtu Unity, Unreal
Engine, Godot ta CryEngine. KoxxeH 3 HUX Mae CBOi mepeBaru Ta HEJOJIKH, SKi
posrasiHemMo Hikde. [lopiBHsAIbHA XapaKTepUCTHUKA ITPOBUX PYIIIiB 300paxeHo Ha
Tabmn. 1.1.

Unreal Engine BizomMuii cBoiMu rpadiuHUMHU MOYKIIMBOCTSIMH Ta IOTYKHICTIO,
o0 poOUTh MOro BiAMIHHUM BUOOpoM miis AAA-mpoekTiB. OJHAK, CKIAAHICTh
BUKOPUCTAHHA Ta HEOOXIAHICTh 3HaHHA C++ MOXYTh OyTH TMEpEHIKOJAAMH IS
MEHII JOCBIIYEHUX PO3poOHMKIB. Blueprints HanaroTh MOXIIMBICTH BI3yaJbHOTO
CKPHIITYBaHH, aJie II¢ He 3aBK/I1 3aMIHIO€ TTOBHOIIIHHY po0oTy 3 KozoMm [19].

Godot € uynoBuM BUOOpOM ISl 1HI1-PO3POOHUKIB 3aBASKA MPOCTOTI
BUKOPUCTAHHSA Ta TMIOBHICTIO OE3KOIITOBHIA JineH3ii. Xouya KHOro rpadiyxi
MO>KJIMBOCTI Ta MPOAYKTHUBHICTh mocTynatoTbes Unity Ta Unreal, Bin 3a0e3neuye
JIOCTAaTHIN (PYHKIIIOHAJI Ui CTBOpPEHHS sikicHHX 1rop. IlinTpuMmka KigbKOX MOB
porpaMyBaHHS POOUTH HOT'O THYYKHM Ta 3pYYHHM JIJIsl PI3HUX THITIB IPOEKTIB [22].

CryEngine 3a0e3neuye BHCOKY TIPOIYKTHUBHICTh Ta 4yJOBI TpadiuHi
MOXJIMBOCTI, aJie¢ CKJIAJHICTh HOTO BUKOPHUCTAHHS Ta MEHII aKTUBHA CILJIBHOTA
MOXYTh OyTH OOMEXEHHSM sl po3poOHWKIB. BiH Halikpaie MiIxXoauTh s
MPOEKTIB, AKI BHUMAaraiTh HAWBUINOI AKOCTI Tpadiku, aje HE € ONTUMAIbHUM
BUOOPOM JIJIsl TUX, XTO NOTPEOYE IHTYITUBHUX IHCTPYMEHTIB Ta IIUPOKOI M1 ATPUMKHU
[23].

Unity € onTumanbHUM BHOOPOM Jisi pO3pOOKM  3aBISKH  CBOIM
YHIBEpPCAIBHOCTI, HOTYKHUM IHCTPYMEHTAM, ITUPOKUM MOMJIMBOCTSIM KaCTOMI3aIlli
Ta BENHKINA CHiabHOTI. [{e poOuTh #oro i7eanbHUM JIJIsi CTBOPEHHS CKJIAQTHUX Ta
3aXOIUTIOIOYHUX 1r0p, 3a0€3Meuyr0dH MPU IbOMY BUCOKY IPOJIYKTUBHICTh Ta SKICTh
KiHIIeBOTO mpoaykTy[18].

Unity O0yso oOpaHO uepe3 MOro BUCOKY MPOAYKTHUBHICTH, MIUPOKI TpadivHi

MO>KJIMBOCTI Ta IHTYITUBHI IHCTpyMeHTH Ji71s aHiMmarliii Ta Ul. MoBa nporpamyBaHHs
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C# € MOTY>KHOIO Ta 3pyYHOIO JIUTSI CKPUIITYBaHHS, 10 I03BOJISIE CTBOPIOBATH CKJIAH1
irpoBi MexaHikd. MynbTUIIATGOPMEHHICTh 3a0e3nedye TOCTyH J0 IIHPOKOl
ayIuTopli, a BeIWKa CHiUIbHOTa Ta O010Ji0TeKa pecypciB 3HAYHO IOJICTIIYIOThH
po3podky[31].

BuCHOBKM /10 epmIoro po3miiy

VY nepiiomMy po3aiii 3A1iCHEHO aHami3 iHpopMaIiHIX TOTPed KOPUCTYBaUiB
Ta BH3HAYCHO IIpeAMETHY o00jacTh, B sAKIM (yHKIIOHyBaTMe iH(OpMaIIiiiHO-
po3BaxkalibHa crcTeMa. byno Tako)k IpOBEJCHO aHaJli3 TEXHIYHOTO 3a0e3MeYeHHS,
HEOOX1IHOTO MJIs peanizailii cucreMu. B pe3ynbTaTi IIbOTO aHaji3y BU3HAYECHO
OCHOBHI BUMOTH JI0 CUCTEMH, III0 CTBOPIOETHCS, Ta OOPAHO ONTUMAIIbHY TEXHIUYHY

0a3y mis 1 peanizariii.
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PO311J 2 MOJAEJIOBAHHS IHOOPMAIIMHO-PO3BAKAJIBHOI
CUCTEMH
2.1. MoaeaoBaHHs Oi3Hec-npoueciB iHhopMaliiiHO-PO3BaKATBHOI CHCTEMHU

3aranbpHUI BUTIIA] pealtizaiii mpoaykTy 300paxeHo Ha Puc. 1.1.

Npasuna irponagy CHCTEMHI BUMOTH

TexHiYHe 33BaHHS

IHDOPMALYiHO-PO3BAKANEHE CUCTEMA B KaHDI RP

3 BisyanizaLjiclo o0'ekTiB B cTUNI souls-like ToToBu#i NpoayKT -

CroKeT rpn

07

IrpoBmit pywiit Po3poGHuK

Puc. 1.1 — IDEFO giarpama peani3anii IpoayKTy
Cucrema npuiimMae 1aH1 y BUTJISII TEXHIYHOTO 3aBAAHHS Ta CIOKETY JUIsl pO3POOKH,
1 Ha BUXO/Il OTpUMaEMO ToToBui npoaykT. Jexommnoszuuito IDEF0 Mmonesni HaBegeHO Ha

Puc 1.2.

Mpaswna irponasy CHCTEMHI BUMOTH

Peanisauis Ga308i1x
MExXaHiK

TexHiYHE 3aBAaHHA
a30Bi MEXaHIKN

1

07

Peanizauia rpaciki Ta
3BYKOBOIO CYNPOBOAY

07 2

padika TasByK

CHKET rpu Peanisaujia irponagy

07?

Penia irposoro q
FoToBUH NpoayKT

Aofatky

IrpOBHIA PYLLIF PO3poGHMK

Puc. 1.2 — IDEF0 «Po3po6ka IPC B xanpi RPG»
Ha nexommosuiii posmnucaHo, SK caMme cucrema mnpamoBatume. Crepiy,

pO3pO0IsIIOTECS 0a30B1 MEXaHIKM JJisi Tpu, 0€3 SIKUi HE MOXKJIMBO 3pOOUTH TEpUIUit
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rpabenbHuil mportotum. Jlami peamizyloThCs BCl €JI€MEHTH, IO BIANOBIAAIOTH 3a
HANOBHEHHS T'pH, Taki sK rpadika Ta 3ByK. [licna peanizaiii BciX moOIYHUX €JIEMEHTIB
CTBOPIOIOTHCS ORI CKJIaHI MEXaH1KH, 3a IONTOMOTOI0 KU 1 JOpMY€EThCS TeMILICiTHA
ckianoBa. OCTaHHIM KPOKOM € BUITYCK TOTOBOTO IrpOBOTO MPOAYKTY. J{eKOMITO3UIIi0

1151 610Ky «Po3poOka 6a30BUX MexaHiK» 300pakeHo Ha Puc. 1.3.

Mpaeuna irposoro npouecy

Cuctemui|Bumor

¥YnpasniHHa

énepcnuaxew\

Poapobka MexaHik
3bpoi

TexHiyHe 38BLaHHA Poapofika kepyBaHHs

— ™

1

0?7
& Crpinsba

0?
Haguukn

Poapofika
RPG-enementia

07?

MoegHaHHA BCiX

R Ba3osi mexaHikn

IrpoBuil pyLif PoapofHuk

Puc. 1.3 — IDEF0 «Peami3aris 6a30BHX MEXaHIK»

VY it qexoMIo3uilii BU3BHaUY€HO OCHOBHI MEXaHIKH, sIKi IOBUHHI OyTH BTIJICHI B
rpi. [TouaTkoBuii eram nependayae CTBOPEHHS CKPUNTIB IJIsi KEPYBaHHS MEPCOHAKEM,
[0 OXOIUTIOE TIEPEMIIICHHS, YIPABIIHHSI KaMepOol0, a TAaKOX CKPHUIITH ISl B3aEMOIT 3
IHITUMU TIEpCcoHaxaMu Ta 00’ ektamu. HacTynHuii kpok nependadae po3poOKy apceHary
30poi. Y mpoiieci po3poOKH POJHLOBUX €JIEMEHTIB, B OCHOBHOMY, BHU3HAYalOThCS
XapaKTEePUCTUKU TEPCOHAKAa Ta CHUCTEeMa MWOTO0 MPOKAYKW. 3JAaroJAWBIIM BCI IIi
KOMITOHEHTH, MU OTPUMAEMO TOTOBOTO ITPOBOTO MEPCOHAXKA 13 TOBHUM KOMIIJIEKCOM
0a30BUX MEXaHIK.

