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PEDEPAT

[TosicHroBanbHa 3anucka: 81c., 21 puc., 3 nox., 25 mxepen.

OO0’ eKT po3po0OKK: MOOITBHUI JI0IaTOK KOMIT FOTEpHOI I'pH y skaHpi Rogue-Like.

Meta xBamidikamiitHoi poOoTtu: Po3poOutu mnporpamHe 3a0e3medeHHS 3
IHCTpYMEHTOM Juisi po3poOku irop Unity, ske T03BOJUTH MOTPATH Yy TPy KaHPY
Rogue-Like ne 3aBrogHo, 3 MOO1TFHOTO MPUCTPOIO.

VY BCTymi pO3rsSAaeTbcsl Cy4acHM ITpOBUM CBIT, 3HAXOMASTHCS IEpEeBaru
IrpOBOr0 J0AATKy IO BIJHOIIEHHIO JI0 1HIIOIO MpPOrpPaMHOTO 3a0€3MEYEeHHS.
P03’ ACHIOIOTBCS OCHOBHI OCOOJMBOCTI 1rpoBUX A0JaTKiB. HaBeneHo oOrpyHTyBaHHS
aKTyaJIbHOCTI Ta yTOYHIOETHCS MIOCTAHOBA 3a]1ayi.

VY nmepmiomy po3nuii MPOBEACHO aHajl3 MPEIMETHOK 00JacTi, BU3HAYECHO
aKTyaJIbHICTh 3aBJIaHHSI Ta TMPU3HAYEHHS PO3pPOOKH, pO3po0JieHa MMOCTAaHOBO
3aBJIaHHS, 3a/laHi BUMOTH JI0 MPOTpamMHOI peaiizallii, TEXHOJOT1A Ta MpOorpaMHUX
3ac00iB.

VY AapyroMmy po3Jiijii BAKOHaHO OOIPYHTYBAaHHSI BUKOPUCTAHHS IHCTPYMEHTY JIsI
po3pobku irop Unity, BHKOHAaHO TPOEKTYBaHHA AapXITEKTypH MPOrpPaMHOTrO
3a0e3MeUeHHs] Ta MeXaHlku irpoBoro mpouecy. Po3poOnena mporpama. Haseneni
XapaKTEPUCTHKU CKJIQy TMapaMeTpiB TEXHIYHUX 3aco0iB, OMHMCAHWM BUKIHMK Ta
3aBaHTaXEHHs poOOTH, onKcaHa podOTa MPOrpamH.

B ekoHOMIYHOMY PO3/1JIl pO3paxOBaHO TPYJAOMICTKICTh PO3POOJICHOT IPOrpaMHU
pPO3pOOICHOr0 MPOrpaMHOTO 3a0e3IMeUeHHs, Ta IiJ[paxOBaHa BapTICTh PO3POOKH
CTBOPEHHS 3aCTOCYHKY, Ta pO3pax0oBaHO Yac pO3POOKHU TOAATKY.

[IpakTruHe 3HAYEHHS MOJISATAE Y CTBOPEHHI MOOUTHHOTO TOATKY KOMIT FOTEPHOI
rpu y xaHpi Rogue-Like, g Toro mo6 migABUIIMTH HACTPI JIIOAMHU Ta CTBOPUTHU
YHIKQJIbHUIA OIUT.

AKTyalnbHICTh JaHOI CHCTEMHU BHM3HAYA€THCS 30UIBLICHHSIM PHHKY MOOIIBHHX
JI0JIATKiB Ta BEJIMKUM TOMMTOM Ha iTpU JAHOTO KaHPY.

Cmucok xmrouoBux ciiB: Unity, C#, SRP, RogueLike, rpa.



ABSTRACT

Explanatory note: 81p., 21 fig., 3 appendices, 25 sources.

Object of development: a mobile application of a computer game in the Rogue-
Like genre.

The purpose of the qualification work: To develop software with a tool for
developing games Unity, which will allow you to play the game genre Rogue-Like
anywhere, from a mobile device.

The modern game world is considered in the spotlight, there are advantages of
the game application in relation to other software. The main features of game
applications are explained. The substantiation of urgency is given and the solution of
the problem is specified.

In the first section the analysis of the subject area is carried out, the urgency of
the task and the purpose of development are determined, the resolution of the task is
developed, the requirements to the software implementation, technologies and
software are set.

In the second section the substantiation of use of the tool for development of
Unity games is executed, design of architecture of the software and mechanics of
game process is executed. Developed program. The characteristics of the parameters
of technical means are given, the call and loading of work are described, the work of
the program is described.

In the economic section, the complexity of the developed software program is
calculated, and the cost of application development is calculated, and the application
development time is calculated.

The practical value is to create a mobile application of the computer game in the
genre of Rogue-Like, in order to lift a person's mood and create a unique experience.

The relevance of this system is determined by the growing market for mobile
applications and high demand for games of this genre.

Keyword list: Unity, C #, SRP, RogueL.ike, game.



PEDEPAT ..ottt ettt e e e sre e nnneesnne e 3
ABSTRARCT et bbbt b e b et e bt e naa e nnas 4
[MEPEJIIK YMOBHUX TTO3HAUYEHD........ccooiiiiiii e 7
|2 O 174 I T TP P P UPRPTOUPPPPRRPRRPPRS 8
1.1. 3aranpHi BITOMOCTI 3 TIPEIAMETHOT TAITY 31 +euvveeiuveeeireesireesireessieessieessseesssnesssnessneens 9
1.2. IlpuzHavueHHS PO3POOKHU Ta 00JIACTD 3ACTOCYBAHHS «..vvvvveirvreeessrreesssrenessssenesnseens 12
1.3. TTiICTABA IS POBPOOKH «.eeeenevveeeireieaieeeesteeeesteeeassseeesssbeeesssbeeesnsseessnsneesssseessnnnnas 12
| IO O 1 e Yo% 21 £ (0) 23 (%= e - Vi 0z 1 § KT 13
1.5. BuMoru 10 mporpaMu a00 MPOTPAMHOTO BUPOOY ....ccevvrevreerireerireesreeasreeennneenenes 14

Bumoru MicTATh psiji MpaBUil Ta peKOMEHAIIIH, K1 He0OX1THO 3aI0BUIBHUTH ITi]T Yac

BUKOHAHHSI TAHOT KBATIPIKAIIHHOT POOOTH. ..evvveeeiuriieesiiiiessiieeessiieeesiteeesteeessnseee e 14
1.5.1. Bumoru 10 GyHKIIOHATBHUX XAPAKTCPHUCTHK ....vvveeervreressreressreessssnessssseessnsnnes 14
1.5.2. Bumoru 10 1HQOPMAIITHHOT OC3TIEKH ......vvveiuirieesiieeeesirieessiieeesineesssnneesssneeesnneeas 14
1.5.3. Bumoru 10 ckiaay Ta mapaMmeTpiB TEXHITHUX 32C00IB .vvvrerivreesiineessineesnnenns 14
1.5.4. Bumoru a0 1H()OpMALIHHOT Ta MPOTPAMHOT CYMICHOCTI «...vvvveiveesnreesnreesneeeenes 14
POSBIIIIL 2 .ttt sttt et e nnn e e nnnas 16
[TPOEKTYBAHHSA TA PO3POBKA ITPOI'PAMHOTIO ITPOAYKTY ...ccvveie. 16
2.1. ®yHKIIOHAIBHE MPUZHAUCHHS IPOTPAMU c...vverreeesereenreesnneessseesneesnesasseeesseeessns 16
2.2. Onuc 3aCTOCOBAHUX MATEMATHYHIX METOIB ..cevvvrrrunssereeereresssssninssseesseserssmmnnns 17
2.3. Onuc BUKOPUCTOBYBAHOI apXITEKTYPH Ta MIAOJIOHIB MTPOCKTYBAHHS .....evevvveennee. 17
2.4. Onuc BUKOPUCTAHUX TEXHOJIOTTH Ta MOB MPOTPAMYBAHHS. ... .eeiuveeanveeasveeaieeenenes 23
2.5. Onuc CTpyKTypH NPOrpaMu Ta alrOPUTMHU 11 PYHKIIOHYBAHHS ..ecovvvvervveeneeenene. 27
2.7. Onmc po3po0ICHOTO IPOTPAMHOTO 3A0C3TCUCHHS ...vvveervvrresrreeessireessrreesssnesenns 40
2.7.1. BUKOPHUCTAHT TEXHIUHT BACO0M ..vvvreiuviieeiiiieesitiiessiieeessineessssneesssseessnseessssseessnnns 40



2.7.3. BUKJIMK Ta 3aBAHTAKCHHS TIPOTPAMHE .....vvvveeiurreeessreessssrenssssseesssssesssnssessssseessnnes 40

2.7.4. OnHUC IHTEPPEHCY KOPHCTYBAUA .. crvverveererernreasreesseessreasneaseessessseessnessseessessseens 41
1220311 1) TR 44
EKOHOMIUHMI PO3BIIIIL........ocuieeeeeeeeeeeeeeeseeeee et en e en st eneneaes 44

3.1 Bwu3HaueHHS TPYyJIOMICTKOCTI Ta BAPTOCTI pO3POOKH MPOrpaMHOTO MPOAyKTy 44

3.2. BuTpaTl Ha CTBOPEHHS IPOTPAMHOTO 3A0€3MEUECHHS ......vveerereeireesnreesnreeenneeesenes 46
BUICHOBK ...t 48
CIIMCOK BUKOPUCTAHUX JKEPEJL......cooiiiiiieieie e 49
JOJATOK A. KO IPOTPAME ....cciiiieiiiiieiiieeesiiee et et ssne e e s nse e s snneeesnnee e 51
JOATOK B.Biaryk kepiBHUKA €KOHOMIYHOTO PO3ILILY «..vvvvrvveeesrnrernreesnneesnneesneeens 83
JIOITATOK B ...ttt bbb 84



HEPEJIIK YMOBHHUX IIO3HAYEHb

[13 — IIporpamue 3abe3reueHHs
OC — Omnepariifina cucrema

Ul — User interface

SDK- Software Development Kit
JDK- Java Development Kit
NDK- Native Development Kit
SRP — Scriptable Render Pipeline
RP — Render Pipeline



BCTYII

Komm’rorepHi Ta MOO1IBHI ITpU 3apa3 3HAXOJATHCS Ha TEPENOBIN CydacHOTO
CBITY. YCi HOBI TEXHOJIOTIi 3aBXAW 3HAXOIATh CBOE BUKOPHCTAHHS I1HIYCTPIEIO
PO3pOOKHU 1rop: 3MEHIIIEHHS MOPTATUBHUX MPHUCTPOIB, 30UIBIICHHS ITPOYKTUBHOCTI
MIEPCOHAILHUX KOMIT IOTE€PIB, OKYJSAPH JOTOBHEHOI pPEabHOCTI TOIIO0. AJle, HOBI
TEXHOJOTIl - IIe HE €JIMHE, 10 POOUTH KOMII IOTE€PHI ITpU, TAKUMU YHIKaJIbHUMHU.
Benuka nepeBara nepej 1HIIUM MPOTpaMHUM 3a0€3MEYEHHSIM - 1€ a3apT, OaKaHHS
MIEPEMOTTH Ta CIIEKTP €MOIIii, 110 OTpUMY€ TpaBenb[12].

XapakTepHUMHU OCOOIMBOCTSIMU JJI KOMIT FOTEPHUX Ta MOOLTBHUX 1TOP €:

— CTBOPEHHS HEMOBTOPHOTO JOCBIIY;

— HasgBHICTB Ipo0JIeMHU, SIKy TpeOa BUPIIIUTH;

— 3aBYacHO 3alporpaMoOBaHi MPOIECH Ta PO3TOPTaHHS MOJINA 3a 3aJTyMKOIO

aBTODPA;

—  BIAYYTTS 3MaraHHsi M I'PaBISIMU;

— HasABHICTH OCHOBHOI MEXAHIKU,

— HasgBHICTH 1CTOpIi, HA OCHOBI SIKOi 3aB’SI3YETHCS CIOKET;

—  €CTETUYHE BIIUyTTs, TpadiuyHUi BU TOIIO.

[0 TUTIIIOMHOTO TIPOEKTY € CTBOPEHHSI T'pH >kaHpy rogue - like, ge y rpaBiis
€ JUIIe OJHe XUTTS, mob 3700yTu mepemory. Lle cTBoproe mepen HUM JEKiTbKa
CEpil03HUX BUKJIUKIB, 5Kl BiH OyJie HAMaraTucs moaoJaTu:

— TPOWTH TPy 3a OJIHE JKUTTS,;

—  Ji3HATHCH, 10 Oy/ie Ha HACTYIHUX PIBHSX;

— 3100yTH HalCUITBHINTY KOMOIHAIIIIO 3/1I0HOCTEH;

— 3100yTH NEPEMOTY 32 HAWKOPOTIIIUN Yac.

PesynbraTomM BuKOHaHHA JaHOi KBami(ikaiiiHOT poOOTH € TpOorpamHe
3a0€e3MeUeHHs], SIKe CTBOPIOE YC1 BUILI€3a3HAYEH1 BUKJIMKHU TIEPel KOPUCTYBAUYEM.

3agava JaHOTO JUIIJIOMHOTO MPOEKTY Ta 00'€KT MOTO AISIILHOCTI 0€3M0CepeIHBO
MOB's3aHI 3 HAMPSAMOM MIATOTOBKH «IH)KEHEpis MporpaMHOro 3a0e3MeyeHHs» Ta
BIJINOBIJIA€ y3arajibHEHIM TeMaTull KBadiiKaliiHUX poOIT 1 MEpeiKy 3a3HayeHuX

BUPOOHMUMX (YHKITINA, THTIOBUX 33724 JiSTIbHOCTI, YMIHHIO Ta KOMIIETEHITISIM.
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PO311JI 1
AHAJII3 ITPEJMETHOI I'AJTY3I TA HOCTAHOBKA 3AJIAUI

1.1. 3araJjbHi BiIoMOCTi 3 MpeAMeTHOI rajay3i

['pa — ue mpotiec BUpilIEHHS MPOOJIeMHU, SKUW MPUHOCUTH 33J0BOJIeHHA. [pa
MOke OyTH HE JHIIe HAacTUIbHOI0, (izuuHor0 (dyTO0N, OackeTdbonm Ta 1HII),
KOMIT FOTEPHOIO, a TaKOX Oy/b-fKa Jisl, IO CTBOPIOE MPOOJIeMaTHKy 1 TpaBuia.
Hanpuknaz, 30upaTtu getalib Ha 3aBOJI1 1€ mpalls, a 30upatu ii Ipu I[bOMY Ha 4ac, 11e
BXKE Tpa, y SKId MOXXHAa 3MaraTUCsi caMuM 3 COOOI0 HaMarar4uch MOOHUTH
nonepeaHi peKopI.

['pa — 1e mpekpacHe NMPOBEJEHHS Yacy 3a SIKUM JIIOJMHA MEPEXOUTh 10 CTaHy
MIOTOKY, y SIKOMY JIFOJIHA 3a0yBa€ Mpo 4Yac Ta BiqdyBae paaicTh[3].

Ane, Tpa — 1€ AyXe IIMPOKE PO3YMIHHS, IO HE BiJoOpakae B ILJIOMY
KIHIICBUH pe3yJIbTaT, TOMY, TpeOa 3By3UTH BU3HAYCHHSI.

