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PE®EPAT

PoGota mictuth: 50 CTOPIHOK OCHOBHOTO TEKCTY, 24 CTOpPIHOK J0AaTKiB, 41

PHUCYHKIB, 19 BUKOpUCTAHUX JIKEpE.

Mertoro BumyckHOi KBasi(ikaiiifHOT poOOTH € BHUBUEHHS Ta BUKOPUCTAHHS
aJTOPUTMIB TIPOIIEAYpPHOI reHepallli JaHamadTiB Ta iIrpOBUX PIBHIB y Bijieoirpax

JKaHpy rogue-lite.

VY po6oTi feTanbHO PO3MIIHYTO OCHOBHI MPUHLMIIM MPOLEAYPHOI reHepari,
ITOPUTMH, 1[0 BUKOPUCTOBYIOTHCS [IJIsl CTBOPEHHS BHUIIAQIKOBHUX PIBHIB, Ta iX
1HTerpaiis y rpy. Po3misHyTo icHyr0dYi irpoBi pymiii Juisi po3poOKH Bijieoirop, ix
nepeBard Ta HeAoJKu. Takox Oyfo JOCIHIIKEHO 0COOMMBOCTI kaHpy rogue-lite,
30KpeMa TakKl eJIEMEHTH, K MOCTYNOBE MOKPAIIEHHS NEPCOHAX1B, BUMAAKOBI MOIIT

Ta BUCOKHI PIBEHb CKJIAIHOCTI.

PeanizoBaHo Ta onurcaHo BCi €Tanu po3poO0KH, KOPUCTYBAIIbKUM THTEpPEc Ta

IrpOBUI MTPOLIEC 3 AOAAHHAM BIAMOBIJHUX 3HIMKIB €KpaHy Ta MOSICHEHHS KOIY.
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BCTYII

AKTYabHICTh JTOCHIDKEHb. 3a NEKiIbKa OCTAHHIX MECATIIIITH 1HIYCTPIs

B1JICOIrOp AY>Ke IIBUIKO PO3BUBAETHCS 1 CTaja OAHUM 3 HAHOLIBIIIUX JKEPEN po3Bar
JUIs Jrofel Oyab-skoro Biky. [lomynsipHICTB Bijieoirop mpusBesna 10 pO3BUTKY HOBHX
TEXHOJIOT1 Ta miaaropmM, TakuxX SK IrPOBI KOHCOJI, MOOUIBHI irpu, miaargopm
TpaHCIAIII Bifco, SKI B CBOIO YEpPry pPO3MIUPHIM ayJAUTOPII0 3aIlliKaBJICHY Y
Bigeoirpax. Kpim Toro, irpm BIUTMHYIM Ha OCBITYy Ta BUKOPHUCTOBYBAJIUCS SIK
IHCTPYMEHT HaBYaHHS B KJIacax Ta IHIIWX HaBYAIbHUX 3aKJaaax. PO3BUTOK irpoBoi
IHIyCTpii TPHU3BIB JO CTBOPEHHS HOBUX pOOOYMX MICHb 1 PO3BUTKY HOBUX

TEXHOJIOT1H 1 TaTdopm.

OG’ext pocnimkenHs: Bigeorpa 3 mporeaypHoro renepaiieo s OC

Windows

[Ipenmer nochimxeHHs: OcoOMUMBOCTI Bijeoirop y kaHpi rogue-lite.

Bigeoirpu 3 nporueaypHoro resepaitieto. Irposi pyurii ajist po3poOKu BiA€OITrop.

Mera pocnypkeHHs: Mertoo gaHoi poOOTH € po3poOka BiJieorpu 3

MPOIIEAYPHOIO TEHEPAIlI€l0 PIBHIB, 1110 BIJINMOBIAA€ BUMOTaM XaHpy rogue-lite.

3aBaaHHs JOCIIHKECHHS

1. AHaJi3 iICHyIOYUX BIJ€O0Irop Ta iIrpOBUX PYIIiiB.

2. 30ICHATA TPOrpaMHy peati3alilo aJrOpUTMIB MPOLETYypPHOI
reHepaiiii.

3. IlpoBectu TecTyBaHHSI BIJICOTpPH, BHUIPABICHHS MOMUIIOK Ta

M1 TBEPIKEHHS MTPaIe3aTHOCTI.



PO3JILJI 1. AHAJIITUYHUM OIJISI.

1.1 Oco0amBocCTI Bifeoirop y s;kaHpi rogue-lite

}KaHp «rogucy» OTpUMaB CBOIO HA3BY BiI[ KJIACHUYHOTI'O HiI[BCMCJ'IJ'IH Hi,II Ha3BOIO

Rogue, skuit qomoMir monysaspru3yBaTu JesK1 11KaBl Ta HE3BUYaitH1 171ei.

ITepenymoBu Ta croxet rpu Rogue, sika Buiinuia y 1980 porti, 6yiau npocTUMuU
Ta MIHIMQJIbBHUMH, SIK 1 1i Tpadika, npeacrasieHa 3a qonoMmororo cumpoiniB ASCII: y
rpi 6€31MEHHUI 1IyKad MIPUTO]I 13 CUMBOJIOM «(@» JAOCIIKY€ JTaOIpUHT M1 3eMEeIIs
B IMONIyKaX amylieTa, 3yCTpid4aroud 3JIMX MOHCTPIB, MPEICTaBICHUX JITepaMu
andasity («E» s Emu, «S» i Snake tomno). ko nepconaxx noMupan, rpaBelb
NOBUHEH OyB IOYaTH I'py MOBHICTIO 3aHOBO, HE MarOud >KOJHOI 30pOi YW 1HIIHUX

MOKpAaIIeHb, K1 HOMY Baajiocs 310patu mo 10po3i. [1]

binbmie Toro, micis KOXKHOI CMepTi TpaBusg piBHI migzemerisi Rogue
BUIIAJIKOBO T€HEPYIOTHCSA 3aHOBO, TAK CAMO SIK 1 BJIACTUBOCTI MPEAMETIB, TAKUX SIK
30posi, OpOHs, 31JUISL, XKE3JIH, TOCOXH Ta CBUTKHU, 3MYIIIYIOUU I'PaBLiB 3HOBY BUBYATH
Ipy KOXKHOTO pasy, KOIM BOHM TOYMHAIOTH HOBYy rpy. [lomymspaicts Rogue,
WMOBIPHO, MOSICHIOETHCSI HOBU3HOIO Ta CBIXKICTIO, SIKI CTBOPIOIOTH 11 HOBI 1rpOB1
IIUKJIM, TOJII SIK TIOITUPEHHS YMCICHHUX IMOX1IHUX 1Ir0p MOYKHA MTOSICHUTH BIIKPUTUM
kogoM Rogue Ta TEKCTOBUMHM Bi3yali3allisiMH, IO 3a0X0Yy€ MPOrPaAMICTIB

30CepeKyBaTUCh HA HOBOMY ITPOBOMY IPOIIEC], @ HE Ha HOBIM rpadiLi.



Hits:15(15) Str:16(16) Gold:59 Armor:5S  Exp:Z-15

Pucynok 1.1. Kazp 3 rpu Rogue.

[Iporarom OararbOX pOKIB IrpH 3amo3uvyBaJid eleMeHTH 3 Rogue, y
pe3ynbTati yoro 3’sBuBCs xkaHp roguelike. Ane He3Bakarouu Ha Te, 1m0 roguelike
CTaB JENIO 3arajJbHUM TEPMIHOM, KOHPepeHIis 3 po3pooku 2008 poky cTBopuia
bepninchky i1HTepmperaiiro, MOBHY Bepciio sikoi moctynHa Ha RogueBasin, 1

BU3Haumia roguelike sk Taki, 110 MarOTh BICIM KOHKPETHUX MPUHLIMIIB Tn3aiiHy [2]:

J [IpouenypHa reseparisi - Tpa NOBUHHA MaTH MPOLETYPHO 3reHEPOBaHI

piBHI, 100 KO’KHE TPOXOIKEHHS OyJIO YHIKAJIbHUM.

o Permadeath (Ongne XuUTTS) - SIKIIO rpaBelb BMHUpAE, BIH MOYUHAE TPy
3aHOBO.
. [ToxpoxoBHii Mpol1iec rpu - Ipa MOBUHHA OyTH MOKPOKOBOIO, JI€ TPaBellb 1

BOPOTH JIIIOTh IO Yep3l.

o Pyx Ha OCHOBI CITKM - Tpa TOBMHHA OyTH TalJIOBOIO, 1€ TPOCTIp

PO3IITICHUI HAa TUCKPETHI KIIITUHKUA CITKH.



o CknagHIiCTh - Tpa MOBHMHHA OyTH JOCTATHBO CKJIAJHOIO, 1100 T'PaBIO

noTpiOHO OYyJI0 peTesabHO IIaHyBaTH CBOI Aii.

o PecypcHuii MeHE)KMEHT - TpaBellb MOBHHEH YIPABISATH OOMEKEHUMU

pecypcamu, TAKUMU SIK 310POB's, TKa, 3ULJIS TOLIO.

o OobmMexeHa iH(pOpMaLis - TpaBelb HE MOBUHEH 0AYUTH BCIO KapTy O1pasy,
a TITBKU Ty YacTHHY, sIKa 3HAXOAUThCA B HoOro mosi 30py abo Oyma

BIJIKpHTA.

o ['paBers mpoTH CBITY - Tpa sBIIsI€ COOOO0 MPOTUCTOSIHHS TPABIIS 1 CBITY:

HEMae€ BITHOCUH M1 MOHCTpaMH (SIK BOpOKHEY1 a00 AUIIIOMATIi).

[Ilo6 rpa Oyna kBamiikoBana sk roguelike Ha ocHOBI bepniHchkoi

IHTepHpeTallii, rpa Ma€ BiAMOBIIaTH BCIM OCHOBHUM KPHUTEPISM.

Uepes cyBopi npaBuia, BUKiIaaeHl B bepriHchKii 1HTepnpeTarlii, OUIbIIICTh
nonymnsipaux roguelike irop npasuibHIIEe Ha3uBaTu roguelite irpamu. Irpu roguelite
BUKOPUCTOBYIOTh JI€SIKi, ajleé HE BCl, €JIEMEHTH Ou3ailHy rogue SIK OCHOBY CBOTO
irpoBoro mpoiiecy. Permadeath 1 mporuienypHo 3reHepoBaHi KapTH BCe III€ MArOTh
BUpIIIATIbHE 3HAYCHHS IS AU3aiiHy roguelite, ane 6araro irop 1oaiu HOBI o0epTu

110 JKaHpYy.

1.2 Omisaj icHyr04HX Bigeoirop y xxanpi rogue-lite
1.2.1 Enter the Gungeon

Enter the Gungeon - Bimeorpa B xaupi bullet hell 3 enemenramu roguelike,
po3pobnena kommnaniero Dodge Roll 1 Bunymena kommnaniero Devolver Digital. I'pa
PO3MOBiJIa€ PO MAaHIAPIBHUKIB sIK1 crycTuincs B Gungeon (BiJ gun — PYIIHUIA 1
dungeon — mig3eMesisl) 3 OJHIEID METO, MO0 3HAWTH 30poro, 1O BO'e iXHE

MuHye. [3]



OpmHak HUISIX 10 1Tl € BAXKKUM, 1 OYIKY€ETHCS, 110 T'PaBlil MOBTOPSATH CITYCK
KUJIbKa pa3iB, mo0O JOCATTH CBOET METH. XOdYa 116 MOXKE BKa3yBaTH Ha HYJTHUUN
reiimiieit, Enter the Gungeon mocTiifiHO npejcTaBis€e 1iKaBl KOHLEMIIIT 30poi, sIKi
JTUKTYIOTh WOTO MiIXiJ 10 irpoBoro mporecy. Bixg pydnoro mera Omactepa a0
MICTOJIETa MIKPOTPaH3aKIlIi, poO3pOOHUKH PETEIHLHO CTBOPUIIM apceHall 30poi rpu,
mo0 BKIIOUMTH BECENl Ta IIKaBl PYIIHHUIN Ta BIJAaTH IMaHy MOMYISIPHUM

KOHIOCIITaM.

OkpiM BENMKOi KIJBKOCTI BKJIIOUEHOT 30poi, IrpoBI MEPCOHAX1 TaKOXK
BIUTMBaIOTh Ha reiimiuieit Enter the Gungeon. Xowa 3arajsoM € BICIM IEPCOHAXIB
(IeB’sITh, SIKIIO BpaxyBaTU IMEpPCOHAXKa JIMIIE JJISI KOONEPATHUBY), BOHU 3HAYHO
BIIPI3HAIOTBCA ONUH BiAg oaHoro. Hampuknaa, nepcoHax «Mucinupenby Mae
co0aKy-KOMITaHbIIOHA 1 BUMAarae BiJ] TPaBIiB 3HATH CKIJIBKH IIKOJU MOXE 3aBJaTH
Bopor, Tofl Ak «Kyms» neperBoproe rpy Ha OnrpkHii Oiif. Xoya He BCl MEPCOHAXKI
PO30JIOKOBYIOTBCSI 3 CaMOTO IIOYaTKy, YOTHPH OCHOBHHMX IIEPCOHAXI JOCHUTH

PI3HOMaHITHI JUIs OyAb-sIKOTO TreiiMepa, SKOMY M0100a€eThCsl CTHIIb TPH.
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Pucynok 1.2. Ilpouiec rpu y Enter the Gungeon



Enter the Gungeon migBuIy€e CKIAIHICTh 1 KPEaTHBHICTh 3a JIOMOMOTOIO
¢yukii cuneprii. 1o cyTi, SKIO MeBHY 30pO0 YM MpeaMeET MiA0HPaAIOTh Pa3oM i3
IHIIMM  TIPeMETOM, SKW BIJTOBiAa€ pPEIEeNnTy BHUTOTOBICHHS, apTe(aKTH
00’€THYIOThCSI 3aBIASKM YOMY CTalOTh cuibHIime. Hampuknazn, skmo rpasii
OTPUMYIOTh TPHIIJI 1 CHAWMEepChKy TBHUHTIBKY IIiJi Yac OJHOTO 3aXOIy, BOHH
po36m10KytoTh eekT «360 no scopey, IKU Hamae iM TONATKOBUIA YPOH, SKIIO BOHH
obeprarothes Ha 360 TpaxyciB mepen mocTpioM. 3aBasku ik cuHeprii Enter the
Gungeon rapaHTye, IO SKIIO TpaBlli 3yCTPiHYTh TOW caMHid TpEAMET Tij 4ac

OJTHOTO 3aXO0Jly, KOr0 MOXKHA Oy/ie BUKOPUCTOBYBATHU MO-Pi3HOMY. [4]

2. Noita — 1e roguelike rpa B »anpax micounuiist i 60M0BHK, po3pobieHa Ta
BunyieHa ¢incpkoro kommnaniero Nolla Games. ['paBiil kepyroTh BiIbMOIO («noitay
— 1e ¢IiHCbKEe CIIOBO, IO O3HA4Ya€e «BiAbMay), sKa MOXe 30uparu Ta
BUKOPHCTOBYBAaTH 3aKJIMHAHHS, I[I00 MEPEeMOrTH BOPOTiB, Ha3BaHUX Ha YECTh

Gb1HChKUX Mi(OJIOTTYHUX 1CTOT. [5]

Bu mounHaeTe 3 ABOMA YapiBHUMH TMATWYKaMU, TEpIIa CTPUIIE ACTKUMH
0a30BUMU CHapsiJlaMH, a Apyra 3amyckae 00MOU, sIKi OTIOBHIOKOTHCS M1 PIBHIMU.
Bu mMoykere 3HalTH HOBI YapiBHI MaJIWYKHU IT1J1 Yac JOCTIKEHHS a00 KYIHUTH iX Y
MarazuHi Mik oOnactamMu. Cuily 4YapiBHUX MalMYOK MOXKHA 3MIIIyBaTH Ta
MOETHYBATH: MOXKHA 3aMIHUTH CHapsJ Ha BOTHCHHY KyJIr0 ab0 J10JaTH 37aTHICTb,
sIKa 3aJIMIIA€ KUCJIOTHI CJIIA. Y Mara3uHi € MOXKJIMBICTh BUOPATH M1 BUIIAKOBUMHU
3M10HOCTSIMU, TAKUMU K OLIbIIE 3I0POB’sl, 3/IaTHICTh 3aMOPOXKYBaTU PIIUHUA a00

IMYHITET /10 BOTHIO 4M BUOYXIB Ta Oararo iHIIOro.

Po3poObHuku Noita OmMCYHOTh TPy SIK «CBIT, /1€ KOXEH mMikcelb (Hi3UuHO
MOJIETIIOEThCS». ByTriyis Ta aepeBo MOKHA MiANaauTH. bpyn Moxkna po3putu abo
3HMINATHA. Taki piguHU, SK KUCJIOTa, BOAa Ta KPOB, HAKOMHMYYIOTHCS Ta
MIEPEJIMBAIOTHCS, 1 BOHU TAKOXK 3aJIUINAIOTHLCS Ha Bac, JOKU BU iX HE 3MueTe. Macio
pOOUTH Bac CIU3BKUM 1 JIETKO3AMMHCTHM, a KUCJIOTa 3’inae Barie 370poB’s. Bona

pOOUTH BaC HECTIPUUHATIAUBAMHU JI0 BOTHIO, & TAKOXK 3MUBAE 1HIII €(DEKTH.
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Kapra rpu ckiamaeTscs 3 pisHOMaHITHUX 30H, TPaBellb Ma€ 3MOTY BiJBiIaTH iX
Ha Horo cmycky A0 Ooca. KoxHa 30Ha Ma€ YHIKaJIbHY CTPYKTYPY 3aBISIKU
MPOIIEAYPHINA TeHepallii Ta Marepiajiam, Kl MOYKHA 3HANTH JIMIIE Ha CIeU(IYHUX

30Hax.

Pucynox 1.3. Ilepmmuii piBeHb y Tpi Ma€e 6arato Jerko3aiMUCTHX MaTepiaiB.

Bce 11e npu3BOAUTS /10 BEJIMKOTO Xa0Cy, OCKUIBKHY Ballli JIii MarOTh OCITIOBHI,
aje yacTo HemnepeadadyyBaHl HAcHiAKWA. [OpsTh JIerko3aMHUCTI peyl, 1 BOTOHb
NOIIMUPIOEThCS. SKIIO BOUTH HaJa COOOK0 MOHCTpa, IIO0 BUBEPra€ KHUCIOTY, BU
BUJUIETE KUCJIOTY Ha cebe, 1 Oyznere MoBUILHO MTOMHUPATH TIOKW HE 3HAMIeTe BOY.
Ao KMHYTH O0MOY HAATO OJIM3BKO J0 MOPOXY, MOYHETHCS JAHIIOTOBA PeaKiis

BUOYXIB, K1 OyyTh 3HUIIyBaTH BCE HABKOJIO. [6]

3. Slay the Spire — roguelike rpa 31 cTBOpeHHs KOJOJ KapT, po3polsieHa

aMepHUKaHChKOIO 1HII-cTyaiero Mega Crit 1 Buaana Humble Bundle. [7]

Merta rpu nosisira€ B ToMy, 11100 IPOUTH KiIbKa PIBHIB IIMHJISA, KOKEH PIBEHb

Ma€ KUTbKa MOTEHI[INHUX 31TKHEHBb, PO3MOMIJICHUX Y PO3TaTyXKEHIH CTPYKTYpl 3
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nepcoHa)keM 00ca B KiHI[ piBHA. 3yCTpidl BKJIIOYAIOTh MOHCTPIB, SIK1 BIPI3HAIOTHCS
3a CHUJIOIO; €JIITHI BOPOTH, SIKI MPOMOHYIOTh MiABHUINEHI BUHATOPOIM; OaraTts s
31[JIeHHS] 400 OHOBJICHHS KapT /10 OUIbII OTY>KHUX BEPCii; BIaCHUKU Mara3uHiB, y
SAKUX MOYKHA KyIyBaTH KapTH, PENIKBIi Ta 3UUIs, a TakoXK MpUOUpaTH KapTH 3
KOJIOJIM; CKPHMHI 3 BHITQJIKOBOIO 3I00MYYIO; 1 3yCTpiul HA OCHOBI BMIIaJIKOBOTO

BHOODY.