[Tepmmm etarnom € po3poOKa KOHIIETIIIS CIOKETY, J1e OPMYIOThCS OCHOBHI i71e1 Ta
KOHIICTIIT JIJIs1 TTOAAJTBIIIOTO PO3BUTKY TpH. [Iporiec CTBOPEHHSI CIOXKETY 300paKeHUH Ha
y nonatkax Puc. 1.4 3a nonomororo IDEF3.

Ha ocHOBI 1i€i KOHIEMNIT CTBOPIOETHCS TOJIOBHA JIIHISA CIOKETY, 10 BU3HAYA€E
OCHOBHUM HaAmpsIMOK PO3BUTKY TpaBlid. [lapanenbHo 3 UM po3poOJISIOTHCS MOOIYHI

CIOKETHI JIIHIi, sIKl 30arauyioTh rpy MIMOMHOIO Ta PI3HOMAHITTAM Y CBiTi Tpu. Takox
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CTBOPIOETHCS MEPETIK KBECTIB, IO PO3IMIMPIOIOTH MOKIMBOCTI TPaBIsd Ta JOTIOMAralTh
oMy BUBYATH HaBKOJMIIHIN cBiT. Iporiec CTBOpEHHsI €leMEHTIB irpOBOr0 OTOYEHHS
300paxeHuii y gojaarkax Ha Puc. 1.5 3a nomomororo IDEF3.

Ha mnepmiomy etami CTBOPIOETHCSI 3arajibHe IrpOBE OTOYEHHS, aHANI3YIOThCS
KOHIIETILIT JI7I1 BCTAHOBJIEHHSI CTUJIIO, TEMATUKU Ta HAcTPpoto Ipu. [1oTiM po3poliisieTbest
JIM3aiiH IEPCOHAXKIB 3 YHIKAJIbHUMHM XapaKTePUCTUKAMH, ICTOPISIMU Ta MOTHBaIisiMu. Ha
HACTYITHOMY €Talll BU3HAYAIOThCS ITPOBI MEXaHIKU, BKIIOYAIOYH CUCTEMY MPOKAYKU Ta
B3aEMOJIII0 rpaBis. Jlami po3poOnsieThbCss AM3aliH  HABKOJMIIHBOTO CEPEIOBUINA,
BKJIIOUYAIOYHM JIOKAIlT Ta apX1TeKTypy. OCTaHHIM €TarnoM CTBOPIOETHCS 3BYKOBUM JTU3aliH
s miacwieHHs: atMocdepu rpu. OctranHboro € IDEF3 Bi3yanbHOI 4acTUHM Tpu
300paxeHo y nonatkax Ha Puc. 1.6.

2.2 MopeaoBanHs ingopmauiiiHo-po3BaxkaabHOI CHCTEMHU

Jnist po3yminHs poboTtu cuctemu Oyino ctBopeHo UML-miarpamy craniB Ha

Puc. 2.1 nonatky B.
o

IHiLjanizauia rpu

Be3aiAnbHICTs
KopHCTyBaua

3aransHui <
4 Dianorose eixHo rpu
[ iHTepteic } [ B ]

EVEE]

3aBeplweHHa

@Iﬂ

Puc. 2.1 — UML-niarpama cTtaniB
Ha niarpami cTaHiB moKa3aHO OCHOBHI CTaHHW, 4epe3 sKi MPOXOIUTh Tpa Bij
MOMEHTY iHimiam3amii A0 3aBepiieHHs. I[licas iHimiamizamii rpu KOPUCTYyBad MOXKE

nepedyBaTu B CTaHl O€3MisUIBHOCTI, 3BIJIKM € MOJIMBICTh BUKJIMKAaTH MEHIO May3u. 3
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[bOTO CTaHy KOPHUCTYyBad MOXE MEPEUTH J0 3arajbHoro iHrepdeiicy ado 1iaJoroBoro
BikHa Tpu. B Oyap-skuii MOMEHT MOXHa aKTUBYBATH May3y, sSKa € MEPEXiTHUM CTAaHOM
710 3aBepIIEHHS T'pu. TakuM YUHOM, JliarpaMa OMKCY€ MOCIIJOBHICTh CTaHIB TPH Ta
OCHOBH1 TOYKHM B3a€MO/Iii KOPUCTyBaya.

J171s1 pO3yMiHHS SIK TIPAITIOE TOJIOBHE MEHIO 0YJI0 pO3p0o0IJICHO AiarpamMy aKTUBHOCTI

300paxeHo Ha Puc. 2.2.

3anycK ronosHoro
MEHI0

Hosa rpa

Mpogosxutn
py
v

Moyatv HoBY rpy pati

A

BUKNVK MEHD
nayau

h 4

BuitTH 3 rpy 5 ©
v l

3asepLmnTu rpy > >
38epertu rpy

|

Puc. 2.2 — UML-niarpama akTUBHOCTI IIPOBOTI'O MEHIO

Buittn Ges sbepexenns

Ha niarpami moka3zaHo mpoliec B3a€MoOJii KOpHUCTyBaya 3 TOJIOBHUM MEHIO TpHU
yepe3 UML-naiarpamy aktuBHoCTI. [lounHaiouu 3 3amycKy roJI0BHOTO MEHIO, KOPUCTYBay
MOXKe BHOpaTH HOBY Ipy ab0 MpOAOBKUTU ToNepeaHto. Y pa3i BUOOpPY HOBOI I'pH,
KOpHCTyBau MOYMHAEe HOBY cecito. [lig yac rpm Mo)KHA BUKJIMKATH MEHIO Nay3H, JIe €
MOXJIMBICTh 3aBEPIIUTH Tpy abo 30epertu ii mporpec. Y pasi 3aBeplieHHs Tpu 0e3
30epeKeHHs, KOPUCTYBA4 BUXOJIUTH 3 TpHU. TakuM YMHOM, Jliarpama JeMOHCTPY€E OCHOBHI

€Taru irpoBOTO MPOIIECy 3 aKIIEHTOM Ha BUO1p KOpUCTyBaya Ta BIAMOBIAHI /Tii CHCTEMH.
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[Ilo6 moka3zaTu, IO MOXKE POOUTH TpaBelb — PO3pOOJICHA e OJHA Jlarpama

aKTUBHOCTI 300pakeHa Ha Puc. 2.2,

®
l

3anycx irpoeoro

CBiTY
4
A Y Y
MpOXoa¥eHHR Mi3aHaHHA CBITY Mepemora #ag BHBYEHHR HOBWX
CHOXETY pu NPOTUBHMUKaMK NOHATL

| |
by dd

Buxig 3 rpu

Puc. 2.3 — UML-niarpama akTUBHOCTI JIi¥l rpaBIs

Ha niarpami akTUBHOCTI A1l rpaBlisi 300pake€HO OCHOBHI €Taly B3a€MO/IIi TPaBIIs
3 irpoBuM cBiToM. [lounmHaroum 13 3amycKy IrpoBOTO CBITY, TI'paBellb Ma€ KiIbKa
MO>KJIMBUX aKTHUBHOCTEH: MPOXOPKEHHS CIOXKETY, MI3HAHHS CBITY T'PH, IEpeMora HaJ
MIPOTUBHUKAMHU Ta BUBUCHHSI HOBUX MOHATH. KOKHA 3 X aKTUBHOCTEH MOYKE MPU3BECTH
JI0 BUXOAY 3 TPH, IO 3aBEPIIIyE ceciro rpasiid. JliarpaMa iIr0CcTpy€e pi3HOMaHITHI IIUISXH,
SKUMHU MOK€ WTH TpaBellb y Mpoleci rpH, BIAoOpaxaroyu WOro pi3Hi il Ta MOMKIHUBI

nepexoau Mixk HUMU. Ha Puc. 2.4 npeacrasneno UML-niarpamy kiiaciB cucteMu.

