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Kpanigikamiitna poborta npucsdeHa po3poOiii nporpamMHoi peamizamii 2D rpu y
xanpi roguelike Ha 6a3i irpoBoro pymrig Unity.

O0’exkT pocaimkenns — mnpoiec po3podku 2D-rpu B kaHpi roguelike 3
JTWHAMIYHOIO T€HEPAIll€l0 PiBHIB.

IIpeamer nmociizkeHHsi — IrpoBi MexaHiku >kaHpy roguelike Ta TexHomorii
po3poOku Ha mnatdopmi Unity.

Metow pobdoTH — aHaNli3 IrpoBOi IHAYCTPII Ta Cy4acHHX TPEHIIB y >KaHpI
roguelike, a Tako po3poOKa IrPOBOrO 3aCTOCYHKY 3 TMHAMIYHOKO T€HEPALIIE€I0 PIBHIB.

Pobota cknanaeTses 3 paxoBoi Ta crieniaibHOI YACTUHU 3 OXOPOHHU Iparii.

[TosicHroBabHA 3anucKa (PaxoBOT YACTUHU CKIIAJIAE€THCS 3 BCTYITY, TPHOX PO3/LIIB,
BUCHOBKIB Ta JOJATKIB.

BeTym MicTUTB OTJIsi] aKTyalbHOCTI TEMHU.

[lepmmii po3aia NpUCBSIYEHHI TOCTIIKEHHIO )kaHpy roguelike.

Hpyruii po3ain onucye BUOIp TEXHOJOTIYHUX PIlIEHb Ta OOIPYHTYBAHHS BUOODPY
Unity.

Tperiit po3ain po3KpUBaE MPOIIEC MPOSKTYBAHHS Ta peaizalliio Tpu.

BucHOBKHM MIZICYMOBYIOTh pe3yAbTaTH JOCTIIKEHHS Ta pO3pOOKHU

bakanaBpcrka kBaniikaiiitHa podoTa MicTuTh 62 ctopinku (6e3 noaarkis), 48
pucyHkiB, 1 Tabmuirto, 28 mxepen ta 1 qoaaTok.

Kurouogi ciioBa: Roguelike, Unity, 2D rpa, BumaakoBa reHepailiisi piBHiB, IFPOBHIA

pYILIii, IrpOBI MEXaHIKH, pO3pOOKa 1rop.



ABSTRACT

for bachelor’s qualification work of a student of 401 group at Petro Mohyla Black
Sea National University
Kuleba Vladyslav
Theme: Development of a 2D roguelike game with dynamic level generation using

the Unity engine"

The qualification work is dedicated to the development of a software
implementation of a 2D roguelike game based on the Unity game engine.

Object of work — the process of developing a 2D roguelike game with dynamic
level generation.

Subject of work — game mechanics of the roguelike genre and development
technologies on the Unity platform.

The purpose of this work — analysis of the gaming industry and current trends in
the roguelike genre, as well as the development of a gaming application with dynamic
level generation.

The work consists of a professional and a special part on labor protection.

The explanatory note of the professional part consists of an introduction, three
chapters, conclusions and appendices.

The introduction provides an overview of the relevance of the topic.

The first chapter is devoted to the study of the roguelike genre.

The second chapter describes the choice of technological solutions and the rationale
for choosing Unity.

The third section reveals the process of designing and implementing the game.

The conclusions summarise the results of the research and development.

The bachelor qualification work contains 62 pages (without appendices), 48
figures, 1 table, 28 sources and 1 appendix.

Keywords: Roguelike, Unity, 2D game, random level generation, game engine,

game mechanics, game development.
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BCTVYII

AKTyaJIbHICTb. Y Cy4acHOMY CBITI 1HAYCTpIsl BIZCOIrOp € OJHIEI0 3 HAWOUIbII
JUHAMIYHUX 1 IEPCIIEKTUBHUX Taiy3ei 1muppoBux texHosorii. Ocobnuse Micie cepen
YHUCIIEHHUX >KaHPIB BIA€OIrOp 3aiMaloTh irpu skaHpy roguelike, siki 3aBAsIKM CBOIM
YHIKaJIbHUM XapaKTepUCTHKaM 3700yJIu IIMPOKY MOMYJSAPHICTH 1 JIFOOOB TpaBIliB. Irpu
IBOTO JKAHPY BHUPIHSIIOTHCS TMPOIEIYPHOIO TEHEpAIli€l0 pPIBHIB, BUCOKUM pIBHEM
CKJIQJHOCTI Ta TOCTIMHOIO 3arp030I0 CMEPTI MEepCoHaXka, 10 3MYIIIY€E TPaBIliB PO3BUBATH
CTpaTeriuHe MHUCJICHHS Ta aJanTyBaTUCA J0 HenepeaoauyyBaHUX CUTYaLlIH.

IcTopist cTBOpeHHs xaHpy roguelike po3noyanacs 3 Bunycky rpu "Rogue" y 1980
poiii, sika cTajda BHU3HAYaJIbHOIO JJISI I[BOTO KaHpy. 3 TOro 4acy irpu tumy roguelike
MOCTIIHO €BOJIIOI[IOHYBAJIM, IHTETPYIOYH HOB1 TEXHOJIOTII Ta TeMMILICHHI 1HHOBAIli, 110
JIO3BOJIWIIO 3ATyYUTH IIUPOKY ayAUTOpito rpaBuiB. CyyacHi irpu LbOTO XKaHPY, TaKl K
"The Binding of Isaac", "Dead Cells" Ta "Hades", ieMOHCTpYIOTh BeIMYE3HHI TOTEHITIAI
JUJIS1 IOAQJIBIIIOTO PO3BUTKY, MOEAHYIOUH B 001 INIMOOKI HApaTUBH, CKJIAJIHI MEXaHIKH Ta
repeI0Bl TEXHOJIOTI.

Meta poGoTu. OCHOBHOIO METOI OakalaBpChKOi KBamidikaiiifHoi poOOTH €
po3pobka 2D-rpu B xaHpi roguelike 3 nMHaAMIYHOIO TeHEpalli€ro PiBHIB 3aC00aMU PyIIIis
Unity. s mocsirHeHHS 11i€1 MeTH HEOOX1JHO MPOBECTH JETANbHE JOCIHIKEHHS KaHPY
roguelike, oOpatu onTUManbHI TEXHOJIOTIYHI PIIEHHS ISl pO3pOOKH T'pH, a TaKOXK
peanizyBaTy IPOEKT 3 YpaxXyBaHHSIM BCIX HEOOX1THUX FeHMITJICHHUX MEXaHIK.

3aBaaHHA JOCTiKEeHH:

1) mpoBecTH aHami3 iCTOPii CTBOPEHHS Ta PO3BUTKY irop skaHpy roguelike;

2) BHU3HAYUTH KIIFOUOBI XapaKTEpUCTHKH kaHpy roguelike Ta re#mricini
1HHOBAII11, SIK1 3pOOMIIM MOTO MOMYJIAPHUM;

3) 3AiCHUTH OTJISII ICHYIOYHMX irOp I[LOTO )KAHPY Ta CyYaCHHX TEXHOJIOTIH, sKi
BUKOPHUCTOBYIOTBCS TS IX PO3POOKH;

4) ouiHUTH BIUTHB XaHpy roguelike Ha cy4acHi irpoBi TpEHIH;

5) mpoBecTH AOCITIKEHHS MOMYJISIPHUX IrPOBUX PYIIIiB Ta OOIPYHTYBaTH BHOIp

pymtis Unity ais po3poOku rpu;
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6) po3poOMTH METOA  BHIAAKOBOI TIeHepalii piBHIB, sKui Oyje
BUKOPHCTOBYBATHUCS B TPi;

7) peami3yBaTH IPOSKT T'PU 3 ypaxyBaHHSAM BHU3HAUCHUX T'CHMILICHHUX MEXaHiK
Ta TEXHOJOTTYHUX PIIIEHb.

O0'ext pocaimkenns. Ilpouec po3pobku 2D-rpu B xaHpi roguelike 3
JTWHAMIYHOIO TE€HEpaIli€l0 PiBHIB.

IIpenmer pochaimkenHsi. IrpoBi mexaniku >xaHpy roguelike Ta TexHomorii
po3poOku Ha matdopmi Unity.

Ctpykrypa poboru. BiamnoBiiHO J0 METH Ta 3aBlJaHb JIOCHIIKEHHS,
OakanaBpchka KBamidikamiiiHa poOoTa CKIAAA€eThCs 3 TphOX po3AumiB. llepmmii po3ain
MPUCBIYCHUHN TOCIIKEHHIO KaHpy roguelike, oro icTopii, XapaKTepUCTUK Ta BIUIUBY
Ha Cy4YacHi IrpoBl TpeHAH. Y JIPYromMy pO3/iil PO3TIISAIAI0THCS TEXHOJOTIYHI PIIICHHS
JJIs. pO3pOOKH TpHu, OOIpyHTOBYeThCsi BUOIp pyuris Unity Ta ONKMCYIOTHCS METOIU
BUIIAJIKOBOI reHeparlii piBHIB. TpeTiit po3auT MICTUTh OMUC MPOLIECY MPOEKTYBAHHS Ta
peamizalii rpy, BKIIOYAIOYH PO3POOKY TeUMIUIEHHUX MEXaHIK, CHCTEMY KepyBaHHS
MEPCOHAXEM, JIOIaBaHHA BOPOTIB Ta HANAIMNTYBAHHA X XapaKTEPUCTHUK, a TaKOX
peaizallio airOpuTMy BUTIQJKOBOT T€Hepallii piBHIB.

BucHoBKH. Y BUCHOBKAaX IiJICYMOBYIOTHCS PE3YJIbTATH AOCIIKEHHS Ta PO3POOKH

I'pHU, @ TaAKOK BU3HAYAIOTHCA IICPCIICKTUBHU IMOJAJIBIIOIO PO3BUTKY IIPOCKTY.
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1 JOCJIIIZKEHHSA )KAHPY ROGUELIKE
1.1 IcTopist cTBopeHHs irop xanpy roguelike

Roguelike e »anp Bigeoirop, mo xapakTepu3yeThCs MPOIESTYPHO TEHEPOBAHUMU
PIBHSIMH, TMOCTIHHOIO CMEPTIO MEpPCOHAXa Ta TeUMIUICEM, IO CUIIBHO 3aJICKUTH BiJl
JOCTIPKEHHST Ti3eMeNb Ta TaKTU4YHOiI OopoThOu. Has3Ba xaHpy MOXOOUTH BiA TpH
"Rogue", ska Buiinnia y 1980 porii i craja BU3HAYaIbHOIO IS I[bOr0 TUITY irop [1].

Irpu sxanpy roguelike 3m00ynM MOMyNSpHICTH 3aBASKKA CBOIM YHIKQJIBHUM
O0COOJIMBOCTSIM, TAaKUM SIK MPOLEAYPHO T€HEpPOBaHI CBITH, MOCTIMHA 3arpo3a CMepTI
MEepPCOHa)kKa Ta BHUCOKHM piBeHb CKiIagHOCTi. I[li irpu wacTto 3MyIIyIOTh TpaBIIiB
aJlaniTyBaTHCS Ta PO3BUBATH CTpaTerii BIKMBAHHA B HeNepen0adyBaHUX YMOBax.
Po3rissHeMo Ki1I04OBI €Tany po3BUTKY I[bOTO KaHPY.

IMepma roguelike-rpa Rogue.

XKanp roguelike 3'sBuBcs Ha nouarky 1980-x pokiB 13 cTBOpeHHsM rpu "Rogue"
cTyJleHTaMu yHiBepcutery Maitkiom Toii 1 'menni Biumenom. Criouatky po3poOrieHa
st cucteM UNIX, rpa "Rogue" noeaHyBaia e1eMeHTH TPAAULIHHUX POJIbOBHX 1TOp 3
KOMI'IOTEPHUMH TEXHOJIOTiSIMH, CTaBJISIYM TEpell TPaBUSIMHU 3aBIaHHS BIDKUTH B
nabipUHTaX, HAMOBHEHMX MOHCTpaMH Ta ckapOamu. BinmiHHOIO pucoro rpu OyIio
MpoIeAypHE TeHEPYBaHHS PIBHIB, 10 3a0€3MeUyBaJIO YHIKAIIBHUI MaKeT 1 HOB1 BUKJIMKHU
KOKHOTO pa3y, KOJM IpaBellb MOYMHAB HOBY Tpy. Lle poOuio kokeH 1IrpoBU ceaHC
HEMOBTOPHUM, aJ[KE IMiI3€MEIUIsI, MOHCTPH Ta CKapOu 3MiHIOBaJIMCA 1opasy. ['paBisim
HaJexXallo mykatu Amyser €HIopa Ha HaWHWKYOMY PIBHI MiA3EMEIUISl, 3HUILYIOYU
BOPOTIB 1 30Mparo4n KOPUCHI MPEMETH, Taki K 30posi, OpoHs, 311 Ta iHme [2].

Ha pucynky 1.1 300paxkeHo ckpiHIIOT rpu Rogue.
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Level :4 Hits:29(29) Str:16016) Gold:718 firmor:5  Exp:4-76

Pucynok 1.1 — Ckpinmior rpu Rogue [2]

VYemix "Rogue" mokiaB mo4yaToK PO3BUTKY LIUIOT HIMIl IMOp, IO BIJ3HAYAIUCS
CXO0XUMU Xapakrtepuctukamu. Bimomi irpu, Taki sik "Hack" (1985) 1 "NetHack" (1987),
posmmpuin iaei "Rogue", nogatoun HOBI (PyHKIi Ta OuIbITy ckiaaHicTh. "NetHack"
BIJI3HAYAETHCS CBOIM TJIMOOKUM CIOKETOM Ta CKIIJHICTIO, 1 BOHA MPOAOBXKY€E OyTH
MOMYJISIPHOIO cepell (haHaTiB >KaHPY /10 ChOTOJIHI.

P03BHTOK TEXHOJIOTIH Ta HOBi MOKJIUBOCTI.

3 PO3BUTKOM KOMIT'IOTEPHUX TEXHOJIOTiH, irpu xkaHpy roguelike cramm
CKJIAJHIIIMMH Ta Bi3yasibHO npuBabiauBimmmu. [lounnarouum 3 2000-x pokiB, 3'sIBUIUCS
irpy, SIKI BUKOPUCTOBYBaJIM OUIbIN cydacHi rpadiyHi 1 aynio MoxiuBocTi. "Dungeon
Crawl Stone Soup", "The Binding of Isaac" (2011), ta "Spelunky" (2008) 3mornm
3a]Ty4UTH OUIBIIY ayIUTOPIIO 3aBIASKH OHOBIIEHOMY 1HTEpdEiCcy Ta iHTerpaiii rpadiuHux
1 3BYKOBUX €(DEKTIB.

CyuacHi TeHaeHUii.

CoporonHi xxanp roguelike mposoBkye €BONIOIIOHYBATH, IHTETPYIOUN €JIEMEHTH 3
IHIITUX JKaHPiB Ta MPOMOHYIOYH BCEe HOBI 1 HOBI MexaHiku. Irpu, Taxi sik "Hades" (2020),
MOKa3aJld, SIK TJIMOOKe HapaTHBHE PO3MOBIJAHHS MOXKE OyTH 1HTEIPOBAHO B PaMKax
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roguelike-ctpykrypu, 3a0e3nedyrodd IMITyJIbC JUIS PO3BUTKY TIEPCOHAXKIB Ta
30epekeHHs 3aXOIUieHHs rpaBiiB. [locTiifHa 3arpo3a cMepTi Ta HEOOXIAHICTh KOXKHOTO
pa3y MOYMHATH 3aHOBO HE BIAIITOBXYIOTh, a, HABIAKH, JIOAAIOTh irpaM JUHAMI3My Ta
BUKJIHKY.

XKanp roguelike 3anumaeTsCcst OTHUM 13 HAHOUIBII IHHOBAIIITHKX Y CBITI BiI€OITOp,
IPOJIOBXKYIOUH 3aXOILUTIOBATH I'PaBLIiB CBOEIO HeMepea0auyBaHICTIO Ta CKIAAHICTIO. [rpu
[[FOTO JKaHPY YacTO BHMMAraroTh BiJ TPaBLiB TIMOOKOTO 3aHYpPEHHS, CTPATEriyHOTrO
MUCJICHHA Ta TOTOBHOCTI J0 HEBJa4, IO POOUTH iX HEe3a0yTHIM JOCBIIOM Y CBITI

IHTEpPaKTUBHUX PO3Bar.
1.2 Xapakrepuctuku xaHpy roguelike i reiimnuieiiHi iHHoOBaIlil

XKanp roguelike BUPI3HSETbCS CBOIMU YHIKAJIBHUMH XapaKTEPUCTUKAMHU, SKi
CTBOPIOIOTh TJIMOOKHH 1 BHKJIMKAIOUMM 1HTEpec TreumIuieiinuid mocsia. Lli irpu
BUMAararoTh BiJ] TPaBI[IB CTPATETIYHOTO MUCJICHHS, BMIHHS IIBUAKO aJanTyBaTHUCS JO
3MIHHUX YMOB 1 TOTOBHOCTI JI0 MOCTIMHHX BHUKJIHUKIB. Y LOMY PO3AUI PO3TISTHEMO
OCHOBHI XapaKTepUCTUKH KaHpy roguelike Ta reiMIuieiiHl 1HHOBALli, AK1 3pOOMIH HOTO
TaKUM TIOITYJISIPHAM.

BaxnuBy ponb Bigirpae irpoBuid Iu3aiiH, SIKMUA € TPOIIECOM CTBOPEHHS Ta
(dbopMyBaHHS MEXaHIK, CUCTEM 1 npaBuil rpu. IIporec po3poOku rpu 3a3Buyail BKIKOYAE
KOHIICTITyai3aIif0, CTBOPEHHS MPOTOTHIIB, TECTyBaHHA Ta pEBI3i0. Y BUNAAKY
roguelike-irop, ocoOiMBYy yBary HpHIUISIOTE MEXaHIKaM MPOIeaypHOi reHeparii Ta
OaaHcy CKJIaAHOCTI, 100 3a0e3meuynTH HenependadyyBaHICTh Ta IOBTOPIOBAHICTH
reiimmiero. Lle Bkiowae mocTiliHe TeCcTyBaHHsS 1 BAOCKOHAJIEHHA, 1100 3a0e3neduTu
30aJIaHCOBAHICTh IrPOBUX PIBHIB Ta I[IKaBUH TOCBIA 1J1s TpaBIiiB [3].

OcHOBHI xapakTepucTUKH KaHpY roguelike.

IIpouexypHo reHepoBaHi CBiTH.

Opniero 3 KIO4YOBUX ocobimBocTed roguelike-irop € mpouenypHa reneparis
cBiTiB. KOXXE€H 3amycKk Tpu CTBOPIOE HOBUM YHIKaJIbHUW CBIT 3 BUIAJKOBUMH
niJ3eMeIIiIMUA, MOHCTpamMu Ta ckapbamu. Lle 3a0e3neuye Oe3kiHEUHY BapiaTHUBHICTS 1

peirpabenbpHICTh, aJKe T'paBlll HIKOJW HE 3HAIOTh, 10 Y€Ka€ Ha HUX 3a HACTYIHHUM
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oBopotom [4].

IlepmaHeHTHA cMepPTh.

[lepmanenTHa cMepTh 00 OCTIHHA CMEPTH 03HAYAE, 1110 MICIS CMEPTI IEPCOHAXKA
rpaBellb MOBUHEH MOYMHATHU rpy crnovaTtky. Lle momae rpi 3HaUHOI HANPYTH 1 3MYIIYE
IpaBIiB 00EPEKHO MIAXOIUTH 0 KOKHOTO KPOKY, a/[Ke OJJHAa TOMUIIKA MOXKE KOIITYBaTH
BCHOTO mporpecy [5].

