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Kpacnoxon 1. O. [TokpatieHHs irpoBoi MEXaHiKi KOMIT IOTEPHUX ITOp JKaHPY
FPS Roguelike Game: xBami¢ikamiina poOoTa marictpa creriaibHocTi 121
[mxenepiss mporpamMHoro 3aoOesneyeHHss / HayK. KepiBHUK [. A. CKpuIHUEK.
Zanopixoks : 3HY, 2025. 102 c.

Merta 1 3aBIaHHS JOCIIKEHHS MOJISTAIOTh Y BABYECHH] Cy4aCHUX IT1IXO/I1B 10
po3poOku irop B xkaHpi FPS Roguelike, a Takox y po3po0iii cuctem a1t reHepartii
PIBHIB JIJI1 CTBOPEHHS YHIKAJIBbHUX PIBHIB JJI KOKHOTO 3a0Iry B rpi.

VY npouect gocaiakeHHs Oyna po3riisiHyTa npoodjieMa CTBOPEHHSI TPU B KaHP1
FPS Roguelike 3 nporierypHoto renepartii€to piBHiB. Ak pe3ynabTaT 0yyio po3po0sieHo
CUCTEMY JIJIsl TEHEpaIlil IrpOBUX PIBHIB 3 PI3HUMHU TUIIAMH KIMHAT, TPOXOJAaMH M1k
HUMHU, Pi3HI TUIIA BOPOTiB, MOAU(IKATOPH JJI aTaK BOPOTIB, aTaK 30pPO€I0 rpaBIs.

Jlana rpa moBMHHA TaKOX 3aITyCKATHCh HA IIUPOKOMY CIEKTP1 MePCOHATBHUX
KOMIT FOTEPIB, IO I03BOJUTH OXOMUTHU OUIBIIY KUIBKICTh T'PaBIIB ISl pO3IIUPEHHS
ayIUTOPIi TaHOTO MPOEKTY.

KitouoBi cnoBa: rpa, reHepailisi piBHIB, IITYYHUH 1HTEJIEKT BOPOTIB, IrPOBI

CUCTEMHU, ITPOBI MOii, IPOBUM PyIIIIii.
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Krasnozhon I. O. Improving the game mechanics of computer games in the
FPS Roguelike Game genre: Master's Qualification Thesis in Specialty 121 Software
Engineering / scientific supervisor I. A. Skrypnyk. Zaporizhzhia : ZNU, 2025. 102
p.

The goal and objectives of the research are to study modern approaches to the
development of games in the FPS Roguelike genre, as well as to develop systems
for level generation to create unique levels for each run in the game.

In the course of the research, the problem of creating an FPS Roguelike game
with procedural level generation was considered. As a result, a system was
developed for generating game levels with different room types, passages between
them, various enemy types, modifiers for enemy attacks, and player weapon attacks.

This game should also be runnable on a wide range of personal computers,
which will allow for a greater number of players to be reached, expanding the
audience of this project.

Key words: game, level generation, enemy artificial intelligence, game

systems, game events, game engine.
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BCTYII

AKTyaJIbHICTh TEMH

VY cydacHOMYy CBITI 1HIYCTpis BIZEOITOp € OJHIEIO 3 HAMJAMHAMIYHINIUX Ta
HalinpuOyTKoBimux ramysei possar. XKanp FPS (First-Person Shooter) Roguelike
noegHye B coOl IHTEHCHBHICTh IIyTepiB Bix Mepuoi ocoOu 3 eJIeMEeHTaMu
MPOLIETypHOI TeHepallii, MepMaHEHTHOI CMEpTI Ta HENIHIMHOro Mporpecy, Mo
3a0e3nedye rpaBLsIM YHIKaJIbHUM JTOCBIJ KOKHOTO MPOXO/KeHHA. [lomynspHICTh
[[HOTO JKaHPY 3pOCTAE, MPOTE IHTErpallisi PI3HOMAHITHUX ITPOBUX MEXAHIK y €TUHUN
30aJaHCOBAaHUN MPOAYKT 3aJUIIAE€ThCS CKIATHOI 3ajadeto. BiJcyTHICTH
CHCTEMATHU30BaHUX ITNAXOIB JIO IOEJHAHHS JIWHAMIYHOIO OO0, aJalTHBHOIO
mryyHoro iHTenekty (ILI), mpouemypHoi reHepariiii piBHIB Ta IHIIUX E€JIEMEHTIB
0o0OMeXye€ MOTEHII1aJl CTBOPEHHS TJIMOOKOT0 Ta BaplaTUBHOTO 1rPOBOTO MPOLIECY.

Came TOMy JOCIIJPKEHHS B3a€MO/IIi IIUX MEXaHIK y MeXaX OJHOTO JKaHPY €
aKTyaJlbHUM SK JUIsl TEOPETUKIB IrpOBOTO JW3aiiHy, TakK 1 JUIsl TMPaKTUKIB-

PO3pOOHUKIB.

Icroprunuii KOHTEKCT Ta eBoJOLis ;KaHPY Roguelike

Kanp Roguelike 3apomuscs y 1980-x pokax i3 rpoto Rogue, sika BripoBaauia
KJIFOUOBI MEXaHIKU: TPOIEYPHY TeHEpPaIlito, IEPMaHEHTHY CMEPTh Ta HETIHIHHUN
nporpec. 3 4acoM >KaHp €BOJIIOIIOHYBaB, IHTETPYIOUYM €JIEMEHTH 1HIIMX YKaHPIB,
Takux sk miaatdopmepu (Spelunky), ponbosi irpu (Darkest Dungeon) ta mrytepu
(Risk of Rain 2). OcobnuBy yBary mpuBepHyJu TiOpuaHi dopmu, 30kpema FPS
Roguelike, e moeiHy0THCS TMHAMIYHUN €KILIEH BiJl MIEPILIOi 0COOU 3 BUMIAKOBICTIO
Ta CTpareriyHUM IaHyBaHHsM. Hampukiax, y rtpi Gunfire Reborn Bmasno
IHTErpoBaHi MpOIEAYPHI PiBHI, PI3HOMaHITHI OOHYCH Ta aJanTHUBHI BOPOTH, IIO
poouTh 1 BaXJIMBUM JOCHIIHMUIIBKMM KEWCOM ISl aHajizy OajaHCy MIX
BUITAJIKOBICTIO Ta CKJIAJHICTIO.
[{s1 eBomroOLIIs CBIAUMTD MpO Te, o cydacHi Roguelike-irpu He nuie 30epiraroTh

KJIACUYHI MEXaHIKM, ajJie ¥ aJanTylTh iX JO HOBHUX JKaHPIB, IO IMiJKPECIIOE
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aKTYaJIbHICTh JIOCHIPKEHHSI 1HTerparlii pi3HOMaHITHUX cHUcTeM y Mexax FPS

Roguelike.

AHauni3 icuyrouux irop :kanpy FPS Roguelike
Jlnis rauloro po3yMiHHS MPOOIEMATUKH JOIIIBHO 3BEPHYTHUCS JI0 aHATI3Y
KOHKPETHHX 1rop, sK1 Bike peainizytoTs enementu FPS Roguelike:

1. Risk of Rain 2 — neMoHcTpye eheKTUBHE MTOETHAHHS MPOLIETYPHOT reHepartli
pPIBHIB 3 KOOMNEPATUBHUM TEUMIUICEM, /€ BHUIIAJKOBICTh MPEIMETIB CTBOPIOE
yHIKaJIbHI CcTparterii KokHoro 3adiry. HemonmikoM € BIACYTHICTh INIHOOKOTO
apantuBHoro I, 1m0 oOMexye TaKTUUHY PI3HOMAHITHICTh CYITPOTUBHUKIB.

2. Gunfire Reborn — akmeHT Ha KoMmOiHaIli pI3HUX TUIIB 30poi Ta
Mou(diKallii, M0 BIUIUBAIOTh Ha CTUJIL Tpu. OJIHAK CHCTeMa MOCTIHHOTO Mporpecy
TyT JIIHIHA, [0 3MEHIIY€E PeIrpadebHICTb.

3. Immortal Redneck — BukopucroBye kiacuuni mexaniku Roguelike y 3D-
CEpEeIOBUIII, aJie 0OOMEKEHHUI Y BaplaTUBHOCTI OTOYEHB Ta IHTEPAKTUBHOCTI P1BHIB.
{1 mpuKIIaau MmiIKPECTIOTh, 10 HABITh YCIILIHI IFPU CTUKAIOTHCS 3 TpoOIeMamMu
OaraHCcy Mi’K BUIAAKOBICTIO, CKJIAJIHICTIO Ta IIIMOMHOIO Tiporpecy. Lle miarsepmkye
HEOOXITHICTh CHCTEMHOr0 MIAXOAY [0 IHTErpaiii MeXaHlK, 3allpONOHOBAHOIO Y

JaH1i poOoTi.

Merta Ta 3aBAaHHSA 10CTiIKECHHA
Metoro pobOTH € KOMIUICKCHHUM aHaji3 B3aEMOJIi KIIOYOBHX ITPOBHUX
MmexaHik y xaHpi FPS Roguelike Ta po3poOka pexomenaaiiii moa0 ix rapMOHIHHOT
iHTerparyi. s 1ocSrHeHHS 11€1 METH BU3HAYEHO TaKi 3aBJIaHHS:
1. JocmiauTy TeOpeTUYHI OCHOBH TPOIIETyPHOI Te€Hepallii piBHIB, TMHAMIYHOTO
0010, CUCTEM MOCTIHHOTO MPOrpecy Ta MEPMAHEHTHOI CMEPTI.
2. TlpoananizyBaTy BIUIMB IITYYHOT'O 1HTEJIEKTY BOPOTiB, BapiaTUBHOCTI 30poi
Ta IHTEPAKTUBHOI'O OTOYEHHS Ha IrPOBHIA JJOCBII.
3. Po3pobutu Mojenp B3aeMoJii MexaHIK, 0 3abesnedye OamaHC MIK

BUITAJIKOBICTIO Ta CTPATETIYHUM TUTAHYBAHHSIM.
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PeanizyBaTu MpOTOTHII TPH, IO JEMOHCTPYE €PEKTUBHICTh 3aIIPOMOHOBAHUX
pIIICHb.
OmiHuTH Pe3yNbTaTH EKCIEPUMEHTAIBHOI TEpeBIpKH Ta CHOPMYITIOBATH

peKoMeHaIli 71 TOAAIBIINX JTOCTIKCHb.

O0’exT | mpeaMeT A0CTiIKEHHSA

OO6’exT nocnimkeHHs: irposuit nporec y skanpi FPS Roguelike.

[IpeameT JOCHIJKEHHS: MEXaHIKM MPOLEAYpPHOI TeHepalii piBHIB,
JUHAMIYHOTO 0010, CUCTEMH MOCTIMHOIO IPOrpecy, IEPMAHEHTHOI CMEPTI Ta

iX B3a€MO3B’5130K Y (hOpMYBaHHI IrpOBOTO JIOCBIJTY.

MeTopn0J10Tis1 JOCTITKEHHS

JocnimKkeHHsl IPYHTY€EThCS Ha TTOEAHAHHT TAKUX METO/IIB:

CucteMHUl aHami3 — BUBYECHHS B3a€MO3B’SI3KIB MK MEXaHIKaMH Ta iX
BITMBY Ha OaslaHC TPHU.

[IpouenypHe MoJeIOBaHHS — CTBOPEHHS aJITOPUTMIB T'€Hepallii piBHIB Ta
noBeinku 111I.

ExcrniepuMeHTanpHe TECTyBaHHS — OI[IHKA BaplaTUBHOCTI Ta TJIMOWMHU
IrpOBOTO MPOLIECY.

[TopiBHSIPHUYN aHaNI3 — BU3HAYEHHS IepeBar Ta HEMOJIKIB 1CHYHUHMX

aHAaJIOT'1B.

HaykoBa HOBH3HA

HaykoBa HOBH3HA JTOCITIIPKEHHS TTOJISTAE B:

. YIOCKOHAJICHH] aJITOPUTMIB MPOIEAYPHOI reHeparlii piBHIB 3 ypaxyBaHHSIM
TaKTHYHUX MOKJIMBOCTEH TpaBII.

Peamizanii agantuBHoro IIII, 3maTtHOro pearyBatu Ha 3MIHM B CTparterii
TpaBIIs.

Po3pobiii cucremu momudikamiii 30poi, M0 MOEAHYE BHUMAIKOBICTH 31

CTpaTeriyHuM BUOOPOM.
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Texnousoriuni Bukiuku B po3pooui FPS Roguelike
CrBopenns FPS Roguelike moB’s3aHe 3 TAKUMH TEXHIYHUMU CKJIaTHOIIAMU:
e OmnruMizarlis mpoIeypHOi reHepaiii piBHIB.
o Apanraris Il 1o auHamigyHOrO CepenoBuIIa.
e banaHCyBaHHS CUCTEMU MPOTPECY.
Hocsin po3pobuukiB Dead Cells mokasye, mo kiodeM 10 yCHiXy € iTepaThBHE
TECTyBaHHS MEXaHIK 13 3aJy4YE€HHSM CITJIBHOTH.
CouiokyabTypHuil BILIUB kaHpy Roguelike-irpu:
o [lomynsipu3ytoTh i71et0 "HaBUaHHS Yepe3 TOMUIIKH'".
o (CrumynroroTh 0OMiH 3HaHHSIMU Yepe3 crniibHOTH (Hades, Slay the Spire).

e (Cratothb miargopmoro ais excriepuMmeHTiB (Returnal).

IIpakTHYHA 3HAYUMICTH

Pe3ynbTaTi AOCTIIKEHHS MOKYTh OyTH BUKOPUCTAHI:
e Po3poOHMKaMU JJis CTBOPEHHS IHHOBAIIWHUX 1TOP.
e TeopeTUKaMu JJIsl aHATI3y MEXaHIK.

e BukianauaMu SK HaBYAJIbHUI MaTepiall.

I'nocapiu

FPS (First-Person Shooter) — aHp BiJIeoirop, Jie¢ TpaBelb 0aunuTh IrPOBHIA
CBIT B1Jl IIE€PIIOi 0COOM, @ OCHOBHUM €JIEMEHTOM TeUMILIEIO € CTPLIbOa.

Roguelike — oicanp sideoicop, 1O XapaKTEPU3YETHCSA MPOIETYPHOIO
TeHepalli€ro piBHIB, IEPMAHEHTHOIO CMEPTIO Ta HEJIIHIMHUM MPOTPECOM.

Ilpoyedypna cenepayis — MeTOJ CTBOPEHHsI irPOBOTO KOHTEHTY (pIiBHIB,
MIPEMETIB, BOPOTIB) 3a JOMOMOTOI0 aJTOPUTMIB, 10 3a0e3nedye yHIKaabHICTh
KOXKHOTO TIPOXOKCHHSI.

llepmanenmua cmepms — MEXaHiKa, 3a K01 MICIS CMEPTI MepCOHaXKa IrpaBellb

BTpavac 4aCTUHY a00 BECh IPOTPEC 1 MOYMHAE TPY 3 MOYATKY.
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Heninitinuti npoepec — cucrema pO3BUTKY TIpaBls, 1€ BHOIp HABUYOK,
npeaMeTiB abo MapIIpyTiB HE € CTPOro BHU3HAYEHUM 1 JIO3BOJISIE Pi3HI CTpaTerii
MIPOXOJIKEHHSI.

Hmyunuii  inmenexm (IIII) — anropuT™MH, IO KEPYIOTh ITOBEIIHKOIO
HEITPOBHX MEPCOHAXKIB (BOPOTiB, COIO3HUKIB), IMITYIOUH PO3YMHI Iii.

Peiepabenvuicms — XapaxkTepucTuka TpH, L0 TOKa3ye, HACKIIBKHA BOHA
3aJIMIIAETHCS IIIKABOIO MICs 6araTopa3oBOro MPOXOHKEHHS.

bananc epu — cucrema HanmamTyBaHb, 11O 3a0e3leuyye CHPABEAJIUBICTD 1
pIBHOBAary MK PI3HHUMHM MeXaHIKamMH (HampuKIad, CKIATHICTIO, CHIJIOW 30poi,
MTOBE/IIHKOIO BOPOTiB).

leposi mexaHixu — OCHOBHI MIpaBUJIa Ta CHCTEMH, 1110 BU3HAYAIOTH B3AEMO/IIIO
IpaBIlsd 3 IFPOBUM CBITOM (pyX, Oiif, Mporpec ToIIo).

Aoanmuenicmb — 3HaTHICTH Tpu abo 11 enemeHTiB (Hampukian, IIII)
3MIHIOBATHCS Y BIJIIOBIJb HA A1l TPaBLI.

ImepcusHicms — piBEeHb 3aHYPEHHSI TPABIIS B IPOBUH CBIT, TOCATHYTUN Yepe3
BI3yaJlbH1, 3ByKOBI Ta T€MMILICHHI €IEMEHTH.

Ilpomomun epu — paHHs1 BepcCis TPU, CTBOPEHA /I TECTYBAaHHS KIIOYOBUX
MEXaHIK Ta 171eH.

Mema (y kommexcmi icop) — onTUMaidbHa cTpareris ado moOy0Ba

MEPCOHAXKA, 110 BBAXKAETHCS HAME(EKTUBHIIION JIJIsl JOCATHEHHS LIUJICH TPU.

Crtpykrypa podoTu

Po6oTa mMicTUTB:
1. Berym.
Teopetnunuit anani3 »kaupy FPS Roguelike.
[TpoexkTyBaHHS KIIOYOBUX MEXaHiK.

[IpakTryHa peasnizallisi IpOTOTHUITY.

A

Pe3ynbraTy TECTyBaHHS Ta pEKOMEH/AIII].
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PO311J1 1 JOCJIIZKEHHA ITPOBJIEMU CTBOPEHHSA I'PU B )KAHPI
FPS ROGUELIKE

1.1 Orasig nmpo6saemu crBoperns rpu B :xaHpi FPS Roguelike

B cyuacHOMYy CBITI CTBOPEHHS BiICOITOp € TOCUTH CKIIATHOIO 3a4a49€CH0 1 TS
CTBOPEHHSI TPU MPAKTUYHOTO OYJIb’IKOTO XKaHPY MOKE 3HaJJOOUTHUCH Jyke Oarato
yacy. 3BUYANMHO, JCAKAM TPOEKTAM JUIsi JOCATHEHHA cTaHy MVP moxe
3HAJIOOUTHCH JIEKUIbKA THXKHIB, a JIESK1 IrPOB1 MPOEKTU MOXKYTh PO3POOJIATUCH TT0 5
a60 HaBiTh OuIbIIE poKiB. XKanp Roguelike Takox He € BukitoueHHsIM. JlaHuii skaHp
SIBJIIETHCSI JOCUTH BapiaTUBHUM 1 Uepe3 e B HbOMY MOKYTb MO THYBATUCH JIECATKH,

SAKIIIO HE COTHI MEXaHIK.

1.2 IIpoueaypHa reHepauis piBHIB K KJIK4Y0Ba MP0o0dieMa MPOEKTY

B naHomy BUMNaAKy OCHOBHOIO MPOOJIEMOIO CTBOPEHHS JAHOTO MPOEKTY €
JIOCITIIXKEHHSI CTIOCO01B MPOIIeTyPHOI reHepailtii piBHIB JIsl TPy, 100 10AaTH OLIbIIe
BaplaTUBHOCTI JUIsl TPH, Tak-iK II€ JOMOMOXKE B MallOyTHbOMY J0OJaBaTh HOBI
Bapiauii piBHIB JUIsl TPU 3 PI3HUMHU MEXaHIKaMU, Bi3yaJlbHUM CTUJIEM 1 TaK aaii 0e3
HEOOX1THOCT1 BUTpAYaTH JACCITKU T'OJIMH JIJIsi CTBOPEHHS HOBHX piBHIB. Cama 3a1aua
re’epatlii irpoBUX piBHIB YK€ BUPIIIY€EThCA B IrPOBIH 1HAYCTPIi JOCUTH JaBHO. J[7st
npuKIaay MoxHa B35ty Tpy Dwarf Fortress, koTpa B CBOiil OCHOBI MOJSATAETHCS HA
MPOILIeTypHY TeHEepaIlito piBHS B 0aratbox acrekrax rpu. Hampukiam 3a 1ormomMoroo
MPOIEAYPHOI TEHepallii piBHIB B HIA CTBOPIOETHCS HE TIIBKU ITPOBUN CBIT 3
PI3HOMaHITHUMH TeorpadiyHUMUA OCOOIMBOCTSIMHU, pelabedOM 1 TeoJIOTiEr0, KOTPI
BIJIMBAIOTh HA ITPOBUI MPOLIEC, a 1€ i CTBOPIOIOTHCS BUIAAKOBI MO/I1i, CYTHOCTI,
apredaxtu 1 Tak naini. Takox B Roguelike irpax okpim piBHIB ICHY€ I'paBellb, BOPOTH
Ta 1HII ITPOBI CYTHOCTI KOTpl HaMararoThCsi pOOUTH IrpOBHM TPOIEC OlIbII

PI3HOMAHITHUM, Ta CIIOHYKATH TPaBILIsl POXOIUTH I'PYy 3HOBY 1 3HOBY.
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1.3 Poab Ta BinoOpa:kenHsi rpaBus B :xaHpi Roguelike

['paBenb B irpax OMMCYBAaHOTO KaHPY MOXE OyTH MaKCUMaJIbHO Pi3HUM.
SAxmio B3saTu B npukiian rpy Risk of Rain 2, To B Hilf rpaBers BigoOpakaeTbcs Bij
TPEThOi 0COOM, € MOKIIMBICTD BUIBHO OTJISIIaTH HABKOJMIIHIN CBIT Ta UIyKaTH CBOI
. TakuM ke YuHOM BiJI0yBaeThesl KepyBaHHs rpasiieM B rpi Crab Champions,
ajie B HIA OUIBIN JUHAMIYHE KEpPYBaHHS T'paBIEM Ta MIBHJIII aTaKHd BOPOTIB, IO
HaJla€ He3a0yTHI eMOllii BiJl JaHOi T'pU, B OCOOJIUBOCTI MPH 11 IEPEIPOXOIKEHHIO Ha
MaKCHMAJIbHIN CKJIATHOCTI 3 BEJIMKOI KUIBKICTIO BBIMKHEHUX MOJU(]IKaTOPIB,
TaKHX SIK MyJIbTUIUIIKATOP IIKOJIU 110 TPABIII0, MEHIIIA KITBKICTh IIIKOIH TI0 BOPOTam,
ab0 HampuWKIaj] Te, IO TpaBelb MOXE MOMEPTH B OAHOTO yAapy BOpora, IIo
JT03BOJISIE HATIPY>KUTH TpaBlis 1€ Oubie. A Ko B3sTH B pukiaa rpy The Bind
of Isaac, To B Hiii rpaBelpb BIIOOPAXKAETHCA BUIOM 3BEPXY 1 BIH BIApPa3y MOXKeE
0aunTH BCIO CHTYyalll0 Ha PIBHI Ta €()EKTUBHO 3HUILYBATH BOPOTIB OJHOYACHO
YXWISIOYHUCH BiJl pI3HOMAHITHUX aTak BiJ BUIIE3raJaHUX CyTHOCTEH. TaKokK SKIIO
B3ATH mepiny yactuHy cepli Risk of Rain, To B Hill rpaBelb KEpyeThCS 3 BUIOM 3
00Ky 1 TOMy B Hiil TH He Oauuill 110 Oy/Ie /aji Biipa3y 1 B Hii 1€ MPaIlto€ IK TyMaH

BIffHU B JIEIKUX CTpATETisX, 110 A0JIa€ BIAUYTTS HE3B1IAHOTO /10 TPH.

1.4 ®ynkiuii Ta eposonia BoporiB B Roguelike irpax

Boporu B gaHux irpax Takox TpaloTh OJHY 13 OCHOBHUX POJICH, TaK-sIK BiJl
HUX OyJe 3aJie’KaTu Te K OyJie IATH TpaBellb B TUX UM 1HIIMX CUTYyaIlisax. Boporu
B TaKUX Irpax OyBaroTh SIK 1 FpaBIl yKe pi3HOMaHITHUMH. [lounHarouu BiJ1 BOPOTiB
B mokpokoBux Roguelike irpax, 3akinuyroun komriekcHumu 6ocamu B Risk Of Rain
2, KOTpUH MOXE MaTH MO JAEKIIbKa (a3, KOXKHA 3 SIKUX MOXKE MAaTH PI3HOMAaHITH1
aTakd Ta yMiHHS. 3arajoM BOpPOTHM B TaKWX Irpax MOCTYMOBO TMOCHIIOIOTHCS.
Haituacrime Ha Mo4aTKy Jal0Th TIOCUTh MOBUTBHUX BOPOTiB, KOTP1 aTaKylOTh IpaBLs
B OJMKHBOMY 0010, @ TAKOXK YacTO JOJAOTh B Mapy JI0 BOPOTIB OJIMKHBOTO OO0

SKHXOCh MPOCTUX BOPOTIB CEPEIHBOI JAIBHOCTI, KOTPI MalOTh MEHIIY KUIbKICTb
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3JI0pOB’d, aje TaK-sK 1€ JIMILE MOYAaTOK I'PHU, TO iX CHAPSAM PYyXarOThCsl JOCUTH
MOBUIBHO 1 HE HAHOCATh OaraTo IIKOAM TIpaBifo. Jlami BOporu MOCTYIOBO
MOCUJTIOIOTHCS B 3QJIEKHOCTI HANMPUKIIAA Bif ITPOBOTO Yacy SIKUN TIpaBellb YKe
MIPOBIB Y NMOTOYHOMY 3a0iry. B TakoMy BUMaJKy 4MM JOBIIIE BiH Ipa€ TUM CUIbHIIII
BOPOTH CTAIOT, BOHU MalOTh OUIBIITY IIBUIKICTH aTakK, IIBHUIIIE MEPEMIIIAIOTHCS, Ta
HAHOCSTH B KOJIOCATBHIT pi3HUII O1sbIIIe KO IM TpaBiio. Uepes me Hampukiaz Risk
of Rain HeoOXiTHO MPOXOIUTH SK MOXKHA IIBHUJIIE, TAaK-SK YXK€ HalPUKIAJ] Ha
TOJIMHI Yacy NMPOXOJPKEHHS 3a0Iry BOpOru (DIHAJIBHOTO PIBHSA Mail’ke 3HMILYIOThH
IpaBIls 32 OJUH yAap, 4epe3 Iie HeoOXITHO i OajaHCy Ta Pi3HOMAHITHOCTI TPU

BHECTHU B HET 1€ OJIHY 3MIHHY - MOJIU(DiIKaTOPH.