Gentle Guidanc
the Silent

Pucynok 1.4. Kapra ogHoro 3 piBHiB

Ha noyarky npoxo/KeHHs rpaBellb 00Mpae OTHOTO 3 YOTUPHOX MOIEPEIHBO
BU3HAYEHUX MEPCOHAXKIB, SKUW BCTAHOBIIIOE MMOYATKOBY KIJIBKICTh 3J0POB’ 4, 30J10Ta,
MOYaTKOBY PEJIKBIIO, SIKa 3a0€3Ieuy€ YHIKaIbHY 3/aTHICTb JIs IIbOTO MEPCOHAXKA, 1
MOYaTKOBY KOJIOAY KapT i3 0a30BOO0 aTaKOK Ta KapTH 3aXHUCTY, a TAKOX KapTKU

NEPCOHAXIB.

biit rpaerbes o vepsi. KoxkeH xiJ rpaBellb OTpUMYy€e HOBY PYKy KapT 1 TpHU
onuHMII eHeprii. ['paBers Moxe 3irpaT Oynb-aKy KOMOIHAIIIO KapT, SIKIIO Y HbOTO
€ I0CTaTHBbO E€HEeprii, 100 OMIaTUTH BapTICTh KOXKHOT KapTu. KoxkeH Bopor Ha moJi

0010 Oyzie MOBIAOMIIATH, SIKMM X1/ BiH 3pOOUTH: YU aTaKyBaTUME Ta CKIJIbKH KON
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3aBJaCTb, YU 6JIOKYBaTI/IM€, BHKOPHUCTAE 3aKJIIMHAHHA, HIO6 IMOKpPAIIUTHU 0666, abo

MOCIa0uTH I'paBIA.

b S 50th Eloor
D@L A ./ BROY

(!

S LL e —)

4 End Turn

Pucynok 1.5. ITporec 6010 y pi

VY Slay the Spire € acmektu mnporpecii. 3aBepilieHi a00 HeBali 3a0iru
HapaxoBYIOTh Oanu JijIsi PO30JIOKYBaHHS HOBUX MEPCOHAXIB a00 HOBUX PENIKBIH 1
KapT, sKi OyayTh JIOCTYIIHI ISl TIeBHOTO TepcoHaxka. Jlo 20 piBHIB CKJIATHOCTI
M1AOMY PO30JIOKOBYIOTHCS 3 KOXKHUM YCITIIITHO 3aBEPIICHUM 3a01r0M, KOKEH 3 SIKHX
JI0JIa€ CYKYITHUM HeTaTUBHUM e()eKT, HAPUKJIIAJ 3HIKEHHS 3/I0pPOB’ s a00 CHIIbHIIIII

aTaKu BOpoOra.

O3HalOMUBIIKCH 3 OMYJISIPHUMU IrpaMu y skaHpi roguelite, MO>KHA BUAUTUTH
CHUIBHI aCMeKTH 1rop, a TaKoX iX YHIKAJIbHI €JIeMEHTH, SIKI poOJIATh Il IrpH

HiKaBI/IMI/I Ta 3aXOIINIFOFOYMMMH .

3 CIJIBHOTO MOKHA BAILINATH:
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e [lponenypHa renepailisi KOHTEHTy. Y BCIX Irpax MNpPUCYTHSA HpPOLEAYypHA
reHepallsi piBHIB, IPEIMETIB UM HAropoi. BumagkoBicTh Takoro miaxomy

pPOOIIATH KOXKHE TIPOXOKEHHS I[IKaBUM Ta HE CXOKUM Ha TOTIePE/IHI.

e Opne xurtd. [locTiiiHl mporpaiii CTUMYIIOIOTH TpaBlig BUBYATH TPy Ta ii

0cobOuBOCTEH 300 3100y TH Kpaluil pe3yabTar.
Oco6muBocTi Enter the Gungeon:

e 3natHICTh 00’ €HYBaTH MPEIMETH AJIsi CUHEPrii Ta CTBOPEHHS CHJIBHIIIOTO

npeamcera.

e JluHamiyHa cuctema 0010, ika BUMAarae BiJi rpaBlisi KOHIIEHTPAIIll Ta IIBUIKOT

peaxiii.
e KoxeH BOpor Mae yHIKaJIbHY TOBE/IIHKY.
Oco6nuBocrti Noita:

e Benukuii Ta BIIKPUTUI CBIT, TpaBLIO JJO3BOJISIOTH JIOCHIIKYBaTH Ta

3MIHIOBATH HOTO.

e @DIi3UYHA CUMYJIALIS KOXKHOTO MIKCENs Y I'pi, IO pOOUTH CBIT AUHAMIYHUM Ta

HeOEe3IIEYHUM.

e 3/aTHICTh TMOEAHYBAaTHM 3aKJIATTS Ta  3aCTOCOBYBATM  PI3HOMAaHITHI

MOJU(IKATOPH 7151 HUX.
Ocoo6nuBocTi Slay the Spire:
e CTBOpEHHS CBOET KOJIOIU KapT 3 PI3HOMAHITHUMHU JisIMHU Ta €(hEeKTaMH.

e [loxpoxkoBuii nporec rpu. llepen KoXKHUM KPOKOM I'PaBLIIO JAHOTh JOCTaTHHO

yacy 1100 MpoayMaTH CTpaTerito Aiil.
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1.3 Orisip irpoBux pyuriis

1. Unreal Engine - onuH 13 HaWMOMYJISPHIMIUX ITPOBUX pPYIIIiB, SKHUMA
Hanexuth Epic Games. [1o cyTi, 11e MynpTUTIIaTGOpMEHHA CUCTEMA PO3POOKH irop,
npu3HayeHa i  MIANPUEMCTB  OyIdb-sSIKOTO  pO3Mipy, sKa  JIOIlOMarae
BUKOPUCTOBYBaTH TEXHOJIOTii peaJbHOTO dYacy [UIsl TEpEeTBOPEHHS imeid y

MPUBAOIMBUN Bi3yalbHUN BMICT.

N [£hdd Component~ <% Blueprin

W AddNewys Limport [ SaveAll € B Content » StarterContent »

“#m Content
e siueprint:

audin lueprints Hom Maps
© View Options =

Pucynok 1.6. Bizyansnuii intepdeiic Unreal Engine

OpurinanbHa Bepcis Oyna BumynieHa e B 1998 pou, 1 uepes 26 pokiB BoHa
MPOAOBKYE BUKOPUCTOBYBATHUCS B ACSKUX 3 HAHOLIbIIKX irop. CHIBHOIO CTOPOHOIO
Unreal Engine € THy4YKiCTh MOTO apXiTEKTypH, TOMY ITpH MOXXHA MEPETBOPUTH Ha
Jy’Ke YHIKaJIbHUN 1ocBiA. OmHaK Juis IbOTo MOTPiOH1 KBaTi(hikoBaH1 PO3POOHUKH 3

BEJIMKUM JIOCBI1JIOM.

Kpim Ttoro, Epic Games npugdana Quixel, sika BOJNOAIE BEIUYE3HOIO
01610TeKOI0 «(poTOTpaMMETpii», 31 MoAeIel 3 PeaTiCTHYHUMU TEKCTypaMH, SKi

MOKHAa BHUKOPHMCTOBYBAaTH JUIsl CTBOpPEHHS aHiMmalli Ta Bigeoirop. Kopuctypaui
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Unreal Engine 3M0XyTh O€3KOIITOBHO BUKOPHUCTOBYBATH HaJaHl IHCTPYMEHTH

Quixel (Bridge, Mixer) 1 Bci pecypcu 616mioTexkn Quixel Megascans. [8]
Moga nporpamyBanusi: C++, Blueprints
BapticTs: be3zkomtoBHO

CwibH1 CTOPOHM: MacIITaboOBaHICTh, 0e3/114 (QYHKIIIH, MHUPOKI MOKIUBOCTI

HanamTyBanHd, 2D 1 3D

Cnabki CTOpOHHM: BEJIMKUNW TIOPIT BXOMdY, MaJlOUMCENIbHA CIUIHHOTA,

BUMOIJIMBICTD PYILIS.

2. CryENGINE — e Oe3komToBHa miatdopMa, Ha SKId BU OTPUMYETE
MOBHUM BUXIJTHUN KO IBUT'YHA Ta BCl QYHKIIi JBUTyHA. Mae 4ynoB1 BapiaHTH JJIs
npuaOaHHd BHYTPIIIHBO ITPOBUX AaKTUBIB, sIKI MokHa 3HaiTH Ha CryEngine

Marketplace, 1110 ckopouye 4ac BUXOJy Ha pUHOK. [9]

Py1iii po3BUBa€eTHCS yXe JaBHO, BOJIOJIE€ MOTYKHUM 1HCTPYMEHTapieM Ta
niaTpumkor kpocrargopmu. CryEngine Takox mpomnoHye 0arato 0€3KOITOBHHUX
HaBYAJIbHHUX PECYPCIB - Oy/b TO MAPYYHUKH, (POPYMHU UM TOKyMEHTALisl, HEOOX1/IHA
IS mouaTky. Moro (yHKIil BKIIOYAIOTH BUCOKOSKICHI Bi3yambHi edekTH,
edekTuBHUN HaOlp 1HCTpyMeHTIB, noenHaHHa LI (wTydHoro iHTENEKTy) 3

AHIMAIIEIO TOILIO.
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Pucynox 1.7. Bizynbuuiit intepdeiic CryEngine

Moga nporpamyBanus: C#, C++, FlowGraph.

BapricTh: be3kolToBHO, aje KOJIM BU MPOJIAETE CBINA MPOEKT, CTATYEThCS 5%

miciis nmepimx $5 THe. pigHOrO JOXOTY.

CunbHi  cTOpoHUW: 3pyuHuil iHTepdelc, NPUTOJOMIILIIMBI  Bi3yalbHI

MOXJIMBOCTI, iATpUMKa VR, rapHa qoxkymeHTallis.

Crnalbki CTOpOHU: JUIS BEJIMKUX MPOEKTIB MOTPIOHI cepiio3Hi 3HaHHS B C++,

AYIKEC MaJIOYHUCCIIbHA CIIIJIBHOTA.

3. Unity — 11e monyJaspHUN IrpoBUI JBUKOK JUIsI MOOUIBHHUX Ta HACTUTHHUX
miar@opMm, SKUM JO3BOJIAE JIETKO CTBOPIOBATH I1HTEPAKTUBHUN 3D KOHTEHT.
CporosiHi #oro obuparTh O6arato BEJIMKUX OpraHi3allii 3aBASKH HOro BiAMIHHIM
(YHKIIIOHAJIBHOCTI, BUCOKOSIKICHOMY KOHTEHTY Ta MOXJIMBOCTI BUKOPHUCTOBYBATH

fioro juia Oyap-sikoro Ty Tpu. Bin miarpumye sik 2D, tak 1 3D koHTeHT. [§]

3aBnsKu CBOEMY yHiBepcaidbHOMY peaaktopy Unity cymicHmil 13 Windows,
Mac, Linux, IOS, Android, Switch, Xbox, PS4, Tizen ta iHmumu miarpopmamu.
3pyunuii iHTEpdeElic moernrye po3pooKy Ta 3MeHITye moTpedy B HaB4aHHi. Unity
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Asset Store Kypye BeIMYE3HY KOJICKIIFO THCTPYMEHTIB 1 BMICTY, 5IKI CTBOPIOIOThCS

IIOTHA.

Pucynoxk 1.8. I'padiunuii intepderic Unity

Moga nporpamyBannsi: C#, Visual Scripting (Bolt).
Bapricts: BeskomrosHo, 10 $100 Tuc. mpuOyTKy 3a pik. [10]

CunbHi  cTopoHM: 3pyuyHuM iHTepdeiic, BelMKa CHUIbHOTa, Oararo

HaBYAJIbHUX MaTepialliB, rapHa JOKyMEHTAallsl, KpOCIIaTQOpPMHICTh, THYUYKICTb.

Cnabki CTOPOHM: BEJIMKHH pO3MIp, TPUBAJIMI Yac 3amycKy peIakTopa,

BIJICYTHICTb BIJJKPUTOTO KOJY,

4. Godot € OGE3KOMITOBHUM JIJIi BUKOPUCTAHHS Ta 3 BIIKPUTUM BUXIJTHUM
kojoM uepe3 JineH3ito MIT. Hisikux abOHEeHTChKHX ILJ1aT, HISKUX TPUXOBAHUX YMOB.
Pymniit Godot uynioBo niaxoauTs a1t cTBopeHHs sk 2D, tak 1 3D irop. Takox Hanae
BEJIMKUI HaOIp 3arajJbHUX IHCTPYMEHTIB, TOMY BH MOXXET€ 30CEPEIUTHCS Ha

CTBOPEHHI CBO€1 I'PH, HE BUHAXOSTYH KOJIECO 3aHOBO. [ 8]
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Godot Takok Mae CHIbHY CIUIBHOTY, sSIKa MPUCBAYYE CBOI pecypcH
BUTIPABIICHHIO TOMIJIOK Ta po3po01ti HoBuX ¢yHKIIiH. Kpim Toro, Godot mae BnacHy
BOyoBaHy ckpurtoBy MoBy, GDScript; 11e BHCOKOpiBHEBa MOBa MPOTpaMyBaHHS 3

JTWHAMIYHOO THUIII3AIlIEI0, sSIKa CHHTAaKCUYHO CX0ka Ha Python.

o®

1125 1415 [uiznanansy
OEIEIENE MG

¥

“ 0=

Pucynox 1.9. I'padiunnii intepdeiic Godot

Moga nporpamyBanns: GDScript, C#.
Baprictb: be3komroBHoO.

CunbHi cToponu: 3py4yHuil iHTepderic, 0arato HaB4aJIbHUX MaTepiaiB, FrapHa

JOKyMEHTaIlisl, HeBUOATIMBUI pEIAKTOP, BIIKPUTUNA BUXITHUN KO,

Crnabxki cTOpOHU: MaJjia KITbKICTh (PYHKIIIH, HEBEJIMKA CIUIBHOTA, € Oary.
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PO3A1J 2. TPOEKTYBAHHA BIAEOI'PH.

2.1 IIpoekTHIi pimeHHsA

Buoip irposoro pyuwis. ITicis o3HailoMJICHHS 3 TOMYJASPHUMH PYITISIMH JIJIS
po3poOKH Bijmeoirop, Oymo BupilieHO BUKOpucTOBYyBatd Unity uepe3 HacTyIHI

nepeBaru:
e be3KOITOBHE BUKOPUCTAHHS
e Benuka KiIbKICTh HABYAJIBHUX MaTepiaiiB
e Moga nporpamyBaHHs C#
e [lnargopma Unity Asset Store 3 BETUKOIO KIJIbKICTIO O€3KOIITOBHUX PECYPCIB

Burnsaa kamepu. Bun 3Bepxy. Bukopucrannsa Buly 3BepXy MpHU po3poOii
roguelike rpu Mae niepeBaru HaJl IHIIMMH BapiaHTaMH po3TalllyBaHHs kamepu. [Ipu
TaKOMy pO3TalllyBaHHI KaMepH TIpaBelb Ma€ 3MOry MOOAUUTH OUIbIIY YaCTUHY
IrpOBOTO TMOJIsI, IO TMOJIETHIY€E HaBiramito. Tako 3aBAsSKA IbOMY TPaBIIO JIETIIE
OIIIHIOBATH PO3TAIlyBaHHS BOPOTIB Ta BUOMPATH NULSIXM JIJIi YHUKHEHHS aTak 1

M1ITOTOBKY IS 3aBJIaHHsI 3BOPOTHOTO Y1apy.

Ctuab rpadiku. s po3pobku rpu Oyno oOpaHO HU3BKOIOIITOHATBHUN
ctwib rpadiku. Takuil CTUIB XapaKTepU3YEThCS BIAHOCHO MaJlOK KUIBKICTIO
nosiironiB 3D mopeneit, o A03BOJIsE CKOPOTUTU Yac Ha pO3poOKy Ta Hajmae Tpi

YHIKaJIbHOTO €CTETUYHOTO CTHIIIO.

Cetunr. ®enresi. OnHi€0 3 OCHOBHUX pUC (eHTE31 € HASIBHICTh Marii, sika
BIJIIFPA€ KIIIOUYOBY POJb Y CBITaX LBOIO >KaHPY, 4acTO 3 YITKUMH IMpaBUIIAMHU Ta
3akoHamH. [lozii BinOyBalOThCs y BUTraJaHUX CBITax Je€ 4yneca 1 BUTaJKHU HAIIOro

CBITY € peanbHICTIO. Mi(OJIOT1uHI ICTOTH, TaKl SIK IPaKOHU, €Ib(U, THOMHU, OPKHU Ta
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1HIII, YacTo 3'ABJSIIOTBCS Yy (eHTe3l, HaAlUIeHl OCOONMMBUMM 3110HOCTSIMHU Ta

XapaKTepaMHu.

Mariss Ta iHIOI HaANPUPOAHI SBUIIA HE OOOB'I3KOBO TOBMHHI OyTH
OCHOBHHMH €JIEMEHTaMU CIOXKETY, TEMU UM MiCLIA [ii, aJie BOHU 3aBX/IM MIPUCYTHI B
TBOPI SIK YaCTHHA CBITY. bararo icTopiii y 1iboMy aHp1 pO3TOPTAIOTHCS Y BUTQIaHUX
CBITaxX, /¢ Marisi € 3BHYalHOIO CIIPaBOIO. 3a3BU4aii, (peHTe31 BiAPI3HAETHCS Bif
HayKoBOi (paHTACTUKK Ta JITEpaTypu >KaxiB BIJACYTHICTIO (TICEBIO)HAYKOBUX 1

MakaOpUYHHUX TEM, X04a BC1 TPH JKaHPHU MAIOTh 0Araro CHiIbHOTO.

2.2 OyHKIiOHAJbHI BUMOTH
V Bizieorpi MOBUHHI OyTH peai3oBaH1 HACTYIIHI €JIEMEHTH.

Pexxum «MeHto». Y 1bOMy peXuMi y TpapBlisi NMOBHHHA OyTH MOXIIHUBICTh

MOYaTH\TPOJOBKUTHU TPy Ta BUNTH 3 TPU.

Pexxum «IrpoBuit». Y 11eil pesxuM rpaBellb MOTparuise micist 00paHHs BiIMOBITHOTO

BapiaHTy y peKUMI «MEHIO». B 11boMy pexumi BiJI0yBarOThCSl HACTYIIHI MTPOIIECH:

o [lponenypna reHepailis piBHS, MOAUIEHOTO HA «KIMHATH» MK SKUMH €
nepexoau. Y 3reHEPOBAHOMY pIBHI 3aBXKIM MOBUHEH OyTH NUISX MIiX

MOYaTKOBOIO KIMHATOIO Ta KIHLIEM PiBHSL.
e Po3MilieHHs IrpaBIls y MOYATKOBIM KIMHATI.
e CTBOpEHHS BOPOriB y KIMHATaX.

o [licnmsa mepemoru HaJl BOpOraMu, PO30JOKYIOTHCS MIEPEXOAN MIXK KIMHATaAMHU.
Takox y TpaBiis 3’ IBISETHCS MOXIJIMBICTH 00paTH OJIHE 3 TPHOX BHUITAIKOBUX

IMOCHJICHD IICPCOHAXKA.
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e V KiHIIEBIH KIMHATI MOBUHEH OyTH 00OC PIBHSA, SIKOTO MOTPIOHO MEPEMOTTH AJIs
nepexoy Ha HACTYMHUU piBeHb. boc moBHHEH OyTH 3HAYHO CHIIBHIIIKAM 32

3BHUYAHUX BOPOTIB Ta MaTH YHIKaJIbH1 3A10HOCTI.
[rpoBuii mepcoHaXk rpaBilsd MOBUHEH MaTH HACTYITHI MOXJIUBOCTI:
o [lepemimieHHs Mo 3eMJi Y BCIX HaNpsSIMKax.
e Crpubok
e KopoTkoyacHe NPUCKOPEHHS, SIKE Ja€ MOKIMBICTh YHUKHYTH BOPOXKHUX aTak.

e Araka y HanpsIMKy Kypcopa.