IHoxpoxkoBuii reiMIuIei.

binpiricts knmacuunux roguelike-irop BUKOPHCTOBYIOTh MOKPOKOBHI PEXUM, 1€
KOKHA /115 TpaBIlsl BUKOHYETHCA B paMKaX OJHOTO KpoKy. Lle 103Bosisie rpaBIsiM peTeabHO
IJIaHyBaTH CBOi J1i 1 O0OJyMyBaTH cTpaTerii, Mo OCOOJHMBO BAXKIMUBO B CKJIQJHHUX
cutyarisix [4].

Roguelike-irpu 3a3Bru4aii MarOTh CKJIaJHI MEXaHIKH 1 BACOKUH PIBEHb CKJIAHOCTI.
['paBii MOBMHHI BpaxoByBaTu 0e3i114 (PaKkToOpiB, TAKHX SIK PECYPCH, 30POB'S, IHBEHTAp,
Ta TAKTUYHI MaHEBPH IS TOTO, 00 BUKUTHU B HEOE3MEUHUX YMOBaX.

I'elimnuielini iHHOBAIIIl.

TI'iopuani xxanpu. YV cyuyacHux roguelike-irpax 4acto moeHyOTbCS €IEMEHTH 3
iHmmx okanpiB. Hanpuknaa, "The Binding of Isaac" xombiHye enemeHTH action Ta
roguelike, CTBOpPIOIOYM AMHAMIYHUI ITPOBHI MPOLEC, IO CIHUPAETHCA HA IMIBHJKI
pebnexcu rpaBug. [ammit npuxnan, "Darkest Dungeon", moeanye roguelike 3
€JIEMEHTaMH CTPATErYHUX 1F0p Ta MEHEIXKMEHTY PECYPCIB.

Meta-nporpecia. Y knacuunux roguelike-irpax miciisi cmepTi TpaBlsl BeECh
nporpec ryoutscs. [Ipote cydacHi irpu, Taki sk "Rogue Legacy" 1 "Hades", 3anpoBaauinu
METa-MPOrpecito, J1e TEeBHI JOCATHEHHS YU pecypcH 30epirarotbess MK cripodamu. Lle
3a0e3reuye BiqayTTs IpOrpecy 1 MOTHBAIlil HABITh Micis HeBaai [4].

IMokpamena rpagika i 3Byk. Xoua Tpamguiiiini roguelike-irpy mamu mpocty
rpadiky, cydacHi po3pOOHUKH BIIPOBAKYIOTh MOKPAIllEHI Bi3yadbHI 1 3BYKOBI €(DEKTH.
[le momomarae 3aJlydyuTH HIUPIILY AyAUTOPIIO 1 POOUTH IrpU OLIBII 3aXOTUIFOIOYUMHU.
Hanpuxnan, "Hades" BizHagaeThCs 4y 10BOIO rpadikoro Ta JUHAMIYHUM CAyHITPEKOM,

10 J107a€ TJIMOUHU ITPOBOMY JOCBIY.
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Ckaaani HapaTuBH i mepcoHaxi. J/leski cydacHi roguelike-irpu iHTErpyroTh
rMOOKI HapaTHBH 1 PO3BUTOK MEPCOHAXIB y cBiM revmmieit. Hampuxmnan, y "Hades"
IpaBIli B3aEMOIIOTH 13 PI3HUMH [IEPCOHAKAMH, PO3KPUBAIOYH iXHI1 1CTOPIi 1 PO3BUBAIOYH
crocyHkH. Lle monae qogaTkoBUil map 3aHypEeHHS 1 MOTUBAIIIT JIJIs1 TPABIIIB.

XKanp roguelike 3a3HaB 3HAYHUX 3MiH 3 MOMEHTY CBOTO CTBOPEHHS, 30€piraroun
Ipy I[bOMY OCHOBHI XapaKTEPUCTUKU, IO POOJSITH HOro yHikaabHuUM. [HHOBaIi B
reiMIuiei, MoeaHAHHS 3 IHIIUMH KaHPAMH, MOJIMIICHHS Tpadikd 1 3BYKY, a TaKOXK
PO3IIMPEH] HAPATUBU 3POOMIHM 111 IrpH MOMYJSIPHUMH CEpe/l PI3HOMAHITHOI ayAuTOpii.
He3zanexuo Bij Toro, uu 1ie kinacudti roguelike 3 ASCII-rpadikoro, un cyyacHi ridpuau
3 0araTuM CHOKETOM, 11 I'pU MPOJOBKYIOTh 3aXOIUTIOBATH T'PABIIB CBOIM BUKIIMKOM 1

Hernepen0ayyBaHiCTIO.
1.3 AHaJti3 HAsABHHUX irop Ta TEXHOJIOTIiH

CyuacHi roguelike irpu npoaeMOHCTpyBalM 3HAYHUI MPOrpec y BUKOPUCTAHHI
HOBITHIX TEXHOJIOT1H Ta IrPOBUX MEXaHIK, 0OCOOIMBO y TaAKUX MOMYJIApHUX irpax gk "The
Binding of Isaac: Rebirth", "Dead Cells", "Hades" Ta "Risk of Rain 2". IIi irpu
UTIOCTPYIOTh SIK 1HHOBAIll y redmiuiei, Tak 1 BOPOBAKEHHS MEPEIOBUX TEXHOJOTIN
MOKYTbh 3MIHUTH BIUYTTS 1 JOCBI TpH B 3kaHpi roguelike.

The Binding of Isaac: Rebirth.

The Binding of Isaac: Rebirth — e mepepo0ka opurinanshoi rpu "The Binding of
[saac", sika Bxke cama mo co0i Oyna KyibToBOW. IlepepoikeHHs MNpONOHye 3HAYHI
MOJIIMILIEHHS B rpadili Ta Mpoieci I'pyu, BUKOPUCTOBYIOYM HOBHI ITpOBUM ABUTYH, IO
JIO3BOJIMJIO PO3POOHMKAM BKJIIOUHUTH OUIBIN CKJIQJHI MEXaHIKA 1 3HAYHO ITOKPAIIUTH
Bi3yalibHI edeKTH. ['pa BijoMa CBOE€IO TEMATUKOIO Ta CHMBOJII3MOM, a TAKOX CKJIATHOIO
CHUCTEMOIO TMPEIMETIB, sKa 3HAYHO BIUIUBAE HA CTPATETil0 IrPOBOTO TIPOIECY.
[MporienypHOo reHepoBaHi piBHI Ta eqeMeHTH roguelike-rpu rapanTyroTh, 0 KOXKHA Tpa
Oyze yHikaapHOMO [6].

Ha pucynky 1.2 300paxeno ¢gparment irpoBoro mpoiecy rpu The Binding of

Isaac: Rebirth.
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Pucynox 1.2 — ®parment irposoro npotecy rpu The Binding of Isaac: Rebirth

Dead Cells.

Dead Cells Bimoma cBoero '"roguevania" CTpPyKTyporo, sika moennye roguelike
MeXaHiKH 3 eleMeHTaMu metroidvania. Ile o3Hauae, 1110 irpoBUii CBIT Ma€ CTPYKTYpPOBaHY
HEIEPEPBHICTh, B TOW 4ac SIK PIBHI € MPOLEIYpPHO IeHEpPOBaHUMH. ['pa Mae BUCOKY
JTMHAMIKY, BIIMIHHE YIIPaBIiHHSA MEPCOHAXKEM Ta MIMPOKHUM apceHas 30poi, 10 g0/1ae
rmOuny irpoBoMmy mnponecy. Dead Cells Takoxx BUPI3HSETbCS CBOE€IO IUIABHOIO
aHIMAIII€l0 Ta SICKPABOIO MIKCEIBHOIO TPadiKolo, 10 € 3HAYHUM JIOCATHEHHSIM B KaHPI
[7].

Ha pucynky 1.3 300paxkeno ®@parment irposoro npoiiecy rpu Dead Cells.
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Pucynox 1.3 — ®parment irposoro nporiecy rpu Dead Cells

Hades.

Hades € sickpaBum mpuKIIaoM Cy4acHOTO Miaxoay 1o xaHpy roguelike, B sikomy
KOXXHa Crpoba MPOUTH TPy CYIIPOBOIKYETHCS PO3TOPTAHHSAM TIIMOOKOTO Croxkety. ['pa,
po3pobiieHa Supergiant Games, po3moBijae icTopito 3arpesi, 0e3cMepTHOro cuHa Aina,
SKUH MparHe BTEKTH 3 MiJ36MHOTO CBITY, OOPIOYHCH 13 YUCICHHUMH BOPOKUMU JTyIIAMHU.
Big3Havyarouuch 4yaoBOKO Tpadikoro, PI3HOMAHITHICTIO TEUMIUIEI0 Ta PETEbHO
po3pobsieHnME niepcoHaxkamu, Hades BUKOpUCTOBY€E CydacHi TEXHOJIOTII 1JI1 CTBOPEHHS
IJIaBHUX aHIMaIlid Ta BI3yalbHUX €(EKTIB, M0 3HAYHO MIJACHIIIOE 3arajibHy
NPUBa0JIMBICTh irpoBOTO Mporecy [8].

Ha pucynky 1.4 300paxeHno gparmeHnT irpoBoro mpoiiecy rpu Hades.
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Pucynok 1.4 — ®parmenT irposoro npouecy rpu Hades

Risk of Rain 2.

[Tepexonsum Bix 2D mo 3D, Risk of Rain 2 3miHIOE cTaHmapTHi ysBIEHHS TIPO
roguelike irpu. 3D-cepenoBuile BHOCUTh HOBY TJIMOMHY 1 KOMIUIEKCHICTH y KaHp,
JIO3BOJISIIOYM TPABISAM JOCIIKYBATH O1bII 00'€MHI CBITH 1 BUKOPHUCTOBYBATH OLIBII
CKJaaHi cTpaterii. ['pa TakoX BKJIIOYA€ MYIJBTUIUIEEP, IO HE YACTO 3YCTPIYAETHCS B
Tpaauiiitnux roguelike irpax, 7103BoJIAI04YM T'paBLsIM 00'€IHYBaTUCA Ta CHIIBHO A0JATH
BukiukH [9].

Ha pucynky 1.5 3006paxkeno gpparmeHT irpoBoro nporecy rpu Risk of Rain 2.
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Pucynok 1.5 — ®parmenT irposoro npouecy rpu Risk of Rain 2

CyyacHl TeXHOJIOTIT Ta IHHOBAIIMHI MiAXOAW 10 TEHMIUICI0 B 3HAYHIA MIpl
30aratuiu xkaup roguelike. Big nmepepoOok KIaCMYHUX 1TOp 10 BBEJACHHS HOBUX MEXaHIK
1 pO3IIMPEHHS )KaHPOBUX MeX — irpH, sk "The Binding of Isaac: Rebirth", "Dead Cells",
"Hades" Ta "Risk of Rain 2", neMOHCTpYIOTh MOTEHIIIAT JIJISl OJAJIBIIOTO PO3BUTKY Ta
iHHoBatii. Ili irpu He TUIbKK 3a0e3MevyroTh 3aXOIUTIOYUN ITpOBUM JOCBIiI, ane M
CIIOHYKalOTh 110 peduiekcii Haa TUM, SK ITpU MOXYTh PO3BHUBATHCS Ta BIUIMBATH HA

IPaBIliB y MaliOyTHHOMY.
1.4 BnuiuB skaHpy HA Cy4YacHi irpoBi TpeHH.

XKanp roguelike craB onHuUM 13 HaWOLIBII BIUIMBOBUX HANPSAMKIB y Cy4acHId
IrpoBId 1HAYCTPIi, BHOCSYM BaroMuil BHECOK Y po3poOKy 1rop Ta popMyBaHHS TPEH/IIB.
Big irop 13 He3HAUHUMU THII-TTPOCKTaMHU 110 BenUKuX AAA-Buaanb, roguelike-eneMenTu
CTIM KJIIOYOBUMHU y BH3HAYCHHI HOBUX HAMpPSMKIB PO3BUTKY ITPOBOTO IMPOIECY 1
nu3aiiHy. Po3risiHemMo JeTanbHille, K came 1€ kaHp BIUTMHYB Ha irpoB1 TPEH/IH.

30iJIbIIEHHA CKJIAIHOCTI irOp Ta BUMOT 10 CTPATEriYHOT0 MHCJICHHS.

Opni€ero 3 BUPIMIANTBHUX XapaKTEPUCTUK >KaHPYy roguelike € BHCOKA CKIIATHICTh

IrpOBOr0 MpOLIECYy, SKa BUMAra€ BijJ TpaBIiB MPOJAYMAaHUX TAKTUYHUX PIIICHb 1
2024 p Kyse6a B. O. 122 — KPP — 401.22010111



Kagenpa inrenexryansHux iHGOPMaiHHUX CHCTEM

Po3pobxa 2D-rpu B xxanpi roguelike 3 nuHAMiIYHOIO TeHepaIli€ro piBHIB 3acobamu pymrist Unity

14
cTpaTeriyHoro manyBaHHs. CydacHi irpd BCE 4YacCTillle 1HTErPYIOTh IIEM acIekT,

CTBOPIOIOUM OUIBII BUKIIMKAIOUl Ta 33JI0BUIbHI irpoBi 1ocBiau. Lle conykae rpaBIiiB 10
TIIMOIIOrO 3aHypPEHHS B IrPOBI MEXaHIKH Ta JOBILIEC YTPUMYE IXHIO yBary.

IIpoueaypHa reHepanisi KOHTEHTY.

[TponemypHO TeHEpOBaHI PiBHI Ta IrpoOBi CBITH, 5K1 € KIIF0OUOBUMHU i roguelike-
irop, cTayiv MOMyJISIPHUMH B 1HIIKX KaHpaX. BOHU J03BOJISIOTH CTBOPIOBATH YHIKATbHUN
ITpOBUI JOCBiJl MPU KOKHOMY HOBOMY IMPOXOJKEHHI, 301JIbLIYIOUN peirpabenbHICTh 1
JOBTOBIYHICTH 1rop. Ll TexHika BHUKOPUCTOBYETHCS HE TUIBKH B MPUTOTHUIIBKUX 1
POJBLOBHX Irpax, aje i y cTpaTerisx ta cumysisstopax [10].

Ha pucynky 1.6 300paxkeH0 reHepaitito piBHs O1HAPHUM PO3OUTTSIM MPOCTOPY .

A 4 44 4 4 4 4 4 4
LA ¢

S 4 4 4 7 7 2 B D B B

LN\ GOOOd

7 1 1 4 B 4 B 7 B 2 7 7
7 4 5 7 7 7 7 4 % B 7 7 B NN B B

I B B . 2 2 1 1 1 4 1 4 5 7 7

»
>

4 4

€ A ¢
A A

A

A4 d 4

A d ¢

A

O B B B I B O
B 2 4 1 B B O
O L 7 1
e

A A d ¢
A A 4 4
A 4
4

A4 ¢

A 4

B 5 B
B 5 2 B

L dd ¢
A 4
A 4

L
L
e
A
A4
0 4
ol 4 4
4
0
o 4

O . 2 2 2 2 A 4 2 2 O
B2 I 7

il
¢

4

VV

LA ¢
A ¢
Y
Ll
L
AL ¢
e L4
o 4
ol ¢ 4
i ¢
A 44 4
Y
A A 4
A A 6
A ¢
L
o
>
¢
v

L
W
L

>
L
>

A
4
4
B4
BB B BT BB
o
s

4
LA 4

»

Add 4
A A4 4 4
A A 4
A ¢

A 4

A

4

A

A

2

B BB 7 2 B B 4 B 7 7 4 4 D 7 % 4 4 4 D 5 5 % 4 D O 2 2

Pucynox 1.6 — I'enepartist piBHS O1HAPHUM PO3OUTTSAM MIPOCTOPY

Honyaspusanis 0e3M0BOPOTHOI CMEPTI.
Konremnirist 6€3moBopoTHOT CMEPTI, 10 03HAaYa€ BTPATY BCIX JOCITHEHD MPU CMEPTI

NEepPCOHaXKa, 3MIHWIA MIAXOAW 1O Ou3aiiHy irpoBoro mpoiecy. Lls xapakrepucruka
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CTUMYJIIOE TPaBIIB 10 BUOOPY OUIBIT 00AYIMBUX Ta BUBAXKEHUX A1H, pOoOJIIUN KOXKHY
cpoOy 3Hauymo0. BrnpoBamkeHHS Takoro MiAXOAy B irpy IHIIKX >KaHPIB 30UIbLIyE
eMOLIIHUIN BILUTUB Ha TPaBIIiB, 3MYIIYIOUH 1X OUIBII BIAMOBIJAIBHO CTABUTHUCS A0 CBOIX
pimrens [10].

Ha pucynky 1.7 306paxxeHo ekpan cmepti B rpi Hades.

Pucynok 1.7 — Expan cmepri B rpi Hades

Po3mnpeHHs1 ;)KAaHPOBHUX MEXK.

Roguelike-irpu 4acTo moeaHyOTh €IEMEHTH 3 PI3HUX KAHPIB, CTBOPIOKOYN HOBI
yHIKaJIbHI KOMOiHaIli, ski MOXyTh Bkiatouatd RPG, crparerii, mryrepu, 1 HaBiTh
TOJIOBOJIOMKH. [le cripusiio BAHMKHEHHIO T10pUIHUX JKaHPIB, SKI MPOMOHYIOThH TPABIISIM
HOBI BUKJIMKH Ta CLIOCOOM B3a€MO/I1 3 I'POBUM CBITOM.

BnuimB Ha irpoBy iHAYCTpIiIO Ta KyJbTYpY.

3pocTaroya MmomyJisIpHICTh >kaHpy roguelike crpusina (GopMyBaHHIO AKTHBHHX
OHJIAWH-CIIBHOT 1 (aH-0a3, Mo crpusie OOMIHY 1JIeIMH, CTPATErisIMUA Ta MOAAMHU M1k
rpaBusMu. Lle He TiIbKM 301IbIIyE B3a€MOJIII0 B paMKaxX CIUIBHOTH, ajle W CTUMYIIIOE

PO3BUTOK ITPOBOTO KOHTEHTY Ta IHHOBAITIN.
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Brme xanpy roguelike Ha cydacHi irpoBi TpPEeHIM € 3HAYHUM Ta Mae€
JaNIeKOCsHKHI HachiAaku. [HHOBarii B reiimiuiei, a Takox Qinocodis nuzaiiHy, sKa
CTUMYJIIOE 1HHOBAIlli Ta KPEaTUBHICTh, IEPETBOPHIIN II€H JKaHP HA BaXJIMBUU €JIEMEHT
cydacHoi 1rpoBoi KyasTypu. Roguelike-irpu nmpomoBKyrOTh BIUIMBATH Ha PO3POOKY
HOBHX ITPOBHX MPOEKTIB, PO3UIUPIOIOYM MOMJIMBOCTI T4 BU3HAYAIOUM HOBI HAMIPSIMKU Y

PO3BUTKY ITPOBOT 1HIYCTPIi.
BucnoBkmu 10 po3aiay 1

XKaup roguelike, Bigomuii CBOIMH TpPOLETYPHO TE€HEPOBAHUMHU CBITAMH,
MEPMaHEHTHOIO CMEPTIO MEPCOHAXKIB Ta BUCOKOIO CKJIQ/IHICTIO, MoYaBcs 3 rpu "Rogue" y
1980 pori. Irpu niporo xxanpy, Taki sk "Hack" ta "NetHack", po3BuBanu 111 171€1, a cy4dacHi
npukiaan Ha kmrant "The Binding of Isaac" 1 "Hades" mpoaeMoHCTpyBaiu, K MOXKHA
BIIPOBA/KYBAaTH TIMOOKI HapaTUBU Ta cydyacHy rpadiky. OCHOBHI XapaKTEpHUCTUKHU
JKaHpPY BKJIIOYAIOTH HemependadyBaHICTh 1 MOCTIMHUM BHUKJIMK, II0 BUMAaraloTh Bij
I'PABIIIB CTPATETTYHOTO MUCIICHHS Ta aIalTUBHOCTI. [HHOBAIIIT, Taki K T10pUJIHI )KaHPH,
MeTa-mporpecis Ta mokpaiieHa rpadika, 30epiratots intepec 1o roguelike irop. 11 irpu
JEMOHCTPYIOTh 3HAUHHI MPOTrpec y BUKOPUCTAHHI HOBITHIX TEXHOJIOT1H 1 BIUIMBAIOTh Ha
CydacHI ITpOBI TPEHIY, MIABUINYIOUM CKJIQJHICTh 1 TOMYJSPU3YIOUH MPOIEAYPHY
re’epaiiro KoHTeHTy. Roguelike-eneMeHTH 1HTErpylOTbCS B 1HIII KaHPH, CTBOPIOIOYU
HOBI T10puHI (HOPMHU, SIK1 TTPOJIOBKYIOTH PO3BUBATH 1HIyCTPIIO BiJIEOITOpP, pOOIIIUH 1Ieh

YKaHpP OJHUM 13 HaAOLIbII IHHOBAI[IMHUX Ta BIUIMBOBUX y CY4YacHIM IFPOBIMA KyJIBTYpi.
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2 JOCIIIZKEHHA TA BUBIP TEXHOJIOI'TYHUX PIINEHDb

2.1 JocaigskeHHsI MOMYJISIPHUX iIrPOBUX PYLIiiB

Y cydacHOMy CBITI Bi€Oirop, irpoBi pyIii BiZIrpalOTh BHUPIIIAIBHY pOJb,
OCKIJIbKHA BOHU € (yHIAMEHTOM JJII PO3POOKH irop, Hajalouu po3poOHUKaM HEOOXiTHi
IHCTpYMEHTHU Ta (YHKITIOHAI JIJIi CTBOPEHHS ITPOBUX CBITIB. JlesKi 1rpoBi pyInii cTaau
0COOJMBO TOMYJSIPHUMH 3aBJISKH CBOid THYYKOCTi, MOTY>KHOCTI Ta JOCTYMHOCTi. B
BOMY JTOCJIIJIPKEHH1 PO3TISIHEMO HaWMomysipHil irpoBi pymiii, Taki sk Unity, Unreal
Engine, Godot, Ta GameMaker Studio, Ta o1iHMMO X BIUIMB Ha IFPOBY 1HAYCTPIO.

