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PEDEPAT

[TosicHIOBaJIbHA 3aMKCKa 10 JUIIOMHOI KBajiikaiiitHoi poboTy OakanaBpa:

82 c., 5 Tabm., 22 puc., 2 nox., 15 mxepen.

ROGUELIKE, MPOLEAYPHA TI'EHEPAILIA PIBHIB, ITOBE/IHKOBI
ITATEPHHM BOPOI'IB, KOMITHOTEPHA T'PA, UNITY.

OO0'ekT mOCHIIKEHHS — MPOLEC PO3POOKK JTBOBUMIPHOI KOMI'IOTEPHOI I'pu
xaHpy roguelike.

[IpenMeT DOCHiKEHHST — METOJIM peajizallii mporeaypHoil TeHeparlii piBHIB 1
MOBEJIHKOBHUX MATEPHIB BOPOTIB y KOMI'IOTEPHIH Tpl.

Meta pobGotu — po3poOka MPOTOTHUIYy JBOBUMIpHOI roguelike-rpu 3
MPOIEAYPHOIO TE€HEpalll€l0 PIBHIB Ta aJITOPUTMIYHOIO MOBEIIHKOIO BOPOTIB Ha 0asi
CKIHUEHHOT'O aBTOMAaTa CTaHiB.

Martepianu, METOM Ta TEXHIYHI 3ac00M: MOBa mporpamyBaHHsi C#, irpoBuit
pyunii  Unity, cepenoBuuie po3poOku Microsoft Visual Studio, OC Microsoft
Windows.

["anmy3p BUKOpUCTaHHS — MPOTOTUI MOKE CIYT'YBaTH OCHOBOIO JUISI PO3POOKH
MOBHOI[IHHUX ITPOBUX MPOEKTIB KaHpy roguelike Ta y HaBYaIbHUX LIUISX.

Pesynbratu. Po3pobiieno nmpoTtotun aBoBuMipHoi roguelike-rpu 3 BUrIsi oM
3Bepxy. PeanizoBaHo mnpoueAypHy reHepamnilo piBHIB Ha ocHOBI BFS-moai6HOro
QITOPUTMY 3 AaBTOMATHYHHUM TPU3HAYECHHSIM pOJEH KIMHATaM Ta JIUHAMIYHOIO
moOy10Bor0 KopuaopiB. [loBeaiHKY BOPOTiB peasi3oBaHO uyepe3 CKIHUEHHUN aBTOMAT
CTaHiB 3 aJropuTMamMu OOXOJy MEpEeHIKoJ 1 pO3IITOBXYBaHHS BOpOriB. Takox
peanizoBaHO CUCTEMY 0010 3 00pOOKOIO 3ITKHEHD Ta 3aBJaHHSIM IIIKOIH.

BucHoBku.  Po3po6iieHO  QyHKIIOH&JIBHMM  TPOTOTUI  JBOBUMIPHOT
KOMITIOTEpHOI Tpu >kaHpy roguelike moBoto C# wa pymii Unity, mo peanizye
MPOIIEIypHY TE€HEpaIlil0 PIBHIB Ta aJTOPUTMIYHY MMOBEIIHKY BOPOTIB 1 € 0a3010 s

MOJAJIBIIIOTO PO3BUTKY MPOEKTY.



ABSTRACT

Explanatory note to the final qualifying work of the bachelor: 82 pages,

22 figures, 5 tables, 2 appendixes, 15 sources.

ROGUELIKE, PROCEDURAL LEVEL GENERATION, ENEMY
BEHAVIOR PATTERNS, COMPUTER GAME, UNITY.

Object of research — the process of developing a two-dimensional roguelike
computer game.

Subject of research — methods of implementing procedural level generation
and enemy behavior patterns in a computer game.

Purpose of the work — development of a 2D roguelike game prototype
featuring procedural level generation and algorithmic enemy behavior based on a
finite state machine.

Materials, methods and tools: C# programming language, Unity game engine,
Microsoft Visual Studio IDE, Microsoft Windows OS.

Field of application — the prototype can serve as a foundation for developing
full-scale roguelike game projects and for educational purposes.

Results. A top-down 2D roguelike game prototype has been developed.
Procedural level generation was implemented using a BFS-based algorithm with
automatic room role assignment and dynamic corridor construction. Enemy behavior
was implemented via a finite state machine (Idle, Patrol, Chase, Attack) with obstacle
avoidance and enemy separation algorithms. A combat system with collision
handling and damage dealing was also implemented.

Conclusions. A functional prototype of a 2D roguelike computer game has
been developed in C# using the Unity engine, implementing procedural level
generation and algorithmic enemy behavior, and serving as a foundation for further

project development.
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HEPEJIIK CKOPOYEHDb TA YMOBHMUX ITIO3HAK

2D — nBoBUMIpHHMI MpoCTip a00 NTBOBUMIipHA rpadika;

BFS — Breadth-First Search, anroputm 06xoay B mupuHy;

BSP — Binary Space Partitioning, meTo 6iHapHOTO MOALITY IPOCTOPY;
C# — MoBa nporpamyBaHHs, 110 BUKOPUCTOBY€ETHCS JJI1 HATUCAHHS CKPHUIITIB;
ECS — Entity Component System;

FSM — Finite State WMachine, ckiHueHHMI aBTOMAT CTaHIB;

GML — GameMaker Language, MOBa nporpaMmyBaHHsI IrpOBOTO PYIIIis;
HUD — Heads-Up Display, enemenTu intepdeiicy;

IDE — Integrated Development Environment;

UI — User Interface, kopuctyBaibkuii iHTEpQEiic;

VS Code — Visual Studio Code, penakrop koay kommnanii Microsoft;
JIKM — nmiBa KHOTIIKA MMIIIL;

OC — oneparriifHa CUCTEMA;

[1IK — nepcoHalIbHHI KOMIT FOTED;

[13 — nporpamue 3a0€3MeUeHHS;

T3 — TexHiyHe 3aBIaHHS.



BCTYII

PuHOK KOMI'TOTEpPHUX irOp MPOJOBXKY€E aKTUBHO 3pOCTaTH, 1 kaHp roguelike
3aiimae B HbOMY momiTHe Mmicue. Irpu Ha 3pasok Hades, Dead Cells ta Enter the
Gungeon mokaszaiu, 1o IpoleypHa TeHeparlisi PiBHIB Y MOEAHAHHI 3 MPOTYMAaHOIO
MOBEIIHKOIO BOPOTiB MOXYTh 3pOOUTH TPy IIKABOIO HAaBIThH IICISA JIECSITKIB TOJWH
IIPOXOKEHHS — KOYKHA CIpo0Oa BiIuyBaeThcs mo-HoBomy [1]-[3].

3 TexHiyHOi TOukHU 30py roguelike — 1e xaHp, Akuil BUMarae oypa3y KUTbKOX
HETPUBIAJIBHUX pIIIEHB: SK T€HEpyBaTU PiBHI Tak, 100 BOHU OYJU MPOXITHUMH 1
PI3HOMaHITHHUMH, SK 3MYCUTH BOPOTIB MOBOJUTUCH NPHPOAHBO 0€3 HAAMIPHOI
CKJIQJTHOCT1 aJrOPUTMIB, SIK 3B's3aTU BCE L€ B €IMHY IrpoBy cucteMy. Came ToMy
pOo3po0Ka MOIGHOTO MPOTOTUITY € XOPOIIOK MPAKTUYHOIO 3a/1a4eto JUIsl MporpaMicTa
[4]-[5].

MeTtoto gaHoi poOOTH € CTBOPEHHS MPOTOTUIY JBOBUMIpHOI roguelike-rpu 3
IPOIICAYPHOIO T'eHEepalli€l0 PiBHIB Ta MOBEIIHKOI BOPOTIB HA OCHOBI CKIHYEHHOTIO
aBTOMara cTaHiB 3 BukopuctanHsM Unity ta C# [4].

AKTyanbHICTh TE€MH TIOB'S3aHa 3 TMOMUTOM Ha pPO3POOHUKIB 1rop 1 3
MPaKTUYHUM 1HTEPECOM [0 aJTOPUTMIB TPOILEAYPHOI TeHepalii K Crocoly
CTBOPIOBATH PI3HOMAHITHUN ITPOBHI KOHTEHT 0€3 pyYHOTO MPOEKTYBAHHS KOXKHOTO

PI1BHSL.
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1 AHAJII3 IPEJIMETHOI OBJIACTI

Po3pobka irpoBoro mporpaMHOTO 3a0€3TMEUCHHS] BUMArae 4iTKOrO PO3yMiHHS
KaHPOBUX OCOOJIMBOCTEH Ta ICHYyIOUMX TeXHIYHMX miaxonaiB. XKanp roguelike mae
CBOIO crienniKy, sika 6e3mocepeIHb0 BU3HAYAE apXITEKTYPHI PIILICHHS PU pO3pPOOIT
— 30KpeMma, HEOOXITHICTh MPOIEAYypHOI TreHepallii piBHIB Ta THYYKOi ITOBEIIHKU
BOPOTIB.

Y upoMy po3aimi  pO3MIISIHYTO — KJIIOYOBI  XapaKTEPUCTUKH  KaHPY,
IIPOAHAJI30BaHO Ta MOPIBHSIHO Cy4acHI IrpU-NIPEACTaBHUKU 3 TOUYKH 30pY peanizarlii

OCHOBHHUX MEXaHIK, a TAaKOX BU3HAYEHO BUMOTH JI0 pO3POOIIOBAHOTO MTPOTOTHITY.

1.1 Buznauenns :xanpy Roguelike

Roguelike — sxanp xomn'torepHux irop, mo chopmMmyBancst Ha nmoyatky 1980-x
POKIB 1 3 TOTO 4Yacy BHUPIC B OKpEeMHUU 1 BII3HABAaHUW HAMPSIMOK IrPOBOI 1HIYCTPIi.
Moro BU3HAYAIBHI PHCH 3aIMIIAIOTECS HE3MiHHMMH TIOTIPH JECATHIITTS €BOJIOLII:
IPOICAYPHO 3TCHEPOBAHUM ITPOBUH CBIT, HE3BOPOTHA 3arubeiib IEepcoHaka Ta
BHCOKa Bapl1aTUBHICTh IrPOBOTO MPOIIECY.

KitouoB010 0COOIMBICTIO KaHPY € MPOIleaypHa TeHepallis piBHIB — MiX11, 3a
SAKOTO CTPYKTypa IFPOBOTO MPOCTOPY (HOPMYETHCS AITOPUTMIYHO TPU KOKHOMY
HOBOMY 3aITyCKy, & HE CTBOPIOETHCS BPYYHY PO3POOHHMKOM. 3aBISIKHA IIbOMY KOKHA
cripoba TPOXO/KEHHSI € YHIKAJIbHOIO: TpaBellb HIKONHM HE 3HA€ 3a3Jajerijib, sSKa
KiMHATa 4yeKae Horo 3a HaCTyITHUM MOBOPOTOM, i€ PO3MIILIEHI BOPOTH 1 SIKI MPEIMETH
BlacThcsi 3Haitu. Came 111 Henepen0ayyBaHICTh € TOJOBHUM JDKEPEIOM
perpabenbHOCTI KaHpy [4].

He MeHII BaJIMBOIO CKJIQJOBOIO € CHUCTEMa HE3BOPOTHOI 3arubOeni. Bona
03HAYae, 10 CMEPTh MEPCOHAKA CKACOBYE BECh ITPOTPEC MOTOYHOTO 3a0Iry — IpaBellb
MOBEPTAETHCS 10 CAMOTO TOYaTKy 0e3 MOXKJIMBOCTI 3aBaHTAXHUTH 30epekeHHs. Ha
NEPIIUNA TIOTJISA 1€ MOYXKE 3JaTHCS HaaMIpHO CYBOPHM, OJHAK caMme I MeXaHika

dbopmMmye yHIKabHY €MOIIHY HANPYTy: KOKHE PIIICHHS Ma€ Bary, a KO)Ha MOMIJIKA
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— Hachiaku. Lle TOKOpIHHO BiIPI3HSE KaHP BiJ OUIBIIOCTI 1HIIMX, JI€ TPABEIb MOXKE
0e3KkapHO MOBTOPIOBATH CIPOOU 3 OCTAaHHBOI KOHTPOJIBHOI TOUYKH [6].

3 yacoM aHp 3a3HaB 3HA4YHOI eBotoLii. CydyacHi irpd HEPIAKO MOM'SIKIITYIOTh
KJacH4YHI TpaBuja: YacTHMHA 3 HHUX JO03BOJIsE€ 30epiraTd TEBHUM MPOrpec Mik
3a0iramu, 1HII BIAMOBISIOTHCA BiJl TOKPOKOBOI MEXaHIKM Ha KOPUCTH AUHAMIYHOTO
0010 B peabHOMY Yaci. Takl irpyu NpUHHATO BIAHOCUTH J0 MiJKaHpy roguelite, xoua
YJiTKOI MEXI MDK JBOMa IOHATTAMM J0Cl HEe icHye. He3Bakaroun Ha Il 3MiHH,
MpoIeIypHA TEeHEeparmiss Ta BHCOKAa BapiaTUBHICTh 3aJIMIIAIOTHCS HE3MIHHUMH

O3HaKaMHM JKaHpy ¥ foci [6].

1.2 MexaHikH ’KaHpPY Ta iX poJb B irpoBOMY npoueci

[lonpu pI3HOMAHITTS Cy4YaCHUX Irop J’KaHpy, BCl BOHM NOOyAOBaHI Ha
CHUTbHOMY (PYHJIAaMEHTI 3 KiJIbKOX B3a€MOIIOB'A3aHUX MeXaHiK. JKojHa 3 HUX OKpeMo
HE BHU3HAUAE KaHp — caMe iX MMOE€JHAHHS CTBOPIOE TOW XapaKTEpHUM ITPOBUIN JTOCBIJ,
SIKWW TpaBlil BII3HAIOTH sik roguelike [6].

[IpornienypHa reHepallis € OCHOBOI perpabenbHocTi. KoxkeH HOBui 3a0ir
(dopMye yHIKaJIbHY KapTy: KIMHATH, KOPUJIOPH, PO3TAIIyBaHHs BOPOTiB 1 MPEAMETIB
mopa3y 3MiHIOIOThCs. Lle yHEeMOXXIIMBIIIOE MEeXaHIYHE 3aydyBaHHS PIBHS 1 3MYIIYy€
TpaBIld MIOpa3y aganTyBaTUCh 10 HOBUX yMoB. Came ToMy cOTHs TojuH y roguelike
PIIKO BITUYBA€ETHCS SIK MOBTOPEHHS — KOXHA CIpoOa CTaBUTh HOBI 3a1a4i [4].

Cucrema HE3BOPOTHOI 3aruOeni Hajlae KOXKHOMY pIIIEHHIO pealbHy Bary.
Konm mommuika KoOmTye BChOTO MPOTPECY, TPaBellb MOYMHAE 1HAKIIE CTABUTHCH O
KOXHOTO 000, KOXXHOTO TNpeIMeTa 1 KOXHOTro pu3uky. lle cTBoproe emoliiiHy
Hampyry, sKy BaXXKO BIATBOPUTH IHIIMMU 3acobamu. Ilpu upomy mgo0pe
cnpoekToBanuii roguelike He kapae rpaBus 3a HEBa4y HECHPABEIMBO — CMEPTh Ma€e
OyTH HACJIAKOM PIIICHHS, a HE BUIAIKOBOCTI [6].

[ToBeninka BOpOTIB y JKaHpl — II€ HE NPOCTO MEpenIkoja Ha NUBIXY, a
NOBHOILIIHHUM 1rpOBUM BUKJIUK. Pi3HOMaHITHI MaTrepHU TNEpPECyBaHHS Ta aTak

3MYUIYIOTh IPaBIsl YATATH CUTYAIIO 1 pearyBaTH Ha HEi, a HE AISTH 3a Ia0JIOHOM.
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UuM pi3HOMaHITHIIIUM € OecTiapiid, TUM OlJIbIlIe TAKTUYHUX BapiaHTIB MOCTAE Tepe]]
rpaBleM y KOXKHIM cyTuyii [5].

OxpeMo BapTO BHIUIUTH PECYpPCHHM MEHEKMEHT. 3J0pOB's, Ooempuriacu,
peIMETH — yce 11e 0OMEXKEHO 1 BUMarae CBIJJOMOTro yrnpasiiHHs. Burpatutu pecypce
3apa3 yu 30eperTd Ha MOTIM, BCTYNMHUTU B Ol 4M OOIWTH BOpora — Taki pIIICHHS

bopMyIOTh TaKTUYHY TJIMOMHY, sIKa 1 BiApi3Hse roguelike Bia OUIBII JTIHIHHUX XKaHPIB

[6].

1.3 Anaui3 icHyruux irop y :kanpi Roguelike

Jlnst kpamoro po3yMiHHS JKaHpPY Ta BU3HAUYEHHS OPIEHTUPIB MPHU PO3pOOIIL
OyJI0 TIPOBENCHO OTJISA KUTBbKOX MomyJisipHUX irop. [lopiBHSHHS 3A1HCHIOBAJIOCH 3a
4OoTUpMa KPUTEPISIMU: Bi3yajbHa CKJIaJIoBa Ta iHTep(eiic, KepyBaHHS MEPCOHAXKEM,
1HTEJIEKT BOPOTIB Ta SIKICTh TeHepallii piBHIB. BUOip 1ux KpUTEPiiB 3yMOBICHUN TUM,
10 caMe BOHU HaMOUIbII MOBHO B1I0Opa)KarOTh IrpOBUM J0OCBiA y kaHpi roguelike 1
JO3BOJISIIOTh BUSIBUTH SIK CUJIbHI CTOPOHM ICHYIOUMX pIIIE€Hb, TaK 1 aCHEeKTH, IO

noTpeOyroTh BrockoHaneHHs [1]-[3].

1.3.1 Hades

Hades — roguelike-rpa 3 Burisigom 3Bepxy, po3podiieHa cTyaiero Supergiant
Games. ['paBernp kepye cmHOM 0ora IiJI3¢MHOI0 IIapCTBA Ta HAMAra€ThCs BUOPATHUCH
13 MeKJa, JO0JAl0Yd XBHWJII BOPOTIB y MOCTIAOBHOCTI MPOLEIYPHO 3TreHEPOBAHMUX
kiMHart [1].

3 TOUYKHM 30py BI3yaJIbHOI CKJIaJ0BOi Ta iHTep(deicy rpa € OJHUM 13
HaMsICKpaBIIMX MpUKIAAiB y >kaHpl. JleramizoBaHa rpadika, BUKOHAHA y CTHIII
rpenbkoi  MidoJiorii, TUTaBHI aHiMarlii MepCOHaXiB Ta BUpa3HI eQEeKTH aTak
dbopMyrOoTh IMUTICHY 1 BHi3HAaBaHYy eCTETUKY. [HTepdeiic nmpu mbOMy 3aJIUIIAETHCS

MIHIMAJTICTUYHUM — Ha €KpaHi BiI0OpakaeThCs Jinile HeoOXiaHa 1HpopMmarlis, 1110 He
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BIJIBOJIIKA€ Bija irpoBoro mnporecy. Ilpukiman iHTepdeiicy rpu 300pakeHHil Ha

pucysky 1.1.

THEMINOTAUR

122/160 ¢ 1/3

Pucynok 1.1 — Inrepdetic rpu Hades [1]

KepyBanuss mnoOynoBaHo Ha mnoeaHaHHi kiaBim WASD Tta wmumn i
BI/IYYBA€ThCS HAJ3BUYANHO BiA3MBUMBO. KoOXHa 3[10HICTH MEpPCOHAXXa MA€ YITKY
MEXaHIKy 1 BJAaCHUN PUTM BUKOPUCTAHHA, IO POOUTH OOMOBY CHUCTEMY TIIIHOOKOIO
MONpPH 30BHIIIHIO MOpOCTOTYy. ['paBenb OTpUMy€e MIUPOKI MOMIMBOCTI JJIs
KOMOIHYBaHHS aTaK 1 ajianraiiii CTUIIIO TPH M1l TOTOYHY CUTYAIIIO.