Tox, eneKTpoHHa rpa — L€ PI3HOBHUJ 3BHYANHOI IpH, SKUU nependavae
B3a€EMOJIII0 3 IHTEPAKTHBHOI CHCTEMOIO 3a JOMOMOTOI0 EJIIEKTPOHHUX MPUCTPOIB
(mporpamMoBaHUX YH HE TPOTPAMOBAHHUX).

[le Bxe OUIBII KOHKPETHIIIE BU3HAYCHHS, HIXK TMOMEPEIHE, 1 TEMep MH
pO3yMi€EMO, IO JJIS TOro, MO0 TOorpatd B Haly Trpy, Tpeba B3aEMOIISITH 3
IHTEPAKTUBHOIO CHUCTEMOIO 3a JIOMIOMOTOIO EJIEKTPOHHUX IMPHUCTPOiB. AJie, MO came
1€ 32 CUCTEeMa — TOKH HE 30BCIM 3p03yM1iJIO.

SkuM yuHOM TrpaBellb Oy/ne 3 HEK B3aEMOJISITH Ta SAKAM came Oyje
CJIEKTPOHHUN TPUCTPIA — came I1ie 1 Tpeba BU3HAYUTU. 3BY3UMO BH3HAYCHHS IIIE
olbIIIe.

Bigeorpa — 1ie pi3HOBH €JIEKTPOHHOI T'pH, SIKUM mependavae BHUBIJ Ha BIACO
MPUCTPIid 300pakeHHS I KEPYBaHHS BI3yalbHUMHU 00Opa3aMH.

Tenep Bxke 3p0O3yMiJI0 CUCTEMU ISl SIKOi Tpeba po3poOUTH Ipy:

['paBenp Oyne O0aunuTu pe3ysbTaT CBOIX I Ha BIACO-MPUCTPOI, IO JOTOMOXKE
CTBOPUTU HE3a0yTHIN JOCBiJ JJIS JIOJWHU, 3aHYPIOIOYM MOTO Yy HEWMOBIPHUN CBIT
300pakeHHs Ta o0Opa3iB. [lepcoHanbHUN KOMIT'IOTEP — 1€ MPUCTPIN, 10 JOTOMOXKE

HaM B3aEMOJISATA 3 EJIEKTPOHHOIO CUCTEMOIO. TOX, BU3HA4YEHHS Temep HaOyBae



TaKOro BUIJIAY: KOMIT'IOTEpHAa TIpa — 1€ BlAeorpa, IO 3allyCKaeTbCs Ha
MEPCOHATILHOMY KOMIT FOTEPI.

Tenep 3po3ymino, Tpy SKOTO THUITy MEHI HEoOXigHo cTBoputh. Komm roTepHi
Irpy 3aXOMWIM 1HAYCTPIIO pO3Bar, AUKTYIOUYM CBOiI YMOBU. AJie, UMM KOMII IOT€pHA
rpa Kparie 3a iHmri?

[cHyIOTB Taki mepeBaru Haj IHIIMMH BHIaMU irOp:

—  MOXJIMBICTh OTPUMATH HOBHM JOCBiJ 3 HEWMOBIPHUMH MOKJIMBOCTSIMH ii.
Bimuytu cebe repoeM, M HaBmaku — 3J04YUHIEM. Bimuytu cebe B Oynab-sKuii
HE3BUYAWHIN poJti, B AKOI JIIOJAWMHA HE 3/1aTHA ONMUHUTHUCSA B peasibHOMY kUTTI. 110
poOUTHh KOMIT'IOTEpHI Irpd HE JIMIIE YHIKAIBHUMH Yy TEXHOJIOTIYHOMY, a W Yy
TBOPUYOMY ILJIaHI;

— KOMIT'IOTEpHI ITpU JIal0Th OUIBII THYYKUN BHOIp MIXK >KaHpaMu irop, y siKi
J0IMHa Oa)kae TorpaTH: XTOCh BUOEpE CIIOPTUBHUN CUMYJISTOP, a 1HIIMM, HABIAKH,
3axo4e BIAUyTH cebe crpaTeroM. Haiipo3zymHiln MOXyTh BUNIPOOYBATH CBOI CUJIU Y
1Iaxax 4 IHIIHUX 1HTEJIEKTyalbHUX 3MaraHHsIX;

— MOXJIMBICTB IOTpaTH y ceOe BIoMa B Oyab-sikuii yac. KoM toTepHi irpu, Ha
BIIMIHY BiJ] KOHCOJBHHUX, B SIKI TPalOTh OUIBII Yy KOJI CIM'(, TpUITycKae OiJbI
3aTUIIHUKA BIAMOYMHOK Ha OJMHII 3 €000, yu y Koiy IHTepHeT-apy3iB, He
noTpeOyIOYH BiJ] TPaBLS SIKHXOCh AKTUBHUX JI1H;

— comiainbHui aocBia. He Bcl KOMIT'I0TEpH1 iTpU MarOTh MYJIbTIIUIEEp, TIPOTE,
1€ JT03BOJISIE BIAUYTH ce0e y OaraToOMuIbHOHHIN CIIUIBHOTI MPSMO 31 CBOTO JIOMY;

— JICIIEBU3HA Ta JIETKICTh 3100y TTS 3a/I0BOJICHHS.

Biporigniie, 1mo y BCIX JIt0JIeH 3apa3 € MepCoOHAIbHUN KOMIT I0Tep. 3irpaTu B
KOMIT IOT€pHI ITPM MOXKJIMBO, HaBiTh HE 3aBAHTAXYIOUU iX, — MOTPIOHO JHIIIe
3aImyCTUTH Opay3ep Ta 3irpatu 3 Apy3aMu y (popmaTi oHNIaliH. A THM, XTO TOTpedye
OUIbII YHIKaJbHUX BPAKE€Hb, PUHOK HAJa€ MOXJIMBICTH MOTpaTH B irpu 3 OUIBII
SKICHIIIMM KOHTEHTOM 3a JOAAaTKOBY Iuarty. Hapasi pruHOK KOMIT IOTEpHHUX 1T0op €
Yy He HAMOUTbIIMM B 1HIYCTpIi HAaJlaHHSA PO3Bar, 110 IPUHOCUTH HIOPOKY OJM3BKO

40 minespaiB ponapi. i paxkTopu mpuBadII0I0TH HOBUX I'PaBIIiB Ta PO3POOHUKIB.
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Komm’rorepHi irpu TOAUISIOTBCS Ha KaHpu. JKaHpu moTpiOHI, 1100
KiacudiKyBaTH Irpy 10 HAOOPY MiMl TpaBIld, Ta BIJIPIZHAIOTHCS BUKOPUCTOBYBAHUMU
MmexaHnikamu. JKaHp He 3alexuTh Bif TrpadidyHOi OOTOPTKH, YU HAMHCAHOTO
croxety[13].

Rogue-like — e oawH 3 ’xaHpiB, Ha3BaHWK B 4YeCTh I'pH mpadaThka: Rogue.
MexaHikam# sIKi KJIaCU(PIKyIOTh IIeH KaHp :

— SKIIO TpaBelb nporpae (cMepTb Yy BUAYMaHOMY CBITi), TO Tpa
nepe3arycKaeTbes 3aHOBO;

— TIpa MOBMHHA OyTH HalOBHEHA BUMAJKOBICTIO, TOOTO KOKEH CEaHC MOBHUHEH
BIJIPI3HATUCS BiJl TONIEPEAHBOTO;

— YWM JaJii Wi rpa, TUM CKJIQJIHIIIO BOHA CTAE;

— JI0JIaBaHHS NPEJIMETIB, SIK1 BBOJIATH HOBI MpaBUjia y rpy, MOAUQIKyOUH ii.

[IIo6 cTBOpUTH TPy CaMOTY>KKH, NOTpIOHO OaraTo 3HaHb y MporpamyBaHHI,
reiM-u3aiiHi, MOJCIIOBaHHI, MaJllOBaHHI, a TaKOX B aHIMaIlli Ta KOMII IOTEpHIii
rpadiui.

Po3bepemo koxHy cdepy OLTbII TOKIATHO:

— TporpaMmyBaHHS SBiIsie COOOI0 TIPOSKTYBaHHS apXITEKTYpH TPOEKTY,
HaIMCaHHs KOy Ha MOBI mporpamyBaHHs (B MoeMy BuIaaky e C#), Ta TecTyBaHHI
MPOTrPaMHOIO 3a0€3MEYECHHS;

— TrelM-Au3aiiH — Ipolec CTBOPEHHS 11€i, sfika Oy/ne MpUHOCUTU He3a0yTHIMH,
MPUEMHUI Ta HOBUIA TOCBIJ] TPABIIIO;

— MOJCNIOBAaHHA — CTBOpeHHs 3 [ Moniene, siki IHTeTpyIOThCS y TPY;

— MaJIOBaHHSI — CTBOPEHHS TEKCTyp, IiHTepdeiicy Ta 0OaraTboxX 1HIIUX
300paKkeHb, 10 MOXYTh 3HAJOOUTHUCS MIPU PO3POOIII IPH;

— aHIMyBaHHS — MPOIIeC CTBOPEHHS aHIMarlii 11t 3 /] Mojenelt yu 300pakeHHS;

— KOMIT'IOTepHa Tpadika — mporec oOpoOKHM Ta TMEPEHECEHHsS Ha EKpaHH

MOHITOPY 300paK€HHS, a TAKOX poOOTa 3 B1I€0-KapPTOIO.

[HCTpYyMEHT st po3poOKM KOMIT' IOTEPHHX Irop Habarato CHOpoIrye poOoTy

pO3pOOHUKA, MAal4YM MOKJIMBICT HE MHCATHU 3 HYJSI 00O0JIOHKY. A Takoxk, Oepe Ha
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cebe 00poOKy 300pa’keHHs, JT03BOJISIIOUM PO3POOHUKY CTBOPIOBATH HOBI IIEHIEpH
JUIsl TOKpaileHHa rpadiku. B moemy Bumajnky 1omiibHUM OyAe BUKOPHUCTATH
wiatdopmy Unity.

Unity — 1ie HalmoOMyJISIPHIIIKN 1HCTPYMEHT JJI PO3pOOKH KOMIT IOTEPHHUX 1rop,
o miarpumye DirectX ta OpenGL.

3apasaxu Unity po3pOOHUKH IrOp MOXYTh 3a0LIaJANTH MICAIl YU HABITH POKHU
po3poOku. lle roroBe pilieHHs, 110 HE BUMAarae CTBOPIOBATH 3PYYHHUH pEIaKTOp
PiBHIB, PO3POOIISATH 3 HYJIS BIAMOJIOBAHHS KOMIT IOTEpPHOI rpadiku Ta Mae e 6araro
IHIIUX TepeBar AJig po3poOHUKa.

1.2. IIpu3HaveHHst po3poOKH Ta 00J1aCTh 32CTOCYBAHHS

[{imp0Ba ayIUTOPist MOEI KOMIT FOTEPHOI I'py — 40JIOBiKU 15 — 40 pokiB.

B koMmm’roTepHiil rpi KOpPHUCTyBaul MOXKYTh BHUIPOOYBaTH CBOi CHJIM 4Yepe3
3aBUIICHHS CKJIAQJHOCTI 3 KOXHUM pIBHEM Ta YBIATH Yy TMOYYTTS HOTOKY —
MaKCHMAaJIbHOTO 30CEPEIKEHHS.

OO6sacTh 3acTOCYBaHHSI IMPOKA, 00 KOXKHA JIIOAMHA, MAIOYW MpU COO1 JIUIIe
cMapTQOH 3 ornepaniiiHow cuctemoro Android, 3Moske morpaTu B It Tpy.

Micruie rpu Moxe OyTH OyIb-IKUM:

— I0Ma, CUS4YM Ha JUBaHI;

— Y HOTATY YU JITaKy,

—  CHJS4YM Ha JIABIll B MapKYy,

— PYXarwuuch 0 BYJIULII TOLIO.

1.3. [TixcTaBa 1J151 po3pooKu

[TimcTaBamu 117151 pO3poOKHM (BUKOHAHHS KBaTi(iKaIiitHoi poOoTH) €:
— OCBITHA Tporpama  cmemianbHocTi 121 ImxkeHepiss  mporpamHOTro
3a0e3eueHHs |
— HaBUYaJbHUU IUIaH Ta rpadik HABYAIBLHOTO MPOLIECY;
— Haka3 pekrtopa HarioHaJbHOrO TEXHIYHOIO YHIBEpCcHUTETY «/[HIMpoBCchKa
nomiTexHikay Ne268-c¢ Big 18.05.2022p.

3aBnaHHs Ha KBamidikaliiiHy poOoTy Ha Temy: «Po3poOka mporpamHoro
3a0e3MeUeHHs] i1 KOMIT'IOTEPHOI TIpH KaHpy roque-like 3 BHKOpUCTaHHSM
dbperimBopka Unity Ta C#".
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1.4. IToctanoBka 3agaui

3anava kBam@ikauiifHOi poOOTH — pO3POOUTH KOMIT IOTEPHY TPy >KaHpy roque-
like. Po3poOka moBuHHA 3/iHCHIOBATHCS MOBOIO TporpamyBaHHs C#. IIporpamnue
3a0€3MeUYeHHs] TOBUHHO OYTH Cy4acHUM Ta JO3BOJISTH PO3POOHUKAM PO3IIMPIOBATH
HOBHI (yHKIIOHAN Ta MexaHikd. Koja rpu mNOBHMHEH BIANOBIAATH CTaHIApTaM
YHCTOTO KOAY, MaTH KOPHCHI Ha3BH Ta JIETKO CIIPUUMATHUCSI.

OCHOBHI MEXaHIKHU TPHU:
Pyx romoBHOrO nepconaxa.
Pyx iHIIIUX TIEpCOHAXKIB.
Cucrema 3UMTYBaHHS 11l MEPCOHAX (HKOUCTHUK).
CuHXpOHI3al1s pyXy 3 AlSIMU KOPUCTyBaya.

Crpinnba.

o ok w0 DB

Cuapsn:
6.1 3actocyBaHHsl OOHYCIB 1O CHAPS/IIB.
6.2 3MiHa CHapsIy BiJl MOTOYHUX MPEIAMETIB.
7. Cucrema 3710pOB’sl.
8. Hanecenns mkoau.
9. KoHTposb 310pOB’s.
10. Bopoxwuii iHTEeNneKT
10.1 IMomyk rpaBis
10.2 ITaTrTrepHu pyxy
10.3 Ataka
11. Tlomyk Bopora
12. CTBOpeHHs BUNIQAKOBUX PIBHIB.
13. Ilepemora.
14. Tlporpar.
15. Turepdeiic.
16.1 IaTepdetic mepemorm.
16.2 Turepdetic mporpary.

16.3 InTepdeiic cTapToBOrO €KpaHy.
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[Iporpamue 3a0e3neyeHHs Mae OyTH pealli3oBaHe sk MOOUIbHMM Aomatok APK
mis  wiargopmu  Android 3 BUKOpUCTaHHAM MOBHM mporpamyBanHs C# Ta
THCTPYMEHTY JJisl pO3po0KH KOMIT toTepHuX irop Unity.

1.5. Bumoru 10 nporpamMu a0 nporpaMHoOro BUpooy

Bumoru MicTATh psif mMpaBWJI Ta PEKOMEHIAIIH, SKI HEOOX1THO 3aJ0BUILHUTH
1] 9ac BUKOHAHHS JaHOi KBasi(iKkaIiiHoi poOoTH.

