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PE®EPAT

PoGota mictuth: 61 cTOpiHKa OCHOBHOTO TEKCTY, 18 cTOpiHOK Aomatkis, 10

PHUCYHKIB, 13 BUKOPUCTAHUX JIKEPE.

B GakanaBpchKiil AUMIIOMHINA POOOTI PO3TISTHYTO MPOLIEC CTBOPEHHS
MPOTOTHUITY ITPOBOTO 3aCTOCYHKY 3 BUKOpHCTaHHAM pyurisi Unity. Byna npuninena
yBara apxiTeKTypi IporpaMHOro 3a0e3rnedyeHHs, peatizaiii irpoBUX MEXaHiK Ta

BUKOPHCTAHHIO CYYaCHHUX MIAXO/IIB IO PO3POOKH.

Jjis yCHIIIHOTO TOCSTHEHHS MOCTaBIEHOI METH OYB MPOBEICHUI aHAI3
YCHIIIHUX ITPOBUX MPOEKTIB y skaHpi roguelike Ta po3ryisiHyTi pi3HI apXiTEKTYPHI
nigxoau. byno 3actocoBano irposuii pymriii Unity Ta MoBy nporpamyBanns CH#.

Pe3ynbTatom po60TH CTaB pO3MIMPIOBAHUNA TPOTOTUII TPUBUMIPHUN 1TPOBOTO

3aCTOCYHKY C peaji30BaHUMH CUCTEMaMU YTIIPaBIiHHS MEPCOHAXKEM, IITYUYHOTO

1HTEJIEKTY BOPOTiB, O0MOBOT B3aEMOI11, MOIIYKY HIIAXY.
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BCTYII

[HaYCTpisg KOMIT IOTEPHHUX 1TOp — 11€ JUHAMIYHE CEPETOBHILE, SIKE TOCTIHHO
PO3BHUBAETHCS Ta BUAO3MIHIOETHCS. BOHA 0XOMITIOE pi3HI XKaHPH, TIATHOPMU Ta
TexHoJjorii. CydacHi irpu CTaroTh yce CKIaIHIIINMH Ta O1IbII IHTEpAaKTUBHUMU
3aBJISKH PO3BUTKY TpadidHOi TEXHIKH, IITYYHOTO IHTEJIEKTY Ta MEPEKEBUX
MOkIMBOCTEN. OCTaHHIM YacoM 1rpoBa 1HAYCTPis 30UIbIIYE CBOIO YACTKY Ha PUHKY 1

CTa€ MOMYJISIPHILIOIO.

Po3pobxa irop moeanye B co01 6arato pi3HUX rainy3eil 3HaHb —
HporpaMmyBaHHsI, AU3aiH, ICUXOJIOTiI0, MATEMATHUKY Ta iHIIi. BUpoOHULITBO Ipu — 1€
CHUCTEMAaTHU30BaHUN MPOLIEC, SIKUI Mae Oararto eraris, Bif i€l no myomikamii. B
poOoTi Oy1yTh MpoaHai30BaHi i€l 3 MOMyIIPHUX MPOEKTIB Ta OMUCAH1 Pi3HI METOIU

PO3POOKHU.

[Ipu aHasi31 KOHKPETHUX 1TOP BXKJIMBO BUIUIMTH 1XHI MEXaHIKH, CTUIIb
yrOpaBiiHHS, (13UKY Ta iHIIE. barato irop BUKOPUCTOBYIOTh CX0K1 MEXaHIKU
nepecyBaHHs, CTPUIHOM Ta B3a€MO/IIT 3 00’ €KTaMU TOIIO. AHaI3 MOMYJISIPHUX
MIPOEKTIB JI0NIOMAara€ BU3HAYMUTH KIIFOYOBI €JIEMEHTH, SIKI pOOJISITh TPy YCHIIITHOIO,

I[IKaBOIO Ta 3aXOIUTMBOIO JIJISl TPABIIIB.

Mertoro OakanaBpchKoi KBami(ikaiiifHOT poOOTH € TOCTIIKEHHS Cy4YaCHUX
M1X0/11B 0 MPOEKTYBAHHS ITPOBUX CUCTEM, apXITEKTYPHUX PIllIeHb 1 TATEPHIB,
aHami3 reiman3ainy. Y poOoTi Oyae po3riasHyTO Pi3HI MapagurMu, METOOJIOTIT Ta
naTepHH, IO TO3BOJIIOTH Kpallle CTPYKTYPYBAaTH KOJI 1 CIIPOIIYIOTh HOTO MIATPUMKY.
Takox OyJe mpoaHai30BaHO PIIICHHSI, SKi BAKOPUCTOBYIOTHCS B IOMYJIIPHIX

ITPOBUX MPOEKTAX.

3aBiaHHAM POOOTH € CTBOPEHHSI HA OCHOBI HA0YTUX 3HaHb MPOTOTHITY
IrPOBOT0 3aCTOCYHKY 3 BUKOPUCTAHHSIM CYYaCHHUX IT1JIXO/IIB Ta IHCTPYMEHTIB.
HeoOxiaHo noOynyBaTH THYyUYKY apXITEKTypy Ta, CIUPAIOUMCH HA aHAJ3 MOMYJIIPHUX

pillieHb, peaji3yBaTH PI3HOMAaHITHI IrPOBI MEXaHIKHU.



1. AHAJITUYHUAM OTJIsI ]

1.1 BuOip pyuis

JInst cripoliieHHsI CTBOPEHHS Irop pO3pOOHUKH BUKOPUCTOBYIOTH ITPOBI PYIIIIi, SIK
OCHOBY IS MPO€EKTIB. ToMy mepiil 3a Bce Tpeba BUBHAYUTUCH 3 CEPEIOBUIIIEM
pO3po0OKH, 00 B LHOTO 3a1E€KUTh €PEKTUBHICTD PO3POOKH, 31aTHICTH 11 MIATPUMKHU
y TOAAJIbIIIKN po3po0Ill Ta ii KiHIeBa sAKiCTh. CepeToBHIle MOBUHHO OYTH THYYKUM
Ta, 0a)kaHO, MaTH BENIMKUN (QYyHKIIOHAN KU MOXKe OyTH HEOOX1THUHN AJis

KOHKPCTHHX 3aaa4.

1.1.1 Godot Engine
Godot Engine - 1ie 6aratopyHKI10HAIBHUN KPOCTLIATGOPMHUHN Py JIst
ctBopeHHs 2D ta 3D irop 3 eauHuM iHTepdeiicom. Bin Hagae moBHui Habip
3araJbHUX 1HCTPYMEHTIB, II00 KOPUCTYBaul MOTIIN 30CEPEAUTUCS HA CTBOPEHHI irop.
Irpu MOXHa eKCIOPTYBAaTH Ha HU3KY TIATGOPM, BKIFOYAIOYH OCHOBHI HACTIJIBHI
miatdopmu (Linux, macOS, Windows), Mo61bHI miatrgopmu (Android, 10S), a

TaK0X BeO-Tu1aT(opmu Ta KOHCOJI.

OcHoBHOI0 TiepeBaroro godot € oro 6€3MmIaTHICTh 1 BIAKPUTUNA BUXIAHUMA KO 3
ninensiero permissive MIT license. Uepes 11e py1niii ctaB momyJsipHUA cepent
CHUIBHOTH 1H]11 PO3POOHHUKIB, SIKI MAIOTh JOCUTH OOMEKEHUN OI0IKET pO3poOKH , 60
HE Ma€ HeOOX1THOCTI TUIATUTH POSUITI 3 TpoiaxkiB. Po3podka godot moBHICTIO
He3aJIe)KHa Ta KEPYETHCSI CIUTLHOTOIO, 1110 T03BOJISIE KOPUCTYBayaM JIOTIOMOTTH

chopMyBaTH CBiil MEXaHI3M BiIMOBIIHO 0 iXHIX OYIKYBaHb.

3aranbpHa apXiTeKTypa pyluis noOya0BaHa HABKOJIO KOHIIETIIT JepeBa 3
HacJiyBaHux ciieH. KojkeH enemMeHT ciieHH (BYy30J1, HOJ), B OYIb-SIKWi MOMEHT caM
MO’K€ CTaTH MOBHOIIIHHOIO CIEHO0. TOX ImpH po3poO1l MOKHA JETKO 3MIHIOBaTH
MOBHICTIO BCIO apXITEKTYpPy MPOEKTY, POIIUPIOBATH 11 PyHKIIOHAT B OyAb-KY

CTOPOHY Ta IMpaIlOBaTH 13 KOMIUIEKCHUMH CIIEHAMH Ha PiBHI MIPOCTUX aOCTPaKIIIM.



Bci irpoBi pecypceu, Bif CKpHUIITIB 10 rpadiyHUX acCeTiB Ta irPOBUX CIICH,
30epiraloThCs B TEIIl MPOEKTY SIK 3BUYANHI (paiiiv Ta HE € YaCTHHOIO CKJIQIHOI 0a3n
JaHUX MPOEKTY. Pecypcu, 110 He ABISIOTh COO0K0 KOMIUICKCHUX JTaHWUX, HATTPUKIIA]
CKPHUIITH Ta CIICHH, HA BIJIMIHY BiJl MOJIEJICH Ta TEKCTYP, 30€pIraloThCsl y MPOCTUX
TekcToBUX (popmatax. Li pimeHHST JO3BOJISIIOTH 3HAYHO CIIPOCTUTH PI3HUM

KOMaHJiaM pO3pOOHMKIB MPaLIOBATH 3 CUCTEMaMU KEPYBAaHHSI BEPCIil.

Hanucanns koay 3aiicHioeTsest Ha GDScript a6o va C#. GDScript €
BHCOKOPIBHEBOIO IHTEPIPETOBAHOIO MOBOIO 3 HEOOOB'SI3KOBOIO CTATHUHOIO
tunizauiero. Cunrakcuc HaauxuyTuit Python, ogaak GDScript He ocHOBaHMIT Ha

HbOMY. TaKoX € MOKJIUBICTb po3p00KH Ha C# 3 MOBHOIO MIATPUMKOIO CHHTaKCHUCY Ta

bynxkuin C# 12.0.

1.1.2 Unreal Engine
Unreal Engine — 1ie irpoBuii py1iii, 1mo po3po06isennii kommnaniero Epic Games.
Py1miii migTpumMye po3poOKy 11st pizHux miatdopm, Bkiatoyatoun 1K, konconi,
MOO1UIBHI TIPUCTPOT Ta BIPTyaIbHY PEATbHICTh. 3 MOMEHTY CBOT'O MEPIIOTO BUITYCKY B
1998 porii, Unreal Engine mocTiiiHO €BOJIOII0OHYBAB, MPOMIOHYIOYN PO3POOHUKAM

HOBI IHCTPYMEHTH Ta MO>KJIUBOCTI.

['omoBHoM nepeBaroro Unreal Engine € BOy10BaH1 IHCTpYMEHTH 1S
CTBOpPEHHS BUCOKOSKICHOT rpadiku, TOMyY el PYIIii 4aCTO BUKOPUCTOBYETHCS
BEJIMKUMU KOMOaHisIMu 1711 AAA NPOEKTIB 3 BUCOKUMU BUMOTaMH 10 Bi3yalbHOI
CKJIaJI0BOi. [0 HEOJ1KIB MOYKHA BIAHECTH HEOOX1AHICTD Jj1s1 KOM(pOPTHOI poOOTH 3
PYILIIEM MOTYKHOTO armapaTHOTo 3a0e3MeYeHHS SIK 31 CTOPOHH PO3pOOHHUKA, TaK 1 AJIs

TPaBIIiB.

Jloriky MoHa peanizoByBaTH 3a qonomororo Blueprints abo C++. Blueprints —
1€ Bi3yaJibHa CKPUIITOBA CUCTEMA, SIKA 03BOJISIE CTBOPIOBATH JIOTIKY T'pu 0€3
HanvcaHHs koxy. Xoua Blueprints ciporniyroTs mporiec po3poOKH, AJisi IOBHOTO
BUKOpUCTaHHs MoxkuBocTer Unreal Engine 6axxano matu 3HaHHA C++ Ta JOCBIT Y

nporpaMyBaHHi. Y ci €JI€MEeHTH ITPOBOTO PYIIis MPEACTABICH] Y BUTIIAA1 00'€KTIB, IO
6



MarTh Ha0lp XapaKTEPUCTHK 1 KJ1ac, IKUi BU3Havyae A0CTynHI GyHKIii. CBO€EO

4eproro, Oy 1p-sIKuil KJac € JOYIpHIM KJIacoM object.

1.1.3 Cryengine
CryEngine — 11e moTy>xHU# IrpoBuUH pyIiii, po3poodseHuit kommnaniero Crytek,
KU BUKOPUCTOBYETHCS JJISl CTBOPEHHS BUCOKOSKICHUX BiJICOIrop 13
(dhoTopeanmicTHIHO TpadiKor0 Ta CKIIAJHO (13UYHOI0 CUMYJIsLicr0. Briepiie
npencrasiaeHuit y 2002 pori sik TexHosoriyHa ocHoBa s rpu Far Cry, BiH 3rogoM
NEPETBOPHUBCS B aBTOHOMHHI MPOIYKT, 110 MOCTIHHO PO3BUBAETHCS Ta AAANTYEThCS

JI0 Cy4YaCHMX BUMOT IrpOBOi IHIYCTPIi.

OcHoBHo ocobnuBicTio CryEngine € ioro rpadgigHi MOXIMBOCTI, 30KpemMa
HiATPUMKA I100ATEHOTO OCBITICHHS, PEAICTUYHHUX TIHEH, CKJIQIHUX CUCTEM
YACTHUHOK 1 MepeoBUX ePEeKTIB peHACPUHTY. PyIiIiii akTHBHO BIPOBAIKYE
TEXHOJIOTII0 TpacyBaHHS MPOMEHIB, 110 T03BOJISIE JOCIATATH BUCOKOTO PiBHS
JeTam3alli Ta pealicCTUYHOCT] Y Bi3yaJIbHOMY BiJOOpaX€HH1 CIIeH. 3aBISIKU
BUKOPHUCTAHHIO aIrOpUTMIB (i3uaHO KopekTHOro peHaepunry (PBR) CryEngine

3a0e3neyye TOUYHE BIATBOPEHHS MaTepiaiiB 1 OCBITICHHS B PEXKHUMI PEaTbHOTO Yacy.

[Ile omHIM BaXTMBUM KOMITOHEHTOM € BOyZ0BaHa cucTema (i3uKH, 1110
6azyetbes Ha PhysX Ta BnacHux texHosorisx Crytek. Bona miarpumMye po3paxyHOK
pEeaNiCTUYHHUX B3a€EMOJIN MiXK 00'€KTaMu, pyHHYBaHHS CTPYKTYP Ta MOJICTIOBAHHS
CKJIaJHUX (P13UYHUX e(EeKTIB, 0 OCOOIMBO BaXKJIUBO AJIS ITyTEPiB, MPUTOAHUIIBKUX 1
irop-cumyJasatopiB. Kpim Toro, py1iif Mae mpoCcyHyTy CUCTEMY aHIMAIlii, 110
HIATPUMYE K MPOLIETYPHY T€HEPALIII0 PYXiB, TaK 1 pydHY 00pOOKY KIFOUOBUX

KaJIpiB.

VY cyuacHux Bepcisix CryEngine Hafae mmpokuii HaOlp iHCTPYMEHTIB /IS
PO3p00OKH, 30KpeMa IHTerpoBaHe cepenoBuile po3podku (Sandbox), cuctemy
Bi3yanpHOro nporpamyBanHs (Flowgraph) ta miaTpumMKy 30BHIIIHIX MOB
nporpamyBaHHs, Takux sk C++ 1 C#. L{e poOUTh HOTO 3pyYHUM JIJIsl BAKOPUCTAHHS

K MPOQPECITHIUMHU CTYAISIMH, TaK 1 HE3aJEKHUMU PO3POOHUKAMHU.



[Tompu 3nauni nepeBaru, CryEngine mae nmeBHI HEIOIIKH, CEPE]T IKUX
CKJIaIHICTh OCBOEHHS Yepe3 BEIHUKY KUIbKICTh HAJAIITYBAaHb Ta BUCOKI BUMOTH JI0
anapatHoro 3abe3neueHHs. OHaK BiH 3QIMIIAETHCS OAHUM 13 POBIIHUX
THCTPYMEHTIB y cdepi po3poOKH BiJICOIr0p 3aBISKH CBOIM IpadiyHUM MOKIUBOCTSIM,

THYYKOCTI Ta IOCTIHHUM OHOBIEHH:M Bijg Crytek.

1.1.4 Unity

Unity — ne 6araromnatdopMoBuUil iIrpoBHii pyiIiid, po3po0IeHN KOMIAHIEIO
Unity Technologies, sikuii IIMPOKO BUKOPUCTOBYETHCS JIJIs1 CTBOPEHHS
IHTepaKTUBHMX JOAATKIB Ta BiJeoirop. 3 MOMEHTY cBoro 3amycky y 2005 porii, Unity
3100YB MOMYJISIPHICTD cepell pO3POOHHKIB 3aBSKH CBOIM TOCTYITHOCTI Ta IIUPOKOMY
criekTpy MoxJuBocTel. Unity sk ¥ 1HIII IepepaxoBaHi pyIii €
OaraToriatopMOBUM 1 MIATPUMYE PO3POOKY JIJIsl PI3HUX IUIATPOPM, BKIIOUAIOUU
Windows, macOS, Linux, i10S, Android, a Takox irpoBi koHcouti, Taki sik PlayStation

Ta Xbox.

Maifxe nmojioBUHa BCIX irop Ha miaatdopmi Steam po3poOJieHi 3a JOIOMOT0I0
pyurist Unity, 110 CBIAYXTH IPO HOr0 MOMYJISIPHICTD Cepell 1HA1-PO3POOHHKIB Ta
Benukux cTyaii. Unity Mae BIacCHUN Mara3uH pecypciB Ta IUIariHiB, /e po3pOOHUKU
MOXKYTh Ipua0aTH a00 OE3KOIITOBHO 3aBaHTAXXUTH PI3HOMAHITHI PECYpPCH JJIsl CBOIX

MPOEKTIB, IO 3HAYHO CKOPOYYE Yac pO3pPOOKH.

CkpunToBa cucTeMa irpoBOro pyIisi HIATPUMYE AEKIJIbKa CKPUITOBUX

OCKEeH/I1B TSI KOMIUIALIT CKpUunTiB. [1iArpuMoBaHO0 MOBOIO MporpamyBaHHs € C#.

Benuka kiapKicTh HanpanboBaHoi 3a 20 poKiB JOKyMEHTAIlli, ypOKiB, MOJYJIIB,
610mi0Tek Ta pecypci poOsaTs Unity yHIBepCalIbHUM, IPOCTUM B OCBOEHHI Ta

3pYYHHUM PYIIIEM, IKHH 0OUPaIOTh JIJISl MPOEKTIB HEBEJIMKOIO Ta CEPEIHBOTO

po3Mipy.

Bci Buiie onucani cepeioBuiIla € MOMyJISIPHUMHU cepell po3poOHuKiB. KoxHe 3

HUX 3aiiMae CBOIO Hillly il 1010 pUHKA. PUHOK IHCTPYMEHTIB U1 PO3POOKH irop



po3BuBaeThcs. Hanpukitan, irposa komnanis CD Projekt BigmoBuiacs Big po3poOku
Ta MATPUMKHU CBOTO BiacHOro pyirist REDengine B ToMy 4Mcii uepes 110 IpUYuHY,
CTBOPIOBATH HOBI MPOEKTH KOMITaHis BUPIIIUIIA HA JIETIIOMY B OCBOEHHI Ta
BUKOpUCTaHHI 711 HOBUX poOiTHHKIB Unreal Engine. ToMy mjist irpoBux cTyaii

OCHOBHUMHU KPHUTEPISIMU BUOOPY PYILIs € HACTYIIHI:

- ApanTanis pyuris 111 po3po0KH Ha IIIbOBIN 1atdopmi;
- HasBHicTs qocBiqueHnX (HaxiBINB 3 TEXHOJIOT] y 1mITaoi;
- Tlopir Bxoay pyurist AJisi HAHHATTS HOBUX CHIBPOOITHUKIB;
- BOynoBanwuii Bizya;

- JlogaTkoBi mOC/IyTH, HAIIPUKJIIAJI, XMapHI TEXHOJOT1i a00 3ac00M aHaIITUKHU.

bazoBa kommnekraris pymris Unity He nepeBaHTa)keHa BEJIMKOIO KiJIbKICTIO
(GyHKITH, K1 IEpEeXOIUIIM Bl CTapUX BEPCiH, ajie B HhOMY € BCE HEOOX1IHE IS
noyatky podotu. Takox 3a HeoOXigHOCTI Unity MOKIIMBO PO3KPHUIIINTHU 32
JOTIOMOT'0}0 CTOPOHHIX IIJIariHiB YM HAMKCATH PO3LUIUPEHHS CAMOTYXKKH. Y pyIis
HU3BKHUU TOPIT BXO/Y, OXOIUTIOE MakKe BC1 MOMYJIApHI I1aTGopMu i migiiae 1is
MPOEKTY HAJl IKUM OyJie MpaIloBaTH HEBEJIMKA KoMaH1a abo oHa JitouHa. Tomy
pymiit Unity Bosojie 6amaHncoM MK (PYHKITIOHAJIBHICTIO Ta IOCTYIHICTIO 1

BIJINTOBI/Ia€ BUMOTaM MallOyTHBOTO MTPOEKTY.

1.2 MeToao.aorii po3po0ku
[cHyIO0TB pi3H1 METOIU MPOEKTYBAHHS KOMIT I0TepHUX irop. Koxken mae cBoi
HeJI0NMKY Ta nepesaru. [Ipu noTpuMaHHi OJIHIET METOI0JIOT1 po3poOKa
PO3TOPTAETHLCS MIBHUIIKO, aJie HMOBIPHO, IO KIHIIEBUI MPOAYKT OyJe MEHII SIKiCHUM,
a0 SKIO, HAPUKJIIAJ, CIIAYBATH 1HIIM METOA0MOT1], TO BUHUKAE MpobaemMa
yIpaBJIiHHS MPOEKT Yd MOTO TEPMIHU OyAyTh cTiKaTh. BynyTe onucani Ta
MpOoaHaIi30BaHi rOJIOBHI METOAM PO3POOKH 1rop Ta iICHYI0UI MPOOIeMH pPO3pOOKH, K1

iX BUPILIYIOTb.



1.2.1 Bopocnagna moeJb
Bonocnagna mozens, abo KackaaHa MOJENb, € OJHIEI0 3 HACTapIKX 1
HAWBIJOMIIIUX METOAO0JIOTI po3poOKu mporpamHoro 3abe3neueHHs. Bona
XapaKTepU3y€EThCs TOCTIIOBHIM BUKOHAHHSAM €TalliB, Jie KO)KeH HACTYTHUI eTarl
MOYMHAETHCS JIUIIIE MICTS 3aBepIleHHs nonepeaHnboro. OCHOBHI (a3u 1iei Moaeni
BKJIFOYAIOTh: 301p 1 aHaJli3 BUMOT, ITPOEKTYBAHHS CUCTEMH, pealizallito, iHTerparito

Ta TECTYBaHHS, PO3TOPTAHHS Ta TEXHIYHE OOCITYTrOBYBaHHS.

[TepeBaramu BogocmagHOi MOJIE € i mpocTa CTPyKTypa Ta 4iTKa
MOCIIIJIOBHICTD €TalliB, 1110 MOJETIIY€E YIPaBIIHHSA MPOEKTOM 1 KOHTPOJIb 3a HOTO
BUKOHaHHAM. KoskeH eTam Mae netanbHy JOKYMEHTAIIO, IO CIPHUsIE KPAIoMy
PO3YMIHHIO MPOEKTY Ta MOJIETIIYE HOT0o CynpoBia y MailOytabomy. Llg Mmonens
M1IXOIUTh JJIs MPOEKTIB 3 YITKO BUBHAYCHUMU Ta CTA0OLIbHUMHU BUMOTAMH, JIe 3MIHU

MaJIOMOBIpHI.

OpHak BoJoCIaHa MOJIENTb Ma€ 1 HEIOMIKH. ['0JJOBHUM 3 HUX € KOPCTKa
¢ikcallisi BUMOT Ha IMOYAaTKOBUX €Tarlax, [0 yCKJIAaIHIOE€ BHECEHHS 3MIH Yy MpolLiect
po3pooOku. Kpim Toro, TeCTyBaHHS BII0OYBA€ETHCS JIUILIEC HA 3aBEPIIATLHUX CTAIAX,
10 MO’K€ MPU3BECTH JI0 BUSABJICHHS KPUTUYHUX TOMUJIOK MI3HO B MPOLIECH,
301BIIYIOYN BUTPATH Ha iX BUNpaBiieHHs. [le poOuTh MOIeh MEHIIT THYYKOIO Ta
MEHIII MTPUIATHOFO JIJIS1 CKJIQTHUX MPOEKTIB 200 THUX, 16 BUMOTH MOXYTh

3MIHIOBATHUCH.

Bubip BogocmamgHoi Moesni JOMUIBHAN JIJIs1 HEBETTUKUX MPOEKTIB 3 J00pe
BU3HAYEHUMH BUMOTAaMU Ta TEXHOJIOTiSIMH, 10 HE 3a3HAIOTh YaCTUX 3MiH. Y
BUIIAJIKaX, KOJIHM MPOEKT BUMArae OUIbIIOT THYYKOCTI 200 OYIKYIOThCS 3MIiHH B

npoleci po3poOKH, BapTO PO3TIISIHYTH 1HIII METOIOJIOT].

1.2.2 ITepaniiina moaennb
ITepaniitna Moaenb po3poOKH MporpaMHOro 3ade3neueHHs nepeadavae
MoeTaIHe CTBOPEHHS CUCTEMHU uepe3 MOBTOPIOBaHI MUKIU — iTepaliii. KoxxHa iTepartis

BKJIFOUA€ BCl OCHOBHI CTa/lli )KUTTEBOTO IIUKITY: aHaA13 BUMOT, IPOEKTYBAHHS,
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peaizalito Ta TecTyBaHHs. Ha 3aBepieHHS KOKHOTO LIUKITY OTPUMYETHCS podoya
BEPCis MPOAYKTY 3 PO3LIMPEHOI0 (PYHKIIIOHATIBHICTIO, 110 T03BOJISE TOCTYIOBO

HaOIMKATHUCS IO KIHIIEBOTO PE3YJIbTaTy.

OCHOBHOIO TIEPEBAror0 1TepaliiHOl MOJENI € 11 THYYKICTh: BOHA J03BOJISIE
BHOCUTH 3MIHM Ha Oy/Ib-IKOMY €TaIi po3poOKH, 10 OCOOJIUBO BAXKIUBO IJIsI
MPOEKTIB 13 HETIOBHICTIO BU3HAUYEHUMU a00 3MiHHUMU BuMoramu. Kpim toro,
peryJsipHe TeCTyBaHHS IICIISI KOXKHOT iTepallii cripuse paHHbOMY BHUSIBIIEHHIO Ta

BUIIPABIICHHIO TIOMUJIOK, 110 TBUIIY€E SKICTh KIHIIEBOTO MPOIYKTY.