Cucrema BoporiB y Hades Bin3Ha4aeThCsi pi3HOMaHITHICTIO SIK BI3yalbHO, TaKk
1 3 TOYKH 30py noBeAiHKU. KoKeH TUIl NPOTMBHHMKA Ma€ yHIKalbHUWA HaOlp aTak 1
MaTepHIB MepecyBaHHs, IO 3MYIIY€E TPaBIsd MOCTIHHO 3MIHIOBATH TAKTHKY 3aJICKHO
Bil cKJaamy KiMHath. bocu € 0coOiMBO oOmpainbOBaHUMHM — 1X TIOBEIIHKA
YCKIIQIHIOETHCA 3 KOKHUM HOBHUM 3a01roMm.

["enepariist piBHIB y Tpl 0a3y€eThCS HA CUCTEMI 3a3/aJIeTi/Ib CTBOPEHUX KIMHAT-
mabJIoHIB, K1 30UPalOThCS Y BUMAAKOBIM MOCHIIOBHOCTI MPU KOXHOMY HOBOMY
3amycky. ['paBers cam obupae HapsIMOK PyXy MK KIMHAaTaMH, 110 JIOJA€ €IIEMEHT

CTpaTeriyHoro rianyBanss [1], [4].
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1.3.2 Dead Cells

Dead Cells — e rpa B xanpi roguelike 3 enemeHTamu, NMpUTAMaHHUMU
JOCIITHUIBKUM €KIIeH-1rpaM, cTBopeHa cryaieto Motion Twin. V Hiif rpaBenb 6epe
MiJ] KOHTPOJIb TAEMHUYOTO Teposi, SKUM JMOCHIIIKY€E MPOLEAYPHO 3reHEPOBAHUMN
3aMOK, MPOTUCTOITh YUCICHHUM BOPOTaM 1 3 KOKHOIO HOBOIO CIIPOOOIO BIJIKPUBAE
aNbTEPHATUBHI IIJISIXU MPOXOJKEHHS [2].

Bizyanpna ckiamoBa rpu moOyqoBaHa Ha MIKCENbHIN rpadill, sika MOMPH
CBOIO CTWJIICTUYHY MPOCTOTY BUIJISAA€ HAA3BUYANHO BHUPA3HO 3aBMASKU SAKICHIN
aHimarii Ta AuHaMiyHUM edekTtaMm atak. KokHa Jokallis Mae BIacHy HaliTpy 1
atMocdepy, IO PpOOUTh TMEpPEMINIEHHS MK 30HAMH IIOMITHAM 1 BHPa3HHUM.
[aTepdeiic MiHIMATICTUYHUN — HA €KpaHi MPUCYTHE JIMIIE T€, 10 AIMCHO MOTPIOHO
rpaBOi0 B TMOTOYHMM MomeHT. [lpuxman iHTepdeiicy Tpu 300pakeHHii Ha

pucyHKky 1.2.

618276162

Pucynok 1.2 — Intepdeiic rpu Dead Cells [2]

KepyBaHHs € 0JHI€I0 3 HAMCUIIBHIIIKX CTOPIH Tpu. CUcTEeMa aTakK, yXWICHb 1

3M10HOCTEN BiMpalboBaHa 10 ApiOHUIIb: KOXKHA Jisl BITUYBAETHCS YITKOIO 1 MUTTEBO
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pearye Ha BBefeHHs rpaBig. Dead Cells yacTo HaBOASTH SIK MPUKIA TOCKOHATIOTO
IrpOBOTO BIYYTTS BiJ KEPYBaHHS — Tak 3BaHe BIUyTTs «game feely. [linTpumka sk
KJIaBiaTypyd 3 MHILIEI0, Tak 1 reimmaga poOUTh TPy AOCTYMHOIO ISl IIMPOKOi
ayauTopii.

Boporun y Dead Cells maroTs m00pe omparsoBaHy MOBEIIHKY: KOXKEH THII
IIPOTUBHUKA BUKOPHCTOBYE VHIKaJIbHUM HaOIp arak 13 4YITKUMH Bi3yaJbHUMH
CUTHaAJIaMH Tiepes iX BUKoHaHHsAM. Lle poOuTh 001 unTabeIbHUMU — TpaBellb 3aBKIU
Ma€ MOXJIMBICTh BipearyBaTH Ha 3arposy, SKIIO0 yBaXHHUNA. 3 POCTOM CKIJIATHOCTI
BOPOTH CTAalOTh AarpeCHBHINIMMH, a iX KomOiHaiii B OAHIA KIMHATI — OLIbII
Herepen0avyyBaHUMU.

['eneparnis piBHIB 0a3yeTbcsi Ha CITII (iKCOBaHUX OJIOKIB-CEKIIIH, SIKI
30UpalOThCs Y BUMAIKOBOMY TMOPSIIKY MPU KOKHOMY HOBOMY 3aIycky. Mix OiokaMu
JUHAMIYHO TMPOKJIAJAIOThCA 3'€HAHHA, 10 3a0e3rnedye 3B'A3HICTh pIBHA. Takuil

HIIX17 MOEaHy€E TepeadadyBaHICTh OKPEMHX CEKIliH 13 BaplaTUBHICTIO 3arajibHOI

CTPYKTYPH MapIipyTy.

1.3.3 Enter the Gungeon

Enter the Gungeon — roguelike-rpa 3 BurIsimoM 3Bepxy, po3po0ieHa CTyAIE0
Dodge Roll. I'paBenb oOupae OmHOTO 3 KUIBKOX IIEPCOHAXIB 1 HaMaraeTbCs
MPOOUTHUCH KPi3b MPOLEAYPHO 3T€HEpOBaHE MIA3EMEIUIs y MOIIyKaX JereHaapHoi
30poi, 31aTHOI 3HUIIUTH MUHYJIE [3].

BizyanbHa ckiasoBa rpyd BUKOHAHA y MIKCEIBHOMY CTHJI1 3 BUCOKHM pPIBHEM
neTanizanli. AHiMaIli NepcoHaXiB, BOPOTiB Ta €PEKTU MOCTPLIIB 1 BUOYXIB PETEIBHO
OTpalbOBaHi Ta MOAAIOTh JUHAMIKKA KOXHIN cytudii. [HTepdeiic makoHIYHUN —
0a3zoBa 1H(opMalliss Mpo 370pOB's, OPOHIO Ta TMOTOYHY 30pOI0 BiAOOpa)KaAETHCS
HEHAaB'S3JIMBO 1 HE IEPEBAHTAXKYE EKPaH.

KepyBanus mobyaoBaHo Ha moenHanHi kinaBimn WASD nns mepecyBaHHS,
MUl JJId TPULUTIOBAaHHS Ta CTPUIBOM 1 MpoOUTy i YXWICHHS IEepEeKaTOM.

MexaHika yXWICHHSI € IIEHTPAILHOIO JUIsl ITPOBOTO MPOIIECY — CBOEYACHHM TepeKaT
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J03BOJIIE YHUKHYTH OYJb-IKOTO TOCTPUTY, IO poOUTh 001 YWTaOEeTbHUMH 1
BOJHOYAC BUMOIJIMBHUMH JO peakiii rpaBus. Taka cxemMa KepyBaHHS BiJIOBIIa€e
yCTaJICHUM KOHBEHIIISIM >kaHpy twin-stick shooter 1 € 1HTYITUBHO 3pO3yMisO0 IS
rpaBliiB, 3HAHOMUX 13 TOAIOHUMH 1rpamMu. BogHOYaC MPOCTOTa BBEICHHS HE 3HUKYE
ruOnHU 00MOBO1 crucTeMU: e(DeKTHBHE BUKOPUCTAHHS MepeKaTy MmoTpedye YMTaHHS
NaTEpHIB aTaKk BOPOTiB Ta MPUUHATTS MIBUAKUX TAKTUYHUX PIIIICHb.

Cucrema BoporiB y Enter the Gungeon € ofiHi€I0 3 HAHOIBII PI3HOMAHITHUX
y kaHpi. KoxkeH TUIl MPOTUBHMKA Ma€ YHIKaJIbHUN MaTepH cTpiibOu y ctuii bullet
hell — cknmagHi Bi3epyHKH KyJib, II0 BUMaraloThb BiJl TPaBls MOCTIHOTO pyXxy Ta
YBOXHOTO 4YMTaHHSA cuTyamii. bocu MaioTh Kidbka (a3 MOBEOIHKH, IIO
YCKIIQIHIOIOTHCS B MIPY 3HM)KEHHS IXHbOTO 310poB's. IIpukinan intepdeiicy rpu mig

gyac MOoEANHKY 3 00COM 300pakeHui Ha pUCYHKY 1.3.

Pucynok 1.3 — Iurepdetic rpu Enter the Gungeon [3]

[IponieypHa reHepailisi piBHIB 0a3y€eTbcsl Ha HAOOpI1 3a37aJieTi/ib CTBOPEHUX
KIMHAT-111a0JI0HIB, 10 30MPaIOTHhCS Y BUMAIKOBOMY TMOPSAKY Ha KOKXHOMY TOBEpCI

nigzemeruia. KoxkeH moBepx Mae BiacHy TEMaTHKy, YHIKadbHUII HaOip BOpOTIB Ta
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xapakTepHe o(opMIICHHs, 0 3a0e3nevyye BIAUYTTS MPOrpecii Ta ypi3HOMaHITHIOE

KOKECH HOBHH 3a0ir [6].

1.3.4 IlopiBHSIHHS ICHYIOUHMX aHAJIOTIB irop y skanpi Roguelike

YV n. 1.3.1-1.3.3 Oyno mnpoaHadi30BaHO ICHYIOYl aHAJOTH Irop >XKaHpYy
Roguelike. 3rigHo 3 BU3HaueHUMU KpUTEpisIMH, y Tabmuil 1.1 HaBeeHO MOPIBHSHHS

3 OI[IHKaMH KO>KHOI XapaKTEPUCTHKH 3a MIKaJIOK0 Bix 1 110 5.

Tabmuug 1.1 — [opiBHsIbHA TaOIUIIS

I'padika Ta 3pyuHicTh [HTENneKT ['enepariis
Hasga rpu . . . L
iHTepdeiic KepyBaHHSI BOPOTiB PIBHIB
Hades 5 5 5 4
Dead Cells 5 5 4 4
Enter the 5 5 5 5
Gungeon

1.3.5 BucHoBku 3a po3aijiom 1

VY po3aini Oyyio BUKOHAHO aHaji3 Ta MOPIBHSHHS TPHOX ICHYIOUUX 1TOp KaHpPY
— Hades, Dead Cells ta Enter the Gungeon. AHani3 mokazas, 110 BCI TpU TpH
JEMOHCTPYIOTh BUCOKHMI pIBEHb peasizallii 00MOBOT CUCTEMU Ta KEPYBaHHS, TOM1 SIK
MIIXOMW 10 TeHeparlii piBHIB 1 MOBEIIHKH BOPOTIB CYTTEBO BIIAPI3HAIOTHCS MIXK
co0o10.

OTpuMaHi pe3yJbTaTH BPaxOBaHO IMpPH MPOEKTYBAaHHI BJIACHOTO NMPOTOTHILY:
30KpeMa, MpU BU3HAUEHHI MIJIXO0Jy 0 NPOLEIypHOI TeHepalli piBHIB Ta po3poOilii

NOBEAIHKOBUX MaTEPHIB BOPOT1B HA OCHOBI CKIHUEHHOI'O aBTOMAaTa CTaHIB.
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2 ITIPOEKTYBAHHA ITPOT'PAMHOI'O 3ABE3ITIEYEHHSA

Y 1mpoMy pO3AUTI OMHCAHO TMPOEKTYBAaHHS MPOrPAMHOTO 3a0e3MeyYeHHS.
Po3rnsHyTO Taki NMHUTaHHSA: BHMOTH JI0 CHCTEMH; apXiTeKTypa po3poO0IrOBaHOI
CHUCTeMM; BHOIp Ta aHami3 IrpoBOro pyllisf; BUOIp IHTETPOBAHOTO CEPEIOBHINA
po3pooku (IDE); mpoekTyBaHHS CHCTEMH TIPOIEAYPHOI TeHepallli piBHIB Ta

MOBE/IIHKOBUX TTaTEPHIB BOPOTiB.

2.1 Bumoru 10 cucrteMu

Po3poOmtoBaHuii MpOTOTUIT KOMIT'IOTEPHOI Ipu *kaHpy roguelike moBuHeH
3a0e3nedyBaTu CTaOUIbHY Ta KOPEKTHY poOOTy Ha MEPCOHAIBLHOMY KOMIT'IOTEpl Iijl
ynpasiiHHIM OC Windows, MaTtu 3po3yMutuii iHTEpQEic 1 BII3UBYMBE KEPYBaHHS.
Jlo pyHKITIOHAIBHUX BUMOT HAJIEKATh:
~  TepeMileHHs IepCoHa)ka IpaBlis MO IrPOBOMY piBHI 3a ocsiMu X Ta Y;
- TpolLeIypHA reHeparlis IrpOBUX PIBHIB MTPU KO)KHOMY HOBOMY 3aITYCKY;
- aBTOMAaTWMYHE MpPHU3HAYEHHS poJel KiMHaTam (CTapToBa, 3BHYaiiHA, 3
BOporamu, 31 ckapbamu, 60coBa);

- auHamiyHa mo0y10Ba KOPUAOPIB MK CYMIKHUMHU KIMHATaMHU;

- TIOBEJIHKAa BOPOTIB Ha OCHOBI cKiHYeHHOro aBtomarta crtaniB (Idle,
Patrol, Chase, Attack);

- cucTeMa 0010 3 00pOOKOIO 3ITKHEHB Ta 3aBAAHHSIM IITKOIMH;

- JIOTiKa Mporpaiily mpu 3arudesi nepcoHaxa;

~  HapirauiifHe MEHIO JJIs 3alyCKY Ta 3aBEPILECHHS TPHU.

Jlo HepyHKITIOHATPHIX BUMOT HAJICKATh:

- crabuibHA 4YacToTa KaJpiB 0€3 CyTTEBUX MPOCIIaHb IiJ Yac TeHeparli

piBHS Ta aKTHBHOTO 0010;
- MOJyJibHA apxIiTeKTypa KOAY, IIO JO3BOJISIE€ JIETKO PO3UIMPIOBATH

byHKL10HAT;



19

- KOpeKTHa 00poOka KpalWoBUX CHUTyallli (3acTpsraHHsS BOPOTIB,

HEJOCSKHI TOUKHU MaTPyJTIOBAHHSA TOIILIO).

2.2 Bu0Oip iHCTpyMeHTIB po3po0Ku

2.2.1 TlopiBHSIHHSA irPOBHUX pYLIiiB

[Ipu po3pobIii MOpOTOTUITY KOMI'IOTEpHOI Tpu xkaHpy roguelike Oyio
MPOBEJICHO aHali3 ICHYIOUMX IrpOBUX pyIIiiB. Po3risiianucs Tpu OCHOBHI BapiaHTH:
Unity, Godot Engine Ta GameMaker Studio.

Unity — xpocmiarpopmHuil pymiil st po3podku 2D Tta 3D irop,
po3pobnenuit  komnaniero Unity Technologies. Pymiii mniaTrpumye  MoBYy
nporpamyBaHHsi C# sK OCHOBHY MOBY HAaIlUCaHHS CKPHUNTIB, 110 POOUTH MOro
JOCTYITHUM ISl IIMPOKOTO KOJIa PO3POOHUKIB 3aBIISIKH 3PO3YyMIIIOMY CHHTAKCUCY Ta
BEJUKIM KITBKOCTI HaBuUadbHUX MaTepiamiB. Unity aKTUBHO pPO3BUBAETHCA Ta
PETYJISIPHO OTPUMYE OHOBJIEHHSI, IO JI0JIal0Th HOBI IHCTPYMEHTH Ta MOKPAaUIyIOTh
MPOJyKTUBHICTH [7].

Opnoro 3 ximtoyoBux mnepeBar Unity € Benukuit Asset Store — odimiiinuit
MarasuH pecypciB, 7€ pO3pOOHUKH MOXYTh 3HAWUTH TOTOBI MOJEINI, aHIMallli, 3BYKH,
CKPHIITH Ta 1Tl CUCTEeMHU MeXaHiK. [{e cyTTeBo mpuckoproe po3poOKy, 103BOJISIOUN
30CEepEANTHCh Ha peajizailii yHIKaJbHUX EJIEMEHTIB MPOEKTY 3aMICTh CTBOPCHHS
0a30BUX KOMIIOHEHTIB 3 HyJid. [lIupoka cninbHOTa pO3pOOHUKIB 1 JeTanbHa odiliiiHa
JIOKyMEHTAIlisl 3a0€3MeUy0Th BUJIKE BUPIIMICHHS OIBIIIOCTI TEXHIYHUX MMUTaHb.

Apxitektypa Unity moOy/ioBaHa Ha CHCTEM1 KOMIIOHEHTIB: KOXKEH 1rpOBHUI
00'exkt (GameObject) € KOHTEHHEPOM, IO SKOTO0 MPUKPIILIIIOITHCS KOMIIOHEHTH
(Component), 1m0 BHU3HA4YaIOTh WOTO MOBEAIHKY. Takuil miaxiJ 3abe3neuye BHUCOKY
MOJYJIBHICTB 1 THYYKICTh KOJy — OKpPEMI CUCTEMH JIETKO MEPEHOCUTH MK MPOEKTAMU
1 po3mmmproBaTi 0e3 3MIHM BXKE€ ICHYIOUOi JIOTiKHM. Pymniii Takoxk Haga€e MOTYXKHi
BOymoBani iHCcTpyMmeHTH: Physics2D nmnst oOpoOku 3iTKHEHb Y JIBOBHUMIPHOMY
npoctopi, Tilemap mns moOymoBW piBHIB 13 TailliB, Animator ajis CTBOPEHHs Ta

VIOpaBIIHHS aHIMAIIIMA TIEPCOHAXKIB 1 00'€KTIB, a TakoX cucTemy mpedadiB s
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JTUHAMIYHOTO CTBOPEHHS OO'€KTiB y runtime — 10 € OCOOJMBO BaXXJIMBUM IIPU
npoueaypHiil renepanii piBuiB [7]-[11].

Godot Engine — 0e3KOIITOBHUI ITpOBHI pyIIid 3 MOBHICTIO BIAKPUTUM
BUXIJIHUM KOJIOM, IO PO3pOOJIAEThCA Ta MIATPUMYETHCSA CIUIBHOTOI. BiJCyTHICTH
OyIb-sIKMX JIILIEH31IMHUX BiipaxyBaHb pOOUThH HOTO MPUBAOIUBUM BHOOPOM IS 1HII-
PO3pPOOHUKIB Ta CTYACHTCHKUX MPOEKTIB. PyIIiii akTUBHO pO3BUBAETHCS: KOKHA HOBA
BEpCIisl CYTTEBO PO3MIUPIOE (PYyHKITIOHAN Ta MOKPAIy€e CTa0lIbHICTh pOOOTH.

Godot migTpuMye 1B OCHOBHI MOBHU IIporpaMmyBaHHs: BiacHy MoBy GDScript,
CHUHTAKCHC 5IKOi cxoxuil Ha Python 1 opieHTOBaHMI Ha IIBHUJIKE HANMCAaHHS 1TPOBOI
JOrikk, a Takoxk C# — mid po3pOOHUKIB, SIKUM BaXJIMBa CTpOra TUII3allis Ta
cyMmicHicTh 3 1HmmMMH Tuiatopmamu. Ilintpumka C# € KOPHCHOW, OJHAK
peanizoBaHa jemo oOMexeHine nmopiBHsAHO 3 Unity: yacTMHA 1HCTPYMEHTIB PYIIIis
nocrynHa guuie yepe3 GDScript, 1110 MOXe yCKIaAHUTH pO3pOOKY IJIsl TUX, XTO 3BUK
MpalroBaTi BUKIIOYHO 3 C#.