1.5.1. Bumoru 10 pyHKIiOHAJILHUX XapaKTEePUCTHK

Jlst 3a0e3nedeHHs] MaKCUMAJIBHOTO 0OCSTY JTOMYCTHMUX MPUCTPOIB, IPOTPaMHE
3a0e3MeUeHHs] TOBUHHE MiATPUMYBATH:

— matdopmy onepauiiftHoi cucremMu Android,;

— MiHiMaibHa Bepcist Android moBuHHa OyTH 4.4.

1.5.2. Bumoru 10 ingopmaniiiHoi 0e3nexn

[IIo6 yHUKHYTH HeOakKaHUX CHUTyalllil Ta HEKOPEKTHOI pPOOOTH MPOrpaMHOro
3a0€3MeUeHHs, MOTPIOHO MAaKCUMaJIbHO PpO3AUIMTH  BIANOBIAANIBHICTh  KJIACIB.
Cucrema mnOBMHHA BeCcTH ce0Oe OJIHAKOBO CTabOUIbHO, 1HTEp(dENc KOopHuCcTyBauda
MOBUHEH OYTH aJalTUBHUM I11J1 yC1 pO3MIpH MOOIJIBHUX MPUCTPOIB UM IJIAHIIETIB.

1.5.3. Bumoru 10 ckjiajay Ta napaMeTpiB TeXHiYHUX 32c00iB

Jlnst 3a0e3neueHHss MakCMMaldbHOT CTaOUTIBHOCTI MOOUIBHI MPUCTPOI MOBUHHI
MaTH TaKl XapaKTePUCTUKU:

—  KUIBKICTb sjiep: 4 Ta OubIIeE;

yacrota npouecopy: 1.3 I'Ll;
— OmneparuBHa nam’a1b. 2 ['b Ta Ounblie;

— OnmneparuBna cuctema: Android 4.4 (kitkat) Ta Butmie.

1.5.4. Bumoru 10 iHpopMaiiiiHOI Ta MPOTrPaMHOI CYyMICHOCTI

VY sKxocTi MOBU mporpamyBaHHs Oyio BUOpaHO MOBY nporpamyBaHHs C# — 1e
OCHOBHA MOBa MPOrpaMyBaHHS IHCTPYMEHTY I pO3poOKH irop Ha Ttuiatgopmi
Unity.

Unity [103BOJIIE PO3POOJISITU TpOorpaMHE 3a0e3MedeHHs JUisl  OUIBIIOCTI

MOMYJISIPHUX ONEPALIHHUX CUCTEM Ha PI3HMUX IUIaThopMax.
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Cepenosuiiie po3podku odpano Rider, sikuit Hamae HanOaraTmuii yHKITIOHAT

IIpU PO3POOILIl IrOp Ta CHPOIILYE KUTTSA PO3POOHHUKA y OaraTboX acreKkTax.
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PO311JI 2
IMPOEKTYBAHHS TA PO3POBKA ITPOI'PAMHOI'O MIPOAYKTY

2.1. dyHkuioHa/JibHe NPU3HAYEHHS POrpamMu

PesynbpraTom 11i€i kBamidikamitHuX poOOTH € KOMIT FOTEpHA I'pa Ky MOKIMBO
OyTu 3amycTuTd Ha cydacHuX Ha cmapTdonax 3 OC Android, mo A03BOJIUTH MOTPATH
B HEl JIe 3aBrOJHO, MalO4yM Mpu cobi jumie cmaptdoH. [lana rpa moBuHHaA OyTH Y
»kaHpi Rogue — like, 110 mpuHece HaifsickpaBilli eMoIlii KIHIIEBOMY KOPUCTYBady.

OcHoBHMIT (DYHKITIOHAN JOAaTKa TOJsArae B Kop reumiuiei (Kojo TpH, sKe
rpaBellb MOBTOPIOE pa3 3a pa3oM, MO0 MINTH A0 KIHIS) 1 MOBUHEH OyTH TaKHUM:
rpaBellb BOMBa€ MOHCTPIB MPOXOJSIYX PiBHI, [0 3aBEPIICHHIO OJIHOTO YH JCKIJIBKOX
PIBHIB BiH 3/100yBa€ MOCUJIEHHS, IKE TPOXHU 3MIHIOE TAKTUKY I'PH IPaBLIs, T MOCUIIIOE
HIKOY SIKY I'paBellb HAHOCUTh MOHCTpaM.

3 KO’)KHHMM PIBHEM CKJIQJHICTh TPU POCTE PA30M 3 CHJIOKO Ta 3J0POB’sIM MOHCTPIB

(puc. 2.1).

Hosi pieHi

3pobyrra
HOBOI CMNN

Hosi cunbHi
MOHCTDM

Puc. 2.1. Kop-reiimruieit
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2.2. Onuc 3acT0COBAHUX MATEMATHYHUX METO/IIB

[Tin gac mpoekTyBaHHS Ta PO3POOKH JAHOTO MPOTPAMHOTO 3abe3rmeueHHS,
BUKOPHCTOBYBAIMCS JIMIIE TPOCTH apudmernyni naii. MatematuyHi MeTonud He
BUKOPHCTOBYBAJIHCS.

2.3. Onuc BUKOPUCTOBYBAHOI apXiTeKTYpH Ta MA0JIOHIB MPOEKTYBaHHS

[Tig gac mpoekryBanus [13 Oyn0 BHpIIIEHO BUKOPUCTOBYBATH 1HCTPYMEHT TS
po3poOku irop Unity.

Unity OyB ctBopenuit y 2005 pori «Biag po3poOHHKIB Isl pO3pOOHUKIBY, 1100
HOJIETTLUTH PO3pPOOKY KOMIT FOTEPHUX IFOp Ta 1aTh OE3KOIITOBHUI IHCTPYMEHT, SIKUN
OOJIErIUTh pO3pOOKY 1rOp B JAeKUIbKa pa3iB. Lleit iHCTpyMeHT obuierirye po3poOKy y
Oaratbox oOmactsix onpasy|[6].

OcHoBH1 niepeBaru iHCTpyMeHTy Unity:

—  jomoMarae po3po0isaTy (pi3uyHi irpy, Jar0Yu MOKIIUBICTh BUKOPUCTOBYBATH
BXKE 3alpOeKTOBaHy (i3UYHYy MOJAENTh B pPEaTbHOMY 4Yacy 3aBISKH IPOCTOMY
GbyHKIIIOHATYy KJ1aciB

—  Unity noBHicTi0O Oepe Ha ceOc PeHIEPIHT 300pa)KCHHS B peaJbHOMY dYaci,
BUKOPHCTOBYIOUM HalCyyacHIIl 3acoOM ONTUMIi3alii, Ta JO3BOJISIE HE BHUTpavyau
Oarato yacy Ha poOOTy 3 Bizeo kapToro[5];

—  30epirae THYYKICTh Ta BeCh (yHKIIOHAJ ISl pO3pOOHUKA, HAJAI0YH JTOCTYII
no Scriptable Rendering Pipeline, no3Bosstoun nucatu cBoi Render Path, noxaroun
HOBUH (yHKIIIOHAT 0 00pOOKHU 300pa’KeHH, Ta HAJA€ CBOIO MOBY MpOTpaMyBaHHS
meitnepiB Shader Lab, sika mo3Bomsie po3pobinaru meiiaepu sk Ha MoBi meinepis CG,
tak 1 Ha HLSL6;

—  cnpourye podoty 3 Ul system, go3Bossitoun jerko ajgantyBaTu oguH Ul mifg
yc1 TiatGopMu Ta po3MipH.

Unity oxmpa3dy o peamidye 0araro MarTepHiB NPOCKTYBaHHS, IO
BUKOPUCTOBYIOTHCS B IrPOBi pO3pOOIIi:

— TIlpucrocysanens (Flyweight) — posainenHs gaHux 00’€kTa Ha J1Ba THIIM.
[Mepmwmii Tanm - BHyTpimmHI (INtriNicS) maHi, siKi HE € YHIKAIBHUMH JUIS KOKHOTO

eK3eMIUSIpY Ta 30BHIIIHI (extrinsic) AaHi, SKI € YHIKQIbHUMU s KOXHOTO
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ex3eMIuisapy. 111a610H BUHOCUTH yCi BHYTPIIIHI JaH1 BUHOCATHCS B OJIUH €K3EMILISP
JUIS BCIX OO €KTIB, 110 3MEHIIY€E Yac PEHIUPIHTY OJHOTHUITHMX 00’ €KTiB ( MpUKIaN
nepesa ) [15]

— IrpoBuii mukn (Game Loop). Ha kokHOMY mukim oOpoOisie KITI€HTCHKE
BBEJICHHS, OHOBJIIOE CTaH TPH, BUIIOBHIOE BCI CKPINTH Ta PEHICPHUTH 300pakKeHHS
rpu. [15]

— 0O06’ext Tun (Type object). Koxken exzeMIuisip Kjiacy MOXE MPEACTABISATH
THIIHU THII.

— CyrtHicth-Komnonent (Entity Component). Opnna CyTHICTP  MOXe
oxoruitoBatd Oarato oOnactedt, He 3B’s3yroud iX. s 13o7smii obsiacteit, Ko
NOMIMIAIOTh JI0 Kiacy KommnoHeHTa. CyTHICTh CHPONIYEThCA JO KOHTEHepa
KOMITOHEHTIB. [13]

HaiiBaxxnusimoto cyTHicTio 13 cebe mpencrabisie GameObject, sika Moxe
00pOoOJIATH KOMIIOHEHTH Ta € OCHOBHOIO TOYKOIO BXOHAY JJIsi po3poOHuKa. KokeH
GameObject 3apxau mae xommoHeHT Transform. Ileli KOMIIOHEHT BiAIOBiga€e 3a
MOJI0’KEeHHS 00'eKkTa Ha ciieHi. (puc 2.2)

© Inspector 3 i
63 ¥ Input Manager Static ¥

L4

Tag Untagged ¥ Layer Default

& Transform

Position
Rotation
Scale

v Input Manager (Script)

Joystick Floating Joystick (Floating Joystick)
Projected Surface A Floor (Transform)

Add Component

Puc. 2.2. [TonoxeHHsa 00’ €KTiB HA ClLIEH]
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[HI1T KOMIIOHEHTH, SIKI MOMJIMBO JOJATH, IIOBUHHI YHACJITyBaTUCS Bij

MonoBehavior knacy 6i6motexu Unity. (puc 2.3)

GameObject ' Object

‘ -
RigidBody

[ Camera J

GUIElement]

Animation ]

Renderer Behavior

ParticleEmit -
Light

Collider AudioSource]

\

MonoBehavior]

\

Puc 2.3. Ilpukian apxitekrypu Unity

MonoBehavior peanizye 6arato pyHKIIH, K1 pO3pOOHUK MOXKE MEPEBU3HAYUTH,
ajie HallBaXKJIMBIII € TAKUMHU (puUC 2.6):

Awake — 1ie mepmra (QyHKINsS, fKa BU3MBAETHCA MPU 3aBAHTAKEHI CICHH, 5K
Tutbku GameObject Bu3MBaeThes nepen Start (HE BUKIMKAETHCS, KO 00 €KT HE
aKTUBHUH, TOKK HOTO HE aKTUBYIOTb).

He aktuBHuII 00’€kT — 1Ee 00’€kT, y sAkoMmy mnapamerpy Active in Hierarchy
npucBOo€eHO 3HaueHHs False. (puc 2.4) MoXIuBO BMUKATH Ta BUMHUKATH 3aBISKH

penaxkTopy Ta yepes Koi. (puc 2.5)

Puc 2.4 .YBIMKHEHUN 00’ €KT
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Puc 2.5. BuMkHeHui 00’ €KT

Sk 6aunMo, Koiau 00’€KT BUMKHEHUH, TO MO0 KOMIIOHEHT, IO BIAIOBIIac 3a

BHMaJIbOBYBAHH:, TAKOXK IICPCCTAE ITPAOBATH.

OnEnable — s ¢yHKIisS BU3HBAETHCS KOKHOTO pa3zy KOJIU 00’ €KT BMHUKAETHCS
Ha CIIEHI, a Takok Ko MonoBehavior cTBOproe 00’ €KT CBOTO KJjiacy.

Start — suknukaereMms nnepes Update.

Update —BuKIMKAETbCS KOXKHUHA Kaap. B mid QyHKmii 3a3BHYail MUIIETHCS
(GbyHKITIOHAN, KW TMOBUHEH TOCTIHHO OHOBIIOBATHCA. MOKe MaTH PI3HY 4YacTOTy
BHU30BY, B 3QJICKHOCTI BiJ] 9acy 0OpOOKH Kajpy.

FixedUpdate sisie coboro ¢yHKIit0o Takoro >k tumy, sk 1 Update, ame
BUKJIMKAETHCS HE KOXKHOTO Kaapy, a Max (IKCOBAaHMUW TPOMDKOK dYacy MixK
BUKJIMKOM. 3a 3amoBueHHsIM 1ie 0.02 ¢, n1o 103BoJsie BUKIUKATH QyHKUI0 S50 pa3is
Ha cexkyHay. Ile moxe Oytu Ounbine abo MeHie, HiX BUKIMKIB (yHKIli Update.
3a3Buuaii, BUKOPUCTOBYETHCS I 00pOOKH (h13UKH.

LateUpdate Bukonyerbes Tak ke, sk i Update Ko)KHOTO Kajpy, ajie 0COOIUBICTh
B TOMY, III0 (DYHKITiSI peali3ye€ThbCs came mepes] CTBOPEHHSIM Kapy.

OnDisable — ¢yHKIIisI BUSHBA€ETHCS KOKHOTO pa3y, KOJIM 00’ €KT BUMUKAETHCS HA
CIICHI.

OnDestroy — dyHKIIiSI BUKIMKAETHCS I OCTAHHBOTO Kajapy, komu GameObject
ICHy€, caMe TMepell TUM, K HOTo BUAAIITh. TaKoXK BUKIMKAETHCS MIPU 3MiHI CIICHHU.

[ro dyHKIIIIO 3a3BUYail BAKOPUCTOBYIOTD 337151 BIAMCKY BiJ] 1BEHTIB.

20



Reset is called in the Editor when the script is attached or reset

Start is only ever called once for a given script.

The physics cycle may happen more than once per frame if
the fixed time step is less than the actual frame update time.

If a coroutine has yielded previously but is now due to
resume then execution takes place during this part of the
update.

e Reset D)
. A
|:_ Awake _:|
|:_ OnEnable ju
|f Start ju
<l
-
—————
A 4
( FixedUpdate jl

I
(yield WaitForFixedUpdate jl
. 1 .
Internal physics update 4
|\’- OnTriggenXXX -:u
- 1 -
( OnCollisionXXX. )
——
\ 4
[ OnMouseXXX |
\ J
|: Update ju
( yield null D]
[ yield WaitForSeconds j
( yield WWW )
q yield StartCoroutine )
I

Internal animation update

OnDrawGizmos is enly called while working in the editor.

OnGUl is called multiple time per frame update.

OnApplicationPause is called after the frame where the
pause occurs but issues another frame before actually pausing.

OnDisable is called only when the script was disabled during
the frame. OnEnable will be called if it is enabled again.