[Ipote iteparriiina Moaesb Mae 1 Heaoiku. [locTiliHe BHECEHHS 3MiH MOXKE
MPU3BECTH J10 30UIBLICHHS Yacy Ta BUTpAT Ha po3poOKy. Kpim Toro, HeoOXiqHICTh
4acTOro TeCTyBaHHS Ta IHTerpallli BUMarae J0/IaTKOBUX PECYpCIB 1 3yCUJIb Bij

KOMaHH1 PO3POOHHUKIB.

3aranom, iTepaniitna MOJENb MIIXOAUTH JUIs IPOEKTIB, /1€ BaXJIMBA THYYKICTbD 1
MOYJIMBICTB aJlanTalii 70 3MIHHUX BUMOT, & TAKOXK JUIsl CKJIQJHUX CUCTEM, 1110
noTpeOyIOTh MOCTYIOBOIO BJOCKOHAJIEHHS Ta PETYJIIPHOTO 3BOPOTHOTO 3B'SI3KY Bl

KOPHCTYBaYiB.

1.2.3 CnipanbHa Mojaenb
CripanbHa MOJIeTb pO3pOOKH MPOrPaMHOTO 3a0€3MeUeHHs, 3alIPOIIOHOBaHA
Bappi boemom y 1986 potii, € 0JIHI€I0 3 KITFOYOBUX METOJ0JIOTH KUTTEBOTO IIUKITY
porpaMHuX cucteM. BoHa moeHye eIeMeHTH ITepaTUBHOTO MiAXOAY Ta YIPaBIIHHS
PU3HKaMU, IO J03BOJISIE €(PEKTUBHO PO3POOIISATH CKIIA/IHI Ta BETUKOMACIITA0H1

ITPOEKTHU.

CrtpykTypa cripajbHOi MOJIE IPEACTaBlIeHa Y BUTJISII CITIpalll, e KOXKEeH
BUTOK BIJIOB1/Ia€ OJHIN iTepalii mporecy po3pooku. KoxkeH BUTOK MOALIAETHCS HA
YOTHPH OCHOBHI (ha3u: BUZHAUCHHS I11JIEH, OI[IHKA Ta aHaJI3 PU3UKIB, pO3po0Ka Ta

TECTYBaHHS, a TAKOXK IJIAHYBaHHS HACTYIHOI iTeparii. Takuii miaxia 3ade3nedye
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CHUCTeMaTUYHE BUSBJICHHS Ta MiHIMI3all1}0 TOTEHIIMHUX PU3UKIB HA PAHHIX eTarax

IIPOEKTY.

[TepeBaramu criipayibHOT MO € 1i THYYKICTh Ta aJallITUBHICTH /10 3MIHHHUX
BHMOT, 1110 OCOOJIMBO BKJIMBO B YMOBaX MIBUKO 3MIHIOBAHOTO PUHKY TE€XHOJIOTIH.
Kpim Toro, akiieHT Ha ynpaBiIiHHI PU3MKAMH CIIPUSE TT1IBUILICHHIO HAIIMHOCTI Ta
SKOCTI KiHIIeBOTO Mpoaykty. OaHaK, 3aCTOCYBaHHS IT1€1 MOJIEIIl BUMArae 3HauHUX
pecypciB Ta BUCOKO1 KBai(hikallii KOMaH 1, 110 MOKe OOMEKyBaTH 11 BUKOPUCTaHHS

B MaJIUX IIPOEKTAX.

CripanpHa MOZIEIh € €pEKTUBHUM TAX00M JI0 PO3POOKHU MPOTPaMHOTO
3a0e3MeyueHHs], AKUil MO€HY€E ITEPATUBHICTH 3 YIIPABIIHHIM pPU3UKaMHU,
3a0€3Meuyound TUM CaMUM BUCOKY SIKICTh Ta BIAMOBIIHICTh MPOAYKTY BUMOTaM

3aMOBHHKA.

1.2.4 llIBuaka po3podKa 3aCTOCYHKIB

Takox fesiki iIrpoBi KOMIaHi1 BUKOPUCTOBYIOTh MeToaojoriio RAD. [IBuaka
po3pobka 3actocyHkiB (auria. Rapid Application Development, RAD) —11e
METO/I0JIOTiS PO3POOKU MPOrpaMHOro 3a0e3MeUeHHs, sika aKIIEHTY€ yBary Ha
HIBUAKOMY CTBOPEHHI MPOTOTHUIIIB Ta OTPUMAaHHI 3BOPOTHOTO 3B'A3KY Bij
KOPHUCTYBAUiB 3 METOIO MPUCKOPEHHS MpoIiecy po3podku. Ha BinMiHy Bif
TPaaUIIMHUX MMiIXO0/IB, TAKUX K BOJOCMaaHa Mosielb, RAD 30cepemnxyeThes Ha
THYYKOCTI Ta aJalTUBHOCTI, 110 O3BOJISIE IIBUJIKO pearyBaTl Ha 3MiHM y BUMOTax Ta

CepeIOBUIII.
OcHoBHi ¢a3u RAD BK/IH04aI0Th:

- BwusHaueHHs BUMOT — TICHA CITIBIpAIlS 3 KOPUCTYBadyaMH JjIis 300py Ta
y3TO/UKCHHS BUMOT JIO CUCTEMU;
— IlpoexTyBaHHS MPOTOTHUITY — MIBUKE CTBOPEHHS pOOOYNX MOAEICH

CUCTEMH, SIK1 IEMOHCTPYIOTh OCHOBHI (DYHKIIIOHAJIbHI MOXJIUBOCTI;
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- KoncTpyroBanHs — po3poOka Ta BIOCKOHAJICHHS CUCTEMU Ha OCHOBI
3BOPOTHOTO 3B'SI3KY BiJl KOPUCTYBauiB, OTPUMAHOTO ITiJ] 4aC TECTYBaHHS
IPOTOTHIIIB,

- Ilepexim — BOpOBa’KEHHS Ta IHTETPAIlisi TOTOBOTO MPOAYKTY B peajbHe

CepeIoBHIIE eKCIUTyaTarlii.

[TepeBarn RAD Bxit0Uat0Th CKOPOYCHHSI YacCy PO3POOKH, i IBUIIICHY
THYYKICTh y pearyBaHHI Ha 3MiHHM Ta aKTUBHY Y4acCTh KOPUCTYBauiB y Mpoleci
CTBOpEHHsI MpoAyKTy. OHaK, 11ei TiaXi] BUMarae BUCOKOI KBamidikalii KOMaHIu
PO3POOHUKIB Ta MOXKE OYyTH MeHII €()eKTUBHUM JJIsI IPOEKTIB 3 ) KOPCTKUMU
OOMeXEeHHSIMH a00 ISl CUCTEM, 1110 MOTPeOYIOTh BUCOKOTO PIBHS HaAIMHOCTI Ta

Oe3IeKu.

3arajioM, MIBHUJIKA PO3POOKa 3aCTOCYHKIB € €(EKTUBHOIO METOIOJIOTIE0 JIJIs
MPOEKTIB, 7€ KIIOUOBUMU (PaKTOPaMU € IIBUIKICTh BUBEJICHHS MPOAYKTY Ha PUHOK

Ta 3JaTHICTH JI0 aJanTallii B yMOBaxX 3MIHHHX BUMOT.

1.2.5. Scrum Agile
Agile — e pinocodis yrnpaBiaiHHS NPOEKTAMHU, IO 0a3y€THCS HA ITEPATUBHOMY
Ta IHKPEMEHTAJIBHOMY IMAXO1 A0 po3poOku. BoHa cipsiMoBaHa Ha IIBUKE
pearyBaHHsI Ha 3MiHU Ta TICHY CITIBIpaIlto 3 3aMOBHUKOM. OCHOBHI LIHHOCTI Agile
Oynu cpopmynboBani B "Manidecti Agile", sskuil HaroJourye Ha BaXXJIMBOCTI JItO1eH
1 B3aeMo1ii HaJ| MpoIlecaMu Ta IHCTPYMEHTaMU, TPAIFOI0Y0T0 POTPaMHOTO
3a0e3nevYeHHs Ha/l BUYEPITHOIO JJOKYMEHTAITIEI0, CITIBIIPAIll 3 3aMOBHUKOM HaJT

y3rOJIKEHHSIM YMOB KOHTPAKTy Ta pearyBaHHI Ha 3MIHU HaJl JOTPUMAHHSM IJIaHY .

Scrum € ogHi€r0 3 METO0JIOTIH, 1110 peanizye npuHuunu Agile. e gppeiimBopk
IJIs1 YIIpaBIIiHHS POEKTAMU, KU OPraHi30Bye pOOOTY KOMaHIU Yepe3 Cepiro
(bikcoBaHUX 1HTEPBAJIB Yacy, BIIOMHUX K CIIPUHTH, 3a3BUYall TPUBANICTIO Bij
OJTHOT'O 10 YOTUPHOX THXKHIB. KOKeH CIIpUHT 3aBepIIyeThCS CTBOPEHHAM
MOTEHLIHHO TOTOBOTO /10 BUMIYCKY MPOAYKTY ab0 floro yacTuHU. Scrum nepeadayae

YITKO BHU3HAYEHI POJIi: BIacHUK npoaykTy (Product Owner), sikuii Bu3Hauae
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PIOPUTETH Ta BUMOTH; Scrum-Maiictep (Scrum Master), sikuii 3a0e3nedye
JOTPUMAHHS MPOIIECY Ta yCYBA€ MEPEIIKOIN; Ta KOMaH/1a PO3POOKH, KA

0e3nocepeIHbO BUKOHYE POOOTY.

['onoBHa i7est Scrum nosArae y THy4KoCTi, TOCTIHHOMY 3BOPOTHBOMY 3B'SI3KY
Ta camoopranizauii komanau. Lle 103Bossie MIBUAKO pearyBaTH Ha 3MiHU BUMOT,
MIHIMI3YBaTH PU3UKHU Ta 3a0e3MeuyBaTH BUCOKY IIIHHICTh 71 3aMOBHHUKA Ha

KO>KHOMY eTarli po3poOKH.

Scrum € ogHI€I0 3 6araThb0X METOJIOJIOTIH, IO BIAMOBIIAIOTH MPUHIIUIIAM
Agile. Bukopucranus Agile Ta Scrum 103BoJIsie KOMaHaM €(PEKTUBHO
OpraHi3oByBaTH poOOUHIl MPOIIEC, HIBUAKO aJaNTyBAaTUCA 0 3MiH Ta PETYJSPHO
OTPUMYBATH 3BOPOTHHIA 3B'SI30K, L0 CIPUSIE MIBUIIEHHIO SKOCTI KiHIIEBOTO

MPOAYKTY Ta 3aJ0BOJICHOCT] 3aMOBHHKA.

1.3 AHaJ1i3 Cy4YacHUX NMPOEKTIB

OcHoBoto 11 peanizaiii mpoexTy € xaup irop roguelike. Roguelike — e
MiPKaHp POJILOBUX BiIEOITOP, IO XapaKTePU3y€EThCS MPOLIEAYPHOIO TeHEPAIli€l0
P1BHIB, IEPMAHEHTHOIO CMEPTIO MEPCOHAXKA 3 BTPATOIO MPOTPECY Ta MOKPOKOBUM
IrPOBUM MPOIIECOM. 3 YaCOM >KaHpP €BOJIIOLIIOHYBAB, 1 3'SIBUJIHCS ITPH, SIK1 MOETHYIOTh
enemenTu roguelike 3 iHmMMH >)xadHpamu. Taki irpu 4acTo Ha3UBaKOTh roguelite.
OcHoBHa BiIMiHHICTh MiXk roguelike Ta roguelite mossirae B Tomy, 110 B roguelite
3a3BU4ail mepeadadueHo 30epe’keHHs IEBHOTO MPOTPeCy MiXk CIipoOaMu, HAITPUKJIIA/,
30€peKEeHHS YaCTUHU 3100y TUX pecypciB abo MOKpallleHb MEPCOHaXKa, TO1 K Y

kimacnuHux roguelike micis cMepTi BeCh POrpec BTPada€eThCs.

3aBAsKHU NPOIeTypHIN reHepallii, TOBTOPIOBAHOMY I'POBOMY LMKy Ta
BHUCOKIM CKJIQIHOCTI 111 irpu 3a0€3Meuy0Th TPaBIIM TUHAMIYHUH 1
HernepenbauyBanuii qocBia. [lomysipHiCTh )KaHPY 3HAYHO 3pOCIia 3a OCTaHHI
JECATHIIITTSI, 1110 3yMOBHJIO TTOSIBY HOBUX MEXaHIK Ta MiAXOIIB 0 HOTO peaizallii.

Pi3HI Mpo€ekTH MPOTNIOHYIOTH YHIKAJIbHI BapilaHTH peati3allli: BiJ KJIaCHUHUX

14



MOKPOKOBUX 001B JI0 HIBUJKOTO IFPOBOIO MPOIECY B peaTbHOMY Yacl Ta TIIMOOKUX

HapaTUBHUX KOMIIOHEHTIB.

BynyTte npoananizoBani HalycmilHiII irpu y anpi roguelike ta roguelite,
BUABIICHH1 KJIFOYOB1 PO3POOHMIIBKI PILLIEHHS, PO3IIIAHYTI 00MOBI MEXaHIKH, CUCTEMHU
Hporpecy, IHTErpallisi CIKeTy Ta MiAXO0IU 10 TU3aiiHy Ta iX BIUIUB Ha 3arajibHy
npUBaOIUBICTH ITPOBOTO MPOLIECY Ta TE, IO 3pOOUIIO 11 TPOEKTHU MOMYIIPHUMU

cepel TPaBIliB 1 KPUTHKIB.

1.3.1 Hades
Hades — nie momynsipua roguelike-Tpa, po3pobiiena crymiero Supergiant Games
Ta BUNyIlIeHa B TOBHOMY peni3i y 2020 poi. I'pa mBuako 3100y1a BUSHAHHS
KPUTHKIB Ta TPaBLIB 3aB/ASKU CBOiN INTMOOKIH IrpoBii MeXaHilll, 3aXOTUTMBOMY
HapaTUBY Ta YHIKAJILHOMY MIAXOY 0 )KaHPy. ByayTh po3riisiHyTI OCHOBHI (haKTOpH,
1o 3poounu Hades ycminiHoro, Ta MpakTUKH, SIKi MOXKYTh OYTH KOPUCHUMU JJIs

PO3pOOKH TpH.

Opniero 3 TooBHUX ocoOmBocteit Hades € quHamigauii 601oBuUi mipoiiec, 1o
noeanye eneMeHTH hack and slash ta roguelike. I'paBens kepye 3arpeem, cuHoM
Aina, skl HaMaraeTbCs BTEKTH 3 IMIJI36MHOTO CBITY, IOJIAI0YH YUCIICHHUX BOPOTIB 1
6ociB. bolioBa cuctema nepeadayae KOMOIHAIIIO MIBUAKUX aTaK, YXWISHb Ta
crieliaibHUX 310HOCTEH, a pI3HOMAHITHICTh 30p0i BUMarae ajanTarliii 1o HOBOTO
cTwo Tpu. JlogaTkoBUI PiBEHb TAKTHYHOI TIMOWHU J0/Ial0Th OJIarOCIOBEHHS OOT1B:
1] 9ac KOXHOTO 3a0iry 3arpei oTpuMye BUMaAKOB1 OOHYCH BiJl OJIMITIMCHKUX OOT1B,
10 J03BOJISIE €KCIIEPUMEHTYBATH 3 pI3HUMHU cTparterisimu. [lonpu HeMuHy4i HEeBaaYl,
rpa nepeadavae MOCTYMOBUI MPOTPEC, OCKUTLKU TPABEIlb OTPUMYE PECYPCH IS

MOKpAaIeHHs IEPCOHaXKa, 1110 MOTUBYE TTOBEPTATUCS ¥ MPOOyBaTH HOB1 KOMOIHAIII1.

Onniero 3 KIIFOYOBUX 1HHOBAILIM Hades € iHTerparis croeTHO1 YaCTUHU B
roguelike reiimruieii. Ha BimMiHy Bin 6aratbox irop skaHpy, /e iCTOpist MiHIMaJbHA, Y
Hades xoxeH 3a0ir 1oaae HOBI Aiajory, pO3BUTOK NMEPCOHAXKIB Ta POLIUPEHHS JIOPY
cBiTy. Lle cTBOpIo€e edexT 6e3nepepBHOro MPOrpecy HaBiTh Y pa3l MOBTOPHUX
nopasok. ['pa He Mae TpagUIIHUX KaT-CIEH — ICTOPIs PO3MOBIIAETHCS Yepe3
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IHTEpaKTUBHI JI1aJIOTH Ta peakilii mepcoHaxiB Ha Jii rpasiis. [lepcoHaxi maM’aTar0Th
normepeHi Jii rpaBLs Ta pearyioTh Ha HUX, [0 CTBOPIOE BIUYTTS KUBOTO CBITY.
Hades maiictepHo amantye rperpki Mihu, HaAar09u KJIACUIHUM ITePCOHAXKaM

YHIKaJIbHI XapaKTepH Ta Cy4aCHUI CTHJIb CIIJIKYBaHHS.

Hades Takox mpoaemMoHCTpyBasia e(peKTHUBHI PO3POOHUIIbK] TTPAKTHKHU.
BuxopuctanHs paHHBOTO JOCTYITY TI03BOJIMIIO PO3POOHUKAM aKTUBHO B3a€EMOJIISATH 3
I'PaBISMH Ta BJOCKOHAJIIOBATH MEXaHIKA Ha OCHOBI 1XHiX BiATYKiB. [ HyUKiCTh
OanmaHCy Ta BeIWYe3Ha KUTbKICTh MOXKIMBUX KOMO1IHaI 30poi, 3A10H0CTei 1
MOKpAaIIeHb 3a0€3MeUnIN YHIKAIBHICTh KOXKHOTO 3a0iry. KpiM Toro, rpa moBena, 1o
HaBITh y MeXax >kaHpy roguelike MokHa peasnizyBaTu CKJIAIHUM 1 eMOIIHHO

HAaCUUYEHUN CIOXKET.

Hades ctana ogni€ro 3 HAaBIUIMBOBIMIKX 1TOP OCTaHHIX POKIB 3aBISIKU
NO€THAHHIO IPOyMaHOT0 TeHMITICIO, IMHAMIYHOTO HapaTUBY Ta ayAi0Bi3yalbHOTO
cruwiro. [Ipaktiky, Bukopuctani Supergiant Games, MOXYTh CTaTH I[IHHUMH IS

PO3pOOKH TP 3 BUCOKHM PIBHEM 3aJTyUY€HOCTI IPABIIB Ta JOBrOTPUBAIUM YCIIXOM.

175/175

Puc. 1.1 3nimoxk ekpana 3 rpu Hades
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1.3.2 Dead Cells
Dead Cells — e roguelike Metroidvania, po3po6nena Motion Twin ta
BumyiieHa y 2018 poui. ['pa oTpumana mupoke BU3HAHHS 3aBISKU JUHAMIYHOMY

0oioBOMY MpoIIeCy, IPOIIEYPHO T€HEPOBAHUM PIBHAM 1 ITHMOOKIN cucTeMi
nporpecy.

Dead Cells noegnye mBuakuil exien-miargopmep 13 NUOOKUMH eleMeHTaMH
roguelike, mponoHyroYHM rpaBIsIM IHTEHCUBHUH 1 cTpaTeriyHuii 6oioBuii nporec. B
Ipi IMHAMIYHUN OOMOBHIA reiMITel, 00 60iioBa cucTeMa Mooy 0BaHa HABKOJIO
BUKOPHCTAHHS 30p0i OJIMKHBOTO Ta TAJILHHOTO 000, @ TAKOXK JTOJTATKOBUX 3aC00IB,
TaKMX 5K MACTKHU Ta rpaHatu. Lle 3abe3mnedye rpaBieBi MUPOKY BapiaTHBHICTh

TaKTHK, 340X04YYyIOUM €KCIIEPUMEHTH Ta aJIafTaIlio A0 Pi3HUX CUTYaIIii.

OpHi€r0 3 KIIOYOBUX OCOOJIMBOCTEN TPH € MpOLieypHa reHepallisi piBHIB,
3aBJISIKH SIK1M KOXKEH 3a01r cTa€e yHIKaJbHUM. Po3TaliryBaHHs BOPOTIB 1 CTPYKTYypa
JIOKAIIi# 3MIHIOKOTHCS, 110 CITPHUSIE€ TOBTOPIOBAHOCTI irPOBOT0 Mpoliecy 0e3 BTpaTu
iHTepecy. [Iporpec Mix 3a06iraMu CTBOPIOETHCS BHACHIIOK BUKOPUCTAHHS CUCTEMHU
MOKpAaIleHHsI, TpaBellb 30upae "KIITHHU", SIK1 MOKHA BUKOPUCTOBYBATH JIJIs
PO30JI0KYBaHHS HOBOI 30p0i Ta MOKpaieHb MiX 3a0iramMmu. TakuM 9uHOM, HaBITh
micys 3aru6eli mepcoHaXka rpaBelb BiIUyBa€ MOCTYNOBUI PO3BUTOK, 1110 MOTHUBYE J0

IO JaJIbIIINX CHpO6.

Hapartug y Dead Cells nogaeTbcst MiHIMaIICTUYHO, 3aJIMIIIAI0YH 6arato
npocTopy Ui iHTepnpeTaniii. CBIT Ipu pO3KpUBAETHCS Yepe3 HENMPsIMI 3aco0H,
30KpeMa OMUCH MPEIMETIB, HAITMCH Ha cTiHax 1 B3aemoito 3 NPC. Takuii miaxin
CTUMYJIIOE JTOCITIPKEHHS Ta CTBOPIOE BIIYTTS 3arafKOBOCTI, 110 € BAXIMBUM
eneMeHToM atMocdepu. BizyanbHuil cTUib 1 cCayHATPEK M1IKPECIIOITh

MOCTAMOKATINTUYHUHN XapaKTep CBITY, (GOPMYIOUN YHIKATLHUN €CTETUYHUI JOCBIJ.

Dead Cells Takox neMOHCTpYy€e epeKTHUBHI OpraHizaiiiiHi Ta pO3pOOHUIIbKI
pIIIeHHS, K1 CIIPUSUIH ii ycmixy. Bumyck y paHHbOMY AOCTYTII JO3BOJIUB CTYii
Motion Twin oTpuMyBaTH 3BOPOTHUIM 3B’SI30K BiJ IPaBIiB 1 BJOCKOHATIOBATH OaIaHC

Ta KOHTeHT. [ muboka 60ioBa cucTeMa 3 BEIMKUM BUOOPOM 30poi Ta 3110HOCTEH

17



CIIpHUSIE€ PI3HOMAHITHOCTI CTUJIIB TPH, [0 PO3IIUPIOE ayIUTOPIO MPOEKTY. 3aBIISIKA
npoLeAypHiil reHepalii Ta HOCTyIOBOMY PO3BUTKY MEpCOHa)Ka Ipa MATPUMYE
BHCOKY MOTHUBAIIIO IO TOBTOPHUX MPOXOKEHb, IO CTAJIO OJHUM 13 KIIOYOBHUX

YUHHUKIB 11 TOMYJISIPHOCTI.

Dead Cells ctana etanonom cepen roguelike-mmatdopmepiB 3aBasku
polyMaHoMy 00MOBOMY TIpoIIeCy, MPOIEAYPHii TeHepallii piBHIB Ta MOTHBAITIHHIN

cucrtemi nporpecy. Bukopucrani po3poOHUKAMHU MIXOIU MOXKYTh OYTH KOPUCHUMU

JUIS CTBOPEHHS 1rOp, 10 MOBUHHI 3a0€3Me4yBaTH JOBIOTPUBAINN 1HTEPEC IPaBLIIB.

Puc. 1.2 3nimok expana 3 rpu Dead Cells

1.3.3 Vampire Survivors
Vampire Survivors — 11€ 1HA1-Tpa B kaHpi roguelite, po3pobieHa cTyaiero
poncle Tta Bunymiena y 2021 poui. [lonpu npocty rpadiky Ta MiHIMaIiCTUYHHIMA
reiMILIeH, rpa MBUAKO 3100yJIa BEIMYE3HY OMYJISPHICTh 3aBASKH CBOTH BUCOKIN
peirpadensHOCTI. BOoHa BUKOPUCTOBYE €1€MEHTH BUKMBAHHS, aBTOMAaTUYHUX aTaK Ta
MOCTYIOBOT'O PO3BUTKY MEPCOHAXkA, 1[0 POOUTH 11 TOCTYITHOIO, ajie BOJHOYAC
3aXOIUTUBOIO JJIsI TPABIIIB.
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['paBers Kepye nepcoHaKeM, SIKUi aBTOMAaTUYHO aTaKye BOPOTiB, a 3aBAAHHIM
€ BIDKMBATHU SIKOMOTA JOBIIIE Ha MPOLIETYyPHO 3reHepoBaHii kapTi. OCHOBHUN aKLIEHT
poOuTHCs Ha 30MpaHHI TOCBITY, OTPUMaHHI HOBUX 3110HOCTEH 1 30poi, a TaKOXK Ha
rpaMOTHOMY BHOOPI MOKpAIlleHb, 100 CTBOPUTH MOTY>kH1 KoMOiHali. Koxxen 3a0ir
TPUBAE MEBHUI Yac, MCJs YO0 HacTae (piHAIBHUN BUKIIUK y BUIJISAL MAaCOBOTO

HAIlJIUBY BOpOFiB, SIKAM MMPaKTUIHO HEMOIKIINBO MCPEIKUTH.

[Tompu mpocTe ynpasiiHHSA, Tpa MPOTIOHYE 3HAUHY TITHOWHY Yepe3 CHCTEMY
pO3BUTKY. ['paBenb Mae MOKIMBICTH KOMOIHYBATH Pi3Hi 3110HOCTI Ta 30poto, 110 Ja€
3MOTY CTBOPIOBATH YHIKaJIbHI CTpATETii I KOKHOTO 3a0iry. Y CImiX 3aJIe)KUTh HE
TUIBKHU BiJI BUTIAJIKOBOCT1 BUIIAJIIHHS OOHYCIB, a ¥ BIJl TpPaMOTHOT'O BUOOPY
nokparieHsb. [le cTBoproe BiIUyTTsI KOHTPOIIIO HAJ Xa0COM 1 IMOCTiHE OakaHHS

BJOCKOHAJIITOBATH CBO1 pPE3yJIbTaTH.