IaTepdeiic pemaktopa Godot BBa)ka€ThCs OAHUM 13 HANMPOCTIINIUX Cepe
Cy4YacHUX pyUIliB — BIH IHTYiTUBHUM, HE TEPEBAHTAKCHUN 3alBUMM MaHEISIMHU 1
JI03BOJISIE IIBHJIKO OCBOITHUCH HaBITh MOYATKIBISAM. [IpoTe 3a oOcsiroM odimiiHOT
JOKyMEHTalli Ta po3MipoM criibHOTH (Godot momiTHO mocTynaerbes Unity:
KUIBKICTh TOTOBHX pIillleHb, TYTOPIaJiB 1 CTOPOHHIX PECYypCiB 3HAYHO MEHINA, IO
MO>K€ YMOBUIBHUTH PO3POOKY MPU BUHUKHEHHI HECTAHIAPTHUX TEXHIYHUX 3a7ad. 3
OrJIsiAy Ha 1e, A peaii3alli CKJIaJHUX CUCTEM, TaKMX SIK MpOILEAypHa reHeparis
PIBHIB Ta MOBEIIHKOBI maTepHu BoporiB, Unity € OuIbll OOIpyHTOBAaHMM BHUOOPOM
3aBASKU 3pUTIIITHA €KOCUCTEMI Ta MMPUITH TIATPUMIIL.

GameMaker Studio — irpoBuii py1iii, OpieHTOBaHHI MEPEBAKHO HA PO3POOKY
JIBOBUMIpHUX irop. BiH Mae MOBry iCTOpit0 PO3BUTKY 1 CBOrO 4acy OyB MOMYJISIPHUM
IHCTPYMEHTOM Cepell 1HIi-pO3pOOHUKIB 3aBIASKHM HHU3bKOMY IIOpOTY BXOIy Ta
HIBUAKOMY MpPOTOTUITYBaHHIO. Ha HBbOMY CTBOpPEHO KiibKa BIIOMHX IrOop >KaHpPY
roguelike, 30kpema Undertale Ta Hotline Miami, 1110 ¢BiI4uTh Mpo HOTO MPHUIATHICT

JU1sl TOIIOHUX MPOEKTIB HA OA30BOMY PiBHI.
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OcHoBHOIO MOBOI mporpamyBanHs B GameMaker Studio € BmacHa moBa
GML (GameMaker Language), po3poOiieHa CremiaibHO IJIs [IbOTO PYIIis. 3 OJTHOTO
6oky, GML € mpocTor0o y OCBO€HHI IS TOYATKIBIIIB — BOHA Ma€ 3PO3yMUIHMA
CHUHTAKCHC 1 I0Ope MiAXOIUTh JIJIsl peaizarii 6a30Boi irpoBoi JOTIKU. 3 1HIIIOTO OOKY,
sHaHHsS GML mnpakTWdHO HE TEPEHOCAThCS Ha I1HIN TUIATGOpMU Ta PyIri, IO
CYTTE€BO OOMEXy€ I[IHHICTh HAOyTHMX HABUYOK 3 TOYKHA 30pY IMOJAJBIIOTO
npodeciitHoro po3Butky. Ha Biaminy Bin C#, skuii BukopuctoByeThes B Unity 1 €
YHIBEpPCaJIHbHOI0 MOBOIO MPOTPaAMyBaHHS 3 IMIUPOKUM 3aCTOCYBAHHSIM T03a ITPOBOIO
iHayctpieto, GML 3anuimaeThesi By3bKOCTEIiali30BAHUM 1THCTPYMEHTOM.

MosmBocTi MaciutaOyBaHHsa HpoekTiB y GameMaker Studio € momiTHO
BykurMH TopiBHSAHO 3 Unity Ta Godot. Pymiii He Mae MOBHOLIIHHOI KOMIIOHEHTHOI
apXITEKTYpH, IO YCKIAAHIOE OpraHi3alliio CKIATHUX CHUCTEM 13 BEJIIUKOIO KUIBKICTIO
B32€EMOJIIFOYHX €JIEMEHTIB.

OOGrpyHTyBaHHSI BUOOPY I'pOBOTO PYIIIisi HaBeACHO Y Tabui 2.1.

Tabnuusg 2.1 — ITopiBHSAHHS ITPOBUX PYLIIiB

Irposi pymrii
Kpurepiii GameMaker
Unity Godot Engine Studio
[TinTpumka C# + +/— _
3pyuHicth 2D- N N N
pO3poOKHU
Obear + +/— +/—
JIOKyMEHTAITi 1
Po3mip cniapHOTH + +/— _
be3komToBHICTE +/— + _
3py‘1H1CT.L TS N v B
roguelike
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TakuMm 4uHOM, JUIs1 PO3pOOKK TpoTOTUITy oOpaHo pyinii Unity sk HalOULIbII
3pyuHuil 1HCTpyMeHT st 2D-po3poOku 3 miarpumkoro C# Ta MUPOKUMHU
MO>KJIUBOCTSIMH ISl peanizallii mpoIeIypHoi reHepailii piBHIB 1 CUCTEMH MOBEIIHKU

BOPOTIB.

2.2.2 OorpyuryBannst Buoopy Unity

Unity nmoOyaoBaHuii Ha KOMIOHEHTHIN apXiTEKTypl: KOXEH IrpoBHM 00'€KT
(GameObject) € KoHTeHHEpPOM, JI0 SIKOTO IPHUKPIIUIIOIOTHCS KOMIIOHEHTH 3
KOHKPETHOIO Jiorikoro. Ile mo3Bonsie OyayBaTu CKJIQJHI CUCTEMU 3 HE3AJIEHKHUX
MOJIyJIIB — HaNpUKIIaJ, JOTIKYy pyXy BOpora, Horo ctaH Ta 0OpoOKy 31TKHEHb MOXKHA
peanizyBaTd SIK OKpeMi KOMIIOHEHTH, HE MPUB'S3YIOUHUCH JI0 KOHKPETHOI iepapXii
kiaciB. Taka apxiTekTypa 0coOJMBO BaXKJIMBA IIPH pealli3allii CKIHYEHHOTO aBTOMAaTa
CTaHiB JIJIsl TIOBEIHKU BOPOTIB, JIe¢ KOXKEH CTaH € CAaMOCTIMHHUM KJIacOM 13 BIJIACHOIO
norikoro [7], [9].

Jns peanizauii npouenypHoi renepauii piBHiB Unity Hagae cucremy Tilemap
— IHCTPYMEHT JIJIs1 TOOY/TOBHM ITPOBUX PIBHIB 13 TailiB 6€3M0CepeIHHO Ha TJI00ANIbHIM
cueHi. Ile no3Bosisie AMHAMIYHO MaOBATH MIAJIOTY KOPHUAOPIB 1 BUIAISATH Taiyiu
CTIH y MICIISIX IPUMHUKAHHS KIMHAT y runtime, 110 € KJIFOYOBOIO YACTUHOIO AITOPUTMY
reHeparlii piBHiB gaHoro mporotuiy. Cucrema mpedaldiB, y CBOIO Yepry, J03BOJISIE
30epiraTi mabJOHU KIMHAT PI3HUX POJIEH 1 MUTTEBO CTBOPIOBATH iX €K3EMILIAPH Ii]T
yac reHepartii pisas [7], [10].

Jns peamizamii O0oioBoi cucTeMu Ta TmoBeaiHku BoporiB Unity Hamae
Physics2D 3 miarpumkoro Raycast — MexaHi3My BUIIYCKaHHS [POMEHIB MAJis
MEePEBIPKA TPSIMOI BUJMMOCTI MK BOPOTOM 1 TpaBIleM, BHUSIBJICHHS TEPEIIKO] Ha
HUIAXY pyXy Ta peani3auii aJroputMy oOxony CTiH. Animator 3a0e3mnedye 3pydHe
VIOPaBIIHHS aHIMAIISIMH TIEPCOHAXIB 1 BOPOTIB 3aJIEKHO BiJ] IXHBOTO TOTOYHOTO
crany [7], [11].

Takum yuHOM, Unity € HaWOUIbII OOIPYHTOBAaHUM BHOOpPOM [JIsi JTAHOTO

MPOEKTY, OCKUIbKM HOTO BOYJOBaHI 1HCTPYMEHTH O€3MOCEepeHHO BiIMOBIIAIOTH
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TeXHIYHUM BHMOTraM peajisailii sfK TMpoIeAypHOi TeHepalii piBHIB, TakK 1

MOBEIHKOBHUX TaTepHiB Boporis [7], [10], [11].

2.2.3 Bubip cepenoBuia po3pooku

[Ipu BHUOOPI cepenoBuiia PO3POOKH /JIsi HAMHCAHHS CKpUITIB HA MOB1 C#
po3risnanoch Tpu BapianTu: Microsoft Visual Studio, JetBrains Rider ta Visual
Studio Code.

Microsoft Visual Studio — wne mnoBHOGYHKIIOHATBHE I1HTErPOBaHE
cepeloBuIlle  pO3poOKH, CTBOpeHE Kommadiero  Microsoft, sike  IIUPOKO
BUKOPUCTOBYETHCA JUISI PO3POOKH MPOrpamMHOTO 3a0€3MEUEHHS PI3HOI CKJIAIHOCTI,
30kpema irop. CepenoBuiiie Mae odimiitny iHTerparito 3 Unity (depe3 iHCTpyMEHTU
Visual Studio Tools for Unity), mo mg03Bojsie 0€3MOCEPEIHBO B3AEMOIIATU 3
IPOEKTOM: BIJKPUBATU CKPUNTH, 3aIyCKaTH HAJAro/)KeHHs Ta BIJICTEXYBaTU
BUKOHAHHSI KOJIy TIPSIMO 111 Yac podotu pymris [12].

Opniero 3 kmovoBux nepesar Visual Studio € cuctema IHTENEKTyaabHOrO
aBToonoBHEeHHs Koay IntelliSense, sika aHalizye KOHTEKCT 1 MPOTOHYE TMIIKA3KH,
METO/M Ta 3MiHHI, 1[0 3HAYHO MPUIIBUALIYE HAMKUCAHHSI KOAY Ta 3MEHILYE KUIbKICTh
nomMwiok. BOynoBaHuili BiyIafuMK MIATPUMYE BCTAHOBJICHHS TOYOK 3yMUHKH,
MIOKPOKOBE BUKOHAHHS MPOTPaMU, MIEPErisiy] 3HauYeHb 3MIHHUX Yy pPeaIbHOMY 4aci Ta
aHali3 CTEKy BHMKJIMKIB, IO pOOUTH MPOIEC MOIIYKY H YCYHEHHS MOMUJIOK 3HAYHO
e(DEeKTUBHIIITNM.

Kpim Toro, cepenoBuile 3abe3reyye  IMIJICBIUYBaHHA  CHUHTAKCHUCY,
pedakTOpUHT KOAy, aHalli3 NPOAYKTUBHOCTI Ta MIATPUMKY PO3IIMPEHb, SKi
no3BossitoTh anantyBatd IDE mim konkpetrni motpebu po3poOHuka. Visual Studio
TaKOXX Ma€ 1HTETrpaIlito 3 CACTEMaMHu KOHTPOJIIO Bepcii, TakumH sk Git, 1110 1a€ 3MOTy
KepyBaTy 3MIHaAMU B KOJ[1 6€3M0CEPETHRO B CEPEIOBHUIII PO3POOKH.

beskomroBHa Bepcis Visual Studio Community Hajmae MpakTUYHO MOBHHIMA

HaOlp (YHKIIOHAJIBHUX MOXJIMBOCTEH 1 € JOCTaTHBOK ISl 1HJIUBIAYaJIbHUX
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PO3POOHUKIB Ta HEBEJIMKWX KOMaHJ, IO POOUTH ii MOMyJIIpHUM BHOOPOM IS
HABYAJIBHUX 1 KOMEPIIIITHUX MPOEKTIB.

JetBrains Rider — ne xpocmiargopmHe iHTErpOBaHE CEPENOBHUIIE PO3POOKH
BiJl kommnaHii JetBrains, opienToBane Ha po6oty 3 MoBoro C# Ta miardopmoro .NET.
IDE mae moBHoIiHHy iHTerparito 3 Unity, mo mg03Bosisie e()eKTUBHO MpAIOBATH 3
ITPOBUMHM MPOEKTAMU: BIJIKpUBATH Ta pPelaryBaTH CKPUIITH, 3aIIyCKAaTH BIIJIAJKY Ta
aHaJI13yBaTH MOBEIIHKY KOy 0e3MmocepeIHbO B KOHTEKCTI PYIIIisl.

Rider BUpIi3HSAETHCS MOTYKHOIO CHCTEMOIO aBTOJIOTIOBHEHHSA Ta CTATMYHOTO
aHaiizy Komay, sika 6asyerbcs Ha TexHosorisix ReSharper. Ile 3abe3neuye rnmbOoke
PO3YMIHHSI CTPYKTYpH TMPOEKTY, MiAKa3KKM IIOJ0 ONTHUMI3AIll, BHUABJICHHS
MOTEHI[IMHUX TOMMJIOK III€ Ha €Tall HalmuCaHHSA KOJy Ta 3py4YHl 1HCTPYMEHTHU
pedakTtopunry. 3a piBHEM IHTEIEKTYaJbHOCTI Il 1HCTPYMEHTH HE IOCTYHaIOThCS
MoxuBocTAM Visual Studio, a B meskux acmekrax, 30KpemMa B aHalli3l Koy Ta
HaBIraIii 1o NpoeKTy, MOXKYTh HaBITh MEPEBEPIIYBATH iX.

CepenoBulie TakoX HIATPUMYE POOOTY 3 CHUCTEMaMHU KOHTPOJIIO BEpCii,
TakuMu sk Git, Mae 3pyuHuid iHTEepdeic 1 CTablIbHO MPaIlO€ Ha PI3HUX OlNepaliifHuX
cucremax (Windows, macOS, Linux), mo € BaXJIWBOIO IIEPEBAror0 s
KpocIiaT(opMHOI pO3pOOKH.

Boanouac JetBrains Rider € komepiiitHUM MpOAYKTOM 1 MOTpeOye mpuadaHHs
minen3ii  abo BUKOPHUCTaHHS OOMEXeHoro mpoOHoro mepiogy. ILle Moxe
YCKJIQJHIOBAaTH HMOTO0 BUKOPHUCTAHHS B HABYAJIBHUX TpoekTax abo s
1HUBITyJIbBHUX PO3POOHUKIB 0€3 TOCTYMy 0 O€3KOIMTOBHUX OCBITHIX JIIICH31H.

Visual Studio Code — ne nerkuii 1 MIBUAKUN pegakTop KOAy, po3poOJieHUi
KoMIaHiero Microsoft, SKMH MATPUMY€E BEIUKY KUIBKICTh PO3LIUPEHb 1 THYYKO
HaJIAIITOBYETRCS i Pi3HI 3a/1a4i. 3aBsku miarinaM (3okpema mis C#) ioro MokHa
agantyBaTH JJ1s po3poOku Ha ruiardopmi .NET Ta yactkoBo iHTerpysaru 3 Unity.

OpaHak, MONpHU MIMPOKY (PYHKIIOHAJIBHICTh 1 BUCOKY HIBUAKICTH POOOTH,
Visual Studio Code He € MOBHOIIIHHUM I1HTETPOBAHUM CEPEAOBHUIIEM PO3pPOOKH. Y
nopiBHsHHI 3 Takumu IDE, sk Visual Studio abo Rider, BiH mocTynaerbcs 3a

rmOuHOIO iHTerparllii 3 Unity, MOXJIMBOCTSIMH BIJIJIAIKHU, @ TAKOXK 3PYUHICTIO POOOTH
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3 BEJIMKUMU Ta CKJIQJHUMHU npoektamu. barato ¢ynkuii, sxi B IDE moctymHi «3
kopoOkm», y VS Code peamnizytoTbcsi 4epe3 CTOPOHHI PO3MIMPEHHS, IO MOXKE
BUMaratd JOJAaTKOBOTO HAIAINTYBAaHHS Ta HE 3aBXAU 3a0e3rneduye CTaOUTbHUN
pe3yJIbTar.

Oo6rpyntyBanus Bubopy IDE HaBeneno y tabmuii 2.2.

Ta6muis 2.2 — [TopiBHSIHHS cepeI0BUIL PO3POOKHU

Kpurepiii Visual Studio JetBrains Rider | VS Code
Inrerpanis 3 Unity + + +/—
[TinTpumka C# + - +/—
BOynoBanwuii Bijjiaauk + + _
Bbe3komToBHICTE + — 4+
3py4HICTh BUKOPUCTAHHS + + +/—

Takum 4uHOM, TSI pO3POOKHU MTPOTOTUITY KOMIT'FOTEPHOT TpH KaHpy roguelike
oOpaHo MoBy mporpamyBaHHsi C#, irpoBuii pymriii Unity Ta cepenoBulle po3poOKu
Microsoft Visual Studio sik ontumansHui HaOlp 1HCTPYMEHTIB, 10 3a0e3reuye

3pYYHICTh peajizallli BCiX KJI0U0BUX MexXaHik poekty [7], [8], [12].

2.3 ApxiTeKTypa NporpamMHoro 3atde3ne4yeHHsi

[Ipy mnpoexkTyBaHHI apXITEKTypd MNPOTOTUNY KOMM'IOTEPHOI TIpu OyIio
PO3MIIIHYTO JIeKUIbKa TMIiAXOAIB JO OpraHizaimii MpOrpaMHOTO KOJIYy: MOHOJIITHA
apXITeKTypa, KOMIIOHEHTHO-OPIEHTOBAHA apXITEKTypa Ta apXITeKTypa Ha OCHOBI
cuctemu «CyTHicTb—Komnonent—Cuctemay (Entity Component System, ECS) [9].

MoHoJiTHa apXiTeKTypa rnepeadadac 30cepe/HKEHHS JOTIKY TPU B €IUHIN 2060
KUIBKOX BEJIMKUX Kjlacax. Takuid MmixiJ € MPOCTUM JJIsi HEBEJIUKHUX MPOEKTIB, OJHAK
CYTTEBO YCKIAIHIOE MIATPUMKY Ta PO3MIMPEHHS KOAY MpH 30UIbLICHHI 00CATY

dbyHKITIOHATY.
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Apxitektypa ECS posniise maHi (KOMIIOHEHTH), JIOTIKY (CHCTeMH) Ta
inenTudikatopu 00'ekTiB (cyTHOCTi). BoHa 3abe3medye BHCOKY NPOAYKTHBHICTH
3apnaku cache-friendly po3milieHHIO NaHuX y MamM'sTi, IPOTE Ma€ 3HAYHUM MOPIT
BXOJIy Ta HaJMIpHY CKIAIHICTh JJIsl HEBEIMKUX MPOTOTHUIIIB.

KomMnoHeHTHO-OpieHTOBaHa apXiTekTypa mepeadayae MmoOyJOBYy IMPOBUX
00'€KTIB IUISXOM MPUKPIIIICHHS 10 HUX HE3aJEKHUX KOMIIOHEHTIB-CKPHUIITIB, KOKEH
3 SKHUX BIJIMOBIJA€ 3a OKPEMUN ACMEKT MOBEMIHKW. Takuil Miaxi € HATUBHUM IS
pyurist Unity 1 3a06e3nedye OamaHc MiXK IPOCTOTOO peaizallli Ta MOAYJIbHICTIO KOy .

[TopiBHSHHA apXITEeKTYypHHX MIX0/1B HABEJIEHO Y Tabmui 2.3.

Tabmuusg 2.3 — [TopiBHSAHHS apXITEKTYpPHUX MiAXOA1B

Kpurepiit MomnouiTHa KomnonenTtHa ECS
[IpocroTa peanizarii + + _
MonaybHICTb — + +
MacmtaboBaHICTh — + +
[TpoayKTHUBHICTH +/— +/— +

Bignosignicts Unity - + +/—
[Topir Bxoxy + + _

Otrxe, 1 poO3pOOKKM MPOTOTUIY OOpaHO KOMIIOHEHTHO-OPIEHTOBaHY
apXITeKTypy [K HailOUIbll 30ajaHCOBAaHUM MIAXIJ, 110 OPraHIYHO 1HTErPYETHCS 3
mozemmto GameObject/Component pytrist Unity.