1.5 MoaudgikaTopu sik 3aci0 ypi3HOMAHITHEHHS I'eliMILICI0

Monudikatopu MOXYTh 1yK€ CUIBHO YPI3HOMAHITHUTH Ipy. BoHU MOXYTh
aKTHBYBATHUCS Maiike BiJ OyJb-IKUX MOJIM B I'pl, TAKUX SK MEPEMIIICHHS TPaBIId,
CTpHOOK, aTaka TpaBIlsl, TPU3EMJICHHS TPaBIIs, TTOTIAaHHS TPABIIEM 110 BOPOTY a0
o OJIoKaM PIBHA, a TAaKOX JaHl MOJIU(]IKaTOpH MOXKYThb MPOCTO J0JIaBaTH IIOCH
HOBe B rpy. Hampukiaj 4acTo MOKHa MOOAYUTH Pi3HI YACTOYKHU KOTPi JIITAIOTh
HABKOJIO IpaBls, a00 HAPUKIIa BOPOTiB 1 BOHU MPOCTO HAHOCSTH ILIKOY BOPOTaM.

Jan1 MoaudikaTopu micisi CBOET aKTUBALIIl MOXYTh POOUTH JIy>Ke pi3HI peul.
Hampukian perenepyBaTy 370pOB’ sl TpaBlis, 301IbITYBATH IIIKOAY 10 BOpOram B 2
pasu, aje 3SMEHIIIUTA MaKCUMaJTbHE 37I0POB sl TpaBIis B 2 pa3u. Takox 4acTo poOsiTh
TakK, 10 OKPIM OCHOBHOTO CHapsIy KM MOXE BUIITATH 31 30p0i rpaBiisi MOXYTh
BWJIITATH JIOJATKOB1, KOTP1 MOXKYTh HaIlPUKJIAJl HAKJIAIaTH PI3HOMaHITHI epeKTH Ha
BOPOTiB a00 rpaBIIs.

Heski moaudikaTopu poOdsSTh AOCUTH Mpu3emiieHl 3MmiHu. Hanpukmnan
3MIHIOIOTh IIBUKICTh MEPEMIIIICHHS, aTaKu TpaBilsl a0 HAMpPUKIIaJ BIUIMBAIOThH Ha
foro cTpuOKHU, HAPUKJIIAJ - 3SMEHIITYIOTh IPaBiTallilo IpaBLid, 100 BiH MIT cTpudaTu
O1BII JAaJeKO 1 3HAXOJAUTUCH B IMOBITP1 JOBIIE, IO MOXE JOIMOMOITH YacTille

aKTUBYBATH MOAU(]PIKATOPU KOTP1 aKTUBYIOTHCSA JIMIIE KOJIU IPABELlb 3HAXOIUTHCS B
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noBiTpi. Ile nume kamas B MOpl OMHUCY TOTO SIK 1 AKI MOAM(DIKATOPH MOXKYTh
BIUTMBATH Ha irpOBHIA TPOIEC Ta YIMOBUIBHIOBATH a00 MPUIIBUAIIYBATH TeHMILICH

TpU OJTHOYACHO MiICHITIOI0YH a00 MOCIa0II0I0UH JIeSK1 BIACTUBOCTI TPABIIS.

1.6 Jleranizauis irpoBux MexaHik, nos’sa3anux 3 FPS exemenTom

1.6.1 Cuctemu 30poi Ta NpoueAypPHA BapiaTUBHICTH

B irpax B kaHpi “mryrep Bix nepmoi ocodbu” nani FPS Takox rpae ogHy 3
OCHOBHUX poJiell. [laHa 30posi yacTile BChOTO SIBISE€THCA 30pOI0 JaibHOI il
Hanpukian BorHenanbHa 30post, JTyKH, MaridyHa 30posi, aje B JAESIKUX BHIIAJKaX
OyBaroTh KOMOIHOBaH1 BUM 30poi. Hanpukiag med, sk OnuxHS 30pos 1 Maris K
30post TaNIbHBOI [I1T 1 BCE 1€ MOKE BapIIOBATHUCS B 3aJIEKHOCTI BiJ] 3aTyMKH TOTO SIK
NOBMHHA BIJUYyBAaTHCS I'pa MO 3aAyMUIl reliman3aiiHepa mo0 HANTroJIOBHIIIE B 1€
OyJI0 BEcelo rpaTu.

B Roguelike FPS irpax pas1 BapiaTUBHOCTI 30posi TakoX Moke OyTu
YHIKQJIBHOIO. SIKIIO pO3rJsSHYTH Lie 6a30BO TO B HUX MOXKYTh BapiroBaTucsa 0a30BI
napameTpu 30poi, Taki SK IKO0Jia, CKOPOCTPUIBHICTD, NAIbHICTh, PO3MIp 000iMHU,
yac mepe3apsakud. B Oaratbox BUNaAKax BOHM MOXYTh HaBIiThb OyTH
pPaHI0M130BaHUMHU.

Takox Ha 30pOI0 MOXYTh BIUIMBATH BUIIE3rafaHi moaudikatopu, KoOTpi
MOXXYTb 3MIHUTH BIOUYTTA BijJ MOTOYHOI 30poi 0 HeB3HaBaHOCTi. Hampukian
JOJIaTH KyJsIM €(eKT 3aMOpO3KH, MPUIIBUALIUTH Iepe3apsiky abo HarpHuKian
30posi MOXK€ OTpuUMyBauW BHIIAJKOBI ab0 KomOiHOBaH1 edektn. Hampuxman
MPOHUKAIOY1 KyJIi, JIAHIFOTOBl OJIMCKAaBKH, CIIOBUIBHEHHSI BOPOTIB. SKINO B3STH
peanpHUil mpukiaan To B Tpi Gunfire Reborn 30pos mae BUMaakoBl HamMch
(inscriptions), siKi 1OJatOTh YHIKaJIbH1 OOHYCH AJi 30pOi.

YacTo Takox 30posi OyBa€ pi3HUX KJaciB, TAKUX SIK MICTOJETH, APOOOBUKH,
TBUHTIBKU, TPAHATOMETH, MAriyHi Majuill Ta TMOCOXHU, MPOCTO BUKOPHUCTAHHS PYK
TOJIOBHOT'O Tepos SIK MariuyHoi 30poi. Bce 11e Moe ayke CHIbHO BIUIMBATH Ha iX

3aCTOCYBaHHA B yMOBax AuHaMmiyHoro Roguelike-rerimriiero.
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1.6.2 /Iunamika pyxy Ta MaHeBPEHICTb rpaBIIsi

V¥ FPS Roguelike irpax pyx 4acto € TakuM e BaXXJIMBUM SIK 1 CTpiIb0a, Tak-
SK TpaBellb MOBUHEH MOCTIHHO YXWISATUCH BiJl aTak BOPOTiB, KOTPUX 3 KOKHUM
PIBHEM MOKE€ CTaBaTH OUIbIIIE 1 KOXKEH 3 HUX MOKE€ MOCTIHO MOCUITIOBATUCH.

Axmo noguBuTHCS Ha 6a30BUil piBeHb niepemimerds FPS rpasis, To BoHO
BKJIIOUa€E B ce0e pyX Ta MIBUIKICTh PyXy, CTPUOOK Ta 1HOJI MPHUCITAHHS TpPaBIs.
BoHu SBISIIOTECS HAOCHOBHIIIMMU €JIEMEHTaMU MEPEMIIIEHHS TPaBls 1 MOXYTh
Jy’K€ CHJIBHO BIIPI3HATHUCS B PI3HUX jKaHpax, ane B Roguelike irpax foro yacrime
pOOJIATh MIBUIKUM Jia JOCUTH TNependadyyBaHUM i 3a0€3MeUeHHs] HEOOX1IHOTO
KOHTPOJISL HAJ] TPaBLIEM IiJT Yac 3a0iriB Mo JUHAMIYHUM PiBHSM TpH.

JInst nonaHHS HOBUX BIAYYTTIB B TPU B TaKOMYy J>KaHpPl MEXaHIKU
NEepPEeMIIICHHSI TPaBIsl YacTO PO3UIUPSIOTH J0JAal0YM B HHOTO HOBI MEXaHIKU.
Haiiyactime B FPS irpax MokHa 3yCTpiTH TakKl MEXaHIKM MEPEMIIIEHHS KOTpi
JIOIIOBHIOIOTH MOTO:

e Pupku(Dashes): BUKOpHUCTAaHHS UIBUJIKUX KOPOTKUX TMEPEMIIEHb IS
YXWJICHHS B1JI CHapsiAiB a00 J1Jis1 OLIBII IBUKOTO MEPEMIIIEHHS 1O PiBHIO.

e [loxgiitHi ab6o motpiiHi cTtpubku (Double / Triple Jumps): momaBanHs
MOJIMBOCTI TPABILIO JIJIs BEPTUKAJIBbHOI MOOIIBHOCTI, KOTpa YacTO MOXKE
JOTIOMOI'TH B HaBITallii B IPOLEIYPHO 3r€HEPOBAHUX PIBHAX 1 HE TUIBKHU.

e Kogzanna(Sliding): mexaHiKu, IO JO3BOJISIOTH 30epiraTu 1HEpIO Ta
IIBUJIKICTB 1] Yac MepPEMIILICHHS B 001O.

Hampuknazg y rpi Crab Champions nuHamiduHe MepeMilIeHHs TPaBIs 1 4acTe
BUKOPUCTAHHS PUBKIB € KIIOYOBUMHU MEXaHIKaMU JIJISi BIDKHBAHHS 4epe3 BHUCOKY

JWHAMIYHICTh 0010 3 BOPOTaMH.

1.6.3 BiguyTTs1 CTPiibOM TA B32€EMO/IA 3 OTOYCHHAM

Tak-gK TrpaBelb MOCTIHHO KOPUCTYETbCA MEXAHIKOIO CTPUILOM B irpax
OMKCYBAaHOTO >KaHPY TO BOHU MAalOTh BiguyBaTucs sK araku. Lle n03BonUTH
HNOCUJIUTH €MOLlIIiHE HaIlpyXeHHs BiA rpu. JlaHe BIQUYTTS MOXHa IOCHWIUTH

HANPI3HOMaHITHIIIMMH ITPOBUMU MEXaHIKaMHU.
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[To-nepiie, KPUTUYHO BAXKIMBUMU JJIs BITUYTTS 30pOi epeiaT caM MOCTPLI
30poi. [IpocTumu cioBaMu TOBUHEH OyTH Bi3yaJbHUM Ta 3BYKOBUHM BIATYK Bij J1H
rpaBIs MOB’s3aHUMHU 31 30poeto. Cranaxu, Tpacepu, 3BYKH MOCTPLIIB Ta €(PEKTIiB
BIIy4aHHs, KOTpl HaBITh MOXYTh II€pelaBaTH TMOTYXKHICTh 30poi. Bce 11e
HaMAaraeThCsl MOCUJIUTH €MOIIWHUHN BIUIMB BiJl BUKOPUCTAHHS Ti€l Y 1HIIOL 30pOi.
Ane oqauME eeKTaMu rpaBellb HIKOJIU HE Oy/1e CUTHM, TaK-sIK SKIIO 30posi 3aHaITO
JIeTKa B BAKOPUCTAHHI TO OLIIBIIOCTI TPABIISIM MOXE JIOCUTH IIBUIKO HAOPUCTH TaKa
rpa, Tak-sK y 30poi moBHHEH OyTH CBiii BUKIMK. TyT Ha JOMOMOTY MPUXOIATH
edekTH Bigadi Ta po3kuay. JlaHi MexaHiKd MpU3BaH1 MOBIUIMBATH HA TOYHICTH 1
Oananc 30poi, 0coOIMBO M1 Yac MIBUIKOI CTPLIHOU.

Takox y NMesKuX irpax IOIliJIbHE BUKOPHUCTAHHS KPUTUYHUX BIyYaHb II0
ci1abKuM MiciisiM Bopora. HaifuacTire 1ie onucyeTbest oraiaHHsSIM B TOJIOBY BOpora
a00 B 30HY KOTpa TaK YM 1HAKILIE BUILISAETHCA HA (DOHI BCHOTO 1HIIOTO TLJIa BOPOra.
3 HagBHICTIO TaKOI MEXaHIK! JOLUIBHO 3MEHIIUTH KUILKICTh IIKOAY O 3BUYaHUM
YacTHUHAM Tijia 1 301JIBIIMTH IIKOAY B JEKUJIbKa pa3iB MPHU BIYYEHHI MO CIAOKUM
MICIISIM BOpOTa.

B irpax ne BUKOPUCTOBY€ETHCS 30p0si TAKOK MOYKHA 4acTO 3YCTPITH ‘‘UepBOHI1
O0UYKHK” B1JI KOTPUX MaiKe KOXKEH I'paBellb 3HAE 1110 OYIKyBaTH, a caMe Te 1[0 BOHA
MOXe BHOYXHYTH. TyT ye NpUXOAUTh Ha aonomory ¢izuka. Te sk 30post B
0araTtboX irpax MOKe 3pYMHOBYBATU IrpoBl 00’ €KTH Ta HABITH BIIMBATH TAKTHYHO
Ha Irpy MOKHa OOrOBOPIOBATH JIOCUTH JIOBrO, ajie Mepiil 3a Bce (pizuyHa Bijgada Bij
30poi BBOAUTHCS came JJIS IMiIBUIICHHS OTPUMYBAHUX €MOIIIM BiJ BUKOPUCTAHHS

30poi.

1.6.4 InTepdeiic Ta HanaHuda iHdopmManii rpaBIIO

Tak-sk B 6aratbox Roguelike irpax dacto HeoOXiJHa MIBUAKA PEAKIlis TO
1HTEeppEeiic MOBUHEH IHTYITUBHO BIJI0OOpa)kaTd MOTOYHI CTAaTyCH T'paBls Ta HOro
30poi. Sk MiHIMyM B HAlIOMYy BHUMAJKy HEOOXIJHO MPOCTO Ta 3pPO3yMILNIO
B110Opa)kaTu 370pOB’s rpaBIs, TAK-sK LI€ MO’KE CJIBHO BIIJIMBATH HA ITACUBHICTD Ta

aAKTUBHICThH TEUMILICIO TPABIIAL.
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Takox 3ragyroud Moau(diKaTOpU KOTpl TIpaBelb MOXE OTPUMYyBATH
BIIPOJIOBXK TPU TpaBellb TMOBUHEH MAaTH MOXIIUBICTh MEPEAUBIATUCH SIKI
mMonudikaTopu Oynau migiOpaHi Ta KOO SKICh MOIU(DIKATOPH CKIAAYIOTHCA TO
CKUIBKH OJJHAKOBUX MOJIM(PIKATOPIB 3HAXOAUTHCS B KOXKHIM Kymi. TyT Ha noromMory
MPUXOAUTh KJIAaCHYHA CHCTeMa IHBEHTaps. [HBeHTap MokHa 3poOWTH OaraThbma
crnocobaMy TMOYMHAIOUM 3 TPOCTOrO BIAOOPa)KEHHS CIMCKY MpPEeIMETiB B Xyl
TEKCTOM 3aKiHYylOud BOYJIOBYBAaHHSAM I1HBEHTAps TNPSIMO B CBIT B SKOMY
3HAXOAWTHCS TpaBelb. Hampukian sk iHBEHTap PO3TOPTAETHCS B BUTIISIII PIOK3aKa
Ha 1031 Ha Qoui Jicy B rpi The Forest. Ane nist 6ubmiocTi irop ne ¢okyc iae
caMe Ha IrpoBl MEXaHIKM YacTO JIOCTaTHHO MPOCTOTO BiJOOpaKEHHS CITKH
1HBEHTAaps HA €KpaHl 3 IKOHKAMU ITPOBHX IIPEIMETIB.

[Ipu BUCOKIN AMHAMIYHOCTI TPU Ta 0COOJIMBO MIPU BEIIMKIM KIJIbKOCTI BOPOTiB
9acTO MPOCTO HEOOXITHO TMOKa3yBaTH MiAKa3KH TPaBII0O MPO T€ IO 3apas
B1I0yBa€THCS HABKOJIO HHOTO. TyT HaA JOMOMOTY NPUXOJUTH BiJOOpa’KEHHS 30H
YPOKEHHS Ta TPAEKTOpii CHAPSAMIB, IO JO3BOJHUTH T'PABIEBI YUCTINIE YHUTATH

CUTYyaIll}0 Ha 10J1 000 Ta IMIBUAKO pearyBaTy Ha HEl BIAMOBIAHO.

1.7 Oraspg icuyrouux Bigeoirop B :xkaHpi FPS Roguelike

1.7.1 Gunfire Reborn

Gunfire Reborn ogna 3 naiinonynsipuimux irop xaHpy FPS Roguelike. B
JTAHOMY TIPOEKTI BHM TPAETE 3a OJHOTO 3 YOTUPHOX 3BipomnoaioHmx ['epoiB, KoTpi
30MparOThCSl TOCIHIIUTH MIA3eMeIUIsd Ui 3YNMUHEHHS 371a. PparMeHT reimiuieto

JTAaHO1 I'PU 300pa’KEHUI HA PUCYHKY 1.
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Pucynok I — Gunfire Reborn

B nmaniii rpi € nekingpKa KIIFOYOBUX MEXaHIK, a caMe CHUCTeMa ‘‘HaTXHEHHS Ta
TalaHTu repoiB. ['elimMmielt moOyqoBaHMII HA CTBOPEHHI HAAMNOTYKHUX CHHEPTid
MK TpeaMeTaMu KOTpi rpaBelb 3700yBa€ BIPOJOBXK T'PH Ta HaBHYKAMH KOTpI
MaroTh KOKEH 3 YOTHUPHOX I epoiB.

BinuyTTs mporpecy Ta MOTY>KHOCTI B Hil MepeAaeTbcs BiA TPIHACKCY Ta
“3maMy”’ TpH 3a IOTTOMOT0F0 KOMOIHAIi HABUYOK Ta TPEIMETIB TPaBIIS B TIOE€THAHHI

3 XOpOILIUM KOHTpOJIEM 30poi

1.7.2 Roboquest
B naniit rpi Bu - poO0T-0XOpOHEIb, SIKUH TPOKUIAETHCS B PYyTYPUCTUIHOMY
CBIT1, KOTPUH 3aXOIMUIN BOPOXKI pOOOTH 1 BU MAETE 3HAUTH 3 HAMTAPHUKOM IUISIX J10

NopATYHKY. DdparMeHT rermIieto 300paXKeHuit Ha pUCYHKY 2.
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STANDARD

Pucynok 2 — Roboquest

[3 KJIIOYOBMX MEXaHIK KOTPl CUJIbHO BIUIMBAIOTh HA FEeMMIUIEH s 0COOIMBO
X0Uy BUIIIUTH HAJ3BUUAaHO BUCOKY IIBUJKICTh PYXY Ta TUIaBHUM mapkyp. Takox
3 HAABHICTIO JTaHUX MEXaH1K IPaBI0 HEOOX1HO MOCTIMHO YBEPTATUCH B1JI IIBUIAKUX
aTak BOPOTIB JUIsl YCIIIIHOTO MPOXOIKEHHS TPH.

B nmanomy mpoekTi 0COOMMBO MiACHIIOIOTHCA BIAYYTTS Yepe3 ajpeHalliH Ta
BIIUYTTSI CTaHy MOTOKY Y€pe3 T€ 10 CTPLIb0a B rpl MOMEHTANIbHA T IOCUTh TOYHA
pa3oM 3 JOCUTH IIBUJIKUM MapKypoOM B MOEJHAHHI 3 MIBUIKOIO 3aYHCTKOIO KIMHAT
0e3 3yNMMHKH J1al0Th IPaBIIO HE3a0yTHI BIAUYTTS B SIKUX BIH OJJHOYACHO OOpEThCS 3
BOPOraMU Ta IIBUAKO IPOXOJIUTh PIBEHB 3a PIBEHb 3 PUBUKOM MTOYATH TPy 3 NOYATKY

B OyZlb IKUYi MOMEHT.

1.7.3 Deadlink

B naniii rpi BuM - OmEpaTHUBHUK, SKHM IUCTaHIINHO Kepye OOHOBUMHU
kioepuetnuauMu  kopriycamu  (Deadlink), 100 3amobirtu  riaoGaibHOMY
KOPIIOpaTUBHOMY TepopusMmy. PdparMeHT reimrielo AaHoi rpu 300pakeHo Ha

PUCYHKY 3.
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Pucynok 3 — Deadlink

I3 kmo4oBMX MeXaHIK OCOOJMBO XOYEThCA BHIIJIUTH MOOIIBHICTD,
OpIEHTOBaHy Ha Ol Ta cucTeMa BIAHOBIIEHHS 3[0pOB’S Ta IIUTa 3a PAXyHOK
arpecMBHUX JIN(1Js MPUKIAAy - JOOUBaHHS).

BigdyTTs BiJ rpu OiACUIIOIOTHCS 32 JOTIOMOTOIO0 arpeCUBHOCTI Ta TAKTUYHOL
JIOTI B TOEIHAHHI 3 BIAYYTTSM BUHAropoJyd 3a PHU3MKOBAHMM Ta IIBUAKUN
HACTYHaJIBHUM CTUJIL TPH. [0 TOTO X CTpiIh0a € IHTEHCUBHOIO 1 BUMArae mocTiiHO1

yBaru J10 MO3MUIIIF0BaHHS Ha o1 0010.

1.7.4 BPM: Bullets Per Minute

JlaHuil MpOeKT HaJa€e MOKIIMBICTh T'PaBLIO MOOYBATH B POJI BalbKIipii, siKa
3axUIlae CBIM AIM BiJ CHJT MiJI3EMEIISL.

VYei nii, Taki sk cTpiiab0Oa, nepe3apsiika, yXUaeHHs MOBUHHI BUKOHYBATHUCH B
TaKT MY3HIll, TAaK-IK BOHA 3aJ[a€ TeMI 0010. 32 paXyHOK I1€] MEXaHIKU PUTMY B 005X
CTBOPIOETHCSl CBI YHIKANbHUA PUTMIYHUN BUKIUK, a TaKOX I1JBUIIYETHCS
3aJI0BOJICHHsT BiJi TouHOCTI. CTpinpOa gae HaWOUIbIy 3BYKOBY Ta BI3yaJIbHY
BiJJauy, KOJIM TpaBelb 1/1eaIbHO CHHXPOHI3YE [ii 3 01TOM, IepeTBOPIOIoYM 01l Ha

tanenb. ®parmeHT reimiuieto Bullets Per Minute 300pakeHO Ha pUCYHKY 4.
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Pucynokx 4 — BPM: Bullets Per Minute

1.7.5 Immortal Redneck

Bu - peanex, mo morpanuB y €rumner, ne MyMidikyBaBcs 1 BOCKpecC i3
MarigyHoI0 CHUJIOH, 100 JOCHKyBaTH mipamian. dparmeHT revimiuiero Immortal
Redneck 300paxeno Ha puCyHKY 5.

B 1miif rpi 4yymoBo BmmcaBcs IMBUAKHHN, oyjucKynbHUN FPS-reiimmueit Ta
CUCTEMa TallicMaHiB OOriB, 10 AAaIOTh TUM4YacoBl OoHycu. Takox B JaHii rpi
NPUCYTHS CHCTEMa TMEPMAHCHTHHX AalrpeiiB MK 3aliramu, 1o Ie Oiibiine
MOKAa3y€ TPABII0 MOTO MPOTPEC 1 MiJIBUINYE BIAYYTTS BUHATOPOAM HABITH SKIIO
rpaBellb 3yMiB MPOUTH TPy y>Ke HE OJIUH pa3.

B nmanomy muryTepi-poranuky MpHCYTHE KiacuuHe BITuyTTs ‘“Boomer
Shooter”. 3a10BOJICHHS BiJ] YUCTOI, MIBUJKOI CTPIILOU, a TaKOX BijJl BIIYYTHOTO
porpecy MepcoHaka MK CMEPTSIMU 3aJIMIIAIOTh HE3a0yTHIN Ciijg B mam’sTi
TpaBIl, Yepe3 10 BiH 3aX04e Ie pa3 MOBEPHYTUCS B JaHy TPy 1 MPOUTH i€ OJUH

3a0i1r.



Pucynok 5 — Immortal Redneck

1.8 IloctanoBKa 3aBIaHHA KBaJdiikaniiiHoi podoTH

ITocranoBka 3aBmaHHS JIsI BUKOHAHHS JaHOi KBajiikariiitHoi poOoTu

BKJIIOYA€ B ce0e TaKi MyHKTH:

1. Anami3z notped i Bumor: BuzHaueHHs OCHOBHMX MOTpeO 1 BUMOT, KOTpI
NOBMHHA 33JI0BOJILHATH CTBOpEeHa Bineo-rpa. lle Bkioyae BU3HAYEHHS
OCHOBHMX MEXaHIK, KOTpi HEOOXIJHO peami3yBaTu, AJig TOoro, mobO B
MO€/IHAHHI BH3HAYEHUX MeXaHlK Buiinuia rpa B »xaHpi FPS Roguelike,
BU3HAUYEHHS arnapaTHUX BUMOT.