Unity.

Unity onuH 3 HaMOUIbII BXKMBAHMX ITPOBHUX PYIIIiB Yy CBITi, BIIOMHUI CBOEIO
YHIBEPCAIBHICTIO Ta MIATPUMKOIO MYJIbTUIUIATPOPMEHHOCTI. Pymiiii  mo3Bosisie
pPO3pOOHUKAM CTBOPIOBATH ITpU JUIsl Maibke Oyab-skoi miatdopmu, Britodarouu PC,
KOHCOJI1, MOOUTBHI MpUCTPoi Ta HaBiTh VR-cuctemu. Unity 0coOIMBO nonyisspHUil cepey
1HA1-pO3pOOHHKIB 3aB/ISKH CBOIM JIETKOCTI Y BUKOPUCTAaHHI, OOIIMPHIN JOKYMEHTallli Ta
aKTHBHIA CHIJIBHOTI, KA MOCTIMHO IUIMTHCS TMOpaJaMu, IjIariHaMu Ta HaBYaJbHUMHU
Matepianamu. Unity Takox BiIOMUH CBOIMHU MOTY>KHUMHU THCTPYMEHTAaMHM JUIsl aHIMAIlil
Ta (I3UKHU, 110 pOOUTH MOTO 171€aTbHUM BUOOPOM ISl CTBOpeHHS 5K 2D, Tak 1 3D irop
[11].

Ha pucynky 2.1 300pakeHo jorotur irposoro pymris Unity.

@ Unity

Pucynok 2.1 — Jlorotun Unity [11]
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Unreal Engine.

Unreal Engine, po3po06:ienuii komnaniero Epic Games, € 0JHAM 3 HAUITOTYKHIIITUX
ITPOBUX pYIIiiB, KU BUKOPUCTOBYETHCA SK BEIMKUMH CTYIISIMH, TakK 1 1HJI-
po3pooHuKamu. el py1riii BiIoMuii CBOIMU MepeIOBUMH TpaiyHUMU MOKITUBOCTSIMH,
30KpeMa, MIATPUMKOIO BHCOKOSIKICHOTO pEHACPUHTY, pealicTuuHoi (i3uku Ta
nuHaMiyHOTO ocBiTiieHHa. Unreal Engine € BuOOpoM il MPOEKTIB, SKI BUMAararoTh
Bpa)karouoi Bizyasizallli Ta IHTEHCUBHOI IHTE€PAaKIIii 3 IrpoBUM cepenoBuiieM. HemronasHi
OHOBJICHHS pyIIis, Taki sik BBeAeHHA Unreal Engine 5, 3acBiTuyroTh 0ro 37aTHICTD 0
IHHOBAIII# Ta ajanTalii 70 Cy4aCHUX TEXHOJIOTIYHUX BUMOT [12].

Ha pucynky 2.2 306paxeno jgoroturn irposoro pymrisi Unreal Engine.

UNREAL
ENGINE

Pucynok 2.2 — Jlorotun Unreal Engine [12]

Godot.

Godot € BIIKpUTUM ITPOBUM PYIIIIEM, SIKHI MIBUJIKO Ha0yBa€ MOIMYJISIPHOCTI CEpel
PO3POOHUKIB 3aB/SKH CBOiM MMOBHIN BIIKPUTOCTI Ta THYYKOCTI. BiH miaTpumMye po3pooky
gk 2D, Tak 1 3D irop Ta BUpI3HAETHCSA IHTYITUBHO 3pO3yMUIUM IHTEp(DENCcOM Ta HU3bKUM
noporom BxomkeHHS. Godot 0coOnuBO MpUBAOIMBUN OISl THX, XTO IIyKa€ MOBHUN
KOHTPOJIb HaJl CBOIM ITPOBUM JBUTYHOM Oe€3 JIIeH31MHUX 300piB abo oOMexeHb
KOMepIIiiiHoro Bukopuctanns [13].

Ha pucynky 2.3 300paxkeHo gorotumn irpoBoro pytris Godot.
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GODOT
w Game engine

Pucynok 2.3 — Jlorotun Godot [13]

GameMaker Studio.

GameMaker Studio, po3pobiiennii YoYo Games, € igcanbHuUM BHUOOPOM Jis
HOBAYKIB y Tajy3l irpoBoi po3poOKH, SIKi XOUyTh MIBUAKO CTBOpUTH irpu. Llei pymriit
30cepe/KeHnid Ha po3poOiri 2D irop 1 BUPI3HAETHCS MPOCTOTOK BUKOPUCTAHHS, 110 HE
BUMarae TIMOOKWX 3HAaHb MPOTPAMyBaHHS 3aBISKH Bi3yaJlbHOMY MPOTPAMyBaHHIO Ta
"drag-and-drop" inTepdeticy. GameMaker HUpoOKO BUKOPUCTOBYETHCS JIJISI CTBOPCHHS
HE3AJIEKHUX 1MOp 3 HEBEJIHMKUM OIO/KETOM 1 € MOMYJIIPHUM BHOOPOM CEpes OCBITHIX
3aKJIaiB JUIsl HABYaHHS OCHOBaM irpoBoi po3poOku [14].

Ha pucynky 2.4 300paxkeHo jorotu irpooro pyiris GameMaker Studio.

e GameMaker”

Pucynok 2.4 — Jlorotun GameMaker Studio [14]

KoskeH 3 1ux irpoBUX pYIIiiB Ma€ CBOi YHIKaJIbHI XapaKTEPUCTUKH, 1110 POOUTH
HOT0 17iealbHUM JJI NIEBHUX THUIIIB ITPOBUX MPOEKTIB Ta pO3pOOHUKIB. Bin BIAKpUTHX
JUKEpeNl 0 KOMEPIIIWHUX MPOMYKTIB, BiJ MPOCTHX IHCTPYMEHTIB JJiI HOBAUYKIB JI0
KOMILJIEKCHMX CHCTeM Ui TIpo(decioHaliB — CyyacHl IrpoBl pymiii HPOMNOHYIOTh
PO3MAITTS OIIIIH, SKE JOTOMarae po3poOHUKaM pealli3yBaTh CBO1 TBOPYI Bi3li. 3aBISKU
IIUM TEXHOJIOT1SIM ITpOBa 1HAYCTPisl MPOJAOBKY€E PO3BUBATHCS, BHOCSYM HOB1 IHHOBAIIIi Ta

MOKpAILyIOUX IFPOBHM TOCBIJ JIsl TPABIIIB IO BCbOMY CBITY.
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2.2 OO0rpynuryBanns BuOopy pyuwis Unity aasi po3poOdkum rpu i ioro

nepeBarv y NOpiBHsIHHI 3 iHINIUMH PyIIiIMHA

Po3po6ka irop — 11e ckiaaHuii IpoIiec, o MoTpedy€e BUKOPUCTAHHS BIAMOBITHUX
IHCTPYMEHTIB 1 TexXHOJIOT1id. BuOGip 1rpoBoro pyiiis € OJHUM 3 HaWBaXKJIUBIIIUX PIIICHB,
sIKe BIUIMBA€E HA BCl aCTIEKTU CTBOPEHHS TPH, Bl PO3POOKH J0 BUITYCKY 1 MIATPUMKH. Y
[OMY TEKCT1 pO3TJIsTHEMO O0IpyHTYBaHHs BUOOpY pyiuis Unity asst po3pooku 2D-rpu B
xaHpi roguelike 3 TUHAMIYHOIO Te€HEpalli€l0 PIBHIB Ta HOro mepeBard y MOPiBHSHHI 3
THIIMMU PYLIISIMU.

Unity mupoxo BiIOMHIA CBOE€IO YHIBEPCATBHICTIO Ta MATPUMKOIO K 2D, Tak 1 3D-
rpadiku. Jma po3pobku 2D-rpu B xaHpi roguelike Unity npomoHye mDOTYXH1
1HCcTpyMeHTH, Taki sik Sprite Editor, Tilemap Editor ta 2D Physics Engine. Sprite Editor
JI03BOJISIE JIETKO CTBOPIOBATH Ta penarysartu crpaiiti, Tilemap Editor cnpouiye nporec
CTBOpeHHsI piBHIB, a 2D Physics Engine 3a0e3neuye peanicTUUHy QI3UKY IS
IHTEPaKTUBHUX €JIEMEHTIB I'PH.

Opniero 3 kIOYOBUX ocoOimBocTel roguelike-irop € mpouenypHa renepanis
piBHIB. Unity mnpomoHye po3poOHMKaM TMOTYXHI IHCTPYMEHTH Ta O10J10TeKH st
peamizaiiii nporenypHoi renepariii. BukopucroBytoun ckpunta Ha C#, po3poOHHMKH
MOXXYTh CTBOPIOBATH QJITOPUTMH, SIKI TE€HEPYIOTh YHIKaJIbHI PiBHI MiJ Yac KO>KHOTO
3aImyCcKy I'pH, 3a0€3Meuy0ur IPpaBIsiM HOBUHM 1TPOBUI JOCBI MPU KOXKHIN CIIpoOi.

Unity BIJOMHI1 CBO€IO THYUKICTIO Ta MOXJIMBICTIO PO3LIMPEHHS. 3aBISIKU BEIUKIM
KUIBKOCTI IJIATiHIB Ta IOMOBHEHb, A0CcTynHUX y Unity Asset Store, po3poOHUKH MOXKYTh
J10J1aBaTy HOB1 (PyHKIIT Ta IHCTpyMEHTH 0€3 HEOOX1THOCTI MHcaTu Ko 3 HyJs. Le 3HauHO
3MEHIIIY€E Yac PO3POOKHU Ta IO3BOJISE 30CEPEANTHUCS HA YHIKAIbHUX acrnekTax rpu [15].

IHopiBusinns 3 Unreal Engine.

Unreal Engine Bimomuii cBOIMU TepeOBUMH TpadiyHUMU MOMJIMBOCTSIMH Ta
MOTYKHICTIO, OJHAK BiH OJIbIII OpIEHTOBAHUI HA po3poOKy 3D-irop. s po3pobku 2D-
irop Unity € OUTbII MiAXOASIIMM BHOOPOM dYepe3 CHelliani3oBaHl 1HCTPYMEHTH sl
pob6otu 3 2D-rpadikoro. Kpim Toro, Unity Mae HUKYMI TTOPIT BXOJKEHHS, 10 BAXKJIMBO
JUTS THT1-PO3POOHUKIB Ta HEBEUKHX CcTy il [16].

2024 p Kyne6a B. O. 122 — KPb - 401.22010111



Kagenpa inrenexryanbHux iHOpPMaIIHHIX CUCTEM

Po3pobka 2D-Tpu B xxaHpi roguelike 3 mnHAMIYHOIO TeHEpaIli€ro piBHIB 3acobamu pytrist Unity 21

IMopiBusinuga 3 Godot.

Godot € BiIKpUTUM PYIIIEM 3 BEJIMKOIO THYYKICTIO Ta miATpuMKkoio 2D ta 3D-
rpadixu. Ognak, Unity Mae 3Ha4HO OLJIBIITY CIIIBHOTY Ta OLIBII PO3BUHEHY €KOCHCTEMY,
o 3abes3neyye JOCTYN J0 IIMPOKOTO CHEKTpa PECypCiB, TAKUX SIK JOKYMEHTAIlis,
dopymu Ta HaByanbHi Marepianu. lle moxke OyTu BHpimIAIbHUM (PaKTOPOM IS
PO3POOHHMKIB, SIKi MOTPEOYIOTH MIATPUMKH Ta IIBUIKOIO BUpIIICHHS pooiemM [16].

IHopiBusinnsa 3 GameMaker Studio.

GameMaker Studio cmemiami3yerbcsi Ha po3pobimi 2D-irop Ta Mae mpocTuid
iHTepdeiic, mo pobuth oro momynspHUM cepen HoBaukiB. [Ipote, Unity mpomonye
OUIbIly THYYKICTh Ta PO3IIMPIOBAHICTh 3aBASKHA cBOiM miaTpumil C# 1 MOTYKHUM
IHCTpYMeHTaM Jijist po6otu 3 2D Ta 3D-rpadikoro. Unity Takoxx Kpale MiaXOoAUTh JJIs
CKJIQJHIMIMX TPOEKTIB, SIKI MOXYTh BHMAaraTtu IHTErpalii 3 1HIIUMU CHCTEMaMH Ta
wiatopmamu [16].

IlepeBaru Unity nuis po3po0ku roguelike-irop.

Ogpniero 3 kimouoBux nepesar Unity 1is po3poOku roguelike-irop € MoxiauBicTh
JIETAIbHOTO HaJAITYyBaHHs ITPOBOTO Tpolecy. Pymniii mo3Bosisie CTBOPIOBATH CKIIAAHI
MEXaHIKM, Taki SK MEePMaHEHTHAa CMEPTh, BUIIAJIKOBA T'E€HEpAIlisi IrPOBUX MPEIMETIB,
cknagHi Al nns BOporiB Ta I1HTEpAaKTUBHI 00'€KTH. PO3pOOHMKH MOXYTh IIBHJKO
TEeCTyBaTH Ta BIPOBAXKYBATU HOBI 1Jiei 3aBISKH IIBHJIKOMY IIMKIYy PO3POOKM Ta
HAJIaroJ[KCHHS.

Unity miaTpuMye mupokuii criekTp miatdopm, Bkiatouaroun PC, koHCo1, MOO1TBHI
npuctpoi Ta VR-cucremu. Ile n03Bosisie po3poOHUKAM pO3IMIUPIOBATH ayAUTOPIIO CBOET
Ipy, BUIYCKalOUW ii Ha pI3HUX Iutatrgopmax Oe3 3HaYHUX AOJATKOBUX BUTpat. [[is
roguelike-irop, siki MOXyTbh MaTH IMUPOKY 0a3y IIAHYBAJIbHUKIB HA PI3HUX MPUCTPOSX,
1€ € 3HAYHOIO MEePEBaroxo.

Onniero 3 HatOIBIIMX TiepeBar Unity € Horo Beiauka CiijbHOTa po3poOHHUKIB. Lle
3a0e3nedye NOCTYN JI0 YUCICHHUX PECYpCIiB, BKIIOYAIOYN (POPYyMH, BiICOYPOKH, OJI0TH
Ta 0QiLiiHY JOKyMEHTaIlit0. PO3poOHUKN MOXKYTh IIBUIKO 3HAXOIUTH BIJIMOB1/I1 HA CBOi
3aMMUTaHHs, OOMIHIOBATUCS JOCBIIOM Ta OTPUMYBATHU MIATPUMKY BiJ] KOJIET.

Bbyno copmoBano tabmuiro 2.1 MOpiBHSIHHS ITPOBUX PYIIIiB BUKOPUCTOBYIOUHU
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Taki eJeKTpoHHi pecypeu [11, 12, 13, 14, 15, 16].
Tabmurs 2.1 — ITopiBHSAHHS OCHOBHUX XapaKTEPUCTHK ITPOBUX PYIIIiB
XapaKkTepucTUKa Unity Unreal Engine Godot GameMaker
Studio
[Tnardopmu IIK, moG1abH1, | IIK, moOineH1, | IIK, moO11bHI, | TIK, MOOLIBHI,
koHcosi, VR koHcosi, VR KOHCOJTI KOHCOJTI
[TinTpumka 2D13D Bucoxkosikicaa 2D 13D Bucoxkoskicua
rpadiku 3D, 6a3oBa 2D 2D, 6a3oBa 3D
JocTynHicTh Bucoxka, 3 Cepenns, Bucoxka, Bucoxka,
JUIs HOBAUYKIB BEJIMKOIO CKJIQJIHIIIUM JJ151 BIIKpUTE Bi3yasbHE
KUIBKICTIO HABYaHHS JHKEpeTio porpamyBaHHS
pecypciB
Mosu C# C++, Blueprints | GDScript, C#, | GameMaker
IporpaMyBaHHS (Bi3yaspHE C++ Language
porpaMyBaHHS) (GML)
Pecypcu st barato barato OOMexeHire, Xoporri
HaBYAHHS oQiIiHUX Ta odiIIfHUX Ta | aje 3pocTarya o1
CIIUJIBHOTHHUX CIIUJIBHOTHHUX CIILJILHOTA pecypcu
pecypciB pecypciB
Bapricth beskomroBuuli | be3komToBHUI [ToBHicTIO be3komToBHUM
JUTST OCBITH 1 IO TOCATHEHHS | O€3KOIITOBHMI | 0a30BUM ILIAH,
HEBEJIMKHUX IIEBHOTO TUTaTHI
MIPOCKTIB, JI0XO1y, TIOTIM PO3ILIUPEHHS
BIJICOTOK BIJ] B1JICOTOK
JIOXOJTy 32 TOXOY
BEJTUKI
IIPOCKTH
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Pymriii Unity € i1eansHuM BUOOpoM 11t po3poOku 2D-rpu B sxaHpi roguelike 3
JMHAMIYHOIO TeHepalielo piBHiB. Moro moTyxkHi iHCTpyMeHTH mis poGoTta 3 2D-
rpadikoro, MITprUMKa MPOIeayPHOI reHeparlii, THY4YKIiCTh Ta BeJIMKa CIIUIBHOTA POOIISThH
Horo mpuBaOJIMBHM BapiaHTOM JJi1 PO3pPOOHMKIB. [IOpIBHSHO 3 IHIIUMH PYIIIiSMU,
takumu ik Unreal Engine, Godot Ta GameMaker Studio, Unity npononye onTuManbHui
OajaHC MiIX TIOTYXKHICTIO, YHIBEPCAJBHICTIO Ta 3pYYHICTIO BHUKOPHUCTAHHS, IO

3a0e3rneuye epeKTUBHUMN Ta MPOyKTUBHUHN MPOIIEC PO3POOKH TPH.
2.3 MeToau BUIIAIKOBOI reHepauii piBHIB

VY po3pobiii 2D-irop xaupy roguelike 0THUM 13 KITFOYOBHUX ACTIEKTIB € IMHAMIYHA
reHepallis piBHIB, 1O J103BOJISIE CTBOPIOBATH YHIKAJIBHHUM ITPOBUH JOCBIA MPU KOKHOMY
HOBOMY 3aIlyCKy Tpu. Pi3HOMaHITHI METOJW TeHepallii piBHIB JOMOMAralTh JOCATTH
BHUCOKOIO PIBHS peirpadenbHOCTI Ta 3a0e3nedyroTh Hemnepen0adyBaHICTh, sKa €
BAYKJIMBOIO XapaKTEPUCTUKOK kaHpy roguelike. Y oMy TeKCTi pO3IIIIHEMO YOTUPH
MOMYJIIPHI METO/IU TE€HEPAIlii PiBHIB: METO PO3MOALTY KIMHAT, METOJ] TIOJILTY MPOCTOPY
(BSP), MeToa KIITHHHUX aBTOMATIB, Ta Irpad Ha OCHOBI KIMHAT.