CucteMy po3AUIEHO Ha TpU He3allexHi miacucteMu. [ligcucrema reneparii
PIBHIB BIANOBiJIa€ 3a TMPOIEAYPHY MOOYAOBY IrpOBOTO TMPOCTOPY IMia dac
3aBaHTaXEeHHS cieHd. llicucTemMa ympaBiaiHHS TpaBIEM OXOIUIIOE 0OpPOOKY
BBEJCHHS, MEPEMIIIEHHS Ta JIOTIKYy 3A0poB's. Ilimcucrema MOBENIHKA BOPOTIB
peanizye aBTOHOMHY IMOBEJIIHKY KOXKHOTO BOpOTa Ha OCHOBI CKIHYEHHOTO aBTOMaTa

CTaHIB.
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B3aemosis MK micMcTeMaMy OpraHi3oBaHa 3a IMPUHIIMIIOM MIHIMaJIbHOI
3B'SI3aHOCTI:  MIJICHCTeMa TeHepalii pIBHIB  PO3MIIIyE BOPOTIB  ILISAXOM
1HCTaHIItOBaHHS TpedaliB micis 3aBepuIeHHs TO0Y/T0BU PiBHS, TOA1 SIK KOXKEH BOPOT
CaMOCTIMHO BIICTEXXY€ IO3MINI0 TpaBiid. Taka opranizailis BiJNOBIIA€ MPUHIIUITY
€IMHOI BIAMOBIJATBHOCTI Ta 3a0e3medye HE3aJIe)KHE HAIAroHKEHHS KOXHOI 3

[TJICUCTEM.

2.4 IIpoeKkTyBaHHS CHCTEMHU NMPOLEAYPHOI reHepaii piBHiB

[IponiegypHa renepaiiisi piBHIB — 1€ MIAX1J JO CTBOPEHHS ITPOBOI'0 KOHTEHTY,
IpU SIKOMY CTPYKTypa IFPOBOrO MPOCTOPY (OPMYEThCA aNrOPUTMIYHO MiJ Yac
3amycky a00 3aBaHTaXEHHS IPH, a HE BU3HAYAETHCS BPYUHY JAU3aHEpOM. Y KaHpi
roguelike el miaxig € KIIOYOBOI MEXaHIKOI, OCKIIBKH 3a0e3Meuye YHIKalbHICTh
KOXHOTO MPOXOJIKEHHS Ta MIABUIILY€E perpadesbHICTh [4].

VY cyyacHii po3poO0Ill irop 3acTOCOBYIOThCS KiJbKa MOIIMPEHHUX IMAXOIIB JI0
npoleaypHoi reHepaitii piBHiB. [lepiuii — reHepaliisi Ha OCHOB1 IIa0JIOHIB KIMHAT
(room template-based generation): gu3aiiHep 3a3majierib CTBOPIOE HaAOIp KiMHAT-
11a0JIOHIB, a AITOPUTM O0UpaE Ta 3'€JHY€E IX Y BUNAAKOBOMY NOPAAKY. Takuil miaxia
3a0e3meduye BHCOKY XYAOXKHIO SIKICTh OKpPeMHX KIMHAT TMpuU 30€peKeHHI
BapiaTUBHOCTI 3arajbHOi CTPYKTYypH piBHA. CaMe 1iel MeTO/] BUKOPUCTOBYETHCA Y TPi
Hades: koxxHa kiMHaTa po3po0JieHa Bpy4HY, OJTHAK iX MOCIIOBHICTh 1 HAbip BOPOTiB
BU3HAYAIOTHCS AJITOPUTMIYHO MPU KOKHOMY HOBOMY 3a0iry, 1o J03BOJISIE TOETHATH
IPOLETYPHICTD 13 PETEbHO BUBIPEHUM reiMIuIeitHuM Oanancom [1], [4].

Hpyruit miaxigx — kmiTuHHI aBroMatn Ta BSP-nmepeBa (Binary Space
Partitioning): irpoBuii TPOCTIp PEKYPCUBHO TOIISETHCS HA MEHINI JAUISHKH, Y
KOXKHIM 3 SIKMX PO3MINTYEThCSA KIMHATA, MICIS YOTO MK HUMHU OYIyIOThCSl KOPUJIOPH.
Ile#i meTon moOpe MAXOAWTH IS TEHepallli MUIBHUX IMi3€MeNb 3 OPTaHIYHOIO
CTPYKTYPOIO.

Tperii miaxig — CITKOBUM METOJ 13 XBWJIBOBUM PO3UIMPEHHSIM: ITPOBUI

MPOCTIp TPENCTABISAETHCS Yy BUTIISMI JBOBUMIPHOI CITKA KOMIPOK, a PO3MIIICHHS
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KiMHAT 3/IIHCHIOETHCS NUIIXOM TIOIIUPEHHS BiJl MOYAaTKOBOI TOYKH — HAINPHUKIAJ, 3a
J0TIOMOror0  anroputMy  oboxoxy y mmpuny (BFS). Ile mo3Bomsie rHYydYKO
KOHTPOJTIOBAaTH (opMy piBHS, IIUIBHICTH KIMHAT Ta TapaHTye€ 3B'S3HICTH YCHOTO
npocropy. bmm3pkuit g0 1poro minxin 3actocoByeThes y rpi Dead Cells: piBHi
TCHEPYIOTHhCSI Ha OCHOBI (PIKCOBAHOI CITKH, JI¢ KIMHATH 13 3a3/1aJIeTib 3arOTOBJICHUX
OJIOKIB PO3CTABISIOTHCS MPOLEAYPHO, a KOPUAOPH MK HUMH IPOKIAIAI0THCS
JTUHAMIYHO 3aJIeKHO BiJ KoHDIrypartii cycianix 670kiB [4], [13].

[TopiBHSHHS MITXOAIB MPEACTABICHO Yy Ta0ui 2.4.

Tabnuusg 2.4 — ITopiBHSAHHS NIIXO0AIB 0 MPOLEAYPHOI reHeparlii piBHIB

Kpurepiit [IMabnonu kimHat | BSP-nepeBo | CitkoBwmii + BFS
XyA0KHIA KOHTPOJIb + +/— +/—
BapiaTuBHICTb CTPYKTypH +/— + +
["apanTis 3B'13HOCTI +/— + +
ITpocToTa peamizarii + — T
Kontposns porneit kiMHAT + +/— T

st peamizanii npototurty oopaHo citkoBuit minxin 13 BFS-posmmpenusm,
OCKIJTbKM BIH 3a0e3leuye TapaHTOBaHy »3B'SI3HICTb PIBHA, JI03BOJISIE THYYKO
npU3HAYaTH poJIi KiMHATaM 3aJeKHO BIJ iX BIJACTaHl BiJ CTapTy Ta OpPraHIYHO
MOETHYETHCS 3 KOMIIOHEHTHOIO apxiTekryporo pymis Unity. JlerampHa cxema

NIrOpUTMY T'€Hepallii MpeacTaBieHa Ha pUucyHKy 2.1.



IHiYianizayia CiTku

[opatu cyciga oo yepru

A

Yepra nOpoxHA?

B3ATHU KOMIPKY 3 Yepru

[NocarHyTo N KiMHaT?

Cycig BiNnbHU#?

Tak

MpuU3HaYeHHA ponen KiMHaTaMm

A

l

Mobygoea kopuaopis
MIX CYMDKHUMM KIMHaTaMu

l

IHCTaHUitOBaHHA O0'eKTIB

Pucynok 2.1 — Anroput™m resepaiiii piBHiB

Tak
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2.5 IIpoekTyBaHHS MOBEAIHKOBUX NATEPHIB BOPOTiB

[ToBeninka BOpOTiB y KOMIT'IOTEPHUX IrPax € OAHHUM 13 KIIOYOBUX (PaKTOPIB,
10 BU3HAYaIOTh CKJIAIHICTh 1 BIQUYTTS 3aHypeHHs. Y xkaHpi roguelike, ne rpasenp
MOCTIHO CTUKAETHCS 3 HOBUMH CHUTYAIlisIMU, BaKIWUBO, 10O BOPOTH IOBOIVIIACS
nepeaoavyBaHo Ha piBHI 0a30BUX MATEPHIB, ajie P 1IbOMY pearyBajid Ha Jii rpaBLs
nuHaMmivyHO. banmanc Mixk mependadyBaHICTIO Ta aJalTUBHICTIO BU3HAYA€, HACKIIBKH
MOBE/IIHKA BOPOTiB CIPUMMAETHCS IK OCMHCIICHA, a HE XaOTHYHA.

OnHuM 13 HaWMOIIMPEHINIUX MIJIXOMIB JO peasi3allii MOBEIIHKH BOPOTIB €
ckinueHHuid apromar ctaHiB (Finite State Machine, FSM). FSM — ne mopensb
o0YHuCIEeHb, ¥ SKIM 00'€KT Yy KOXEH MOMEHT yacy Inepe0yBa€e pIBHO B OJHOMY 3
KIHIIEBOTO HAOOpY CTaHIB 1 MEPEXOJUTh MK HUMHU 3aJIEKHO BiJ] 30BHIIIHIX YMOB.
3aBAsSKA YITKIM CTPYKTypl nepexoAiB Mix craHamMu FSM poOpe mianaerscs
Bi3yastizallii Ta JlarHOCTHII Ha eTari po3poOku. [lepeBaramu FSM e npo3opa norika,
POCTOTa HAJIATOJKEHHSI Ta JIETKICTh PO3IIMPEHHS HOBUMHU CTaHamMu 0e3 3MIHU
icHytouunx [ 14].

AJbTepHAaTHBHUMH Tigxomamu € jaepeBa noseainku (Behaviour Trees) Ta
yrumitapauid I (Utility Al). JlepeBa moBemiHKM OpPraHi3oBYIOTh JIOTIKY y BHIJISII
lepapXiyHOrO JIepeBa BY3JiB-yMOB 1 [iH, IO JO3BOJISE OIMUCYBATH CKJAIHIITY
noBeAinky. YTwrtapuuid 11l npucBoroe 4nCIoOBl OIIHKK MOKIIUBUM JisiM 1 00Hupae
Ty, [0 MAa€ HAMBUILY OLIHKY B MOTOYHOMY KOHTEKCTi. Takuil miaXiJl € 0COOJIHMBO
BUIMPABAAHUM Y BEJIMKHX IPOEKTaX, J¢ MOBEAIHKA arcHTIB 3aJICKUTh BiJ 3HAYHOI
KUIBKOCTI 3MIHHUX cepenoBuina. OOunaBa miaxoau € noTyxHimumu 3a FSM, ane
MaloTh 3HAYHO BHUIIMH IMOPIT BXOAY 1 HAJIMIIKOBY CKJIAIHICTH IS HEBEIHUKHX
npototumiB [5], [14].

Jlns peainizamii MOBEIIHKM BOPOTiB y JaHOMY mpoTtotumi obpaHo FSM 3
gotupMma ctanamu: Idle, Patrol, Chase Ta Attack. Jliarpamy mepexo/iiB Mi>k CTaHaMU

MPEJCTABICHO HA PUCYHKY 2.2.
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rpaBeub N03a SOHOK NepecninyBaHHA

rpaeeus y VisionRange ]

IDLE
OuikyBaHHA

CHASE
MNepecninyBanua

azaoinedu dennet
BHHEE0IU Ad 12U MNkO L 0 LAHJKoOF
abueyyoein A aneaed.
abue )y oe Py ecou aneaeds

PATROL
MatpynioBanHa

ATTACK
Ataka

rpaeeus y VisionRange

Pucynok 2.2 — AnropuT™ moBeiHKA BOPOTiB

VY crani Idle Bopor nepebyBae HEpyXOMO 1 oUiKye. SAKIO rpaBeib BXOJIUTh Y
paaiyc BusiBiaeHHs (VisionRange), aBromar mnepexonutb y ctan Chase. ko
IpaBellb HE BUSBJICHUNA — Yepe3 BU3HAYCHHUM 1HTEPBAI Yacy BOPOT MEPEXOIUTh y CTaH
Patrol.

VY crani Patrol Bopor pyxaerbcs 10 BUIAJAKOBO OOpaHOi TOUKH Y CBOIN 30HI.
Ilepen kOoXHMM TEpEMIIIEHHSIM BHUKOHYEThCS IepeBipka 3a gomomoror Raycast,
o0 YHUKHYTHU PYXy Kpi3b CcTiHH. [Ipu BUSBIEHHI TpaBls BiIOYyBA€ThCS MEpPEXia y
Chase. Ilicns qocsirTHEHHS TOYKY NATPYJIIOBaHHS BOpor nosepraeThes B Idle.

VY crani Chase Bopor mnepeciigye rpaBus. JJis YHUKHEHHS TEpPELIKO
3aCTOCOBYETHCSI TOBOPOT BEKTOpa pyXy Ha oOcHOBI Raycast, a s 3amobiraHHs
3JIMMAHHIO KUJIBKOX BOPOTIB peaji3oBaHO MEXaHi3M pO3IITOBXYyBaHHsS (Separation).
Sxmo rpasens BxomuTh y paaiyc arakm (AttackRange), BimOyBaeThcs mepexin y
Attack. ko rpaBelb BUXOAWTH 3a MeEXI 30HU TIEpPeCciayBaHHS — BOPOT
noBepraeTbes y Patrol.

VY crani Attack Bopor HaHOCUTH IIKOJY TPAaBIIO 3 BU3HAYEHUM IHTEPBAIOM
MK yaapamu. Ilicns 3aBepleHHs] aTakuy, SKIIO I'paBelb BCE 1€ B pajilycl aTakw,

IIMKJI TIOBTOPIOETHCS; 1HAKIIIE BOpor noBepTaeThes y Chase.
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2.6 BucHoBKH 32 po3aijiom 2

Y npyromy po3aiii BU3HAYEHO BUMOTH JI0 MPOTOTHUILY, OOpaHO 1HCTPYMEHTHU
PO3pPOOKH Ta CIIPOEKTOBAHO KJIFOYOBI MiICUCTEMHU TPH.

Ha ocHoBi anamizy irpoBux pyuriiB oOpano Unity sk HalOUIBIN 3pydHUN
iHCTpyMeHT it 2D-po3poOku 3 miarpumMkoro MoBu C# Ta KOMIOHEHTHOI
apxiTekTypu. Sk cepenoBuiie po3pooku odbpano Microsoft Visual Studio 3aBmsiku
noBHi# iHTerpaiii 3 Unity Ta pO3BUHEHUM 1HCTPYMEHTaM HaJlaro>KEeHHS.

Jlns opranizaiiii Koy oO0paHO KOMIIOHEHTHO-OPIEHTOBAHY apXITEKTYypy, IO
opraniuHo BianoBigae Mojeni GameObject/Component pymris Unity. Cucremy
PO3AUIEHO Ha TPU HE3AJIEXkKHI MIJACUCTEMH: F€Hepallli piBHIB, YIPaBIiHHS rpaBLUEM Ta
MOBEAIHKUA BOPOTIB — 3 MIHIMAJIBHOIO 3B'S3aHICTIO MK HUMH.

CucteMy mpolieaypHOi reHepallli piBHIB CIIPOEKTOBAHO HA OCHOBI CITKOBOTO
nigxony 3 BFS-posmmpeHHsM Bif LEHTpaibHOI TOYKH. Takuil MiaxiJ rapaHTye
3B'SI3HICTh PIBHA Ta J03BOJISIE THYYKO MPU3HAYAaTU (PYHKIIOHAIBHI POJII KIMHATaM
3aJIeKHO BIJ iX BIACTaHl BiA cTapToBOi mno3uuii. Kopumopun MK KiMHaTaMu
OyIyIOThCSl TUHAMIYHO MIISTXOM BUJAJICHHS TPAHUYHUX TaMIIB CTIH.

[ToBeaiHKy BOPOTiB CIIPOEKTOBAHO HA OCHOBI CKIHUEHHOI'O aBTOMAaTa CTaHIB 13
gyotupma craHamu: Idle, Patrol, Chase Ta Attack. Ilepexoau Mk cTaHamu
BU3HAYAIOTHCS BIJICTAHHIO IO TPaBIlsd Ta pe3yjbTaTaMU MEPEBIPKU BUAMMOCTI Uepes
Raycast. JlomaTkoBo peani3oBaHO MeEXaHI3M PO3IITOBXYBaHHS BOPOTIB  JAJis
3anmo0iraHHs X 3JIMITAHHIO 1] Yac MepeciiilyBaHHs.

CyKyInHICTb TPUMHATUX MPOEKTHUX PIlIEHb 3a0e3nedye MOJYJIbHICTh
apXITEKTYpH, MOKJIMBICTh HE3QJIEKHOTO HAJIATOJKEHHS KOXHOI MiJICUCTEMH Ta

JOCTaTHIN PYHKITIOHATBHHM 0a3uC 7S peaizallii IpOTOTHITY TPH.
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3 OCHOBHI PILIEHHS 11OJI0 PEAJII3ALIL KOMIIOHEHTIB
CUCTEMH

VY 1poMy po3Mil ACTAIBHO PO3IMIISIAIOTHCS MPAKTUYHI acHEKTH peanizarii
IPOTOTUITY KOMIT'IOTepHOi Tpu. Ha OCHOBI apXiTEeKTYpHUX pillleHb, OMHCAHUX Y
MOTNEPEHIX PO3a1JIaX, PO3KPUBAETHCA T€, SIK caMe KOXHa 13 3aIlyMaHiX MEXaHiK Oyia
BTiJICHa y poOounii Koj. Po3risgaeTbes 3arajgpHa CTPYyKTypa MPOEKTY Ta OpraHi3arlis
B32€EMO/III MK HOTO CKJIAJOBUMH YaCTHHAMH.

3HauHy yBary MNPUIICHO OMUCY BHYTPINIHBOI JIOTIKM KIFOUYOBUX ITPOBUX
CUCTEM: QJITOPUTMIYHUM IMiJX0AaM, IO JieXKaTh B iX OCHOBI, crocobam 00poOKu
IrpOBUX TOAINM Ta B3aemMojii 00'€KTiB MK c00010. YCi acmekTd peanizarii
PO3IIIIAIOTHCS 3 TOYKH 30pYy TEXHIUYHOI €(PEeKTUBHOCTI, 3py4YHOCTI JJIA TpaBLs Ta
Y3TOKEHOCTI 13 3arajlbHOIO0 KOHIIEIIII€I0 XaHpy roguelike.

PesynbraTé 1bOro po3AULTy JO3BOJISITH TOBHICTIO 3pO3YMITH, $K cCame
(GYHKIIOHYE TPOTOTUI 3CEPEAMHM, Ta CTaHyTh OCHOBOIO JUIS OIIHKH HOTO

npane3aaTHOCTI 1 BIAMOBIAHOCTI MOCTaBJAEHUM BUMOTaM.

3.1 CTrpykTypa nIpo€eKkTy

[IpoexT pospobneHo y cepemoBuini Unity 1 opraHi3oBaHO BiJIOBIIHO 0
cTaHJapTHO1 CTPYKTypu Unity-mipoekTy. YCi pecypcu 30CEpEIKeHO B JAUPEKTOPIl
Assets, 10 MOIIIAETHCS HA TEMAaTUYHI MIJAMANKA — KOXKHA BIJIOBITAE 32 OKPEMY
KaTeropiro pecypciB 1 3abe3nedye 3pyuHy HaBIralmilo MO MPOEKTY B MIpy HOro
PO3IIMPEHHS.

