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[TosicuroBanbHa 3anucka: 123 c., 43 puc., 4 tadn., 2 goxa., 18 mxepen.

PO3POBKA 2D TPW, ITPOBMM PVIIIMI UNITY, KOMIT'FOTEPHA
CHUCTEMA, XMAPHE PO3MIIIEHHA, ITPOLEAYPHA I'EHEPAILIIA.

O0’ekT poO3poOKM — KOMI'IOTEpHA CHUCTEMa 3 XMapHUM PO3MIMICHHSAM IS
iHTerparii Ta niarpumku Bigeoirpu "Forged from Ruins".

Mera po6GoTH — TIpOBEACHHS aHaII3y 1HAYCTPIi B1ICOIrOp Ta BU3HAYCHHS IILIAXIB
po3po0Kku mpoToTUNY Bimeorpu y kaHpi 2D-Roguelite 3 MOXIUBICTIO pO3MIIICHHS Y
XMapi, a TAKOK po3poOKa THYYKOi KOMIT FOTEPHOI MEpEeXki MIAMTPUEMCTBA JJIS M ATPUMKH
MPOAYKTY Ta 3a0e3MeyeHHs CTa0lIbHOI Ta €PEKTUBHOI POOOTH MMIAMPUEMCTBA.

3niiicHeHO PO3pOOKY yHIBEpCaIbHOI KOPIIOPATUBHOT MEpPEXki 3 BpaXyBaHHSIM BUMOT
70 HaJIHOTO piBHS OE3MEKM a TaKoX MIBUAKOI mepemadi manux. Cuctema mepeBa)kHO
OpIEHTOBaHa Ha MIATPUMKY POOOTH BiZEOIrPOBOi CTYMli, fKa 3aliMA€THCS PO3POOKOIO
B1JICOIrOp 3 MOXJIMBICTIO XMapHOTO PO3MIIIEHHS Ta BIJIJaJ€HOTr0 JI0CTymnmy. B sikocTi
CIEIIAJIBHOTO €JIEMEHTa CHUCTEeMH pPO3po0JIeHO NPOTOTHN Biaeoirpu y >kaHpi 2D
Roguelite.

[Ipu po3pobii mnporoTumnmy Oya0 peani3oBaHO HACTYIHI KIIIOUOBI EJIIEMEHTH:
NpoLIeypHa TeHepalis ITPOBOIrO JIOCBiAY, MIKCEIbHUN BI3yaJlbHUM CTWUJIb, MOAYJIbHA
apxiTeKTypa moOy10BU KOTY.

VY KoMIT'IOTEpHINH Mepexi Oys0 3aCTOCOBAHO Ta HAJIAIITOBAHO TaKi TEXHOJOTII:
BU3HAUEHI MiJMEpPEeXl PO3AUIEHO Ha JIOTIYHI cerMeHTH 3a pgomnomororo VLAN Ta
peanizoBano Bumauy IP ampec 3a DHCP BimnoBimHo no VLAN, MiX OCHOBHUMH
BlIJIJTaMK KOMMaH1i Ta ii BigganeHuM ogicoM HallallToBaHO 3axuiieHui [Psec kanai 13
3actocyBaHHs VPN, 3B’S30K OCHOBHHMX BIJJIUIIB 13 30BHIIIHIM CBITOM BiJOyBa€ThCS 3
BUKOpHuCcTaHHsIM TexHoyorii NAT, myis cepBepiB KOMIIaHii HaJalITOBAHO CTATUYHI
anpecu, HanamroBaHo DNS cepsep Ta HTTPS / FTP cepBep st iMmiTanii XMapHOTo
PO3MITIICHHS.

KopnoparuBay Mepexxy Oyno moOymoBaHO Ta MPOTECTOBAHO i3 3aCTOCYBAHHSIM

nporpamu Cisco Packet Tracer.
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MNEPEJIIK YMOBHUX IO3HAYEHBb, CUMBOJIIB, OANHUILb,

Roguelike —

Roguelite —

Kourent —

Mexanika —

113 —
3a0ir —

PerpabenbHicTb —

Steam -

Copaiirt —

Tanin —

[Tpedabd —

XakKkaroH —

KooneparuBuuii —

Pennep —

OOII —

bocc —

CKOPOYEHD I TEPMIHIB

Ha3Ba IrPOBOTO YKaHPY IO MOXOAUTH Bifl ciriB Rogue (Ha3Ba rpu)
ta like (cxoxwuii);

Ha3Ba irpoBoro mipkadpy Rogelike, 1o moxoauTs Bij ciiB
Rogue (Ha3Ba rpu) ta lite (monermenuii);

iH(opMalliiiHe HaIOBHEHHS CUCTEMU;

Ha01p mpaBuI 1 cIOco0iB, AKHUI peanizye NEBHUM YHHOM JESKY
YaCTUHY 1IHTEPAKTUBHOI B3a€MO/IIi TPaBIs 1 TPH;

porpaMHe 3a0e3MNeueHHS;

nepeksiaj] aHmiHChKOro TepMina Run, sikuii BUKOPUCTOBYETHCS Y
irpax >xanpy Roguelike Ta Roguelite;

MOKAa3HHUK, 1110 BU3HAYAE CTYIiHb OaKaHHs IPaBLiB 31[PATH y TPy
1Ie pa3, HaBITh MICJIsI MPOXOPKEHHsI 400 BUTPATH BEIIUKOT
KUIBKOCTI 4acy;

OHJIAWH TIaTdopma i MPOoJaxy BiI€OIrop;

JBOBUMIpHE 300pakeHHs, III0 BUKOPUCTOBYETHCS Y KOMIIT FOTEPHIi
rpadilii, 4aCTO, SIK YaCTUHA OUIBIIOTO 300paKeHHS;

HEBEJNUKHH rpadiuHuii pparMeHT KBaApaTHOI (OPMHU, 110
PO3TaIOBYETHCS Y CITIII;

m1abJI0H 1rPOBOTO 00’ EKTY;

3axiJ] MiJ] 9ac SKOTO pO3POOHHMKH 3TypTOBAHO MPAIIOIOTh HAJl
BUPIIICHHSM SKOiCh MPo0OsieMH a00 po3poOKOI0 HOBOTO MPOAYKTY.
PEXKUM BiZICOTPH, B TKOMY KUTbKA JIFOACH rpatOTh OJHOYACHO JIJIS
POXOXKEHHS TpH;

poLec OTpUMaHHs Ta Bi3yani3auli rpagiyHoro 300pakeHHs Ha
eKpaHi;

00’€KTHO OpPIEHTOBAHE MPOrpaMyBaHHS;

TEPMIH, 110 MO3HAYA€ HEUMOBIPHO MOTYKHOTO CYTIEPHHKA;



BCTYII

Ha cporoaHimHii JeHb BIACOITPU 3ailMaloTh BeJIMKE Micue y cdepl mudpoBux
po3Bar, Ha piBHI 3 KiHeMarorpadom, My3WKOIO, COIMIAJIbBHUMH MEPEKaMH Ta 1HIIAMH
iHgycTpisimu. Lle OOyMOBIIOETHCS IIMPOKOK JOCTYIMHICTIO BHCOKOMPOAYKTUBHUX
MIPUCTPOIB Ta KOMII FOTEPIB 3 MOKIMBOCTSAMH, sIKi HE Oynu gocTymHi 11e 30 pokiB TOMY.
Kosxen BnacHux cydacHoro cmaptdony, [IK a6o HOyTOyKy Mae TeXHIUHY MOXKJIUBICThH
HACOJIO[KYBATHCS  IIUPOKMM  CIEKTPOM  BIJCOITPOBUX MPOAYyKTiB. HesanexHi
PO3POOHMKH Ta HEBEJNMKI CTY/Il MalOTh BUCOKY YacTKy PHHKY Ta BIAIrpalOTh BaKIUBY
poiib y popMyBaHHI HOBUX TECHJICHIIIN Ta PO3BUTKY KaHPIB.

Komm’torepHi mepexi Ta cdepa TEICKOMYHIKaIllil TaKoXK PO3BUBAIM TEXHOJOTIL
3B’SI3KY JUTSI 33J0OBOJICHHS 3pOCTAI0YOT0 MOMUTY Ha IMBUAKUHN Ta CTA0UTHHUHN 3B’ S30K Ha
noyatky 2000-x pokiB. Y cyyacHOMY CBITI JOCTYIl JI0 IIBHJKOTO Ta CTaOLIHLHOTO
MNIIKIIOYEHHST 10 Mepexl I[HTepHeT € HaljermuMm 3a yci 4acu, 1[0 J03BOJIS€
pPO3BUBATUCA XMApHUM TEXHOJOTIsIM. BineoirpoBa 1HAYCTpisS TakoX HE 3aJUIINIACH
OCTOPOHbD 1 MOYaJia peagizoByBaTH MPOEKTH 3 XMAPHOTO PO3MIIICHHS HE TUIbKU JaHUX a
1 amapaTHUX PECypcCiB, IO JO3BOJSE TPaTH 3 OYIb-SKOTO MPHUCTPOIO 3 JOCTATHHOIO
MIBUJKICTIO [HTepHEeT-3’ € IHAHHS, HABITh Y BUMOTIIMBI ITPH.

AKTyalbHICTh 11€1 TEMU 3yMOBJIIEHAa NOCTIMHUM Ta CTaOUIbHUM 3pOCTaHHSM
PO3pOOHUKIB Ha PUHKY, HASIBHUM MOMKUTOM Ha BiF€OITPHU, 0 MPOMOHYIOTh YHIKAIbHUN
JOCBIJ] MpU KOXKHOMY 3alycKy. IHCTpyMeHTapiid uisi po3poOKH BIJEOIrOp CTae
JOCTYIHIIIUM JJIsl IIUPOKOTO 3arajly 3 KOKHUM POKOM, 1110 3HM)KY€ TEXHiuH1 Oap’epu
JUIsE PO3pPOOHUKIB TOYATKIBIIB. TakMM YMHOM, IHAYCTpPIS TOCTIHHO 3pOCTa€ SK Y
KUIBKOCTI1 3aIliKaBICHMX KIIEHTIB TaK 1 PO3POOHMKIB, IO TOTOBI BUITYCKaTH HOBI
IHHOBAIlIHI TMPOEKTH Ha PUHOK. XMapHUN TEHMIHT TaKOXX HE CTOITh Ha MiCIl, 3
KOXXHUM POKOM HOT0 YacTKa Ha PUHKY 3pOCTA€, 110 3HAYHO 3HUXKYE MOPIT BXOLY IS
3BMYAMHOIO KOpUCTyBaya y CBIT Bifeoirop. IIpore 1ie mpuHOCUTH BIACHI BUKIIUKH,
aJKe TOCTIMHE TPAHCIIOBAHHS AKICHOTO BiACOCHUTHAITY MOTPeOy€e BETUKUX MEPEKEBHX
pecypciB. Jlana mpobnema Oyme aapecoBaHa Ta BpaxoBaHa TIpU  MOOYAOBI

KOPIIOPAaTUBHOI ~ MEpPEeXi, a TaKoX  3alpOllOHOBAHO  PIMIEHHS Y  BUDIAAL



BHCOKOIIBUIKICHOTO KaHATy 3B’A3KYy 3 BUKOPHCTAHHSAM ONTUYHUX KaOEiB.