2.3 Cuocid npouenypHoi reHepauii piBHs

Ines mpouenypHoi reHepailii nojsirae B ToMy, 1100 BUKOPUCTOBYBaTH OIMH
a00 KiJIbKa aJlTOPUTMIB JUIsl CTBOPEHHS BMICTY. [cHY€e Garatro Takux aaropuTMiB, sKi
NIOXOIATh JJi pi3HUX BUAIB irop. Lli adroputMu npuilMaroTh NMEBHI BXIAHI JaHI,
AKUMHU MOKe OyTH BHUIAIKOBE uucio abo HaOlp mapameTpiB (HampHKIa,

CKJIQIHICTh), 1100 CTBOPUTH PIBEHbD.

Cama reHepailiss BUKOHY€ETHCS 32 IOTIOMOTOI0 HabOpy mpaBuil 1 QYHKITH, K1
BHU3HAUYAIOTh, IK Oy/1e CTBOPEHO PIBEHb 1 SIK MOBUHEH BUIVISAATH Oa)kaHUM piBeHb. B
HAIIOMY BHUMAJAKy OyJ0 BHpIIIEHO IO ITPOBUM PIBEHb MOBHHEHE CKJIAATHCS 3

OCTpOBIB, sIK1 Oy1yTh 3’€IHaH1 MI>K COOOI0 TIEpEXOIaMH.

2.3.1 I'enepanist KiMHAT piBHA

JIJist CTBOPEHHSI PiBHS PO3AUIMMO Mally Ha OKpeMi OCTPOBH 3a JIOMOMOIOIO
MOAM(IKOBAHOTO aJTOPUTMYy CTBOPEHHS JllarpaMd BOPOHOTo. Y MaTeMaTulli

niarpama BopoHOro — 11e po30UTTS MIOMMHA HA 007acTi, OMMU3BKI 10 KOXKHOTO 3
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naHoro Habopy o0’ekriB. Moro Takok MoKHa KIacH(pIKyBaTH SIK TECCEIALII0
(3amOBHEHHS MPOCTOPY OAHAKOBUMHU (hopMamu). Y HAWMPOCTIIIOMY BHIAAKY IIi
00’ €KTHU SIBJISIIOTH COOOI0 JIMIIIEe CKIHYEHHY KIJTBbKICTh TOYOK Ha IJIOMIMHI (TaK 3BaH1

3epHa abo reneparopu). [11]

JIJist KOOKHOTO 3€pHa ICHY€ BIIIOBIHA 00JIACTh, IKa HA3UBAETHCS KOMIPKOIO
Boposnoro, 110 cki1aiaeThes 3 yciX TOUOK IIOMIWHU, OJMIKIUX J0 IBOTO 3€pHA, HIXK
1o Oynb-sikoi 1101, ['panuii Ha naiarpami BopoHoro € Bcima ToukamMu Ha TUTOUIUHI,

SIK1 PIBHOBIAICHI Bl IBOX HAMOIMKIMX BEPIITUH.

AL o

Pucynoxk 2.1. JliBopyu-1rym Boponoro, npaBopyu — aiarpama BOPOHOTO.

s peamizamii mymy BopoHoro moTpiOHO po30MTH MPOCTIp Ha CITKY 3
kiituHamu. [licist po3OUTTS Ha CITKY, BCEpeAMHI KOXKHOI KIITHHH TOTPIOHO
3T€HepPYBATH BWITAJIKOBY IMO3HIIIO Ta OOYMCIMTH BIJACTaHb BiJ TOYKU O BXITHOTO
3HA4YeHHs (TOUKY SIKy MU niepeBipseMo). Takox moTpiOHO 0OUMCIIIOBAaTH BIJCTaH1 1O
BCIX MPWJIENIHMX TOYOK Ha CITLI 3 po3MmipaMu 3X3, Ta MOBEPHYTH HaWMEHIILY

BiJicTaHb. [12]

OTpuMaeMo CITKy /i€ KOXKHa KJIITHHA SKOi Ma€ 00UUCIICHY HaMOImxKay 10 Hel

BeplIMHYy a0o 3epHO. Ll KIITMHM MOXXHA BBa)KaTW 3a OJUHUIIIO TUIOIMIMHH IO
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HaJICXKUTh JI0 TIEBHOI KIMHATHU, TAKUM YMHOM MOXKHA PO3JUIMTH MPOCTIP PiBHS Ha

nOTPiOHI HAM OCTPOBH.

2.3.2 CTBOpeHHs Malll BUCOT

Jliist renepartii rpadiuHOT MO TAKOTO OCTPOBA MOTPIOHO J101aTKOBO MaTH
JIaH1 TIPO BUCOTY Ta 3allOBHEHHS. J{J1s1 BUCOTH MOKHA 3a1aTW KOHCTAHTHE 3HAYCHHS,
ajie B TaKOMY BWIAJIKy OCTPIB BUHJE TUIOCKHM, MO0 IHOTO YHUKHYTH MOXXHA

3aCTOCYBaTH KapTy BUCOT Ta aITOPUTM IeHepallii IryMiB.

[cHYIOTB pi3HI TUIH Ta aAITOPUTMH, K TeHepytoTh myM. lllym BumagkoBoro
3HaYeHHs € HalmpocTimuM. BiHn cTBoproe ciTky (y 1bomy Bumajky 2d), ae KokHa
TOYKA Ma€ BUITAJIKOBE TutaBaroue 3HaueHHs Bix 0 1o 1. [Ipobaema 3 BUKOpUCTaHHSIM
[IYMYy BHUIIQJIKOBOTO 3HAYEHHS TIOJISATAE B TOMY, 110, HA BIJIMIHY BiJl IPUPOJIU, BiH HE
Ma€ TOCJIIIOBHOCTI, TOOTO KOJKHA TOYKa HE 3aJIeKuTh BiJl 1HIMX. [[[06 oTpumaru
OUTBII TPUPOAHMNA penbed, AOBUIBHY CITKY MOTPIOHO 3mIaguThH. Takoro edexry
MO>KHA JIOCSITTH 32 JIOTIOMOTOFO JIIHIHOT IHTepPIOJIsALIii, aje pe3ynbrar Oyne JaIeKuM

BIJI 171€aITy.

Pucynok 2.2. BizynbHe 300pakeHHs 11yMiB. JIiBOpyd — IIyM BUIIaJIKOBOTO

3Ha4YEHHs, IpaBopyy — 1ym [lepmina.
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[Iym Ilepnina (Perlin noise) — 1ie Tun 1mrymy, sikuii OyB po3potnenuii y 1983
poumi Kenom Ilepminom 3 Mathematical Applications Group, inc, s
0e3IMocepeIHLOr0 BUKOPUCTAHHS B aHIMAIlIMHOMY HayKOBO-(paHTAaCTUUHUM (PLIbMI
Disney — Tron. Bin 6yB o¢imiitno onucanuii y crarti anst SIGGRAPH y 1985 poi
i Ha3Boro «CuHTE3aTop 300pakeHby. 3a 1o podoty Ken Ilepiin orpumaB npemiro
«Ockap» 3a TeXHIYH1 JOCSATHEHHS BiJ Akajemii KiHemarorpapiyHUX MHUCTEUTB 1

Hayku 3a BHecOK y CGI (koM 1oTepHe 300paskenns)[ 13].

[lepnin 3m1CHUB 10 PO3pPOOKY, CIIOHYKAaHHH CBOIM JUCKOMGOPTOM Bijl
pe3ynbrariB 300paxkedb CGI cBoro yacy, oCkiIbKA BOHM OyJid 3aHAJITO TPyOUMU Ta
HenpupoaHuMu. CTBOPEHUN HUM alITOPUTM JIO3BOJISIE CTBOPIOBATH OLITBIIT MPUPOIHI
TEKCTYpHU JJIsl TIOBEPXOHb, CTBOpeHUX Komm torepamu. Perlin Noise Hagae HaO1p
TICEBIOBUMNAAKOBUX 3HAYEHb 13 TMOCTIMHUMHU BIAMIHHOCTSIMH MK HHUMH, 1 3 HUMHU
Oyaye KapTy BUCOT. X0ua MOro HaiO1IbIN TUIIOBI peai3allii BimoBi1aloTh 2 abo 3-

BUMIPHUM MPOCTOPaM, 1€ aJITOPUTM 3aCTOCOBYETHCS /IO N BUMIPIB.
[Ipouec renepartii nmrymy Ileprina:

2. lllo6 cTtBOpUTH NBOBUMIpHMI IIYM PO3MIpOM IIUpPUHA * BHCOTA, HaM
CIIOYaTKy NOTPIOHO CTBOPUTU CITKY Takoro >k posmipy. g 1poro
MPUKIATy TPUITYCTHUMO, IO IIMPUHA Ta BUCOTA PiBHI, TOMy CTBOpEHa
ciTka myMmy Mae (opmy kBaapara. KokHe 3HaueHHs B CITII Mae
koopauHatu X 1y. [lix yac pobotu 3 mrymoM abo TEKCTypaMu 3a3BUYaid
BUKOPHUCTOBYIOTh U 1 V 3aMICTh X 1y, TOMy MU OyJIeMO BUKOPHUCTOBYBaTH

€W TUII ITO3HAYCHHS.

ix0, v1) (=1, ¥1)
{0, v0O) (=1, y0O)
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Pucynoxk 2.3. KiiTiHa CITKM KOOPIMHAT 3 LIEHTPOM (X, Y)

2. Temnep ciTKy MOXHa PO3AUIMTHA HA MEHII MIJCITKH, 00 MacmTabyBaTu

myM. KoedimieHnT ninenHs OyaeMo Ha3uBaTH MaclITaOHUM KOE(DILIIEHTOM IIyMYy.

Pucynok 2.4. Brimus po3mipy KJIIITHH Ha pe3ynbTar. Po3mip KITHH 715

KOJKHOTO 300pak€HHs, MOYMHa04H 3J1iBa — 64, 32, 16

3. BI/IKOpI/ICTOBYEMO IICCBIOBUIIAIKOBY reHepauiIo HJIs1 CTBOPCHHA BCKTOpiB

rpajlieHTa, COpsIMOBaHUX YOIK BiJl KBaJipaTa CITKHU.

gix1,v1}

aix0,v1)

gixl,¥0)

a(x0,y0}

Pucynok 2.5. BunaakoBi rpafiieHTHI BEKTOpU

4. O0UUCITIOEMO CKAJIIPHUM 100YyTOK MI’K BEKTOPOM TIpai€HTa Ta BEKTOPOM,
10 BKa3y€ Ha TOUKY, y SIKili OOYMCITIOETHCS 3HaYeHHs 1ymy. PoGuMo 11e jyist Beix

YOTUPHOX BEPIIUH. PE3ylbTaToM € 4YOTUPH CKaIpHUX N00yTKY d1, d2, d3, d4
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e,y d-(x0 0 e,y d-(xd 0y

PucyHnok 2.6. Bijictadb Biji KyTiB KJIITHHH JI0 TOYKH KOOPJAUHAT

5. Tenep 00UMCIMMO 3HAYEHHS IIYMY B IIKCEJ1 3 KOOPAUHATAMH U 1 V:

x1 =lerp(dl, d2, u)
x2 =lerp(d3, d4, u)

noiseValue = lerp(x1, x2, v)

6. JliniliHa 1HTEpIOJNALIS JCIIeBa, OJHAK BOHA HENPHUPOAHA, 1 pe3yIbTaTh
OynyTh Matu pi3ki nepexonu. 11106 3poOuTH 1I0ITHO 3reHepOBaHUM IIyM KpalluM,
MU MOXEMO 3aCTOCYBaTh (YHKI[i}0 MOJermeHHs. BiH 3poOuTh mepexia Mix
IJTMTKaMHU OLIBIN IUIAaBHUM 1 TipupogHuM. Kpamia kpuBa mociaabaeHHs JUIs 1IbOTO
TUIY [IYMYy CTaHOBHTH 6t°> — 15t* + 10t3, sk Bu3HaueHo Kenom I[lepminom [14].

KpurBy HaHOCSTH Ha KOOPJUHATH U 1 V.

2.3.3 AJIrOpuT™M CTBOPEHHSI TPUBUMIPHOI MoeJIi pejbedy

barato cucrem penbedy BUKOPHUCTOBYIOTH CHUCTEMY KapTH BHUCOT IS
BU3HAueHHA 0a3oBoi wmojeni penbedy [15]. [nas 1boro BUKOPUCTOBYETHCS
JIBOBUMIpHA CITKa 31 3HAUCHHSIMU, SIKI BU3HAUYAIOTh BUCOTY MICIIEBOCTI B IIili TOUIII.
['enepartis ciTku 3a3BHYail JOCUTH IMIBHJIKA, OCKUIBKH CITKa — II€ MPOCTO IJIOCKA
CiTKa KBaJlpaTiB, Ji¢ KO’KHA BEpIIIMHA €KBIBAJICHTHA OJHOMY €JIEMEHTY JaHUX Ha

KapTi BHCOT, 3 KOi OEpeThCsl BepTUKAIbHE MOJOXKEHHS BepiuHu. [Ipukiamamu
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1boro € BOymoBanuii kommoHeHT Terrain Unity3D 1 ¢ynkiis Landscape Unreal

Engine 4.

OpHak TakWii MAXig Ma€e CBOi HEMOJIKH, OCKITbKM MU MaeMO CIpPaBy 3
TPUBUMIPHHUM CBITOM, a Mara BUCOT MOKE MaTH JIMILIE OHE 3HAYCHHS JISI KOKHOTO
BEPTUKAJILHOTO CTOBMI TpocTopy. lle o3Hauae, mo MicleBicTh, 3acHOBaHA
BUKJIFOYHO Ha KapTi BUCOT, HE MOXKE MIATPUMYBATH OLIbII CKJIaJHI OCOOIMBOCTI
MICIICBOCTI, TaKi SIK CUCTEMH Ieuep, BUCTYNH Ta apku. (s mporo Ham moTpiOHI

TPUBUMIPHI JIaHi.

Bokcenb — 1€ enemeHT, SKuUM NpeAcTaBisge 00’€M Yy TPUBHUMIPHOMY
BEKTOpHOMY mnpoctopi. Jlanamadt Mo)KHa BHU3HAYUTH, PO3AUIMBIIM IMPOCTIP Ha
PIBHOMIpHY TPUBUMIPHY CITKY BOKCEIIIB, BUPIBHAHY MO oci. KoxkeH BOKcelb Moxe
MICTUTHU 3HAYEHHS, SIK1 OMTUCYIOTh PENbe] y 3a1aHOMY 00Cs31, HAPUKIIA]l, 3HAUYCHHS
MOJKE OMKCYBAaTU THUN pelbeQy, IKU YTBOPIOE OLIBIIICTh Y IbOMY MpocTopil. [l
HaIlloi METH HaM TaKoXX IMOTpIOHE 3HAYCHHS, SKe BigoOpa)kae, CKIIBKH MPOCTOPY
(dakTnuHO 3aiimMae penbed. Lle 3HaYeHHs AO3BOJUTH BUPIIIMTH, A€ pO3TalIOBaHa

MOBEPXHS MIJK 36MJICIO Ta TOBITPSIM, SIKy HEOOX1THO BioOpa3uTu. [16]

3a JOMOMOTror BOKCEINIB MO)KHA NMOOYAYyBaTH Ny>K€ JAETAIbHY MICIEBICTD,
BUKOPHCTOBYIOUM HEBEIMKI OymiBenbHI Onoku. Lle mo3Boisie 3amyckatd OuTbLI
pO3IIMPEHEe MOMETIOBAaHHS Ha JaHUX pelibedy, BUKOPUCTOBYIOYHM CKJIAIHIIII
aJITOPUTMHU TeHepalli CBITY, SIKUM OUIbIlIe HE TOTPIOHO MPOCTO BU3HAYATU BUCOTY
penbedy Ta M03BOJISIE 3MIHIOBAaTH peibed) HAa OCHOBI BBEICHHS KOPUCTyBaya 3
Habarato OuTbIIo cB0OOA0t0. Llst cBOOO0a Mae cBOMO 1iHY. 30epiraHHs UX JaHUX
y TPUBHUMIPHINA CITIIl 3HAYHO 30UIBIIYE CIOXWBAHHS IMaM’sITi, HI)K JIBOBUMIPHI

pILIEHHS.

[HImIMM acmiekToM, KU 3HAUYHO YCKIIATHIOEThCA, € Bizyam3arisa. Greeff [16]
HAlMCaB TIPO JIESIKI METOAM, SKI MOXXHAa BHUKOPHCTOBYBAaTH JJISI BiIITBOPCHHS

00’€MHUX BOKCEJIHbHUX JTaHUX:
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1. O6’emne kuganus npomeHiB (Volume ray casting) MoxHa
BUKOPHUCTOBYBATH JUIsl CTBOPEHHSI MPOMEHIB Ha KOXKEH TIKCEIb, 100
BU3HAYUTH, IKUI BOKCEIb MOTPAIIUB I11]1 TPOMiHb.
2. Po36puskyBanns (Splatting) Mo>kHa BUKOPHCTOBYBATH JIJIs1 3BOPOTHOTO
IIPOCKTYBaHHS KOXKHOTO Bokcesst Ha 1uiomuny[10]. Ii cnpoekToBaHi
BOKCEJII Ha IUIOMIMHI TOTIM 00’ €IHYyI0ThCs, 100 chopMyBaTu
BiJITBOpEHE 300pakeHHs
3. BuiydyeHHs TOJIIroHANBHOI CITKU J03BOJISIE B3ATH HaOIp BOKCENIB 1
00poOuUTH HOT0 B CITKY 3 TPUKYTHHUKIB. L{f0 CITKY MOXHa Bi3yani3yBaTu
3a JIOTIOMOTOI0 CTAHJAPTHUX METOJIB, ISl SIKUX CTBOPEHO OLIBIIICTh
B1JICOKAPT.
VY cBoilt po6oti Greff Takok rOBOPUTH PO aATOPUTM BHITYUEHHS] BOKCEIBHOL
CITKA MapIIUPYIOYMX KyOiB, KOJIM 3MIHM B OKPEMOMY BOKCEJIl BIUIMBAIOTH JIUIIIE HA
HEBEJIMKY HABKOJUIIHIO 00JIacTb, TOOTO MOXKHAa BHOCHTH JIOKaJTi30BaH1

peaaryBalnH:A, K1 HE BUMAararoTh ITOBTOPHOI'O BUIIYUYCHHA BCHOI'O Ha60py JaHUX.

Anroputm  Mapmmpyrounx kyoiB  (Marching Cubes), po3poOneHuit
Jlopencenom ta Knsiiinowm [ 17], 103BoJIsie CTBOPUTH TPUBUMIPHY 0araTOKyTHY CITKY
3 ciTkM BokceliB. Mloro aBropy ommcanu Ie SIK aIrOpHTM, SKHil JOCIIIKYE KyO 3
BOKCEJIbHUM €JIEMEHTOM Y KO)KHOMY 3 HOTO KyTiB. J[JIs1 KO)KHOTO KyTa BU3HAYA€ThHCHA,
Y1 3HAXOAUTHCS KyT BCEpeAuHI 4M 30BHI 00’ekTa. OCKUIbKM B KyOl BICIM KYTIB 1
KO’KCH MOYKE€ MaTH JIBIMKOBE 3HAUYCHHS, 3arajioM iCHY€e 256 MOKIMBHX KOMOIHAITIH.
JI1st Ko’)KHOT 3 IMX KOMOIHAIIM 1CHY€E 3a31aJeriib BU3HAUCHU Ha0lp TPUKYTHUKIB,
K1 B11I0OpakaroThCsl BCEpeIMHI IbOro KyOa. J{Js KOXKHOTO 3 IIMX TPUKYTHHKIB YCl
TPU KyTH TPUKYTHUKA 3HAXOASTHCS HA OKpeMUX pedpax Kyba, ToOTO HaOIip
TPUKYTHUKIB MO’KHA BU3HAUYUTH MACHBOM 1HJIEKCIB pedep kyba. Konmu TpukyTHUKH

JUTsL OAHOTO KyOa moOy/10BaH1, alrTOPUTM MEPEXOIUTh IO HACTYITHOTO Ky0a.