Vampire Survivors nmokasasna, 110 iHHOBaIlil y reMMIuiei MoXXyTh OyTu
BOKJIMBIIIIMMU 3a BI3yaJIbHI TEXHOJIOTI. ['pa qoBena, Mo NpocTi MEXaHiKH 3
MPaBUJIBHUM 0allaHCOM ITPOBOTO MPOIIECY MOKYTh CTBOPUTH €(DEKT CUIBHOT
3aTy4€HOCTI, IO € KIIF0UOBUM (aKTOpOoM ii momyisipHOCTi. BoHa Takox cTana
MPUKIIAJOM TOTO, SIK HEBEJIMKA HE3aJeKHa CTYIS MOXKE JTIOCSTTH BEJIMKOTO YCITIXY
0€3 BeJIMUE3HOTO OI/IKETY, BUKOPUCTOBYIOUH PAaHHIM IOCTYI 1 aKTUBHY B3aEMOJIIIO 3

rpaBLAMU OJIS IIOKPAIICHHS I'PH.

Vampire Survivors cTana Ba)XJIMBOIO BiX00 B xaHpi roguelite,
3aMpONOHYBABIIIY TPABISIM 3aXOIUITMBUIN JOCBI BIDKHBAHHS 3 MiHIMATBHUM
KepyBaHHAM Ta MIMOOKMMM MEXaHIKaMU PO3BUTKY. i yCITiX JOBOAUTS, 110 J100pe
CIPOEKTOBAHM FeMMIIIEH MOKE CTaTHU TOJIOBHUM PYILIIEM MOMYJISPHOCTI HaBITh 32
BIJICYTHOCTI BUCOKOSIKICHOTO Bi3yana. L[ rpa € uy10BUM IpUKIIaOM TOTO, IK MOYKHA
CTBOPIOBATH ITPH, 110 YTPUMYIOTh yBary TpaBlliB 3aBASIKHA TPAMOTHOMY JH3aiHY

nporpecii Ta MEXaHIK1 BUMAIKOBUX, ajle CTPATETiYHUX BUOOPIB.
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Puc. 1.3 3nimok ekpana 3 rpu Vampire Survivors

1.3.4 Enter the Gungeon
Enter the Gungeon — 1ie tuHamiunuii roguelike-mryTep, po3po0ieHuit cTyaiero
Dodge Roll ta Bunymenwuit y 2016 porri. I'pa mBuako 3aBoroBajia MmonysipHICTb
3aBJISKH MOETHAHHIO CTPIMKOTO €KIIEHY, MPOLIETyPHO T€HEPOBAHUX PIBHIB 1
BEJINUE3HOT KIJIBKOCTI 30p0oi. BoHa B1aJI0 BUKOPUCTOBYE YHIKAIbHY CTUJIICTUKY Ta

TYMOD, IIO J03BOJIMIIO T¥1 BUIITUTHCS CEpPE IHIINX MPEICTaBHUKIB JKaHPY.

OcnoBna mexanika Enter the Gungeon 6a3yeTbcsi Ha IBUIKUX MEPECTPLIKAX,
7ie TpaBelb Ma€ YXWIATHUCS BiJl KyJib, BAKOPUCTOBYBATH OTOUYEHHSI Ta KOMOIHYBaTH
pizHOMaHITHY 30poro. KokeH piBeHb CTBOPIOETHCS BUIIAIKOBUM YHHOM, 1110 TapaHTy€E
YHIKaJbH1 BUKJIMKH M1/ Yac KOKHOTO MpoxoakeHHs. Cuctema 30poi Ta mpeIMeTiB
BIJIiIrpa€ KJIIFOYOBY POJIb Y CTBOPEHHI IMPOBOT0 JOCBIAY: TPaBIli MOKYTh 3HAUTH COTHI
YHIKaJbHUX TapMaT, KO’KHA 3 IKUX Ma€ CBO1 0COOIMBOCTI Ta 4acTO MICTHUTh

BIJICHJIAHHS JI0 TIONKYJITYPH.

PiBHI mojiisieH1 Ha KIMHATH, HAIIOBHEH1 BOPOTraMH, IMAaCTKaMH Ta CEKPETaMH.
[Tepconaxi, JOCTYMHI A5l TPU, MalOTh CBOi CTapTOBI HAOOpH 30poi Ta 3/110HOCTEH,

110 BIUITMBA€E HA CTHJIb IpU. Ba1MBOIO MexaHIK0OI0 OOHOBOI CUCTEMH € YXUJISTHHS 32
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JI0TIOMOTOI0 CIIELIAJIBHOTO MEPEKATY, IKUH JO3BOJIsI€ TUMYACOBO CTaBaTU
HeBpa3IuBUM. ['paBIli TAKOXK MOXYTh BUKOPHUCTOBYBATH CTOJH ISl YKPUTTS,

MEPEKUIAI0YH iX Yy MOIIyKaX 3aXUCTY.

Enter the Gungeon ctana ogHuM 13 HaliKkpalux npeacTaBHUKIB roguelike-
IIyTepiB, BCTAHOBUBIITN BUCOKY TUTAHKY IS KaHpPy. PO3poOHMKH B1ano moeHaIN
XAOTUYHMIA EKIIEH, TyMOp 1 IMHOO0KY cucteMy 30poi, 110 3a0e3meduio rpi
JIOBIOBIYHICTh Ta BUCOKY peirpabdenibHICTh. BukopucTanHs npoliexypHoi reHepariii
Pa3oM 13 peTeabHO MPOYMaHOI0 OOMOBOIO CHCTEMOIO CTBOPIOE BIIUYTTSI
YHIKaJIbHOTO MPOXOHKEHHS 1opasy. ['pa Takoxk npoieMoHCTpyBaia e(heKTUBHUN
M1JIX1]] 1O OHOBJIEHb, OCKIIBKH PO3POOHUKH MPOTIATOM KiJIbKOX POKIB MICIISI pelli3y
MPOAOBKYBAJIM MIATPUMYBATH 11 HOBUM KOHTEHTOM, 1110 T03BOJIMIIO 30€pErTH 1HTEPEC

CITJIBHOTH.

Enter the Gungeon 3aBasiku IBUAKOMY T€MMILIEIO, PO3MAITTIO 30pOi Ta
CTHWJIBHOMY Bi3yaJIbHOMY O(DOPMIIEHHIO 3MOIJIa CTaTH KYJHTOBOIO TPOIO B KaHPI
roguelike-mryTepis. Ii ycmix 6a3yeThcst Ha IpaMOTHOMY GaTaHCi MisK BUKITHUKOM i
3aJI0BOJICHHSIM BiJl TPH, @ TAKOX HA YHIKAIBHOMY TYMOPUCTUYHOMY CTHIIL.
Bukopuctani po3poOHUKaMU MiIX0U MOXKYTh OyTH KOPUCHUMH I CTBOPEHHS

irop, 110 HAIliJIEH] HA JJOBFOTPUBAJY 3allIKaBJICHICTh I'PABIIIB.

=

|

Mokt St ot Tl &

Puc. 1.4 3nimok expana 3 rpu Enter the Gungeon
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1.4 ITapagurmMu nporpaMmyBaHHA

1.4.1 O0'exTHO-OpPi€EHTOBaHE NPOTrPaMyBaHHA.
O0'eKTHO-OpIEHTOBAHE MPOTPAMyBaHHS — II€ OJTHA 3 MMAPATUTM
IpOrpaMyBaHHsI, IKa PO3MIIAIAE IPOTPaMy SIK MHOXKHHY 00’ €KTIB, 110 B3aEMOJIIIOTh

Mix co6010. OcHoBy OOII cknaaaroTh Taki KOHLIETII]:

- Kunacu Ta 06’ exktu. Knac € ma6oH0oM Jj1s1 CTBOPEHHS 00’ €KTIB,
BU3HAYAIOYM 1X aTpuOyTH Ta MeToau. OO’ €KT — 1€ KOHKPETHUN €K3EMILISIP
KJIacy 3 BJACHUM CTaHOM;

— [HKancymnsist — MPUXOBaHHS BHYTPIIIHIX TaHUX KOMIIOHEHTIB 1 IeTayiei
fioro peamizaiii Bij] IHIIUX KOMIIOHEHTIB MPOTpamMu Ta HaJaHHS HaOopy
METO/IIB JJIs1 B3a€MO/IIi 3 HUMU. [HKAMNCYJISIIis JOCATAETHCS HUIIXOM
BKa3yBaHHS, K1 KJIJACU MOXKYTb 3BepTaTUCA 110 YJIeHIB 00'ekTa. Ak
HACJII0K, KOJKEeH 00'€KT Ha/Ta€ KOKHOMY 1HIIIOMY KJIacy MeBHHM 1HTEpdeiic,
KWW TOCTYTHUM 1HIIUM KJIacaM;

- VYcnaakyBaHHS — MEXaHi3M, IO JI03BOJISi€ CTBOPIOBATH HOBI KJIACH Ha
OCHOBI Bxke CTBOpeHHX. [loX1HMIT KJ1ac yCraaKoBy€e BIACTHBOCTI Ta
MeToH 0a30BOr0 KJIacy, 110 COpHsIE TOBTOPHOMY BUKOPUCTAHHIO KOy Ta
cripoIye Horo Moaudikaiiito;

- Tlomimopdizm — 31aTHICTE 00'EKTIB PI3HUX KJIACIB pearyBaTH Ha OJIHAKOBI
MOBITOMJICHHS TIO-pi3HOMY. Lle 103BOIsIE BUKOPUCTOBYBATH €TMHUAN
iHTepdeic 1 B3aeMo/ii 3 00'eKTaMu pi3HUX THUIIIB, MMABUIIYOUYN
THYYKICTh Ta PO3IIMPIOBAHICTh CUCTEMH;

- AOcTparyBaHHS — TEOPETUIHHUIN CTIOCIO JOCIIKEHHS, SIKHIA T03BOJISIE
BIJICTOPOHUTHUCS BiJl JIE€SAKUX HECYTTEBUX, Y IEBHOMY CEHCI, BIIACTUBOCTEN

JOCTIKYBAaHUX SBUIL 1 BHOKPEMHTHU CYTTEBI Ta BU3HAYAJIbHI BIACTHBOCTI.

OcuHoBuuMu niepeBaramu O0'eKTHO-OPIEHTOBAHOTO MPOTPAMYBaHHS Ma€e
neKiiabKa nepesar. [lo-nepiie, MOAYIbHICTB: KOJI pPO3AUISETHCS HA HE3AJIEKHI KIIAcH,
1110 CHPOIIy€E HOro po3yMIHHS TECTyBaHHs Ta cynposil. [lo-apyre, noBTopHe
BUKOPHUCTAHHA KOJy: HACJiIyBaHHs JO3BOJISIE CTBOPIOBATH HOBI1 KJIaCH Ha OCHOBI
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CTBOPEHHUX, 3MEHIIIYI0UH qyOmoBanHs Koay. [lo-Tpere, rHyUKiCTh Ta
PO3IIKMPIOBAHICTh: MOJIMOP(PI3M Ta aOCTPAKIIis CIPUAIOTH JETKOMY PO3IMIMPEHHIO Ta

Moauikaiii GyHKIIIOHATBFHOCTI MPOrpaMu 0€3 3HAYHUX 3MIH y KO/I1.

Anan Keii, BitoMuii SIK OJJMH 13 3aCHOBHHKIB 00'€KTHO-OPI€EHTOBAHOTO
nporpamyBaHHs (OOII) ta po3poobHuk MoBu Smalltalk, BU3HaYMB KiJIbKa KITFOYOBUX

MPUHIINIIIB 1I1€] TapaJIurMu:

— VYce € o6'exktamu. B OOII Oyjp-sika CyTHICTh PO3MIISAAETHCA SIK 00'€KT 13
BJIACHUMH BJIACTUBOCTSIMH Ta TTOBEIHKOIO;

— OOuuncneHHs 3MIHCHIOIOTHCS Yepe3 B3aeMoIii0 00'ekTiB. O0'ekTH
OOMIHIOIOTHCS TIOBIIOMJICHHSIMH, 3alIUTYIOUX OJMH B OJJHOTO BUKOHAHHS
MEBHUX JII{ Ta mepeaardn HeoOX1IHI apryMEeHTH;

— Kosxen 00'exT Mae BiaacHy mam'sith. Ll mam'saTe MOKe CKIamaTucs 3 THIINX
00'€KTIB, 10 JO3BOJIsIE OyAyBaTH CKJIaIHI CTPYKTYpHU JaHUX;

— O0'extH € ex3emIuIsipamu kiaciB. Kitac Bu3Havae 3araibH1 BIaCTUBOCTI Ta
MOBEJIIHKY TPYIH 00'€KTIB, SIKI € HOT'O €K3eMILISIpaMU;

— TloBeninka 00'eKTa BU3HAYAETHCS HOTO KJIACOM. Y€1 00'€KTH OJIHOTO KJIacy
MOKYTh BUKOHYBATH OJIHAKOBI [Iii, BA3HAYEHI B LIbOMY KJIacl;

— Kuacu opranizoBani B iepapxiro ycmaakyBaHHs. [le o3Havae, 110 BIacTUBOCTI
Ta MOBEIIHKA, BU3HAYCHI B OJIHOMY KJIaci, aBTOMaTUYHO JOCTYITHI HOTO
MiIKIIacaM, 0 CIIPHUsi€ TTOBTOPHOMY BUKOPHUCTAHHIO KOAY Ta CIPOILYE

MOACIIIOBAHHA CKIIAAHHUX CUCTCM.

Hapasi kiJIbKICTh MPUKJIAJHUX MOB ITPOTpaMyBaHHs, 110 peali3yroTh 00'€KTO-
OpIEHTOBAHY MapajiurMy, € HAaWOLIBIIMM CTOCOBHO IHIIMX MapagurM. Yl 1HII Jai
PO3TISHYTI MPUHIMIHU ¥ laTepHu onupatoThes Ha OOIL. ToMmy BUKOpUCTaHHS
00'€eKTHO-OPIEHTOBAHOT'O MTPOTrpaMyBaHHS y MPOEKTI JO3BOJUTH CTBOPUTHU

CTPYKTYpPOBaHy, JIETKY JUISl PO3LIMPEHHS CUCTEMY.
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1.4.2 Ilpuaoumu SOLID
[Mpunuunu SOLID — e m’a1h GyHAaMEHTaIbHUX TPUHLIUIIB 00'€KTHO-
OpIEHTOBAHOTO MPOTpaMyBaHHs Ta AU3aiHYy, sSKi OyJu Brepiie chopMyIbOBaH1
PoGepTrom Maptinom. JloTpuMaHHs IUX MPUHIIUITIB JOTIOMArae po3poosisiTu
nporpaMHe 3a0e3MeUYeHHs, IKe € OUTbII 3pO3YyMUIUM, THYYKUM, MIATPUMYBAHUM Ta

PO3ILIMPIOBAHUM.

Po3rasiHeMo CyTHICTh KOKHOT'O MIPUHIUITY, HOTO 3HAUYEHHS JIJIs1 apXITEKTYpHU

MIPOrpaMHUX CHCTEM:

- Tlpunmun egunoi BianosiganbHOCTI (Single Responsibility Principle - SRP):
Krac moBruHeH MaTu nuiine oAHy NMPUYHHY JUTsl 3MiHA. [HIMMMY clioBaM#, KJiac
MOBUHEH BIMOBIIATH JIMIIIE 32 OJIHY KOHKPETHY YaCTUHY (PyHKIIIOHAIBHOCTI.
SIKIIO KJ1ac BUKOHYE KiJIbKa Pi3HUX 3aB/IaHb, Oy/Ib-siKa 3MiHA B OJTHOMY 3 ITUX
3aBJIaHb MO>K€ IPU3BECTH JI0 HeTlepe10aueHUX HACIIAKIB B IHITUX YAaCTHHAX
kjacy. Po3nisieHHs BiMOBIAAIBHOCTEH pOOUTH KO OLIIBII MOAYJILHUM 1
3MEHIIY€ PU3UK BHECEHHS TOMUJIOK MPU MOau(iKaIlii;

- Tlpunmun BiakputocTi/3akputocti (Open/Closed Principle - OCP): [Iporpamui
CYTHOCTI (KJj1acu, MOy, PYHKIIIT TOIIO) MOBHHHI OYTH BIAKPUTUMH IS
PO3IIMPEHHs, ajie 3aKpUTUMHM J1d Moaudikartii. [le o3Havae, 110 moBeAiHKY
MPOTPaMHOi CYTHOCTI MOKHA 3MIHIOBATH NIJISTXOM JI0JIaBaHHS HOBOTO KO,
aJie He IJITXOM 3MiHM HamucaHoro Kofy. JlocsiraeTbes 1ie 3a3Buuai 3a
J0TIOMOT010 a0cTpakIliil (iHTepdeiiciB, aDCTPaKTHUX KJIAciB) Ta MOIIMOpPizmy.
Takum unHOM, MOKHA PO3IMUPIOBATH (QYHKIIOHATBHICTh, HE MOPYIIYIOUYH
CTa01IBHICTh BXKE HAIMMCAHOTO KOJY;

— Tlpunmnun nigcranoku JlickoB (Liskov Substitution Principle - LSP): O0'extn
B IIPOrpaMi MOXKYTh OyTH 3aMIHEHUMH IXHIMHU HalllaJKaMu 0€3 3MI1HU KOAY
nporpamu. Llei npuHIMI cTBEPIKYE, IO AKIO KiIac B € miarumom kmacy A,
TO 00'€KTH TUITy A B Iporpami MOBUHHI OyTH 3aMiHeH1 00'ekTamu Tty B 6e3
3MIHM KOPEKTHOCTI mporpamu. e Bumarae, o0 moxigHi KJacu HaCI1ayBaIu
NOBEAIHKY 0a30BUX KJIACIB TAKUM YMHOM, 11100 BOHU MOTJIU

BUKOPHCTOBYBATHUCS B OyAb-SIKOMY KOHTEKCTI, /Ie OUIKYEThCSI 0a30BUI KJIac;
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- Ipunuun po3ninenss inrepdeiicy (Interface Segregation Principle - ISP):
KitienTn He mOBHHHI 3aj1eXKaTy Bi 1HTEPQEHCIB, IKi BOHU HE
BUKOPHUCTOBYIOTh. Lleil mpuHIMI roBOPUTH MPO Te, 110 Kpallle MaTh 6arato
HEBEJIMKUX, crienupiayHuX iHTepdeiciB, HI’K OJMH BEJTUKUH, YHIBEPCATLHUM
iHTepdeiic. ko kirac peanildye BeTuKuil iHTepdeiic, ajie BAKOPUCTOBYE JIUIIIE
YaCTUHY WOTO METO/IB, BIH CTAa€ 3aJI€KHUM BiJl METOIIB, SIKI HOMY HE TIOTPiOHI.
Pozninenns intepdeiiciB poOUTh cucTeMY OLIBII THYYKOIO Ta 3MEHIITY€E
KUTBKICTh HEMTOTPIOHUX 3aJIC)KHOCTEH;

- Tlpunmun iaBepcii 3anexnocten (Dependency Inversion Principle - DIP):
Moy BEpXHBOTO PiBHS HE MOBUHHI 3aJI€KaTH BiJl MOJYJIIB HUKHBOT'O PIBHSI.
OOuBa MOBUHHI 3aJIEKATH B aOCTpakiiiii. AOCTpakiiii He MOBUHHI 3aJeXaTH
Bix netaneid. JleTam moBUHHI 3a1ekatu Bix adcTpakitii. [{ew mpuHIMn
nepeadayvae, 1o 3ajJeKHOCTI MK MOJTYJISIMU TTIOBUHH1 OyTH 1HBEPTOBaHI.
3amicTh TOTO, 1100 MOJTyJII BEPXHBOTO PiBHS 3aJ1€KaIH Bl KOHKPETHUX
peaizaliiif MOyJIiB HI>KHBOTO PiBHSI, 00HMIBa IOBUHHI 3aJI€KaTH Bij
aocTpakuiil (inTepdericiB a0o adbctpakTHUX KiaciB). Lle no3Bossie ierko
3aMIHIOBATH peani3alii Moy iB 6e3 BIUIMBY Ha MOJYJIl BUIIIOTO PIBHS,

PpOOJISIUM CHUCTEMY OUIBIII THYYKOIO Ta TECTYBAIBHOIO.

[Tpunuunu SOLID mye TICHO KOPEIOTh 3 MPUHIIMIIAMU 00'€KTHO-
opieHTOBaHOTO nporpamyBaHHs. [IpuHiun migctaHoBku JIickoB akTHUHO €
MPAKTUYHOIO PeaTi3aIli€lo yCnaaKyBaHHs, TApAHTYIOUH, 1110 TTOXI1HI KJIACH MOXKYTh
3amiHIOBaTH 0a30B1. [IpuHIMT 1HBEPCIi 3aIeKHOCTEN PO3BUBAE 17110 MOJIIMOP(]izMy,
POOJISTYN KO THYUKIIIINM. A TIPUHIIATI €JUHOT BIAMOBIAAITBHOCTI T ICHITIOE
BKJIMBICTB 1HKAICYJIALIT, 30CEPEIKYIOUH (PYHKIIIOHAIBHICT B OKPEMHX, YITKO
BU3HaUeHUX oauHUISIX. JlorpuManns npuHiumiB SOLID € BaXIuBOIO MPAKTUKOIO
JUTSI CTBOPEHHS SKICHOTO, MATPUMYBAHOTO Ta PO3IIUPIOBAHOTO MPOTPAMHOTO

3a0€e3MeYeHHS.
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1.4.3 Entity Component System
Entity Component System — 11e apXiTeKTypHUI TaTepH, CTBOPEHUI CIEIiadbHO
11 pO3pOOKH 1rop, BiH TAPHO MIAXOAUTD ISl OMUCY JUHAMIYHOTO BIPTYyaJIbHOTO

cBiTy. ['0JIOBHOIO MOT0 OCOOIUBICTIO € JA1JICHHS MPOEKTY HA TPU KOHIICTIIII:

— Entity — cyTHICTb, aOCTpakTHUN 00’ €KT, YMOBHUI KOHTEHHED IS
KOMITOHEHTIB, 1[0 Oy IyTh BU3HAUaTH YuM OyJe 1s cyTHICTh. Halfuacrime
MOTAETHCS Y BUTIISAL 1ICHTH(IKATOpA IS JOCTYITY JI0 TaHHX;

— Component — KOMIOHEHT, XapaKTEPU3Y€E 00’ €KT SIK TAKHiA, 1[0 BOJIO/IIE€ TIEBHUM
aCIeKTOM, 1 MICTUTh JJaH1, HEOOX1H1 JJIs1 MOJICTIOBAHHS I[bOTO ACIIEKTY.
Komnonentu ECS 1moBHHHI MICTHTH BUKIIOYHO YUCTI JaHi, O€3 JIOTIKH.
Peaunizanii 3a3Buuaii BAKOPUCTOBYIOTh CTPYKTYPH, KJIacH ab0 acolliaTUBHI
MaCHBH;

— System — cucrema, jorika 00pooku ganux. Cuctema 11e mporiec, sSIKAi i€ Ha
BC1 CYTHOCTI 3 TOTpiOHMMU KoMnoHeHTaMu. Hanpuknan, ¢hi3uyHa cucrema
MO’KE 3aMUTyBaTH CYTHOCTI, III0 MAlOTh KOMIIOHEHTH MaCH, IBUKOCTI Ta
MOJIOXKEHHSI, 1 TOBTOPIOBATH PE3YyJIbTaTH, BUKOHYIOUH (h13UYHI OOUUCIICHHS
Ha0Opy KOMIOHEHTIB JIJ1s1 KO>kHO1 cyTHOCTI. Cuctemu ECS He nmoBuHHI

MICTUTH KOJIHUX JAHUX, TIJIBKH JIOTIKa OOPOOKH JTaHUX.

ECS notpumyeThcsi IpUHLMITY KOMITO3UILIT HaJ yCIaAKyBaHHSIM, TOOTO KOXKHA
CYTHICTh BU3HAUYAETHCSI HE 1€PAPXIEI0 TUITIB, a TIOB’I3aHUMH 3 HEFO KOMITOHEHTaMH.
HeBiaminHy Bix KIIaCHYHOTO 00’ €KTHO-OPIEHTOBHOTO MIPOTPaMyBaHHS TOBEIIHKA
00’eKkTa BU3HAYAEThCA HE 1HTep(dericamu, KoHTpakTaMu abo myomiunum API, a
HaIaHUMHU 00’ €KTY BIACTUBOCTSMH 3 JAHUMHU i OKPEMO MPUCYTHBHOIO JIOTIKOIO

00poOKH.

ECS mae cBoi 0c00MMBOCTI 5IKI MOXKYTh OyTH KOPUCHUMHU TaK 1 CTBOPIOBATH

CKJIaJIHOCTI, CTBOPIOIOYH 0OMEXEeHHs, sIK1 Tpeba ooxoautu. [lepeBaramu €:

— Crnabka 3B's13HICTh KoY. B mpoekTi fermie po3mupoBaTH Ta TPOBOAUTH

pedaKTOPUHT HE 3MIHIOIOYH CTapU KOJI;
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MopynbHiCTh 1 TecTyBaHHS Koay. OCHOBA, sika MOOy/T0BaHa HA JaHUX
JI03BOJISI€ JIETKO KOIIIOBATH JIOTIKY 3 OJHOI'O IPOEKTY B IHILIUI Ta MOJIETIIYE
TECTYBaHHS, 00 MOXKJIMBO 3aIlyCKaTH JIOTIKY Ha OyIb-sIKUX BX1THUX JaHUX;
3axucT Bijg nmoranoro npoektyBanus. ECS MeHI BuMoOrinBmii 10
apXITEeKTypH, TOMY 3a/1a€ paMKH 3 SIKUMU CKJIa/IHIILIE CTBOPUTH TOTAaHUI
JIA3aH KOAY;

MOo>IHUBICTB JIETKO KOMOIHYBaTH KOMIIOHEHTH. [1aTepH rapHo miIxoauTh
JUISl OTTUCY TMHAMIYHUX CBITiB, 00 KOMIIOHEHTHU MOKJIMBO J0/1aBaTH J0
Oyab-sIKO1 CYyTHOCTI i1 cucTeMu OyAyTh KOPEKTHO Ha IIe pearyBaTu;
[Tpupict npoayktuBHOCTI. ECS MOXe 301IbIINTH IPOTYKTUBHICTh MPOEKTY
yepe3 NEPEeBUKOPUCTAHHS JIOTIKU JUIs p13HUX AaHuX. [latepH oco0iamBo
ONTUMaNIbHUH B KOHTEKCTI pymrist Unity, 60 Takuit miaxia OuabI

NPOAYKTHUBHHUMA HIXK CTaHJIapPTHA apXiTEKTypa.
Entity-Component-System Takok Ma€ Takl HeJIOTIKH:

[Tpo6iemu 31 c1abKoI0 3B’ SI3HICTIO. 3 IPUUKUHU BUCOKOT a0CTPAaKTHOCTI
CYTHOCTEH HE MOXKHA rapaHTyBaTH KOHKPETHY KOMOIHAI[I}0 KOMIIOHEHTIB,
10 MO>K€ BUKIIMKATH CKJIaAHOCTI. OHAK Taka 0COOJIMBICTh CIIOHYKAE J0
nependadeHHs] KOYKHOTO BUTIAAKY ISl MOKJIMBOCTI TIOJJANIBIIIUX 3MiH;
[Torana miaTpuMKa CTPYKTyp AaHMX. Peainizaiisi CTpyKTyp aHUX 3a
nonomoror ECS He € onTUMalIbHUM MOT0 BUKOPHCTAHHSIM;

Biakputnii noctyn no 6yas-skux ganux. Bei nani B ECS € myGniuanmuy,

10 MO€E CTBOPUTHU MPOOIEMH MPU HEMPABUILHOMY BUKOPUCTAHHI.

[Tarepn Entity-Component-System HaOyB 3HaYHOT OMYJIIPHOCTI B pO3pOOIII

1Irop 3aBAsIKU CBOill rHYy4YKOCTI Ta epextrBHOCTI. ECS MOe cTatu rapHuM BapiaHTOM

apXITEKTYpH JJIsl CTBOPEHHS 1rop, ajie He € yHiBepcaJlbHUM. Bubip nmoBuHeH

OazyBatucs Ha crienudiill NpoeKTy Ta BUMorax 1o Hporo. ECS Moxe cratu

MaiOyTHIM pO3pOOKHU IHTEPAKTUBHHUX PO3BAr, 00 BiH Ma€ BUT1IHI B KOHTEKCTI

PO3pOOKHU Irop mepeBaru.
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1.5 BucHOBKHM 10 po3aiity

VY paMKax aHaNITUYHOTO PO3ALTY OyJIM PO3IIISHYTI MOIMYJISAPHI I'POB1 pyIii,
30kpema Godot, Unreal Engine ta CryEngine, Oynu npoaHani3oBaHi ix nepeBaru Ta
HEJIOJIIKK Y KOHTEKCTI peaiizarii npoekty. Js pyuris Unity, sikuit Oyie o6paHo sk
ONTUMAaJIbHE CepeIoBUIIe PO3POOKH, Oy OMHMCAaHI OCOOIUBOCTI, a TAKOXK
METOJIOJIOT1, SIKi 3aCTOCOBYIOTHCS B IPOIIECI CTBOPEHHS irpOBOTO MPOTPAMHOTO
3abesneuenHs. Unity Hajae THyYKi MOKIJIMBOCTI JJISI pO3POOKU KPOCTUIATPOPMEHHUX
Irop, Mae HU3bKUI MOPIT BXOAY, MOTYKHY MiATPUMKY CIIJIBHOTH Ta IIUPOKUA BUOIp

IHCTPYMEHTIB 1 IIJIariHiB.