Object

+Attribute 1 : Type
+Attribute 2 : Type
-Attribute 3 : Type
-Attribute 4 : Type

GameObject

+Attribute 1 : Type
+Attribute 2 : Type
-Attribute 3 : Type
-Attribute 4 : Type

+Operation 1 (arg list) return
+Operation 2 (arg list) return
+Operation 3 (arg list) return
+Operation 4 (arg list) return

+Operation 1 (arg list) return
+Operation 2 (arg list) return
+Operation 3 (arg list) return
+Operation 4 (arg list) return

Renderer

+Attribute 1: Type
+Attribute 2 : Type
-Attribute 3 : Type
-Attribute 4 : Type

Component

+Attribute 1: Type
+Attribute 2 : Type
-Attribute 3 : Type
-Attribute 4 : Type

Behaviour

+Attribute 1: Type
+Attribute 2 : Type
-Aftribute 3 : Type
-Attribute 4 : Type

+Operation 1 (arg list) return
+Operation 2 (arg list) return
+Operation 3 (arg list) return
+Operation 4 (arg list) return

Puc. 2.4 — UML-niarpama kiacis

+Operation 1 (arg list) return
+Operation 2 (arg list) return
+Operation 3 (arg list) return
+Operation 4 (arg list) return

+Operation 1 (arg list) return
+Operation 2 (arg list) return
+Operation 3 (arg list) return
+Operation 4 (arg list) return
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Ha pmiarpami knaciB 300pakeHO CTpPYKTypy i€papxii Ta B3a€MO3B’SI3KIB MIXK
OCHOBHHMMH KJIacaMH B CHUCTeMi. B 0CHOBI miarpamu 3HaxoauThcs Oa3zoBuid kimac Object,
BiJl sIKOro HachigyroThesi 1HII kiacu. Kimac GameObject ycnankoBye BIaCTUBOCTI Ta
meroau kiacy Object 1 € 06a3oBuUM KjacoMm g TPhOX IHIMKX KiaciB: Renderer,
Component ta Behaviour. KoskeH 3 iux KiaciB MiCTUTh NIEpeIIiK aTpUOYTIB Ta ONeparlii,
1110 BU3HAYAIOTh iXHI crienr(19HI XapaKTepUCTUKH Ta (PYHKITIOHATBHI MOXJIMBOCTI. [laHa
Jiarpama J103BOJISIE Bi3yallbHO MPEACTABUTH CHAAKOBICTh Ta 3B SI3KU MIXK KJIacaMmi, IO
CTIpHUsE KPaIIoMy PO3YMIHHIO apXiTeKTYPH CHCTEMH Ta MOJICTIIYE MPOIIec ii po3pOoOKH.

JUist po3yMiHHS, SIKY POJIb BUKOHYE PO3POOHUK, a SIKy KOPUCTyBad (TpaBellb) —
CTBOPEHO JiarpaMy MIpereneHTiB 300paxeHo Ha Puc. 2.5.

BuxoHaHHA KsecTis

Mepexig Mix
cTaHaMu rpn

BuByeHHA HOBYX
NOHATE

Mpaseus

CTBOpEHHA KOHTEHTY

HanucaHHA CloKeTy

Puc. 2.5 — UML-niarpama npeneacHTiB

Po3posHik

Ha niarpami 300pakeHO B3a€MO/I110 KOPUCTYBAYiB 13 CUCTEMOIO, a caMe I'paBlisl Ta
po3poOHMKa. ['paBerp B3aeMOJi€ 3 CHUCTEMOIO 4Yepe3 TakKi MPElEJCHTH: BUKOHAHHS
KBECTIB, MEPEXiJ] MK CTaHAMU TPY, BUBYEHHSI HOBUX MOHSATH Ta MI3HAHHS CBITY I'pu. 3
1HIIOTO OOKYy, PO3POOHUK B3aEMOJIE 3 CHUCTEMOIO 4Yepe3 IMPELEICHTH CTBOPEHHS
KOHTEHTY, HAaIUCaHHS CIOXKETY Ta po3poOka mexaHik. L{s giarpama nomomarae HaOYHO
MpeacTaBUTH (YHKIIOHATBHICTh CUCTEMH 3 TOYKH 30pYy PI3HUX KOPHCTYBayiB, IO €
KJIFOUOBUM JIJIs1 PO3YMIHHSI BAMOT JIO CUCTEMH Ta ii MOAAIBIIOT pO3pOOKH.

{00 BimoOpa3uTH B3aEMOJII0 KOPUCTYBaya 3 CHCTEMOIO OyJio MOOYyI0BaHO

Jiarpamy MociiIOBHOCTI 300paxkeHo Puc. 2.6.
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Kopuctysay IHTepdelic Irposuit pyLwint Mogyne z0epexeHHs

3anyck rpup—————p

[€«——Penaep o0 ekTie
BUKOPUCTaHHA P-Uin
s0epexeHHs

[€«——BiaTeopeHHa SEyKIE

l¢———0OGCpobxa nogin =
33BaHTaKEeHHA

B— 3 o
MporpasaHHA aHiMauinHux Oepexetits

eneMeHTiB Ta eeKTis

|€————BigobpaxeHHs BixHa s0epexeHHa

30epexeHHs irposoro
L L npouecy [

Puc. 2.6 — UML-giarpama mocaiioBHOCTI

Ha niarpami mocmiioBHOCTI MOKa3aHO B3a€EMOJIII0 MK PI3HUMHU KOMIIOHEHTaMHU
CUCTEMHU IIiJl Yac 3amycKy IrpoBoro mpoiecy. [liarpama BKJIIOYa€ Taki KOMIIOHEHTH:
Kopucrysau, [aTepdeiic, IrpoBuii pymuriii 1 Moayiie 30epexeHHs .

[Ipouiec moumHaeTrhest 3 nii "3amyck rpu" BiJ KOpHUCTyBauya J0 I1HTEpQEHcy.
InTepdeiic BUKOHYe peHAep O00’€KTIB, BIATBOPEHHS 3BYKIB 1 00poOKy momiid. Jlami
1HTEepQeic BiANpaBIf€ 3alUTA A0 ITPOBOrO Pyl IS NPOrpaBaHHS aHIMAIMHUX
eJIEMEHTIB Ta e€eKTiB 1 30€peKeHHsI IrPOBOT0 Mpoliecy. IrpoBuil pyiiii, B CBOIO 4Yepry,
B3a€EMOJIIE 3 MOJYJieM 30epexeHHs i1 BUKOPUCTAHHS (QYHKUIA 30epexeHHs Ta
3aBaHTaXXCHHS 30epexeHb. BimoOpakeHHs BiKHA 30€pEKCHHS 3aBEPIITy€ MPOIIEC.

BucHOBKM 10 APYroro posaity

Jpyruii po3aii IPUCBSYEHO MOJICIIOBaHHIO Oi13HEC-TpolieciB Ta iH(opMalliitHo-
po3BakanbHOI cucTeMHu. B pamkax MojentoBaHHs Oi3HEC-TIPOLIECIB OYyJIO BHSBICHO
KJIFOYOB1 eTanu (hyHKI[IOHYBaHHSI CUCTEMH, 1110 JIO3BOJIMJIO YITKO BU3HAYUTU BUMOTH JI0
il apxiTekTypu. MojiemfoBaHHs caMOi CUCTEMH J1aJi0 3MOTY CTBOPHUTH JIETAIbHY MOJIETb,
gka BigoOpaxkae i CTpykTypy Ta GYHKIIOHAJIBHI MOMIIMBOCTI, 3a0e3Meuyoun

e(EeKTUBHICTb Ta 3pYyYHICTh BUKOPUCTAHHS JIJIsl KIHIIEBUX KOPUCTYBAYiB.
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PO3/1J 3 TPOEKTYBAHHS TA PEAJIIBAIIISA THOOPMAIIIMHO-
PO3BAXKAJIbBHOI CUCTEMH

3.1 IlpoexkTyBaHHs iHTepdeiicy iHpopMaLiiiHO-PO3BAKAIBHOI CHUCTEMU

s 3a0e3neyeHHs HaNeXHOI (YHKIIOHATBHOCTI 1H(OPMAILIIHOT CHCTEMHU
HEOOX1THO PO3pOOUTH KOPHUCTyBallbkuil 1HTepderic. Bin 3abe3neuye MOXKIMBICTH
B3a€MO/IIi IPABIIIB 3 TPOIO 1 MOKE CYTTEBO BIUIMBATH HA 3arajibHe BPa)KEHHS BiJl TPU.

st RPG sxanpy, me 4acTo mMpUCyTHI CKJIaJHI CHCTEMH Ta MEXaHIKH, HaJIeKHO
pO3pO0IICHUI KOPUCTYBallbKUM 1HTEpdelc Mae BellMKe 3Ha4YeHHS. BiH moBuUHEH OyTH
JIETKUM y BUKOPHUCTaHHI Ta IHTYiTUBHO 3pO3yMLIUM, 1100 TIpaBll MOIJIM IIBUIKO
OBOJIOJIITU KEpyBaHHSAM Tpoto. ['pa ckiamaeTbcs 3 pi3HUX 1HTEPPEUCIB, 3 SKUMU
KOPHUCTYBa4 B3a€EMO/IIE, 1 sIKI HAAAIOTh HOMY KOHKpeTHY 1H(hopmariito. [Ticis 3amycky rpu
KOpHCTyBaya BiTa€ TOJIOBHE MEHIO 300pakeHO y nonatkax Ha Puc. 2.7,

['paBentb Moke BUOpaTH OAHY 3 JOCTYIIHUX OILINA JUIsl MOJANbIIOT B3aEMOIIT 3
rporo abo BUMTH 3 Hei. [licns 3amycKy rpy 3aBaHTaXy€eTbCsl CTAHIAPTHUH 1HTEpPEiic Bl
TPEThOi 0cOOM 300pakeHO y Joaarkax Ha Puc. 2.8.