[Tanka Scenes MICTUTh €IWHY IrpOBY CLEHY, B SKiIi BiIOyBaeTbCs
IpolieypHa TeHepallis piBHs Ta BeCh IrpoBHil mpoliec. BukopucTanHs oHI€T ClieHH
CIPOIIyE YOpaBIIHHSA CTAaHOM TpU: TMPU KOXKHOMY HOBOMY 3a0iry cCIieHa
nepe3aBaHTaXYEThCSI, 10 MOBHICTIO CKHUJIA€ CTaH YCIX 00'€KTIB 1 3aIyCKae TeHepalliio

HOBOT'O PIBHS 3 HYJISL.
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[Tanmka Scripts wmictuth yci CH-CKpUINITU TPOEKTY, 3rPYNoOBaHI 3a
migcucreMamu. OKpemi MIAMANKJ BiAMOBIMAIOTh 32 TCHEPAII0 PiBHS, YMPaBIIHHS
MEPCOHAXKEM TpaBIls, MOBEIIHKY BOpPOTIB Ta OoHOBy cuctemy. Taka opranizaiis
CIIPOIIy€ OpIEHTYBaHHS B KOJOBIA 0a3l Ta JO3BOJISIE BHOCHUTH 3MIHHM B OKpPEMY
MiJCUCTEMY, HE 3adinarouu iHmm [7]-[8].

[Tanka Prefabs micTuTh 3a3maineriap HaJlaTOBaHI irpoBi 00'ekTH — mpedadu
BOPOTIB PI3HUX THIIIB, CHapsAy TpaBIlsd Ta eleMeHTIB piBHA. [Ipedadbu € kirouoBUM
iHcTpymMeHTOM Unity uisi AMHAMIYHOTO CTBOPEHHS OO0'€KTIB y runtime: mia 4ac
reHepallii piBHS CUCTeMa 1HCTAHIIIIOE€ BIAMOBIAHI npedaldu KiMHAT 1 po3Millye iX Ha
CIIEH1 3Tr1AHO 3 MO0y J0BaHUM Tpadom.

[Tanka Tilemaps MICTUTH TaillloBI HAaOOpHW, IO BUKOPHCTOBYIOTHCS ISt
noOyJJOBM TMIJJIOTK Ta CTIH KIMHAaT 1 KopugopiB. Tainu miajiorn KOpUAOpPiB
MaJIIOIOThCSl TMHAMIYHO Ha I100aibHIM TalaMari mij 4yac reHeparii, ToJl K Taliau
CTIH y MICISIX NMPUMHUKAHHS KOPUJOPIB BUAAIAIOTHCS MPOTPAMHO JUIsl CTBOPEHHS
poxo1iB Mixk KiMmHaTamu [10].

[Tanka UI wmictute eneMeHTH rpadiuHoro iHTepdency — 30KpemMa
komronentn HUD (Heads-Up Display) mis BimoOpaskeHHS TOTOYHOTO PiBHS
3I0POB'S TPaBIIf, & TAKOXK SKPaHU TOJIOBHOT'O MEHIO Ta €KpaH MpOoTrpanry.

CrpykTypy npoekty B penaktopi Unity npeactaBieHo Ha pUCYHKY 3.1.

Assets

Materials Scripts Settings Sprites Un

erP.

I Packages

Pucynok 3.1 — Ctpykrypa npoekTy
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IrpoBa cuena opranizoBaHa 3a iepapxiero 00'ektiB. Ha BepXHBOMY piBHI
3HaXOAAThCSA MeHemkep reHeparii piBas (RoomsGeneratorManager), 00'€KT TpaBIis
(Player) Ta xamepa, 1o ciiaye 3a rpaBieM. Boporu i1 exeMeHTd piBHA HE IPUCYTHI B
lepapxii CIIEHM CTaTUYHO — BOHHU CTBOPIOIOTHCS JMHAMIYHO TIIiJ] Yac TeHepallii.

Iepapxito 00'€KTIB CIIeHU TIPEACTABICHO HA PUCYHKY 3.2.

Pucynok 3.2 — O6’exTu Ha clieHi

3.2 Peauizanisi cucTeMu npoueaypHoi renepauii piBHiB

3.2.1 I'enepaunis citkn Ta BFS-po3mupenns

Peanizariiro cuctremMu mpoleaypHoi reHepallii piBHIB 30CEPEIPKEHO Y CKPUIITI

RoomsGeneratorManager.cs. LlenTpansHoto cTpykTyporo nanux € HashSet 3aitHsaTux
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KOMIPOK, IO JT03BOJISIE 32 KOHCTAHTHUN 4Yac MEPEBIPSATH, YU HE HAKIAIal0ThCSl HOBI
KIMHATH Ha BXKE ICHYIOUI.

Anroput™ mounHae poOOTy 3 LIEHTpabHOI KOMipku 3 koopauHatamu (0, 0),
AKa ofjpa3y JAOJAEThCS 10 Yepru po3mupeHHs. Ha koxHill iTepaltii 3 uepru oeperbes
MOTOYHA KOMIpKa 1 ISl KOXKHOTO 3 YOTHPHOX MOXJIMBHX CYCIJIB BUKOHYETHCS
nepeBipKa: Cyciji He TIOBUHEH OYTH B)KE 3aMHATHUM 1 Ma€ 3HaXOAUTUCH Y MEXKax CITKH.
KinpkicTe cycifiB, 10 A0JAIOTHCA HA KOXHOMY KpOIIi, BU3HAYAETHCS BHUIAIKOBUM
YMHOM HAa  OCHOBI  Bar  IMOBIpHOCTEeW, 3agaHuMxXx y  KoH(iryparmii
(normalNeighborProbabilities). SIkio yepra cmycToiyeTbes paHiiie, HiXkK JOCITHYTO
MOTPIOHOT KUIBKOCTI KIMHAT, @JITOPUTM 3HAXOJUTh BUIbHY KOMIPKY OL71s BXe
ICHYIOUMX 1 TPOJIOBXKYE PO3LIMPEHHS — 1€ 3amooirae cuTyalli, KOJH pPIBEHb
BUSBJISIETHCSI MEHIIIMM 32 OUY1KYBaHUH.

[Ticnst 3aBepiieHHsT MOOYAOBU JIOTIYHOI CITKM KOXKHA KOMIPKa OTPUMYE
¢di13uuHe posTamryBaHHs y cieHl. KoopauHaTh KOMIpKM MHOXAaThCS Ha MapaMeTp
cellSizelnTiles (3a 3amoBuyBaHHSM 25 TaliiB), 110 BHU3HAYA€ BIICTaHb MIX
LIEHTpaMu CYCIIHIX KIMHAT. J[JI1 KOXHOI KOMIpPKM 3 BIJINOBIIHOTO HabOpy
oOUpaeThCsl BUMAAKOBUN Tipedad KIMHATH, SAKUW 1HCTAHIIIOETHCA y PO3paxOBaHIn

Mo3uLii K AOYIpHiN 00'eKT rodanbHOro KoHTeHepa Rooms.

3.2.2 Ilpu3HayeHHs poJei Ta nody10Ba KOPUIAOPIB

[Ticnst popMyBaHHS CITKA KOXKHIM KOMIpIll MpU3HAYA€ThCs (yHKIIOHATbHA
posib. CtapToBa kiMHata — 3aBxau komipka (0, 0). Jlns BU3HAYEHHS 1O3uUIlii 00COBOT
KIMHATH aJITOpPUTM OOYMCIIIOE BIJCTaHb BiJl CTAPTOBOI KOMIPKM /10 BCIX IHILIUX 32
KUIBKICTIO KPOKIB y Tpadi Ta oOupae HalBIIJANCHIIINNA «JTUCT» — KOMIPKY 3 €IMHUM
cycimom. Ile rapantye, mo rpaBenb Oyje 3MYyIIEHUH MOCTIIUTH OUIBIY YaCTHHY
piBHS mepen GiHATBHUM MPOTHCTOSAHHSIM. KiMHatu 3 BoporamMu Ta ckKapbamu
0o0UparoThCsl BUTIAAKOBUM YMHOM CEpeJl PEIITH KOMIPOK BiJIMTOBITHO O KUIBKOCTI,

3a/1aHoi y KOH(Irypauii. Y ci 1HII1 KOMIPKHA OTPUMYIOTh POJIb 3BUYaTHOT KIMHATH.
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[ToO6ynoBy kopuaopiB BuKoHye okpemuii komroHeHT CorridorBuilder. s
KOXHOI Mapy CyMDKHHUX KIMHAT aJlTOPUTM BU3HAYAE CHUIBHY MEXY Ta MAJIOE€ CMYTY
MiJJIOTH 1 CTIH HAa BHIUICHOMY TaiiMermi kopuzaopiB. [lapamensHo MeTon
RemoveOpeninglnWalls «mnpo6uBae» oTBOpu y TailiMeni CTIH cCaMUX KIMHAT Y
Micisx 3'eqHaHHs 3 KopumopoMm. Koxna kimHara mae komnoneHT RoomController,
SKAW aHalli3y€ HasBHICTh CYCIIIB 3 KOXKHOTO OOKy: SIKIIO CYyCiJ BIACYTHIA —
BIJIMOBIAHUHN TIPOXIJT TepeKpUBa€eThes Tainamu ctinu 10], [13].

KimHata akTUBYETHCS Y MOMEHT BXOJy TpaBld y ii Tpurep. Ko B KiMHATI
nependadyeHl BOPOTH, aKTHBYETbCS TaMIMEN JBepei, 1o OJOKye BCl BUXOIU IO
3HUINEHHS OCTaHHBOTO BOpOTa. 3arajbHU BUTJISAL 3TEHEPOBAHOTO pPIBHA Y Tpi

MPEJICTABICHO HA PUCYHKY 3.3.

Pucynox 3.3 — IIpukiian 3reHepoBaHOTO Pi1BHS

3.3 Peauizanisi moBeiHKH BOPOriB

3.3.1 CtaH cnnoKoo

Cran cniokoro (Idle) € 6a3oBum ctanom Bopora. /[o HOro BOpor NepexoanTh
MICNsl JIOCATHEHHS YepProBOi TOYKHM TMATPYJIOBaHHS a00 TMicis 3aBEpIICHHS
repeciiyBaHHsl TPaBIls, SKIIO TOW BUIIIOB 32 MEX1 30HU BUAUMOCTI. Y 1IbOMY CTaHi

BOPOT TOBHICTIO 3YNUHSETHCA 1 OYIKY€ MPOTITOM BHITAJIKOBOTO TPOMDKKY dYacy,
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BU3HaueHOro mapameTpoMm PauseBetweenPoints. [liamazoH 1boro mapamerpy
PaHIOMIZYEThCS 1HIMBIAYyaTbHO [UJISI KOKHOTO €K3eMIUIsipa BOpora Mpu Horo
1HiIami3anii, o 3ade3nevye NpupoJHy aCHHXPOHHICTh MOBEIIHKUA TPYMH BOPOTIB —
BOHM HE PYXalOThCSl CAHXPOHHO 1 HE BUTJIAIOTh OJTHAKOBO.

[Ticnst 3akiHueHHS Tay3W BOPOT aBTOMATUYHO MEpexoauTh y ctaH Patrol.
Cran Idle Takox cityrye TOUKOO BXOAY 0/ipa3y Micis HOSBH BOpOra Ha CLEHI — Nepes
[IOYATKOM IAaTPYJIIOBAaHHS KOKEH BOPOT BUTPUMYE MTOYATKOBY Iay3y, IO J0AATKOBO

PO3CHHXPOHI3YE IXHIO MMOBEAIHKY Y TPYIIL.

3.3.2 CraH narpy/ilOBaHHA

VY crani marpymoBanHs (Patrol) Bopor camocTiiiHO mepeMInry€eTbest 1o
IrpOBOMY PpIBHI y MeXaxX BH3HA4eHOi 30HM. Ha mnoyaTky KOXHOTO LHKIY
NaTpyJIOBaHHS CKPUNT OOMpae BUITAJIKOBY TOUKY B Mexax pamiycy PatrolRadius
BITHOCHO MTOYaTKOBOI Mo3uIii Bopora. Ilepes Tum sk mouaTu pyx A0 0OpaHOi TOUKH,
BUKOHYETBHCS MEepEeBipKa JOCTYMHOCTI yepe3 Raycast: AKI10 Mi MOTOYHOIO TTO3UITIEI0
BOpora Ta IUIbOBOIO TOYKOI BHUSBICHO TMEPEIIKOAY, TOYKA BIAXUIISETHCS 1
oOupaeTbcsi HoBa. Takuil miaxig 3a0e3neyye MPUPOIHICTh MEPEMIIICHHS Ta
BUKJIIOYAE CUTYAIlli, KOJM BOPOT HAMATae€ThCs PyXaTUCh KPi3b CTIHY a0 3acTpsie Ois
HEi, 10 MOrjo O MOPYIIUTH ITPOBUM TIPOILEC 1 3HU3UTU SKICTh B3aEMOMIl 3
CEePEIOBHIIIEM.

OKpiM CyTO T€OMETPUYHUX TMEPENIKO/I Y BUTJISAL CTIH Ta MEX PIBHS, y poi
NEPEIIKOJl MOKYTh BUCTYNATH M 1HIII 00'€KTH ITPOBOrO CEpeloBUILA. 30KpeMa, Lie
AIIMKH, 0 PYHHYIOTHCS MICIIA KIJTBKOX BIyYaHb 1 TUM CAMUM JUHAMIYHO 3MIHIOIOTh
MPOXITHICTh MPOCTOPY B TIPOIECI TPH, a TAKOXK JEKOPATUBHO-(PYHKITIOHAIBHI
enemMeHTH. CyKyIlHICTh Takux 00'€kTiB (OpMye€ HACHUEHE Ta BaplaTUBHE ITPOBE
CEpeloBHUIIe, SKE€ BUMAra€ BiJl CHCTEMH MAaTPYJIOBaHHS TMOCTIMHHOI amamTaiii 10
3MiHIOBaHOi reomeTpii piBHs [11].

[Ipukian nmepemko 1 3 BIaCHOIO KOJIi31€10 300pakeHU Ha PUCYHKY 3.4.
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Pucynox 3.4 — Ilpuxian irpoBUX MEPemKo,

HonatkoBo y craHi Patrol peanizoBaHO MeXaHI3M BUSIBJICHHS 3aCTpATaHHS.
SAxmo mpotsirom neBHoro 4acy (stuckTimer) Bopor He 3MiHHMB CBO€i mo3wuiii abo
3MIHUB 11 HECYTT€BO, CUCTEMa aBTOMATUYHO CKHUJIA€ MOTOYHY IUILOBY TOUKY 1 OOUpae
HoBy. lle 3a0e3mneuye cTabuIbHY MOBEAIHKY HAaBiThb y BHIMAJKaX, KOJU T€OMETpis
piBHS HE 103BOJIsIE TOOYAYBAaTH NPSIMY TPAEKTOPIIO 10 0OpaHOT TOUKH.

Ak 1 mapameTp may3u, HMIBUAKICTh MEPEMIIICHHS Ta PajalyC MaTpyJFOBaHHS
PaHAOMI3YIOThCS 1HAMBIAYAIbHO TMpHW 1HIIIAMI3alii KOXHOTO €K3eMIUIsipa BOpora.
3aBASIKM IIbOMY BOPOTU OJHOTO THITYy MOBOJSATHCS MO-PiI3HOMY, IO POOUTH irpoBe
cepeIoBHILE OUIBLI )KMUBUM Ta HernepeA0auyyBaHUM JUIsl TPaBLIsl.

[Tepexin 31 ctany Patrol abo Idle 1o crany Chase BinmOyBaeTbcsi Yy MOMEHT,
KOJIU BIJICTaHb JI0 TPaBIls CTa€ MEHIIOIO 3a 3HAYeHHs VisionRange, 1 Mix BOporomM ta
rpaBleM HeMae mepemniko. Ll mepeBipka BUKOHYETHCS KOKEH KaJp HE3aJIeKHO BiJ

MOTOYHOTO CTaHy BOPOTa.
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3.3.3 CraH nepeciaigyBaHHA

Cran mnepecnigyBanHs (Chase) akTUBYeTbCS y MOMEHT, KOJH TpaBelb
NOTparvisie y 30HY BHUJIMMOCTI BOpora — BIJCTaHb JO HBOIO CTa€ MEHIIOK 3a
VisionRange 1 Mixk HUMH HeMae nepemko/. e HalickiagHIMi cTaH 3 TOYKUA 30pY
peanizaniii, OCKUIBKM BOPOI Ma€ HE JIMIIE PYXaTUCh y HANpsIMKY TpaBis, a u
KOPEKTHO OOXOJMTH MEPEIIKOIU Ta YHUKATH 3JUNAHHA 3 IHIIUMU Boporamu. Came
tomy craH Chase BuMarae MO€IHAHHS KUIBKOX HE3aJCKHUX MEXaHI3MIB, IO
IPAIIOIOTh Y3TOPKEHO B MEXKaX OJHOTO IrpOBOTO Kajpy.

Jlnst 06XoAy MEpelIKo] 3aCTOCOBY€EThCA MEXaHI3M Ha OCHOBI Raycast: kKoxeH
KaJIp BOPOT BHUITYCKA€ MPOMIHb y HAMPSMKY TpaBIsd. SKIIO MPOMiHb BHUSBIISE CTIHY,
BEKTOp PYXy MoBepTaeThcs Ha (pikcoBanuil KyT AvoidanceTurnAngle 1o oTpumaHHs
BUTbHOTO HampsMKy. lleil mpormec MOBTOPIOETHCS I1TEPATUBHO JO 3HAXODKEHHS
POXITHOTO HANPSIMKY, 3aBJISIKA YOMY BOPOT IUIABHO «KOB3a€» B3JIOBXK CTIHU JOTH,
JIOKU TIPSIMUH 1IUTSAX 10 TPaBIsl HE BIAKPHUETHCS. [lepeBaroro Takoro mijaxoay € Moro
00UHCITIOBalIbHA JIETKICTh MOPIBHSHO 3 MOBHOI[IHHOI) HaBITaliiHOIO CITKOIO, IO €
KPUTUYHO BKIIMBUM IPU OJTHOYACHIN aKTUBHOCTI KIJIBKOX BOPOTIB.

Jlns  3amo0iraHHs 3JMIAHHIO KUIBKOX BOPOTIB PEali30BaHO MEXaHI3M
po3mToBxyBaHHs (Separation). KoskeH Bopor y majomy pajiyci CKaHye MpPOCTIp
HaBKOJIO cebe 3a JgomoMorord Macku EnemyMask Ta oOuYucIFOE BEKTOP
BIJIIITOBXYBAHHS BiJ KOXXHOTO BHSBJIEHOIO CycCia — 4YMM OJMXK4Ye CYCil, TUM
CWIBHIIIHK Horo BrumB. [liICyMKOBHI BEKTOP pyXy € 3BaKEHOIO CYMOIO HAIPSIMKY
70 TPpaBIl Ta BEKTOpa BIAIITOBXYBaHHSA BiJ cyciliB. Barosi koediiieHTH 1mux
CKJIQZIOBUX MIAIOpaHi eMIIPUYHO 3 ypaxXyBaHHSM HIBUIKOCTI BOPOTIB Ta CEPEAHbOI
TYCTOTH iX CKym4eHHS Ha piBHI. [IpakTHYHMM HACTIAKOM ILBOTO € TE, IO TpyIa
BOPOTiB HAMAra€eThCsl OPraHIuYHO OTOYMTH I'PABIS 3 Pi3HUX OOKIB, a HE 30MBAETHCA B
OJIHY TOUKY, IO CYTTEBO MIJBUIIYE CKIAHICTD 1 PEATICTUYHICTh OOHOBUX CUTYAITIH.

[Tpuknan nepeciigyBaHHs TPYTOK BOPOTIB HABEJEHO HA PUCYHKY 3.5.
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Pucynox 3.5 — Ilpukiiajg noBeAiHKY MEPECIIiTyBaHHS

SAxio rpaBelb BUXOAUTH 32 MEK1 30HU BUIUMOCTI 200 Mi>K HUMH 3'SBIISIE€TbCS
MEPEIIKO/Ia, BOPOT TOBEPTAEThCS y CcTaH Patrol, BiTHOBIIOIOYM 3BHYAWHUNA ITHKIT

MMaTpyJHOBAaHHA.

