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MPOEKTY. Y TPEThOMY — PO3IVISTHYTO €Taly peaii3allii 1rpoBOi JIOTIKH, OMUC OCHOBHHX
cucteM rpu, OoioBux Mexanik 1 Ul. ¥V uerBepTrOMy — mpoBeneHO TeCTyBaHHs, aHai3

pe3yJbTaTIB 1 3aMPONOHOBAHO HAMIPSIMU MOJATBIIOTO PO3BUTKY T'PH.
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ABSTRACT

to the qualification work by the student of the group 401 of Petro Mohyla Black Sea

National University
Nazarchuk Sergiy

“ARPG GAME DEVELOPMENT ON UNITY ENGINE”

A relevance of this study lies in the growing demand for high-quality interactive game
content, particularly in the action role-playing game (ARPG) genre, as well as the need to
master modern digital game development tools, such as Unity and the C# programming
language. Creating such projects allows not only to implement creative ideas, but also to
acquire practical skills that are relevant in the game development labor market.

An object of the work is the process of developing video games.

A subject of the work is the implementation of the main mechanics of the ARPG game
using the Unity engine.

A purpose of the work is to create a full-fledged game prototype in the ARPG genre,
which includes a combat system, character control, user interface and interaction with the
game environment.

The work consists of four sections. The first section analyzes the ARPG genre. The
second provides game development tools and the structure of the game project. The third
considers the stages of implementing game logic, describes the main game systems, combat
mechanics and Ul. The fourth tests, analyzes the results and suggests directions for further
development of the game.

The total volume of the work is 94 pages. The qualification work contains 1 appendice,
30 figures, 2 tables and 30 reference sources

Key words: ARPG, Unity, game development, game mechanics, C#, combat system,

Tilemap, UL.
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Kadenpa inTenextyansHuX iHQOpMAIIfHUX CHCTEM
Po3pobka ARPG-rpu Ha pymrii Unity

CKOPOYEHHA TA YMOBHI IITO3HAKH

JIKM — JliBa Knonka Murii

LI — [Ityynuit [HTENnexT

RPG — Role Play Game

ARPG — Action Role Play Game
Ul — User Interface

NPC — Non-Player Character
OC — Omnepatiiiina cuctema
HUD - Heads-Up Display

Al — Artificial Intelligence
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Kadenpa inTenextyansHuX iHQOpMAIIfHUX CHCTEM
Po3pobka ARPG-rpu Ha pymrii Unity

BCTYII

Meror kBamidikamiifHoi poOOTH € 3akpilyieHHs HAOyTHX IIiJ Yac HaBYaHHS
TEOPETUYHUX 3HAHb, a TAKOXK OTPUMaHHS Mpo¢eCiiHUX 3HaHb B MPOLECl PO3POOKH T'PH B
kaHpi action-RPG na pymrii Unity, a1 moganemoro ix 3acrocyBaHHs y mnpodeciiiHii
TISIIBHOCTI.

JIJ1st MOCSATHEHHST BU3HAYECHOT METH HEOOX1THO BUPIIIUTH TaKl 3aBIaHHS:

— O3HAaWOMJIEHHS 3 OCHOBHUMU €TanaMu poOOTH B po3poOlli BiA€O-1rop;

— OBOJIOJIHHS METOAMKaMHU 300py Ta aHami3y 1H(pOpMaIlii;

— TIONIYK 1 BABYEHHS MaTepiaiiB 3a 00paHOI0 TEMOIO;

— caMOCTIiiiHe BUKOHAHHS Ta po3po0Oka pparMeHTiB KBasli(ikaiiifHoi 6akanaBpCcbKOl
poboTu;

— 3aCTOCYBaHHS BUBYCHHUX METOJIIB IIi]] 9ac PO3B’sI3aHHS MPAKTUIHHUX 3a/1a4.

B xoni kBamidikaiiitHoi poOoTu Oyn0 peani3oBaHO psij MPAKTUYHUX 3aBIaHb, 1110
CTOCYIOThCSI KOHUENIIi Ta po3poOku rpu B kaHpi action-RPG. I'onoBHOWO MeTOor0 Oyi0
3aKpIMUTH TEOPETUYHI 3HAHHS, OTPUMaHI MiJ] Yac HaBYaHHS, Ta IHTETPYBATH iX HA MPAKTHUIIL
IUISTXOM BUKOHAHHS BJIACHOTO TIPOEKTY.

Kgamidikariitna pobota Hamana MOXKIUBICTD JACTAIBHO 3aHYPUTHCS B yCl aCIEKTH
PO3pPOOKH TP — B IEPBUHHOI 171€1 10 CTBOPEHHSI OCHOBHUX POOOYNX MEXaHI3MIB. 3HAUYHY
yBary OyJi0 MOpUAUICHO 3a0e3MEeYeHHIO0 IUIICHOCTI IrpoBOro Mpolecy Ta po3poOi
IHTYITUBHO 3p0O3yMLIOTO 1IHTEpeEIiCy.

AKTYanbpHICTb IAHOI TEMH TOJISITa€ B CTPIMKOMY PO3BUTKY 1HAYCTPIi BiZ€OIrop, 1o,
BIJIMTOBITHO, 301JIBIITY€E TTOMUT HA BUCOKOSIKICHUIN 1TpOBU KOHTEHT. KpiM Toro, peamizartis
noai0HOTO TPOEKTY B OCBITHIX YMOBaxX CIPHUSE PO3BUTKY KPEATUBHOTO MHUCIIEHHS,

aHAJTITUYHUX HABUYOK Ta 3J]JaTHOCTI MPaIOBATU 3 TIEPEAOBUMHU TEXHOJIOT1SIMHU.
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Kadenpa inTenextyansHuX iHQOpMAIIfHUX CHCTEM
Po3pobka ARPG-rpu Ha pymrii Unity

1 AHAJII3 CYYACHOTI'O CTAHY PO3POBKH KOMII'IOTEPHUX IT'OP

1.1 AkTyajibHicTh pO3pPO0OKHU I'PH

IrpoBa 1HAYCTpis HAa CHOTOJHI € OJTHUM 3 HAaWWHAMIYHIIIMX 1 HAUTIEPCIEKTUBHIIITNX
CEKTOpiB HHM(POBOI E€KOHOMIKH, IO JEMOHCTPYE CTallJbHE 3pPOCTAaHHS Ta IIOCTIMHE
OHOBJICHHS K y TEXHOJIOTIYHOMY, TaK 1 B TBOpUOMY acmekTtax. [llopoky cBiTOBHiII pUHOK
MOTIOBHIOETHCS COTHSIMHU, a TO M THUCSYaMHM HOBUX ITPOBUX MPOEKTIB, SIKI OXOILTIOIOThH
IIUPOKHUM CHEKTP XKaHPiB, MIATPOPM, CTUIIIB BI3yaJIbHOTO O()OPMIICHHS, @ TAKOXK M1JIXO/1B
70 TOOYJIOBU TelMIUIeto. Y 1IbOMY OaraTOMaHiTTI 0COOJIMBE MicCIle MOCIJa€e KaHp action-
RPG (exmH-posiboBa rpa), SKHid 3aCy)KEHO KOPHCTYETHCS BUCOKOIO TOMYJISIPHICTIO CEpe/T
IpaBLiB PI3HOTO BiKYy Ta BIOJ00AHb.

XKanp action-RPG BupI3HSETBCA TOETHAHHSAM JBOX KJIIOYOBUX CKJIQJOBUX:
JUHAMIYHOTO OOMOBOTO MPOLIECY B pealbHOMY 4aci (XapakTEpHOTO MJis EKIIH-Irop) Ta
CUCTEMU PO3BUTKY MEPCOHAXKA, CIOKETHUX PO3TaTyKEHb 1 KACTOMI13allli XapaKTepUCTHUK (1110
€ ocHoBOI0O RPG — ponboBux irop). Taka komOiHaIlisl O3BOJISIE TPaBIEBl HE JiMIe OpaTu
aKTUBHY y4acTh y OOMOBHUX CYyTHYKaX, a i MPUHUMATH PIllICHHS, 10 BITUBAIOTh Ha PO3BUTOK
CIOXKETY, CTBOPIOBATH BJIACHY CTPATET1IO MPOKAaYyBaHHS T'epos Ta 3aHYPIOBATUCS Y CBIT TpU
3HAYHO TIUOIIIE.

OgpHietro 3 ronoBHUX nepesar action-RPG € came 1HTepakTUBHICTh Ta CBOOOA J1H, 110
BIJIKpUBAE IMUPOKI MOMJIMBOCTI JIJIS 3ATydeHHSI KOPUCTYBayda. [ paBers Kepye nepcoHaxeM
y PEeXHUMI peajbHOTo 4acy, oOupae CTUb 0010, MOCTYMOBO MOKpAIIy€e 3A10HOCTI Tepos,
3100yBa€ HOBI HABUYKH, B3AEMO/II€ 3 IHIIIUMHU IMEPCOHAKAMHU, TOCITIIKY€E HABKOJIMIIIHIHN CBIT
Ta BUKOHY€E KBecTH. Came 3aBJSKH ITUM €JIeMEHTaM JKaHp 30epirac CBO aKTyaJbHICTH i
NpUBAOJIMBICTH AJI1 MUTbHOHIB KOPUCTYBAYiB MO BChOMY CBITY.

Y cydyacHMX yMOBax pO3BHUTKY 1H(OpPMAIIHHUX TEXHOJOTIM Ta MPOrpamMHOTO

3a0e3IeueHHs CTBOPCHHA iFOp TAaKOT'O THITY CTaJI0O JOCTYIIHUM HC JIMIIC BCIIMKHUM CTy,I[iSIM,
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Kadenpa inTenextyansHuX iHQOpMAIIfHUX CHCTEM
Po3pobka ARPG-rpu Ha pymrii Unity

a 1 IHUB1yadbHIM po3poOHrKaM. OcoOIMBY poiib y IIbOMY Biairpae irposuii pymiii Unity,
AKUM € OJHMM 3 HAWMONMIMPEHIMUX 1 HaWMOTYXHIMKUX I1HCTPYMEHTIB IS
KpocruiatopMeHHoi po3poOku irop. Unity Hamae po3poOHUKAM UUIUH  CHEKTP
MOJKJIMBOCTEH: MIATPUMKY TPUBUMIPHOI Ta ABOBUMIPHOI Tpadiku, 1HTETPOBAHY CHCTEMY
13Uk, aHiMallii, 3ByKOBOro oopmiieHHs, B3aeMoii 3 iHTepdeiricom kopuctyBaua (Ul),
cucteMy ckpunTiB Ha MOBI C# Ta 6araro iHmoro. 3aBaski THYYKOCTI Ta BigkpuTocTi Unity
JI03BOJISIE CTBOPIOBATH TPOEKTH OYyIb-SIKOT CKJIAJHOCTI — BiJ MPOCTUX MPOTOTHITIB [0
KOMEPIIIHHUX 1TOP.

[Iponiec po3podku rpu B xaHpi action-RPG € namzBuuaitHo OaratorpanHuM. Bix
BUMara€ TIO€JHAHHS TEXHIYHUX 3HaHb, JU3aHEPCHKOTO MHCJICHHS, JIOT14HOTO
MPOEKTYBAHHS 1 peTeIbLHOTO TecTyBaHHs. Lle He nuie mporpaMyBaHHs JIOTIKU TPaBIsl Yd
BOPOTiB, a i MpOJlyMaHa CTPYKTypa MPOEKTY, OalaHC IrpOBUX MEXaHIK, 3pyyHa HaBirailis
iHTepdeicy, onTuMizallisl pecypciB Ta 3abe3neyeHHs CTabuIbHOI poOOTH TpU HA PIZHHUX
NpUCTPOsX. BakiMBUMHM efeMeHTaMU TakoX € MoOyJ0Ba CIOKETHUX JIIHIM, peai3amis
CUCTEMU 3aBJlaHb (KBECTIB), IHBEHTApU3allll Ta IHTEPAKTUBHOI B3aEMOJIII MK 00’ €KTaMu
TpHU.

VY pamkax miei kBamdikamiitHoi podotu Oyno obpaHo came kaHp action-RPG sk
HaWOUIBII BIAMOBIIHUM JJISI AEMOHCTpAIlli KOMILIEKCY HABHYOK, IO OXOIUTIOIOTH SK
TEeXHIYHI acrekTH (mporpaMmyBaHHs, poOOTa 3 pyIIieM), Tak 1 TBop4l (Au3aiiH, MoOym0Ba
irpoBoi Jjioriku). Po3poOka Tpu J03BOJISIE TMOBHOLIHHO MPOJEMOHCTPYBATH BMIHHS
MpaIoBaTu 3 pisHUMHU MoAyJsiMu Unity, CTBOPIOBATH IHTEPAKTUBHI 00’ €KTH, peaTi30ByBaTh
CHUCTEeMY KEpyBaHHsS TIEPCOHAKEM, B3a€EMOJII0 3 HABKOJHIIHIM CEPEIOBUILIEM Ta
1HTEp(eiicoM KopHucTyBaya.

[IpeameTHOO 00ACTIO AUIUIOMHOTO MPOEKTY € CTBOPEHHS MOBHOIIIHHOTO irPOBOTO
npoToTuny B KaHpi action-RPG, skuii Bxitodae B cebe 0a30B1 MEXaHIKU IMEPECyBaHHS
NepCcoHaXka, O0MOBY CUCTEMY, IHBEHTAp, CHCTEMY BUKOHAHHS 3aBJaHb (KBECTIB), €IEMEHTH

iaTepdeiicy (HUD, MeHr0), a Takox cTuitizarlito Ta adimaiiito. Takuii miaxia 103BoIsE HA
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Kadenpa inTenextyansHuX iHQOpMAIIfHUX CHCTEM
Po3pobka ARPG-rpu Ha pymrii Unity

MPAKTHUIl OXOMHUTH MOBHUU ITUKJ CTBOPEHHS TPH: Bij MOCTAHOBKHU el — 10 peamizarii

GyHKIIIOHATBFHOTO MPOTOTHITY, IO MIPAITIOE Y PEATPHOMY CEPEIOBHUIII PO3POOKH.

1.2 Orusjx Ta aHaJi3 puHKY irop B skaHpi action-RPG

[lepm HiXX Oe3mocepeIHbO MEPEXOAUTH JO €Tally po3poOKH BJIACHOI T'pU B KaHPi
action-RPG, pgouiapHO OyJ10 3MiHCHUTH BCEOIYHMI aHAI3 BXKE ICHYIOUHX IPOEKTIB, SIKi
pPENpe3eHTYIOTh el HANpsIMOK Yy Cy4YacHId IrpoBii 1HIycTpii. Takuil miaxiJ € He JIHIIe
KOPUCHHUM 3 TOYKH 30py BUBUYCHHSI TEXHIUHUX PIIlIEHb, a 1 HEOOXITHUM il (POpMyBaHHS
rUOIIOr0 PO3YMIHHS 3arajbHUX TEHACHIIN PHUHKY, OYIKYBaHb IUILOBOI ayJUTOpIli Ta
0COOJMBOCTEM peanizalli KII0YOBUX IIPOBUX MEXaHIK.

AHamni3 aHalloTiB J03BOJISIE BUSIBUTU CUJIbHI CTOPOHU YCHIIIHUX TPOEKTIB, IO
3100yJIM BU3HAHHS CEpejl TPaBIIiB, a TAKOK BKA3aTU Ha CIAOKOCTI a00 HEMOJIKH, SIKI CII1TT
YHUKATHU Y BJIacHIi po3po0iii. Kpim Toro, BiH J1a€ 3MOTY OLIIHUTH CTYIHb peali3alii 00ioBoi
CHCTeMH, CHUCTEMH MpPOKauKH, iHTepdeiicy KOpucTyBaua, Bi3yaJbHOTO CTHIIIO, OallaHCY
CKJIQJTHOCTI TOIIO. 3aBMSIKA 1IbOMY (POPMY€EThCsI OUIBIN ITICHE OaueHHsI MallOyTHBOI TpH,
0 TMOEAHYE SIK HaWKpaill MPaKTHKW, 3alo3W4eHl 3 1HIIUX MPOEKTIB, TaK 1 BIACHI
1HHOBAIIHHI PIIIEHHS.

Onnum 13 ikaBux npukianib € Cat Quest I[I — sickpaBuii nmpecTaBHUK JIETKHUX action-
RPG 13 MynbTAITHUM Bi3yaJIbHUM CTHJIEM 1 JIOCTYITHUM TelMiuieeM. ['pa opieHTOBaHa Ha
HIMPOKY ayAMTOPIIO 1 MPONOHYE 3aXOIUIMBUI CBIT, HAIOBHEHUU T'yMOpPOM, KBECTaMH Ta
TUHAMIYHUMH OO0SIMH B peallbHOMY daci. ['paBerp MOXe NepeMHUKaTHCS MK JBOMaA
nepcoHakaMu (KOTOM 1 TCOM), LIO0 BIAKPUBAE MOKJIMBOCTI JIJIi KOOMEPATUBHOI TpHU.
["eiimrmuieid moOya0BaHMIT HABKOJIO AOCIIHKEHHS BIAKPUTOIO CBITY, OCTYIIOBOI MTPOKAYKH,
30upaHHsl CKIMpyBaHHA Ta TMPOXOHKCHHS CIOKETHHX 1 MOOIYHUX 3aBraHb. [IpocTtora
YOpPAaBJIIHHSA Ta IpUEMHA aTMoc(epa poOsiTh rpy UyIOBUM MPUKIIAIOM OalaHCyBaHHS MIX

JIOCTYITHICTIO Ta 33JI0BOJICHHSIM BiJI IIPOIIECY.
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Kadenpa inTenexryanpHux iHPOpMaLIHHUX CUCTEM
Po3pobka ARPG-rpu Ha pyiii Unity

Pucynok 1.1 — I'pa «Cat Quest I1»

It npuxnag — Unsouled, mikcensHa 2D action-RPG 3 Bucokoro 1uHamikoro 00iB.
['onoBHa craBka TyT 3po0JieHa Ha CKJIagHy OOHOBY cHUCTEMy, sIka BHMAara€e BiJl I'PaBI
peakxiiii, TOYHOCTI Ta OCBOEHHS KOMOO-TIpuiioMiB. ['pa He Mae aKUEHTY Ha CIOKET, OJIHAK

BUPI3HAETHCS BI3yalIbHUMHU €(PeKTaMu Ta KaMepolo, sika pearye Ha Mo/ili B peajJbHOMY Yaci.

Pucynok 1.2 — I'pa «Unsouled»

Unsouled 9y10B0 1eMOHCTpYE, SIK 3a JOMOMOTOI0 MIHIMAIICTUYHOT rpadiku MOKHA
CTBOPUTH HANPYKeHY Ta HaCU4YeHY JissMu atMocepy. BogHouac BUcoKa CKIIaaHICTh TPU HE
3aBXKJIU CHpHUS€E IUPIIINA MOMYJISIPHOCTI, ajieé MpUBaOIOe IPaBIiB, SKiI IIHYIOTh 00HOBY
IIMOUHY.

Rogue Heroes: Ruins of Tasos — 1e oauH npukiaj iHAI-IpH 3 eJIeMEHTaMH action-
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RPG 1 roguelike. I'pa moennye koomepaTWBHMI TeHMIUIEH, TeHEpaIlilo IiI3eMelb,
OyAIBHUIITBO BJIACHOT'O MICTa Ta MOCTYMOBY MPOKAuKy MepCOHaXiB. ['paBIil JOCTIIKYIOTH
JIOKaIlli, 3MaraloThCsl 3 BOPOraMu, BUPIUIYIOTh T'OJIOBOJIOMKH, 110 POOUTH TPy CXOXKOI0 Ha

kiacuuHi Zelda-moaiOHi mPOEKTH.

Pucynok 1.3 — I'pa «Rogue Heroes: Ruins of Tasos»

Bi3zyanbHO rpa BUTpHMaHa B CTHJII MIKCENIb-apT, IO BIAMOBIAAE AYXY KIACHUHUX
apkaj 1 BOJHOYAC JI03BOJISIE pO3POOHUKAM 30CEPEIUTUCS HA BIOCKOHAJIEHH] MEXaHIK, a He
gume rpadiku. lle Takox poOUTH TPy AOCTYNMHOKO 3 TOYKH 30py TEXHIUHHUX BUMOT,
PO3UIUPIOIOYH 11 TOTEHIINHY ayUTOPIIO.

Rogue Heroes BUPI3HAETHCS KOJIEKTUBHUM aCIEKTOM T'PH, JO3BOJISIOUHN 10 YOTHPHOX
IPaBIiB OJHOYACHO OPaTH YYacTh y TPOXOMKEHHI. 1i TeiiMIIell MeHIT 30cepemKeHuii Ha
IHAMBIAYaIbHOMY PO3BHUTKY MEpCOHa)Ka, MPOTE HaJa€ IIMPOKI MOMKIMBOCTI B paMKax
KOMaHJHO1 B3a€MO/I11 Ta TOCIIIKEHHS CBITY.