( LateUpdate )

OnWillRenderObject
OnPreCull
OnBecameVisible

OnPreRender

OnRenderObject

- ~
| ]
( )
- =<
|\ ,I
=S PR S
( OnBecamelnvisible )
| ]
— ~
(. )
[ OnPostRender |
( )
\ J

C OnRenderlmage )
( OnDrawGizmos
g

( OnGUI )

(yield WaitForEndOfFrame jl

|: OnApplicationPause :u

—
A

¢ OnDisable )
\ J

S —

OnApplicationQuit :\

v

OnDisable

OnDestroy ]

Editor

Initialization

Physics

Input events

Game logic

Scene rendering

Gizmo rendering
GUI rendering

End of frame
Pausing

Disable/enable

Decommissioning

Puc 2.6. [liarpama Bu3By (yHKuiN y 006’ekTa MonoBehaviour

ApxiTekTypa Koay, BUCTpoeHa Ha Actor ta Behaviour, e takox Entity —

Component maTTepH, 3a/Ji1 TOTO 100 HE CTBOPIOBAaTH OJWH BEJIMKHUM, 4M Oarato
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ManeHbkux MonoBehabiour kimacis. B Takomy Bunaaky MonoBehaviour Buctynae B
SIKOCT1 BX1JTHUM ToukH (puc 2.7).

Koxuwuii aktop Mae HaOop MOBEIIHKH Ta AaHUX. J[ofaHHS MOBEIIHKUA 3pOOJICHO
3a matepHoM CTparerisi.

Crpareris  (Strategy) — oauH 3 OCHOBHUX IIOBEJIHKOBUX ITaTTEPHIB
POEKTYyBaHHS, SIKAW JO3BOJISIE CTBOPIOBATU CXOK1 aJTOPUTMHU y CIMEICTBO KJIaciB Ta
JUHAMIYHO IMAMIHATH iX ITiJ 9Yac BUKOHaHHs poootu [13[14].

B manomy BUMajAKy. MOBEIIHKA 3MIHIOETHCS B 3aJICKHOCTI BiJ] THITY TTOBEIIHKH

New New
Behavior Behavior
Update
Add Add.
Behavior Behavior

IBehaviour,
IData

e

Puc 2.7. Apxitektypa 06poOHHKa
OO6poOHMKa 1HIIIIOE Ta OHOBJIIOE YC1 CBO1 KJIACH MOBEIIHKH, a TAKOXK MPOIpPacye

3anexxkHocTi uepe3 DIContainer.
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DIContainer e yactuna natepny Dependency Injection.

Bnposamkenns 3anexxnocrtei ( Dependency Injection) — ma6ion po3po0iieHuii
st mpoekTyBaHHs [13, mo mependadae HagaHHS 30BHINTHBOI 3aJI€KHOCTI 00’ €KTY,
nepeIaloun yepe3 1HBEPCII0 3alIe’)KHOCTEN PO3B’sI3aHil 3aJI€KHOCTI.

DiContainer — me KoHTeiiHep skmii 30epirae B co0i yci 3aJeKHOCTI.
KonTteitnepiB Moxe OyTu HeKilbka Ha CIEHi, TJI00ANbHUN SKHI Tpalioe Ha BECh
NPOEKT, KOHTEWHEp Ui CIEHH, YU [UIsI 00’€KTa, HIKYI 00’ €KTy MOXYTh

MepPeBU3HAYATH 3AJICKHOCTI.

2.4. Onuc BUKOPUCTAHUX TEXHOJIOTi Ta MOB NPOTrpaMyBaHHS

HeoOxigHo OBl JETaNbHO PO3IMVISHYTH BHUKOPUCTAHI TEXHOJIOTII Ta iX
BiIacTUBOCTI. ToX, MpU BUKOHAH1 AaHOI KBaji(ikauiiHOi poOOTH Oyiu 3aisHI Taki
porpamMHi NPOAYKTH:

- C#

—  Unity;

- Al

— Physics;

— Unity Ul;

— Cinemachine;

— TextMeshPro;

— Timeline;

— Core RP Library;

— Shader Graph;

— Universal RP;

— DoTween;

— Android Build Support.

C# — 6ararodyHKIIIOHATFHA MOBA MTPOTPaMyBaHHSI BUCOKOTO PiBHS, PO3pO0OIeHA
koMrianiero Microsoft. fBnsie coboro C-nogiOHy MOBY, OpIEHTOBaHY Ha OO0’ €KTHO
opieHTOBaHy po3poOky i miargopmu .Net. BUKOpUCTOBY€EThCS sIK OCHOBHA MOBaA

nporpaMmyBaHHS 7151 IHCTpyMeHTY po3poOku irop Unity.
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Unity — IHCTpyMeHT aJis po3poOKH irop.
Al — Tlaker ( bibmiorexka ) Unity sika no3Boisie mpaitoBatd 3 NavMesh
CHUCTEMOIO, fKa SIBIISI€E COOOK0 CTPYKTYpPY HMaHHMX JUIsl TIONIYKY TPaBUIBLHOTO Ta

HaWKOPOTIIOTO NUIAXY 10 0OpaHoi Touku (puc 2.4).

i @ Inspector 32 Navigation
v I 3 5 v
Ov 2 ¢ % v @ mvQ Agents Areas Bake Object

Baked Agent Size

b
! X
g 5

Generated Off Mesh Links

Puc 2.8.Citka NavMesh

Physics — crangapranii maker Unity, mo Hamae A0CTyIn A0 (QI3HUHUX
KOMITOHECHTIB.

Unity Ul — maker Unity, sikuii Hajae CKpUNTH Ta KOMIIOHEHTH Juist pobotu 3 Ul
iHTepdeiicom. OcHOBHUM KommoHeHTOM € Canvas, IO OHOBIIOETHCS KOXHOTO
KaJpy, KOJU SKUWCHh 3 MOro naiTedl mo iepapxii 3MiHIOE CBiM CTaH, Ta MOBHICTIO
MIEPEPUCOBYE TOJOTHO. 3aBIIKH HAO0OpYy JUISI BEPCTKH JieTKo cTBoproBatu Ul s
€KpaHiB Pi3HOTO PO3MIpY.

Cinemachine — nokparieHHs 3BU4aifHOT BUCTPOEHOT KaMEpH, IO JI0Ja€ OLTbIIHIA
KOHTpPOJIb 3a JisIMU TPaBIIs, OJAI0YM HOBY BIPTyallbHYy Kamepy, sika Oepe MOBHHIA
JIOCTYTI HaJ| CTaHAapTHOIO kKamepoto Unity.

TextMeshPro — mokparieHuit makeT JiIs mpaitii 3 Tekcramu B 00osoH1ti Unity U,

SAKUW HE 3aTHCKa€e Ta He OJIOPUTH TEKCT MO KpasM. Peanmidye TEKCT IMIJIOCKOCTI 3

24



HAKMHYTUM IIeWaepoM, IO MOKpally€e SKICTb B1IOOpa)KEHHS TEKCTy Ta HaJae
BJIACTUBOCTI TEKCTY, 110 cx0xi 3 HTML.

TimeLine — gacoBa mikama Jiis mpaii 3 aHIMaIlisIMH, sKa JIO3BOJISE POOWTH YU
penaryBaTyd aHIMaIlii 3aBJsKd 4acoBiM IIKaji. Po3poOHUK Moxe 3amatu OyJlib-siKe
3Ha4YeHHS OyIb-sIKOTO TapaMeTpy sIK TOYKY Ha 4acoBiil mkami. [lekiiibka TOYOK
CTBOPIOIOTH aHIMAIIIIO.

Core RP Library — 6ararodyHnkuionansHa 0i0moTeka ajis ctBopeHHs Scriptable
Render Pipiline (SRP). OcaoBHot0 6i0mioTekoro At B3aemoii € Core Rp, sika Hatae
Benukuil pyHkiionan. SRP — QyHkIig OUIBIIOr0 KOHTPOIIO JJIsi PO3POOHUKIB, IO
HAJIa€ MOXKJIMBICTh 3MIHIOBaTH KOH(ITYpaIlli 3aBAsKA CKpUIITaM, a caMe:

1. OnTumizamis NpOAYKTUBHOCTI HA KOHKPETHOMY MPHUCTPOI.

2. MoxnuBicTh HaJTaITOBYBaTH RP 3aBsiky TOHKOMY HalamITyBaHHS MPOIECY
PEHJEPIHTY.

3. KepyBHHA CIIOXKMBaHHSIM OOUMCIIOBAHUX PECYPCIB.

ShaderGraph — maket s Bi3yanbHOTO MpOrpaMyBaHHs HICHICPIB, 110 J03BOJISIE
CTBOPIOBATH CKJIaJHI IEHAepH, HE 3Hat0uUM MOBH nporpamyBanHs hlsl. ShaderGraph
Hajiae OJOKHW IS B3a€EMOJIl 3 MIKCEIIbHUM Ta TCOMETPUYHUM IISHIEpOM, a TaKOK
MaTeMaTU4H1 OJIOKM MJig MOoJermeHHss poOoTu. Hamxonuts oapazy 3 MakeToM
Univesal RenderPipeline.

Universal Render Pipeline (URP) siBisie co6oro onun 3 roToBux BapianTiB RP.
[le onTuManbHUN BaplaHT JJIsl OXOIUIEHHS MaKCHMMaJlbHOI KUIbKOCTI TuiatdgopmM. Lle
30ajaHCOBaHE  pIMICHHS, SKE€ HaJa€  SKICHUM  BUCOKONMPOIYKTUBHUM  Ta
onTuUMi3oBaHUK Tpadik 6e3 HeoOXiTHOCTI 3MiHIOBATH MpPOoeKT. OKpiM IIbOro, BiH
aJIalTOBAaHO MACIITA0y€eThCS M KOXKHY IIaThopMy.

DoTween — onmna 3 HaiiBaxximBimmx Oi0miorek. DoTween Hamae moctym 10
JIETKOTO CTBOPEHHS aHIMaIliil 3 TepiooM MOCIa0AeHHS Ta IISIMU TICIs 3aBEPIICHHS
aHiMauii. MOXJIMBO 1HTEPHOJIOBATH Yy Yaci OyAb-1110, Y TOMY YHCII MOJS Ta 3MIHHI

KJIacy, 10 HA/Ia€ BEJIMKY KUIbKICTh MOYKJIIMBOCTEH.
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Android Build Support. Unity no3BoJisie 30Mpati Ha pi3Hi m1aThopMu, HaJIar0un
MOXJIMBICTh 30MpaTH 3amyCKHHUM (aiis, J03BOJISIOYM PO3POOHUKY THcaTd (aitiau
JUIIIe Ha MOBI1 mporpamyBaHHs C#.

Android Build Support — e 6i6miorexn Unity, 1110 103BOJISIE CTBOPIOBATH apk
gu aab daiin (puc 2.10) . Yce mo notpiono — me HanamrysaTu android sdk, ndk, jdk
and Gradle (puc 2.9). binbm Toro, Unity no3Bomsie ekcnoptyBaT npoekT y Android

Studio, ne po3poOHUK MOXKeE 3pOOUTH 1€ caM, BPYUHY.

Preferences

External Tools

by file extension

Apple File Merge

sioning Profile Browse

Automatic

Automatic

Copy Path

Copy Path

Copy Path

Copy Path

K G Browse

Puc 2.9 —aJ'IaH_ITYBHHSI sdk nns 36upanns apk
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@ Project Settings

£ Project Settings

Adaptive Performance p|ayer
Audio
Burst AOT Settings Company Mame Rooter
Editor
Graphics

URP Global Settings
Input Manage

Product Name Rogue Like
Version 0.1
Default lcon

Memory Setting

Package Manager

Physics

Physics 2D

Player

Preset Manager

Quality

Scene Template

Default Cursor

Script Execution Order
Services
Ads =
Cloud Build Settings for Android
Cloud Diagnostics
Collaborate lcon
In-App Purchasing ) )
Legacy Analytics Resolution and Presentation
ShaderGraph
Tags and Layers
TextMesh Pro Other Settings
Time
Timeline
Ul Builder Color Space*

Splash Image

Rendering

Version Control Auto Graphics API
XR Plugin Management Require
Require ES3
Require
Color Gamut*

sRGB

Multithreaded Rendering*

Static Batching

Compute Skinning*

Gra bs (Experimental)

Texture comprassion format ETC

Normal Map ding XY2Z

Lightmap Encoding Low Quality

Lightmap Streaming v
Streaming Priority 0

Frame Timing Stats

Virtual Texturing*

Shader precision model* Use platform defaults for sampler precision

360 Stereo Capture*

Puc 2.10. [nmn HanamryBaHHs 17151 CTBOpEeHHS apk daiiny

2.5. Onuc CTPYKTYpH NPOrpaMu Ta AJTOPUTMH il PYHKIIOHYBaAHHS

OcHOBHA IIUJIb TPU — BOWUTH YCIX BOPOTIB Ta MEPEUTH HAa HACTYIHHUUA PIBEHb 3

O1TBII CHUIBHUMU MOHCTPAMH.
OcHOBHa ClieHa TpHU YTBOPIOE 3 ceO€ HEBEJIMKY apeHy, JIe € TpocTip 1100
nopyxatucsi. Ha ciieHi € aBa BUau CyTHOCTEH — rpaBellb Ta BOPOT.

Po30epeMo noBeniHKy rpaBls OLIbII IeTalbHIIIE:




3 moYaTKy AWUBUMOCS, YM POOUTH SKICh J1i KOPUCTYBa4, SIKIIO 3a(iKCOBAHUM
SIKeCh BBEJCHHS JTaHUX udepe3 IMUPPOBUN JKOUCTHK, TO BUPAXOBYEMO BEKTOpP PYXY
Ta J0JaeMO A0 (i3UYHOrO TiNa MPUCKOPEHHS B MOTpiOHOMY Bektopi. Ilo BucOTI

(BexTop Y) 3anmurraeMo He3MiHHUM. (puc 2.11)

@)Koﬁcrm()

Q.
Hapcunaemo
o 4—@ <«
Hi

Tak

Hapncunaemo

nosBigoMNeHHALL O
irpok pyaxaerca

Bupaxosyemo
BEKTOP PYXY

Bmmukaemo

aHimauiro
PYXy

Puc 2.11. bnok-cxema pyxy
BerymHi mani HajgaroThes B)KE 3MIHGHMMM Ha OCHOBI TOJIOKEHHS KaMepu Ta
IUTONIMHM, TI0 KOTPi pyXaeTbes mepcoHax. Lle m03Boiisie rapaHTyBaTH KOPEKTHY
MOBEIHKY TOJIOBHOTO TEpPCOHAXa Yy PI3HUX TMOJIOKEHHSAX KaMmMepHu, Ta CTBOPIOE

OUTBIITYy BITMOBO CTIMKICTb.
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Ha ocHoBi Hajicnanoro iH(OpMallii Ipo pyX, Pi3HI KJlacu MOBEAIHKH 00pOOHUKaA
BUKOHYIOTH HOBI Jii.

Crpinbba 00’ €qHy€ AB1 CUCTEMH.

[lepma cuctema — 1e nomyk Iial. Kmac momryky 1HXEKTUTH (BIPOBAKYE
3aJIe)KHOCTI) 710 cebe Ha naHi piBHA. JlaHi piBHA 30epiraioTh Taky iH(OpPMALIO :

—  CTIHH,

—  TEPelIKOIH;

— BOpOTIB;

— TpaBII.

