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PE®EPAT

[TosicHIOBaNbHA 3amucKa 10 TUILIOMHOI KBaiikaiiiiHoi poboTu OakaiaBpa:

98 c., 5 Tabn., 41 puc., 3 nox., 18 mxepen.

C#, UNITY, IH/I TPA, CKPUIIT, I'POBUM PYILIN.

O6’eKT JOCHIKEHHS — TpoLec POo3pOoOKM IrpoOBOrO JOAATKy Yy KaHpi

Roguelike.

[Mpeamer gociimkeHHs: — po3po0OKa irpoBoro 3acTocyHKy y xkanpi Roguelike

Ha maTdopmi Unity.

Meta pobotu — po3poOka irpoBoro 3actocyHky y skanpi Roguelike na

mwiatgopmi Unity i3 HacTynHUME QYHKIISIMHE:

MOJIMBICTb B3a€MO/IIT uepe3 IrpoBOTO MEPCOHANKA;
JIEKUTBKA BUIIB MEHIO;

CYIPOTHUBHUKH 13 IITYYHUM IHTEIIEKTOM;
B3a€EMO/IIS MK CLIEHAMU,

BUIIaJIKOBA Te€HEpaIlisl PiBHIB.

Marepianu, METOIM Ta TeXHIUHI 3acoOu:. moBa C#, cepemoBuine po3poOKH

KoMII'FoTepHuX qoaatkiB Unity, cepemosuiie po3pooku Visual Studio.

Pesynpratn. Po3poGneno irpoBuii momatok y okaHpi Roguelike Ha

wratdopmi UNity s koM 1oTepHiit 13 onepartiitHoro cuctemoro Windows.

BucnoBku. Po3po06ieHo irpoBuii 101aTOK IJisi pO3Bar.

["amy3p BUKOpUCTAaHHS — KOMIT IOTE€PHI ITpH.



ABSTRACT

Explanatory note to the diploma qualifying work of the bachelor: 98 pages, 5

tables, 41 figures, 3 appendixes, 18 sources.

C#, UNITY, INDIE GAME, SCRIPT, GAME ENGINE.

The object of research is the process of developing a Roguelike-Genre game
application.

The subject of the research is development of a Roguelike-Genre game
application on the unity platform.

The purpose of this work is develop a Roguelike-Genre game on the Unity
platform with the following features:

— player interaction;

— multiple types of menus;

— Al-controlled opponents;

— scene interactions;

— random level generation.

Materials, methods and technical tools: C# programming language, Unity
development environment, Visual Studio development environment.

Results. A Roguelike-Genre game application was developed on the Unity
platform for computers.

Conclusions. An entertainment-oriented game application has been
developed.

Scope of use — computer games.
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HEPEJIIK CKOPOYEHDb TA YMOBHHUX ITIO3HAK

DevOps- Development and Operations;
DLC- Downloadable Content;
RnD- Research and Development;

Ul- User Interface.



BCTYII

KoM toTepH1 irpu y Haml yac MarOTh BEJIMKE 3HAYEHHS Ha CYCHUIbCTBO.
CtBOpeHO Bennyue3Ha KUIbKICTD 1rop 1 pa3oM 13 IIUM BeJIMYe3Ha KUIbKICTh KOMITAHIN
K1 200 po3poOJSAIOTh I IrpU, a00 CTBOPIOIOTH JOAATKU SKI JOMOMAraloTh IMpHU
po3po0ii.

P0o3po6Kkor0 KOMIT’ IOTEpHUX Irop MOXKE 3aiiMaThCs SK OJHA JIFOJMHA, TaK 1
HEBEJIMKa KOMaHZa 1HJ1 Po3poOHUKIB ab0 1 (GipMHU 5K 3a NECATUIITTS CTBOPEHHS
Irop MaroTh BeIW4e3Hid AocBiA y 1k cnpasi. DipMu MOXKYTh crieniaiaizyBaTUCh Ha
BUPOOHUIITBI 1rOp [ MEPCOHATBHUX KOMIT IOTEpIB, IrPOBUX MPHUCTABOK
IUTAHILIETHUX KOMIT toTepiB. Po3poOka Moxke (iHaHcyBaTucs 1 OUIbIIOI (ipMOIO -
BujaBieM. dipMa-BugaBellb MoKe OpaTu Ha cebe BUTpATH PO3POOKHU Ta 3aMa€EThCs
MOITUPEHHSAM Ta mponaaxamu irop. Komanna po3poOHHKIB y 1IbOMY BHIAAKY Oepe
Ha cebe poJib TUMYACOBUX POOITHUKIB. BukopuctanHs (ipMH-BUIABIS y IbOMY
BUTIAJKY Ma€ BEINUKHM PHU3UK OCKUIBKM BHAABIIO IIKaBe JIUIIE MOXKIHUBICTD
3apoOUTH, a TAaKOK BOHM MAalOTh MPABO BTPYYATHCh Y MPOIEC PO3POOKH TpH.
[IpoTwyie)XxHUM TIJIXOJAOM € po3poOKa, KoM (ipMa CcaMOCTIHHO PO3poOsie 1
NOIIKMPIOE TPy. B 11bOMy BHUIAIKy KOMaHJa PO3pOOHHMKIB MOYKE CTBOPIOBATH IIPH
OUTBIIMX MAacIITa0lB OCKUTBKH Yy PO3POOKY 3/1€OLIBIIOr0 HE BTPYYAOThCs. Takox
MOXKJIMBa PO3poOKa SKy CIOHCOPYIOTH caMi rpasiii. Lle MOXIHMBO 3a OIOMOTOIO
Takux caiTiB sk Kickstarter.

[Ipo ckmamHiCcTh PO3POOKU Irop TOBOPUTH CKiIamHo. € irpu skl Oynu
CTBOpEHI 3a PEKOPIHO KOPOTKUH CTPOK 1 Irpw Ha sKi OyJaM 3aTpayeHi poKu ado
necstupiuus. lle mokasye mo rpa He moBuHHa Oyt AAA- TpPOEKTOM 100

croa00aTUcCs TPaBISIM.
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1 AHAJII3 IPEJIMETHOI OBJIACTI

1.1 AkryanbHicTh IpodJieMu

Po3pobka HalO1IbII BENIMKOOIOIKETHUX IrOp MOXE KOIITYBaTH NECITKU
MuIbiOHIB gonapie CHIA, mnpuuomMy OCTaHHI JBa JACCATHIITTS OHOMKETH
3pOCTalOTh, SIK 1 KOMaHAM PO3POOHHUKIB 1 TEepMiHM po3poOku. Tak, HANpPHKIHII
JIeB’STHOCTUX TPy s KoHcouti PlayStation mms mokymis Moria 3poOUTH KOMaH/a 3
aecsti ocib Ha pik, ;s PlayStation 2 6yma HeoOxinHa komanaa 3 30-50 oci0 i aBa
poku po3podku, 10 2012 poky mMoBa #nuia npo komauau 3 monaa 100 po3poOHUKIB 1
TEPMiH OJIM3bKO TPHOX POKIB.

3 1IHOK 3pPOCTaHHS PO3pOOKH MO0 rpa OKyMUIacs BUPOOHUKY MOTPIOHO
npojatu Habarato Ouibine komid. Jlms AAA- NPOEKTIB 1€ 3a3BUYAN BIAETHCS
OCKUIbKU BEJIMKUN TEPMIH PO3pPOOKH T'pU MIAIrpiBa€e 3allKaBJICHICTh SKIIO Yac Bij
yacy BUIUIMBAE 1HQOpMAIIiS TPO CTaAil0 po3poOKH abo MOXKIUBOCTI Tpu. MOXKYTh
OyTH 1 HEraTWBHI HACIIAKU SKIIO MPO TPy Ha BCii cTaail po3poOKH HIYOTO HE
BiIoMO. B Takux BHMaaKax MOKyIEllb HE 3HAE IO OYIKYBAaTH BiJ IpH 1 3 1M Oyje
YeKaTH 4ac 3a SIKUil pO3pOOHUK MOXKE CKa3aTH MPO HEYCIINIHICTh MPOIYKIIii.

Lle cTBOprO€e oueBUIHY MpoOseMy. ['paBerr MOBHHEH a00 YEeKaTH JICKUIbKa
POKIB Ha Ipy 1 He $akTo 110 BOHA Oy/Ie IIKaBOO.

[ro x mpobieMy MOXXYThb BHUPIIIUTH 1HAI pO3pOOHUKH. BOHU MOXKYTh
CTBOPIOBATH IrPH 3 MIHIMAIBHUMH MOJXJIHMBOCTSIMH SIKi OyIyTh I[IKABUMH IS

I'PaBIIiB

1.2 Komanaa po3po0HuKiB

KinbkicTh po3poOHHKIB Y KOMaH/1 BapiloeThes Bifl po3Mmipy rpu. Lle moxe
OyTH K OJHA JIIOAWHA SKa PO3p0o0JIsi€ HEBEIMUKHUHN 1HJI MPOEKT, TaK 1 KOMaHAA 13
COTHI YU OUTbIIE PO3POOHUKIB 11l BenukoOtoxeTHuX AAA irop.

VY KomaHJa 13 BEJIUKOI0 KUIBKICTIO JIFOJEH TOJIOBHUN € MEHEIKEP MPOEKTY.

MeHemxep NPOEKTY CIIAKYE 3a TUM, 100 mpolec po3poOku rpu OyB HPOTIKaB
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I7IJKO, BiXM BUKOHYBAJHCh, PU3UKU MPOTHO3YBAIKCS, a WICHH KOMaHIU POOWIH
T€, IO MalTh. BOHM 4YAacTO € UEHTPOM CHUIKYBaHHS MIDK pPO3pOOHUKAMH,
KOMaHJlaMl JAW3aiiHepIB Ta KEepiBHUKAMHU. MeEHeIKepru MNPOEKTIB BHUKIIOYHO
OpraHi3oBaHi Ta TMOBHMHHI MaTH BIAMIHHI KOMYHIKATHBHI HaBUYKH Ta HABUYKHU
poOOTH 3 JIFOJbMH.

Po3poOHuKKM AUISATBCS HA YOTHPU KaTeropii- MpoOrpaMicTH, IrpOBi
au3aiiHepH, XYJ0)KHUKH Ta 3BYKOPEKHCEPH.

['eiimau3zalinepy MalOTh OCHOBHY pOJib B po3pobii. Bonu 3aiimaroTbes
NPOAYMYBaHHSIM CETTHHTY TpH, Horo ictopiero. CTBOPIOIOTh €CKi3W s
Xyan0xHHKIB. Takoxk cTBOpIOIOTH pasuia rpu [1]-[2].

XyNO)KHHK CTBOPIOE Te, M0 OadaTh TpaBIli KOJIW BOHHU TparoTh. Bce
TIOYMHAETHCS 3 KOHIICTIT-apPTy, MEPII HiXK NEPEeHTH 10 KOHTECHTY, SIKUW 3’ IBUTHCS Y
rpi, BKJIIOYAIOUM TIJ0, aHIMAIlIIO, TOMIO. XYIOXHUK Moxe Oytu sik 2D- um 3D-
opieHToBaHuM. Ilpu pospobii 3D-rpu y KoMaHay HaOuparwTh JIeKiLTbKa
XYJIO)KHUKIB, OJHAK TIpu po3podii 2D- rpu Moxke BUCTauuTH 1 omHOTO. [0
XYIOKHUKIB BimHOCATBCS: 2] xynmoxHuk, 3J] XymoXHUK, aHIMaToOp, MOYIIH
TU3aiiHep, apT IUPEKTOp, TeXHIYHUU au3aiiHep, KiHemartorpadidHuil mausaitHep,
XYJIO)KHUK IO MaTepiajiaMm.

[Iporpamictu 3aiiMarOThbCs HAMMMCAHHAM KOAY, CTBOPEHHS IrPOBOTO JABUKKA
a0o0 po3poOKoI0 mporpaMHOro 3abesnedeHHsA. J[o mporpamicTiB BiTHOCATHCS:
MPOrpamicCT TeUMILICI0, MPOTPAMICT MITYYHOTO IHTEJEKTY, MPOrpaMmicT aHIMAaIlii,

POrpaMicT iIrpoBoTo iHTEpdEiicy, MepexeBuid mporpamict [2].

1.2.1 Telimau3aiinepu

Jlo reiimau3aitHepiB BiTHOCSATHCS .
- KOHIIETIT XYJIOKHUK- 1151 JIIOJWHA 3aPUCOBYE CBOI i71e1, 0 eCcKizaM KOTPHUX
XYJIO)KHUKH CTBOPIOIOTH TEPCOHAXIB Ta OTOYEHHS, a MPOrpamiCTH BCE II€

MPOrpaMyroTh;
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- IrpOBUI CLIEHAPUCT- BIH MNPUAYMYE CIOXKET, ICTOPilO, MUIIE CLEHAapIH,
Jiajoru, ONMHUCY€E MEPCOHAXIB;

- HapaTUBHUU AW3aliHEep- LUIb L€l JIOAUHUA CTBOPUTH OMOBIIAHHS Yepe3
irpoBuit nporuec. Lle pi3HI MOJEHHUKH K1 MOXKHA 3HAWTH MiJ 4ac TpU, 3alUCKH,
ay/loKaceTH, MiJKa3KW, MAacXaJKd, BIACUJIKM UM TMPOCTO CLUECHHU JJIS JIOHECEHHS
MIpKYBaHb,

- JAu3aiiHep pIBHIB- SKIIO 1€ OJAMHOYHA TIpa, TO JIeBeNl JU3alHep
HaMara€eThCsi CBTOPUTU FapHE OTOUYEHHS 1 POOUTH PyX MO PIBHIO 3pO3YMUIMM IS
rpaBIls, TaM 3BaHUM Bi3yallbHa MOBA, HaNpPUKIaJ TMIJCBIUYBAHHS BaKJIUBUX
00’€ekTiBIO. SIKIIO I1€¢ MYJIBTUIUICEPHI ITPU, TO JIEBEN AU3ailHEp poOUTH OanaHc
reoMeTpii piBHIB, HaNpUKIIAJ 00 y OJHIET KOMaHIU He OyJIO MepeBaru HaJl HIIOIO
y BUTJISI 3pYYHOI MO3HUIIIT, MU JUIsl MPOCTPUIIOBAHHS UM HAWKOPOTIIMMA HUISX J0
3aXBaTy TOYKH,

- CUCTEeMHMH Au3aiiHep- BIH Ipallo€ HaJ IrpOBHM OalaHCOM, ONPalbOBYE
npaBuiia rpu. [lpuknan 6anancy: tank A mae HP-20 ta DMG- 50, tank b mae HP-
100 ta DMG- 10 [2].

1.2.2 Xyn0:KHUKH

XyI0)KHUK CTBOPIOE Te, IO OadaTh TpaBIli KOJIM BOHU TparoTh. Bce
MMOYMHAETHCS 3 KOHIENT-apTy, MEPII HiXK MEePEHTH 10 KOHTEHTY, AKUU 3’ ABUTHCA Y
Ipi, BKJIIOYAIOYM TiJ0, aHIMAIlif0, TOIMO. XYIOXHHUK Moxke Oytu sk 2D- um 3D-
opientoBanuM. [lpu po3podbui 3D-rpu y KoMaHmy HaOuUpaloTh JEKiTbKa
XYJIO0KHHUKIB, OJHaK mpu po3pobui 2D- rpu moxke Buctauutu i omguoro. [o
XYIOKHHUKIB BITHOCSTHCS .

- 2D XynOXHUK- PUCYIOTh KOHIIENT apTH, TakKi apTH II3HINIE BiIJalOThCS
3D xynoxxaukam. Ille cTBOpIOIOTH iIKOHKHU 1HTEp(DEICY, CIpaiiTH, TEKCTYPH 1 TAKOXK
MOXYTh MPAIIOBATH 13 CKEJIETHOIO aHIMAIIEIO SIKa BUTICHUIIA KaJPOBY;

- 3D xynmoXHHK- BiH cTBOpIo€ 3] MOjei Mo KOHIEMI[iSIM, IPUKPIIUILE 10

HUX CKEJIET SIKIIO 11€ TepcoHax, Moxke HacTpoitu UV ciTKy, micis 4oro usi MOJeb
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NEePEeXOAUTh 10 aHiMaTopa. 3D Xyl0KHUKH TaKOK MOXKYTh IMOAUISTHCS HA 0rganic
modeling ta hard-surface modeling. Organic modeling e nepconaxi, TBapuHU Y1
pociuan.  Hard-surface modeling 06’extu i3 TBepaOK MOBEPXHEI, TPAHCIIOPT,
OyIMHKH;

- XyJIOKHUK 110 MarepiajaM- OKpiM IpocTo po3papOOBYBaHHS NEPCOHAKIB
BIH Mae 1e poOutu rapHo. Posymitu @(i3uky cCBiT/Ia, A€ Kpalle HakIaJaTH
3aTeMHEHHS Ta NOTEPTOCTI;

- KIHeMaTorpad14Huil aHIMAaTOp- OKPIM CTBOPEHHS PYXY BIH CTBOPIOE CLIEHY
Ta PO3CTABJISIE CBITIIO, MICIS YOTO 1€ BCE PEHACPUTD;

- MOYIIH Au3aiiHep- o0’eAHye y €001 XyJOXKHUKA SKUW BCE PHUCYE Ta
animartopa. Ille BiH poOUTH KaT CIIEHU YU peKIamy;

- TeXHIYHHUI JU3aifiHep- 1€ YoThpHU B ofHOMY. L5 nroanHa BMie mpaioBaTu
B 2D 3D, Bce 1ie animyBaTu. Takox BiH BMi€ CTBOPIOBATU CIIELIEPEKTH;

- apT AMPEKTOP- TOJIOBHUI XYIOKHUK, SIKHH TAKOXK CIIAKYE 3a sKicTio [2].

1.2.3 IlporpamicTu

[TporpamicTu 3aliMarOThbCs HANUCAHHSAM KOAY, CTBOPEHHS ITPOBOTO PYIIis
a00 po3poOKOIO TIporpaMHoro 3abdesneueHHs. Jlo mporpamicTiB BITHOCITHCS |

- MpOrpaMicT IITYYHOTO IHTENEKTY- y HOro 3ajadi BXOJATh aJTOPUTMHU
MOIIYKY MUIAXYy Ta poOoTa 3 JIepeBOM TMOBEMIHKH. 3a3BUYall HEOOXiTHUU
THCTPYMEHTApiil B)Ke BMOHTOBAHUH B PYIIIiif;

- IporpamicT aHiMaIliii- BOHM mpamioTh 3 inverse kinematic. IK me tum
ianyBaHHs pyxy. [Ipu ckenerHoi animartii B pexumi |K gouipHiii By3oi npu pyxy
BIIJIMBAE HA BC1 3HAYCHHS MOJIOKEHHS 1 OpIEHTAIiI0 0aThKIBCHKOT'O CETMEHTY. € TI1e
npyruii pexxuMm- forward kinematic. Tyr HaBmakw, npu pyxy OaThbKiBCHKOTO
CEerMEHTY, II€ BIUIMBA€ Ha JOYIpHI CETMEHTH Ta BY3JIH. TakKoX MporpamicTu
aHIMalIIii mpaIrooTh 3 animation blending, 1e 3sminryBaHHs pi3HUX aHIMaIlii;

- Ul mporpamicT- mporpaMicT KOPUCTYBaJIbHUIBKOTO iHTepdeiicy. Takox

MokHa 3ycTpiti abpesiatypy GUI. XynmoxHuK Mamto€ KHOMKMA 1 IKOHKH, a
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MporpamicT npujae iM QyHKIIOHAIBHICT. Lle Takoxk peani3yeTbes IHCTPYMEHTaAMU
pyruis.