[Ile ogauM BaxknuBuM npukiaagom € Chronicon — kiacuuna 2D action-RPG 3 Buziom
3BEepXy, fAKa Ouibllle Opi€eHTOBaHAa Ha "OJICKYJIbHUU" cTuib rpu y ayci Diablo. IIpoekt

MIPOTIOHYE TJIMOOKY CUCTEMY MPOKAUKH, BETUUYE3HY KUIBKICTh MPEIMETIB, 3aKJIMHAHb, IEPEB
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HAaBUYOK 1 KiaciB. ['pa cTBOpeHa OMHUM pPO3POOHWUKOM, aje€ Ma€ BpaKarouuid 00CsT

KOHTEHTY.

Pucynok 1.4 — I'pa «Chronicon»

Chronicon BUpI3HSAETHCS BEJIMKOIO TPUBAIICTIO, CHCTEMOIO JIYTYy Ta peirpabeibHICTIO,

[0 JIOCATAETHCSI Yepe3 MpOLEeAypHY TEeHepallito Ta pi3HOMaHITTA BoporiB. Ilpu 1mpomy

rpadika JUIIAEThCS TOCUTH IIPOCTOI0, i OCHOBHA CTaBKa POOUTHLCS caMe Ha MEXaHIKH.

Tabmuusg 1.1 — IlopiBHsuibHA XapakTepucThka action-RPG irop

3alBUX JeTalIEd

Hasga OcHOBHI QyHKIIT IlepeBarn Henomniku
) Jlerka cknagHicTh (Makixe
JlocTynHui 1rpoBuit
[IpocTuii 1 npuemMHMI 0e3 BUKJINKY) Mana
Cat Quest I _ npouec Jyxe o
BI3yaJIbHUH CTUIIb ) ) KUIBKICTh T€MMILICHHUX
3po3yMisia MeXaHika
HOBUHOK
) Jyxe rHydkuii Bucoka ckiagHicTh 1T
JlunamivHa 6oiioBa cucTeMa,
KOHTPOJIb 00¥0. HOBAYKIiB.
Unsouled cTuitizoBaHa rpadika, 6e3

I"apna animartis.

BinuyTTsa quHamiku

IHomi BTpavyaeThes Gokyc y

00sX.
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Kinenps Tabaum 1.1

Rogue '
. ATtmocdepa perpo- [ToBTOpIOBaHICTH
Heroes: [Tig3emens 3 macTKaMu, o . ‘
] Zelda Kacromizaris migzemenb, Al BoporiB He
Ruins of NpOKayvKa CeNUIIa + repost 5
KJ1acy 3aB)K/IM aJICKBAaTHUH
Tasos
BenuuesHna KinbKiCTh I'mi6oka RPG-cucrema Crapa rpadika
Chronicon MPEIMETIB 1 CKITIiB BapiaruBHicTh Iarepdeiic micusiMu
PannomizoBani mig3emernis MIEPCOHAXKIB IepeBaHTAKEHU N

VY cyuacHili HayKOBIM JiTepaTypl, HPUCBSYEHINH po3poOlul irop, 3Ha4YHa yBara
MPUALIAETHCS BUBUCHHIO Ta aHATI3y MPUHIIUITIB MIPOEKTYBAHHS ITPOBUX MEXaHIK, a TaKOXK
MOJICJIFOBAaHHIO TIOBEIIHKM KOpPUCTyBaya B I1HTEpPaKTUBHOMY cepeAoBuil. OcoOnuBuid
1HTEpEeC TOCIITHUKIB BUKIMKAIOTh T1 aCIIEKTH, 0 BIUIMBAIOTh HAa CTYI1Hb 3aJTy4Y€HHS rPaBLIs
70 Tpolecy, 3a0e3NevyyloTh HaJIEKHUH pIBEHb IHTYITHBHOCTI KEpYyBaHHs, a TaKOX
(GOpMYyIOTh IITMOMHY ITPOBOTO JOCBIAY.

Hampuknan, y pyanamentanbhiii mpaii "Rules of Play: Game Design Fundamentals"
aBTopiB Keti Caiien Ta Epika [{ummepmaHa BUCBITIIFOETHCSI KOHIICTIIiSI TPUEIUHOTO T1IX0TY
JI0 TU3aliHy 1Irop — MEXaHIKH, TMHAMIKH Ta eCTeTUKH (Tak 3BaHuii MDA -dpelimBopk). Leit
MiaXig — mependadae  B3a€MOINOB'SI3aHE MPOEKTYBAHHA CHCTEM TIpaBWil  (MEXaHIKH),
MOBEIIHKOBUX MATEPHIB IPaBIliB (IMHAMIKH) Ta €MOIIHHOTO BIATYKY (€CTETUKH), 1110 pa3oM
(bopMyIOTh TIOBHOIIIHHUH Ta 3aXOIUIMBHI TermIuiei [1].

Kpim Toro, B HayKOBUX MyOIIKaIsX, TOB’I3aHUX 3 TalTy3310 irpOBOi 1HKEHEPIi, 4aCTO
NOPYUIYIOTBCS MUTAHHS TEXHIYHOI peani3alii KIIOYOBUX KOMIIOHEHTIB TI'pH, 30KpeMa
CKJIQJIHUX CHCTEM IITY4YHOIO IHTEJEKTY, sIKI KepykoTb moBeninkoo NPC, aaroputmis
00MOBO1 JIOT1KHA Ta METOJIIB AMHAMIYHOTO OajlaHCyBaHHS CKJIAIHOCTI.

Hanpuknan, y mpani Millington, 1., Funge, J. — "Aurtificial Intelligence for Games"

(2nd ed., 2009) posrasmarOThCA Pi3HI IMIAXOAM O CTBOPSHHS aJalTHBHOI IOBEHIHKH
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MEePCOHaXIB, BKIoUaroun finite state machines, behavior trees, Ta mIaHyBaHHsSI Ha OCHOBI
GOAP (Goal-Oriented Action Planning), o € HaJI3BUYaifHO aKTyaTbHUMH JIJIs action-RPG,
JIe BaXKJIMBO CTBOPUTH 1TIO3110 «PO3YMHOT0» CYIIPOTHUBHUKA.

e ogaum BaxknuBuM jkepenioMm € myoOmikaris "Dynamic Difficulty Adjustment in
Games" (Hunicke, 2005), B sikiii aBTOpKa MPONOHY€ MEXaH13MU aJJalITUBHOTO OallaHCyBaHHS
CKJIQJTHOCTI, 1[0 aBBTOMATHYHO 3MIHIOE BUKIIUKH Y I'pl B 3aJICKHOCTI BiJl PIBHSI MalCTEPHOCTI
ab0 MOTOYHMX Jii rpaBil. Takuil migxia 103BOJSIE MIATPUMYBATH CTaOUIBHHMA 1HTEpeC 1
yHUKATU (PpycTpaliii, 10 € BAXKIUBUM aCTIEKTOM MPHU peaizailii 60iMoBUX MEXaHiK.

Takoxx Bapto 3ragatm poOoty Yannakakis, G. N., Togelius, J. — "Artificial
Intelligence and Games" (2018), sixa onucye cy4yacHi MiAXOAH 10 TEHEPATUBHOTO JU3ANHY
P1BHIB, TOBEIHKOBOI aHAJITUKH Ta €BOJIIOIIMHUX aITOPUTMIB Y KOHTEKCT1 KOMIT IOTEPHUX
irop. ABTOpM NPUIUISAIOTH 3HA4YHY yBary €MOLIMHIN ajganTamii irop Ta MmepcoHai3ali
refiMIUIeto, 1110 BiJIKPUBAE MOKIIMBOCTI JIJII CTBOPEHHS OUIBII TITMOOKOTO 3aHYPEHHS Y CBIT
TpH.

VYce e oco0auBO akTyallbHO s »kaHpy action-RPG, ne rpaBenps o4iKye THYYKOT
ajanTarlii piBHS BUKJIUKY, IHTEJIEKTYaJIbHOI MOBEIIHKU CYTIPOTUBHUKIB, & TAKOXX JIOTTYHOTO
i TOCIIJOBHOIO pearyBaHHSI CBITY IpU Ha [ii KOpPUCTyBaua. BHUKOpHUCTaHHSA Cy4acHHX
QITOPUTMIB IITYYHOTO THTEJEKTY JI03BOJISIE CTBOPUTH OLIBII )KMUBUH, TMHAMIYHHM CBIT, 1110
3MIHIOETHCS Pa30M 13 TPABIEM Ta HOTO PIICHHSIMHU.

Kpim Toro, B HayKOBUX MyOTIKaIIsX, TOB’I3aHUX 3 TaTy3310 IrPOBOi 1HKEHEPIi, 4aCTO
NOPYIIYIOTECS MUTAHHS TEXHIYHOI peanmi3amii KIIOYOBHUX KOMIIOHEHTIB TpH, 30Kpema
CKJIQJHUX CHUCTEM IUTYYHOIO IHTENEKTYy, SIKi KepyioTb mnoBeAiHkoo NPC, aaropurmin
00MOBOI JIOTIKM Ta METO/AIB JUHAMIYHOTO OajaHCYyBaHHSI CKJIAQTHOCTI. Yce 1€ 0COOJMBO
aKTyalbHO JJIg *KaHpy action-RPG, ne rpaBenp ovikye rHYydYKoi ajanTailii piBHS BUKIHUKY,
IHTENEKTyaJIbHOI TOBEIHKM CYNPOTUBHUKIB, a TaKOX JIOTIYHOIO ¥ TOCIIIOBHOTO
pearyBaHHS CBITY I'pY Ha Jii KOpUCTyBaya.

Takum YMHOM, HAyKOBHUW TMiJXiJ] JO TMPOEKTYBAaHHS Irop HE JIMIIE CIYTYy€E
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TEOPETUYHUM HIATPYHTSM, ajle ¥ Ma€ MPUKIaTHE 3HAUYCHHS y CTBOPEHHI SIKICHUX ITPOBUX
NpOAYKTiB. BpaxyBaHHS TakuxX MOCHIIHPKEHb MPH PO3pOOIN BIACHOTO MPOEKTY J03BOJISIE
rIIMOIIE OCMUCTUTH 0COOJIMBOCTI JKaHPY, 30CEPETUTUCH HA CTBOPEHH1 Y3TO/HKEHUX 1TPOBUX
CHCTEM 1 3a0€3MeYUTH BUCOKUI PiBEHb 33J0BOJICHOCTI KIHIIEBOTO KOPUCTYyBAaya.

TakuM YMHOM, HAyKOBUM MiJXiJ JO TMPOEKTYBAaHHS IrOp HE JIMIIE CIYTY€E
TEOPETUYHUM MIAIPYHTSM, aje i Mae MPUKIAJHE 3HAYCHHS Y CTBOPEHHI SIKICHUX ITPOBHUX
NpOAYKTiB. BpaxyBaHHS TakuxX MOCHIIPKEHb MPH PO3pOOII BIACHOTO MPOEKTY J03BOJISIE
rJM0IIe OCMUCIUTH OCOOJIMBOCTI JKaHPY, 30CEPEAUTUCH HAa CTBOPEHHI Y3TOPKEHUX ITPOBUX
CUCTEM 1 3a0€e3MeUnTH BUCOKHI PIBEHb 33J0BOJIEHOCTI KIHIIEBOI'O KOPUCTYBaya.

[IpoananizyBaBilii aHAJIOTIYHI TPOEKTH, MOKHA 3pOOUTH BUCHOBOK, 1[0 OCHOBHUMU
CKJIaIOBUMU TPH B LILOMY KaHPI €:

— 3axoIuToroya 0oiioBa cucrema;

— BapIaTUBHICTh Y CTUJISIX TPH,

— CHCTeMa MPOKAYKH MEePCOHAXKa,

— BHpAa3HUH BI3yaJbHUN CTUIIb;

—  3po3yMiuit iHTEpdeEiic.

Ii cmocTepexeHHs CTaau OCHOBOIO JJIsi JOPMYBaHHS KOHIIETIIIT BJIACHOTO MPOEKTY,
KWW Ma€ MOETHATH B OOl AK TPAJUIlINHI, TaK 1 OPUTIHAIBHI PIIICHHS, OPIEHTOBaHI Ha

3pY4YHICTh Ta 33/I0BOJICHHS KOPHCTyBaua.

1.3 IlocTanoBKAa 3aaau4i

Ha ocHOBI mpoBeaeHOro aHallily PUHKY, BUBYEHHS aKTyaJbHUX TEHICHIIN Ta
MOPIBHSIHHS aHAIOTIB B JkaHpi action-RPG, Oyno 3po0iieHO BUCHOBOK, IO PO3poOKa
BJIACHOTO ITPOBOTO MPOJYKTY B IIbOMY HampsiMi MOBMHHA IPYHTYBATUCSA Ha MOEIHAHHI SIK
TPaIUIIMHUX, TaK 1 IHHOBALIMHUX MeXaHIK. MeTor0 JOCIIKEHHS € CTBOPEHHS CYy4acHOTrO,

TEXHIYHO CTaOLILHOTO Ta 3 TOYKHU 30py KOPHUCTyBaua MPUBAOIUBOTO MPOTOTHUITY TPH, SIKUN
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peaitizye 6a30B1 XapaKTEPUCTUKH JKaHPY Ta AO3BOJISIE TPABIEBI 3aHYPHUTHUCA Y BIpTYyaIbHUI
CBIT 3 BUCOKHM PIBHEM IHTEPAKTHUBHOCTI.

OpHa 3 KIIOYOBHX 3aJad mnoJsirae y ¢popMyBaHHI 30aJaHCOBAaHOI Ta B TOM K€ 4Yac
JUHAMIYHOT IrpOBOi MEXaHIKH, SIKa BKJIIOYa€ B ceOe sk OOWOBY CHCTEMY, TaK 1 €IEMEHTH
IPOKAaYyBaHHs MEPCOHAaXka, JOCIIIKEHHS IrPOBOIO CEPENOBUILA, B3aEMO/III0 3 00’ €KTaMH,
NPC Ta iHIIMMU KOMIOHEHTaMu CBITYy. CTBOPEHHS Takoi CUCTEMHU NOTPEOyE pETEIbHOIO
OTpAaIlfOBaHHsI BHYTPIIIHBOI JIOTIKM TPHU, BpaxyBaHHS OYIKYyBaHb LIJIbOBOI ayauTopii, a
TaKOX JOTPUMAHHS NPUHLUIIB ONTUMAJIBHOI CKJIAJHOCTI, IO HE IEPEBAHTAXKYE
KOpHUCTYBaua, ajie i BOJHOYAC BUKJIMKAE MMOCTIMHUI THTEpPEC 0 MPOrpecy.

Mera 1i€i kBam@ikamiitHoi poOOTH NOJATaEe y MPaKTUYHOMY BTUIEHHI KOHLIETIIII I'PU
B ’aHpi action-RPG, B skiif rpaBieBi 0y1e HaJJaHO MOXKJIMBICTh TOBHOI[IHHOTO YIIPABIiHHS
ITPOBUM MEPCOHAKEM Y PEXKHUMI pealbHOTO Yacy. ['paBenb 3Moke He JuIe OpaT yqacTh y
OOMOBUX CyTHYKaX, aje i BUKOHYBaTH CIOKETHI Ta MOOIYHI 3aBJIaHHS, 30UpaTH PECypCH,
MOKPAIyBaTH XapaKTEPUCTUKU CBOTO T€POs, @ TAKOXK B3aEMOJISITU 3 PI3SHUMH €JIeMEHTaMH
CBITY TpH.

[IpoexTHa peanizallig nependadae po3pooOKy Ip 13 MPOCTOPUMHU ITPOBUMU JIOKAIIISIMHU
ab0 HaBITh 0a30BUMHU €JIEMEHTAMM BIJIKDUTOTO CBITY, $KI 3a0e3Me4yyioTh CBOOOIY
nepecyBaHHs Ta JochikeHHs. OkpemMa yBara MPUAUISIETbCS MEXaHIIl PO3BUTKY
NepCOHaXa, 110 TTOBUHHA MOTUBYBATH IpaBLs /10 TPUBAJIOTO MPOXOHKEHHS T'PH 3aBJISKU
CUCTEM1 BUHATrOpO/Jl, HAKOMMMYEHHS JA0CBIAY, BIAKPUTTS HOBUX 3/1I0HOCTEN 1 BUKOPUCTAHHS
IHBEHTapHI.

JUist AOCATHEHHS TOCTaBJIEHOI MeTH OyJl0 BU3HAYEHO HACTYMHI 3aBAAaHHS, SKi
NOTPIOHO BUPIIIUTH B MPOIIECT PO3POOKHU:

— PpO3pOOMTH KOHIICTIIIIIO TPH: 110 BKJIFOYAE B ce0Oe He JIUIIIE 3arajJbHUi CTHIIb,
YaHPOBY crielM(iKy Ta Bi3yanabHI pillIeHH, a ¥ KJIIOYOBI MEXaHIKH, K1 Oy lyTh BU3HAYaTH

rerMInIeH,
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— CcTBOpUTH 0a30Be IrpoBe CEpeIOBUIIE 3 BUKOpUCTAHHAM pyiist Unity —
BUOPAHOTO 32 Oro THYYKICTh, MATPUMKY 2D/3D rpadiku Ta mupoKi MOXKIUBOCTI JIsI
iHTerparii animariii, 3BykiB Ta Ul;

— peani3yBaTH yNpaBIliHHS MEPCOHAKEM, BKITIOYAIOUN HOTO TIEPEMIIICHHSI,
CTpUOKH, aTaK¥ Ta 1HIII Jii, K1 € 0a30BUMH JIJIs1 IHTEPAKTUBHOCTI;

—  PO3pOOUTH MPOCTY CUCTEMY IMPOTHUBHUKIB, SIK1 OyIyTh BOJOIITH OA30BUM
HITYYHUM IHTEJIEKTOM, aTaKyBaTH IPaBlisl Ta B3AEMOAISTH 3 HUM y 0010;

— 3a0e3Me4YnTH B3aEMOJIIO 3 00’ €KTaMU CEPEOBUILA, BKIIOYHO 3 BIIKPUTTIM
CKpHUHB, 300pOM IpeaMeTiB, aianoramu 3 NPC, akTUBali€l0 TPUTEPIB TOLIO;

— npoayMatu 6a3oBuil iHTepdeiic kopuctyBada (UI): iHBeHTap, 310pOB’sl, MEHIO;

~  TPOBECTHU TECTyBaHHS, 1100 MEPEKOHATHUCS Y BIICYTHOCTI KPUTUYHUX [TOMUIIOK,
3a0€3MEeYNTH IIJIABHICTh IFPOBOTO MPOIECY, ONTUMI3ALI0 TPOLYKTUBHOCTI, @ TAKOX
HaJIC)KHUN KOPUCTYBAIIbKUI JOCBIJ.

Takum YUHOM, OCHOBHOIO METOIO PO3POOKH € CTBOPEHHS MPOTOTHITY TPU B KaHPI
action-RPG, sikuii He nuIIe IEMOHCTPYE TEXHIYHI MOKIMBOCTI PO3POOHUKA, ajie i CIYKHUTh
1aT(GOpPMOL0 11 OIAIBIIOT0 PO3LIMPEHHS Ta BAOCKOHAJIEHHS MPO€EKTY. [IpoeKT nmoBuHEH
BIJIOBIJIATH BUMOTaM CYYacHOIO reiimau3zaiiHy, OyTH (yHKUIOHAJIbHUM, CTaOUIbHUM Ta

MaTHy TMOTEHINaN JJIsl PO3BUTKY SIK KOMEPIIHHOTO, TaK 1 HABYAJIBHOTO MPOIYKTY.
BucHoBKH 10 mepmoro po3aity

VY nepmomy po3aini Oyio 311MCHEHO eTalbHUM aHalli3 Cy4yacHOTO CTaHy PO3POOKHU
KOMIT IOTEpHUX 1rop, 30Kpema y »kaHpi action-RPG, a Takoxx IOCHTIIKEHO KIIOYOBI
OCOOJIMBOCTI Ta TEHAEHI[l IrPOBOi 1HAYCTPIi, IO POOIATH LEH >KaHpP aKTyaJbHUM Ta
nonyJsipHUM. bByJo migkpeciaeHo 3HaueHHs TOE€HAHHS TUHAMIYHOTO OOMOBOTO MPOIIECY 3
POJILOBUMHU €JIEMEHTaMH, 10 3a0e3Meuy€e TPaBIsiM TIHMOOKUN Ta 1HTEPAKTUBHHM 1TpOBUN
JTOCBII.

[TpoBeneHo orusi 1 MOPIBHSHHS BIIOMUX MIPOEKTIB y *KaHpi action-RPG, Takux sk Cat
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Kadenpa inTenextyansHuX iHQOpMAIIfHUX CHCTEM
Po3pobka ARPG-rpu Ha pymrii Unity

Quest II, Unsouled, Rogue Heroes Ta Chronicon, mo mT03BOJWIO BHUSBUTH iX CHIIBHI
CTOPOHHU, a TaKOXX MOTEeHIIMHI Hemomiku. Lleil aHami3 maB 3MOTYy OKPECIUTH OCHOBHI
KOMIIOHEHTH, 5Kl MarTh OyTH BpaxoBaHI IMPH PO3pOOIN BJIACHOTO ITPOBOTO IMPOEKTY,
30KpeMa: sikicHa 00iioBa cUcTeMa, CHCTeMa MPOKAuKH MEePCOHaXa, PiI3HOMaHITHICTh CTHIIIB
I'pH, IHTYITUBHUN 1HTEpQEC Ta aJallTUBHICTh I'POBUX MEXaHIK.