3 uX JaHUX KJacy MOIIyKy MOTpiOeH MacuB JaHUX IOHITIB. B 3aieXHOCTI Bif
TOTO, KUM ce0e siBJsie 00pOOHUK, TpaBellb OTPUMY€E MAaCUB JaHUX BOPOTIB, JIe KOXKHA
CYTHICTh € OHITOM. COpTyBaHHS MAacCHBY JaHHUX 3JIHCHIOETHCS IO IMapaMeTpy
transform.position, ne nepmmii Hae HaWOMWK4YUI 10 TpaBisl Ta Oepe MepIIuii
eneMeHT. Jlam CTBOPIOEThCS HOBE TMOBIAOMIIEHHS 3 mapameTpoM Transform
(komrmoHeHT Oyab-siKkoro GameObject, sikuii 30eperae MO3UIliI0 y KOOpJAUHATAX) Ta

nepeaaeTbes 10 CBOro oopodHuka. (puc 2.12)
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@)Koﬁcruo

Hancnnaemo
noeigomMneHHALLO

iIrPOK He pyaxacrca

Hapcunaemo
NOBIACMNEHHAWLO
irpok pyaxaerca

Bupaxosyemo
BEKTOP PYXYy

BMmukaemo

aHimauiro
PYXYy

Puc. 2.12. brox-cxema poO0OTH JTIKOHCTHKA
Knac, sikuii ciigkye 3a MOBIJOMIICHHSIMH KJlacy MOUIYKY — II€ KJlac CTPLIbOu.

Knac cTpinpbu Mae Taky OBEAIHKY:
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Komu knac ctpenbbu oTpuMye MOBIAOMIICHHS MPO Te€, IO LIb HaiifieHa, BiH
OHOBITIOE CBOI CTapTOBI MapameTpH, noseprae GameObject 0OpoOHuKa a0 uuti. Komun
GameObject TOBEepHYBCSI 3 HEBEJIHMKOIO TOTPINIHICTIO, TO 3aIyCKAE€ThCS aHIMaIlis
MOCTPLTY, MEPEeBIPSIOThCS MOAU(DIKATOPH, CTBOPIOETHCS My sSIK OOpPOOHHMK Ta
GameObject Ha crieni. BoHa € cyTHicTIO, Ky oTiM Oyne BumansoByBatu Unity, Ta B
HEl 3aMOBHIOETHCS MOTPiOHA noBeniHka (puc 2.13):

— pPyX IO MpsSMid CBOTO JIOKAJIBHOTO MOJIOKEHHS (Ty[H, KyIH TUBUTHCS
BEKTOD Z);

— pearyBaHHS Ha KOJIaliJIepH;

- CMEPTb OOpOOHWKA TiCid TOPKAaHHA BOpOra, 4YM IICJA TOpPKaHHS
KOJIaliJIepiB BUBHAYECHOI KIJILKOCTI pa3s;

- BIIOUTTS BiJ] CTIH, SKIIO TaKUH MOJIU(]IKATOP € B TPABIIA.

[Ticnst CTBOpEHHs IMyJi, HaJlaeTbCA CTApTOBA IMO3HMIIIS, a TAKOX YHCIO IIKOJH,
Ky BOHa HAHOCHUTb, IIBUKICTb MOJIOTY, Ta TIOBOPOT Yy CTOPOHY BOpOTa.

[To 3akiHYEHHIO CTBOPEHHS ITyJi KOJOM, TakoX 3amyckaroThcst MonoBehavior

cKkpunT. (puc 2.14)
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Puc 2.13. ®parmeHT 3 rpu




MosipomneHHs 3
BXiAHMMM AGHUMM (

UYu moxxnueo
cTpinamm

( OHOBI'IeI-I? )
napamerpie
LC MoeepTaHHa Ro ) é
BOpoOra

Yu noeepHyBCA
ROCTATHBO

CrsopeHHs N kon-Bo
Kynb

()
"/

{
!
{

Hapana xynam
nosepmiHKM

N
\_/

Hacrpoitka nozmuii
Ta NMOBOPOTY Kyni

)
N/

Mocrpin

~
\_/

Puc 2.14. Biok cxema cTpiianou
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J{ns KopekTHOi poOOTHU MOTPIOHO Ie ABa KJacH, KJIac OOpPOOHUK JTOTOPKAHHS
¢b13ugHuX 00'€KTIB Ta Kjac 0OpOOHUK 37J0pOB 4.

Knac o6poOnmka notopkanHs icHye sk kommoHeHT GameObject’a. [[ns fioro
poboTr moTpiOHI Ie aBa KOMIOHeHTH: mepimmii — 1e Rigidbody (TtBepme Tifio).
KomnoneHnT BigmoBimae 3a B3aeMoailo (i3ukH. SIKIIO BBIMKHEHa B3a€EMOISA 3
rpaBiTalli€lo, TO Ha TUIO BIUIMBAaE CHJA, sKa TiArHe #oro poHm3y. Rigidbody
popaxoBye B3aemMoito pizuku Tta piznunux konanaepis (Collider).

Komaiinep — 11e KOMMOHEHT, omucyrouui (GopMmy OO0'€KTIB IS MPOpPaxyHKY
¢i3nyHux 3iTKHEeHb. lle M03BOJIsIE 707aTH KOKHOMY 00’€KTy (TakuMm sIK: KyJIs,
NEPCOHAX, CTIHM TOIO) (i3uuHy iHTepnpertarito. Komaiiiepyn HeBUAUMI, TOMY iX
HEeMOXJuBO mnoOauutu. Konalinep wMoxke Oyt Oyap-akoi  dopmu, ane
HalONTUMAaNIbHIIIIE BUKOPUCTOBYBATH HAUMPOCTIII (OpMH, TaKi SIK:

—  KyO;

— cdepa;

— Karcy’na,

—  WIHJAP.

Jlns B3aeMonii\ Ta MPOpPaxyHKY 3IiTKHEHb 3 HUMH BHKOPHUCTOBYIOTH MPOCTIIII
MaTteMaTU4H1 (HOpPMYJIH.

Konaiinepu MOXyTh OyTH IBOX THIIB:

— 3BHYAWHUMH — KOJIM BiAOYBA€ThCA 3ITKHEHHS, TBEPAC TUIO IPOPAXOBYE
CHIIy, fIKa Jdisl Ha HBOTO Ta JOJA€ JO CBOTO MPUCKOPEHHS, TaKOXX CTBOPIOIOYU
KPpyTHUH MOMEHT, JIO3BOJISIFOUM  PO3POOHMKAM TpamioBatd 3  (iI3MUHUMHU
CUMYJISIIISIMU;

— TPUTEpHMMU — THUN HE BIUIMBAE HA TBEpJE TIIO Ta HOTO MpOpaxyBaHHS
Gb13uKH, aje TaKOX PETiCTPy€E 3ITKHEHHS.

Rigidbody npopaxoBye, un 31TKHETHCS HOro KoJiaiiiep Ha HACTYITHOMY KaJpi, Ta
KoxHOro kazapy. Komu BigOyBaeThbcsi 31TKHEHHsSI JBOX KojaiaepiB, MonoBehavior
BUKJIMKAaE QYHKINT B cepeanHi cebe, Kl MpuiiMaroTh B SKOCTI MapameTpa KoJauaep,
IO JT03BOJISIE Yepe3 Ko 00pOOIOBaTH 3ITKHEHHS, SIKI TOTP10HI PO3POOHUKY.

Metonu, sIKi BUKJIMKAIOTHCS TP 3ITKHEHH] KOTaiIepiB:
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— OnCollisionEnter — BuknukaeTscs, komu kojaiaep Rigidbody B3aemogmie 3
HOpMaJbHUM KOJIaiIepOM.

— OnTrigerEnter — mnpamroe no npunnuny OnCollisionEnter, ame mus
TPUTEPHOrO KOJanuaepa.

— OnCollisionStay — Buknukaetbest, ko B konainepi Rigidbody 3Haxoautucs
IHITUN KoJlaniep.

— OnTrigerStay — nparrroe o npunnuy OnCollisionStay, ane a1 TpUurepHoro
KOJ1aiiepa.

— OnCollisionExit — BUKJIHMKAa€eTHCS, KOIU KOJIAljep MOKHIAE paMKu (HopMu
konaiaepy Rigidbody.

— OnTrigerExit — nparrroe o npunanuny OnCollisionExit, aje ajst TpurepHoro
KoJiaujiepa.

Knac st oOpoku 3i1TKHEHB SIBISIETHCA TIOPUIHUM, TOMY YHACTITY€TbCS Bij
MonoBehavior. Ha OnColisionEnter cTBOpro€TbCs MOBIIOMIICHHS, K€ BIACHIA€THCA

110 00pobHUKa. (puc 2.15)
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O6pobka
3ITKHEeHHSA

Konawupep
ROTOPKHYBCA RO
TBEpPROro Tina

Hi

Tak

Bigicharm
noeigoMneHs npo
3ITKHEeHHS

Puc 2.15. brnok - cxema kj1acy 0OpOKH 31TKHEHHS
Knac 0o0poOku 310poB’sl 3aB’si3aHU Ha TMOBIIOMJICHI TIPO 3iTKHEeHHS. Komwm
SAKUUCh KoJailiep TOpKaeTbcsi 0OpoOHMKa, TO oTpuMaeMo jaoctyn no GameObject,
[0 31THYBCA 3 KOJaWaepom, Ta MEpeBIpsSeMO Ha Ter. SIKIo Ter AopiBHIOE String
3HaueHHAM «Damage», To Hamaraemocs B3ATH MOT0 KOMIIOHEHT 0OpOOHHMKA, a 3BIATU
BUTSATHYTH JIaHi IITKOIH.
Jlan1 mkoau 30epiraroTh JUIIE 3HAYEHHS MKOIU. SIK TITHKH OTPUMAEMO JOCTYII

0 JaHUX Mpo IIKOAYy, TO 3acTtocoByemo a0 pgatu HealthData. [lata 36epirae
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KUTBKICTh 37I0POB’sl OOpOOHMKA Ta HaJa€ JOCTYN Yepe3 iHTepdeicu 10 3MIHU 1IbOTO
3HayeHHs. Komw 3Ha4YeHHS cTae MeEHINe, HDK «HYyJb», TO O00’€KT BMHpaE Ta

BUKIIMKaeThCs QyHKIs Destroy. (puc 2.16)

Oépoﬁxa

# ﬂ noeinpomnexs npo

3iTKHeHHSA

Konaitnep
mae rer
« Damage »

Tak

OtpumanHa pocryny Ro
o6pobHuKa Ta
OTPUMAHHSA unppu
OTPHMGHOI wKkonu
HonaHsa ypoHy
AO 3p0poOB’a

Hi 3popse’s

MeHbwe Hix 0

3HUWEHHSA
o06pobHuka

Puc 2.16. biok cxema noBeaiHku 0OpoOKH 310pOB’° st
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Jii BoporiB ckiamaroThes 3 TUX CaMUX MOBEAIHOK, OKPIM OJHI€T BIAMIHU: 11€ —
MTYYHUH 1HTENeKT. Tak sK 3apa3 yce YNpaBIiHHA 3HIMCHIOETHCA 3aBISKU
JHDKOMCTHKY, TpeOa CTBOPUTH HOBI MOXKITUBOCTI PyXY IUITYYHOTO 1IHTEICKTY.

B npomy momomosxkits maker Unity — NavMesh.

NavMesh — maker, mo Hagae 3100HUH QyHKITIOHAT PO3POOHUKY ISl CTBOPEHHSI
HaBiramii Ta momyky nuisixy. Llg HaBiramiiiHa cucTeMa J03BOJISIE CTBOPIOBATU
IITYYHUH 1HTENEKT, KU PO3YMHO pYXa€TbCsl HABKOJO IFPOBOIO  CBITY,
BUKOPHCTOBYIOUH HaBITAIlliHY CITKY, sIKa aBTOMaTHYHO CTBOPIOETHCS 3 TEOMETPii Ha

cueHi. (puc 2.17)

Puc 2.17. 300pakeHHs HaBITaliHOI CITKH Ta MOIIYKY MIIAXY

KomrmionenT, sikuii po3paxoBye muisax, HazuBaeTbcsi NavMesh Agent. Bin cam
po3paxoBye Ta OOXOOUTh BCI MEPEHIKOIM Ha HOTO INUIAXY, BHUKOPHUCTOBYIOUH

HaBITallliHy CITKY.
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B Moemy Bumanky HaBiraimiiiHa CIiTKa BHKOPHUCTOBYETHCS IS PO3POOKH
MIPOCTIIIIOTO BOPOTa.

Bopor Oyne Matu Ba cTaHu: 04iKyBaHHS Ta pyX. CTaHH 3MIHIOIOTbCS KOXHI JB1
CEKYHJIM, 3HAXO/SYM BHUIMAJKOBY TOYKY Ha IUIONIMHI, Ta MO aHAITIi 3 KJIACOM PYXY

TPaBIl, BIAIPABISIIOTH TTOBITOMJICHHS 3MIHHA CBOTO CTaHy. (puc 2.18)

Pyx.
_’ Mepexin Ta crBopeHs
noeinoMneHHs

Bubip
BMNAAKOBOX
TOUKM

3apaHs pyxy no

noTpi6HOI TOukKKn
3aBAAKN

NavMesh Agent

Hi Yu npoiiwno
N cexkyHn
OuikyBaHHs.
Mepexin Ta creopeHs
nosigoMneHHs
Hi Yu npoiwno

N cekyHn

Taxk

Puc 2.18. biok cxema pyxy Bopora
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2.7. Onuc po3pod6/1eHOro NPOrpaMHoOro 3ade3neyeHHs
[Ticnst 300pKu B OAMH B MAKET, OTPUMAEMO BHUKOHABUYMI (aiiil 3 pO3MIMPEHHSIM
.apk, skt MOXIIMBO BIAKPUTH Ha MOOUTEHOMY mpucTpoi Ha 6a3i OC Android Ta y
EeMYJISTOPI JIJIS 3aIlyCKYy BUKOHABUMX (hailyliB TUITY .apk.
2.7.1. BuxkopucTaHi TexXHiYHi 3ac00u
[Tig gac po3poOku I3 Oyna Bukopucrana nepconanbHa EOM 3 HacTynmHUMH
XapaKTEePUCTUKAMMU:
— omnepariiiina cucrema macOS Monterey;
— yun Apple M1. 8-snepuuii nporecop: 4 sapa IpoTyKTHBHOCTI;
— 8-snepuwmii rpadiuamit porecop, 16-saepHa cuctema Neural Engine;
— mnam'ate 8 I'b O0'eqnana mam'ath;
— nHakonunuyBau 256 I'b;
— TIATpUMKA BIEO;
— MOKJIMBICTH MIKIIOUCHHS J0 IBOX MOHITOPIB;
— MOXJIMBOCTI ImigKiroueHHs Ethernet;

— 3B's30k Wi-Fi.

2.7.2. BukopucTaHi nporpamMHi 3acoou

[Tepenik mporpamMHUX 3ac0O01B:

— II3 Oyno crTBOpeHa 3aBIAKH I1HCTPYMEHTY mJisi po3poOku irop Unity
2021.2.8f1 SILICON;

— IDE 6y1no o6pano cepenosuie Rider Bix kommanii Jetbrains;

— KOHTpPOJIb BepCli — git, 3 BUKOPUCTAHHIM KOHCOJII Ta Bi3yajbHOI 00OJIOHKH

— 711 CTBOPEHHSI 300pakeHb Ta OJIOK-CXeM BUKOPUCTOBYBaBcs Vectornator;

— g momyky Oe3komToBHUX 3] Momeneil BUKOPUCTOBYBABCS Opaysep
Google Chrome.