Meta mi€i poOoTH — JOCHIAUTH Ta OMUCAaTH (PyHIAMEHTAJIbHI TMPUHIINIIH,
MEXaHIKM, MEXaHI3MHM Ta JU3alHEepChbKl PIIEHHS L0 3HAN0O0NAThCA A1 MOOYyIOBU
npororuny 2D-Roguelite rpu. Byne mpoBeneHo aHami3 irpoBOro pHUHKY, 1CHYHOUYHUX
pillleHb Ta BU3HAYEHO, K OPraHi3yBaTH CTBOPEHHS TaKOi I'PU B paMKax Cy4yacCHUX
peaniii po3poOku [13. [HIIOI0 MEeTOIO € po3poOKa KOPIOPATUBHOT MEPEXKi, M0 3MOXKE
HIATPUMYBATU POOOTY MIAMPUEMCTBA 3 PO3POOKH BIJIEOITOP, a TAKOXK MIATPUMYBATH
MOXJIUBICTb XMAapHOTO pPO3MIIIEHHS Ta XMapHOTO TEHMIHTY 3 BUKOPHUCTAHHSIM

aKTyaJbHHX TEXHOJOT1H Ta MPOTOKOIIB 3aXHUCTY Ta 3B’SI3KY.



1 CTAH IIMTAHHA I IOCTAHOBKA 3ABJJAHHA

1.1 AKTyajbHicTh MOOYI0BH Ta PO3BUTKY BileOIrpOBHUX NPOEKTIB Yy KaHPi

2D-Roguelite.

IcTopis xanpy Oepe cBiif moyarok y 1980 pomi 3 Bunycku rpu Rogue, sika oHi€ro
3 MEepIIMX TMpeACTaBWia TpaBIsIM MPOLEAYPHO 3TCHEPOBAaHI IrpOBI EJIEMEHTH.
[omoBHUMHU OCOOMMBOCTSAMHU TpH Oyiu: OCTarodyHa CMEpPTh IrPOBOTO TEPCOHAXKA,
MOKPOKOBa cucTeMa 0010, pyX MEpPCOHaKa Ha OCHOBI CITKH, BUMAJKOBOTO 3reHEPOBaH1
PiBHI Ta BUCOKHI PIBEHb MEXaHIYHOI CKIaAHOCTI. Lli eemMeHTH cranm 0CHOBOIO JKaHPY
Roguelike, sxkuif crtaB miarpyHTIM g Oararbox ajamntaiiil. 3riiHo J0 CTaTTi Ha
pecypcei “Temple Of The Roguelike” [1], “cnipaBxkHi” TpeICTaBHUKHN >KaHPY MOBUHHI
MaTH 5 KPUTUYHUX aCHEKTIB:

— HE3BOPOTHI HACIIIKH;

— OPIEHTOBAHICTh HA FOJIOBHOTO NIEPCOHAXKA;

— TPOIIEAypHA TeHEepallisi KOHTEHTY;

— MMOKPOKOBICTb;

— YUCTOTAa 3a0IriB.

[le#i mepemik o3Hayae, MO0 TpaBelb MPEJCTaBIsA€ €IUHOTO TIEpPCOHAXa, Irpa
noBMHHA OyTu mnoOynoBaHa TAaKUM YHMHOM, IO TpaBellb OTPUMYE BHHAropoay 3a
BUKOPUCTAHHS CBOiX 3pOCTAlOuMX 3HaHb Ta CTYIIHb ajanTalii A0 MpOoLEeAypHO
3r€HEPOBAHUX BHUKJIMKIB, OTPUMYIOUHM KapJWHAJIBHO IHIII PE3yJbTaTd MOPIBHSHO 13
MOYaTKOBUMH 3a0iramu, 30€piraroud mpu IbOMY OJHAKOBI CTApTOBI YMOBH 3aIyCKY
KOYKHOTO HOBOTO 3a0iry. Bijieoirpu nmpoJoBKUiIu pO3BUBATHCS, 1 1€ HE OMUHYJIO JKaHP
Roguelike, sikuii 3 pokamu €BOJIOLIIOHYBAB Ta MOPOAUB HOBUH MIHKAHP, KU 4aCTKOBO
nociabuB BUMOTH JIO HACIIyBaHHS YCiX ICTOPUYHMX €JIEMEHTIB KaHpY, IPOoTe 30epir
BIIUYTTS HeTMepen0adyBaHOCTI, CKJAIHI BUKIMKHA Ta perpadenbHIcTh. Irpu xaHpy
Roguelite BiApI3HAIOTHCS THUM, LIO JONAIOTh HOBI MEXaHIKM Ta OCOOJMBOCTI [0
KJIACUYHUX €JIEMEHTIB JKaHpy, HalpuKIaJ, MOXJIMBICTh PO3BHUBATH IMEPCOHAXKA 3
KOYKHUM HaCTyIHUM 3a01roM, 1110 MOJIETIIYE TPy HE TUIbKU Ha PiBHI afanTarlii rpaBLs, a

1 Ha MEXaHIYHOMY.
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XKanp Roguelite npomnonye 10CUTh BUTbHI paMKu A7 po3pooku 2D rpu, sika Oyne
OamaHCyBaTH CKJIQJIHICTh, BUIIAJIKOBICTh 1 TOCTYMOBUW 3pICT TMEpPCOHA)X)a TPaBIIs.
Po3po0Oinsitoun Taky rpy, METOr € 3a0€3MeUeHHs IrpOBOro I0CBiAY, IKHI BUHATOPOKYE
alIalTUBHICTh, MAWCTEPHICTh Ta HAMOJETIMBICTh TpaBliB. Ha puHKY icHye sBHa
noTpeda Ta 3alliKaBIEHICTh Y HOBHUX IPOAYKTaX B JIAaHOMY >KaHpPi, HaAMpHKIad, rpa
Balatro, mo Buiinia y 2024 pori Ta mepeTBopwia KIACHYHY TPy MOKEp Y YYAOBOIO
npencraBHuka xaHpy Roguelite (pucynok 1.1), sikuii OyB HOMiHOBaHUM Ha 3BaHHS “Tpa
poky” Ha nepemoHii The Game Awards. [HITMM NpPUKIAAOM YCHIIIHOTO MPOAYKTY € Ipa
Don’t Starve Together 2016 poky BumymieHa cTymiero y 35 crniBpoOITHHKIB, SKa 3T1AHO
CTAaTHUCTHYHUX JaHUX [2] mpomanacs mpuOIM3HUM TUpaxeM y 32.7 MUIbHOHIB KO Ta
npuHecia po3podoHukaM 205 minbiioHiB gonapiB. [Ipum npomy HaBiTh 9 poKIB micis
CBOTO BHWITYCKYy BOHAa TPOJOBXYE PO3BUBATUCS Ta 30epirati cTaOUTbHY ayauTOPit0
IPaBIIiB, SIKI B CEPETHHOMY CKJIAJIal0Th 28 THCSY OIHOYACHUX KOPUCTYBayiB moaHs. [pa
€ koomeparuBHUM Roguelite y BIZKpUTOMY CBITI 31 CTUJII30BaHUM YHIKaJIbHUM
Bi3yaJIbHUM CTUJIEM Ta €JIEMEHTaMH BIKMBAHHS MIEPCOHAXKA Y CBITI TOBHOMY BOPOXKUX

icToT (pucyHok 1.2).

Big Blind

*
to earn 5555

Round
score * ﬂ

Two Paijr w1

40 ~ 2

Hands Discards

Run
Info

$22

Ante Round
N8

Pucynok 1.1 — IIpuknaz irpoBoro mporiecy Balatro

Inrocrpariiro B3sTO 3 0QiliifHOT CTOPIHKY MPOAYKTY Ha Tiatdopmi Steam
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Pucynok 1.2 — Imtoctpartiist irpoBoro npouecy Don’t Starve Together

LrocTparito B3sTO 3 0(iMmiitHOT CTOPIHKK MPOAYKTY Ha Tuiardopmi Steam

1.2 XapakTepucTHKa, CTPYKTYpa, OCOOJUBOCTI po3podkum Ta podoTn
2D-Bigeoirop

Ha BimMiHy Bijx irop, siki moOymoBaHI HABKOJIO TPUBUMIPHOTO PyXy MEPCOHAXKA Y
cepenoBulli, 2D-Bimeoirpy OOMEXYIOTh pyX TpaBlsl JMIIE TOPU3OHTAIBHOIO Ta
BEPTUKAJIBHOIO OCSIMU. BBeZIeHHS Takux OOMEXEeHb CTaBUTh Mepes, pO3pOOHUKOM YiTKi
paMKH IS JU3aiiHy irpoBOTO MpOILIECy, IO 3a0X04yye Oulblry C(OKYCOBAaHICTh Ha
OCHOBHHUX MeEXaHIKaX, 1[0 MPU3BOAUTH A0 OLIBII €()EKTUBHOTO MPOIECY PO3pPOOKH,
TECTyBaHHS Ta NUTIPYBaHHS MPOAYKTY mepen myoumikariieto. binpmiicts 2D-irop B IKOCTI
BI3yaJIbHOTO CTHJII0 BUKOPHCTOBYIOThH IIKCENIbHY, BEKTOPHY a00 MaiboBaHy Tpadiky.
Jani ctuni € npocTUMU IS ONAHYBaHHS JUIsi PO3POOHUKIB, IO HE MAaroTh
JM3aiHEPCHKOIO CIIeIiani3amii ajge MaroTh Oa)KaHHS BTUTIOBAaTH CBOE AH3aifHEPCHKE
OadeHHs B XUTTA. [IpocToTa BizyalbHOTO 300payKEHHS BIUTMBAE TAKOXK 1 HA CIIPUHHATTS
rpaBlis, JlaHl Bi3yajbHI CTWJI YacTO acOUIIIThCA 3 poldoTamMu pO3pOOHHKIB

MOYATKIBI[IB Ta MaJUX CTY/Ii, IPOTE 11€ HE O3HAYA€E 110 BOHH € IMOTaHUM BHOOPOM JIJisi
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OUTBIINX TIPOEKTIB.