Bynu nocmimkeHi OCHOBHI METO0JIOT1T pOo3pOOKHU MTPOTPpaMHOIO 3a0e3neYeHHS,
30KpeMa BOJIOCTIa/IHa, ITepalliiiHa, criipaibHa Mojeni, MmeTooioris RAD ta
dbperiMBopk Scrum. AHaji3 Mokasas, 10 BUOIp METOI0JIOTIi Ma€e IPYHTYBATHUCS Ha

crienudilll MpoeKTy, 006cs31 poOOTH, pecypcax KOMaHIU Ta THYYKOCTI BUMOT.

Takox 0yJ10 ONMMCaHO aKTyalIbHI X0 JI0 apXITEKTyPH IPOrpaMHOI0O
3a0e3MeyeHHs], BKII0Uaoun 00’ €KTHO-OPIEHTOBAHE MPOrPaMyBaHHs, IPUHIUIH
SOLID ta narepn ECS. i koH1emNIIii CIPUSAIOTH CTBOPEHHIO CTPYKTYPOBaHO1,
MacmTaboBaHOI Ta JIETKO MiATPUMYBAHOT CUCTEMH, 110 € HEOOX1THUM JIJIsl Cy4aCHUX

IrPOBUX MPOYKTIB.

Bynu neperisiHyTi HOMyJISIpHI Ta YCIIIIHI IPOEKTH M TpoaHaIi30BaHi iX
relMIUICHHI PIIICHHS, MEXaHIKU Ta CUCTEMH, 10 J03BOJIUIO BUOKPEMUTH KITFHOUOBI

dakropu ycmixy s MaitOyTHHOTO iX BUKOPHUCTAHHS.

OTpumMaHH1 3HaHHS HEOOX1/IHI JIsl MPOEKTYBAHHS Ta peaiizamii MaildyTHHOTO
HPOEKTY MPOTOTHUITY IFPOBOTO 3aCTOCYHKY Ta CIIPHUSIIOTH [NIMOIIOMY PO3YMIHHIO
MPOLECiB PO3POOKH irop i GopMyBaHHIO BIACHOTO MIAXOAY 10 MPOEKTYBAHHS

IrPOBOi CUCTEMH.
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2. MOAEJIb TIPOEKTY TA IIOCTAHOBKA 3ATAUI
2.1 BuzHayeHHs1 HEOOXITHUX KOMIIOHEHTIB MIPOEKTY

Jlyig moyatky pobOTH Ha MPOTOTUIIOM MPOEKTY HEOOX1AHO BUSHAYUTH
KJIFOYOB1 MEXaHIKH, 5K TpeOa peasnizyBaTu. [ 0J0BHOIO HIJUTIO € CTBOPEHHS MTOBHOT

inOBO.l. CHCTEMH, 10 € CaMOJOCTATHBOIO AJIA 03HAOMJICHHS KOpHUCTYyBa4YaMHU.

ApXiTeKTypa MPO€EKTY MOBUHHA 3a0€3MeUyBaTH CTPYKTYPOBAHICTh Ta
MO>KIIMBOCTI MIATPUMKH MPOEKTY. Takok NOTpiOHO BUKOPUCTOBYBATH aJTOPUTMU Ta
apXITEKTYypH1 MA0JIOHU MPOEKTYBAHHS, 1100 3017IBIITUTH MOYJIbHICTh KOMIIOHEHTIB
CUCTEMH, 3pOOUTH MOMJIMBUM MEPEBUKOPUCTAHHS KOAY Ta CIIPOCTUTH HOTO

TCCTyBaHHA.

[[o6 3abe3meunTy TMHAMIYHUHN ITPOBUH JOCBI, /1€ TpaBellb BiIUyBa€e
KOHTPOJIb HaJ| IEPCOHAXKEM Ta KOM(OPT BiJ MpoILeCy rpyu HEOOX1THO AETaIbHO
popoOHTH B3a€MOIiIF0 00’ €KTIB Y TIPOCTOPI Ta pearyBaHHs MEPCOHAXKA HA CUTHAIH 3
npuUcCTpOiB BBOAY. Boporam Tpeba MaTu CKiIaiHy MOBEIIHKY Ta MOBUHHI TUHAMIYHO
pearyBaTH Ha 3MiHY CUTYyallii B rpi. BoHM MOBHUHHI Opi€EHTYBATHUCA B IFPOBOMY
CepeIOBHII Ta €PEKTUBHO MEPEMIIIIATUCS 3 YPAXYBAHHSIM MEPEIIKO], KOOPAUHY UM

NepeMIIIEHHS MK CO00¥0.

Takox HeoOXiHO peanizyBaTi 00HOBHUI MPOIIEC, IO € OCHOBOIO IS
I[1JIbOBOT'O IFPOBOTO KaHpPYy. BiH MOBHHEH BUKOHYBAaTH KOPEKTHY, PI3HOMAHITHY Ta

THYYKY B3a€EMOJIIF0 MK BEJIMKOIO KIJIBKICTIO 00’ €KTIB y peaIbHOMY Yacl.

Tomy niis redMIUIEHHUX Ta apXITEKTYpPHUX MOTped Oy/ie peaaizoBaHo

HACTYTHI CUCTEMHU:

- JlokaTop cepBiCiB: cUCTEMa, IO CTPYKTYPY€E CUCTEMHU 3aCTOCYHKY,
CHUCTEMAaTHU3YIOUH 1X B3aEMO/III0 33 JOTIOMOTOI0 PE€ECTpallii KOXKHOI CUCTEMH
Ta HaJaHHS JOCTYIY JI0 HUX;

— Illuna moxiii: craTuaHU 00’ €KT, 110 JO3BOJISIE IIEHTPAII30BaHO OOPOOIISITH

IO JI1T;
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- Cuctema KepyBaHHS IEPCOHAKEM: 00p00JIs€ BBi rpaBis Ta HA OCHOBI
Gb13ugHOT B3aEMOI1T pyXae 00’ €KT epcoHaxka;

- [IloBexinkoBa cucTeMa IITYYHOTO 1HTEJIEKTY: MO0y J0BaHa Ha OCHOBI
mabmony State Machine, 1o cporye peani3aliiro CKIaJHO1 JOTIKH
00’€KTIB, PO3ISAIOYHM 11 HA PI3HI CTAHU Ta MEPEXOU MK HUMU;

- Cucrema HaBiraiii: BAKOPUCTOBYE MOIIYK HAMKOPOTIIIOTO NIIAXY Y rpadi
11 3a0e3MmeueHHs HaBirauii ITYYHOTO 1HTEIEKTY BOPOTIB 3 METOIO MOIIYKY
TpaBIIS;

- Cucrema poiioBOi MOBEAIHKH: AJITOPUTM, L0 JO3BOJISIE BOPOTAM
KOOPJMHOBAHO TIEPECYBATHCS T YHUKATH 31TKHEHB;

- boiioBa cucrema: 006po0IIsie B3aEMO/I1F0 MI>K BOPOTaMU Ta IEPCOHAKEM Y
TPUBUMIPHOMY MPOCTOPI, BUKOPUCTOBYIOUH (PI3UUHY MOJIEIb IrPOBOTO
pyuis;

— [Ilyn 06’€exTiB: 301IbITy€E MPOIYKTUBHICTh 3aCTOCYHKY 3a JIOTIOMOT'OF0
MOBTOPHOT'O BUKOPUCTAHHS BJK€ CTBOPEHUX 00’ €KTIB, 10 30€piratoThCs B

OTIepaTUBHIM MaM’sTi IPUCTPOIO;

2.2 BuzHayeHH TeXHIYHHUX 3aC00iB

[Ticnsa aHami3y pi3HUX cepeIOBUIL PO3POOKH 1r0p 3BaXKar0UM Ha BC1 KpUTEPIl
OyJ10 BUPIIIEHO, 110 pO3pOOKa MPOTOTHITY IFPOBOTO 3aCTOCYHKY Oy/1eé BUKOHYBATHUCH

Ha pymuri Unity (Puc 2.1).
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Puc. 2.1 Intepdetic nporpamu Unity

[inpoBOIO TIATHOPMOIO JJIs1 IPOEKTY CTAHE KOMIT FOTEp Ha omepariiiHii
cuctemi Windows, a KoJ rpy HanucaHui MOBOIO rporpamyBanHs C# y mporpami
JetBrains Rider (Puc 2.2). JetBrains Rider 2023.1.3 — 11e iHTerpoBaHe CEpeIOBUILIC
PpO3p0o0OKH, 1110 po3pobieHuit komnanieto JetBrains. JetBrains Rider mpairtoe 3
texHosorisimu .NET, ASP.NET, NET Core, Xamarin, a TaK0>k BHKOPUCTOBYEThCS

1u1st po3poOku irop Ha Unity ta Unreal Engine.

Puc. 2.2 Tutepdetic mporpamu Rider
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3. PEAJIIBALISA ITPOBOT'O 3ACTOCYHKY
3.1 BOynoBanmii gyHKIioHAJ pyurist
3.1.1 Knac MonoBehaviour

MonoBehaviour — 11e 6a30Buii KJ1ac BiJl IKOT'O YCIaIKOBYIOThCS KJIACH, SIK1 €
CKpUIITaMU ¥ TOBUHHI B3aeMOJIATH 3 Jiorikoro pyuris Unity. MonoBehaviour Hanae
IIMPOKUH CHIEKTP BOyIOBaHUX (DYHKILIIN /I yIPaBIiHHS iITPOBUMH 00'€KTaMHU,
pearyBaHHS Ha BBEJICHHS IPaBIIs, yIPABIiHHSI PEHISPUHIOM Ta 6araTo iHIIOTO.
Hwxye HaBeneH1 AesiKi 3 METOIIB, [0 HAWYACTIIIE BUKOPUCTOBYIOTHCS B IFPOBHX

MIPOEKTAX:

- Awake() : BUKJIIMKA€THCA Mif Yac 1HiIiam3anii 00’ ekTa, 10 BUKIUKY 1HIITUX
MeTOo1B. BiH BUKOPUCTOBYEThCS JIs 1HIIIaMi3al1lil 3MIHHUX, HAJTAIITYBaHHS
NoCUJIaHh Ha KOMIIOHEHTH, a TAKOXK /I BUKOHAHHS Oy Ib-SIKUX
HaJIAIITYBaHb, K1 MAIOTh BIAOYTHCS 10 aKTHUBAIlii 00'€KTa.

- OnEnable() : BukmuKaeThes mopasy, KoJim 00'eKT akTUBYEThCs. HacTo
BUKOPHUCTOBYETHCS JUIS MIMMCKU Ha MO1T a00 aKTUBAIIlll EBHOT
MTOBEIHKH.

- Start() : BUKJIMKA€THCS OJIMH pa3 MPHU NEPUIOMY YBIMKHEHH1 00'eKTa miciis
Awake(). 3a3Bu4aii BAKOPUCTOBYETHCS JJIS 3aITyCKY JIOT1KH, KA TOTpedye
noTnepeaHbOi 1HIIIati3aii 00'ekTa ab0 MOCHIaHb.

- Update() : BUKJIIUKA€ThCS KOXKEH KaJIp, YaCTO MPHUB'I3aHUN 10 YaCTOTH
OHOBJICHHsI ekpaHa. Lleit MeTox 3a3BU4aii BUKOPUCTOBYETHCS IS
OTIpAIlIOBAHHS BBEJICHHS TPABIlS Ta JJIS IHTEPIOJIALT 3MiHH MTOJIOKECHHS,
oOepTaHHA YM 1HIIUX [apaMeTpiB, 10 3MIHIOIOTHCS B peajJIbHOMY 4aci.

- FixedUpdate() : BUKIHKAETHCS Yyepe3 piBHI MPOMIKKH Yacy, HE3aJIeKHO Bij
4acTOTH KaJpiB (Hanpukiasa, S0 pa3iB Ha CEKYHY). 3aCTOCOBYETBCS ISl
(GI3UYHUX OHOBJICHB, 30KpeMa ISl pyxy 3a monomororo Rigidbody.

- LateUpdate() : Buxnukaerses micist Update() koxxHoTO Kampy. Lleit meton

4aCTO BUKOPHUCTOBYETLCA JJIA OHOBJICHHS ITOJIOKCHHA Ta O6€pTaHH}I
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IrpoBOro 00'€KTa HA OCHOBI MOJIOKEHHS 1HIIUX ITPOBUX 00'€KTIB,

HAIPUKIIA] KaMepH, fKa CIIAy€ 3a TPaBLEM.

- OnDisable() — BukIIMKaeThCs 1MOpasy, KOau 00'€KT Ae3aKTUBY€EThCs. YacTo

BUKOPUCTOBYETHCS JIJIsl CKACYBAHHS MIAMUCOK HA MO1i a00 3yNMUHKU NEBHOT

[IOBEIIHKHU.
- OnDestroy() — BHKJIMKA€ETLCS MEPE] OCTATOYHUM 3HUIIICHHSIM 00'€KTa.

Cay>kuTh A7l OYUIIEHHS PECYPCIB, 3aBEPILECHHS 3'€JHAHD TOIIIO.

[HiIit0OBaTH 00’ €KTH Ta CUCTEMHU MOXKIIUBO uepe3 metoau Start() Ta Awake(),
aJie TIPH TaKOMY CIIeHapii iX BUKOPUCTAHHSA MU HE KOHTPOIIOEMO TTOPSIOK
BUKOHAHHS i1 HE BPaXOBYEMO €papXito 00’ekTiB. ToMy TaKk0X € HEOOXiTHICTh B
CTPYKTYPI, sika Oyie KOHTPOJIFOBATH B SIKOMY MOPSIKY 1HII1ai3yBaTUCS CUCTEMaMHU

Ta Oyje [IEHTpaIi30BaHO 30epiraTy MOCWIAHHS HA HUX.
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Puc. 3.1 ITopsiiok BUKOHAHHS BUKJIUKIB METO/I1B

3.1.2 KopucryBaubkuii InTepdeiic

Pymriit Unity Hajae roToBe pillieHHs JJ1s1 KOPUCTYBAIbKOTO 1HTEpdECy, sKe €
3py4YHUM AJis iHTerpalii y npoekt. OcHoBolo noOynoBu iHTepdeiicy B Unity € 00’ €kt
Canvas, sikuii cinyrye KoHTeitHepoMm 11 Beix iHmmx Ul-enementiB. Y mexax Canvas
MOXYTh PO3MIIIYBATUCS TEKCTOBI MOJIsI, 300pa)KeHHS, KHOIIKH, CITUCKH Ta 1HIII

€JIEMEHTH, HeoOXi1H1 At moOynoBu iHTepdericy. s podoTH 3 TEKCTOBUMU
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eJI€MEHTaMH Hal4acTile BUKOPUCTOBYEThCA KoMIIOHEHT TextMeshPro, sxuii

JI03BOJISIE CTBOPIOBATH THYYKHUH Y HAIAIITYBaHHI TEKCT.

[HTEepakTHBHI €JI€MEHTH, TaKl IK KHOIKH, TTOB’SI3YIOTHCS 3 JIOT1KOIO MPOEKTY
gyepe3 cuctemy nofii. Hanpuknanm, 1ist o00poOKku HaTUCKaHHS KHOIIKH IOCTATHBO
MPU3HAYMUTH BIJTIOBIIHUN METOJ Y CKPHITI, KU OyJ1e BUKJIMKAHO MPU aKTHUBAIi
nonii. [{e moxmnuBo 3po0OutH sik 1 6e3mocepentbo y peaakropi Unity, Tak 1

peainizyBaHHAM OOpOOHMKA MOIT Y KOJII CKPHUITIB.

Jns Toro, o0 MacmTadyBaTH €JIeMeHTH 1HTep(deiicy BiMOBIIHO 10 PO3MIPY
a00 pO3AUTBHOI 3IATHOCTI €KpaHa BUKOPUCTOBYEThCS KommoHeHT CanvasScaler. Bin
ZI03BOJISIE€ HAJIAIITYBATH TIOBEIIHKY €JIEMEHTIB MPH 3MiH1 €KPAaHHOTO IPOCTOPY. Y
pexuMi. IcHye Tpu pexxumu MaciutadyBanss: Constant Pixel Size, npu sikomy
€JIeMEHTH 30epiratoTh (iKCOBaHUMN MIKCETBHUI PO3MIp HE3aJICKHO BiJ PO3AUITHHOT
3natHocTi; Scale With Screen Size, o no3Bosisie anantyatu Ul 10 pi3HUX €KpaHiB,
30epirarouu IporopIli 3aBASAKU 3aaHii po3aiIbHIN 31aTHOCTI; Ta Constant Physical

Size, e po3MIpH €IEMEHTIB BUSHAYAIOTHCS Y (PI3UYHUX OJTUHUIISX.

3.1.3 PoboTa 3 Agimanigmu

BaxxnuBum eneMeHTOM KOXHOI rpu aHimarlii. PoOoTta 3 aHiMauisMu B pyiii

Unity BigOyBa€eThCs 3 10MIOMOT00 KOMIoHeHTa Animator Ta Animator Controller.
Jlnis KoKHOTO 00’ €KTa IKUM HEOOX1THO aHIMYBaTH HEOOX1THO CTBOPUTH €K3EMILISP
Animator Controller, sskuii MicTUTh BOy10BaHy MaliuHy cTaHiB. KojkeH cTaH y Takii

MalllH1, SIK TIPaBWJIO, BiioBigae neBHoMy Animation Clip — Hanpukiaa, cTad

OUIKyBaHHs, X001 a0 Oiry, siki MaroTh 1H(GOPMALIIIO PO KIFOYOBI KaJpu aHIMAIi]
00’exta. Animator Controller 36epirae mocuiaHHs Ha KJIIMU Ta BU3HAYAE MK HUMHU
nepexoau. Animator Controller mpukpimtroetscst 1o GameObject yepe3 KOMIOHEHT

Animator, 1 1]y Yac BUKOHAHHS TPU BIATBOPIOE KM aKTUBHOTO CTaHY.

Transition B Animator — 11e 3aci0 MmIaBHOTO MePEMUKAHHS aHIMaIIil 3 OJHOTO

ctany B iHIUH. [Iepexi BU3HaUYae yMOBHU CIPAIlbOBYBAHHS 1 TPUBAIICTh 3MIIITyBaHHS
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MK cranamu. Hanpuknan, nepexin «Idle — Attack» moxe Oyt akTUBOBaHUMN, KOJIN
cuparpoBye Tpurep Attack. Takosk MOXJITMBO HaIAITOBYBATH IMBUJIKICTH TIEPEXOTY

Ta MOro MoYaTokK.

Elend Tree

Any State

Puc. 3.2 Peanizalisg MalmMey CTaHiB B KOMIIOHEHT1 Animator.

Kepysatu animariisimu B Animator Controller Mmoo 6e3mocepeaHbo y Kol
ckpuntiB. [licis oTpuMaHHs MOCKIIAHHA Ha KOMIOHEHT Animator moTpioHO
BUKJIMKATH HEOOX1IHI JIJIs Tiepexoay Metoau. Hanpuknan,

Animator.SetTrigger(" Attack") poOuTh BUKITUK MEPEXO/iB, AK1 OyJId HATAIITOBAaHI Ha

Tpurep Attack.

Jnst Toro, 100 IMIaBHO MOEIHYBATH JEK1IbKa aHIMAILIHUX KB HA OCHOBI
0JIHOT0 200 KIJIbKOX IapaMeTpiB y pylii BukopuctoByeThest Blend Tree. et
MEXaHI3M CTpOIIy€e 00’ €JHAHHS CXOXKHUX CTaHIB B OJIUH, IKH MOKJIMBO THYYKO
HanamrToByBath. Blend Tree npaiitoe sik okpemuii crad B Animator Controller, sikuii
yCepeauH1 MICTUTD JIOTIKY 3MIITYBaHHA KUTbKOX aHiMaiii. Y npoekTi Blend Tree
BUKOPUCTOBYETHCS IS TFIABHOTO TIEPEMUKAHHS aHIMAIliil IEpeCYBaHHS TIEPCOHAKY Y
Pi3HUX HampsMax.
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3.1.4 CxkpunroBaHi 00'eKTH

Jlnia 30epiranss JaHuX Ta OUIbII THYYKOTO Ta 3pYYHOTO pefaryBaHHs BEIMKOI
KUIBKOCT1 00’ €KTIB B IPOEKTI BUKOPUCTOBYIOThCS 00’ €kTH Scriptable Object.
Scriptable Objects € cepianizoBanumu knacamu Unity, siki QyHKIIOHYIOTH K
KOHTEWHEPH JaHUX, 10 JO3BOJISIOTH 30epiraTi 3HauH1 00CATH JaHUX HE3aJICKHO Bif

KOHKPETHUX €K3EMILISIPIB CKPHUIITIB.

Ha BigmiHy Bijx KiaciB, iK1 HacliayroThes Bix MonoBehaviours, Bonu He
MPUKPITLTIOIOTHCS 10 ITPOBUX O0'€KTIB Yy CLIEHI, a 30€pIratoThCs SIK PECYPCH MTPOEKTY
y (haiinax npoekty. Lle 103B0oJIsIE€ MOBTOPHO BUKOPUCTOBYBATH iX y Pi3HUX ClLIEHAX Ta
IrpoBUX 00'€KTax HE CTBOPIOIOYH KOIIIi y KO)KHOMY KOMIIOHEHTI, @ BAKOPUCTOBYBATH
K MIOCUJIAHHSA, 110 J03BOJIsIE €PEKTUBHIIIIE BUKOPUCTOBYBATH NIaM’SITh T4 3MEHIITY€

Bary mpoeKTY.

s Bukopuctanus Scriptable Objects B pymiii Unity HEOOX1THO CTBOPUTH
KJ1ac, Ikt Oyjie HaciTyBaTucs Bix kiacy ScriptableObject it 3a He0OX1THOCTI
NPONUCATH JISI HbOTO aTpUOYT, IKUH CTBOPUTH PO3ILT JUIsl CTBOPEHHS 00’ €KTY B
penaktopi Unity. Hanpuknaza, HaCTymHUN KOJ JOAACTh OMITI0 Y PO3ILIi

ScriptableObjects 3 HazBoro Upgrade mist ctBopenns ¢aitny-00’exty Upgrade.

[CreateAssetMenu (fileName = "Upgrade", menuName =

"ScriptableObjects/Upgrade") ]

Scriptable Objects momomararoTh 3MEHIITUTH 3B’ SI3HICTh MK 00’ €KTaMH Ta
B1JIOKPEMJTIOIOTH JIaH1 BiJl JIOT1KH, [0 MO3UTUBHO BIUIMBAE HA apXITEKTYPY MPOEKTY.
Takox Scriptable Object MoxxHa peaaryBatu npsiMo B peaaktopi Unity, 1110 3py4dHO

11 peiaryBaHHs IFPOBOTO IHU3aiiHy 6€3 3MiH B KOJI.

3.1.5 CniBnporpamu

Coroutines — 11e MeXaH13M CHIBIIPOrpaM, SIKUN JO3BOJIsSI€E BUKOHYBATH
BIJIKJIa/ICH1 A11 B ME€XaX OHOTO KaJpy a00 MPOTATrOM KUIBKOX KaJIpiB, HE OJOKYIOUH

OCHOBHUH MOTIK BUKOHAHHA I'py. BOHM peani3yroThCs sIK METOIH, 10 TOBEPTAIOTh
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tun [Enumerator, i BAKOPUCTOBYIOTH KIIFOUOBE CJIOBO yield /uist THMYacoBOro
NPU3YNUHEHHS CBOTO BUKOHAHHS. 3aBISKU [IbOMY KOPYTHHH JJO3BOJISIOTh
mporpamictaM KepyBaTH 4YaCOM BHKOHAHHS TIEBHOI JIOTIKHA 0€3 BUKOPUCTAHHS
CKJIQJIHUX 0araTonoTOKOBUX CTPYKTYp. KOopyTHHU 3aImyCKalOThCS 3a JOITOMOTOFO
metony StartCoroutine, a 3ynuHUTH iX MokHa uepe3 StopCoroutine abo

StopAllCoroutines.

B npoekTi criiBmporpamMu 3aCTOCOBYIOTBCS JIJIs peajiizallii TakuxX CIieHapiiB, sK
3aTPUMKHU M1XK MOISIMH, TIOCTYIIOBE 3aBAHTAXKEHHSI PECYPCIB, @ TAKOX JJIsi CTBOPEHHS
MOBEIHKH, SKa 3aJIeKUTh Bl 4acy, 3a JOIMOMOTOI0 KOPYTHH MOKHA pealli3yBaTu

BIJIKJIa/ICHY MOSIBY 00'€KTa MICJIsl IEBHOTO MIPOMIXKKY yacy abo 1HII Mo i0H1 Jii.