2.7.3. BUKJIMK Ta 3aBaHTaKeHHsI MPOrpaMu

Jlnst 3amycky mporpamu, TOTpiOHO BcTaHoBUTH .apk ¢aiin Ha MOOITBEHUMN

npuctpiit un emynsatop 3 OC Android.
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2.7.4. Onuc inTepeiicy kopuctyBaua

[HTepdeiic nomaTky € IHTYITUBHO-3PO3YMUIMM Ta CTAaHAAPTHUM JJIS IILOTO TUITY
irop, Ta He Ma€ MEPEBAHTAXKEHOTO (PYHKIIIOHATY, BUKOHYIOUH JIMIIE HAaWBaXKJIMBIIII
byHKITI.

[Ipu BxOma1 rpaBers 0aunTh HANUC BeNIUKUMH OykBamu Hamucano «TAP TO

PLAY», sk mokazaHo Ha pucyHKy 2.19.

Puc 2.19. Intepdeiic crapty rpu

Takox, € (iHanmpHUIl exkpaH Burpamty, 3 BequkuMm Haamucom «YOU WINy i1

kHOMKOIO «START NEW GAMEY. (puc 2.20)
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YOU WIN

START NEW GAME

Puc 2.20. Intepdeiic Burpamry
Ha ¢inansHOMy expani, mpu nporpaiii, 3 BenukuM Hajamnucom «YOU LOSE» 1

kHomnka «RESTART» (puc 2.21)
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YOU LOSE

RESTART

Puc 2.21. Intepdeiic nporparry rpu
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PO3/1T 3
EKOHOMIYHU PO3JILI

3.1Bu3HavyeHHs1 TPYAOMICTKOCTI Ta BapTOCTi PO3POOKH NPOrpaMHOro

MPOAYKTY

[TouarkoBi maHi:

1.

7.

nepeadoadyBaHe YUCIIO onepaTopiB mporpamu — 2042;

. KoeiIleHT CKIaaHOCTI mporpamu — 1,4;
. KoedlIeHT KOPEKIii mporpamMu B xoi ii po3pooku — 0,2;

2
3
4.
3)

roJiMHHA 3apo0iTHA 11aTa mporpamicta — 150 rpu/rox;

. Koe(ileHT 30UIbIIEHHS BUTpAT Mpall BHACIIIOK HEIOCTaTHHOIO OIHCY

3agadl — 1,3;
koe(diieHT KBamdikaiii nporpamicta, 0OyMOBIEHH BiJ CTaxy poOOTH 3
naHoi creriaibHocTi — 0.95;

BapTicTh MamuHO-Toguaun EOM — 50 rpu/rog.

Yepes TBOpUMii XapakTep poOOTH Mporpamicra, HOpPMYBaHHsS Ipalll B MpoOILEci

CTBOPCHHA IIPOI'PaMHOIO 3a0e3IIeYeHHs € AYyKE CKIaJHHM. 3 I_[i€'1' IIPUYHNHHA

TPYJIOMICTKICTh po3poOku [13 mMoke OyTu BU3HAU€HA Ha OCHOBI CUCTEMH MOJENeH 3

PI3HOIO TOYHICTIO OI[IHKH.

Tpynomictkicts po3poOku [13 MoxkHa po3paxyBatu 3a GOpMYIIOH0:

t=t, +t, +t, +t +t _+1,

ne t, — BUTpaTH Mpalli Ha MATOTOBKY ¥ OMKC MOCTaBIEHOT 3a/1a4l (MpUHMAa€eThCs

50);

t, — BUTpATH Mpall Ha JOCHIPKEHHS aJITOPUTMY PIILIEHHS 3a/1a4l;

t, — BUTpaTHu mpaill Ha po3poOKy OJI0K-CXeMHU aITrOpUTMY;

t, — BUTpATH pali Ha NpOorpaMyBaHHs 110 TOTOBIN OJIOK-CXeMi;

tom

. — BUTpaTH Ipalll Ha HaJlaroJKeHHs nporpamu Ha EOM;

t, — BUTpATH Mpali Ha NiATOTOBKY JOKYMEHTAII]i.

CkI1aioBl BUTpATH Mpalll BUZHAYAIOTHCS YEPE3 YMOBHE YUCIO ornepaTtopiB y I13,

K€ pO3pOOIISAETHCA.
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YMOBHE 4HCIIO oniepaTopiB (Tiamporpam):
Q=q C-(1+p)
ne q — nepeadaugysane guciio oneparopis (2000);
C — xoeditieHT ckinagHocti mporpamu (1,7);
p — KoedilieHT Kopesii mporpamu B Xoi ii po3pooku (0,2).
Q = 2042-1,4-(1+0,2) = 3430,56;
Butpatu mparii Ha BUBYCHHS OIKCY 3a/Jadi BU3HAYAETHCS 3 YpaxyBaHHIM

YTOYHEHHSI ONUCY 1 KBaJi(iKallii mporpamicra:

_ QB
- (75...85) K

ty

ne B — xoeditieHT 301IbIIEHHS] BUTPAT Mpalll BHACIIIOK HEIOCTATHHOTO OMHUCY
3amaui (1,3)
K — xoedimient kBamidikalli nporpaMicra, oOyMOBJICHHH cTaxkeM POOOTH 3

nanoi crerianpHocTi (0.95);

_3430,56- 1,3

u e 55,23, TI0OUHO-TOIMH.

Butpatu npaiii Ha po3poOKy anropuTMy pillIEHHS 3a/a4l:

tg = ¢
¢ (20..25) - K
343056 i
ta = Soo9s = 180,55 mronuno-TOIUH.

Burtpatu Ha ckiiagaHHs IpOrpaMHu 1O TOTOBIN OJIOK-CXEMi:

t, = <
" (20..25)-'K
3430,56 i
th = 52 005 = 144,44 moauHO-TOIUH.

Butpatu nparii Ha HanmaropkeHHs nporpamu Ha EOM:

— 34 YMOBH daBTOHOMHOTO HaJIAarO/KCHHA OJAHOTO 3aBAAHH:

_ Q .
Lorn = (4..5) K’

3430,56
totn = To05 = 722,22, IOIAHO-TOIUH,

— 34 YMOBH KOMIUICKCHOI'O HAJIAroAKCHHs 3aBAaHH:

t(l)<T.}I = 1'2 ) tOT.}I
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to, = 1,2 - 722,22 = 866,66, 110 1uHO-TOTHH
Butpatu npaiii Ha miAroTOBKY JOKYMEHTAIIIi:
ta = tap + tao

ne ty, — TpPyAOMICTKICTb HIJTOTOBKH MaTepiaiiB 1 pyKOIUcy

A Q
%~ (15..20) K
5
top = 233.3'92 = 180,55, mroguHO-roauH,

ne ty, — TpyAOMICTKICTh pe/laryBaHHs, IeYaTKu i oPOpMIICHHS JOKYMEHTAIli1
too=0,75top
tso = 0,75 - 180,55 = 135,41, monuHO-TOIUH
ts = 180,55+ 135,41 = 315,96, moauHo-roauH
OTpuMaeMo TPYAOMICTKICTh pO3POOKH MPOrpaMHOIo 3a0€3MeUCHHS:
t=50+ 55,23 + 180,55 + 144,44 + 722,22 + 315,96 = 1468,4 nronuHO-roIuH
VY pe3ynpTati MU po3paxyBaid, M0 B 3arajbHIiN CKIagHOCTI HeoOXxigHo 1468,4

JIIOJIMHO-TOJIMH JIJI PO3POOKHU JJAHOTO MPOTPAMHOTO 3a0€3MCYEHHS.

3.2. BurpaTu Ha CTBOPEHHS NPOTrPAMHOI0 3a0e3Mme4YeHHs
Butpatu Ha ctBOpenHs [13 Kno BKIOYalOTh BUTPATH Ha 3apoOITHY ILJIaTy
BUKOHABIIS ITPOTPaMH 3377 1 BUTPAT MAITMHHOTO Yacy, HEOOX1THOrO Ha HaJaroKeHHS

nporpamu Ha EOM.

Ko = 331+ 3uB TpH,
ne 3n - 3apo0iTHA TUTaTa BUKOHABIIIB, KA BU3HAYAETHCS 32 (OPMYIIOH0:
33 =1t-Cnp, rpH

ne t - 3arajgpHa TPYAOMICTKICTh, JIFOJUHO-TOIUH;

Czp — cepeHs TOIMHHA 3ap0o0iTHA TUTaTa Mporpamicra, TpH/TOIMHA.

3 ypaxyBaHHSM TOTO, IO CEPEIHS TOJAWHHA 3apIijiaTa MporpamicTa CTaHOBUTH
120 rpu/roa, TO OTpUMAEMO:

33 = 1468,4 - 150 = 220260, rpH.
BapTicTh MallMHHOTO 4Yacy 33 HEOOXITHOTO JJIs HAJAroJXKEHHS MIPOoTrpaMu Ha

EOM, BusHauaeThcs 3a GopMyIioro:
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3mB = tomr- Cm , TPH
ne ty,;, — TPYJOMICTKICTh HanarokeHHs nporpamu Ha EOM, rox;
Cyy — BapTicTh MammHo-roguan EOM, rpa/To.
3ump = 722,22 -50 = 36111 rpH.
3BiZICH BUTPATH HA CTBOPEHHS MTPOTPAMHOTO TIPOAYKTY:
Ko = 220260 + 36111 = 256371 rpH.

OuikyBaHuii nepion crBopeHHs [13:
T = t
~ Bk *Fp

ne By — 4nciio BUKOHABIIIB;
Fp — Micaunmii ¢ponn pobodoro yvacy (npu 40 roguHHOMY pPOOOUOMY THIKHI
Fp=160 roaun).

BI/ITpaTI/I Ha CTBOPCHH: IIPOTPAMHOTIO IIPOAYKTY:

14684
1160

= 9,17 mic.
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BUCHOBKHA

Mertoro kBamidikariiHoi paboTu € po3poOka MpOrpaMHOTO 3a0e3MEUCHHS IS
KOMIT’ F0TepHOI rpu kaHpy Rogue-Like.

B mnpormeci BukonHaHs Oyma cdopMoOBaHa IIIhOBA METa, Ta PO3POOJICHE
nporpamMHe 3a0e3MEeUeHHs], SKe MOXJIMBO BHUKOHATH SIK BUKOHaBYMM (ailnm Ha
MOOLTFHUX MPUCTPOSIX 3 omnepariiitHoo cuctemu Android.

byna cmpoekToBaHa cucTeMa 3 BHUKOPHUCTAHHSM MATTEPHIB MPOEKTYBaHHA, Ta
po3po0iieHa KOp MexXaHika TpaBlid 3 BBEACHSIM JaHUX 4Yepe3 JHKOMCTUK, IITyYHHM
IHTEJIEKT Bopora Ta iHTepdeic kopuctyBaya.

B sxocti iHCTpyMeHTa s po3poOeu irop BuxkopucrtoByBaBcs Unity, 3
penaktopoM koay Rider Bix Jetbtains.

[Tix yac po3poOku Oynau BHUKOpUCTaHI cTaHAapTHI makeTu (010miotexn) Unity
uist pabotu 3 GI3UKOI0, IITYYHHMM IHTENEKTOB, ajanTtuBHOWO BepcTkoro Ul, Ta
Scriptable Render Pipeline ans cTBOpeHHS BI3yaJIbHOIO CTWJIIO TIpH. Takox
BUKOPUCTOBYBAJIUCH CTOpPOHI OutOmioTeku nisi Unity po3poOsieHHX MOCTOPOHIMU
po3poOHuKaM. BoHM BUKOPUCTOBYBAJIMCSA [JIsi BIPOBAKCHHSI 3aJICKHOCTEH B
KJIACCH, Ta JIJIs1 CTBOPEHHSI MPOCTUX aHIMAaIlI KOJIOM.

YBech KOJI CTBOPEHHUI Ha BUCOKOPIBHEBIN MOBI IporpamyBanHs C#

B kBamidikamiiiniii paboTi OyJI0O TPOpaxBaHO TPYAOMICTKICTb PO3POOKH
nporpamaoro 3ade3neuenns (1468,4 ron), BapTicTh po3podku rpu (256371 rpH ), Ta

po3paxoBaHuii iepion po3podku noaatky (9,17 micsii)
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JTOJNATOK A

using System;

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

using UnityEngine;

using Zenject;

public interface IHandler : IPausable {
public DiContainer GameObjectContainer { get; }
public SignalBus SignalContainer { get; }
public void SetData(IData data);
public void SetBehavior(IBehavior behavior);

public bool GetData<T>(DataType data, out T outData) where T : IData;
public bool GetBehavior(StrategyAct _strategy, out IBehavior outBehavior);

public void DestroyMe();

public void NotifyAll(INotification notification);
GameObject GameObjectOwner { get; }

public Action<Collider> WhenTriggerEnter { get; set; }

}

public abstract class Handler : MonoBehaviour, IHandler {
private readonly Dictionary<StrategyAct, IBehavior> _behaviors = new();
private readonly Dictionary<DataType, |Data> _data = new();
private Context _gameObjectContainer;
private SignalBus _signalBus;

public void DestroyMe() {
Destroy(gameObject);

public bool GetBehavior(StrategyAct _strategy, out IBehavior outBehavior) {
if (_behaviors.ContainsKey(_strategy)) {
outBehavior = _behaviors[_strategy];
return true;

¥

outBehavior = null;
return false;

}

public bool GetData<T>(DataType data, out T outData) where T : IData {
if (_data.ContainsKey(data)) {
if (_data[data] is T tData) {
outData = tData;
}else {
outData = default;
return false;

¥

return true;

¥

outData = default;
return false;

¥

public void NotifyAll(INatification notification) {
foreach (var behavior in _behaviors.Values) {
behavior.Notify(notification);
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¥
¥

public void SetBehavior(IBehavior behavior) {
if (_behaviors.ContainsKey(behavior.Act)) {
RemoveBehavior(behavior.Act);

¥

behavior.CurrentHandler = this;
_behaviors.Add(behavior.Act, behavior);
GameObjectContainer.Inject(behavior);
behavior.Init();

¥

public void SetData(IData data) {
if (_data.ContainsKey(data.CurrentType)) {
RemoveData(data.CurrentType);
}

data.CurrentHandler = this;

GameObjectContainer.Inject(data);
_data.Add(data.CurrentType, data);

¥

private void Awake() {
TryGetComponent(out _gameObjectContainer);

Pause += OnPause;
UnPause += OnUnPause;

}

private void Update() {
foreach (var behavior in _behaviors.Values.Where(behavior => behavior.UpdateType ==
UpdateType.NormalUpdate)) {
behavior.Update();

¥

private void FixedUpdate() {
foreach (var behavior in _behaviors.Values.Where(behavior => behavior.UpdateType ==
UpdateType.PhysicsUpdate)) {
behavior.Update();
}
}

private void OnDestroy() {
foreach (var behavior in _behaviors) {
behavior.Value.Dispose();

¥

_behaviors.Clear();

Pause -= OnPause;
UnPause -= OnUnPause;

¥

private void OnCollisionEnter(Collision collision) {
WhenTriggerEnter?.Invoke(collision.collider);