Yepes cBoi oOMexeHHs1, 2D-irpyu 4acTo MarOTh MPOCTI 71T PO3YMIHHSI MEXaHIKH,
K1 BOJHOYAC HAJAIOTh BUKJIMK TPABII0 Ta MOCTIHHO MEPEBIPSAIOTH MOTO 3HAHHS Ta
HaBuuku. [IpocToTa HaBiraimii mnepcoHa)ka Yy JBOBUMIPHOMY TMPOCTOPl 3MYIIIy€
PO3POOHUKIB pOOUTH 1HII I'POBI B3a€MOI1, TaKi SIK: CTPiIbOA, BUKOPUCTAHHS ITPOBUX
MPEeIMETIB, YXWICHHS Ta 1HIl1, OUIbII BUMOIJIMBUMHU 10 HABUYOK IPaBLL.

JloCTymHICTh — III€ OJIHA TiepeBara IBOXBUMIPHOI rpadiku, TOMY III0 BOHA Mae
HU3bKI BUMOTH JI0 anapaTtHoro 3ade3neueHHs. MOXIuBICTh BIATBOPEHHS Ha ITUPOKOMY
CIEKTpl TPHUCTPOIB JO3BOJISAE PO3MMPUTHA TOTEHIIIHHY ayIuTOpII0 Ta JO3BOJISE
BUITYCKAaTH TPOEKT Ha Pi3HUX puHKax. [IpoTe mpocToTa MOXKe CHPUYUHUTH BITIYTTS
OJTHOTUITHOCTI, II€ MPHU3BOAUTH JO HEOOXIJTHOCTI CTBOPEHHS 1Mt031T MIMOUHM 3a
JOTIOMOTOK0  XYJIO’)KHBOT'O CTWJIIO Ta CHEIlalbHUX TEXHIK, JAJI1 OOMaHy CHPHUHSTTS
BUKOPHCTOBYETHCS TIEPCIIEKTUBA MATTIOHKY, KOJLOPH IS IMITallli TIHEH Ta 1HIII TEXHIKU
[3]. I'padiuna yacTrHA TIPOEKTY 30epiraeTbes y pi3HUX dopmarax B 3aJ€KHOCTI Bif
tuny 00’ekty. JM3ailH mepcoHaXiB 4YacTo 30epiraeTbcsi y BUIVISAL CHOpaTiB abo
Ha0OpIB CHPAKMTIB JJII CTBOPEHHS aHIMAIl Ta BiOOpakeHHS Ha €KpaHi, €JIeMEHTH
PIBHIB Taki fIK CTiHH, HiAJIOTa Ta JEKOpalii 4acTo TPyNyIOThCs y €IuHUi (aiin skuii
Ha3MBa€ThbCs HAOOpOM TaiiaiB abo argacoM, B 3alle)KHOCTI BiJ CTHIICTHKH Ta
MEPCHEKTUBU Bi3yaJIbHOTO CTHIIIO.

OO0’eKkTH y Cy4yacHHUX BIJIEOIIPAax YacTO BUKOHYIOTbCS y BHUIIAAI IpedadiB, sAKi
BUKOPHUCTOBYIOThHCS B IKOCT1 Oararopa3oBHX IIA0JIOHIB, K1 YACTO BUKOPUCTOBYIOTHCS Yy
IrPOBOMY CBITI TaKUX SIK MEPCOHAX1, BOPOTH, 00 €KTH AJiA B3a€MOJIl a00 CHapsIu.
HeszanexHo BiJ CBOrO MICIE3HAXO/KCHHSI BOHHM 30€piraroTh CBIM 3B’S30K 3
OpUTIHAJIBHUM TIpedadom, 110 3HAXOAUTHCA Yy BUINISIAL (paitiny a0o 00’ €KTy y CTPYKTYypi
TpH.

Ha croronmHimHii n1eHb, po3poOKa Bijeoirop mepepocia 3 IpocToro xodi By3bKOTo
KOJIa TIPOrpaMiCTIB y OKpeMy cdepy BUPOOHMIITBA MPOTPAMHOTO 3a0e3MeUYeHHs, 1e
O3Ha4ae, M0 CYyYaCHUU PO3POOHUK MAa€ JOCTYM 0 IIMPOKOTO CIEKTPY PECYpPCiB s
MIPOEKTYBAHHS Ta MOOYIOBU T'pH Ha Oynb-sikuii cMak. HaGopu rpadiuyHUX €IeMEHTIB,

1HTEp(EiCiB, 3BYKIB, MY3HKH, aHIMalliid, MPOrpaMHOr0 KOAYy Ta I1HCTPYMEHTH IS
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PO3POOKH 3HAXOAATHCS Y BUTHHOMY JOCTYII JIJIsl BUTBHOTO BUKOPHUCTAHHS 200 MOKYIIKH,
0 J03BOJISI€ 3HAYHO MPUIIBUIIIUTH MPOIEC CTBOPEHHS MPOTOTUIY ab0 (iHATBHOTO
NPOAYKTy. ICHYIOTH LTI CHUIBHOTH, IO 3aliMalOThCS PO3POOKOIO 1MOp Ta AKTUBHO
OOMIHIOIOTHCS HAaBYAIBPHUMH MarepiajgamMu, HAWKpalluMK MPAKTUKAMH, MPAKTUIHUMUA
Ta TEXHIYHUMH DIIICHHSIMHU 3 HAlMCAHHS OKPEMHUX €JIEMEHTIB Koay. Taki CHUIbHOTH
TaKOXX YacTO MPOBOAATh XaKATOHH 3 PO3POOKH 1rop 3a MEBHUM MHPOMIKOK Hacy, 13
3aJIaHOI0 TE€MOIO, CTHJIICTUKOI a00 >KaHpOM, IO JIO3BOJISIE OTPUMATH MPAKTHUHHMA
nocsiz (pucyHok 1.3).
PobGoTa Oymp-sikoi Tpu € pe3ysibTaTOM IMOCTIHHOI B3a€EMOJIIi 0ararbOX CHCTEM Ta
CTPYKTYpHHX €JIeMEHTiB. He3anexHo BiJ BUKOPHCTaHUX TEXHOJIOTIH, IFPOBHUX PYIIiiB
Ta apXIiTeKTypu, CTPYKTypa Oyab-sikoi 2D-Tpu CKIagaeTbesl 3 JACKUIBKOX OCHOBHUX

KOMIIOHEHTIB, 1[0 PAIIOI0Th CHHXPOHHO Yy PeaIbHOMY Yaci.

Pixel Game Jam - 2025 9,896

Joined

Hosted by SanForge Studio - #pixelgamejam2025

Overview Submissions Results Screenshots Submission feed

Submissions open from May 11th 2025 at 2:00 PM to May 20th 2025 at 6:30 PM

Pucynok 1.3 — 10 neHHui XxakaToH 3 po3pOOKH I'PH Y MIKCEIbHOMY CTHJI1

LrocTparriro B350 3 0(iMiiftHOT cTOpiHKK XakaToHy: https://itch.io/jam/-pixel-game-

jam-2025
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1.3 Orsig icHyrOYHX aHAJIOriB, TEXHOJIOTiH, apXiTeKTyp Ta NPOrpPpaMHHX
pilieHb 11 BUKOHaHHA 2D-Roguelite npoekry

Po3yMiHHS KJIIOYOBHX OCOOJIMBOCTEH 1 TEHACHILINH Yy po3polLl Cy4acHHX
2D-Roguelite mpo€eKTiB, 103BOJIUTh BU3HAYUTH OCHOBHI €JIEMEHTH, SIKI € BAKIMBUMH
JUISL Cy4acHOI I'pHU I[bOTO KaHpPYy, @ TaKOXK BUBYUTH YCHIIIHI MPUKIAAM peamizarii
aHaJIOTB.

I'pa “Enter The Gungeon” po3pobnena kommnaniero Dodge Roll Gyna Bumymiena y
2016 pori Ta € ogHUM 3 HaBigoMimMX OpukiIaniB xaHpy 2D-Roguelite. I'pa mana
yCHiX cepell UIMPOKOi ayAuTOpii dyepe3 CBIM 3aXOIUIMBUN BI3yaJllbHUH CTWIIb, I[IKaBE
MOETHAHHS Ta KpEeaTUBHE TMOE€JHaHHs 0a30BHUX IrPOBHUX MeEXaHIK, a TaKOX 3arajibHy
3aBepLIeHICTh MpOoeKTy. CTPYKTypHO, TIpa CKIAJaeThCsi 3 OararbOX pIBHIB, IO
HA3MBAIOThCA “‘NIOBEpXaMu’, KOKHUN TOBEpPX CKIAJA€ThCA 3 MEpexkl KIMHAT, SKi
MPOLIETYPHO PO3MIIIAIOTHCS Ha PIBHI Ta MOEAHYIOTHCS 3r€HEPOBAHMMU KOPHIOPAMH.
[lixaBuM € Te, MO cami KIMHATH 3pOOJieHI 3a3Jajeriib BPYy4YHY, II€ J03BOJISE
3a0e3MmeunTy I11iKaBi, IPOAYMaHl Ta CKJIaJHI CyTHYKH 3 MPOTHUBHUKaMU. HamoBHEHHS
KIMHAT BOPOTaMHU € YaCTKOBO BWIAQJKOBHM, IO POOWTH MPOXOMKECHHS OJHUX 1 THX
caMUX KIMHAT IIKaBUM HaBiTh Micisl O6araThox 3a0iriB. Takwii TiOpWIHWUN MOXiT 0
reHeparii iIrpoBoro JOCBiy 3ajUIIae IHCTPYMEHTH KOHTPOJIO B pyKax po3poOHHKa,
poTe, 3a JOCTaTHbOI KIIBKOCTI MOMNEPEAHbO CTBOPEHUX KIMHAT, HIATPUMYETHCS
BIIYYTTS BUITQJIKOBOCTI Ta YHIKAJIBLHOCTI KOXKHOTO 3a0iry. Ha ko’kHOMY 3 piBHIB TaKoX
MPUCYTHI KIMHATH, IO TeHepyrThcs 3 BiporigHicTio 100%, Hampukiaa: JaBKa
MpOaBIlA, 2 KIMHATH 31 CKpUHSIMH Ta 1HIN yHiIKanmbHI Jokarii. [lepexin Mix piBHAMH
MOXJIUBUN JIUIIE 32 YMOBHM TEPEMOTH HaJ CHJIBHUM CYMPOTUBHHKOM — OOCCOM, IIIO
3HAXOAUTHCS y KIHII KOKHOTO piBH. [Ipukiian renepaiii 1BOX piBHIB MOXKHA OOAUYUTH
Ha PUCYHKY 1.4, 1¢ BUAICHO KIMHATH, II[0 MAIOTh TCHEPYBATHUCS MPU KO)KHOMY UK, a
TaKOXK JIeKl KIMHAaTH, 1[0 BUIAAKOBO Oynu oOpaHi 1y 000X crnpod mpoueaypHoi

reHeparti.