KopyTuHu npaiioroTs B MekaxX OCHOBHOTO TIOTOKY BUKOHAHHS TPH, TOOTO €
onHomnoTouHuMHu. Lle o3Havae, 1110, Ha BiIMIHY BiJ 0araTONnOTOKOBUX MPOLIECIB BOHU
HE CTBOPIOIOTH HOBUX MOTOKIB, a JIUIIIE IPU3YIHHAIOTh CBOE BUKOHAHHS Ha IMEBHUMN
yac abo 10 HaCTaHHS BU3HAYEHOT YMOBH, JI03BOJIIIOYH 1HIIUM YaCTUHAM KOy
MPOAOBKUTHU CBOIO poOoTy. Takuil minxia 3abe3neuye Oe3neyHy B3a€EMOIIO 3
€JIEMEHTaMHM CII€HU, OCKUIbKU O1IbIIICTh 00’ €kTiB Unity He € MOTOKOOE3MeUHUMH i

OyIb-siKa B3a€MO/Iisl 3 HUMU MTOBUHHA B11I0yBaTHUCS caMe B TOJJIOBHOMY IMOTOLII.

3.1.6 Taiimep

Takox mis po3mmpeHHs QyHKIioHaTy OyJ10 Harmrcano kiac Timer, Skuit y
JCSKAX BUMAKaX MPAaKTHYHIIIIE BAKOPUCTOBYBATHU JJISI PO3B’sI3aHHS MPOOIIEM.
CTBOpeHHMIi eK3eMILIAP KIIacy BIACTEKY€E aKTyalbHE 3HAUCHHS Yacy y pyIIii i

CHOBIIA€ KOJIM TPOXOAUTh KOHKPETHUI MPOMIKOK Yacy.

Kiac MicTuTh ipuBaTHI OISt 17151 30€peKeHHS mapaMeTpiB Taiimepa: duration
BU3HAUYa€ TPUBATICTh TaliMepa y ceKyHax, startTime (ikcye MOMEHT HOTO 3aIycKy,
isRunning curnasnisye npo akTUBHUH CTaH Taitmepa. MeTon

CreateFromSeconds(float seconds) m03Bossi€ 3a/1aTi TPUBAIICTh TaliMepa y CEKYHJIax
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1 3allyCKae€ ﬁOFO, SIKIIIO TOW HE 6YB AKTUBHHUM Ha MOMCHT BHUKIIHUKY. Takum ynHOM

3aro0iraeThCs MOBTOPHE 1HIIIIOBaHHSI BXKE€ aKTUBHOTO TaiimMepa.

Merton Reset() 3a1ficHIOE TOBTOPHY 1HIIIATI3AIlII0 TalMepa, 13 MOXKIIUBICTIO
3aJlaHHS HOBOI TpuBasocTi. [Ipu IbOMy OHOBITIOETHCS Yac 3aMyCKy 1 3HOBY
BCTAHOBIIOEThCS akTUBHUM cTaH. Meton IsFinished() BukoHye nepeBipky Ha
3aBepUICHHs TaiMepa IUIIXOM MOPIBHSAHHS MOTOYHOTO Yacy (Time.time) 13 cymoto
qacy 3aIlyCKy Ta TPUBAJIOCTi. Y pasi 3aBepIleHHS TaiiMepa METOJ MoBepTae true i

JI€aKTUBY€ TalimMep, B iHIIOMY BHUMAaIKy — false.

Meton GetRemainingTime() 00UncITIOE 3ATUIITKOBHIA Yac 10 3aBEPIICHHS
TaiiMepa, MOBEPTAIOYN MaKCUMaJIbHE 3HAUEHHS MK HYJIEM Ta PI3HUIICIO MIX
TPHUBAJIICTIO 1 B)K€ BUTPAYCHUM YacoM. Y BHUIIQJKy HEAaKTUBHOTO TaliMepa
noBepTaeThes HyJb. MeTton GetProgress() Hamae HopMalti3oBaHE 3HAYEHHS TTPOTPECY
y BUIJISA1 ApoOoBoro yncia B Mexax [0, 1], mo BigoOpakae 4acTKy MpoaeHOTO

qacy BiJl 3aTajIbHOI TPUBAJIOCTI.

Knac Timer BUKOHY€ poJib 3py4HOTO IHCTPYMEHTA JUIsl peai3allii BIAIIKY
gacy. Moro Mo>kJIMBO TIBUIKO IEPEBUKOPUCTOBYBATH Y PI3HUX MICIIIX 0€3
MOBTOPHOTO HAIMCAHHS JIOT1KH, OCKUIBKY ISl pI3HUX 3a/a4 MOTpiOHA aHAJIOT14HA

JIOriKA.

3.1.7 Raycast

Jl5ig Toro, o0 mpopaxoByBaTu 31TKHEHHs y cepenopuil Unity 6e3
HEOOX1THOCTI BUKOPUCTAaHHS (DI3UYHUX 00'€KTIB 3 KOJIalIepaMH 1ICHYE MEXaHI13M
Raycast, sikuii € vacTuHO0O (Qi3ndHOT cucTemu pytrisi. Raycast — 1ie mporiec
BUITyCKaHHS BIPTYaJIbHOT'O IPOMEHS 3 IEBHOI TOUKH Y IEBHOMY HAMPSMKY 3 METOIO
BUSIBIICHHS TIEpETUHY 3 00'ekTamu clieHu. [[anuii MexaHi3M 0a3zyeTbes Ha
MaTEeMaTHYHUX OOUMCICHHAX MK BEKTOPOM HAIPsIMKY Ta KojaiiepamMu 00'eKTiB,
110 JI03BOJISIE BU3HAYMUTH (DAKT HASSBHOCTI MEPEIIKO/I, BiICTaHb 0 HUX, TOUKY

3iTKH€HH}I, HOpMaJIb 10 HOBerHi TOMIO.
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B Unity meron Raycast peanizyeThcs B pamkax kiacy Physics 1 3a3Bu4ail mae
curnatypy Physics.Raycast(), e nepiinm mapameTpom BUCTYIIA€ MOYATKOBA TOUKA
npomenst Vector3 origin, IpyruM — HanpsiMok Vector3 direction, a TaKOK MOXKYTb
J0JJATKOBO TEepeIaBaTUCA TaKi MapaMeTpH, SK MaKCUMallbHa JOBKHUHA ipomeHs float
maxDistance, ¢inpTp mapiB LayerMask, Ta in11i o3Haku 0OpoOKH 31TKHEHb. Y pasi
BUSIBJICHHS TIEPETUHY MTPOMEHS 3 KOJIaiiepoM, METO] IIOBEpTaE true, a J0AaTKOBI
JaHi (30KpeMa TOUKy MepeTHHY Ta iH(opMallio Ipo 00’ €KT) MOXKHA 3UUTATH Yepe3

cTpyKTypy RaycastHit.

B nmpoekTi Raycast akTUBHO BUKOPHUCTOBY€ETHCSA I peaizaiiii 001oBoi
CUCTEMH, BUBHAUEHHS MEPEUIKO Ta JIJIsl OTPUMAHHS MO3ULIIi Kypcopa BIIHOCHO
nepcoHaxka 3a monomororo Metony Camera.main.ScreenPointToRay(), mo Bumyckae

IPOMiHb 3 KaMepH B HAINPSIMKY IMO3HUIIIi Kypcopa.

[TepeBaroro ast BUKOpUCcTaHHsA Raycast € To, 1m0 BiH He BUMarae Qpi3naHoi
CUMYJISILIIT YK 3MIHM MTOJIOKEHHS TUT y mpocTtopi. Lle 3abe3mneuye ioro eheKTUBHICTH
y MOPIBHSAHHI 3 00pOOKOIO 31ITKHEHb KoJaiinepiB — BUkiIUKkU Physics.Raycast
BUTPAYAIOTh MEHIIIE OOYUCITIOBATBHUX PECypCiB, 0COOIIMBO TIPU MTPABUILHOMY

BukopuctanHi LayerMask st oOMeXeHHS MOIIYKY TUTBKU PEJIEBAHTHUMHU IIapamH.

3.2 ApxiTeKTypa NMPOEKTY
3.2.1 Jlokarop CepsiciB

OnHi€r0 3 BAXKIMBUX MPOOJIEM, SIKY MOTPIOHO BUPIIIUTH B MPOEKTI € B3aEMO/TIsI
KJ1aciB Mix coboro. Hampuknan, npu ctapTi rpu NOTPiOHO 3aBaHTaXUTU KapTy,
BBIMKHYTH KOHTPOJIb IIEPCOHAXKA, 3aITyCTUTH I'€HEPAaIlil0 BOPOTIB ¥ 1HIIIT CUCTEMH.
OueBHIHUM PIIICHHSM € TIepeMIIIeHHs BCI€T JIOTIKM 1HIIam3alii B OIMH Kjac, ajie
1€ BUMaratuMe nepeaadi 0ararbox 3aJIeKHOCTEN uepe3 KOHCTPYKTOP, 1110 MPU3BEIe
710 HOTO PO3POCTaHHS Ta YCKIAHEHHS MIATPUMKHU KOAY. AJBTEPHATHBOIO MOXKE
ctartu Singleton, aje y 1[boro miaxoay € cBoi Heodiku. 100 yHUKHYTH TPOMI3IKUX
KOHCTPYKTOpIB 1 HE IepeBaHTaXyBaTu KoJ Singleton kjacamu, MOKHa CKOPUCTATUCS

Service Locator.
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Singleton — 11e mab10H MpoekTyBaHHA. BiH rapanTye, 110 CTBOpEHUN 3a
JOTIOMOTOI0 HHOT'O KJIaC MaTUME TIJIbKU OJIUH €K3EMILISP, 1 3a0e3Mmedye riao0aibHy

TOYKY JIOCTYITY JO LbOI'O €K3EMILISPA.

Service Locator — 11e maTepH MpOEKTYBaHHS, 110 BUKOPUCTOBYETHCS B
PO3p0o0IIi TporpaMHOIo 3a0e3nedeHHs JJIsl IHKAICYJIAIT MPoIeciB, MOB'I3aHUX 3
OTPUMAHHSM Oy/Ib-SKOTO CEPBICy 3 CHIIbHUM piBHeM abcTpakiii. Foro BiaminHiCTb
BiJ1 3BUUaiiHOTO Singleton mossrae B Tomy, mo Service Locator Hajjae THYUKICTb
YIOPaBIIiHHS CEpBICAMHU, iIXHBOIO peeCTpali€ro Ta BunageHus M. Lei madiaon Hamae
LEHTPATI30BaHUI MEXaH13M, III0 BUKOPUCTOBYE JIOKATOP CEPBICIB, KU 3a 3alIUTOM
noBepTae iH(popMallito HeoOX1HY JIT BAKOHAHHS TIEBHOTO 3aBAaHHs. B neskux

BHITaJIKaX BUKOpUCTaHHS Service Locator (hakTHIHO € aHTUTIATEPHOM.

B nopiBusnHI 3 Singleton natepn Service Locator € kpammm BUOOpoM 1 Mae

HACTYTIIHI MepeBaru:

- Ilpamroe yepe3 iHTEpdEiicH, 0 JO3BOJISE JIETKO 3MIHIOBATH
KOH(}Irypariii;
- Jlo3Bosisie BiAKIIIOYaTH HEMOTPIOHI CEPBICU B PI3HUX CIICHAX;

— ITpu BukopucTanui Singleton MOXYTh 3’ ABJIIATUCSA MEPTB1 OCUIAHHS
Yy ;

['omoBHMM KOHKYpeHTOM Service Locator € Dependency Injection.
BrpoBamkeHHs 3aeKHOCTEH — I1€ MA0JI0H TPOEKTYBAHHS, B SIKOMY 3aJI€KHOCTI 200
CEepBiCH BIPOBAKYIOTHCS, a00 MEePEAAOTHCS MO TIOCUIAHHIO B 3aJICKHUHN 00'€KT i
CTAaOTh YaCTUHOIO KJIIEHTCHKOTO cTaHy. [11abmoH BiTOKpeMITIOE CTBOPEHHS
3QJIE)KHOCTEH KJII€HTA B1J] BIACHOI JIOT1KH KJII€HTA, IO JI03BOJISIE KOMIIOHEHTaM OyTH
c1abKo 3B'I3aHUMHU U IOTPUMYBATUCS IPUHITUITIB 1HBEPCIT 3aJIEIKHOCTEH 1 €TUHOTO
000B's13Ky. Lle cynepeunTs aHTHIaTEpHOM Service locator, sikuii 103BOJISE KIIEHTaAM

3HATH IIPO CUCTEMY, IO BUKOPHUCTOBYETLCA AJIA MOIITYKY 3aJIC)KHOCTEH.

Xoua natepHu Service Locator Ta Dependency Injection BupiliyroTh CX0Xi
3aBJIaHHs, ajie MaloTh CBOI BiAMIHHOCTI. [{o mepeBar Service Locator moxHa

BIJIHECTU HACTYITHE:!
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— Service Locator mpocrtimmii y peamnizariii;

—  3pyYHIIIMHA 1715 IBUAKOTO PO3IMIUPEHHS MTPOEKTY;

Dependency Injection Mae Taki nepeBaru:

- Dependency Injection HaouHimIM# 1 3pyYHIMNN AJI1 TECTYBaHHS — yCi
3aJIEKHOCTI BHIHO MIJT Yac 1HIIlaIi3alii;

— bingem 6e3neunnii — Oyab-skuil kiaac B Service Locator Moxke oTpumatu
JOCTYTI 710 Oy Ab-SIKOTO CEPBICY, IO MOXKE YCKIATHIOBATH KOHTPOJh
3aJIeKHOCTEH;

- Ilpo3opimmuii — B Service Locator mpuxoBye 3ajeKHOCTI KJIacy,
BUKJIMKAIOUY TTIOMUJIKY 11171 9aC BUKOHAHHS, @ HE TIOMUJIKH 4acy
KOMIUISAIIT, KOJH 32 BIACYTHOCTI HEOOX1AHHUX 3aJI€KHOCTEH KOMITLISTOP

1H(pOpPMYE PO NOMMJIKY;

Otxe, Service Locator mae HU3Ky TiepeBar mopiBHsIHO 3 Singleton, aie Takox
Ma€ CBOT HEJOJIKH i BBAXKAETHCS AaHTUIIATEPHOM 1 3arajioM BUKOPUCTOBYETHCS B
HEBEJIMKUX MPOEKTaX Jie CKiIaaHo abo BnpoBaautu Dependency Injection abo ae BiH

HAJUTUILIKOBHM, SIK TapHa ajgbTepHaThBa Singleton.

B npoekTi nmatepn Service Locator BUKOpUCTOBY€eThCS AJIs 1HILIAMI3aIIT Ta
JOCTYIIy 10 CEPBICIB B OJHOMY MicCIll Y Oy/Ib-sIKIl 4acTHHI KOAY 06€3 MpsSMOTO 3B 3Ky

MIXK 00'€KTaMM.

Service Locator — 11e cratuaHmi 00'€KT, 1110 30epirae MOCUIaHHS Ha CEPBICH Ta
HaJa€ iX 1HIIUM KJIacaMm 3a 3alUTOM. Y HalloMy BUMNAJAKY 1e Singleton, mo MicTHTb
CTaTMYHE TIOCHJIAHHS Ha TOTOYHHHN eK3eMIuIsp Kiacy ServiceLocator i KoJeKIiro
Dictionary, fe KJ1to4 — 11e Ha3Ba CEpBICY 3 TUIIOM String, a 3HAYEHHS 11e caMi CEPBICH,

K1 301rar0Thes 3a 0moMororo intepdericy IService.

Peectparis cepBicy, oro BUIajIeHHs i OTpUMaHHS MOCUJIAHHS Ha CEPBIC
BUKOHYETHCS 33 CXOXKUM NpuHIMIOM. Hanpukian as peectpaliii BAKOPHCTOBY€ThCS

HACTYITHUA METOJ:

public T Get<T>() where T : IService
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[le renepuyHUi METOI, SIKUH TIpuiiMae rmapameTp service tuny T. “where T :
[Service* — obmexxeHHs, sike BuMarae, mob tum T peanizoByBaB iHTepdeiic [Service.
Ile o3Hauae, 110 MOKHA PEECTPYBATH TIIBKU CEPBICH, SIK1 BIMOBIJAIOTH IEBHOMY
iHTepdeicy. [Jan oTpuMyeMo Ha3By THUITY KJIAcy CEpBICY, SIKY BUKOPUCTOBYEMO K
KITIOY JIJIS1 €JIEMEHTY KOJIEKIIi CEPBICIB 1 SIKIIIO CEPBIC LILOTO TUITY LIE HE
3apeecTPOBAHUM y CJIOBHUKY _SErvices, TO peeCTpyeMO HOro, a aKIIo Hi TO

IMPUIIMHAEMO BUKOHAHHA MCTOAY Ta CHOBiHIaGMO IIpo IMMOMUIJIKY:

ypeot ) .Name;
.Co nsKey (key) )

T
(! services

rror ($"{key} not registered with {GetType () .Name}l") ;
InvalidOperationException () ;

return (T) serviceslkey];

[Ilo6 Bukopuctatu Service Locator B pymii Unity OyB HanmucaHuii Kjiac
ServiceLocatorLoader Gameplay, sikuii € Hamagkom MonoBehaviour, mo6 knac
MO>KJIBO OYJI0 BHKOPUCTOBYBATH Ha clieHi. KoXHMIA cepBic yCraaKOBY€EThCS Bif
nycroro inTepgeiicy IService. ServiceLocatorLoader Gameplay 36epirae
MOCHUJIaHHS Ha KOXKEH CEpBIC 1 3aiiMaeThes 1X peecTpatiero B Service Locator,
1HIIIaTI3aIl€r0 CePBIC JIOKATOPA, 1HIIIaTi3aIllEr0 KOKHOTO CEPBICY 1 OUUILICHHSIM
ServiceLocator BiJl TUX CepBICIB skl HACHIAYIOThCsA Bl iHTepdeiicy IDisposable 1 siki

MOBUHHI OyTH BUAAJICHI IPU 3MiHI TOTOYHOTO €K3eMILIsIpa Kiacy ServicelLocator.

Jnst Toro, 11100 3BEpHYTHUCS 10 MOTPIOHOTO KJIacy CEpBICy Tpeba OTpuMaTH
MOCHUJIaHHS Ha HBOTO B JIOKAaTOpi cepBiciB. st 1iboro Tpeda 3BepHyTHCS 10
cTaTUYHOTO Kiacy Servicelocator, 1 uepe3 MOTOYHMI eK3EMIUISIP Kiacy 3a
JOTIOMOTOF0 TeHepuyHOTO MeToay Get(), BBIBIIM B TapaMeTp THUII KJIACy, SKHHA

yCHaJKOBYEThCS Bifl iHTEepdericy [Service.
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3.2.2 lInua nmoxii

[[una mofii — e MexaHi13M, SIKUH JO3BOJISIE PI3HAM KOMIIOHEHTaM
B3aEMOJISATH MK CO00I0, HE MalOuu MPsIMOi 3aIexxHOCTi. KoMIioHeHT, 1110
BUKOPHUCTOBYE IIUHY MOJ1A MOKE MOBLAOMUTH MPO MOJI1, a 1HII KOMIIOHEHTH, 110

MAaroTh JOCTYM 0 IIUHH MOA1 MOXYTh MIANKCATUCA HA Il MOAIT i pearyBaTu Ha HUX.

[Muna noaiit y mpoeKTI ABIsiE COO0I0 TNI00ANBHUIN CTATUYHHM 00’ €KT, 1110
30epirae y CBOiX MOJISIX MO/I11, AK1 MOXYTh OyTH BUKJIUKaHi. KoMmoHeHTH, sKi
MOBUHHI BIICTEKYBaTH MEBHY MO0 BUKOHYIOTh MiAMKUCKY Ha HET 32 IOTIOMOTOI0
oreparopa +=, 10 J0Jla€ MOCUJIaHHS Ha METOJI B 00’ €KTi /10 CTIMCKY BUKJIMKIB
nenerata nmoaii. [l yHUKHEHHS BUTOKY IIaM’sIT1 Ta Mpo0JieM BUKOHAHHS JIOT1KU
TaK0X HEOOX1THO BIAMUCYBATH 00’ €KT BiJ MO/11, HANPUKIIAI, KOJIH B1Jl 3HULY€E€THCS

3a AOIMOMOTI' OO OoII€paropa -=.

Komnu noTpiOHO MOBIAOMUTH, IO MOIS CTANIacsl, BUKIMKAETHCS JIeierar.

Buknuk Moxe BUT'TIAIATH HACTYITHUM YUHOM!

EventBus.OnPlayerJoined?.Invoke (this);

Cnouatky Bi10yBa€eThCs 3BepHEHHS 10 mrHM nojik y EventBus.OnPlayerJoined,
MOTIM 3a IOTIOMOTOI0 YMOBHOTO orepaTtopa ? BiI0yBa€eThCsl EPEBipKa HassBHOCTI
MiAMUCHUKIB Ha Toir0. Metox Invoke, sskoMy niepenaroThest HEOOX1aHI mapaMeTpu
0 Yep31 BUKJIMKAE BCl METO/IH, SIK1 MAMKCaH1 Ha ITI0 MO0, MePeIatodu M 111

apaMmeTpH.

3.3 IrpoBi Cucremu
3.3.1 Cucrema KepyBaHHS NEPCOHAKEM

JIns kepyBaHHS TIEPCOHAXKEM B Ipl HE0OX1JHa cucTeMa 0OpoOKH BBOY Ta
CUCTeMa, sika OTPUMYE 111 BX1IHI J1aH1 Ta Kepye nepcoHaxem. B pymii Unity Bxke
peanizoBana Input System 1 BoHa MiAX0AUTh i1 MOTpedu npoekTy. Lls cuctema

HACTYITHI OCHOBHI MT€peBaru:
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- IligTpumye nexiabka IpUCTPOIB. CUCTEMA J103BOJISIE OOPOOIATH BBIT 3
KJIaBlaTyp, MHUIIIOK, TeMMIIa 1B, TaUCKpPiHiB, VR-KOHTpOIEPIB TOIIIO;
— Jlo3BOJIsiE CTBOPIOBATH Pi3HI CXEMU KEPYBaHHS, MK SKUMH MOXHA
JTUHAMIYHO TIEPEMHUKATHUCS;
— I'paBii MOXyTh TAKIIOYATH YH BIAKIIOYATH KOHTPOJIEPH 1] 9ac TPH.
[Ilo6 BukopucToByBatu Input System HeoOX1AHO CTBOPUTH B IIPOEKTI (paitn
Input Actions Ta HamamTyBaTH HOTO ITiJT TOTPEOH MPOEKTY B PEAAKTOPI, B HHOMY
3a1af0ThCsl HEOoOX1aH1 Ayt rpu 1ii (Hanmpukiad, “Move”, “Jump’) Ta cuTHaIM BBOY,
SIK1 BUKJIMKAIOTh 11 Ail. O0’eKTaMm, siKi MIOBUHHI BUKOPUCTOBYBATH K€PyBaHHs Tpeba

nonatu komrnoHeHT PlayerInput.

Puc. 3.3 BikHo HanamtyBanHs Input Actions

Ha ocHoBI 1i€i cucTeMu Ta cepBic JOKaTopa AJis MPOEKTY OyB HAIUCAHUH
BracHui InputManager, sikuii 00p00JTIOE M IKITFOYCHHS Ta BIAKIIOYEHHS TPUCTPOIB
BBOJy Ta HaJla€ AOCTYT JI0 HUX 1HIIKUM cuctemMaM. InputManager onepye 3 ki1acom
InputsList sikuit € o6roprkoro crucky kiaciB InputRef. InputRef 36epirae B

KOXXHOMY €JIEMEHTI JIaHi PO MPUCTPiil Ta 00’ €KT TpaBIls, IKUM KepY€ LEei MPUCTPIH.
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Kiac InputManager mianucanuii Ha nmojii OnDeviceConnect Ta OnDeviceDisconnect

1 KON BOHM B10YBaIOTHCS, TO JIOJIA€ IPUCTPOI A0 crucky InputsList.

Jlns kouTposto rpasis B Input Actions Oysio CTBOPEHO Pi3Hi Ail, KOMIIOHEHT
PlayerInput 06po6itoe mpoiHiLiioBaHu 17151 00’ €KTa rpaBIis BBIAHI 1aH1 Ta
MIJMKACY€ Ha iX BUKIUK HEOOX1IH1 JJIs JIOT1KU TIepcoHaxy metoau. HactymHi Mmetoau
HANUCYIOThCA B Kiaci ynpasiiHHs rpasiemM TopDownController: OnMove() —
npuiiMae IBOMIPHHUNA BEKTOp HANPSMY PyXy, OTpPUMaHUN BEKTOp 30epiraeThcs B Mo
_movementlnput; OnAim() — npuiiMae ABOMIpHUI BEKTOp HANPSMY HOTJISY TPaBIId,
BeKkTOp 30epiraerbes B modii _aimlnput; OnDash() — npuiimae OynnoBe 3HaUCHHS

HATUCKY Ha KHOIKY PUBKA, IPU BUKIMKY METOAY 3aIyCKa€eThCs CIIBIIpOrpama

Dash().

[adopmartis mpo HanpsM pyxy 0OpOOTIOETHCS KOKEH KaJp BUKIUKOM
CalculateMovementVector() B metoai Update(). Takox B 1IbOMY METOIi 3UUTY€ETHCS
MOTOYHA CXeMa KepyBaHH:, OHOBIIIOIOTHCS MmapameTpu aHimaTopa (MovementSpeed,
Horizontal, Vertical) Ta 3a1eXHO Bil KOHTPOJIIO OOMPAETHCSI METO] TOBOPOTY:

muikor — TurnToMousePosition(), reitmnagom — TurnToStickDirection().

Merton CalculateMovementVector() mepeTBopIo€e BXiJIHI J1aHi 3 KJIaBiaTypu abo
reiiMmasa y cBiTOBI KOOpAMHATH KaMepH i HopManizye ix. Lleit meton icHye st
TOTO, 11100 3aJIeKHO BiJl HANPSAMKY MTOBOPOTY KaMEpH HApsM pyXy IepcoHaxka OyB
IHTYITUBHUM, TOOTO, KOJIM TPaBellb HATHUCKAE “BIepen’, a MIEPCOHAXK PyXaEThCS
BIIEpe/1 BITHOCHO KaMepH, a He JIMIIIe, HalPUKIIaJ, 1o raodanbHii oci X. [TokpokoBo

el METO/ TIPaItO€ HACTYITHUM YMHOM:

= movementInput.x;
_movementInput.y;

cameraR = cameraTransform.right;

camerakl _cameraTransform. forward;

cameraR.y
cameral.y
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OTpuMy€eThCs BEpTUKaIbHA Ta TOPU3OHTAIbHA YaCTUHA IBOBUMIPHOMY
BEKTOpY, SIKUM HagxoauTh 3 Input System. OTpuMyeTbcs BEKTOp HANIPSIMKY BIIEpE]

Ta IPaBOPYY BiJ KaMepH, BEJIUYUHA 10 0C1 Y ITHOPYETHCS.