Takox OyJO pPO3TASHYTO HAYKOBI MIAXOAU JO NPOEKTYBAHHS ITPOBUX CHUCTEM,
30kpemMa koHtemniiro MDA -ppeliMBopKy (MeXaHIKH, JUHAMIKH, ECTETUKH ), & TAKOXK METOIN
IITY4YHOrO 1HTEJEKTY, 5Kl 3a0e3nmeuyroTh THyuYkKicTh moBeAinku NPC Ta amamnrarrito
CKJIQIHOCTI, III0 € KPUTUYHO BAXKIIMBUM JJIs1 skaHpy action-RPG.

OTxe, HA OCHOBI MPOBEICHOTO aHai3y 3pOOJIEHO BHUCHOBOK IMPO HEOOXIJHICTh
KOMITJIEKCHOTO TIJXOYy J0 PO3POOKU IrpOBOTO MPOEKTY, AKUH OU 1HTErpyBaB y €001 SIK
TEeXHIYHI, TaK 1 JU3alHEPCHhKI acleKTH, 3a0e3neuyoun 30a1aHCOBAaHUM 1 3aXOIUTIOIOYUN
reiimruieit. Lle crane oCHOBOIO sl MOAAIIBIIOT PO3POOKH ITPOBOTrO MPOTOTHUITY HA PYIIIi
Unity, sikuili Moe€qHyBaTUME KIIIOUOB1 €JIeMEHTH >kaHpy action-RPG Tta Bianosimatume

Cy4YaCHUM CTaHJapTaM irpoBoi IHAYCTPIi.

2025 p. Hazapuyk Cepriit
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2 AHAJII3 IHCTPYMEHTIB PO3POBKHU KBAJII®IKAIIMHOI POBOTHU

2.1 TexHoJiorii Ta MeTOAU /AJIs1 BUPillIEHHA MOCTABJIEHO] 3a1a4i

Jliist peanizaniii mpoekTy po3poOKu rpu B kaHpi action-RPG Oyno o6paHo cyuacHi
IHCTPyMEHTH Ta MiJIXOOU, fAKI J03BOJIAIOTH e(eKTHBHO cTBoptoBatu 2D irpu 3
BUKOpHCTaHHAM pymis Unity. BuGip TexHosoriii 0a3yBaBcsi Ha TaKWX KpPUTEpIixX, 5K
(GyHKI1OHATBHICTD, MIATPUMKA CIUIBHOTH, 3pYYHICTh 1HTETpaIlii Ta BIAMOBIAHICTH BUMOTaM
MIPOEKTY.

OcHoBHUM py1ieM i po3poOku ctaB Unity, skuil 3a0e3neuye maTpuMKky sk 2D,
Tak 1 3D rpadiku, Mae 3pyyHUH BI3yaJbHUN pEOAKTOP CLEH, PO3BUHYTY CHUCTEMY
KOMIIOHEHTIB Ta TMOTYXHY 1HQpacTpykTypy s oOpoOku  (i3uku, aHimai,
kopucrtyBanbkoro iHTepdeiicy (UI) Tta pobotu 31 3BykoM. Ilepearoro Unity € Takox
MO>KJIMBICTh KpOCIUIATPOPMEHHOT 301pKH, IO J03BOJSIE aAanTyBaTH TIpy MHiJ Ppi3HI
orepalliiHi CHCTeMH Ta MIPUCTPOi O€3 3HAUHUX 3MIH Y KOJI.

Jlig HamucaHHS JIOTIKKM rpu OyJi0 BUKOPHCTaHO MOBY mporpamyBaHHsi C#, sika €
ocHoBHOO A1 Unity. Lleit BuOip no3Bosisie peanizyBaTi 00'€KTHO-OPIEHTOBAHY aApXITEKTYPY
MIPOEKTY, CTPYKTYPYBAaTH KOJ Y BHUIJISIAI HE3AICKHHX KIaciB 1 CKPHNTIB, a TaKOX
3a0€3MeUNTH JIETKE TECTYBaHHS Ta MacIITA0yBaHHS ITPOBUX CHUCTEM.

Cepen KITI0YOBUX TEXHIYHUX PILIEHB, SIKI BAKOPUCTOBYBAJIMCH Y MPOLECI PO3POOKU:

— CHCTEMa KepyBaHHS MEPCOHAXXEM — peajli30BaHa 3a JI0MOMOror o0poOKu
BXI1JTHUX MOJ1H 3 KiaBiaTypu, Qpi3uku RigidBody2D Ta BUKOpucTaHHS aHIMAaIlIiHOTO
KOHTpoJsiepa Animator;

— OoiloBa cuctema — nependavae OMKHIN 01, BUKOpUCTaHHSA 30p0i, a TAKOXK
00pOOKY 31TKHEHb 3 TPOTUBHUKAMH 3a JOTIOMOT'0I0 KOJIalIepiB Ta MO TUITY

OnTriggerEnter2D;

2025 p. Hazapuyk Cepriit
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— IITYYHUH IHTEJIEKT BOPOTiB — MO0y 10oBaHUH Ha 0a3i finite state machine
(CKIHYEHHUX aBTOMATIB), sIKl JJO3BOJISIOTH Pealli3yBaTH pi3HI CTaHU MOBEIIHKH
(maTpyJrOBaHHsI, aTaka, IepecyiTyBaHHs, OUIKyBaHHS);

— CHCTeMa KBECTIB Ta JiajoriB — peaiizoBaHa 4epe3 BiIacHI CKPUITH, 1110
00poOSIOTH 3aBaHHS, IX MPOTPEC Ta 3MIHIOIOTH MOBeAIHKY NPC micis BUKOHaHHS
YMOBH,;

— IHBEHTap Ta CUCTEMa MPEAMETIB — 0a3y€eThCsl HA BUKOPUCTAHHI CITUCKIB
(List<T>), ctpykrypu nanux ScriptableObject mis 30epiranss iHdopmaliii mpo mpeaIMeTH,
a TakoX B3aeMoii 3 iHTepdeticom Ul;

— irposuii iHTepdeiic (HUD) — crBopenuii 3a gonomororo Unity Ul Toolkit, sikuii
J03BOJISIE IMHAMIYHO OHOBITIOBATH J1aHi (310POB’sl, KUIBKICTh PECYPCIB TOIIO) Ta
3a0e3Meuye 3pyuHy B3a€MO/I1I0 3 KOPUCTYBAUEM.

st BizyanbHOro odopmileHHS OyJiM BUKOpUCTaHI crpaitd y dopmati PNG,
ajantoBaHi Juis 2D-cepenoBuia, a A aHiMalli 3aCTOCOBYBAaBCS BOYJOBaHUN aHIMAaTOp
Unity 3 miaTpumkoro cripaitT-cetiB (Sprite Sheets).

3acTOCYBaHHS 3TaJIaHUX TEXHOJIOT1M Ta METOJIB JI03BOJISIE KOMILJIEKCHO BUPIIIUTH
MOCTAaBJICHY 3aJjadyy CTBOPEHHS IrPOBOr0 MPOTOTHUITY, SIKUM BKJIFOYAE OCHOBHI MEXaHIKU
xkaHpy action-RPG, 30epiratoun npu 1npoMy OajiaHC MK SKICTIO, MPOAYKTHUBHICTIO Ta

3pYYHICTIO peati3aliii.

2.2 AHaJi3 iHCTPYMEHTIB Po3pooKu

JIist po3poOKH mpoekTy Oyio BUPIIEHO BUKOpUCTATU 1rpoBui ABUryH Unity, sikuii
HAJICKHUTh IO YUCJIa HAUMIOMYJISAPHIMUX MIaTGOPM JJIsi CTBOPEHHS 1TOp, SK JBOBUMIPHUX,
TaK 1 TPUBUMIpHUX. 3HAUHA TOIIUPEHICTh ABUTYHA 3yMOBJICHA YMCICHHUMHU TIEpeBaraMu,
cepeln SKWX BapTO BIJBHAYWTH KpoCIUIaTGOpMEHICTh, M0 3a0e3medye MpocTe

excropTyBaHHs TpoekTy s pizaux OC Tta mnpuctpoiB. JlomatkoBo, Unity Moxe
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MOXBAJIUTHUCS THYYKOIO apXiTEKTypOIO, 10 MOJETIIy€e OpPTraHi3alliio KOay Ta JIOTIKH TpH, a
TaKOXX 1HTETPy€ IUPOKUNA CHEKTp IHCTPYMEHTIB [t (pi3uku, a”imarii, intepdeiicis (Ul),
Bi3yaJIbHUX €(EKTIB Ta I1HIIUX €JEeMEHTIB irpoBoro mpouecy. llle omHie0 KIHOYOBOIO
NIEPEeBArol0 € aKTHUBHA CIUIFHOTA PO3POOHUKIB 1 BEIUKHI 00cAT O(pIMIHHUX 1 CTOPOHHIX
MaTepialiB, 10 3HAYHO MOJIETIIY€E MPOIEC pO3pOOKH, OCOOIMBO IS MOYATKIBIIB 200 MpU
BUPIIICHH] crieliu(pidyHuX 3aB/IaHb.

VY mexax peamzamii 2D action-RPG rpu Oynu BukOpHCTaHl Taki TEXHOJOTIi Ta
IHCTPYMEHTH:

— Unity 2022+ — pymiiii, y sSIKOMy peajli3oBaHO BCi OCHOBHI KOMITOHCHTH TPH:
IrpoBa JIOT1Ka, B3a€EMO/Iisl 3 KOPUCTYBAaueM, CUCTEMa aHIMallli Ta 00l0Ba MEXaHIKa,

— Visual Studio 2022 — stk ocHOBHE CepeIOBHIIE JIJISI HAITUCAHHS Ta HAJIAroKCHHS
KOZY;

— C# — T'onosHa MoBa nporpamysanns B Unity. i 3acTocoBYIOTH 171 HanucaHHs
CKpUITIB, IO BIANOBIAAIOTH 3a NEPECYBaHHS IEpCcOoHaxa, OOpOOKYy TMOAiH, JOriKy
0010,yNpaBIiHHS IHBEHTAPEM Ta 1HIIN CUCTEMU;

— Tilemap Editor — inctpyment Unity aisi CTBOpEHHS irpOBHX KapT Ha OCHOBI
TalJI1B, 0 0COOIMBO 3pYUHO 11 2D MpOEKTIB;

— Rigidbody — s ¢isnunHOi cumysii 00’ €KTiB;

— Animator 1 Animation — KOMIOHEHTH, IO JI03BOJISIIOTh CTBOPIOBATH ILIABHI
Mepexo/Ii MK CTaHAMU TIepCOHaka (HampUKiIad, X0Ab0a, aTaka, OTpUMaHHS YIIKOIKEHb,
CMEpTh);

— Cinemachine — BHKOPHCTOBYEThCSI IJI1 HAJAINTYBaHHS IOBEIIHKH KaMeEpH,
HaIpUKIIa, ii CJIiTyBaHHS 3a TPaBLIEM,

— TextMesh Pro — nmns sikicHOro BHBOAY TeKCTy (Hampukiaa, miagord, HUD,

TTOBIJIOMJICHHS )
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— Sprite Atlas — onTumi3ye poOOTy 3 BEIMKOIO KIJIBbKICTIO CIPANTIB, 3MCHIITYIOUYH
BUKOPWCTAHHS T1aM’STi Ta IPUCKOPIOIOYN PEHICPUHT.
Takox y mporieci po3poOku OyJiM 3aCTOCOBaHI OCHOBU MAaTEPHIB MporpamMyBaHHsI

(manpukunan, State Machine st ynpaBiliHHS TOBEIIHKOIO TIEPCOHAXKA).

2.2.1 Visual Studio 2022

Visual Studio 2022 — me HalionTUMaNbHINIE IHTETPOBAHE CEPENOBUINE IS
pPO3pO0KH, IO J03BOJISIE CTBOPIOBATH (PYHKINIOHANIBbHI, TpUBaOuBI OaratoraTdopmMHi
nonatku s Windows, Mac, Linux, 10S ta Android. Po3po06iisiiTe MOBHOLIIHHI KJIIEHTCHKI
3aCTOCYHKH, BUKOPUCTOBYIOUHM Taki TexHosorli, sk WinForms, WPF, WinUI, MAUI 4u
Xamarin. KoxHa 3 HUX Mae koHcTpykTopu Visual Studio, KOTpi Aar0Th 3MOTY KepyBaTu
JIOTATKOM Ta TIePETIIAIaTH HOT0, BUKOPUCTOBYIOUH Pi3HI IHCTPYMEHTH, IO TMOJIETIIYIOTh
CTBOPEHHS KOMIUIEKCHHUX MaKeTiB [2].

Jlo Toro x, Visual Studio akTHBHO 3aCTOCOBYETHCS HJisi PO3POOKH IMPOTPaMHOTO
3a0e3nedeHHs, 30kpema irop Ha Unity. Bona mingrpumye MoBy nporpamyBanHs C#, KoTpa €
KJIFOUOBOIO JIJII CTBOPEHHS 1TPOBOi JIOTiKK y mpoekTax Unity, 3okpema 1 ais 2D, 1 gs 3D
irop.

OcHoBH1 MoxuuBOcTI Visual Studio 2022:

— posmmpene aBroaonoBHeHHs koay (IntelliSense), sike pomomarae yHUKaTH
MMOMUJIOK 1 PUIITBUIITYE PO3POOKY;

— 1HTerpoBaHa cucTteMa jAeOariHry A MOIIyKYy Ta BHUIPABICHHS JIOT1YHUX 1
CUHTaKCUYHUX TIOMUJIOK;

— 3pyd4Ha poboTta 3 (paillaMu Ta CTPYKTypaMu IMPOEKTIB;

— BOyznoBana miaTpumka Git — 1711 KOHTPOJIIO BEPCiii, CTBOPEHHS KOMITIB, T1JIOK Ta

3JIUTTS 3MIH;
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— MIATPUMKA PO3MIMPEHb, IO JO3BOJSIOTH J0JIaBaTH HOBI MOXJIMBOCTI [0
CEPEIOBHUINA;

— r1nuboka iHTerpais 3 Unity, 1o A03BOJsiE€ BIAKPUBATH U peAaryBaTH CKPUITH
0e3rmocepeIHbO 3 pelaKTopa CIICHH.

Visual Studio 2022 mpamoe Ha Windows 1 103BOJIsSi€E MpAIfOBaTH 3 BEITUKUMH
npoekTaMu 0e3 BTpaTH MPOAYKTUBHOCTI. CepenoBHINE HaJae BCl HEOOXiAHI 3aco0u IS
edeKTUBHOI pOOOTH 3 KOJIOM, CTBOPEHHS OOpOOHUKIB TOJI, KEpyBaHHS aHIMAIIIEIO,

¢bi3uKo10, 006’ €KTaMU CIICHH Ta IHITUMH ITPOBUMHU KOMIIOHEHTaAMHU.

Pucynok 2.1 — Jlororun Visual Studio [23]

Takum ynHOM, Visual Studio 2022 BUCTyMae K KJIFOUOBHA IHCTPYMEHT y po3po0iii
2D-rpu, 3abe3nedyroud CTAOUTBHICTH 1 3pPYYHICTH Yy TpOrpaMyBaHHI, TECTyBaHHI Ta

HAJIaroJKeHH1 IrpOBUX MEXaHIK
2.2.2 Unity

Unity — e choroyacHa iteparfisi OJHOr0 3 HaHOUIBII MOIIMPEHUX ITPOBUX PYIIIIIB,

SIKUM TTOCITyTOBYIOTHCS SIK HOBaUKH, TaK 1 TOCBIAU€H1 KOMaH 1 po3poOHuKiB. Unity 3qaTHui
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OTIEpPYBATH SIK 3 IBOBUMIPHOIO, TaK 1 3 TPUBUMIPHOIO rpadikoro, ane came AJisi po3pooku 2D-
MIPOEKTIB, SIK TOH, IO MPEACTABICHUHN B Iiii POOOTI, BIH MPOMOHY€E KOM(DOPTHUI apceHaT
IHCTPYMECHTIB Ta cKJaaoBux [3].

Cepen xmoyoBux MmitociB Unity — #oro iHTYiTUBHUHN iHTepdeic, 10 J03BOJISE
OTICPATHUBHO B3aEMOJIISATH 31 CIIEHaMH, 00’€KTaMH, aHIMallisIMU Ta (PI3UYHUMHU SBUIIAMHU.
Unity 2022 Moke MOXBaJUTHCS TOJIMIICHOI MPOIyKTUBHICTIO, BIOCKOHAJIIEHUM BIKHOM
penaktopa 1 oHoBienumu kommnoneHtamu Ul Toolkit, mo cnpomrye po3poOky

KOPHCTYBAIbKOTO 1HTEPGEHCY.

@ Unity

Pucynok 2.2 — Jlorotun Unity [22]

OcnogHi oco6nuBocTi Unity 2022:

— miarpumka nsoBumipHoi ¢i3uku (2D Rigidbody, Collider, Physics Materials),

— IHCTPYMEHTH aHiMallii, SKl JI03BOJISIIOTh CTBOPIOBATH IUJIaBHI PyXH 00’ €KTIB 1
MIEPCOHAXKIB,

— BOyZOBaHMII MEHEIKEP CIICH 1 TaliMIIaiiH, 10 CIPOIYE KOHTPOJb 3a MOMIsIMHU B
rpi;

— iHTerpamis 3 Visual Studio — a03Boisi€ MIBUIKO BIAKPUBATH CKPUINTH Ta

TECTYBAaTH JIOTIKY;
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— Asset Store, ge MOXXHA 3HAWTH TOTOBI pecypcH: MepcoHaxi, meinepu, Ul-
SJIEMEHTH, ayi0 TOIIIO;

—  MOXIIUBICTh 30ipku Tpu mis pisaux miarpopm — Windows, Android, WebGL
tomio [3].

¥ mporeci po6otu 3 Unity 2022 Oy10 CTBOPEHO IrpoBi CIIEHH, TOAAHO iTPOB1 00’ €KTH,
HaJallITOBAaHO KOJI3li Ta 0OpOoOKy B3aeMOAIN MiX MepcoHaxkeM 1 cepenoBuieM. Unity
JTO3BOJISIE MIBUJIKO MPOTECTYBATH 3MIHU B PEAIbHOMY 4Yaci, 1[0 CYTTEBO MPUIIBUALIYE UK

PO3pOOKHU

2.2.3 Tilemap Editor

[Ipu cTBOpEeHH1 NBOBUMIpPHMX CIEH Haj3BuYailHO BaxiuBuM € Tilemap Editor,
BOynoBanuii y Unity. BiH Hagae 1HCTpyMEHTH [jIsi (OpPMYyBaHHS pIBHIB HUISIXOM
PO3MILIEHHS TailliB Ha 3aAaHiil ciTil. Lle 3HaYHO €eKOHOMUTH Yac MpU CTBOPEHHI ITPOBHX
CBITIB, OCOOJIMBO KOJHM CIICHAa HACHYEHa ITOBTOPIOBAHUMH €JIEMEHTAMH, TaKUMH SK
m1aTHOpMU, NUISIXU YU CTIHU.

KiouoBa nepeBara Tilemap mossirae y MOXIHMBOCTI pO3pOOHHMKA MpAaIOBaTH 3
piBHEM K 3 MO3aiKOI0, BUKOPHCTOBYIOUM T'OTOBI 300pakeHHs-Taiiu. st 3pydHOCTI i
Taiinu 30epiratothest y Tile Palette, 3Binku iX Jerko mepemillyBaTd Ha CIEHY. 3aBISKH
[[bOMY TIPOIIEC peJaryBaHHS DPIBHA Harajye MaJllOBaHHA y TpadidHOMY pemakTopi, 10
pPOOHTH POOOTY IHTYITHBHO 3p0o3yMmisioro [5].

Tilemap niaTpumye psi KOPUCHUX (DYHKIIIH:

- poboty 3 6araTomapoBuMu kapramu ((hoH, 00'€KTH, IEpeIHI MJ1aH);

— MPOCTE HAJAIITYBAHHS KOJII31H AJId TalJIiB;

- MIATPUMKY aBTOMAaTHYHHUX TIEPEXOIIB MIXK TalllamMu;

— 30epexeHHs Tilemap sk KOMIIOHEHTA, SIKW MOKHA peJlaryBaTH HE3aJIEKHO Bl

pewtH cuenu [5].

2025 p. Hazapuyk Cepriit



24
Kadenpa inTenexryanpHux iHPOpMaLIHHUX CUCTEM
Po3pobka ARPG-rpu Ha pyiii Unity

B pamkax mpoexty Tilemap Editor 3actocoByBaBcs ist po3poOKH KITFOYOBOT irpoBOi
JOKaIlii, BKJIIOYHO 3 HABKOJUIIHIM CEpEJOBHUINEM, ITEpPENOHAMH Ta JIaHAMA(THUMH
cximagoBumi. Lle 3abe3meuynio 3HauHy €KOHOMIIO Yacy Ta HaJaio KapTi aJanTUBHOCTI J0

3MiH HaBiTh Ha M3HIX eTanax MpoIecy po3poOKH.