- - KimnaTtu 060B's13k0B01 TeHEepartii

[ ] - IoBropHo 3renepoBani KiMHaTH

Pucynoxk 1.4 — [Ipuknan nporeaypuoi renepartii pisus y Enter The Gungeon

IrpoBuii mpouec 30cepeKEHU Ha BUCOKOIHTEHCUBHUX Ta CKJIAJHUX CYyTHYKAX 3
CYNPOTUBHUKAMHU y OUTBIIOCTI KiMHAT. OJHIEI0 3 OCHOBHUX MEXaHIK JUIsl BIDKUBAHHS €
YXWJICHHS, IO JO3BOJIIE OTPUMATH HE3HAUYHE BIKHO HEBPA3JIMBOCTI TOJIOBHOTO
nepcoHaka. He3Bakaroun Ha CKIAIAHICTh, CYTHUYKH € YSCHUMH JIJIS TPABIIS 1 IepemMora
Yy TMopasKa 3ajeXaTh BUKJIIOYHO BiJI HABUYOK TPAaBIl Ta HE 3ajieXkKaTh BiJ 30BHIIIHIX
daxtopiB. IrpoBuii OanmaHc HajalITOBAaHWWA HA TMOCTIWHE BUMPOOYBaHHS HABHYOK Ta
MIJIBUIIICHHS CTABOK, IO POOWTH IFPOBHH TMIPOIEC IIIKABHUM IS BHUBYCHHS Ta
MIpOTpecyBaHHA. Y TI'pl MPEACTaBICHO COTHI OJMHMIIL YHIKAJIBHOI 30poi Ta MpeaMeTiB,
Kl MaloTh YyHIKaJlbHI €(QEeKTH 3acTOCyBaHHS Ta MoBeniHKYy. Posmoain 30poi Ta
MPEIMETIB € BHIIAJKOBAM, TOMY 3MYIIy€ TpaBIsi aganTyBaTH CBOIO CTPATETiio
MIPOXOJKEHHS JI0 HasBHOI curyallii. He3Baxkarounm Ha Te, 10 BUIAIKOBICThH BiJirpae
3HaYHY POJIb Y OTpUMaHHI 30poi, OanaHC Ipu MOOyTOBAaHUNA TaKUM YHMHOM, 11O KOXKEH
peaAMET Ta OJMHMIL 30poi € MEXaHIYHO KUTTE3AaTHUMHU. HamamryBaHHS 1rpoBOTO
OasaHCcy € OJHMM 13 HaWBaXJIUBIMMX acrnekTiB y Roguelite irpax, amke depes
MPOLIETYPHY TPUPOAY KOXKHOTO 3a0iry, po3poOHHUK HE MOXKE MPOTECTYBATH KOXKHY

ITpOBY CHUTYAIlII0 Ta MIJUIAMITYBATH 11 CKJIAHICTh Y py4yHOMY pexumi. [Ijist 11boro 4acto
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pO3pOOHUKAM JOBOAMTHCS TMPOBOAUTH MATEMAaTUYHUN aHali3 CHUCTEM TpU Ta
BHUKOPHCTOBYBaTH CTAaTUCTHYHI METOAM Ta aHaji3 BIPOTIIHOCTEH IS 3a0e3IeUCHHS
YECHOI0 Ta 3aXOIUTIOIOYOT0 IFPOBOTO JOCBINY Ui TpaBls. ICHYIOTH 1 1HIII METOIH,
HaIpuKIIag OallaHCYyBaHHSI CKJIAJHOCTI CYTMUYOK, OaJlaHCyBaHHS NpPOTrpecii rpaBus Ta
OaylaHCyBaHHS MK I'POBUMH CTpaTerisaMu [4].

BizyanpbHO Tpa BHKOHAaHa Yy MIKCEIbHIM cTuiictuii (pucyHok 1.5), sxka
BUKOPHCTOBYE SICKpaBy MHaNITPy Ta BUCOKHH piBEHb JeTaii3ailii Juisl TMpeCcTaBIeHHS
IrPOBOTO CBITY Ta Horo exemMeHTiB. [IpoaymManuii po3moii KoJIbOpiB MIXK JEeKOpaIlisIMH,
MEePCOHAKaMM, BOpPOTaMH Ta CHapsAaMH, a TaKOK BHKOPUCTaHHS JIUHAMIYHOTO
OCBITJICHHSI JTO3BOJISIE TPABII0 OPIEHTYBAaTUCS Y ITPOBOMY XaoCi, IO BiI0yBa€ThCA Ha

eKpaHi.

| o f o | | s | s o | e o |

Pucynoxk 1.5 — Cron-kazap irposoro npouiecy Enter The Gungeon

InrocTpariiro B35TO 3 0QiliiTHOT CTOPIHKHU MPOAYKTY Ha miardgopmi Steam

[HmUM 1iKaBUM TNPUKIAAOM JUIS JOCHIKEeHHsST ctaB mpoekT “Slay The Spire”
Bunymienut y 2019 poui crymiero MegaCrit. Bona € BmiuBoBo rporo y cBiTi 2D-

Roguelite uepe3 cBoe mnoemnanHs cTpykrypu Roguelite 3 mexanikamu 1oOymnoBH
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KOJIOAM, SIKI HajekaTh IO >KaHPy KOJEKUIWHUX KapTKoBHX irop. BuBuenns Slay the

Spire mpornoHnye IIHHUNA JOCBiJ, K CHUCTeMAaTWYHA BUMAJKOBICTH, MOOYI0Ba IrPOBOTO

MPOIIECy Ha OCHOBI IIMOOKOi CTPATEriyHOCTI Ta MIHIMAJICTUYHA €CTETHUKA MOXYTh
OyTH BUKOPHCTaHI JIsl CTBOPEHHS 3aXOIUTMBOTO Ta TPUBAJIOTO irPOBOTO JIOCBI Y.

Cucrema mpolielypHOi reHepaitiii y rpi nooyaoBaHa Ha OCHOBI Maru. 3aMiCTh TOTO,

o0 nepemimarucsas MK KiMHatamu, sk y “Enter The Gungeon”, rpaBili pyxarTbCs

pO3ray’KeHUMU UIIXaMUd Ha KapTi, BAOMPAIOYU 3 PI3HUX THUIIB 3yCTpidyeil, TAaKUX SK

OWTBU, €NITHI OWTBU, CKApOHUIl, Mara3uHM Ta MICIS BIAMOYUHKY (PUCYHOK 1.6).

KoknHa wmama reHepyeThCs HAHOBO Ha MOYATKy 3a0iry, MpU I[bOMY BHIIAIKOBO

PO3TAIIOBYIOYH BY3JIU 13 3yCTpid4aMu Ta HATOPOJH 32 IX MPOXOIKEHHS.

Pucynok 1.6 — Ilpuknaz 3reHepoBaHO] Manu

LmrocTpartiro B3sTO 3 pecypcey: https://interfaceingame.com/

Slay The Spire € omHUM 3 TPEICTABHUKIB MOAYJIBHOI JU3aliH apXiTEKTYpH, IO
JIO3BOJIMJIA BIIHOCHO HEBENUKIM KOMaHIiI PO3POOHHKIB CTBOPUTHU TPy 3 BEITHKOIO
TMOMHOI0 MEXaHIK Ta BUCOKOIO perpabenpHicTio. [ pa Mana 6araro OHOBJICHb 3 HOBUM

ITPOBUM KOHTEHTOM, SIKI JIEMOHCTPYIOTh HaJIMHICTh IILOTO JU3aHEPCHKOTO PIIICHHS.
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['pa momoOmnack irpOBUM KpUTHUKaM Ta MPHUHEC]Aa PO3POOHHKAM KOMEPLIWHUHN YyCHiX,
[0 MOKAa3y€ BaXJIMBICTh KPEATUBHOTO MIAXOMY /10 CTBOPEHHS MPOCTHUX, alie TITMOOKHX
IrPOBUX MEXaHIK Ta HAJIArOPKEHHsI IrPOBOTO MPOLIECY HABKOJIO HUX.

CydacHl po3pOOHUKH B1JIEOITOpP B CBOil OUIBIIOCTI BUKOPUCTOBYIOTh CIIEIiajbHE
nporpaMHe 3a0e3Ne4eHHs — ITPOBl pyLIll, AJs IOJIETIIEHHS HalmUCaHHS KOAy Ta
noOyd0BH TeXHIYHOI 0a3u. BoHu aOCcTparyioTh 3HaUYHy YaCTUHY CKJIAJHUX MPOLECIB 3
pennepy rpadikud, oOUMCIIOBaHHS (I3UYHUX B3aEMOMIM 00 €KTIB Ta YIpaBIiHHS
nam’sITTI0, JO3BOJISIIOUM PO3POOHUKY 30CEPEIKYBATUCh HA HAlMCAHHI Oe3MOCepeaHiX
IrpoBUX MexaHik. Bubip irpoBoro pyiiist € OIHUM 13 HAMBaKJIUBIIIMX TEXHOJIOTTYHUX
pillieHb TIPU CTBOPEHH1 OyIb-SKO1 T'pH, aJpKe BIPOTIAHICTH 3aMiHU pyIIis y Tpoleci
pO3poOKM Oe3 BTpaTH 3HAYHOI YAaCTUHHU MPOTPECY HAMMCAHHS € Mi3epHOI, dYepes
BHUCOKY PI3HULIIO MK apxiTekTypamu pyuiiB. s po3poOku 2D-rpu B xanpi Roguelite

Haiuacrime BukopuctoBytoThes: Unity, Godot Ta GameMaker Studio (pucynok 1.7).

s’

Unity Godot Gamemaker
studio

Pucynok 1.7 — Jlorotunu nonysisipHUX irpoBUX pytriiB 2D po3podku

Unity npomnonye OaraToyHKI[IOHAJIbHE CEPEIOBUIIE PO3POOKU, SIKE MIATPUMYE
PO3pOOKY IrPOBOTO MPOEKTY OYIb-IKOTO MaciTaly Ta >XaHpy. BiH Mae MOXJIUBICTh
PO3pOOKH 3 BpaxyBaHHSM 0ararbox IuiaTdopm, IO J03BOJISE 3HAYHO CIPOCTUTH BUXIJ
Ha HOB1 puHKHU. Unity Mae mmpokuid HaOip cremiani3oBaHUX 1THCTPYMEHTIB JJi1 poOOTH
3 2D-nipoexTamu Ta ix enemeHTamMu. He3Bakaroun Ha 3aKPUTICTh JESKOi YaCTUHH KOJY,

BIIKpUTA YaCTHHA Ma€ IMHUPOKY Ta ACTANI30BaHy MOKYMEHTAIlIO Ui TIOKpAIECHHS
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amanTaiii HOBUX po3poOHHKiIB. HaiiGinpmoro mnepeBaroro Unity € #oro cxoBwuiie
irpoBux pecypciB. Kommanis Hamae aocTynm a0 miaatgopMmMu, 3 SKOI Oyab-saKuit
pPO3POOHUK MOXKE 3aBaHTaXXyBaTW MOJENI, 3BYKH, MY3HKY, Bi3yalbHl e(eKTH,
IHCTPYMEHTH Ta 1HIII €JIEMEHTHU NPSIMO Y IPOEKT 3 BIKHA penakropy. Ha croroguinHiin
neHb Tutaropma Hagae goctyn g0 Ounemie HibK 75000 pecypciB [5], sk B
O€3KOILITOBHOMY TaK 1 IJIAaTHOMY (opMarTi.