2. CTBOpeHHS apxIiTEeKTypH, KOTpa 3MOXKE TMOE€JHATH TMOTPIOHI MEXaHIKH.
CrtBOpeHa apXITeKTypa MOBMHHA OyTH THYYKOIO Ta JIETKO MiJITPUMYBATHUCH,
00 B MOAAIBIIOMY HE BUHUKAJIO MPOOJIEM MPHU JTOJaHHI HOBUX MEXaHIK Ta
JIOJIaHH1 HOBOT'O KOHTEHTY.

3. CtBopeHHsi irpoBux MexaHiK. Peamizariis OCHOBHHX ITPOBHX MEXaHIK
Bu3HaueHux B xaHpi FPS Roguelike. A came MOXIHBICTH MepeMIlICHHS

TOJIOBHOT'O T'€pOsi, MOXKJIMBICTh aTaKyBaTH BOPOTIB 31 30pO€r0, KOTpa MOXKeE
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MOCHJTIOBATUCH 3a JOTIOMOTOI0 MojudikaTopiB 30poi B IHBEHTApl IpaBlis, a
TaKOX HAsBHICTh PI3HOMAHITHHUX BOPOTIB, KOTP1 3MOXYTh JaBaTU I'PaBIIIO
omp mpu cnpodi MPOXOKEHHS TpH. ['paBerb MOBHHEH OTPUMYBATH
Haropojy 3a 3HUIIICHHS BOPOTiB Ta/a00 3a YCIIIIIHE 3aBEPIICHHS PiBHIB.

CTBOpEHHS IEMOHCTPAIITHOTO PiBHS B IKOMY BUKOPHCTOBYIOTHCSI CTBOPEHI
MEXaHIKH, JI€¢ MOYKHA IMO0AQYUTH BUKOPHCTAHHS KOXXHOI 3 HHX, a came
MOXJIMBICTh ~ TIEPEMIIIEHHs]  TpaBIil, OoiioBa  cHUCTeMa, I1HBEHTap
MOAM(IKATOPIB rPaBLs, TOCUICHHS TOTOYHOI 30pOi rpaBLs 3 BAKOPUCTAHHIM
Moau(iKaTOpiB B 1HBEHTapl 1 MpoIeaypHA TeHepallisi irpoBUX pIBHIB, €
rpaBeilb MOXe MOOOPOTUCH 3 BOPOraMH Ta MPOJIEMOHCTPYBATH MOKIIUBICTh
BOMBCTBA BOPOTIB Ta MOKIIMBICTH CBOET CMEPTI Pa3oM 3 MOXKIIUBICTIO

OTpUMaHHS MOJM(IKATOPIB B HATOPOY 3a MEPEMOTY HaJl BOPOTaMH.

1.9 BucHOBKHM /10 IepLIOT0 PO3aiay

OTxe Oyno pO3rAsSHYTO MpoOJieMy CTBOpeHHs Bijeorpu B xkauHpi FPS

Roguelike. byno posrisiHyTo mnpo0iieMy CTBOpPEHHS IrpOBHUX CBITIB, po3i0OpaHi

pPI3HOMaHITHI MEXaHIKU JUIsl TPaBlisd, BOPOTiB, IMiJICUJIEHHS T'PaBIi Ta BOPOTIB, a

TaKOX 32 PaXyHOK YOro MOKHA MIJICWJIUTU BIAYYTTS rpaBlisl, 1100 B HHOTO Oyiia

O1bIIIa MOTHBALIISI TOBEPHYTHUCS B TPy JJIS 1€ OJHOTO 3a01ry.
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2 METOJIM TA 3ACOBU, BUKOPUCTAHI IIPU BUKOHAHHI POBOTH

2.1 Orasj JgiTepaTypHHX JzKepeJ

B cyuacHiit irpoBiit iHAyCTpii iIrpOBU Py Tpa€e BaXXJIUBY POJIb, TAK-SK BIH
3a0e3nevyye po3pOOHUKIB JESKUM HAOOPOM 1HCTPYMEHTIB, KOTPHH MOXKE CHIIBHO
MPUCKOPUTH Ta CTIPOCTUTH PO3POOKY Bifeoirop. Unity — OJIMH 3 HallaKTyalbHIIINX
ITPOBUX PYILIiB, KOTPi BHUKOPUCTOBYIOTHCS B HAMPI3SHOMAHITHIIIMX KOMaHAaX
MMOYMHAKOYH BiJT 1H/11 PO3POOHHUKIB, 3aKIHUYIOYH BETMKUMH CTYISIMUA PO3POOKH 1T0p.

OCHOBHOIO METOIO IPH MMiATOTOBII JUTUIOMHOT pOOOTH € OTJIsi JTITEPATYPHUX
JUKEpEJ, TAK-SK 1€ MOKE PO3LIIUPUTH PO3yMIHHS 00paHOI TEMH Ta PO3IIIAHYTH 1rpU
xaHpy FPS Roguelike B cyuacHiii irpoBiit iHgycTpii.

[Ipn HanucaHHl TUIIIOMHOI POOOTH BeJIMKAa yBara MNpPUILISETbCA 300py 1
aHami3y JITEpaTypHUX JKEpeNl, KOTPl CTaHOBIATH (YHAAMEHTAIbHY OCHOBY
aurioMHoi poOotu. [lpu aHamizli jiTepaTypHHMX JKEepel BUKOPHCTOBYBAIMCH
OHJIaNiH-010J110TE€KH, CTATTI 3 CAaWTIB MOCBSIYEHHUI BifeoirpaM Ta 30KpeMa KaHpy
Roguelike, odimiiina noxkymenTarisi Unity Ta akageMivHi Ky pHAIIH.

[Ipu anami31 jdiTepaTypHUX JDKepen BelduKa yBara Oyia 30cepekeHa Ha
OCHOBHHMX Te€Max TOro sk 3pooutu xopoury rpy skaHpi FPS Roguelike, ramysi
po3poOku Bizeoirop Ha irpoBoMy pyiri Unity, OCHOBHUX IHCTpyMEHTax Ta
BUKOpHUCTaHHA PppeiiMBopky Unity /1711 CTBOpEHHS IrpOBUX MeXaHik. JlJi CTBOpEeHHs
PI3HOMaHITHHUX ITPOBUX MEXaHIK MOXKYTh BUKOPUCTOBYBATUCS P13HI IHCTPYMEHTH 3
ypaxyBaHHSIM TOI'O, K 1€ BIUINBA€ HA T€UMILIEH.

[Tin yac aHamizy JiTepaTypHUX JpKepen OyJid BU3HAUEHI HACTYIHI OCHOBHI
TEMU:

1. Onuc xanpy Bineoirop FPS Roguelike, siki #1oro OoCHOBHI OCOOJIMBOCTI,

HaNUMOMYJISIPHIII NPEICTABHUKY TAHOTO KaHPY, ICTOPIs 3aPOIKEHHS XKaHPY.

2. HocnimxenHs irpoBoro pymis Unity, HOro OCHOBHI 1HCTPYMEHTH, iCTOPis

3apOJIKEHHS, TIOMYJISIPHI MPOEKTH CTBOPEH1 HAa OCHOBI irpoBoro pyiis Unity.
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3. Buxopuctanus ¢periMBOpKy irpoBoro pyuiis Unity 1isi CTBOPEHHS ITPOBHUX

MEXaHIK Ta iX MO€JHAHHS JUIsl CTBOPEHHS FeHMIUICIO TPH.

XKanp Bigeoirop FPS Roguelike Mmoxe Oyt JOCHTh CKIITHUM B peaizailii,
TaK SIK JaHWUW KaHP MOXKE MOETHYBATU B COO1 BEJIMKY KUIBKICTh ITPOBUX MEXaHIK,
KOTpl TOBHMHHI B3a€EMOJIATH OJMH-3-OAHUM. AHAJI3 TMPEACTaBHUKIB >KaHPY
JIOTIOMO>KE Kpallle BUPA3UTH OCHOBHI 0COOJIMBOCTI KaHPY, MO0 B MOAATBIIIOMY OYJI0
B1JI YOTO BIIIITOBXYBATHCh IIPH JI0JJaBaHH1 HOBOI MEXaHIKH.

HocmipkenHs irpooro pymis Unity Ta aHami3 1HCTPYMEHTIB JOIOMOXE
3p03yMiTH OCHOBHI MOKJIMBOCTI JJAHOTO IFPOBOTO PYIIIisi, II0O B MOAAJIBIIOMY 3HATH
SK1 €JIEMEHTH € 1 SIKI KOMIIOHEHTH HEOOX1JHO BUKOPUCTOBYBATH JIJIi BUKOHAHHS
NEeSKUX T Ta NI CTBOPEHHS ITPOBHX MEXaHIK. TakoXk IpH aHalli3l OCHOBHUX
IHCTPYMEHTIB ITPOBOTO PYIIis € MOXIIMBICTh 3pO3yMITH 32 IO BIAMOBIIA€ KOXKEH
KOMIIOHEHT irpOBOTO JIBUTYHA.

Buxopucranns irpoBoro pymiss Unity mae mig co0or HEOOXIIHICTb
BUKOPHUCTaHHA HOTO GPEHMBOPKY 7151 B3AEMO/I1T KOMITIOHEHTIB ITPOBOTO PYIIIis MIXK
co0ot10. [ToBHE pO3yMIHHS TOTO, IK MOXKYTh B3a€MOAISITH PI3HOMaHITHI KOMITOHEHTH
ITPOBOTO pyIIis 3a JOMOMOTOI HOoro (ppedMBOPKY IOMOMOKE MPHUIIBUANIATH
CTBOPEHHS HOBUX ITPOBUX MEXaHIK Ta MOJETIINTH CTBOPEHHS THYYKOI apXiTEKTYpH,
KOTpY MOkHa Oyzie 3py4HO MiATPUMYBATH.

Benukoro npo6iemoro mig yac crBopenns iHa1 FPS Roguelike na Unity € Te,
10 HE 3aBXIU MOXHa 3HAWTHU OE3KOLUTOBHI pecypcH Ha Oa)kaHy TEMaTHKy JJIst
no/aBaHHs iX B rpy. [lany mpobieMy po3poOHUK MOKE HIBEIIOBATH NMPU HASIBHOCTI
JeSKNX HAaBUYOK HamNpWKiIaa B CTBOpeHHI 3D mopenel, 3amucy Ta pefaryBaHHi
3BYKIB, aHIMAIlI{ 1 TaK JaJil, ajie He 3aBXKU Y pO3pOOHHKA € YAaC HA OCBOEHHS HOBHX
YMIHB JUIsl CTBOPEHHS CBOiX ITPOBUX PECYPCIB.

Takox 11e OJHIEI0 MPOOIEMOI0 MOXE CTaTH CKIIAIHICTh PO3POOKU IrpPOBUX
MEXaHIK Ta MO€JHAHHSA iX B apxiTekrypl. JlaHa CKIagHICTh OULIbII MOMITHA B
KOMaH/ax 3 OAHIET JIOAMHU, KOJIU 1l MPUXOAUTHCSA PealizyBaTH BEIUKY KUTbKICTh

MexaHik. Came IHoEAHAHHA JaHHX iI‘pOBI/IX MEXaHIK MOJKE CTaTH BI/IHpO6yBaHHHM
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JUTsl HEBEJTMKUX KOMaH/I, TaK SIK 0€3 XOpOIloi apXiTeKTypU MPOEKTY, TaHUM MPOEKT
OyJie CKIIaHO HaJaropKyBaTH Ta MIATPUMYBATH.

Ha croromuimHiil eHb y N0l JOCUTh YacTO 3MIHIOIOTHCS 1HTEPECH [0
PI3HOMaHITHHUX >KaHPIB BIJICOITOP 1 YaCTO 1HJI-PO3POOHUKH Ta HEBEJIWKI KOMaHIH
HE BraiyloTh 3 TUM, YOTO CaMe XOUyTh reiiMepH, 1 CTBOPEHI MPOEKTH, CKIIIbKHU O gacy
Ta rpouiei He 0yJI0 B HUX BKJIAJEHO, YACTO CTAIOTh HE MOMIYEHUMH, 200 1 30BCIM HE
JIOXOMSATH 10 CBOTO PEi3y.

Ane He TUBIIAYKCH HA BCI L1 MPOOJIEMHU, KOTP1 MOKYTh BUHUKHYTHU B ITPOLIEC]
po3pooku FPS Roguelike rpu Ha irpoBomy pymiii Unity MOXYTh HiBEJIIOBATHCSA
MO’KJIMBICTIO BUHUKHEHHS TaKUX TO1M:

1. MOXIHUBICTh CTBOPUTH UYyJOBUH MPOIYKT Ta CTATU MOMIYEHUM a0O HaBITh
3HAWTH 1HBECTOpA Ta/ab0 BUIABIIA, KOTPU MOXKE B3SITH Ha ceOe JesKi BUTpPATH Ha
peKIaMy IpOAYKTY Ta Ha MATPUMKY TPOEKTY.

2. Slkiio npoekT UpOTo 3acayroBye, TO MOKHA akTUBYBaTH 301p Ha Kick-Starter
1 K0 Bce Oyne mo0pe, TO rpa MOXKE OTpUMATH JESKY KUIbKICTh (paHaTiB, KOTp1
MOXYTh MIATPUMATH NPOEKT (PiHAHCOBO, U 0coOucTO. Hanpukian — 10MoMOTTH B
PO3pOOIIl TUX YH IHIIHUX €JIEMEHTIB TPH.

3. Skmo rpa Tak cKa3zaTu Brajia€ Te, o MOXe “BUCTPEIUTH  MPHU MyOIiKyBaHHI

I'pU, TO BOHA MOK€ IIBUJIKO 3100yTH CBOIO ayJUTOPIIO Ta MOYATH MPUHOCUTH JIEAK]

¢biHaHCH.
2.2 Irposuii pywii Unity
Unity — ue irpoBuil pymii, po3poOjeHuil 1 MATPUMYBAHUM KOMIIaHIEO

Unity Technologies. BiH BUKOPUCTOBY€ThCS ISl CTBOPEHHS 1rop, MOOUIBHHX
JI0AaTKIB, Be0-10/1aTKiB, CTBOPECHHS aHIMAIll} Ta IHIIUX 1HTEPAKTUBHUX J0JIaTKIB.
Unity mae mumpokuil HaOip 1HCTPYMEHTIB JJIsi po3poOku irop. Hampuknan
rpadiunuil pyiii, KoTpui 4y 10Bo mpatitoe sk 3 2D rpadikoro, Tak 1 3 3D rpadikoro,
GI13UYHUN  PYIIIA, CHUCTEMY INTYYHOTO IHTEJEKTY, CHUCTEMY 3BYKY, CHCTEMY

CTBOpPEHHS aHIMallll Ta 6araTo 1HIIUX IHCTPYMEHTIB, KOTP1 MatOTh HU3bKUH MOPIT
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BXO/PKEHHS Ta 00’€MHY JOKYMEHTAIlll0, IO J03BOJSE PO3POOHHMKAM IIBUIKO
MPUCTYIIUTA JI0 CTBOPEHHsS PI3HOMAHITHUX I1rop 3 pI3HUMH MEXaHIKaMu Ta
3aXOIUTIOIOUUM TeiMIuieeM. A 3aBasku ToMy, o Unity BMie mpaioBaTu SIK 3
JIBOBUMIPHOIO Tpadikoro, Tak 1 3 TPUBUMIPHOIO Tpadikoro, TO MaJIO IO 3MOXKE
3YNUHUTH PO3pOOHKKA HA NUISIXY CTBOPEHHS CTHIII30BaHUX a00 PEasiCTUYHHX 1rop.

B irpoBomy pymrii Unity BUKOpPHCTOBYeTbCS MoBa mporpamyBaHHs C#, a
takoxk Visual Scripting. MoBa Visual Scripting 103B0s1s1€ pO3pOOHUKaM, KOTP1 Majio
3Haiiomi 3 C# CTBOPIOBAaTH I'py O€3 HaNKMCaHHS KOy .

[Ipu pospobui irop Ha Unity po3poOHUK B3aeMojaie 3 TpadiuHUM
iHTepdercoM IrpoBOro pyIllisi, KOTPUN J03BOJILE KepyBaTU 00’ €KTaMU Ha CIICHI,
CTBOPIOBATM KOMIIOHEHTH, pejaryBaTh o0’ektd 1 Tak pgam. Ha PucyHky 6

300paxkeHo rpadiunumii inTepdeiic irpooro pyrist Unity.

Pucynok 6 — I pagiunuii inmepghetic ieposozo pywiisi Unity

Jlanuiit irpoBuii pyIIii Mae 6araty CUCTEMY JIJIsl 3HAXO/KEHHS MPOOJIeM TpH,
a came Profiler, koTpuii 103BOJIsIE MOYATH 3aXOIUIEHHS IrPOBUX KaApiB Ta
poaHaNi3yBaTH X, 00 3HAWTH MOXKJIMBI Micls AJs onTuMisalii rpu. Hampukman
BUKOHAHHS JIEIKOTO CKPHUIITY MOXKE 3aiiMaTH 0araTo 4acy i 11e¢ MO)KHA MOOAYUTH B

npodaiinepi, abo JAesKke JKepeso CBITJIa MOXKE€ MaTH He3BUYaliHI mapameTpu Ta
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noTpeOyBaTH BEJIUKOI0 Yacy OOUKCIIEHHA. 3arajioM Iie Ay»e THYYKUM IHCTPYMEHT,
KOTpHil BMi€ mpaitoBaty Takox 3 Android ta 10S mpucTposiMu, AJi1 KOTPUX MOXKHA
30upatu 30ipKu 1711 po3pOoOKM Ta BMHKATH aBTOMATUYHE I €THAHHS JI0
npodailiiepy, KOTpe A03BOJIUTH 3HAUTH MPUYUHU JIariB B J0JATKY.

Takox roBOpsiYM MPO IHCTPYMEHTH BIIJIAr0/KyBaHHS HEOOXIAHO 3rajaTu
npo BOyIOBaHy MOXIWBICTh BHKopucTaHHs LogCat myis aHapoing HpUCTpPOiB.
LogCat BHUKOPHUCTOBYETBCS i OTPUMAaHHS JOCTYIy 1O JIOTiB aojaTtky. lanuit
IHCTPYMEHT JONOMOXE€ B 3HAXOJKEHHI MOMHUJIOK TNPU BUKOHAHHI JOJATKy Ha
L1JIbOBOMY MPHUCTPOI.

Takox Unity mae BOynoBaHy cuctemy penaryBaHHs meiaepiB Shader Graph,
KOTpa J03BOJIIE CTBOPIOBATH YyJOBI ITPOBI €(EKTH HE BUKOPUCTOBYIOUM CTapy
MoBy 1einepiB Shaderlab, a BukopuctoByBatu pemakrop y Burisai rpady. Ha
Pucynky 7 300paxenuii inctpymenT Shader Graph.

[IpoaoB:xyrouu poO3MOBIAb PO HMIKPOKI BOYJOBAHI MOXJIMBOCTI HEOOX1IHO
TaKOX 3TraJIaTy MPO HAIBHICTh B OCTaHHIHM BepCii JaHOTO 1rPOBOTO PyIIIisi BOYJ0BaHO
aCUCTEHTA 31 IITYYHUM 1HTeneKToM — Muse. [lanuii BOyJoBaHUH IITYYHHUI THTEIEKT
Ma€ MIUPOKUIN CIEKTP MOXJIMUBOCTEH, KOTPHUM MOXKE JOTMOMOITH PO3POOHHKAM
NPUIIBUIIIATA CTBOPEHHS TMPOTOTHIY TPU PI3HOMAHITHUMH  CIIOCOOaMHU.
Hanpuknan Muse Al Moxe reHepyBaTu CIIpaliT! Ta TEKCTYPH JI1 BAKOPUCTAHHS B
Ipi, JOJAHHSI HOBHUX aHIMAaIlii IS JIOJUHOMOMIOHUX IEPCOHAXIB, TCHEPYBaHHS
3aroTOBOK KOAy 3a gomomororo yaty 3 Il Ta HaBITh MOXKIMBICTh HaNAIITYBaHHS
nepcoHaxiB 3a qonomororo Muse Behavior. KopuctyBau Mae MOXIHBICT OMHCATH
noTpiOHy nmoBeaiHKy 1 Unity Muse cTBOPUTH JiepeBa MOBEAIHKH B IrPOBOMY PYIIIii
Unity [12]. Takox rpu reHepailii CrpaiTiB po3poOHUK Ma€e MOXIIMBICTb peJlaryBaTH
iX 3 JOMOMOIOI0 T€HEPATUBHOTO 3allOBHEHHS, KOJIH PO3POOHUK BUIUILE 30HY Ha
CIIpaiTi Ta OMHUCYE, 1110 B Hiil TOBUHHO 3’ SIBUTHUCS.

Muse Al He €quHUI IHCTPYMEHT 31 IITYYHUM 1HTEJIEKTOM, KOTPUM MOXXHA
BukopuctoByBaTd B Unity. Unity Takox Mae pgoctynm [0 OaraTbOX 1HIIHMX

1HCTPYMEHTIB, KOTP1 CTBOPEH1 HOTO CriibHOTOI0. O/IH1 3 HAUMOMYJISIPHILINX I1E:
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e Convai — J03BOJISIE IBUIKO 3pOOUTH ITPOBUX MEPCOHAXKIB KUBUMH HAJABIIH
iM MOXKJIMBICTB BIJITOBIIaTH Ha 3allUTaHHS TPaBIS, BIATBOPIOIOYN aHIMAIIIIO JTUIIS
nyke Onu3bKy 10 mpupoAHoi. TakoX 3 JaHUM 1HCTPYMEHTOM CTBOpPEHI irpOBi
nepCcoHaXi MOKYTh BIITBOPIOBATH 1HIII aHIMAIil Tija

e Inworld —Mmae cxoxwuii GyHKITIOHAT K Y TONEPETHBOTO K HAMUCAHO Ha CailTi
[13] — nmaHuii 1HCTPYMEHT BHUKOPHCTOBYETBHCS 1100 «HAJIaBaTH TPABISIM
HOBATOPCHKI ITPOBI MEXaHIKH, TUHAMIYHMX HEITPOBUX MEPCOHAXIB Ta CBITH SKi
PO3BUBAIOTHCS 3 KOKHOIO TIOJIEIO.

e [ayer — BUKOPUCTOBYETHCS ISl T€HEpYBaHHS PI3HOMAHITHHX CIIPAiTIB B
PI3HHX CTWJIAX, TaKUX SIK: peaii3M, IIKCENIb-apT, MYJbTSAIIHUA, KOMIYHUN Ta B
Oaratbox 1HIMX. J[aHWI IHCTPYMEHT, SIK TOBOPUTHCS HAa TOJIOBHIM CTOPIHII JAHOTO
iHCcTpyMeHTY [14] € 3aBipenuM kommadiero Unity.

e Polyhive — iHCTpyMeHT, SIKMii BHKOPHUCTOBYETHCS JMJII BHCOKOSIKICHOTO
TEKCTYpYyBaHHS 00’ €MHUX MOJIEJIEH 3a JOIIOMOT 00 IITYYHOTO 1HTENeKTy [15].

e LMNT — BUKOPHUCTOBYETHCS AJI FTEHEPYBAHHS PEATICTUYHOI JHOJCHKOI MOBU
3 MOYKJIMBICTIO TI0JaBaTH €MOII].

IcHye mie OaraTo 1HCTPYMEHTIB, SIKI 4acTO BUKOPHCTOBYIOTHCS 3 IIpOBUM
pymieM Unity 1 SIKII0O TOBEPHYTUCH IO 1HCTPYMEHTIB, SIKI PO3pOOJIAIOTHCS Ta
TecTytoThes camoro Unity, To HeoOxiaHO 3ramatu mipo Unity Sentis [16]. danuii
IHCTPYMEHT, SIK TOBOPUTHCA Ha Horo rojioBHIN cTopiHii [16] — «CeHTic MBUAKUM
TEMIIOM BHOCUTH BUKOPHUCTAHHS 1HHOBALIHUX MOJENEH MITYYHOrO IHTEIEKTY B
po3poOKy irop. Sentis HaJa€ MOXKJIMBICTH IMIIOPTYBaTH CBOI MOJIEJNI IITYYHOTO
IHTEJIEKTY Ta BUKOPUCTOBYBATH ixX npsMo B Unity». Takox HE0OOX1IHO CKa3aTH Mpo
Te, 110 CeHTIC 3aMyCKaeThCsl Ta BAKOPUCTOBYETHCA Ha KOMIT FOTEpAX KIIIEHTIB, a HE
B XMapi, «yCyBa€ CKJIaJIHy XMapHYy IHPPACTPYKTYPY, 3aTPUMKH MEPEXK1 1 TEPI0INYH1
BUTPATU Ha MIATPUMKY cuctemu» [16]. MokHa TpuBeCTH AEKiJIbKa MPUKIATIB
BUKOpHUcTaHHA Sentis Al B cBoiX irpax, a camMe BUKOPUCTAHHS MOJIETIEH ITYYHOTO
IHTEJNEKTY JJI1 OTPMMaHHS MOTOYHOTO 3HAKy KOPHUCTyBada, KM BiH MOKa3ye B
KaMmepi abo MOKHAa BUKOPHCTOBYBATH JlaHl MOJIENI AJIsl IEPETBOPEHHS MPUPOIHOT

MOBH B TE€KCT, CTBOPEHHS IHTEPAKTUBHUX ITPOBUX MEPCOHAXKIB, YATATH PYyKOIUCH,
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11eHTU(PIKyBaTH 00’ EKTH Yepe3 KaMepy MPUCTPOsI KIIIEHTA a00 Yepes3 irpoBy Kamepy
a00 OITIHKM IJTMOMHU CBITY IIPH BUKOpHCTaHHI 3 AR, 11100 IpaBUIbLHO pO3MIIIATH Ta
BigoOpakaTu BipTyasibHi 00’ ekTu. Bei 1l mpukiiaau onucani Tyt [16].