3.3.4 Ctan araku

Cran ataku (Attack) akTUBYETHCSI Y MOMEHT, KOJH BiJICTAHb MiK BOPOTOM 1
rpaBIeM CTa€ MEHIIO 3a 3HaueHHs AttackRange. Bopor 3ynuHsieTbes 1 mo4yuHae
3aBAaBaTH IIKOJIW TpaBImiO0 3 (IKCOBAaHUM IHTEPBAIOM MK yJapamu, IO
BU3HAUYAETHCS TMapaMeTpoOM KyJJayHy aTakv. BuTpumka MK yaapaMu 3amno0irae
MUTTEBOMY BHCHAXEHHIO 3/I0pOB'A TpaBll MPH BIPUTYI 1 Ja€ HOMY MOXIIMBICTb
BiJIpearyBaTH Ta BIIINTH Ha O€3MEeYHY BiJICTaHb.

Skmo y mporeci aTaku TpaBellb BUXOIWTH 3a Mexi AttackRange —

HAIpPUKIIAJ, BIAKOUYETbCA a0o Bi0irae — BOPOr aBTOMAaTHUYHO MOBEPTAETHCA Yy CTaH
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Chase 1 BigHOBIOE mepeciainyBaHHs. Lle 3a0e3nedye miaBHI Ta JIOT1YHI MEPEXOaU
MDK CTaHaMU 0€3 PO3PHBIB y MOBEIIHIII.

[Ipu oTpuMaHHI IIKOAW BiJ TPaBIs BiATBOPIOETHCA Bi3yaJbHUN 1HIWKATOP
BinyueHHs1 (TakeDamagelndicator), mo 3a0e3medye 3BOPOTHHI 3B'SI30K 1 POOUTH
0o1ioBi B3aemoii OUTbII ynTabenpHUMU. KoM TOKa3HHWK 370pOB'S BOpora J0cCsTae
HyJIsl, BUMUKAIOThCSI BCi KOJaEpH, 3YNMUHSETHCS JIOTiKa CKIHUEHHOTO aBTOMAara
CTaHIB 1 Yepe3 KOPOTKY 3aTPUMKY IrpOBHUI 00'€KT BUAANSETHCS 31 CLIEHH. 3aTPUMKa
mepea BUAAJICHHSAM JO03BOJISE MPOTpPATH aHIMAI0 3arubOeni Ta HE TepepuBaTd ii

MHTTEBUM 3HUKHECHHSAM 00'€KTa.

3.4 PeaJgizanisi 00ii0BOi cucTeMHu

boitoBa cucrtema MpOTOTHUITY CKIAJAETHCA 3 JBOX B3a€EMOINOB'SI3AHUX YACTHH:
aTaky rpaBIlsl Yepe3 CHAPAJIM Ta PeaKIlii BOPOTiB Ha OTPUMAHY IIKOY.

Artaxka rpaBlis BiIOyBa€ThCS 32 HATUCKAHHIM B1JIMOBIAHOT KJIaBimr. Y MOMEHT
HAaTUCKaHHS y TO3MIIIT IrpaBls 1HCTaHItoeThbes nipedad cHapsay (Projectile), sikomy
HAJA€ThCS TOYATKOBUHM IMIYJILC Yy HampsMKy Kypcopa. CHapsii Mae JBa YMOBU
3HUIIEHHS: 31TKHEHHS 3 BOPOToM abo BuuepraHHs vacy icHyBaHHs (lifetime). Jpyre
yMOBa HEOOXiJHE I TOro, MO0 CHapsaW, 0 HE BIyYWIM B IIJIb, HE
HAKOMUYYBAIUCh Y CIieHl. MK MOCTpuIaMd BUTPUMYETHCS KYJIJAyH, 10 0OMEXKY€
JacTOTy aTak.

[Ipu 3iTKHEHHI CHapsiAy 3 BOPOTOM CHpallbOBY€ OOpPOOHUK KOIMi31id: BOPOT
OTpUMYE 3aJlaHy KUIBKICTh IIKOJIM, 3HIMAIOYW BIANOBIIHE 3HAYEHHS 3 WOro
notoyHoro 3arnacy HP, micins yoro cHapsin 3HUILy€eThesa. OcKuibku Boporu MaroTs HP
pO3paxoBaHe Ha KiJbKa BIyYEHb, TPABII0 HEOOXIJHO aTaKyBaTH IMOCIHIJIOBHO, IO
dopmye 0a30By TaKTHYHY CKIamoBy Ooro. IIpum KOKHOMY BIyYEHHI MPOTPAETHCS
BI3yaJIbHUN 1HIUKATOP OTPUMAHOT IIIKO/IH.

3M0pOB'st TPaBIlSl 3MEHIIYETHCA TPU KOKHOMY YCIINTHOMY yaapi Bopora y
crani Attack. Ilorounmii piBenr HP BimoOpawxaetscs y HUD y Burmsam mkanu

3JI0pOB's, 1110 OHOBJIIOETHCS B PEAIbHOMY Yaci.
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Komu HP rpaBus mocsirae Hymsi, crpaiboBye JIOTiKa MPOrpally: irpoBUA 4Yac
synuHseThes (Time.timeScale = 0), o 3aMopoXKye BCi 00'€KTH CLIEHH. Y TOTOYHIN
BepCii MPOTOTHITY MEepe3aryCcK rpid BUKOHYEThCS BPYYHY, OCKUTBKHA €KPaH MPOTrpamty

HE peaizoBaHoO SIK OKPEMHH eJIeMEeHT 1HTepdeiicy.

3.5 I'padiunuii inTepdeiic kKopucryBaya

Y mortouHiit Bepcii mpoToTuny rpadiuynuil iHTepdeiic 3BeIeHO 10 MIHIMyMY,
OCKIJIbKM OCHOBHAa ME€Ta PO3pOOKU ToJiArana y MepeBipll ITPOBUX MEXaHIK, a HE B
MOJTIPOBII Bi3yalbHOT YaCTHUHHU.

€nunum enementoM HUD e mikana 3110poB'st TpaBlis, peaigizoBaHa 3aco0aMu
Unity Ul. Bona po3ramoBaHa y BEepXHbOMY KyTlI €KpaHy Ta OHOBIIIOETHCS B
peanbHOMY Yaci IpHu OTPUMAaHHI IPaBLEM HIKOH.

HagpiramiiiHe MeHIO, €KpaH Nporpairy Ta IHII eJeMEHTH iHTepdeicy y
IPOTOTHUII BIACYTHI — IX pealli3allilo 3aljlaHOBaHO Ha €Tarl MOJAJBIIOTO PO3BUTKY

MIPOEKTY.

3.6 BucHoBku 3a po3aijiom 3

Y TperboMy pO3IUTI OMUCAHO TMPAKTUYHY peati3aliio yCiX KIIYOBHX
M1JICUCTEM IPOTOTHUITY KOMI'IOTEPHOI I'pH kaHpy roguelike.

[IpoexT opranizoBaHO BIAMOBIIHO 0 CTaHAAPTHOI CTPYKTYpH Unity-poeKTy
3 PO3MOJIIIOM PECYpCiB 3a TEMAaTUYHUMHM IMiANankamu, 10 3abe3neuye 3pydHICTh
HaBIraIlii Ta MATPUMKH KOIY.

Cucremy mTpollelypHOi TeHepallli pIiBHIB peami30BaHO Y  CKPHIMTI
RoomsGeneratorManager.cs Ha OCHOBI ciTKOBoro miaxoay 3 BFS-posmmpennsm.
Pe3ynbpTaToM KOXHOTO 3aIlyCKy € YHIKaJbHa 3B's3Ha KapTa KIMHAT 13 aBTOMAaTHYHO
MPU3HAYEHUMH POJISIMU Ta JUHAMIYHO MOOYIOBAHUMHU KOPUIOPaMHU.

[ToBeninky BoporiB peanizoBaHo y ckpunti MeleeEnemyController.cs Ha

OCHOB1 CKIHYEHHOTO aBTOMaTa CTaHIB 13 YOTUpMa cTaHaMu. MexaHIi3MU 00XOmdy
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nmepemkoa  depe3 Raycast Ta po3MITOBXyBaHHS BOpOTIB depe3 Separation
3a0€3Meuy0Th aBTOHOMHY Ta MIPUPOAHY MOBEAIHKY 0€3 BUKOPUCTAHHS HaBITaIIITHIX
CITOK.

boiioBy cucteMy MmoOyaoBaHO Ha OCHOBI CHapsJiB 13 OOMEXKEHHM 4YacoM
icCHyBaHHS Ta 0OpoOIll KOJi3ii. 3MOpOB's K TPaBIsl, TaK 1 BOPOTIB PO3PAXOBAHO Ha
KiJTbKa BIIy4eHb, 10 opMye 6a30By TAaKTUYHY CKJIQJIOBY irpOBOTO MPOIIECY.

['padiunuii iHTEepdeiic y MmoTOUYHIA Bepcli OOMEKEHO IIKAJIOK 370pPOB'S
rpaBld, IO BIANOBIAA€ IUISIM MPOTOTHIMY — Bepudikaiii irpoBUX MexaHik 0e3

HaJMIpHUX BUTpAT Ha 1HTEPQEHCHI PillICHHS.
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4 EKCIINIYATALIA, TECTYBAHHA TA EKCIIEPUMEHTAJIBHE
JOCJIIIZKEHHSA ITPOT'PAMUA

Y mpoMy po3aunl  pO3ISHYTO MPAKTUYHI  aCleKTH  BUKOPUCTAHHS
PO3pO0IEHOT0 MPOTOTUITY KOMITIOTEpHOI TpH kaHpy roguelike: iioro nmpuzHayeHHs,
TEeXHIYHI YMOBH 3aIlyCKy, IHCTPYKIIIIO 3 KEpyBaHHS Ta Pe3ybTaTh pOOOTH MPOTPaMHU
B I'POBOMY CepeAoBHUILI. TakoX MPOBEAECHO TECTYyBaHHS KIIOUOBUX IMIJICUCTEM —
MpOLEAYpPHOi reHepallii piBHIB, MOBEIIHKA BOPOTIB Ta OOWOBOI CUCTEMH — 3 METOIO
NEePEeBIPKU iX BIAMOBIAHOCTI CPOPMYIILOBAHUM Yy TIEPIIOMY PO31UIi BUMoraM. Meta
IBOr0 PO3JAULYy — MPOAEMOHCTPYBaTH NPALE3AATHICTh PEATI30BAHMX MEXaHIK Ta
MIATBEPAUTH €(DEKTUBHICTh MPUWHATHX MPOEKTHUX PIIIEHb HA OCHOBI CITIOCTEPEKEHD

3a peajbHUM ITPOBUM IPOIIECOM.

4.1 Ilpu3HayeHHs Ta YMOBU BUKOHAHHSA NPOrpaMu

OCHOBHMM TPU3HAYEHHSIM PO3POOJICHOTO MPOTOTUITY € JIEMOHCTpAIlis
KITFOUOBUX MEXaHIK KOMITIOTEpHOI rpu xkaHpy roguelike: mpomemypHoi renepartii
ITPOBUX PIBHIB, aBTOHOMHOI MOBEIIHKM BOPOTIB HAa OCHOBI CKIHUEHHOI'O aBTOMAaTa
cTaHiB Ta 0a30Boi 00ii0BOi cuctemu. [IpoToTHUN HE € 3aBepIIEeHUM KOMEPIIHHUM
IPOAYKTOM — MOro MeTa TMOoJsrae y TepeBIpIl Mpare3JaTHOCTI peai30BaHuX
QIrOpUTMIB Ta OOIPYHTYBaHHI TEXHIYHUX pIIIEHb, MNPUHUHATUX Yy TpoLEC]
npoekTyBaHHs [7], [12].

Po3poOnenuii MmpoTOTUIT OPIEHTOBAHWI Ha 3alMyCK Ha MEPCOHAIBHOMY
KOMIT'IOTEepl MiJ YNpaBliHHAM omnepauiiHoi cucremu Windows. s KOpeKTHOro
BUKOHAHHS TMPOTpaMU KOMI'IOTEP Ma€ BIAMOBIJATH MIHIMAIbHUM TEXHIYHUM
BUMOTaM: MPOLIECOP 3 TAKTOBOIO 4acToTO He Hukue 2.0 I'T'h, oneparnBHa nam'saTh
obcsrom He Menmie 4 I'b Ta Bimeokapra 3 miaTpumkoro DirectX 11. 3a3znaueni
BUMOTHY € TUIIOBUMH ISl TOJIATKiB, 310paHux y cepenosuini Unity, 1 6e3 TpyaHOLIIB

3aJ0BOJIBHAOTHCA 6YI[B—${KI/IM Cy4aCHUM IICPCOHAIIBHUM KOMH'}OTepOM.
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[Iporpama MOCTaBJISAETHCS Y BUIJISII CKOMITIIBOBAHOT'O BUKOHYBAHOTO (haiiimy
.eXe Ta He MOTpedye BCTAHOBJICHHS — JOCTATHHO 3AIMyCTUTH (paiiin Oe3rmocepeaHbo.
JlonaTkoBe mporpamHe 3a0e3rneueHHs a00 CTOPOHHI 3aJIeKHOCTI is PodOTH

IIPOTOTHUITY HE MOTPIOHI.

4.2 THCTPYKUIA 3 eKCIIyaTamii

OckinbKd TporpaMa 3HAaXOAUTHCS Ha CTafil NOpOTOTUMY, ii 3ammyck
3MIMCHIOETRCS Oe3mocepeHbO y cepenoBuiill po3pooku Unity. [ mboro HeE0OX1HO
BiAkpuTH npoekT y Unity Editor Ta HatucHyTn KHoOmKy Play y BepxHiii maneni
penakropa. Ilicisi 1pOro aBTOMAaTUYHO TE€HEPYEThCS HOBUM IrPOBUM PIBEHb 1
MEPCOHAX TPaBIsl PO3MINIYETHCA y CTapToBiM KiMmHaTi. I[HTepdeiic 3amycky y
penaktopi Unity npecTaBlIeHO HA PUCYHKY.

KepyBaHHs nepcoHakeM 3A1MCHIOETHCA 3a IOIOMOTOI0 KJIaBIaTypH Ta MUIIIL:

- W/A/S/D - nepeminieHHs NepcoHaxka;

- JIKM (;1iBa KHOIIKA MHIII1) — MOCTPLI CHAPSAOM Y HAMPSIMKY Kypcopa.

Meta rpaBus — AOCHIAWTH 3T€HEPOBAHUN PIBEHb, 3HUIYIOYH BOPOTIB Yy
KIMHaTax, Ta JAictaTtuca g0 0ocoBoi kiMHaTu. [lpum Bxoal y KiMHATy 3 BOpOTramu
BUXOIU OJIOKYIOTHCSI 10 3HMINCHHS BCiX MPOTHUBHUKIB. [I0TOYHMIT piBEHb 370pOB'S
BimoOpaxaeThcs y mkani HUD y BepxHiil uacTuHi ekpaHy.

VY pasi 3arubeini nepcoHaxa IrpoBUM mpolec 3ynuHseTbes. s mouaTky
HOBOi TPU JOCTaTHHO IMOBTOPHO HaTMCHYTH Play B pemaktopi — piBeHb MIOpaszy

TEHEPYETHCS 3aHOBO.

4.3 Pe3yabTaT po00oTH IPpOrpamMu

[Ticns 3amycky mpototuny y penakropi Unity cuctema mporeaypHOi
re’epaiii aBTOMaTuyHO OyJye€ YHIKaJbHUI IrpoBHil piBeHb. ['paBellb MOYMHAE Y
CTapTOBIN KIMHATI, BiJl IKO1 BIAXOSATh KOPUAOPHU O CYMIKHUX KIMHAT PI3HUX THIIIB.

3aBasku BFS-posmmupeHHio KokeH 3alyCcK Ja€ BIAMIHHY BiJl TONEPEIHBOI
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KOH(ITrypallito piBHA — KUIbKICTh KIMHAT, 1X pO3TalllyBaHHS Ta 3'€IHAHHS IIOpa3y
TeHEePYIOTHCS 3aHOBO.

[Ipn BXxOml rpaBis y KIMHATy 3 BOpPOraMH BUXOAM 3 Hel OJIOKYIOThCS 1
po3nounHaeTbest  Oiil.  Boporu mepexonsTh 31 CTaHy —MNATpyJIOBaHHS Yy
nepeciiyBaHHs, HAaMaralouuch OTOYMTH TPABII 3 PI3HUX OOKIB 3aBISIKH MEXaHI3My
po31ITOBXYBaHHA. ['paBells BIAMOBIAE MOCTPIIaMHU CHAPSIIB, SIK1 JETATh Y HAMPSMKY
Kypcopa Ta 3HMINYIOTbCS TpPH BIYYEHHI y Bopora a0 IMiciis BUYEPIAHHS 4Yacy
ICHYBaHHS.

IrpoBuit poriec mig yac 0010 MpeICcTaBlIeHO Ha pUCYHKY 4.1.

Pucynox 4.1 — Ilpukian irpoBoro mnpoiecy

[kana 310poB's y BepXHIA YacTHHI €KpaHy BinoOpaxae MOTOYHHUI CTaH
rpaBlisd B pEaJIbHOMY 4Yaci Ta 3MEHIIYEThCS MPH KOXKHOMY BiydeHH1 Bopora. Ilicns
3HUIIIEHHS BCIX BOPOTIB y KIMHAaTI BHXOJU PO30JOKOBYIOTHCS 1 TI'paBellb MOXE
MIPOJTIOBXKUTH JOCTIPKCHHS PIBHSI.

@diHaTbHOIO TOYKOK pIiBHA € OOCOBa KiMHATa — HaWBiAJaJieHia BIJ
craproBoi mo3uiii. JlocarHeHHs OOCOBOI KIMHATH Ta ii OYMILEHHS € YMOBOIO

3aBEPIICHHS MOTOYHOTO 3a0iry, 1mo Oyje peaai30BaHO 3T0I0M.
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4.4 TectyBaHHs IPOrpamMu

TecTyBaHHS IPOTOTUITY TTPOBOJIUIIOCH Y PYYHOMY PEXKHMI O€3MOCEPETHBO Y
cepenoBuili  Unity Editor muisixom 0Oararopa3oBoro 3amycky @IporpamM Ta
CIIOCTEpPEeXKEHHS ~ 3a  MOBEAIHKOI  KOXHOi  migcuctemud.  DopMambHUX
aBTOMATU30BAHUX TECTIB HE 3aCTOCOBYBAJIOCH, IO € MPUUHITHUM JUIsl IPOEKTIB Ha
ctajii mpoToTunyBanHs [15].

TecTyBaHHsS CcHUCTEeMH TpPOLIEAYpHOI TeHepalii piBHIB MOJATANO Y
OaraTopa3oBOMy IIEpe3alyCcKy CIIEHH 3 IEePeBIPKOI0 YHIKAJIbLHOCTI Ta 3B'SI3HOCTI
KOYKHOTO 3T€HEPOBAHOr0 PIBHA. Y BCIX MEPEBIPEHUX BUIIAJKaX PIBEHb BHSBISBCA
3B'3HUM — OJHaA KiMHaTta He Oyia i3oiboBaHa Bij pewmtd. CTraproBa KiMHaTa
3aBXKIU PO3MIIyBaJlach Y LEHTPaJIbHIN mo3ullii, 60coBa — y HaWBiAaJICHIIIN BiJ
ctapTy Toulll. Kopugopu KOpeKTHO 3'€JHYBaIu BCl CyMDKHI KIMHAaTH 0€3 HakJiaJlaHb
Ta MPOTAIMH Y TallJIMeTti.