}

private void OnTriggerEnter(Collider other) {
WhenTriggerEnter?.Invoke(other);
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}

private void OnPause() {
foreach (var behavior in _behaviors) {
behavior.Value.Pause?.Invoke();
}
}

private void OnUnPause() {
foreach (var behavior in _behaviors) {
behavior.Value.UnPause?.Invoke();

ky
ky

private void RemoveBehavior(StrategyAct act) {
GetBehavior(act, out var lastBehavior);
lastBehavior.Dispose();
_behaviors.Remove(act);

}

private void RemoveData(DataType type) {
GetData(type, out IData data);
data.Dispose();
_data.Remove(type);

¥

public DiContainer GameObjectContainer {

get {
if (!_gameObjectContainer) {
TryGetComponent(out _gameObjectContainer);

}

return _gameObjectContainer.Container;

}
by

public GameObject GameObjectOwner => gameObject;
public Action Pause { get; set; }

public SignalBus SignalContainer {
get {
if (_signalBus == null) {
SignalBuslnstaller.Install(GameObjectContainer);

}

return _signalBus;

¥
¥

public Action UnPause { get; set; }
public Action<Collider> WhenTriggerEnter { get; set; }

¥

using System;

public enum StrategyAct {
Move,
Animation,

Jump,
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Attack,
FindTarget,
Collision,
Health,
TimesToDie,
Die,
RotateOnTouch,
Speak

public interface ICanPause {

public bool InPause { get; }

public Action OnPauseChanged { get; set; }

public void Pause();
public void UnPause();
¥

public interface 1Pausable {
public Action Pause { get; set; }
public Action UnPause { get; set; }
}

public interface IBehavior : IDisposable, 1Visitable, IPausable {
public StrategyAct Act { get; }
public IHandler CurrentHandler { get; set; }

public void Notify(INotification notification);

public void Init();
public void Update();

public UpdateType UpdateType { get; }
}

public enum UpdateType {
NormalUpdate,
PhysicsUpdate

}
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using System;

public abstract class BaseBehavior : IBehavior {

public virtual void Dispose() {
}

public virtual void Accept(IVisitor visitor) {

}

public Action Pause { get; set; }

public Action UnPause { get; set; }

public abstract StrategyAct Act { get; }
public IHandler CurrentHandler { get; set; }

public void DestroyMe() {
¥

public virtual void Notify(INotification notification) {

¥

public virtual void Init() {
}

public virtual void Update() {
}

public virtual UpdateType UpdateType => UpdateType.NormalUpdate;
}

using System;
using UnityEngine;

public enum DataType {
BaseData,
HealthData,
MoveData,
AttackData,
FindTargetData

public interface IData : IVisitable, IDisposable {
public IHandler CurrentHandler { get; set; }
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public DataType CurrentType { get; }
¥

public interface IMoveData : IData {
int Speed { get; }
Vector3 MoveDirection { get; set; }
}

public abstract class Data : IData {
public virtual void Accept(IVisitor visitor) {
visitor.Visit(this);
¥

public virtual void Dispose() {

}

public IHandler CurrentHandler { get; set; }
public abstract DataType CurrentType { get; }
}

public class MoveData : Data, IMoveData {
public int Speed { get; set; }
public Vector3 MoveDirection { get; set; }
public override DataType CurrentType => DataType.MoveData;

¥

using System;
using UnityEngine;

public abstract class BaseHybridBehavior : MonoBehaviour, IBehavior {

public virtual void Accept(IVisitor visitor) {

¥

public virtual void Dispose() {

¥

public virtual void Init() {
¥

public virtual void Notify(INotification notification) {

¥
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public virtual void Update() {
}

public abstract StrategyAct Act { get; }
public IHandler CurrentHandler { get; set; }

public Action Pause { get; set; }
public Action UnPause { get; set; }

public virtual UpdateType UpdateType => UpdateType.NormalUpdate;
}

using System;

using UnityEngine;

public class BulletMoveBehavior : BaseBehavior {
private IMoveData _data;

private Rigidbody _rigidbody;

public override void Init() {
base.Init();
CurrentHandler.GameObjectOwner. TryGetComponent(out _rigidbody);
CurrentHandler.GetData(DataType.MoveData, out _data);

¥

public override void Update() {
base.Update();

_rigidbody.velocity = CurrentHandler.GameObjectOwner.transform.forward * _data.Speed;

}

public override StrategyAct Act => StrategyAct.Move;
}

public class CollideNotification : ICollideNotification {
public Collider _collider { get; set; }

¥

public interface ICollideNotification : INotification {
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public Collider _collider { get; set; }
¥

public class HealthBehavior : BaseBehavior {
private IHealthData _healthData;

public override void Init() {

base.Init();

CurrentHandler.GetData(DataType.HealthData, out _healthData);
¥

public override void Notify(INotification notification) {
base.Notify(notification);

if (notification is ICollideNotification collideData) {
if (collideData._collider.CompareTag("Damage")) {
var projectile = collideData._collider.GetComponent<Projectile>();
IDamageData damageData;
projectile.GetData(DataType.AttackData, out damageData);
_healthData.ChangeHealthByFloat(-damageData. Damage);
}
}
¥

public override StrategyAct Act => StrategyAct.Health;
}

public class HealthData : Data, IHealthData {
public HealthData(float startHealth) {
CurrentHealth = startHealth;

}

public override DataType CurrentType => DataType.HealthData;
public float CurrentHealth { get; private set; }

public void ChangeHealthByFloat(float value) {

CurrentHealth += value;
CheckDie();

}
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public void SetHealthToFloat(float value) {
CurrentHealth = value;
CheckDie();

¥

private void CheckDie() {
if (CurrentHealth < 0 && 1Alive) {
CurrentHandler.DestroyMe();
IAlive = false;
OnDie?.Invoke();
¥
¥

public bool IAlive { get; private set; }
public Action OnDie { get; set; }

}

public interface IHealthData : IData {
float CurrentHealth { get; }

void ChangeHealthByFloat(float value);
void SetHealthToFloat(float value);

bool 1Alive { get; }
Action OnDie { get; set; }

using UnityEngine;

public class CollisionBehavior : BaseHybridBehavior {
private void OnCollisionEnter(Collision collision) {

CurrentHandler.NotifyAll(new CollideNotification { _collider = collision.collider });

¥

private void OnTriggerEnter(Collider other) {
CurrentHandler.NotifyAll(new CollideNotification { _collider = other });

¥

public override StrategyAct Act => StrategyAct.Collision;
}
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public class FindTargetData : Data, IFindTargetData {
public void Accept(IVisitor visitor) {

¥

public void Dispose() {
¥

public override DataType CurrentType => DataType.FindTargetData;
}

public interface IFindTargetData : IData {
}

using System.Ling;

using Script.Core.StateMachine;
using UnityEngine;

using Zenject;

public class FindTargetForPlayerBehavior : BaseBehavior {
private IStateMachine<FindTarget> _stateMachine;

private ILevelData _data;

[Inject]
private void Construct(lLevelData data) {

_data = data;

¥

public override void Init() {
base.Init();

_stateMachine = new StateMachine<FindTarget>();

_stateMachine.States[FindTarget.looking].Update += SearchForTarget;
}

public override void Update() {
base.Update();

_stateMachine.CurrentState.Update?.Invoke();

¥

public override void Notify(INotification notification) {
base.Notify(notification);
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if (notification is IChangeMoveState state) {
_stateMachine.ChangeState(state.MoveState == MoveEnum.wait ? FindTarget.looking : FindTarget.wait);
¥
}

private void SearchForTarget() {
var enemy = _data.Enemies

.OrderBy(unit => Vector3.Distance(unit.transform.position, _data.Player[0].transform.position)).First();

CurrentHandler.NotifyAll(new FindTargetNotification { Target = enemy.transform });
}

public override StrategyAct Act => StrategyAct.FindTarget;
public override UpdateType UpdateType => UpdateType.PhysicsUpdate;

¥

public class FindTargetForEnemyBehavior : BaseBehavior {
private IStateMachine<FindTarget> _stateMachine;

private ILevelData _data;

[Inject]
private void Construct(lLevelData data) {

_data = data;

¥

public override void Init() {
base.Init();

_stateMachine = new StateMachine<FindTarget>();

_stateMachine.States[FindTarget.looking].Update += SearchForTarget;
}

public override void Update() {
base.Update();

_stateMachine.CurrentState.Update?.Invoke();

¥

public override void Notify(INotification notification) {
base.Notify(notification);
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if (notification is IChangeMoveState state) {
_stateMachine.ChangeState(state.MoveState == MoveEnum.wait ? FindTarget.looking : FindTarget.wait);
¥
}

private void SearchForTarget() {
var enemy = _data.Player.OrderBy(player =>

Vector3.Distance(player.transform.position, CurrentHandler.GameObjectOwner.transform.position)).First();

CurrentHandler.NotifyAll(new FindTargetNotification { Target = enemy.transform });
}

public override StrategyAct Act => StrategyAct.FindTarget;
public override UpdateType UpdateType => UpdateType.PhysicsUpdate;
}

using ModestTree;

using UnityEngine;

public class InputManager : MonoBehaviour, lInputManager {
[SerializeField] private Joystick _joystick;

[SerializeField] private Transform _projectedSurface;

private void Start() {
if (Jjoystick ==null) {
Debug.LogError("Pls set joystick to input manager");

return;

}

if (_projectedSurface == null) {

_projectedSurface = new GameObiject().transform;
Assert.IsNotNull(Camera.main);
_projectedSurface.parent = Camera.main.transform;

_projectedSurface.localPosition = Vector3.zero;

_projectedSurface.localRotation = Quaternion.Euler(Vector3.right * -60f);

public Vector3 InputDirection =>
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_joystick.Horizontal * _projectedSurface.right + _joystick.Vertical * _projectedSurface.forward;

public interface lInputManager {
Vector3 InputDirection { get; }

¥

public interface IVisitable {

public void Accept(lVisitor visitor);

¥

public interface IVisitor {
public void Visit(1Visitable visitable);

}

using System.Collections.Generic;

using UnityEngine;

public class LevelData : MonoBehaviour, ILevelData {
[SerializeField] public GameObject _floor;
[SerializeField] public List<Collider> _walls;
[SerializeField] public List<Collider> _obstacles;
[SerializeField] public List<Unit> _player;
[SerializeField] public List<Unit> _enemies;

public List<Unit> Enemies => _enemies;

public GameObiject Floor => _floor;

public List<Collider> Obstacles {
get => obstacles;

set => obstacles = value;

}

public List<Unit> Player => player;

public List<Collider> Walls => _walls;

¥

public interface ILevelData {

public GameObject Floor { get; }

public List<Collider> Walls { get; }
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public List<Collider> Obstacles { get; set; }

public List<Unit> Player { get; }

public List<Unit> Enemies { get; }
}

using UnityEngine;

using Zenject;

public class MonoSetBullet : Monolnstaller<MonoSetBullet> {
[SerializeField] private Bullet _bullet;

public override void InstallBindings() {
Container.Bind<IBullet>().FromlInstance(_bullet).AsCached();
¥
¥

using DG.Tweening;

using Script.Core.StateMachine;
using UnityEngine;

using UnityEngine.Al,;

using Zenject;

public class MoveBehavior : BaseBehavior {
private IMoveData _data;
private lInputManager _inputManager;
private IStateMachine<MoveEnum> _stateMachine;
private Rigidbody _rigidbody;

private SignalBus _bus;

[Inject]
private void Construct(lInputManager inputManager, SignalBus bus) {

_inputManager = inputManager;
var rigidbody = CurrentHandler.GameObjectContainer. TryResolve<Rigidbody>();
if (Irigidbody) {

if (CurrentHandler.GameObjectOwner. TryGetComponent(out _rigidbody)) {
CurrentHandler.GameObjectContainer.Bind<Rigidbody>().FromInstance(_rigidbody);

¥

64



}else {
_rigidbody = rigidbody;
}

_bus = bus;

¥

public override void Init() {
base.Init();

if (CurrentHandler.GetData(DataType.MoveData, out IMoveData moveData)) {
_data = moveData;

}

_stateMachine = new StateMachine<MoveEnum>();

_stateMachine.States[MoveEnum.wait].Init += StartWait;

_stateMachine.States[MoveEnum.wait].Update += Slowing;

_stateMachine.States[MoveEnum.move].Init += StartMove;

_stateMachine.States[MoveEnum.move].Update += CalculateMove;

}

private void StartWait() {
CurrentHandler.NotifyAll(new ChangeMoveState(MoveEnum.wait));

¥

private void StartMove() {
CurrentHandler.NotifyAll(new ChangeMoveState(MoveEnum.move));

}

public override void Update() {
base.Update();
CalculateDirection();
StateMachineControlMethod();

_stateMachine.CurrentState.Update?.Invoke();

¥

private void StateMachineControlMethod() {
if (Vector3.Magnitude(_data.MoveDirection) < 0.01f && _stateMachine.CurrentState.StateType ==

MoveEnum.move) {
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_stateMachine.ChangeState(MoveEnum.wait);
} else if (Vector3.Magnitude(_data.MoveDirection) > 0.1f && _stateMachine.CurrentState.StateType !=
MoveEnum.move) {
_stateMachine.ChangeState(MoveEnum.move);
}
}

private void Slowing() {
_rigidbody.velocity = Vector3.Lerp(_rigidbody.velocity, Vector3.zero, Time.fixedDeltaTime * 2f);

¥

private void CalculateMove() {
Move();
Rotate();

}

private void CalculateDirection() {

_data.MoveDirection = _inputManager.InputDirection;

¥

private void Move() {
var moveDelta = _data.MoveDirection * _data.Speed * Time.fixedDeltaTime;

_rigidbody.velocity = moveDelta;

¥

private void Rotate() {
if (_data.MoveDirection.magnitude == 0) {

return;

}

_rigidbody.MoveRotation(Quaternion.LookRotation(_data.MoveDirection,

CurrentHandler.GameObjectOwner.transform.up));

¥

public override StrategyAct Act => StrategyAct.Move;
public override UpdateType UpdateType => UpdateType.PhysicsUpdate;

¥

public class ChangeMoveState : IChangeMoveState {
public ChangeMoveState(MoveEnum moveState) {
MoveState = moveState;

¥
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public MoveEnum MoveState { get; }
}

public interface IChangeMoveState : INotification {

MoveEnum MoveState { get; }
}

public enum MoveEnum {
wait,
move

}

public enum FindTarget {
looking,
wait

}

public class FindTargetNotification : IFindTargetNotification {
public Transform Target { get; set; }

}

public interface IFindTargetNotification : INotification {

Transform Target { get; set; }
}

public enum ShootEnum {
wait,
shoot

}

public class ShootBehavior : BaseBehavior {
private I1StateMachine<ShootEnum> _stateMachine;
protected IBullet _bullet;
protected Gun _gun;

protected Animator _animator;

private readonly float _startDelay = 0.15f;
private float _timerToDelay;
protected bool _isRotatedToTarget;

protected bool _isCanAttack = true;
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protected Transform _target;

[Inject]
private void Construct(IBullet bullet) {
_bullet = bullet;

¥

public override void Init() {
base.Init();

_stateMachine = new StateMachine<ShootEnum>();

_gun = CurrentHandler.GameObjectOwner.GetComponentInChildren<Gun>();

_stateMachine.States[ShootEnum.shoot].Init += OnShootlInit;
_stateMachine.States[ShootEnum.shoot].Update += RotateToTarget;
_stateMachine.States[ShootEnum.shoot].Update += Shoot;

_animator = CurrentHandler.GameObjectOwner.GetComponentInChildren<Animator>();