SAxmio mie OuIbIle 3aHYPUTHCS B T€, SIKI MOKJIMBOCT1 TPEJCTaBIISIE€ ITPOBUI
pymriii Unity, To He0OXiIHO 3ragatu mpo miatgopmy Big po3pooHukiB Unity Learn,
KOTpa JOTIOMO>KE MOUYNHAIOYUM PO3pOOHUKAM HIBU/IIE TOPUHYTH B CBIT PO3POOKHU
cBOiX irop. [lana miuardopma Mae MOXKIUBICTh KOPUCTYyBayaM OTJISTHYTH Maibke BCl
IHCTPYMEHTH B IOHITI YUTAIOYM KOPOTKUW OMKC 3 MPUKIAAaMH, a TAaKOXK MArO4H
MO>KJIUBICTh TPOJUBUTUCH BIJICO 3 BHUKOPUCTAHHSM JaHUX I1HCTPYMEHTIB JJIs

rJIMOIIOTO PO3YMIHHSA iX MOKIIMBOCTEH Ta MPU3HAYCHHS.

Pucynok 7 — Iutepdeiic Shader Graph

IrpoBuit  pymit  Unity poOpe cebe 3apeKOMEHIyBaB y CTBOPEHHI
pPI3HOMaHITHHX IIEACBPIB IrPoBOi 1HIYCTpii, Takux sik Cities: Skylines, Beat Saber,
Rust, Genshin Impact, Phasmophobia, Escape from Tarkov, Risk Of Rain, Risk Of
Rain 2 Ta cotHi iHmuUX. IrpoBuil pymriii Mae oHy 3 HaWOLIBIIMX CHUIBHOT CEpeNl
ITPOBUX pYIIIiB, MO MOPOHKYE BEIMKY KUIbKICTH i1H(OpMAaIlii, BIAMOBiIEH Ha
3aMMUTaHHs, PI3HOMAHITHUX IJIATIHIB AJIs iIrpOBOTO PyIiis, TpadiuHUX Ta 3BYKOBHX
pecypciB.

Unity mae BOymOBaHy CHUCTEMY MYJIbTHILIAT(HOPMEHHOCTI, IO 03BOJISIE
310patu O CBOET TPy Maibke Mij Oyab-sAKy NmonyJsipHy miatdopmy, a came T1K,

Android, PS, Xbox, WebGL, Nintendo Switch, TV OS, VisionOS, 10S Ta minykec.
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Ile nae po3poOHUKAM CTBOPIOBATH PI3HOMAHITHI ITPH Mij Ti IJIATGOPMH Ha SIKUX M
Oyne Haizpyunime. Takox irpoBuit pymiid Unity € Halikpauum BHOOPOM, SIKIIO
TOBOPHUTH PO MOO1IBHI ITPH Ta IrpH AJIs HE OTY>KHUX KOMIT I0TEPiB, aje BOJAHOYAC
JTIO3BOJISIE CTBOPIOBATHU ITPH 3 PEATICTUYHOIO TpadiKoro.

Te, mo Unity cTaB HaWOOMyJNSpHIIIMM ITPOBUM PYLIIEM Ha MOOUIBHUX
MPUCTPOSX MOPOUIIO TE, MO FOHITI Mae BOyJOBaHY CUCTEMY aHAIITUKH, PEKIaMU
JUI MOOUTbHMX NPHUCTPOiB. TakoXK MaHWM IrpoBUM pylIid Mae pi3HOMAaHITHI
nedarepu, KOTpl JO3BOJISIIOTh HA PAHHIX CTAI1sIX pO3pOOKH BUSIBISTH Ta BUIIPABIISITH
HOMMJIKH.

Unity mae BOy0oBaH1 (GyHKIII1 Jyist pOOOTH 3 TPUBUMIPHOIO Ta JIBOBUMIPHOIO
rpadikoro, 3ByKOM, IIeiiepaMu, MaTeplalaMy, IITYYHUM 1HTEJIEKTOM, aHIMAIIEI0
Ta Oararbma IHIIUMH aCTIEKTaMU TPH.

OnucyBaHuil irpoBull pymniii Mae maTpuMky po3pooku AR ta VR irop, mo
poouts Unity 1me OuIbll YHIBEPCAIBHUM 1HCTPYMEHTOM JUIsl PO3POOKHU
dantactnynux irop. [lpukmamom 1HCTpyMEHTY Juisi peamisaiii irop 3
BukopuctanHiaM AR e moennanns ARCore pazom 3 Geospatial Creator, koTpuii
HAJIa€ MOKJIUBICTh BUKOPUCTOBYBATH PEAbHUMN CBIT SIK I'POBUN BUKOPUCTOBYIOUHU
JIaH1 TIPO TeOJIOKALII0 KOPUCTYyBaya Ta Mpo HAMpPaBJICHHS KOMIACy WOTro MPUCTPOIO.
[IpukinagoM BUKOPUCTAHHA JAHOTO MOENHAHHS € yxe crapa rpa Pokémon Go B sxiii
IPaBIl0 HEOOXIHO MOJOPOKYBATH peaTbHUM CBITOM, MO0 crnpoOyBatu cede B
KOJICKI[IOHYBaHHI TOKEMOHIB.

Crporomui Unity BHUKOPHUCTOBYETHCS HIMPOKHM KOJIOM KOPHUCTYBAYiB I10
BCbOMY CBITY, TOUMHAIOYH 3 JTFOJICH, /TSl SKUX CTBOPEHHS 1IrOp HA TAHOMY ITPOBOMY
pyuii mpocto X061 abo BOHM 3aiMarOThCA LUM JJiI HAaBYaHHS, 3aBEPUIYIOUH
KOPUCTYBa4aMH 3 KOMEPIIMHUX OpraHizaiiii, KOTpi BapilOIOThCSA BiJl TaK 3BaHUX
CTYII{ B “rapaxi” abo 1H1 pO3pOOHMKIB 0 BEJIMKUX 1HTEPHAI[IOHAIIBHUX CTYIIH,
KOTp1 BUKOPUCTOBYIOTH Unity JIJIs1 CTBOPEHHS BEJIMYE3HOI KIIBKOCTI 1rop.

Takoxx Ha cporognimHid neHb B Unity OIATPUMYIOTBCS TpU PEHIEP

naimiaitau [17], a came Built-In Render Pipeline, Universal Render Pipeline Ta
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High Definition Render Pipeline. IlpoiimemMocs 1mo OCHOBHMM OCOOJHMBOCTSIM
KOXXHOTO 3 HUX:

1. Built-In Render Pipeline — 1e Haiinmeprmwmii penaep nauriaiH, KOTpHil
3a3BUYall BUKOPUCTOBYETHCS JUIsl CIIAOKUX MPUCTPOIB, B SIKOMY HEMAE MOKIIUBOCTI
BUKOPHCTOBYBATH HAMCy4aCHII1 MOKIHBOCTI FOHITI.

2. Universal Render Pipeline — 1ie apyrwuii pennep naitruiaifH B toHiti. Jlanuit
peHziep maimiaiiH € 3070Tor0 cepeanHoro Mik Built-In Render Pipeline ta High
Definition Render Pipeline, koTpuii 103B0JIsl€ BUKOPUCTOBYBATH OLIBIIICTE HOBHX
IHCTPYMEHTIB, HOBI rpadiyHi €JIeMEHTH 1 TaK Jali, aje pa3oM i3 IIUM JI03BOJIsE
CTBOPIOBATH OITHUMI30BaHI IrPOB1 CBITH [JIsi JJiIi BEJIUKOI PI3HOMAHITHOCTI
m1aTpopM, MOYMHAIOUM 3 MOOUIBHHUX mpuctpoiB, Wii, Nintendo Switch ax 1o
NOTy>KHUX KoHcoue Ta [1K.

3. High Definition Render Pipeline — e HalinoTyXHIIMI peHaep nanmiaiiy,
KOTPHUI MiATPUMY€E BCl HAHOBIIII TEXHOJIOTII B I0HITI. Hanpukian ocBIT/IeHHS 3a
JIOTIOMOTOI0 TpacyBaHHS TIPOMEHIB, BiJOOpa)KCHHS 3a JOMOIIOIOK0 TOTO K
TpacyBaHHS TPOMEHIB, pa3HOMaHITHI Post-edekTu, KOTpi B TMO€IHAHHI 3
BOy/I0BaHMMH KiHemaTorpadiyHuMu edeKTaMmu, TPACYBAHHIM HUISIXY Ta 1HIITUMHU
HEHA3BaHUMHU TEXHOJOTIAMH MOXYTh JAaTU JOCHUTh PEAJTICTUUYHE 300paKeHHS B
Bamnii rpi. Takoxx AaHuW peHAep MNMaWIUIalH pa3oM 3 YHIBEpCAJIbHUM pEHJIEp
NMalTIaiiHOM BUKOPUCTOBYETHCS B apXITEKTYPHUX BI3yali3allisiX, CUMYJIAIIX,
¢biapMax Ta Ha )KUBUX BUCTYIaX.

Bxumouatoun Bce ommcane panime Unity € MOTYXKHUM 1HCTPYMEHTOM JJIst
pPO3pPOOKH 1TOP 3 BEIMKOI KUTHKICTIO BOYJOBAHHMX 1HCTPYMEHTIB, IO JIO3BOJISE
pO3pOOHMKAM HE BHUTpayaTH KyIy 4acy Ha CTBOPEHHS CBOiX IHCTPYMEHTIB, a

30CEPEIUTHCS Ha CTBOPEHHI SIKICHUX, PI3HOMAHITHUX 1TOp /I 6araTboX miaTgopM.



35

2.3 Visual Studio

Visual Studio — nie cepenoBuiie mporpaMyBaHHs, TATPUMYBaHE KOMITaHI€IO
Microsoft, koTpe 103BOJIsIE MUCATH TPOTPaMH Ha PI3HUX MOBax MporpamMyBaHHS Ta
Mae 0arato BJIAIITOBAaHUX IHCTPYMEHTIB, KOTP1 MPUIIBUALIYIOTh HATUCAHHS KOY,
MO>KYTb MIIBUIIUTH HOTO AKICTh Ta 6araTo iHIIUX peueid. 3 OCHOBHUX BIIAIIITOBAHUX
IHCTPYMEHTIB II€ aBTO3aBEPIIICHHS KOy, BAKOHAHHS 301pKH MIPOEKTY, IHCTPYMEHTH
JUIsS.  BIJIATOJDKEHHs, TecTyBaHHA Ta 1Hmi. Visual Studio mgobpe cebe
3apeKOMEH/IyBaja B BIJJIaro>KeHH1 irpoBux Mexanik B Unity.

Takox JmaHe cepeloBHINE MPOrpaMyBaHHS JO3BOJISIE TMPUIIBUIIIMTH
CTBOpEHHS IpadiyHuX IHTEpPEiCIB HA PI3HUX TEXHOJIOT1IX, TakuX, sk MAUI, WPF,

Xamarin Ta 1HIIUX.

2.4 BUCHOBKH 110 po3aiay 2

OrnsiHyTI OCHOBHI METOJIM Ta 1HCTPYMEHTH, 5IKI OyJyThb BUKOPHCTaHI MpHU

cTtBopeHHi Bimeorpu B >xkaHpi FPS Roguelike, Taki sik Unity, ii MOXIUBOCTI,

IHCTpYMEHTH, a Takok Visual Studio.
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3 OIIUC CTBOPEHHA BIIEOI'PU ’KAHPY FPS ROGUELIKE

3.1 Onuc npeameTHoiI 00s1acTi podoTH Ta Ti MeTa

[IpenmerHa o0aacTh i€l poOOTH BKITIOUYAE B ceOe po3pOOKy BIZIEOrpU B HKaHP1
FPS Roguelike, Ta ocHOBHMIT (hOKyC B AaHiil poOOTI MPUCBSIUEHUN caMe CTBOPEHHIO
IrPOBUX MEXaHIK, KOTpl MOXYTh €(PEKTMBHO KOMYHIKYBaTH OJHA-3-OJTHOIO JIJIs
CTBOPEHHS MPUEMHOTO TEUMILIICIO 32 JIOIOMOT 00 HABUYOK BUKOPUCTAHHSI IrPOBOTO
pyuuist Unity Ta 32 JOMOMOTO0 HABUYOK MPOrpaMyBaHHS 3 BUKOPUCTAaHHSIM MOBU
nporpamyBaHHs C#.

[Ipu po3pobui Bigeorpu Ha irpoBoMy pyuii Unity Ayke BaKJIMBO PO3OHUTH
CUCTEMY Ha MIJCUCTEMHU, 100 B MOAANBIIOMY OyJIO 3pyuHIIIE MiATPUMYBATU Ta
PO3ILIMPIOBATH CUCTEMY 0€3 BHECEHHS BEJIMKUX 3MIH JI0 CUCTEMHU Ta 0€3 BEIUKOi
KUIBKOCTI TyOJIbOBAaHOTO KOJTY.

JumiomMHa pobOoTa 30CEpPEeKYEThCS HA CTBOPEHHI ITPOBUX MEXaHIK
nputamanHux xaHpy FPS Roguelike 3 Bukxopucrannsm irpooro pyurisi Unity.
Buxopucrtanns irpoBoro pymiis Unity BumpaBaaHe BiJHOCHO HU3BKUM MOPOTOM
BXOJDKEHHSI JI0 CTBOPEHHS I1rop 3 SIKICHOIO Ta ONTHMI30BaHOIO rpadikoro, KOoTpa
3MOXke oOpe MpaIfoBaT HaBiTh Ha CIAOKUX MPHUCTPOSIX 3 BUKOPUCTAHHSM JKEpE
CBITJIa, TIHEH, TEKCTyp, IehaepiB, ckaitOokciB. Takox MaHUM IrpoBHH pyIIiii Mae
BOYJIOBaHI MOXJMBOCTI IS JOJAaHHS OUIBII CKJIAJHUX €QEeKTiB, TaKui sK
“00’eMHUN TyMaH”, KOTPHI MOXE MPUBHECTH B TPy OUIbIIIE TTUOMHU, IO CIIPHUSIE
KpalnoMy 3aHypEHHIO TpaBIild B IrpoBuil mporec. TakoX ONMUCYBaHWMA ITPOBUI
Py BUKOPUCTOBYE MOBY mporpamyBanHs C#, KOTpa Ma€e 3Ha4HO MEHIIUH MOPIT
BXOJ/KCHHS JJIsl HAamMCaHHS €()EeKTUBHOTO KOAY B TMOPIBHSHHI 3 BUKOPUCTAHHSIM
C++ B irpoBoMy pyuiii Unreal Engine.

B naniif pob0Ti Takox OyJid pO3IJIIHYTI OCHOBHI apXITEKTYpHI PillIEHHS TIPU

po3po0i11i Bi1eoirop Ha OCHOBI irpoBoro pyurist Unity.
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BuxkonanHs maHoi poOOTH cCHpus€ TIOKPAIICHHIO HaBUYOK PO3POOKHU
BIJICOIrOp 3arajoM Ta MiJABUIIEHHIO HAaBUYOK TIPH po3poOIll BiAcoirop 3
BUKOPHUCTAHHAM 1rpoBoro pyuris Unity.

Merta kBamidikaiiiHoi poOOTH - 11€ CTBOPEHHS MPOTOTHUITY B1ICO-TPHU KaAHPY
FPS Roguelike 3 Bukopucranusam irposoro pymrist Unity, KOTpuii B MaitOyTHhOMY
MO>KHA OyJIe pO3IIUPATH Ta HAIIOBHIOBATH HOBUM KOHTEHTOM. Hampukiaa HOBUMU

KJIaCaMM I'paBLiA, IIpEAMCTaAMH, BOpOIraMu 1 TaK I[a.]]i.

3.2 Onuc cucreM, KOTpi HEOOXiTHO peasi3yBaTH

3.2.1 Cucrema MmoaugikaTopis rpaBus

Heo0xiaH0 peanizyBatu cucteMy MOIU(]IKaTOPIB AJisi CyTHOCTEN B IrPOBOMY
CBITI, KOTpPa JI03BOJIUTH BUKOPUCTOBYBATH MOAM(IKATOPH JUIsl PI3HUX MOJIN 1 Ha
BOpoOrax 1 Ha rpaBui Ta ioro 30poi. [lToBuHHO OyTH AeKIIbKa MOAU(]IKATOPIB KOTP1
0 MaBajdM HATJISHO 3PO3YMITH IO BOHHU POOATH. JJis mpuKiIamy HEOOX1ITHO
3pobutn MoauGIKaTOp 3aMOPO3KU, BaMIlipu3My(pereHepyBaHHS 3I0pOB’sl 3a
YaCTUHOIO Bl HAHECEHO1 KO MPOTUBHUKY ) Ta MOAU(IKATOP HA IPHUILBHUAILIECHHS

nepe3apsiaKu 30poi.

Jlana cucTeMa HaJa€e MOXIIMBICTh TIJACHUIIOBATH MOJKJIUBOCTI T'paBIs
pi3HOMaHITHUMHM 3aco0aMu. Moaudikaropy MOBUHHI BiANOBIIATA TAKUM BUMOTaM:

® MOXIUBICTh JOIaBaTH Ta BUAAISATA MOAU(IKATOPH 3 CYyTHOCTEH.

e MOXIMBICTh aKTUBYBAaTH MOAU(IKATOPH HA PI3HOMAHITHI irpoBi MO1i(TaKi
sSIK aTaka TpaBIls, CTPUOOK, Tepe3apsika, BIYICHHS B BOPOTa).

e Jleski momudikaTopyd TMOBHHHI TpaImfoBaTd Ha 30poi, a AesKi Juie 3
KOMITOHEHTaMH NIEPEMIIIEHHS IrPOBOTO 00’ €KTA.

e Jleski MoaudikaTopu TIOBHHHI MaTH MOXJIMBICTh IOCHIIOBATUCH BIJT

KUTBKOCTI HasIBHUX OJTHAKOBUX MOJU(IKATOPIB 3 TAKOIO BIACTUBICTIO.
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3.2.2 Cucrema nepeMilieHHs rPaBUs
I'pa moBMHHA HaJaBaTH MOKJIUBICT TPABIIIO NIEPEMIILYBATUCH 110 IFPOBOMY
CBITY 3 BUKOPHCTAHHSM KJIaBlaTypH 1 MUIIIl CIIOCTEPIralouu 3a CBITOM BiJ| MEPIIOT
ocobOu. /lana cucrteMa moBMHHA 3a0€3MeuyBaTH TaKi MOKIUBOCTI, SIK:
e KepyBaHHS KaMepOIo(TOJIOBOIO) TPABIIA 32 TOMTOMOTOI0 MUIIII.
® MOXIIMBICTh IEPEMILLIATUCS B pEXUMI OIry.
® MOoXJIUBICTh POOUTH CTPUOKH, O TO3BOJIUTH IPABLIIO HAIPUKIIA] YHUKHYTH
OTPMMAaHHS IIKOJM BiJ BOPOTiB ab0 MPOCTO MEPEMINIATUCH IIBUAIIE I10
IrPOBOMY CBITY.
CTBOpeHHs JaHHOI MEXaHIKM HaJa€ TpPaBLI0 MOXJIMBICTb BHKMBAaTH Ta
NepeMIIIYBaTHCh B IrPOBOMY CBITI YHUKAIOUH aTaK BOPOTIB /1a IBUTATUCH B CTOPOHY

CBOIX IILJIEH.

3.2.3 Cucrema BOpoOriB

Boporun sax 1 cucrema moaudikatopiB TparOTh KIIOYOBI poyi B IKaHpi
Roguelike, Tak sk BOHM OJHOYACHO TMOKAa3yIOTh TPABIII0 MOrO MpOrpec Ta cami
MOCWIIOIOTHCS BIPOJOBXK TpU, 0 poOUTH Ipy LiKaBimow. B naHoMy Bumaaky

CHCTEMa BOPOTiB Ma€ BIMOBIJATH TAKUM BUMOTaM:

e MOXIUBICTh HANAIMITOBYBATH PI3HI MPECETH BOPOTIB Ja JOMOMOTOIO
KOH(pirypamiiinux (aiisiB cTBOpeHuX 3a gomnomMoror Scriptable Object’s B
FOHITI.

e HeoOxigHO peanizyBaTu AEKiJIbKa KIaciB BOPOTiB:

o Melee(Bopor O6amxHLOTO 000) - KJIaC BOpOra, KOTPHUM Il BUKOHAHHS
CBOIX aTak MOBUHEH MITINTH JI0 TPaBIS K MOKHA OJIIKUE.

o Ranged(Bopor cepennporo 00r0) - Kjac BOpora, KOTpUM JJjisl BUKOHAHHSI
CBOiX aTak IMOBHHEH TPUMATHUCh HA CEPEIHIM AUCTaHIii BiJ TpaBlsd 1

HaMara€TbCsA MomnacTu 1o rpaBiro CHapsAJ1aMH.
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o Sniper(cHairep) - Kjiac BOpora, KOTpui aTaKye 3 BEJIMKUX BiacTaHen. s
BUKOHAHHS CBOET aTaKU BiH POOUTH 3apsiKaiouy aTaky Ta poOUTh IOCUTh
MIBUAKHUH 1 TOTYXHHUM MOCTPLJ CHAPSAIOM.

e HeoOxigHO peamizyBatu xo4a-0 oauH Kiacc 00ca KOTpUH 3yCTpI4aeThCs B
KiHIi piBHA. [laHuii 60c MOBMHEH BUKOPHUCTOBYBATH KOMOIHAIl MEXaHIK
PI3HUX BOPOTiB 200 BUKOHYBATH Kpallly Bapialiio aTak OJTHOTO 3 HHX.

Takox maHa cucTeMa MOBHHHA BKIIOYaTH B cedOe (adpuky mjisg crnayHy
BOpOriB Ha IrpoBiid cueHl. J[aHa cucreMa NOBMHHA TpUMAaTH B €001 HaOIp
KoH(irypaiiit Boporis. [Ipu cripo06i crraBHy Bopora HeoOX1IHO TiepeaBaT T€ KU

TH KJIaC BOpPOra XO4YCIlo CTBOPHUTHU Ta IC C&MC(HO?»HHiI’O).

3.2.4 Cucrema KiMmHAT

JlaHa cucTeMa BKJIIOYae B ce0e JeKijgbKa HEBEJIHMKHUX IIJICUCTEM KOTpi
00’ €THYIOThCS JJIsl CTBOPEHHSI CUCTeMH KiMHaTu. BoHa Bkitodyae B cebe cucteMy
CIlaBHA BOPOTiB B KIMHATi, T€HEPAIlil0 TPUTEPIB JIJIsl aKTUBAIIl KIMHATH, 3aKPUTTS
BUXOJIB 3 KIMHAaTH Ta BIAKPUTTA BHXOIIB 3 KIMHATH IICIS TEPEMOTH BCiX

3aIJIaHOBAaHUX BOPOTIB.

3.2.5 Cucrema resepauii piBHIB

JlaHa cuctema BKIJIIOYAE B ceOe CUCTeMy T'eHepallli Ta po3MillleHHs KiIMHAT Ha
ITPOBOMY pIBHI Ha ITPOBIM CITII, @ TAKOX CHUCTEMY TeHeparlii KOpPHIOPIB MIXK
PO3MIIIEHUMHU KIMHATaMH.

B ocHOBI AaHOi cHCTeMH CTOITh KyOidHa KOOpJAMHATHA CITKA 3 KIITUHAMHU.
KoxHna xmiTrHa MOXKe MICTUTH B co01 onuH Onok po3mipom Ix1x1 ronitu. [lana
CITKa JTO3BOJIMUTH 3pYYHO MEPEBIPSITH UM MEPECIKAIOTHCSA KIMHATH MK COOOI0 IpH
cripo0ax po3MIIIEHHS X Ha KOOPIMHATHIH CITII1, a TAKOX JI03BOJIUTH O€3 0COOTUBUX
CKJIaJIHOCTEH MepeBIPATH HASBHICTh CYCi/IB y KIITHUHKH IpU TeHepalii MpoXo/iB

MIK KIMHATaMH.
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[lincucrema mig TreHepallii KIMHAT Ha ITPOBOMY pIBHI BKJIOYae B cebe
nekinpka GopM KiMHAT. SIK MiHIMYM OyJI0 BU3HAYEHO KpyIIy KIMHATy, KBaJapaTHY
KiMHaTy Ta KimMHaty [-Bumy. Lle m03BOJMTH qomaTu irpoBOMy piBHI OibIie
BapI1aTUBHOCTI MPHU T'eHepallii IrpoBUX PiBHIB.

[Tincucrema 11 TeHepalii TPOXOJIB BKIOYAE B ceO€ BUKOPUCTAHHS
anroputMy A*(A-ctap) s reHepalii MpoxXo/aiB 1 BOHA MOBUHHA BPaXxOBYBaTH Te,
[0 TIPOXOAM TMOBHHHI OyAyBaTHUCh BIJ MPOXOIY JO IMPOXOAY 1 Ie 3reHepOoBaH1
IPOXOJHM HE IMOBHUHHI IEPECIKATHCh 3 PO3MINIEHUMHU KiMHaTaMu. Takox mnpu
re’epailii Mpoxo/iB MOBUHHA OyTH MOKJIMBICTh HAJAIITOBYBATH BUCOTY, IIUPUHY
MPOXOJIiB, @ TAaKOX MOXJIMBICTh HA PI3HUX PIBHIX TPU 3aMIHSATH aCCETU IPHU
reHeparii s J0JaBaHHs BapiaTUBHOCTI 30BHIIIHBOMY BUTJISIY TPH.

Takox mpu TeHepalii pIiBHIB HEOOXIIHO BUKOPUCTOBYBATH CHUCTEMY
reHeparii BUMaJKOBUX YHCENl JJisi CTBOPEHHS YHIKaJIbHUX DPIBHIB 1 MOKJIMBICTbH

TOYHOI'O MMOBTOPEHHSI PIBHS SKILO 3€PHO FE€HEPALlil OJJHAKOBE.