Metoa po3noainy kiMmHat (Room Placement).

Meron po3nojily KIMHAT Tniepeadadae CTBOPEHHS KIMHAT y BHUIAJAKOBO OOpaHMX
JIOKaIllsIX Ha Mari, 3 MOJaJbIIUM iX 3'€eqHaHHSAM Kopuaopamu. lleit mMeron uacto
BUKOPHUCTOBYETHCS y po3po0I1ll kiacuuHux dungeon crawlers, e Ko)kHa KIMHaTa MOXKE
Matu pi3Hi po3mipu Ta popmu. Unity 103BOJISIE JETKO peatizyBaTy TaKUil TUI reHeparii
3a JIOTIOMOI'0K0 CBOiX 1IHCTPYMEHTIB I poOOTH 3 TaljaMu Ta cipalTamu, 110 poOUTh
MOJKJIMBHM JIeTaJIbHE HAJAIITYBaHHS KOKHOT KIMHATH Ta Kopuaopy [17].

Ha pucynky 2.5 300pakeHo reHepaiiito piBHs METOJAOM PO3IMOILTY KIMHAT.
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Pucynok 2.5 — I'enepartist piBHS METOAOM PO3MOALTY KIMHAT

Metoa nmoxiny npocropy (BSP - Binary Space Partitioning).

Meron Binary Space Partitioning (BSP) € He mpocTuM miixoaoM, 1o MOYMHAETHCS
3 PEeKYpCHUBHOTO MOALTY ITPOBOTO MPOCTOPY Ha MeHIl yacTuHu. [Iporiec mouynHaeTbes 31
CTBOPEHHSI IPSIMOKYTHOTO M1 A3€MEJIISI, 3aITOBHEHOTO CTIHAMH, SIKE IMTOTIM MOAUTSIETHCS 10
po3Mipy TpuOIM3HOT KiMHATU. KOXXEeH MOoAin 3[1MCHIOETHCS BUMAIKOBUM BHOOPOM
HarpsMy (FOPU3OHTAIBHOTO YHM BEPTUKAIBHOIO) 1 MO3ULIL JUIsl MOJLTY, IO JO3BOJISIE
YHUKHYTU TIOAUTy O kpaiB migzemeruis. KiHieBl MOMIIM CTBOPIOIOTH "MHCTKU", 1€
TeHEePYIOThCSI KIMHATH.

[Ticnst cTBOpEeHHSI KIMHAT B KOXXHOMY JIMCTKY, BOHH 3'€IHYIOTHCSI KOPUIIOPAMH.
SxIo cTiHM KIMHAT pO3TalllOBaHI OJMH HABIPOTH OJTHOTO, BUKOPUCTOBYETHCS MPSMUN
KOPUJIOp; 1HAKIIIE CTBOPIOETHCS KOpuaop y popmi z. [Iporiec moBTOPIOETHCS HA BUIIUX
PIBHSIX JIepeBa, 3'€IHYI0UN OATHKIBCHKI M1 PETiOHA MK COOOI0.

Ileit miaxim 3abe3nedye BHCOKWMU KOHTPOJb HaAJ PO3MOALIOM MPOCTOPY,
JIO3BOJISIIOYM CTBOPIOBATU OLIBIN CTPYKTYpOBaHI Ta 30amaHcoBaHl piBHI. 3aBnusku BSP
JIepeBy, KIMHATH HE MEPEKPUBAIOTHCS, 110 CIPUSIE PISHOMAHITHOCTI M 1HTEPaKTUBHOCTI
rpH, 3a0e3MeUy0YH IUIX MiX yciMa kiMmHatamu [18].

Ha pucynky 2.6 300pakeHO reHeparlito piBHsS METOAOM MOALTY IPOCTOPY.
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Pucynok 2.6 — I'enepairist piBHS METOJIOM IOLITY MPOCTOPY

Metoa kiaitunaux aBromaris (Cellular Automata).

Meroa KIITUHHUX aBTOMAaTIB IPYHTYETHCS Ha MOJIENI, /1€ KOJKHA KJTITHHA Ha CITII
Ma€ CTaH, SKUW 3MIHIOETHCS BIJMOBIIHO JI0 CTaHIB CyCiAHIX KJIiTUH. llelt merton €
e(peKTUBHUM I CTBOPEHHS MNPUPOJHUX Tedep abo CKIaAHUX J1aOIpUHTIB.
Bukopucranas xmituHHuX aBTomatiB y Unity 103BOJsie TeHEpyBaTH PI3HOMAHITHI
TEKCTYpPH Ta TOMOJIOTIi PIBHIB, Kl BUIJISJAIOTh HATYPATICTUYHO 1 MalOTh OpraHIvYHI
dbopmu. Hampuknan, ams reHepariii medep MO)KHA BUKOPHCTOBYBATH CITKY KIITHH, J€
KOXKHa KJIITUHA MOXe Oyt abo cTiHoro, abo mpoxoqoM. [Iporec renepartii momusirae B
3aCTOCYBaHHI MMPABUJI, sIKI BA3HAYAIOTh 3MIHY CTaHy KJIITUHUA HAa OCHOBI CTaHy ii CyCI/iB,
110 CTBOPIOE CKJIaIHI 1 HEMOBTOPHI CTPYKTypH nieuep [19].

Ha pucynky 2.7 300pakeHO reHepariiro piBHs METOJOM KIITUHHUX aBTOMATIB.
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lllli — —

Pucynok 2.7 — I'eHepaltist piBHSI METOJIOM KJIITHHHUX aBTOMAaTiB [19]

I'pad na ocHogi kimuat (Graph-based Room Generation).

I'pad, moOyoBaHUI HA OCHOBI KIMHAT, 3aCTOCOBYE TE€OPIt0 rpadiB Jisl CTBOPEHHS
KapT, 1€ KIMHaTH — 1€ BEPILHHHU, a KOpuaopu — pedpa. Lle 103BosIsi€ CTBOpIOBATH KapTH
3 YITKOIO CTPYKTYpOIO Ta JIOTIYHMM IutaHyBaHHsM. Y Unity BuKoOpucTaHHS TpadiB
JIOTIOMAarae po3poOJIATH CKJIaJIHI PiBHI 3 ONTUMI30BAaHUMHU KOPHAOpPaMU, MIATPUMYIOUN
IJIABHUW TEUMILIEH.

AnropuTM TeHepallii piBHIB BUKOPUCTOBYE Hallp MAOJIOHIB KIMHAT 1 Tpad
3B'SI3HOCTI piBHsI. Bepmman rpada npeacTaBisioTh KIMHATH, a pedpa BU3HAYAIOTh 3B'SI3KU
MDK HUMH. MeTa allrOpuTMy — MPU3HAYUTU (GOPMY Ta MO3UIII0 KOXKHIA KIMHATI, 100
BOHU HE TiepeTHuHaMCs 1 Oyiu 3'enHani Asepuma. ['pad 3B's13HOCTI A03BOIISIE AU3aliHEpamM
BIUIMBATH Ha MOTIK T€WMILJICI0, CTBOPIOIOUM OCHOBHI Ta JIOJATKOBI NIUISIXU. AJTOPUTM
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HNIATPUMY€E IUKIM y rpadax piBHSA, 10 HE YACTO 3YCTPIUAETHCS Yepe3 CKIIAJIHICTh
peamizamii. Takok MOkHa 3a7aBaTH pi3HI GOPMHU KIMHAT JAJSl PI3HUX MPUMIIICHb, SK
KiMHaTa 3 60COM 4M cTapToBa KiMHaTa. KpiM TOTO, anroput™ migTpUMye SIBHE 3a/1aHHS
MO3UININ JBEpel, 10 Jae au3aifHepaM KOHTPOJIb HaJ BXOJaMH B KiMHATH. SKIO
NoTpiOHO 3'€IHATH KIMHATH KOPHIOPaMH, MOTPIOHO AOJATH HOB1 BY3JIM MIXK CYCIAHIMH
KIMHATaMH, 110 YCKJIaHIOE 3aBJaHHs, ajie € CIelliajbHa BepCis alirOPUTMY JIJis1 00pOOKH
xopuzopis [20].

Ie#t meTo 3a0e3meuye THYYKICTh 1 KOHTPOJIb HaJl CTPYKTYPOIO irPOBUX CBITIB, IO
poOUTH HOTO MOTY>KHUM IHCTPYMEHTOM JIJIs1 PO3POOHHUKIB.

Ha pucynky 2.8 300pakeHo reHeparlito piBHS MeToJ0M rpadiB Ha OCHOBI KIMHAT.

Pucynok 2.8 — I'enepaiis piBHs MeTo10M TpadiB Ha ocHOBI KiMHAT [20]

Meroau BUIaaKkoBOi reHeparlii piBHiB B Unity BIZKpHUBaOTh NIUPOKI MOKIIMBOCTI

s po3pooHukiB 2D-irop B kaHpi roguelike, 3a0e3medyrouu pPi3HOMAHITHICT,
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BIITBOPIOBAHICTh Ta HemependauyBaHICTh irpoBoro mpoiecy. KoxkeH 3 nux MeTo/iB

Ma€ CBOi YHIKaJIbHI MepeBaru 1 Moxke 0yTH BUKOPUCTAHUN B 3aJICKHOCTI BiJ] CHCIU(IKU
MPOEKTy Ta OaxxaHoTo pe3ynbTary. 3a momomororo Unity, pO3pOOHUKH MOXKYTh
e()eKTUBHO IMIUIEMEHTYBATH 11I METOJIU, CTBOPIOIOYHN 3aXOIUIIOI0Y] Ta YHIKaJIbHI IFPOBI

CBITH, SIKi 3aXOILIIOIOTh TPaBIIiB HA JJOBT1 TOJUHH.
BucHoBoK 10 po3aiiy 2

VY po3ain mpoaHaidi3oBaHO YOTUPHU OCHOBHI irpoBi pymi: Unity, Unreal Engine,
Godot Ta GameMaker Studio. KoxeH 3 HUX Mae cBOi IepeBaru, Taki ik yHIBEpCAJIbHICTb,
MOTY>H1 IHCTpyMEHTH Jutsl aHiMaiii Ta ¢izuku (Unity), mepeaosi rpadidyHi MOKIUBOCTI
(Unreal Engine), rHyukicTe 1 BiakpuTicth ((Godot), Ta mpocToTa BUKOPUCTAHHS
(GameMaker Studio).

Hust po3poOku  2D-irpu B skaHpi roguelike oOGpano Unity uepe3 iioro
YHIBEPCAIBHICTh, MOTYXH1 2D-IHCTpyMEHTHM Ta MIATPUMKY MPOLEAYPHOi TreHeparlil
piBHiB. Unity mpomnoHye po3pOOHHMKAM MOKJIMBICTh CTBOPIOBATH YHIKalbHI PIBHI 3a
nonomororo C# CKpuITiB, 110 3a0e3neuye HOBUM JOCBiA JJIsi TPABIIB 3 KOXHUM
3almycKoM Tpu. Benuka cnuibHOTa Ta MIKMPOKUH criekTp pecypciB Unity poOndrs Horo
MPUBAOJIMBUM JJIS 1H]I1-PO3POOHUKIB.

Meroau BUNIaAKOBOI reHepallli piBHIB, Takl K pO3MO11 KIMHAT, TOALI IPOCTOPY,
KJIITUHHI aBTOMAaTu Ta Tpad Ha OCHOBI KIMHAT, BIAKPUBAIOTH IIUPOKI MOXKJIUBOCTI JJIsI
CTBOPEHHSI PI3HOMAHITHHUX 1rpOBUX CBITIB. KOXeH 3 IMX MeTO/11B MOXe OyTH €(pEeKTUBHO
BukopucTtanuii y Unity, 3a0e3neuytoun BUCOKY peirpadesibHICTh Ta Helepe10auyBaHICTh.

Bubip Unity sx 0OCHOBHOTO pyIIIisi JUIsl TPOSKTY BUSBUBCS ONTHUMATBHUM 3aBISIKA
Horo (yHKILIOHAJBHOCTI, THYYKOCTI Ta MIATPUMII CIHUJIBHOTH, IO CHPUSITHME

YCHIIIHOMY PO3BUTKY Ta BUITYCKY T'PH.
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3 ITPOEKTYBAHHA TA PEAJIIBAIIA I'PU

3.1 BusHauyeHHsI OCHOBHMX IreiiMIUIeHUX MexaHik s roguelike-rpu

Le#t po3ain NPUCBAYCHHUN AETATLHOMY OMHCY KIIOYOBUX TEMMILICHHUX MEXaHiK,
10 CKJIAJal0Th OCHOBY po3poOieHoi rpu B xaHpi roguelike. Koxna wmexaHika
PO3TIAIAETHCS 3 TOYKU 30Dy i1 QYHKIIOHATBLHOCTI, B3aEMOII1 3 IHIIIMMH €JIEMEHTAMU I'PH
Ta BHECKY Yy (OpMyBaHHS 3axOIUIMBOTO Ta peirpadeabHOTO IirpoBOTO JOCBIdY,
XapaKTEPHOTO JUIsl LIbOTO JKaHPY.

KepyBanHs nepcoHamxem ta pyx.

Pyx mepconaxxa. I'paBenp Mae NMOBHUN KOHTPOJIb HAJl MEPEMILIEHHSM CBOIO
MEepPCOHAKa Yy JBOBUMIPDHOMY IFPOBOMY CBITI. B OCHOBI MexaHIKH pPyXy JEKHUTh
BUKOPHUCTAHHS BEKTOPA HAMPSIMKY, KU OHOBIIOETHCS B PEATbHOMY 4aci 3aJI€KHO Bij
KOMaH/l, 10 BBOJUTH rpaBelb. (s 3a0e3rneueHHsl IUIaBHOCTI Ta MPUPOJHOCTI PyXy
BUKOpPUCTOBY€EThCS  (isuunuii  ABuUryH Rigidbody2D. Ile nmo3Bosiie mnepcoHaxy
pPEaNICTUYHO B3a€EMOJISTH 3 OTOYEHHSIM, BPaXOBYIOUM 3ITKHEHHS 3 MEpelIKoAamMu Ta
THEPITIIO.

OpienTanis B npocropi. OpieHTallisl nepcoHa)ka B MPOCTOPI O€3MOCepeIHbO
MOB'sI3aHA 3 TIOJIOKEHHSIM Kypcopa Mulini. [lepconax 3aBxI1 MOBEPTAETHCS 00JIUYYSIM 10
Kypcopa, 1o 3abe3nedye IHTYITUBHE Ta 3py4YyHE KEpyBaHHS HalpsSMKOM aTakud Ta
B3a€MO/IIi 3 00'€KTaMU HaBKOJIUIIHBOTO CBITY.

boiioBa cucrema.

Ataka. OnHI€I0 3 KJIIOYOBUX MEXaHIK TPU € MOXJIMBICTH TPaBIls aTaKyBaTu
BOPOTiB. ATaka 3[IMCHIOETHCS 3a JIONMOMOTOI0 XOJIOJAHO1 30poi (Meya) Ta aKTHUBYEThCS
BIJIMOBITHOIO KOMaHIOI0 TpaBisd. KokHa araka CyNpOBOKYETHCS YHIKAJIbHOIO
aHIMaIli€ro, 0 MiAKPectoe TuHaMiKy 00to. s 3amo0iranHs caMy aTak Ta CTBOPEHHS
OUIBIII TAKTMYHOTO T'€MMIUICIO BIPOBAIKEHO MEXaHI3M 3aTPUMKU MK atakamu. [licms
KOXXHOTO yapy Meu Mae "mepe3apsauTucs', epiil Hixk TpaBellb 3MOXKE aTaKyBaTH 3HOBY.

3oHa ypaxeHHsl. ATaka MeYeM Ma€ OOMEKEHY 30HY YPaKE€HHS, 110 BU3HAYAETHCS
paailycoM HaBKOJO TMEpCOHa)ka. TUIbKU BOPOTH, IO 3HAXOMATHCS B MEXKax IN€l 30HU,

OTPUMYIOTH TOIIKOAKCHHA. L[e CTUMYJITOE I'paBlsl IO AKTUBHOT'O MAHCBPYBAHHS Ha oJ1i
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0010, YXWJIEHHS BiJ] aTak BOPOTiB Ta IMOIIYKY ONTHUMAaJIbHUX MO3HUINHN IJ1 BJIACHUX
yaapiB.

310poB's Ta ynpaBIiHHS MOMIKOXKEHHSIMHU.

Ingukxatop 3p0poB'A. Y Bijeoirpax 3J0poB'sS IEpcoHa)xka BiTOOpax)aeThCcs 3a
JIOTTIOMOTOI0 YMCIIOBUX TIOKAa3HUKIB 00 TaK 3BaHUX IIKAN 3710poB's. 3g0pos's "hit points"™
€ KUIBKICHOIO OI[IHKOIO 3[JaTHOCTI MEpPCOHaka BUTPUMYBATH YIIKO/KeHHsS. [lpu
OTpUMaHHI MOLIKOKEHb Bl BOPOTiIB 370pOB's 3MeHIIyeThcs. [loBHa BTparta 310poB'sa
BEJIC /10 BTPATH OJHOTO YKUTTS, MICIs YOro TpaBellb MPOJAOBKYE TPy 3 MEBHOTO MICIS
BIAPO/DKEHHA. B Neskux irpax MOKJIMBE aBTOMATUYHE BIJHOBJIECHHS 3JI0pOB'S, SKILIO
NEPCOHAX HE OTPUMYE YIIKOKCHb MEeBHMUI 4ac. ['paBili MOBHUHHI yBaXKHO CTEKUTH 32
pIBHEM 37I0pOB'Sl Ta BAKOPUCTOBYBATH MPEIMETH JIJIsl HOTO BiHOBIEHHS [21].

Ha pucynky 3.1 300paxeHo NpUKIIaJ IHAUKATOPY 3/I0POB 1.

39/100

Pucynok 3.1 — [puxiaz inaukaTopy 310poB’s [21]

CMmepTh nepcoHaxka. SIKIio 310poB's MEpCOHAXKA Majae 10 HyJsl, BiH TuHe. Lle
IPU3BOJUTH JI0 3aBEPILEHHS MOTOYHOI I'POBOI cecii Ta MOBEPHEHHsI I'PaBLsl HA MOYATOK
rpu. CMepTh € HEBIJI'€MHOIO YaCTHUHOIO )KaHpy roguelike, 1110 101a€ rpi €IEMEHT PUBUKY
Ta HanpyrH. JIJis OKpaIieHHs iIrpoBOTO JOCBiTY, MOYXHA CTBOPUTH 3aXOILTIOIOYHIA eKpaH
"Game Over", sknii MOTUBYBaTUME TpaBLsl MOBEPHYTHUCS 10 rpu. Hampukmnan, meHro
"Game Over" Moxe 3poOUTH 11€if MOMEHT O1JIbIII Bpa)KatouuM, a TAKOXK J10/IJaBaHHS OTI{IH
JUTS Tiepe3anycky abo BuUxoy 3 rpu [22].