VY n1iBOMY HIDKHBOMY KYTKY €KpaHy PO3TalllOBaHO 300pa)KE€HHS, SIKE € IKOHKOIO Ta
BKa3ye€ Ha MOTOYHY 30pOI0 B pyKax TpaBllsi, a TaKOX IMOKa3y€e KUIbKICTh TOCTYITHHUX
Ooempunaci. 3Bepxy JIBOPYY pO3TAIIOBAHO TPHU IMOB3YHKH: UYEPBOHHUI IMOB3YHOK
BiJIOOpaXka€ pIBEHb 3JI0POB’s, OJIAKUTHHUI IMOB3YHOK Bi0Opa)ka€ piBeHb €HEpTii, a
3eJIEHUI MTOB3YHOK Bi/100pakae piBEHb BTOMU.

3.2 llpouec peanizauii indopmauiiiHo-po3BakaJbLHOI ccTeMH HA 0a3i pyurist
Unity

Po3pobka mpoekty Oyna po3nouara 3 HajamTyBaHHSA npoekty B Unity. bymnu
BCTAHOBJICHI 0a30Bl TapaMmeTpu, Taki AK SKICTh Trpadikd, PO3MMPEHHS EKpaHy Ta
yIpaBIiHHS pecypcaMu, JJIsi CTBOPEHHS ONTUMAJIHLHOTO CEPEeIOBUIIA ISl PO3POOKH TPH.
[ToTim Oymo mepeiieHo 10 HaATyBaHHS! CUCTEMHU BBEJICHHS TPABIIS 3 BAKOPUCTAHHIM
Unity Input System. bymu ctBopeni cxemu BBOay (Input Actions), siki JA03BOJISIIH
0o0poOsATH PI3HI A1l TpaBLsl, Takl SK PyX, CTPUOKM Ta aTakH, 110 CTaJd OCHOBOIO JJIs

IHTEPaKTUBHOCTI TPH.
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[ToTim Oy0 IMIIOPTOBAHO CHpalTH TpaBlis, HajamToBaHo Sprite Renderer ais ix
KOPEKTHOTO BiTOOpa)KeHHS Ha CIICHI, @ TAKOK CTBOPEHO aHIMAIli1 AJisl pi3HUX AiH rpaBIIs
3 BHKOPUCTaHHSIM Animator, BKJIIOYarouu OIr, CTPUOKM Ta PHUBKH, IO JOJAJI0
JUHAMIYHOCTI Ta peani3My Tpi. BukopucTtanHs ociuuiAnii Ta 3aTPUMKH JIO3BOJIAIIO
CTBOPIOBATH IUIABHI IEPEX0/IM Ta CKIaaH1 aHiMallii. Meton OnValidate 3actocoBaHo s
aBTOMATUYHOI MEPEBIPKU Ta OHOBJICHHS BJIACTUBOCTEN 00’ €KTIB MiJ] Yac pelaryBaHHs B
Unity Editor.

st 3a0e3mnedeHHs] pPeallicTUYHOTO pPyXy TNEpPCOHaXka JI0AAHO KOMIIOHEHT
Rigidbody2D Ta nanamToBaHo (hi3W4HI MapaMeTpH, Takl sIK Maca, rpaBiTalls Ta TepTs,
0 JTO3BOJIMJIO TPABIEBI MPUPOIHO B3AEMOJIATH 3 HABKOJHWIIHIM CEPEOBHUINEM Ta
1HIMMHU 00’ ekTaMu y rpi. Po3pobiieHo cucteMy ynpaBiliHHS 310POB’SIM: KOJH I'PaBeIb
OTPUMYBaB YIITKOHKCHHS, HOTO 3I0POB’sI 3MEHIITYBAJIOCs, a TIPH JTOCATHEHHI HYJILOBOTO
3JI0pPOB’S aKTUBYBAJIMCS MEBHI aHIMaIlii Ta e(heKTH, MICIs YOro rpaBellb MOBEPTABCS /10
OCTaHHBOI TOYKHM 30epexeHHs abo crapToBoro Mmicus. Lle crmonykano rpaBus OyTu
00EpEKHIIIUM Ta CTPATET14YHO MIIXOJAUTH 10 CBOIX JiH.

Cucrema  BUTPUBAJIOCTI  Jojaja  cTpaTerii, OCKUIbBKM  BHUTPUBAJICTDH
BUKOPUCTOBYBAjacs JJIsl pI3HUX MAii, TaKUX SIK OIr Ta yXWJISIHHA, 1 BIAHOBIIIOBajiacs 3
yacoM. BinkugaHHs BOpOTiB TP OTPUMaHH1 yJapiB peasii3oBaHO Yepe3 J0JaBaHHS CUITU
1o Rigidbody2D Bopora, a Takok HaJIallITOBAHO CITajlaX MOIIKOKCHHS, SKUH 3MIHIOBAB
KOJIIp cripaiiTa BOpora npyu OTpUMaHH1 yJapiB AJid Bi3yalbHOIO BIATYKY.

PeanizoBani Buau 30poi MaJii CBO1 YHIKaIbHI BIaCTUBOCTI. 30posi Oyiia OKpeMuMu
00’€eKTaMH, 110 JIETKO J0JaBaJMCsS A0 1HBEHTaps rpaBud. s kokHOro BuUay 30poi
HaJIAIIITOBAHO BJIACTUBOCTI, TaKl SK IKOAA, JANbHICTh aTaku Ta IMIBHAKICTh. AHIMaIii
Meya BKJIIOYAIM aHIMAIliiHI KIIMK Ta Bi3yalbHI €(PEKTHU IJIs PEeaiCTUHYHOCTI 0O0¥0.
B3aemois meya 3 Boporamu 3aiticHioBasnacs 3a gonomororo Collider2D ta koMmmoHeHTa
Health s BincnigkoByBaHHs CTaHy BOPOTIB.

Jlyk Ta mariuHMii TOCOX IoAaiid Oulble BapiaTUBHOCTI y Tpi. JIyk mo3BoisB
CTPUIATA CTPUIaAMM, @ MAaridyHUil MOCOX - 3aIlyCKaTH MariuHi CHapsAu 3 YHIKaJIbHUMHU
BJIACTUBOCTSAIMU Ta aHiMamisiMu. Jlnst 00ox BumiB 30poi peai3oBaHO CHUCTEMY

nepe3apsaaky, o oOMeXyBajla 4acTOTy aTak Ta BUMAaraja CTPaTeriyHoro MifAXony.
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®i3uka cTpin Oysia HajJamToBaHa TakK, 100 BOHU JIETIIN TIO MapaboIiuyHIA TPAEKTOPIi Ta
B3aEMO/IISUTN 3 HABKOJIMIITHIM CEPEOBHUIIIEM.

J1J1st CTBOpEHHSI PiBHIB Ta HABKOJHUIITHLOTO C€peloBUINa BUKOprcTaHo Tilemap, o
CIIPOCTUJIO TIPOIIEC CTBOPEHHS CKJIQJHHUX DPIBHIB 3a JOMOMOTOI0 TMPAaBHWJI IIUTOK Ta
aBTOMAaTHYHOTO Po3MillleHHs. JloJaHO IpeaMeTH, K1 rpaBelb MIT Mia0MpaTH, Takl K
30post, 3ULJISL Ta PECYPCH, 1110 T03BOJISLIIO MTOMOBHIOBATH IHBEHTAp Ta BUKOPUCTOBYBATH iX
3a motpeboro. PeanizoBani 00’€kTH, 10 PYWHYIOTHCS, pearyBajd Ha aTakd TPaBIld,
JIOJIaBIIN O1IbIIIE MOMXJIMBOCTEH JIJIsl B3a€EMO/I1i 3 OTOUEHHSM.

Iatepdeiic rpu ctBopeHo 3 BukopuctaHHsMm Unity Ul, BkiItouaroum mMmaHedni,
KHOTIKH, CIaifepu Ta 1HII €JEeMEHTH JJIsl 3pYYHOi B3aeMOJI1i rpaBls 3 rporo. CucreMa
nepemukanHs akTUBHOCTI Ul eneMeHTIB 103BOJIsUIA TTOKa3yBaTH a00 MPUXOBYBATH MEBHI
€JIEMEHTH 3aJIeKHO BiJ CUTYyallii B rpi. BinoOpaxxeHHs cTaHy 3710pOB’Sl Ta BUTPUBAJIOCTI
IpaBIls peadizoBaHO yepe3 chelialbHuil iHTepdeiic 3 BUKOPUCTAHHSM ClaiiepiB Ta
iHmmx Ul eneMeHTiB. [{s ynpaBiiiHHS 1HBEHTapEM CTBOPEHO CIUIMBAIOYE BIKHO BUOOPY
MIPEMETIB, 1110 JO3BOJISUIO IMIBUAKO MEPETIISIaTH Ta BUOUPATH MPEIMETH.

MeHemxep €KOHOMIKHM BiJICTEKYBaB KUIBKICTh 310paHUX pPECypciB TpaBIeM Ta
JI03BOJISIB KYITyBaTH HOBI TIPEAMETH Ta TMOKpamieHHsA. [ momaBaHHS Bi3yallbHUX
edeKTIB peai3oBaHO CUCTEMY YJaMKiB, II0 aKTHUBYBajacs MpH po30UTTI 00’ €KTIB abo
nepemMo3i HaJl BOPOTaMH, CTBOPIOIOYH JUHAMIYHI T €CTETHYHO TPUBAOIIMBI €PEKTH.