@ MNew Palette

Default Brush

Pucynok 2.3 — Bikno Tilemap Editor BOymoanuii B Unity

3aBasku Tilemap, peanizalis Bi3yaJlbHOI YACTHMHM PiBHIB BiAOyiacs MBHIKO Ta 0e3

YCKIIQHEHB, 10 € BAXKJIUBUM (PAKTOPOM TSl HEBEIUKUX 2D-pO€EKTIB.
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2.2.4 Animator i Animation

Jlns peanizariii aHiMalliif B irpoBoMy MPOEKTI OYJI0 BUKOPUCTAHO cucTeMy Animator
y TIOEMHAHHI 3 I1HCTpyMEHTOM Animation, ski BOymoBani B Unity. Ili kommoneHTH
JTIO3BOJIAIOTh OKUBUTH TIEPCOHAXKIB Ta 00’€KTH TPH, HAJAIOYM IM OUIBII peaTiCTUYHY

MOBE/IIHKY.

Pucynok 2.4 — BikHO Animator 1 Animation 3 JIOTIKOIO aHIMaIlii IepCOHAKY

[HCcTpyMeHT Animation ciyrye Jyisi CTBOPEHHSI OKPEeMHUX aHIMAIliiHUX (parMeHTis,
HaIpUKIad, XoAbO0M, CTpUOKa, aTakd YW OTPUMAaHHS YIIKOJKEHb. AHIMalli poOWIn sK
BPYUYHY B PEIaKTOpPi, TaK 1 HA OCHOBI CHPAWT-TUCTIB, /e KOKHUM KaJp 3aJla€ KOHKPETHE
noJiokKeHHs 00'exTa y yaci. L{e 1ae MOXKIMBICTh JOCITTH PEaliCTUYHOTO PyXy MEPCOHAXKIB
0e3 nmoTpedu y rpomizakux 3D-moaensx.

Animator, y CBOI 4epry, Kepye JIOTiKOI0 HepeMHUKaHHs MiX aHiMauismu. Horo
cucremMa cTaHiB (state machine) jae 3Mory BU3HaUMTH, 32 IKUX 00CTaBUH Ma€ IPOTpaBaTUCs
Ta 4M iHMIa a”iMmaris. [IpumipoM, Koau TpaBelb HATUCKAE KJIABIITYy PyXy — 3aIyCKa€ThCs

cTaH Oiry, a mijJ 4ac aTaky — BiJIMOBIHA aHIMaIlig Hamaxy. [lepexim MiXk cTaHAMH MOXHA
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HAJIAIITOBYBATH 3a JIOMIOMOTOI0 YMOB, TIapaMeTpiB (TpUrepis, OyIeBUX 3HAUCHD, YUCEI), IO
pPOOHUTH MOBEIIHKY IMEPCOHAXKA JMHAMIYHOIO Ta 3/IaTHOO aIanTyBaTHcs [6].

ITepeBara Takoi cucTeMu — ii THYUYKICTh: MOXHa ()OpMYyBaTH CKJIAJHI B3aEMO3B'SI3KU
MK aHIMaIlisIMU, HE MPOMHCYIOUH iX BPYYHY B KoJi. B Mexax 1poro mpoexty Animator
BUKOPUCTOBYBABCS JUIsl YIIPABIIHHS CTAHAMU FOJIOBHOTO Ieposi Ta MPOTUBHUKIB, 1110 3HAYHO
TIOJTITIINIIO Bi3yaJbHY CKJIaJIOBY TPH.

3aBasiku moegHaHHI0 Animation 1 Animator BUMIIIIO CTBOPUTH IUIaBHI MEPEXOIN MK

piBHHMH I[iSIMI/I HepCOHa)KiB, 10 IMO3UTHUBHO BIINIMBA€ HaA 3araJlbHC CHpHﬁHHTTH I'pu.

2.2.5 Cinemachine ta TextMesh Pro
VY npoekTi OyJi0 BUKOPUCTAHO JIBa MOTYKHUX 1HCTpYyMeHTH Unity — Cinemachine ta

TextMesh Pro, siki 3Ha4HO MOKpaAUIyIOTh BI3yaJIbHy YAaCTHHY I'pU Ta SIKICTh B3a€MOAI 3

KOPUCTYBAUEM.

°

B

Pucynok 2.5 — nmpukiaz sk suriisgaae Cinemachine kamepa B mpoekTi
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Cinemachine — 1ie cuctema BipTyaJlbHUX KaMep, sIKa Ja€ 3MOTY pealli3yBaTH IHYYKe
Ta IJIaBHE CTEeXEHHS 3a 00’€KTaMu y rpi. BoHa aBTOMaTHYHO aJanTye MOJIOKEHHS Ta PyX
KaMepH 3aJIe)KHO BiJI IMOJIOKEHHS I'paBlisg a00 1HIIUX BXKJIMBUX mojik. Hanpukian, mig gac
MepecyBaHHs TOJIOBHOTO Teposi, Kamepa He MpocTo (iKCOBAHO CIIAy€E 3a HUM, a J0Ja€
edeKTH 3aTPUMKH Ta 3IJIaJI)KEHHS, 3aB/ISIKM YOMY I'paBellb HE BiUyBa€ pi13KUX puBKiB. Lle
0co0iMBO akTyanbHO a5 2D action-RPG, ne BaxJIMBO yTpuMyBaTH rpaBIis B LIEHTP1 yBaru
0e3 BTpatu nuHamiku. Takox Oyno BukopuctaHo kKoHdirypamiro Confiner, 1mo m03BOJsIE
OOMEKHUTH PyX KaMepu MexaMu piBH: [7].

Jpyruii koMmoHeHT — TextMesh Pro — 3actocoByBaBcst Ui BUBOJY TEKCTOBOT
1H(popMaIlii, 30KkpemMa I1aJIoriB, 1IHTEP(ENCHUX NOBIAOMIIEHD, JIIYUIBHUKIB 3J0POB’S, OUOK
tomo. TextMesh Pro Hagae po3mmpeHi MOMXKIMBOCTI CTHIII3AIlli TEKCTY, BKIIOYAIOYU
HNIATPUMKY TIHEH, KOHTYpIB, KOJbOPOBUX TpaJi€HTIB, IIPUQPTIB BUCOKOI uiTKOCTi. Lle
JTIO3BOJTMIIO 3pOOUTH TEKCTOBY 1H(OpMAILI0 y Tpl HE TUIbKU (PYHKIIOHAIBHOIW, a W
€CTEeTUYHO MpuBadaMBO0. KpiM TOro, xomnoHeHt aobpe omnrtumizoBanuil st Unity Ta
HNIATPUMYE JIOKaJ3allito, mo Oyae KOPUCHO IPH MOAAIBIIOMY PO3LIMPEHHI I'pU Ha IHIII
moBH [8].

3aBasku iHTerpanii Cinemachine ta TextMesh Pro Bmamocsi cyTTe€BO MOKpamiuTH
KOPHUCTYBAI[bKUI JOCBi/, 3pOOMBIIM Tpy OUIBII IUIABHOIO, JUHAMIYHOIO Ta Bi3yaJbHO

MPUEMHOIO.
BucHOBKM 10 APYroro posaity

Y apyromy posmimi Oyslo TPOBENCHO KOMIUICKCHHM aHami3 1HCTPYMEHTIB Ta
TEXHOJIOT1H, SIKi 3aCTOCOBYBAJIUCH ITi]1 YaC BUKOHAHHS 3aBAaHb MEPEITUTUIOMHOT TPAKTHKH.
Bubip pymisi Unity sik ocHoBHOI miatdopmu st po3pooku 2D action-RPG rpu OyB
3YMOBJICHUH HOTO MUPOKUMHU (YHKIIOHATEHUMU MOXKJIMBOCTSMH, KPOCIUIATPOPMEHICTIO,
HNIATPUMKOIO aHIMalid, (i3MKU Ta THYYKOI apXITEeKTyporo. 3aBAsku iHTerpauii 3 Visual

Studio 2022 Ta BUKOPUCTaHHIO MOBHU IIporpamyBaHHs C#, OyJI0 TOCSITHYTO BUCOKOTO PIBHSA
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KEpOBAaHOCTI JIOTIKOIO TpH, a TaKOX 3a0e3leueHO JIETKICTh HaJaro/ KEHHS Ta
MacmTadyBaHHS MPOEKTY.

3acTocyBaHHA TaKUX 1HCTPYMEHTIB, sik Tilemap Editor, Animator, TextMesh Pro ta
Unity UI Toolkit, 7o3Boamio epekTUBHO peaizyBaTH KIIOYOBI MEXaHIKU TPH: KEPyBaHHS
nepcoHakeM, OOMOBY cHUCTeMy, 1HTepdelc, 1HBEHTap Ta IMITy4YHUH I1HTEJIEKT BOPOTIB.
OcoOnuBy poJib Bifirpadu 00’ €KTHO-OPIEHTOBAaHI MPUHIIMIIK TPOTPAaMyBaHHS Ta
BUKOPUCTAHHS TATEPHIB, TAKUX SK CKIHYCHHI aBTOMATH, IO CIPHUSIO MOIYJIBHOCTI Ta
YUTA0CTLHOCTI KOITY.

KoMmOiHalisi cy4acHOro I1HCTPYMEHTApil0, METOJIB Ta MIAXOMAIB Hajala 3MOry
CTBOPUTHU THYYKHUH 1 PYHKIIOHAIBHUM ITPOBUI MPOTOTHII, IO BIANOBIAAE OA30BUM BUMOTaM
xaHpy action-RPG, a Takoxk 3akiiana 0CHOBY JIJisl IOJAIBIIOT0 PO3BUTKY Ta BJIOCKOHAJICHHS

rpH.
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3 PO3POGKA IH®OOPMALIHNHOI CUCTEMU TA AHAJII3 OTPUMAHUX
PE3YJIBTATIB

3.1 Onuc BXiZIHUX JAHUX TA CTPYKTYPH CHCTEMHU

Po3pobka rpu mnependavae HasBHICTh YITKO BHU3HAYEHOI CTPYKTYpU MAAHUX Ta
opraHizailii irpoBHX CHCTEM, SKI B3a€EMOJIIIOTh MDK C000I0 y peanbHOMY daci. s
MOBHOIIIHHOI pOOOTH MpOEKTY OyJIM BU3HAYEH] KIOYOBI1 THUIH BX1JIHUX JIaHUX, iX (hopmart, a
TaKOX JIOT1YHA CTPYKTypa CUCTEMH, 110 3a0e3Medye HalekHy 00poOKy IUX JaHUX.

Bxinni gani

OCHOBHUMH BXIJTHUMHU JAaHUMHU Yy KOHTEKCTI TPY BUCTYIAIOTh:

— KOpPHUCTYBallbk€ BBEJCHHS — CHUTHAJIM 3 KJaBiaTypu, fKI KEpyIOTh pyxaMu
MepCcoHaXa, akTUBAIIIEIO 310HOCTEN, aTaKaMU Ta B3a€EMOJIIE€I0 3 00'eKTaMu JOBKULIA. J[ms
IbOT'O BUKOPUCTOBYETHCS cucTema Input System Manager;

— IrpoBi KoH@irypamii — HaOOpu mMmapaMeTpiB, sKI MICTATh 1H(GOpPMAII0 MPO
BJIacTUBOCTI 30poi. lle H03BoJsie IEeHTpadi30BaHO KEpyBaTH XapaKTepUCTHKaMHu 03
YKOPCTKOT'O 3aKOTyBaHHs 3Hau€Hb Y CKpUMTax. [HII1 00’ €KTH CKPUIITOBAHI, aJie MiIal0ThCS
JIETKOMY peAaryBaHHIO;

— pecypcu kopuctyaipkoro inrepdericy (Ul) — cropaiiTu, TEKCTOBI €IE€MEHTH,
1KOHKH TIPEMETIB, 1110 JUHAMIYHO MijiBaHTaxytoThcss B HUD mifg vac rpu;

— KaprorpadiuHi JaHi — TailJIOBI KapTH PiBHIB, CTBOpPEHI 3a nonomoroto Tilemap
Editor ta nomano o Tile Palette. Bonu Bu3HauaiOTh CTPYKTYpPYy CEPEIOBHIIA, BKIIOYHO 3
maTopMaMu, CTiIHAMHU, 30HaAMU 31TKHEHb, ClTaBHAMU BOPOTIB TOIIIO;

— aHIMaIliiiH1 1aHl — HA0OpH CIPANTIB Ta aHIMAIIKHI KIIIIH, 1110 BAKOPUCTOBYIOTHCS

CUCTEMOIO Animator Jyisi CTBOPEHHS PyXiB, aTaK, YIIKOHKEHb Ta 1HIINX CTaHIB MEPCOHAXKIB.
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Input Actions

s InputSystem_Actions (Input Action A

Action Maps + Actions

Player ® Maove
| ® Look

Attack

Pucynok 3.2 — CtBopena sokaris 3a gornomoroio Tile Palette

Ctpykrypa cucremu. CTpykTypa Tpu MoOyaoBaHa 3a 00'€KTHO-OPIEHTOBAaHUM

M1IXOJIOM 1 CKJIQIa€ThCA 3 IEKITHKOX MOYJIIB:
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— wmonaynp ynpasiidas rpaBuem (Player Controller) — Biamosimae 3a 00poOky
BBeleHHs, Piznuny B3aemogito (uepe3 Rigidbody2D), 3amyck animariiii Ta BimoOpaxeHHS
CTaHIB (3710pOB’s, MaHa, TOIIIO);

— MOAyJb mTy4dHoro iHTeneKTy (Al System) — Bkitogae B ce0e JIOTIKY MOBEIIHKU
BOpOTiB, peamizoBaHy depe3 finite state machine. KoxkeH cran (maTpynroBaHHS, aTaka,
TIepecyiyBaHHs) Ma€ BIJMOBIIHI CKPHUIITH, K1 aKTUBYIOTHCS Ha OCHOB1 YMOB,

— wmoayiab 6oto (Combat System) — 00po0sisie aTaku rpaBiisi 1 BOPOTiB, 3ITKHEHHS,
PO3paxyHOK IIKOJH, @ TAKOXK PeakKilii Ha OTPUMAaHHS yIIKO/KEHb, BKIIOYAIOYN €PEKTH Ta
a”HIMarli;

— 1HBeHTap 1 npeametu (Inventory System) — go3Bosisie 30epiraTH, nepeMilryBaTH
Ta BUKOPUCTOBYBATH IPOBI MIPEAMETH;

— CcHCTeMa KBECTIB Ta JIajoriB — BIANOBiZae 3a 3amyck aiajioriB i3 NPC, 3miny
MOBEIHKU NMEPCOHAXKIB MIC/IsI BUKOHAHHSA 3aBJaHb, 4 TAKOXXK OHOBJICHHS CTaTyCy KBECTIB,;

— Ul-cucrema (HUD) — BimoOpaxkae naHi mpo TpaBlisd, MOBIJOMIICHHS, 1HBEHTap,
kBectu Tomlo. PeanizoBana Ha ocHoBi Unity UI Toolkit Ta TextMeshPro;

— cucTeMa ynpaBiiHHS clieHamu (Scene Manager) — BiANOBIJIa€ 32 3aBaHTAXKCHHS

Ta IEPEMUKaHHSI CIIEH, 30epeKeHHs IPOrpecy Ta iHiIlami3aii 00'eKTiB Ha PiBHI.

Scene List

zne list. To change the scene list or othe

Add Open Scenes

Pucynok 3.3 — Cuenu i3 rpu
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VY1 KOMIOHEHTH TPY B3aEMOJIIIOTH Yepe3 MyOIiyHI METOIU, MOAil abo JeneraTH, 1o

3a0e3evyy€e MOTyJIbHICTD 1 JIETKICTh y MiATPUMIII Ta PO3MIUPEHHI (QYHKIIOHAITY.
3.2 IIpo€eKTYBaAHHS/MO/1ETIOBAHHS

ETtan mpoexTyBaHHS € KITIOUYOBHM Yy MPOIECI PO3POOKH TPOrPAMHOTO MPOIYKTY,
OCKIJTbKM CaM€ Ha HbOMY BHM3HAYa€ThCS CTPYKTypa CHUCTEMHU, OCHOBHI KOMIIOHEHTH, iX
B3a€EMO/Iis, a TAKOXK 3araJIbHUM MAXIJ 10 peajizallii JOTiKA Tpy. Y Ipolieci MPOEKTYBAHHS
BUKOPHCTOBYBAJIMCH MIPUHITAIIA MOJYJBHOCTI, TTOBTOPHOTO BUKOPHCTAHHS KOy, a TaKOX
PO3JIICHHSI BIJIIIOBIIAJIBHOCTEH MiK KOMIIOHCHTaMH.

3arajibHa CTPYKTYypA.

[Ipontec po3poOku irpoBOi cucTeMu OazyBaBCcsl Ha MpUHOMUNAX OO0’ €KTHO-
OpIEHTOBAHOTO TMPOrpaMyBaHHs, M0 3a0e3leyye BHUCOKHM pIBEHb MOJYJIBHOCTI,
MacmTabOBaHOCTI Ta MOBTOPHOTO BUKOpPUCTaHHS KoAy. OCHOBHa apXiTeKTypa rpu Oyia
noOyi0BaHa 3 ypaxyBaHHSIM UITKOI CTPYKTYpH3allil KOy, IO JI03BOJISIE€ PO3IUIUTH TPOEKT
Ha HE3aJIe)KHI JIOTIYHI KOMIIOHEHTH, KOXXEH 3 SKHX BIIAIOBIJA€ 3a IICBHHM acCIEKT
(yHKILIOHYBaHHS T'PH.

VY pamkax peanizaiii mporpaMHOi JIOTIKM OyJI0O BHOKPEMJICHO KIIFOYOBI IrpOBi
CYTHOCTI, CEpell SKUX: MEePCOHAX TpaBlls, BOPOXKI IOHITH (CYNMPOTUBHUKH), B3a€MO/I1I0UI
00’€KTH ITPOBOTO CBITY, €JIEMEHTHU CEPEIOBHINA, CHCTEMa KBECTIB, 1HBEHTapu3alliiiHa
cuctema, OoiloBa MeXaHiKa, CHCTeMa MPOKadyBaHHS Ta PO3BUTKY HABUYOK, a TaKOXK
iHTepdeiic kopuctyBaua (Ul). Koxxkna 3 mepeniueHMX CyTHOCTEH OyJjia peanizoBaHa y
BUTJIAJII OKPEMOro Kjacy abo Tpynu KiaciB 13 YITKO BU3HAUYEHUMHU (PYHKIIOHAJIbHUMHU
000B’SI3KaMU Ta ME>KaMH B1IIIOB1IAJIbHOCTI.

3aBSKU TAKOMY MiXO0y CTaI0 MOMJIMBUM €(EKTUBHO YIIPABIATH B3aEMOMIEI0 MK
KOMITOHEHTAMH, a TaKOXX 3a0e3MeUuTH JIETKy MOAM(IKAII0 1 TOMATBIINN PO3BUTOK
OKpeMHX MOAYJIB 0€3 HEOOXIIHOCTI BTPYYaHHS Yy 3arajbHy CTPYKTYpy IPOEKTY.

Hanpuknan, 3miHm B OoifoBif cuctemi a0o0 ajropuTMax IITYYHOTO 1HTENEKTY
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CYNPOTHUBHUKIB HE MOTPeOYIOTh 3HAYHOTO TMEPENHCYBaHHS IHIIUX YacTHH TPH, IO €
KITIOYOBOIO MTEpeBaroio 00’ €KTHO-OPIEHTOBAHOI apXITEKTYPH.

Ocob6nuBy yBary Oyio mpuaiieHo YHidikamii miaxoaiB A0 OOpoOKH MO Ta
KEepyBaHHs CTaHaMHU IrpoBUX 00’€kTiB. Byno BmpoBamkeHO MeXaHI3MH JieJeryBaHHS,
MOJI€EBOTO TPOrpaMyBaHHS Ta CTaH-MalllMH, IO JIO3BOJIAE 3pY4YHO KOHTPOIIOBATU
MOBEJIIHKY I'POBHX €JIEMEHTIB 3QJIKHO Bl IOTOYHUX YMOB a0o0 ik TpaBIis.

3aranom, 3arajpbHa CTPYKTypa Tpu Oyna po3poOiieHa 3 ypaxyBaHHSM HE JIUIIE
TEXHIYHUX BHUMOTI, ajié W NPUHLUIIB 3pPYYHOCTI CYNPOBOAY Ta MaHOyTHBOTO
MaciITa0yBaHHS MPOEKTY. Takuil Miaxij HE TUIBKU MOJETIIUB €Tall peaii3allii OCHOBHOTO
(dyHKL10HATY, alie i 3a0e3ne4nB He0OX1JHY THYUYKICTh JUIsl IHTErpaliii HOBUX MOXKJIMBOCTEH,
PO3IIMPEHHS KOHTEHTY, a TAKOK MMOKPAILLIEHHS MPOyKTUBHOCTI i ONTUMI3aLlli TPH 3arajioM.