Opwurinanbia crarts Jlopencena ta Komaitna [17] npeacraBunma 15

opuriHaIbHUX KOHGIrypamii (puc. 2.7), 3 skux iHmi 241 BUMaakd MOKHa OyIo
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NepPEeCTaBUTH, BUKOPUCTOBYIOUM CUMETPIt0. Koy 3HaueHHs1 KyTOBUX BOKCEJIB Ky0a
1HBEPTYIOThCS, CTPYKTypa TPUKYTHHKA BCEPEIUHI KyOa 3alUIIa€ThCs HE3MIHHOIO,
TPUKYTHUKH MOTPIOHO MpOCTO nepeBepHyTH. Harmpukiaz, iHBEpTyIOUM 3HAYEHHS
BOKceniB KoHirypartii Ne§ (puc. 2.7), MU OTpUMY€EMO KyO, BEpXHi BOKCENI SIKOTO
pO3TalloBaH1 BCEPEANHI MOBEPXHI, @ H)KHI — 30BH1, TOOTO MTOBEPXHS 3aJIUIIAETHCS
B TOMY CaMOMY IOJIOKEHHI, ajie MOBUHHA AUBUTUCA BHU3. . Lle BABIUl 3MeHIIye
HEOOXiaH1 TpiaHTy/AIli. Pemry xoMOiHaIii MOXXKHA 3BECTH 70 15 OopHTriHaIBHUX
BUMA/IKIB, BAKOPUCTOBYIOUH BJIACTUBICTH 00EPTaIBHOT CUMETPIi KyOiB, TOOTO SKIIIO
JaHy KOMOIHAIII0 MOYKHa 00epTaTH Jisi JOCATHEHHS OJHOTO 3 OPHUTIHAJIBHOIO
BUIIAJIKA, TOAl HEOOXIJHY TpPIaHTYIbOBAHY CITKY MO)KHA JIOCSATTH, 3MIHUBIIU

oOepTaHHs Ha CITI KJIacy €KBIBAJIEGHTHOCTI.

A7 I Y N1 N
Mg / /s e / /s

case 0 case 1 case 2 case 3 case 4

N

case 5 case 6 case 7 case 8

1
|
V E
- . - P ]  E— —
7 // v 4 7/ e

case 10 case 11 case 12 case 13 case 14

Pucynok 2.7. 15 opuriHaabHUX KOH(Irypaliid anropuTMy KpOKYIOUHX KyOiB.
YopHa Kkparnka no3Haya€e BOKCEJIb BCEPEANHI MOBEPXHI, a BIICYyTHICTh TOYKHU Y KyT1

IMIO3Ha4a€ BOKCCJIb I103a ITOBCPXHCIO.

30



MOKJTUBICTb MOMEPEAHFOT0 BU3HAYCHHSI TPUKYTHHKIB IS BCiX KOMOIHAIlIN
Jla€ aIrOpUTMY KPOKYIOUHX KyOiB 3HAUHY NIEpeBary B MPOIYyKTUBHOCTI, OCKIIbKHU HE
MOTPIOHO BUKOHYBaTH CKJIQJHY TPIaHTYISIII0 KOXXKHOTrO LMKy, Haromicte 256
MOKJIMBUX KOMOIHAIllf BUKOPUCTOBYIOTHCS Ui CTBOPEHHS 1HAEKCY chuckiB. Lli
CIIUCKHU MICTITh pedpa Kyba, siki MOTpiOHO 3’€JIHATH, 0O YTBOPUTH TPUKYTHUKH

HEOOXI1IH1 JUIS MOJITOHAJIBHOI CITKH.

OCKIJIbKH aITOPUTM KPOKYIOUMX KyOIB IEpenisiac JMIIE BOKCEIl Y BOCBMU
KyTax KyOa, peaaryBaHHs OIHOTO BOKCENIsl B HaOOpl JaHUX BIUIMBAE JIMIIE Ha
CITYACTy CTPYKTypy BOCBMH KyOiB, SIKI OTOUYYIOTh BOKcedb. Lle o3Hauae, 10
penaryBaHHs BOKCEJIIB MO)KHA BHOCHTH, HE BHUMAararo4d IOBTOPHOTO CTBOPEHHS

CITKH BCI€I MICLIEBOCTI.

2.4 IIpoeKTyBaHHS LITYYHOI'O iHTEJIEKTY BOPOriB

IrpoBuii mtyuynuii intenekr (LLII) — me Habip mporpaMHUX METOAUK, IO
3aCTOCOBYIOTBHCSl ¥ BiJI€OITpax JJIsi CTBOPEHHS 10311 1HTENEKTyaIbHOI TOBEIIHKU
MEPCOHAXKIB, KEPOBAHUX KOMM'tOTEPOM. OKpIM TPaJIULIMHUX METO/IIB, BIH BKJIIOYAE
QNrOpuTMUA 3 TEOopli KEpyBaHHs, POOOTOTEXHIKH, KOMM'IOTEpHOI TIpadiku Ta

1H(popmaTuku 3arajiom. [18]

Tepmin "irpouit IIII" oxormoe mMpokuid HAOIP aNTOPUTMIB, SIKI
BUKOPHCTOBYIOThCS Y Bigeoirpax. OmHaK Il METOAMKH YacTO HE BIiJMOBIIAIOTH
CTaHJapTHUM Kputepisam "cripaBxkuboro 1", ockiabku HE 000B'SI3KOBO CIPUSIIOTH
KOMITIOTEPHOMY HaBYaHHIO. 3aMiCTh IIbOTO BOHH SIBJISFOTH COOOI0 aBTOMAaTH30BaH1
oOuucieHHs abo 3a3fajieriib BU3HAYEHUW 1 OOMeXeHUM Hallp BIAMOBIICH Ha

3a37aJ1eT11b BU3HAUCHHM 1 0OMEXXeHHI HAO1p BXIJHUX JTaHUX.

Peanizaris mryynoro intenekty (L) 3HauHo BrMBae Ha irpoBUi IpoLec,
CUCTEMHI1 BUMOTH Ta OromKeT rpu. Po3poOHMKYM parHyTh 30aJ1aHCyBaTH 11l BUMOTH,

cTBOprotoun 1ikaBuii 1 HeBuOarmuBuid Il 3a HeBenuki komrru. Tomy miaXia 10
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irpoBoro LI Biapi3HsA€THCS Bi TPAAUIIIHOTO, ITUPOKO 3aCTOCOBYIOUH CITPOILICHHS,
oomanu ¥ emymsauii. Hampuxmnan, B RPG-irpax mepconaxi, keposani I, matoTs
CIPOIIEHI MOJACTI TMOBEIIHKKA g onTuMizaiii poOotu rpu. BoHHM MOXYyTh
BUKOPHCTOBYBATH MPOCTI AJITOPUTMH JIJIS TIONITYKY TUISIXY a00 YXBaJeHHS PIlICHb Y
0oto, 1100 He POOUTH CKJIaJHI Ta BUOAIUBI po3paxyHku. BogHouac 11e 3a0e3neuye
BUJIUMICTb CKJIaJTHOT TOBEAIHKH, CTBOPIOIOYH BIAUYTTS ITTMOOKOTO 3aHYPEHHS Y CBIT

TpHU.

Jloriky poOOTH TPOCTOrO IITYYHOTO IHTEJIEKTY MOXKHa 300pa3uTH OJIOK

CXCMOIO, AKa 306pa>1<eHa Ha puc.
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»  Hiyoro He podutun

Lins 8 30Ki BUABNEHHA?

Tax

v

Mepecnigaysatv Uins

Uins y 20Hi atakmn? Hi —
Tax
ATaxysaTu Uins
Line meptea? Hi -

Tak

Pucynoxk 2.8. biok-cxema poO0TH TPOCTOTO MITYYHOTO 1HTEJIEKTY BOPOTIB.

JI71st poOOTH ITYYHOTO 1HTENEKTY MallOyTHBOI rpu Tpeda BUAUIUTH HACTYITHI 30HU:
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e 30Ha MOUIYKY IIiIen
e 30Ha MOYATKy aTaku LiJIeH

e 30HaA HAaHECECHHS MKOAH

Pucynok 2.9. ITpukian po3mnoaity 30H BOpora, Jie: poM0 3 CTPIIKOI0 — BOPOT Ta
WOTr0 HAMPSIMOK PYyXY, 3€JIEHUH — 30Ha MOIIYKY, YEPBOHUN — 30HA HAHECEHHS

IITKOJTA, CHHIM — 30HA IMOYATKy aTaKH.

PozninenHst 30HU araku Ha JiB1 (IMOYAaTOK aTakW, HAHECEHHS IIKOJHU) JT03BOJISE
CTBOPUTH OLIBII I[iKaBl MOJAEII MOBEIIHKH JIJI1 BOPOTIB Ta JACTh IPaBIIO 3MOT'y HE
OTPUMATH IIKOJTY, YXWJIMBIIKMCH B/l aTaku. TakKuM YMHOM 1100 BOPOT 3MIT aTaKyBaTH
rpaBlis, BIH TOBUHEH HAOIM3UTUCH TaK, 11100 rpaBellb OyB y 30HI MOYATKy aTaku, a
JUTSL TOTO TI00 HAHECTH IIKOJy TpaBellb MOBHWHEH 3aJUIIATUCh Yy 30HI HAHECEHHS

IMIKOIH.
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PO3A1J 3. PEAJIIBALIA ITPOEKTY

3.1 BisyasqibHa CKJIa/10Ba

I'padiuni Momeni Ta TEKCTypH ITPOBOTO MEPCOHaXKa, BOPOTIB Ta IrpPOBUX
00’exTiB Oynu B3sTi 3 oHnaiH-IarGopmu Unity Asset Store. st po3poOku Oymu
BUKOpHCTaHl HacTynHi Habopu: «Mini Simple Characters | Skeleton» - momenb
Bopora (ckener), «<FREE Stylized Bear - RPG Forest Animal» - monens Bopora
(menBinb), «Magic Effects FREE» - Bi3yanbHi eekTH Ta TEKCTYypHU sl €(DEKTIB,

«Sleek essential Ul pack» - TekcTypu 1u1s rpadgigHoro intepdeicy.

Pucynok 3.1 — I'padiuna monens ckenera

Ockinbku Jj1s1 TOro 100 3poouTH O1if 3 00COM pPIBHS IIKaBUM MOTPIOHO
BUKOPUCTOBYBAaTH YyHIKaJdbHI MeXaHIKM Ta €(eKTH, OyJ0 CTBOPEHO YHIKAJIbHUHN
Bi3yanbHUN e(pexT miist 6010 3 60coM. 3a3HaueHuil eheKT CTBOPEHUH 3a JJOTIOMOTOIO
3aco0y «Visual Effect Graph» sikuil € moTy)kHUM 1HCTPYMEHTOM JUIsl CTBOPEHHS
Bi3yallbHUX €(EeKTIB y peajbHOMY 4Yaci Ta BUKOPUCTOBYE TpadiuHUN PENaKTop

By3:iB (node-based editor).
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Bin 10o3Bosis€ Xy10’)KHUKAM 1 pO3pOOHMKAaM CTBOPIOBATH CKJIaIHI €(DEKTH, TaKl
SIK UM, BOTOHb, BUOYXH, MariuHi 3akJWHAHHA 1 6arato iHmuX, 06e3 HeoOXiTHOCTI

HAIMCaHHS KOIY.

Pucynok 3.2 Bizyansuuit eext BuOyXy.

3.2 I'enepauisi piBHiB

1. Ilepmmm erarmom reHeparlii piBHS € PO3IUTICHHS MPOCTOPY pPIBHS Ha
BIJIOKpEMJIEH1 YACTHHH 3a aJITOPUTMOM CTBOpEHHs Aiarpamu Boponoro. Peamizanis
I[LOTO AJTOPUTMY CKJIQJA€THCS 3 ABOX YacTHH. [lepiroro 4acTHHOIO € BU3HAUYCHHS
BEPIIIMH Jiarpamu, JIJsl I[bOT0 YMOBHHM MPOCTIP MOAUISIETHCS HA KIITHHHU, PO3MIP
SAKUX PO3PAXOBYETHCS 3T1JIHO KUIBKOCTI MOJLIIB NPOCTOPY, Y KOKHIN TaKlid KIAITHHI

BU3HAYAETHCS BEPILIMHA 3 BUMAAKOBOIO Mo3ulliero (puc. 3.3).
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xStep = _mapSize.x / divisions;
yStep = _mapSize.y / divisions;

for ( X = 8; x < divisions; x++)
{
For( y = 8; y < divisions; y++)

{

xValue -Range(xStep * x, xStep * (x + 1));

yValue .Range(yStep * y, yStep * (y + 1));

pos = Vector2Int(( Jxvalue, (int)yValue)

_voronoiCells[x + y * divisions] = PointGroup(x + y * divisions,pos);
i
}

Pucynok 3.3. Peanizariist mepiioi 4aCTUHU alrOPUTMY 3 CTBOPEHHS BEPILUH 3

BI{IIauIEK)BIIBJII]]()SI{IIiﬂDJII.

Jpyrum KpOKOM € TIPOXOKEHHS 110 YCIM TOYKaM IMPOCTOPY JJISI 3HAXOHKCHHS
HANWOIMKYOI BEPIIMHM, Ta 30epekeHHs 1H(QOopMaIlli Mpo BIHOIICHHS O BEPUINHU

JUJISL TIOJTAJIBIIIOTO BUKOPUCTaHHS (puc 3.4).

for ( X = 8; X < _mapSize.x; x++)
i
for ( y =8; y < _mapSize.y; y++)
i
minIndex = @;
min = .MaxValue;
point Vector2Int(x, y);

gridX = (int)(( Ix [ xStep);
gridy = (int)(( D yStep);

foreach ( p in GetPointsAround(gridX,gridy))
{
index = GetIndex(p.x, p.y);
if (index = 8 || index >= _seedCount) continue;

dist = (point - _voronoiCells[index].Center).sqrMagnitude;
if (min > dist)
A
min = dist;
minIndex = index;
}

¥

_voronoiCells[minIndex].Add(point);
_pointToIndex.Add(point, minIndex);

PucyHnok 3.4. Peanizaiiis 1pyroi 4aCTUHU aIrOPUTMY 3 BUSHAUEHHS HAHOIMKINX
BEPIIUH JIJIs1 TOYOK MPOCTOPY PiBHSL.
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Pucynok 3.5 Pe3ynbrar poboTH Koy po3AiIeHHS IPOCTOPY Ha PiBHI 3 pO3MIPOM

64x64, 6 oaLIIB.

OTpumaHuil pe3yabTaT MOXKHa BUKOPUCTOBYBATHU ISl CTBOPEHHS OCTPOBIB,
aje B TakOMy BHUIJISIII BOHM OynyTh omHoTumHi (puc 3.5). Jis moxparieHHs
30BHIIIHBOTO BHUIJIIY OCTPOBIB  3rPYHyeEMO 1i YaCTHHM MDK  COOOIO
BUKOPUCTOBYIOUM AJITOPUTM CXOXKUHA Ha TOM IO ONKUCAaHO BHUIIE, ajl€ 3aMICTh
OKpPEeMHX TOYOK MPOCTOPY OyIyTh BHUCTYNATH BEPIIMHU diarpaMH BOPOHOTO.
I'panuii kapTu 3apa3 IMIOCKI 100 IIbOTO YHHMKHYTH JOJATKOBO IPUOEpPEMO

BEPILMHU, TOUKH AKX TOPKAIOTHCS 30BHIIIHBOI IPAHUIIl PIBHSL.
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Pucynox 3.6 Pesynbrar rpyryBaHHs BEpIINH Ta BUAAICHHS TPaHUILb.

['pynyBanHsi BuMarae 3O0UIbIIEHHS Mamud MO0 JOCATTH NPUUHATHUX
pe3yNbTaTiB, MO 30UIBIIyE CKIAIHICTh PO3PAaXyHKIB JOAATKOBO 1O TOTO IO
JIOIA€ThCSl  PO3paxyHOK TrpymnyBaHHs. llompu 1€, 3aBASKM ONTUMI3AIISIM Ta
BUKOPHCTAHHIO KUIBKOX sIep Tpollecopa, PI3HUIIO Y IIBHAKOCTI TeHeparli

HEMOKJIMBO ITOMITUTH HE CKOPHUCTABIINCh JOAATKOBHUMHU iHCTpYMCHTaMI/I.

2. HactynmHuM eTarnom € 3aCTOCyBaHHS [ITyMiB JJis CTBOPEHHSI Malii BUCOT Ta
penbedy. Takoxk Ha IIOMY €Tarll 3reHePyEMO HUKHIO YaCTUHY OCTPOBIB, X04a I1€ 1
He 000B’3KOBO, ajie J10/1a€ OUTBII peasiCTUYHOTO BUMIIA LY. CTBOPEHHS MaIru BHUCOT
€ HECKJAIHUM, aJie JJii CTBOPEHHS IMOJITOHAJIBHOI CITKM TPUBHUMIPHOI MOJEi
MOTPIOHO 30eperTu J1aHi y TPUBUMIPHIN CITII BOKCENIB, 10 3HAYHO YCKJIAIHIOE
pO3paxyHKU. 3MEHIIUTH CKIAIHICTh PO3PaxXyHKIB JJisi HACTYIHOTO €Talmy MOKHA

PO3IAUIMBIIM MaITy Ha PiBHI CerMeHTH ( 800 «9aHKW») Ha I[bOMY eTarll.

Yank (Bix anmmiiicekoro "chunk') — 1e konrmemniriss B po3poOii irop, ska

BUKOPUCTOBYETHCS VISl MOALTY BEJIMKOI IPOBOI Maly Ha MEHIII, KepOBaH1 YaCTUHU
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a0o cermeHTd. Takuii miaxig 0COOIMBO KOPUCHUM Y TTPOLICYPHIN TeHepallii mMarl, Je

BEJIMKI ITPOB1 CBITH CTBOPIOIOTHCS JUHAMIYHO ITi]T Yac TPH.
[lepeBarn BUKOPUCTAHHS YaHKIB:

e [lokpamena npoxykTuBHICTE: JIokanbHa reHepairis 1 00poOka YaHKIB 3HAYHO

MOKPAIIy€ TPOAYKTUBHICTD TPH.

e EdexTuBHe ynpapaiHHs NaM'ATTIO: 3aBaHTaXXEHHS TUTbKH HEOOX1JHUX YaHKIB

3MEHIITYy€ BUKOPUCTAHHSI TTaM'ATi.

e MOXJIHMBICTh CTBOPEHHS BEJIUKUX CBITIB: PO3OUTTS Manu Ha YaHKU JO3BOJISIE

CTBOPIOBATH BEJIMKI I'POBI CBITH, SIKI MOXKYTh O€3[1€PEPBHO PO3LIMPIOBATHUCS.

TakuM YMHOM, BHUKOPUCTAHHS YaHKIB € KJIIOUOBOK TEXHIKOIO s
MPOLIEypHOI TeHepallii mar, 3a0e3rneuyroun eeKTUBHE YIIPaBIiHHS pecypcaMH i

HIATPUMKY BEJIHKUX ITPOBUX CBITIB.