YupasJ/iiHHS irpPOBUMM PiBHSIMM.

Menwo. ['pa Mae ToJIOBHE MEHIO, SIKE CIIYTy€ TOUKOIO BXOJy JISI TPaBI. 3 MEHIO
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rpaBellb MOKE PO3MOYATH HOBY TPy, IPOJOBKHUTH MOMEPETHIO Py (SKIIO Taka €) abo
BUiTH 3 TpH. Lle 3a0e3neuye 3pyuHiCTh Ta THYUYKICTh Y KEPYBaHH1 I'POBUM MPOIIECOM.

lenepanis piBHiB. OjHiel0 3 KIOYOBHX ocoOimBocTed >kaHpy roguelike e
IpolielypHa reHepaitisi piBHiB. Y HalIil Ipi KOKEH piBEHb CKIIAJJAETHCS 3 KUTbKOX KIMHAT,
3'eqHAaHUX MDK co0or0 mepexoiamu. Po3ramryBaHHs, po3Mipu Ta BMICT KIMHAT
BU3HAYAIOTHCS BUIIAJKOBUM YMHOM Ha MOYATKy KOXKHOI HOBOi rpu. lle rapanrtye, 1mo
KOKHE MTPOXOJIKEHHsI TpH Oy/le YHIKAIBHUM Ta HeTepea0adyBaHUM.

Bopo:xa noBexinka.

BusiBnenns rpaBusi. BusiBnenHs rpasus. Boporn B rpi MawoTh 30aTHICTb
BUSIBJISITH TpaBLsl HAa MEBHIN BIACTaHI, U0 pealli3ye€ThCsl 3a JOMOMOIOI0 PEHKACTHUHTA,
TPHUTTEPIB a00 1HIIKUX METO1B BUSBJICHHS. LI BiiCTaHb MOKE 3MIHIOBATHUCS B 3QJICIKHOCTI
BIJl TUILy BOpora Ta Horo xapakrepuctuk. Koau Bopor BUsBIIsi€ TpaBlis, BiH IEPEXOAUTH
y cTaH "TpuBOrK" Ta MOYMHAE MEepeCiiTyBaTH oro [23].

ATaka. MexaHi3M aTaku BOpOra akTUBY€ETbCS, KOJIM BIH HAOJIMKA€ThCA 10 TpaBLs
Ha JIOCTAaTHIO BijcTaHb. Ko)XeH THN BOopora Mae CBIM YHIKaJIbHHUI CHOCIO aTaku, SKUN
MOX€ BKJIIOYATH BUKOPUCTAHHSI XOJIOJHOI 30poi, cTpuibOy, MariyHi 3J10HOCTI TOIIO.
ATaka BOpora CyImpOoBOJIKY€EThCSI BIJTIOBITHOIO aHIMAIIIEI0 Ta 3ByKOBUMHU e(hEeKTaMu, 1110
JOTIOMArae TpaBLEB] 3p03yMITH, 110 BiAOYBa€ThCS Ta BUACHO 3pearyBartu [23].

YnpasiiHHs pecypcamMu irpoBoi ClieHH.

Menemxep rpu. CrneuiaabHuil KOMIIOHEHT, IKMH Ha3uBaeTbea (GameManager,
BIJIOBIJIA€ 3a 30€peKEHHA Ta YOpaBIiHHSA TJI00adbHUMHU MapaMeTpaMu rpu. Bin
BIJICTEXKY€ MOTOYHUI PIBEHB, HA IKOMY 3HAXOJIUTHCS TPaBellb, HOTO 3I0POB's, KITBKICTh
MPONJIEHUX KIMHAT, KUIbKICTh 3HUIIEHUX BOPOTIB Ta 1HIII BaXJIKBI1 aHi. [leil KoMImoHeHT
TaKOX BIATOBIA€ 3a MEpexiJ] MK PIBHSAMHU, 30€peKEHHS MPOTrpecy TpaBIldl Ta 1HIII

aCTMEKTU YIPABIIHHS ITPOBOIO CECIEIO.
3.2 CTBOpeHHs CUCTEMH KePyBaHHA I TPH

Y ngaHoMmy po3aimi pO3MISIHYTO TPOILIEC CTBOPEHHS Ta peaizallii cucTeMu
KEpyBaHHA MEPCOHAXEM [JIsl TpU B KaHpl roguelike, BUKOPUCTOBYIOYM HOBY CUCTEMY

BBoay Unity Input System. HoBa cuctema BBOAYy € OUIbII THYYKOIO Ta JIO3BOJISIE
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BUKOPUCTOBYBATU Oylib-IKUH THUIl MPUCTPOIB AJI KE€PYBaHHS ITPOBUM KOHTEHTOM,
3aMiHIOOYH KiIacuaHuil Input Manager [24].

Ha ckpiHImIoTi moka3aHO HaJalITyBaHHS, K1 Oynu 3poOJieHi Uis KepyBaHHS
nepcoHaxeM. Beeneno "Action Maps" s rpaBiid 3 aissMH, TakuMH K pyx (Move) Ta
ataka (Attack). Jlna pyxy Bukopucrtano knasimi W, A, S, D Ha knaBiatypi, a s aTaku
niBy kHomky wuiii. BikHo "Player Input" Mictuth mapamerpu Aili Ta BKazye Ha
BUKOPHCTAaHHS HOBO1 cucTemMu BBoay Unity.

Ha pucynky 3.2 300paxeHO CTBOpEHHs Ta HajmamTyBaHHs Input System.

v Box Collider 2D
Rigidbody 2D

~ Player Input

pen Input Debugger

v Player Movement (Script) @ 3

Pucynok 3.2 — CtBopeHHs Ta HanmamTyBaHHs Input System

Unity Input System 103BoJIsI€ JTETKO 3UMTYBATH MOTOYHUI CTaH MPUCTPOIB BBOAY,
TaKuX SK TeMMIaau, KJIaBlaTypyd Ta MHUII, 3a0e3Meuyloud THYYKE HaJalTyBaHHS
KepyBaHHs. Hanpuknan, 15 3UMTyBaHHS JaHUX 3 TeiiMIIaja MOXHA BUKOPHCTOBYBATH
Gamepad.current.leftStick.ReadValue() mnst pyxy mepconaxa [25].

CrBopenns Ckpunra Pyxy Ilepconaxa.

Ckpunt PlayerMovement € KIHO4YOBUM KOMIIOHEHTOM IS 3a0e3nedyeHHs
KepyBaHHA pyXxaMu I[epCOHaka B IrPOBOMY CBITI. BHKOpUCTaHHS KOMIIOHEHTa
Rigidbody2D nHamae mMoxnuBicTh peamnizyBatu (hi3MUHO KOPEKTHHHA Ta TUTABHUHN PYX,
BpPaxOBYIOUHU TaKl (haKTOPH, SIK IHEPIIisl Ta 3ITKHEHHSI 3 00'€KTaMi OTOYCHHS.

Ha pucysnky 3.3 300pakeHo HanamryBaaas Rigidbody 2D ta Box Collider 2D.
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2 @ & # v 9 Wy @~ 0O~ BoxColider2D

Pucynoxk 3.3 — HamamryBanus Rigidbody 2D ta Box Collider 2D

[TapameTpu ckpumnTa, Taki ik moveSpeed, BU3HAYAIOTh MIBUAKICTH MEPEMIIICHHS
MEepPCOHaXKa, IO JO3BOJISIE HAJAINTYBAaTH ITPOBUU TMpOIEC BIAMOBIAHO 10 Oa)kaHOT
nuHaMmikd. Pyx kepyerbes 3a gomomororo Metony OnMove, SKUii OTpUMYy€E BEKTOD
HaMpsMKy 3 CUCTeMHU BBOAY. lleil BekTop Bu3Hadae, B SIKOMY HANpsIMKy Ta 3 SIKOIO
IHTEHCHBHICTIO TTIOBUHEH PYyXaTHUCS MEPCOHAK.

Ha pucynky 3.4 300paxeno ¢pparment koay PlayerMovement.

OnMeve(InputValue value)

_moveDirection = value.Get<Vector2=();

FixedUpdate()

Vector2 targetVeleocity = _moveDirection # moveSpeed;
_rigidbody2D.MovePosition(_rigidbody2D.peosition + targetVeleocity #* Time.fixedDeltaTime);

Pucynok 3.4 — ®parment koay PlayerMovement

Cucrema BKa3iBHMKA Ta 00epTaHHS 30poi.
st 3a0e3neyeHHss IHTYiTUBHOTO KEPYyBaHHS HANpSIMKOM aTakyd I[EpCOHaXkKa
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BUKOPHUCTOBYEThCs ckpunit WeaponRotation. Cuctema BiJICTEXy€e TO3HINIO Kypcopa
MUIII Ha eKpaHl Ta O0YHCIIIOE HANPSIMOK IO 1€l TOYKH 3 mo3uiii 30poi. Lle mo3Bosse
TpaBIIEBI JIETKO Ta TOYHO IUTUTUCS Yy BOPOTiB, MPOCTO MEPEMILYIOYH KYypPCOP MHIII.

Cxkpunr ATaku.

Ckpunt PlayerAttack peamnizye MOXIMBICTb aTakd BOPOTiB, BUKOPHUCTOBYIOUU
aHIMaIlifo Ta Bi3yalbHI e(EeKTH /IS CTBOPEHHS BpaXCHHs yaapy. BuxopuctaHHs
aHIMaTopiB, Takux sk swordAnimator i effectAnimator, mogae auHAMIKH Ta peanizMy
nporecy artakd. KOHTponb dYacy MK aTakaMu 3IHCHIOETBCS d4epe3 3MiHHY
attackCooldown, mio 3amo6irae Oe3nepepBHiil araili Ta CTBOPIOE HEOOXIIHICTh
TaKTUYHOTO MIIX01y A0 00I0.

Ha pucynky 3.5 300paxkeHno (pparment koay PlayerAttack.

id OnAttack()

if (Time.time - lastAttackTime > attackCooldown && 'attackArea.isAttacked)
i

TriggerAttack();

Pucynok 3.5 — @parment koay PlayerAttack

OO0poOka 30HH aTakM.

Kommnonent AttackArea BUKOPHCTOBYETHCS Il BU3HAYCHHS, UM TOTPAIUISIOTH
BOPOTHU y 30HY aTaku nepconaxa. Lleit ckpunt B3aemosie 3 PlayerAttack mis nepeBipku,
yy OyJia araka yCHIIIHOIO 1 UM 3HAXOJUTHCA BOPOT y MeXaxX JOCSIKHOCTI artaku. [lpu
KOJII31i 3 BOPOXKHUM 00'€KTOM, CKpUNT BHUKJIMKae meToa TakeDamage Ha KOMIIOHEHTI
EnemyHealth Bopora, 3aBgatouun ifomy mkoau.

Ha pucynky 3.6 300paxeno ¢pparment koay PlayerAttack.
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OnTriggerEnter2D(Collider2D collision)

EnemyHealth enemyHealth = collision.GetComponent<EnemyHealth=();
if (enemyHealth != L& playerAttack.IsAttacking && !isAttacked)
i

enemyHealth.TakeDamage(playerAttack.Damage);
isAttacked =

]

Pucynok 3.6 — ®parment koay PlayerAttack

Po3pobka cucremu kepyBaHHS TiepcoHakeM B roguelike-irpax € BakIMBOXO
CKJIQJIOBOIO T€MMIUICIO, III0 BUMAra€e yBa)KHOI'O MIAXOAY J10 JAE€Tajled 1HTEPaKTUBHOCTI.
Bukopuctanns Unity Input System A03BOJIMIO CTBOPUTH IHTYITUBHO 3pO3yMUIy Ta
BIJIFYKOBY CHUCTEMY KEpyBaHHS, SKa MIABUIIYE 3arajibHy 3aJly4eHICTh TpaBLIB Ta

3aJI0BOJICHHS BiJ] TPH.
3.3 lonaBaHHA BOPOTiB TA HAJAIITYBAHHS IX XapPAKTEPUCTUK

VY upomy po3nuii OyAe OMUcCaHO MPOIEC CTBOPEHHS Pi3HOMAHITHUX BOPOTIB JJIA
roguelike-rpu: ro6miHa, ciimmaka Ta Jlitarodoro Bopora. KoxeHn Bopor MaTume yHiKaJIbHI
XapaKTEPUCTUKHU Ta MOBEAIHKY, peai30BaHi 3a 1onomMoroto ckpuntis EnemyMovement,
EnemyHealth Ta EnemyAttack.

Ckpunr pyxy Bopora.

Ckpunt EnemyMovement BIAMNOBiAa€ 3a NEPEMIIICHHS BOpOra B HANpPIMKY
TPaBIls, a TAKOXK 32 aHIMAIIIO Ta 3MIHY OPIEHTAIll CIIPalTy BOpora 3ajie’KHO Bij] HOTo
pyxy.

Ha pucynky 3.7 300paxeHno pparment kogy EnemyMovement.
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Update()

if (player.position.y > enemyTransform.position.y)
i

enemySpriteRenderer.sortingOrder = 9;

¥

else

1
}

enemySpriteRenderer.sortingOrder = 6;

distanceToPlayer = Vector2.Distance(transform.position, player.position);

if (distanceToPlayer <= detectionRange)

{
if (distanceToPlayer > attackRange)

{
enemyAnimator.SetBool("IsRunning”, J;
MoveTowardsPlayer();

¥

else

{

enemyAnimator.SetBool("IsRunning”,
enemyAttack.AttackPlayer();

¥

else

i

enemyAnimator.SetBool("IsRunning”,

3
Pucynox 3.7 — ®parment koxy EnemyMovement

IHoBeainka Pyxy.

BusiBjiennsi rpaBusi. Bopor mounHae pyxatucs y HampsIMKY TpaBIisl, KOJU
BIJICTAaHb MDDK HUMH MeHIna 3a detectionRange.

3mina HanpsaMmky. CrnpaillT Bopora BioOpa)kaeThCsl A3EPKAIBHO 3aJICKHO BIJ
HANpPSMKY PYXYy, 100 BiH 3aBXAH1 OyB MOBEPHYTUI OOIUYYSIM JIO TPABIISL.

IlepecainyBannsi. SIKio Bopor 3HaX0AUThCS Ha BijcTaHl Mixk detectionRange ta
attackRange, BiH pyxaeTbcs 10 TpaBId 31 MIBUAKICTIO moveSpeed.

ATtaka. SIkmio BijcTaHb 70 TpaBils MeHia 3a attackRange, Bopor npunmasie pyx
Ta aTtakye, BUKinkaroun metos AttackPlayer ckpunra EnemyAttack.

Cxkpunr 310pos's Bopora

Ckpunt EnemyHealth BianoBigae 3a kepyBaHHS 3I0pOB'SSM BOpOTa, Bi3yai3allito
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CTaHy 37I0pOB's 3a JoroMororo ciaiaepa healthSlider, a Takoxx 3a 3HUIIIEHHS] BOpora
IIPU JOCATHEHHI HYJIbOBOTO PiBHS 3JI0POB'A.

Ha pucynky 3.8 300paxeHo nanamryBadas healthSlider.

01

Automatic

On Value Changed (Single)

List is Empty

Pucynok 3.8 — HanamryBanus healthSlider

O06podka 3n10poB's.

Otpumanns mkoau: Meron TakeDamage 3meHIye moTouHe 310pOB's Bopora Ha
BEJIMYMHY OTpUMMaHOi wmkoau. OHOBIEHHs ciaiiepa 310poB'a: Ilicns KOXHOI 3MiHU
3nopoB's Bukiukaetbes meton UpdateHealthSlider nns Bizyamizaiiii moTouyHOTO CTaHy
310poB's Ha chaiaepi. CMepTh: SKIIO 310pOB'S BOpora JOCSATa€e HyJIsI, BUKIUKAETHCS
Meton Die, sskuii 3HUIIY€E 00'€KT Bopora.

Ha pucynky 3.9 300paxkeno ¢pparment koxy EnemyHealth.

TakeDamage( damage)

currentHealth -= damage;
UpdateHealthSlider();

if (currentHealth == @)
i

Die();

Pucynok 3.9 — ®parment kony EnemyHealth
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Cxkpunr ataku Bopora.

Meton AttackPlayer Buknukaetses 31 ckpunta EnemyMovement, koiu rpaBenb
3HAaXOJUTHCS B MEXaxX AMUCTAHIl aTakd. SIKIIO MPOWIIOB JOCTaTHIM 4Yac 3 MOMEHTY
octanHboi ataku (attackCooldown), Boporu 3aBaroTh MIKOAW TPABIICBI.

Ha pucynky 3.10 3006paxkeno ¢hparmenT koxy EnemyAttack.

AttackPlayer()

if (Time.time - lastAttackTime == attackCooldown)

{
player.GetComponent<PlayerHealth=() . TakeDamage(damage);
lastAttackTime = Time.time;

Pucynox 3.10 — ®parmenT koxy EnemyAttack

YHikanbHi XapaKTepUCTHKHU BOPOTiB.

["06iH: MBUAKKN Ta Ay»Ke MIIHANA BOPOT.

CnuMak: NOBUIBHUM Ta cTaOKUK BOPOT.

JliTatounii BOpOr: HAWIIBUAIINN Ta MAaHEBPEHUHN BOPOT, ajie Ay»Ke CIaOKuil.

HanamrtyBaHHs yHIKaQJbHUX XapaKTEPUCTUK 3IIACHIOETHCS Yepe3 3MIHY
napameTpiB ckpuntiB (moveSpeed, damage, attackCooldown, To110).

Ha pucynky 3.11 300paskeHo pHKIiIal HaJalITYBaHHs XapaKTePUCTUK BOPOTra.

* Enemy Movement (Script)

+ Enemy Health (Script)

Max Health
Health Slider

Pucynok 3.11 — [Ipukinaj HaJlaluTyBaHHS XapaKTEPUCTUK BOpOra
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JlomaBaHHsI pi3HOMaHITHUX BOPOTiB 3 YHIKQJIbHUMH XapaKTEPUCTUKAMU POOUTH
roguelike-rpy Oinbmr mikaBoro Ta 3axomumorodor. Ckpunta EnemyMovement,
EnemyHealth Ta EnemyAttack 3a0e3neuytorh 06a30By MOBEIIHKY BOpOTIB, a
HaJIAITyBaHHS iX MapaMeTpiB J03BOJISI€ CTBOPUTH YHIKaJbHI THUIIM BOPOTIB 3 PI3HUMU
CTHJIAMU OO0 Ta PIBHSIMH CKJIaTHOCTI.

Ha pucynky 3.12 3006pakeHO0 CTBOpPEHHI BOPOTH.

Pucynok 3.12 — CTBopeHHi BOpOTH

3.4 IlinroToBKa Ta peaJizalis aJITOPUTMY BUNIAIKOBOT0 TeHEPYBAHHS PiBHS

[IpouenypHa TreHepallisi € BaXJIMBOI JJiI CTBOPEHHS 3aXOIUTIOIUYOTO 1
Hernepea0ayyBaHOTO IrpOBOTO JOCBIAY B pOibOBHUX irpax. BoHa jo03Bosisie qUHAMIYHO
CTBOPIOBATU YHIKaJIbHI PiBHI, KIMHATH Ta KOPUAOPH, K1 JIOTTYHO MOB'sI3aH1 MK CO0010,
3a0e3nmevyyoud  pI3HOMAHITHICTh  TeMMIUIEMHMX  CLEHapiiB  3aBISKH  PI3HUM
KoH(Diryparism i po3minieHHro KiMHaT. L{e 103Bosie KOKHOTO pa3y CTBOPIOBATH HOBHUI
piBEHb, MIATPUMYIOUM I1HTEpEC TrpaBls 0 TpU 1 30UIbIIYIOUM ii peirpadenbHICTb.
[IpouienypHa reHepailisi € KIFOUOBUM KOMITOHEHTOM B irpax xaHpy roguelike, ockinbku
BOHA TapaHTye, 0 KOKEH MPoxij Oy/ie YHIKAIBHUM 1 BUMArae aJianrailii cTparerii, mo

320X04Y€ JOCITIKCHHS 1 BIAKPUTTSI HOBUX MOXJIMBOCTEH Ta CIIeHapiiB rpu [26].
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IMiaroroBka 10 renepamii piBHs.