}

private void OnShootlInit() {
_timerToDelay = _startDelay;
_isCanAttack = true;

_isRotatedToTarget = false;
}

public override void Update() {
base.Update();

_stateMachine.CurrentState.Update?.Invoke();

¥

private void RotateToTarget() {
if (_timerToDelay > 0) {
_timerToDelay -= Time.deltaTime;

return;

¥
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CurrentHandler.GameObjectOwner.transform.rotation = Quaternion.Slerp(
CurrentHandler.GameObjectOwner.transform.rotation,
Quaternion.LookRotation(_target.position - CurrentHandler.GameObjectOwner.transform.position, Vector3.up),
Time.deltaTime * 5f);

if (Quaternion.Angle(CurrentHandler.GameObjectOwner.transform.rotation,

Quaternion.LookRotation(_target.position - CurrentHandler.GameObjectOwner.transform.position, Vector3.up))

15f) {
_isRotatedToTarget = true;

ky
¥

protected virtual void Shoot() {
if (1_isCanAttack || !_isRotatedToTarget) {

return;

¥
_isCanAttack = false;
if (_animator) {

_animator.Play(*"Shoot");

}

var bullet =

CurrentHandler.GameObjectContainer.InstantiatePrefabForComponent<IBullet>(_bullet. GameObjectOwner);

bullet. GameObjectOwner.transform.parent = null;

_gun.Shoot(bullet. GameObjectOwner);

var rotation = Quaternion.LookRotation(_target.position - CurrentHandler.GameObjectOwner.transform.position,

Vector3.up);

rotation.x = 0;

bullet. GameObjectOwner.transform.rotation = rotation;

bullet.SetData(new MoveData { Speed = 24 });
bullet.SetData(new DamageData { Damage =1 });
bullet.SetBehavior(new DieOnTouchBehavior(1));
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bullet.SetBehavior(bullet. GameObjectOwner.AddComponent<CollisionBehavior>());

bullet.SetBehavior(new BulletMoveBehavior());

¥

public void SetUnitInfo(Unit bullet) {
}

public override void Notify(INotification notification) {
base.Notify(notification);

if (notification is IChangeMoveState changeMoveState) {
if (changeMoveState.MoveState == MoveEnum.move) {
_stateMachine.ChangeState(ShootEnum.wait);
}
¥

if (notification is IFindTargetNotification findTargetNotification) {
_target = findTargetNotification. Target;
_stateMachine.ChangeState(ShootEnum.shoot);
}
}

public override StrategyAct Act => StrategyAct.Attack;
}

public class PlayerShootBehavior : ShootBehavior {
protected override void Shoot() {
if (1_isCanAttack || !_isRotatedToTarget) {

return;

¥

_isCanAttack = false;
if (_animator) {
_animator.Play("Shoot");

¥

for (vari=-1;i<2;i++) {
var bullet =

CurrentHandler.GameObjectContainer.InstantiatePrefabForComponent<IBullet>(_bullet. GameObjectOwner);
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bullet. GameObjectOwner.transform.parent = null;

_gun.Shoot(bullet. GameObjectOwner);

var vector = _target.position - CurrentHandler.GameObjectOwner.transform.position;

var rotation = Quaternion.LookRotation(vector,
Vector3.up);
rotation.x = 0;

rotation = Quaternion.Euler(rotation.eulerAngles + Vector3.up * i * 30);

bullet. GameObjectOwner.transform.rotation = rotation;

bullet.SetData(new MoveData { Speed = 24 });

bullet.SetData(new DamageData { Damage =1 });

bullet.SetBehavior(new DieOnTouchBehavior(1));

bullet.SetBehavior(new RotateOnTouchBehavior());

bullet.SetBehavior(bullet. GameObjectOwner.AddComponent<CollisionBehavior>());

bullet.SetBehavior(new BulletMoveBehavior());

}

public class DieOnTouchBehavior : BaseBehavior, IDieOnTouchBehavior {
public DieOnTouchBehavior(int timesToDestroy) {

TimesToDestroy = timesToDestroy;

}

public override void Notify(INotification notification) {
base.Notify(notification);

if (notification is ICollideNotification collideData) {
if (collideData._collider.gameObject.layer == LayerMask.NameToLayer("Player") ||
collideData._collider.gameObiject.layer == LayerMask.NameToLayer("Enemy")) {
CurrentHandler.DestroyMe();

return;

¥

Debug.Log(");

TimesToDestroy--;
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if (TimesToDestroy <= 0) {
CurrentHandler.DestroyMe();
¥
¥
}

public int TimesToDestroy;

public override StrategyAct Act => StrategyAct.TimesToDie;
¥

public interface IDieOnTouchBehavior : IBehavior {

}

public class RotateOnTouchBehavior : BaseBehavior, IBehavior {

private BulletLayerData _data;

public override void Init() {
base.Init();

CurrentHandler.GameObjectOwner.GetComponent<BulletLayerData>();

}

public override void Notify(INotification notification) {
base.Notify(notification);

if (notification is ICollideNotification collideData) {
Physics.Raycast(
CurrentHandler.GameObjectOwner.transform.forward * -1 +
CurrentHandler.GameObjectOwner.transform.position,

CurrentHandler.GameObjectOwner.transform.forward, out var hit, 5, _data.Mask);

public override StrategyAct Act => StrategyAct.RotateOnTouch;
}

public interface IDamageData : IData {

public float Damage { get; set; }
}
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public class DamageData : Data, IDamageData {
public override DataType CurrentType => DataType.AttackData;
public float Damage { get; set; }

¥

public class MoveEnemyBehavior : BaseBehavior {
private IMoveData _data;
private NavMeshAgent _agent;
private readonly Bounds _bounds;
private IStateMachine<MoveEnum> _stateMachine;
private Rigidbody _rigidbody;
private SignalBus _bus;

[Inject]
private void Construct(SignalBus bus) {
_bus = bus;

¥

public MoveEnemyBehavior(Bounds bounds) {
_bounds = bounds;

}

public override void Init() {
base.Init();

_agent = CurrentHandler.GameObjectOwner.GetComponent<NavMeshAgent>();

if (CurrentHandler.GetData(DataType.MoveData, out IMoveData moveData)) {
_data = moveData;

¥

_stateMachine = new StateMachine<MoveEnum>();

_stateMachine.States[MoveEnum.wait].Init += StartWait;

_stateMachine.States[MoveEnum.move].Init += StartMove;

_stateMachine.ChangeState(MoveEnum.move);

¥

private void StartWait() {
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_agent.ResetPath();

CurrentHandler.NotifyAll(new ChangeMoveState(MoveEnum.wait));

DOTween.To(() => 0, x => Mathf.Cos(x), 1, 2f).OnComplete(() => {
_stateMachine.ChangeState(MoveEnum.move); });

¥

private void StartMove() {
CurrentHandler.NotifyAll(new ChangeMoveState(MoveEnum.move));
_agent.SetDestination(GetRandomPointInCube(_bounds));
DOTween.To(() => 0, x => Mathf.Cos(x), 1, 2f).OnComplete(() => { _stateMachine.ChangeState(MoveEnum.wait);
b
¥

public Vector3 GetRandomPointinCube(Bounds bounds) {
return bounds.center + new Vector3((Random.value - 0.5f) * bounds.size.x, (Random.value - 0.5f) * bounds.size.y,

(Random.value - 0.5f) * bounds.size.z);

public override StrategyAct Act => StrategyAct.Move;
public override UpdateType UpdateType => UpdateType.PhysicsUpdate;

}

public interface INotification {

¥

public class Notification : INotification {

}

using UnityEngine;

using Zenject;

namespace DefaultNamespace {
public class PlayerFabric : MonoBehaviour {
[SerializeField] private Handler _handler;

[SerializeField] private CollisionBehavior _collisionBehavior;
[SerializeField] private Context _container;
private void Awake() {

_handler.SetData(new MoveData {
Speed = 300

74



b

_handler.SetData(new HealthData(5));
_handler.SetBehavior(new MoveBehavior());
_handler.SetBehavior(new SkinController());
_handler.SetBehavior(new FindTargetForPlayerBehavior());
_handler.SetBehavior(new ShootBehavior());
_handler.SetBehavior(new HealthBehavior());
_handler.SetBehavior(_collisionBehavior);
¥
¥
¥

using UnityEngine;

using Zenject;

public class SceneMainMonolnstaller : Monolnstaller<SceneMainMonolnstaller> {
[SerializeField] private InputManager _inputManager;

[SerializeField] private LevelData _data;

public override void InstallBindings() {
SignalBuslnstaller.Install(Container);
Container.Bind<lInputManager>().Frominstance(_inputManager).AsCached();
Container.Bind<ILevelData>().FromInstance(_data).AsCached();
¥
¥

using Script.Core.StateMachine;
using UnityEngine;

using Zenject;

public enum AnimEnum {
wait,
move,

attack

¥

public class SkinController : BaseBehavior {
private SignalBus _bus;
private Rigidbody _rigidbody;

private Animator _animator;
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private IStateMachine<AnimEnum> _stateMachine;

private static readonly int Velocity = Animator.StringToHash(""Velocity");

[Inject]
private void Construct(SignalBus bus) {
_bus = bus;

¥

public override void Init() {
base.Init();

_stateMachine = new StateMachine<AnimEnum>();

_stateMachine.StatesAnimEnum.wait].Update += MoveAnim;

_stateMachine.StatesfAnimEnum.move].Update += MoveAnim;

var rigidbody = CurrentHandler.GameObjectContainer. TryResolve<Rigidbody>();

if (Irigidbody) {
if (CurrentHandler.GameObjectOwner.TryGetComponent(out _rigidbody)) {
CurrentHandler.GameObjectContainer.Bind<Rigidbody>().FromInstance(_rigidbody);

¥

}else {
_rigidbody = rigidbody;
}

_animator = CurrentHandler.GameObjectOwner.GetComponentInChildren<Animator>();

}

public override void Notify(INotification notification) {
base.Notify(notification);

if (notification is IChangeMoveState currentState) {

_animator.Play("Move Tree");

¥
}

public override void Update() {
base.Update();
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_stateMachine.CurrentState.Update?.Invoke();

¥

private void MoveAnim() {
_animator.SetFloat(Velocity, _rigidbody.velocity.magnitude / 6f);
}

public override StrategyAct Act => StrategyAct.Animation;
public override UpdateType UpdateType => UpdateType.NormalUpdate;
}

using System;

namespace Script.Core.StateMachine {
public class State<T> : IState<T> where T : Enum {
public State(T type) {
StateType = type;
¥

public Action Update { get; set; }

public T StateType { get; }
public Action Init { get; set; }
}

public interface IState<T> where T : Enum {
Action Update { get; set; }

T StateType { get; }
Action Init { get; set; }
}
}

using System;

using System.Collections.Generic;
namespace Script.Core.StateMachine {
public class StateMachine<T> : IStateMachine<T> where T : Enum {
public StateMachine() {

States = new Dictionary<T, IState<T>>();

foreach (T value in Enum.GetValues(typeof(T))) {
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States.Add(value, new State<T>(value));

¥

ChangeState((T)Enum.GetValues(typeof(T)).GetValue(0));
}

public void ChangeState(T newState) {
if (CurrentState == States[newState]) {

return;

¥

CurrentState = States[newState];
CurrentState. Init?.Invoke();

}

public Dictionary<T, IState<T>> States { get; }
public IState<T> CurrentState { get; private set; }

public Action<T> OnChangeState { get; set; }
}

public interface 1StateMachine<T> where T : Enum {
void ChangeState(T newState);
public Dictionary<T, IState<T>> States { get; }
IState<T> CurrentState { get; }
Action<T> OnChangeState { get; set; }
¥
}

using System;

using System.Collections.Generic;

namespace Script.Core.StateMachine {
public class StateMachine<T> : IStateMachine<T> where T : Enum {
public StateMachine() {

States = new Dictionary<T, IState<T>>();
foreach (T value in Enum.GetValues(typeof(T))) {
States.Add(value, new State<T>(value));

¥

ChangeState((T)Enum.GetValues(typeof(T)).GetValue(0));
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public void ChangeState(T newState) {
if (CurrentState == States[newState]) {

return;

¥

CurrentState = States[newState];
CurrentState.Init?.Invoke();

¥

public Dictionary<T, IState<T>> States { get; }
public IState<T> CurrentState { get; private set; }

public Action<T> OnChangeState { get; set; }
}

public interface I1StateMachine<T> where T : Enum {
void ChangeState(T newState);
public Dictionary<T, IState<T>> States { get; }
IState<T> CurrentState { get; }
Action<T> OnChangeState { get; set; }
}
¥

using UnityEngine;
using Zenject;

namespace DefaultNamespace {
public class TargetStandFabric : MonoBehaviour {
[SerializeField] private Handler _handler;

[SerializeField] private CollisionBehavior _collisionBehavior;

[SerializeField] private Context _container;

private void Awake() {
_handler.SetData(new HealthData(3));
_handler.SetBehavior(_collisionBehavior);
_handler.SetBehavior(new HealthBehavior());
}
}
}
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public class Unit : Handler {
}

public class Projectile : Handler {

}

using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Al,

using UnityEngine.UlElements;
using Zenject;

using Random = UnityEngine.Random;

public class EnemyFabric : MonoBehaviour {
[SerializeField] private BoxCollider _collider;
[SerializeField] private Unit _enemyPrefab;
[SerializeField] private LevelData _data;

[SerializeField] private SceneContext _context;

private static int countOfEnemy = 3;

private IEnumerator Start() {
for (inti=0; i < countOfEnemy; i++) {
var enemy = _context.Container.InstantiatePrefabForComponent<Unit>(_enemyPrefab, transform);

enemy.transform.position = GetRandomPointInCube(_collider.bounds);

_data._enemies.Add(enemy);

enemy.SetData(new MoveData {
Speed = 300
b

yield return new WaitForSeconds(0.2f);

enemy.SetData(new HealthData(1));

enemy.SetBehavior(new MoveEnemyBehavior(_collider.bounds));
enemy.SetBehavior(new FindTargetForEnemyBehavior());
enemy.SetBehavior(new ShootBehavior());

enemy.SetBehavior(new HealthBehavior());
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enemy.SetBehavior(new OnDieEnemyBehavior());

enemy.SetBehavior( enemy.gameObject. AddComponent<CollisionBehavior>());

public Vector3 GetRandomPointInCube(Bounds bounds) {

return bounds.center + new Vector3((Random.value - 0.5f) * bounds.size.x, (Random.value - 0.5f) * bounds.size.y,
(Random.value - 0.5f) * bounds.size.z);

¥

public class OnDieEnemyBehavior : BaseBehavior, IBehavior {
private ILevelData _levelData;

[Inject]

private void Construct(ILevelData levelData) {
_levelData = levelData;

¥

public override void Init() {
base.Init();

CurrentHandler.GetData(DataType.HealthData, out IHealthData _data);
_data.OnDie += OnDie;

}

private void OnDie() {
_levelData.Enemies.Remove(CurrentHandler as Unit);

}

public override StrategyAct Act => StrategyAct.Die;

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

using UnityEngine;
public class Gun : MonoBehaviour {
[SerializeField]

private Transform ShootPoint;

public void Shoot(GameObject bullet) {
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bullet.transform.position = ShootPoint.transform.position;

ky
ky

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

using UnityEngine;

public class Bullet : Handler, 1Bullet
{

public interface 1Bullet : IHandler {
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