JlomaHo MPOTHMBHUKIB Ta PO3POOJICHO ISl HUX IITYYHUM 1HTENEKT. [[poTuBHUKHK
MOXYThb TATPYJIIOBATH, TEPECHilyBaTH Ta YXWIATUCA, IO POOUTH Tpy OUIBII
BUKIIMKOBOIO Ta IlikaBol0. [laTpynioBaHHS H03BOJIsi€ MPOTMBHUKAM TEPECyBaTHUCS 3a
NEBHUMHM MapUIPyTaMH, CTBOPIOIOYM BIOUYTTA NOCTIMHOI 3arpo3u. llpu BusBIeHH]
rpaBIlsl MPOTUBHUKY TMOYMHAIOTH TEPECIiayBaHHS, HaMaralouuch 3HUIIUTH HOTO abo
BUTICHUTH 3 TIEBHOT 30HHU. YXWIISIHHS BiJl aTak rpaBls poOUTh O0MOBI 31ITKHEHHS OUIbII
JUHAMIYHUMU Ta JOJA€ CKJIaAHOCTI, BAMAraro4u BiJ TpaBIlsd OLIbITOT MAaWCTEPHOCTI Ta
TJIaHYBaHHS CBOTX JIIH.

[IIo6 3pobuTHu rpy OUIBII IHTEPAKTUBHOIO Ta HACUYEHOIO, OYJIO 10JJaHO CUCTEMY
kBecTiB. KBecTu BKIOWANM pI3HOMAaHITHI 3aBlaHHSA, Takl SK TOMIYK MPEIMETIB,

3HUIIEHHSI BOPOTIB a00 BUPIIICHHS T'OJOBOJIOMOK, IO J0/JaBajio TNIMOMHU CHOKETY Ta
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MoTuBarii aas rpaBusd. KoxeH KBecT MaB CBOi €Tanmy Ta Haropoju, 10 CTUMYJIOBAJIO
TPaBIIS 10 MOAATBIIONO MPOXOHKCHHS.

@OiHaIBHUM €TaIoM CTaJo JI0AaBaHHs 3BYKOBUX €(DEKTIB Ta My3UYHOT'O CYTIPOBOIY
JUIsl CTBOpeHHS atMocdepu rpu. byno peanizoBaHo cucTeMmy ayzio, sSKa ajanTyBajia
MY3HMKY Ta 3BYKOBI €(EeKTH 3aJIe)KHO B1JI CHUTyallli B Ipi: CHOKIAHI MEJOAIi mij 4ac
JOCTIDKEHHST Ta JpaMaTH4YHI 3BYKH IIiJI 4Yac 00iB. 3BYKOBI €(eKTH J10JaBajIH
PEATICTUYHOCTI JisIM TpaBIll Ta BOPOTIB, a TaKOXX B3a€EMOJMII 3 HABKOJHUIIHIM
CEpEeIOBHUIIEM.

3.3 IHcTpyKuisi KOpUCTYBayy Ta TecTyBaHHA iH(opMaliliHO-po3BaKAIBLHOL
CHUCTEMU

Hezanexxno Bij miardgopmu, Ha gKiii CTBOpPEHA Ipa, BAKIUBUM EJIEMEHTOM €
IHCTPYKIII1 3 KepyBaHHA JJI1 KOopHcTyBaya. BoHM HagaroTh HEOOXiIHY 1H(POPMAILIIIO PO
Te, IK BUKOHYBATH Pi3H1 [Ii Ta KepyBaTH I'poro. BiJCYTHICTh TaKUX 1HCTPYKIIA MOXKE
BUKIIMKATH TUTyTaHUHY Ta pO34YapyBaHHS y TPaBIliB, IO MOXE MPHU3BECTU A0 BTPATU
iHTEpecy 0 Tpu. OcoOIMBO BaXKJIMBI IHCTPYKUIi JJIs1 POJBOBUX 1rOp, CTBOPEHHX HA
Unity, OCKUIBKM BOHM YaCTO MalOTh CKJIATHUM 1HTEpdeiic Ta reimruieit. ko rpasiil He
3pO3yMiIOTh, SIK KEPYBATH I'POI0 Ta JOCSATATH CBOIX IIJIEH, BOHU MOXYTh 3ITKHYTHUCS 3
TPYIHOIIIAMH Ta HE3aI0BOJICHHSIM. ToMy IHCTPYKIIii 3 KEpyBaHHS MOBUHHI OyTH YITKUMH,
3pO3yMIJITMMU Ta MAaKCUMAaJIbHO 1H(HOPMATHBHUMU.

Jns 3anycky irop Ha IIK HeoOXimHI TeBHI TEXHIYHI XapaKTEPUCTUKH.
PexomenoBaHi BUMOTH JiJIsl HaIIOi TpU BKI0OYaroTh nporecop Intel Core 15-8250U abo
AMD Ryzen 5 4500U, Bineokapty Nvidia 450 GTS a6o Radeon HD 5750, ta 4 I'b
OMEepaTUBHOI NaM’sTl. [HII XapaKTepUCTUKUM MEHII KpuTuuHi. [{ns 3amycky rpu
noTpiOHa onepariitna cucrema Microsoft Windows 10 abo HoBiIma Bepcis.

[Ticas ycminmHOTO 3aBaHTaKEHHS TOJIOBHOTO MEHIO BU MOYKETE TPOJOBKUTH TPy,
BUOpaBILIM OJIHY 3 OMIIN. SIKIII0 X0oueTe po3noyaTu HOBY Ipy, 00epiTh "Play" abo cxoxy
omirito. J[J1 BiIHOBIEHHS MTOTIEpEIHBHOTO TIporpecy BudepiTh "Continue".

VYrpaBiiHHs B Ipi 0110HE /10 IHIIKX POJILOBUX ITOP, 1110 MOJIETUIY€E HOT0 OCBOEHHS
JOCB1TYEHUM rpaBIsiM. JIJisi HOBauKiB repe10aueHo HaBuaHHS M1 4ac MepLIoro 3aMmycKy

rpu, OO0 O3HAHOMHUTH iX 3 OCHOBHUMHU (YHKIISIMU Ta KHONKAMHU. YTPABIIHHS
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NEepCOHAXKEeM 3IHCHIOEThCS 3a ponmomororo kiasim "WASD" ans pyXy B 4OTHPbOX
HampsMKax, kiasimi "Space" mis ctpuOkiB, knasimi "E" mist B3aemonii 3 00’ exkTamu,
MpaBOi KHOIKK MUII JIJI1 aTaK¥ Ta CTPUIBOM, a Kojeca MHII JIJIs TIEpeMUKaHHS MK
npeametamu. Knagima "Escape" BigkpuBae MeHI0 maysm.

['pa aBTOMAaTMYHO HAJA€ MIJKA3KU Yepe3 BHYTPIIIHI CUCTEMH, IO 3a0e3neuye
JeTajbHy 1H(QOpMAIliI0 Ta JOMOMarae OCBOITH BCl acleKTH reimiuieto. Lle poouts rpy
OUTBIII JTOCTYIMHOIO Ta MPUEMHOIO JIJII BUBYCHHS, JO3BOJISIOYH TPABIIO0 €hEKTHBHO
B3a€EMOJIISITH 3 YCiMa acllieKTaMU BIPTYaJIbHOTO CBITY TPH.

TecTyBaHHs Ta aHaJi3 pe3yJbTaTiB iHPOPMALIITHO-PO3BAKATIBLHOI CUCTEMU B 5KAHPI1
RPG 3 Bizyanizaiiero 00’ektiB B cTuil Souls-like, po3po6aenoi Ha pymii Unity, Oynu
peTenbHO CIUIAHOBAHI Ta peaii3oBaHl i 3a0€3Me4YeHHS BUCOKOT SIKOCTI KIHIIEBOTO
npoaykty. IIpouiec TecTyBaHHS CKJIafaBCsl 3 KUIBKOX €TalliB: BHYTPIIIHE TECTYBaHHS
po3poOHHKaMH, O€Ta-TeCTyBaHHS 3 3aJIy4CHHSM 30BHIIIHIX KOPUCTYBadiB, a TaKOX
aHaji3 Ta 00poOka 3BOPOTHOTO 3B SA3KY.

BHyTpinmmHE TECTyBaHHS TMOYAlOCS 3 MOJYJIBHOTO TECTYBaHHS OKPEMHUX
KOMITOHEHTIB cucTteMu. KoskeH MOTyJib, TaKui sk 00M0Ba CUCTEMA, CHCTEMA YITPaBIIHHS
NEPCOHAXKEM, 1HBEHTap Ta iHTepdelc KopucTtyBaya, OyB NEpEeBIPEHUII Ha KOPEKTHICTb
dbynkuionyBanHa. 3a gomomororo Unity Test Framework po3poOnuku cTBOproBamu
aBTOMAaTU30BaHI TECTH, K1 MEPEBIpsIIM OCHOBHI (yHKIIT Ta JIoTiKy rpu. Lle mo3Bonumio
IIBUIKO BUSIBUTH Ta BUIIPABUTH MMOMHJIKHM Ha PaHHIX eTarax po3pooku [20].