[Toxin Ha YaHKWM BUIISAA€E HACTymHUM 4YuHOM (puc 3.7): iTepaumisa 3
BU3HAYEHHSIM MPOCTOPY KU HAJICKUTh KOXKHOMY (hparMeHTy, CTBOPEHHS 3ajad 3
3al0BHEHHSI BEPXHHOTO HIKHBOTO YaHKA, OYIKyBAaHHS 3aBEPIICHHS BCIX 3a7a4 Ta
30epekeHHs JaHuX. Pe3ynbTraTi BUKOHAHHS IbOTO aJITOPUTMY MOKHA MOOAYUTH Ha

pUCYHKY 3.8.
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for chunkX0ffset = 8; chunkXOffset < xSize; chunkX0ffset += _chunkSize)
{

for chunkY0Offset = @; chunkYOffset < ySize; chunkYOffset += _chunkSize)
{

chunkIndexTop = chunkIndex++;

chunkIndexBottom = chunkIn

chunkTopOffset = nt(chunkX0ffset, 8, chunkYOffset);
chunkBottonOffset = t(chunkX0ffset, -_chunkSize, chunkYOffset);
groupIndex = i;

tasks.Add(Task.Run(() ==

CalculateChunkData(chunkIndexTop, groupData, chunkTopOffset, groupIndex))
DE

tasks.Add(Task.Run(() =>

CalculateChunkData(chunkIndexBottom, field, chunkBottonOffset, groupIndex))
DE

}
Task.WaitAll(tasks.ToArray());

foreach ( task in tasks)

{
C chunkI, ChunkData chunkData, values) = task.Result;
_chunks . Add(chunkI, chunkData);
if (values == ©) continue;

_chunkGroups [chunkData . Group] . Chunks . Add(chunkI);
}
tasks.Clear();

Pucynok 3.7. Airoputm noJiisieHHs: OCTPOBIB Ha YaHKH.

Pucynok 3.8 Pe3ynbrar reHepaiiii 4aHKiB OJTHOTO 3 OCTPOBIB, BUJ 3BEPXY.

3. HactynHuM eTanom € rerepaltlisi HoJIroHajabHOI CITKA TPUBUMIPHOI MOJIENI.

Po3rsiHyTHi paHile anropuT™M KpOKyIOUHX KyOiB 100pe MiAXOAuTh s i€l i,
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ane npu peamizamii Ha CPU uac BUKOHaHHS 3aHAATO BeIMKUM. BupimeHHs miel
poOIeMH MOKIIMBE MEPEHECEHHSAM BUKOHAHHS anroputMmy Ha GPU, mo go3Boisie

BUKOPHCTOBYBATH 3HAYHO OUTBITY KITBKICTh sijiep TpadiqHOTo mporiecopa.

OO6uncnenHs 3aralbHOTO IpU3HaYeHHs Ha rpadiunomy npouecopi (GPGPU)
— 1I€ BiIHOCHO HOBAa TE€XHIKa, sKa JO3BOJISIE 3araIbHUM TIporpamam, siKi 3a3BUYai
BUKOHYIOTKLCS Ha IICHTPAILHOMY TIPOIIECOPi, IPAIFOBATH Ha rpadhiIHOMY ITPOIIECOPI.
3aB/sIKM BBEJICHHIO JO/IaTKOBOTO MPOTPaMOBAHOTO €TaIly Iieiaepa Ta OibIll TOYHOT
apuMeTuKn Temep MO)KHA BUKOPHUCTOBYBATH TIOTOKOBY OOpOOKY HaHHWX, HE

MOB’SI3aHUX 13 TpadiKoro.

O6uucnoBalbHUN IEeHaep — 1€ M[porpaMoBaHUM eTanm Iieijaepa,
MpU3HAYCHUN Il OOYMCIICHB 3arajbHOrO MpU3HaYeHHs Ha rpadiudiil kapTi. Bin
BU3HAYAE MTPOTPaMHU, SIK1 HA3UBAIOTKCS AJIpaMHu, K1 BUKJIMKAIOThCA B oToIll. Li siapa
MaloTb OyTM  BIIHOCHO MajlUMU Ta  HE3QICKHUMHU i1 XOPOLIOTO
posmnapaientoBaHHs. MeTol BUKOPUCTAHHS OOUYMCTIOBAIILHUX WICHAEpIB €
MOXJIMBICTh BHUKOPHUCTOBYBaTH TMOTYXKHY TapajeibHy MNpUpPOLy rpadiuHOro
npoiiecopa, He Marw4yu IITMOOKUX 3HAHb MPO KOHBeep Bizyamizaiii. Ile mo3Bossie
CH1JIbHO BUKOPUCTOBYBATU MaM’SITh 1 CHHXPOH13yBaTH MOTOKH, 110 OyJI0 HEMOXKITUBO
3 IHIIUMH MPOrPaMOBAaHMMU €TallaMU MIEHAEepiB (BEPILIMHH, TEOMETPId, MIKCENIbHI

nienaepn).

Buxopuctoytoun 6arato siaep GPU, MokHA MPUILIBUAILIMTY YaC BUKOHAHHS
[UIIXOM po3napalientoBanHs. [pyra motokiB — 11¢ Ha0ip MOTOKIB, AKi MPAIOIOThH
Ha oxHomy sapi GPU. Skmio icHye ABI rpynu MOTOKIB, KOKHA 3 HUX MOXKE
IpaIloBaTd Ha OKPEMOMY SIJpi, 1 TAKUM YHMHOM JIOCATAETHCS TMapajeibHa podoTa.
[Tin gac HammcaHHS OOYMCITIOBAILHOTO III€iepa MOXKHA BKa3aTd, CKUIBKU TPyIl
MOTOKIB CTBOPUTH Ta CKUIBKHU MOTOKIB y TPyl NOTPIOHO 3amMyCTUTH. SIK KUIBKICTh
Ipyn TMOTOKIB, TaK 1 MOTOKIB y TpyIi BKa3yeThCs SIK TPUBUMIPHHMIA MacuB, a He
pPOCTO SIK JiHIMHWK MacuB. Lleil Buj iHACKCYBaHHS KOPHUCHUM SK T€OMETpUYHA

Bi3yallizallisl Ta CTaHe Ay)Ke 3pyYHUM IpPH peaiizalii aJropuTMmy, OCKUIBKA MOXKHA
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31CTaBUTH 1JIEHTU(IKATOP MTOTOKY OE3MOCEPETHBO 3 JIOKATHHOIO MO3HUIIIEF0 BOKCEIB.
[Totim e Mo>kHA OyI10 6 JIETKO MEPETBOPHUTH HA MTO3HUIIIIO CBITOBOTO TIPOCTOPY, IO €
nyxe kopucHuM. Hampuknan, sxmo € 06’em 13 4x4x10 BoOkcemiB, TOIAI MOXKHA
ctBopuTH 10 rpyn notokiB i3 morokamu 4x4 Bcepeauni rpymnu. Toai inenTudikatop
noToky Oyze B mianazoni Bij (0,0,0) mo (3,3,9). i inentudikaropu 6e3mocepeaHbo
B1I0OpakaloThCsl Ha yHIKJIBHUN BOKCENb Y BKazaHoMy oOcs3i. Ille ogna uymosa
(GYHKITIS TIONISATAE B TOMY, IO BiH MOXKe O€3mocepenHbo iHaeKcyBaTu 3D-TekcTypy
3a JIOMOMOTOIO IIHOTO 3-KOMIIOHEHTHOTO 1HJIEKCY, TOMY HE MOTPIOHO BHKOHYBAaTH

IICPCTBOPCHHA B iHIIeKC OI[HOBI/IMipHOFO MaCHUBY.

Ockulbku y BOKCeNl € 8 KyTiB, MOXHa CTBOPUTH MakcuMym 28 = 256
MOKJIMBUX KOMOIHaIIIi 3HaKIB y KyTax. BukopuctoByroun oguH OauT 1 1€ KOKHOMY
KyTy TPHU3HAYA€THCA OJUH OIT 1 BCTAHOBIIOETHCS 3HAYEHHS 1, SIKIIO BOHO Mae
nonatHe 3HaueHHs, iHak1ie 0. Lle ctBoproe HoMep kKoHpirypaiiii B giana3oHi Big 0 10
255. Ilpukian mokazaHo Ha pucyHKy 3.9, ne kytd 3, 4 1 5 3HaXOASITHCA B TOMY

MOJIOKEHHI, SIKUM CTBOPIOE KOH(irypairito 56. [19]

] v

8]
vi (¥ /

Ly Vi

.
va v3

Case number = v7|wB|vE|vd|v3|v2]v1|v0
= 00111000
= 56

Pucynok 3.9. BokcenbHi Bepiman. YopHiI KyTH MarOTh J0AAaTHI 3HAYCHHS

(BHYTpIimHIi 00’€M), 6111 KyTH MalOTh BiJI’ €MHI 3HaY€HHS (30BHILIHINA 00’ €M).
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Howmep kodirypariii € iHaekcoM A1st 1BOX TaOIuIX nomryky. [lepira Tadauis
NOIIYKYy MpuiAMae SK BXiA HOMEp KoHQIrypamii Ta TMOBepTae KUIbKICTh
0ararokyTHHKIB, SIKi MalOTh OyTH 3T€HEpOBaHi, a JApyra TaOJHIl OBEPTAE CIHCOK
TOTO, SIK TPUKYTHUKH 3’€JIHaHI MK KpasMu Bokcens. [IpaBmia iMmeHyBaHHS pedep

MMOKAa3aHo Ha pUCYHKY 3.10.

a5

;

i

L3

el ed

[ ]
all
%]
Cr

Pucynok 3.10. HaiimenyBanHst peGep BOKces

Hanpuknan, sikiio Homep BUMAAKy 56, TO mnepiiia Tabaulls MoIIyKy MoBepTae
3, TOOTO KUTBKICTh TPUKYTHHUKIB, K1 MOTPIOHO MOOyayBaTH. BUKOHAHHS MOIIYKY B
JpyTii TaOauIll BUBEE TaKl JTaHi.

edgeConnections [56][0]: 795

edgeConnections [56][1]: 789
edgeConnections [56][2] : 3112

Ile Bcs iHdopmarliisa, HEoOXigHA Il MOOYJOBM TPUKYTHHUKIB, aje Temep
noTpiOHO 3reHepyBaTu (hakTuuHi BepimvHu. Ha pucynky 3.11 mokazana 3arajibHa

KOH(ITypalis JUisl IPUKIaLTy.
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Pucynok 3.11. TpukyTHuku a1 Bunajaky 56. CHHI TOUKH MOKa3ylOTh pedpa,

Ha SIKMX MOBUHHI OyTH BepmrHU. CuH1 001acTl NOKa3ylOTh CTBOPEHI TPUKY THUKHU.

Bepiuna noBrHHa OyTH po3MillEHa TaMm, A€ 3HAYEHHS IUTbHOCTI NPUOIU3HO
nopiBHIO€e 0, 1 116 pOOMTHCS NUIAXOM JIHIAHOI iHTepnoysii. Hanpuknazn, skiio
pebpo 11 norpelye BepIIMHN Ha HHOMY, a 3HAUE€HHS IIUILHOCTI B V3 1 V7 (BEpIINHH,
AK1 3’€JHaH1 B30BXK pedpa 11) ctanoBnsats 0,2 1 -0,8 BiAMOBIAHO, TOMI OCTaTOYHA
BepIIMHA OBUHHA OyTH po3mimieHa Ha 25% Big v3 y3momxk pebdpa 11. Hactymue
PIBHSHHS MOXXHa BUKOPHUCTOBYBATH JJIsi PO3paxyHKy IIOJIO)KCHHS BEpIIMHH B

3D[17].
P =P, +(=Dy) * (P, — P;)/(D; — D)

He P1 1 P2 — ne monoxxenHst BepmuH, 3’eaHaHux pebpom, a D1 1 D2 —

3HAYEHHS IIUIPHOCTI B IIMX BEPIIHHAX.

Ha upomy erari cicok TPUKYTHHKIB MOXe OyTH CTBOPEHHI 13 3reHEPOBAHUX
BepiuH 1 Hajgicnanuil 1o GPU s Bizyanizaitii. Tpu mociiiioBHI BEPIIUHY B CITUCKY
TPUKYTHUKIB YTBOPIOIOTh OJMH TPUKYTHHUK, SIK 1€ BUIHO Ha pucyHKy 3.12. Ilei
MpoIec MOTPIOHO BUKOHATH JUIsI KOKHOTO BOKCeNsl B 00’eMHOMY mpoctopi. Ock

YOMY 11€ OOUHCIIIOBAIBLHO JOPOTHI aIrOpPUTM, X0ua TaOIHIll MOIIYKY € IIIBUIKUMH.
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Pucynok 3.12. [Ipukian Toro, ik BepIIMHU TOMIIIAIOTHCS B Oydep BepInH

JUUIsL BUTIAIKy HOMeEp S6.

Ha pucynky 3.12 300paxeHo sk gncia B Oydepi BITHOCATHCS 10 pedpa, Ha
skoMy Oyia cTBopeHa BepmuHa. DakTuuHI JaHi, 1Mo 30epiraloThes B Oydepi, €

BHU3HAYCHOIO KOPUCTYBAYCM CTPYKTYPOIO BCPIINH.

Pe3ynpTaT BUKOHAHHS aJITOPUTMY TeHepallli MOJIroHaJIbHOI CITKA MOXKHA ITO0aYnuTH
HIDKYE, Ha pUCYHKY 3.13 Ta 3.14, Ha MozeNb 1OJJaTKOBO 3aCTOCOBAHO HICHIEP AKUN

3MIHIO€ KOJIip BITHOCHO BUCOTH Ha SIKii 3HAXOMUTHCS (DparMEHT OCTPOBY.

Pucynok 3.13 OcTpiB CTBOPEHHMI alrOPpUTMOM KPOKYIOUHMX KyOiB, BU] 300KY.
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Pucynok 3.14 OcTpiB CTBOpEHUI aNTOPUTMOM KPOKYIOUHMX KyOiB, BU 3BEPXY.

4. OctanHIM eranoMm OyAe pO3MIIIEHHS OCTPOBIB B IIPOCTOPi Ta CTBOPEHHS
nepexofiB MK HUMH. [l po3MilIeHHS ONTUMaJIbHUM CcrocoOoMm Oyre
BUKOPUCTOBYBATH MOYATKOBI MOJOXEHHS TOYOK MPOCTOPY OCTPOBIB Ta 3MIIICHHS
BiJI IICHTPY Mal¥ Ha JESIKY BiJICTaHb, KOJ SIKAW 11¢ BUKOHYE TIOKa3aHO HA PUCYHKY

3.15.

foreach ( islandIndex in map.Keys)
{

transform = _meshGen.GetGroupTransform(islandIndex);

initPos = _meshGen.GetGroupInitialPosition(islandIndex) - v r3(Size.x / 2f, @, Size.y / 2f);

transform.position = v r3(initPos.x * spacing, ©, initPos.z * spacing);

Pucynok 3.15. Po3MitiieHHs OCTpOBIB Ha PiBHI.

CtBOpeHHS 3B’SI3KiB M)XK OCTPOBAMH MOXXHA BUKOHATH BEJUKOIO KUJIBKICTIO
aJTOPUTMIB, ajie B L1 poOOTI Oyno BUPIIIEHO CTBOPUTH Tpad, € KOKEH OCTPIB €

BEPIIMHOIO rpada B TOM yac K MepPexoqu MK OCTpOBaMH OyIyTh peOpamMu IbOTO

rpada.
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Kon saxuii mpencraBieHo Ha pucyHKy 3.16, BHKOHYE MpOXiJl IO BCIM
BepmrHAM Tpada Ta CTBOPIOE 3B’S3KM MDK TPhOMa HAWOIMKYMMHU BEpITHHAMHU.
Takox 3aJJaHO YMOBY MU SKIH KO’KHA JTOJIaBAaTH 3B’ SI3KH JIMIIIE SKIIO BEPUIMHA Ma€
MaTH He OiTbIIe TPhoX pedep. Pe3ynbraT BUKOHAHHS 1OTO AJITOPUTMY MTOKa3aHO Ha

pucyHky 3.17.

visited =

_availableNodes = Jictionary e e>() { [first]=_mapGraph };
graphQueue = eue<Gr ode
graphQueue . Enqueue (_mapGraph)

sort = List<(int, J=0;

while (graphQueue.Count > @)
{
node = graphQueue.Dequeue();
if (visited.Contains(node.Index)) continue;
nodeCenter = _meshGen.GetGroupInitialPosition(node.Index);
visited.Add(node.Index );
sort.Clear();

foreach ( item in _voronoiGroups.Enumerate())
{
if (item.Size == @) continue;
if (node.HasConnection(item.Iteml.Id) || visited.Contains(item.Iteml.Id)) continue;
dist = (_meshGen.GetGroupInitialPosition(item.Iteml.Id) - nodeCenter).magnitude;
if (rangeTres < dist) continue;
sort.Add((item.Iteml.Id,dist));
}

sort.Sort((item,item2) => item.Item2.CompareTo(item2.Item2));
for ( i = @; i < Mathf.Min(sort.Count,3); i++)
{
item = sort[il;
if (!_availableNodes.TryGetValue(item.Iteml, nearNode))
{
nearNode = G e(item.Iteml);
_availableNodes.Add(nearNode.Index, nearhode);

}
if (node.Connections.Count < nearNode . Connections.Count < 3) node.AddConnection(nearNode);

graphQueue . Enqueue(nearNode) ;

Pucynok 3.16. AnTopuT™M CTBOPEHHS 3B’ SI3KiB MK OCTPOBAMH.
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Pucynok 3.17. CtBopeHi 3B’3KH MK OCTPOBaMH MTO3HAYEHO KOBTUMH JIHISIMH.

3.3 lloBeainka Boporis

I Ty4yHuid 1HTENEKT pO3pOOJEHUN 3 BUKOPHUCTAHHSIM KommoHeHTa Unity —
NavMeshAgent, sikuii BUKOPHUCTOBY€ETHCSI 1151 CTBOPEHHS 1 KEPYBaHHS areHTaMH, 1110
MOXYTh mepemimiatucs mno HapirauidHii citui (NavMesh). HapiramiiiHa ciTka
BU3HAYAE, JIe areHTH MOXKYThb XOIUTH, 1 BAKOPUCTOBY€ETHCS JIJIsl HABIrallii Ta MOUIyKy
nusixiB y 3D-nmpocropi. NavMeshAgent BianoBijgae 3a 00UMCICHHS Ta BUKOHAHHS

WX MIJISX1B, 320€3MeYyIoun MJIaBHE 1 peaiCTUUHE TIePEMIIIICHHS areHTIB.

Kiac mrtyunoro intenekry 3 Ha3Boto UnitAlBase € moxigHuUM st BCIX 1HIITNX
BUJIIB IITYYHOTO IHTEJIEKTY Ta Mae 0a30BUI (PYHKIIOHAT Y BUIVISAI PYXy 10 TOUYKHU
CHaBHY Ta OTpPUMaHHS YPOHY BiJl IpaBlid, 3a 110 Bianosiaae kiac HealthModule. Kon

IIHOTO KJIACy MOKHA MTOOAYUTH Ha pUCYHKY 3.18.
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odule Health == healthModule;

Field] HealthModule healthModule;
lizeField Nav ent agent;

currentDestination;

Q

currentDestination = transform.position;
healthModule.OnRecieveDamage += HealthModule_OnRecieveDamage;

O{}
O

diff = transform.position - currentDestination;

if (diff.sqrMagnitude < 2) return;
UpdateAgentTarget();

HealthModule_OnRecieveDamage( health, Vector3 pos) { }

UpdateAgentTarget()

if (!agent.isOnNavMesh) return;
agent.SetDestination(currentDestination);

SetSpawn(Vector3 spawn)

Pucynok 3.18. ba3oBuii kj1ac MITY4YHOTO IHTEIICKTY.

JIJist BOpOTIB sIKI NEPECHiAyIOTh IPaBIl Ta aTaKylTh MOro OyJ0 CTBOPEHO
MOXITHUHM Ki1ac 3 Ha3Bowo MeleeAl, mOBHMIT KO 3 JIOTIKOIO IITYYHOTO 1HTEJIEKTY

3aBEJIMKUN, TOMY 3HaXOAUThCA y Jlomarky.