[lepen mouatkoM Oynu cTBOpEHI npedadbu KiMHAT, K1 Oy IyTh BAKOPUCTOBYBATUCS
B MoAaIbIIOMY AJis1 oOyoBH piBHs. [Ipedabu BkitouaroTh B cebe pi3HI THIM KIMHAT 3
pI3HUMH KOHGITypalissiMi BHUXOJIB (BEpX, HHU3, JIIBO, MPaBO), a TaKOX CIeliaJIbHi
KIMHATH, Taki SK CTapTOBa KiMHaTa 1 BUXigHa KiMHaTta. Lle m03Bossie CTBOprOBaTH
pI3HOMaHITHI KoMOiHaIlli KiMHAT 1 3a0e3nmeyyBaTh HEMOBTOPHICTh KOXHOTO HOBOTO
piBHSI.

Ha pucynky 3.13 300pakeHo pe3ybTaT CTBOpeHHs pedadiB KiMHAT.

Transform

¥ Edge r 2D
+ Edge Collider 2D
¥ Edge Collider 2D
¥ Edge Collider 2D

Room Info (Script)

Add Component

Pucynox 3.13 — Pe3ynbrat ctBopeHHs nipedabdiB KiMHAT

Peanizauis aaropurmy.

CrtBopennst manu piBHs merox CreateMap.

JIist mowyaTKy CTBOPEHHsSI pIBHS TOTPIOHO IHIMIIOBaTH KapTy, ska Oyne
NpeACTaBIATH co000 Hallp KoopauHat aiua kimMHat. Llell mpounec mnounHaeTbes 3

BH3HAYCHHS II0YaTKOBO1 TOYKHU Ta MMOCTYIIOBOT'O PO3HMIMPCHHA KapTH HIJISIXOM HO/IaBaHHSA
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HOBUX KIMHAT.

Meton CreateMap € KIIOUOBUM €TamoM B Tpoleci reHepamii piBHA. Bin
MTOYMHAETHCS 3 TOTABAHHS MOYATKOBOT KIMHATH Y IICHTP KapTH. AJITOPUTM BUKOPHCTOBYE
o0'ekT pointObject sk micie aJIsg KiMHAT, sike J0JaeThcsi B cnucok placeForRooms.
[TouaTkoBa MO3WINIS BU3HAYAETHCS, SK TPABWIO, B IEHTPI KOOPAWHATHOI CITKH, IO
JTIO3BOJISIE PIBHOMIPHO PO3MOIISATA KIMHATH B YCiX HalpsIMKax.

Ha pucynky 3.14 300pakeHo (hparMeHT KOy J0JaBaHHS MOYaTKOBOT KIMHATH.

CreateMap()

AddRoom(pointObject.transform.position);

GameObject currentPosition = placeForRooms[8];
errorCounter = 1;
attempts = 8,
maxAttempts = 28,

Vector3[] directions = {
Vector3(®, roomSize.y, @),
Vector3(@, -roomSize.y, @),
Vector3(-roomSize.x, 8, @),
Vector3(roomSize.x, 8, 8)

Pucynok 3.14 — ®dparMeHT Koy J0daBaHHS MOYATKOBOT KIMHATH

Jlami anroput™ BUKOPUCTOBY€E HaOip HanpsMKIB (directions), sIkuii BKITIOUYaE B ceOe
YOTHPHU MOKIIMBUX BapiaHTH: BEpX, HU3, JiBO 1 mpaBo. Ha koxkHil iTepallii BUIAAKOBO
BUOUPAETHCS OJMH 3 IUX HANpsMKIB, 1100 noAaTd HOBY KiMHary. HoBa mno3uiis
OOYHCITIOETHCS IIUITXOM J0JJaBaHHS BEKTOPa HANIPSIMKY 710 MOTOYHOT MO3UIII1.

Axmo HOBa TO3MINS HE 3alHATA 1HIIOK KIMHATOK (TOOTO HE MICTHUTHCS B
occupiedPositions), To kKiMHaTa foAaeThes 10 cnucky placeForRooms, a ii koopauHaTu
nonatoTbes 10 occupiedPositions. B iHImoMy Bumajky, sSIKIIO MO3UILIS BXKe 3aiHSATa,
QITOPUTM HAMAara€eThCsl BAOPATH 1HIIHIN HAMTPSMOK a00 3K IEPEMINTY€ETHCS Ha TTOTIEPETHIO
NO3ULII0 1 MpoOye 3HOBY. Lle 3abe3neuye yHUKHEHHS 1yOJII0BaHHS KIMHAT Ta JJO3BOJISIE
3aro0IrTi HECKIHYEHHOMY LIMKITy TeHepallii.

YnpasiiHHg cipo0amMM i MIOMHJIKAMM.
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Jlns 3a0e3nedyeHHs CTaOUIBHOCTI aJITOPUTMY BHUKOPHUCTOBYETHCS JIYMIIBHUK
nommitok (errorCounter) Ta TYWIBHUK cripoO (attempts). SIKIO airoputM HE MOXKE
3HAWTH MOTPIOHY MO3HUIIIIO MICTs MEBHOI KITBKOCTI crpol (maxAttempts), BiH BUANSE
JacTHHY B)ke po3minieHux kiMmHat (RemoveQuarterRooms) Ta 3BiIbHSIE MicCII€ JJIs1 HOBUX
cpo0. Le 1ae MOKITMBICTh ANTOPUTMY AN TyBATUCS T 3HAXOUTH HOBI PIITICHHS HABIThH
y ckiIagHux KoHpirypamisx kaptu. Merox RemoveQuarterRooms Bupmanse uBepTh
KiIMHAT, 1110 I03BOJISI€ YHUKHYTH 3aIIOBHEHHS KapTH HEBJIAJTMMU CIIpoOaMu Ta 3abe3nedye
THYYKICTh QJITOPUTMY B TIONITYKY HOBHUX MOKJIUBOCTEH JIs1 PO3MIIIICHHS KIMHAT.

Ha pucynky 3.15 300paskeH0 ¢hparMeHT KOy IO BIJNOBIZA€ 3a MEPEBIPKY Ha

ITIOMMJIKH.

if (!occupiedPositions.Contains(newPosition))

AddRoom(newPosition);
currentPosition = placeForRooms[placeForRooms.Count - 1];
attempts = @;

attempts++;
if (attempts > maxAttempts)
i
RemoveQuarterRooms();
if (placeForRooms.Count > 8)
{
currentPosition = placeForRooms[placeForRooms.Count - 1];

}

errorCounter++;
attempts = @;

H

if (errorCounter > 28)

i

Debug.LogError("Momunka revepayii wkapTu: He BAanoca cTEOPMTH Heobx
break;

Pucynok 3.15 — @parmenT Koy 110 BiMOBIAA€ 3a IEPEBIPKY HA TOMUIIKU

Buxopucranns GameManager.

ANTOPUTM aBTOMATUYHO aJalTyEThCSA A0 MapaMeTpiB IPH, TaKUX SK KIJIbKICThH
KiMHaT, 3amaHa MeHemkepoMm Tpu (GameManager.Instance.numbersOfRooms). Ile
3a0e3nedye, 10 TeHEpaIlis PiBHS 3AUIIAETHCS aKTYaJbHOIO ISl TOTOYHOTO CIICHAPIO
rpu 1 Moke OyTH MacmTaboBaHa B 3aJieXKHOCTI BiJ piBHA Migzemeruis. MiHiMaabHa
KUIBKICTh KIMHAT BCTAHOBJIFOETHCS HA PIBHI YOTUPHOX.

Ha pucynky 3.16 300paxkeHo ¢parMeHT KOy, IO BiAMOBIJA€ 3a BCTAHOBJICHHS

3HAYEHHS KIJIbKOCTI KIMHAT.

2024 p Kyne6a B. O. 122 — KPb - 401.22010111



Kagenpa inrenexryanbHux iHOpPMaIIHHIX CUCTEM

Po3pobka 2D-Tpu B xxaHpi roguelike 3 mnHAMIYHOIO TeHEpaIli€ro piBHIB 3acobamu pytrist Unity 43

numberOfRooms = GameManager.Instance.numbersOfRooms;

Pucynok 3.16 — ®dparmeHT Koy, 10 BiJNOBIA€ 32 BCTAHOBJICHHS 3HAUYCHHS KIJIBKOCT1

KiMHAT

ITicist cTBOpEeHHS KapTH, IO CKJIQJAEThCS 3 TOYOK, HACTAE €Taml PO3MIIICHHS
¢daktnynnx kiMHaT. lleit eram Bkioyae B cebe aHali3 KOXKHOI MO3MIII Ta BHUOIp
BIIOBITHUX KIMHATHUX 00'€KTIB HA OCHOBI 1X B3aeMOII 3 IHIIUMH KIMHATaAMH.

Metoxa PlaceRooms.

Merton PlaceRooms y kiaci LevelGenerator BiinoBifae 3a po3TairyBaHHsl KIMHAT
Ha Marn miciisl ii cTBopeHHs. BiH BpaxoBye mo3uilii KIMHAT 1 BIAMOBIAHI O0'€KTH JJIs
PO3MIIIIEHHS TaKWX KIMHAT K CTapTOBa KIMHATA, MPOMIDXKHI KIMHATH Ta BUX1/IHA KIMHATA.
Mertop nparitoe 3 MO3UIISAMH, iK1 OyJIM BU3HAUEHI paHille MMij 4ac reHepalli Mamu, 1 Ha
OCHOBI IIMX MO3UIIIHA PO3CTaBJISE BIAMOBIAHI 00'€KTH KIMHAT.

Ha pucynky 3.17 300paxkeno pparment koay PlaceRooms.

PlaceRooms()

Vector2 firstRoomPosition = placeForRooms[8].transform.position;

Vector? secondPosition = placeForRooms[1].transform.position;

Vector2 prelLastPosition = placeForRooms[placeForRooms.Count - 2].transform.position;
Vector2 lastPosition = placeForRooms[placeForRooms.Count - 1].transform.position;

PlaceSpawnRoom(secondPosition, firstRoomPosition]);
PlaceSecondRoom(secondPosition, lastPosition);

for ( counter = 2; counter < placeForRooms.Count - 2; counter++)

i

Vector2 currentPosition = placeForRooms[counter].transform.position;
PlaceIntermediateRoom(currentPosition, firstRoomPosition, lastPosition);

1
¥

PlacePreLastRoom(preLastPosition, firstRoomPosition);
PlaceExitRoom(preLastPosition, lastPosition);

Pucynok 3.17 — ®parment kony PlaceRooms

Po3MinieHHs1 KiMHAT.

CraproBa kiMHara.

Crmoyatky MeETOJ PO3MIILYE CTAPTOBY KIMHATY, BHUKOPUCTOBYIOYH METO]I
PlaceSpawnRoom. Ileit meTon Bu3Ha4Uae, sika 31 CTOPIH KIMHATH (BEpX , HU3, JIBO a00
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npaBo) Oyjae MICTUTH CTApTOBY KIMHATY, 3aJ€KHO BiJ TO3MINI JIPYyroi KiMHaTH.
Hanpuknan, sxmo apyra KiMHaTa 3HaAXOAMTHCA BEpXy HaJ CTapTOBOIO KIMHATOIO, TO
oOupaeThecsl KIMHATa 3 BUXOJI0M BBepX. [licis 1iporo, craproBa KIMHaTa CTBOPIOETHCS Ha
BIIIIOBIIH1I O3UII].

Jpyra kimuara.

Jlanm po3MiLlyeTbCsl pyra KiMHATa Miclisi CTapTOBOi, BUKOPHUCTOBYIOUM METOJ
PlaceSecondRoom. ILleit meron mepeBipsie, siKi CyCiAHI MO3MUIIT BXE 3ailHATI, 1100
NPaBWJIbHO BHU3HAUUTH THUMN KIMHATH, sfKa Oyne posMilleHa Ha i mosuiii. Meton
BUKOPHCTOBYE JIOTIKY, CX0KY Ha PO3MIIIEHHS CTapTOBOI KIMHATH, ajie 3 ypaXyBaHHSAM
OLIBIIOrO YKClia MOMJIMBUX HAMpsIMKIB Jyisi BUXoiB. Ilicisi BU3HAUEHHS BIAMOBIIHOI
KIMHATH, BOHA CTBOPIOETHCS 1 JOJAETHCS 10 CIIUCKY KIMHAT.

IIpomixkHi KiMHATH.

JIist BCIX MPOMIKHUX KIMHAT MIX JPYTrOO 1 MePeIOCTAHHbOK BUKOPHCTOBYETHCS
Metoy PlacelntermediateRoom. Ileit meTon Takoxk mepeBipse CyCiaHI IMO3UINT, 1100
BU3HAYMTH, SIK1 CTIHM IMOBHHHI OyTH NMPUCYTHI B KIMHATI. BiH 3a0e3meuye, mo0 KoXHa
MPOMIKHA KIMHaTa Majla MpaBUJIbHI BUXOAM, 5Kl 3’€IHYIOTH ii 3 CYCIIHIMH KIMHaTaMH,
CTBOPIOIOYH JIOTTYHHM NIJISAX B CTAPTOBOI KIMHATHU JIO BUXO.Y.

Ilepenocranns KiMHaTa.

[TepemocTanHs kKiMHaTa pO3MIITY€EThCS 3a JoroMororo metoay PlacePreLastRoom.
[eit MeTo Mpalioe aHAJTIOTIYHO O PO3MIILIEHHS APYroi KIMHATH, MEPEBIPSIIOYN CYCIIHI
NO3uLIi 1 BA3HaYal0uu NPaBWIbHHUI TUI KIMHATU. BaxiuBo, 11100 nepeaocTanHs KiMHaTa
Majla MpaBWIbHI BUXOAW IS 3'€IHaHHS 3 TOIMEPEIHIMH 1 HACTYITHUMH KiIMHATaMH,
BKJIIOYAIOYM BUXIJIHY KIMHATY.

BuxigHa kimaara.

Hapemiri, BuxijHa KiMHaTa pO3MIIIy€EThCS 3a JoroMororo meroay PlaceExitRoom.
[leit meTon BW3HAuae, /e MOBMHHA OYTH PO3MIIEHA BUXIJHA KIMHATA, 3aJI€XKHO BIJ
NO3UIIT NMepeOCTaHHbOI KIMHATH. SIK 1 y BHUNAJKy 31 CTapTOBOIO KIMHATOIO, BHUXIJHA
KIMHaTa pO3MILIYETbCS 3 YypaxyBaHHAM HaMpsIMKY BHUXO[IB, W00 3a0e3MeyuTH

NpaBUJIBHUM HUIAX J0 3aBEPILICHHS PIBHS.
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Ha pucynky 3.18 300pakeHO pe3ysbTaT pPOOOTH aJIrOPUTMY BHITaIKOBOI

reHepartii piBHsl.

Pucynok 3.18 — Pesynbrar po60TH allrOpuTMyY BUIAIKOBOI reHepallii piBHS

['enepaiiisi BUNAAKOBUX PIBHIB € BAXJIMBUM aCIEKTOM PO3POOKH POJIHLOBUX 1rOp,
AKUW  JI0O3BOJISIE  MIATPUMYBATH I1HTEpeCc TpaBIiB 1 3a0e3medyBaTH  BHCOKY
peirpabenbHicTh. MeToa PlaceRooms y nmoegHanH1 3 iHITUMU TOMMOMIKHUMH METOJIaMU
3a0e3mnevye CTBOPEHHS YHIKATbHUX ITPOBUX KapT 3 JIOT1YHO MOB'I3aHUMU KIMHATAMH, 1110
JI0O3BOJISIE CTBOPIOBATH 3aXOIUIIOI0Y1 1 Herepen0auyBaHi irpoBi JOCBIIU. 3aBISKU IbOMY
MiJIX0My, KOXKEH HOBHWH piBeHb Oyjie BIJUYBATUCA CBDKHUM 1 I[IKABUM, MIATPUMYIOUYU
1HTEpeC TPaBLiB 0 IPU MPOTATOM TPUBAJIOTO Yacy.

BucHoBok

B pesynbTati po3poOku Ta peaiizailili alrOpuTMy BHIIaIKOBOI I'e€Hepallii piBHIB,
Oyno ctBopeHO mpedadu, sSKi CIyXaTh OCHOBOIO IS MOOYIOBU YHIKaJbHUX ITPOBUX
kapt. [{i mpedabu MICTITH pi3HI TUIU KIMHAT 3 PI3HUMH KOHQITypallisiMd BUXO/IB, 1110
3a0e3neyye THYYKICTb 1 pPI3HOMAHITHICTb NpU CTBOPEHHI HOBHUX piBHIB. Mertoa

CreateMap [103BoJisIE 1HIIIIOBAaTH Marmy pPIiBHS Ta pO3MIIIyBaTH KiMHATH Ha 0asi
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BUMAJKOBO BHOpaHMX HAMNpSMKIB, YHUKAaOuud JyOJtOBaHHS 1 3amnoOirarodu
HECKIHYCHHHUM IMKJIaM TeHeparlii.

3aBepmieHHs TeHepamii piBHsS Metogamu  PlaceRooms, PlaceSpawnRoom,
PlaceSecondRoom, PlacelntermediateRoom, PlacePrelLastRoom Tta PlaceExitRoom
rapaHTye€ JOT1YHE PO3MIIICHHS KIMHAT, CTBOPIOIOYH MOCTIIOBHUN MapuIpyT AJIsi TPaBIIs
B1JI CTApPTOBOI KIMHATH J10 BUXOy. L{el miaxia 103B0Isi€ CTBOPIOBATH 3aXOILTIOI0U1 IMPOBI
PiBHI 3 BUCOKUM PiBHEM peirpadebHOCTI Ta YHIKATbHOCTI.

Takum umHOM, peaiizallii aJIrOpUTMy BHUIAJAKOBOI TEHEpalii piBHSA YCIIIIHO
3a0e3rneunsia CTBOPEHHS JMHAMIYHMUX 1 YHIKQJIBbHUX ITPOBUX KapT, SIKI KOXKHOTO pa3y
MPOIMOHYIOTh HOBUW TOCBIJ JJIsSl TPABLIB, MIATPUMYIOUH iXHIM IHTEPEC A0 TPU IPOTATOM

TPHUBAJIOTO Yacy.
3.5 CTBOpEeHHs IOJIOBHOTO MEHIO I'PH

['o/l0BHE MEHIO € BaXKJIMBOIO YAaCTHUHOIO OYJb-KOI TPH, OCKUIBKM BOHO HaJae
IpaBLsSM MOKJIMBICTh [OYAaTH HOBY Ipy, HaJallITyBaTH HapaMeTpH, Takl sIK 3BYK, a0o
BUWTH 3 Trpu. JloOpe cTpyKTypOBaHE MEHIO MOKpAIy€E 3arajlbHUi JOCBiJ KOpUCTyBaya,
JTO3BOJISIIOYM JIETKO OPIEHTYBATUCA Ta KEPYBATU PI3HUMHM ACTIEKTAMU TPU.

CTBOpEHHS r0JIOBHOTO MEHIO.

['onoBHE MEHIO € BaXKIIMBOIO CKJIAJ0BOIO JIJISi CTBOPEHHSI MO3UTUBHOIO MEPIIOro
BpaXEHHS Ta 3a0e3MeueHHs 3py4YHOi HaBirailii B Ipi. by0 cTBOpEeHO rojloBHE MEHIO, SIKE
MICTUTh OCHOBHI KHOIIKM JJI1 B3a€MOJIl I'paBls 3 Tporo. ['0JOBHE MEHIO € MepiIuM
BpPaXXEHHSM I'PaBILS PO TPy 1 BIAIPa€ BAXKIUBY POJb y HaBiramii. ¥ MeHo Oyiu 1o1aH1
kaoniku "Play", "Options" ta "Exit" mus 3a0e3meueHHs 3pyYHOCTI BUKOPUCTAHHS Ta
npodeciitnoro Burnsay rpu. Hanpuknan, kHonka "Play" 3anmyckae rpy, a kaonka "Exit"
3aBepiye ii podoTy, 110 3a0e3Medye JIEeTKiCTh Y BUKOPUCTAaHHI Ta TIOKPAIIy€e 3arajdbHUI
irpoBwii gocBif [27].