TecTyBaHHST TIOBEAIHKM BOPOTIB  IPOBOJAWIOCH MUIIXOM  MEPEBIPKU
KOPEKTHOCTI TepexoaiB Mik craHamu FSM. byno mnigTBepakKeHO, IO BOPOTH
nepexoasaTh y cran Chase mpu HaOmvkeHHI TpaBlg Ha BiicTaHb VisionRange Tta
MOBEPTAIOTHCA JO MaTpyJIIOBaHHS MICIAS MOro BUXOAY 13 30HHM IEPECHiTyBaHHS.
MexaHi3M po3IITOBXYBaHHS (DYHKITIOHYBaB KOPEKTHO — I'pyIia BOPOTIB HE 30MBaIach
B OJHy TOYKY, a HaMmarajgach OTOYMUTU TPaBLs 3 PI3HUX OOKiB. Y MOOJMHOKHX
BUIAJKaX CIIOCTEPIrajJoch 3acTpsraHHs BOpora y KyTaX KIMHATH TpH OOXO.l
MEPEIIKOJI, O € BIJOMHM OOMEXEHHSM PEasli30BaHOTO AJITOPUTMY YHUKHEHHS Ha
ocHoB1 Raycast [11].

[Ipuknan 3aiiicHioBaHHs TecTyBaHHs 3aBiasku Unity Editor 300pakeHuit Ha
pucysky 4.2. Ha pucyHKy BUJIHO 1HCIIEKTOP B CTaHI1 BIJJIaJIKH, IO JIa€ 3MOTY OauuTU
NOTOYHUH cTaH Bopora, Horo Reycast, a Takox BCi 3MiIHHI BOPOTa, SK1 BIUIUBAIOTh HA

MIBUJIKICTD, TATBHICTh 30PY, TOIIO.
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Pucynox 4.2 — Ilpukiian TecTyBaHHSI BOpOra B 1HCIIEKTOP1

TectyBaHHs1 00HOBOI CHCTEMHU MIATBEPAUIIO KOPEKTHY pOOOTY CHApSIIB: MIPU
BJIYYEHHI Y BOpOTa CHApsJl 3HUIIYBABCS 1 BOPOT OTPUMYBaB 1IKkoay. CHapsiiu, 1110 HE
BIIYYWJIH B I[1J1b, 3HUIYBAIKUCH Ticis Buueprnanus lifetime. [llkana 3mopoB's rpaBus
OHOBIIIOBAJIACh Y peaTbHOMY Yaci MpU KOKHOMY BIIy4eHHI1 Bopora. Jlorika mporparry
CIpalbOByBaia KOPEKTHO — Npu JocsirHeHHl HP Hyns irpoBuii ipoiiec 3ynuHsBCA.

3aranom yci KJIIOYOBI MEXaHIKM MPOTOTUIY (DYHKIIIOHYIOTH BIIMOBIIHO [0
BUMOT, C(OpPMYIIbOBAaHMX y TMEpIIOMY pO31uIl. BusiBieHi Hemomiku — 30Kpema
3aCTpsATaHHS BOPOTIB Y KyTaX — € MPUUHATHUMH IS CTadil MPOTOTHITY 1 MOXYTh

OyTH yCYHEHI y TIOJIaJIbIINX ITepaIlisix pO3pOOKH.

4.5 BucHoBKH 32 po3aijiom 4

Y nmaHoMy po3diial  pO3TJIIHYTO TIPAaKTHYHI acleKTH eKCIuTyartaiii Ta
TECTyBaHHS PO3POOJICHOT0 MPOTOTUITY KOMITIOTEPHOI TpH xKaHpy roguelike.

Buznaueno mnpusHayeHHS TPOrpaMu Ta TEXHIUYHI YMOBU ii BUKOHAHH.
[IpoToTun 3amyckaerbesi 6e3nocepeinbo y cepenouii Unity Editor 1 He motpelye
JI0JIaTKOBOTO BCTAHOBJIGHHS a0o0 HamamTyBaHHS. KepyBaHHS peani3oBaHO 3a

JOTIOMOT'O0 CTaHJIAPTHUX 3acO01B KJIaBlaTypy Ta MUIII.
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[TpogeMOHCTpOBaHO pe3yNbTaTH POOOTH MPOTpaMU: CUCTEMa MPOLEAYPHOI
re’epartii mopa3y ¢GopMmye yHIKaIbHUHN 3B'SI3HUN PiBEHB, BOPOTH KOPEKTHO PEaryroTh
Ha MPUCYTHICTH TpaBIls, a 00ioBa cucTeMa 3abe3neuye 6a30By TAKTUYHY B3aEMO/IIIO
MDK I'paBlIEeM 1 MPOTHBHUKAMH.

3a pe3ylbTaTaMH PYYHOTO TECTYBAaHHS MIATBEPKCHO BIAMOBIIHICTh YCIX
KITIOYOBHX IMIJACUCTEM CGHOpPMYIbOBAaHUM BHUMOTaM. BUSIBICHO OJHE OOMEKEHHS
MOTOYHOI peai3allii — MOXJIMBE 3aCTpSATaHHS BOPOTIB y KyTaxX KIMHAT IpH 00X0ji

MEPEIIKO/, YCYHEHHS SIKOTO 3allJJaHOBAHO Y TOJANBIIUX ITepalisiX po3pOOKH.
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BUCHOBKHA

B xoni BukOHaHHS IHUIUIOMHOI KBamidikamiitHoi poOoTm OakanmaBpa OyIio
POAHAI30BaHO Ta JOCIIJKEHO MPOIeC PO3POOKH MPOTOTUIY KOMITIOTEPHOI TI'pU
xkaHpy roguelike 3 mpoleaypHOIO TEHEpaIli€lo PIiBHIB Ta CHCTEMOIO TOBEHIHKU
BOPOTIB HA OCHOBI IITYYHOT'O 1HTEJICKTY.

Busnaueno, mo aHp roguelike € omHUM 13 HalOUIBII TEXHIYHO HACHUYCHUX
KAHPIB KOMI'IOTEPHUX Irop, KIIOYOBOIO OCOOJIMBICTIO $IKOTO € TpOIeaAypHA
reHeparlis iIrpoBoro MmpocTopy, o 3a0e3neuy€e YHIKaJIbHICTh KOXKHOTO MPOXO0KCHHS
Ta BUCOKY perpadenbHicTh. [IpoBeeHo aHalli3 iICHYIOUYMX MiIXOAIB J0 MPOLETypHOI
reHepallii piBHIB Ta MOBEIIHKK BOPOTiB, PO3TJISIHYTO BIAMOBIAHI PIIIEHHS Y CYy4aCHHUX
Irpax xaHpy.

ChopmynboBaHO  (QYHKIIOHAIBHI Ta HEPYHKIIOHAIbHI BUMOTHU [0
nporoTuny. Ha ocHOBI MOPIBHSUIBHOTO aHali3y oOpaHo irpoBuil pymii Unity, MOBY
nporpamyBanHs C# Ta cepenoBuiie po3podku Microsoft Visual Studio sx
ONTHUMaJIbHUI HAOIp THCTPYMEHTIB JJIsl pealli3allii OCTaBICHHUX 3a/1ay.

CHpoekTOBaHO  apXITEKTypy IMporpamMHOro 3abe3nedyeHHss Ha OCHOBI
KOMIIOHEHTHO-OPIEHTOBAHOTO TMIAXO0IY 3 PO3MOJLIOM CHUCTEMH Ha TPU HE3AICKHI
MJICUCTEMU: TeHepallii piBHIB, YIIPaBJIiHHS I'PaBIEM Ta IMOBEIIHKH BOPOTiB.

Po3pobneno cucremy mpoleaypHOi TeHepallii piBHIB Ha OCHOBI CITKOBOTO
nigxony 3 BFS-po3mmpenHsm Bil LEHTpaidbHOI TOYKH. PeanizoBaHO aBTOMaTHYHE
npu3HadeHHs (PYHKI[IOHAIBHUX POJIeH KIMHATaM Ta JUHAMIYHY 1MO0YI0BY KOPUAOPIB
MK HUMHU. KoxkeH 3amyck mporpamu (opMye YHIKalIbHY 3B'SI3HY KapTy piBHSI.

PeanizoBaHo cucTeMy NMOBEAIHKA BOPOTiB Ha OCHOBI CKIHYEHHOTO aBTOMAaTa
craniB 13 yormpma craHamu: Idle, Patrol, Chase ta Attack. [[ns 3abe3neueHHs
OPUPOAHOI TOBEAIHKM Yy CTaHl MepeciigyBaHHS 3aCTOCOBAHO MEXaHI3M 00Xoay
MepENIKo1 Ha OCHOB1 Raycast Ta MexaHi3M po3IITOBXYBaHHS BOPOTiB Separation.

Po3pobneno 60iioBYy crucTeMy Ha OCHOBI CHapsIiB 3 OOpOOKOIO KOJI3IH Ta
CHUCTEMOIO 3/I0pOB'sl SIK ISl TpaBlis, Tak 1 JJIsi BOpoOriB. PearnizoBaHo BigoOpa)KeHHS

ctany rpasiig yepe3 HUD 3i mkanoto 310poB's.
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3a pesyabTaTaMd PYYHOrO0 TECTYyBaHHS IIJITBEP/KCHO BIAMOBIIHICTh YCIX
peasli3oBaHUX MiJACUCTEM cQOpMyTbOBaHMM BHUMOraMm. I[IpoToTunm peMoHCTpye
Mpale31aTHICTh OOpaHUX AJITOPUTMIB Ta MIATBEPAXKYE €(PEKTUBHICTH MPUHHATHX

IMPOEKTHUX piI_HEEHB JAK OCHOBY JIA IIOAAJIBIIOTO PO3BUTKY HOBHOHiHHOI‘O il"pOBOI‘O

MIPOAYKTY.
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A.1 Koxa rpaBust

PlayerController.cs
using UnityEngine;

[RequireComponent(typeof(Rigidbody2D))]
public class PlayerController : MonoBehaviour

{

[Header("Movement")]
public float moveSpeed = 5f;

[Header("Health")]

public int maxHealth = 8;
private int currentHealth;
private bool isDead = false;

[Header("References")]
public HeartUIManager heartUIManager;

private Rigidbody2D rb;
private Animator animator;
private Vector2 input;
private Transform graphics;

public bool IsFacingRight { get; private set; } = true;

void Awake()

{
rb = GetComponent<Rigidbody2D>();
animator = GetComponent<Animator>();
graphics = transform;
currentHealth = maxHealth;

heartUIManager?.SetHealth(currentHealth, maxHealth);
}

void Update()
{

if (isDead) return;

HandleMovementinput();
HandleSpriteFlip();

}

void FixedUpdate()
{

if (isDead) return;

rb.velocity = input * moveSpeed;

}
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void HandleMovementinput()

{

float moveX = Input.GetAxisRaw("Horizontal");
float moveY = Input.GetAxisRaw("Vertical");
input = new Vector2(moveX, moveY).normalized;

animator.SetFloat("Speed", input.magnitude);

}

void HandleSpriteFlip()
{
if (input.x I=0)
{
IsFacingRight = input.x > 0;

Vector3 scale = graphics.localScale;
scale.x = IsFacingRight ? 1f : -1f;
graphics.localScale = scale;

}
}

public void TakeDamage(int amount)

{

if (isDead) return;

currentHealth -= amount;
currentHealth = Mathf.Clamp(currentHealth, 0, maxHealth);

Debug.Log(S"Player took damage: {amount}. Remaining HP: {currentHealth}");

if (animator != null)

{

animator.SetTrigger("TakeDamage");

}

heartUIManager?.SetHealth(currentHealth, maxHealth);

if (currentHealth <= 0)
{
Die();
}
}

void Die()
{

isDead = true;
rb.velocity = Vector2.zero;

Debug.Log("Player Died");
if (animator != null)

{

animator.SetTrigger("Die");
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}
}

public void Heal(int amount)

{

if (isDead) return;

currentHealth += amount;
currentHealth = Mathf.Clamp(currentHealth, 0, maxHealth);

Debug.Log(S"Player healed: {amount}. Current HP: {currentHealth}");

heartUIManager?.SetHealth(currentHealth, maxHealth);

AttackController.cs
using UnityEngine;

public class AttackController : MonoBehaviour

{
[Header("References")]
[SerializeField] private Transform weaponHolder;
[SerializeField] private GameObject defaultWeaponPrefab;
[SerializeField] private LayerMask obstacleLayer;

[Header("Settings")]

[SerializeField] private float weaponDistance = 1f;
[SerializeField] private float followSpeed = 10f;
[SerializeField] private float wallCheckDistance = 1f;

private float defaultWeaponDistance;
private GameObject currentWeaponGO;
private WeaponBase currentWeapon;
private Camera mainCamera;

void Awake()
{

mainCamera = Camera.main;
defaultWeaponDistance = weaponDistance;

}

void Start()

{
EquipWeapon(defaultWeaponPrefab);

}

void Update()

{
if (currentWeaponGO != null)

{



}
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FollowCursorWithDistance();
RotateWeaponToCursor();

if (Input.GetMouseButtonDown(0))
{
currentWeapon?.Attack();
}
!

void FollowCursorWithDistance()

{

Vector3 mouseWorldPos = mainCamera.ScreenToWorldPoint(Input.mousePosition);
Vector3 holderPos = weaponHolder.position;

Vector3 direction = mouseWorldPos - holderPos;
direction.z = Of;
direction.Normalize();

CheckWallProximity(holderPos, direction);

Vector3 targetPosition = holderPos + direction * weaponDistance;
currentWeaponGO.transform.position = Vector3.Lerp(currentWeaponGO.transform.position,

targetPosition, followSpeed * Time.deltaTime);

}

void RotateWeaponToCursor()

{

}

Vector3 mousePos = mainCamera.ScreenToWorldPoint(Input.mousePosition);
Vector2 direction = mousePos - currentWeaponGO.transform.position;
float angle = Mathf.Atan2(direction.y, direction.x) * Mathf.Rad2Deg;

currentWeaponGO.transform.rotation = Quaternion.Euler(0f, 0f, angle);
Vector3 localScale = currentWeaponGO.transform.localScale;

localScale.y = Mathf.Abs(localScale.y) * (angle > 90f | | angle < -90f ? -1f : 1f);
currentWeaponGO.transform.localScale = localScale;

void CheckWallProximity(Vector2 origin, Vector2 direction)

{

RaycastHit2D hit = Physics2D.Raycast(origin, direction, wallCheckDistance, obstacleLayer);

if (hit.collider != null)

{
if (hit.collider.CompareTag("Wall") | | hit.collider.CompareTag("Enemy"))
{
weaponDistance = Of;
}
else
{

weaponDistance = defaultWeaponDistance;

}



}

else

{

weaponDistance = defaultWeaponDistance;

}

Debug.DrawRay(origin, direction * wallCheckDistance,
hit.collider != null ? Color.red : Color.green);

}

public void EquipWeapon(GameObject weaponPrefab)

{
if (currentWeaponGO != null)

{
Destroy(currentWeaponGO);

}

currentWeaponGO = Instantiate(weaponPrefab, weaponHolder.position, Quaternion.identity);
currentWeapon = currentWeaponGO.GetComponent<WeaponBase>();

if (currentWeapon == null)

{

Debug.LogWarning("Weapon prefab has no WeaponBase component.");

}
}
}

PlayerSpawner.cs
using UnityEngine;
public class PlayerSpawner : MonoBehaviour

{

[Tooltip("Player prefab to spawn at this location")]
public GameObject playerPrefab;

private void Start()

{
if (playerPrefab == null)
{
Debug.LogError("PlayerSpawner: Player prefab not assigned!");
return;
}

Instantiate(playerPrefab, transform.position, Quaternion.identity);

SpriteRenderer sr = GetComponent<SpriteRenderer>();

if (sr = null)
{

Destroy(sr);
}

}
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HeartUIManager.cs

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

public class HeartUIManager : MonoBehaviour

{

public GameObject heartPrefab;
public Sprite fullHeart;

public Sprite halfHeart;

public Sprite emptyHeart;

private List<Image> hearts = new List<lmage>();

public void SetHealth(int currentHealth, int maxHealth)

{

int totalHearts = Mathf.CeilTolnt(maxHealth / 2f);
int heartindex = 0;

while (hearts.Count < totalHearts)

{

GameObject newHeart = Instantiate(heartPrefab, transform);
Image heartlmage = newHeart.GetComponent<image>();
hearts.Add(heartimage);

}

for (inti=0; i < hearts.Count; i++)

{

Image img = hearts][il;

if (heartindex * 2 + 1 < currentHealth)

{

img.sprite = fullHeart;

}

else if (heartindex * 2 < currentHealth)

{
img.sprite = halfHeart;

}

else

{

img.sprite = emptyHeart;

}

img.enabled =i < totalHearts;
heartindex++;
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A.2 Koa reneparopa piBHiB

using System;

using System.Collections;

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

using UnityEngine;

using UnityEngine.Tilemaps;

public class RoomsGeneratorManager : MonoBehaviour

{

[Header("Room Categories")]
public List<RoomCategory> roomCategories = new List<RoomCategory>();

[Header("Generation Settings")]
public Vector2Int cellSizelnTiles = new Vector2Int(30, 30);
public Transform roomsParent;

[Header("Corridor Settings")]
public GameObject corridorsRoot;
public TileBase corridorTile;
public TileBase corridorWallTile;
public int corridorWidth = 3;

[Header("Growth Settings")]
public Vector3 normalNeighborProbabilities = new Vector3(0.75f, 0.20f, 0.05f);
public float extraBranchChance = 0.08f;

private Tilemap corridorFloorTilemap;

private Dictionary<Vector2Int, GameObject> placedRooms = new Dictionary<Vector2Int, GameObject>();
private HashSet<Vector2Int> occupiedCells = new HashSet<Vector2Int>();

private System.Random sysRand = new System.Random();

private void Start()

{
if (corridorWidth < 1) corridorWidth = 1;

if (corridorWidth % 2 == 0) corridorWidth +=1;

if (corridorsRoot != null)

{

corridorFloorTilemap = corridorsRoot.GetComponentsinChildren<Tilemap>().FirstOrDefault(t =>

t.name.ToLower().Contains("corridor") | | t.name.ToLower().Contains("floor"));

}

GenerateRooms();

}

public void GenerateRooms()

{

if (roomsParent == null)

{

roomsParent = new GameObject("Rooms").transform;
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roomsParent.parent = this.transform;

}

placedRooms.Clear();
occupiedCells.Clear();

int totalRooms = Mathf.Max(1, roomCategories.Sum(c => Mathf.Max(0, c.count)));

Queue<Vector2Int> frontier = new Queue<Vector2Int>();
Vector2int startCell = Vector2Int.zero;
frontier.Enqueue(startCell);

occupiedCells.Add(startCell);

List<Vector2Int> finalCells = new List<Vector2Int> { startCell };

while (finalCells.Count < totalRooms && frontier.Count > 0)

{
Vector2Int current = frontier.Dequeue();
int spawnCount = DetermineSpawnCountForGeneration();
List<Vector2Int> freeNeighbors = GetFreeNeighbors(current);

Shuffle(freeNeighbors);

int toSpawn = Mathf.Min(spawnCount, freeNeighbors.Count);
for (inti=0; i< toSpawn && finalCells.Count < totalRooms; i++)
{
Vector2Int chosen = freeNeighborsli];
if (loccupiedCells.Contains(chosen))
{
occupiedCells.Add(chosen);
frontier.Enqueue(chosen);
finalCells.Add(chosen);
}
}
}

// ... Adjacency and Role Assignment ...