Konu rpaBenib BXOOUTH y pajilyc MOUIYKY I[JIeH, BOPOT MOYMHAE PyXaTUCH JI0
1711, 11100 Ta ONMMHUWIIACH Y 30HI NMOYATKy aTaku. [Ipu goCATHEHH1 L1l TOYMHAETHCS
MporpaBaHHs aHIMaIlli aTaku, siKka TPU YCITIIITHOMY 3aBEPIICHHI BU3UBAE KO KU
BIJIMOBIIAJIbHUHN 32 TEPEBIPKY 3HAXOKCHHS ITUT1, SIKIIO IUIb y 30HI HAHECEHHS
YpOHY, 1l HAHOCUTHCS IIKOJA SIKa IOPIBHIOE 3HAUEHHIO aTaku Bopora. Ha pucynky

3.19 300pakeHo 30HU aTaKu OJJHOTO 3 BOPOTIB.
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Pucynok 3.19. 3oHa araku 0AHOTO 3 BOPOTiB, CHHIM MO3HAYEHO 30HY MTOYaTKy

aTaKH, a KpaCHHUM 30HY HAHCCCHH:A YPOHY.

Boporu po3miniytoThcsi Ha OCTPOBI Y BUIIQJIKOBUX MO3UINSAX Ta Y KUIBKOCTI
BIJIOBIJIHIA 71O pO3MIpY OCTpOBa, NpHKIaA Ha pUCYHKY 3.15. Po3mimenHs
NOYMHAETHCS KOJIM I'PaBellb MEPEXOUTh JO HOBOIO OCTPOBY, BOPOTH Ha SKOMY 1€

He OyJIi MepeMOKeHI.

" S B
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-

Pucynok 3.20. Po3minieHHs Ta Mo4aToK pyXy BOPOTiB JI0 TPABIISL.
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B mpotieci rpu, kojid BOPOT OTPUMYE IIKOMY SIKa OMYyCKa€e MOro 370pOB’s 10
HYJIsI, IPOTPAETHCA aHIMALlIg CMEPTI Ta CTBOPIOETHCS BIAMOBILAHMNA €(EeKT, MPUKIal

[OTO MOYKHA TOOAYUTHU HA PUCYHKY 3.21.

100/100

Pucynok 3.21. Edexr cmepti Bopora.

[ToBeminka Ooca pIBHA CXOKa Ha TMOBEIIHKY 3BHYAMHOTO BOpOTra, aje
JOJTATKOBO Ma€ MOKJIMBICTh BHKOPHCTOBYBATH CITeliaibHI 3Mi0HOCTI. [[ms Goca
MIEPIIIOTO PiBHS OyJjia CTBOPEHA 3/1I0HICTh KA CTBOPIOE BUOYXHU HABKOJIO TPABIIS, K1
HAHOCSTH IIKOY SKIIO TPaBeIlh Oy/Ie 3HAXOMUTHUCH Y Paiyci BUOYXY, TPHUKIAI IIbOTO

MOJKHA MMOOAYUTH HA PUCYHKY 3.22.
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Pucynox 3.22. 3xi6HOCTI 60Ca piBHSA

3.4 Jlorika po6oTH piBHs Ipu

I'pa mounHaeThCs 3 MOSIBU I'PaBLs Ha OTHOMY 3 OCTPOBIB piBHA. [[1s mepioro
PIiBHS TOYaTKOM BCTAHOBIIIOETHCS OJIUH 3 KyTOBUX OCTPOBIB, B TOM Yac SIK KIHIIEBUM
CTa€ MPOTUJICKHUN KyT piBHS. Biil 3 00coMm piBHS, BpaxoBYIOUM CIELiabHI
3Mi0HOCTI, MOTpeOy€e MTOCTaTHRO MPOCTOPY MJIsS TOTO 00 TrpaBellb MaB 3MOTY
YXUJIUTHUCS BIJl OTPUMAaHHS yJapy, BUXOISYHM 3 LBOTO KIHLIEBUN OCTPIB pOOUTHCS

HaHOIBIIAM 3 YCiX IHITUX OCTPOBIB PiBHSI.

[lepemora Ha KOXXHOMY OCTPOBI CYHPOBODKYETHCS HArOpOJOI TPABIS Y
BUTJISA/II TIOCWIICHHSI TTepcoHaka. Cuia eeKTiB 3aIeKATh BiJl CKIAIHOCTI OCTpOBa

Ta KUIBKOCTI BOPOTiB Ha HbOMY, TAaKO’K BOHU PO3PI3HAETHCS 32 CUIIOI0 e(eKTa.
Ochb Busu e(hexTiB SKI MOKHA OTPUMATH 3a TIEPEMOTY Ha OCTPOBI:
e 30iNBIICHHS MBUIKOCTI OITy

e 30UIbIIIEHHS CUJIM aTaKu
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e 3MEHILCHHS Yacy nepe3apsaKeHHs 3M10HOCTI yXUICHHS
e 30UTbIICHHS MAaKCUMAJIHLHOTO 37I0POB’S

e BiHOBIIEHHS 3710pOB’ S

90/100

Pucynok 3.23 Bubip mokparieHs micias mepeMoru

T'onoBHOO IO TPaBIlS € TOMIYK KIHIIEBOTO OCTPOBA Ta IIEpeMora Haj 60CoM
PiBHSI, TICHIS iX BUKOHAHHS TPaBEIlb MEPEXOIUTh Ha HACTYITHUN PiBeHB 30epirarodn

BC1 MMOCWJICHHA.
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BUCHOBKHA

1. Po3pobneno moBHODYHKITIOHATEHY BiZIEOTPY, SIKa peali3y€e eIeMEHTH
JKaHpy rogue-lite 3 mpoleIypHOIO TeHEPAIli€I0 PIBHIB, 1110 B CBOIO Uepry 3abe3reuye

PI3HOMAaHITHICTh Ta HemepeadauyyBaHICTh INPOBOTO MIPOIIECY.

2. Buxopucranus irpoBoro pymrisi Unity Ta MoBH mporpamyBanHs C#
JIO3BOJIMJIO peajli3yBaTd OCHOBHI MEXaHIKM TeHMIUICI0, 3a0e3Meuyroud BHUCOKY

SKICTh Ta €(hEKTHUBHICTH PO3POOKH.

3. Po3pobisieHo cuctemMy mOpoleaypHOi TeHepailii PiBHIB, Sika CTBOPIOE
yHIKaJIbHI ITPOB1 PpiBHI, sKiI 3a0e3meuyloTh HenepeadadyyBaHICTh Ta BHCOKY

HOBTOpI-OBaHiCTI) I'pH, 0 € KIIIOYOBHUMH CIICMCHTAMH KaHPY rogue-lite.

4, PeanizoBaHo MITYy4HHI 1HTENEKT JjIsl BOPOTIB, 110 3a0€3MeYy€e BUCOKY

CKJIQJIHICTh Ta IHTEPaKTUBHICTH OOIB y I'pi.

S. [IpakTiyHa 3HAUYMMICTH PE3YABTATIB POOOTH MOJSATAE y CTBOPEHHI
NOBHO(QYHKIIOHAIBHOI BIEOTPH, sIKA JIEMOHCTPYE BHUCOKHHA pIBEHb TEXHIYHOI
peaizaiiii Ta TBOpUoro miaxomy. OTpumaHi pe3yabTaTd MOXKYTh OyTH BUKOPUCTaHI
SIK OCHOBA JIJIs MOAAJIBIIOT pO3pOOKH 1rop y xKaHpi rogue-lite abo 1HIIUX XKaHpax, 110

BUKOPHCTOBYIOTh NIPOIIEAYPHY T€HEPAIif0 PIBHIB Ta CUCTEMH INTYYHOTO 1HTEIICKTY.
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MMPOLIEYPHA TEHEPAIIIiSI PIBHS

public class VoronoiCellMap : VoronoiMap
{

protected int divisions;

protected int[,] cells;

public VoronoiCellMap (Vector2Int size, int divisions)

{

//if (size.x % divisions != 0 || size.y % divisions != 0) throw

new ArgumentException($"Size of map {size} is not divisible by {divisions}");

this.divisions = divisions;
_mapSize = size;
_seedCount = divisions * divisions;
_voronoiCells = new PointGroup[ seedCount];
_pointToIndex = new Dictionary<Vector2Int, int>((int) (size.x *
size.y));
}
public override void Calculate()
{
// Bu3HaAUEHHSI MOJIOKEHHS BEPULMH IiarpaMy BOPOHOTO
// Tyr mapSize 1me BekTOp 3 pos3MipoMm pisBHa. divisions - ximexicTs
KJI1TMH y KOXHOMY PSAIKY Ta CTOBIUMKY CiTkM piBHSA.
float xStep = mapSize.x / divisions;
float yStep = mapSize.y / divisions;
// PiBeHb momijiseTbcsda Ha KIiTMHM 3 po3Mipom xStep Ha yStep
for (int x = 0; x < divisions; x++)
{
for(int y = 0; y < divisions; y++)
{
float xValue = Random.Range (xStep * x, xStep * (x + 1))
float yValue = Random.Range (yStep * vy, yStep * (y + 1))
// BepumHa pO3MiuOTHLCS y BUIANKOBiNM Toull BCepemmHi
KJI1TUHN

var pos = new Vector2Int ((int)xValue, (int)yValue);

// _voronoiCells - mMacuB CTPYKTyp Tuny PointGroup saxi
30epiTOTh OaHl1 NPO BEepUMHY Ta TOUKM NPOCTOPY SK1 € HaubImxduMMy IO BEPUMHMA.
_voronoiCells[x + y * divisions] = new PointGroup(x + y *
divisions,pos);
}
}
// IJjsg KOXHOI TOUKM y NPOCTOP1 PiBHA 3HAXOOMMO HAMUOIMXYY BEPUUHY
Ta 30eperaemo
for (int x = 0; x < mapSize.x; x++)
{
for (int y = 0; y < mapSize.y; y++)
{
int minIndex = 0;
float min = float.MaxValue;
var point = new Vector2Int(x, vy);
// 3BHaAXOIMO KOOPIAMHATHM KJI1TMHU IO SKOI BIiOHOCUTBCH TOUKa
var gridX = (int) ((float)x / xStep);
var gridY = (int) ((float)y / yStep);

// TlepeBipseMo gxa 3 9 BepmMH HABKOJIO TOUKM € HAMOIMKYOWL.
foreach (var p in GetPointsAround (gridX,gridY))
{

var index = GetIndex (p.x, p.V):
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if (index < 0 |
float dist = (point -
_voronoiCells[index] .Center) .sqrMagnitude;
if (min > dist)
0O BEepUUHU

min = dist;

minIndex = index;

}

_voronoiCells[minIndex] .Add (point);
_pointToIndex.Add (point, minIndex);

}

index >= seedCount)

continue;

// BHaxoIXeHHA MiHiMasnbHOI BizmcTaHl

private IEnumerable<Vector2Int> GetPointsAround (Vector2Int center)

{

return GetPointsAround (center);

}

private IEnumerable<Vector2Int> GetPointsAround (int centerX,

centerY)
{
for (int y = -1;

for (int x =

y < 2; yt++)

-1; x < 2; x++)

yield return new Vector2Int (centerX + x,

}
public bool IsBorderCell (int index)

{

int y = index / divisions;

int x = index % divisions;

if (y == 0 || x == 0) return true;

if (x == divisions - 1 || y == divisions -

return false;
}
private int GetIndex (int x, int vy)
}

public class VoronoiMap

{

public Vector2Int Size => mapSize;
public int SeedCount => seedCount;
protected Vector2Int mapSize;
protected int seedCount;
protected Dictionary<Vector2Int,

protected PointGroup[] voronoiCells;

public VoronoiMap ()

{
_voronoiCells = new PointGroup[0];
_pointToIndex = new Dictionary<Vector2Int,

}

public VoronoiMap (Vector2Int size,

{

int count)

_mapSize = size;

_seedCount = count;

_voronoiCells = new PointGroup[count];
_pointToIndex = new Dictionary<Vector2Int,
size.y)):

}

int

centerY + y);

1) return true;

=> x + y * divisions;

int> pointToIndex;

int>();

int>((int) (size.x *
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public virtual void Calculate ()

{
for (int 1 = 0; i1 < _seedCount; i++)
{

var pos = new Vector2Int (Random.Range (0, mapSize.x),
Random.Range (0, mapSize.y));
_voronoiCells[i] = new PointGroup (i, pos);
}
for (int x = 0; x < mapSize.x; x++)

{
for (int y = 0; y < mapSize.y; y++)
{
int minIndex = 0;
float min = float.MaxValue;
var point = new Vector2Int(x, Vy);

Parallel.For (0, _seedCount, (i) =>
{
float dist = (point -
_voronoiCells[i].Center) .sgrMagnitude;
if (min > dist)
{
min = dist;
minIndex = i;
}
1)

_voronoiCells[minIndex] .Add (point);
_pointToIndex.Add(point, minIndex);

}
}
public List<Vector2Int> GetPoints (int seed)

{

return voronoiCells[seed].Points;
}
public int GetIndex (Vector2Int point) => pointToIndex[point];
public IEnumerable<(Vector2Int point, int seed)> GetMap ()
{
for (int 1 = 0; i < seedCount; i++)
{
foreach (var item in voronoiCells[i].Points)
{
yield return (item,1i);
}
}
}

public Vector2Int GetSeed(int index) => voronoiCells[index].Center;

public PointGroup GetGroup (int index) => voronoiCells[index];

public class VoronoiGroup

{

protected (PointGroup<int>,int Size)[] groups;
protected Vector3[] _avgCenters;

protected VoronoiMap map;

public int GroupsCount { get; private set; }

private int divisions;
public VoronoiGroup (VoronoiMap map, int divisions)
{

_map = map;

GroupsCount = divisions * divisions;



_divisions = divisions;

_groups = new (PointGroup<int>,int) [divisions * divisions];
_avgCenters = new Vector3[GroupsCount];

float xStep = map.Size.x / divisions;

float yStep map.Size.y / divisions;

for (int x = 0; x < divisions; x++)

{

for (int y = 0; y < divisions; y++)
{

float xValue Random.Range (xStep * x, xStep * (x + 1));
float yValue = Random.Range (yStep * vy, yStep * (y + 1));

var pos = new Vector2Int ((int)xValue, (int)yValue);
_groups[x + y * divisions] = (new PointGroup<int>(x + y *
divisions, pos),0);
}
}

for (int 1 = 0; 1 < map.SeedCount; i++)
{
int nearestIndex = 0;
float nearest = float.MaxValue;
if (map is VoronoiCellMap cellMap && cellMap.IsBorderCell(i))
continue;
for (int g = 0; g < GroupsCount; g++)
{
var d = (_groups[g].Iteml.Center -
map.GetSeed (1)) .sgrMagnitude;
if (d < nearest)

{

nearest = d;
nearestIndex = g;
}
}
var group = _groups[nearestIndex];

group.Size += map.GetGroup (i) .Size;
group.Iteml.Add (1) ;
_groups [nearestIndex] = group;
}
for (int 1 = 0; i < groups.Length; i++)
{

var info = groups([i].Iteml.Id;
var center = new Vector2();
Parallel.ForEach( groups[i].Iteml.Points, (index) =>

{
var voronoiCell = map.GetGroup (index) ;
var cellCenter = new Vector2();
for (int j = 0; j < voronoiCell.Points.Count; j++)
{
cellCenter += voronoiCell.Points[i];
}
cellCenter /= voronoiCell.Points.Count;
center += cellCenter;

1)

center /= groups[i].Iteml.Points.Count;
_avgCenters[i] = new Vector3(center.x, 0, center.y);
}
}
public int GetGroupSize (int index) => groups[index].Size;

public PointGroup<int> GetGroup (int index) => groups[index].Iteml;
public Vector2Int GetGroupCenter (int groupIndex) =>
_groups [groupIndex].Iteml.Center;

62



public List<int> GetGroupSeeds (int groupIndex)

_groups [groupIndex].Iteml.Points;

public Vector3 GetGroupAverageCenter (int index)

_avgCenters[index];

public IEnumerable< (PointGroup<int>,

{

return _groups;

}

public void

{

int y = index / _divisions;
int x = index % _divisions;
int r = (x + 1) + y * divisions;
int 1 = (x - 1) + y* divisions;
int t = x + (y + 1) * divisions;
int d = x + (y -1) * _divisions;
if (r < _groups.Length && r >= 0)
buffer.Add(r);
if (1 < _groups.Length && 1 >= 0)
buffer.Add (1) ;
if (t < _groups.Length && t >= 0)
buffer.Add (t) ;
if (d < _groups.Length && d >= 0)
buffer.Add(d) ;
}
public void GetGroupsAround(int index,
{
int y = index / _divisions;
int x = index % _divisions;
for (int xShift = -1; xShift < 2;
{
for (int yShift = -1; yShift < 2;

{
int shiftIndex =
_divisions;
if
continue;

(shiftIndex == index |
GroupsCount)

buffer.Add (shiftIndex) ;

}
}

public bool SwapGroupCenters (int index,

{
if (index < 0 || secondIndex < 0
> groups.Length) return false;
var first = groups[index];

var second =

secondIndex

first.Iteml.Id = second.Iteml.Id;

second.Iteml.Id = groups[index].
_groups[secondIndex] = first;
_groups[index] = second;

var tmp = avgCenters[index];
_avgCenters[index] =
_avgCenters[secondIndex] =
return true;

tmp;

GetAdjecentGroups (int index,

(x + xShift) +

_groups [secondIndex];

=>

=>

int Size)> Enumerate ()

List<int> buffer)

List<int> buffer)

xShift++)
yShift++)
(y + yShift) *

| shiftIndex < 0 ||

int secondIndex)

|| index > groups.Length

’

Iteml.Id;

_avgCenters[secondIndex];

shiftIndex >
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}

// Kmac gaxui BimnoBimae 3a po3mijieHHS Maly Ha BOKCEJIbHI 4YaHKuU,

var pGroupF = first.Iteml;
var pGroupS = second.Iteml;
pGroupF.Center = second.Iteml.
pGroupS.Center =

first.Iteml = pGroupF;
second.Iteml = pGroupS;
_groups[index] = second;

_groups[secondIndex] = first;

return true;

Center;

first.Iteml.Center;

IONajiblioMy BUKOPUCTOBYWTHCS OJisd TeHepallil nojiroHajbHOL CciTku
public class WeightChunkGenerator

{

// CrpykTypa HOaHUX UYaHKY
public struct ChunkData

{

Vector3Int Offset;
float[,,] Data;
float[] DataFlat;
int Group;
ChunkData (float(,,]

public
public
public
public

public dat

Vector3Int offset)

float|[, ]
noise =

{
Data = data;
Group = group;
DataFlat = flatData;
Offset = offset;
}
}
// TpynyBaHHS UYaHKiB
public struct ChunkGroupData
{
List<int> Chunks;
float[,] GroupData;
BoundsInt Bounds;
ChunkGroupData (float |, ]

public
public
public
public
{
Chunks = new List<int>();
GroupData = data; Bounds =

}

public int ChunkCount => chunks.C
private VoronoiMap _voronoiMap;
public VoronoiGroup voronoiGroup;
private Dictionary<int, ChunkData>
private Dictionary<int,
private int chunkSize;
private float[,] heightMap;
private int roundDigits;

private PerlinNoiseParams _noise;
public WeightChunkGenerator (Vorono

heightMap, int chunkSize, int rou

default)

{
_voronoiMap = map;
voronoiGroup = group;
_chunkSize = chunkSize;
_heightMap = heightMap;
_chunks = new Dictionary<int,

axki y
a, float[] flatData, int group,
data, BoundsInt bounds)
bounds;

ount;

__chunks;

iMap map,
ndDigits = O,

ChunkData> () ;

ChunkGroupData> chunkGroups;

VoronoiGroup group,

PerlinNoiseParams
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_chunkGroups = new Dictionary<int, ChunkGroupData>();
_roundDigits roundDigits;
_noise = noise;

}
public void GenerateChunks ()