Cucrema CHpo€KTOBaHAa TAKUM YHHOM, 00 MIATPUMYBATH MacluTaOyBaHHS Ta
rHy4Kke po3mmpeHHs. Hampuxman, MoximBo 0e3 3HAYHMX 3MIH JI0aBaTh HOB1 THUIH
BOPOTiB, HOBI MPEIMETH YU KBECTU 3aBJSKHM BUKOPUCTAHHIO IIAOJOHIB 1 aOCTpaKTHHX
KJIACIB.

Buoip apxirekrypu.

KoskeH irpoBuii 00'eKT cK1a1a€Thes 3 HA0OPY CKPUIITIB-KOMIIOHEHTIB, K1 peali3y0Th
KOHKPETHY (DYHKIIIOHAIBHICTh — PYyX, aTaka, BUSBJIICHHS I'paBlis, B3aEMOJISA 3 00'€eKTaMu
TOILIO.

YMOBHO MOKHA BUILUTUTH HACTYMHI TPy KOMIIOHEHTIB:

— KOMIIOHEHTHU KepyBaHHs — 00poOKa BBOAY, IEPEMIIICHHS, KEPYBAHHS KAMEPOIO;

— irposa jiorika — 60ioBa cucTeMa, CucTemMa J0CBiy, KBECTH, IHBEHTAp;

— BigyanbHi enementu — Ul, animartii, epexru;

— JIOTIOMDXKHI CHCTeMH — KepyBaHHs1, 00poOKa MO/IiH.

Crpykrypa 1aHuX.

Jlani mpo HampukiIag mpo 30poro, 30epiraroThCs Y BUTIIAI OKPEMHX PECypciB, sKi

JerKo penarytotbest uepe3 iHTepdeiic  Unity. Jl1g 1pOoro BHUKOPHUCTOBYBAJIUCH
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ScriptableObject, mo mo3Boiyisie cTBOproBaTH KOH(IirypamiitHi (aiimm O6e3mocepeiHhO B

pPEeTaKTOPI.

Scriptable Object

Pucynok 3.4 — ScriptableObject sixi peanizoBaHi B IpO€EKTi

VY niuiomy, CTpyKTypa MpoekTy Oyia peasi3oBaHa 3 OpIEHTAII€I0 Ha MPOCTOTY,
3pY4YHICTh Y KOPUCTYBaHHI Ta JIOT14YHY BIIOPSAKOBAHICTh YCIX €JIEMEHTIB. YCI pecypcH,
HEOOX1H1 JUIsl (PYHKIIOHYBaHHS I'pH, 30€piraloTbcsd B OCHOBHIA TUpEKTOpii Assets, sika €
CTaHapTHOIO Ta 6a30BOIO ISl TPOEKTIB, CTBOpeHUX y cepenoBuiili Unity. Came B 1iif marmiii
MICTATBCSI BCl KIJIFOUOBI KOMIIOHEHTH: CKPHMNTH, ClieHH, mnpedadu, rpadiuHi pecypcu,
aHiMarlii, MaTepiajii, Ta 1HII €JIEMEHTH, HEOOXIAH1 Il MOBHOIIHHOTO (DYyHKIIIOHYBaHHS
Ipu.

HesBaxaroun Ha BIACYTHICTh TNIMOOKO BKJIAJIECHOI 1€papXii YM CKIATHOI CTPYKTYpH
JTUPEKTOpii, Taka opraHizaiisi 3abe3medye MOCTaTHIM piBEHb 3pYy4YHOCTI, OCOOJIMBO Ha
MOYAaTKOBUX eTarnax po3po0KH, KOJIU BayKJIMBO 30€piraTi THYUYKICTh 1 MaTH IIBUAKUHN TOCTYII
JI0 BCIX OCHOBHHX eJieMeHTIB. [IpocToTa cTpykTypu 103BOIsIE €EKTUBHO OPIEHTYBATHUCS B
MIPOEKTI HaBITh 0€3 MOTEPETHHOTO O3HAHOMIICHHS 3 HOTO JIETaJIsIMU, 1110 OCOOJIMBO BAXKIIUBO
y BUINAJKax pOo3IMIUPEHHs (QyHKIIOHAY, pe(h)aKTOPUHTY UM KOMaHIHOI CIiBIpALli

Hapani, 3a morpebu macmraOyBaHHsS TpU 49U 30UIbLIEHHS OOCSTY KOHTEHTY, Taka
CTPYKTypa MOKe OyTH JIETKO aJlaliTOBaHa — IUISIXOM CTBOPEHHS IT1IKATaJIOT1B JJIsl OKPEMUX
(GyHKLIOHATBHUX OJIOKIB, IO JO3BOJUTH 30€pErTH BIOPSAKOBAHICTh 0€3 MOpPYIICHHS

IITTICHOCT1 MPOEKTY .
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Assets

Animations Material Prefab E t Scripts Settings Sprites

extMesh Pro

Pucynok 3.5 — Bci ¢aitnu rpu

IIpoexkTyBaHHs iHTepdeicy.

OcobnuBa yBara B mpoleci po3poOKu mOpuauLBuIacs 3a0€3MEeUEeHHIO0 3PYYHOCTI
KOpHCTyBaya Ta CTBOPEHHIO 1IHTYITUBHO 3p03yMiIoro iHTepdeiicy. OcHOBHA MeTa moJjsraia
B TOMY, 1100 HaJaTW TPaBLIO 3MOTY B3a€EMOJISATU 3 ITPOBUMH CHUCTEMaMHU MaKCHUMAaJbHO
IPUPOAHO, 6€3 HEOOX1AHOCTI TPUBAIOTO HABYAHHS UM MOITYKY (DYHKIIHN Y CKIaJHUX MEHIO.
3 ypaxyBaHHSM MPUHIUIIIB F03a01TITI Ta HA OCHOBI aHaJi3y MOJIOHUX 1rop *KaHpy action-
RPG, Oyno po3pobieHo amanTuBHUM 1HTEp(eENc, SIKU €(PEeKTUBHO MOEJHYE ECTETHUHY

MPUBAOIMBICTH 3 (DYHKITIOHAIBHICTIO.

IS Had

Pucynox 3.6 — Intepdeiic rpu
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3okpema, 0yJI0 CIIPOEKTOBAHO OKpeMi iHTep(EHCHI MaHel A KIIFOYOBHX MiACHUCTEM
IpU: 1HBEHTAPIO, XapaKTEPUCTUK MEPCOHAXKA, CUCTEMHU J1aJ0TiB, KaPTH CBITY Ta CUCTEMH
kBecTiB. KojkHa 3 1ux maHesel BUKOHYE YiTKO BU3HAYEHY POJIb 1 OpraHi3oBaHa y CIOCiO,
IO JI03BOJIAE IIBUIKO OpIEHTyBaTHCA B HeoOximHiM iHbopmarnii. Hampuknan, naxenb
IHBEHTapIO J1a€ 3MOTy MEperisiIaTH Ta KepyBaTH NpeAMETaMH, L0 HaleXaTh I'PaBLEBi;
NaHeIb XapaKTePUCTUK BiloOpaskae piBeHb 370pPOB’S, JOCBiAYy, aTakd, 3aXHCTy TOIIO;
CHCTEeMa JIaJIOTiB JI03BOJISIE BECTU CIUIKYBAaHHA 3 HEITPOBUMH MEPCOHAKAMU Y 3PyYHOMY

dbopmari, a kapta 3a0e3nedye HaBIraIilo B IrPOBOMY CBITI.

Character Panel

) _; )OBQD

D %B o (o
8N \*°D’

Pucynox 3.7 — EnemenTu ski OyyTh 4aCTUHOIO 1HTEpGENCY CIOPSIHKEHHS

Inventory

Pucynok 3.8 — Enementu siki Oy1yTh YaCTHHOIO 1HBEHTAPIO
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Sprite: Quest Log

Do pommolm® o

button_1 button_2

> J S— o

Pucynok 3.9 — EnemenTu siki Oy 1yTh 4aCTHHOIO 1HTEpdelcy KBECTIB

Bci enementu inTepdeiicy Oy po3TaiioBaHi TaKUM YUHOM, 1100 OyTH MOCTIAHO
JIOCTYITHUMHU y IOTPIOHUN MOMEHT. byJi0 TakoX peanizoBaHo JOTIKY BIIKPUTTS Ta 3aKPUTTS
MaHesiel 3a JOMOMOTOI0 rapsyuX KIaBill, 110 3a0e3neuye quHaMiuHy B3aemogito 3 Ul mif
yac aKTHBHOI TpU. Yce 1€ crpusie KoOMPOPTHOMY KOPHUCTYBAIIbKOMY JOCBIIY Ta MiABUIILY€E

3arajbHy SIKICTb TPU.
3.3 AHaJi3 OTpUMAHUX Pe3yJIbTATiB PO3POOKH rpU

VY pesynbTaTi BUKOHAHHS TOCTABJICHUX 3aBJaHb OyJIO0 peasi30BaHO YacCTKOBHUU, ajie
(yHKI10HAJTFHO HANOBHEHUH MPOTOTHUII TP y kaHpi action-RPG, 1o 1aocTpye OCHOBHI
ITpOBI MEXaHIKH, XapaKTEpHI JUIsl 1bOro HampsiMmy. Po3pobnieHuii mpoTOTHN A€ 3MOTY
KOMITJIEKCHO OIIIHUTH €(DEKTHUBHICTh 3aCTOCYBaHHS TEOPETHUYHUX 3HAHb HAa TPAKTHUIl Ta
JEMOHCTPYE MOXJIMBICTH 1X peani3alii 3aco0aMu Cy4acHMX IHCTPYMEHTIB pPO3pOOKH,

3okpema Unity Ta MoBH niporpamyBanHs C#.
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Load Game

s
Save Game
SO ameTusy B
Settings
e e
Exit

Pucynox 3.10 — 3anmyck rpu, TOJI0BHE MEHIO TpU

[Tim gac peamizamii mpoToTHITy OYyJIO CTBOPEHO 0a30BE irpoBE CEpENOBHINE, SKE
BKJIIOYA€ CTapTOBY IrPOBY JIOKAI[ilO, HAMOBHEHY PI3HUMHU OO’ €KTaMHU, 3 SKUMU MOXKE
B3aemogiaTu rpaBerb. OCHOBHa yBara OyJjia 30cepekeHa Ha BIIPOBA/KCHHI 0a30BOi
MEXaHIKH PyXy MepCcoHaka, WOTro B3a€EMOIi 3 CEpelOBUINEM, aTaKaMH, YXHJICHHSM Ta
IHIIUMHA 0a30BUMU [isIMU, 0€3 SKHUX HEMOJXKJIMBE IMOBHOILIIHHE (DYHKIIOHYBaHHS >KOJHOT
action-RPG rpu. YnpaniHHs peaii3oBaHe Ha OCHOBI CTAHJAPTHUX CXEM KEpyBaHHS, IO

3a0€e3MeuyI0Th IHTYITUBHO 3p03yMiIe KOPUCTYBaHHS Ta KOM(POPTHY B3a€EMO/IIO 3 TPOIO.

Pucynox 3.11 — I[puknazg 600 3 Boporamu
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Kadenpa inTenekTyanbHuX iHQOPMAIIHHAX CUCTEM
Po3pooka ARPG-rpu na pymii Unity

OxpeMy yBary OyJi0 MPHUIIICHO B3a€EMOIi TpaBlsg 3 Boporamu Ta iHmmMu NPC
(HeirpoBUMU MepcoHakamu). B rpi pearizoBaHo MpocCTy, alie ePeKTUBHY cHUCTEMY 0010, 1e
BOPOTH pearyroTh Ha MPUCYTHICTh I'PaBIl, aTaKylOTh HOro Ta 3aBnaloTh mkoau. Koxken
BOPOT Ma€ BJIACHUU 3arac 370pOB’s, a TAKOXK Mepea0aveHo JUHAMIYHE 3MEHIIICHHS IHOTO
3arnacy B pe3yJibTaTi YCHIIIHUX aTak rpaBiis. [1icis 3HUIIIeHHS BOPOTiB peati3oBaHa CUCTEMA

BUMNAAIHHSA 300141, IO JIOJA€ TPl IEMEHT MOTHBAIIIT 10 JOCIIIKCHHS i1 O01B.

o . =3

Health Potion

ealth Potion

Pucynox 3.12 — 3106u4 3 BOporiB

Baxx1Boo CKJIaJJOBOIO MPOEKTY cTaja peai3allisi CHCTEMHU KBECTIB, II0 BKJIOYAE
NPC, 3 sKuMU MOKHa BECTH J1aJ0TH, NPUWMATH 3aBIaHHS, BUKOHYBATH iX 1 OTPUMYBaTH
BuHaropoay. lle 3abe3rneuye A0MaTKOBY MIMOWHY TEMMIUICIO Ta MIABUIILYE 3aHYpPEHHS
TpaBIls y BipTyadbHUM CBIT. CTBOPEHO J11aJIOTOBY CUCTEMY, sIKa TO3BOJISIE 0OMpaTH BapiaHTH
BIIMOBIZICH, 10 MOXE BIUIMBATH Ha TMOJAJBIIUNA mepedir B3aeMoail 3 MEPCOHAXKEM.
PeanizoBaHO MOKJIMBICTH OTPUMAHHSI HOBOT'O KBECTY MICIIsl 3aBEPILIEHHS MONEPEIHBOTO, 1110

Jla€ 3MOTY MIATPUMYBATH IrPOBY aKTUBHICTb.
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Kadenpa inTenekTyanbHuX iHQOPMAIIHHAX CUCTEM
Po3pooka ARPG-rpu na pymii Unity

Pucynoxk 3.14 — Ilpukiaj noBiIOMJIEHHS PO BUKOHAHHS KBECTY

VY paMkax mpoekTy Takok OyJio po3pobieHo 0a30BuUil iHTEpdelic KopucTyBaya, 110
MICTUTh YCl KJIIFOUOB1 €JEMEHTH, HEOOXIJH1 Ui B3aeMOJli 3 rporo. 30Kpema, OyJio
peani3oBaHO 1HIMKATOPU PIBHS 3JI0pOB’S TEpCOHa)ka, pIBHS PO3BUTKY, KIUIBKOCTI
HAKOMMMYEHUX MOHET, a TaK0X CTBOPEHO (YHKI[IOHAIHHUN 1HBEHTAp, IO J03BOJISIE

30epiraTu mpeaMeTH, 3100y Ti mia yac rpu. Kpim Toro, po3po61eHo MEHIO CIOPSHKEHHS, 110

2025 p. Hazapuyk Cepriit



41
Kadenpa inTenexryanpHux iHPOpMaLIHHUX CUCTEM
Po3pobka ARPG-rpu Ha pyiii Unity

JI03BOJIsIE€ 3MIHIOBATH 030pO€HHS Ta eKilipyBaHHs, iHTepdeiic Mara3uny /sl mpuAOaHHs Ta

IPOAaKy MPEAMETIB, TOJIOBHE MEHIO.

Price: 1
Price: 1 7 | Price: 1
Price: 1 #" | Price: 1

Price: 1 # | Price: 1

P I e p—

‘Q KE ‘iR

Pucynox 3.16 — BikHO iHBEHTapIO Ta CIIOPSHKEHHS

['paBenib Ma€ MOXJIMBICTD JTOCTIKYBATH CIEIiaIbHO CIIPOEKTOBAHI 1IrPOBI JIOKAIIIi,

CTBOPEHI I IEMOHCTpAIlll KIIFOYOBHX ACTEKTIB TeUMILICIO Ta (DYHKIIIOHAILHOCTI CHCTEM.
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Kadenpa inTenextyansHuX iHQOpMAIIfHUX CHCTEM
Po3pobka ARPG-rpu Ha pymrii Unity

[{i mokamii He auie BI3yaJlbHO BaplaTHUBHI, a i IHTEPAKTHUBHI — BOHU BKIIOYAIOTh
pI3HOMaHITHI 00’ €KTH, 3 TKUMHU IpaBellb MOXKe B3aeMoAisTH. Hanpuknan, npu 3HuieHHi adbo
aKTHBaIlll TMEBHUX O0'€KTIB MOXYTh BHIAJaTH PECYpPCH, CHOPS/DKEHHS ab0 YyHIKaJbHI
KBECTOBI TIPEAMETH, 10 HEOOXITHI JJIs MOAAIBIIOTO Mporpecy. Takuil MmiaxXia CTHMYJITIOE
IpaBIsl O YBaXHOTO JOCIHIKEHHS KOXKHOTO KyTOUYKa BIPTYyaJIbHOTO CBITY, (opmye
BIIUYTTS BHHArOpoJAM 3a JOCIHIJHMIIBKY aKTHUBHICTh 1 CYTTEBO IIJIBHIIYE IHTEPEC 0
MIPOXOJIKEHHSI.

Okpema yBara Oyja npuAICHA peami3aiii CHUCTEeMH BHUIAIIHHS 3700M4l 3
NEPEMOKEHUX CYNIPOTUBHUKIB. L{eil MexaH13M BpaxoBye€ pi3HI NapaMeTpH, THIl IPOTUBHUKA
Ta WMOBIPHICHI BUIAJIHHS MPEIMETIB, Y MailOyTHhOMY Oyzi€e BpaxOBaHO 30KpemMa PiBEHb
Bopora. Taka cuctema J1ofa€ rpl HE JUIIE €IEMEHT Hemepen0adyBaHOCTI, a i BaKJIUBY
CKJIaJIOBY peirpadeinbHOCTI, OCKIIBKM KOXKHE 31TKHEHHS 3 BOPOIOM MOXE 3aBEPIIUTHUCS
pi3HUMH pe3ysibTataMu. lle crnoHykae rpaBisi 10 MOBTOPHOTO MPOXO/KEHHS 1 CTBOPIOE
TOJATKOBUM MOTHBAIIMHUNA YNHHUK.

3arajoMm, JOCHIJDKEHHS JIOKAIllM Ta 3J00MY € BaXKJIMBOIO CKJIQJOBOIO 3arajbHOI0
TeHMITJIEHHOTO UKy, OCKUJIBKH 3a0€3MeUyI0Th MOCTIHHY 3MiHY KOHTEKCTY, IMATPUMYIOTh
JUHAMIKY TOAINM Ta CHPHUSIOTH TJIMOIIOMY 3aHYpeHHIO y rpy. Takuil miaxi J03BOJIE
MIJBUIUTH PIBEHb 3aJyYEHOCTI TPaBIsl Ta POOUTH MPOXOKEHHSA O1IbII HACHUYEHUM 1
BapiaTUBHUM.

[Tini6pano rpadiyHi €1eMEHTH, CTUIICTUYHO Y3rOKEHI Mk cOO0I0 Ta BUTPUMAaHI1 B
€IMHIA BI3yaJIbHIA KOHLEMLIi, fKa BiANOBiAae >aHpy (antacTuuHoro action-RPG.
BizyanbHe odopmieHHs npoekty 0Oa3yeTbcsi Ha  koMOiHamii  2D-cmpaiiTiB 3
HaIMBPEATICTUYHUM UTFOCTPATUBHUM CTWJIEM, IO JO3BOJIsIE mepeaatu arMmocdepy
3araJIkoBOro, JIelio MoXMyporo, ajie BOJHOYAC 3aXOIUII0IU0ro irpoBoro cBiTy. Konboposa
najiTpa, TiHi, eTajizailisg 00’ €KTIB cepeI0BHUIIA Ta IEPCOHAXKIB OyJIM 00paHi TAKUM YUHOM,
100 MJCHINTH €MOITIHHE CIPUAHATTS TO/IH, SIK1 PO3TOPTAIOTHCS HA €KpaHi.

Jyist nocsiTHeHHST O1TBIIOTO €(EeKTY 3aHYpPEHHS B IrPOBHH CBIT, 10 CIICHH OYJIO J0/IaHO
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Kadenpa inTenekTyanbHuX iHQOPMAIIHHAX CUCTEM
Po3pooka ARPG-rpu na pymii Unity

CHUCTEMY OCBITJICHHS.

Takoxx Oyna iHTerpoBaHa cuctema kiHematorpadiunoi xamepu Cinemachine —
HoTy>HOTO iHCTpyMeHTY Unity, 10 J03BOJIsIE CTBOPIOBATH M’ SIKE, IUIABHE CIIIIKYBaHHS 32
rpaBiueM, epeKkTd MaciTadyBaHHs Ta 3MIIIEHHS B 3aJIe)KHOCTI Bl cutyaliil y rpi. Lle He
Juire poOUTh pyX MEpPCOHaXka OLIbIN MPUPOJHUM Ta MPUEMHHUM IS CIIPUHHATTS, a U
703BOJIsA€ (DOPMYBATH €MIYHICTh Y CIIeHax 001B a00 Cro)keTHUX oii. Kamepa aBToMaTH4HO
aIaNTy€eTHCS 10 3MIH y TIPOCTOPI, 30€piraroun KOMIO3UITII0 KaIpy Ta 3a0e3Meuy0dH IPaBITio

KOM(OPTHE CIIOCTEPEKEHHS 3a MPOLIECOM TPH.

Pucynok 3.17 — CkpuHi 3 peyamu, B IKUX MO>XHA 3HAUTH 310014 Ta MOKJIACTH il

3aBasSKH BCIM BUIE3TaJaHUM eJIeMeHTaM OyJI0 CTBOPEHO TapMOHINWHY Ta €CTEeTUYHO
npuBabIUBY aTMochepy, sKa MiACUIoe (PaHTACTUYHUIN HApAaTUB I'PU Ta 3a0e3Medy€ riIuooKe
Bi3yaJibHE 3aHYPEHHS Y CTBOPEHHII CBIT.