Ha pucysnky 3.19 300paxkeHo pe3ysbTar nody10BaHOTO MEHIO.
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Pucynok 3.19 — Pesynbrat moOynoBaHOTO MEHIO

Lle MeHI0 103BOJIsI€ TPaBLEB] TOYATH HOBY TPy, 3aiTH B HAJIAIUTYBaHHS, a00 BUMTH
3 rpu. OCh BIAMOBIAHUM KO, IKUH pearizye 111 GyHKIIIT.

Ha pucynky 3.20 300pakeHO (parMeHT KOAY SKHHA BIIMOBIZA€ 3a JIOTIKY

I'OJIOBHOI'O MCHIO.
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Menu :

PlayNewGame()

r.Instance.playerCurrentHp = GameManager.Instance.PLAYERCURRENTHP;
Instance.currentlevel = G Instance.CURRENTLEVEL ;
C Instance.numbersOfRooms r.Instance.NUMBERSOFROOMS;
ime.timeScale = 1;

or.Instance.StartGameData();
-.LoadScene("Game") ;

ExitGame()

Debug. Log("Exit game requested");
if UNITY_EDITOR
UnityEditor.EditerApplication.isPlaying =

Application.Quit();

Pucynoxk 3.20 — ®parmMeHT Koy SIKUiA BIAMOBIIA€ 3a JIOT1KY T'OJIOBHOTO MEHIO

JlonaBaHHS MEHI0 HAJIAIITYBAHHS 3BYKY.

JlolaBaHHS BiKHA HAMAIITYBAaHHS 3BYKY B TOJIOBHE MEHIO € BAXKJIMBUM KPOKOM JIJISI
MOJIIMIIIEHHS KOPUCTYBAlbKOTO JocBimy. lle mo3Bosisie TpaBIsiM peryaioBaTH pi3HI
napamMeTpH 3BYKY TpH, TaKi SIK 3arajbHUI PiBEHb 3BYKY, TYUHICTh MY3UKH Ta 3ByKOBUX
edekTiB, 10 3abe3nevye OUTbI 1HAUBIAYaTi30BaHe Ta KOMGOPTHE ITPOBE CEPEIOBUIIIE.
Hampukinaz, 3a 70MOMOTo0 CremiaibHUX MOB3YHKIB KOPUCTYBAad MOXKE HAJIAIITyBaTH
pIBEHb 3BYKY BIJIMOBIIHO JO CBOiX BMOJI00aHb, IO 3HAYHO IMOKpAIly€ 3arajbHUM
Bpa)KEHHsI BiJl TpH Ta Ti 3py4HicTh [28].

Ha pucynky 3.21 300pakeHO pe3yJbTaT pO3pOOJICHOTO MEHIO HajlaIlTyBaHHS

3BYKY.
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Pucynox 3.21 — Pe3ynbpTaT po3po0IeHOr0 MEHIO HaJIAITyBaHHS 3BYKY

CTBOpEHHS eKpaHy CMepPTi MepcoHak KA.

Ha 3aBepmiennst Oys10 CTBOPEHO €KpaH CMEPTI MEePCOHaXa, SIKUM B110OpakaeThCs
nicias nopasku rpaBus. Lleil ekpaH 103BoJis€ T'paBUEBI BUOpAaTH MIXK IMOBTOPHUM
3aIlyCKOM rpu abo BUX0JI0M 3 Hei. Hukue HaBeileHO MaTtOHOK €KpaHy CMEpTI.

Ha pucynky 3.22 300pak€HO MEHIO CMEpTi TTePCOHAXKA.
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Pucynok 3.22 — MeH1o cMepTi lepcoHaka

Ili ememeHTH pa3oM 3abe3MevyrOTh MOBHOIIHHUM 1rpoBUil 1HTEpdec, sKui

pOOUTH TPy OUIBII 3PYUHOIO Ta MPUBAOIUBOIO JIJIsl TPABIIIB.
3.6 30ip indopmamii 3 rpu

3061p iHdopmallli 3 TPY € BAXKIMBOKO CKJIAJIOBOIO JJI aHAII3y irpOBOro MpOLECY,
PO3YMIHHSI MOBEAIHKM TPaBIiB, a TAaKOX JUIS MOJAJBIIOrO BIOCKOHAJICHHS 1TPOBOTO
KOHTEHTY. JlaHui1 mipo3 /11 IeTadbHO OMKUCY€E MEXaH13MU 300py JaHUX Y I'pi, iX 00poOKy
Ta 30epekeHHs, O0a3yl4yuch HAa HAJAAHOMY KONl TpH, HAMMCAHOMY Ha MOBI
nporpamyBanHsi C# 3 Bukopuctanasm Unity.

CrtpykTypa Ta 0OCHOBHI yHKUIil.

GameManager € neHTpagbHUM KOMIOHEHTOM it 300py Ta 0OpoOKU 1rpOBUX
nauux. Moro ocHOBHi (yHKIT BKIIOYAIOTh BiZICTEKEHHS irpPOBOrO MPOrpecy, 30MpaHHs
CTaTUCTUKU TPO TpaBLs Ta PiBHI, a TaKOXK 30epexeHHs 310paHuX JaHuX y Qailn s
MOAJIBIIIOTO aHAI3Y.

KirouoBumu enementamu GameManager €:

—  BIJICTEXKEHHS Yyacy Mo4yaTKy Ta 3aBEpUICHHS TpH;
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— 3amMcyBaHHA 1IH(pOpMAaIlii PO KOKEH piBeHb. [loyaTKkoBUIA Ta KIHIIEBHI Yac,
KUTBKICTh 3aBIaHHX 1 OTPUMAHMX TMOIIKOIKEHB, CTATYC MPOXOKECHHS,

— 30epexeHHs 310paHuX JaHuX y (ailyn 1j1s moAabIIoro aHamizy.

IHimiamizamis Ta 30epiranHs JaHUX PO PIBEHb.

Konu rpa nounHaetscsi, BUKIMKaeTbess Meton StartGameData, sikuit dikcye dac
MOYaTKy TPH Ta iHiIlani3ye 00'eKT it 30epiraHHs JaHUX PO MOTOYHUHN PiBEHb.

Ha pucynky 3.23 306paxkeno ¢parmenT koay StartGameData.

StartGameData()

levelData = Level ald;

gameStartTime = DateTime.Now;
levelData.startTime = DateTime.Mow;

Pucynox 3.23 — ®parment koxy StartGameData

Merton nextLevelData BUKOpUCTOBY€EThCS JJIsl MIEPEXOYy MiXK PIBHSIMU 1 30Upae
1H(OpMaIIiIO PO 3aBEPIICHUI PIBEHb.

Ha pucynky 3.24 306paxkeno ¢hparment kony NextLevelData.

NextLevelDatal isPassed)

if (lisPassed)
i

currentLevel++;

}

levelData.eurrentLevel = Instance.currentlLevel;
levelData.endTime = DateTime.Now;
levelData.isPassed = isPassed;
levelDatas . Add(levelData);

levelData = n \ (

levelData.startTime

PucyHok 3.24 — ®dparment koay NextLevelData

Lleli MeToa OHOBIIOE MOTOYHUM PiBEHb, (DIKCYyE yac HOro 3aBEepUICHHS, CTaTycC
IPOXO/DKEHHS, a MOTIM 30epirae 1i JaHi 1o cnucky levelDatas.

30ip naHux npo nouii.

GameManager Takox 30upae iHdopmaIlilo Mpo TMOAll, M0 BiAOYBaIOTHCS

poTsarom rpu. L{e BkiIrouae oTpruMaHHA 1 3aBIaHHS TOIIKOIKCHb.
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Ha pucynky 3.25 300paxkeHo ¢parmeHT koay meroaiB PlayerTookDamage Ta

EnemyTookDamage.

PlayerTookDamage( damage)

if (levelData != ]
i

levelData.damageTaken += damage;

EnemyTookDamage( damage)

if (levelData != )
i

levelData.damageDealt += damage;

}

Pucynok 3.25 — ®@parment koay meroniB PlayerTookDamage Ta EnemyTookDamage

Ili MmeToM OHOBIIIOIOTH BIATOBIAHI Mo B 00'ekTi levelData, konu rpasens abo
BOPOT OTPUMYIOTH MOIIKOIXKEHHS.

3aBepuieHHs rpu Ta 30epexenHs nanux Mertoj PlayerDiedData Bukiukaerbes y
BUIIAJIKy CMEPTI TpaBIis, 3aBEPIIYIOUM TPy Ta 30epirarouu Bci 310paHi JaHi.

Ha pucynky 3.26 306paxeno ¢pparmenT koxy PlayerDiedData i EndGameData.

StartGameData()

levelData = Lev )

gameStartTime = DateTime.Now;
levelData.startTime = DateTime.Mow;

EndGameData()

gameEndTime = DateTime.MNow;

Pucynok 3.26 — @parment koay PlayerDiedData i EndGameData

Meton SaveGameData 36epirae Bci 310paHi gaHi y ¢aiin y opmaTi TEKCTY.

Ha pucynky 3.27 3006paxkeno ¢pparment kony SaveGameData.
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SaveGameData()

gameData = $"Game Start Time: {gameStartTime}\nGame End Time: {gameEndTime}\n\n";

foreach (LevelData levelData in levelDatas)
{
gameData += §' el: {levelData.currentLevel}\nStart Time: {levelData.startTime}" +
{levelData.endTime}\nDamage Taken: {levelData.damageTaken}" +
{levelData.damageDealt}\nP d: {levelData.isPassed}\n\n";

filePath = Application.persistentDataPath + $"/GameData_{DateTime.Now:yyyy-MM-dd-HH-mm-ss}.txt";
System.I0. riteAllText(filePath, gameData);
Debug.Log( data saved to " + filePath);

Pucynox 3.27 — ®parment kony SaveGameData

Lle#t MeTo1 CTBOPIOE AETABHUM 3BIT IPO KOXKEH PIBEHB Ta BCIO ITPOBY CECII0, IKUI
30epiraetbes y (aitn B aupextopii Application.persistentDataPath.

30ip iHdopMallii 3 rpy € KPUTUIHUM KOMITOHEHTOM JIJIsl aHAT13y Ta BIOCKOHAJICHHS
irpoBoro mporecy. GameManager 3abesneuye edexTuBHuUi 30ip, OOpOOKYy Ta
30epeKeHHs JaHUX MpO ITPOBI Cecii, 10 J03BOJISE PO3POOHUKAM JIETAIbHO aHAII3yBaTH
NOBE/IHKY I'PaBLiB Ta BHOCUTHU MOKPAILIEHHS A0 IpU. BIpoBaKeHHs bOTO MEXaHI3MY
J03BOJISIE 30UIBIIMTH 3aTy4YE€HICTh TpaBLiB, MIJBUILIUTUA AKICTh TPU Ta 3a0€3MEUUTH

JIOBFOTPUBAJIC 33JI0BOJICHHS BiJI IrpOBOTO MPOIIECY .
3.7 3aBepleHHsI CTBOPEHHS I'PH

JlonaBanHs aHiMamiu.

AHIMaIIii € BaXJIMBOIO CKIIAJ0OBOIO Bi3yaJIbHOTO 0(OPMIICHHS TP, OCKUIBKH BOHU
JO/Ial0Th JMHAMIKM Ta PEANTICTHYHOCTI. Y Tpl OyJ0 AOJAHO aHIMalii s pyxy
MEePCOHAXKA, aTaK, PEaKI(iid Ha MOIIKOHKEHHS Ta THIIHNX JiH.

Ckpunt PlayerMovement BianoBiae 3a aHIMAIO PyXy I'paBLs.

Ha pucynky 3.28 300pakeHO (PparMeHT KOJy SIKMW BIJAINOBIJa€ 3a aHIMAIlIO

rpaBls.
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te()

_animator.SetFloat ", —moveDirection.magnitude);

\ r3 worldPointerPosition = mainCamera.ScreenToWorldPoint( Vector3(pointerPosition.x, peinterPosition.y, mainCamera.nearClipPlane));
worldPointerPosition.z = 8;

2 direction = ((Vector2)worldPointerPosition — (Vector2)_transform.position).normalized;

irection.x <= 8)

ransform.rotation = ()
(direction.x >

ransform.rotation

Pucynok 3.28 — @parmMeHT KOy KUl BIAMOBIAE 32 aHIMALIIIO TPaBIS

AHiMalig BOporiB peaiizoBana y ckpunti EnemyMovement.

Ha pucynky 3.29 300paxxeHo (hparMeHT KOy 110 BiJMOBIIA€ 32 aHIMAIIiF0 BOPOTIB.

if (distanceToPlayer == detectionRange)
_I
if (distanceToPlayer > attackRange
f
enemyAnimateor.SetBoel("IsRunning™,
MoveTowardsPlayer();

enemyAnimater.SetBoel("IsRunning™,
enemyAttack. AttackPlayer(];

enemyAnimater.SetBool("IsRunning”,

Pucynox 3.29 — ®@parmMeHT Koy 1110 BiMOBITAE 3a aHIMAIIIFO BOPOTiB

[I106 animarrii BipHO MpaloBaIy MOTPIOHO HAJAIITYBATH aHIMATOP.

Ha pucynky 3.30 300pakeH0 HajamTyBaHHS aHIMaTopa JJis TPaBIIs.

Any State

Pucynok 3.30 — HanamryBanHst aHiMaTopa Jijisi TpaBIs
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Tako>x OyJi0 HaJIAIITOBAHO aHIMATOPH JJIA BCIX BHJIIB BOPOTiB, IO JO3BOJIUJIIO
pealii3yBaTu pi3HI TUIK aHIMAIli Ui KoxHOro Bopora. lle Bkirodae aHimarii pyxy,
a”iMaIlisl MPOCTOIO, 10 POOUTH KOKHOTO BOPOTa YHIKAJIBHUM 1 10J1a€ PI3HOMAHITHOCTI
JI0 ITPOBOTO MPOILIECy. 3aBMISAKHU [IbOMY, T'PaBellb OTPUMY€E OLIbII OaraThil Ta AMHAMIYHUI
JOCBI i1 yac OMTB 3 BOPOTaMHU, 110 CIPHSIE OLTBII 3aXOILTIOI0YOMY ITPOBOMY TMPOTIECY.
[{i animalilii CTBOPIOIOTH IIJIABHUN Ta MNPUPOJHUN PYX NEPCOHAXIB, IO IIIJIBHUIIYE
3arajibHy SIKICTh BI3yaJbHOTO CIIPHUHSTTS TPU.

JlonaBaHHs 3BYKY Ta MY3UKH.

3ByKkoBe O(OpPMIICHHS 3HAYHO BIUIMBA€ HA CIHPUUHATTS TPU, CTBOPIOIOYUHU
aTMoc(epy Ta JoIOMararoyu IpaBIsiM OPIEHTYBATUCA Yy MOAISX TpHU. Y rpl OyJ0 10AAHO
Pi13H1 3BYKOB1 €(DEeKTH Il aTaK, OTPUMAaHHS MOIIKO/XKEHb Ta 1HIIUX BaXIUBUX MO, a
TaKoX (P)OHOBY MY3HKY, 1110 CTBOPIOE BIJIMOBIIHUNA HACTPIH.

Ckpunit AudioController Biamosizae 3a BiATBOPEHHS 3ByKOBUX ¢(DEKTiB.

Ha pucynky 3.31 3006paskeHo ¢parMeHT Koy 110 BiJIMOBIA€ 32 3BYK.

= playerAttackAudio;
PlayerTakeDamage ;
ce enemyTakeDamage;

PlayAudiePlayerAttach()

playerAttackAudie.piteh = Randem.Range(®.
playerAttackAudieo.Play();

PlayAudioPlayerTakeDamage()

playerAttackAudie.pitech = Random.Range(®.
PlayerTakeDamage.Play();

PlayAudioEnemyTakeDamage()

playerAttackAudio.pitch = Random.Range(®8.
enemyTakeDamage . Play():

Pucynok 3.31 — @parmeHT Koy 110 BIJIMOBIAAE 3a 3BYK
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Lleit ckpunt 3a0e3mnevye BUMAIKOBE 3MIHEHHS TOHY 3BYKY JIJISl KOXKHOTO €(PEKTY,
110 JI0J1a€ PI3HOMAHITHOCTI 3BYKOBOMY CYMPOBOIY TPH.
Ckpunt SoundManager kepye 3araabHUM PiBHEM T'YYHOCTI IPH.

Ha pucynky 3.32 300pakeH0 (pparMeHT KOAY SIKUM KEPYE T'yUHICTIO.

vid ChangeVolume()

audioMixer.SetFleat("Master”, Mathf.Lerp(-u8, 8, masterVolumeSlider.value));

musicVelumeSlider.valuel);
soundVelumeSlider.valuel);

audioMixer.SetFleat("Music”, Mathf.Lerp(-u48, 8

audioMixer.SetFleat("Sound”, Mathf.Lerp(-u48, 8

Pucynox 3.32 — @parMeHT Koy SIKUU Kepye TYUHICTIO

BukopuctanHs ayqio MIKIIepa JO3BOJISIE TPaBLSM HANAIITOBYBAaTH TYYHICTh
PI3HHMX acHEKTIB 3BYKY BIJNOBIJIHO JI0 IXHIX yHOJ00aHb.

Ha pucynky 3.33 300paxeHO pe3ynbTaT MOOYJOBAHOTO MEHIO HaJIAIITyBaHHS

3BYKY.

Master volume

Music volume

Effect volume

Pucynok 3.33 — Pe3ynbpraT noOyA0BaHOTO MEHIO HANAIITyBaHHS 3BYKY

Ha 3aBepiienHs ctBopeHHsI rpu Oyjio J0JaHO aHIMallli Ta 3BYKOBI e€(EeKTH, 1110
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3HAYHO MOKPAIIWIN IFPOBUM JOCBII. AHIMAIIIT 3a0€3MeUyI0Th OLIBII peaTiCTUYHUHN Ta
3aXOIUTIOIOYMH BI3yaJbHUW CTHJIb, & 3BYKHM Ta MY3HKa CTBOPIOIOTH aTMocdepy, sika
3aHYPIO€ TPaABIIB Y CBIT Ipu. LI BIOCKOHAIICHHSI CIPUSIOTH TOMY, IO Tpa CTAa€ HE TUTBKU

0111 MPUBAOIMBOIO, ajie ¥ O1IBII IHTEPAKTHUBHOIO Ta €MOIIHO HACHYEHOIO.
BucnoBok 10 po3ainy 3

VY posaim 3 getanbHO PO3MISIHYTO IPOLIEC MPOEKTYBaHHS Ta peaiizalii rpu B
xaHpi roguelike. OmucaHi KJIIOUYOBI acCleKTH CTBOPEHHS ITPOBUX MEXaHIK, TaKHX SIK
KEpyBaHHA NEpPCOHaXeM, pyX, OoHoBa cHCTeMa, 1HIUKATOP 3/I0pOB'sl Ta cUcCTeMa
YHOPaBIiHHS MOIIKO/UKEHHAMU. bByno BOpOBa[pKEHO MexaHi3MH, 110 3a0e3MeuyroTh
IJIABHICTh Ta MPUPOJIHICTh PYyXY MEPCOHAXKA, 3PYUHICTh aTaKU Ta B3a€MO/I1i 3 OTOYEHHSIM,
a TaKOX JI0JAHO 3aTPUMKY MIXK aTaKaMU JiJIsl OUTBII TAKTUYHOTO FeHMILIEIO.