Vector3 movementVector = cameraF.normalized * v +
cameraR.normalized * h;

movementVector = Vector3.ClampMagnitude (movementVector, 1);
return movementVector;

BekTop pyXy cKinagaeThes 3 BEKTOPIB HAMIPSIMKY BIIEpE]] Ta MIPaBOPYY Bifl
KaMmepH, TOMHOXKEHHUX Ha BIAMOBiAHI 3HaueHHs v 1 h. Meton ClampMagnitude()
oOMexXye TOBKUHY BeKTOpa 10 1, mo0u YHUKHYTH IPUCKOPEHHS P PyCi IO
niaronaini. OTpuMaHuil B TI00aTEHAX KOOPJAMHATAX BEKTOP movementVector
MIOBEPTAETHCS B MiCII€ BUKIIUKY MeTOy. OOpoOIeHn i BEKTOp HATIPSIMY PYXY
MIOMHOXXY€TBCS Ha 33/1aHy HAJAIITOBAHY IIBUKICTh Ta 3aCTOCOBYETHCS HAa 00’ €KTI

yepes oro kommnoHeHT Rigidbody koxen Bukink metony FixedUpdate().

CX0XMM YMHOM TIPAIIO€ BUPAXyBaHHS HAMPSMKY MOTJISITY TPABIIS PU
kepyBanHi ¢ reiimmnana. B metoni TurnToStickDirection() gani 3 BeKTOpy HanmpsiMy
IpaBIls TOMHOXYIOTHCS Ha BEKTOPU HAIIPSIMKY BIIEpE]] Ta MPaBOPYY BiJl KAMEPH.
Hampsim mormisiy 1iist KepyBaHHS MUIIEI0 BUKOPUCTOBYEThCs MeTo Physics.Raycast,

SIKUWA CTBOPIOE TIPOMIHB BiJI IMO3UIIIT KaMepH B HaNpsIMy MO3UIIII Kypcopa Ha eKpaHi.

3.3.2 Hagirauis Boporis

[Ipu HasiBHIN y BOPOTIB JIOTIIII MOBEAIHKH BCE I1Ie Tpeba, 11100 BOPOrH Maju
MO>KJIUBICTH OOXOJIUTH TIEPEIIKOIN W OTPUMYBAIIM 1H()OPMAITIFO PO TE SIK PYyXaTUCh
1o piBHIO. Po3B’s13aTH 1110 33/1a4y MOXKJIMBO, SIKIIIO PO3OUTH PiBEHb Ha TOUKH (HOJIHN)
Ta 3’€IHATU CYCIIHI, 100 OTPUMATH 3 HUX CITKY. Tak OTpuMaHa ciTka Oyze SBIATH
co0oro rpad, a 3aa9a MOMIYKyY NUISIXY IS BOPOTiB Oy1e po3B’sa3aHa 3a JOTIOMOT OO
3a/1a4i Mpo HAaWKOPOTIIMHA MUISAX Y paMKax Teopii rpadis, ska po3risaac BU3HAUCHHS

HAWKOPOTIIOTO HUIAXY MIX IBOMa TOYKaMHU Y BEITUKIA MEPExKI.
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[cHYIOTH pi3HI aITOPUTMU MOMIYKY HUIIXY, KOKEH 3 SIKUX € TaApHUM BHOOpOM
I KOHKPETHUX BUMAAKIB. ByyTh pO3TIIsiHYTI A€SIK1 aITOPUTMH 1 iX TIepeBaru Ta

HEJIOJIIKK Y KOHTEKCTI TIPOEKTY .
[Tomyxk y mmpuny:

[Tomyk y mmpuny (Breadth-First Search) — e 6a3zoBuii anroputm 00xoay ado
nontyky B rpadi. Moro Kiro4oBoo i1e€lo € BifcTe:xKyBaHHI MEXi MK PO IeHIME
Ta HEMPOMIEHNMHU BEPIIMHAMU 1 PO3UIMPEHHS B3I0BXK BCl€l IIUPUHUA. AITOPUTM
UKJIIYHO JTOCJIJIKY€E BEPIIMHU 32 PIBHSAMU, TIOYUHAIOYHN 3 MOYATKOBOT i MPOXOIUTH
yepes3 Bci JocTynHi BepiuHy. [lonyk y mupuHy BUKOPUCTOBYETHCS HE TIIBKH JIJIS
MOIIYKY LUTSIXY, a ¥ 7S 1HIIKX 3a7a4, HApUKIad, Ui KapT BiAcTaHen abo

BUSIBJICHHS LIMKJIIB Y Tpadax.

AJITOPUTM TIOYMHAE 3 33/1aHO1 MOYATKOBOT BEPIIIMHU U JIOJIa€ BCi CYCITHI
BEPIIMHU NOTOYHOI BEPIIMHU A0 4epru. [loTimM anroputM nociioBHO BIABIAY€E
BEPIINHU, BUTATYIOUH 1X 3 YEPTH, 1 IOAA€ 10 YEPTH IXHIX HEBIJBIIAHUX CYCIJIIB.

IIpouec MOBTOPIOETHCS, IIOKU YepPra HE CTAHE MOPOKHBOIO.
Aunroputwm Jlenkerpu:

Jnis Toro, u100 O0yi0 MOKJIMBO BPaXOBYBATH BapTICTh AJIs KOKHOI BEPILINHU
HOTPiOHO BUKOPUCTOBYBATH CKJIAAHILINKA anroput™. Anroputm Jledkerpu — e
KJIaCUYHHIA alNrOpUTM MOILITYKY HAMKOPOTIIOTO NUIIXY Y 3BaKeHUX rpadax 6e3
Bin’emHuux Bar. Moro pospo6us Excrep Jeitkctpa y 1956 porii. ITopisrsiHo 3
MOUIYKOM B IIUPUHY anropuT™ JIeKCTpH BiJICTEKY€E BUTPATH HA TIEpeMillIeHHS,

30epiraro4u 3arajabHy BapTICTh MEPEMIIICHHS BiJl TOYaTKOBOTO MICIIS.

CriogyaTKy aJIrOpUTM BCTAHOBITIOE HECKIHYCHHY BiJICTaHb JJIS1 KOYKHOT
BEPIIMHHU, KPIM CTapTOBOI BepiInHU. [10TIM IIUKIIYHO BUOMpAE BEPLINHU 3
HaWMEHIIIOI0 BIJICTAHHIO Cepel HEeMepeBIpeHMX 1 I KOKHOTO Cycija oOpaHoi
BEPIIMHU TIEPEBIPSIETHCS, UM Oy/Ie TIUIAX Yepe3 Hel KOPOTIUM. SKIIo MuUIsax
HAWKOPOTIINI — BIJICTaHb JIO CyClJla OHOBJIIOETHCS, a BiJ[BiIaHa BEPIIMHA O1IbIIE HE

00pobusieTbes. Lleit UK MOBTOPIOETHCS MOKKU HE Oy yTh BiJIBiJIaH1 BC1 BEPILIUHHU.
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BiaMiHHICTE MK MTOITYKOM Y IIMPHUHY Ta aITOPUTMOM JIEMKCTpH TMOJIsTae B
TOMY, IO aNrOopuTM JIeHKCTpU MOKe TIpaIfioBaTH 3 Tpadamu uyui pedpa MaroTh pi3HY
BapTICTh 1 TOMY 3a3BHYail y peajizaiisiX bOro aJropuTMy 3aMiCTh 3BUYANHOI YepTr

BUKOPHUCTOBYETHCS MPIOPUTETHA, 1[0 3MIHIOE CITOCIO PO3IIUPEHHS MEXI.
KaniOHuii momryk 3a HaAMKpaIow BapTICTIO:

3aBASKM MOIIYKY B IIUPUHY Ta anroputMy JleHKCTpru KOPIOH PO3IIHPIOETHCS B
yCiX HampsMKax. Taka 0cOOJUBICTh € KOPUCHOIO, SKIIO HEOOX1THO 3HANUTH IUIAX 10
ACKITBKOX Micilb. OTHAaK MOMIMPEHUM BUMAIKOM € TOMNIYK MUISXY JUIIE JO OJHOTO
micig. JKamiOHMit MoIIyK 3a HaWKPAIO BapTICTIO — € AITOPUTM TMOIIYKY, SIKUH
PO3IINPIOE MONTYK Y HAMPSAMKY HaHOIMHKIOMY JI0 11111 HA OCHOBI €BPUCTUYHOT

GyHKITI.

[Ipubnu3Hy BiACTaHb A0 111l MOKJIMBO BUpaxXyBaTH Oararbma criocodoamu,
HAIPUKIIA]], eBPUCTUYHOIO (DYHKLIEIO I MPSIMOKYTHOT MEPEX1 BEPILINH, HATIPUKIIA,
MOXe OyTH MaHXETTEHChKUH METO/I. 32 HUM BiJICTaHb Mi)K IBOMa TOYKaMH JTOPiBHIOE
CyMi MOAYJIB Pi3HUIIb iX KoopAUHAT. J[J1 TOOYI0BH IIISXY BUOHPAIOTHCS

HaWOMIKY1 70 LIl BY3JIH.
Anroput™m momryky A*:

Anroput™m A* — 11e eBpUCTUYHUHN aJITOPUTM MOUIYKY LUIAXY, SIKUH 3HAXOIUTh
HAWKOPOTIIUH NUISX MK TTOYaTKOBOIO 1 IIJIOBOIO TOYKOIO Y Tpadi abo Ha kapTi. Bin
noeaHye B co01 mepeBaru anroputmy JleiikcTpu i xaaioHOro Momyky 3a
HaMKpaIow BapTicTio. Anroput™ JleiikcTpu nodpe mnpaiioe AJis IOUIyKy
HAWKOPOTIIOTO IUISAXY, ajie BIH BUTPAYa€ yac Ha JOCIIHKEHHS HEMEePCIEKTUBHUX
HanpsMKiB. JKaaiOHuit MOUIyK 3a MPUHIUIIOM «HAMKpPAIIUi MEePUINi IUTSX»
JOCIIJKY€E TIEPCTIEKTUBHI HANPSAMKH, ajie MOXKe HE 3HAWTH HAMKOPOTIIUH IUISX.
Anroput™m A* BUKOPUCTOBYE SIK (DaKTUUYHY B1JICTaHb BiJ] MOYATKY, TakK 1

PO3paxyHKOBY BiICTaHb J0 II1JII.
Anroput™M A* BUKOPUCTOBYE (DYHKIIIFO BAPTOCTI JJIsl KOXKHOTO BY3JIa:

f(m) =gm) + h(n)
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— g(n) : haKTUYHA BApPTICTh IUISIXY BiJl MOYATKOBOI TOYKH JI0 MTOTOYHOL

BEPILUVHH N;

— h(n) : eBprucTHYHA OIIHKA BAPTOCTI HAMKOPOTIIIOTO MIISAXY BiJl N IO MiTHOBOT

BEPIIINHY,
— f(n) : 3aranbHa OlliHKA, KA JOTIOMarae BUOMpaTH, Ky WTH JaJi.

Joxu eBpucTtuka h(n) He mepeBulIye peasibHy BiACTaHb 10 1111, A* 3HaX0AUTh
ONITUMAJIFHUH MUTSX, SIK 1[€ pOOUTH anroput™ JlelkcTpu. A* BUKOPUCTOBYE
€BPUCTUKY JJI 3MIHU MOPSAJIKY BY3JiB, 1100 301IbIINTH HMOBIPHICTH TOTO, IO

IJILOBUM BY30.1 OyJie 3HAMICHO paHiIIIe.
Bubip ontumanbHOTO aaropuTMy:

Anroput™m A* € rapHuM BUOOPOM SKIIO TpeOa Mmooy ayBaTH OJIUH MIISAX JJIsI
onHi€l Touku. [lomryk B mMupuHY MOKHA BUKOPUCTOBYBATH JIJIsl TOOYOBH IIISAXY IS
KO>KHOT TOYKH 1 3pOOWTH 11€ IMIBHUIIE HIXK 3a JJOMOMOTOI0 A*, ToMy OYB BUOpaHuUii
came MONIyK B IUpUHY. [[71s1 KOXKHOT BEpIIIMHA BUPAXOBYETHCS HAIIPSIMOK, SIKUI Oy1e

BECTHU JI0 HACTYITHOT HAHOIMKYOT 10 I1JTI BEPITUHHU.

Jl71s IpO€eKTY JIOTiKa MOIIYKY IIISAXY Oyia peanizoBaHa B 00’ €KTi-cepBicl
PathfindingManager. Ile#t 06’ €KT CTBOPIOE CITKY BY3JIiB, 3B’ SI3y€ CYCIJIHI BY3JIH
reHepye HaBIraliiHy mMamy JijIs KOYKHOTO TPpaBIls Ta 30epirae i JaHi 1is
MOJIABIIIOTO BUKOPUCTAHHS 1HIIMMU cucTeMamu. O0’€KT Mae HACTYITHI TOJIS:
MIOCUJIAaHHSI Ha CITUCOK TOYOK Ha CIIEHI PiBHS; CIIMCOK BY3JiB, 3 MOCHIAHHIMH Ha
CycCimHI By31H; KoJyiekiito Dictionary, fie Kiac rpaBiis € KJItFoueM, a 3reHePOBaHi s

IILOT'0 T'PaBIIsl HABITalIMHI JaH1 € JaHUMH.

[Himiamizanis kiaacy BigoyBaeTbest y metol Init(). Lleit meron 3amyckae
HACTYIIHI Ipouecu: Bukiukae meto] CreateNodes(), sikuii reHepye CITKY By3/iB Ha
piBHI; BUKIUKae meto criBnporpamy UpdateNavigation(), sikuii € HECKIHUEHHUM
IIUKJIOM SIKWM OHOBIIIOE MaIy HaBirailii JJis rpaBliiB ¢ 3a/IaHO0 Y MOJI1
_navigationUpdateRate wacToToro, mianUCy€eThCs Ha MO CTBOPEHHS Ta 3HUIIICHHS

00’€eKTa TpaBIIs.

50



B meronax OnPlayerJoined() Ta OnPlayerDied(), sixki BUKJIUKaIOThCS
BIJIMTOBITHUMH TIOISIMU 3 IITUHU TIOJT1, 32 IOMTOMOTOI0 CEPBIC JIOKATOPa OTPUMYETHCS
CITUCOK CTBOPEHMX Ha PiBHI I'PABIIiB, IIEH CTUCOK CUHXPOHI3YETHCS 31 CIIOBHUKOM

PlayerPaths.

['eneparris HaBiraiiHoi Manu BiJI0yBa€ThCS B METO/I1
GenerateWightNavigation (Node start), sikiif BAKOPUCTOBY€ aJIFCOPUTM IOIIYKY B
mUpuHy. MeTo ] reHepy€e HaMKOPOTIINH NUTSIX BiJl KOXKHOTO By311y y rpadi 10 By3na
BKA3aHOTO B apryMEHTI MeTOTy. Pe3ynbraTtoM 00YUCIICHB € CIOBHUK, SIKUH
1HGOpMAILIiIO PO BIJICTaHb 1 3 IKOTO By3J1a NpUHILIM 10 HhOTo. Ko meToay

BUI'JIIJa€ HACTYIIHUM YHMHOM!

— CTBOpIOETHCS CIOBHUK result, ge KoskHOMY By3i1y nmpucBoroeTsest PathData

3 MaKCHMMaJILHO MOJKJIMBOIO ITOYaTKOBOIO BiacTaHHIO Int.MaxValue;

var result = new Dictionary<Node, PathbData> ()

foreach (var node in nodelList)
result [node] = new PathData (int.MaxValue) ;

- Kosken By301 30epirae JUCTaHIIIIO Ta TOCUJIAHHS HA CYCIJIHIN BY30J1, SIKHUI
OyJie BUKOPHUCTOBYBATHCH B OyayBaHHI NUIIXy. [logaTkoBHii By30I1, SIKHiA
3a/laHUM B MMapaMeTpax METOTy, 1HIIATI3yEThCS 3 HYJIbOBOKO BiJICTAHHIO Ta

MOCHJIAHHSIM Ha ce0e, 00 11eli By30J1 1 € IUJLTIO TOTIYKY.

result[start] .Distance

result[start] .CameFrom

- CTBOpIO€TBCH qgcpra, B HEl JO0AAa€THCA MOYaTKOBUM BY30JI Ta ITIOYHMHAE

BUKOHYBATHUCh ITUKJI, JOKU BCl €JIEMEHTH B uep3i He Oy 1yTh 001HIeH];

var queue = new Queue<Node> () ;
queue.Enqueue (start) ;

while (queue.Count > 0)

{
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— B koxHiil iTepaliii HUKITy 3 Yeprd BUIMAETbCA B30I 1 IepeOupaeTbes
KOKEH Horo cycia. SKio cycif 1me He BiJB1IaHu#, TO: BCTAHOBIIOETHCS
BIJICTaHb JI0 OTOYHOTO BY3J1a; 30€pIira€ThCsl MOCUIAHHS HA MUHYJIHI
BY30JI; CyCiJl JoJaeThes 10 uepru. PesynbraT 30epiraerbes B CIIOBHUK result

Ta MMOBCPTAETLCA METOAOM;

while (queue.Count > 0)
{
var current = queue.Dequeue () ;

var currentData = result|[current];

(var neighbor in current.connections)

var neighborData = result[neighbor];
if (neighborData.Distance == int.MaxValue)

{

neighborData.Distance = currentData.Distance + 1;
neighborData.CameFrom = current;
queue.Enqueue (neighbor) ;

return result;

Mertoau FindNearestNode(Vector3 pos) ta FindFurthestNode(Vector3 pos)
BUKOHYIOTh ITHKJI, IEPEBIPSIIOUN BeCh Ipad By3JiB Ta MOBEPTAIOTh HAMOIIKYMIL Ta

HaWJAIBIINN BY30J1 y MEPEXKi BiIMOBIIHO.

[HI1i cucTeMH B TPOEKTI, HAIPUKIIA, INTYYHUH 1HTEIEKT BOPOTra, MOXKe
BUKOPHCTOBYBATH HaBirauiHy mamy. s mporo Tpeda 3BepHYTHCS JO METOLY
FindNearestNode(Vector3 pos) mo0 orpuMatu HaWOIMKIKN BY30J1 10 HEOOX1THOTO
00’€KTa, 3 TOCWJIaHHS Ha HACTYITHUN BY30J1 Ha HUIAXY, AKe 30epiraeTbes B Kiaci
By3J1a, OTPUMATH MO3UIIII0 HACTYITHOTO By3Jla Ta BUPaXyBaTU HOPMai30BaHUM

BEKTOP HANpsIMKY pyXy BiJl TeNEpIIHBOI MO3UIlT 00’ €KTa JO HACTYITHOTO By3Jia 32

> 1 : : .
bopmynoio d = = - U, e U — 1€ Pi3HULA MK O3UIIIEI0 HACTYITHOTO By3Ja Ta

.
MOTOYHOIO MO3UIIIEI0 00’ €KTa, a d — 1€ OTPUMaHUN HOPMaIi30BaHUN HATIPSIM PyXy

A0 HACTYIIHOT'O BY3JId.
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3.3.3 lIa6s101 npoekTyBanHsa State Machine

State Machine — 11e mOBeAIHKOBHI MaTepH MPOEKTYBAHHSA, IKUW JO3BOJISIE
00'eKTy 3MIHIOBaTH CBOIO MOBEIHKY 3aJI€KHO BiJ] BHYTPIIIIHEOTO CTaHY. 30BHI
CTBOPIOETHCS BPaKEHHS, 1110 3MIHUBCA caM Kjac 00'ekta. Lleit matepH yacto

BUKOPHUCTOBYETHCS [Tl 3aMIHU TPOMI3IKMX KOHCTPYKLIN switch-case ta if-else.

[Tarepn State Machine ocHoBaHUi Ha KOHIIEIIIII MAIIMHU CTaHIB, TAKOXK
BIIOMOI fIK CTEUT-MalInHa ado cKkiHYeHHUi aBToMaT. CKIHYEHUI aBTOMAT — 1€
MOJIETIb, 1[0 BUKOPUCTOBYETHCS JIJISl OTIUCY 3MIHU CTaHy 00’ €KTa 3aJIe’KHO BiJ
MOTOYHOI'O CTaHy Ta iHGopMaIllli OTpuMaHoi 330BHi. [IOHATTS CKIHYEHHOT'O aBTOMAaTa
OyJ10 3aIIPOMIOHOBAHO SIK MATEMAaTUIHY MOJIENb TUCKPETHUX TIPUIIAIB, OCKITEKH

OyIb-sIKUH TaKuil MpuiIag MOKe MaTH TUTbKU CKIHUEHHY KUTbKICTh CTaHIB.

[TaTepn State Machine ninuTh noBeaiHky 00’ekTa Ha cTaHu. CTaH 1HKAICYIIIOE
MOBEJIHKY 00'eKTa B IeBHUI MOMEHT 4acy. O0’€KT MOXKe 3HAXOUTHCS B OTHOMY 3
KUTBKOX CTaHIB, 5IKl YBECh 4ac 3MIHIOIOTh OJIMH 0HOTO. KOXeH cTaH BU3HAuUae
BJIACHY TMOBEIIHKY 00'ekTa. Halip 1iux cTaHiB, a TAKOX MEPEXOiB MK HUMU,

BU3HAYEHUM HATEpe Ta CKIHUCHUM.

[leit maTepH MIKPOKO BUKOPUCTOBYETHCS B pO3poO1Ii irop, 60 BiH 3pyUHHil ¥

CUTYyaIlisiX, Ie 00'€KT 3MIHIOE TTOBEIHKY 3aJIC)KHO Bl CTaHy, HAIIPUKIIA:

— [IloBeainka BOpOTriB 3a1€KHO BiJ 00CTaBUH (MTaTpyIFOBaHHS,
nepecyiIyBaHHsl, aTaKa);

— VYnpaBniHHS KOPUCTYBALbKUM 1HTEp(]eiicoM, HAPUKIIAA, B CUTYaLIAX KOJIU
€ CJIEMEHTH, 5IKi € HECYMICHUMH OJIUH 3 OJTHHM;

- IloxpoxoBa mexanika. Hanpukmnaz, 3MiHa ¢a3 0010, 4eproBiCTh XO/iB;

— KonTtponep animaiii B pymrii Unity peanizoBaHuii uepes el maTepH;

- CucTtemu miaJioTiB, Ie CTaH A1aJ0Ty 3MIHIOETHCS 3aJIEKHO BiJl BUOOPY

IpaBlf;
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3aMiCTh TPOMI3IKO1 JIOTIKH 3 BEJIMKOIO KIJIBKICTIO YMOB, Iporpama
MIPEICTABISIETHCS SIK HAOIP CTAaHIB 13 YITKUMH MEPEX0IaMHA MK HUMH. TaKkwid mi X1y

pOOUTH KO OLIBII YUTAOEIBHUM 1 TIATPUMYBAHHUM.
Peanizauis

[Tarepn Knac State Machine B mpo€KkTi BUKOPUCTOBYETHCS JUIs peati3aliii
P13HOT MOBEIHKH AJ1s1 BOpOTiB. /{7151 11boro Oyia HamycaHa JIOTika yHIBEPCaIbHOTO
CKIHYEHHOT'O aBTOMATa, IKy MOKJIMBO BUKOPUCTOBYBATH Yy MOAAJIBININ po3poo1i i
JUTSL THITMX cUcTeM. AOCTpakTHa MalllMHA CTaHIB cKiaaaeThes 3 kiaciB FSM (finite

state machine) Ta FSMState.

B knaci FSM cranu 36epiratothes y kosekiiii Dictionary 3 Ha3Boro _states, e
KJIFOUEM € TUI CTaHy, a 3HaueHHsIMU € caMmi ctanu tuny FSMState. Takox kiac mae
nocuiaHHs Ha motouHuii ctad B StateCurrent. Kinac FSM peaiizoBye metoau
AddState, SetState, Update ta FixedUpdate. Meton AddState(FSMState state) nonae
CTaH J0 Kojekii _states. MeTtona SetState nmpuiiMae B mapameTpH y3arajibHEHUN Kiiac
T, saxuii moBuHeH OyAM yCHaJKOBaHUU BiJl KJacy, IepeBIpsi€, YU BIAPI3HIETHCS BiH
BiJl TOTOYHOTO, BUKIIMKAE MeTo ] EXit() Ay monepeHhoro CTany, 3MIHIOE TTOTOYHHM
ctaH 1 BukJimkae Enter() gy HoBoro.. Meroau Update Ta FixedUpdate 6ynyTh
BUKOPHCTOBYBATHUCS JJIs TIepeadl BUKJIMKIB BlJ] KOHKPETHOT peati3allii MalluHu

CTaHIB, sIKa, HaMPUKJIa], MOKe OyTH ycnajakoBaHa Bit MonoBehaviour.

3a nonomMororo narepHy State Machine y npoekTi O0yj10 peani3oBaHO JIOTIKY
BoporiB. /[ BoporiB 0yB ctBopenuii kitac FSMEnemyAl, sikuii € KoMIoHEHTOM

00’exTa Bopora. Bin cTBopioe Ta kepye ekzeMIuisipom kinacy FSM.

Bci cTanwm siki Moxke MaTH 00’ €KT TOJAIOTHCS Y CIIOBHHK _states 3a J0MOMOTOI0
merony AddState(FSMState state) no kiacy FSM nin yac iHimiami3aiii kiacy
FSMEnemyAlI. B koHCTpyKTOpHU CTaHIB NepeaatoThCsl BC1 HEOOX1IHI i iX poOOTH
JaHi: mocwiIaHHs Ha ki1ac FSM, mocunanus Ha 0a30BUii KOMIIOHEHT BOpOTa
enemyRef, 11i1p0Ba MIBUAKICTH MEPEMIIIICHHS, CUCTEMAa HaBIrailii, CIMCOK IPaBIIiB Ta
MOYaTKOBUH HaBirauiiauii By3o0:. [icas uporo Bukonyerbcsa Meton SetState <T>(),

KWW MpUMae MOYaTKOBUM CTaH BOpOTra i iHIIiami3a1lis 3aBepIIy€eThCs.
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B metomax Update() Ta FixedUpdate() knacy FSMEnemyAl niepenaroThbes
HEOOXITHI BUKJIMKH JI0 KJIACY MalIuHU cTaHiB. JIorika 3MiHN TOBEAIHKA 00’ €KTa
3aJlaHa yCepeIMHI KJIaciB CTaHIB Ta BUKOHYEThCS aBTOHOMHO. [ToaiO6HwMiA crioci0

BUKOPHUCTAHHS MaTEPHY MOXJIMBO PEATi30BYBaTH M B IHIINX CTAHAX.