VYcix BuIIENeperniueHuX MporpaMmicTiB MoxHa BigHectu mgo  front-end
nporpamictis. Jlo back-end nporpamictiB MmoxxHa BigHecTn network programmer-
BOHHU TPAIIOIOTh 13 CEPBEPHOIO YACTUHOIO, 3 TUM 1110 3HAXOJIUThCS 3a Kynicamu. L1
IPOrpaMiCTH MPAIIOITh 3 MEPEKEBUM KOAOM. B MynbTHIICEpHHX irpax € 1Ba
Buau 3’eqnanns. Dedicated server- Bin ke BuaiieHHE cepBep. TyT cepsep
3aIyCKAEThCS Ha OKpeMiil MpOAyKTHBHINA MammHi. Koim oauH rpaBelb BUKOHYE
Ii10, HAMpHKJIaJ PYyXaeThCs IO KapTi, MOTO KOOPIWHATH BIiAMPaBISAIOTHCA Ha
cepBep, TaM 0OpOOJIIOIOTHCA 1 BIAMPABIAIOTHCSA IHIIUM TpaBlsaM. pyruil tum e
client listen server. Tyt y poJi cepBepy BHUCTYIIA€ iHIIHK TpaBellb. Takoro rpasiis
Ha3WBalOTh XOCTOM. ToOTO T'paBelb i Tpae B rpy, i TpUMaE CEpBEp Ha CBOEMY
npucTtpoi. B pasi BTpatu curHamy ¢ xoctoMm BinOyBaeThcs hosting migration.
CepBep 3aImyCKaeThCs y 1HIIOTO TPaBLIA.

[Ile icHYIOTH HAaBKOJOIrpOBI mporpaMicTd. Taki mporpamicTu 3aiMarOThCs
CTBOPEHHS IrpOBOT0 MarasuHy, migoip TpaBIliB MO PaHTy 1 PEHTHUHTH.

MepexxeBl TpOrpamicCTd 4YacTO BUKOPHUCTOBYIOTH MOBY MpOTpamMyBaHHS
Python. I3-3a Toro mo BiH TakOX SIBISETHCS CEPBEPHOIO MOBOIO MPOrpaMyBaHHSI.
Takox iICHYIOTb:

- Tools mnporpamicTu- me Ti, XTO CTBOpIOE IHCTpymeHTapiit. Taki
THCTPYMEHTH 3MEHIYIOTh Yac pO3pOOKHU T'PH;

- DevOps mporpamictu- 1e chemiamsicT mo iH(GOpMaIiiHO-TEXHIYHOMY
o0cnyroByBaHHiO. BiH CHHXpOHI3y€ BCi €Tamy CTBOPEHHS TpHU. 3arpyxae rpy B
MarasuHd. SIKIo rpa MepexkeBa, TO 3HAXOJUTh XOCTHHT, BCE II€ HAJAITOBYE.
Takox nuire mayH4ep KO BiH MOTPiIOEH 1 MPAIlto€ 3 OHOBIICHHSIMU;

- RnD mporpamicT- Taki Jgr0au SKi JAOCHIIHKYIOTH BCE IO BiJOYBAETHCS
HAaBKPYTH 1 HAMAaraloThCsi CTBOPUTH Te, [0 HIXTO HE CTBOPIOBAB. 3a3BUYail BUMOTH
710 TAKUX JIOJIEN BUCOKI, X 10 MaricTpaTypu;

- OporpaMmicTd  pyuiiB-  KpymHI  CTyAll  BIIJAOTh  MepeBary

BUKOPHCTOBYBAHHIO BJacHOro pymris. Ilomi6uo Frostbite wm id Tech. Ix xogx
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MPUXOBAHUI BiJ TPOMaAChKOCTI. Taki pyuiii Ha3uBarThes nponpieTapaumu. Hy a
IS iH1 pO3pOOHMKIB TOCTYITHI OPen source pymrii taki sk Unity, Godot uu Unreal
engine;

- CHOEIaNliCTH MO pPEeHAEPY- BOHU MNUINYTh Imeiaepu. BimbOnucku, TiHi,
BUIYKJIOCTI, 1€ BCE MICHAEPH.

Fullstack po3poOHuk Mae mpairoBaTH K i3 Bi3yalbHOI YAaCTHHOIO, TaK i3
cepBepHot0. YacTimie 3a Bce 1eil TepMiH BUKOPUCTOBYETHCS Y B€O po3poOiIii.

B cepenniii koMmaHii Ha OJHOTO MPOTpaMicTa MPUXOJUTHCS TPU-YOTHPH

XyJ0KHUKa [2].

1.2.4 3Bykope:xucepun

Takox IS TPpU BaXKIMBE 3BYKOBE CYIPOBOJIKCHHS OCKUIBKH I €
BOXJIMBUM €JIEMEHTOM I IpuaaHHs atmocdepu rpi. Lle moxe OGazyBaTucs Ha
3BYyKax, Jllajiorax Ta miceHb /it rpu. Jlo 3ByKopekucepax BiTHOCATHCA

- cayHJ Iu3aiiHep- akTopu AYOJsiKa, JIFOIU K1 TPOTOBOPIOIOTH PEIUIIKU Ta
JaJIOTH MPOIKUCaH1 CIICHAPUCTOM;

- cayH/ qIu3aiHep- Woro npodecis IepeTUHAETHCS 13 3BYKOBUM 1HXXEHEPOM.
B reiimaeBi cayHn auzaiiHep 1 3BYKOpEXHCEp e OJlHE 1 TeX. B Horo o0oB’s3ku
BXOJIUTH TIOIIYK 3BYKOBHUX €(eKTiB, a00 BIH TaKOX MOXKE CHHTE3YBaTH CBOi 3a
JIOTIOMOTOI0  CTICTiJIbHOI TporpamMu, 4d 3amucaTh. Hampukian, sKIo KoMasmi
mOTPiOHI 3BYKM MOCTPiTY, TO KOMaHJa BHUIXKIKA€ Ha TOJITOH 13 3aMHCYIOYUM
00JIaJHAHHSM,

- ayJ110 IPOrPaMiCT- THUIIE CKPUIIT SIKAH BUKOHYE TakKi PYHKINIT K Ty4HICTh
3BYKYy, HakiajaHds €(eKTiB Ta pOOUTh MOXJIMBUM 3alyCK TakuxX €QeKTIiB SK
moCTpin 4yM pyx. Takok MOXe CTBOPIOBATH 3BYKOBI IHCTPYMEHTH I CayH
nu3aiiHepa. BiH Hece BIIMOBIAANBHICTh 32 TECTYBAaHHS Ta HAJAroKCHHS ayiio
KOZY;

- KOMIIO3UTOP- B WOTO 3aj7]a4i BXOJUTH CTBOPECHHS MY3HKH YU CAyHITPEKY

no rpu. lle 3aBxau mo3amTaTHUM CHIBpOOITHUK. B 3anexHOCTI Big po3Mmipy
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MPOEKTY y 3BYKOBUH BIAJUI L€ MOXYTh BXOJUTH IMPOAIOCEPH 1 XYHOKHUKH IO

crnient epexram [2].
1.3 BucHoBku 3a po3aijiom 1

Komanna po3poOHUKIB MOXKE CKJIaJaTHCA K 13 OJHOro abo JeKUIbKOX
Jrosien Aist 1Al Tpu, Tak 13 50 yu Ounbiie. JIJist HalOUIbIT BETUKOOOIKETHUX 1ITOP
KUIBKICTh PO3POOHHUKIB MOXKE JIOXOJMTH JO JCKUIBKOX COT€Hb. TaKoX MOXYTh
HalMaTHCS 30BHIIIHI MPAI[IBHUKU JIJI1 ayTCOPCUHTY.

KoManna po3poOHUKIB CKIAJa€ThCs 13 TredMau3aiiHepiB, MPOTrpaMicTiB,

XYJ0KHHKIB 1 3ByKOpexucepiB. Kepye HUMU MeHEKEpP MPOEKTY.
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2 ETAIIA PO3POBKU I'PU
2.1 Po3poOka rpu

Po3poOka rpu sBaseTbcs OaratoeranmHuM mnpouecoMm. Ilumu eranamu
ABJIIIOTHCS. KOHLIETILIIS, IPOTOTUITYBAHHSI, BEPTUKAIBHUHN 3pi13, CTBOPEHHSI KOHTEHTY,

TECTYBaHHS, MIFOTOBKA JI0 pelizy 1 onepyBanHs [3].

2.2 Konnenuis

Ha nepmomy erami koMaHa Ha 40JIi 3 TeWMIM3aHEPOM 30MPAIOTHCS Pa3oM
Ta IPOBOAATH OpeiHITOPM. PO3pOOHHUKN TPUIYMYIOTH TPY.

CroyaTtKy 1MO3HA4aloTh >KaHp, BiH CTaHE TOJOBHHM BEKTOPOM B PO3POOILi.
Bubupaerbcsi ceTrTuHr TpH, Koiu 1 jae Oyne BimOyBatucs rpa. OOTroBOPOETHCS
XYyJI0’KHE HampaBjeHHS TpH, ii cTwib rpadiku. Bei diHanbHI IyMKHA 3aHOCATHCS B
TPU TOKYMEHTH.

[lepmmit - concept moxyment. lle kKopoTke Ta €MHE ONHMCYBaHHS TpH.
CraHgapTHI MYHKTH [bOTO JOKYMEHTH Taki: Ha3Ba TpU, OCHOBHA 111es, >KaHp,
ayJIUTOPisA, OCOOIUBOCTI TPH, CIOXKET I'PH, MEXaHIKH, ONMUCYBAHHS i'POBOTO CBITY Ta
NepCOHaXIB, Ha fK1 Mmatrgopma rpa Opi€EHTOBaHA, CHCTEMHI BUMOTH, CTPOKH Ta
OI0/KET PO3POOKH Ta K1 TEXHOJIOT11 OyTyTh BUKOPUCTOBYBATHCS.

Hpyruii - vision 1okyMeHT. B 11boMy TOKYMEHTI OIMHCYETHCS HE CaM iIrpOBHIA
mpoliec, a To, MO XOYEThCsl OTPUMATH B MIJACYMKY, SIK KiHIIEBHI Oi3HEC MPOayKT. B
el JTOKYMEHT 3aIlMCYEThCS: TIOBHUM OMUC TPH, LIILOBA AYAUTOPIs, AOCTIIKCHHS
PUHKY, KOHKYPEHTH, CTUJIb Ta apTH, Oi3HEC MOJENb, SK OyJe MOHETU3YBATHCH TPa.
Let TOKYMEHT po3paxoBaHHK O1IbIIE JIJIs1 PO3POOHHMKIB.

Tperiit - feature list. Crimcox ocoGnmBocTeli: Ha sKi Jetam Oyae OuTbIie
aKIICHTYBaTUCh, Ha TpadiKy, YHIKaJIbHI MEXaHIKM YHM MIOCh Ie. TakKoX CrIu
BXOJUTh YHIKAJIBHICTh, YHIKaJIbHI €JIEMEHTU TpHU SIKI OyAyTh BUAUIATH i Ha (OHI
KOHKYPEHTIB, IPUBA0IIOBATH I'PABIIIB Ta 30 UIBIITYBATH MPOAAXKI.

i Tpu noKymMeHTa B3a€MO3B’s3aHI MK €000 1 (OPMYIOTh 3arajibHUI
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nu3aitH nokymenta- dice doc. [lo dice doc Moxke B XOAWTH OMUCYBaHHS IITYYHOTO
IHTENEKTY, IHTepdelcy, 3BYyKOBOI'O OTOUEHHS Ta PIBHIB.

Jln3aliH TOKyMEHT CTBOPIOIOTh I'eMIM3ailHEPH 1 3a3BUYall 1ie HE JOKYMEHTH,
a MOJlyJIbHI cXeMH 100y 10BaH1 Ha Biki pyuiii. [IponucyioTbes TEeXHIYHI 3aBJaHHS.

€ we pitch mokxymeHT, 1e cTHucia Bepcis KOHIENT JOKYMEHTa i3 crucKy iy,
clieHapito, icTopii rpu. Pob6oTa Haa UM MOKe TTOYaTUCs HE 0/1pasy.

Oppa3zy Ha paHHiil cranii po3poOku BUOUpaeThes irpoBui pymii. Lle moxe
oyru Unity, Unreal Engine, Godot, Cry Engine. fIx mpaBuio, y BEIUKHX CTYIIAX
BXKE € BJIACHA MPOMpPIETAPHUHN PV, a SKI0 HEMAa€e MUILYTh 3 HYJS, aje 3apa3 Tak
HIXTO HE POOUTB.

Takox 30upaerbcs pedepeniii, ¢otorpadii 13 peanbHOro >XHUTTHA, Irop,
¢u1bMIB yM KiHO. LI KOHIENTH TMpeACTaBISIIOTh IpojocepaM 1 iHBectopaM. Jlami 3
pedepeHIlii KOHIENT XYI0KHUKY CTa€ 3pO3yMiJI0 IO BiJ HBOro morpedyerhes. |
och, copmyBaB I0CTaTHBO i1H(pOpMAIli KOHLUENT XYAOKHUKU MPHUCTYHNAIOTh K

CTBOPEHHIO €CKI3iB i LmrocTpartiit [3].

2.3 IlpoToTUNyBaHHS

Ocb 1 pPO3MOYMHAETHCSA PO3pOOKA. 3BIPSIIOYHCH 3 paHillle CTBOPSHUMHU
JOKYMEHTaMH, Te€3d Ta  KOHIENTaMU  PO3POOHUKH  MPUCTYMAIOTh 0
MPOTOTUITYBAaHHIO TPH.

XyNOKHUKA TPOJOBKYIOTh TMpAIIOBAaTA Haa KOHIENTAMHA 1 TIOTIM
MTOCTYTIOBO PO3MOYMHAIOTH CTBOPIOBATH IrpoBi 00’ ekTH. Lle mepcoHaxi, TpaHCIIOPT,
poCIMHM, OYIUHKH, HEBEIUKI IPOO 00’ €KTH Ta CrieleheKTH.

Tum uvacoMm nu3aliHepu PIBHIB IMOYMHAIOTH BUKOHYBATH CBOIO POOOTY-
CTBOPIOIOTH PIBHI.

Konnent aptu mepemaroThCsi 34 XYJOKHHKAM 1 BOHU TMOYHMHAIOTH CBOIO
poboTy. 37 MOJCITIOBaHHS MOXHA IOJUIMTH HAa JBA OCHOBHUX HampsMku: hard

surface ta organic surface.
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Hard surface nie 06’exktu 3 TBepaoro moBepxHeto. OO0 €KT Jisi HAIOBHEHHS
CBITY, OOYKH, IUIAIIKH, KOPOOKH 1 1HIIKK HenoTpiO. Takoxx OyIHMHKH, X MOXYTb
CTBOPIOBATH 13 OKPEMHUX MOAYNIIB, SK KOHCTPYKTOp. SKII0 1e ayxke CKiIaaHi
00’€KTH, TO MPHUOIralOTh K MPOLEIYPHOMY MOJICIIOBAaHHIO. BUKOPUCTOBYIOTHCS
IporpaMu Ha KINTalIT TYAWHH. 3a7a€ThCs IO, A€ 1 CKUTbKM T€HepyBaTH. TakKox
TPAHCIOPT, CKJIAAEThCSA BIH 13 311 MOJEN 10 KOTpOi MpuUlIIsieTbest ckener. Llei
skeletal mesh 3arpyxaetrbcss B irpoBHil pymniii 1 Bke TaM IMEPETBOPIOETHCS a
aBTOMOOUTL. 3a3BHYail JIJIsl 1OTO € CIEHIaAIbHUM THCTPYMEHTApIN SIKUM J103BOJISIE
HAJNAIITYBaTH KEPyBaHHs, (PI3MKY, HAJAIITYBATH MIJBICKY 1 IHIII XapaKTEPUCTHKU
TpaHcropTy. JliTarounmii TPAHCHIOPT CTBOPIOETHCA 3a TAKUM JKE€ TPHHIIUIIOM.
[TomkomkeHHsT Ha TPaHCIOPTiI OyBa€ CTATUYHWUMU, 3a3]AJIETib CTBOPEHUMH, UH
amanTUBHUMU. TyT 4YacTMHHM Ky30Ba HE 3aMIHIOIOTBCS Ha TIONIKOJDKCHHI, a
neOpMYIOTHCS TIO MOJIIFOHAM, Pearyrdu Ha KOJIi3110 1HIIOTO 00’ €KTa.

Organic surface 1ie He pyKOoTBOpHi 00’ €kTH, TOOTO MpHpoaa. JlepeBa MOKYThH
reHepyBaTucs B Takid mporpami sik Speedtree. Takoxk K Opraiii BiTHOCATHCS
ICTOTH 1 IEpCOHAXKI.

Takox IrpoBHUil KOHTEHT MOKE 3aKYIaTHCh HA CTOKaX. € dyaoBa O610ioTeKa-
Megascans. Ille mokHa BiCKaHyBaTH OO ’€KT 3a JIONMOMOTOK ONTHYHUX YU
JIa3epPHUX CKaHEPIB.