Hactynmaum kpokom OyJio iHTerpaiiiifHe TECTyBaHHS, IiJl Yac SIKOTO BCl MOJYJI
00’€IHyBaNIMCS Ta TEPEBIPSUIUCS HA CYMICHICTh oAuH 3 ojnuuMm. OcoOimBa yBara
OpUALIATIAcSs TEepeBipll MPOAYKTUBHOCTI Ta crabuibHOCTI Tpu. g 1mporo
BUKOPHUCTOBYBaIHCS 1HCTpyMeHTH npodaitninry Unity, Taki sik Unity Profiler ta Frame
Debugger, siki 103BOJSUIM BUSIBJISTH Ta yCyBaTH BY3bKI MICLSI B MPOJYKTUBHOCTI,
OINTHUMI3yBaTH BUKOPUCTaHHs mam’saTi Ta rpadiudi pecypcu[34]. BaxauBum acrekTom
Oy70 3a0e3neueHHs cTadUTbHOT YaCTOTH KaJPiB Ta ONTUMI3aIii rpadi9HUX HAJAIITYBaHb.

[Ticns ycnimHOro 3aBepIIeHHs] BHYTPIIIHBOIO TECTyBaHHs 0yJio MpoBe/IeHO OeTa-

TEeCTyBaHHS 13 3aJy4eHHSM BHOpaHOI TPyNU TPAaBIlB, SKI BIAMOBINAIOTH IIJIHOBIN
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ayauTopii npoekty. bera-TecTepu rpanu B rpy B pi3HUX YMOBaXx, 10 JTI03BOJIMIIO BUSBUTH
cnenudivHi MpodieMu, OB’ s13aH1 3 MPOAYKTUBHICTIO Ta CYMICHICTIO.

bera-tecrepu akTUBHO CHUIKYBaJIUCS 3 PO3POOHUKAMM, HAJAIOYU 3BOPOTHUM
3B’SI30K IIOJI0 3PYYHOCTI BUKOPUCTAHHS, CKIAAHOCTI TPH Ta 3arajJbHOTO BPaKCHHS BiJT
IrpoBoOro nporiiecy. byno BUsBIEHO KiJIbKa 00acTel, Kl MoTpeOyBay JOOpaIltOBaHHS:

» CucreMa ynpapiiHHA: Jleski KOpUCTYBadl MOBIIOMIJIM IIPO TPYIHOII 3
HAJTAIITYBaHHSIM yrpaBiiHHA. Lle nmpu3Beno 10 BHECEHHs 3MIH B CHCTEMY
HaJallITyBaHb, IO JO3BOJUJIO TPaBLSIM OUIBII THYYKO HAJIAIITOBYBAaTH
YIpaBIIHHS i CBOi MOTPEOH.

= boiioBa cucrema: Kinbka rpaBIiliB 3a3HAuMIId, 1110 MEBHI aCMEKTH OOMOBOI
CUCTEMHU MOTIU O OyTH OUThII 1HTYITUBHO 3po3ymuiumMu. Lle mpusseno no
nepepoOKM JIeSIKUX MEXaHIK Ta JOJlaBaHHSA JACTAIBHIIIUX T1IKa30K 1
HaBYAJIBHUX MaTepiaiB.

* BigyanbHi edektu: YacTHa TecTepiB BHUCIOBHIA MMOOAKaHHA IIOAO
MOKpAIICHHs] MEBHUX BI3yalbHUX €(eKTiB, 1m0 OyJI0 BpaxoOBaHO MpHU
¢diHaTEHOMY MOMIpYyBaHHI rpadiKH.

[licnss 3aBepieHHs OeTa-TecTyBaHHS OyB TNPOBEICHUN JACTAJIbHUNA aHaji3
310paHOTO 3BOPOTHOTO 3B’s3Ky. Bci 3ayBaxkeHHss OyiM CUCTEMaTHM30BaHI Ta
npioputrsoBani. KoMana po3poOHUKIB BHECTIA BIAMOBIIHI 3MIHU Ta TIOKPAILIEHHS B TPY,
BUKOPHCTOBYIOYM THYYKI MOXJIWUBOCTI UNity s MIBUAKOrO MNPOTOTHITYBaHHS Ta
TECTyBaHHS 3MiH.

BaxnuBy posib y IbOMY MpoOLIeCi BiAirpana MOKIMBICTh MIBUAKOTO OHOBJICHHS TPy
Ta PO3MOBCIOKCHHSI OHOBJIGHb CEpell TECTYBaJIbHHKIB, IO JO3BOJMJIO OMEPATHBHO
HepeBIPSATH BHECCHI 3MiHU Ta oTpuMyBaTH HOBI Biaryku. Unity Cloud Build criporiyBas
IpoIleC aBTOMATHU30BAaHOTO CKJIQJaHHS HOBUX BEPCiId T'pH, IO 3HAYHO MPUCKOPHUIIO
TECTyBaHHS.

[licnss BHECEHHS BCIX HEOOXIAHMX KOPEKTUB OyJi0 TMpoBeACHO (hiHATBHE
TECTYBaHHS, K€ MiJATBEPAWIIO, IO Tpa Mpalie CTadblIbHO Ta BIAMOBIAAE 3asBICHUM

BuMoram. OcobiMBa yBara npuIisiiiacs mepesipill Ha BIAMOBIIHICTD ITPOBOTO MPOIIECY
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kounemnii Souls-like, BkirOYaroum BHCOKMIA pIBEHb CKIAAHOCTI, aTMochepu Ta
BI3yaJIbHOTO CTHUIIIO.
®diHanbHE TECTYBAHHS TAKOX BKJIIOYAJIO:

» JlepeBipKky NpPOAYKTMBHOCTI Ha pI3HUX amapaTHUX KoHiryparisx: Lle
3a0€3Me4mnio ONTUMANIbHY pOOOTY TPU HA HIMPOKOMY CHEKTP1 IPUCTPOIB.

= [lepeBipKy CYMICHOCTI 3 PI3HUMHU ONEpaIliiHUMHU cCUCTeMaMu: TecTyBaHHsI
rpu Ha pi3HHX Bepcisx Windows uist 3abe3neueHHs cTadiabHOi poOOTH.

» [lepeBipKky Ha HasBHICTh NMOMWIOK Ta 300iB: [loBTOpHE Ta po3mmMpeHe
TECTYBaHHA BCIX IrPOBUX MEXaHIK Ta (DYHKIIN ISl BUSBICHHS Oyab-sIKUX
3aJTUIIKOBUX TOMHJIIOK.

3aranomM, i1H(oOpMaIIHHO-pO3BaKaJIbHA CHUCTEMa TIOKa3ajla BUCOKHUM pPIBEHb
3aJI0BOJICHHSI KOPUCTYBayiB, M0 € KIOYOBUM MOKAa3HHUKOM YCIIIIHOCTI MPOEKTY.
Bukopucranns pymist Unity 103BOJIHIIO JOCATTH BUCOKOT IKOCTI TPU 3aB/ISIKU THYUYKOCTI,
MOTY>XKHUM 1HCTPYMEHTaM JJIsl pO3pOOKHU Ta TECTYBaHHS, a TAKOX MOXKJIMBOCTSIM KpOC-
m1aTpOpMHOI MIATPUMKHU. TecTyBaHHS Ta aHal3 pe3yJbTaTiB CTald HEBI1J €MHOIO
YaCTUHOIO TPOIIECY pO3pOOKH, 3a0€3MeUyour BUCOKY SIKICTh KIHIIEBOTO MPOAYKTY Ta
3aJI0BOJICHHS TPABI[IB. 3aBISKH PETEIbHOMY TECTYBaHHIO Ha BCIX €Tamax po3poOKw,
MIPOEKT BUSIBUBCS CTAOUIBHUM, ITPOTyKTUBHUM Ta MPUBAOIUBUM JJIA IIJILOBOI ay AUTOPII.

BucHoBKH 10 TPETHOr0 PoO3aiTy

VY TpeThoMy pO3/1i1 OMKMCAaHO MPOIEeC MPOCKTYBAHHS Ta peaiizallii iHpopMalliitHo-
po3BaxkaiabHOI cuctemu. byno po3poOneHo iHTepdelic KOpuUcTyBaya, IO BiAMOBiJIA€
Cy4YaCHMM BHUMOTaM JO0 €prOHOMIKHM Ta 3py4YHOCTI BUKOpUCTaHHs. Peanizaiis cucremu
3niicHeHa Ha ©0a31 pymns Unity, mo 3a0e3nedye BHUCOKY NPOAYKTHUBHICTh Ta
1HTepakTUBHICTh. KpiM TOTO, pO3p0o0JEHO ACTANbHY IHCTPYKII0O KOPUCTyBada Ta
MPOBEJICHO TECTYBAaHHS CHCTEMHU, PE3yJbTaTH SKOTO MIATBEPJAWIN BIJMOBIAHICTh

(GYHKIIOHATBHUX MOJKJIMBOCTEN 3asBJIEHUM BHMOTaM Ta BHCOKY SIKICTb MPOTPaMHOTO

IPOIYKTY.
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BUCHOBOK

B mpoueci BukoHaHHS KkBamidikamiiiHOT poOOTH Oylio TOCSITHYTO TaKHUX
pe3yJIbTaTiB.