Pymriit Godot € 113 3 BiAKpUTHUM KOZIOM, 11O 37100yB MOMYJSPHICTH CEpell MajuX
po3poOHMKiB. BiH Mae BOymoBaHy miATpUMKY 2D-peHpaepy, a Takok MOOyI0BaHUM Ha
MOIYJBHIA 1HPPACTPYKTYpi, IO JO3BOJIIE JIETKO BUMHKATH HEMOTPIOHI €IeMEHTH
pyurisa. BiH mMae BenuKy CHITBHOTY PO3POOHUKIB, MO0 MOCTIHHO JUTISITHCS BIACHUMU
3HAHHSIMHU Ta PO3pOOJIsS€ NTOAATKOBI IHCTPYMEHTH JUIsl PYIisl, MPOTE LS MIATPUMKA €
nanekoro BiJ piBHA Unity. Uepe3 BIOKPUTICTh KOAy, Oylb-siKa I'pa CTBOPEHA Ha pyIuii
Godot He morpeOye JileH3yBaHHS, a OTXKE PO3POOHHK MOXKE 3apoOMTH OuIblie 3
MPO/IaXK BIACHOTO MPOIYKTY Hi’K BUKOPUCTOBYIOUU PYIIiH 3 3aKPUTHM KOJIOM.

GameMaker no3uirionye cebe sIK ONTUMaJIbHE PIIIEHHS I po3poOku 2D-irop.
Bin mae myxe mpocTuil Ta 1HTYITUBHHMI Mpoiiec po3poOKH, 110 JA03BOJISE€ MPOBOAUTU
PO3pOOKY 3 HEHMOBIPHOIO MIBUAKICTIO. Uepes CBOIO MPOCTOTY, TaHWUW PYIINiid Mae TIEBHI
TEeXHIYHI OOMEKEHHSI, 1110 HE JO3BOJISIOTH OyTyBaTH TEXHIYHO CKJIaJAHI IPOEKTH HA HOTO
ocHOBI. Pymriii mMae 3akputuil KoJ Ta IUIaTy 3a JIIIEH3YBaHHS BUITYIIEHHX Ha HOTO
OCHOBI 110p.

IrpoBa apxiTekTypa ciyrye OCHOBOIO Hjisi MOOYAOBH YCIX IrpoBUX cucteM. s
3a0e3MeueHHssT MOIYJIBHOCTI MOOYIOBAaHOTO MPOEKTY, IO € BaXJIUBUM JJsl 1rop
Roguelite, HeoOximHO 00paTH BIANMOBIIHUN apXiTekTypHUH 1mabiaon. bod Haiictpom y
ceoemy Buctyni Ha 1oy Roguelike Celebration 2018 [6], o6roBoproe pi3Hi
apXITeKTYpHI pillIeHHs, K1 MOXYTh OyTH BUKOPUCTaH1 /i opranizamii kogy Roguelike
irop. Cepen HUX € MOJIENb «CyTHICTh-KoMITOHEHT-cucTeMan(ECS), sika € apxiTektypoto,
0 (OKYCYEThCS Ha JTAHUX , @ TAKOXK 1HII CUCTEMHU OpraHizamii Koay 1[0 KEpYITbCS
o0’ekramu. B nganomy BuCTymi Oyn0 OOroBOpPEHO, IO TAPHOIO MPAKTUKOK € TMOALT
GyHKIIA Ha OKpeMi KOMIIOHEHTH, KOXKEH 3 SIKMX BUKOHYE CBOIO BHU3HAuY€Hy poOoTy, a

TaKkoX BUKOPUCTAHHs BJIAaCHUX THUIIB JAHUX Ta CTaHJAPTHUX I1a0J0HIB
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nporpamyBadHs. bo6 Halictpom Takok Hamae cBoe OaueHHS OHOBJICHHUX
CTaHJapTU30BaHMUX IIA0NOHIB MporpamyBaHHs, TakuxX gk ‘“Komanma”, “Cnoctepirad”,
“OpurHaKk” Ta IHIIMX y Cy4aCHUX peajiisix BIAEOIrpoBoi po3poOku [7].

Jo 3amad moOynoBy MPaBHIIBHOT apXITEKTYPH TaKOXK BXOAWTH KEPYBaHHS CTaHAMHU.
B Roguelite irpax mpucyTHhO 0Oararo CHCTEM Ta €JIEMEHTIB SKI MalOThb MHOXHHU
CTaHiB, K1 B CBOIO YEPTry BIUIMBAIOTH HA 3arajibHuii ctad rpu. [loBuHH1 OyTH BpaxoBaHi
MPOLIETYPHI JUHAMIYHO 3T€HEPOBaHI CyTHOCTI, HAIPHUKJIA] KIMHATH, 13 3a0€3MeUeHHIM
iX IpaBUJILHOI pOOOTH Y KOHTEKCTI BCIET CHCTEMH.

[Tpu moOymoBi CTPYKTYpH KOIy BapTO AOCIYXaTHUCA ACSIKUX PEKOMEHAALId 3
JOTPUMAHHS YHUCTOTH Ta 3pO3YyMIIOCTI y Koji, mo HaBomATbes y kHU31 “Clean Code”
PoGepra Maptina Ta miJICyMOBYIOThCSI y pobOoTi Bix Supergloo, Inc. [8]. T'apHoto
npaktukoro npu BukopuctanHi OOIl BBakaeTbCs JOTPUMYBAHHSA S5 NPHUHLMIIB IO
dbopmyroTs abpesiarypy SOLID po3pob6ienux Bce Tum xe Pobeprom Maptinom y 2000
porti. [onoBHoto i1eer0 SOLID € 3MeHIIeHHs 3a71eXHOCTEeH MI>XK KOMIIOHEHTaMU KOJY.
Yepe3 BeNWKy KIUIBKICTh 3aJICKHOCTEM KO CTa€ CKIAJHINIE MiATPUMYBaTH Ta

MOI[I/I(biKYBaTI/I, a TaKOXK MOro HE MOKHa BHUKOPHUCTOBYBATH 3a MCXKaMHU 15(0)§0) KOHTCKCTY

[9].

1.4 Xapaxkrepucruka mianpUEMCTBA Ta YMOB 3aCTOCYBAHHSI KOMII’KOTEPHOI
CHUCTEMU

[HayCcTpis pOo3pOOKH BIICOITOP € OJHIEI 3 HAUOUIBII JUHAMIYHHUX, TEXHOJIOTTYHO
HACMYEHUX Ta KOHKYPEHTHHUX y CbOTOJICHHOMY CBITI. Y KOHTEKCTI MOOYI0BU
1H(hOopMaIIiitHO-MepexeBoi 1HPPACTPYKTYpH, ICHYe Oarato 0COONMMBOCTEH Ta PakTiB, AKi
HEOOX1THO BpaxoByBaTH IIPH MOOYIOBI.

CydacHl KOMIIaHii 3 pO3pOOKK MPOrpaMHOro 3a0€3MEUEHHS ONEPYIOTh BEIUKUMU
o0OcAraMu TaHHWX Y MPOIECI CBOET poOOTH, y BUIAIKY ITPOBUX CTY/ii, TAKUMH JaHUMHU
MOXyTh Oytu: 3D Moneni, 2D copailTv, Koa NpPOIYKTY, TECTOBI Bepcii I'pH, 3BYKOBI
edextn, mMy3uka Ta iHII. KpUTHYHUM (QakTOpoM y TaKuUX BUINAJKAX € IIBUAKICThH
nepefadl JaHUX, ajpKe BiJ Hel HampsMy 3aleXuTh e(PEeKTHBHICTh POOOTH Yciel

KoMaHu. Takox Ci1ij] 3a3Ha4uTH, 10 YCi 11 JaH1, Ty’Ke 4acTo, € IPUBATHOIO BIACHICTIO
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KOMIIaHIi Ta 3axWINEHI aBTOPCHKUMH TMpaBaMH. Po3poOka ofHi€l Bigeorpu MOXKe
TPUBATH POKaMH, 1 HECAHKI[IOHOBAaHE BTPY4YaHHS Y poOOTy KOMIIaHIi MOXe BiJIKJIaCTH
BUXI1J] TOTOBOTO MPOAYKTY, a00 K MOBHICTIO Horo 3ynuHuTU. Came TOMYy Ba)JIMBUM
aCIEKTOM KOPIOPAaTUBHOI MEPEX1 BIICOITPOBOI CTY/II € 11 3aXUIIeHICTh. BUkopucTanHus
PEKOMEHIOBaHUX O€3MEKOBUX MPAKTHK, HAIIWHUX MPOTOKOJIB Ta TEXHOJIOTIH a TaKoX
HIBUKICHOI Tepenavyl JaHuX J03BOJIg€ KOMIMaHii 3a0e3neuyBaTH CBOIO €(QEKTUBHY
poOOTY, BIACYTHICTh 3aTPUMOK 3 TEXHIYHHUX NMPUYUH. Y poOOTI CTymiii 4acTO MOYKHA
no0aYNTH BUKOPUCTAHHS XMAPHUX CEPBICIB JJII BUKOHAHHS TAaKHUX 3a/1a4 SIK: XOCTHHT
ITPOBUX CepBEpiB, CUCTEMHU OHJAWH AUCTpuOywlii Bigeoirop, 30epiraHHsS JaHUX Ta
IHITUX, TOMY 3a0€3IleYeHHs IIBUIAKOTO Ta HAIIMHOTO 3B 3Ky € BaXKIWBUM JUISA
B3a€MO/II1 3 BIIJIAJICHUMU CEpPBiCaMHU.