JI1s1 CTBOpEHHS TepCOHa)XKa CIIepIy BUOHUPAEThCS SIKUM OyJie BiH: TBapHHA,
monuHa yi MoHCTp. Jlami i pedepeHcn 30uparoTbes B myadopau. Lle kommosuis
13 pedepeHCIB Ha OJHY TeMaTHKy. XYyJOXHUK PHUCYE KOHIENT, Mepeaac 31
Monenbepy. Jlami Momenpep  3a JIOMIOMOTOIO CKYJBINTHHTY cTBOproe highpoly
MOJIeJIb TICPCOHA)Ka BHKOPUCTOBYIOYM Tiporpamy Zbrush. Cxymentunr me sk
nudpoBa minka i3 wiactuiiny. [1lo6 MoxemtoBaTu Oyso Jermie CKyJIbITUHT JUIAThH
Ha 3 abo 4 piga. [lepmmii pig- CTBOpeHHS OOJMBAaHKH MEPCOHAXKA, HAUEPKY SKHIMA
Ha3uBaeThes OnokayT. [IpocTo kaxyuum amaromii Ta cuimyeTy. Takoxk e Moxe
HazuBatuch Apadt. [Apyruii pi- BHyTpilllHE HAIOBHEHHS Ta BEJIUKI AeTanl. 3 pia-
MaJICHBK1 JIeTajli Ta HIOAHCHM aHaTomii. I 1mie Moke OyTH 4YeTBepTUH pij-

Hajgneranizamis. lle MoxyTb OyTH mopu uyum MopuiuHu. [lami monenbep poOUTh
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peronojiorito citku. B migcymky i3 highpoly Buxoauts lowpoly monens. Bona ne
Taka BUMOIJIMBA JI0 NpoayktuBHOCTI. KinmbkicTe mosmironiB Ha highpoly moxe
oOuucmoBatuch  MUIbHOHamu. Ilicimss  peromosyorii  KUIbKICTh — MOJITOHIB
smenmyetbes 10 20000. Cepeqne oomexenHst Ha poekT 20000-80000. B migcymky
cTBOproeThes ABI Moaeni- highpoly Ta lowpoly. Highpoly moxHa BukoprcTOBYBaTH
JUI TIpUPeHJIepiB, 3alikaHHsg Ta cinematic ponukis, a lowpoly #ine B camy rpy. Jlns
petonoJiorii migiiae aroouit 31 maker: Blender, Maya, 3D Max.

[Ticnsa uporo crBoproeThest UV kapTa miist MaitOyTHix Tekctyp. [Iporpamam
JUIsl TEKCTYpYBaHHS Ta IFPOBUM pyllisM NoTpiOHa posroprtka. lle koopauHatHa
CITKa sIKa BKa3ye Jie siKa TEeKCTypa Ha Mojelli Oyae BimoOpakaTuCh. 311 MOJEIb
pPO3BEPTAETHCS Yy IUIOCKICTh. PO3ropTky MokHa poOUTH SIK B pPyYHY, Tak 1
aBTOMaTHYHO.

Hactynuuii etan- 3anikannas. Ha npomy etami geramizarito highpoly moxeni
MO’KHA 3alleKTH B KapTy HopMmadeil. Lle Taka TekcTypa 06’eMy, TakoxX i1 Ha3UBAIOTh
OamIl Marm. Iie IJIocka Utro3is 00’emy, sk 31 Bimkputka. Takoxk MOKHA 3aleKTH
ambient occlusion. Ile 3aTiHeHHs y CTHKaxX OTpHUMAaHE Bil M’SKOr0 TIi00aJbHOTO
ocBITJIIeHHA. Jlermie roBopsiuM 3allikaHHSA- 1€ MEPEeHOC Bi3yanbHOI iH(MOpMaIii i3
highpoly mo lowpoly y Buai TekcTyp.

[Ticnsa cTBOpeHHS TMEepcoHaka Horo HeoOxigHO po3dapOysaru. Ile moxke
3poOUTH SK caM 31 MOJENbEpP TaK 1 XYJAOKHHUK. 3a3BUYaidl ISl IHOTO
BUKOPHCTOBYIOTH Substance painter. Yci BigOimcku, MOTEPTOCTI 1€ Pi3HI TEKCTYPH
KOTpl Ha3MBalOTh Mamamu. Hopmani Takok MOXXHA CTBOPIOBAaTH Ha eTari
TekcTypyBaHHs. 1[I mamm 00’enHYIOThCA B 3arajdbHuil Marepian. Hamami 1mei
Marepian Oyne Haknanenuid Ha UV kapry.

Hacrymuamii eranm- migrotroBka mo adimamii. /o 1mporo mepcoHaxa
nepeHocath y iHmui 3D makeT. Lle moxxe Oytu 3ds Max uu Maya. /s MaitoyTHRO1
CKEJIETHOI aHIMallli pPO3MOYMHAETHCA MPOLEC CTBOPEHHS CKeJNeTy- pIrruHr. B
OJTHOMY TIEpCOHa’K1 B 3aJIC’)KHOCTI Bl CKJIagHOCTI Moke OyTH Bia 20 g0 100 KicToK 1
HaBITH OLIbIIE, SKIIO MOTPIOHA MpaBAONOAIOHA JulleBa aHiMallig. Jlami rotoBuit

CKeJIeT MOTPIOHO MPUKPIMUTHU 0 TyJy0a, el Ipoliec Ha3UBAETHCS CKIHHIHT.
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[licns wporo mnepcoHaXk NEPEeXOAWTb B pPyKH aHiMaTopa. AHIMaIlis
PO3MOYMHAETHCS 13 PO3KAJAPOBKU. BUKOPHUCTOBYIOTHCS aHiIMallll MO KIHOYOBUM
KaJpaM: TEpIIui IIe MOYaTKOBE TOJOKEHHS, a JAPYyrui 1e KiHmese. Kampu Mix
HUMH aBTOMAaTUYHO IUTABHO TiJCTPOIOIOTHCSA. TakKWUM YWHOM CKJIQJHO CTBOPUTH
aHIMAIlll0 JIIOJUHU TOMY [JIi I[LOTO BHUKOPUCTOBYETHCS CIELIAJBHUI KOCTIOM
motion capture. Ile kocTIOM Ha KOTPOMY pPO3TAlIOBYETHCS BEIUKA KUIBKICTB
JTATYUKIB 1 1aJll pyX [UX JaTYUKIB (IKCYEThCA KaMepaMu. YOTUPU OCHOBHI aHIMaIlii
SIK1 CTBOPIOIOTh aHIMaTOpu: OE3ISIIbHICTh, X0/a, aTaka Ta cMepTh. [1{ogo animariii
T, TO ICHYIOTH PI3HI crocoOu ii cTBopeHHs. OAMH 13 HUX 1€ pIr HA OCHOBI
mopis, 1ie e HazuBaeThes blend shape. CtBoproeThest kinbka KoIii OHIET FOJIOBH
1 1aJ11 Ha KOXKHIM 3MiHIOEThCS eMolris. Hanmpuknan y ogHiel eMoIlii BiIKpUTHI poT a
y 1HII1# 3aKkpuTHil. TakuM YMHOM 1€ J1B1 KJIFOYOB1 €MOIIii 1 F€OMETPis Ha MPOMIKHUX
KaJpaXx aBTOMATUYHO ITiJICTPOIOETHCS 3a JOTIOMOT'O0 MaTEeMATHYHOI iHTEPIOJIAIIIL.
Tyt MiHyC y TOMY, 1110 JaHUW TUI PITTUHTY HE MOKHA BHUKOPHUCTOBYBATH Ha 1HIIUX
nepcoHaxax. HaGip Takux Komii KIIOYOBUX JHIb HA3UBAIOTH KIFOYOBUMH TO3aMH.
[HIIMIT METON, lie PIrTMHr Ha OCHOBi KicTOK. Moro Mo)kHa BMKOPHCTOBYBaTH Ha
BEJIUKIN KIJTBKOCT1 MepcoHaxiB. CTBOPEHHS TOTO, 110 MOXE YIPABIATH aHIMAIlISIMU
HA3WBAETHCS PIrTIHroM. Jlami s 3pydHOCTI MOXKHA JIOJIaTH KOHTPOJEpH. Y KOKHOT
YaCTUHU JIMI € CBO1 YHIKaJbHI aHiMallii 1 1mo0 CTBOPUTH YHIKAJIBHY IMOTPIOHO
nauie CKoMOIHyBaTH mMOTpiOHI BapianTu. lle numme cmocoOu aHiMarii, OJHaK
moTpiOHi 1 cami aHiMaIrii, To0to naHi. [le mokHa 3poOouTH BpyuHYy. [HIININ criocib me
MapKepHa CUCTeMa 3axBaTy JUIeBOT aHiMaIrii- performance capture.

VY 3aBepiieHi TOTOBOTO MEPCOHAXKA IMIOPTYIOTh Yy PYIIid 1 TaM BXKe
pO3MoUnHAETHCA poOoTa 1o Horo HacTpoiill. [loTpiOHO MpuB’sg3aTH aHIMAITIT K JiIM,
MIPUB’A3aTU MEPCOHAXkA 0 IITYYHOTO 1IHTEJIEKTY, TOAATH J1aJI0TH.

Bci mi eranm cTBOpeHHS TEPCOHAXXka BUKOHYIOTBCS TOCHIIOBHO. B meskux
cTyaisx 1ieH pipeline mMoxxe OyTH TPOXH 3MIHCHHIA.

Etanu ctBopennst irpoBoro cBity. [lepmmii ne minOip pedepencis. lle
dbotorpadii q1s HaTXHEHHS, a00 KOMaHJa MOXXE BHiXaTH B MOTPIOHY JIOKAIIIIO 1

pOOUTH 3HIMKHU. BUIBIIICTh PiBHIB PO3MOYMHAETHCS 3 MPOTOTUIY HAPUCOBAHOMY Ha
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nanepi. CkiaaaeTbCsa COUCOK JIOKALINA Ta BIAMIYAIOThCS 1BEHTH, 1€ CKUIBKH BOPOTIB
OyJie po3TalIoBYBaTHUCh, SIK1 MOJIi1 MPUB’A3aH1 O TOYKH Ta 1HIIIE.

JUist irop 3 OJMHOYHOI KOMIIaHIEI0 MOXE OyTH TpU THUIU CXEM CTBOPEHHS
piBHiB. Ilepunii- niHiIiHKNA, TYT rpaBelb pyXaeTbes 13 Touku A B Touky b. Jpyruii-
KJIACTEpHUM, OaraTo BIATaNyK€Hb BIJ LEHTpaJbHUX Xa0iB. TpeTiil- maByTHHA,
O0araro CIUIETEHHX MDK co0Ol0 IUIAXIB, 1€ Jlae cBoOoay rpaBmio. B
MYJBTHIUICEPHUX Irpax AW3aiiHep Mpalroe Haja OadaHcoM pIiBHS BUKIIOYAIOYH
nepeBary oJiHi€i KOMaH/Id HaJ| 1HIION.

[Ticns mpoTOTHUNYBaHHS HA Mamepi AW3aiiHep pa3oM i3 TelMau3aiiHepOM
dbopmye METPUKH, 11€ MAOJIOHU PO3MIPHOCTI JIJIsi MPOEKTYBAHHS PIBHIB.

Bu3HauyuBIIMCh, 3 METPUKaMU JU3alHEp PIBHIB IMOYMHAE CTBOPIOBATH
OJIOKayTH, 320]JHO PO3CTABIISIE TIPOCTE OCBITJICHHS. blIOKayT- 11e CKeleT KapTH II0
CKJIQJA€ThCs 13 MPUMITUBHOI reomeTpii. Takuii 6J10kayT Ha3UBA€TbCA I'peil OOKC uu
nu3aiiHep OmokayT. Ha maHoMy wMakeTi TepeBipseTbesl IrpoBuil mporec 06e3
BI3yaJIbHUX CKJIagoBuUX. Jlami 111 mpumiTuBH OYyIyTh 3aMiHEH1 Ha TapHi 31 MOEI.
Axmo morpideH naHamadT, TO BIH TAKOX MOXe OYTH CTBOPEHUH 3aBISIKU
IHCTpyMEHTaM BcepeauHi pymnisa. Yn Horo MoxHa IMIOPTYBAaTH 13 IHIIHUX ITaKETIB.
Jlani Ha piBeHBb JOJAIOTHCA TPUTEPH, 1€ HEBUIAUMI 30HH SKI aKTUBYIOTH IO
Takox pomaeTbcs cepega B SKIM MOXKE OpPIEHTYBAaTHCS INTYYHUH 1HTEJICKT.
JOMAIOTECS  TOYKHM TIOSIBH  TEPCOHaXiIB, craBHepw. OmHak OUIBII  TOYHE
HaJAIITyBaHHA pOOUTHCA NUIIIEe Ha (PIHAIBHIN cTamil

[Ticns KOMIOHYBaHHSI TPOTOTHUITY PiBHSA, T'peil OOKca, MPOBOIUTHCS TECT
IrpOBOTO TIPOILIECY 1 BUTIPABJISIOTHCS HEJIOMIKH.

Jpyra ctajais IpOTOTUITYBaHHS PiBHS 1€ BalT Ookc. Bin ke apt Omokayt. B
HBOMY XYJIOKHUKU MPOPOOIIAIOTh XYAO0KHIO YacTUHY piBHA. PoOnsTe Hauepku. Ha
[IbOMY €Tari MiAKITIOYAI0TECA XYTO0KHUKH 10 OTOYEHHIO Ta KOHIIETIT XYIOKHHKH.
XyNOKHUKHA TIO OTOYCHHIO MPAIIOIOTh HAJ Bi3yallbHOIO YACTUHOIO PiBHA. BoHM
3alOBHIOIOTH IrpOBHM CBIT THUM4YacoBUMHU Moxensimu placeholder. Ha pisenn
JOJIAEThCS IrpoBa Jiorika. XyI0KHHUKHU 110 OTOUYSHHIO MOXXYTh BUKOPUCTOBYBaTH Kit,

HaOlIp aceTiB.
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Jlanmi Hactynmae Tpets, (inanmpHa cramis 3aBepuieHHs.  Placeholder
3aMIHIOIOTh Ha (1HaJbHI 311 Mojenl. XyI0KHUK MO OTOYEHHIO CTBOPIOE CEpPEeAH] Ta
MaJeHbKI 00 €KTH 1 IX TEKCTypye. XYHOXKHUK MO PIBHAM HAaHOCUTh TEKCTYypU Ha
naHAmadT 1 JoJa€ JAeKall Ta  pO3CTaBls€ Te, MO 3pOOMIIM XYAOXKHUKH IO
OTOYEHHIO, 3aIIOBHIOE CBIT. 3€JI€Hb PO3MA3YIOEThCS M0 JaHAMAPTY IHCTPYMEHTAMU
Py Ta HACTPOIOE CBITIIO.

HapartuBHuit quzaitHep 107a€ KOMITO3UITIT, MIJIKa3KHU, 3aMUCKU.

Bona Takoxk CTBOPIOETBHCS 3a JOMOMOTOIO iHCTpyMEHTIB. CamMuii MpocThid
BapiaHT II€ IUIOCKA TOBEPXHS 3 TEKCTyporo. buIbIl CKIAJHWIA BapiaHT I1Ie
TPUBUMIPHUN 00’€M 3 3MIHIOBAaHOI TreoMeTpiclo moBepxHi. CTBOPIHOETHCS 1Ie
3aBJSKH IIeiaepaM. 3a3Buyail Boja 1ie TpuBUMipHui 00’ em. Konu rpaBeris nomnajae
y HET 3MIHIOEThCS (p13UYHA MOJIEIb Ta TOCTOOPOOKA.

Ha piBHAX UIsi MyJNBTHIUICEPY TO30aBISIIOTHCS Bi3yaJIbHOTO IIYMY 10O
TpaBIll Kpalie Oadwiv OJWH OJHOTO, TOMY HEBEIMKI 00 €KTH Ha KIITAJIT CMITTS
3JIBUTAETHCS O CTIHKH

OCBITJIEHHSIM TaKOXX MOXE 3aiiMaTHCSl OKpeMa JIIOJIMHA- XYI0XKHUK CBITIIA.
CBITIIO MOXeE 3a3Jajlieriib PO3paxOBYBaTHUCh 1 3alikaTuch, abo Moxke OyTH
TUHAMIYHAM TIPAIIOI0YUM B peajbHOMY daci. [3 BiIOIMCKOM TakoX sK 13
OCBITJICHHSIM.

He60 11e mpocto Benuka cdepa i3 TEKCTyporo.

Konu piBeHb TOTOBHII HOTO 3aMOpPOXKYIOTh. 3 IBOTO 4Yacy 3a00pOHSETHCS
JI0J1aBaTH HEBENMKi 00’ €KTH, BUJAISIIOTHCA HETOTPiOH1 aceTn. B 3aBepieHi poOisTh
¢inanpHuit  TecT. I[IpoBoauThCs onTuUMIZallis NpPOAYKTHBHOCTL. [l  1mboro
BUKOPUCTOBYEThCsl mpodainuar. Ile indopmaiis mnpo 00’€KTH, CKUIBKH BOHH
CHOXUBaIOTh pecypciB. HanamroByroThes 10d, 1ie ko mpu BimmaieHi kKaMepu Bij
TPaBIIsl 3MEHITYEThCA KUTBKICTh MOMITOHIB. Lle moTpiOHO ass ontuMizarii.

Otouytounii CBIT MOTPIOHO TaKOX po3ALIATH sl onTuMmizamii. OauH 13
cTapux crocoOiB IIe MiJBaHTaXKeHHs piBHIB. Koiu rpaBeis NpoXoAuTh OJUH PIBEHbD,
3aBaHTAXYeThCA 1HIIMK. Jpyruil cnocid 1€ NIABAHTAXKEHHS PIBHA B PEXHUMI

peanpHOro Yacy. OAWH BEJIUKHUM CBIT pO3JAUISETbCS Ha (parMeHTH, YaHKHA 1
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3arpysKaroThCsl JIUII T1 KOTp1 mo0au3y rpasis. 11006 ckpuTu Baanai HeJOCTaTHI YaHKU
pPO3pOOHMKHM HWIyTh Ha XHUTpicTh sk Tyman. A0o ma occlusion culling. Ilpu
pEHIEpIHTY MPUOUpPAEThCS BCe, IO HE momaaae y nojie 3opy kamepu. Ille moxHa
CTBOPUTHU BY3bKi Micisl. Koiu rpaBelb MPOTUCKYETHCA KPi3b HUX MiIBAHTAXYETHCS
HACTYIMHUM PIBEHb 1 BIABAHTAXKYETHCS MOMEPEIHIM.

Aynio mporpamicT HiAKII0Ya€E 3BYKH, J1alI0TH, MY3HUKY.

Komu ¢inanpHUil KOHTEHT MOTparuii€e B TPy HOro MOBHHHO 3pOoOUTH
rpabenbHUM, TOOTO  3amporpaMyBaTH. 3a3BUYall  MPOTPAMHHHA  alTOPUTM
PO3MOYMHAETHCS 13 OMUCY TOTO, IO MOTPIOHO 3pOOUTH 1 TIOTIM CTBOPIOETHCS OJIOK
cxema. CKOMITIOHYBaB OJIOK CXeMY MPOrpaMICTH MPUCTYNaOTh K poOoTi. 3a3BUyail B
ITpOBHX PYIIISIX BHUKOPUCTOBYIOTH sI3UKU mporpamyBanHHs C# ta C++ pasom i3
HaJ0y/I0BOIO 70 pyIlis. J0O OCHOBHOIO S3WKYy TMiJKIIOYAIOThCS O10JI0TeKH Ha
kirant Direct X, OpenGL gu Vulcan ta mretinepsi 6i0mioreku mis edekris. Uepes
TE M0 MOTPIOHO AyXe OaraTo MporpaMmyBaTd MPOIEAYPHUM METOJ HE 3pY4YHUH,
TOMY PpO3pOOHHUKH 1rop BHUKOPUCTOBYIOTH METOAM 00’ €KTHO-OPIEHTOBAHOTO
IpPOrpaMyBaHHS.