Dictionary<Vector2Int, List<Vector2Int>> adjacency = new Dictionary<Vector2Int, List<Vector2Int>>();
foreach (var cell in finalCells) adjacency[cell] = new List<Vector2Int>();
foreach (var cell in finalCells)

{

foreach (var d in new Vector2Int[] { Vector2Int.up, Vector2Int.down, Vector2Int.left, Vector2Int.right

{

Vector2int n = cell + d;
if (adjacency.ContainsKey(n)) adjacency[cell].Add(n);

}
}

// ... Placement and Corridor Building ...
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private int DetermineSpawnCountForGeneration()
{
double r = sysRand.NextDouble();
if (r < normalNeighborProbabilities.x) return 1;
if (r < normalNeighborProbabilities.x + normalNeighborProbabilities.y) return 2;
return 3;

}

private List<Vector2Int> GetFreeNeighbors(Vector2int cell)
{
List<Vector2Int> neighbors = new List<Vector2Int>();
foreach (var d in new Vector2Int[] { Vector2Int.up, Vector2Int.down, Vector2Int.left, Vector2int.right })
{
if (loccupiedCells.Contains(cell + d)) neighbors.Add(cell + d);
}
return neighbors;

}

private void Shuffle<T>(IList<T> list)
{
for (inti=0; i< list.Count; i++)
{
int j = sysRand.Next(i, list.Count);
(list[i], list[j]) = (list[j], list[i]);
}
}
}

RoomController.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Tilemaps;

[RequireComponent(typeof(Collider2D))]
public class RoomController : MonoBehaviour
{

[Header("Tilemaps")]

public Tilemap doorsTilemap;

[Header("Room Settings")]
public bool hasEnemies = true;
public float openDelayAfterAllWaves = Of;

private EnemiesSpawner[] spawners;
private HashSet<EnemiesSpawner> completedSpawners = new HashSet<EnemiesSpawner>();
private bool isActive = false;

private void Start()
{

if (doorsTilemap != null) doorsTilemap.gameObject.SetActive(false);



spawners = GetComponentsInChildren<EnemiesSpawner>(true);

if (spawners != null && spawners.Length > 0)

{

foreach (var s in spawners)
{
if (s == null) continue;
s.StopSpawning();
s.0nAllWavesCompleted.AddListener(() => OnSpawnerAllWavesCompleted(s));
}
!

Transform trigger = transform.Find("EnterTrigger");
if (trigger != null)
{
RoomEnterTrigger triggerScript = trigger.GetComponent<RoomEnterTrigger>() ??
trigger.gameObject.AddComponent<RoomEnterTrigger>();
triggerScript.room = this;
}
}

public void SetupDoors(List<Vector2Int> neighborDirections)

{

if (doorsTilemap == null) return;

bool hasTop = neighborDirections.Contains(Vector2Int.up);

bool hasBottom = neighborDirections.Contains(Vector2Int.down);
bool hasLeft = neighborDirections.Contains(Vector2int.left);

bool hasRight = neighborDirections.Contains(Vector2Int.right);

BoundsInt cb = doorsTilemap.cellBounds;
if (cb.size.x <=0 || ch.size.y <= 0) return;

int realMinX = int.MaxValue, realMaxX = int.MinValue;
int realMinY = int.MaxValue, realMaxY = int.MinValue;
for (int x = cb.xMin; x < cb.xMax; x++)

{
for (int y = cb.yMin; y < cb.yMax; y++)
{
if (doorsTilemap.GetTile(new Vector3Int(x, y, 0)) != null)
{
realMinX = Mathf.Min(realMinX, x);
realMaxX = Mathf.Max(realMaxX, x);
realMinY = Mathf.Min(realMinY, y);
realMaxY = Mathf.Max(realMaxyY, y);
}
}
}
int depth = 3;

if (hasTop) for (int d = 0; d < depth; d++) RemoveDoorRow(doorsTilemap, realMinX, realMaxX,

realMaxy - d);
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if (lhasBottom) for (int d = 0; d < depth; d++) RemoveDoorRow(doorsTilemap, realMinX, realMaxX,

realMinY + d);

if (lhasLeft) for (int d = 0; d < depth; d++) RemoveDoorColumn(doorsTilemap, realMinY, realMaxy,

realMinX + d);

if (lhasRight) for (int d = 0; d < depth; d++) RemoveDoorColumn(doorsTilemap, realMinY, realMaxyY,

realMaxX - d);

}

}

private void RemoveDoorRow(Tilemap tilemap, int startX, int endX, int y)

{
}

for (int x = startX; x <= endX; x++) tilemap.SetTile(new Vector3Int(x, y, 0), null);

private void RemoveDoorColumn(Tilemap tilemap, int startY, int endY, int x)

{
}

for (inty = startY; y <= endY; y++) tilemap.SetTile(new Vector3Int(x, y, 0), null);

public void ActivateRoom()

{

}

if (isActive) return;
isActive = true;

if (hasEnemies && spawners = null && spawners.Length > 0)

{
if (doorsTilemap != null) doorsTilemap.gameObject.SetActive(true);
completedSpawners.Clear();
foreach (var s in spawners) s.StartSpawning();

}

private void OnSpawnerAllWavesCompleted(EnemiesSpawner spawner)

{

}

completedSpawners.Add(spawner);
if (completedSpawners.Count >= spawners.Length) StartCoroutine(OpenDoorsAfterDelay());

private IEnumerator OpenDoorsAfterDelay()

{

}

if (openDelayAfterAllWaves > 0f) yield return new WaitForSeconds(openDelayAfterAllWaves);
if (doorsTilemap != null) doorsTilemap.gameObject.SetActive(false);

RoomsGeneratorFacade.cs

using System;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Tilemaps;

namespace DungeonGen
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{

public class RoomsGeneratorFacade : MonoBehaviour
{

public RoomsConfigSO config;

public Transform roomsParent;

public GameObject corridorsRoot;

public TileBase corridorTile;

public TileBase corridorWallTile;

public int seed = 0;
public bool useRandomSeed = true;

private System.Random sysRand;

private void Start()
{
if (config == null) return;
if (useRandomSeed | | seed == 0) seed = Environment.TickCount;
sysRand = new System.Random(seed);
GenerateRooms();

}

public void GenerateRooms()
{

// Plan:

// 1) Cell graph generation

// 2) Assign roles

// 3) Select prefabs

// 4) Place rooms

// 5) Setup doors

// 6) Build corridors

// 7) Merge floors

// 8) Seed grass

Debug.Log("[RoomsGeneratorFacade] Generated dungeon.");

}

private void SetupRoomDoors(Dictionary<Vector2Int, GameObject> placedRooms,
Dictionary<Vector2Int, List<Vector2Int>> adjacency)
{
foreach (var kvp in placedRooms)
{
Vector2Int cellPos = kvp.Key;
GameObject roomObj = kvp.Value;
RoomController roomController = roomObj?.GetComponent<RoomController>();
if (roomController == null) continue;

List<Vector2Int> neighborDirections = new List<Vector2Int>();
if (adjacency.ContainsKey(cellPos))
{
foreach (var neighbor in adjacency[cellPos])
neighborDirections.Add(neighbor - cellPos);



roomController.SetupDoors(neighborDirections);

}
}
}
}

A.3 Kox Bopora

using UnityEngine;

public abstract class EnemyBase : MonoBehaviour
{

[Header("Stats")]

public float maxHealth = 10f;

protected float currentHealth;

public virtual void Awake()

{

currentHealth = maxHealth;

}

public virtual void TakeDamage(float damage)
{

currentHealth -= damage;

if (currentHealth <= 0)

{

Die();

!

}

protected virtual void Die()

{
Destroy(gameObiject);

}
}

MeleeEnemyController.cs
using UnityEngine;

public class MeleeEnemyController : EnemyBase
{

[Header("Movement")]

public float PatrolSpeed = 2f;

public float ChaseSpeed = 4f;

public float PatrolRadius = 5f;

public float PauseBetweenPoints = 2f;

[Header("Al Vision")]
public float VisionRange = 10f;
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public LayerMask PlayerMask;
public LayerMask ObstacleMask;
public LayerMask EnemyMask;

[Header("Steering")]

public float NeighborSearchRadius = 1.5f;
public float NeighborAvoidWeight = 1.5f;
public float ShortRayLength = 1.5f;

public Transform Player { get; private set; }
public Animator Animator { get; private set; }
public Vector2 PatrolTarget { get; set; }

public IEnemyState CurrentState { get; private set; }
public IdleState IdleState { get; private set; }

public PatrolState PatrolState { get; private set; }
public ChaseState ChaseState { get; private set; }
public AttackState AttackState { get; private set; }

public override void Awake()
{
base.Awake();
Animator = GetComponent<Animator>();

IdleState = new IdleState(this);
PatrolState = new PatrolState(this);
ChaseState = new ChaseState(this);
AttackState = new AttackState(this);

}

private void Start()

{
Player = GameObject.FindGameObjectWithTag("Player")?.transform;

SwitchState(ldleState);
}

private void Update()

{
CurrentState?.UpdateState();

}

public void SwitchState(IEnemyState newState)

{
CurrentState?.ExitState();
CurrentState = newState;
CurrentState?.EnterState();

}

public void MoveTo(Vector2 target, float speed)
{

Vector2 direction = (target - (Vector2)transform.position).normalized;
MovelnDirection(direction, speed);

}
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public void MovelnDirection(Vector2 direction, float speed)

{ transform.Translate(direction * speed * Time.deltaTime);
if (direction.magnitude > 0)
{ transform.localScale = new Vector3(Mathf.Sign(direction.x), 1f, 1f);
,}Animator.SetFIoat("Speed“, direction.magnitude * speed);

}

public bool CanSeePlayer()

{
if (Player == null) return false;
float distance = Vector2.Distance(transform.position, Player.position);
if (distance > VisionRange) return false;

RaycastHit2D hit = Physics2D.Raycast(transform.position, (Player.position -
transform.position).normalized, distance, ObstacleMask);
return hit.collider == null;
}
}

EnemiesSpawner.cs

using UnityEngine;

using UnityEngine.Tilemaps;
using System.Collections;

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

public class EnemiesSpawner : MonoBehaviour
{
[System.Serializable]
public struct EnemySpawn
{
public GameObject prefab;
public int count;

}

[System.Serializable]

public struct Wave

{
public string waveName;
public EnemySpawn[] spawns;
public float spawnlnterval;

}

[Header("Configuration")]

public Tilemap spawnTilemap;

public List<TileBase> spawnMarkerTiles;
public Wave[] waves;
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public bool loopWaves = false;
public float globalSpawnlnterval = 1f;
public int maxSimultaneousEnemies = 20;

[Header("Spawning Settings")]

public Vector3 spawnOffset = new Vector3(0.5f, 0.5f, 0);
public float spawnCheckRadius = 0.4f;

public int maxPositionAttempts = 20;

[Header("Events")]

public UnityEvent OnWaveStarted;

public UnityEvent OnWaveCompleted;
public UnityEvent OnAllWavesCompleted;

private List<Vector3Int> spawnCells = new List<Vector3Int>();
private bool isSpawning = false;
private Coroutine spawnRoutine;

public void Initialize()
{
spawnCells.Clear();
if (spawnTilemap == null) return;

BoundsInt bounds = spawnTilemap.cellBounds;
for (int x = bounds.xMin; x <= bounds.xMax; x++)
{
for (int y = bounds.yMin; y <= bounds.yMax; y++)
{
Vector3int cell = new Vector3int(x, y, 0);
TileBase tile = spawnTilemap.GetTile(cell);
if (tile == null) continue;

foreach (var marker in spawnMarkerTiles)

{

if (tile == marker)

{
spawnCells.Add(cell);

break;

public void StartSpawning()
{

if (isSpawning) return;
spawnRoutine = StartCoroutine(SpawnWavesCoroutine());

}

public void StopSpawning()
{

if (spawnRoutine != null) StopCoroutine(spawnRoutine);
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isSpawning = false;

}
private IEnumerator SpawnWavesCoroutine()
{
if (spawnCells.Count == 0) yield break;
isSpawning = true;
do
{

for (int w = 0; w < waves.Length; w++)
{
Wave wave = waves[w];
OnWaveStarted?.Invoke();

List<GameObject> toSpawn = new List<GameObject>();
foreach (var sp in wave.spawns)
{

for (inti = 0; i < sp.count; i++) toSpawn.Add(sp.prefab);
}

foreach (var prefab in toSpawn)

{

while (transform.childCount >= maxSimultaneousEnemies) yield return null;

Vector3 pos;
if (ITryGetFreeSpawnPosition(out pos))
pos = GetWorldPosFromCell(spawnCells[Random.Range(0, spawnCells.Count)]);

Instantiate(prefab, pos, Quaternion.identity, transform);
yield return new WaitForSeconds(wave.spawninterval > 0 ? wave.spawnlinterval :
globalSpawnlnterval);

}

while (transform.childCount > 0) yield return null;
OnWaveCompleted?.Invoke();

}
OnAllWavesCompleted?.Invoke();

} while (loopWaves && isSpawning);

isSpawning = false;

}
private Vector3 GetWorldPosFromCell(Vector3int cell)
{
return spawnTilemap != null ? spawnTilemap.GetCellCenterWorld(cell) + spawnOffset : (Vector3)cell +
spawnOffset;
}

private bool TryGetFreeSpawnPosition(out Vector3 result)

{

for (inti = 0; i < maxPositionAttempts; i++)

{



Vector3int cell = spawnCells[Random.Range(0, spawnCells.Count)];
Vector3 pos = GetWorldPosFromCell(cell);
if (Physics2D.OverlapCircle(pos, spawnCheckRadius) == null)
{
result = pos;
return true;
}
}

result = GetWorldPosFromCell(spawnCells[Random.Range(0, spawnCells.Count)]);
return false;

}
}

IEnemyState.cs

public interface IEnemyState

{
void EnterState();

void UpdateState();
void ExitState();

}

IdleState.cs
using UnityEngine;

public class IdleState : IEnemyState
{

private MeleeEnemyController enemy;
private float timer;

public IdleState(MeleeEnemyController enemy)

{

this.enemy = enemy;

}

public void EnterState()

{
timer = Of;
enemy.Animator.SetFloat("Speed", 0);

}

public void UpdateState()
{
timer += Time.deltaTime;
if (timer >= enemy.PauseBetweenPoints)
{
enemy.SwitchState(enemy.PatrolState);
}
}
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}

public void ExitState() { }

PatrolState.cs

using UnityEngine;

public class PatrolState : IEnemyState

{

}

private MeleeEnemyController enemy;

public PatrolState(MeleeEnemyController enemy)

{

this.enemy = enemy;

}

public void EnterState()

{
SetNewPatrolPoint();

}

public void UpdateState()

{
if (enemy.CanSeePlayer())

{

enemy.SwitchState(enemy.ChaseState);
return;

}

enemy.MoveTo(enemy.PatrolTarget, enemy.PatrolSpeed);

if (Vector2.Distance(enemy.transform.position, enemy.PatrolTarget) < 0.2f)

{

enemy.SwitchState(enemy.ldleState);

}
}

public void ExitState() { }

private void SetNewPatrolPoint()

{

Vector2 origin = enemy.transform.position;
enemy.PatrolTarget = origin + Random.insideUnitCircle * enemy.PatrolRadius;

}

ChaseState.cs

using UnityEngine;

public class ChaseState : IEnemyState
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private MeleeEnemyController enemy;
private float attackRange = 1.2f;

public ChaseState(MeleeEnemyController enemy)

{

this.enemy = enemy;

}

public void EnterState() { }

public void UpdateState()
{

if (enemy.Player == null) return;

float distance = Vector2.Distance(enemy.transform.position, enemy.Player.position);
if (distance <= attackRange)

{
enemy.SwitchState(enemy.AttackState);

return;

}

if (enemy.CanSeePlayer())
{

enemy.MoveTo(enemy.Player.position, enemy.ChaseSpeed);

}

else

{

enemy.SwitchState(enemy.PatrolState);

}
}

public void ExitState() { }
}

AttackState.cs
using UnityEngine;

public class AttackState : IEnemyState
{

private MeleeEnemyController enemy;
private float attackCooldown = 1f;
private float timer = Of;

public AttackState(MeleeEnemyController enemy)

{

this.enemy = enemy;

}

public void EnterState()
{
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}

timer = Of;

}

public void UpdateState()
{

if (enemy.Player == null) return;

float distance = Vector2.Distance(enemy.transform.position, enemy.Player.position);
if (distance > 1.5f)
{

enemy.SwitchState(enemy.ChaseState);

return;

}

timer += Time.deltaTime;
if (timer >= attackCooldown)
{
PerformAttack();
timer = Of;
}
}

public void ExitState() { }

private void PerformAttack()

{
enemy.Animator.SetTrigger("Attack");
PlayerController player = enemy.Player.GetComponent<PlayerController>();
player?.TakeDamage(1);

}
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JTIOJATOK B

Caaiigu npe3eHTauii
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NMerorparmHa peaniz=zaulf
NnpPoTO THMAY
Roguelike—rpm

3 MPOLELYPHOIO FreHepaLi€eo PIBHIB Ta IHTENEKTYaNnbHOK NOBEAiHKOK BOPOTIB

Crynent: Onexcangp NMNAHACIOK
Kepisuuic: Terana KOJIMAKOBA
CrieujaneHicTe: 121 llxenepis nporpamHoro 3abesneueHts

3anopixoks, 2026
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Pucynok B.1 — Crnaiin 1

MetTa Ta =aga4li poboTH

L META 1

Pospobutn npototun 2D roguelike-rpu 3 npoLenypHOI0 reHepaLieto piBHIB Ta MOBEAIHKOI BOPOriB Ha OCHOBI

CKiHYEHHOro aBToMara CTaHiB.

[ OCHOBHI 3A4AYI 1

B PeanisyBaTn reHepaujio piBHs B [lonatun 6a3oBy 60oioBy cucTemy

B CTBOPUTU CUCTEMY pONner KiMHaT M [poTecTyBaTV Npaue3naTHiCTb NPOTOTUMNY

B PeanisyBaTv noBeajiHKy BOpOriB

Pucynok B.2 — Cnaiin 2
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JaransHa CTPYUKTYPRa nNPoTOTHAY

01 0z 0z

Player System Level Generation Enemy Al

04

Combat System

— HUD (HP

Pucynok B.3 — Cnaiig 3

AAropyMTHM NpouegyPpHOol reHepaulll piesHA

CrapToBa KiMHaTa CTBOPIOETLCA Y LIEHTPI CiTKM
PiBeHb po3LmptoeTbea Mo cyciaHix KoMmipkax 3a BFS-noai6HuM npyvHUmnom
Micns nobynoBu CiTkn KiMHaTaM NpuU3HavatoTbCs poni

Mix cycigHiMmn KiMHaTamMy aBTOMaTUUYHO CTBOPIOKOTLCSH KOPUAOPU

Y Micusix 3'eAHaHHA BUAANAIOTLCA Talnu CTiH

Pucynok B.4 — Cnaiin 4



CeMaTH4HHe 3obpameHHA
anrMpHMTMYy nNpouegypHOl reHepauliili pieHA

Pucynok B.5 — Cnang 5

Poni iMHaT Ta Aorika npo=ogHeHHA

Normal

3BuuanHa KimHaTa

SHILWIN KoMipul

Pucynoxk B.6 — Cnaiix 6



AAaroprTM NoeegiHe soporie (FSM)

CKIHUEHHUI MaT CTaHiB
[ OCHOBHI CTAHM 1 CXEMA NEPEXDAIB 1
Idle — ouikyBaHHs
Patrol — pyx no BunaakoBoi ToukK
Chase — nepecnigyBaHHA rpasus

Attack — HaHeceHHs wkoan

Pucynok B.7 — Cnaiin 7

AogaTHxoeili anropMTHMidHLI P iwueHHA

Raycast Obstacle Avoidance Separation

A NiHI ornaay nig yYac pyxy

Tilemap Prefabs

[vHaMiuHe CTBOPEHHS Kop X CTBOPEHHA KiMHAT Ta BC

MU AHHA rpn

Pucynok B.8 — Cnaiin 8
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PesynstTart poboTH nporpadM
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Pucynok B.9 — Craiin 9

PezuyneTaTtTH Ta BHCHOBHHW

(PEAAIS0BAHO |
M MpoTtotun 2D roguelike-rpn M lMosepgjiHky Boporie Ha FSM
M MpouenypHy reHepaLiio pieHiB W Bazosy 6oMOBY cuCTEMY

B Cuctemy ponen KimHeT B Merto, HUD Ta ekpaH nporpatuy

[BMCHDBOK |

33 4NA NodanbLuo <y TPU. A00aBaHHA H

AKYH 3A Y3BACd!?

Pucynoxk B.10 — Crnaiig 10