3.3.4 Jlorika Boporis

OCHOBHMMH CKJIQTHUKaMU TOBEIHKA BOPOTiB € MaTEePH CKIHUEHHUH aBTOMAT,
HaBIraIlis BOPOTIB 3a TOTIOMOTOI0 aJITOPUTMIB MOUIYKY HUISIXY Ta MOBEAIHKOBHIMA
anroput™ "Boids". Mogaens "Boids" po3pobnena Kpeiirom Pelinonbsacom y 1986 porri
TUTSI CAMYJISATTIT KOJIGKTUBHOT MIOBEIIHKU TBAPWH, TAKUX SIK 3rpai NTaxiB a00 KOCSKH
pu6. Monens Boids crana BaxIMBOIO y Taimy3i KOMI'TOTEPHOT aHiMaIlii Ta ITY4YHOTO

KUTTs. KokeH 00’ €KT B MOJIETi CAMOCTIHHO TOTPUMYETHCS TPhOX MPABUIT:
- YuukHeHHs (Separation): yHUKATH HAAMIPHOTO 30JIM>KEHHS 3 CYClJIaMH.

- BupiBnatoBanns (Alignment): mprcTOCOBYBaTH CBIi HAMIPSAMOK PYXY IO

CepEeHLOT0 HAMPSIMKY CYCIIIB.
- 3ryproBanictb (Cohesion): pyxaTtucst 10 c€peIHbOr0 MOJIOKEHHS CYCIIIB.

i mpaBua 3aCTOCOBYIOTHCS JIUIIE JI0 CYCIAIB Y IEBHOMY pajiiyci Ta KyTi
OIJIAY, 110 IMITye OOMeKeHe CIPUIHATTA. MoaeIb IEMOHCTPY€E eMEPKEHTHY
MOBEIHKY, J€ CKJIaJH1 rI00anbHi MaTePHU BUHUKAIOTH 13 B3a€EMOJIT MPOCTUX

JIOKAJIbBHUX IIpaBUIIL.

Cranu HacaiAyrOThCs BiJ 6a30Boro abcTpakTHoro kinacy EnemyState, sikuii
Hacixye 6a30Buil komnoHeHT natepHy FSMState ta 3a0e3neuye 3arajipHy JIOTIKY 1
3QJICKHOCTI IS BCIX MOXIJHHUX CTaHiB. JI0 TaKUX 3alIe)KHOCTEH HAJIe)KATh IIOCHIIAHHS
Ha KOMIIOHEHTH BOpora, MOTOYHMM By30J1 HaBiramiiHoi citku _currentNode,
MeHemkep nouryky nuisixy PathfindingManager ta ciricok rpaBuiB amst
nepeciigyBanHs _playerList. Takox B 6a30BoMy Kiiaci € METO

TargetClosestPlayer(), mo oOupae HaOIUKIOTO TPABIL, CIUPAIOYNCH HA
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NoNepeHbO PO3paX0OBaHi IUISAXH 0 KOXKHOTro 3 HuX. Lleit meton Mmoxe OyTu

BUKOPHUCTAHUM B KJIacaxX 110 HOTO HACTIAYIOTb.

Jlorika moBeAiHKH BOPOTiB AnnuThes Ha Tpu cTanu. IdleEnemyState — e
MOYaTKOBUH CTaH, KU 1HILIIOETHCS B MalINHI cTaHiB. CTaH OMKCY€ MACUBHY
MOBEIHKY BOPOTa, CYTHICTh OUiKY€E MOSIBH MEPCOHAXKA TPABIIS 1 BUKIIMKAE CTaH
MePECITiTyBaHHs PU HOTO MOsIBl. B mMovaTKy BUKIMKY IILOTO CTaHy B MeToi Enter()

KJ1aC 3BEPTAETLCA 10 aHiMaTopa BOpoOra Ta BUKJIMKAE aHiMaHiIO CTaHy IIOKOIO.

¥V ChaseEnemyState peanizoBaHo MOBEIHKY NEPECTiTyBaHHS, BKIIOYAIOUH
AITOPUTMIYHY HMIATPUMKY PyXy B poIo 3a goromororo mozeni Boids, uepes
PO3paxyHOK CHJI BUPIBHIOBaHHS, BIIITOBXYBAHHS Ta 3TYPTOBAHOCTI. Y METO/II
FixedUpdate() MicTUTh BUKJIMK TTOITYKY HAHOIMKYOT0 By3Jia, OOUMCIICHHS HAITPSIMKY
pyxy no uini _moveDirection, mepeBipKu JOCSKHOCTI TPaBLA, @ TAKOXK NEPEMUKAHHS

Ha ctaH AttackEnemyState npu 1ocTaTHOMY HAOIMKEHHI.
Jlns peanizaiiii poioBoi MOBEAIHKK OyJI0 CTBOPEHO HACTYITHI METOH:

- GetNeighbours(): 3a nomomoror mexanizmy Physics.OverlapSphere()
OBEpPTa€ KOJEKI[1F0 HAMOIMKUNX KOJalepiB CyClliB;

- CalculateSeparationForce() onucye po3aijeHHs: pO3paxoOBYe CUITY, sSKa
BIJINITOBXY€E MOTOYHUM 00’ €KT BiJl KOKHOTO Cycima. MeToa BUpaxoBye
BIJICTaHb Ta HAIIPSIMOK JI0 CYCi/IiB i J0JIa€ OTPUMAaHy CHITy BiAIITOBXYBaHHS
70 BeKTopa _separationForce mist moganbmmx po3paxyHkiB. Unm Ommkymii

CyCiJl — TUM CHJIbHIIIE BIAIITOBXYBaHHS;

ar dir = neighbour.transform.position - rigidbody.position;
r distance = dir.magnitude;
var away = -dir.normalized;

if (distance > 0)
{

/

_separationForce += (away / distance) * separationWeight;

- ApplyAllignment() onucye BUpiBHIOBAHHS: METOJI OTPUMYE HAMPSIMOK PyXY

CyCifiB, 30upae iX B OJJMH BEKTOP Ta HOpMaJIi3ye oro. OTpuMaHui BEKTOP
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MOMHOKCHHI Ha HAJIAIITOBaHY BEJIMYMHY JAOJAEThCs 10 _separationForce mis
MOJIaJIbIINX PO3PaxXyHKIB;

- ApplyCohesion() onucye 3rypToBaHICTh: METO]I OOUHCIIIOE CEPETHE
MOJIOXKEHHSI CYCI/IiB, SIKE € IICHTPOM Mac 1 CIIPSIMOBYE 00’ €KT JI0 LIbOTO IIEHTPY.
HanpsiMmok moMHOKEHUH Ha HAJAIITOBAaHY BETMYHUHY JTOJAA€THCS 10

_separationForce.

averagePosition /= neighbours.Length;

Vector3 cohesionDir = (averagePosition -
_rigidbody.position) .normalized;
_separationForce += cohesionDir * cohesionWeight;

[Ticnist BUKIIMKY OOYHMCIICHb CHIIH Il KOPEKTYBAHHS MO3UIllT 00’ €KTa BITHOCHO
cycigaix y metoai FixedUpdate() BinOyBaeThcss BUpaxXyBaHHS HANPSIMKY
HAWMIBUALIOTO HUISIXY JIO TPABIIs, KU OyB MOBEPHYTUN METOOM

TargetClosestPlayer().

3a I0MOMOTOI0 MEHEKepa MOILIYKY IIJISXY OTPUMY€ETHCS HAHOMMKUUI 10
MOTOYHOI MO3UIIIT 00’€KTa By30J1. SIKIIO € HITbOBUI NUISX 1 KUTBKICTh BY3JIIB 710
rpaBls BEJUKA, BUPAXOBYETHCS HAPAMOK JJO HACTYTHOTO By3J/1a Ha HUIAXY. SIKIIO
rpaBellb J0CTaTHHO OJIM3BKO, TO BUPAXOBYETHCS HANIPSM J0 HHOTO. SKII0 Bopor
3HAaXOJIUTHCS HA TOMY XK BY3JI 10 ¥ IEPCOHAX IpaBIls ado BiACTaHb A0 HHOTO Maja,

TO CTaH MepeMHUKaeThcs Ha cTaH ataku AttackEnemyState.

(_targetPathData.Distance > 2)

_moveDirection = (new Vector3(
_targetPathData.CameFrom.transform.position.x,
_rigidbody.position.y,
_targetPathData.CameFrom.transform.position.z

- rigidbody.position) .normalized;

if ( _targetPathData.Distance > 0)

_moveDirection = (new Vector3(
_targetPlayer.transform.position.x,
_rigidbody.position.y,
_targetPlayer.transform.position.z

- rigidbody.position) .normalized;

( targetPathData.Distance == 0)




fsm.SetState<AttackEnemyState> () ;

1f (VectorZ.Distance (new Vector2( rigidbody.position.x,

_rigidbody.position.z),
8 Vector2 (_targetPlayer.transform.position.x,
_targetPlayer.transform.position.z)) < 1.5f)

c<AttackEnemyState> () ;

Jlani 3aHyJsI€TbCS BEPTUKATBHUN CKIaJHHUK 3rPaiioBOT CUIIM Ta OOUUCITIOETHCS
KOMOIHOBAaHMI HAMpPsIM PyXy K CyMa pyXy JO Il Ta 3rpailoBOro BekTopa. Bexrop
3aCTOCOBYEThCS Y KoMmoHeHTI _rigidbody.velocity, miaBHO 3MIHIOIOYH MIBUIKICTD Y

HanpsMKy combinedDirection. Tako BiIOyBa€ThCS MOBOPOT BOPOTa y HAMIPSIMKY
PYyXy.

_separationForce = new Vector3( separationForce.x, O0f,
_separationForce.z);

var combinedDirection = moveDirection * speed +
_separationForce;

_rigidbody.velocity = Vector3.Lerp( rigidbody.velocity,
combinedDirection, 0.15f);
_rigidbody.MoveRotation (Quaternion.Lerp (Quaternion.LookRotation( m

oveDirection), rigidbody.rotation, 0.9f));

AttackEnemyState peanizoBye cTaH ataku rpasiisg Boporom. [Ipu Bxoi y nei
ctad y metofi Enter() 3amyckaeTbcsi aHiMallisi aTaki BOPOTa, CTBOPIOETHCA TaltMep
JUTISl CHHXPOHI3alli1l aHIMaIlil Ta aTaku Bopora i TaiiMep, KUl BIIJIIUY€E Yac, KOJIH

BOPOT' MOK€ IMOBEPHYTHUCH JI0 1HILIOTO CTaHY.

B metoni Update() Bopor orpumye 3a nomomoroto TargetClosestPlayer()
HaWOIMKYOTO TPABIIS, CIIKYE 3a HOTO TO3UITI€I0, 00€PTAETHCS y MOTO OiK Ta aTakye
NepcoHaXxa SKIIO JUCTAHIIIS 0 HhOTo Majia i Taiimep _startAttackTimer crmunyB. Y
1HIIIOMY BHITAJIKY, KOJIHM JUCTAHIIISI 10 BOPOTa BEJIHMKA, TO CTAaH IEPEMHUKAETHCS Ha
ctaH nepeciiayBanHs ChaseEnemyState. Jlam, konu cruinHe Taltmep
_endAttackTimer cTaH nepeMUKaEThCS HA HEUTPAJILHUM CTaH OYiKyBaHHS

IdleEnemyState.
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3.3.5 Cucrema 310poB’s

DyHKIIi10 KOMIIOHEHTA JJIs1 CHCTEMH 3/10pOB’ Sl JUI PI3HUX irPOBUX CYyTHOCTEH
BuKoHye kiac Health. Moro npusnauenns nosisirae y MoI€OBaHHI dKUTTEBOTO LIUKITY
00’€KTa, 31aTHOTO 3a3HABATH MOIIKOIKEHb a00 31UIeHHS. TaKkoX KJIac CIOBIIIAE PO

B3a€EMO/IIIO0 31 3[I0POB’SIM 1HIIIUM KOMITOHEHTaM.

Bnactusicte CurrentHealth 36epirae norounuii ctan 310poB’s, a IsAlive
MOBEPTAE JIOT1YHE 3HAYCHHS, 1[0 BKA3y€ Ha JKUTTE3AATHICTh 00’ €kTa. MakcuMalbsHe
3HAYEHHS 3/I0POB’S 3a1a€ThCs uepes3 cepiaiizoBane noje maxHealth, mo
3abe3neuye iioro koHbirypaiit depes peaaktop Unity. CucteMa Takox BKIIOUAE
MEXaHi13M TUMYacOBOi HEBPA3IMBOCTI MICIsI OTPUMAHHSA LIKOAU, PEeai30BaHui uepes
00’exT TNy Timer Ta mapametp immortalDamageTime, sikuii BU3HaYa€e TPUBATICTh
i€l HeBpa3nuBocTi. [lepeBipka 3aBepIeHHS HEBPA3IUBOCTI BUKOHYETHCSI B METO/I1

Update(), 110 peryyisipHO OHOBJIIOETHCS B IIUKIII TPH.

[I{o6 06po6asATH IKOY, 1110 HATXOUTh 10 KOMIIOHEHTA KJ1ac HACIIIye
inTepdeiic [HitTarget Ta peanizye meron 1iporo intepdeiicy ProcessHit(), sikuit
npuiimae napametp ref HitData, mio iHkancy:maroe iHpopMaIliio npo MOUIKOIKEHHS YU
3MIJICHHS, iX CHJIy Ta HACHIAKU. Y MeXax MeToay BUKIUKaeTbest ApplyHit, sikuit
3MIHIOE 3HAYCHHS 3I0POB’SI BIATIOBIAHO JI0 TUITY [ii, @ TAKOXK 3aIyCKae TaiMep
HEBPA3JIMBOCTI Y BUIAKY MOIIKOKEHHS. K10 micis aii 30poB’s majae a0 Hys
a00 HIK4Ye, BUKIUKAEThCA MeTos1 OnDie, sikuif € BIpTyaJIbHUM 1 TOBUHEH OyTH
NEePEeBU3HAYCHUN Y TTOX1THUX KJIacax ISl peani3amii KOHKPETHOI JIOT1KU CMEpTI.
ITonii HitTaken ta FatalHitTaken curnami3yoTs npo oTpuMaHHS Oyb-SKOTO YU
(daTanpHOTO yJapy BiAMOBIIHO, IO JO3BOJISE IHIIMM CHCTEMaM I'PH pearyBaTH Ha IIi

noJiii, HaMPHUKJIIAJ, 3alyCKaTH Bi3yabHI epeKTu abo BIATBOPIOBATH 3BYKHU.

OTtpumanwuii knac Health — 11e MogynpHA cucTeMa AJ1st KEPyBaHHSI 37J0POB’SIM
00’exTiB y Tpi. Moro cTpykTypa BiIOKPEMITIOE JIOTIKY MOIIKOMKEHHS B1JT 1HIIINX
€JIEMEHTIB TPH, Ta CIPUSIE IOBTOPHOMY BUKOPHUCTAHHIO KOy Ta MOJIETIIYE HOTO

H1ITPUMKY.
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3.3.6 IlIa0Ji0H npoexTyBanHs lekopaTop

JlexopaTop — 1€ CTPYKTYpHUH MaTepH MPOEKTYBAHHS, BiH € KITACHYHUM
MPUKIAIOM 00’ €KTHO-OPIEHTOBAHOTO MiIXO0TY 0 PO3IMUPEHHS (PYHKII1IOHATBHOCTI
J0/1aBaTH 00’ €KTaM HOBY (DYHKITIOHAJIbHICTh, 3arOPTAOYH X Y KOPUCHI «OOTOPTKUY.
OO6ropranHs KjaciB — 1€ arperaiisi, TOOTO, HOMIILIEHHS OJJHOTO KJIaCy yCEpeauHy
1HIIIOTO 3 METOIO PO3IIUPEHHS Ta 3MIHM HOTro noBeIiHKHU. [1aTepH po3iise Joriky Ha

JIEKUIbKa 00’ €EKTIB Ta MA€ TaKy CTPYKTYPY:

- Component — 6a30Buli iHTepPeiic a0 abCTpakTHUM KIIac;
- ConcreteComponent — KOHKpETHa peai3ailis iHTepdeicy;

- Decorator — abcTpakTHHM Kjac, sikuil peam3ye inTepdeiic Component 1

MICTUTh MOCUJIaHHA Ha 1HIM 00’ ekT Component;

- ConcreteDecorator — KOHKpeTHa peanizalis 1eKopaTopa, IKa J0/1a€ HOBY

MOBEIIHKY.
Component
+Operation()
ConcreteComponent Decorator component
+Operation() +Operation) @ [~---- \
I
N component.Operation() Iﬁ
ConcreteDecoratorA ConcreteDecoratorB
-addedState -addedState
+Operation() +Operation() base.Operation();
+AddedBehavior() AddedBehavior();

Puc. 3.4 UML cxema natepHy JiIeKOpaTop
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[lepeBaramu 11b0T0 ATEPHY € T€, L0 BiH J03BOJISIE€ 3MIHIOBATH MTOBEIIHKY
00’exTiB 6€3 ycraaKyBaHHsI, MiATPUMY€E MPUHIUI BIAKPUTOCTI/3aKPUTOCTI Ta
M1BUIILY€ MOTYJIBHICTh KOAY. Jlo HEOMIKIB MOXKHA BIAHECTH CKJIAJHICTD
BIJICTE)KEHHS KUIBKOCTI IEKOPATOPIB Ta MOXKJIMBICTh CTBOPEHHS BEJIMKO1 KIIBKOCTI

IpiOHMUX KIIACiB.

B irpoBux npoekTax maTepH AEKOPATOpP BUKOPUCTOBYETHCSA IS Py 3a7ad,
BUPILICHHA SKUX MPAKTHYHO MOKJIMBO JIMIIIE 32 JOMOMOTO010 Hboro. Hampukiaz, y
0araTpOX irpax 3 BEJIMKOIO KUJIBKICTIO CTaTyCiB, €eKTiB, MOAU(IKATOPIB KON Ta
THIITNX ITapaMeTpiB came 1ei MabI0H BUKOPUCTOBYETHCS VIS peallizallii CUCTEMU

anrpeiaiB 3110HOCTEH.

OxkpiMm irpoBoi IHAYCTPIi, TEKOPATOPH 3aCTOCOBYIOTHCS TAKOXK Y CUCTEMHOMY
mporpamyBaHHi, 30KpeMa 11t Moau(iKaIli MOBEAIHKH IpaiiBepiB ad0 1HIINUX
nporpaMHUX KOMITOHEHTiB. Hampukmnan, y po3po0Oiii MepekeBHX 3aCTOCYHKIB, SKIIIO
1ICHy€ HEOOX1/IHICTh y TAMYACOBOMY JIOTYBaHHI pe3yJIbTaTiB PO3PaXyHKIB, PO3POOHUK
MO3K€ OOTOPHYTH MOJYJIb OOUMCIIEHb JEKOPATOPOM 13 JIOTYBAHHSM, HE 3MIHIOIOUU
OesnocepenHbo BUX1IHUHN Ko Kou moTpeba y BijicTe)XyBaHHI 3HUKA€E, 0OrOpTKa

JIETKO 3HIMA€ETHCSA, @ OCHOBHA (PYHKIIIOHATIBHICTD 3AJIMIIAE€THCA HEAOTOPKAHOIO.

VY npoeKTHOMY KOJ1 IEKOPATOP 3aCTOCOBYETHCS 10 CUCTEMU anrpeiiiB,
30KpemMa JijIsl MOJIyJIbHOTO I0AaBaHHs XapaKTEPUCTHUK Y MPOIIEC TPH, HAIPUKIIA,

3MIHHU IIKOJIU BiJ MOCTPLITY, A0JIaTKOBI YMOBU BUKOPUCTAHHS TIPEJAMETIB TOIIO.

[arepdeiic IDamage B cTpyKTypi nmatepHy peaiizye 06’ekt Component.
[Damage xoHTpoII0€ KOy 30poi Ta 3B’A3aHi 3 HEIO MeXaHiKU. JlekopaTop Moxke
nepeBu3HaunTU PyHKIIOHAT MeTo1B iHTepdeticy.B IDamage onucano te, 1o kiac

KU HOTO peasizye MOBUHEH MaTH HACTYIHI METO/IU:

void Init (IDamage baseDamage) ;
int GetDamage () ;

EDamageType GetDamageType () ;
e

(IDamageReceiver damageReceiver) ;

void TakeDamag
ct Clone () ;

- Init(IDamage baseDamage) inimianizye 00’ €KT;

- GetDamage() noBeptae 1udpoBe 3HAYEHHS KO TUITY int;
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- GetDamageType() noseprae tun mkoau tuiry enum EDamageType;

- TakeDamage(IDamageReceiver damageReceiver) — MeTo1, BUKITUK SIKOTO
nepesiae 00’ €KTY 110 BUKOPUCTOBYE CUCTEMY MOKpaIeHb 00pOOIeHH1 JaH1
PO IIKOY;

— Clone() BUKOPHCTOBYEThCS, OO0 OTpUMATH 00’ €KT KOMITOHEHTA
3HACTIAYIOTh PO3MIMPEHHS (PYHKIIIOHAIBHOCTI YciMa BKJIaJICHUMU
JIEKOpaTOpaMH.

Knac Damage — 1ie ConcreteComponent, To0T0, 6a30BHii KJ1ac, 0 peaizye

JIOTIKY 3aBAaHHA 3BUYaiHOI mkoau. Bin peanizoBye IDamage, ane He MICTUTD

701aTKOBUX e(PeKTiB a00 OOHYCIB 1 MOTPIOEH /IS MOYATKOBOT 1HIIIATi3aITii.

AoctpaktHuii kimac BaseDamageUpgrade € kommonenTom Decorator. Bin
TakoX peanizoBye iHTepdeiic IDamage. Leit knac generye oCHOBHI BUKJIMKH METO/IIB

0a30BOMY KOMIIOHEHTY, SIK1 MOTIM MOXYTbh IEPEBU3HAYATHCH B HAIIAKAX.

OnHUMY 13 HAMMMCAHUX KOMITIOHEHTIB CTPYKTYpHU JeKopaTopa
ConcreteDecorator € kimacu AddDamageUpgrade ta AdditionalDamageUpgrade, siki

HACJIYIOTh pealli3yr0Th PO3MHUPEHHS (PYyHKIIIOHAIBHOCTI:

- AddDamageUpgrade 3mintoe pe3ynbrat Mmetoxy GetDamage, nogatrouu 1o
3HauYeHHs 0a30BOi KON MEBHUH (hiKCOBaHUM OOHYC;

- AdditionalDamageUpgrade nonoBHIO€ 0a30BY JIOTIKY 3aMOAISTHHS IIKOH,
3aB/Ial0YU JOJATKOBOI ITKOM 3 IHITUM THIIOM TTiCJISI BAKOHAHHS
cranaaptHoro Bukiuky TakeDamage.

L1i kmacu peanizyroTb OOTOPTKOBY CTPYKTYPY, A€ KOKEH HACTYITHUIA

JIEKOPATOP MOKE PO3MIUPUTH a00 3MIHUTHU MOBEAIHKY MONEPEIHLOT0, 30epiraroun

npu uboMy yHidikoBanui iHTepdeiic [Damage.

3.4 BUCHOBKH 10 po3aii1y

VY nmanomy po3auii Oyi0 omMcaHo AeTall peani3allii IPOTOTHUILY IFPOBOTO

3aCTOCYHKY 13 3acTocyBaHHsM pyiisi Unity Ta MmoBu mporpamyBanHs C#. byno
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BUKOPUCTAHO BOYIOBaHUH (DYHKITIOHAJ PYIIIis, 30KpeMa CUCTEMH aHIMAaIli,

CKpPHUNTOBaH1 00'€KTH, KOPUCTYBAIbKUH 1HTepdelic, MmexaHi3mu Raycast 1 Taiimepu.

J1J1s 3py4HOCT] MOXKJIMBOTO MailOyTHHOTO MaciITadyBaHHs Ta MIATPUMKH OYJI0

BIIPOBA/KEHO Ia0JOHM MPOEKTYBAHHS JIOKATOP CEPBICIB Ta MIMHY No1H. BoHn
JO3BOJIMIIM CTPYKTYPYBATH B3a€MOIII0 MibK CUCTEMaMH Ta 3MEHILIUTH 3B’ s13aHICTh

KOMITOHEHTIB, [0 CIPOCTHIIO OOPOOKY MO/AIM Yy MPOEKTI.

Byno onmcano peanizaiiito HaCTYITHUX ITPOBUX CHCTEM: CUCTEMY KepyBaHHS
NepPCOHAXKEM, CUCTEMY HaBiraIlii BOpOriB, CHCTEMY IOBEIIHKHA BOPOTiB, CUCTEMY
3JI0pOB’s Ta CUCTEMY MOKpalieHb. Hamucani irpoBi CHCTEMH CTBOPIOIOTH IIUTICHY

IrpoBY JIOTIKY Ta 3a0e3meuyroTh nepeadadyBaHy Mixk 00'€KTaMH B I'pi.

3aranom peasnizoaHui MPOTOTUI POJEMOHCTPYBAB MOXKJIUBICTh CTBOPEHHS

AKICHOT apXITEKTYpH, 3aCHOBAHOT Ha CyYaCHUX IMiAX0/JaX A0 PO3POOKHU, a TAKOK

MiATBEPAUB AONUIbHICTh BUKOPUCTAHHS O0OpPaHUX TEXHOJIOTIH Y KOHTEKCTI pO3POOKH

irop.
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BUCHOBKH

VY xoai BUKOHaHHSA poOOTH OYyJ10 po3pobIeHo MpoToTHIl rpu. byna BukoHaHa
MeTa, 1110 MOoJIATaja B CTBOPEH] THYyUYKO1, MacIITab0OBaHOI CUCTEMH, 1110 OOy 10BaHA
3a JJOTIOMOT010 00’ €KTHO-OPIEHTOBAHOTO MIAXO0Ty 3 BUKOPUCTAHHSAM €(EKTUBHUX

apXITEKTypHUX MMaTEPHIB.

Bbyno 3a1ficHeHO aHai3 IrpoOBUX PYLIIiB 11 pO3poOKHU irop, cepen akux Unity
Engine OyB 0OpaHuii Ik ONTUMAaJIbHE CEPEAOBHUILIE, 110 € JOCTYIMHOIO, THYYKOIO
m1aTHOPMOIO 3 MIATPUMKOIO Pi3HUX IIATHOPM Ta HEOOX1THUM 1HTETPOBAHUM
byskiionanom. Pyt BUSIBUBCS 3pyYHUM 1HCTPYMEHTOM, IO 3a/10BOJIbHUB MOTPEOH

IPOEKTY.