O6’exTOM BIPOBAKEHHS CTaHE BIJIEOIrPOBA CTYis, 1110 MA€ OAUH BeIUKUH odic,
y SKOMY pO3TalllOBaHO OCHOBHY MEPEXY MiANPUEMCTBA, a TAKOXK BIJITATICHY JIOKALIIO B
SAKOMYy Oylle 3HaXOAWTHCh OJIUH 13 BUIAUIIB 1HXEHEPIB MPOrpamMHOTO 3a0e3MedeHHS.
OpranizaIiiiiHo, KOMIIaHisl pO3/iJeHa Ha Takl CTPYKTYPHI MIAPO3IIIU: MapKETUHT Ta
yIpaBIiHHS, JW3alHEePChKUN BN, BIAALI PO3POOKH Ta TEXHIYHUHN Bimaia. Bimminu
PO3pOOKH Ta TEXHIYHOTO OOCIYTOBYBaHHS MiMOPSAIKOBYIOTHCSI TOJIOBHOMY 1HXEHEpY,
TU3aMHEPChKUI  BIIUIII Ma€ BIACHOTO KEpiBHMKA — JW3aiiH JgupekTopa. Bimmin
MapKETUHTY Ta YIPaBIiHHS 3HAXOMUTHCSA Y MPSAMOMY MiAMOPSAIKYBAaHHI T€HEPATHHOTO
OUPEKTOpa CTY[li, TaK caMmMO K 1 TFOJIOBHUM 1HXEHEp Ta OU3ailH TUpeKTop. biumbm
JETaJTbHUM PO3MOALT BIIAUTIB 300pakeHO Ha OpTraHizamiiiHii CTPYKTYpHIH cxemi
MIMPUEMCTBA (PUCYHOK 1.8).

VY Biggim po3poOku HapaxoByeThcs 342 MpalliBHUKIB, IO BPAXOBYE MOJIOJIIIHIMA
KEpIBHUI CKJIaJl Ta TOJIOBHOIO I1HXKEHEpa, NU3aiHEpChKUU BIAMII CKIafaeTbes 3 142
0ci0, MapKeTHHT Ta yHpaBiiHHSA MaloTh 137 ocib Ta B TeXHIYHHUI BiIT HapaxoBye 44
cniBpoOiTHukH. [Ipu BuOOpI Ta miIaHyBaHHI MPUMIIIEHb CTYy/li, HEOOX1THO BpaxyBaTu
IUIOLLY JUIsl PO3MILIEHHSI KOXHOTO 31 CHIBPOOITHUKIB, OJHE O(iCHE MICUE MOBHUHHO
3ailMati He MeHme 6 M.kB. BiacTaHp MDK OCHOBHMM oO(dicoM KoMMaHii Ta ii

BiIJIaJIeHUM 0(icoM CKJIafae 3 KITOMETPH 10 MPSIMIH.



["enepanpHMi TMPEKTOP
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Jnzaiin tupeKTop

MapKeTHHT Ta YIpaBJIiHA

T"onoBHwMIT iHXKEHED

JluzaitHepChKUiA BIILIIT
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Bimmin po3poOku

Jluzaiinepy mepcoHaKiB

TexHIYHMA Bl

DIiHAHCOBHII BIAIIT

["onoBHi nporpamicti
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CucTeMHi aAMIHICTPaTOpU

Bimmin kagpis

[Tporpamictu

JlmsaiiHepu JOBKIJUISA

Caysx0a miITPIMKHI KITi€HTIB

3BYKOBI OH3aifHEpH

Pucynoxk 1.8 — OpranizatiiiHa CTpyKTypa TiANIpUEMCTBA

DevOps Bigain

TectyBanbHUKH

(44
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Koxen migpo3ain MigOpUeEMCTBA PO3TAlIOBAaHUN Yy BJIACHOMY BHIIICHOMY
npumimieHHi. Ha mimaHi oCHOBHOTO TpUTIOBEPXOBOTO 0dicy KOMMIaHIi MOXKHA TTOOAYUTH
PO3MOLT BIAJLIIB 32 MOBepXaMu Ta KiMHaTamu. Ha pucynky 1.9 300paxeno mnan 1-ro
MOBEPXY, J€ 3HAXOAUTHCS BIIJIUT MApKETHHTY Ta YHPABIiHHA, IO BKIIOYAE
TeHEPAIBHOTO JAUPEKTOPA, a TAKOXK B TEXHIYHOTO 3a0€3MEUeHHs] MOpyd 13 SKUM

PO3TaIIOBAaHO CEPBEPHY KiMHATY.

.. @i 3 Binain O O
Texniunui Bigain Cepsepua s Kapi
i - o
- PN VAR PN T P :

' B HB H

Cuayx0a miATPMMKHU KJIi€HTIB Mapxketosnorn O O

-t | B 8 3

70 m.

Pucynok 1.9 — [1nan 1 moBepXy 0CHOBHOTO 0odicy

Ha papyromy moBepci po3TamioBaHO BIIIII PO3POOKH Yy TIOBHOMY CKJIafi

(pucynoxk 1.10).

momme|e|alalale
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25 M.

70 m.

Pucynox 1.10 — ITnan 2 moBepXy 0CHOBHOTO oicy



24
Ha TperhoMy mOBepci pO3TAmIOBYETHCS BN W3aiHY, A€ KOXKHHM

Creliali30BaHui BIJ/ILT Ma€ BIacHe MPUMIIIEHHS Ui poOoTu (pucyHok 1.11).

Jlu3aiiHepu mepcoHaXKiB

3ByKoBi Au3aiiHepu

momme|e|alalale
e BEBEE

[

.
i
.
N
i

25 M.

YT

Ju3aiiHepu nepcoHaKiB

70 m.

Pucynok 1.11 — Ilnan 3 moBepxy ocHOBHOTO 0dicy

Binnanenuii ogic 3HaXOIUTHCS HA APYroMy moBepci iHIIOi odicHOi OymiBii, B

HbOMY PO3TalIOBYIOTHCS MPALIBHUKHU BIJUIUTY pO3poOKu (pucyHoK 1.12).

all o
|u©
M ] Mo V] ZIEZ
aifme
i
}
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MM ]
50 m.

Pucynok 1.12 — I1nan noBepxy BiagaJIeHOTO odicy
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1.5 TexHousiorii kepyBaHHs, iH(popmauiiiHe 3a0e3NeYeHHs], BH3HAYCHHS
(yHkuii cucremu

[loOynoBa eQeKTUBHUX Ta 3axXUIIEHUX 1HPOPMALIHHO-MEPEKEBUX CHCTEM €
KOMIUIEKCHOIO 3aJa4el0 Ta MOTpe0ye BUKOPUCTAaHHA OaraTbOX MPOTOKOMIB Ta
TEXHOJIOT1H, KOKHA 3 SKHUX BIJIOBIJIa€ 3a BUKOHAHHS TEBHUX (YHKIIH CHUCTEMHU.
BpaxoByroun xapakTepUCTUKy Tally3l Ta CTPYKTYpy KommaHii, Oyne peai30BaHO
HACTYNMHHM Tepenik (yHKIH: 3a0e3neueHHs cTabUTbHOTO Ta MIBUIKOTO 3B’SI3KY MIXK
MiIpO3/iIaMu, 3a0e3MeueHHs] 0e3MeKu AISTILHOCTI Ta JJaHUX KOMIaHii, HaJlalTyBaHHS
BJIACHOI CEPBEPHOI KIMHATH 3 peaizaiicro MepekeBux PyHKIii Ta GyHKIlii 30epiranHs
TaHUX.

[npopmariiitHe 3a0e3n€UYEeHHS CHUCTEMHU MOBMHHE MOKPUBATH UIMPOKHI CIEKTP
3a/aq, ajpke CTPYKTypa KOMIIaHIi € KOMITIEKCHOIO, Yepe3 II€ KOKEH BIJIT MmoTpedye
BJIaCHE MporpaMHe 3a0e3nedeHHs JUIsl BUKOHAHHS CBOIX (YHKIA. Bigginu mocTiiiHO
OOMIHIOIOTECA 1H(GOpMAIlIE€I0 Ta JOKYMEHTAMHM OJWH 3 OJHUM, JUJIsi IbOTO HEOOX1JTHO
3a0e3MeunTy MpaliBHUKIB MakeToM o(icHUX 3acToCyHKiB, Hampukiag Office 365 abo
Libre Office. OOMiH (¢ailaMu Ta TOBIIOMJIEHHSIMH MOXE TMPOXOAUTH Y
KopriopatuBHOMYy MeceHxkepi, Office 365 mae ms mboro Microsoft Teams, mpote € i
iHm pimenHs Taki sk Slack a6o Element. Bigminm po3poOku Ta TEXHIYHHN BiJUILT
NOTPeOyIOTh JOCTYIY 10 CUCTEMU KOHTPOIIO BEPCii, NIl MIATPUMKH CTaOLILHOIO Ta
OJTHOPITHOCTI KOJy pPO3POOJICHUX NPOAYKTIB KoMmmaHii. JIJIT 1bOro MOXKHA MOXKHA
PO3TOpPHYTH CHUIBHUN pEno3uTopii Ha OCHOBI TexHonorii Git B sikoMy OyayTh
30epirarucs yci akTyaljibHl JaH1 IIPO MPOEKTH a TAKOXK 1CTOPisi BHECEHUX 3MiH.