[IpoBeneno anani3 iHpopMaliiHuX TOTPeOd 1 BU3HAUCHO MpeaMeTHY obmnacth. Lle
JTIO3BOJIUIIO C(HOPMYITFOBATH YiTKI BUMOTH JI0 PO3poOKH 1HGOPMAIIHHO-PO3BaKaTIBLHOT
CHUCTEeMHM. 3IIMCHEHO aHaIi3 IepeBar 1 HEJOJIKIB ICHYIOUMX PIllleHb, IO JI03BOJIMIIO
BUSIBUTH CJTA0K1 MICII Ta BUSHAYMTH HAMPSMKH JUII BIOCKOHAJICHHS PO3POOIIOBAHOTO
npoaykty. IIpoBeneHo nerambHUM aHaN3 TEXHIYHOro 3a0e3MedyeHHs, 110 BKIIOYAJIO
OI[IHKY amapaTHOTO Ta NPOrpaMHOro 3a0e3MeyeHHs, HEOOXIJHOro sl YCHIIIHOI
peanizailii TpoekTy. BHUKOHAHO MOJENIOBaHHS Oi13HEC-MPOLECIB, IO JO3BOJMUIIO
noOyayBaT  €(QEKTHUBHY CTPYKTypy pOOOTH CHUCTEMH Ta ONTUMI3YBaTH il
(yHKII1OHYBaHHS.

Bukonano mojentoBanHs 1HGOpMAIIHO-PO3BAKAIBHOT CUCTEMH, IO BKIIFOYAJIO
PO3pOOKY apXITEKTypH CUCTEMHU, BU3HAYEHHSI OCHOBHUX KOMIIOHEHTIB Ta iX B3a€MOIII.
CnpoekToBaHo 1HTepdelc 1HPOPMAIIITHO-PO3BAXKATBHOT CHUCTEMH, SIKUW 3a0e3neuye
3pYYHICTb BHUKOPHCTAHHS Ta 3aJ0BOJIbHSE BHMOTH KOpPHCTyBadiB. PeamizoBaHo
1H(opMaIIiitHO-po3BakaIbHy cucTeMy Ha 0a3i pymris Unity, 1m0 J03BOJUIO CTBOPUTHU
e(deKTUBHY Ta MPOJIYKTUBHY I'PY 3 BUCOKOIO SIKICTIO Tpadiku Ta PyHKIIOHATHHICTIO.

Po3po06ieHo 1HCTPYKITIO KOpHUCTyBada, IO JOTIOMAara€ IMBHJIKO 1 €()EKTHBHO
OCBOITH po0O0TY 3 1H(POpMAIIiHO-PO3BAKAIBHOI cucTeMoro. [IpoBeneHo TecTyBaHHS
CUCTEMHU Ta aHaJi3 Pe3yJIbTaTiB, 10 JJO3BOJIMIO BUSBUTH 1 BUIIPABUTU TOMIJIKH, & TAKOXK
3a0€3Me4YUTH BUCOKY CTa0IBHICTh 1 HAAIHHICTh POOOTH CUCTEMH.

Takum 4MHOM, B Pe3yJIbTaTi BUKOHAHHS KBani(ikaliiiHoi poOoTH OyJ0 CTBOPEHO
1H(OopMaIIiHO-pO3BAKAIBHY CHUCTEMY, SKa BIAMOBIMA€ CyYacHMM BHMOTaM Ta
3abe3reuye BUCOKY SKICTh 1 3PY4YHICTh BUKOpUCTaHHsS. [IpoBemeHi MOCTIKEHHS 1

pOo3po0Ka O3BOJIMIIA BUPIIIUTH TTOCTABJICH] 3a/1a4i Ta JOCSITTA METHU POOOTH.
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daiin PlayerController.cs

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

public class PlayerController : Singleton<PlayerController>

{
public bool FacingLeft { get { return facingleft; } }

[SerializeField] private float moveSpeed = 1f;
[SerializeField] private float dashSpeed = 4f;
[SerializeField] private TrailRenderer myTrailRenderer;
[SerializeField] private Transform weaponCollider;

private PlayerControls playerControls;
private Vector2 movement;

private Rigidbody2D rb;

private Animator myAnimator;

000

32



private SpriteRenderer mySpriteRender;
private Knockback knockback;
private float startingMoveSpeed;

private bool facinglLeft = false;
private bool isDashing = false;

protected override void Awake() {
base.Awake();

playerControls = new PlayerControls();

rb = GetComponent<Rigidbody2D>();

myAnimator = GetComponent<Animator>();
mySpriteRender = GetComponent<SpriteRenderer>();
knockback = GetComponent<Knockback>();

}

private void Start() {
playerControls.Combat.Dash.performed += _ => Dash();

startingMoveSpeed = moveSpeed;

Activelnventory.Instance.EquipStartingWeapon();

}

private void OnEnable() {
playerControls.Enable();

}

private void OnDisable() {
playerControls.Disable();
1

private void Update() {
Playerinput();
}

private void FixedUpdate() {
AdjustPlayerFacingDirection();
Move();

1

public Transform GetWeaponCollider() {
return weaponCollider;

}

private void Playerlnput() {
movement = playerControls.Movement.Move.ReadValue<Vector2>();

myAnimator.SetFloat("moveX", movement.x);
myAnimator.SetFloat("moveY", movement.y);

}

private void Move() {
if (knockback.GettingkKnockedBack | | PlayerHealth.Instance.isDead) { return; }

rb.MovePosition(rb.position + movement * (moveSpeed * Time.fixedDeltaTime));

}

private void AdjustPlayerFacingDirection() {
Vector3 mousePos = Input.mousePosition;
Vector3 playerScreenPoint = Camera.main.WorldToScreenPoint(transform.position);



}

if (mousePos.x < playerScreenPoint.x) {
mySpriteRender.flipX = true;
facinglLeft = true;

}else {
mySpriteRender.flipX = false;
facinglLeft = false;

1

1

private void Dash() {
if (lisDashing && Stamina.lnstance.CurrentStamina > 0) {
Stamina.lnstance.UseStamina();
isDashing = true;
moveSpeed *= dashSpeed;
myTrailRenderer.emitting = true;
StartCoroutine(EndDashRoutine());
1
1

private IEnumerator EndDashRoutine() {
float dashTime = .2f;
float dashCD = .25f;
yield return new WaitForSeconds(dashTime);
moveSpeed = startingMoveSpeed;
myTrailRenderer.emitting = false;
yield return new WaitForSeconds(dashCD);
isDashing = false;

}

daiin PlayerHealth.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul;

using UnityEngine.SceneManagement;

public class PlayerHealth : Singleton<PlayerHealth>

{

public bool isDead { get; private set; }

[SerializeField] private int maxHealth = 3;
[SerializeField] private float knockBackThrustAmount = 10f;
[SerializeField] private float damageRecoveryTime = 1f;

private Slider healthSlider;

private int currentHealth;

private bool canTakeDamage = true;
private Knockback knockback;
private Flash flash;

const string HEALTH_SLIDER_TEXT = "Health Slider";
const string TOWN_TEXT = "Scenel";

readonly int DEATH_HASH = Animator.StringToHash("Death");

protected override void Awake() {
base.Awake();

flash = GetComponent<Flash>();
knockback = GetComponent<Knockback>();
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}

private void Start() {
isDead = false;
currentHealth = maxHealth;

UpdateHealthSlider();
1

private void OnCollisionStay2D(Collision2D other) {
EnemyAl enemy = other.gameObject.GetComponent<EnemyAl>();

if (enemy) {
TakeDamage(1, other.transform);
1
1

public void HealPlayer() {
if (currentHealth < maxHealth) {
currentHealth += 1;
UpdateHealthSlider();
1
1

public void TakeDamage(int damageAmount, Transform hitTransform) {
if (lcanTakeDamage) { return; }

ScreenShakeManager.Instance.ShakeScreen();
knockback.GetKnockedBack(hitTransform, knockBackThrustAmount);
StartCoroutine(flash.FlashRoutine());
canTakeDamage = false;
currentHealth -= damageAmount;
StartCoroutine(DamageRecoveryRoutine());
UpdateHealthSlider();
ChecklIfPlayerDeath();

1

private void CheckIfPlayerDeath() {
if (currentHealth <= 0 && lisDead) {
isDead = true;
Destroy(ActiveWeapon.Instance.gameObject);
currentHealth = 0;
GetComponent<Animator>().SetTrigger(DEATH_HASH);
StartCoroutine(DeathLoadSceneRoutine());
1
1

private IEnumerator DeathLoadSceneRoutine() {
yield return new WaitForSeconds(2f);
Destroy(gameObject);
SceneManager.LoadScene(TOWN_TEXT);

}

private IEnumerator DamageRecoveryRoutine() {
yield return new WaitForSeconds(damageRecoveryTime);
canTakeDamage = true;