[Ilo6 3pobutu po3poOKy TpuU IIe MPOIIE BUKOPUCTOBYETHCS Bi3yalibHE
IporpaMyBaHHs B paMKax camoro pymiisg. TyT 3amicTh KOAY MaHIIYJIIOIOTh OJOK
CXEMaMH KOTP1 Ha3UBAIOThCS BY3JIU, HOMIH.

Jliiss MOOITBHUX IrOp MOXYTh BHKOPHUCTOBYBATH s3uKH Java uu Swift. [lns
Opaysepuux BukopuctoByrorb Html, PHP ta Java Script ¢ pomatkoBumwu

6i6miorekamu [3].
2.4 BepTuxkajJbHuii 3pi3
Konu ocHOBHUIT KOHTEHT TOTOBUU PO3POOHUKH (POPMYIOTH BEPTUKAIBLHUN

3pi3 rpu. lle wactuna rpu 6e3 camoi rpu. Po3poOHMKHK 3arnsgaioTh y MaiOyTHE

IUIAHYIOYH K 6y,[[6 BUIIIAAATH I'pa.
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[lapa cTpouok KOAy, pIBHIB Ta MEPCOHAXKIB CTaHE MaillOyTHIM KapKacom
yciel rpu. BepTukanbHuil 3pi3, BiH ke JIEMOBEPCisi, MOKE€ BUKOHYBAaTUCh Ha eTalll

KoHIIenIIil. BepTukaabHuii 3pi3 1eMOHCTPYIOTH iHBecTOpam [3].

2.5 BupoOHUUTBO

Bupo6uunrso rpu. e HailbuIbI ckiagHa 1 TpuBayia ctafis po3pooku. Ile
HanoBHEHHSI KOHTEHTOM. CTBOpPIOEThCS Bce OUIbLIE PIBHIB, 371 TEPCOHAXIB,
HAJNAIITOBY€EThCS (i3MKa, IITYYHUH 1HTENeKT. st miiaropmepa mTydHUN IHTEEKT
MOKe OyTH OUIbII TJIYNHUM, JAJisi CTpATErii B peaibHOMY 4aci MoTpiOeH OyTH OuIbII
PO3YMHUM, NJi1 MYJIbTUIUICEPIB B3araji He MOTpiOeH, xiba mo st 6otiB. CayHn
Iu3aifHep J10Ja€ 3BYKH.

Hactynuuii kpox 1e [omaBaHHS TpadiuHOrO KOPUCTYBAJIBHUIIBKOTO
iHTepdeiicy. BizyanbHa uyactmHa 1HTEpdelcy CTBOPIOETHCS B Oyab sSKOMY 21

peaakTopi i Jam KOMIOHYEThCS 1 mporpamyeThes B pyimii [3].

2.6 TectyBaHHS

Komn rTpa TrOTOBa HacTtymae cTamisi TecTyBaHHSA. [ ojoBHa 3amaya
TECTYBaJbHUKIB HE IIYKATH MOMHUJIKUA Y KOJIi, a TIEPEBIPUTH YU MOXKHA TIPOUTH TPy

710 KIiHIIS Ta BUSABJIATH IO 3aBajkae OCHOBHOMY Iporiecy rpu [3].

2.7 IlinroToBKa 10 peJtizy

Konu rpa rotoBa Mo>kHa MPOBECTH 3aKPUTHI OeTa-TECT a Jaii 1 BIAKPUTHH.
[Tokm mOpOOTIOETHCS Tpa BUIABEIh TS HE CHUAWTH HA MICII 1 3aiMA€EThCS TiapoM
rpu. BumyckaeTbcs irpoBHil Tpeiiiep, BOAHOYAC MPOEKT MOXKE B3ATH Y4acTh Y
BHUCTAaBKaX. 3aCTaBKU I'PU MOXKYTh POOUTHU SIK Y BUTJISAJI KaT CUEH, TaK 1y BUIISIAL

CiHEeMaTHK poJuKiB [3].
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2.8 OnepyBaHHs

OinanbHUI Le onepyBaHHs. Lle Moke BUKOHYBAaTHCh Ha CTOPOHI BUIABLA.
Bunageus sokanisye rpy, NepeBOJUTh HAa Pi3HI MOBH, peKJIaMye ii Ta 3ailMaeThCs
npoaaxkamu 3abuparoun npudauzHo 30% npudyTky.

B nmincymky rpa noxoauts A0 rpasus. [1oTiM Bxke po3poOHUK CTBOPIOE MaTyi

ta DLC [3].

2.9 BUCHOBKH 32 po3ijiom 2

VY upomy po3aiii 0ys0 po3riIIHYTO eTanu po3poOku rpu. IcHye 7 eramiB mpu
pO3pOOIIl IrOp: KOHIEMIis, MPOTOTUIYBaHHS, BEPTUKAIBHUI 3pi3, BUPOOHHUIITBO,
TECTYBaHHS, IITOTOBKA JI0 PEIIi3y Ta ONEpyBaHHS.

Ha erami xonuenuii npuayMmyroTs Tpy, il KaHp, CTUIb CyTh TPU Ta IHIIE.
[IporoTunyBaHHs 1€ MOYATOK PO3pOOKU Trpu. BepTrukanbHuil 3pi3 sBIsE€ cOO0I0
NEepIIii KOHIIEN TpHU SKHM TOKa3ylTh I1HBETcOpaM 1 BiH Oyle KICTSKOM IS
MalOyTHROT Tpu. I[lpm BHPOOHUIITBI MPOAOBKYIOTH po3podiaTu Tpu. Ilpwu
TECTYBaHHS TECTYBAJIbHUKH MEPEBIPSIIOTh YA MOXKJIMBO MPOUTH TPy Ta IPUOUPAIOTH
netani abo ¢ikcaTh Oarm ski 3aBakaroTh i mpowuth. [lpm IligrotoBi mo pemizy
IIPOBOJIATH CIIOYATKY 3aKPHUTHH, a MICJIs BIAKPUTHN O€eTa-TeCT, TaKOXX BHJIABEIb TPU
MoYyrHae miapuTH rpy. | ocraHHil eram Iie omepyBaHHS TiJ Yaca SKOTO BXKe
MPOBOJUTHCSA BHUIYCK Ta MpOAaKka TpH. TakoX pPO3POOHUKHA  TPOJOBXKYIOThH

JOTJSIAATH 3a TPOM BUNIPABITIIOUM esiKi Oaru Ta Bummyckaroun DLC Ta maTyi.
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3 OCHOBHI PILIEHHS IOJIO MPOTPAMHOI PEAJI3ALIL I'PU

3.1 Bubip MoBHM nNporpaMmyBaHHs, irpOBOro pyulisi Ta ’KaHPY IPpH

I[Ipu  po3poOii  IrpoBOro  3acTOCYHKY OyJI0 BHKOPHUCTAaHO  MOBY
nporpamyBanHs C#.

C# 1e oauH 13 HAMMOMYJSIPHIIIKX MOB MPOrpaMyBaHHA ISl pO3POOKH 1rop.
Ile mMoBa BHCOKOrO pIiBHS sIKa HpPOIOHYE Oararo mepeBar AJig po3poOKU 1rop,
BKJIIOUAIOUM CHPOIICHUN CHUHTaKcHC, HafAliiHy O10710TeKy KiaciB 1 e(eKTUBHE
KepyBaHHS T1aM’ SITi.

€ 1 anpTepHATHUBHA MOBHU IPOrPaMyBaHHS AJisi po3poOKH irop Taki sik C++.
I{s MmoBa mporpamyBaHHS OLIBII CKJIQJHI B ONaHyBaHHI, OJTHAK BOHA OUTBII IIBUJIKA
Tta edekTuBHA. [[1 MoBa Takok Mae BenuKky O10Ji0TEKYy KiaciB, OJHAK BOHA
noTpeOye py4HOro BUAUICHHS Ta 3BUIBHEHHS MaM’ ATi JJII 00 €KTIB JO Ta TMICIIsI
3aBepIICHHS 3aBIaHHA. TakoX OOWJIBI MOBH MiAXOIATH JJISI KpOCIIATHOPMEHOCTI,
oxnak B C# Windows 6inbin nipiopitetnuii [4].

Lle nBi HaWMOMYJSIPHI MOBH JUIsl IPOTpaMyBaHHs, OJIHAK JUIsl pO3POOKH 1rop
BUKOPHUCTOBYETHCS HabaraTo OiIbIIIe.

OOGrpyHTYBaHHST BHOOPY MOBHM IIpOTpaMyBaHHS Il PO3POOKH irop MOKHA

rnmodauuty B a0 3.1.

Tabmuns 3.1 — OOrpyHTyBaHHS  BHOOPY MOBH TMPOTPAMyBaHHS IS

PO3pOOKH IrPOBHUX JIOJATKIB

Kpurepii nopiBHSIHHS MOB Moga nporpamyBaHHs
porpaMyBaHHs C# C++
CunTtakcuc + —
[TpoIyKTUBHICTH MeHia pecypcoeMHICTb Binpma mBuakomisa
KpocmnardhopmeHicthb +— +
HIBHUIKICTH pO3pOOKH + _
I'pad1unmii iHTEpPEiic +— +
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I3 Tabuui 3.1 MokHa IATH BUCHOBKY 110 MOBa nporpaMmyBaHHs C# Oiiblie
NIAXOAUTh JUIsl PO3pOOHUKIB 1HAL irop. C++ Oulblie MiAXOAWUTH AJIA PO3POOKHU
BEJMKOOIO/DKETHUX 1rop, SIKI NOTPeOyrOTh OUIBIIOI MPOAYKTHUBHOCTI Ta OUIBII
rapHoi rpadiku.

OxpiM MOBH MpOTrpaMyBaHHs 1€ MOTPIOHO BUOpaTH IrpoBy miaTtGopMmy Ha
Akl Oyne crtBopeHa rpa. IrpoBi minaTdopmMu JoMOMararoTh y po3poOll OCKUIBKH
HAJal0Th TOTOBI MOJYJl Ta IHCTPYMEHTH, SIKI JIONOMAaraiTh 30CEPEIUTUCH Ha
pO3pOOIII IrOp HE BUTPAayYalOuy yac Ha HAMMCaHHS KOAY 3 HYJIS.

Icuye Garato irpoBux pymriiB. HaitOinem nomynspaumu € Unity ta Unreal
Engine. Pi3Huig Mik 1uMu JBOMa IUiaTGopMaMu BEJIMKA, Bifl I[IHH 0 CIIOCOOY
nporpamyBaHHs. OCHOBY pI3HHUIIIO i CTBOpeHHS 2D irop MDK IIUMHU JBOMa

miaThopMaMu MOXKHA 1Mo0ayuTH y Tabnui 3.2.

Tabauus 3.2 — Pisuunsg mik miatdopmamu Unity ta Unreal Engine mis

cTtBopeHHs 2D irop

Kpurepiii mopiBHSHHS IrpoBuii pymriit
ITPOBHX PYIIIIiB Unity Unreal Engine
MoBa nporpaMyBaHHs C#, JavaScript C++, Blueprint
I'padiunuii inTepdeiic + +-
BizyansHuii pegaktop + +-
di3uka + -
Animari + +-
AKTHBHE CHIBTOBAPHUCTBO + -
Iina be3komroBHa, K10 beskomroBHa, K10
PO3pOOHUK 3apOOUB PO3POOHUK 3apOOUB
mentie 100 tuc. gonmapiB | MeHImie 3 THC. 10apiB 3a
3a piK 4 micsui

3 pe3ynbTariB TOPIBHSHHSA MOXHA JIHTH BUCHOBKY, mo Unity kpame

migxoauTh ais ctBopeHHs 2D irop. Omnak He TpeOa BBaxkatu Unreal Engine
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ripmoto 3a Unity, ockineku Unreal Engine mae Oinbln po3BUHEHUI iHCTpYMEHTApIH
st po3poOku 3D irop.

B Unreal Engine kpame po3BuHeHa Bi3yaiizailist Ta rpadika, Ta 3a paxyHOK
LOr0 aHiMamii BUXoIATh Kpaini HK B Unity. Oxnak ne awme mis 3D irop. Lli
KOMIIOHEHTH MPOCTO HE MAXOoAATh 1isi 2D irop ockuibku 1 miatdopma 1
CTBOpIOBaJIaCh 13 ymopoMm Yy rpadiky. [ Takoxk I1i KOMIIOHEHTH CKJIQJHIIIE
omanyBatd. A Unity Oinbmn mpocTuil Ta 3py4YHHN BUKOPUCTAHHI 1 ONAaHyBaTH
PO3pPOOHUKY-TIOYATKIBITIO 111 KOMIIOHEHTH Oy/Ie JIeTIIIE.

Takox moao cmiBTOBapHcTBa. Xouya 1 OOMABI MIaTGOPMH MalOTh CBOIX
pPO3pOOHHMKIB, OJHAK B I[bOMY IUTaHI mepemarae Unity oOCKiTbKM BiH OLIBII
NOMYJISIPHUM Y 1HI1 PO3POOHHKIB.

I ocranHe mpo MO0 MOXXHA MOrOBOpUTH Iie IiHa. Unity Oe3korirtoBHa
iatdopma SKIo 3a pik rpa 3apoousa menme 100 tuc. gonapis. UE mae npaBo Ha
5% posutTi SIKIIIO Tpa 3apo0uiia MeHile 3 TUC. aosapiB 3a 4 micsii [5].

Mmuoro Oymo BupimieHO BHOpatn irpoBy miatdopmy Unity depes
BUIIETICpEIIIYeH] OCOOIUBOCTI.

Tenep moTpiOHO BMOpATH *aHP I'PU. IX iCHye BenmKa KiTbKIiCTh JKaHPIB,
OJHAK HaWmonyaspHimuMu i3 HuX st 2D rpu mokna Bumiauta Tpu. Roguelike,

Metroidvania Ta muatdopmepu. B tabmumi 3.3 MokHA OOAYUTH OCHOBHI ACIEKTH

MOPIBHSHB ITUX JKAHPIB.

Tabmumg 3.3 — Pi3HUL MK j)KaHpaMu TpH

Kpurepii IrpoBi sxanpu
MTOPIBHSHHS Roguelike Metroidvania [Tnatdhopmep
KaHPIB
1 2 3 4
[rpoBuii 30ip mpeaMeTiB, Heminiitna nporpecis, | [lepemxonn, pyx
Mpolec MOCTYIIOBA IIPOrpecisl, | OBOJOAIHHSI HOBUMU Ta CTPUOKH,
MOCTI{HA CMEPTh, 3110HOCTSMU, wiatdopmu, 301p
BUNAJKOBICTD BIIKPHUTTS obOyiacTei MpeIMETIB
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1 2 3 4
Excrnoparis JocnimkeHHs Binkputtsa HOBUX [lepecyBaHHs 1O
BHUIAIKOBUX JIOKAL[1H oOJacTeid, piBHSIM, 30UpaHHS
IPEIMETIB, MOIIYK | MPEAMETIB, 4acTOo
CEKpETIB, HEMOXJIUBICTh
TIOBEPHEHHSI JI0 TIOBEPHCHHS Y
NOMEepeHIX JIOKALid | MUHYJIUN piBEHb
3 HOBUMH
31I0HOCTSMHU
[Tporpecis OTpuMaHHS HOBUX OTpuMaHHS HOBUX [TpoxoKeHHs
NPEIMETIB, TOBEPHEHHS HAaBHYOK Ta PIBHIB 31
Ha [0YaTOK ITICIIA 3110HOCTEN, 30UTbIITYBAaHUM
CMEpTI, TTOCTYTIOBE PO30JI0KYBaHHS piBHEM
TOJTITIIICHHS TPABIIS HOBHUX oOJiacTeil CKJIaJTHOCTI,
BJIOCKOHAJICHHS
HAaBUYOK
Cucrema [IepmaneHTHA CMEPTB, Brpara yactuau OOMexeHe Yncio
CMepTi BTpaTa Iporpecy, porpecy micis KUTTIB, TOYATOK
MOYATOK 13 MOYATKY I'PH | CMEPTI, 30epeKeHHsI PIBHS TiCTs
KIJIFOUOBHX CMepTi
€JIEMEHTIB
[MocTiitHicTs | KoxkHa rpa- yHikanbhauii | KoHTpoiboBaHwMi MOKPaLIEHHS
rpu JIOCBI nporpec, HABUYOK TICIS
MO>KITUBICTh KOYKHOT'O
MIOBEPHYTHUCH Y MEPETPOXOKCHHS

HOTIEPETHIO

JIOKAIIO
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[3 BuIIEenepeniyeHUX KPUTEPIIB MOKHA MOOAYUTH PI3HHULIO MDK LUMU
KaHpaMH, OJJHAK BOHHU 1 0araTo B 4OMY CXOXi. Y BCIX TPbOX JKaHpax € CX0xki a0o
OJIHAKOB1 €JIEMEHTU Ta MEXaHIKU 0€3 AKUX HEMOXJIHMBO CTBOPUTH Ipy. MOXKIUBO €
CTeLiaIbHI BUJIM TEPEMIIICHHST Taki SK JIonaTkoBuil cTpuOok abo dash. Takox
3a3puyail y kanpax Roguelike Metroidvania icHyroTh nokaiii i3 miat¢hopMepHOO
ckiaa0Bo0. OHAaK HAWroJIOBHILIA PI3HULISI MDK IUMU JKaHPaMU 1€ CKJIaJHICTh IpU
po3po0iri.

B tabnumi 3.4 moxkxHa moOauUTH PI3HUIIO TTPU PO3POOITL TPH.