3.2.6 Cucrema HaHeCEHHs IKOAM 00’ €KTaM

VYHiikoBaHa cucTeMa HaHECEHHS IIKOAM 00’ €KTaM TaKOXX € HEOOX1IHOIO,
TaK-sIK BOHA JO3BOJINTh HAHOCUTH IIKOAY OYyZb SKUM 00’€KTaM BHUKOPHCTOBYIOUU
OJIMH iHTepdeic, Mo 3HAYHO CIPOCTUTh HANIPHUKJIA] CUCTEMY pyHHYBaHHS IIPOIIiB
Ha CIIEHI, OJIHOYAaCHO BUKOPHUCTOBYIOUM JTaHUW 1HTepdENC 11 HAHECEHHS KON
BOpOTraM Ta I'PaBITIO, & TAKOK HAHOCSYH KOy 00’ €KTaM HE 30pO€r0, a HaPUKIIal

3a TOMIOMOT00 €)eKTiB, KOTPI TAKOK MOYKHA HAKJIaJIaTH Ha ITPOBI 00’ €KTH

3.3 Bumoru 10 anapaTHoOro 3ade3ne4eHHs CHCTEMHU

CtBopeHa Tpa MOBHMHHA 3allyCKaTUCh Ta OyTH irpaOelbHOIO HaBITh Ha
CITaOKUX TPUCTPOSIX, TaK-AK II€ JIO3BOJISIE OXOMUTH O1UIbIIE KOJO ayJauTopii Ta
JOJIaTH MIAHCIB J0 YCHIIIHOTO 3aIyCKy TpH.

J1o MiHIMaNbHUX BUMOT JaHOI I'PH s BHOIILY JOCUTh CTApUil HOYTOYK 3 TAKUMU

XapaKTEPUCTUKAMMU:
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e O3V - 8GB DDR3/DDR4/DDRS5

e IlIpoueccop - Intel Core 13 8130 u

e Bineokapra - Intel UHD 620 a6o ixma 3 miarpumkoro DirectX 12

e (Cxouie - ~1GB SSD

Taka motpeba B HasBHOCTI Takoi KutbkocTi O3Y Ha mnepcoHanbHOMY

KOMIT FOTEp1 3yMOBJICHA THUM, 1110 CHCTEMa T'eHepallii piBHS MOTpeOy€e JOCUTH Oarato
mam’sITi U MPpOIeypHOI reHepartiii piBHIB Ha BokcelbHOMY piBHI. 1K 3 manumu
XapaKTEPUCTHUKAMU 3MOK€E HaJaTH IpaldeibHy KUIBKICTh KaJpiB JUIsl TPOXOIKEHHS

rpu 6e3 BeIMKUX MPOoOJIeM.

3.4 Bumoru 10 mporpaMHoOro 3ade3ne4YeHHst CHCTEeMHU

MiHiMaJIbHI BUMOTH J10 POIPAMHOT0 3a0€311€UEHHS CUCTEMHU BKIIFOYAIOTh B
ceOe Takl MyHKTH:
e OC — Windows 10 abo HoBILIE

e (cTaHH1 OHOBJICHHA JpaiiBepiB BIICOKAPTH

3.5 Bumoru 10 KOpucTyBayiB Biieorpu

['onoBHOIO METOIO ILOTO aHaiizy OyJio 3’sACyBaHHS MOTpeOd Ta OYIKyBaHb
LIJTOBOI aylUTOPii, @ TAaKOX BU3HAYEHHS BHUMOT, 3a SKUX TpaBlli MoOriu O
KoM(OpTHO rpatu B po3po0JIeHY BiI€Orpy.

3’scyBajiock, 1110 TOJIOBHUMH KOPUCTYBayaMH CTBOPEHOIO MPOEKTY OYIyThb
IpaBIli KOTP1 B MPIOPUTETI CTABIIATH 3pyYHE KE€PYBaHHS B T'pl, IPUEMHY IpadiuHy
CKJIAJOBYy Ta JWHAMIYHUM reimiuiedl. Takok 1gaHa rpa TOBMHHA HaJlaBaTH
BUNPOOYBAHHS HABITH JUIsl TPABIIIB 3 BEJIMKKUM IIPOBUM JIOCBIOM B irpax nmoaioHoro
KaHPY.

Byno Bu3HaueHO Taky OCHOBHY POJIb KOPUCTYBauiB po3po0IeHOI BiI€OTpu:

e ['pasens.
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- Oyukuii: [IpoxomkeHHs rpu, B3aeMOJIs 3 €JI€MEHTaMU KEPYBaHHS B
Ipi, 3 KJIaBlaTypoIO Ta MUIIKOIO, HAJAIITYBAaHHS [MapaMeTpPiB IPU.

- MoxnuBocTi cucTeMu: 3amycK BiI€OTPH, HAJAIITYBAaHHS MapaMeTpiB
T'YYHOCTI, SKOCTI I'padiku, KepyBaHHS TPOIO.

- Bumoru: MinimanbHi ab0 BIJICYTHICTh ITPOBHX HAaBHYOK Ha
KOMIT'IOT€pi, PO3YMIHHS B3a€EMOJIi 3 THMNIYHHUMH ITPOBUMU
IPUCTPOSIMU, 3HAHHS TUIIIYHUX OCHOB FE€HMILIICIO.

e TecTyBaJIbHUK.

-  Oyukmii: IIpoxomkeHHS TpH, 3HAXO/KEHHS OariB OpH THIIYHINA
MOBEIIHII TPpaBId, MOMIYK OariB MpW HETHUIIYHIA MOBEMIHIN TPaBIIS,
repeaaya 3HalIeHux 0ariB Ta MOMUJIOK J10 pO3POOHHMKIB.

- MoxmuBocTi cucteMu: 3amycK BIIEOTPH, KEpyBaHHS TpoIo,
HaJIAIITyBaHHSAMHU TPHU.

- Bumoru: CepenHi irpoBi HaBUYKH, KPEATUBHE T4 KPUTUYHE MUCIICHHS.

® P03pO0HUK.

-  Oyukmii: CTBOpeHHs T'pH, 0JaBaHHS KOHTEHTY, BUIIPABJICHHS Oaris,
JI0J1aBaHHs] HOBUX MEXaHIK, KBECTIB Ta BCE IHILIE, III0 MOXHA paxyBaTH
3a MIATPUMKY Ta OHOBJIEHHS T'pH.

- MoxmuBocti cuctemu: [ToBHUN KOHTPOIL HAJl MPOEKTOM BifICOTpH, ii
KOHTEHTOM, MEXaHIKaMu, apXITEKTyPOIO.

- Bumoru: BneBHeHe kopuctyBaHHs irpoBuM pytriem Unity, cepemHi
HAaBUYKH MOBH MporpamyBaHHsi C#, po3yMiHHS MPUHIUIIB poOOTH 3

komnoneHTamu B Unity.

3.6 BucHoBKkH 10 po3ainy 3

OTxe B JaHOMY pO3/IiIi OyJI0 PO3TISHYTO Ta OMHMCAHO CHCTEMH HEOOX1THi
JUTSL CTBOPEHHS B TPi, @ cCaMe TaKi CUCTEMH, SK:
e (CucreMa MmoaudikaTopiB

e (Cucrema repemiIieHHs TPaBIIs
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Cucrtema BOpOTiB

Cucrema KiMHaT
e (Cuctema resepariii piBHiB
e (Cucrema HaHECEHHs IKOU 00’ €KTaM
Takox Oyno pO3TISIHYTO amapaTHI Ta CHCTEMHI BUMOTH JUISl YCIIITHOTO
3aITyCKY JJIs IPOXOKEHHS TPH, a TAKOXK 0YyJI0 BU3HAYEHO BUMOTH /IO KOPUCTYBAYiB

nanoi rpu FPS Roguelike.
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4 TOCJIKEHHSA PE3YJIBTATIB BAKOHAHOI POBOTH

4.1 Peanizanis Bineorpu B :xxanpi FPS Roguelike Ha irpoBomy pymuii Unity

4.1.1 Cucrema nepeminieHHs TPaBUsA

Po3po6xka sikicnoro FPS koHTposiepa B 10HITI MOXke OyTH JOCHUTH I[IKaBUM
3aBJIaHHSM, TaK-sK TyT MOXKHA 3aCTOCyBaTu OaraTo pizHUX miaxonis. Ilo-mepiie
IrpOBI KOHTPOJIEPH [JIsl MEPEMIIIECHHS I[EPCOHAXKIB MOXHA 3pOoOUTH JBOMA

OCHOBHHMMH CITIOCOOAMMU:

1. 3a momomororo BOymoBanoro kommnoHeHTa CharacterController B irpoBomy
pymii Unity. JlaHuii KOMIIOHEHT y>Ke Ma€ 0araTo BOy/1I0BaHUX CHUCTEM, TAKUX
AK CHUCTE€Ma KOJI31il 3 00’€KTaMu, CHUCTEMa BHCOT KpOKIB, NEPEMIIICHHS
KOHTpPOJUIepa Ha KOOPJIMHATY B CBITI 1 TaK Jaji

2. 3a ponomoroto BOynoBaHoro Rigidbody kommnonenTa. [lanuit migxia Hagae
HAWOUIBIIY THYYKICTh TIPU CTBOPEHHI KOHTPOJIEPIB IEPCOHAXKIB B IOHITI, ajie
I BUMarae TpoOXu OIIBIIIOTO PO3YMIHHS TOTO SK POOUTH XOpOIi irpoBi
KOHTPOJIEPH B B1JI€0irpax, 1100 JOCATTH IJIABHOTO MEPEMIILIEHHS IEPCOHAXKY,

a TaKOXX 3pOOUTH HOpMaJIbHE IEPEMIIICHHS IO CXOJIaM.

B moemy Bumanky st oopaB crBopeHHs FPS xonTposmiepa uepe3 Rigidbody
KOMIIOHEHT, TakK-sK S XOTIB J0JaTH HOoMy (i3MYHO BipHE BIJKUIAHHS BIJl aTak

BoporiB. Lle 6 101a10 TPOXH BECEIIOIIIB 10 TEUMILICIO, IO € IOCUTh BAKIIMBO.

Jlnst oOpoOKM 3ITKHEHb 3 HABKOJMIIHIM CBITOM Teposi 1 oopaB Capsule
Collider, micnst nporo 6yno nogano komnoneHT Rigidbody Ha Tino rpaBus, a micis

pOro OyJIO BUCTABIICHO JESKI TapaMeTpU Ha KOMIIOHEHTI, a caMe:

® BUMKHEHO oOepTaHHs (PI3UYHOTrO Tijia TpaBls MO ocsiM X Ta Z, TaK-sK SKILO
X 3aIMIITUTH HE3aMOPOXKEHUMH, TO MIPH T0AaHH1 (PI3UUYHUX CUJI IO Tija BOHO
MO’K€ IIPOCTO MTOYATH KOTUTHUCH SIK 3BUYAWHUIN KaIlCyJlb

® HaJAIITOBAHO Macy IpaBIls, MapaMeTp TPIHHS MOTO 3 IHIIMMHU KoJlaiiepaMu

Ha CIeHi, a Takoxk Oyno mepeBipeHo o0 mnapamerp IsKinematic OyB
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BUMKHEHUH. [laHnii mapaMeTp poOuTh Tak, 1110 JaHUH (i3UIHUN 00’ EKT MOXKE
BIUIMBATH Ha 1HII (Pi3U4H1 00’ €KTH, ajie caM BiH He Oyje OTpUMYBaTH HIsKOT

Bl/1a4l B1JX I6OTO 31TKHEHHS.

Jlani Oyno CTBOPEHO CKPHUIIT 3py4YHOI MIAMMCKH Ha MOJii BBOAY 3 CUCTEMH
Input System. Jlauuii CKpUIT Ja€ MOXJIMBICTh 3BEPHYTHUCS O CTATUYHOIO 00’ €KTa
JUTS TIITUCKY Ha MO11 BBOY TpaBIlsd. Y PUBOK JAHOTO CKPHUIITa MOXKHA TOOAYUTH B

Jlictunry 1.

Jicmune 1 — Knac InputManager ons 2n06aibHo20 MeHeOMCMeHma aKmueHUX

IHNYymi6 2pasys

public class InputManager : MonoBehaviour

public static InputManager Instance { get; private set; }

[SerializeField]

private InputActionAsset actionsAsset;

private InputActionMap actionMap;
private InputAction moveAction;
private InputAction lookAction;

private InputAction reloadAction;

public enum InputState { Started, Performed, Canceled }

public UnityEvent<Vector2> OnMove new () ;
public UnityEvent<Vector2> OnLook = new();

public UnityEvent<InputState> OnJump = new();



46

private bool isJumpHolding = false;

private void OnEnable ()

actionMap?.Enable () ;

if (moveAction != null) moveAction.performed += InvokeMove;
if (moveAction != null) moveAction.started += InvokeMove;
if (moveAction != null) moveAction.canceled += InvokeMove;

private void Update ()

if (isJumpHolding)

InvokeJump (InputState.Performed) ;

private void InvokeLook (InputAction.CallbackContext context)

Vector?2 lookDelta = context.ReadValue<Vector2>();

OnLook?.Invoke (lookDelta) ;

private void OnDisable ()

if (moveAction != null) moveAction.performed -= InvokeMove;

if (lookAction !'= null) lookAction.performed -= InvokeLook;

if (lookAction !'= null) lookAction.canceled -= InvokelLook;
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//Ta MeTonmu AKi BUKJIMKAKOTLCS NOPY MOomii BBOIY.

Sk BunHO 3 npencraBiaeHHOro JlicTuHry 1 crmovyaTKy CTBOPIOETHCS CTAaTUYHE
noJie sike Oyne 30epiratu B co01 riaodayibHE MOCUIIaHHS Ha €quHuM InputManager,
MOTIM CTBOPIOIOTHCS TOJIS AJIS MiAMUCKA Ta 30epiranHs nofaii. s npukiaay tam
€ TIOCWUJIaHHS Ha TOJil TEePeMIIleHHs], CTPUOKA, aTaku, CIPIHTA Ta IHIIUX TOIIN
BBOay rpaBis. Jlam B Meroai OnEnable koTpuii BUKJIMKAETHCS TMPU BBIMKHEHHI
IrpOBOTO 00’€KTa Ha CLIEHI BIOYBaeThCs MIANUCKA Ha noaii 3 InputActionAsset. B
metoai OnDisable(koTpuii BUKIIMKAETHCS TPU BUMKHEHHI JIAaHOTO irpOBOro 00’ €KTa)
BIJIOYBA€THCS MPOTHIIEKHA ISl - BIAMHMCYBAHHS B1J MOJIA Mamu BBOJAY TI'paBL.
Takox B JaHOMYy METOA1 OyJIO CTBOPEHO OKpEeMHUU enum i CTaHiB BBoAy. [[ns
IPUKIIaTy B MEHE BOHO BUKOPUCTOBYETHCS JJIs IOKA3y TOTO, 1110 TPOO1I 3aTUCHEHU
B JJAHUH MOMEHT 1 CTPUOKM MOKHA MOBTOPIOBATH MPHU MPU3EMIICHHI IpaBLs MOKU

BiH HE BIIMYCTUTH TIPOOLI.

[Ticns mporo Oyno ctBopeno ckpunt FPS Controller, xotpuii yxke
nignucyetbes uepes Instance Ha InputManager Ta BUKOPUCTOBY€ OMHCaH1 MOIT 115
KepyBaHHA TUIoM TpaBis. Ha JlicTuHry 2 MokeMO 1moOauuTy YacTUHY peasi3arlil

kiacy FPS Controller:

Jicmune 2 — FPSController, nons xnacy, nionucka Ha nooii 6600y, Mmemoou

OHOGJIeHHS PYXi8 2pABYsl.

[RequireComponent (typeof (Rigidbody), typeof (CapsuleCollider))]

public class FPSController : MonoBehaviour

public bool IsGrounded => isGrounded;

[Header ("Movement Settings") ]

[SerializeField] private float walkSpeed = 5f;



[SerializeField] private float sprintSpeed = 10f;

[SerializeField] private float acceleration = 10f;
[SerializeField] private float airControl = 0.5f;
[SerializeField] private float jumpForce = 5f;

[SerializeField] private float crouchSpeed = 2.5f;
[SerializeField] private float crouchHeight = 1f;
[SerializeField] private float standingHeight = 2f;
[SerializeField] private float groundDrag = 1f;

[SerializeField] private float jumpCooldown = 1f;

[Header ("Slope Handling") ]
[SerializeField] private float maxSlopeAngle = 60f;

private RaycastHit slopeHit;

[Header ("Components") ]
private Rigidbody rb;

private CapsuleCollider col;

[Header ("Move") ]
private float moveSpeed;
private Vector2 movelnput;

private Vector3 moveDirection;

[Header ("Booleans") ]
private bool isGrounded;
private bool isSprinting;

private bool isCrouching;
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private bool readyToJump = true;

private float slowMultiplier = 1f;

private float slowDuration = 0f;
private bool isFrozen = false;
private float freezeDuration = 0f;

private void Awake ()

rb = GetComponent<Rigidbody> () ;

col = GetComponent<CapsuleCollider>();
rb.freezeRotation = true;

rb.interpolation = RigidbodyInterpolation.Interpolate;

rb.collisionDetectionMode

CollisionDetectionMode.ContinuousDynamic;
rb.isKinematic = true;

this.enabled = false;

private void Start()

Instance.OnMove.AddListener (OnMove) ;
Instance.OnJump.AddListener (OnJump) ;
Instance.OnSprint.AddListener (OnSprint) ;

Instance.OnCrouch.AddListener (OnCrouch) ;
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private void Update ()

CheckGround() ;
ControlMaxSpeed() ;
Drag () ;

UpdateStatusEffects () ;

private void FixedUpdate ()

if (!isFrozen)

Move () ;

Sx BHIHO 3 TIPEACTABJICHOI YAaCTHMHHU KOAY AaHUH CKPHUNT 3aJCKHTh Bi
koMmrioHeHTIB Rigidbody(dizuune Tino) ta Capsule Collider(dizuunuii komnaitnep
JU1s 0OpOOKM 31TKHEHb Tij1a IpaBlid 31 CBITOM. B Metoai Awake 1HILIIOIOTBCS JIEsIKI
noJjisl Kjacy, a B MeToAl Start, KOTpUIl BUKJIUKAEThCA TMEpPe]l BiAMaIbOBYBAHHSIM

MEPIIOro KaJpy B TPl MPOXOIUTH MiANMUCKa Ha moAil 3 InputManager.Instance.

Ham B metoni Update koTpuii BUKIMKAETHCS KOXKEH Kaap Bi1IOYBa€ThCS
OHOBJICHHSI JIaHUX TPO T€ SIK 1 Kyaud TOBHUHEH [IBUTAaTHCh TpaBellb, a came
MEePEBIPSAETHCS YU BIH HAMATraeThCsl WTH IO CXHJTY UM Hi, UM BiH Y MOBITP1, a TAKOK
BIJIOYBA€ETHCS OHOBJIEHHS CTaTyCiB €(EeKTiB, KOTpl HAKIAIylOThCd Ha CKPHUIIT
NepeMIIlieHHS rpaBLsi( HAIPUKJIIA]] 3aMOPO3Ka Ta CIIOBUILHEHHS ). A B CaMOMy METO/I1
FixedUpdate koTpuii BUKIMKA€THCS KOXKEH (PI3MUHUN TaKT, a caMe Ha CTaHAapTHHUX
HajamTyBaHHsIX Unity 50 pa3iB B ceKyHAy BiJIOYBa€ThCsS came JoAaBaHHs (PI3MUHUX

CHJI JI0 T1J1a TPaBLs ISl HOTO epeMIIEHHS.
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Takox 1151 peanizaiiii kepyBanHs FPS HeoOXi/THO CTBOPUTH KOHTPOJLIEP IS
KepyBaHHsI KaMepH Bij mepioi ocobu. B Hamomy BunagKy 4epes Te 1o Mu oopain
BukopuctanHsa Rigidbody B poiii 0CHOBHOTO KOMIIOHEHTA Yepe3 KU Bi10yBaeTbCs
KEepYBaHHsI TMEPEMIIIEHHSM TPaBIsl TO JOBEJIOCH KEPyBaTH KaMEpow SK 30BCIM
OKpEMHM KOMIIOHEHTOM, Tak-siK uepe3 (i3uuHe OHOBIEHHS Bchoro 50 pa3iB Ha
CEKYHIIy PYXH MEPCOHaXy MOXKYTh BUIJISIIaTH HE IUJIABHO 1 MOXKHA MOOAYUTHU SIK
KaMmepa TpsSM TeJENOPTYEThCS HEBEJTMKUMHU KPOKaMHU, 110 BUTIIAIAE B TPl TOCHUTH
XKaxnuBo. [[ns BumpaBieHHS ITi€l CUTyallli Kamepa 3aluIIMIach Ha OKPEMOMY
irpoBoMy 00’€KT1 1 Ha Hei OyB gonanuii ckpunt Camera Follow, koTpuii ¢pakTuuHo
KOKEH KaJp 31 3IJIaJDKYBaHHSIM PYyXIB TEJIENOPTYE KaMepy Ha MO3MIII0 TOJIOBU.
Takox A1 caMOro KepyBaHHs TOJIOBOIO rpaBus Oyno po3pobineHo ckpunt FPS

Camera Controller, koTpuit MmoxHa o0auutu Ha JlicTunry 3:

Jlicmune 3 — FPS Camera Controller

public class FPSCameraController : MonoBehaviour

[SerializeField] private Transform player;
[Header ("Camera Settings")]
public float sensitivity = 2f;

public float verticalClamp = 85f;

private Vector2 lookInput;

private float verticalRotation = 0f;

private float horizontalRotation = 0f;

private void Awake ()

Cursor.lockState = CursorLockMode.Locked;
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Cursor.visible = false;

private void Start ()

InputManager.Instance.OnLook.AddListener (OnLook) ;

private void Update ()

RotateCamera () ;

private void RotateCamera ()

float mouseX = lookInput.x * sensitivity;

float mouseY = lookInput.y * sensitivity;
verticalRotation -= mouseY;
verticalRotation = Mathf.Clamp (verticalRotation, -

verticalClamp, verticalClamp);

horizontalRotation += mouseX;

transform.localRotation = Quaternion.Euler (verticalRotation,

horizontalRotation, O0f);

player.rotation = Quaternion.Euler (0f, horizontalRotation, 0f);
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public void OnLook (Vector2 context)

lookInput = context;

SIK BUAHO 3 MPEACTaBICHOrO KOAY JaHUI KOHTPOJUIEP TaKOX HIAMHCYETHCS
Ha mojii JocTynm A0 skux Hamae InputManager, Takox NaHUM KOHTPOJIIEp Ma€e
HaJalITyBaHHS TOTO 3 SIKOIO YYTJIMBICTIO JIBUTA€ThCA KaMepa IpaBLs BiJ pyXiB
Mmumikor. B 3amexHocTi Big BBOMy TpaBist B MeroAl Update OHOBIIOIOTHCA
MOBOPOTH KaMepH, a TaKOXK MOBEPTAETHCS CaMe€ TiJIO TPaBlisd B CTOPOHY KyIu

JMBUTHCS KaMmepa(IMOBEPTAETHCS 0 OC1 Y - BepTUKAIbHA BICh).

4.1.2 Cucrema moaugikaropis

Sk ommcyBalloCh paHilie cucteMa MOAU(IKATOPIB SBISETHCS KIFOYOBOKO B
»aHpi Roguelike, Tak-sKx uepe3 Hei MOKa3yeTbCsl MPOTrpec CUIIA TPaBIlsl B HATOPOILY
3a HWoro crapaHHs npu 00poThOi1 3 cympoTuBHHKaMu. Cama peanizaiisi CUCTEMHU
MOAU(IKATOPIB MOXKE CTATH JOCUTh CKJIAJHUM 3aBJIaHHIM 4Yepe3 BEIUKY KUIbKICTh
KOMITOHEHTIB KOTp1 M0 CyTH MOBHHHI MPALOBAaTH OJIHAKOBO MIPU BUKOPUCTAHHI JIJIs
Oaratbox cyTHOocTed. CTBOpEHHS CHUCTEMHU MOAMGIKATOPIB S MOYAB 31 CTBOPCHHS
kiacy EventEmitter, koTpuil 103BOJIMB MEH1 MiANMUCYBaTUCh HA TMOJIi OMHMCaHI
KJlacaMi, 100 yHipiKyBaTH cnocid MiJNUCaHHS Ta BIANUCYBaHHA Ha OyIb SIKY

MOJIII0 OMHCaHy AESIKUM KiiacoM. J[aHuii OCHOBHUI KJlacc moka3zaHuil Ha JlicTuHTY

4.

Jlicmune 4 — EventEmitter

public class EventEmitter : MonoBehaviour, IEventEmitter
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private readonly Dictionary<Type, List<Delegate>> listeners =
new () ;

public void AddListener<TEvent> (Action<TEvent> listener)

var type = typeof (TEvent);
if (! listeners.ContainsKey (type))

_listeners[type] = new List<Delegate>();

_listeners[type] .Add (listener);

public void Removelistener<TEvent> (Action<TEvent> listener)

var type = typeof (TEvent);

if ( listeners.TryGetValue (type, out var list))

list.Remove (listener) ;

public void TriggerEvent<TEvent> (TEvent eventData)

var type = typeof (TEvent);
if ( listeners.TryGetValue (type, out var list))

foreach (var del in list.ToArray())

((Action<TEvent>)del) ?.Invoke (eventData) ;
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Sk BUAHO 3 JTICTUHTY METOH JIJIsl TPUTepy 1BEHTIB Ta MiAMUCKUA/BIITUCKHU BiJl
1BEHTIB 11a0JIOHHI 1 MOXKYTh BUKOPUCTOBYBATHUCS JIJIs1 HAMPI3HOMAHITHIIIINX TTOIH,
MiHIMAIOYX 1IBEHTH IS BCIX ciryxadiB motounoro EventEmitter.

Takox B mapy 10 EventEmitter Oysio cTBOpeHO PI3HOMAaHITHI KJIACH TOJIM.

Jnia nmpukiany B JlicTuHTy 5 moka3zaHo CTPYKTYpY MO/Iii cMepTi BOpora.