Cucrema 6oro nependayae 1 OMKHIN, 1 qanbH1M O1if. BiavkHiN 014 npeacTaBieHU

yaapoM MedeM, SKUi (p13u4HO BiIKUAa€e BOporiB. JaibHil 01 peanizoBaHO 3a JOTIOMOTOI0
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Kadenpa inTenexryanpHux iHPOpMaLIHHUX CUCTEM
Po3pobka ARPG-rpu Ha pyiii Unity

3aKJIMHAHb, YapiBHOI MaJTUYKH, a TAKOX JyKa 31 CTpLIaMH.

VY rpi Takox MPUCYTHS MexaHika memry (anri. Dash — puBOk Brepesa) Ha KIaBinry
npoOiTy, 10 Ja€ 3MOTY Kpallle KOHTPOJIIOBATH CUTYAIli0 Ha 1011 0010 Ta YHUKATH TOPaHEeHb
Bi arak BoporiB. Lls Mexanika BuUKOpUCTOBYye | 3 3 3apsniB aemry, siKi MOCTYIIOBO

B1IHOBJTIOIOTHCSI 200 BUITAIAIOTh 3 IEPEMOKEHUX BOPOTiB Ta 00’ EKTIB.

+ Loot Table (Script)

Q0
Element O

T:-HealthPotion (Health Potion)

100

Shoulder (Armor)

T Helmet (Armor)

100

T HealthPotion [Health Potion)

100

T Helmet 1 (Armor)

100

T Bag (Bag)

Pucynok 3.18 — HanamryBaHHs CUCTEMU JIYTY, SIKUH MOKE€ BUIIACTH
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Kadenpa inTenextyansHuX iHQOpMAIIfHUX CHCTEM
Po3pobka ARPG-rpu Ha pymrii Unity

3aranom, po3poOJaeHH TPOTOTHUII, HE3BAXKAIOYH Ha CBil €KCIIEPUMEHTAIbHHI CTaTYC,
BUKOHY€ BXKJIMBY (PYHKIIIIO TIEPEBIPKU KUTTE3AATHOCTI OCHOBHHX ITPOBUX MexaHiK. Bin
JTIO3BOJISIE KOMILJIEKCHO OLIIHUTH K TEXHIYHY peali3alliio 3aKJIaJeHuX CUCTEM, TakK 1 IXHIO
B3aEMOJIII0 MiX CO00I0 B yMOBaxX peajhbHOTO irpoBoro mporiecy. [Ipototumn 3abe3medye
0a30By IrpabebHICTb, BKIIOYAOYH PYyX IIepcOHaka, O0MOBY CUCTEMY, IHBEHTAp, EJIEMECHTH
iHTepdeicy, B3aEMOJIII0 3 OTOYEHHSIM Ta 0a30BYy JIOTIKY KBECTIB, IO BXKE JAa€ 3MOTY
chopMyBaTH ySBICHHS PO MaOyTHIN TEUMILICH.

OxkpiM IILOTO, CTBOPEHUH MPOTOTHUIl € I[IHHUM €TarioM y pealii3allii MOBHOILIIHHOTO
IPOEKTY, aJK€ JO3BOJISIE BHUSBUTM MOXJIMBI HENOJNIKM HA paHHIA CTajli, a TaKoxX
MPOTECTYBAaTH KOPUCTYBAlbKUH JOCBIZ, IO B TMOJAIBIIOMY CIPHSE TMPUHHATTIO
OOTpYHTOBAaHUX pIIIEHb WIOJI0 ONTHUMI3allii abo NEepepoOKH OKPEMUX KOMITIOHEHTIB.
MopynbHa CTpyKTypa, BUKOPUCTaHa B MpOLieci po3pOoOKH, BIIKPUBAE MIUPOKI MOKIMBOCTI
JUIsL MacIITa0yBaHHS MPOEKTY — SIK y IJIaHI PO3MIMPEHHs (PYHKI[IOHATY, TaK 1 B IUIaHI
1HTerparnii HOBUX MeXaHiK a0o rpalyHUX €JIEMEHTIB.

TakuM YMHOM, HaBITh y paMKax OOMEXKEHOI (YHKIIOHAJIBbHOCTI, peai30BaHU
TIPOTOTHII YK€ BUKOHYE POIb (DYHAAMEHTY MU MOMAIbIIOI po3pobku. Moro cTBOpeHHs
JIO3BOJIWJIO 3aKJIacTH OCHOBH NOBHOLIHHOI ARPG-rpu, sika y momanpuioMmy Moxe OyTH
MEePEeTBOPEHA Ha 3aBEPIICHUA KOMEPIIHHUN ab0 aMaTOpPChbKU MPOIYKT 13 3aTydYEHHSIM

PO3MIMPEHOT0 KOHTEHTY, CKJIQIHIIINX CIICHAapiiB Ta MOKpaieHoi rpadiku.
BucCHOBKM /10 TPETHOI0 PO3AiTy

VY TperbomMy po3aUTi IUTUIOMHOI POOOTH OyJ0 3MIHCHEHO MPAKTHYHY peati3alliio
OCHOBHHMX €TaIliB CTBOPEHHS 1HPOPMaLIIMHOI CUCTEMH y BUTJISI/I1 YACTKOBO Peali30BaHOi I'pu
B skaHpi action-RPG. V pesynbTati po3po0ku Bagocs chopMyBaTH HE JHILIE TEXHIUHY 0a3y
JUTsl TIOOYTOBU MPOTOTHUITY, a ¥ Ha TIPAKTHUIll TIEPEBIPUTH JIEBICTH OOPAHUX apXITEKTYPHUX
plllIeHb, CTPYKTYp JAHUX, MIAXOAIB J0 MPOEKTYBAHHS Ta peaii3alii IrpoOBUX MEXaHIK,

XapaKTEePHUX IS OIOHOTO POy irop.
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Kadenpa inTenextyansHuX iHQOpMAIIfHUX CHCTEM
Po3pobka ARPG-rpu Ha pymrii Unity

Y pamkax mporo posaimy Oyio JeTadbHO MPOaHATi30BaHO BXIiJIHI JIaHi, IO
BUKOPHCTOBYIOTHCS B ITPOBOMY CEPEIOBHIII, BKIIOYHO 3 KOPUCTYBAIlbKUM BBEICHHSM,
KOH(pirypamisiMu 00'€KTIB, pecypcaMu iHTepdelcy, Kaprorpa@iyHUMU eJeMEHTaMHu Ta
aniMarisMu. Ha ocHOBI 1iux gaHux Oyso moOy0BaHO MOAYJIBHY CTPYKTYPY CHUCTEMHU, SKa
3a0e31euye B3a€EMO/I1I0 Mk KOMIIOHEHTAMHU TpU Yepe3 JIesIeraTu, o1l Ta my0J1iuHI METOIH.
Takuit migxig 3a0e3nedyrB BHUCOKY THYYKICTh CHCTEMHM, il aJanTHBHICTH JIO 3MIH 1
MOTEHLIHHOTO PO3IIHPEHHSI.

Ocob6nuBy yBary OyJio HMPHUIIJICHO IPOIECY MPOEKTYBAHHS, /I peasli30BaHO YITKE
PO3AUICHHS BIJMOBIIAJIBHOCTEN MIXK MOJIYJIIMH: KEpyBaHHS TpaBlieM, OOHOBa cHCTEMa,
IITYYHUH 1HTEJIEKT BOPOTIB, IHBEHTAp, KBECTH, IHTEp(EliC KOPUCTyBaya Ta CUCTEMa CLEH.
[le nano 3mory JAOCATTH BHCOKOTO PIBHS CTPYKTYPOBAaHOCTI, MOJYJBHOCTI Ta
MaciITabOBaHOCTI KOJy. 3acCTOCYyBaHHsSI 00'€KTHO-OPIEHTOBAHMX MPHUHIUIIB, 30KpeMa
IHKAICYyJIsii, CHaJKyBaHHS Ta TOJIMOPGI3MY, CTAIO BAKIUBUM (HAaKTOPOM IS JOCATHEHHS
OpraHi30BaHOI Ta JIOT1YHO 3aBEPIIEHOT CUCTEMHU.

VY xoxi peanizauii IpoTOTUITY OCOOJIMBUN aKLEHT OyJI0 3p00JIEHO Ha BIPOBAIKEHHI
OCHOBHMX IeMITJIEHHUX MEXaHIK. Y CIIIIHO peani30BaHo 0a30BY CUCTEMY PYXY NEPCOHAKA,
aTakW, YXWJICHHs, OONOBI B3aeMOJIi 3 CYNPOTUBHUKAMHM, a TaKOX TMPOCTy, aje
GyHKIIOHATPHY CHCTEMY KBECTIB Ta JIajloriB 13 HEIrpOBUMHU IepcoHakamu. byro
BIIPOBAHKEHO CUCTEMY JIYTY, sIKa 3a0e31euye BUIA IIHHS 37100141 3 BOPOTiB a00 00'€KTiB, Ta
JI03BOJISIE TPABITIO 30MPATH KOPUCHI PECYPCH, TIPEIMETH 1 CITOPSKESHHS.

OkpeMO BapTO BII3HAYUTH peami3allil0 KOPUCTYBAILKOTO 1HTEpQEHCy, SKHiA
OXOILTIOE BCl HEOOXIJIHI €JIEMEHTH: BiJ MOKA3HUKIB 3/I0POB’s, JIOCBiAY, MOHET JO BIKOH
1HBEHTApIO, CIOPS/KEHHS, Mara3suHy, IOBIJIOMJIEHb Ta CUCTEMHU [iajoriB. BizyanbHa
yacThHa OyJia OpraHizoBaHa 3 ypaxyBaHHSM MPUHIIUIIIB 103a0UTITI, 10 3a0e31neuye 3pyyHy
Ta IHTYITUBHO 3pO3yMIIy B3a€EMO/IIIO TPpaBls 3 TPOIO.

Po3pobniene cepemoBuiiie JOMOBHEHO TpadiuHUMH €JIEMEHTaMU B €IUHOMY CTHII,

0a30BUM OCBITJICHHSIM, a TaKOX JWHaMIYHOIO kameporo 3 Cinemachine, mo 3abe3nedye
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Po3pobka ARPG-rpu Ha pymrii Unity

€CTeTUYHO MPUBAOIMBY Bi3yanizalito. ¥ rpy Oyso iHTErpoBaHO SK ONMIKHIN, Tak 1 JaJIbHIN
TUU 0010, pi3HI TUMTU 030POEHHS Ta MariuHi aTaky, 110 J0/Ia€ PI3SHOMAHITTS y TeUMIUIeH Ta
PO3IIUPIOE TAKTHYHI MOKIUBOCTI TPABIISL.

BripoBamkeHHST MeXaHIKM pUBKa (Jelly) CTajJo JOJAaTKOBUM ITPOBUM E€JIEMEHTOM,
AKUW MIABUILY€E NUHAMIKy 0010 Ta MMOMHY KepyBaHHS mnepcoHaxkeMmM. OOMEXKEHHS B
KiJIbKOCTI BUKOPHUCTaHb 1 MOXKIIMBICTh TIOMOBHEHHS 3apsi/liB JOJAIOTh TAKTUYHOI CKJIa10BO1
B yNpaBJIiHHI pecypcaMu Mija yac TpH.

Takum umHOM, pPO3pOOJEHUM MPOTOTUI, HE3BAXKAIOUM HA EKCHEPHUMEHTAJIbHUN
CTaTyC, JACMOHCTPY€ YCIHIIIHE TO€IHAHHA TEOPETUYHUX TMPUHIUIIB TMPOEKTYBAHHSA
POrpaMHOro 3a0e3MeUeHHs 3 iX MPAKTHYHOIO peaji3alli€l0 y BUMIISAL IHTEPAKTHUBHOIO,
YAaCTKOBO (PYHKILIOHAJIBHOIO IFPOBOTO CepeoBHIla. BiH € BaXXJIMBOI OCHOBOIO IS
MOJAJIBLIOT0 PO3MIMPEHHS IPOEKTY, TO3BOJISIE BUSIBUTH CUJTBHI Ta C1a0K1 CTOPOHU OOPAHOTO

M1IX0/TY, @ TAKOXK OKPECIUTH IUISIXY ONTHUMI3AIli Ta BJOCKOHAJIIEHHSI MalOYTHIX BEPCiii TpH.
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Po3pobka ARPG-rpu Ha pymrii Unity

4 ITIPOI'PAMHA PEAJIIBAIIA TA CXEMHA

4.1 Onuc nporpaMHoi peaJi3aiii, cxemu Ta giarpamMmu

3apa3 HaBeay MPUKIATU KIIOYOBUX MOAYJIB CKPHIITIB, SIKI peaizoBaHl y MPOEKTI.
BoHM 0XOIUTIOI0TE OCHOBHI CKJIQJIOB1 IrpOBOT0 MpoIiecy, He0OX1IH1 IJIs IrPOBOTO MPOIIECY.

Jlo Hux Hanexatb CUcTeMa yNpaBIiHHS IEPCOHAKEM.

Ipuxnan 3nementy koxay PlayerControlls.cs:

public class PlayerController : Singleton<PlayerController>
{

public bool FacinglLeft { get { return facinglLeft; } set {
facinglLeft = value; } }

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

private InputSystem Actions playerControls;
private Vector2 movement;

private Rigidbody2D rb;

private Animator myAnimator;

private Knockback knockback;

private SpriteRenderer mySpriteRender;
private float startingMoveSpeed;

private bool facingLeft = false;
private bool isDashing = false;

Lel ¢pparMeHT KOAY MICTUTh OTOJIOIICHHS MPUBATHUX 3MIHHUX, K1 3a0€3M€4yIOTh
(GYHKIIOHAJBHICTh YMOPAaBIIHHS TNepcoHaxeM y 2D-tpi. 3miHHa myAnimator 30epirae
MOCWJIAHHS Ha KOMIIOHEHT Animator, sSIKMi BIAMOBIA€ 3a 3aIyCK aHIMAaIllil MepcoHaxa,

TaKUX AK X0Ap0a, aTaka, ctpubOok tomo. Kommnonent Knockback 36epiraerscst y 3MiHHIM
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knockback i, imoBipHO, BimoBiae 3a peanizaiito ehekTy BiAMITOBXYBaHHS MIEPCOHAXKA TIPU
OTpUMaHHI MKoAM abo B3aeMonii 3 Boporamu. mySpriteRender MICTUTh KOMIIOHEHT
SpriteRenderer, sikuii kepye BigoOpakeHHSM CIIpaiiTa MepcoHaXka, 30KpeMa — HOro
Bimm3epkasieHHsM (flip) 3a1€KHO BiJl HATIPSAMKY PYXY.

3minHa startingMoveSpeed BHUKOPUCTOBYETHCS Il 30€pEKEHHS IMOYATKOBOL
IIBUJIKOCTI PyXy I'paBlis, 100 i1 MOxHa OyJI0 MOBEPHYTH IICIs 3aKIHUEHHS Jalry (pUBKa).
Jloriuna 3minHa facingleft Bkasye, YW JUBHUTBCS TIEPCOHAXK JIBOPYd — II€
BUKOPHUCTOBYETHCS JIJIsl IPABUIILHOTO B1IOOpasKeHHs cripaiiTa abo opieHTallii 30poi. 3MiHHA
isDashing BUKOpHCTOBY€ETHCS JUII KOHTPOJIIO, YU TIEPCOHAXK 3apa3 BUKOHYE pUBOK (dash),
00 YHUKHYTH MOBTOPHOI'O BUKJIMKY III€]l 11i, MOKK BOHA 1€ TPUBAE. Y CYKYIHOCTI Il
3MIHH1 YTBOPIOIOTH 0a3y /ISl pyXy, aHIMAaIlii, TMHAMIKH Ta Bi3yalbHOI B3a€EMO/I1i MepcoHaxa
3 OTOYCHHSIM.

dparMeHT KOy 3 peaJizanicro MexaHiku puBka (dash) mepconaska y rpi:

private void Dash ()

{

if (!isDashing && Stamina.Instance.CurrentStamina > 0)
{

Stamina.Instance.UseStamina () ;

isDashing = true;

moveSpeed *= dashSpeed;

myTrailRenderer.emitting = true;

StartCoroutine (EndDashRoutine()) ;

}

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

myTrailRenderer.emitting = false;
yield return new WaitForSeconds (dashCD) ;
isDashing = false;
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Merton Dash() BUKIMKA€ThCS, KOJMW TpaBellb HATHCKAE BIAMOBIAHY KJIABIIIY IS
puBka. CrioyaTKy nepeBipsA€eThCs, Y1 MepcoHaX He BUKOHYe puBOK (!isDashing) Ta un mae
JOCTaTHLO BHUTpUBANOCTI  (Stamina.Instance.CurrentStamina > 0). fkmo ymoBu
BUKOHYIOThCS, BATPUBAIICTh 3MEHITYEThcss MeToaoM UseStamina(), akTUBYETHCS PEKUM
puBka (isDashing = true), 301IbIIy€ThCA MIBUAKICTh PyXy mepcoHaxka (moveSpeed *=
dashSpeed), a TakoXX akTUBYeTbCA BI3yalbHUM e€(pEeKT — CIHiJ 3a MNEePCOHAKEM
(myTrailRenderer.emitting = true). [lani 3amyckaerbest kopytuHa EndDashRoutine().

¥ EndDashRoutine() peanizoBaHO 4acoBy JIOTIKY: NMEPCOHAXX PUBKOM PYXa€ThCs
npotsiroMm dashTime (0.2 cekyHau), micis 4YOoro MHOTO IIBHUIKICTh MOBEPTAETHCA 0O
novaTkoBoi (moveSpeed = startingMoveSpeed) 1 BumukaeTses ciif. [loTiM e npotarom
dashCD (0.25 cexyHau) mepcoHa)X HE MOK€ POOUTH HOBHM PUBOK — II€ CBOTO POIY
3arpuMKa MiX puBkamu (cooldown). Ilicia uporo isDashing BcranoBmtoeTses y false, 1
rpaBellb MOKE 3HOBY BUKOPHUCTATH PUBOK. Taka pearizailis 3a0e3neuye O0anaHc y reimruiei
Ta JI03BOJISIE CTBOPUTH JTUHAMIYH1 OOMOBI CIICHH.

BoiioBa cucTema BKIIIOYa€E MEXaHIKy HAHECEHHSI IIKOJIU, BUSIBJICHHS KOJI31H mijg yac
yAapiB, TAMMIHT aTak, a TAKOXK BUBEACHHS BI3yaJIbHOTO BiIOOpakeHHs IKoAM. J[o1aTKOBO
peani3oBaHO BIJUITOBXYBAaHHS BOPOTIB Il Yac yAapy, a TaKOX MapamMeTpH pi3HUX BUIIB
30poi (IBUIKICTH, IIKOAA, PAJlyC Jii).

Ipukaax Koay JIOTikM 3aBAaHHSI IIKOAW BOPOraMm IIijl 4ac aTaKu:

private int damageAmount;

private void Start ()
{
MonoBehaviour currentActiveWeapon =
ActiveWeapon.Instance.CurrentActiveWeapon;
damageAmount = (currentActiveWeapon as
IWeapon) .GetWeaponInfo () .weaponDamage;

}

private void OnTriggerEnter2D(Collider2D other)
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EnemyHe

alth enemyHealth =

other.gameObject.GetComponent<EnemyHealth> () ;
enemyHealth?.TakeDamage (damageAmount) ;

VY meroai Start() BimOyBaeThes iHimiam3aiisa 3MiHHOT damageAmount, sika 30epirae

KIJBKICTh MKOJH, IO 6y,I[€ 3aBlaHa BOpPOIYy. I[J'ISI ObOTO0 OTPHUMYETHCA IMOTOYHA AKTHBHA

30post

TpaBIlsd  depe3

ActiveWeapon.Instance.CurrentActive Weapon,

dKa peaiizye

inTepdeiic IWeapon. Uepes 1ieit intepdeiic orpumyerbest ctpykrypa Weaponlnfo, 3 sikoi

BUTATYETHCS 3HAaUEHHs weaponDamage.

2025 p.

DamageHandler

-int damageAmount

+void Start()

+void OnTriggerEnter2D(Collider2D other)

Weapon

+|Weapon CurrentActiveWeapon

EnemyHealth

IWeapon

+Weaponinfo GetWeapaoninfo()

-int startingHealth = 3
-GameObject deathVVFXPrefab
-float knockBackThrust = 15f
-private GameObject lootBag
-LootTable lootTable;

-int currentHealth;

-Knockback knockback;

-Flash flash;

Weaponinfo

+void TakeDamage(int amount)

-void Awake()

-void Start()

+void TakeDamage(int damage)

+void DetectDeath()

-lIEnumerator CheckDetectDeathRoutine()

+int weaponDamage

Pucynox 4.1 — CkpunT 3 JIOTIKOIO 3aBJIaHHS IITKOJU BOpOTam
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Meton OnTriggerEnter2D(Collider2D other) aBTOMaTMYHO BHKIMKAETHCS, KOJH
00'€KT, 10 SIKOTO MPUKPITICHUN 1€ CKPUNT, CTUKAETHCS 3 IHIINM 00'ekTOM y 2D-TipocTopi.
B cepenuni meTony nmepeBipseThes, i 00'€KT, 3 IKUM BiJI0YJIOCH 31ITKHEHHSI, MA€ KOMITOHEHT
EnemyHealth. fxmo Tax — Bukmmkaerbess Meton TakeDamage(damageAmount), skuit
3MEHIIIy€ 3J0pPOB’S BOpOra Ha BU3HAYEHY KUIbKICTb. Takuil MiAXiJ 03BOJSE JIETKO
KepyBaTH IIKOJOK BIJl PI3HUX BHUIIB 30poi, 30epirarouv MpH I[OMY THYYKICTH 1
MacITaboOBaHICTh KOAY.