{
int xStart

0, xEnd = chunkSize, yStart = 0, yEnd = chunkSize;

float maxX float.MinValue, maxY = float.MinValue;
Dictionary<int,Vector2> groupMin = new Dictionary<int,Vector2>();
List<Vector2Int> groupPoints = new List<Vector2Int>();
_chunks.Clear () ;

_chunkGroups.Clear () ;

int chunkIndex = 0;

// BHAXOOXEHHS PO3Mipy TI'pPynM BEPUMH BOPOHOTO
var tasks = new List<Task<(int, ChunkData,int)>>();

for (int 1 = 0; 1 < voronoiGroup.GroupsCount; i++)
{
groupPoints.Clear () ;
var min = new Vector2Int (int.MaxValue, int.MaxValue);
var max = new Vector2Int (int.MinValue, int.MinValue);
foreach (var seedIndex in voronoiGroup.GetGroupSeeds (i))
{
if ( voronoiMap is VoronoiCellMap cellMap &&
cellMap.IsBorderCell (seedIndex)) continue;
foreach (var point in voronoiMap.GetPoints (seedIndex))

{

if (point.x < min.x) min.x = point.x;

if (point.y < min.y) min.y = point.y;

if (point.x > max.x) max.x = point.x;

if (point.y > max.y) max.y = point.y;

groupPoints.Add (point) ;

}
}
int xSize = (max.x - min.x) + 1, ySize = max.y - min.y + 1;
xSize += (_chunkSize - xSize % chunkSize); ySize +=
_chunkSize - ySize % chunkSize;

var groupData = new float[xSize, ySizel;
foreach (var point in groupPoints)
{
var localPoint = point - min;
groupData[localPoint.x+1,localPoint.y+1] =
_heightMap[point.x,point.y];
}

if (max.x < 0 || max.y < 0) continue;

_chunkGroups.Add (i, new ChunkGroupData (groupData, new

BoundsInt (min.x,min.y,0, max.x - min.x+l, max.y - min.y+1l, 2)));

var field = CreateGroupField (i) ;

// Posburrsa ocTpora Ha uyaHku. _chunkSize - posmip uanka.
xSize,ySize - posmipm ocrpoBa gkl kpaTHl po3Mipy UYaHKa.

for (int chunkXOffset = 0; chunkXOffset < xSize; chunkXOffset
+= _chunkSize)

for (int chunkYOffset
chunkYOffset += chunkSize)

{

0; chunkYOffset < ySize;

int chunkIndexTop = chunkIndex++;
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int chunkIndexBottom = chunkIndex++;

var chunkTopOffset = new Vector3Int (chunkXOffset,
chunkYOffset) ;
var chunkBottonOffset = new Vector3Int (chunkXOffse
- chunkSize, chunkYOffset);
int groupIndex = i;
// CTBOpPEHHS 3amauy IJig [NapajieHbHOTO PO3PaAXYHKY
3anoOBHEHHS UYaHKY
tasks.Add (Task.Run(() =>
CalculateChunkData (chunkIndexTop, groupData,
chunkTopOffset, grouplIndex))
)
tasks.Add (Task.Run(() =>
CalculateChunkData (chunkIndexBottom, field,
chunkBottonOffset, groupIndex))
)
}
}
// OulkyBaHHA BUKOHAHHS PO3PaxXyHKY Ha BClx uUaHKax
Task.WaitAll (tasks.ToArray());
foreach (var task in tasks)
{
(int chunkI, ChunkData chunkData,int values) =
task.Result;
_chunks.Add (chunkI, chunkData);
if (values == 0) continue;
// 36epexeHHa pPes3yJibTaTiB IO MacuBY
_chunkGroups [chunkData.Group] .Chunks.Add (chunkI) ;
}
tasks.Clear();

}

(int chunkIndex, ChunkData data, int values)
CalculateChunkData (int chunkIndex, float[,] groupData, Vector3Int offset,
groupIndex)

{

(float[,,] chunkData, float[] flatData) = (null,null);
int values = 0;
if (offset.y >= 0)
(chunkData, flatData) = PopulateChunkData (groupData,
offset.x, offset.z, out values);
else
(chunkData, flatData) = PopulateBottomChunk (groupData,
offset.x, offset.z, out values);
var data = new ChunkData (chunkData, flatData, grouplndex,
offset);
return (chunkIndex, data, values);
}
(float[,,], float[]) PopulateChunkData (float[,] groupData, int

x0ffset, int yOffset, out int wvalues)
{

values = 0;
int expSize = chunkSize + 2;
var flat = new float[expSize * expSize * expSize];

var chunkData = new float[expSize, expSize, expSize];

0,

t,

int
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int xSize = expSize + xOffset > groupData.GetLength(0) ?
_chunkSize : expSize,

zSize = expSize + yOffset > groupData.GetLength(l) ?
_chunkSize : expSize;

for (int x = 1; x < xSize; xX++)
{ for (int z = 1; z < zSize; z++)
{ for (int y = 0; y < chunkSize; y++)
{ float height = groupDatal[x + xOffset, z +

yOffset];
int index = x + expSize * (y + expSize * z);
float cut = height - (int)height;
cut = (int) (cut * 100 / 25) * 25 / 100f;

if (y < height)
{

chunkDatal[x, vy, z] = 1f;

flat[index] = 1f;

values++;
}else if ( y == Math.Ceiling(height) && cut != 0)
{

chunkDatal[x, y, z] = cut;

flat[index] = cut;

}
return (chunkData, flat);
}
(float[,,], float[]) PopulateBottomChunk (float[,] fieldData, int
xOffset, int yOffset, out int values)
{

values = 0;

int expSize = chunkSize + 2;

var flat = new float[expSize * expSize * expSizel;
var chunkData = new float[expSize, expSize, expSize];

int xSize = expSize + xOffset > fieldData.GetLength(0) ?

_chunkSize : expSize,
zSize = expSize + yOffset > fieldData.GetLength(l) °?

_chunkSize : expSize;

for (int x = 1; x < xSize; x++)
{
for (int z = 1; z < zSize; z++)
{
for (int y = chunkSize; y >= 0; y--)

{
float height = fieldDatal[x + xOffset, z +
yOffset];

int index X + expSize * (y + expSize * z);
float cut = (float)Math.Round(height -
(int)height, roundDigits);

if (_chunkSize - y < height)
{

chunkDatalx, vy, z] = 1f;
flat[index] = 1f;
values++;
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else if (_chunkSize - y == Math.Ceiling(height)
&& cut !'= 0)

chunkData[x, y, z] = cut;
flat[index] = cut;

}
return (chunkData, flat);

}

public float[,,] GetChunk (int index) => chunks[index].Data;

public int GetChunkGroup (int index) => chunks[index] .Group;

public float[] GetFlatChunk (int index) => chunks[index].DataFlat;
public Vector3Int GetChunkOffset (int index) => chunks[index].Offset;
public float[,] CreateGroupField(int index)

{

var groupData = chunkGroups[index];

var result = (float|[,])groupData.GroupData.Clone()

int minValue = chunkSize/2, maxValue = chunkSize-1;

int count = 0; Vector2Int groupCenter = new Vector2Int();

foreach (var seed in voronoiGroup.GetGroupSeeds (index))
{
if ( _voronoiMap is VoronoiCellMap cellMap &&

cellMap.IsBorderCell (seed)) continue;
var value = Random.Range (minValue, maxValue);

NewFill (_voronoiMap.GetSeed (seed), value);
count++;
groupCenter += voronoiMap.GetSeed (seed);

}

var groupVal = Random.Range ( chunkSize/2, chunkSize);

groupCenter /= count;
NewFill (groupCenter, chunkSize);

return result;

void Fill (Vector2Int point, int amount)

{
for (int x = point.x - amount; x < point.x + amount; x++)
{

for (int y = point.y - amount; y < point.y + amount; y++)

{

float dist = (point - new Vector2Int (x,
y) ) .magnitude;

int value = (int) (amount - dist);

if (!'groupData.Bounds.Contains (new Vector3Int(x, vy,
0))) continue;

var index = new Vector3Int(x, y, 0) -

groupData.Bounds.min;
if (result[index.x, index.y] >= value ||

result[index.x, index.y] == 0f) continue;

result[index.x, index.y] = value + noise.Apply(x,y)
* Math.Max (1l,value);
}
}

68



void NewFill (Vector2Int point, int amount)
{
float divider = 0.3f;
for (int x = groupData.Bounds.min.x; x <
groupData.Bounds.max.x; x++)

{
for (int y = groupData.Bounds.min.y; y <

groupData.Bounds.max.y; y++)

{
float dist = (point - new Vector2Int (x,

y)) .magnitude;
int value = (int) (amount/ ((dist* divider) + 1.5f));

if (!'groupData.Bounds.Contains (new Vector3Int(x, vy,
0))) continue;

var index = new Vector3Int(x, y, 0) -
groupData.Bounds.min;

if (result[index.x, index.y] >= value ||
result[index.x, index.y] == 0f) continue;
result[index.x, index.y] = value + noise.Apply(x, V)

_2;

}

}
public bool TryGetChunkGroup (int index, out ChunkGroupData group) =>

_chunkGroups.TryGetValue (index, out group);

public bool SwapGroupChunks (int indexl, int index2)
{

if (! chunkGroups.TryGetValue (indexl, out var groupl) ||
! chunkGroups.TryGetValue (index2, out var group2)) return false;
chunkGroups [index2] = groupl;

chunkGroups[indexl] group?2;

return true;

// Kiac BiomoBimanbHMM 3a CTBOPEHHS PiBHSA SKMM CKJIAOAETLCS 3 PO3OI1JBLHUX
OCTPOB1B 3 BMKOPMCTAHHSAM ajITOPMTMYy CTBOPEHHS IlarpamMy BOPOHOTO.
public class MapGeneration : MonoBehaviour
{
public int GroupCount { get; private set; }
public IReadOnlyDictionary<int, GraphNode> Nodes => availableNodes;

SerializeField] private Vector2Int Size = new Vector2Int(16,16);
SerializeField] private Vector2 CellSize = new Vector2(l,1);
SerializeField] private float scale = 1f;

[ ]
[ ]
[ ]
[SerializeField] private float heightScale = 1f;
[ ]
[ ]
[ ]

SerializeField] private Color minColor = new Color(0,1,0);
SerializeField] private Color maxColor = new Color(l, 0, 0);
SerializeField] private int seedCount = 8;

[SerializeField] private int divisions = 1;

[SerializeField] private int DrawChunk = 0;

[SerializeField] private MapMeshGenerator meshGen;
[SerializeField] private PerlinNoiseParams noiseParams;
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[SerializeField] private PerlinNoiseParams _bottomNoiseParams;
[SerializeField] private float rangeTres = 30f;
[SerializeField] private float spacing = 2f;

private float[,] HeightMap= new float[0,0];
private float min, max;

private VoronoiMap _voronoi;

private VoronoiGroup _voronoiGroups;
private WeightChunkGenerator chunkGen;
private GraphNode mapGraph;

private int chunkSize = 8;

private int lastItemIndex = -1;

private int maxSizeIndex = -1;

private Dictionary<int,GraphNode> availableNodes;
void Start ()

{

}

// Update is called once per frame
void Update ()
{

}

// MeTonm CBOpPKE HOBY Maly
[ContextMenu ("Regenerate") ]
public void Generate ()

{

seedCount = divisions * divisions;
Profiler.BeginSample ("Voronoi map Gen");
_voronoi = new VoronoiCellMap (Size, divisions);

_voronoi.Calculate();
Profiler.EndSample () ;

Profiler.BeginSample ("Height map Gen");

HeightMap = new float[Size.x,Size.y];

min = float.MaxValue;

max float.MinValue;

for (int x = 0; x < HeightMap.GetLength(1l); x++)
{

for (int y = 0; y < HeightMap.GetLength(0); y++)
{
HeightMap([x,y] = noiseParams.Apply(x,y);
if (min > HeightMap[x,y]) min = HeightMap[x,v];
if (max < HeightMap[x,y]) max = HeightMap[x,v];
}
}
Profiler.EndSample () ;
Profiler.BeginSample ("VoronoiGroup Gen");
_chunkSize = Size.x / 8;
_voronoiGroups = new VoronoiGroup( voronoi, divisions/2);
Profiler.EndSample () ;

Profiler.BeginSample ("WeightChunkGenerator Gen");

_chunkGen = new WeightChunkGenerator ( voronoi, voronoiGroups,
HeightMap, chunkSize, 0, bottomNoiseParams);

_chunkGen.GenerateChunks () ;

Profiler.EndSample () ;

Profiler.BeginSample ("Mesh Gen");



_meshGen.Setup (_chunkGen, chunkSize);
Profiler.EndSample () ;

//_chunkGen.CreateGroupField(0);
Profiler.BeginSample ("Map Gen");
CreateMap () ;
Profiler.EndSample () ;

}

private void OnDrawGizmos ()

{

if (_voronoi == null) return;

if (_chunkGen == null || _chunkGen.ChunkCount == 0) return;
if (DrawChunk > chunkGen.ChunkCount) DrawChunk = 0;

else if (DrawChunk < 0) DrawChunk = chunkGen.ChunkCount-1;
//var data = _chunkGen.GetChunk (DrawChunk) ;

//Gizmos.color = UnityEngine.Color.white;

//var size = new Vector3Int (data.GetLength(0), data.GetLength (1

data.GetLength(2)):;

//for (int x = 0; x < data.GetLength(0); x++)

)y

z);

A

// for (int y = 0; y < data.GetLength(l); y++)

// {

// for (int z = 0; z < data.GetLength(2); z++)

// {

// var pos = transform.position + new Vector3(x, vy,

// var value = datalx, vy, z];

// if (value == 0) continue;

// Gizmos.DrawWireCube (pos, Vector3.one);

// }

// }

//}

//1if ( mapTree == null) return;

//int lastIndex = mapTree.Index;

// mapTree.Traverse (node =>

/74

// if (node.Parent == null) return;

// var from =

_meshGen.GetGroupTransform(node.Parent.Index) .position;

// var to = meshGen.GetGroupTransform(node.Index) .position;

// Gizmos.DrawLine (from, to);

/1Y)

if ( mapGraph == null) return;

_mapGraph.Traverse ((nodel, node2) =>

{
var from = meshGen.GetGroupTransform(nodel.Index) .position;
var to = meshGen.GetGroupTransform(node2.Index) .position;

Gizmos.Drngine(from, to);

var bounds = meshGen.GetMeshBounds (node2.Index) ;

Gizmos.color = Color.white;

Gizmos.DrawWireCube (bounds.center,bounds.size);
var groupBounds = meshGen.GetGroupBounds (node2.Index) ;

Gizmos.color = Colgr.yellow;
Gizmos.DrawWireCube (groupBounds.center,

groupBounds.size) ;
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private void CreateMap ()

{

Dictionary<int, Vector2> map = new Dictionary<int,

int min = int.MaxValue, max = int.MinValue;
int startPos = 0, first = -1;
foreach (var item in voronoiGroups.Enumerate())
{
if (item.Size == 0) continue;
if (first == -1) first = item.Iteml.Id;
if (item.Size > max)
{
max = item.Size;
maxSizeIndex = item.Iteml.Id;

if (item.Size < min)

min = item.Size;
startPos = item.Iteml.Id;
}
var center = item.Iteml.Center;
var pos = new Vector2 (center.x, center.y);
map.Add (item.Iteml.Id, pos);
lastItemIndex = item.Iteml.Id;
}

GroupCount = map.Count;

_voronoiGroups.SwapGroupCenters (lastItemIndex, maxSizelIndex);

Vector2> () ;

_chunkGen.SwapGroupChunks (lastItemIndex, maxSizelIndex);
_meshGen.SwamGroupPositions (lastItemIndex, maxSizelIndex);

_mapGraph = new GraphNode (first);

var path = Dijkstra( mapGraph,

lastItemIndex, voronoiGroups.GetGroupsAround, (£, s) =>

{

if (! meshGen.TryGetGroupTransform(f, out var aTransform)
! meshGen.TryGetGroupTransform(s, out var bTransform)) return float.MaxValue;

return (aTransform.position - bTransform.position) .magnitude;

1) ;

foreach (var islandIndex in map.Keys)

{

var transform = meshGen.GetGroupTransform(islandIndex);
// OTpMMaHHS MNOUATKOBOI MNO3MI1II OoCTpoBa Ta 3MilleHHA BIiIHOCHO

LeHTPYy Malll.

var initPos = meshGen.GetGroupInitialPosition(islandIndex) - new

Vector3(Size.x / 2f, 0, Size.y / 2f);
// PoscepemxeHHS OCTPOB1B BMKOPMUCTOBYKOUM MapaMeTp spacing

transform.position = new Vector3(initPos.x * spacing, O,

initPos.z * spacing);

}

//Debug.Log ("Path: " + path[0]);

for (int 1 = 1; 1 < path.Count; i++)
{

var pPos = meshGen.GetGroupTransform(path[i-1]) .position;

var Pos = meshGen.GetGroupTransform(path[i]) .position;

Debug.Drawfine(pPos, Pos, Color.red, 10f);
//Debug.Log ("Path: "™ + path[il]);
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var visited = new HashSet<int>(); // Xew rabmuusa sxka MicTurh i1HDexcHu
BimBimaHmx BepmuMH

_availableNodes = new Dictionary<int, GraphNode>() {
[first]= mapGraph }; // CJIOBHMK GKUM MIiCTuUTh 1HIexkCu BepumH rpady Ta
BinonoBinHl BepmmHMU

var graphQueue = new Queue<GraphNode>(); // Uepra 3 BepumMHaMu GKi

noBMHHI OyTM BimBimanHi
graphQueue.Enqueue (_mapGraph) ;

var sort = new List<(int, float)>();

// UMK BUKOHYETBHCS I[NOKM B Uep31 € BeplMHM
while (graphQueue.Count > 0)

{

var node = graphQueue.Dequeue(); // IOicTaeMO BepuUMHY 3 UyepIu

if (visited.Contains (node.Index)) continue; // fKmo BepumHa BXe
BimBimaHa, npomnyckaeMo

var nodeCenter = meshGen.GetGroupInitialPosition (node.Index);

visited.Add (node.Index );
sort.Clear();

// TyT momaeMo y CIMCOK MOXJIMBUX 3'eIHaHb BepuMHM, BilIcTaHb Mix
IKYMMM MeHma Hix rangeTres Ta pebpo Imo gxoi me He icHye.
foreach (var item in voronoiGroups.Enumerate())
{
if (item.Size == 0) continue;
if (node.HasConnection(item.Iteml.Id) ||
visited.Contains (item.Iteml.Id)) continue;
float dist = ( _meshGen.GetGroupInitialPosition(item.Iteml.Id)
- nodeCenter) .magnitude;
if (rangeTres < dist) continue;
sort.Add((item.Iteml.Id,dist));
}
// COpTyeMO CHMCOK MOXJIMBUX BEPUMH 3a BlOCTaH IO BEPUMHU AKY
3apas pPoO3ITJIAIaEMO.
sort.Sort((item,item2) => item.Item2.CompareTo (item2.Item?2));
for (int i = 0; 1 < Mathf.Min(sort.Count,3); i++)
{

var item = sort[i];
if (! availableNodes.TryGetValue (item.Iteml,out var
nearNode) )
{
nearNode = new GraphNode (item.Iteml) ;
_availableNodes.Add (nearNode.Index, nearNode);
}
// Ilomaemo 3B'sa3KkM gKHMO KiJgbkicTh pebep BepumH MeHma 3a 3
if (node.Connections.Count < 3 && nearNode.Connections.Count
< 3)

node.AddConnection (nearNode) ;
}
// IlomaemMo BepUMHY IO YepIu
graphQueue.Enqueue (nearNode) ;

}
// BuInpaBJieHHS HakKJlaleHb OCTPOBI1B OOMH Ha OIHOTO
FixIntersections();
}
// MeTon BMKOHYE YCYHEHHS MEepeTMHY OCTPOBiB
[ContextMenu ("Fix intersections") ]
private void FixIntersections ()