KepyBaHHsi, MOHITOPMHT Ta MIATPUMKAa CHCTEMH TOBUHHI TPOBOJUTUCS Ha
MOCTIMHIA OCHOB1 CHIBpOOITHUKAMHU BIJIUTY TEXHIYHOTO 3abe3redeHHs. MOHITOPUHT
Mepeki MOKe 31MCHIOBAaTUCH 13 3aCTOCYBaHHAM NpoTokoiay SNMP, a Takox mpoTokoiry
NetFlow Bin kommanii Cisco. Jlns aBromaruzaiiii oHoBieHb KoHpirypariit [IK moxna
BukopuctoByBatu Windows Active Directory mist cucrem 3 OC Windows, y BUnaaky
SKIIO Yy KOMIAaHii 3acTOCOBYIOThCsI XocT Ha ocHOBI OC Linux a6o MacOS, moxHa

BUKOPHCTATH OyJlb-sKY 1HIIY CITy>K0y KaTajoriB Ha ocHOBI mpoTokoiry LDAP.
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1.6 O icHyrounx cnoco0iB 00po0ku Ta nepenayi ingopmauii, NPpUHIMIIIB
1no0y10BH, BiIOMHUX pillIeHb y rajaysi

[mobanbHa Mepexka Ha ChOTOJHIIIHINA JeHb MOOylIOBaHAa Ha OCHOBI MEPEXEBOTO
creky nportokoniB TCP/IP. Jlanmii cTek BKIIIOYAa€ BENUKY KIUIBKICTh MPOTOKOIIB, IO
NoJIIJIeH] Ha 4 PiBHI, KOXKEH 3 AIKUX BUKOHYE BIACHI (PYHKIII.

KananpHuii piBeHb nepefayl JaHUX HalyacTille € MpeICTaBIECHUM IMPOTOKOJIOM
Ethernet, sxkuii momineHUN Ha pi3HI CTAHAAPTH Yy BIAMOBIAHOCTI JO IIBUIKOCTI Ta
HAJIHHOCTI TIepeadl JaHuX, Ha JIOKAJbHOMY PiBHI HAWIOMYJISPHIIMIUMHU CEepeJl HUX €:
100BASE-TX ta 1000BASE-T. Taka xomb6inamis 3 kabemiB y 100 ta 1000 M6it/c
JI03BOJISIE THYYKO PO3IMOAUTUTH MOTpedbu [HTepHeT Tpadiky cepen XOCTiB Ta MPH LbOMY
3a0e3neunty Oe3nepepBHUN JOCTyln. B skocTi (I3MYHMX MNPOBIOHUKIB I LHMX
CTaHJApPTIB BUKOPUCTOBYIOThCA Kabemi Butoi mapu CatS mis 100 Mo6it/c Ta CatSE s
1000 M6it/c.

Ha mepexeBomy piBHI AJis aapecallii KOpUCTyBaviB J10C1 JOMIHY€E MPOTokoa [Pv4,
HE3Ba)XAIOUM HAa CBOIO MOpabHY 3acTapurictb. OOmagHaHHS CyMiCHE 3 TPOTOKOJIOM
[Pv6 mocTtynoBa BXOAUTH 10 OOIrY, MPOTE HOro MOKPUTTS BCE 1€ HE € JOCTATHIM ISt
MOBHOTO IIEPEXO/y M00aIbHOI MEpEeKi.

TpancnoptHuii piBeHb 3a0e3neuye nepenady JaHuX 3 BUKOPUCTAHHIM MPOTOKOJIIB
TCP Ta UDP. TCP BUKOpUCTOBY€TbCA NpH HEOOXIIHOCTI HAAIMHOrO 3B’A3Ky Ta
rapaHTOBAaHOTO JOCTaBieHHS moBigomieHb, UDP € mpoctimmM mnpoTokonom i
BIJIMOBIJAa€ BHUKIIOYHO 3a HAJCWIAHHS JAaHUX, 3aJUIIAI0YM BIAMNOBIAAJBHICTH 3a iX
MOBTOPHY Nepeaayy Ta 00poOKYy MOMUIIOK Ha MPOTOKOJIW BULIOTO PIBHSL.

[lpuknagHuii piBeHb NPOIMOHYE HANPI3ZHOMAHITHINIY MiAOIPKY MPOTOKOJIB MJis
BUPIIIECHHS IUPOKOTO CIEKTPY 3ajad. HalBa)KIMBIIIMMU B KOHTEKCTI JaHOI poOOTH €
nporokonu: DHCP, HTTPS, DNS, FTP, TFTP. HTTPS ta DNS mnparittoroTs y mapi st
3abe3neueHHs ajnpecanii cropiHok y wmepexi I[uteprer, DHCP Bukonye ¢yHKIII0O
aBToMatuuyHoro HajganHs I[P agpec xocram y wmepexi, FTP ta TFTP 3aiiicHIOOTH

nepenavy (aiiiB yepes Mepexy.
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1.7 AHaJXITHYHUH OIIAX iCHYHO40I TONOJIOTII TAa MOKJIMBOCTI il PO3BUTKY Ta

MOKPAIlCHHA

JloriyHa TOMoOrisE MEPEX1 3T1IHO 3 MOCTABJIEHUM 3aBJIaHHSAM Ha KBaji(iKaliiHy

po0OTy Ma€e HACTYITHHUM BUIIIS;

172.24.232.0/21 LAN 4
LAN1 Bigganenwii oic nporpamictie: 121
LAN2 Mporpamicti: 221

SoftwareEng VLANSD f0/4-14

d ) gl Menegement VLA 1620
_ /":ﬁ—z
LAN3 TexHiunwii Biggin: 44 e i

HTTPS/FTP Server

)
T

LAN4 NuaaiiHepn: 142 J“i
LANS MapkeTuHr Ta ynpasniHHa: 137 outer Lanz_Lang
— 10.1.3.0/24
e WAN
/E-_Ruuter
= -
L
Marketing VLAM 10 f0/4-0/8 LAN3 JRouter
CustomerService VLAN 20 0/9-0/14
Management VLAN 30 f0/15-0/20
Swich1 i ¢ )
N_3

DNS Server

‘ 209.165.202.0/30
Router
—

[
ISP_Router

209.165.201.5/28

l"i‘:’:-ﬂ 64.100.13.0/30

LAN1_kuter

LAN1

LAN1_1 LAN1_2

Pucynox 1.13 — Jloriuna cTpyKTypa KOPIOPaTUBHOI MEpExKi

3 aHOi CXeMM MO)XXHAa [OO0AYUTH, L0 y OCHOBHOMY OQicl 3HaxoauTbcs 4

migMepexi, SKi po3AUIeHI MDK BiagiiamMu Kommadii. Y JjokanbHid Mepexi NeS5 Ta

JoKanbHIN Mepexi Ne2 HeoOX1HO pO3rOPHYTH BIPTyasibHI JOKAJIbHI MEPEX1 ISl OLIbII

edexTuBHOrO po3noauty Tpadiky Ta miIBHUIICHHS Oe3neku iHpopmailii, 0COOIUBO y

BIJUTUTI MApKETHHTY Ta yNpaBiiHHA. JJig po3TanioBaHUX y MEPEXi cepBepiB MOTPIOHO

3a0€3MEeYUTH CTAaTHYHI aJpecu ISl IOoOaIbHOI JOCTYHMHOCTI. Y paMKax pPo3poOKH

KOMIT FOTEpHOT CHCTEMH HEOOXiTHO Oyle PO3IMMPUTH Ta MPOTECTYBATH IMOKPAIICHY

TOMOJIOTIi MepexXi, pO3pOOUTH TEXHIYHI BUMOTH JI0 CUCTEMHU a TaKOX crenudikaiito

arapaTHUX IPUCTPOIB.
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1.8 O0rpyHTyBaHHSI BUOPAHOI'0 HANIPSIMKY BHPilLIEeHHSA 3a1a4i

[Tporec mpoexTyBaHHS Oy/b-SKOTO MPOTPAMHOTO MPOAYKTY 3aBXKAH € TIOB’ I3aHUM
3 TEXHIYHMMH Ta TBOPYMMH BUKIHUKAMH, 1€ OCOOIMBO CTOCYETHCS BiJIEOIrPOBOI
po3poOku. IcHye Gararo BU3Ha4Y€Hb, SIKI BIIPI3HSIOTH BIJCOITPU BiJl IHIIUX MPOIYKTIB,
AKIIO 00’€THATH AEAKi 3 HUX, TO MOKHA BU3Ha4UTH 10 O3HAK, SKi € BOXIMBUMH IS
Bimeorpu [10]:

- B IrpH TPAIOTh 31 CBOEI BOII;

- y irpax € Imuii;

- y irpax € KOHQJIIKT;

- y Irpax iICHYIOTbh IPABUIIA;

- y irpax MOKHa BUTPABaTU Ta MIPOTPABATH;

- ITPH € IHTEPAKTUBHUMU;

- y Irpax iCHYIOTbh BUKIIUKH;

- Irpy MOKYTh CTBOPIOBATH BJIACHY BHYTPIIIIHIO I[IHHICTb;

- Irpy TOBUHH1 OyTH 3aXOIUIMBI;

- iIrpH € 3aKpUTUMU (HOPMATBHUMH CHCTEMaMH.

BiACyTHICTB IeSIKUX 3 MUX O3HAK € HOPMAJIBHUM IS TPH, TIPOTE CIIIAYBaHHS HUM
MIJBUIIY€E IIAHCH 3pOOUTH LIKABUH Ta MOTPIOHUN MPOAYKT, Ta MIABULIYE PO3YMIHHS,
o BUpi3HAE Bingeoirpu Bia iHmoro [13 Ta nudpoBux possar. IcHye omHa o3Haka sika
00’eqHye ycl irpu — 1ie¢ BUpilIeHHs mpooOieM. Konu acmekt BHpIlICHHS MpooOiieM
BUJIYYa€ThCS 3 TPH, BOHA TiepecTae OyTH IPOIO 1 CTA€ MPOCTO 3BHUAWHUM 3aHITTAM, SIK
HaIIPUKJIaJl PO3MOBH 3 APY3sIMHU a00 (p13MIHA aKTUBHICTb.