Oco0nmBa yBara HOpHJIIJIEHA CTBOPEHHIO CHCTEMHM KEPYyBaHHS MEPCOHAXKEM,
BUKOPUCTOBYIOUM HOBY cuctemMy BBoay Unity Input System, sika 103BOJSIE JIErKO
HAJIAIITOBYBAaTH KEPYBaHHS ISl PI3HUX MPHUCTPOIB. BIIPOBaKEHO CKPUNTH JUISI PYXY
nepcoHaxka, ooepraHHs 30poi Ta aTaku, 110 3a0€3MeUy0Th TOUHE 1 MJIaBHE KEepYBaHHS
NEPCOHAKEM Ta MOro B3aEMOJII0 3 Boporamu. Takoxk po3poOJeHO PIZHOMAaHITHUX
BOPOTiB 13 YHIKQJIbHUMH XapaKTEPUCTUKAMHU Ta TMOBEIIHKOIO, 10 POOUTH TPy OLIBII
L[IKaBOIO Ta 3aXOILTIOIYOI0.

[TponienypHa reHepaiiisi piBHIB cTaja KJIOYOBUM KOMIIOHEHTOM JUISI CTBOPCHHS
YHIKQJIbHUX ITPOBUX JIOCBIJIIB 3 BUCOKOIO peirpadebHicTI0. BnpoBamkeHO aaroputm
CTBOPEHHSI Mamny PiBHS, SIKHH TapaHTy€ HEMOBTOPHICTh KOXKHOTO MPOXOKEHHS TPH.
3aBepIeHo CTBOPEHHS TPHU JIOJaBaHHSAM aHIMaIlii, 3BYKOBHX €(EeKTIB Ta MY3UKH, IO
3HAYHO TMOKPAIIUJIO 3arajbHUN ITPOBUM JOCBII, POOJISIUM MOro OB JUHAMIYHUM Ta

E€MOI[IITHO HACUYEHUM.
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BUCHOBKH

VY xomi 1iei GakanaBpchbKOi poOOTH BIAJIOCS JOCATTA TOJIOBHOI METH, a came
ctBopeHHs 2D rpu B xxaHpi roguelike 3 1MHaMIYHOIO reHepalli€ro PiBHIB 3a JIOITOMOI'0I0
pyurist Unity.

ITepmr 3a Bce, Oyno pociimkeHo xaHp roguelike, #ioro icTopito, 0COOIMBOCTI Ta
BIUIMB HAa Cy4YacHy ITPOBY IHIYCTpirO0. ITpu 1bOTO >KaHPY BiI3HAYAIOTHCS BHUITAIKOBUM
CTBOPEHHSM pIBHIB, BUCOKHM PIBHEM CKJIQJHOCTI Ta IOCTIMHOIO 3arpo30i0 CMepTI
MepcoHa)xxa, 1o poOUTh iX MPUBAOIMBUMU JJIs TPABIIB 3aBASKH HeMepe10auyBaHOCTI
IrpOBOTO MPOLIECY.

Hamni, 6yno 3aiiicHeHo BuOip irpoBoro pyiiis. [Ticis ananizy pi3HUX pyIIiiB, TAKUX
ak Unreal Engine, Godot Ta GameMaker Studio, Oyno oOpano Unity. Lleii pymiit
BUSIBUBCSI HAHONTUMAJILHIIINM 3aBJISIKH YHIBEPCATBHOCTI, TOTY>KHUM 1HCTPYMEHTaM JIJisi
pobotu 3 2D-Tpadikoro Ta MiATPUMII MPOIEAYPHOI reHeparllii piBHIB.

Po3pobka Tpm BKIIOYada BHU3HAYCHHS OCHOBHHX Te€HMIUICHHUX MEXaHiK:
yIpaBIIHHS EPCOHAXKEM, O0MOBY CUCTEMY, CUCTEMY 3JI0POB'S Ta MOIIKOI>)KEHb, a TAKOXK
QJITOPUTM BUIIAJIKOBOI TeHepallii piBHIB. Boporu 3 yHIKQIBHUMH XapaKTEPUCTHKAMU Ta
MOBEIIHKOIO JOJAJIA TPl PI3HOMAHITHOCTI Ta TWHAMIKU. BUKOpHUCTaHHS HOBOI CUCTEMU
BBoay Unity Input System m03BOJMIIO CTBOPUTH IHTYITUBHE Ta TOYHE KEPYBAHHS
MIEPCOHAKEM.

ANTOPUTM BHMAAKOBOi TeHepalii piBHIB CTaB KJIOYOBHUM  E€JIEMEHTOM,
3a0€3MeUNBIIM YHIKAJIbHI ITPOBI KapTH 3 KOXKHUM HOBUM 3aIlyCKOM T'pH, 110 3HAYHO
NIJBUIIMIO peirpadenbHicTh. BUkoprcTani METOAM reHeparlii piBHIB, Takl sSIK PO3MOILIT
KIMHAT, TIOJIUT MPOCTOPY, KIITHHHI aBTOMATH Ta rpadu Ha OCHOBI KIMHAT, 3a0€3MMeUnin
PI3HOMAHITHICTh ITPOBUX CBITIB.

['ooBHE MeEHI0O Ta €KpaH CMepTi TepCcOHaka TOKPAl[WIA 3arajdbHUN
KOpHUCTyBaIlbkuii a0cBia. Jloganuii iHTepdelic nis HalamTyBaHHS 3BYKY J03BOJISIE
IPaBIsIM PETYJIOBATU Pi3HI MapaMeTpu 3BYKOBUX €(EKTIB Ta MY3UKH. AHIMAIll Ta
3BYKOBI €(eKTH 3p0oOWiIn Tpy OUIBII PEaICTUYHOIO Ta 3aXOILTIOI0YO0, CTBOPIOIOUN

eMOIIiITHO HacuueHy atMocdepy.
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Ha 3aBepiienns1, BnpoBaykeHO MexaH13M 300py 1H(popmallii 3 rpu JjIs aHali3y
ITPOBOTO MPOIIECY Ta MOBEMIHKH TPABIIiB, IO JO3BOJISE 310paTh aHi MPO KOXKHY irpOBY
CeCiio Jisl TOJANbIIOTO BAOCKOHAJICHHS TPH.

Takum 4uHOM, pO3po0JIeHa I'pa JIEMOHCTPY€E BUCOKHH PIBEHBb peirpadelbHOCTI,
CKJIQJHOCTI Ta 3aJlydeHOCTI TpaBliB, IO pPOOUTH ii KOHKYPEHTOCHPOMOXKHOIO Ha
Cy4yaCHOMY PHHKY Bifieoirop. [lepcreKTuBY MoJaibIioro po3BUTKY MPOEKTY BKIIIOYAIOTh
BJIOCKOHAJICHHS TEHMIUIEHHUX MEXaHIK, pO3IIHpeHHs (YHKI[IOHATY TpU Ta IHTErpariio

HOBUX TEXHOJIOTIH /IS TTIOKPAIICHHS irPOBOTO JOCBIIY.
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JOJATOK A
Kon renepauii piBHst

Bwmict ¢aiiay LevelGenerator.cs:

using System.Collections.Generic;

using System.Ling;

using UnityEngine;

public class LevelGenerator : MonoBehaviour

{
[SerializeField] private int numberOfRooms = 4;
[SerializeField] private Vector2 roomSize = new Vector2(3, 3);
[SerializeField] private GameObject pointObject;

[SerializeField] private GameObject spawnT;
[SerializeField] private GameObject spawnB;
[SerializeField] private GameObject spawnL;
[SerializeField] private GameObject spawnR;

[SerializeField] private GameObject exitT;
[SerializeField] private GameObject exitB;
[SerializeField] private GameObject exitL;
[SerializeField] private GameObject exitR;

[SerializeField] private GameObject[] rooms;

private List<GameObject> placeForRooms;
private HashSet<Vector2> occupiedPositions;

private List<GameObject> roomList;
private void Start()

{

placeForRooms = new List<GameObject>();
occupiedPositions = new HashSet<Vector2>();

roomList = new List<GameObject>();

GenerateLevel();

¥

private void Generatelevel()

{
numberOfRooms = GameManager.Instance.numbersOfRooms;
if (numberOfRooms < 4)

numberOfRooms = 4;
Debug.Log("MinimanbHe 3Ha4eHHS KiMHAT 4!");
}
ClearMap();
CreateMap();
PlaceRooms();
ClearPoints();

private void ClearMap()

ClearGameObijectL.ist(placeForRooms);
ClearGameObijectL.ist(roomList);
occupiedPositions.Clear();

¥
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private void ClearGameObijectList(List<GameObject> list)

{

foreach (GameObject obj in list)
Destroy(obj);
list.Clear();
private void ClearPoints()

ClearGameObijectL.ist(placeForRooms);

¥

private void CreateMap()

{

AddRoom(pointObject.transform.position);

GameObiject currentPosition = placeForRooms[0];
int errorCounter = 1,

int attempts = 0;

int maxAttempts = 20;

Vector3[] directions = {
new Vector3(0, roomSize.y, 0), // Beepx
new Vector3(0, -roomSize.y, 0), // Hu3
new Vector3(-roomSize.x, 0, 0), // JliBopy4
new Vector3(roomSize.x, 0, 0) // [IpaBopyd

k

while (placeForRooms.Count < numberOfRooms)
{
int randomIndex = Random.Range(0, directions.Length);
Vector3 direction = directions[randomIndex];
Vector3 newPosition = currentPosition.transform.position + direction;

if (loccupiedPositions.Contains(newPosition))
AddRoom(newPosition);

currentPosition = placeForRooms[placeForRooms.Count - 1];
attempts = 0; // CkumaHHs KUTBKOCTI TOMIJIOK, OCKUTEKH YCITIIITHO TOJAaHO KiMHATY

}
else
{
attempts++;
if (attempts > maxAttempts)
{
RemoveQuarterRooms();
if (placeForRooms.Count > 0)
{
currentPosition = placeForRooms[placeForRooms.Count - 1];
¥
errorCounter++;
attempts = 0;
}

if (errorCounter > 20)

Debug.LogError("Tlomunka renepaiii KapTH: HE BIAJIOCSA CTBOPUTH HEOOXIMHY KiIBKICTH KIMHAT, XO4Ya JIMIT
crnpob He HocarHyTo.");
break;
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¥
ky

private void AddRoom(Vector3 position)
{

GameObject newRoom = Instantiate(pointObject);
newRoom.transform.position = position;
placeForRooms.Add(newRoom);
occupiedPositions.Add(position);

¥

private void RemoveQuarterRooms()

{

int roomsToRemove = placeForRooms.Count / 4;
for (inti=0; i < roomsToRemove; i++)

int lastIndex = placeForRooms.Count - 1;
Destroy(placeForRooms[lastindex]);
placeForRooms.RemoveAt(lastindex);

}

occupiedPositions.Clear();
foreach (GameObject room in placeForRooms)

{

occupiedPositions.Add(room.transform.position);
}
}
void PlaceRooms()

{

Vector2 firstRoomPosition = placeForRooms[0].transform.position;

Vector2 secondPosition = placeForRooms[1].transform.position;

Vector2 preLastPosition = placeForRooms[placeForRooms.Count - 2].transform.position;
Vector2 lastPosition = placeForRooms[placeForRooms.Count - 1].transform.position;

PlaceSpawnRoom(secondPosition, firstRoomPosition);
PlaceSecondRoom(secondPosition, lastPosition);

for (int counter = 2; counter < placeForRooms.Count - 2; counter++)

{

Vector2 currentPosition = placeForRooms[counter].transform.position;
PlacelntermediateRoom(currentPosition, firstRoomPosition, lastPosition);

}

PlacePreLastRoom(preLastPosition, firstRoomPosition);
PlaceExitRoom(preLastPosition, lastPosition);

¥

void PlaceSpawnRoom(Vector2 secondPosition, Vector2 spawnPosition)

{

GameObject spawnRoom = null;

if (secondPosition == spawnPosition + new Vector2(0, roomSize.y)) // Bepx

{

spawnRoom = Instantiate(spawnT, spawnPosition, Quaternion.identity);

else if (secondPosition == spawnPosition + new Vector2(0, -roomSize.y)) // Hu3

{

spawnRoom = Instantiate(spawnB, spawnPosition, Quaternion.identity);

else if (secondPosition == spawnPosition + new Vector2(-roomSize.x, 0)) // JIiBo

{

spawnRoom = Instantiate(spawnL, spawnPosition, Quaternion.identity);
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}

else if (secondPosition == spawnPosition + new Vector2(roomSize.x, 0)) // [IpaBo

{

spawnRoom = Instantiate(spawnR, spawnPosition, Quaternion.identity);

}
if (spawnRoom != null)

roomList.Add(spawnRoom);
occupiedPositions.Add(spawnPosition);
¥

else

{

Debug.LogError("Ilomuika po3MilieHHs KiMHaTH criaBHy. He B3panocs 3HalTH HanpsiMok.");

¥

void PlaceSecondRoom(Vector2 secondPosition, Vector2 lastPosition)

bool isTop = occupiedPositions.Contains(secondPosition + new Vector2(0, roomSize.y)) && secondPosition + new
Vector2(0, roomSize.y) != lastPosition;

bool isBottom = occupiedPositions.Contains(secondPosition + new Vector2(0, -roomSize.y)) && secondPosition + new
Vector2(0, -roomSize.y) != lastPosition;

bool isLeft = occupiedPositions.Contains(secondPosition + new Vector2(-roomSize.x, 0)) && secondPosition + new
Vector2(-roomSize.x, 0) != lastPosition;

bool isRight = occupiedPositions.Contains(secondPosition + new Vector2(roomSize.x, 0)) && secondPosition + new
Vector2(roomSize.x, 0) != lastPosition;

GameObject matchingRoom = rooms.FirstOrDefault(room =>
room.GetComponentInChildren<RoomInfo>().IsTop == isTop &&
room.GetComponentInChildren<RoomInfo>().IsBottom == isBottom &&
room.GetComponentInChildren<RoomInfo>().IsLeft == isLeft &&
room.GetComponentIinChildren<RoomInfo>().IsRight == isRight

);

if (matchingRoom != null)

{
matchingRoom.transform.position = secondPosition;
roomList. Add(Instantiate(matchingRoom));
occupiedPositions.Add(secondPosition);

}

else

{
Debug.LogError($"Tlomunka po3mimenHst kimHatu. He B3ganmocs 3HaliT TOTPIOHY KIMHATY JJsl MO3HMINIL:
{secondPosition}");

¥

void PlacePreLastRoom(Vector2 preLastPosition, Vector2 firstRoomPosition)

bool isTop = occupiedPositions.Contains(preLastPosition + new Vector2(0, roomSize.y)) && preLastPosition + new
Vector2(0, roomSize.y) != firstRoomPosition;

bool isBottom = occupiedPositions.Contains(preLastPosition + new Vector2(0, -roomSize.y)) && preLastPosition +
new Vector2(0, -roomSize.y) = firstRoomPosition;

bool isLeft = occupiedPositions.Contains(preLastPosition + new Vector2(-roomSize.x, 0)) && preLastPosition + new
Vector2(-roomSize.x, 0) != firstRoomPosition;

bool isRight = occupiedPositions.Contains(preLastPosition + new Vector2(roomSize.x, 0)) && preLastPosition + new
Vector2(roomSize.x, 0) != firstRoomPaosition;

GameObject matchingRoom = rooms.FirstOrDefault(room =>
room.GetComponentInChildren<RoomInfo>().IsTop == isTop &&
room.GetComponentInChildren<RoomInfo>().IsBottom == isBottom &&
room.GetComponentInChildren<RoomInfo>().IsLeft == isLeft &&
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room.GetComponentInChildren<RoomInfo>().IsRight == isRight
);
if (matchingRoom != null)
{

matchingRoom.transform.position = preLastPosition;
roomL.ist. Add(Instantiate(matchingRoom));
occupiedPositions.Add(preLastPosition);

¥

else
{
Debug.LogError($"Ilomunka po3minieHHs KiMHatH. He B3mamocst 3HaWTH MOTPIOHY KIMHATY JUIs TO3HMILI:
{preLastPosition}");

¥

void PlacelntermediateRoom(Vector2 currentPosition, Vector2 firstRoomPosition, Vector2 lastPosition)

bool isTop = occupiedPositions.Contains(currentPosition + new Vector2(0, roomSize.y)) && firstRoomPosition !=
currentPosition + new Vector2(0, roomSize.y) && lastPosition != currentPosition + new Vector2(0, roomSize.y);

bool isBottom = occupiedPositions.Contains(currentPosition + new Vector2(0, -roomSize.y)) && firstRoomPosition 1=
currentPosition + new Vector2(0, -roomSize.y) && lastPosition != currentPosition + new Vector2(0, -roomSize.y);

bool isLeft = occupiedPositions.Contains(currentPosition + new Vector2(-roomSize.x, 0)) && firstRoomPosition 1=
currentPosition + new Vector2(-roomSize.x, 0) && lastPosition != currentPosition + new Vector2(-roomSize.x, 0);

bool isRight = occupiedPositions.Contains(currentPosition + new Vector2(roomSize.x, 0)) && firstRoomPosition !=
currentPosition + new Vector2(roomsSize.x, 0) && lastPosition != currentPosition + new Vector2(roomSize.x, 0);

GameObject matchingRoom = rooms.FirstOrDefault(room =>
room.GetComponentInChildren<RoomInfo>().IsTop == isTop &&
room.GetComponentInChildren<RoomInfo>().IsBottom == isBottom &&
room.GetComponentInChildren<RoomInfo>().IsLeft == isLeft &&
room.GetComponentIinChildren<RoomInfo>().IsRight == isRight

);

if (matchingRoom != null)

{

matchingRoom.transform.position = currentPosition;
roomList. Add(Instantiate(matchingRoom));
occupiedPositions.Add(currentPosition);

}

else

{
Debug.LogError($"Tlomunka po3mimenHst kimHatu. He B3ganmocs 3HaliT TOTPIOHY KIMHATY JJsl MO3HMINIL:
{currentPosition}");

¥

void PlaceExitRoom(Vector2 preLastPosition, Vector2 exitPosition)

{

GameObiject exitRoom = null;

if (preLastPosition == exitPosition + new Vector2(0, roomSize.y)) // Bepx

{

exitRoom = Instantiate(exitT, exitPosition, Quaternion.identity);

else if (preLastPosition == exitPosition + new Vector2(0, -roomSize.y)) // Huz

{

exitRoom = Instantiate(exitB, exitPosition, Quaternion.identity);

else if (preLastPosition == exitPosition + new Vector2(-roomSize.x, 0)) // Jliso

{

exitRoom = Instantiate(exitL, exitPosition, Quaternion.identity);
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}

else if (preLastPosition == exitPosition + new Vector2(roomSize.x, 0)) // IIpaBo
{

exitRoom = Instantiate(exitR, exitPosition, Quaternion.identity);

}
if (exitRoom !=null)

roomList.Add(exitRoom);
occupiedPositions.Add(exitPosition);
}
else
{
Debug.LogError("I[Tomunka po3minieHHs: KiMHaTH BuXoay. He Bianocs 3HaiTH MOTPiOHUNA HAMPSIMOK.");
}
}

#if UNITY_EDITOR
[UnityEditor.CustomEditor(typeof(LevelGenerator))]
public class LevelGeneratorEditor : UnityEditor.Editor

{
public override void OnlnspectorGUI()

{
base.OnlInspectorGUI();

LevelGenerator generator = (LevelGenerator)target;
if (GUILayout.Button("Generate Level™))
{
generator.GenerateLevel();
}
}
}
#endif

¥

Bwmict ¢pany RoomInfo.cs:

using UnityEngine;

public class RoomInfo : MonoBehaviour

{
[SerializeField] private bool isTop;
[SerializeField] private bool isBottom;
[SerializeField] private bool isLeft;
[SerializeField] private bool isRight;
public bool IsTop { get { return isTop; } }
public bool IsBottom { get { return isBottom; } }
public bool IsLeft { get { return isLeft; } }
public bool IsRight { get { return isRight; }
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