Tabnuus 3.4 — Pi3HULS pU CTBOPEHH1 TPU

ITPOBHX JIOKAIIIH

KIMHAT AK1 3’ €1HaH1

MPOJIyMaHHH CBIT

Kpurepii IrpoBi sxanpu
HOPIBHSAHHS [IPH Roguelike Metroidvania [Tnatdhopmep
po3poOiri
CrtBOpeHHs Benunka KiJIbKICTH Benukuit Hesenuxki noxkaiii,

BEJIMKA KUIbKICTH

[MKCEeIbHA aHIMallis
3a10HOCTEH Ta

e eKTiB

oOJracTe Ta
MIEPCOHAXKIB,
aHiMarii
3110HOCTEH Ta

edexTiB

MDK cO00F0 13 CBOEIO ICTOPIEIO [UX JOKAIH
[IporpamyBanHs Bunagkosa Benuka kinpKicTh [ToTpiOHi nuiIe
reHepartis piBHiB, MEXaHIK K1 0a30Bi eIEeMEHTH
npeaMeTH abo OynyTh IILOTO KaHPY
HABHKH K1 OyIyTh BIJIKpHBATHCS 3
BIJIKPHBATHCS TICIISA MIPOXO/PKCHHSIM
KOKHOTO rpu
IPOXOJIKEHHS
ApT-n1u3aiin [TikcenbHa rpadika, | JeramizoBaHi apTu Po3poOka

SCKpaBOTo apTy
PiBHIB,
MEPCOHAXIB,
B3a€EMOJII 3

OTOYCHHAM
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[Ipu po3poOiii MmeTpoiaBaHis Oy/ie HAUCKIIAIHIIIOW JJISI PO3POOKH, OCKLIBKU
BOHA MOTpiOHA OYyTH 1 3 TapHOIO rpadikoro, 3 MPOJAYMAHUM CIOKETOM Ta 3 BEJIHKOIO
KUIBKICTIO MEXaHIK.

[Tnatdpopmep Oyae Hailermiowd MpU CTBOPEHHI OCKUIBKH Y IIbOMY KaHp1
MOTPIOHO JIMIIE CTBOPUTH BEJIMKY KUIBKICTh CKJIQJHMX JOKalld Ta peani3yBaTu
JEKUIbKAa MEXaHIK JJISl PYXY.

A ocs i3 Roguelike 3Haxoautbes aeck mo cepenuni. [lo mepiry, OiTBLIICTD
NPECTaBHUKIB KaHPY BHUKOPUCTOBYE MIKCENbHY rpadiky, SKy JIETIIe CTBOPHUTH.
CTBOpeHHSI CKpUNTY JUIsl BUMNAQAKOBOI TIeHepallii piBHIB MOXe OyTH CKJIAJHOIO,
OJTHAK JIOCTaTHbO CTBOPUTH T'E€HEPAIlil0 OJIMH pa3 1 MICHS I[bOTO KOMIIOBATH MOTO Ha
KOKeH piBeHb 3MiHIOIOUYM KiMHATH. CIOKeT MOXKe OyTH MiHIMalbHUM, JIMIIE JJIs
Toro mo0 OyB. Tako TOJIOBHE Te, IO TPATH y MPEACTABHUKIB I[LOTO KAHPY 3aBXKIH
I[IKaBO OCKIJIbKU KOXHA HOBA IPH HE IIOCh HOBE.

[3-3a BciX BUIIENEpETIYCHUX KPHUTEPIiB S BUPIIIMB BUOpaTH KaHP
Roguelike. B3arauni, »anp Roguelike onucaTtu ciioBaMu CKIagHO OCKUIBKH HE ICHYE
€IMHOTO YITKOTO BM3HAUEHHA LIbOTO *aHpy. Lleil kaHp MokHa POCTO OMHUCATH SIK
MOJIOPO’K IO PaHAOMI30BaHUM MiA3EeMEIUIAIM Maibke abo 6e3 croxeTy, 60poThOa i3
IPOTHBHUKAMH, HECKIHUEHHO ITOBTOPIOIOUH Iieii mporiec [6].

HaiiGinpm y3araqbHEHMM BH3HAUCHHSIM MOXXHA Ha3BaTH bepiiHCBKY
iHTepnpeTanito. Llg iHTeprperanis MICTUTH 12 NPHUHIMUINB, OJHAK TOJOBHUMH
MO>XKHA Ha3BaTH JeKkiIbka. lle OymyTh mepMaHeHTa CMepTh, BHMAJAKOBA TE€HEpaIlis
piBHIB, BIIOOpa)KEHHS XapakTEPUCTHK YHCIAMH, VIPABIIHHI pecypcaMu Ta

hack'n’slash [7].

3.2 Monayai Unity Ta cxeMaTHYHa CTPYKTYpa rpu

[epmr 3a Bce moroBopumMo mpo Moydi siki € B Unity. Boru MoxyTh sik OyTr
BOYyOBaHi B irpoBy IuiathopmMmy, Tak i iX moTpiOHO Oynme 3aBaHTaXUTH i3 Package
Manager. B Package Manager 3HaxomsTbcs BCi MakeTH Ta MOAYJ SKi Oyiu

CTBOpPEHI pO3pOOHUKAMU IrpoBoi miIargpopmu. Takok MOXKHA 3aBAHTAXKUTH
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CTOPOHHI MOAYJl Kl OyJlM CTBOpPEHI CTOPOHHIMHM po3poOHMKamu. Taki Momyni
MOXKHa 3HaiiTm Ha caiti Unity Asset Store. Takok BOHHM MOXYTh OyTH SIK
O€3KOLITOBHI, TaK 1 MPOAABATUCH 3a SIKYCh LIHY.

B tabnuui 3.5 MokHa MOOAYUTH BC1 MOJYJII sIKI OyAyTh BUKOPHCTOBYBATUCH

Yy MOEMY HPOEKTI.

Tabmuis 3.5 — Moaymi

Ne Hassa monyis KomnonenTu
1 Unity Editor Penakrop
[Hcnekrop

ITanenb IpoeKTy

[H111 pegakTopehbKi

IHCTPYMEHTHU

2 Physics ®di3uuHu pyIrii

3ITKHEHHSA

['paBiTartis

JlnHamika 00’ €KTiB

3 Scripting Po3pobxka irpoBoi jorika 3a

JIOTIOMOT OO0 CKPHIITIB

[TinTpuMka MOB

IIPOTpaMyBaHHS

4 Graphics ['padiunmii pymrin

Pennepunr y peaapHOMY 4aci

[lerinepun

Edexktu ocBiTneHHs Ta moct-

MPOLIECUHTY

5 Animations AuHIMaIiiHl cTaHu

[Tapamerpu animarrii

[Tepexoau Mk cTaHaMu




[IponoBxenHs Tabnuui 3.5

No

Ha3zBa monyns

KommionesnTt

6

Audio

BinTrBopeHHs 3BYyKiB

KepyBaHHs I'y4HICTIO

IIpocTopoBuii 3ByK

Aynio edextu

Ul

CTBOpEHHSI €JIEMEHTIB
KOPHUCTYBaJIbHUIILKOTO

iHTEepdeiicy

Kuomnku

TexkcToBi 1MOJIA

ITanens

MeHro

[HUI1 eteMedTH

Cinemachine

Pi3ui Bun kamep

Monaynps Unity Editor Hamae crieny, sika 3HaXOAUThCS IMOCEPEANHI 1 B Hili MU

PO3CTaBIIIEMO €JIEMEHTH, 1THCIIEKTOP SIKWM 3HAXOIUThCS B MPaBiii YaCTHHI €KpaHy 1 B

SIKOMY MU HaJIallITOBYEMO 3MiHHI, BIACTUBOCTI 1 TOMY MOJ1I0HE Ta MaHEIb IPOEKTY B

HUKHIA YaCTHHI €KpaHy Ta KU BiAMOBiAaE 3a 30epekeHHs BCiX (aiiiniB, CKPHUMTIB i

TOMY TO/1i0HE.

Monyne Physics Hamae HaM (Qi3WYHHE pyIIid pa3oM i3 TBEpAUMH TiIaMHU

JUISL TIEPCOHAXKIB, 00’ €KTIB Ta MaIy.

Monmyne Scripting mo3Bosisse po3poOJsTH IrpOBY JIOTIKY 3a JIOMOMOTOIO

CKPHIITIB.

Monyne Graphics macte HaM rpadgiqHuil pyIIid Ta MOXKIUBICT PEHACPUHTY

mIeiiepiB, OCBITICHB Ta €EKTIB.

Moyne Animations 103Bosisie CTBOPIOBATH aHIMAIIIl Ta HAJIAIMTOBYBATH iX.

Moyne Audio 103BOJISIE B3aEMOJIISITH 13 MY3HKOIO Ta 3BYKaMH.

Mopyne Ul 103BoJIsI€ CTBOPIOBATH KOPUCTYBAIBHUIIBKUH 1HTEp(DEIiC.
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Monyne Cinemachine OyB 3aBanTaxenuit i3 Package Manager, BiH aacthb
HaM MO>KJIMBICTh HAJIAIITOBYBATH KaMepy 0€3 HEOOXiTHOCTI CTBOPIOBATH CKPHIIT.

[3 MomynsIMH 3aKkiHYMIM, Terep moroBopumo mpo Tpy. Roguelike Oyne
peaizoByBaTUCh 3a JOMIOMOTOI0 BUIAJKOBOI reHepailii piBHiB. Po3pobka rpu Oyne
peanizoByBaTUCh 3a jJomomorot cieH. CueHu MICTATh 00°ekTh rpu. Bonu
BUKOPHUCTOBYIOTKCS JJIsSI CTBOPEHHSI MEHIO Ta OKpeMUX piBHiB. KoxHY clieHy MOXKHa
BBa)KaTH OKPEMHM IirpoBUM piBHEeM [8].

B moemy Bunaaxky OynyTts Tpu cueHu. Ilepiia clieHa 1€ TOJOBHE MEHIO.
Jlpyra ciieHa BiJIOBiIa€ 3a MOYATKOBY JIOKAI[IIO Ta TPETs CIIEHA IIe irpoBa JIOKaIlis
13 CynpOTUBHUKAaMU. Takox OyqyTh peaii3oBaH1 CKPUIITH 5Kl J03BOJISATH 3MIHIOBATH

cueny (puc. 3.1).

CueHa 1

CueHa 3

Pucynok 3.1 — Cxema nepeMiiieHHs 1Mo crieHam

Takox, okpiM cIieH 1ie OyayTh eeMeHTH iHTepdeiicy Taki SK MEHIO 1 BOHU
OyayTh BIAPI3HATUCS Y KOXKHIN ciieHl. Ha pucynky 3.2 Mo)Ha M0OAYNTH CTPYKTYPY

I'pH, sIKa I0NOMarae 3p0o3yMITH B3a€MOJI1I0 MK CIIEHAMHU Ta 1HTep(ercaMu.



CujeHa 1. TON0BHE MeHIO

SakpuTs rpu

Mouary rpy
HanawrysaHus
BWiATH i3 rpr

Cuena 1. MeHio HanaiTysaks

Cnaiigep
Hasag
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CueHa 2. MeHio nay3su CueHa 2. MeHI0 HanawTysaHb

Cuewia 2. Irposuii npolyec

IrpoBuiA npovec
HatucHyTo Esc
HatuckHoto E

CueHa 3. MeHio nepemorm

MoBepHyTICH
B rO/I0RHE MeHI0

Cujena 3. IrpoBwii npouec

FlpoaosKuTH
Hanawrysans
B ronoeHe MeHio

Cliena 3. FONI0BHE MeHio

Cnaiigep
Hasag

Irpoewii npouec
HarncHyTo Esc
HarucHoTo E
CMepTb NepcoHaxa

MpogosiuTy
HanavTysaHs
MosepuyTucs

Cuieta 3. MeHIo HanauTysats

Craligep
Hasa

CueHa 2. MeHio nporpay

MoBepHYTHCH
HanawrysaHs
B ronosHe meHio

Pucynok 3.2 — Jliarpama cTpyKkTypa rpu

I'pa moumHaeTbest 13 mepmioi  creHW. I3 Hel MOXHA MEPEeUTH B MEHIO
HaJaITyBaHb, ITOYaTH TPy a00 BUMTH 13 TPH NMPU HATUCKAHHI BIAMOBIIHOT KHOIKH.
[3 MeHIO HanmamTyBaHh MOKHA MMOBEPHYTHUCH Y TIOTIEPEIHE MEHIO aHAJIOTIYHO Y BCIX
CLIEHAaX.

B 2 cmeni npu HathckaHHi Ha ESC BKIIOYMTBCS MEHIO B SIKOMY MOXHA
MIPOJIOBKUTH TPy, 3aTH B MEHIO HaJlAIUTyBaHb YU MOBEPHYTUCH Y HYJIBOBY CIICHY.
SIxmo K mij 9ac irpoBOro mporiecy HaTUCHYTH Ha E 61 nBepeit, To Oyne nepexin y
3 cueny.

[ ocTanns crieHa. Y Hel TaKoX € MEHIO MMay3H B SIKii € KHOTIKA MPOJIOBKEHHS,
HaJAIITYyBaHHSA Ta KHOIKA IMMOBEPHEHHS sika BMUKae | cueHy. Takox y 1l ClIeHU €
BOPOTH 1 AKIIO BiJl HUX TOMEPTH, TU BBIMKHETHCSI MEHIO MPOTpaIlly 13 SIKOr0 MOYHa
MOBEPHYTUCHh y 2 CIIEHY, BBIMKHYTHM MEHIO HajJallTyBaHb a00 MOBEPHYTUCH y 1

cueHy. Takox SIKIIO MEepeMOrTH 0oca Ta BCTaTu OISl IBEpeid, TO MpU HaTUCKaHHI E
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BBIMKHETBCSI MEHIO IEPEMOTH 13 KO0 MOXXHAa MOBEPHYTHCh y 2 CLEHY HpH
HAaTUCKAaHHI KHONKM TIOBEpPHEHHS abo0 y 1 cleHy Npud HaTHUCKaHHI KHOIKH

IMOBCPHCHHS B MCHIO.

3.3 Cuena 1

[Tepma cuena e MeHr0. MEHIO CTBOPIOEThCS 3a gomoMoroto moxyis Ul.
Cnovatky noTpiOHO CTBOPUTH 00’ €KT CANVas 13 LbOro MOAYJs AKui Oyne 30epiraTu
BC1 KOMIIOHEHTH 11bOT0 MOAYJiA. Jlani y canvas nojgaeMo 3aaHii GoH 3a JOTOMOTOI0
00’€KTa SKHii MICTUTh KOMIIOHEHT Image. Temep cTBopuMO JBa mycTUX 00’€KTa
AKUN TepedMeHyeMo 3ajisi KoM(popTy Ta BXKE B HHUX OyIeMO CTBOPIOBATU
nmovyaTkoBuil iHTepdeiic. Ilepmmii inTepdeiic Oyae MoyaTKOBUM MEHIO Ta APYTHil
Oyne MeHIo HanamTyBaHb. Ll 1Ba iHTepdeticu OyayTh 3HAXOAUTUCH Y BCiX CIIEHAX,
OJIHaK MOYaTKOBE MEHIO Oy/ie TPOXU 3MIHEHO i/l KOXKHY CIICHY.

B nepmomy mento € 3 kaonku. [lepina kHOMKa BiAMOBIAAE 32 MOYATOK T'PU
(puc 3.3). [pyra kHOmKa Iie Tepexili B MEHIO HajaiTyBaHb. OCTaHHS KHOIIKA 1€
BUXI]T 13 TPH.

Jlpyre MeHIo 1€ MEHIO HaJaITyBaHb SIKE€ MICTUTh TOB3YHOK SIKHI JO3BOJISIE
peryJIoBaTH T'YYHICTh My3UKH Ta 3BYKiB (puc. 3.4). Takox € KHOIKA MOBEPHCHHS Y

T'OJIOBHC MCHIO.

Pucynok 3.3 — ['onoBHE MeHIO
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Pucynok 3.4 — MeHio HaJlalITyBaHb

B3aeMoito 13 KHONKaMU MOXHa peayi3yBaTH JBoMa criocobamu. [leprimit
criocid 11e cTBOpeHHs ckpunty. KHomka “mouatd rpy” CTBOpeHa 3a JOMOMOTOKO
CKPHIITY 1 BOHA 3MIHIO€E MEpIIy ciieHy Ha apyry [9].

Hpyruii cnoci® 103BoJise POOUTH AKTUBHUM 1HINY KHOIKY JIMINE 3a
normomMoror aktuBaiii kHonku B “GameObject”. B mpomy cmoco6i morpiOHO
nogatu g0 “On click()” ixmmuii 00’ ext ta BuctaButu GameObject.SetActive true.
Tenep npu HaTHCKaHHI Ha KHONKY Oy/e aKTHBYBATHCh KHOIKA AKy BU noaand. B
000X MeToJax MOTPIOHO aKTUBYBATH IHIIUN 00’€KT Ta JI€aKTUBYBATU 00’ €KT SIKUU

HanamroByeTe (puc. 3.5).

On Click ()

Runtime Only GameObject.SetActive

Start menu

Runtime Only GameObject.SetActive

settings menu &

Runtime Only GameObject.SetActive

Pucynok 3.5 — Mertox B3aeMoii 3 KHOITKaMu 06€3 CKPUTITY
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Ha ko’Hii KHOMIII 1 B MEHIO € My3uKa 1 3BykH. L1006 ix qonatu motpidbHoO 13
ctBoputd 00’ekTH Ta i3 Momyns Audio momatm mo Hmx Audio Source Ta
HaJallTyBaTU CKpUMNT. /{151 3ByKiB MOTPiOHO CTBOPUTH CKPUNT. B ckpunti noTpioHO
aume aBa metoau. [lepmmii 1ie mporpaBaHHS 3BYKY NpPH HaBEACHI Ha KHOIIKY.
Hpyruit Mmeton Oyne mporpaBaHHAM 3BYKY IIPHU HaTHCKaHHI Ha KHONIKY. CTBOPIOEMO
Pi3H1 3BYKH Ta JIOAAEMO CKPHUIIT O KHOIIKH HAJAIITOBYIOUH 111 3BYKH. JJI1 LIbOTO 110
3MIHHHUX JIodaeMo 00’ekTy 13 kommoHenTtoM Audio Source. Jlami aoaaemo
KOMITIOHEHT event trigger ta HamamroByeMo ioro (puc. 3.6).

My3uka mnporpaeTbess 0e3 CKpunTy, moTpioHo smmie B Audio Source

MOCTaBUTH Tajouky Ha Play on Awake.

Main Menu (Script)

Button Sound (Script)

Event Trigger

Paointer Enter (BaseEventData)
Runtime Only » ButtonSound.hoverSound

A Mew game butl &

Pointer Down (BaseEventData)
Runtime Only » ButtonSound.clickSound

B New game bu

Pucynok 3.6 — HanamyBaHHS 3ByKiB

Takox € CKpUNT 3aBaHTAXEHHS HACTYITHOTO pIiBHA. BiH acHHXpOHHO
3aBaHTAXYE 1HIIY CIIEHY Ta MEPEeXOJIUTh IO Hel KOJIM BOHA Maike 3aBaHTAKUTHCS.

Ile moTpibHO 13-3a TOrO, 110 CIOYATKy AKTUBYETHCS HACTYIHA CLIEHA 1 MICJ]S I[bOTO
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BOHAa IIOYHMHAE€ 3aBaHTAXYBATHCD. B ObOMY BHUIIAJIKY MOXHa J0J4aTH CKpaH

3aBaHTaxxeHHs (puc. 3.7).