Cucrema mty4yHoro iHtenekty (Al) BoporiB peanizoBaHa y BUTJIAI CaMOCTIHHOTO
MOJYJIsI, IKUH KEpYy€e MOBEIIHKOI0 BOPOKUX ICTOT 3aJIEKHO BIJl iIrpOBOi cUTyarlii. B ocHOBI1
noriku Al nexuts MamuHa ctadiB (Finite State Machine), sika nepeMHKaeTbCsl MiXK JBOMA

OCHOBHHMMHM cTaHaMmHu: natpyiaoBanHs (Roaming) ta ataka (Attacking).

IIpukaan enementy koxy EnemyAl.cs:

private void Roaming ()

{
timeRoaming += Time.deltaTime;

enemyPathFinding.MoveTo (roamPosition) ;

if (Vector2.Distance (transform.position,
PlayerController.Instance.transform.position) < attackRange)

{
state = State.Attacking;

if (timeRoaming > roamChangeDirFloat)

roamPosition = GetRoamingPosition()

private void Attacking ()
{

2025 p. Hazapuyk Cepriit



53
Kadenpa inTenextyansHuX iHQOpMAIIfHUX CHCTEM
Po3pobka ARPG-rpu Ha pymrii Unity

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

state = State.Roaming;

if (attackRange != 0 && canAttack)
{

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

if (stopMovingWhileAttacking)
{
enemyPathFinding.StopMoving () ;

}

else

{

enemyPathFinding.MoveTo (roamPosition) ;

StartCoroutine (AttackCooldownRoutine () ) ;

Le#t xon peanizye mryunuit intenext (1) ans Bopora, skuii mepeMUKAETbCS MK
JBOMa cTaHaMu: marpyntoBaHHsa (Roaming) ta ataka (Attacking), 3amexHo BiJ] BiJICTaH1 110
IpaBI Ta BHYTPILIHIX YMOB.

Y metoni Roaming() Bopor rnmepemMimyeTbes 10 BUITAAKOBO1 IMo3uIlii roamPosition, Ky
obupae 3a3ganeriib. BogHoyac HakOMUYy€eThCs Yac y 3MiHHIN timeRoaming. Skiio Bopor
MIIXOAUTH OJNMDKYE 0 TpaBIls, HK J103BoJisie attackRange, cran 3miHIO€ThCs Ha Attacking.
Sxumo Munyno Ouibie vacy, HiX Bka3zaHo y roamChangeDirFloat, BuOGupaerscsi HOBa
MO3UIIIS JIJIs1 maTpystoBanHs. [le 3abe3neuye quHaMiuHy 3MiIHY HalpsIMKY pyXy, IO IMITY€
"OnykaHHs".

Merton Attacking() cripariboBy€, KOJIM BOPOT 3HAXOIUTHCA B 00MOBOMY cTaHi. SKIo

rpaBellb BIIJAIAEThCS 1M03a 30HY artaku (attackRange), Bopor moBepraeTbcs B CTaH
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naTpyJroBaHHs. SKI0 BOpor roToBuit 10 aTtaku (canAttack == true), BiH BUKJIIMKA€ METOJ
Attack() intepdeiicy IEnemy. Sxkmo Bkazano stopMovingWhileAttacking, Bopor
3YMUHSAETHCS 1] Yac aTaku, 1HAKIIE MPOJOBXKYE pyX a0 1. [Ticis 1mporo 3amycKaeThes
3aTpuMKa MK atakamu depe3 kopyTtury AttackCooldownRoutine(), sika 103B0OJIsSIE KEpYBaTH

JaCTOTOIO aTak.

EnemyBehavior <<enumeration>>
State

+float roamChangeDirFloat = 2f

+float attackRange = Of

Roaming
+MonoBehaviour enemyType
+float attackCooldown = 2f Attacking
+bool stopMovingWhileAttacking = false
-bool canAttack = true .
EnemyPathfinding
-State state
-Vector2 roamPosition +void MoveTo(Vector2 position)

-float timeRoaming = Of

id StopMovi
-EnemyPathfinding enemyPathFinding ™o opMoving()

+void Awake() PlayerController

+void Start()

+static PlayerController Instance
+void Update() Y

+void MovementStateControl() +Transform transform

+void Roaming()

+void Attacking()

+|Enumerator AttackCooldownRoutine()

+Vector2 GetRoamingPosition()

Pucynok 4.2 — Cxkpunt EnemyAl.cs

[eit miaxig 103BOJISIE CTBOPUTH BOPOTIB, SIK1 aIallTYIOThCS A0 C/8UTyallii Ta BeayTh
ceOe MpUPOIHO — MATPYJIOI0Th, TOMIYAIOTh TPaBLs 1 BCTYNAIOTh Y O1id.
Cucrema 1HBEHTApIO, pealli30BaHO MeEXaHi3M 300py MpeaMETIB, 30€peKeHHs iX y

ciotax. MOXJIMBICT, BUKOPUCTAHHS MTPEAMETIB.
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IIpuknan koay nepeMiiieHHs NpeaMeTiB:

private bool SwapIltems (SlotScript from)

{
if (IsEmpty)

{

return false;

}
if(from.MyItem.GetType () != MylItem.GetType() ||
from.MyCount+MyCount > MyItem.MyStackSize)

{
ObservableStack<Item> tmpFrom = new

ObservableStack<Item> (from.items) ;
from.items.Clear();
from.AddItems (items) ;
items.Clear (),

AddItems (tmpFrom) ;
return true;

return false;

}

Meton Swapltems(SlotScript from) BukOHye 0OMIH BMICTOM MDK JBOMa CJIOTaMu
inBenTtaps. Moro ocHOBHA poJib — BUPILINTH, UM MOKHA OOMIiHATHCS MPEIMETaMU MiXk
NOTOYHUM CJIOTOM 1 MEepeJaHuM y MapaMeTpl, a TaKOXK, SKIIO MOXKJIUBO, MPOBECTU CaM
oOMiH. MeToa crioyaTKy nepeBipsie, Uu nopoxHii notounuit ciot (IsEmpty). Axiro tak —
oOMiH HEMOXJIMBUH, 1 ToBepTaeThes false.

Jlami e nepeBipka yMOB OOMIHY: SIKIIO MPEAMETH B CJIOTaX PI3HOTO TUITY ab0 SKILO
3arajbHa KUTBKICTh IPEIMETIB MEPEBUIIYE€ MAKCUMAIBHUM JOITYCTUMUMN CTEK, BIIOYyBA€THCS
MepeCcTaHOBKAa — BMICT CJIOTIB MIHSIETBCS MICUSIMU. [[J1s1 IIbOTO CTBOPIOETHCSI TUMYACOBUIN

CTEK, 1100 30epertu BMICT OJIHOTO CJIOTA, MICJIS YOoro OOMABa CJIOTH OYHUIIYIOTHCS I
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HAIOBHIOIOTHCS. HOBUMH 3HAYCHHSMU. SIKIIO K MPEJIMETH OJHAKOBI 32 THUIIOM 1 iX MO)KHa
CKJIaCTH pa3oM — MeToJ nmoBepTae false, 60 06miH He moTpiOeH (WMOBIPHO, Oy 1€ BUKIIMKAHA

1HIIIA JIOTIKA JUIS CKJIaJdaHHs).

Start Swapltems

Check IsEmpty
True \False

[

Retumn false Check Item Types and Stack Size

Different Types or Exceeds Stack Size Same Types and Within Stack Size

Create tmpFrom ObservableStack from.items Return false

Clear from.items

b

Addltems from.items

Clear items

Addlitems tmpFrom

Return true

Pucynok 4.3 — biiok-cxema nepeminieHHs IpeIMeTiB
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InBenTap inTerpoBano 3 cucremoro Ul Ta kBecTamu, Jie IeBHI MPEAMETH MOXKYTh OyTH
HEOOX1THUMU JJIsI BAKOHAHHS 3aB/IaHb.
VY C1 CKpUIITH MPOEKTY CTPYKTYPOBAHO BIAIOBIIHO JI0 MPU3HAYEHHS, 110 3a0e3meuye

JIOT1YHY OpTaHi3alliio KOAy Ta MOJIETIIYyE HAaBIralliio y MPOEKTI.

4.2 KepiBHMUTBO KOpHCTyBaya

Jlanuit po3ain MICTUTH IHCTPYKIII IIO0 B3a€EMO/III KOPHUCTyBada 3 PO3POOICHUM
IpPOTOTUIIOM T'pHU. BpaxoByroun HasBHUN (YHKIIIOHAJ, peaji3oBaHO 3py4YHUU 1HTEpQeic
KEepYBaHHsI IEPCOHAXKEM, CHCTEMOIO IHBEHTAPIO, KBECTAMH, a TAKOXK OOMOBUMHU JIISIMHU.

3anyck rpu (KOpuCTyBallbKUH 10CBIT):

— 3alyCTUTH BUKOHYBaHui daiii rpu (Build);

— TIpU 3aIlyCKy 3aBaHTAXKYETHCS TOJIOBHE MEHIO, B IKOMY MOKHa 00patu «I patn»,
«3aBaHTAXUTHU TPy», «30epertu rpy», «HanamryBanHs», «3aKpuTH rpy»;

— MICJIA 3aIyCKYy I'PH 3aBaHTaXKYEThCSI IPOBE CEPEIOBUILIE 3 TOJIOBHUM I'E€POEM,
0azoBuM Ul, npoTUBHUKaMu Ta IHTEPAaKTUBHUMHU 00'€KTaMHU.

OcHOBHe KepyBaHHS.

Tabmuusg 1.2 — KepyBaHus rpu

Jist Kimasimra / KoMmO1HaIis Kiasiln
Pyx nmepconaxa W, A, S, D abo cTpiyiku
Araka Jlia kHomnka mumii (LMB)
Meu 1
YapiBHa manka 2
Jyx 3
Knwura crienis P
OrnsHa Ky Q
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Kineup Ta0aum 1.2

JIvoastHMI OCTPLNT E
ITocTpiii MoTHIN R
Bigkputu iHBeHTap B
Bigkputu criopsiKeHHS [
[Tepernsg kBecTiB M
B3aemonis 3 06’ ekToM F

Irposuii npouec.

[Tepconaxk rpaBIlsi aBTOMAaTUYHO OPIEHTYETHCS B HAMIPSIMKY Kypcopa MHUIIII.

[Ipu HatuckanHi1 JIKM BUKOHY€ThCS aHIMalls aTaKy Ta 3aBAAETHCS IIKOAA BOPOTy (3a
yMOBH NiepeOyBaHHA y 30H1 aTaKu).

3 MoBaJIeHUX BOPOTIB BUIAJAKOBO BHUIIAJIA€ JIYT: 31UIsI, MPEIMETH €KilipyBaHHs, a00
KBECTOBI1 00'€KTH.

KopucryBau moxke 306mpatu 111 00'€KTH, HAOIMKYIOUUCH 10 HUX Ta HaTHCKarouu E
BIJIKPUBILIH BIKHO JIyTy BOpOTa.

Takox MOXKHA TIEPEXOAUTH Ha 1HII JIOKAITli, Ta JOCTIKYBATH 1X.

InBenTap.

B inBeHTapi rpaBenb MOXKe MEperiiaiaTd OTpUMaHi pedl: 30poro, OpoHI0, 311,

JlocTyrmHa MOXKIIMBICTh BUKOPUCTATH a00 00JIaaHATH OOpaHHii IpeMeT.

KBectn.

CucreMa KBeCTIB 103BOJIsie€ IpuitMatu 3aBaanHs Bijg NPC.

AKTUBHHI KBECT MOKHA BIIKpUTH Ha "M", BIIKpPHETHCS KBECT JIOT 3 OITMCOM METH Ta
MPOTPEeCcOM BUKOHAHHSI.

[Ticns BUKOHAHHS 3aBJIaHHS — TpaBellb OTPUMYE BUHATOPOIY Ta JTOCBI/I.

Intepdeiic kopucrysaua (UI).

[Tanens 310pOB’s TpaBlisl, IPOTPECis PIBHIO Ta CaM PIBEHb I'PaBIIs, KUIbKICTb MOHET,
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CTaMiHa B11I0OpakaeTbCsl y BEPXHHOMY JIIBOMY KYTI.
Crienu y HIDKHbOMY JTIBOMY KYTi.
CHu3y nocrtymHa 30posi.

Y TIpaBUi KyT, IHBEHTap.
BHCHOBKM 10 4eTBEpTOro po3ainy.

VY yerBepTOMy po3aiai OyJIO PO3MISIHYTO KIIFOYOBI aClEKTH MPOrpamMHOi peaizari
rpu y >kaHpi action-RPG, a TakoX HagaHO KEpIBHULTBO KOPUCTyBada I B3a€MOAIT 3
npoToTUnoM. Peaizaltist rpy OXOILUTIOE BC1 OCHOBHI €JIEMEHTH, HEOOX1/TH1 JJIs1 3a0e3eUeHHS
(YHKII10HAJIBHOTO, IHTEPAKTUBHOTO Ta 3aXOILTIOI0YOr0 IeMMILIEIO.

Byno po3pobieHo 1 BOPOBAaKEHO MOYJ YIPaBIIHHS MEpCcOHaxeM, O00iloBO1
CUCTEMHU, 1HBEHTaplO, CUCTEMHU KBECTIB Ta IUTYYHOTO 1HTEJNEKTYy BOpOriB. 3HauHa yBara
NpUIUIsIacs JAeTajizalii MeXaHiK: MepeMIlIeHHs, aTaku, BUKOPUCTAHHS BMiHb, a TaKOX
Bi3yaunizalli eeKTiB 1 3BOPOTHOTO 3B 53Ky 3 KOpUCTyBaueM. Koja KOXKHOTO 3 KOMIIOHEHTIB
CTPYKTYpPOBaHO  JIOTIYHO Ta  MNIATPUMYE  NPUHOUOM 00’ €KTHO-OPIEHTOBAHOIO
porpamyBaHHS, 1110 MOJIETIIYE CYNPOBL] 1 MACIITA0yBaHHS MPOEKTY.

Onucanuii 'y migpo3aium 4.2 iHTepdelic KopucTyBaya Ta CXeMa KepyBaHHS
J03BOJISIIOTH TPaBL0 IHTYITHBHO B3a€MOJISITH 3 yCiMa €JI€EMEHTaMU IPU — B1J] IEPEMIILICHHS
JI0 BUKOPUCTAHHS MPEIMETIB Ta BUKOHAHHS 3aBiaHb. lle 3a0e3neuye KoMDOpPTHY irpoBy
B32€MO/III0 HaBITh JUISI HOBUX KOPUCTYBAYiB.

VY upoMy po3/ii TaKOX HABEJEHO KIHOYOBI CXEMH, 10 LUTIOCTPYIOTh pOOOTY IrpOBUX
MEXaHIK, BUKOPHUCTAHHs I1a0JOHIB MPOEKTYBAHHS, a TAaKOX IOCIHIIOBHICTh BHUKOHAHHS
OCHOBHHMX ITPOLIECIB.

TakuMm YMHOM, TpOrpaMHa peaji3amisi € TOBHOIIHHUM 1 (YHKI[IOHAIbHUM
OPOTOTUIIOM TpH, SIKUH JEMOHCTPYE 3aCBOEHHS OCHOB PO3pPOOKM IFPOBUX CHCTEM B

cepenoBulli Unity Ta TOTOBHICTbH JI0 MOJAJIBIIOTO PO3BUTKY U yOCKOHAJIEHHS MTPOEKTY.
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BUCHOBKMU

VY Mexax BUKOHaHHS KBamidikaiiiHoi poOoTu Oyjo peandizoBaHO 1HIWBIAYaJIbHUN
irpoBuii mpoekT y xanpi 2D action-RPG 3 Bukopucranusm pymrist Unity. B pe3ynbsrati 6yio
CTBOPEHO MOBHOLIIHHHUI MPOTOTHUII TPH, 10 BKJIKOYAE 0a30By O0HOBY cucTeMy OJUKHBOTO
0010, €JIEMEHTH IITYYHOTO 1HTEJIEKTY BOPOTiB, CUCTEMY B3a€MO/III 3 IFPOBUM CEPEIOBUILIEM,
a TakoX peamizarito iHTepdeiicy kopuctyBaua (Ul), aHimaIiifi Ta CHCTEMH MPOTPECy
HEPCOHAXA.

VY nporiect po3poOKU MOTIMOICHO MPAKTUYHI HABUYKHU pOOOTH 3 cepenoBuiiem Unity,
MOBOIO niporpamyBaHHs C#, penaktopoM Visual Studio 2022, a Takox 3 IHCTpyMEHTaMU JJIst
CTBOPCHHsI aHIMaIlii, HaJamTyBaHHSA (I3UKH, CHUCTEM KOJI3ii, OpraHizaili CIeH Ta
noOyoBu piBHIB. byno cdopmMoBaHO pO3yMiHHS NPUHUUIIB NOOYAOBH apXITEKTypHU
IrPOBUX MPOEKTIB, 30KpeMa yepe3 KOMIOHEHTHUH MiJIX1]] Ta €(EKTUBHY CTPYKTYpY KOJY.

OTpumaHuil pe3yiabTaT 3acCBIIYMB CHPOMOKHICTh 3aCTOCOBYBATH HAOyTI 3HAHHS Y
peanbHOMY MPOEKTI, M0 OXOIUIIOE MOBHUM LUK PO3POOKM T'pH: Bl KOHUENTYaJIbHOIO
3aIyMy JI0 peaiizarii KIF0UOoBUX TeHMIUICHHIX MeXaHiK. BukoHnanHs i€l kBamidikamiitnoi
pOOOTH CTaJI0 BaXKJIMBUM €TarloM y po(eciiiHOMY 3pOCTaHHI Ta MiATBEPAUIIO aKTyaJIbHICTb
o0paHOi TeMHU SK 3 TOYKH 30py OCBITHBOI MIATOTOBKM, TaK 1 3 MEPCIEKTUB MOJAIIBIIOT

JUSITTBHOCTI B TalTy31 pO3pOOKH KOMIT FOTEPHUX 1TOP.
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NTOJATOK
KOJ ITIPOT'PAMHOI PEAJIIBAIIT

Jlictunr xoxy PlayerControlls.cs:

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

public class PlayerController : Singleton<PlayerController>

{
public bool FacingLeft { get { return facingLeft; } set { facinglLeft = value; } }

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

SerializeField] private Transform weaponCollider;

private InputSystem Actions playerControls;
private Vector2 movement;

private Rigidbody2D rb;

private Animator myAnimator;

private Knockback knockback;

private SpriteRenderer mySpriteRender;
private float startingMoveSpeed;

private bool facingleft = false;
private bool isDashing = false;

private void Start()

{
playerControls.Player.Dash.performed += _ => Dash();

startingMoveSpeed = moveSpeed;

ActivelInventory.Instance.EquipStartingWeapon () ;

}

protected override void Awake ()

{

base.Awake () ;

playerControls = new InputSystem Actions();

rb = GetComponent<Rigidbody2D> () ;

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

}

private void OnEnable ()

{
playerControls.Enable () ;

}

private void OnDisable ()

{
playerControls.Disable () ;
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private void Update ()

{

}

PlayerInput () ;
if (Input.GetKeyDown (KeyCode.Q))

{
StartCoroutine (CastSpell (0));

}

if (Input.GetKeyDown (KeyCode.E))
StartCoroutine (CastSpell (1)) ;

if (Input.GetKeyDown (KeyCode.R))

StartCoroutine (CastSpell (2));

private void FixedUpdate ()

{

}

AdjustPlayerFacingDirection() ;
Move () ;

public Transform GetWeaponCollider ()

{

}

return weaponCollider;

private void PlayerInput ()

{

}

movement = playerControls.Player.Move.ReadValue<Vector2>();

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

private void Move ()

{

}

private void AdjustPlayerFacingDirection ()

{

Camera.main.WorldToScreenPoint (transform.position);
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rb.MovePosition(rb.position + movement *

Vector3 mousePos = Input.mousePosition;

Vector3 playerScreenPoint =

if (mousePos.x < playerScreenPoint.x)

{
mySpriteRender.flipX = true;
FacinglLeft = true;

65

PlayerHealth.Instance.isDead ) { return; }

(moveSpeed * Time.fixedDeltaTime));