{
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var collisionList = new List<(int, int, float)>();
FindCollisionsOnMap (collisionList);
var iterations = 16;
while (collisionList.Count > 0 && iterations-- > 0)
{
foreach (var collision in collisionList)
{
var aT = meshGen.GetGroupTransform(collision.Iteml);
var bT = meshGen.GetGroupTransform(collision.Item2);
var abiff = (aT.position - transform.position);
var bDiff = (bT.position - transform.position);
if (aDiff.sgrMagnitude < bDiff.sgrMagnitude)
{
Debug.DrawlLine (bT.position, bT.position +
bDiff.normalized * collision.Item3 * 2f, Color.red, 20f);
bT.position = bT.position + bDiff.normalized *
(collision.Item3 + 3f);
Debug.Log ($"Shifted {collision.Item2} group
{collision.Item3}", bT);

}
else
{
Debug.DrawlLine (aT.position, aT.position +
aDiff.normalized * collision.Item3 * 2f, Color.red, 20f);

aT.position = aT.position + aDiff.normalized *
(collision.Item3 +3f);

Debug.Log ($"Shifted {collision.Iteml} group by
{collision.Item3}", aT);

}
}
//Debug.Log ($"Moved {collisionList.Count} groups");
collisionList.Clear();
FindCollisionsOnMap (collisionList) ;

}
}
// MeTon BMKOHYE IOWYK MNEPEeTMHY OCTPOB1B Ta BHOCUTHL maHi y Oybep
private void FindCollisionsOnMap (List<(int, int, float)> buffer)
{

var aroundBuffer = new List<int>(9);

var visited = new HashSet<int>();

foreach (var item in availableNodes.Keys)

{

var centerBounds = meshGen.GetMeshBounds (item);
aroundBuffer.Clear () ;
_voronoiGroups.GetGroupsAround (item, aroundBuffer);

foreach (var group in aroundBuffer)

{

if (! availableNodes.ContainsKey (group)) continue;
var bBounds = meshGen.GetMeshBounds (group) ;
var aPoint = centerBounds.ClosestPoint (bBounds.center);

var bPoint bBounds.ClosestPoint (centerBounds.center) ;

if (!visited.Contains (group) && centerBounds.Contains (bPoint)
&& (aPoint - bPoint) .magnitude > O0f)
{
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}
}

private

visited.Add (item) ;
visited.Add (group) ;
buffer.Add((item, group, (aPoint - bPoint) .magnitude));

List<int> Dijkstra (GraphNode root, int

target,Action<int,List<int>> adjecentGetter, Func<int,int,float>
distanceFunc)

{
var
var
[root.Index]
var

}s

visited = new HashSet<int>();

distDict = new Dictionary<int, (int from,float distance)>() {
= (0,0) }7;
nodeDict = new Dictionary<int, GraphNode>() { [root.Index] = root

var path = new List<int>();

var
var

graphQueue = new Queue<GraphNode> () ;
adjecent = new List<int>(9);

graphQueue.Enqueue (root) ;

while (graphQueue.Count > 0)

{

var node = graphQueue.Dequeue () ;

if (visited.Contains (node.Index)) continue;
visited.Add (node.Index) ;

adjecent.Clear ()

adjecentGetter (node.Index, adjecent);

var distToNode = distDict[node.Index];

foreach (var adj in adjecent)

{

if (!distDict.TryGetValue (adj, out var value))
{
value = (-1, float.MaxValue):;
}
float distNodeAdj = distanceFunc (node.Index, adj);
if (distNodeAdj == float.MaxValue) continue;

if (distToNode.distance + distNodeAdj < value.distance)

{
distDict[adj] = (node.Index, distToNode.distance +

distNodeAdj) ;

}

int

}

if (visited.Contains(adj)) continue;

if (!nodeDict.TryGetValue (adj, out var adjNode)) {
adjNode = new GraphNode (adj);

}

//node.AddConnection (adjNode) ;
graphQueue.Enqueue (adjNode) ;
}

from = target;

while (from != root.Index)

{

var pair = distDict[from];
path.Add (from) ;
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from = pair.from;
}
path.Add (root.Index) ;
return path;

[ContextMenu ("Move end group") ]

private void AdjustEndPosition ()

{
int iterations = 6;
var aroundBuffer = new List<int>(9);
_voronoiGroups.GetGroupsAround (lastItemIndex, aroundBuffer);
var lastTransform = meshGen.GetGroupTransform(lastItemIndex) ;
var fromCenterDir (lastTransform.position -

transform.position) .normalized;

_chunkGen.TryGetChunkGroup (lastItemIndex, out var groupAd);

while (iterations—-- > 0)
{
var aBounds = new Bounds (lastTransform.position, new
Vector3 (groupA.Bounds.size.x*1.5f, groupA.Bounds.size.z, groupA.Bounds.size.y
* 1.5f));

foreach (var group in aroundBuffer)

{

var aPos = lastTransform.position;
if (! meshGen.TryGetGroupTransform(group, out var
bTransform)) continue;

var bPos = bTransform.position;

__chunkGen.TryGetChunkGroup (group, out var groupB);
var bBounds = new Bounds (bPos, new
Vector3 (groupB.Bounds.size.x, groupB.Bounds.size.z, groupB.Bounds.size.y));
Vector3 dif = aPos - DbPos;
float diffMag = dif.magnitude;
var onDiffA = Vector3.Dot(dif, groupA.Bounds.size) / diffMag;
var onDiffB = Vector3.Dot(dif, groupB.Bounds.size) / diffMag;
if (aBounds.Intersects (bBounds))
{
Debug.Log ($"Intersection {group}");

float intersectionDist = ((aPos -
bBounds.ClosestPoint (aPos)) - (bPos - aBounds.ClosestPoint (bPos))) .magnitude
+ 5f;

var shift = intersectionDist * fromCenterDir;

lastTransform.position = aPos + shift;

break;

public Bounds GetBounds (int nodeIndex)
{

return meshGen.GetMeshBounds (nodelIndex) ;

}

public Transform GetTransform(int nodeIndex)
{
return meshGen.GetGroupTransform(nodeIndex) ;
}
public Vector3 GetAvgGroupCenter (int nodelndex)
{
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var groupCenter = voronoiGroups.GetGroupCenter (nodelIndex) ;
var offset = meshGen.GetGroupTransform(nodelIndex) .position + new
Vector3 (groupCenter.x,0,groupCenter.y) ;
return voronoiGroups.GetGroupAverageCenter (nodeIndex) + offset;
}
public int GetSize (int nodelIndex)
{
return _voronoiGroups.GetGroupSize (nodeIndex);
}
public int GetLastIndex()
{

return lastItemIndex;

}

// Kiac gakuii 3B'g3aHui 3 OOUMCIIOBAJILHMM MENIepOM Ta
// Bimmomimae 3a noOymoBY MNOJI1ITOHANBHOIL CLTKM 3 OaHUX BOKCEJI1B
public class MarchingCubes: IDisposable

{
public ComputeShader MarchingShader;

ComputeBuffer trianglesBuffer;
ComputeBuffer trianglesCountBuffer;
ComputeBuffer weightsBuffer;
struct Triangle
{

public Vector3 a;

public Vector3 b;

public Vector3 c;

public static int SizeOf => sizeof (float) * 3 * 3;

float[] _weights;

public int[] triCountByWeights;
private int PointsPerChunk = 8;
private int NumThreads = 2;

public MarchingCubes (ComputeShader marchingShader, int chunkSize,
threads)
{
MarchingShader = marchingShader;
PointsPerChunk = chunkSize;
NumThreads = threads;
CreateBuffers();
}
public Mesh Construct (float[] wvalues)

{
if (values.Length != Math.Pow(PointsPerChunk, 3)) return null;

_welghts = values;
return ConstructMesh() ;
}
Mesh ConstructMesh ()
{
// 3Banmaemo Bybepu mermepa
MarchingShader.SetBuffer (0, " Triangles", trianglesBuffer);
MarchingShader.SetBuffer (0, " Weights"™, weightsBuffer);

MarchingShader.SetInt (" ChunkSize", PointsPerChunk);
MarchingShader.SetFloat (" IsoLevel", .5f);

int
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// BcraHOBJIEMO B Oybep maHl 3 BOKCeEJSAMM
_weilghtsBuffer.SetData ( weights);

_trianglesBuffer.SetCounterValue (0);

// BMKOHYEMO MNOporpaMy menmepa
MarchingShader.Dispatch (0, PointsPerChunk / NumThreads,
PointsPerChunk / NumThreads, PointsPerChunk / NumThreads) ;

Triangle[] triangles = new Triangle[ReadTriangleCount()];
_trianglesBuffer.GetData (triangles); // OTpmMaHHA HaHMX 3

TPUKYTHUKAMN

return CreateMeshFromTriangles (triangles);

int ReadTriangleCount ()
{
int[] triCount = { 0 };
ComputeBuffer.CopyCount (_trianglesBuffer, trianglesCountBuffer,

0);
_trianglesCountBuffer.GetData (triCount);
return triCount[0];
}
// MetTon gxuii BinmoBimae 3a CTBOPEHHS MOJIITOHAJIBHOL CIiTKM 3 HAaHUX [IPO
TPUKY THUKA
Mesh CreateMeshFromTriangles (Triangle[] triangles)
{
Vector3[] verts = new Vector3[triangles.Length * 3];
int[] tris = new int[triangles.Length * 3];

for (int i = 0; i < triangles.Length; i++)

{

int startIndex = i * 3;
verts[startIndex] = triangles[i].a;
verts|[startIndex + 1] = triangles[i].b;
verts[startIndex + 2] = triangles[i].c;
tris[startIndex] = startIndex;
tris[startIndex + 1] = startIndex + 1;
tris[startIndex + 2] = startIndex + 2;

Mesh mesh = new Mesh({();
mesh.vertices = verts;
mesh.triangles = tris;
mesh.RecalculateNormals () ;
return mesh;

void CreateBuffers/()

{

_trianglesBuffer = new ComputeBuffer (5 * (PointsPerChunk *
PointsPerChunk * PointsPerChunk), Triangle.SizeOf, ComputeBufferType.Append);
_trianglesCountBuffer = new ComputeBuffer(l, sizeof (int),

ComputeBufferType.Raw) ;
_weightsBuffer = new ComputeBuffer (PointsPerChunk *

PointsPerChunk * PointsPerChunk, sizeof (float));

}

public void Dispose ()
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_trianglesBuffer.Release();
_trianglesCountBuffer.Release();
_weilghtsBuffer.Release();

II'POBA JIOT'IKA

// BasoBuM KJlAC WTYYHOTO 1HTEJeKTY
public class UnitAIBase:MonoBehaviour

{
public HealthModule Health => healthModule;

HealthModule healthModule;
protected NavMeshAgent agent;

[SerializeField]
[SerializeField]

protected Vector3 currentDestination;

protected virtual void Awake ()

{
// 30epexeHHA MOYATKOBOI TOUKU AK L1Jb PYyXy
currentDestination = transform.position;
healthModule.OnRecieveDamage += HealthModule OnRecieveDamage;

}

protected virtual void OnDestroy () { }

protected virtual void Update ()

{

var diff = transform.position - currentDestination;

// SAxmo BicTaHb MiX NOTOYHOKN 1 LIJBOBOKN MO3UIico Oijpme 3a 2 areHT

noumMHae pyx no misi
if (diff.sgrMagnitude < 2)
UpdateAgentTarget () ;

return;

}
protected virtual void HealthModule OnRecieveDamage (float health,

damage, Vector3 pos) { }
protected virtual void UpdateAgentTarget ()
{
if (l'agent.isOnNavMesh) return;
agent.SetDestination (currentDestination);
}
public virtual void SetSpawn (Vector3 spawn)
{
false;
spawn;
spawn;

agent.enabled =
currentDestination =
transform.position =
agent.enabled = true;

}

// Kijac mTydyHOTO 1HTEeJIeKTY AKUM HAOIMKaAaeTbCd OO Lijil mia arakm

public class MeleeAl:
{
[SerializeField]
[SerializeField]
[SerializeField]

UnitAIBase

LayerMask searchLayer;
AttackModule attackModule;
protected AnimationController anim;

float
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private const float targetUpdatelnterval = 0.2f;
private float targetUpdateElapsed;

private float serachInterval = 1f;
[SerializeField] private float serachRadius = 15f;

private float searchElapsed;

private Collider[] searchBuffer = new Collider[12];

protected HealthModule enemyHealth;

private Quaternion? targetRotation;

private float distanceForSnap = 4f;

[SerializeField] private float rotSpeed = 360f;
[SerializeField] private float maxRotSpeedMult = 2f;
private float rotSpeedMult = 1f;

private bool canAttack = true;

private bool canMove = true;

private Vector3 lastPosition = Vector3.zero;
protected override void Awake ()
{
base.Awake () ;
attackModule.AttackPerformed += AttackModule AttackPerformed;

private void AttackModule AttackPerformed /()
{

SetMovement (true) ;

protected override void Update ()

{
if (!enabled) return;
_searchElapsed += Time.deltaTime;
_targetUpdateElapsed += Time.deltaTime;

// Tlomyk BOpPOT1B
if ( searchElapsed >= serachInterval)
{
_searchElapsed = 0;
SearchForEnemy () ;
}
// Pyx mo uimi
if (_targetUpdateElapsed >= targetUpdateInterval)
{
UpdateTarget () ;
_targetUpdateElapsed = 0;

if ( targetRotation.HasValue)
transform.rotation =
Quaternion.RotateTowards (transform.rotation, targetRotation.Value, _rotSpeed

* rotSpeedMult * Time.deltaTime);

var speed = (transform.position -
_lastPosition) .magnitude/Time.deltaTime;
_lastPosition = transform.position;
anim.UpdateMovementSpeed (speed / agent.speed);
}
private void SearchForEnemy ()

{

int overlaps = Physics.OverlapSphereNonAlloc (transform.position,
_serachRadius, searchBuffer, searchlayer, QueryTriggerInteraction.Ignore);
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for (int 1 = 0; 1 < overlaps; i++)
{
if (!searchBuffer[i].TryGetComponent (out HealthModule
health)) continue;
if
('attackModule.TargetCategory.HasFlag (health.TargetCategory))
_enemyHealth = health;
break;

continue;

}
private void UpdateTarget ()
{

if (_enemyHealth == null) return;
var enemyPos = enemyHealth.transform.position;
var dir = enemyPos - transform.position;

// AKmo LiJib B S0HL aTakM, IIOUMHAEMO aTakKy
if (attackModule.IsInRange (enemyPos, out var distance))
{

_rotSpeedMult = maxRotSpeedMult;

dir.y = 0;

_targetRotation = Quaternion.LookRotation(dir);

if (attackModule.CanAttack())

{

SetMovement (false) ;

_canAttack = false;

if (attackModule is SyncronizedAttackModule)
attackModule.StartAttack() ;

else

anim.StartAttack(() =>

{
//Debug.Log ("Attack performed"™, this);
attackModule.StartAttack() ;
SetMovement (true) ;

1)

return;

}
}

if (distance <= _distanceForSnap)

{

_rotSpeedMult = maxRotSpeedMult * (1 - distance /
_distanceForSnap);
dir.y = 0;
_targetRotation = Quaternion.LookRotation (dir);

}

else targetRotation = null;

if (attackModule.IsInApproachRange (enemyPos, out distance))

return;

currentDestination = transform.position + dir *
(distance/dir.magnitude) ;

UpdateAgentTarget () ;

}

private void OnDrawGizmosSelected ()

{

Gizmos.color

Color.white;
Gizmos.DrawWireSphere (transform.position, serachRadius);
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protected override void HealthModule OnRecieveDamage (float health,

float damage, Vector3 pos)
{
if (health > 0) return;
enabled = false;
}
protected void SetMovement (bool enabled)
{
agent.isStopped = !enabled;
}
}

// KOMIOHEeHT gKui BinnoBimae 3a 3m0poB'sa

public class HealthModule:MonoBehaviour

{
public event Action<float> OnHealthChange;
public event Action<float, float, Vector3> OnRecieveDamage;
public event Action<float, float> OnRecieveHeal;
public float Health => health;
public float MaxHealth => maxHealth;
public TargetCategory TargetCategory => targetCategory;

[Header ("Health base")]

[SerializeField] protected TargetCategory targetCategory;
[SerializeField] protected float maxHealth;
[SerializeField] protected float health;

protected virtual void Awake ()

{

_health = maxHealth;
}

public void GetHit (float damage, Vector3 pos)
{
if (!enabled || _health == 0) return;
_health -= damage;
if (_health < 0) health = 0;
OnRecieveDamage?.Invoke (_health,damage, pos);
OnHealthChange?.Invoke (_health);
}
public void Heal (float value)
{
if (!enabled || _health == 0) return;

_health += value;
if (_health > maxHealth) health = maxHealth;
OnRecieveHeal?.Invoke ( _health, value);
OnHealthChange?.Invoke( health);

}

public void ChangeMaxHealth (float maxHealth)

{

_maxHealth = maxHealth;
OnHealthChange.Invoke (_health);

// KoMIIOHEHT gKuMi BilomoBimae 3a 3OilMiCHEHHS aTakK Ta HAHECEHHS WKOIMU
public abstract class AttackModule:MonoBehaviour
{
public virtual event Action AttackPerformed;
public TargetCategory TargetCategory => targetCategory;
public LayerMask HitMask => hitMask;
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[SerializeField] protected TargetCategory targetCategory;
[SerializeField] protected float attackDamage;
[SerializeField] protected float attackInterval;

[SerializeField] protected LayerMask hitMask;
protected float attackCooldown;

private float baseDamage;
private float baselnterval;

// MeTonm moyaTKy aTaku

public virtual void StartAttack()
{

if (!CanAttack()) return;
PerformAttack() ;
attackCooldown = attackInterval;

}
protected abstract void PerformAttack();
public bool CanAttack()
{
return attackCooldown <= 0;
}
protected virtual void Update ()
{
attackCooldown -= Time.deltaTime;
}
// Meron Akui BiAmoBimae 3a HAHECEHHS WKOOM Lijiam
protected virtual bool TryApplyDamage (HealthModule health)
{
if (!targetCategory.HasFlag(health.TargetCategory)) return false;
health.GetHit (attackDamage, GetAttackPosition());
return true;
}
public abstract Vector3 GetAttackPosition();
public abstract bool IsInRange (Vector3 targetPos, out float
distance) ;
public virtual bool IsInApproachRange (Vector3 targetPos, out float
distance)
{
return IsInRange (targetPos, out distance);
}
public virtual void UpgradeValues ()
{
if ( baseDamage == 0)
{
_baseDamage = attackDamage;
_baseInterval = attackInterval;
}
attackDamage = PlayerData.GetBuffedValue ( baseDamage,
Effect.AttackDamage) ;
}
}

// KOMIIOHEHT OJMXHBOIL aTaku
public class MeleeAttackModule : AttackModule
{
public override event Action AttackPerformed;
[SerializeField] protected Vector3 attackOffset = Vector3.forward;
[SerializeField] protected Vector3 hitBoxSize = Vector3.one;
private Collider[] attackBuffer = new Collider[6];
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protected override void PerformAttack()

{

var boxPosition = transform.position + transform.rotation *

attackOffset;

int hits = Physics.OverlapBoxNonAlloc (boxPosition, hitBoxSize /

2, _attackBuffer, transform.rotation, hitMask,
QueryTriggerInteraction.Ignore);

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

{

if (! attackBuffer[i].TryGetComponent (out HealthModule

module)) continue;
TryApplyDamage (module) ;
}

AttackPerformed?.Invoke () ;
}

private void OnDrawGizmosSelected ()

{

var boxPosition = transform.position + transform.rotation *
attackOffset;

Gizmos.color = Color.red;

//Gilizmos.matrix = transform.localToWorldMatrix;

Gizmos.DrawWireCube (boxPosition, hitBoxSize);

}

public override Vector3 GetAttackPosition ()
{

return transform.position;

public override bool IsInRange (Vector3 targetPos,
{

out float distance)

var diff = (transform.position + transform.rotation *

attackOffset) - targetPos;
distance = diff.magnitude - hitBoxSize.z/2;

return distance <= 1f;
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