Pucynok 3.7 — 3aBaHTa)K€HHSI HACTYTHOTO PIBHS

CTpyKTypy €] CLIEHH MOYKHA MMOOAYUTH HAa PUCYHKY 3.8.

RF
und Music

Pucynok 3.8 — 3aBaHTa)keHHSI HACTYITHOTO PIBHS

3.4 Cuena 2

Hpyra crieHa Oyjae MOYaTKOBOIO JIOKAIlI€l0. 3a3BHYaid B TaKMX JIOKAIIsX
pO3TalllOBaHl HEIrpoBl MEPCOHaX1 B SKUX MOXHA Opuadatu npeaMerd. Takox

3a3BUYai B 111 JTOKaIlli MOKHA 30epiraTu Mpoiec IpH.



41

Cnovarky moTpiOHO CTBOPHUTH IrpOBOro nepcoHaxa. [ns mporo motpiOHO
CTBOPUTH MyCTUN 00’€KT, N0JAaTH O HHOTO MOTPIOHUI KoJaiiep Ta (Hi3uyHe TLIO.
[Ticns nporo moTpiOHO 3pOOUTH Tak, 1100 KaMepa pyXajach BCIiJ 3a MEPCOHAKEM.
JInst 11bOrO0 MOKHA CTBOPHTH CKPHIIT YW 3aBaHTAKUTH posmupeHHs i3 Package
Manager sike I03BONHMTH HANAIITOBYBaTH Kamepy Oe3 ckpumnty. lle posmmpeHHs
HasuBaeTbess Cinemachine. CrodaTky MmOTpIOHO 3aBAaHTAXHTH 1€ PO3IIUPEHHS 1
IMIIOpTyBaTH Woro y mpoekT. | i3 Hporo motpioHO mictatu 2D camera, y Follow
KaMepH BCTaBIIsIEMO Hamioro rnepconaxa [10].

Jlani CTBOPIOEMO CKPHMNT SKMM OyJe TOJOBHUM JUIsl TIepcoHaxa. B 1mpomy
CKPUNTI J1aMO MOXJIMBICTb pyXy HJisi NEpPCOHa)ka, aHiMalli Ta IHIII €JIeMEHTH
irpoBoro npouecy [11]-[12].

Pyx cTBOpUTHM HeCKJIIaJHO, OJHAK MoOXke OyTu mpobiiema 31 CcTpuOKamMu
ockimbku it Unity BepTUKaNbHUN 1 TOPU3OHTAIBHUN pyX ozaHakosi. [1[o0
CTBOPUTH HOPMAJIbHUN CTPUOOK IS MEPCOHAXKA CIIOYATKY MOTPIOHO HOAATH MITKY
70 HII Ta 3pOOUTH TEPEBIPKY Y CKPHUIITI: SKIIO I MITKa KOHTAKTYy€E 13 3eMIICIO
NEPCOHAX MOKe CTpuOaTH, AKIIO XK IIsI MITKa HE B3a€EMOJI€ 3 3eMiielo, rpa Oyne
BBKATH 10 MEPCOHAX 3HAXOIUTHCS B MOBITpi. g 1IbOTO 1JI1 3eMili MOTPiOHO
CTBOPUTH HOBUH Iap 1 MO3HAYMUTH 1€ B CKpunTi. Tenep nmepcoHax Oyae ctpudaTtu

auie oaud pas (puc. 3.9).

Pucynok 3.9 — I"'onoBHUI repoii i3 00’ €KTaMu I PO3Ii3HABAHHS 3eMJIl Ta 00JIaCTIO

JUIS aTaKA
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Takox moTpiOHI aHiMarllii. J{Jig 1pOro croyaTky B aHIMATOpl CTBOPHOEMO
aHiMaIlii, MPUKPIIIIEMO aHIMATOP JI0 MEPCOHAXKA Ta HAIAIITOBYEMO y ckpunTi [13].

Tenep motpiOHO Aomatv 10 Tepos 3A0pOB’s. Y mepcoHaxa (ikcoBaHI 5
OJIMHHUIIb 370pPOB’Sl, CYNMPOTUBHUK Ma€ OAMHMINO aTaku. CKpHUIIT IJIs aTaku II0
Tepor0 JI0JIA€EMO JI0 CYNIPOTUBHUKA 1 BiH Oy/1€ TAKKUM: SIKIO KOJ131s T€pOs MOTparuisie
B HEBEJIMYKY 00JacTh OUIS CYNpPOTHUBHUKA, TO y Teposi BIIHIMAETHCS 310pPOB’S.
Sxmo y repost 310poB’ s Oy/ie JOPIBHIOBATH HYJIIO, TO TEPO BMUPAE 1 3aITyCKAETHCS
MEHIO MPOTparry.

Takox ctBopumo healthbar mist repost 3a qonomororo cnaiiziepy Ta CKpUITY
KM Oy/1e 3MIHIOBATH Cjaiaep i3 BigHIMaHHIM 3710poB’s [14].

OcranHe 10 TOTPIOHO IS TEPCOHaXKa 1€ MOXKIUBICTh HAHOCUTHU
MOIIKOJKCHHS CYMPOTUBHUKAaM. JJI IIbOTO J10J1aEMO HOBHH 00’ €KT 10 MEpCOHaKA
13 00yacTIO Ta BUMKHEMO #oro. [lajmi cTBOpUMO CKpHUNT sikuii Oyzae BiAHIMATH y
CYNPOTHUBHUKIB 3I0POB’sl SIKIIO CYNPOTHBHUK YBiiae y It0 30HY. Jlami motpiOHO
HaJaITyBaTH 1€ mia kopucTyBada. [loTpiGHO Oyzae 3poduth Tak, Mmoo 11 00J1acTh
BMHKAJIACh HA MUTh KOJIM T'paBellb HATUCKAE SIKYCh KHOMKY (puc. 3.9).

Takox y repost morpiOHi Oyt 3BYKU. JIJIsI IbOTO CTBOPUMO JiBa 00’€KTa 1
nomaemo a0 Hux Audio Source. Oaun 3ByK Oye IS pyXy a IHIIHEA IS aTaKH.

Jliist 3ByKy aTaku qomaemMo y metoxi ataku swordSwing.Play(). Temep sikiio
BIIOY/IETHCS aTaka TO MPOTPAETHCA 3BYK. [3 pyxom Oyjie CKIIaHIIIe OCKUTBKHU SKIIO
nonaTv 3ByK a0 ¢yHkiii Update BiH Oyne MOCTIHO mporpaBaTHCS OCKUIBKU IICH
METOJl OHOBIIOEThCS 1 pa3 3a kaap. s mporo cTtBOpMMO HOBY (QYyHKIIIO e Oyne
3aTprMKa Tepe;] IOBTOPHUM IPOTpaBaHHAM 3BYKY 1 JJogaeMo Horo o pyxy [15].

Tenep moBkimis. s cTBOpeHHS iIrpoBoOi JIOKaIlii MOTPIOHO CTBOPUTH 00’ €KT
Ta JOJATH J0 HBOro Kojizito. Temep Ha mboMy 00’€KTI MOXY 3HAXOJIUTHUCH
nepcoHax. Takox 3a OakaHHSIM MO>KHA JOJATH CIIPANT A0 MbOro 00’ €KTY, OJTHAK 13
BEJTMKOIO JIOJICI0 BIPOT1AHOCTI MOTPIOHO Oyae BpydHY 3MiHIOBAaTH KOMi3if0. Takox
CTBOPIOEMO 00’€KT 0e3 komaiaepa s 3agHboro ¢ony(puc. 3.10). Ocrtanne mo

3HaJO00UTRCS 1€ PO3CTaBHTH TpiopureTd y Sprite Renderer, a came y Order in
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Layer. Jlns 3aguboro y ¢ona npioputet Oyzae 0, nis 06’ ekTamu 13 konaaepamu 1

Ta JId repos 2.

Pucynok 3.10 — TlouaTkoBa Jiokaitis

[aTepdetic y rpi CTBOPIOEMO Tak caMo K 1 B 1 CIIeHI, OJIHAK CIIOYaTKYy IIF0
et inTepdeiic BUMKHEMO. Jlami mpu HATHCKaHHI HA KHOIMKY CTaBUMO TPy Ha May3y
Ta BMHKaeMO iHTepdelic 3a gomomorow ckpunty. [1[o6 mocraBuTu rpy Ha may3y
MOTPIOHO IPOCTO 3MIHWTH TEUir0 Yacy B rpi 3a gormomororo Time. TimeScale=0f, ane
moTpiOHO Oyje BiAHOBIIOBATH 1ii 3MIHUBIIM HYJIb Ha OJWHUIIIO TIPH MPOJIOBKECHHI
rpu. Takok B TaKkOMy MEHIO MOTPIOHO JOJATH BHIXiJT B T'OJIOBHE MEHIO MPOCTO

3pOOUBIIIH IEPEXia Ha HYJIBOBY CIieHY B cKpuTi (puc. 3.11) [16].

Pucynok 3.11 — MeHto nay3u
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OcranHe, 10 NMOTPIOHO 3pOOMTH B Wi CLEHI 1€ MEpeXiJ B IHIIY CIEHY.
[lepexin peani3oBaHUil 3a JOMOMOrOK JABEpl 10 sKOI JnoAaHuil ckpunt. Bin
CIIOYATKY MEpEeBIpsA€ YU 3HAXOAUTHCA TpaBellb N00au3y. SKII0 3HAXOAUTHCA TO TIPH
HAaTUCKAaHHI Ha SKyCh KHOIKY BIH aCMHXPOHHO 3allyCKa€ 1HIIY CIIEHY Ta BMHKAE

eKpaH 3aBaHTaXeHHs (puc. 3.12).

Pucynok 3.12 — 3aBaHTa)keHHsI HACTYIMHOI CLIEHU

3.5 Cuena 3

OctanHs 1 royoBHa ciieHa. Y Hiil Oyne peamizoBano Roguelike ckiamgoBy
rpu. Tako TyT OyyTh CYIIPOTUBHUKH Ta 1HIII CKJIQJIOB1 IrpOBOTO MPOIIECY.

CroyaTtky CTBOPHUMO IrpoOBY JIOKAIlll0 13 BHUIIAJKOBOIO TeHepariiero. [lis
IIbOT'O0 CTBOPIOEMO ITOYATKOBY JIOKAIIIIO B SKiH 3’SBISETHCS T€POH Ta JIOJAEMO 13

JOTUPHOX CTOPIH Ta y IIEHTPi KiIMHATH MiTKH (puc. 3.13).

Pucynok 3.13 — IlouaTkoBa KiMHaTa i3 MiTKaMu
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Pucynok 3.14 — KimHara 13 oqHUM BXOJ0M

Tenep cTBOpHMO camy reHeparniro piBHiB. JIJisi 1boro Ham TOTPiOH1 JBa
ckpunta. B mepmomy ckpunti Oyae mepenik KiMHaT. CTBOpUMO HOBUH 00’ €KT 1
J0JTa€EMO JI0 HBOTO IEH CKPUINT 13 MEepeiaikoM KIMHAT. SIKIO J0JaTH JeKiIbKa

OJIHAKOBUX KIMHAT TO IIAHC TOSBH ITi€i KiIMHATH BUpocTe (puc. 3.15).

Room Variants (Script)

Top Rooms

Element 0
Eleme

Element 2

Bot Rooms

Element 0
Ele

Element 2
Left Rooms

Element

Element 2

Right Rooms

Element 0

Element 2

Add Component

Pucynok 3.15 — Ilepenik KiMHaT
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Hpyruii ckpunt Oyne reHepyBaTH pO3TalllyBaHHA KiMHAT. /(s 1mporo Ha
KOXHY MITKY JOJA€EMO ii pO3TalllyBaHHsS Ta 3a JOMOMOIOI JBOX CTPOYOK KOIY
J0/1a€EMO KIMHATH.

rand = Random.Range(0, variants. TopRooms.Length);

Instantiate(variants. TopRooms[rand], transform.position,
variants. TopRooms[rand].transform.rotation);

[lepmia cTpouka KoJly BUIIaIKOBO BUOMpAE KIMHATY Ta JApyra po3TallOBYE iX.
Lle po6umo 17151 BCIX YOTUPBHOX CTOPIH.

OcranHe mo TNOTPiIOHO Oyae 3poOUTH 1€ JIoJaTH TEepeBIpKy sika Oyze
BUJASITH KIMHATH SIKIIO BOHU OyJIM CTBOPEHI Ha Miclli 1HmOoi. i mporo 1 Oyna
CTBOpEHA MiTKa rocepeauHi. Tenep 3a OakaHHSIM pOOMMO CKUTHKU 3aBrOJHO KIMHAT
Ta PO3CTABIIIEMO y MEPHIOMY CKpUNTI. SIKIIO0 Oubllle BUIBHUX MITOK He Oyzae To 1
KIMHATH CTBOPIOBATHCH He OymyTh [17]-[18].

AJNTOPUTM CTBOPEHHS KIMHAT MOXHA MMOOAYUTH Ha PUCYHKY 3.16

CTBOpEHHA
KIMHaTH

Bona
CTBOPWNACH HA MICTi
IHWOI KiMHaTK?

CTBOpEHHS
KiHmart -<+—No
3aBepLUEHO

3anumck MiTkn
A5 IHWKX KiMHaT?

BuganeHHs
CTBOpeHO|
KiMHaTK

Pucynok 3.16 — AnropuT™M CTBOPEHHS KIMHAT

Tenep mmardpopmu. [Ins Hux Tex mnoTpiOeH OyJe HEBETWKHN CKPHIIT.
CTBOpUMO CKpPUNT KUK Oyae JaBaTH MOXIIMUBICTH MaJaTH Kpi3b HBOTO 1100
pyXaTuUCh MIX KiMHaTamHu. [[71s1 IbOTO CTBOPUMO MEPEBIPKY UM 3HAXOIUTHCS TePOi
Ha mnatdopMi. SKio Tak, TO MpU HATUCKAHHI Ha 3aJI0BUTIbHY KHOMKY Tepoii He Oy/e
B3aEMOJISATH 13 KoJi3iero wiaTdopmu. [ns nporo notpidbHo Oyae cTBOpUTH 2 1iapa,

uist repost Ta ana 1iatgopmi. Takoxxk moTpiOHO Oyae MOBEPHYTH KOJI3ik0 4epe3
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3a10BUIbHUI yac. Tenep AaMo MOXJIMBICTh MPOXOJUTH 3HU3Y BBEPX IO MIATHOPMI.
Jlis mporo gogaemo o miatgopmu  platform effector. 3a 3amoBuyBaHHSIM BiH BxKe
OyJie HaJlalTOBaHUM Tak, 1100 MOKHA OyJIO TaK PyXaTHUCh.

Tenep cynpotuBHuK. Bin Oyzae peanizoBaHuii y BUTIIAA1 chakiMa. BuibinicTs
CKpUNTY AJIA claiiMa OJHaKoBa 13 ckpunToM repos. PisHuus Oyzae y pyci. Cnaiim
MOXKE pyXaTucCh Julle cTpuOkaMu. Toxx MoTpiOHO Oyae 3HAWTU repos Ta AaTH pyX
no Hporo. Jlns uporo morpiOHO Oyae 3HAWTH HWOro 3a TEroM Ta TNepeaaTu
iHpopmMartito g0 transform nepeminnoi. Ile moTpiOHO TOMY 110 MU OyAEMO IIyKaTH
KoopauHatu repos i B GameObject nporo Hemae. Temep pobumo cami cTpuOku Ta
3aTPUMKY Tiepesl KOKHUM cTpuOkoM. Temep pyx aig cinaiiMy rotoBuil. Takox 3a
Oa’kaHHSIM MOJKHA JIOAATH 3BYKH.

3n0poB’s cnaiiMmy. CTBOprUMO HOBUM CKpunT. Jlo/1aeMo 340poOB’s Ta SIKIIO Y
cnaitma 310poB’s Oyzle JOpPIBHIOBATH HYJIIO TO aKTUBYEMO aHIMAIlil0 CMEpTi Ta
BUJIATIIEMO O0’€KT 4Uepe3 IiB CEeKYHIU. SIKIIO X 370poB’sl OUIbIIE HYJS, TO TPHU
OTpUMaHHI TIOIIKO/KEHHSI BiH OyJe TpOXH BiJIITaTH. TakoXX MOTPIOHO CTBOPHUTH
AKUUCH THAMKATOP TOTO, IO ClaiiM OTpUMAaB MOIIKOIKEHHA. [IJisi IIbOro CTBOPUMO
HOBUM Matepian. BiH Oyne TOBHICTIO 4epBOHUM. Temep SKIIO ClIaiiM OTpUMae
MOIIKO/DKEHHSI TO BiH OyJe 3aMIHIOBAaTH OCHOBHHMM Marepiajl ciaiimMa Ha ITiB
cekynau. Ilicas Oyme moBepTaTHCh 3BHYalHUN Marepiai. [lami B CKpUNTI aTaku
reposi OyJ1eMo IIyKaTyh caM CKPUIIT 3/I0POB’ 4.

iIf (collision.GetComponent<EnemyHealth>())

{

HandleCollision(collision.GetComponent<EnemyHealth>());

}
Tenep, K0 y AKOTOCh 00’ €KTY OyAe CKPUNOT 3J0pPOB’S, TO CKPHUNT aTaKu

repos 3adikcye 1e 1 0y1e 3 HUM B3a€EMOJTISATH.

[ ocramnii ckpunt mns chaiimMa me Oyne MOXJIIMBICTH HAHOCUTH
MOTIIKO/KEHHS Teporo.  J[Jis 1iboro uepe3 HacligyBaHHS BI3bMEMO METOJ 3I0POB’S
y Teposi Ta SKIIO repoil B3aemMoi€ 13 00JacTiO, TO Y HbOT'O 3MEHILYETHCS 370POB’ A

(puc. 3.17).
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Pucynok 3.17 — O6nactb ataku ciaiima

[arepdeiic poOUMO SIK 1 B ONEpeAHIM CIIEH1 TPOXH 3MIHUBILIU HOTO.

Ocranne mo npuramanHe Roguelike rpi e 6urBa i3 6ocom. [[ist 1010
CTBOPUMO HEBEJIMKUM CKPHUIIT. SIKIIO BIH aKTUBYETHCS, TO 3’ SIBIISIOTHCS JIBa 00’ €KTa
Tta 60oc. O6’ekTH MOTPIOHI 11 TOro 00 HEMOXKJIUBO Oyino yTekTd Bin Ooca. Jlis

camoro 6oca gogaemo healthbar Ta Tpoxu 3minumo crpaiit (aus. puc. 3.18).