[Tix wac mocmimKeHHs 0yJI0 pO3TIASHYTO METOI0JIOTIi PO3POOKH MPOTPAMHOTO
3a0e3neyeHHs] Ta AOPEUHICTh IX 3aCTOCYBAaHHS B IrpoBiit iHAycTpii. Takox Oynu
PO3IIISHYTI apXITEKTYPHI MIJIXO/IH, 10 BIIITPalOTh BAXKIUBY POJIb Y CTPYKTYPI
poekTy, 30kpeMa npuHuunu SOLID Tta natepn ECS. Bukopucrtanus OOII ta
npuHiumB SOLID 103B0iMIO JOCATTH BUCOKOT MOTYJILHOCTI, C1a0KO1 3B’ 13aHOCTI
Ta MPUAATHOCTI MPOTOTUNTY /10 MaciITaOyBaHHs. BoHM crIpusiyii MOKpAaILEHHIO SIKOCTI
KOAY, MABUILEHHIO €()eKTUBHOCTI TOBTOPHOTO BUKOPHUCTAHHS KOMIIOHEHTIB Ta
MOJIETIICHHIO TECTYBaHHs. ByB poBeieHnii aHali3 yCHIIIHUX IFPOBUX MPOEKTIB Y
[IITHOBOMY JKaHPi, 10 TO3BOJIMIIO BU3HAYUTH KITIOUOB1 (haKTOPH 3a]Ty9YEeHHS TPABIIIB.
11 1me1 Ta MexaHIKM YaCTKOBO OYJIM 3all0O3UUCHI Ta aJanTOBaH1 JyIs peatizallii B

paMKax BJIACHOI'O IIPOEKTY.

Pe3ynbTaTom po6OTH CTaB pO3MIMPIOBAHUN TPOTOTHUII, SIKUW MOKE OyTH
OCHOBOIO JIJIsl TOBHOIIIHHOI rpu. [IpoToTumn peasnizyBaB pi3HOMaHITHI 1a0J0HU
npoekTyBaHHs: State Machine, Service Locator, Event Bus, Decorator Ta iHmi.
IToBeninka BoporiB peaiizoBaHa 4yepe3 madsion State Machine, 3 BUKOpuUCTaHHIM
ITOPUTMY TIOIIYKY IUISIXY Ta POXOBOI JioTiku. Po3po0ieHo crucTeMy MOKpaIieHb,
CUCTEMY KEpYBaHHS MIEPCOHAXKEM Ta 1HIIN HEOXiTHI AJIT KOPEKTHOI pOOOTH irpoBOi
Joriku KoMrnoHeHTH. OTpruMaHi 3HaHHS W MPaKTUYHI HABUYKH JTO3BOJIMIIN 3aKPITUTH
TEOPETUYHI 3HAHHS 3 PO3POOKU MPOrpaMHOTro 3a0€3MeUeHHs, apXITEKTypH Ta

YIPABIIHHS MPOEKTOM.
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IMPOTPAMHUN KO/

public class Timer

{

}

private float duration;
private float startTime;
private bool isRunning;
private bool isPaused;

private float pauseTime;

public Timer()

{
isRunning = false;
}
public void CreateFromSeconds(float seconds)
{
duration = seconds;
if (!isRunning)
{
startTime = Time.time;
isRunning = true;
}
}
public void Reset(float newDuration = -1)
{
if (newDuration > @) duration = newDuration;
startTime = Time.time;
isRunning = true;
}
public bool IsFinished()
{
if (Time.time >= startTime + duration)
{
isRunning = false;
return true;
}
return false;
}
public float GetRemainingTime()
{
if (!isRunning) return 0;
return Mathf.Max(@, duration - (Time.time - startTime));
}
public float GetProgress()
{
if (!isRunning) return 0;
return Mathf.Clamp@l((Time.time - startTime) / duration);
}

public class ServicelLocator

{

private Servicelocator()

{
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}

private readonly Dictionary<string, IService> _services = new Dictionary<string,
IService>();

public static ServicelLocator Current { get; private set; }

public static void Initialize()

{
Current = new Servicelocator();
}
public T Get<T>() where T : IService
{
string key = typeof(T).Name;
if (! _services.ContainsKey(key))
{
Debug.LogError(8"{key} not registered with {GetType().Name}");
throw new InvalidOperationException();
}
return (T)_services[key];
}

public void Register<T>(T service) where T : IService
{
string key = typeof(T).Name;
if (_services.ContainsKey(key))
{
Debug.LogError(
$"Attempted to register service of type {key} which is already
registered with the {GetType().Name}.");
return;

}

_services.Add(key, service);

}

public void Unregister<T>() where T : IService
{

string key = typeof(T).Name;

if (! _services.ContainsKey(key))

{

Debug.LogError(
$"Attempted to unregister service of type {key} which is not
registered with the {GetType().Name}.");

return;
}
_services.Remove(key);
}
}
public interface IDisposable
{
public void Dispose();
}
public interface IService
{
}

public class ServicelLocatorLoader_Gameplay : MonoBehaviour
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[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]

private
private
private
private
private
private
private

InputManager _inputManager;
PlayerManager _playerManager;
GameplayManager _gameplayManager;
UpgradeManager _upgradeManager;
TimeManager _timeManager;
PathfindingManager _pathfindingManager;
EnemiesManager _enemiesManager;

private List<IDisposable> _disposables = new List<IDisposable>();

private void Awake()

Initialize();

Current.Register(_inputManager);
.Current.Register(_playerManager);
Current.Register(_gameplayManager);
Current.Register(_upgradeManager);
Current.Register(_timeManager);
Current.Register(_pathfindingManager);
Current.Register(_enemiesManager);

Add(_inputManager);
Add(_playerManager);
Add(_gameplayManager);
Add(_upgradeManager);
Add(_pathfindingManager);
Add(_enemiesManager);

foreach (var disposable in _disposables)

{
Register();
Init();
AddToDisposables();

}

private void Init()

{
_inputManager.Init();
_playerManager.Init();
_gameplayManager.Init();
_upgradeManager.Init();
_pathfindingManager.Init();
_enemiesManager.Init();

}

private void Register()

{
Servicelocator.
Servicelocator.
Servicelocator
Servicelocator.
Servicelocator.
Servicelocator.
Servicelocator.
Servicelocator.

}

private void AddToDisposables()

{
_disposables.
_disposables.
_disposables.
_disposables.
_disposables.
_disposables.

}

private void OnDestroy()

{
{

disposable.Dispose();

}

}

}

public static class EventBus
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public static Action<PlayerRef, HitData> OnPlayerDied;
public static Action<PlayerRef> OnPlayerJoined;

public static Action<PlayerRef> OnUpgradeRequest;
public static Action<EnemyRef, HitData> OnEnemyDied;

}

public class PlayerRef : MonoBehaviour, ITeamMember

{

[SerializeField] public PlayerHealth playerHealth;
[SerializeField] public TopDownController TopDownController;
[SerializeField] public Inventory Inventory;
[SerializeField] public Animator Animator;

[SerializeField] public PlayerInput PlayerInput;
[SerializeField] public Outline Outline;

[SerializeField] public PlayerIndicators PlayerIndicators;
[SerializeField] public UpgradeHandler UpgradeHandler;
[SerializeField] public PlayerStatsController PlayerStatsController;
public Team Team { get; set; }

public int Id;

public Transform CameraTransform;

public Action<Timer> OnCooldown;

public Action OnItemSwitch;

public Action<UpgradeHandler> OnUpgradeReceive;

public MonoBehaviour[] GetAllScripts()

{

MonoBehaviour[] scripts = new MonoBehaviour[] {playerHealth,

TopDownController, Inventory, PlayerInput, Outline };

}

return scripts;

public void Start()

{
}

StartCoroutine(InitializeComponents());

private void OnDisable()

{
}

OnItemSwitch -= Outline.UpdateOutline;

private IEnumerator InitializeComponents()

{

}
}

yield return new WaitUntil(() => UpgradeHandler.Init(this));

yield return new WaitUntil(() => PlayerStatsController.Init(this));
TopDownController.Init(PlayerStatsController, CameraTransform);
yield return new WaitUntil(() => Inventory.Init(this));

Outline = gameObject.AddComponent<Outline>();

Outline.OutlineWidth = 1f;

OnItemSwitch += Outline.UpdateOutline;

PlayerIndicators.Init(this, CameraTransform);
EventBus.OnPlayerJoined?.Invoke(this);

public class PlayerManager : MonoBehaviour, IService, IDisposable

{

public List<PlayerRef> SpawnedPlayersList { get; private set; }

[SerializeField] private Transform _mainCamera;
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[SerializeField] private GameObject _playerPrefab;
[SerializeField] private GameObject _spawnEffectPrefab;
[SerializeField] private List<Transform> _spawnPoints;
[SerializeField] private CinemachineTargetGroup _targetGroup;
[SerializeField] private float _respawnDelay = 3f;
[SerializeField] private int _playerMaxCount = 2;

private InputManager _inputManager;

private InputsList _inputslList = new ();
private InputsList _inGameDeviceslList = new ();

public void Init()

{
_inputManager = Servicelocator.Current.Get<InputManager>();
_inputManager.OnDeviceDisconnect += OnDeviceDisconnect;
EventBus.OnPlayerDied += OnPlayerDie;
SpawnedPlayersList = new List<PlayerRef>();

}

public void Dispose()

{
EventBus.OnPlayerDied -= OnPlayerDie;

}

private void OnDeviceDisconnect(InputDevice device)

{
_inGameDevicesList.RemoveInputRef(device);

}

private void Update()

{
bool isSpawned = false;
_inputsList = _inputManager.InputsList;
if (_inputsList.GetInputRefs().Count > @)

{
foreach (var inputRef in _inputsList.GetInputRefs().ToList())

{
if (_inGameDevicesList.GetInputRefs().Count >= _playerMaxCount)

break;

if (IsDevicePressed(inputRef.InputDevice) &&
SpawnedPlayersList.Count < _playerMaxCount)

{
if (_inGameDevicesList.TryAddInputRef(inputRef))
{
_inputsList.GetInputRefs().Remove(inputRef);
SpawnCharacter(inputRef.InputDevice);
isSpawned = true;
break;
}
}
}
}
var inGameDevices = _inGameDeviceslList.GetInputRefs();
if (isSpawned == false && inGameDevices.Count > 9)
{

foreach (var inputRef in inGameDevices)
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{
if (IsDevicePressed(inputRef.InputDevice) &&

SpawnedPlayersList.Count < _playerMaxCount)

{
SpawnCharacter(inputRef.InputDevice);
break;

}

}
}
}
private bool IsDevicePressed(InputDevice device)
{
if (device is Gamepad || device is Keyboard)
{

return device.allControls.OfType<ButtonControl>().Any(button =>
button.wasPressedThisFrame);

}

return false;

}
private void SpawnCharacter(InputDevice device)

{

var inputRef = _inGameDeviceslList.GetInputRef(device);

if (inputRef == null)
return;

if (inputRef.SpawnedPlayer != null)
return;

var PlayerID = _inGameDeviceslList.GetInputRefs().IndexOf(inputRef);

var spawnPoint = _spawnPoints[@].position;
if(SpawnedPlayersList.Count <= _spawnPoints.Count)
spawnPoint = _spawnPoints[PlayerID].position;

GameObject character = Instantiate(_playerPrefab, spawnPoint,
Quaternion.identity);

inputRef.SpawnedPlayer = character.GetComponent<PlayerRef>();

inputRef.SpawnedPlayer.Team = (Team)PlayerID;
inputRef.SpawnedPlayer.Id = PlayerlID;

inputRef.SpawnedPlayer.CameraTransform = _mainCamera;

var components = inputRef.SpawnedPlayer.GetAllScripts();
foreach (var component in components)

{
if (component is ISpawnable spawnable)
{
spawnable.OnSpawn();
}
}

var playerInput = character.GetComponent<PlayerInput>();

inputRef.PlayerInput = playerInput;
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if (playerInput != null && device is Gamepad)
{

playerInput.SwitchCurrentControlScheme(device);

}

ObjectPoolManager.SpawnObject(_spawnEffectPrefab,
character.transform.position, quaternion.identity);

OnPlayerSpawn(inputRef.SpawnedPlayer);
}

private void OnPlayerDie(PlayerRef playerRef, HitData hitData)

{
var playerInput = playerRef.PlayerInput;

_targetGroup.RemoveMember (playerInput.transform);

SpawnedPlayersList.Remove(playerRef);
Destroy(playerRef.gameObject);

var inputRef = _inGameDeviceslList.GetInputRef(playerInput);
if (inputRef != null)
inputRef.SpawnedPlayer = null;

}
private void OnPlayerSpawn(PlayerRef player)
! _targetGroup.AddMember(player.transform, 1, 7);
SpawnedPlayersList.Add(player);
}
}
public class Node : MonoBehaviour
{ public List<Node> connections;
gublic class PathData
! public PathData(int distance)
¢ Distance = distance;
}
public Node CameFrom;
public int Distance;
}

public class PathfindingManager : MonoBehaviour, IService, IDisposable

{

public List<Transform> grid;
public List<Node> nodelist;
public Node nodePrefab;

[SerializeField] private float _navigationUpdateRate = 0.5f;
[SerializeField] private bool _hasNavUpdate = true;

public Dictionary<PlayerRef, PlayerPathMap> PlayerPaths = new();
private bool _isInit;
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public void Init()

{
CreateNodes();
StartCoroutine(UpdateNavigation());
_isInit = true;
EventBus.OnPlayerJoined += OnPlayerJoined;
EventBus.OnPlayerDied += OnPlayerDied;

}

public void Dispose()

{
EventBus.OnPlayerJoined -= OnPlayerJoined;
EventBus.OnPlayerDied -= OnPlayerDied;

}

private void OnPlayerJoined(PlayerRef playerRef)
{

var playerlList =
Servicelocator.Current.Get<PlayerManager>().SpawnedPlayerslList;
foreach (var player in playerlList)

{
}

PlayerPaths.TryAdd(player, null);

}

private void OnPlayerDied(PlayerRef playerRef, HitData hitData)
{
var playerlList =
Servicelocator.Current.Get<PlayerManager>().SpawnedPlayersList;
foreach (var player in playerlList)

{
PlayerPaths.Remove(player);
}
}
public Vector2 GetDirection()
{
int choice = Mathf.FloorToInt(UnityEngine.Random.value * 3.99f);
switch (choice)
{
case 0O:
return Vector2.down;
case 1:
return Vector2.up;
case 2:
return Vector2.left;
case 3:
return Vector2.right;
default: return Vector2.zero;
}
}

void CreateNodes()

{

foreach (var cell in grid)

{

75



Node node = Instantiate(nodePrefab, new Vector3(cell.position.x,
cell.position.y, cell.position.z), Quaternion.identity);

node.transform.SetParent(transform);

nodelList.Add(node);

greateConnections();
}
void ConnectNodes(Node from, Node to)
¢ if(from == to) { return; }
from.connections.Add(to);
}

void CreateConnections()
{
for(int i = @; i < nodelList.Count; i++)
{
for(int j = i + 1; j < nodeList.Count; j++)
{
if (Vector3.Distance(nodelList[i].transform.position,
nodelList[j].transform.position) <= 3f &&
Vector3.Distance(nodelList[i].transform.position, nodelList[j].transform.position) >
1f)

{
ConnectNodes(nodelList[i], nodelList[j]);
ConnectNodes(nodelList[j], nodelList[i]);
}
}
}
}
public PlayerPathMap GetPlayerPaths(PlayerRef player)
{
return PlayerPaths.TryGetValue(player, out var map) ? map : null;
}

private IEnumerator UpdateNavigation()

{

while (true)

{

yield return new WaitForSeconds(_navigationUpdateRate);

if (! _hasNavUpdate)
continue;

foreach (var player in
Servicelocator.Current.Get<PlayerManager>().SpawnedPlayersList)

{

var nearestNode = FindNearestNode(player.transform.position);
UpdatePlayerPaths(player, nearestNode);

}

public void UpdatePlayerPaths(PlayerRef player, Node startNode)

{
var pathMap = GenerateWightNavigation(startNode);

PlayerPaths[player] = new PlayerPathMap(pathMap);
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}

public void GetDirectionToNearestPlayerByNode()

{
}

private Dictionary<Node, PathData> GenerateWightNavigation(Node start)

{

}

var result = new Dictionary<Node, PathData>();
foreach (var node in nodelist)
result[node] = new PathData(int.MaxValue);

result[start].Distance
result[start].CameFrom

9;
start;

var queue = new Queue<Node>();
queue.Enqueue(start);

while (queue.Count > 9)

{
var current = queue.Dequeue();
var currentData = result[current];
foreach (var neighbor in current.connections)
{
var neighborData = result[neighbor];
if (neighborData.Distance == int.MaxValue)
{
neighborData.Distance = currentData.Distance + 1;
neighborData.CameFrom = current;
queue.Enqueue(neighbor);
}
}
}

return result;

public Node FindNearestNode(Vector3 pos)

{

}

Node foundNode = null;
float minDistance = float.MaxValue;

foreach(Node node in FindObjectsOfType<Node>())

{
float currentDistance = Vector3.Distance(pos, node.transform.position);
if(currentDistance < minDistance)
{
minDistance = currentDistance;
foundNode = node;
}
}

return foundNode;

public Node FindFurthestNode(Vector3 pos)

{
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}

public class EnemiesManager

{

Node foundNode = null;
float maxDistance = default;

foreach (Node node in FindObjectsOfType<Node>())

{
float currentDistance = Vector3.Distance(pos, node.transform.position);
if(currentDistance > maxDistance)
{
maxDistance = currentDistance;
foundNode = node;
}
}
return foundNode;
}
public Node[] AllNodes()
{
return nodelList.ToArray();
}
public class PlayerPathMap
{
public PlayerPathMap(Dictionary<Node, PathData> pathMap)
{
PathMap = pathMap;
}
public Dictionary<Node, PathData> PathMap = new();
}

public EnemyRef npc;
public List<EnemyRef> EnemyList => _enemylist;

[SerializeField] private int _maxEnemies = 0;
private PathfindingManager _pathfindingManager;
private List<EnemyRef> _enemylList = new();
private List<PlayerRef> _playerList = new();

private bool _isInit;

public void Init()

{
_pathfindingManager = ServicelLocator.Current.Get<PathfindingManager>();
SpawnEnemies(_maxEnemies - _enemyList.Count);
EventBus.OnPlayerJoined += OnPlayerJoined;
EventBus.OnPlayerDied += OnPlayerDied;
EventBus.OnEnemyDied += OnEnemyDied;
_isInit = true;

}

public void Dispose()

{
EventBus.OnPlayerJoined -= OnPlayerJoined;
EventBus.OnPlayerDied -= OnPlayerDied;

}

private void OnPlayerJoined(PlayerRef playerRef)

: MonoBehaviour, IService, IDisposable
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{
}

_playerList.Add(playerRef);

private void OnPlayerDied(PlayerRef playerRef, HitData hitData)

{
if (_playerList.Contains(playerRef))

_playerList.Remove(playerRef);

}
public void SpawnEnemies(int count)
{
for (int i = 1; i < count; i++)
{
SpawnAI();
}
}
private void SpawnAI()
{
var nodelist = _pathfindingManager.nodelist;
if (nodelList.Count == 0)
return;

Node furthestNode;
if (_playerList.Count > @)

furthestNode =

_pathfindingManager.FindFurthestNode(_playerList[Random.Range(0,
_playerList.Count)].transform
.position);

else

furthestNode = nodelList[Random.Range(®, nodelList.Count)];
Node randNode = furthestNode;

EnemyRef newEnemy = Instantiate(npc, randNode.transform.position,
Quaternion.identity);

_enemylList.Add(newEnemy);
newEnemy.FsmEnemyAI.InitalNode = randNode;

}

private void OnEnemyDied(EnemyRef enemyRef, HitData hitData)
{

if (_enemyList.Contains(enemyRef))

{
_enemylList.Remove(enemyRef);
StartCoroutine(DestroyEnemy(enemyRef.gameObject));
}
SpawnEnemies(_maxEnemies - _enemyList.Count);
}
private IEnumerator DestroyEnemy(GameObject enemy)
{
yield return new WaitForSeconds(1f);
Destroy(enemy);
}
}
public class EnemyRef : MonoBehaviour, ITeamMember
{
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}

[SerializeField] public Rigidbody Rigidbody;
[SerializeField] public FSMEnemyAI FsmEnemyAI;
[SerializeField] public Animator Animator;
[SerializeField] public MeleeAttack MeleeAttack;
[SerializeField] public Transform AttackTransform;
[SerializeField] public EnemyHealth EnemyHealth;
[SerializeField] public DissolveChilds Dissolve;
public Team Team { get; set; }

private PlayerManager _playerManager;
private List<PlayerRef> _playerList = new();

private void Start()

{
Team = Team.Enemies;
_playerManager = Servicelocator.Current.Get<PlayerManager>();
_playerList = _playerManager.SpawnedPlayersList;
FsmEnemyAI.Init(this, _playerlList);
EnemyHealth.Init(this);

}

public class FSM

{

}

private FSMState StateCurrent { get; set; }

private Dictionary<Type, FSMState> _states = new Dictionary<Type, FSMState>();

public void AddState(FSMState state)

{
_states.Add(state.GetType(), state);
}
public void SetState<T>() where T : FSMState
{
var type = typeof(T);
if (StateCurrent != null && StateCurrent.GetType() == type)
return;
if (_states.TryGetValue(type, out var newState))
{
StateCurrent?.Exit();
StateCurrent = newState;
StateCurrent.Enter();
}
}
public void Update()
{
StateCurrent?.Update();
}
public void FixedUpdate()
{
StateCurrent?.FixedUpdate();
}

public abstract class FSMState
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protected readonly FSM _fsm;

public FSMState(FSM fsm)
{

}

_fsm = fsm;

public virtual void Enter() {}

public virtual void Exit() {}

public virtual void Update() {}

public virtual void FixedUpdate() {}
}

public class FSMEnemyAI : MonoBehaviour

{
public Node InitalNode { get; set; }

[SerializeField] private float _speed;

private PathfindingManager _pathfindingManager;
private FSM _fsm;
private bool _isInit;

public void Init( EnemyRef enemyRef, List<PlayerRef> playerList)
{

_pathfindingManager = ServicelLocator.Current.Get<PathfindingManager>();

_fsm = new FSM();

_fsm.AddState(new IdleEnemyState(_fsm, enemyRef, _speed, _pathfindingManager,
playerList, InitalNode));

_fsm.AddState(new ChaseEnemyState(_fsm, enemyRef, _speed, _pathfindingManager,
playerList, InitalNode));

_fsm.AddState(new AttackEnemyState(_fsm, enemyRef, _speed, _pathfindingManager,
playerList, InitalNode));

_fsm.SetState<IdleEnemyState>();

_isInit = true;

}

private void Update()

{ _fsm.Update();

gublic abstract class Health : MonoBehaviour, IHitTarget
{

public event Action<HitData> HitTaken;
public event Action<HitData> FatalHitTaken;

public float CurrentHealth { get; protected set; }

public bool IsAlive => CurrentHealth > of;
public float MaxHealth => _maxHealth;
[SerializeField]

protected float _maxHealth = 100f;

[SerializeField]
protected float _immortalDamageTime = 0.67f;

protected Timer _immortalTimer;
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public bool IsActive { get; }
public bool IsImmortal { get; protected set; }

public void Init()

{
SetHealth(_maxHealth);

_immortalTimer = new Timer();

}
public void ProcessHit(ref HitData hitData)

{
ApplyHit(ref hitData);

if (hitData.Amount == 0)
return;

if (IsAlive == false)

{
hitData.IsFatal = true;
OnDie(hitData);
}
OnHitTaken(ref hitData);
}
protected float AddHealth(float amount)
{
float previousHealth = CurrentHealth;
SetHealth(CurrentHealth + amount);
return CurrentHealth - previousHealth;
}

protected float RemoveHealth(float amount)
{
float previousHealth = CurrentHealth;
SetHealth(CurrentHealth - amount);
return previousHealth - CurrentHealth;

}
protected void SetHealth(float health)
{
CurrentHealth = Mathf.Clamp(health, @, _maxHealth);
}

protected void OnHitTaken(ref HitData hitData)

{
HitTaken?.Invoke(hitData);

if (hitData.IsFatal)
{

}

FatalHitTaken?.Invoke(hitData);

}

protected void Update()
{

if (_immortalTimer.IsFinished())

{

IsImmortal = false;
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}

else
{
IsImmortal = true;
}
}
protected void ApplyHit(ref HitData hitData)
{
if (IsAlive == false || IsImmortal)
{
hitData.Amount = of;
return;
}
if (hitData.Action == EHitAction.Damage)
{
hitData.Amount = RemoveHealth(hitData.Amount);
_immortalTimer.CreateFromSeconds(_immortalDamageTime);
}
else if (hitData.Action == EHitAction.Heal)
{
hitData.Amount = AddHealth(hitData.Amount);
}
}
protected virtual void OnDie(HitData hitData)
{
}
}
[Serializable]
public class UpgradeBase
{
public virtual string GetDiscription()
{
return "";
}
}
public interface IDamage
{
void Init(IDamage baseDamage);
int GetDamage();
EDamageType GetDamageType();
void TakeDamage(IDamageReceiver damageReceiver);
object Clone();
}
public interface IDamageReceiver
{
void GetHit(DamageData damageData);
}
public struct DamageData
{

public int Damage;
public EDamageType DamageType;

public DamageData(int damage, EDamageType damageType)
{

Damage = damage;
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DamageType = damageType;
}
}

public class BaseDamageUpgrade : UpgradeBase, IDamage

{
[SerializeField] public WeaponSlots WeaponSlots;

protected IDamage BaseDamage;

public virtual void Init(IDamage damage)

{

}
public virtual int GetDamage()

{

BaseDamage = damage;

return BaseDamage.GetDamage();

}

public virtual EDamageType GetDamageType()
{

}

return BaseDamage.GetDamageType();

public virtual void TakeDamage(IDamageReceiver damageReceiver)

{
}

BaseDamage.TakeDamage(damageReceiver);

public object Clone()
{
var clone = MemberwiseClone();
return clone;
}
}
public class AddDamageUpgrade : BaseDamageUpgrade
{
[SerializeField] private int addBaseDamage;
public override int GetDamage()
{

return BaseDamage.GetDamage() + addBaseDamage;

}

public override void TakeDamage(IDamageReceiver damageReceiver)
{
DamageData damageData = new DamageData(GetDamage(),
BaseDamage.GetDamageType());
damageReceiver.GetHit(damageData);

}
}
public class AdditionalDamageUpgrade : BaseDamageUpgrade
{

[SerializeField, Header("In player")] private int _additionalDamage;
[SerializeField] private EDamageType _additionalDamageType;
public override void TakeDamage(IDamageReceiver damageReceiver)
{
BaseDamage.TakeDamage(damageReceiver);
DamageData damageData = new DamageData(_additionalDamage,
_additionalDamageType);
damageReceiver.GetHit(damageData);

}
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}

public class UpgradeHandler : MonoBehaviour

{
public ProjectileBase Projectile { get; private set; }
private List<UpgradeBase> Upgradelist;
private PlayerRef _playerRef;
public bool Init(PlayerRef playerRef)
{
_playerRef = playerRef;
return true;
}
public void ApplyUpgrade(Upgrade upgrade)
{
var upgradelist = upgrade.Upgrades.List;
if (upgradelList != null)
UpgradelList = upgradelist;
var projectile = upgrade.ProjectileUpgrade;
if (projectile != null)
Projectile = projectile;
_playerRef.OnUpgradeReceive?.Invoke(this);
}
public T GetUpgrade<T>() where T : class
{
foreach (var obj in UpgradelList)
{
if (obj is T interfaceImplementation)
{
return interfaceImplementation;
}
}
return null;
}
}
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