Jicmune 5 — EnemyDiedEvent

public struct EnemyDiedEvent

public GameObject Enemy { get; }

public GameObject Killer { get; 1}

public EnemyDiedEvent (GameObject enemy, GameObject killer)

Enemy = enemy;

Killer = killer;

Ax OaunMo AaHa CTPYKTypa Mojii HaJae BCIO HEOOXIAHY 1H(POpMALIO MPo
cMepTh Bopora. [lonioHuM ynHOM opraHi3oBaHi 1 iHII Moaudikaropu B rpi. [licms
CTBOPEHHS CUCTEMHU ISl 3pYYHOT MiMUCKU Ha TOi1 yKe 0Yaioch caMe CTBOPEHHS
cuctemu MmonudikaropiB. Crouatky OyB ctBOpeHuit Scriptable Object s
3pYyYHOTO CTBOPEHHS KOH}Irypariii MoaudikaTopis, a came ix igeHTUdIKATOp, YU
CTaKaeTbCAd NaHUM MOIU(]IKATOp, CKITLKM MaKCUMYyM CTakiB T'paBellb MOXKE€ MaTH

naHoro MoaudikaTtopa, a TaKOX B JaHOMY KOH(ITYy BKa3yeTbCs 1KOHKA
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Moaudikaropa. Bece 11e HeoOXiqHO A1l 3pyYHOT0 HaJlallTyBaHHS MOAU(DIKATOPIB.

Ha Jlictunry 6 moxxHa moGaunutu Januii abctpaktHuid kiac Modifier:

Jlicmune 6 — Modifier Scriptable Object

public abstract class Modifier : ScriptableObject

public string ModifierId;
public bool IsStackable;
public int MaxStacks;
public int CurrentStacks;

public Sprite icon;

public virtual void OnDamageDealt (DamageInfo damageInfo, IDamagable

damage, uint stacks) { }

public virtual void OnDamageTaken (DamageInfo damageInfo, IDamagable

damage, uint stacks) { }

public wvirtual void OnEvent(string eventType, object data, uint

stacks) { }

Jlai Ha OCHOBI JIaHOTO KJlacy OyJI0 CTBOPEHO JeKiJIbKa MOaU(pIKaTOPIB KOTP1
MPAIOIOTh 3 PI3HUMH acnieKTaMmu Tpu. JlJis mpuKIiIamy po3riasHeMO JASKUTbKa 3 HUX,
a came Stackable Vampirism Modifier, Low Health Modifier, Reload Modifier,

Jump Modifier ta Freeze Modifier.

JHicmune 7 StackableVampirismModifier
[CreateAssetMenu (menuName = "Modifiers/StackableVampirism") ]

public class StackableVampirismModifier : VampirismModifier
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public override void OnDamageDealt (DamageInfo damageInfo, IDamagable

damage, uint stacks)

if (IsDamageTargetPlayer (damageInfo))

return;

float totallifeStealPercent = LifeStealPercent * stacks;

float healAmount = damageInfo.Amount * totallifeStealPercent;

damageInfo.Source.GetComponent<IDamagable> () ?.Heal (healAmount) ;

Ax 6aunmo gaHuil MoaudiKaTOp CHpalbOBYE MPU HAHECEHHI MIKOIU IILII.
Konu 1ie BigOyBa€eThCs TO BUPAXOBYETHCSA CIOYATKY BIJICOTOK B 3aJIEXKHOCTI BIJ
KUIBKOCTI CTakiB TOro $Ka 4YacTUHA 3J0POB’S BIJ HAHECEHO! IIKOAU OyJe

BUKOpHMCTaHAa JUIsl JIIKYBaHHS BJIaCHUKa MoAudiKaTopa.

Jlicmune 8§ — LowHealthModifier

[CreateAssetMenu (menuName = "Modifiers/LowHealthDamageModifier") ]

public class LowHealthDamageModifier : Modifier

public float Threshold = 0.3f;

public float DamageMultiplier = 2f;
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public override void OnEvent (string eventType, object data,

uint stacks)

if (eventType == "WeaponAttack")
{
var attackEvent = (WeaponAttackEvent)data;
var playerHealth = Player.Instance.CurrentHealth /

Player.Instance.MaxHealth;

if (playerHealth <= Threshold)

attackEvent.DamageInfo.Amount *=

DamageMultiplier;

Ax 6aunmo B JlictuHry 8 mokazaHo kKo MoaudiKaTopa HU3BKOTO 3J0POB’sl.
Januit MoaudikaTop MPU HAHECEHHI IIKOJUW BOPOTAM SIKIIO MOTOYHA KUIBKICThH
3I0pOB’S BJIACHMKA MEHINA 3a BU3HAYEHUW MOpIr, TO AaHUM MoAudiKaTop B
3aJIEKHOCTI BIJ] KUIBKOCTI TOTOYHHMX CTaKiB JaHOTO MopaudikaTopa 30UIbIIyeE

HaHECEHY KOy MO IIiIi.
Jlicmune 9 — ReloadModifier

[CreateAssetMenu (menuName = "Modifiers/ReloadModifier") ]

public class ReloadModifier : Modifier

public float ReloadSpeedBonus = .95f;
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public override void OnEvent (string eventType, object data,

uint stacks)

base.OnEvent (eventType, data, stacks);

if (eventType == "WeaponReload")

Player.Instance.weaponHolder.GetActiveWeapon () .ApplyReloadModifier (Mat
hf.Pow (ReloadSpeedBonus, stacks));

Ax 6aunmo B JlictuHry 9 nokazano koj kiacy Reload Modifier. J{anwmii
MoaudikaTop mpairoe g 30poi rpaBig. Moaudikarop mig vac iBeHty Reload
Event 30imblilye IBHUIKICTH TIEpe3apsikd. 3a KOXEH CTaKk Iepe3apsiaka

MPUILIBUALIYETHCS HA 5 BIICOTKIB.

Jlicmune 10 — JumpModifier

[CreateAssetMenu (menuName = "Modifiers/JumpAttackModifier") ]

public class JumpAttackModifier : Modifier

public float DamageMultiplier = 1.5f;

public float CriticalChanceBonus = 0.2f;

public override void OnDamageDealt (DamageInfo damagelInfo,

IDamagable damage, uint stacks)
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if (Player.Instance.PlayerMovement.IsJumping())

float res = DamageMultiplier * stacks;

if (Random.Range (0, 100) < CriticalChanceBonus * 100)

damageInfo.Amount *= DamageMultiplier;

Januit Moaudikatop 30UIbLIy€E KUIBKICTh HAHECEHOI IIKOAW MO BOPOTY Y

BUIAKY KOJH BJIACHUK 3HAXOIUTHCS B TIOBITPI.
Jlicmune 11 — FreezeModifier

[CreateAssetMenu (menuName = "Modifiers/FreezeModifier") ]

public class FreezeModifier : Modifier

public float Duration;

public TemporaryEffect TemporaryEffect;

public override void OnDamageDealt (DamageInfo damageInfo,

IDamagable damage, uint stacks)

base.OnDamageDealt (damageInfo, damage, stacks);
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var movement =

damageInfo.Target.GetComponent<EnemyMovementBase> () ;

1if (movement != null)

damageInfo.Target.GetComponent<EnemyMovementBase> () .ApplyFreeze (Durati

on * (stacks * 0.5f));

Instantiate (TemporaryEffect,

damageInfo.Target.transform.position, Quaternion.identity);

Monudikarop FreezeModifier mpu aTtaki mo uiii Hakiagye Ha Hel eexT
3aMOPO3KH, a TAKOK 1HCTAHLIIOE Bi3yalbHUI €PEKT 3aMOPO3KU KOTPHIL MICIIs CBOTO
BIITBOpPEHHsI caM cebe 3Humrye. OnucyBaHuii Moaudikatop B 3aJIeKHOCTI BiJl
KUJIBKOCTI CTaKiB HakJagae eeKT 3aMOPO3KH Ha MEePEeMIIIeHHS 111

Jlami micist CTBOPEHHS TaKoi OCHOBHU JUIsl ICHYBaHHSI CaMUX MOAM(IKATOPIB
oyno ctBopeHo Modifier Handler, koTpuii nmpHUKpITUTIOETBCS 0 PIZHOMAHITHUX
00’€KTIB Ta TpUMa€ B cOO1 CIUCOK MOJM(DIKATOPIB, a TAKOXK YK€ Mae peaizarlii

METOJIIB JIJIs MiAiiMaHHsd MOIU(IKATOPIB AJI1 HAWYACTIIINX TOI1M.

Jicmune 12 — ModifierHandler

public class ModifierHandler : MonoBehaviour

private List<ModifierInstance> modifiers = new();

public IEventEmitter EventEmitter;

public void ApplyModifier (ModifierInstance modifier)
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var existing = ~modifiers.FirstOrDefault (m =>
m.Template.ModifierId == modifier.Template.ModifierId);
if (existing != null && modifier.Template.IsStackable)

int stacks = Mathf.Clamp(existing.Template.CurrentStacks +

modifier.GetCurrentStacks (), 1, existing.Template.MaxStacks);

existing.IncreaseCurrentStack(stacks - 1);

else if(existing !'= null && !'modifier.Template.IsStackable)

// don 't pickup mod if it is already in inventory and is not

stackable

return;

else

~modifiers.Add(new ModifierInstance (modifier.Template));

public void RemoveModifier (string modifierId)

var existing = ~modifiers.FirstOrDefault (m =>
m.Template.ModifierId == modifierId);
if (existing !'= null && existing.Template.IsStackable &&

existing.Template.CurrentStacks > 0)
existing.DecreaseCurrentStack(l);

else
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_modifiers.Remove (existing);

public void ProcessDamageDealt (ref DamageInfo damageInfo, IDamagable

damage)

foreach (var instance in modifiers)

instance.Template.OnDamageDealt (damageInfo, damage,

(uint) instance.GetCurrentStacks ()) ;

public void ProcessDamageTaken (ref DamageInfo damageInfo, IDamagable

damage)

foreach (var instance in modifiers)

instance.Template.OnDamageTaken (damageInfo, damage,

(uint) instance.GetCurrentStacks ()) ;

public List<ModifierInstance> GetModifiers() => modifiers;

Takox & TONANBIIIOT0 BUKOPHUCTAHHS MOIU(DIKATOpiB OyJIO CTBOPEHO
obroptky Modifier koTpa BUKOPUCTOBYETHCS SIK ITPOBUH 00’ €KT HANMpPUKIAA JJIs
BimoOpaskeHHs Mou(ikaTopiB B iHBeHTapi. [Ipu cTBOpeHH1 i1HBeHTaps rpaslis Oyi0

Bukopucrtano mabiaon MVP(Model View Presenter) ne ckpunt Modifier Instance
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BUCTYNA€E B SIKOCTI Mojeni, Inventory System BucTymae B SIKOCTI KOHTPOJEpa, a
Inventory Ul Buctynae B sikocti Presentor’a. Huxue Ha Pucynky 8 MoxHa mobauntu

JTaHy CXEMY.
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(©) Inventoryul
@ InventorySystem
o Canvas modifiersPanel - — —
o InventoryModifierSlotUl modifierUIPrefab o List<Modifierinstance> globalModifiers
o |nuentnry5ystem inventnry L nOBiﬂOMJ’IHE npo HMiHI"Il [#] UnityEVEnt{MDdiﬁErlnStanCE} OnModifierAdded
o List<Modifierinstance> modifiers 0" suxopncrosye o UnityEvent<Modifierinstance> OnModifierRemoved
o List<InventoryModifierSlotUl= modifierSlots | ~ - -~~~ ~-~-= -~ 7 > . GlobalModifiers : List<Modifier> {get}
o UpdateUl() - B o AddModifier(Modifier modifier, ModifierType type = ModifierType.Global)
= OnModifierAdded(Modifierinstance modifier) o RemoveModifier(string modifierld, ModifierType type)
m OnModifierRemoved(ModifierInstance modifier)
e 1
modifierSlots odifiers globalModifiers
* 0.*
@ Modifierinstance
0.*
o Modifier Template

©Inuent0ryModifierSlntUl o int currentStacks

o Modifierlnstance({Modifier modifier)

@ IncreaseCurrentStack(int amount = 1)
o DecreaseCurrentStack(int amount = 1)
o GetCurrentStacks() : int

MICTUTE WabnowH

h i

©Modiﬁer

Pucynok 8 — Model View Presenter from Inventory System
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Sk 6aunmo Inventory Ul mianucyerbes Ha moAii AoAaBaHHS Ta BUAAJICHHS
mMoaudikaTopiB 3 00’ekTy Inventory System Ta oHOBIIOE iHTEepQeiic iHBEeHTaps 3a

noTpeou.

4.1.3 Cucrema OTpMMAHHS HIKOIU
Tax sik B JaHOMY MPOEKT1 TOCUTh YaCTO HEOOX1THO HAHOCUTH LIKOY PI3HUM
00’€eKTaM, TO HEOOX1THO CTBOPUTH YHI(PIKOBaHY CUCTEMY OTpUMaHHS IIKOIU. Jlys

bOT0 OyJI0 cTBOpEeHO 1HTep(deiic sk Ha Jlictunry 13.

Jicmune — IDamagable

public interface IDamagable

{
void TakeDamage (DamageInfo damageInfo);

void Heal (float amount) ;

Ax OGaunMo TmpW HACHIAyBaHHI BiJ JaHOTO 1HTEepdeNcy HACIITHUKH
3000B’s3y10Thcs peanizyBatu Meroau TakeDamage Ta Heal. Ile HeoOximHo Oyio
3poOUTH 100 KOXKHA CYTHICTH Morja OOpOOMTHM OTPMMYBaHy IIKOAY CBOIMHU
moaudikaropamu. 1llo0 Hampukian Sxmo € mMoaudikatop 3MIHU IIKOAM SIKIIO
rpaBellb 3HAXOJIUThCS B MOBITP1 @00 KOJIU BIH MEPE3apsIKAETHCS, TO 1100 BIH MIr
BUKOPUCTATU JlaHi Mojudikatopu mnepen TUM SK OTPUMYBATH IIKOAY 1
KOMITeHCyBatH ii. Uepes manwuii mpormapok podoTu 3 MoaudikaTopaMu TaKoxK 0yIio
cTtBopeHo kiac Damage Receiver, koTpuii B cobi Mae METOAW [Jisi OTPUMAaHHS
IIKOAM Ta JUIs JIIKyBaHHS, a TaKoX miaiiimae iBeHTn aisa EventEmitter motounoi
CYTHOCTI Tpu OTpuMaHHI mkoau abo cmepti. Hmwkue B Jlictunry 14 moxHa

Mo0a4YMTH peati3alliio JaHOTO KJIacy:

Jlicmune 14 — DamageDealer

public class DamageReceiver : MonoBehaviour
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private EventEmitter EventEmitter;

[Header ("Damage Resistance Profile")]

[SerializeField] private DamageResistanceProfile resistanceProfile;

public float MaxHealth { get; private set; } = 100f;

public float CurrentHealth { get; private set; }

private Dictionary<DamageType, float> damageMultipliers;

private void Start ()

CurrentHealth = MaxHealth;

if (resistanceProfile != null)

damageMultipliers =

resistanceProfile.GetModifiersDictionary () ;

else

damageMultipliers = new Dictionary<DamageType, float>();

public void SetupEvents (EventEmitter emitter)

this.EventEmitter = emitter;
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Sk 6aunmo yepe3 meron Setup Events moxna npus’sizatu EventEmitter o
naHoro o0’ekrta 310poB’s. Takok B maHoro Damage Dealer mpucytHe moine 3
Ha3Boro damage Multipliers, koTpe 30epirae B coOl CIHCOK THINB IIKOJAH Ta
MYJIBTHILTIKATOPY KO B HUX. Lle 3po0ieHo aiis Toro, mob AesiKi KJach BOPOTiB

a00 rpaBIIiB MOTJIM MaTH BPa3JIMBOCTI 200 3aXKCT BIiJl AESAKUX THUIIIB IIKOJIH.

4.1.4 Cucremu BOpoOris

Tak-sK BOPOTiB B MPOIIECI PO3BUTKY T'PU MOKE CTaBaTH HabaraTo OLIbIIE, TO
W cucTeMu sl HUX TTOBMHHI MpallOBaTH Maif’ke MOBHICTIO YHIBepcalibHO. PaHiiie
MU BXKE€ PO3IJISHYJIA CHUCTEMY MOJM(DIKAaTOpIiB Ta yHI(IKOBAHY CUCTEMY 3[I0pOB’s
CYTHOCTEH 1 Tenep AIMIIIN 10 BOporiB. B 0CHOBI K0KHOTO Bopora € kiac Enemy,

KOTpHil peanizye iHTepPeiic IDamagable, mo moxxna modaunty Ha Jlictunry 15.

Jicmune 15 — Peanizayis inmepeticy IDamagable knacom Enemy

public void TakeDamage (DamageInfo damageInfo)

Debug.Log ($"Enemy take damage!");

modifierHandler.ProcessDamageTaken (ref damageInfo, damagable);

damageReceiver.TakeDamage (damageInfo) ;

public void DealDamage (DamageInfo damageInfo)

if ('damageInfo.Target.TryGetComponent<IDamagable> (out var

damagable))

return;
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modifierHandler.ProcessDamageDealt (ref damageInfo, damagable);

damagable.TakeDamage (damageInfo) ;

modifierHandler.EventEmitter?.TriggerEvent (new

EnemyMadeDamageEvent

DamageInfo = damageInfo,

Target = damagable

Ax Gaunmo peasnizailis OTPUMAHHS MIKOJUA BOPOTOM Ta HAHECEHHS IIKOIU
Takox BukopuctoBye Modifier Handler ajist HaHeceHHs MIKOAM, K 1 B TPaBld, 1110
JTI03BOJIUTH B MaiiOyTHROMY 0€3 BEIMKUX MPOOJIeM J0aTH 1M I11KaB1 BIACTUBOCTI SIK
3aMOpo3Ka rpaIlsd abo 1e MoCh.

Takox BOpOru OKpiM TOTO IO MOBUHHI MaTu 1HTepdeic i1 HaHEeCEHHS Ta
OTPUMAaHHS IIKOJY TOBUHHI TaKOX YMITH Tepemimaruch. s mepemimeHHs
BOporiB s BUkopuctaB komrnoHeHT Unity - Al Navigation System. /lana cucrema
7103BOJIsIE 6€3 BETMKUX 3aTpaT yacy MepeMillaTd areHTIB MO HaBITaliiHii CITII 110
3HAYHO CIPOIIY€E peaizallito HaBiraiii Boporis. Takox HeoOXiaHO OyJi0 BpaxyBaTu,
[0 BOPOTHM MOXYTh NepedyBaTu sk MiHIMYM B 3 cTaHax, a came ctaH Idle, komnu
Bopor He 6aue cBoro 1Ib, cTaH Chase, KOIM BOpOT HaMaraeThCs 30JUBHTHUCH 3
rpaBieM Ta B crtaHi Attack, konu Bopor yxe IIMIIOB A0 Il Ha HEOOXITHY
JUCTAHITIIO JIIT BUKOHAaHHS araku. J[nms yHidikoBaHoi peamizaiii mepeMimieHHs
BOporiB Oyio cTBopeHo 0a3oBuii abctpakTHui ki1ac Enemy Movement Base. [lanuit
CKpUIIT YK€ BKJIIOYaE B cebe peaiizaiilo CTaHIB BOPOTIB Ta HaJallTyBaHHS

JMCTAHIIIT HA SIKWX MOBUHHI BMUKATHUCH T1 UM 1HIII CTaHU, a TAKOX JTAHUU CKPHUIIT
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BUKJIMKAE aTaky uepe3 mie oauH ckpunT - Advanced Enemy. Advanced enemy
CKpPHUNT KOTPUH TPUMAE B CBOIX IMOJIAX Yac OCTAHHBOI aTakd, KOH(IT MOTOYHOTO
Bopora. Ha ocHoBi kimacy AdvancedEnemy Oyno CTBOpEeHO HAeKUIbKa Pi3HHUX

BOpOFiB, TaKHX SK:

Melee Enemy

Ranged Enemy

e Sniper Enemy

e Mini Boss

Uepes nasBHicTh B ckpunti Enemy Movement Base ta Advanced Enemy

JESKUX BOKIIMBUX peali3alliii KUIbKICTh HEOOX1HOT pOOOTH JJIsi CTBOPEHHS PI3HUX
BU/IIB BOPOTIB 3HAYHO 3MeHIIIacs. Heo0ximHo Oyn0 BChOrO-JIMII CTBOPUTH CBOI
peanizamnii abcrpaktHoro kiacy Enemy Movement Base, mo siBasieThes yxe
TPUBIAJILHOIO 33/1a4€I0 1 3 POOOTH KA peaabHO TpeOyBaia yacy 3aJIUIINIOCS JIUIIIE
peanizyBaTH aTaKd BOPOTIB JJIsl pi3HUX KiaciB. [louHemMo 3 Halinepiioro Bopora -
Melee Enemy(Bopor 6mmkHBOTO 0010). [ 1TaHOTO BOpora HeoOXiTHO OYJIO TPOXHU
JOPOOUTH METOIM JJI1 BU3HAYEHHS! TOTO YW MOBEPHYTHUH BOPOT 0O CBOET I[UTI MiJT
Yyac aTakd, a TaKOXX peajli3yBaTh caM METOJ| aTaKh KOTPUN MOXHA MOO0Aa4YuTH Ha
Jlictuary 16. 3 HBOrO BHUJHO WIO0 CHOYATKY TE€pes] BOPOrOM 3a JOIMOMOTOIO
Physics.OverlapBox 1rykatoTbesi KoJaiaepu muiei. SKio koyaiiepyu 3 TaKum
mapoM OyJio 3HAWJEHO TO aTaka 3aXOAWTh B ITUKJ J€ NIl KOXKHOTO Kojaiiepa
BUKJIMKAETHCS HaKJIagaHHs (I3UYHOTO BIAKUIAHHS LUJICH BiJ mo3uilli Bopora. Lle
JI03BOJISIE TIOCWJIMTH BIIYTTA B aTak BoporiB. [licist BukoHanHs (Hi3udHOI aTaku
BOPOT IMOYMHAE MTyKaTH B Kosutanaepax [Damagable koMOHEHT, BUKOHY€E OOPOOKY
ataku cBoiM Modifier Handler, a motim HaHocuth 00pobsieHy MoaudikaTopamu

IIKOAY TIO IILTI.

Jicmune 16 — MeleeEnemy Attack Sequence

private void ExecuteMeleeAttack()
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Vector3 attackPosition = attackOrigin.position +

attackOrigin.forward * attackForwardOffset;

Collider[] hitColliders = Physics.OverlapBox (
attackPosition,

new Vector3(attackWidth * 0.5f, 1f, config.attackRange *
0.5f),

attackOrigin.rotation,

attackablelayers

foreach (var collider in hitColliders)

Rigidbody rb = collider.attachedRigidbody;

if (rb !'= null)

float distance = Vector3.Distance(transform.position,

rb.worldCenterOfMass) ;

float distanceNormalized =

Mathf.Inverselerp (knockbackForce, 0f, distance);

float adjustedExplosionForce = knockbackUpwardForce *

knockbackForce * (1 - distanceNormalized) * knockbackForce * 0.025f;

rb.AddExplosionForce (adjustedExplosionForce,
transform.position, attackWidth, knockbackUpwardForce,

ForceMode.Impulse) ;

Vector3 toTarget = (collider.transform.position -

transform.position) .normalized;
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float angleToTarget = Vector3.Angle (transform. forward,

toTarget) ;

if (angleToTarget <= attackAngle * 0.5f)

if (collider.TryGetComponent<IDamagable> (out var

target))

DamageInfo damageInfo = new DamagelInfo

Amount = config.damage,

Source gameObject,

Target collider.gameObject,

modifierHandler.ProcessDamageDealt (ref damagelInfo,

target);

target.TakeDamage (damageInfo) ;

Hactynnuwm Oyno HeoOxigHO peanizyBatu Range Enemy. Tyt cutyanis gyxe
CXO0Xa Ha CTBOPEHHS BOpora OJNMIKHBOTO 0010, ajie TyT yke OyJlo HeoOXiTHO
BUKOHYBaTH cTpiibOy cHapsiaamu(Projectile) mo cBoiit mimi. Tak-sK rpaBIeM TaKOX
IUTAHYBaJOCh BUKOHYBATH JMCTAHIINHI aTaky 3a JOMOMOIOI0 CHApsAIB TO OyJo
BUPIIIEHO BUHECTH HEOOX1/IHY JIOTIKY B Okpemuii kiac Projectile(quBurucs Jlictunr

17).
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Jicmune 17 — Knac Projectile

[RequireComponent (typeof (Rigidbody) ) ]

public class Projectile : MonoBehaviour

[Header ("Explosion settings™) ]
[SerializeField] private List<Modifier> modifiers = new();

[SerializeField] public float damage = 10f;

[SerializeField] private float lifeTime = 5f;

[SerializeField] private float explosionForce = 100f;
[SerializeField] private float explosionRadius = 10f;
[SerializeField] private float upwardsModifier = 5f;

[SerializeField] private LayerMask attackablelayers;

[Header ("Visuals") ]

public TemporaryEffect explosionEffectPrefab;

protected GameObject owner;

protected ModifierHandler modifierHandler;

OrnsiHeMO $IK1 TIOJIs Ma€ OCHOBHHM Ki1ac cHapsany. 1o mepure 6aunmo 1o BiH
notpedye matu komnoHeHT Rigidbody Ha irpoBomy 00’ ekTi. [le HE0OX11HO /151 TOTO
1100 00poOATH B13UYHI 3ITKHEHHS 3 THITUMU 00’ ekTamu. Jlam 6a4nuMo KaTeropito
noutiB Explosion Settings. Jlana kateropis ik BUHO 3 HA3BH K€PY€E Pi3HOMAHITHUMU
napaMeTpaMHu MOB’sI3aHUMU 3 TUM SIK Tpairoe BUOyX. Lle Bkitouae B cebe KITbKICTh
IIIKO/IM, MAaKCUMAaJbHUN Yac JKUTTS CHapALy, cwia (pizuyHOoro BUOYXY, pajiyc B
SKOMY TPALIOE TaHui BUOYX, CHJIa MIAKWAAHHS BBEPX (PI3UYHUX Ti7 BiJ BUOYXY, a
TaKOXK BUOIp IFPOBHUX IIAPIB SKUM BJIACHUK JAHOTO CHAapsAy 3MOXE€ HAHOCHUTU

mkoxy. Hanmpuknan most rpasist e map Enemy, a juis Bopora 1ie map Player.
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Ham 6auumo kareropito Visuals. Bona BianoBigae 3a te axuii nmpedad Oye
1HCTAHTIBATUCh Ha Micil BUOyXy. I Takoi-)k yHIBepCaabHOCTI OyJIO CTBOPEHO 1
kiac Temporary Effect, koTpuii B cBOili OCHOB1 Ma€ BOYTOBaHHI1 4ac >KUTTA €PEKTY,
3BYK, Bi3yaJbHHI €QEKT JaHOTO TUMYAcOBOro 00’ekTy. Hmkde B momsx 6auumo
OKpeMo ToJie Jijs 30epiranHs MOCHJIaHHS Ha BIACHUKA CHapAIy, a Takoxk modifier
handler, xoTpuii BiamoBinae 3a Te ski BOynoBaHi epektu Mae cHapsia. Huxde Ha

Jlictunry 18 MoxHa nmobGauuTu peanizaiito kiacy Temporary Effect.