Pucyuok 3.18 — boc Ta aktuBOBaH1 00’ €KTH
y
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[ ocTanHe mo noTpiOHO Oyae 3poOUTH 1€ J0AATH CKPUNT KiHus rpu. s
bOr0 B KIHI[l KIMHATH € JIBEpl SKi MPaIIOIOTh SIK Y IPYrui ClieHi aje BiH Oyje

MOKa3yBaTH MEHIO KiHIlA TpH (puc. 3.19).

Pucynok 3.19 — Kinens rpu

Ile OyB ocTaHHi# ckpunT. €AMHE 110 3aJIMIIAIOCH Iie HaTucHyTH Build and
Run Ta yekatu 3aBepiieHHs. Tenep rpa MOBHICTIO 310paHa 1 3HAXOIUTHCS y OKpeMii

namniii. ITicas mporo MmoskHa 3akputu Unity ta 3amycTutu rpy.

3.5 BucHoBku 3a po3aiziom 3

VY nanomy po3aini Oylio poO3TIASHYTO CTBOPEHHS caMmoi rpu. bynmo moka3aHo
CTBOPEHHS Ta HaJaIITyBaHHA 1HTep(DECy, My3UKH, TepOs, Malu Ta CyMPOTHBHUKIB.

JIJIst TOJIOBHOTO TepOs Ta CYNPOTUBHUKA MOTPIOHO JOJATH MITKY OUIA HIT i
HAJAIITYBATH CKPUIIT MO0 TIPH B3a€MOIT ITI€T MITKHU 3 3€MJICIO0 BBAXKAJIOCh, 1110 BOHH
ctoarh Ha 3emii. lle moTpiOHO mIst cTpUOKIB Ta 3MiHU crpalTiB. Takox s
TBEPAUX TIOBEPXOHHb MOTPIOHO MOMATH AP KUK 1 OyAe IHAUKATOPOM TOTO, IO
BOHHU € 3eMJICIO.

JIns cTBOpeHHs JIOKallli J0JaTh KOJajep Ta CHpaT Ha 3aJ0BUIbHHI

00’€KT, a JIIsi CTBOPEHHS BHUIMAJKOBOI I'eHepalii piBHIB MOTPIOHO CTBOPUTH JiBa
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ckpunTa. [lepmmuii ckpunt Oyne koHTeliHepoM i npedadiB kimHaT. pyruii Oyne
PO3CTaBIISATH 111 KIMHATH.

[aTepdeiic cTBOpIOEThCS Y BCiX ClieHaX. BiH CTBOpPIOEThCA 0JaBaHHSIM
EventSystem sika nonae y nosie po3poOku 00J1acThb y sIKiid BKe MOTPIOHO PO3CTaBUTU
enemenTu iHTepdeiicy. Cam iHTepdeiic CTBOpEHUH 3a TOMOMOIOK CKPHUIITIB, OJHAK

€ 1 KHOIIKM SIK1 HaJIaIlITOBaH1 3a JIOTMIOMOT O PYIIIIs.



o1

BUCHOBKH

B xoni BukoHaHHS AMIUIOMHOI KBamliikaiiiiHoi poOoTu OakanaBpa Oyio
MIPOAHAII30BAHO Ta JOCIIJKEHO BCl mpodecii, sIKi ICHYIOTh MpU po3poOlLi IpH,
MpoLec po3poOKH KOMII' IOTEPHHUX IMOp Ta CTBOPWIM BIIACHY KOMIT'IOTEPHY TPy Y
xanpi Roguelike.

BusnaueHo, 110 y Hall yac iCHYIOTb 4 KaTteropii po3poOHHUKIB: MPOrpamicTH,
XYAOXKHUKM Ta TEeHMIU3aHUPH, SKUX HAMMArOTh KOMMaHIl JJig po3poOKu irop Ta
3BYKOPEXUCEPH SIKUX HailMaioTh Ha ¢puraHci. BusHaueHo, 1m0 ICHYIOTh 7 eTamiB
pPO3pOOKH TpH: KOHIEMIisl, MPOTOTUITYBAHHS, BEPTHKAIBHUU 3pi3, BUPOOHHIITBO,
TECTYBaHHS, ITIITOTOBKA JI0 PEIli3y Ta ONepyBaHHSI.

CdopmynpboBaHO BUMOTH KOMIT FOTEPHOI T'PH.

Jlns peanizaliii koM t0TepHOT irpu 00paHo MOBY irpoBy miardopmy Unity,
sKa Ma€ BeCh MOTPIOHUN (DYHKITIOHAT JIJIT PO3POOKH TpU Ta JIETIIAa Y HaBYaHHI JJIs
HOBAUKIB.

JInst cTBOpEeHHS KOMIT' FOTEpHOT Tpu 00paHO cepeaoBHine po3podoku Visual
Studio ta moBy mporpamyBanus C#.

Po3pobiieHo cxemaTnuHy CTPYKTypy I'pu Ta caMy Ipy y »aHpi Roguelike.
I'pa mae ocHoBHMI (pyHKITIOHAN MpeacTaBHUKIB )aHpy: 2D rpadika, hack’n’slash,
BUITQJIKOBA TE€HEpallisl PIBHIB, MOXKJIUBICTh 3aBEPIIUTH TPy y OyIb SKHHA MOMEHT
qacy.

BukoHaHO TecTyBaHHS KOMII'IOTEpHOI I'pH. 3a pe3yibTaTaMu TECTyBaHHS
KoMmI'toTepHoi rpu y skaHpi Roguelike mwa mmiardopmi Unity BuseieHo, 1o
mporpaMa BIAMOBia€ TEXHIYHOMY 3aBAaHHIO, QYHKIIOHYE KOPEKTHO Ta JO3BOJISIE

3aBEPIINTH IPY.
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HEPEJIIK JZKEPEJI IIOCUJIAHb

1. Xro Ttakuil reiimauzaitHep B irpoBiil iHaycTpii. Kap’epa B reiimaesi
[EnexTpon. pecypc]. — Pexxum JIOCTYTIY:
https://gamedev.dou.ua/articles/game-designer-in-gamedev/.

2. Paspaborka wurp| Kakwe mpodeccun cCymecTByOT B TelMIEB- 4YTO
AenaroT paspadborunku urp [Bugeo pecypc]. - Pexum JIoCTyIa:
https://www.youtube.com/watch?v=q_N6ijrV5uw.

3. Kaxk pgenator urpsel | Bce srambl cozmanusi urp — moJapoOHO [Buzeo
pecype]. — Pexum JOCTYyTIA:
https://www.youtube.com/watch?v=ZVYpRti_7pM.

4. C# Vs C++: Difference between C# and C++ [Electronic resource]

— Access mode:
https://www.interviewbit.com/blog/c-sharp-vs-cpp/.

5. Unity vs Unreal Engine: Game engine comparison guide for 2023
[Electronic resource]. — Access mode:
https://www.evercast.us/blog/unity-vs-unreal-engine.

6. HUcropus xaupa Roguelike: ot Rogue no Binding of Isaac [2aextpoH.

pecypc]. — Pexum JOCTYTIA:
https://habr.com/ru/articles/493890/.
7. Berlin interpretation [Electronic resource]. — Access mode:

http://www.roguebasin.com/index.php/Berlin_Interpretation.

8.  Scenes [DnektpoH. pecypc]. — Pexum JocTyna:
https://docs.unity3d.com/ru/530/Manual/CreatingScenes.html.

9. Kak co3math BHyTpuHrpoBoe MeH0 B Unity [Dnekrpon. pecypc].
— Pexxum JIOCTyma:
https://habr.com/ru/articles/346370/.

10.2D Camera in Unity (Cinemachine Tutorial) [Electronic resource].
— Access mode:

https://www.youtube.com/watch?v=2jTY11AmOlg.
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11. Kak cnenats 2D mnardopmep Ha Unity| #1 [Buneo pecypc].

— Pexum JlocTyna:
https://www.youtube.com/watch?v=sX0hhZT9wDg.

12. Kak cnenate 2D minardopmep Ha Unity #2| anuManuum u ciexeHHe
kamepsl [Bugeo pecypc]. — Pexum JI0CTyTIA !
https://www.youtube.com/watch?v=qHFsgJVyO2Q.

13. 2D Animation in Unity(Tutorial) [Video resource]. — Access mode:
https://www.youtube.com/watch?v=hkaysulZ-N8.

14. How to make a HEALTH BAR in Unity! [Video resource].

— Access mode:
https://www.youtube.com/watch?v=BLfNP4Sc_iA.

15. Sound Effects & Background Music | Build a 2D Platformer Game in
Unity [Video resource]. — Access mode:
https://www.youtube.com/watch?v=J77CMuAwVDY .

16. 6 Minute PAUSE MENU Unity Tutorial [Video resource].

— Access mode:
https://www.youtube.com/watch?v=9dYDBomQpBQ.

17. RANDOM DUNGEON GENERATOR - EASY UNITY TUTORIAL -
#1 [Video resource]. — Access mode:
https://www.youtube.com/watch?v=qAf9axsyijY.

18. RANDOM DUNGEON GENERATOR - EASY UNITY TUTORIAL -
#2 [Video resource]. — Access mode:

https://www.youtube.com/watch?v=eR74EjkA _4s.
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A.1 Tekcer ckpunty ButtonSound.cs

using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class ButtonSound : MonoBehaviour
{
public AudioSource hoverFX;
public AudioSource clickFX;
public void hoverSound()

{
hoverFX.Play();

}

public void clickSound()

{
clickFX.Play();

A.2 Tekct ckpunry EndGame.cs

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;
using UnityEngine.Events;

using System.Threading;

public class EndGame : MonoBehaviour

{
public LoadScreen Id;
[SerializeField] public bool isInRange;
[SerializeField] private KeyCode interactKey;
[SerializeField] private GameObject endGameMenu;
public void ExitheDungeon()

{

Id.Loading();

by
void Update()

{
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If (isinRange)
{
if (Input.GetKeyDown(interactKey))
{
endGameMenu.SetActive(true);
Time.timeScale = Of;

¥
¥
¥
private void OnTriggerEnter2D(Collider2D collision)

{
it (collision.gameObject.CompareTag("'Player"))

{
iIsInRange = true;
¥
¥
private void OnTriggerExit2D(Collider2D collision)

{
if (collision.gameObject.CompareTag("'Player™))

{
iIsinRange = false;
¥
¥
¥

A.3 Tekct ckpunry EnemyHealth.cs

using System.Collections;

using System.Collections.Generic;
using System.Runtime.Versioning;
using UnityEngine;

public class EnemyHealth : MonoBehaviour

{
[SerializeField] private int healthAmount=20;
[SerializeField] private float invulnerabilityTime = .2f;
[SerializeField] public Animator anim;
[SerializeField] public Transform slime;
[SerializeField] public Transform knight;
public AudioSource HitSound;
private Rigidbody2D rb;
private Vector3 direction;
private bool hit;
private int currentHealth;



Material;
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private Material matBlink;
private Material matDefault;
private SpriteRenderer sr;
public Health healthBoss;
[SerializeField] public bool bossBar = false;
private void Start()
{
GameObiject Findplayer = GameObject.FindWithTag("Player");
knight = Findplayer.transform;
currentHealth = healthAmount;
If (bossBar) healthBoss.SetMaxHealth(healthAmount);
sr = GetComponent<SpriteRenderer>();
rb = GetComponent<Rigidbody2D>();
matDefault = sr.material,
matBlink = Resources.Load("EnemyBlink"”, typeof(Material)) as

}

public void Damage(int amount)

{
If (hit && currentHealth > 0)

{
HitSound.Play();
hit = true;
currentHealth -= amount;
if (bossBar) healthBoss.SetHealth(currentHealth);
sr.material = matBlink;

if (knight.position.x > slime.position.x)

{
rb.AddForce(new Vector2(-50, 30));
by
else
{
rb.AddForce(new Vector2(50, 30));
by
¥
if (currentHealth <= 0)
{

anim.SetBool("Dead", true);
Destroy(gameObject, 0.5f);
¥

else

{
Invoke("ResetMaterial”, .2f);



StartCoroutine(TurnOffHit());

}
}
void ResetMaterial()
{
sr.material = matDefault;
}
private IEnumerator TurnOffHit()
{
yield return new WaitForSeconds(invulnerabilityTime);
hit = false;
}

}

A.4 Tekcer ckpunty GreenSlime.cs

using System.Collections;

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

using System.Security.Cryptography;
using UnityEngine;

using System.Threading;

using System.Threading.Tasks;

public class GreenSlime : MonoBehaviour

{

[SerializeField] public Transform Player;
[SerializeField] public float slimeSpeed;
[SerializeField] public float jumpForce;
[SerializeField] public float checkRadius;
[SerializeField] public Transform feetPos;
[SerializeField] public LayerMask whatlsGround,;
[SerializeField] public Animator anim;
private Rigidbody2D rb;

[SerializeField] public Transform Slime;
public AudioSource jumpSound;

public bool isRange;

private bool IsGrounded;

public float delay = 1;

float timer;

void Awake()

{

58



59

rb = GetComponent<Rigidbody2D>();
GameObject Findplayer = GameObject.FindWithTag("Player");
Player = Findplayer.transform;

}

public void Update()
{

timer = timer + Time.deltaTime;
If (isRange == true)

{

Jump();

}
}

void Jump()
{

IsGrounded = Physics2D.OverlapCircle(feetPos.position, checkRadius,
whatlsGround);
int direction;
if (Player.position.x > Slime.position.x)
t
direction = 1;
¥
else
{
direction = -1;
¥
iIf (IsGrounded == true )

{
If (timer > delay)

{
Playsound();
rb.velocity = (new Vector2(slimeSpeed * direction, jumpForce));
timer = 0;
¥
¥
¥
void Playsound()

{
jumpSound.Play();

}



A.5 Teker ckpunty Health.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul;

public class Health : MonoBehaviour

{
public Slider slider;

public void SetMaxHealth(int health)
{
slider.maxValue = health;
slider.value=health;

by
public void SetHealth(int health)

{

slider.value = health;

}

A.6 Interactable.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;
using UnityEngine.Events;

public class Interactable : MonoBehaviour

{
public LoadScreen Id;
[SerializeField] public bool isInRange;
[SerializeField] public KeyCode interactKey;
[SerializeField] public UnityEvent interactAction;
public void EnterTheDungeon()

{
Id.Loading();

}

60
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void Update()

{
if (islnRange)
{
iIf (Input.GetKeyDown(interactKey))
{
EnterTheDungeon();
}
}
}
private void OnTriggerEnter2D (Collider2D collision)
{
it (collision.gameObject.CompareTag("'Player"))
{
isinRange = true;
by
by
private void OnTriggerExit2D(Collider2D collision)
{
if (collision.gameObject.CompareTag("'Player™))
{
isinRange = false;
¥
¥
¥

A.7 Teker ckpunty JumpDown.cs

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

public class JumpDown : MonoBehaviour

{

private bool isOnPlatform =true;
[SerializeField] public KeyCode jumpDown;
void OnTriggerEnter2D(Collider2D collision)

{
If (collision.gameObject.CompareTag("'Player"))
{

¥
¥

iIsOnPlatform = true;



void OnTriggerExit2D(Collider2D collision)

{
it (collision.gameObject.CompareTag("'Player"))

{

iIsOnPlatform = false;

¥
¥

void Update()

{
If (isOnPlatform && Input.GetKeyDown(jumpDown))

{
Physics2D.IgnoreLayerCollision(9, 10, true);

Invoke("EnableColl", 0.3f);
¥

by
void EnableColl()

{

}
}

Physics2D.IgnoreLayerCollision(9, 10, false);

A.8 Tekct ckpunrty Knight.cs

using System;

using System.Collections;

using System.Collections.Generic;
using System.Collections.Specialized;
using System.ComponentModel,
using System.Security.Cryptography;
using System.Threading;

using UnityEngine;

public class Knight : MonoBehaviour

{
[SerializeField] public float speed;
[SerializeField] public float jumpForce;
[SerializeField] public float jJumpStartTime;
private float jumpTime;
private float Move,;
public Rigidbody2D rb;
private CapsuleCollider2D capsule;
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Material;

public bool IsGrounded,;
private bool isJump;
[SerializeField] public Animator anim;
[SerializeField] public float checkRadius;
[SerializeField] public Transform feetPos;
[SerializeField] public LayerMask whatlsGround,;
[SerializeField] public LayerMask whatlsPlatform;
[SerializeField] public Transform player;
[SerializeField] public KeyCode attackKey;
[SerializeField] public GameObject attackArea;
[SerializeField] public GameObject deadMenu;
[SerializeField] public AudioSource step;
[SerializeField] public AudioSource swordSwing;
public float steplnterval;
private Material matBlink;
private Material matDefault;
private SpriteRenderer sr;
private float lastStepTime;
public bool attackCooldown;
public float nextAttackTime;
public float attackRate;
public int maxHealth = 5;
public int currentHealth;
public Health health;
public bool dead;
void Start()
{
sr = GetComponent<SpriteRenderer>();
currentHealth = maxHealth;
health.SetMaxHealth(maxHealth);
matDefault = sr.material,
matBlink = Resources.Load("KnightBlink",

s
void Awake()

{
¥

void Update()

{
if (dead)
{

rb = GetComponent<Rigidbody2D>();

anim.SetBool("IsDead",dead);
deadMenu.SetActive(true);
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typeof(Material)) as



¥
else
{
Move = Input.GetAxisRaw(""Horizontal");
if (Move <0)
transform.eulerAngles = new Vector3(0, 180, 0);
if (Move > 0)

transform.eulerAngles = new Vector3(0, 0, 0);
anim.SetFloat("Speed”, Math.Abs(Move));
if(Math.Abs(Move)>0 && IsGrounded==true) PlayFootstep();
rb.velocity = new Vector2(Move * speed, rb.velocity.y);
Jump();
anim.SetBool("Jumping”, lsGrounded);
if (Time.time >= nextAttackTime)

{

attackArea.SetActive(false);

If (Input.GetKeyDown(attackKey))

{

Attack();
nextAttackTime = Time.time + 1f / attackRate;

}
}

¥
void ResetMaterial()

{

sr.material = matDefault;

}
public void PlayFootstep()

{

if (Time.time - lastStepTime > steplnterval)
{

step.Play();

lastStepTime = Time.time;

¥
¥

public void TakeDamage(int damage)

{

currentHealth -= damage;
health.SetHealth(currentHealth);
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sr.material = matBlink;
If (currentHealth <= 0)

{
dead = true;
¥
else
{
Invoke("ResetMaterial”, .2f);
¥
¥
void Attack()
{

swordSwing.Play();
anim.SetTrigger("Attack");
attackCooldown = true;
attackArea.SetActive(attackCooldown);

}
void Jump()

{
IsGrounded = Physics2D.OverlapCircle(feetPos.position, checkRadius,
whatlsGround | whatlsPlatform);

if (IsGrounded == true && Input.GetButtonDown("Jump"))
{

isJump = true;
jumpTime = jumpStartTime;
rb.velocity = Vector2.up * jumpForce;