Hazapuyx Cepriit



66
Kadenpa inTenextyansHuX iHQOpMAIIfHUX CHCTEM
Po3pobka ARPG-rpu Ha pymrii Unity

else

{
mySpriteRender.flipX = false;
FacingLeft = false;

}

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

}

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

myTrailRenderer.emitting = false;
yield return new WaitForSeconds (dashCD) ;
isDashing = false;

}

public IEnumerator CastSpell (int spellIndex)

{ Spell s = SpellBook.MyInstance.CastSpell (spelllIndex);
if (s == null) yield break;
yield return new WaitForSeconds (s.MyCastTime) ;

Instantiate(s.MySpellPrefab, transform.position, Quaternion.identity);

SpellBook.MyInstance.StopCasting() ;

Jlicrunr kony EnemyAl.cs:

using UnityEngine;
using System.Collections;

public class EnemyAI : MonoBehaviour

{
[SerializeField] private float roamChangeDirFloat = 2f;
[SerializeField] private float attackRange = 0f;
[SerializeField] private MonoBehaviour enemyType;
[SerializeField] private float attackCooldown = 2f;
[SerializeField] private bool stopMovingWhileAttacking = false;

private bool canAttack = true;
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private enum State

{

Roaming,
Attacking

private Vector2 roamPosition;
private float timeRoaming = 0f;

private State state;
private EnemyPathfinding enemyPathFinding;

private void Awake ()

{
enemyPathFinding = GetComponent<EnemyPathfinding>();
state = State.Roaming;

private void Start()

{

roamPosition = GetRoamingPosition();

private void Update()
{

MovementStateControl () ;

private void MovementStateControl ()

{

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

case State.Attacking:
Attacking () ;
break;

private void Roaming ()

{
timeRoaming += Time.deltaTime;

enemyPathFinding.MoveTo (roamPosition) ;

if (Vector2.Distance (transform.position,
PlayerController.Instance.transform.position) < attackRange)

{
state = State.Attacking;

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

}

private void Attacking()
{

if (Vector2.Distance (transform.position,
PlayerController.Instance.transform.position) > attackRange)

{

state = State.Roaming;

}

if (attackRange != 0 && canAttack)
{

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

if (stopMovingWhileAttacking)

{
enemyPathFinding.StopMoving () ;

}

else

{

enemyPathFinding.MoveTo (roamPosition) ;

}

StartCoroutine (AttackCooldownRoutine ()) ;

}

private IEnumerator AttackCooldownRoutine ()

{

yield return new WaitForSeconds (attackCooldown) ;
canAttack = true;

}

private Vector2 GetRoamingPosition ()

{

timeRoaming = 0f;
return new Vector2 (Random.Range (-1%, 1f), Random.Range (-1f,
1f)) .normalized;

}
}

Jlicrunr kony EnemyPathfinding.cs:
using UnityEngine;

public class EnemyPathfinding : MonoBehaviour

{

[SerializeField] private float moveSpeed = 2f;

private Rigidbody2D rb;

private Vector2 moveDir;

private Knockback knockback;

private SpriteRenderer spriteRenderer;
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private void Awake ()
{
knockback = GetComponent<Knockback> () ;
rb = GetComponent<Rigidbody2D>() ;
spriteRenderer = GetComponent<SpriteRenderer>();

}

private void FixedUpdate ()

{
if (knockback.GettingKnockedBack) { return; }

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

if (moveDir.x < 0)
{
spriteRenderer.flipX = true;
}
else if((moveDir.x > 0))
{
spriteRenderer.flipX = false;
}
}

public void MoveTo (Vector2 targetPosition)

{

moveDir = targetPosition;

}

public void StopMoving ()
{
moveDir = Vector3.zero;
}
}

Jlicrunr koxy EnemyPathfinding.cs:

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

[CreateAssetMenu (fileName = "quest", menuName = "quest/quest", order = 1)]
[System.Serializable]
public class Quest : ScriptableObject
{
[SerializeField]
private string title;

[SerializeField]
private string description;

[SerializeField]
private int coinReward;

[SerializeField]
private int expReward;

[SerializeField]
private CollectObjective[] collectObjectives;
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[SerializeField]
private KillObjective[] killObjectives;

public QuestScript MyQuestScript { get; set; }
public QuestGiver MyQuestGiver { get; set; }

public string MyTitle
{

get

{

return title;

title = value;
}

public string MyDescription
{

get

{

return description;

description = value;
}

public int MyCoinReward
{

get

{

return coinReward;

coinReward = value;
}
public int MyExpReward
{
get
{

return expReward;

expReward = value;
}

public CollectObjective[] MyCollectObjectives
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return collectObjectives;

}

public KillObjective[] MyKillObjectives

{
get
{

return killObjectives;

}
}

public bool IsComplete

{
get

{
foreach (Objective obj in collectObjectives)
if (!'obj.IsComplete)

{

return false;

}
}

foreach (Objective obj in killObjectives)

{
if (!'obj.IsComplete)

{

return false;

}

return true;

[System.Serializable]
public abstract class Objective

{
[SerializeField]
public int amount;

[SerializeField]
private int currentAmount;

[SerializeField]
private string type;

public int MyAmount

{
get

{

return amount;
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}

public int MyCurrentAmount
{

get

{

return currentAmount;

currentAmount = value;
}

public string MyType
{

get

{

return type;

type = value;
}

public bool IsComplete
{

get

{

return MyCurrentAmount >= MyAmount;

}
}

[System.Serializable]
public class CollectObjective: Objective
{
public void UpdateItemCount (Item item)
{
if (MyType.ToLower () == item.MyTitle.ToLower ())
{
MyCurrentAmount
InventoryScript.MyInstance.GetItemCount (item.MyTitle) ;

if (MyCurrentAmount <= MyAmount)
{
MessageFeedManager.MyInstance.WriteMessage (string.Format ("{0}:
{1}/{2}", item.MyTitle, MyCurrentAmount, MyAmount)) ;
}

QuestLog.MyInstance.CheckCompletion () ;
QuestLog.MyInstance.UpdateSelected() ;
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public void UpdateItemCount ()

{
MyCurrentAmount = InventoryScript.MyInstance.GetItemCount (MyType) ;

QuestLog.MyInstance.CheckCompletion () ;
QuestLog.MyInstance.UpdateSelected() ;

}

public void Complete ()

{
Stack<Item> items = InventoryScript.MyInstance.GetItems (MyType,

MyAmount) ;

foreach (Item item in items)

{

item.Remove () ;

}

[System.Serializable]
public class KillObjective : Objective

{
public void UpdateKillCount (IEnemy enemy)

{
if (MyType == enemy.GetType())
{

MyCurrentAmount++;

if (MyCurrentAmount <= MyAmount)
{

MessageFeedManager.MyInstance.WriteMessage (string.Format ("{0}:
{1}/{2}", enemy.GetType (), MyCurrentAmount, MyAmount)) ;
}

QuestLog.MyInstance.CheckCompletion () ;
QuestLog.MyInstance.UpdateSelected() ;

}
Jlicrunr koay Quest.cs:

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

[CreateAssetMenu (fileName = "quest", menuName = "quest/quest", order = 1)]
[System.Serializable]

public class Quest : ScriptableObject

{

[SerializeField]
private string title;

[SerializeField]
private string description;
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[SerializeField]
private int coinReward;

[SerializeField]
private int expReward;

[SerializeField]
private CollectObjective[] collectObjectives;

[SerializeField]
private KillObjective[] killObjectives;

public QuestScript MyQuestScript { get; set; }
public QuestGiver MyQuestGiver { get; set; }

public string MyTitle
{

get

{

return title;

title = value;
}

public string MyDescription
{

get

{

return description;

description = value;
}

public int MyCoinReward
{

get

{

return coinReward;

coinReward = value;
}

public int MyExpReward
{

get

{

return expReward;
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expReward = value;

}

public CollectObjective[] MyCollectObjectives

{
get
{

return collectObjectives;
}
}

public KillObjective[] MyKillObjectives
{

get

{

return killObjectives;
}
}

public bool IsComplete

{
get
{

foreach (Objective obj in collectObjectives)
if (!'obj.IsComplete)
{

return false;

}
}

foreach (Objective obj in killObjectives)
{

if (!obj.IsComplete)

{

return false;

}

return true;

[System.Serializable]
public abstract class Objective

{
[SerializeField]
public int amount;

[SerializeField]
private int currentAmount;
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[SerializeField]
private string type;

public int MyAmount
{
get
{
return amount;
}
}

public int MyCurrentAmount
{

get

{

return currentAmount;

currentAmount = value;
}

public string MyType
{

get

{

return type;

type = value;
}

public bool IsComplete
{

get

{

return MyCurrentAmount >= MyAmount;
}

}

[System.Serializable]
public class CollectObjective: Objective
{
public void UpdateItemCount (Item item)
{
if (MyType.ToLower () == item.MyTitle.ToLower ())
{
MyCurrentAmount
InventoryScript.MyInstance.GetItemCount (item.MyTitle);

if (MyCurrentAmount <= MyAmount)
{
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{1}/{2}", item.MyTitle, MyCurrentAmount, MyAmount)) ;
}

QuestLog.MyInstance.CheckCompletion () ;
QuestLog.MyInstance.UpdateSelected() ;

}

public void UpdateItemCount ()

{
MyCurrentAmount = InventoryScript.MyInstance.GetItemCount (MyType) ;

QuestLog.MyInstance.CheckCompletion () ;
QuestLog.MyInstance.UpdateSelected() ;

}

public void Complete ()

{
Stack<Item> items = InventoryScript.MyInstance.GetItems (MyType,

MyAmount) ;

foreach (Item item in items)

{

item.Remove () ;

}

[System.Serializable]
public class KillObjective : Objective

{
public void UpdateKillCount (IEnemy enemy)

{
if (MyType == enemy.GetType())

{
MyCurrentAmount++;

if (MyCurrentAmount <= MyAmount)
{

MessageFeedManager.MyInstance.WriteMessage (string.Format ("{0}:
{1}/{2}", enemy.GetType (), MyCurrentAmount, MyAmount)) ;
}

QuestLog.MyInstance.CheckCompletion () ;
QuestLog.MyInstance.UpdateSelected() ;

}

Jlicrunr koxy QuestlLog.cs:
using UnityEngine;

using TMPro;

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

public class QuestLog : MonoBehaviour
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[SerializeField]
private GameObject questPrefab;

[SerializeField]
private Transform questParent;

private Quest selected;

[SerializeField]
private TMP Text questDescription;

[SerializeField]
private CanvasGroup canvasGroup;

[SerializeField]
private TMP Text questCountTxt;

[SerializeField]
private int maxCount;

private int currentCount;
private List<QuestScript> questScripts = new List<QuestScript>();
private List<Quest> quests = new List<Quest>();
private static QuestLog instance;
public static QuestLog MyInstance
{

get

{

if (instance == null)

{
instance = FindObjectOfType<QuestLog> () ;
}

return instance;

}

private void Start ()

{

questCountTxt.text = currentCount.ToString() + "/" + maxCount.ToString() ;

public void Update()
if (Input.GetKeyDown (KeyCode.M))

OpenClose () ;

public void AcceptQuest (Quest quest)

if (currentCount < maxCount)

2025 p. Hazapuyk Cepriit



79

Kadenpa inTenextyansHuX iHQOpMAIIfHUX CHCTEM
Po3pobka ARPG-rpu Ha pymrii Unity

currentCount++;

questCountTxt.text currentCount.ToString () + "/ +

maxCount.ToString() ;

foreach (CollectObjective o in quest.MyCollectObjectives)
{

InventoryScript.MyInstance.itemCountChangedEvent += new

ItemCountChanged (o.UpdateltemCount) ;
o.UpdateItemCount () ;

}

foreach (KillObjective o in quest.MyKillObjectives)
{

GameManager.MyInstance.killConfirmedEvent += new

KillConfirmed (o.UpdateKillCount) ;
o.MyCurrentAmount = 0;

}
quests.Add (quest) ;

GameObject go = Instantiate (questPrefab, questParent);

QuestScript gs = go.GetComponent<QuestScript>();
quest.MyQuestScript = gs;
gs.MyQuest = quest;

questScripts.Add (gs) ;

go.GetComponent<TextMeshProUGUI> () .text = quest.MyTitle;
CheckCompletion () ;

}

public void UpdateSelected()
{

ShowDescription (selected);

}

public void ShowDescription (Quest quest)

{
if (quest != null)

{
if (selected != null && selected != quest)

{ selected.MyQuestScript.DeSelect ()

}

string objective = string.Empty;

selected = quest;

foreach (Objective obj in quest.MyCollectObjectives)

{
objective += obj.MyType + ": " + obj.MyCurrentAmount + "/" +
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obj.MyAmount + "\n";
}

foreach (Objective obj in quest.MyKillObjectives)
{
objective += obj.MyType + ": " + obj.MyCurrentAmount + "/" +
obj.MyAmount + "\n";
}

questDescription.text
string.Format ("{0}\n<size=32>{1}\n\nObjectives\n{2}</size>", quest.MyTitle,
quest.MyDescription, objective);
}
}

public void CheckCompletion ()
{

foreach (QuestScript gs in questScripts)

{
gs.MyQuest.MyQuestGiver.UpdateQuestStatus () ;

gs.IsComplete () ;

}

public void OpenClose () {
if (canvasGroup.alpha == 1)

{

Close();

}

else{
canvasGroup.alpha = 1;
canvasGroup.blocksRaycasts = true;

}

public void Close()
{

canvasGroup.alpha = 0;
canvasGroup.blocksRaycasts = false;

}

public bool HasQuest (Quest quest)

{
return quests.Exists(x => x.MyTitle == quest.MyTitle);

}

public void AbandonQuests ()

{
foreach (CollectObjective o in selected.MyCollectObjectives)

{

InventoryScript.MyInstance.itemCountChangedEvent -= new
ItemCountChanged (o.UpdateItemCount) ;
}

foreach (KillObjective o in selected.MyKillObjectives)
{

GameManager.MyInstance.killConfirmedEvent -= new
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KillConfirmed (o.UpdateKillCount) ;
}

RemoveQuest (selected.MyQuestScript) ;
}

public void RemoveQuest (QuestScript gs)

{
questScripts.Remove (gs) ;
Destroy(gs.gameObject) ;
quests.Remove (gs.MyQuest) ;
questDescription.text = string.Empty;
selected = null;
currentCount--;
questCountTxt.text = currentCount.ToString() + "/" + maxCount.ToString() ;
gs.MyQuest.MyQuestGiver.UpdateQuestStatus () ;
gs = null;

}i
Jlicrunr xony Vendor.cs:

using UnityEngine;
using UnityEngine.SceneManagement;

public class Vendor : MonoBehaviour

{
[SerializeField]
private VendorWindow vendorWindow;

[SerializeField] private int activeScenelIndex = 0;

[SerializeField]
private VendorItem[] items;

private bool isPlayerInTrigger = false;
public bool IsOpen { get; set; }

private void Awake ()

{
DontDestroyOnLoad (gameObject) ;

}

private void Start()

{
CheckScene (SceneManager.GetActiveScene () ) ;
SceneManager.sceneloaded += OnSceneloaded;

}

private void OnDestroy ()

{

SceneManager.sceneloaded -= OnSceneloaded;

}

private void OnSceneloaded (Scene scene, LoadSceneMode mode)

{

CheckScene (scene) ;
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}

private void CheckScene (Scene scene)

{

if (scene.buildIndex != activeScenelndex)

{
gameObject.SetActive (false);

}

else

{
gameObject.SetActive (true);

}

void Update ()
{

if (isPlayerInTrigger && Input.GetKeyDown (KeyCode.F))

{

Interact();
}
}

private void Interact()

{
if (!IsOpen)
{
IsOpen= true;
vendorWindow.CreatePages (items) ;
vendorWindow.Open (this) ;

}

public void StopInteract ()

{
if (IsOpen)
{
IsOpen = false;
vendorWindow.Close () ;

}

private void OnCollisionEnter2D(Collision2D collision)

{

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

{

isPlayerInTrigger = true;
}
}

private void OnCollisionExit2D(Collision2D collision)

{

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

{

isPlayerInTrigger = false;

}
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}
Jlictunr xoay InventoryScript.cs:

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

public delegate void ItemCountChanged(Item item);

public class InventoryScript : MonoBehaviour

{

public event ItemCountChanged itemCountChangedEvent;
private static InventoryScript instance;

public static InventoryScript MyInstance

{
get
{

if (instance == null)

{
instance = FindObjectOfType<InventoryScript>();

}

return instance;

}

[SerializeField]
private Item[] items;

[SerializeField]
private BagButton[] bagButtons;

private SlotScript fromSlot;
private List<Bag> bags = new List<Bag>();

public bool CanAddBag

{
get
{

return bags.Count < 4;
}
}

public SlotScript FromSlot

{
get

{
return fromSlot;
}

set

fromSlot = value;
if (value != null)
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fromSlot.MyIcon.color = Color.grey;

}

public int MyEmptySlotCount
{

get

{

int count = 0;

foreach (Bag bag in bags)
{

count += bag.MyBagScript.MyEmptySlotCount;
}

return count;

}

public int MyTotalSlotCount
{

get

{

int count = 0;

foreach (Bag bag in bags)
{

count += bag.MyBagScript.MySlots.Count;
}

return count;

}

public int MyFullSlotCount
{
get
{
return MyTotalSlotCount - MyEmptySlotCount;
}
}

public int GetItemCount (string type)
{

int itemCount = 0;

foreach (Bag bag in bags) {
foreach (SlotScript slot in bag.MyBagScript.MySlots)
{
if(!slot.IsEmpty && slot.MyItem.MyTitle == type)
{
itemCount += slot.MylItems.Count;

}
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return itemCount;

}

private void Awake ()

{

Bag bag = (Bag)Instantiate(items[0]);
bag.Initialize (16);
bag.Use () ;

}

private void Update ()

{
if (Input.GetKeyDown (KeyCode.J))

{

Bag bag = (Bag)Instantiate(items[0]);
bag.Initialize(16);
bag.Use () ;

if (Input.GetKeyDown (KeyCode.K))

Bag bag = (Bag)Instantiate(items[0]);
bag.Initialize(12);
AddItem(bag) ;

if (Input.GetKeyDown (KeyCode.L))

HealthPotion potion = (HealthPotion)Instantiate(items([1]);
AddItem(potion) ;

if (Input.GetKeyDown (KeyCode.H))

Armor armor = (Armor)Instantiate(items[2]):;
AddItem(armor) ;

if (Input.GetKeyDown (KeyCode.O))

Armor armor = (Armor)Instantiate(items[3]):;
AddItem(armor) ;

}

public void RemoveBag(Bag bag)
{
bags.Remove (bag) ;
Destroy(bag.MyBagScript.gameObject) ;
}

public void AddBag(Bag bag)
{
foreach (BagButton bagbutton in bagButtons)
{
if (bagbutton.MyBag == null)
{
bagbutton.MyBag = bag;
bags.Add (bag) ;
bag.MyBagButton

bagbutton;
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bag.MyBagScript.transform.SetSiblingIndex (bagbutton.MyBagIndex) ;
break;

}

}

public void AddBag(Bag bag, BagButton bagButton)

{
bags.Add (bag) ;
bagButton.MyBag = bag;
}

public void SwapBags (Bag oldBag, Bag newBag)

{
int newSlotCount = (MyTotalSlotCount - oldBag.Slots) + newBag.Slots;

if (newSlotCount - MyFullSlotCount >= 0)

{
List<Item> bagltems = oldBag.MyBagScript.GetItems();

RemoveBag (oldBag) ;
newBag.MyBagButton = oldBag.MyBagButton;
newBag.Use () ;

foreach (Item item in bagItems)
{
if (item != newBaq)
{
AddItem (item) ;

}
}

AddItem(oldBag) ;
HandScript.MyInstance.Drop () ;

MyInstance.fromSlot = null;

}

private bool PlacelInEmpty(Item item)

{
foreach (Bag bag in bags)

{
if (bag.MyBagScript.AddItem(item))

{
OnItemCountChanged (item) ;
return true;

}

return false;
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private bool PlaceInStack(Item item)
{

foreach (Bag bag in bags)

{

foreach (SlotScript slots in bag.MyBagScript.MySlots)
{

if (slots.StackItem(item))

{
OnItemCountChanged(item) ;
return true;

}

return false;

}

public bool AddItem(Item item)
{
if (item.MyStackSize > 0)
{
if (PlaceInStack (item))
{
return true;
}
}

return PlaceInEmpty(item) ;

}

public void OpenClose ()
{

bool closedBags = bags.Find(x => !x.MyBagScript.IsOpen);

foreach (Bag bag in bags)

{
if (bag.MyBagScript.IsOpen != closedBags)
{

bag.MyBagScript.OpenClose () ;
}

}

public Stack<Item> GetItems (string type, int count)
{

Stack<Item> items = new Stack<Item>();

foreach (Bag bag in bags)
{

foreach (SlotScript slot in bag.MyBagScript.MySlots)
{

if (!slot.IsEmpty && slot.MyItem.MyTitle == type)
{

foreach (Item item in slot.MylItems)
{

items.Push (item);
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if (items.Count == count)

{

return items;

}

}

return items;

}

public void OnItemCountChanged(Item item)

{
if (itemCountChangedEvent != null)

{

itemCountChangedEvent.Invoke (item) ;

}
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