Hicmune 18 — TemporaryEffect

public class TemporaryEffect : MonoBehaviour
[SerializeField] private float lifeTime = 1f;
[SerializeField] private AudioSource audioSource;
[SerializeField] private float clipStartTime = 0f;

private void Start ()

StartCoroutine (LifetimeCoroutine ()) ;

private IEnumerator LifetimeCoroutine ()

if (audioSource != null && audioSource.clip !'= null)

audioSource.pitch = Random.Range (0.9f, 1.15f);
audioSource.volume = Random.Range (0.9f,1f);
audioSource.time = clipStartTime;

audioSource.PlayDelayed (Random.Range (0, 0.1f));
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yield return new WaitForSeconds (audioSource.clip.length);

} else

yield return new WaitForSeconds (lifeTime);

Destroy (gameObject) ;

Jani ctBopenuii kiac Projectile BukopucToByeThCs 115 aTaku rpaBiist Ranged
Ta Sniper Boporamu, He 3a0yBal04yy PO MOKJIMBE BUKOPUCTAHHS JAaHOTO CHAPSAY
boccom Ta camum rpaBuem. Hwkue, Ha Jlictunry 19 MoxnHa noOauuTu

BUKOpuUcTaHHs Projectile ny1s ataku 1o rpaBIfio:

Jicmune 19 — Amaxa RangedEnemy

protected virtual void Attack()

lastAttackTime = Time.time;
if (config.projectilePrefab I= null &&
projectileSpawnPoint != null)
{
Projectile projectile = Instantiate(

config.projectilePrefab,
projectileSpawnPoint.transform.position,

projectileSpawnPoint.transform.rotation
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projectile.transform.LookAt (playerTransform.position);

projectile.SetupProjectile (
config.damage,
gameObject,
config.innateModifiers,

eventEmitter

Sk BunHO 3 Koy nipedad nmpoKeKTaiia aicTaeThes 3 KOHGIry Bopora, nai
JAHUM MPOKEKTANI CTBOPIOETHCS Ha CIICHI, TOBEPTAETHCS B CTOPOHY I1ii. [licms
CIaBHA Ta MOYATKOBOI 1HIIiaMi3aIli CHApsAy BiH 1HIIIIOETHCS 1€ W MapamMeTpamu
BOpOra, TaKMMH SIK IIKOJAA, BIACHUK CHapsay, MoaudikaTopu Bopora Ta
EventEmitter cHapsiay 11t miIHATTS HEOOX1THUX MOJIN TIiJ] Yac 31TKHEHHS CHAPSAY
3 IrpoBUMH 00’€KkTaMu. SKIIO po3riignaty peanizanio Bopora Sniper Enemy, To
BOHA Mail>ke HIYMM HE BIIPI3HAETHCS OKPIM TOTO, 1110 BOPOT BUKOHYE “3apsIKEHHS
aTaku mepe/1 MOCTPIIOM.

A 0ochb 110 JIMCHO IIKaBO PO3TJIIHYTH TakK 11€ CKpUnT poooTtu MiHi bocca. Bin
y’K€ HE TMPOCTO aTaKye TpaBlld CHapsAaMH MOOAMHOKHUMHU TOCTPIJIaMH, a aTaKye
CBOIO LIJIb cepieto mocTpimB. Ha HacTymHOMY JICTHUHTY pO3IJVIIHEMO JaHy

peanizalio.

Jicmune 20 — MiniBoss.VoleyAttack

private IEnumerator PerformVolley ()

if (isPerformingAction) yield break;
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isPerformingAction = true;
movementBase?.StopMovement () ;
// charge / aim (sniper-like in higher phases)

float charge = (currentPhase == 1) ? 0.1f : (currentPhase ==

? 0.6f : 0.9f);
yield return new WaitForSeconds (charge) ;

Transform spawn = projectileSpawnPoint ?? attackOrigin;

Vector3 targetPos = Player.Instance.transform.position;

Vector3 baseDir = (targetPos - spawn.position) .normalized;

int count = volleyCount + (currentPhase == 3 2 2 : 0);

float spread = volleySpreadAngle * (currentPhase == 1 ? 1f
(currentPhase == 2 ? 0.8f : 0.6f));

for (int 1 = 0; 1 < count; i++)

// compute spread

float t = (count == 1) ? 0f : (1 - (count - 1) * 0.5f) /

(count - 1);
float angle = t * spread;

Quaternion rot = Quaternion.AngleAxis (angle, Vector3.up) *

Quaternion.LookRotation (baseDir) ;

if (projectilePrefab != null)

Projectile P = Instantiate (projectilePrefab,

spawn.position, rot);

p.SetupProjectile (config.damage * (currentPhase == 3 ?

1.4f : 1f), gameObject, config.innateModifiers, eventEmitter);

yield return new WaitForSeconds (volleyDelayBetween) ;
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// set next volley cooldown (faster in higher phases)

nextVolleyTime = Time.time + volleyCooldown * Mathf.Lerp(lf,
0.6f, (currentPhase - 1) * 0.6f);

lastAttackTime = Time.time;
isPerformingAction = false;

movementBase?.ResumeMovement () ;

PosrisiHemo gany ataky. [1o nepmie 6aunmo mo Advanced Enemy mini 6occa
BUKJIMKA€ KOMaHAy 3YIUHKH NepeMilieHHs 0oca. [lani npoxoauTs Aesika MiHi-(paza
3apsAIKEHHS aTaKU 1 MICIS I[HOTO PO3PAXOBYETHCS B 3aJI€KHOCTI BiJl TOTOYHOI (a3u
00ca CKIJTbKM CHapsI/IiB CTBOPUTH Ta K CUJILHO POOUTH IXHINM PO3KHU BiJl LIIOBOT
Touku aTaku. [licis mbOTO B IUKII YK€ 3HAHOMHUM HaM METOJOM CTBOPIOIOTHCSA
CHapsiIM Ta BUPAXOBYETHCS Yac 4Yepe3 sKUM Oyje BUKOHaHA HACTyIIHA aTaka

JaJIbHBOTO 0010 Ta BUKJIMKAETHCS KOMaHAa IIpOJOBXKCHHSA HGpCMiH_IeHHH BOpora.

4.1.5 Cucrema resepauii piBHs

Tak-sk 119 JaHOTO TPOEKTY OyJIO MPUHHATO PIIEHHS CTBOPUTH CHUCTEMY
MPOLIETyPHOI TeHeparllii iIrpoBoro piBHSA TO MICIsI HEBEJIMKOTO JOCIIIKEHHS OYyJI0
oOpaHOo TeHepallito PiBHS MO BOKCEJBbHIN CiTIl. BokcenbHa ciTKa - 1€ CiTKa B AKiH
0JIOKU piBHS CKJIa1at0Thes 3 KyOiB po3mipoMm 1x1x1 tonitu. Koxken 6510k Moxke OyTu
K ITyCTUM, TaK 1 OyTH OJIOKOM CTIHHU KiMHaTH ab0 Kopuaopy. Takoxk BiH MOXxe OyTu
0JIOKOM MOJy Ta MOTOJIKY KIMHAT Ta KOpuaopiB. Bubip BOKcelbHOI CITKH OYB
oOpaHuil B OUTBIIIA Mipl Yepe3 MOMIIMBICT OLIBII TOYHO KEPYBAaTU PO3MIIICHHIM
KIMHAT Ha PiBHI Ta MpoXojaMud MK HUMH. J[0 1bOro OyJ0 TaKoX PO3TIISTHYTO
reHepalio Maru 3a gornomororo Binary Space Partitioning, ane nanuii ciocio meHi
HE BAAJIOCS] BUKOPUCTATH JUIsI TeHepallli IIKaBUX PiBHIB.

Jlns reneparttii Takux piBHIB Imepiie 1o 0yJIo CTBOPEHO Tak Iie kiac Voxel

Grid(Jlictunr 21).



Jlicmune 21 — Yacmuna xknacy Voxel Grid

public class VoxelGrid
public Vector3Int Size { get; private set; }
private Cell[,,] cells;

private HashSet<(int x, int z)> occupiedXZ = new();

public VoxelGrid(Vector3Int size)

Size = size;
cells = new Cell[size.x, size.y, size.z];
for (int x = 0; x < size.x; x++)

for (int y = 0; y < size.y; y++)

for (int z = 0; z < size.z; z++)

cells[x, y, z] = new Cell

type = CellType.Empty,

roomId = -1
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public bool IsInside (Vector3Int point)

return point.x >= 0 && point.x < Size.x &&

point.y >= 0 && point.y < Size.y &&

point.z >= 0 && point.z < Size.z;

public Cell GetCell (Vector3Int position)

if (!IsInside(position))

return new Cell { type = CellType.Empty, roomId = -1 };

return cells[position.x, position.y, position.z];

public void SetCell (Vector3Int pos, CellType type, int roomId = -1)

if (!IsInside (pos))

return;

cells[pos.x, poOs.y, pos.z].type = type;

cells[pos.x, pos.y, pos.z].roomId = roomId;

MarkOccupiedXZ (pos) ;
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Posrisitnemo koj BokcenbHOI CiTkH. [lo-mepie 6aunmo mapameTp po3mipy
CITKH, Jaji 6a4nMMO TPUBUMIPHUN MaCHUB KJIITHHOK CITKH Ta XEUICET 3alHATHX
KITUHOK 110 X Z KOOPAHMHAT, 1110 OyJI0 HEOOX1THO 3p0OUTH Il BUKOPUCTAHHS TIpU
reHepaii KopuJI0piB Ta Mpy PO3MIIIEHHI KIMHAT Ha CITIII.

Takox B TICTHHTY IPUCYTHIM METO 1HII1a13a1li] CITKU ITyCTUMH KIIITHHAMH,
a TaKOX METOJIH JIJIsl MPUCBOEHHS T4 OTPUMAaHHS KJIITUH CITKU 32 KOOPJMHATAMH.

Jani notpi6HO OYyJI0 BU3HAUYUTUCH 3 TUM KIMHATH SIKO1 (hOPMU MOXKYTh OyTH
Ha KoopauHatHiN ciTii. CnovaTtky Oyno gomaHo 3 ¢gopmu, a came KBajpaTHy, I -
miein, Ta Kpyriy KIMHATy, ajieé MiJl 4ac TECTyBaHHS TpU Ta i 4ac reHeparfii
ONTUMAJBHUX KOJUIANAEpiB uid KiMHAT OyJi0 NMPUHHATO PIIIEHHS THUMYacoOBO
NepelTH IpOCTO Ha KBAAPATHI KIMHATH MO0 YCIIIIHO 3aBEPIIUTH MPOEKT. OTxe

KJ1ac (opMH KBaJIpaTHOI KIMHATH MOXKHA 1oOauntu Ha Jlictunry 22.

JHicmune 22 — Keaopamua ximuama

[Serializable]

public class RectShape : Shape

public Vector3Int Size;

public override List<Vector3Int> GetOccupiedCells (Vector3Int

origin)

List<Vector3Int> cells = new();

for (int x = 0; x < Size.x; x++)

for (int y = 0; y < Size.y; y++)

for (int z = 0; z < Size.z; z++)

cells.Add(origin + new Vector3Int(x, vy, z));
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return cells;

public override List<Vector3Int> GetPassageCells (Vector3Int origin)

List<Vector3Int> passages = new();
int floorY = 1;
passages.AddRange (GeneratePassage (

origin + new Vector3Int(Size.x / 2 - PassageWidth / 2,

floory, 0),
new Vector3Int(l, 0, 0), new Vector3Int(0, 1, 0)));
passages.AddRange (GeneratePassage (

origin + new Vector3Int(Size.x / 2 - PassageWidth / 2,

floorY, Size.z - 1),
new Vector3Int(l, 0, 0), new Vector3Int(0, 1, 0)));
passages.AddRange (GeneratePassage (

origin + new Vector3Int (0, floorY, Size.z / 2 - PassageWidth
/ 2),

new Vector3Int (0, 0, 1), new Vector3Int(0, 1, 0)));
passages.AddRange (GeneratePassage (

origin + new Vector3Int(Size.x - 1, floorY, Size.z / 2 -

PassageWidth / 2),
new Vector3Int (0, 0, 1), new Vector3Int(0, 1, 0)));

return passages;

public override List<Vector3Int> GetInnerCells (Vector3Int origin)
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List<Vector3Int> inner = new/();
int y = origin.y;

for (int x = 1; x < Size.x - 1; x++)

for (int z = 1; z < Size.z - 1; z++)

inner.Add (new Vector3Int (origin.x + x, vy, origin.z +

return inner;

Sk O6aunmo manuit kiac ¢GopmMu Mae B o0l JEKUIbKa KOPUCHUX METOJIB,
TaKUX SK METOJ JJIT OTPUMAHHS 3aHHATHUX KIITHH, METOJ] OTPUMaHHS KIIITHHOK B
KOTPHUX OYIYIOTHCS MPOXOU Ta METOJ JJII OTPUMAHHS KIIITUH KOTP1 3HAXOMASITHCS
BCcepeanH1 KIMHAaTH. Bce 11e BUKOPUCTOBY€ETHCA Jajil B IPOEKTI.

[Ticns Bu3HaueHHst popm kiMHat Oyso cTBopeHo kiac RoomArchetype moms

KOTPOTro MOXHa nodauutu Ha Jlictunry 23.

Jlicmune 23 — RoomArchetype

[CreateAssetMenu (fileName = "RoomArchetype", menuName =

"Dungeon/RoomArchetype") ]

public class RoomArchetype : ScriptableObject

public string roomName;

public RoomType type;
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[Header ("T'eomeTpia") ]

public RoomShapeType shapeType;

public Shape shape => GetShape (shapeType) ;
public Vector3Int size;

public int radius;

[Header ("KouTeHT") ]

public GameObject floorPrefab;
public GameObject wallPrefab;
public GameObject roofPrefab;

public List<Feature> features;

[Header ("Bamauc") ]

[Range (0f, 1f)] public float weight = 0.5f;

Ax OauuMo 1el Kjac BHCTyIae KOHQirypamiiiHuMm aitom st 6aratbox
KiMHAT. BiH 103B0JISIE THYYKO Ta JIETKO MOJIU(IKYyBaTH T€ IKOTO PO3MIpy MOXKe OyTH
KiMHaTa, IKUH MIaHC 11 BUTIQJIHHS, 30BHIIIHIN BUTJIST KIMHATH, a TaKOXK GopMy Ha
TUII KiMHATH. Tun KIMHATH BH3HA4Ya€ YW IIe 3BUYaMHa KiMHaTa, 00C KIMHAaTa,
KiMHATa 3 IIIHHOCTSAMH a00 KIMHATa-I1acTKa, 110 JI0Ja€ TPl BapiaTUBHOCTI.

[Ticnst TOro s MU B)K€ 3HAEMO SIKI TUIM KIMHAT OyIyTh pPO3MIIIyBaTHCh Ha
piBHI HEOOXiMHO 3reHepyBaTH Tpad piBHI. 3a JOMOMOTow0 Ioro Tpady Oyne
3pO3yMiJI0 MK SKUMH KIMHAaTaMH HEOOXigHO Oyjae TeHepyBaTu mpoxoau. B
reHeparopi HaBesieHoMY B JIicTUHTY 24 M1 6a4uuMO Te, SIK TeHepyeThCs rpad KIMHAT
pa3oM 3i CTapTOBOIO KIMHATOIO, CTaHAAPTHUMH KIMHAaTaMd Ta PaHIOMHUMU

JOAaTKOBUMU KIMHATaMH T10 TUITY TTACTKU 200 KIMHATH 3 IIHHOCTSIMHU.

Jicmune 24 — ['enepayis epaghy xKimuam

public RoomGraph Generate ()
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Random.InitState (DateTime.Now.Second + DateTime.Now.Millisecond

+ DateTime.Now.Hour) ;

RoomGraph roomGraph = new RoomGraph () ;

roomGraph.AddRoom ("start", RoomType.Start);
for (int 1 = 0; 1 < RoomCount; i++)
roomGraph.AddRoom ($"room {i}", RoomType.Normal) ;

roomGraph.AddRoom ("boss", RoomType.Boss);

roomGraph.Connect ("start", "room 0");

for (int 1 = 0; 1 < RoomCount - 1; i++)

roomGraph.Connect ($"room {i}", $"room {i + 1}");

roomGraph.Connect($"room_{RoomCount - 1}1", "boss");

for (int 1 = 0; 1 < RoomCount; 1i++)

if (Random.value < 0.4f)

string sideId = $"side {i}";

RoomType type = (Random.value < 0.5f) ?

RoomType.Treasure : RoomType.Trap;
roomGraph.AddRoom (sidelId, type);

roomGraph.Connect($"room_{i}", sideld) ;

return roomGraph;
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HacTymnHuit Kpok Kk reHepaiiii irpoBoro piBHs i€ pO3MIIICHHS KIMHAT Ha PiBHI.
Jns posmimienHs kiMHat Oyno crtBopeHo kiac Room Placer. [lanmit kmac
HAMara€eTbCsi PO3MICTUTH KIMHATH IIYKAlOUM HACTYIHY TO3MUIII0 ISl CIpoOu
PO3MIIIIEHHSI MO cCrmipajii BiJ MOYaTKOBOi TOYKH MEpeBIpKU. SIKIIO KIMHATY He
BJIAJIOCh PO3MICTHUTH BiJpa3y, TO 3a 30LJIbIISHHSIM YKCIa IOTOYHOTO KPOKY KIMHATa
HaMaraeThbCsl PO3MICTUTUCSA BCE aJIbIIIE B/l IOYATKOBOI TOUKH IIOKH BCE XK HE 3MOXKE
ctaTi Ha cBoe Micue. Hmwxkue Ha JlicTuHry 25 MOXXHAa 1MoOauuTH METOJ SIKUM B
3aJIeKHOCTI B1Jl HOM€epa CIipoOu BiJIa€ HACTYITHY MO3UIIIIO JUIsl CIPOOH PO3MIIIEHHS

KIMHATH.

Jlicmune 25 — RoomPlacer.GetOffsetOrigin

private static Vector3Int GetOffsetOrigin(Vector3Int origin, int

attempt, int step)

if (attempt == 0) return origin;

int radius = (attempt / 8 + 1) * step * 2;

float angle = (attempt % 8) * Mathf.PI / 4f;

int dx = Mathf.RoundToInt (Mathf.Cos(angle) * radius);

int dz = Mathf.RoundTolInt (Mathf.Sin (angle) * radius);

return new Vector3Int (origin.x + dx, origin.y, origin.z + dz);

Takox Oysi0 po3po0ICHO METO SIKUM MEepEeBIps€ YU MEPECIKAETHCS MOTOYKA
KiIMHATa 3 1HIIMMHM KJIITHHAMH Ha PiBHI. SKIIO TaKuX KJIITUH HE OYJIO 3HAMIEHO, TO

KIMHATa PO3MIILY€E€ThCS Ha KOOPAMHATHIN CITI.

Jlicmune 26 RoomPlacer.TryPlacelnternal
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private static bool TryPlacelnternal (VoxelGrid grid, RoomArchetype

archetype, Vector3Int origin, int roomId, int minDistance)

List<Vector3Int> cells;

try

cells = archetype.shape.GetOccupiedCells (origin) ;

catch (System.Exception ex)

Debug.LogError ($" [RoomPlacer] Exception in GetOccupiedCells

for '{archetype.name}' at {origin}: {ex}");

return false;

if (cells == null || cells.Count == 0)
return false;

foreach (var cell in cells)

if (!grid.IsInside(cell))

return false;
var cellData = grid.GetCell (cell);
if (cellData.type != CellType.Empty)

return false;

for (int dx = -minDistance; dx <= minDistance; dx++)

for (int dz = -minDistance; dz <= minDistance; dz++)
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Vector3Int checkPos = new Vector3Int(cell.x + dx,
cell.y, cell.z + dz);

if (grid.IsInside (checkPos) &&
grid.GetCell (checkPos) .type !'= CellType.Empty)

return false;

// posMimeHHS

foreach (var cell in cells)

grid.SetCell (cell, CellType.Room, roomId);

MarkRoomBufferZone (grid, cells, minDistance, roomId);

return true;

Cnouatky B merozi TryPlacelnternal nepeBipsieTbcst un Bei KiTuHU Room
Archetype BasiH1(3HaX0AIThCSl BCEPEANHI KOOPAMHATHOL CITKH), a TAKOXK UM JIaHY
KIITUHY BXK€ IIOCh 3aiimae. SIKI0 KIITUHM TPOXOIATH I MEPEeBIPKUA TO Jall
BiIOYBAEThCS TEpPEBIpKa YW BUIbHI KJIITUHU Ha MiHIMAJIbHINA JUCTaHIIl MIXK
KiMHaTaMu. SIKIIIo 1 11€ MPOUIIIIO YCHIITHO TO TOA1 KIMHATA YCITIIIIHO PO3MINTY€THCS
Ha KOOPJMHATHIN CITILI 1 TEHEPATOP Malu MePeXoIUTh O HACTYITHUX KIMHAT.

[Ticnst ycminmHOTO pO3MIIIeHHS KIMHAT Ha PiBHI HEOOX1THO BUKOPUCTOBYIOUH
TO-ke Tpad KiMHAT 3reHepyBaTH MPOXOAM MK HUMHU. /(s reneparlii mpoxojis
OyJ0 BUKOPUCTAHO aJITOPUTM MOILIYKY HUIAXY A*, ne /Ui MOoLyKy HalKopOTIIOTo
HUIAXY HEOOX1THO BUPaxoByBaTH MaHXETTEHCHKY BIJICTaHb JUIsSl PI3HUX KIIITHH IO

SAKUM IIPOXOJUTH IIJIAX. I[aHa MAaHXCTTCHCBhKA BiI[CTaHB B MO€MY BHIIAJKY IIPOCTO
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BUPAXOBYE BIJICTaHb MDK IMOTOYHOK KIITHHOIO Ta IIJILOBOIO KJITHUHOK YOO B

MOEMY BUIAQJIKy BUcTadae(aus. JlicTuHr 26).

Jlicmune 27 — CalculateManhattanDistance

private float CalculateManhattanDistance (Vector3Int a, Vector3Int Db)

return Mathf.Abs(a.x - b.x) + Mathf.Abs(a.z - b.z);

Takox mpu reHepaliii KOpuIopiB HEOOX1THO OYJI0 BUYUCIIATH I[IHY TTPOXO0TY
yepe3 JesKl KIITUHUA HUisiXy. B Moemy Bumagky Oyino oOpaHO MOCTaBUTH LIHY
IIPOXO0/ly Ha MIHIMAaJIbHY, SIKILIO KOPUAOP Oy/ie MepeciKaTUCs 3 IHIIUM KOPUIOPOM,
a Ha MYCTIN KJIITHHII TTOCTABUTH I[IHY MPOXOJY PIBHY OJHOMY. A SIKIIO KJIITHHA
3aifHsATa YUMOCH 1HIIKUM HIXK ITyCTOTOIO a00 MOJIOM KOPUIOPY, TO IiHA MTPOXOY Ha
TaKy KJIITUHY BCTAHOBJIOEThCA MakcuMmalibHa - float.MaxValue. Ha Jlictunry 27

MO>KHA MOOAYUTH peati3alliio JaHOTO METOY.

Jicmune 28 — BupaxyeanHs yiHu npoxo0iceHHs KIimuHu

private float CalculateMoveCost (Vector3Int cell)

if ( grid.IsXZOccupiedByRoom(cell))

return float.MaxValue;

var cellType = grid.GetCell((cell) .type;

if (cellType == CellType.Empty)

return 1£f;

if (cellType == CellType.CorridorFloor)
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return 0.5f;

return float.MaxValue;

[Ticnst Toro 5K y>xe OyJ0 BU3HAUEHO, K1 KIIITUHU YUM 3aiHATI Ta K1 KIMHATH
3 IKUMHU 3’ €JIHaH1, HeoOX1HO 1€ Bce BizyanizyBatu. Crodarky OyJia cipobda nmpocTo
CTBOPUTH JJIsl KOKHOI KJIITUHU CBill 00’ €KT, AKUW OM MaB Bifpa3y CBIi KoJaiiiep Ta
MeII 3 MaTepiajioM, ajie 1€ BUSBWIOCH JKaXJIUBUM PILICHHSIM, TaK-5K Yepe3 BEIUKY
KUIBKICTh MAJIMX KOJaiIepiB CTpak/1aB MPOIIECOp, a YEPE3 BEIHUKY KUTHKICTh MEIIIB
3 Martepianamu HaiTh 3 yBiIMKHeHMM GPU Instancing yxe moyaB cTpakoaTu sIK
mpoiiecop Tak 1 BijieokapTa. Lle Bce BimOyBaeThCsi depe3 T€ 10 KOXKEH IrpOBUN
00’€KT HajICiaB CBIA OKPEMHUH 3alUT HA peHAEp 00’ €KTIB Ha BIJCOKAPTY, a KOJIH
TaKuX 3alUTIB OaraTo TO HaBaHTAKEHHS HA MPOIECOP 3POCTAE.