¥
if (Input.GetButton("Jump") && isJump == true)

{
If jJumpTime > 0)
{

rb.velocity = Vector2.up * jumpForce;
jumpTime -= Time.deltaTime;

}

else

{

iIsJump = false;

ks
¥
if (Input.GetButtonUp(""Jump™))
{

iIsdJump = false;
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A.9 Teker ckpunty LoadScreen.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;
using UnityEngine.Ul;

public class LoadScreen : MonoBehaviour

{

public GameObject loadingScreen;

public void Loading()

{
loadingScreen.SetActive(true);
StartCoroutine(LoadAsync());

}

IEnumerator LoadAsync()
{
AsyncOperation loadAsync =
SceneManager.LoadSceneAsync(SceneManager.GetActiveScene().buildIndex + 1);
loadAsync.allowSceneActivation = false;
while (NloadAsync.isDone)

{

If(loadAsync.progress >=.9f && !loadAsync.allowSceneActivation)

{
yield return new WaitForSeconds(1.5f);
loadAsync.allowSceneActivation = true;

}

yield return null;

}
}
}



A.10 Tekct ckpunty MainMenu.cs

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.SceneManagement;
public class MainMenu : MonoBehaviour

{
public void PlayGame()

{

SceneManager.LoadScene(SceneManager.GetActiveScene().buildindex + 1);

¥
public void Village()

{

SceneManager.LoadScene(1);
Time.timeScale = 1f;

}
public void ExitGame()

{
Debug.Log("Closed");

Application.Quit();
¥

A.11 Teker ckpunty MeleeAttack.cs

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

public class MeleeAttack : MonoBehaviour

{

[SerializeField] private int damageAmount=100;
private Rigidbody2D rb;

private void Start()
{

rb = GetComponentinParent<Rigidbody2D>();
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}

private void OnTriggerEnter2D(Collider2D collision)
{

It (collision.GetComponent<EnemyHealth>())

{

HandleCollision(collision.GetComponent<EnemyHealth>());

}

private void HandleCollision(EnemyHealth objHealth)
{

objHealth.Damage(damageAmount);

A.12 Teker ckpunty MusicManager.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul;

public class MusicManager : MonoBehaviour
{

[SerializeField] Slider volumeSlider;

void Start()

{
if ('PlayerPrefs.HasKey("MusicVVolume"))

{
PlayerPrefs.SetFloat("MusicVolume", 1);
Load();

¥

else

{
Load();
¥
¥
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public void ChangeVolume()

{
AudioListener.volume = volumeSlider.value;
Save();

}
public void Load()

{

volumeSlider.value = PlayerPrefs.GetFloat("MusicVVolume");

}

private void Save()

{
PlayerPrefs.SetFloat("MusicVolume", volumeSlider.value);
}
}

A.13 Teker ckpunty PauseMenu.cs

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

using UnityEngine.SceneManagement;
using UnityEngine;

public class PauseMenu : MonoBehaviour

{
[SerializeField] public KeyCode Pauselnteract;
[SerializeField] public GameObject MenuPause;
[SerializeField] public GameObject MenuSettings;
[SerializeField] private bool isPaused,;
void Update()

{
If (Input.GetKeyDown(Pauselnteract))

{
If (isPaused)
{

ResumeGame();

}

else

{
PauseGame();
¥
¥
¥

public void PauseGame()



}

{

MenuPause.SetActive(true);
Time.timeScale = Of;
IsPaused = true;

}

public void ResumeGame()

{
MenuPause.SetActive(false);
MenuSettings.SetActive(false);
Time.timeScale = 1f;
isPaused = false;

}
public void Settings()

{
MenuSettings.SetActive(true);
Time.timeScale = Of;
iIsPaused = true;

}

public void Continue()

{
MenuPause.SetActive(false);
Time.timeScale = 1f;
isPaused = false;

¥
public void Exit()

{
SceneManager.LoadScene(0);
Time.timeScale = 1f;
iIsPaused = false;

¥
public void ReturnToVilage()

{

SceneManager.LoadScene(1);
Time.timeScale = 1f;
iIsPaused = false;

}

public void ExtiGame()

{
Application.Quit();

}
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A.14 Texkcr ckpunry PlayerAttack.cs

using System.Collections;

using System.Collections.Generic;
using System.ComponentModel,
using System.Security.Cryptography;
using UnityEngine;

public class PlayerAttack : MonoBehaviour

{
[SerializeField] public KeyCode attackKey;
[SerializeField] public Transform attackPoint;
public float attackRange;
public LayerMask enemyLayer;
[SerializeField] public Animator animator;
public int attackDamage = 1;
public float attackRate = 2f;
float nextAttackTime = 1f;
public bool isAttack;
private float timer;
[SerializeField] private GameObject AttackArea;
void Update()

{

if (Time.time >= nextAttackTime)

{
AttackArea.SetActive(false);

if (Input.GetKeyDown(attackKey))
{

Attack();

nextAttack Time = Time.time + 1f / attackRate;

¥
¥

¥
void Attack()

{
animator.SetTrigger("Attack");

AttackArea.SetActive(true);
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A.15 Tekcer ckpunty RoomSpawner.cs

using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class RoomSpawner : MonoBehaviour
{
private RoomVariants variants;
private int rand,;
private bool spawned = false;
public Direction direction;
public enum Direction
{
Top,
Bot,
Left,
Right,
None

¥
private void Start()

t
variants =
GameObject.FindGameObjectWithTag("Rooms").GetComponent<RoomVariants>(
);
Invoke(""Spawn", 0.1f);

¥
public void Spawn()

{
if (spawned==false)
{
If (direction == Direction.Top)
{
rand = Random.Range(0, variants. TopRooms.Length);
Instantiate(variants. TopRooms[rand], transform.position,
variants. TopRooms[rand].transform.rotation);
¥
If (direction == Direction.Bot)
{
rand = Random.Range(0, variants.BotRooms.Length);
Instantiate(variants.BotRooms[rand], transform.position,
variants.BotRooms[rand].transform.rotation);

¥
If (direction == Direction.Right)
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{
rand = Random.Range(0, variants.RightRooms.Length);

Instantiate(variants.RightRooms[rand], transform.position,
variants.RightRooms[rand].transform.rotation);
}
If (direction == Direction.Left)
{
rand = Random.Range(0, variants.LeftRooms.Length);
Instantiate(variants.LeftRooms[rand], transform.position,
variants.LeftRooms[rand].transform.rotation);
}

spawned = true;

}

by
void OnTriggerEnter2D(Collider2D other)

{
if (other.CompareTag('RoomPoint™) &&
other.GetComponent<RoomSpawner>().spawned==true)
{
Destroy(gameObject);
¥
¥
¥

A.16 Teker ckpunty RoomVariants.cs

using System.Collections;

using System.Collections.Generic;
using System.ComponentModel,
using System.Security.Cryptography;
using UnityEngine;

public class RoomVariants : MonoBehaviour

{
[SerializeField] public GameObject[] TopRooms;
[SerializeField] public GameObject[] BotRooms;
[SerializeField] public GameObiject[] LeftRooms;
[SerializeField] public GameObject[] RightRooms;

}
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A.17 Tekcr ckpunty SlimeDamage.cs

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

public class SlimeDamage : MonoBehaviour

{
public Knight knight;

void Awake()

{

knight =

GameObject.FindWithTag("Player").GetComponent<Knight>();

¥
private void OnTriggerEnter2D(Collider2D collision)
{

if (collision.gameObject.tag == "Player")

{

knight. TakeDamage(1);

¥

¥

}

A.18 Teker ckpunTty SlimeTargetRange.cs

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

public class SlimeTargetRange : MonoBehaviour

{

public GreenSlime slime;
void OnTriggerEnter2D(Collider2D collision)

{
If (collision.gameObject.CompareTag("'Player"))
{
slime.isRange = true;
¥
¥

}



A.19 Texkct ckpunty WallAppear.cs

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

public class WallAppear : MonoBehaviour
{
public GameObject objectToSpawn;
public GameObject objectToSpawntwo;
public GameObject Boss;
public bool isactive = false;
private void OnTriggerEnter2D(Collider2D other)

{

if (other.CompareTag("Player"))

{

isactive = true;
objectToSpawn.SetActive(true);
objectToSpawntwo.SetActive(true);
Boss.SetActive(true);
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TIOJIATOK B

Caaiam npeseHrauii
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3/lpa NPOrpamHmX 3acobie

naomHa kBanidikauiiHa pobota bakanaspa

O3POBKA ITPOBOTO
SACTOCYHHRY V HAHPI
JGUELIKE HA NNATOOPMI

UNITY

Pucynok b.1 — Cnaiig 1
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Ob'CRT, NPEAMET, METATA
JAARYA POBOTH

O6'ekT gocnigxeHHa — NpoLec po3pobkM irpoBoro AoAaTKy Y XXaHpi

Roguelike.

MNpeamet gocnigxeHHa — Po3pobka irpoBOro 3aCTOCYHKY Y XaHpi
Roguelike na naatdbopmi Unity.

Mera po6otu — Pospobka irposoro sactocyHky y xanpi Roguelike na
naatdhopmi Unity iz HacTynHumK dyHkLiamn:

- MOXJIMBICTbE B3aEMoZil Yepes irpoBOro NepcoHaxa,;

AEeKiNbKa BUAIB MEHIO,

CYNPOTUBHMKA i3 WITYYHUM iIHTENEKTOM,

B33EMOAIA MiX CLLEHaMM,

BMNaJAKOEBa reHepayis piBHiB.

Pucynok b.2 — Cnaiig 2



BUBIP (RAHPY TP

Roguelike

Benuka kinbkicts
KIMHaT AKi 3'egHaHi
Mix coboto

CTBOpEHHS
iFfpOBUX JIOKaLiN

Bunaagkosa
reHepauif pPiBHIB,
npeameTtn abo
HaBuKU sKi ByayTe
BiAKpUBaTUCSA NicAA
KOXHOro
MPOXOAXEHHS

lNporpamyBaHHs

MNikcenbHa rpagika,
nikcenbHa aHimMauin
3pibHoCTEN Ta
edekTiB

ApToauzaiH

Metroidvanina

Bennkun i
npoAyMaHWM CBIT i3
CBOEK icTOpiElD

Benuka KinbkicTb
MexaHik aki byayTb
BiAKpUBaTUCS 3
NMPOXOAXEHHSAM rpu

obnacteii Ta
nepcoHaxis, aHimau,ii
3aibHocTel Ta edekTiB

Pucynok b.3 — Cnaiig 3

Hesenuki nokauii,
Be/IMKa KiNbKICTb
LMX nokKaw,ii

MoTpibri Anwe
b6asoBi efleMeHTH
LIbOro XaHpy

Pozpobka
fICKpaBoro apTy
PiBHIB, NepCcOHaxiB,
B3aeMogii 3
OTOUYEHHAM
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BHBIP MOBH NPOTPAMYBAHNA

CUHTaKCcuc

[1poZyKTUBHICTb

KpocnnatdopmeHi

LBnakicte
po3pobku
padiuHnm
iHTepdenc

C#

+

MeHLwa

DECYDPCOEMHICTb

Pucynoxk b.4 — Cnaiin 4

C++

binbwa
LWIBUAKOAIS

+
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BUBIP NNATOO0PMA

Unity Unreal Engine
MoBa nporpamyBaHHS C#, Javascript C++, Blueprint
MpadiuHum iHTepdpenc lMNpocTuii Ta 3pyuHMny Binbl NoTyHWMK, ane
BMKOPUCTaHHI CKNAZHIWLNM Y
BUKOPUCTaHHI
BisyanbHuu pegaktop +- +
AHimMauii + -
AKTunBHe +- +
CMiBTOBApMCTBO
LliHa be3kowToBHa AKLLO Be3kowToBHa, AKLLO
rpa 3a pik 3apobuna rpa 3a KBapTan
MeHLLe 100 TUC. 3apobuna meHLe 3
Aonapis TUC. fonapis

Pucynoxk Bb.5 — Crnaiin 5



BUROPHCTAHI MOAVAI

1 Unity Editor CTEOPEHHA Ta HaNAWTYBaHHA FPK
2 Physics QiznuHMi pywiia

3 Scripting HanarogxeHus ckpunTie

4 Graphics MpadiuHmi pywin

5 Animations AHiMaLITAHKME pywin

6 Audio 3BYKOBMIA pyLWiia

7 ul CTEOpPEHHSA iIHTepdencie

8 Cinemachine Pizui enamn kamep

Pucynok b.6 — Cnaiin 6
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ROHUENLIA I'PH

- y rpi € 2 nokauii. 1 nokauia byse npomixHow iy Hili byae 3'apnaTuUCH
FONOBHWUI repoid Nicnsa 3aeeplueHHs 3abiry, 2 nokauis byae irpoeoto, BoHa
byae MICTUTK CYNPOTUBHKWKIB Ta BUNAAKOBY reHepaLilo piBHIB;

- byayTb Aekinbka BUAIB MeHI0. [0N10BHE MeHIO Ta MEHIO HaNaWTyBaHb y 1
CLieHi, MEHIO Nay3un ANA 2 CLLeHW, MEHIO Nay3un ANA 3 CLLeHW | MeHIO CMepTi
Ta Nnepemoru. TakoxX MeHI0 HanawTyBaHb OyAYTb Y BCiX CLeHaX;

- NepCoHax, i3 MOX/IMBICTIO PyXY, aTakn Ta OTPUMaHHAM NOLKOAXKEeHb
BiJl CYNPOTUBHUKIE;

- BOPOIY, AIKi TAKOX 3/1aTHi aTakyBaTK Ta OTPUMYBATH NOLIKOAXKEHHS,
TakoX BOHU DyAYyTb NepecnifyeaTv rofIOBHOIO repos 3a CKPpUNTOM. Takox
byae boc;

- MOXJIMBICTb 3aBepWATH NPy BUXOA0M, CMEDPTHO YK NEPEMOTOHD.

Pucynok b.7 — Cnaiig 7



CueHu MicTATb 00'exTH rpu. BoHM BUKOPUCTOBYIOTbCA A9 CTBOPEHHSA
MeHIO Ta OKpemmX piBHIiB. KOXHY CleHy MOXHa BBaXXaTu OKpeMuM
iIrPOBMM piBHEM.

Y rpi byayTb 3 cueHu:

- MOYaTKOBE MEeHID;

- NPOMIXKHa NoKauis;

- irposa nokauin.

Pucynok b.8 — Cnaiin 8
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N cTBOpeHHs iHTepdency notpiben Canvas Ta EventSystem.

tting button

t button

Pucynok b.9 — Cnaiig 9

85



MY3HRA TA 3BYRA

CreoproeTbest 3a gonomorowo Audio Source.

Button Sound (Script)

Ewent Trigger

sund.clickSound

Add Mew Event Typa

Pucynok b.10 — Craiin 10
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ITPOBA NIORALIA

IrpoBa nokauif ck1Iaja€eTbea i3 TBepAnX 0b'eKTiB Taki AK Nignora Ta

---------------------------- w Sl )

TBEpAUX MOBEPXOHb Le NOTPibHO AoAaTun Konanaep.

Pucynoxk b.11 — Cnaiing 11



BUNAQRKOBA FEHEPALLIA
PIBHIB

Jlna BunaakoBoi reHepadii pieHiB NOTPiOHO cnovyaTky CTBOPUTH
KiMHATY i3 MiTKaMm 3 ycix cTOpiH Ta 3pobutun npedab uiei KimHaTw.
[licns ubOro CTEOPUTK AOBIJIBHO Ki/IbKICTb KiIMHAT. MiTka noBuHHa
3HaXOAMTUCh Ha BUXOA i3 KIMHATK.

Pucynok b.12 — Crnaiin 12
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ANTOPATM POBOTH

MNAAKOBOI FEH

CTBROPEHHA

CTaopeHHA
KiHMAT
JABEPLLIEHD

JANMILIACE MiTiN
SR HILAX KIMHET?

Pucynok b.13 — Crnaiin 13

KIMHETH

BoHa
CTBOPMNACE Ha MICTI
IHLIOT KIMHATHT

BuaanexHA
CTBOPEHD
KiMHATH
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HANALWITYBAHHA
NEPCOHARA

-----------------------------------------------------------------------------------------------------------

noTpibHo cTeopuTK Ter Ta wap “Player”, mitky 6ins Hir, 30Hy Ans aTaku

Ta cTeXeHHs 3a 0b'ekTom. Takox NoTpibHO CTBOPUTY aHimMaLii.

Pucynok b.14 — Cnaiin 14



Entry

Run

Jump

Any State

Pucynok b.15 — Cnaiin 15
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Pucynok b.16 — Crnaiin 16
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Cupa 1 Moromn umsa [ sena
I
Vpe i e | } 5 e - |
Beifl 1 A
O 1 Fazan
- |
= 1
Lo 2 Mesn nnyma | Cumna T Mesis sanueTymai
¥ 1
- Tpoe - -
Moass
lipomail npoyec g T
HaTwcingTo s i Yo
- HamacHoTOo E = =
o 3 M g | - i
—— T
- ek
- i
. -
]
T
" N Py
n 1o
™ S -

Pucynoxk b.17 — Cnaiing 17
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JABEPLUEHHA PO3POBKH
IPH

Add Open Scen

Platform

L_l__—\ Windows, Mac, Linux

Asset Import Overrides

Build Build And Run

18

Pucynok b.18 — Crnaiin 18
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B x0i BMKOHaHHA AaHoi AMNAoMHOI kBanidikauiiiHol poboTu byno npoaHanizoBaHo
Ta A0CAiAXeHo npouec po3pobku rpy vy xadpi Unity Ha naatdopmi po3spobku.

[pa Mac HacTynHI GyHKLIT

2 nokalii, No4aTKOEa Ta irpoBa;

- AeKinbka BUAiB MeHIo. [oYaTKOBY MEHIO, MEHID HANALWTYBaHb, MEHIO Nay3u
CMepTi Ta NEPEMOrk;

- MEepCoHax, i3 MOXAMWBICTHO pyxy, aTaku Ta cMepTi. TaKoX BiH Mac 3BYK Ta aHiMaLlil;

- BOPOrK, AKI MaDTb Te CaMe, L0 M NePCOHaX. ane pyxakThCA 3a JONOMOr o
WTYYHOrO IHTENEKTY.

[MocwnaHHA Ha Bigeo:

hitps://www youtube_com/watch?v=j2aPsVsNhDY

13

Pucynok b.19 — Crnaiin 19



JIOJIATOK B

IHocuiianHs HA Bigeo 3 IrPOBUM NPOLECOM
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[Mocunanns- https://www.youtube.com/watch?v=j2aPsVsNhDY .

Pucynok B.1 — 8 cexyHnaa Bizieo

Pucynoxk B.2 — 30 cexyHna Bizeo



Pucynok B.3 — 55 cekyHna Bijieo
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