}

private void UpdateHealthSlider() {
if (healthSlider == null) {
healthSlider = GameObject.Find(HEALTH_SLIDER_TEXT).GetComponent<Slider>();

}
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}

healthSlider.maxValue = maxHealth;
healthSlider.value = currentHealth;

}

®daiia Stamina.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul;

public class Stamina : Singleton<Stamina>

{

public int CurrentStamina { get; private set; }

[SerializeField] private Sprite fullStaminalmage, emptyStaminalmage;
[SerializeField] private int timeBetweenStaminaRefresh = 3;

private Transform staminaContainer;

private int startingStamina = 3;

private int maxStamina;

const string STAMINA_CONTAINER_TEXT = "Stamina Container";

protected override void Awake() {
base.Awake();

maxStamina = startingStamina;
CurrentStamina = startingStamina;

}

private void Start() {
staminaContainer = GameObject.Find(STAMINA_CONTAINER_TEXT).transform;

}

public void UseStamina() {
CurrentStamina--;
UpdateStaminalmages();

}

public void RefreshStamina() {
if (CurrentStamina < maxStamina) {
CurrentStamina++;
1

UpdateStaminalmages();

}

private IEnumerator RefreshStaminaRoutine() {
while (true)
{
yield return new WaitForSeconds(timeBetweenStaminaRefresh);
RefreshStamina();
1
1

private void UpdateStaminalmages() {
for (int i = 0; i < maxStamina; i++)
{
if (i <= CurrentStamina - 1) {
staminaContainer.GetChild(i).GetComponent<image>().sprite = fullStaminalmage;
}else {
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staminaContainer.GetChild(i).GetComponent<image>().sprite = emptyStaminalmage;
1
1

if (CurrentStamina < maxStamina) {
StopAllCoroutines();
StartCoroutine(RefreshStaminaRoutine());
1
1
1

daiia EnemyAl.cs

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

public class EnemyAl : MonoBehaviour

{
[SerializeField] private float roamChangeDirFloat = 2f;
[SerializeField] private float attackRange = Of;
[SerializeField] private MonoBehaviour enemyType;
[SerializeField] private float attackCooldown = 2f;
[SerializeField] private bool stopMovingWhileAttacking = false;

private bool canAttack = true;

private enum State {
Roaming,
Attacking

}

private Vector2 roamPosition;
private float timeRoaming = 0Of;

private State state;
private EnemyPathfinding enemyPathfinding;

private void Awake() {
enemyPathfinding = GetComponent<EnemyPathfinding>();
state = State.Roaming;

}

private void Start() {
roamPosition = GetRoamingPosition();

}

private void Update() {
MovementStateControl();

}

private void MovementStateControl() {
switch (state)
{
default:
case State.Roaming:
Roaming();
break;

case State.Attacking:
Attacking();
break;
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}
}

private void Roaming() {
timeRoaming += Time.deltaTime;

enemyPathfinding.MoveTo(roamPosition);

if (Vector2.Distance(transform.position, PlayerController.Instance.transform.position) < attackRange) {
state = State.Attacking;
}

if (timeRoaming > roamChangeDirFloat) {
roamPosition = GetRoamingPosition();
1
1

private void Attacking() {
if (Vector2.Distance(transform.position, PlayerController.Instance.transform.position) > attackRange)
{

state = State.Roaming;

1
if (attackRange != 0 && canAttack) {

canAttack = false;
(enemyType as IEnemy).Attack();

if (stopMovingWhileAttacking) {
enemyPathfinding.StopMoving();

}else {
enemyPathfinding.MoveTo(roamPosition);

}

StartCoroutine(AttackCooldownRoutine());
1
1

private IEnumerator AttackCooldownRoutine() {
yield return new WaitForSeconds(attackCooldown);
canAttack = true;

}

private Vector2 GetRoamingPosition() {
timeRoaming = 0Of;
return new Vector2(Random.Range(-1f, 1f), Random.Range(-1f, 1f)).normalized;
1
1

daiin EnemyHealth.cs

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

public class EnemyHealth : MonoBehaviour

{
[SerializeField] private int startingHealth = 3;

[SerializeField] private GameObject deathVFXPrefab;
[SerializeField] private float knockBackThrust = 15f;

private int currentHealth;

38



private Knockback knockback;
private Flash flash;

private void Awake() {
flash = GetComponent<Flash>();
knockback = GetComponent<Knockback>();

}

private void Start() {
currentHealth = startingHealth;

}

public void TakeDamage(int damage) {
currentHealth -= damage;
knockback.GetKnockedBack(PlayerController.Instance.transform, knockBackThrust);
StartCoroutine(flash.FlashRoutine());
StartCoroutine(CheckDetectDeathRoutine());

}

private IEnumerator CheckDetectDeathRoutine() {
yield return new WaitForSeconds(flash.GetRestoreMatTime());
DetectDeath();

1

public void DetectDeath() {
if (currentHealth <= 0) {
Instantiate(deathVFXPrefab, transform.position, Quaternion.identity);
GetComponent<PickUpSpawner>().Dropltems();
Destroy(gameObiject);
1
1
1

®daiia Shooter.cs

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

public class Shooter : MonoBehaviour, IEnemy

{
[SerializeField] private GameObject bulletPrefab;
[SerializeField] private float bulletMoveSpeed;
[SerializeField] private int burstCount;
[SerializeField] private int projectilesPerBurst;
[SerializeField][Range(0, 359)] private float angleSpread;
[SerializeField] private float startingDistance = 0.1f;
[SerializeField] private float timeBetweenBursts;
[SerializeField] private float restTime = 1f;
[SerializeField] private bool stagger;
[Tooltip("Stagger must be enabled for oscillate to function properly.")]
[SerializeField] private bool oscillate;

private bool isShooting = false;

private void OnValidate() {
if (oscillate) { stagger = true; }
if (loscillate) { stagger = false; }
if (projectilesPerBurst < 1) { projectilesPerBurst = 1; }
if (burstCount < 1) { burstCount=1; }
if (timeBetweenBursts < 0.1f) { timeBetweenBursts = 0.1f; }
if (restTime < 0.1f) { restTime = 0.1f; }
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if (startingDistance < 0.1f) { startingDistance = 0.1f; }
if (angleSpread == 0) { projectilesPerBurst = 1; }
if (bulletMoveSpeed <= 0) { bulletMoveSpeed = 0.1f; }

}

public void Attack() {
if (lisShooting) {

}

}

StartCoroutine(ShootRoutine());

private IEnumerator ShootRoutine()

{

isShooting = true;

float startAngle, currentAngle, angleStep, endAngle;
float timeBetweenProjectiles = Of;

TargetConeOfinfluence(out startAngle, out currentAngle, out angleStep, out endAngle);

if (stagger) { timeBetweenProjectiles = timeBetweenBursts / projectilesPerBurst; }

for (int i =0; i < burstCount; i++)

{

}

if (oscillate) {
TargetConeOfinfluence(out startAngle, out currentAngle, out angleStep, out endAngle);

}

if (oscillate && i % 2 !=1) {

TargetConeOfInfluence(out startAngle, out currentAngle, out angleStep, out endAngle);
} else if (oscillate) {

currentAngle = endAngle;

endAngle = startAngle;

startAngle = currentAngle;

angleStep *=-1;

for (int j = 0; j < projectilesPerBurst; j++)

{

Vector2 pos = FindBulletSpawnPos(currentAngle);
GameObject newBullet = Instantiate(bulletPrefab, pos, Quaternion.identity);

newBullet.transform.right = newBullet.transform.position - transform.position;

if (newBullet.TryGetComponent(out Projectile projectile))

{
projectile.UpdateMoveSpeed(bulletMoveSpeed);
}

currentAngle += angleStep;

if (stagger) { yield return new WaitForSeconds(timeBetweenProjectiles); }

}

currentAngle = startAngle;

if (Istagger) { yield return new WaitForSeconds(timeBetweenBursts); }

yield return new WaitForSeconds(restTime);



isShooting = false;

}

private void TargetConeOfInfluence(out float startAngle, out float currentAngle, out float angleStep, out float endAngle)
{
Vector2 targetDirection = PlayerController.Instance.transform.position - transform.position;
float targetAngle = Mathf.Atan2(targetDirection.y, targetDirection.x) * Mathf.Rad2Deg;
startAngle = targetAngle;
endAngle = targetAngle;
currentAngle = targetAngle;
float halfAngleSpread = 0Of;
angleStep = 0;
if (angleSpread !=0)
{
angleStep = angleSpread / (projectilesPerBurst - 1);
halfAngleSpread = angleSpread / 2f;
startAngle = targetAngle - halfAngleSpread;
endAngle = targetAngle + halfAngleSpread;
currentAngle = startAngle;
1
1

private Vector2 FindBulletSpawnPos(float currentAngle) {
float x = transform.position.x + startingDistance * Mathf.Cos(currentAngle * Mathf.Deg2Rad);
float y = transform.position.y + startingDistance * Mathf.Sin(currentAngle * Mathf.Deg2Rad);

Vector2 pos = new Vector2(x, y);

return pos;
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