Takux 00’ €kTiB MOTJI0 OyTH 1 IEKIJIbKA TUCAY Ha piBeHb. K gaHy npobiemy
OyJ0 BUSBIEHO OyJI0 MPUNHATO BUKOPUCTOBYBAaTHM OLIbII €(EKTHUBHI CIOCOOU
peHzaepy KIMHAT Ta KopuaopiB. TyT Ha JOmOMOry MpUXOAWTh CTATUYHUN METO.
Graphics.DrawMeshlnstanced. Bin 103BoJisi€ B 0JTMH BUKJIMK TIEPEIaBaTH MATPHITIO
PO3MILIEHHS Ta MOBOPOTIB MEILIB, MEII Ta MaTepiall A1 peHaepy. 3aBAsSKA TOMY,
110 32 JOTIOMOT'0I0 TaKOT'0 BUKJIMKY MO>KHA 32 OJMH BUKIIMK PEHIEPY J10 BiICOKapTU
PEHIEPUTH BIIpa3y TUCSU1 MEILIB 3 OJJHUM MaTepiajJoM HaBaHTAXXEHHS Ha IPOLIECOP
1 BIICOKAPTY, a TAKOX HA BiJ€OnaM ATh PI3KO BIAJIH.

Kon peamnizarii gaHoro pesaepy i KIMHAT MOKHA MOOAYMTH HWDKYE Ha

Jlictunry 29.

JHicmune 29 — Buxopucmanns Graphics.DrawMeshlnstanced ons pendepy Kimuam

private void Update ()

if (!initialized || RoomInstance == null) return;
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if (drawFloor && RoomInstance.floorMatrix.Count > 0)

Graphics.DrawMeshInstanced (RoomInstance.FloorMesh,

RoomInstance.FloorMat, RoomInstance.floorMatrix);
if (drawWalls && RoomInstance.wallMatrix.Count > 0)

Graphics.DrawMeshInstanced (RoomInstance.WallMesh,

RoomInstance.WallMat, RoomInstance.wallMatrix);
if (drawRoof && RoomInstance.roofMatrix.Count > 0)

Graphics.DrawMeshInstanced (RoomInstance.RoofMesh,

RoomInstance.RoofMat, RoomInstance.roofMatrix);

if (cullingTarget != null && cachedColliders !'= null
cachedColliders.Length > 0)

cullingTimer += Time.deltaTime;

if (cullingTimer >= cullingUpdatelnterval)

cullingTimer = 0f;

HandleColliderCulling() ;

&&

Ax 6auumo B Room Renderer B (yHKINT sika BUKIMKAETHCS KOXKEH Kap

B1JI0YBA€ETHCSI BUKJIMK PEHIEPY MEIIB Ui CTiH, NOJy Ta JaXy KIMHATH, & TaKOX

BinOyBaeThcs Collider Culling, skuit BUMHKa€e KoJaiiepu K1 3HAXOAATbCS 3aHATO

naneko Bif rpasis. Jlana omTumizaliis 1 AO3BOJIMJIA TPl ICHYBaTH Ta HOPMAJIbHO

MpaIloBaTy HaBITh Ha Takomy ciiabkomy 3aiizi sk GPU Intel UHD 620.
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Takox OyJ0 CTBOPEHO OKpemMi METOJIW MJig TeHepalii ONTUMAaJIbHUX
KoJlaliJiepiB JUIsl KIMHAT Ta KopuaopiB. [aHi Metoau Opanu OJHY 3 TOUYOK KIMHATH
a00 KOpHUIOpY Ta MIyKaJIW CYCiTHI KJIITHHH, K1 B TIOEHAHH] 3 TOTOYHOIO KIITHHOIO
smorsii 0 ytBoputH BoxCollider, koTpi SBISIOTbCS HAUOPOCTIIMMU IS
PO3paxyHKy Imporecopom (i3uKku B Tpi.

[Ticnst ycmimHoro BUpIIEHHS MPOOJIEMH PEHIEPY IrPOBOrO PiBHS MOTPiOHO
OyJio peainidyBaTd IIe JEKUJIbKa HEBEIMKUX cucTeM, a came Room NavMesh
Generator, sikuii reHepye ONTUMATIBLHUN HaB MENI JJIsl IEPEeMIIIEHHS HaBIraliiHuX
arenrtiB, GameRoom Controller, koTpuii reHepye Kojalaep Tpurepa sl akTUBaIli
KIMHaTH, a caMe€ /I [OYaTKy CIaBHY BOpOTiB B KIMHATi, BOpOTa, KOTPi
3QUUHSIOTHCS MPU aKTUBAIlll KIMHATH Ta BIIUMHSIIOTHCS MICIs MEPEMOTH BOPOTIB.
[Tounemo 3 ormucy GameRoom Controller six 3 HaliBUIIIOTO 11apy a0CTpaKIIii irpoBoi

JIOT1KH KIMHATH.

Hicmune 30 — GameRoomController - iniyianizayis ma noas kiacy

[RequireComponent (typeof (RoomGates), typeof (RoomEnemySpawner)) ]

public class GameRoomController : MonoBehaviour

public UnityEvent<RoomInstance> OnRoomBossDied = new /() ;
private RoomInstance gameRoom;

private RoomGates roomGates;

private RoomEnemySpawner enemySpawner;

private bool roomActive = false;

private int difficulty = 2;

[SerializeField] private Material spawnPointsMaterial;

[SerializeField] private LayerMask targetLayerMask;
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public void Initialize (RoomInstance room)

gameRoom = room;

// TlpuBa3HBaeM KOHTPOJJIEP HENOCPeNCTBEHHO K RoomGO

transform.SetParent (gameRoom.RoomGO.transform, false);

transform.localPosition = Vector3.zero;

transform.localRotation = Quaternion.identity;

transform.localScale = Vector3.one;

roomGates = GetComponent<RoomGates> () ;

enemySpawner = GetComponent<RoomEnemySpawner> () ;

enemySpawner.OnBossDied.AddListener (OnBossDied) ;

enemySpawner.OnAllEnemiesDestroyed.AddListener (OnAllEnemiesDied) ;

GenerateTrigger () ;

Ak 6aunMo B MOJSAX KIacy 30€piraroThCsi OCHOBHI KOMITOHEHTI SIKUMH KEpY€
GameRoomController, a came RoomGates 1 RoomEnemySpawner. B metoai Start
BiIOYBAETHCS 1HIIIATI3AIS KOHTPOJUIEpa KIMHATH Ta HOTO KOMIIOHEHTIB, a TAaKOXK
BHUKJIMKAETHCS TCHEpAIlis TpUrepa I akTUBaIlii KiMHATH. Tako MO)KHA TOOAYUTH
1BEHTH SIK1 IT1JTHIMAE KIMHATa SIKIIO BC1 BOPOTH oMepJik Ta/abo 60cc JaHoT KIMHATH

omMep.
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4.1.6 IrpoBuii MeHeI)KMEHT

[Ticns Toro sik mMoOyAOBaHO BCl OCHOBHI CHCTEMM HEOOXiTHO MOOyIyBaTu
cucTeMy HaiBumoro mapy - GameManager. /[ana cuctema BiIoBia€e 32 OCHOBHUMN
Game Loop. Januii knmac GameManager BiANOBIa€e 3a CKIAAHICTh TPU, CKUIbKU
piBHIB TOBHHEH MEPEMOITH T'paBellb JJIsi IEPEMOTH B 3a0iTy, a TAaK0X BIIMOBIAAE 3a
nepereHeparnio Manu 3 HOBUM KJIIOYEM MICIsl MEPEeMOTrH Ha KOKHOMY piBHI. Jlis
MPUKJIAAY OTVITHEMO MPOIEAYPY PECTapTy PiBHS TP MPH BHUTPAIly IpaBlEM PiBHS

Ha Jlictunry 31.

Jlicmune 31 — GameManager.RestartLevel
public void RestartLevel ()
{
StopwatchTimer.Instance.PauseTimer () ;
currentlLevel += 1;
if (currentlLevel >= levelsToWin)
{
float seconds = StopwatchTimer.Instance.GetTimeSeconds()
string secondsString =
StopwatchTimer.Instance.GetTimeString () ;

SaveManager.Instance.SaveMaxKills () ;
SaveManager.Instance.SaveMaxPoints () ;

SaveManager.Instance.SaveRecordWinningTime (seconds) ;

WinningGameScreenUI.Instance.Activate (currentlevel)

Cursor.lockState = CursorLockMode.None;
Cursor.visible = true;
return;

}

Debug.Log ($"Player Won -> {currentLevel}");
WinningScreenUI.Instance.Deactivate() ;
Debug.Log (" [GameManager] BukamMk pecTapty piBHa.");
Cursor.lockState = CursorLockMode.Locked;
Cursor.visible = false;
DestroyAllGeneratedRoomGates () ;
generator.StartGenerating () ;

Ak 6auuMO croYaTKy MICIs MPOXOIKEHHS PIBHS CEKYHAOMEP MPOXOKEHHS
IpU CTaBUTHCS Ha May3y, TaK-sK TOM yac 3a sSkuii OyJie BiIOyBaTUCs epereHepartis
PiBHSI HE MOBHMHEH BIUIMBATH HA 4ac MPOXOJPKEHHS I'pU, TAK-AK HA IEPCOHAIBHUX
KOMIT'FOTepax 3 PI3HOI0 MOTYXKHICTIO TeHepallis IrpOBOr0 piBHSA Ta WOTO OYMCTKA

nepe] HaCTYIMHOI0 TeHEpallilo MOXKe 3aliMaTu JyKe pi3Hy KUIbKicTh yacy. Ilicms
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IIOTO MOPIBHIOETHCS KIIBKICTh MPOUJICHUX PIBHIB 3 KUIBKICTIO HEOOXITHOK IS

YCHIIIHOTO 3aBEPIIEHHS TpH. SIKII0 JaHa yMOBa BUKOHAJIACh, TO T'€HEpallisi pIBHS HE

BiIOYBA€THCS, @ BMHUKAETHCS €KpaH MEPEMOTH TpU Ta PEe3yNbTaTh MPOXOIKEHHS

3aMKCYIOThCS Yepe3 okpeMuil kiac SaveManager B PlayerPrefs nis maitGyTHbOTO

BiT0OOpa’keHHA Ha €KpaHi CTATUCTUKH B TOJIOBHOMY MEHIO I'pu. SIKIIIO BCe & IpaBelib

HE MPOUIIOB HEOOX1IHY KIJIbKICTh PIBHIB TO CIIOYATKY Bi/I0YBA€ThCS OYMCTKA PIBHS,

a TIOTIM B110yBa€ThCSl HOBA reHepallisi piBHS.

1.

4.2 BUCHOBKH 110 po3aiay 4

OT1xe OyJI0o AOCTIKEHO POOJIEMHU 3 IKUMU 51 31ITKHYBCS MiJ] 4ac po3poOKu
I'pU, a caMe IpodJieMy CTBOPEHHS CUCTEMHM IMEPEMIIIEHHS I'paBLsi, CUCTEMU
BOPOTiB, T€Hepallli pIBHIB 1 TaK Jai.

Po3po61eH0 HallOCHOBHIIII CUCTEMU I'PH, @ CAME CUCTEMU HAHECEHHS IITIKOIH,
MoaudiKaTopiB, reHeparlii piBHIB, CUCTEMH BOPOTIB, MEHEHKMEHTY TpH,
iHTepdeiicy Ta Oarato iHmOro. Ilicias CTBOpEHHS NaHMX CUCTEM MOXKHA

cKkazatH, 1o rpa xxanpy FPS Roguelike Oyna ctBopeHa Ha piBHI IPOTOTHITY.

3. B peanizaiii rpu rpaBelb Ma€ MOXJIMBICTh TOBHICTIO MPOUTH Ipy MOOAYUBIIH

BC1 CTBOPEH1 CUCTEMHU B i, @ camMe IrpOBUI NPOLIEC BUTIISIAAE€ HACTYITHUM YHHOM:

l.

2
3.
4

93]

['paBenib 3’ IBNSIETHCA B IPOBOMY CBITI

[TpoxoauTh 1Mo KOpUaOpaM B KiMHATH

KoxxHa kiMHaTa reHepye Jesiky KUIbKICTh BOPOTIB JUIs 11 MPOXOKEHHS
[Ticnst mpoXomKeHHsI ICKITbKOX KIMHAT TPaBellb MOKE HATPAIIUTH Ha KIMHATY
ooca.

B kimHaTi 60ca BiH 60opeThes 3 60coM

Skio rpaBens mporpaB 00cy TO MOMY IMOKa3y€eTbCsl €KpaH Mporpamty Ha
SKOMY BiH MOYKE€ TIOBEPHYTHCS B TOJIOBHE MEHIO a00 MOYaTH TPy 3 MOYATKY
SIxuio rpaBeub BUrpae 6oca, TO BIH Ma€ MOXKJIUBICTh MPOWUTH HACTYIHHIM

PIBEHB.
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8. Ilicns mpoxXoKeHHs TPhOX PIBHIB IpaBellb 0aYUTh €KpaH BUTpAIy I'PHU Ta
CTaTHCTUKA HOTO MPOXOKEHHS 3alHCYEThCSI B MOTO CTATUCTUKY, SKY BiH

MOJK€e IT00aYUTH B TOJIOBHOMY MCHIO

4.3 1110 MOKHA MOKPAIUMTH B BUKOHAHIH po0oTi

Yepes BeNMKY CKIAIHICTh CTBOPEHHS ITOp TaKOTO >KaHPY 3 MPOIEAYPHOIO
re’epaiii€ro cBita 0yyo crBopeHo nuiie MVP npoekty, e rpaBels MoKe IpOrUTH
OCHOBHUHM IMKI TEUMIUICI0, CKOPUCTATUCA OAHIEI0 30pO€I0 Ta OTPUMYBATH
paHoMHI MoaudikaTopu 3 BOPOTiB, aje Iie JHIIEe MiHIMaJdbHUN MpoToTUIl. B
NOJAbIIOMY JUISl PO3BUTKY JlaHOi Tpu HeoOxinHo nokpaumtu Ul, nomatu irposi
MOJIeNl Ta aHiMalii iyt BOporiB(0yji0 TUMYACOBO BIAKIIAJEHO II€ Yepe3 CIa0KICTh
1K Ha sxoMy CTBOpIOBajiach JaHa rpa), ONTUMI3yBaTH I'€HEpAIlilo MalK Ta 3p0OUTH
piBHI OUIbII Pi3HOTUOHUMHU. Takoxx MokHa Oyno O nomaru Ouiblle Bapiamii
BOPOTiB, KIMHAT Ta ONTHUMI3yBaTU KPYIJi Ta KIMHATH IHIIUX (GopM ajig OUIbIIOL
BaplaTUBHOCTI PiBHIB Ta 0araTo 4oro iHIOro. J[anwii mpoekT BHUSIBUBCS JOCUTH
aMOITHUM JIJI1 BUKOHAHHSI MOTO B SIKOCTI JUILJIOMHO1 pOOOTH Marictpa Tomy OyIjio

CTBOPEHO Juiie mpotoTun rpu B xaHpi FPS Roguelike.
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BUCHOBKHA

3a pesynbTaraMu JOCHIKEHHS Ta po3poOku Bimeorpu B skaHpi FPS
Roguelike 6y1o 3po6sieHO Taki BUCHOBKH:

1. HdocmimxeHo TEOpeTUYH1 Ta MPAKTUYHI ACTIEKTH CTBOPEHHS BIZICOIr0Op y *KaHpi
FPS Roguelike. IlpoananizoBaHo Ki04oBI MpoOJIeMH, SKI MOCTAIOTh MpU
pO3pOo0IIl TaKUX MPOEKTIB, 30KpeMa, HEOOXITHICTh €(PEKTHBHOI peaizallii
MPOLIEIypPHOI TeHepalli piBHIB, PO3POOKH CHUCTEMHU BOPOTIB, MEXaHI3MiB
MOTHBaLi rpaBLs (depe3 Mporpec Ta MOCHIIECHHS), a TaKOX 3a0€3MeYeHHs
ONTUMAaJIbHOIO OanaHcy 30poi Ta CTBOPEHHS YNTA0ETBHOTO KOPUCTYBAIIbKOTO
inTepdeiicy (Ul) B ymoBax nuHamiuHoro revmmiero. IIpoBeneno orumsn
aHajoriyHux ycmimuux Bigeoirop (Roboquest, BPM: Bullets Per Minute,
Gunfire Reborn, Deadlink Ta 1H.), M0 [03BOJWI0O BU3HAYUTH Ta OMHCATH
BA)KJIMBI aCIIEKTH Ta HAWKpaIlll IPAKTUKH JKAHPY .

2. O6pano Ta obrpynToBano BuoOip Unity sk o0CHOBHOTO 3ac00y po3poOku. Lleit
BUOIp OyB OOYMOBJICHUN MOKJIMBICTIO PO3POOKH MPOEKTY Ha CIAOKOMY
KOMII'FOTep1, CHJIBHOIO CIUJIbHOTOIO Ta MEHILIUM MOPOTOM BXOJDKEHHS IS
epeKTUBHOT  peami3amii  IrpoBUX  MexaHik. Jlig  mporpaMmyBaHHS
BUKOPHUCTOBYBaJlacs MOBa mporpamyBanHs C# , 1110 3a0€3Meunsio HeoOX1IHy
THYYKICTh Ta €EKTUBHICTH MPU POOOTI 3 IrPOBOIO JIOTIKOIO.

3. Po3pobnieno nporotun Bigeorpu B xaHpi FPS Roguelike. B pamkax npoekty
Oynu peasni3oBaHi Taki KJIFOUOBI KOMITOHEHTH:

e ba3oBa MexaHika CTpUILOH BiJl IEPIIOi 0COOM Ta MEpEeCyBaHHSI.

e (CucreMa mpolEaypHOI TeHepallii piBHIB/IOKaIiHA, 110 3a0e3neuye
YHIKaJIbHICTh KOYKHOTO MPOXOJIKEHHS.

e Peasizaliisi YHOTUPHOX TUIIB BOPOTiB 13 0a30BUM IITYYHUM THTEIEKTOM.

e (CucremMa MoaudikaTopiB , IO JJ03BOJSE TPABIEBI IOCUIIOBATUCS B
IPOIIECI TP Ta CTBOPIOBATH PI3HOMAaHITHI 301pKH.

e Po3po6ieno HUD s BimoOpakeHHs: He0O0X1aHO1 iH(popMalii s TpaBIis

3 JIETKOIO0 YUTAOENBHICTIO B JUHAMIUYHUX O0SX.
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4. TlpoanamizoBaHo €(heKTUBHICTh PO3POOICHUX MEXaHIK 3 TOYKH 30PY IFPOBOTO
Oasiancy. 3okpema, Oys10 MPOaHai30BaHO CIIBBIAHOIIEHHS MIX OTYXHICTIO
MOCUJIEHb Ta CKJIAJHICTIO BOPOTIB, IIO JTO3BOJIMIIO MOOYAyBaTH a/leKBaTHY
KpUBY CKJIQJHOCTI. 3po0J€HO BHCHOBKH IIIOJI0 HEOOXITHOCTI IIOAO
HEOOX1THOCTI ONTHUMI3allil reHepallii irpoBOro piBHs, MOKPAIIEHHS iIrPOBOTO
iHTep(eiica Ta Bi3yaslbHOT Ta 3ByKOBOI YaCTUHU TPH.

5. Hamano pekoMeHpamii IMoJ0 MOAAIBIION0 PO3BUTKY Ta BUKOPUCTAHHS
PO3p00JIEHOT0 TTPOEKTY. J1JIsl BUKOPUCTAHHSA SIK OCHOBH JIJISl 1HIIIMX MPOEKTIB
PEKOMEHIOBAHO:

e Po3mmpuTH KOHTEHT: J0JaTH HOBI OI0OMH, KJIaCH IMEPCOHAXIB Ta 30polo,
HOBHUX BOPOTIB.

e [IpoBectn MacmiTabHe IrpOBE TECTYyBaHHS /Jisi TOHKOTO HaJalITyBaHHS
IrpOBOTO OaJlaHCy.

e OnTUMI3yBaTH r€HEPAIio PIBHIB Ta T€HEPALIIO KOJailiepiB ISl CLEHHU.



99
CIIMCOK BUKOPUCTAHHUX JIZKEPEJI

. C# Data Structures and Algorithms: Harness the Power of C# to Build a
Diverse Range of Efficient Applications, motuit 2024 p. C. 374 (mara
3BepHeHHs: 11.07.2025).

. Learning C# by Developing Games with Unity: Get to Grips with Coding in
C# and Build Simple 3D Games in Unity 2022 from the Ground Up, nucronan
2022 p. C. 460 (narta 3Bepuenns: 10.06.2025).

. Level Up!: The Guide to Great Video Game Design, kBiTenb 2014 p. C. 535
(marta 3Beprenss: 11.07.2025).

. Rules of Play: Game Design Fundamentals (Mit Press), Bepecens 2003 p. C.
688 (mara 3BepuenHs: 11.06.2025).

. Gunfire Reborn Wiki : Be6-caiit. URL:
https://gunfirereborn.fandom.com/wiki/Gunfire_Reborn_Wiki (mata
3BepHeHHs: 07.06.2025).

. Roboquest Wiki : Be6-caiit. URL:

https://roboquest.fandom.com/wiki/Roboquest Wiki (nata 3BepHeHHS:

07.05.2025).

. Unity Learn : Be0-caiitr. URL: https://learn.unity.com/ (naTta 3BepHEHHS:

07.05.2025).

. Google Images : BebG-caiit. URL: https://images.google.com/ (mata
3BepHeHHs: 07.05.2025).

. Rogueliker — Tom wnaiikpamux FPS Roguelike : Be6-caitt. URL:

https://rogueliker.com/fps-roguelikes/ (mara 3Beprenns: 07.05.2025).

10.Unity Documentation. URL: https://docs.unity.com/ (maTta 3BEpHEHHS:

07.05.2025).

11.Figma: the collaborative interface design tool. : Be6G-caiit. URL:

https://www.figma.com/ (nata 3Bepaenns: 05.05.2025).

12.Unity Muse Al : BeG-caitr. URL: https://unity.com/en/products/muse (nara

3BepHeHHs: 10.06.2025).


https://gunfirereborn.fandom.com/wiki/Gunfire_Reborn_Wiki
https://roboquest.fandom.com/wiki/Roboquest_Wiki
https://learn.unity.com/
https://images.google.com/
https://rogueliker.com/fps-roguelikes/
https://docs.unity.com/
https://unity.com/en/products/muse

100

13. Inworld AI : BeG-caiit. URL: https://inworld.ai/ (maTta 3BepHEHHS:
10.06.2025).
14. Layer Al. URL: https://www.layer.ai/ (nata 3sepuenns: 10.06.2025).

15. Polyhive Al: BeO-caiit. URL: https://polyhive.ai/ (mata 3BepHEHHS:
10.06.2025).

16. Unity Sentis: Be6-caiit. URL: https://unity.com/en/products/sentis (marta

3BepHeHHs: 10.06.2025).
17. Unity Render Pipelines: BEO-CailT. URL:

https://docs.unity3d.com/Manual/render-pipelines.html (maTta 3BepHEeHHS:

10.06.2025).


https://inworld.ai/
https://www.layer.ai/
https://polyhive.ai/
https://unity.com/en/products/sentis
https://docs.unity3d.com/Manual/render-pipelines.html

Jexmapauis
aKajaeMivHOI 100poYeCHOCTI

3100yBaya crynensi Bumoi ocsitu 3HY

S, Kpacaoxon IBan OuieroBud, CTyJIeHT _2 Kypcy, (OpMU HaBUaHHS JIEHHOI,
[H)KeHEepHOTO HaBYAIbHO-HAYKOBOTO 1HCTUTYTY, cremiaibHIicTh 121 [mkenepis
nporpaMHoOro  3a0e3ledeHHs, ajapeca  eneKkTpoHHoi nowmTtu  1pz20bd-
104(@stu.zsea.edu.ua, — MIATBEPKYIO, 110 HalKcaHAa MHOK KBamidikalliiHa
pobota Ha Temy «llokpameHHsi irpoBOi MeXaHiKM KOMII’IOTEPHHMX irop
:xkanpy FPS Roguelike Game» BianoBijjae BuUMoOramM  akaJaeMIdHOT
100pPOYECHOCTI Ta HE MICTUTh MOPYILIEHb, 1110 BU3HAUYEH1 Y CT.42 3aKoHy YKpaiHu

«IIpo ocBITY», 31 3MICTOM SIKUX O3HAHOMIICHUH.

- MIATBEPKYIO, 1[0 HaJlaHa MHOIO JIJIsi TIEPEBIPKHU €JICKTPOHHA BEPCisi pOOOTH €

1IEHTUYHOIO 11 IPYyKOBaHIi Bepcii,

3rOJICH/3r0JIHa Ha TMEpeBIPKY MO€i poOOTH Ha BIAMOBIIHICTD KPHUTEPISIM
aKaJeMIYHO1 I00pOYEeCHOCTI y OyAb-sIKUWA CHOCIO, y TOMY YKCIl 33 JOIOMOTOIO

IHTEPHET-CUCTEMH, a TaKOX Ha apXiByBaHHA MO€i poOoTu B 0a3i JaHHMX i€l

CHCTEMH.

Hara 01.12.2025 _ Kpacunoxon IBan Onerosuu
( migrmuc ) (cTynmeHr)

Hata 01.12.2025 Ilignuc Ckpunnuk Ipuna AnarosiiBHa

( mipmmc ) (HaykoBHil KEPIBHUK)