[Tpu cTBOpeHHI TpH, MEPIIOYESPTOBUM MUTAHHSIM €, YOMY T'PaBIll TPalOTh y irpu?
YoMy BOHM BHAUIAIOTH Yac Ha T€ 100 3alyCTUTH TPy HA CBOEMY KOMIT IOTepi abo
tenedoHi 3aMiCTh TepersLy KiHo, BiAeoponuky abo nmoxoay a0 mysero. 1106 3pobutn
YCHIIIHY Ipy HEOOX1THO PO3yMITH BIJIMIHHOCTI LHUX ()OPM MPOBEAECHHS BUIBHOIO Yacy
Ta BUKOPUCTOBYBATH X JJII CTBOPEHHS HAWKPAIIOTO IrpOBOTO OCBiMy. barato rpasiiis
JTOOMSATH TPaTh B irp, TOMY IO BOHM HAJAOTh BUKJIMKH. KoMy JMOnMHA CTHKAETHCS 3
TPYIHOIIIAMH, a TIOTIM JI0JIa€ 1X, BOHA YOTOCh HaBYa€ThCs. HeBaxknnBo, uu 11e 3aBIaHHs

B MIAPYYHHKY 3 MaTeMaTWKd, Yd B KOMM'toTepHidl rpi. CkiaaHi irpu MOXYyTh OyTd
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HAaBYAIBHUM JOCBioM. Takok rpaBili OakaloTh OTPUMYBATH BJIACHUH YHIKaIbHUN
JOCBiZ. Alle IrpH BIAPIZHSIOTHCA BiA IHIIUX 3aHATh, TAKUX SK YWTAHHA KHUTH YU
neperis] Bieo, OCKUIBKM BOHHM HAJalOTh TPABISM IIOCh JJIsi B3a€EMOJii, TOCBiA
pearyBaHHs NpPOAYKTYy Ha ixH1 Oli. fIk 1 B 1HmUX (opmax po3Bar, rpaBll MOXYThb
ITyKaTH TEBHOI €MOIIIIfHOT BHHArOpoJIM, KOJW IparoTh y Bigeorpy. Emorii, sxi irpu
3/1aTHI BUKJIMKATH y TpaBliB, HA0araro CWJIbHIII, HIX Ti, [0 MOXXHA BIIYYTH B THIIUX
Mejia, e JOCBIJ MEHII 3aXOIUIMBHM 1 € Ma€ 3Ha4YHO MEHIIE OCOOMCTOrO 3ay4eHHS
[11]. IcHy!OTH 1 1HIII MPUYMHHA Ta CTUMYJW TpaTH y BIAEOIrpHU, TIPOTE Il € OJHUMH 3
HaWBaXJIUBINIUX Ta BIUTMBOBUX.

Otxe, ipu po3poOItl mpoekty 2D-Roguelite rpu BaximuBO mam’siTaTH HE TUIBKU
PO OCHOBHI OCOOJIMBOCTI KaHpy, a 1 PO O3HAKH BiJieoirop 3arajiom. JlaHui irpoBuid
JKaHp TaKOX CTaBUTh YHIKAJIbHI BUKIIUKH JIJISl 3a7yUYEHHS TpaBlisd, HEOOX1AHO 3aTATHYTH
IPaBI y ITPOBHM IUKJI, IO MOCTIMHO 3MIHIOETHCS 3aBASKH MPOLEAYPHIN TeHepallii.
Came yepe3 11e MOIYTbHA CTPYKTYypa MOOYI0OBH MPOEKTY Ta HOTO CHUCTEM, € BaXKIUBOIO,
a/pKe JIOJJaBaHHS HOBOTO KOHTEHTY JO TpU Ta HOTO OHOBJICHHS € Ba)JIMBUMU
eJIeMEeHTaMu 30€epeKeHHsSI yYBaru Ta 3allikaBJI€HOCTI rpaBld. BaxiauBo 3a3HauuTH, 1110
2D mpocTip po3podku Oyiio 00paHO HE TUIBKU Yepe3 BIAHOCHO MPOCTOTY y MOPIBHSHHI
3 MOBHOIIHHOIO 3D-1I01MHO0, a 1 Yepe3 akTyalbHICTh JJIs K IS 0OpaHOTo KaHpy
TaK 1 JUIs 1HAYCTpIi B LIJIOMY, II0 MOXKHA MOOAUMTH HAa OCHOBI MPUBEIEHUX paHIIIE
MNPUKIIAIIB.

B saxocti irpoBoro pymis s mpoekty Oyiao o6pano Unity 6.0, mo Oyno
3YMOBIJICHO JICIKUMU MparMatudHuM (akropamu. [To-nepmie, Unity mIpomoHye MIHPOKY
MIATPUMKY Ta €KOCUCTEMY JJIsi CTBOPEHHS 2D-TIPO€EKTIB, 110 JO3BOJISIE 3POOUTH MTPOILIEC
PO3pOOKK OUIBII 3PO3yMIIUM, 3 MOXJIHMBICTIO PO3POOKH ISl JEKUIBKOX IUaTdopm
ogHouacHo. [lo-mpyre, Unity mae BelIMKy KUIBKICTb PI3HOMAaHITHHUX PECYpCIB st
pO3pOOKM 1rop AOCTYyIHUX 3a OAHUM KIIKOM Ha ix mmiaTdopMi, IO JO3BOJISE
PO3POOHUKY 30CEPEAUTHUCS Ha YHIKAJIBHUX OCOOJIMBOCTAX BJIACHOTO IIPOEKTY Ta
BUKOPHCTOBYBAaTH PECYpPCH Ta IHCTPYMEHTH po3po0ieHi iHImMMH aBropamu. [lo-Tpere,
B JAHOMY KOHTEKCTI MUTAHHS JIIIE€H3yBaHHS TOTOBOTO MPOAYKTY HE € KPUTUUHUM, aJ[Ke

MPOEKT BUKOHYETHCS B aKaJAEMIYHMX LIIAX Ta Oyle MpelCTaBsATH 13 ce0e MpOTOTHUIl
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KU He Oyle OTpUMYBATH MTPUOYTOK.

B sikocTi BizyasibHOTO cTHIIIO Oyiio 0OpaHo mikcenbHy rpadiky. Hes3axkarounm Ha
CBOIO JIaBHIO ICTOPII0 Ta MOXJIMBE BITUYTTSI 3aCTApuIOCTi, JAaHUM CTWIb BCE WIE €
MOMYJSIPHUM ~ Cepell MaluX pO3POOHUKIB Ta KOPUCTYETHCS TIOMMMTOM  CEPel
KOpuCcTyBauiB. JlaHuii BuOip 0OyMOBJIEHUN HE TUIHKU MOMUTOM KOPUCTYBauiB, a 1 TUM
daxkToM, 1O IS PO3pOOHMKA, CTBOPECHHS MU3alHIB € JICTHIOK 3aJa4ei0 HIXK MpH
BUKOPHCTaHHI 1HIIUX BI3yaJIbHUX CTHIIB. [IpakTuyHO Oyab-sfika JIIOMWHA Mae
MOXJIMBICTh CTBOPIOBATH 0a30Bi AM3aifHU 0€3 POKIB HAaBYaHHS Ta MiArOTOBKH. [HIIOIO
NEPeBarol0 € 3MEHIICHHS 3arajJibHOl Bard ITPOBOTO TIPOEKTY, apKe [U3alHU €
HEHMOBIPHO MaJIUMU 3a PO3Mipamu, 0 TAKOXK BIUIMBAE 1 HA MPOMYKTUBHICThH KiHIIEBOT
rpu [12].

Otxe, B sSIKOCTI pimieHHs 3 po3poOku mporotuny 2D-Roguelite, 6yno oOpano
pymiit Unity 3 1oTpuMaHHSIM MOAYJIBHOI apXiTEKTypH IMPHU HAMKMCaHHI KOay. B sikocTi
BI3yaJIbHOTO CTUJIIO OOpaHO IIKCEJbHY CTHJIICTHKY, SIKa IOJIETIIUTh BUTOTOBJIEHHS
IU3ailHy TPU Ta TMOJETIIUTh ONTHMI3allil0 ITPOBOTO MPOIECY Ta MPOAYKTHUBHICTS.
IrpoBuit nporec Oyne moOymoBaHui Ha KOMOIHAIlIl MPUHIIMITIB 3aCTOCOBaHUX y “Slay
The Spire” ta “Enter The Gungeon”. Ha mouatky irpoBOro LUKy HpPOLEIYyPHO
TeHEePYEThCS Marla, Ha SKii OyIyTh PO3TAIIOBYBaTHCS BEPIIMHU pi3HUX TUMIB. [lpu
BUOOpP1 BEPIIMHU 3 3alUIAHOBAHOIO CYTHYKOK 13 CYNPOTHUBHUKOM, Oyle MPOIEAYpPHO
3r€HEPOBAHO PIBEHb, HAIIOBHEHWI 3a3JaJieriib CTBOPEHHUMH KIMHATaMH 3 BOPOTAMH.
TakuMm ynHOM TpaBellb Oyae nepecyBaTHCs BepIIMHAMU 10 (iHAIBbHOI TOYKH e Oyae
po3raiioBaHo 6occa piBHSA. CTpyKTypa rpu NMOBHMHHA BignoBigatu Use-case Jiarpami
HaBeJIeH1M Ha pUCyHKY .14

B sikocti miiardopmu juist po3poOku Oyne odpano 30ipky s cucteM Windows, a
Takok WebGL 117151 MOKITMBOCTI XMapHOTO PO3TAITYBaHHS Ta MOXKJIMBOCTI TPaTH TIPSIMO
3 BikHa Opay3epa. {7 XxMapHOTO po3TalryBaHHS MPOEKTY Oyle BUKOPUCTAHO CTOPIHKY

Ha pecypci itch.io.
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Mopazka 3adiry

éﬂ KOHAHHA DyKHIT
BEPLLMHA

MeHio 3 onucom
CXEMM YMPEENIHHA

Mexio
"TMoky
nepcoHaxa"

Mopazka zafiry

Mo¥NHBICTE EMTPATHTH
BankTy HapaxysanHa
BaniTH Nporpeci

Pucynok 1.14 — Use-case miarpama irpoBoro mpoiecy

Movatok rpu Ta
reHepaLlia Manu

Mexro "Touary rpy”

Actor

Mepewmora zadiry

BpaxoByroun mocrtaBieHi 3ajiadi, peanmizailis KOMII IOTEPHOI CHUCTEMHU MOBHHHA
OasyBaTucs Ha HaWOLIBI e(PEKTUBHUX, HAAIWHUX Ta MOMYJSIPHUX PIMICHHSIX Yy Taly3i.
3’eaHaHHs JIOKaJIbHUX OQICIB 4Yepe3 mmoOambHy Mepexy Oyne NpoBOAUTHCA 3a
JIOTIOMOr0r0  HayramToBaHoro  VPN-tyHemo 3a  gomomoror  mporokony  IPsec.
OnTuManabHUM PILIEHHSM Y JOBT1M MEepCreKTHB1 Oy/ie pO3MIILIEHHS OCHOBHOI CEPBEPHOI
iH(GpacTpyKTypu Ta cuUcTeM 30epiraHHs JaHWUX JIOKAJIbHO y BHUAUICHIH CEpBEpHIiH.
Menm BaxJIMBI 3aBAaHHS, SIKI MAlOTh CXWJIBHICTH IIBHJIKO MacuTaOyBaTHCS y 00’ eMi
HEOOX1THUX JJI1 BUKOHAHHS pecypciB, OyayTh MOKJIAJaTUCA Ha XMapHI CepBiCH.
ApxiTekTypa Mepexi Ta ii amapaTHe 3a0e3leueHHs MOBMHHI BIAMOBIIATH TEXHIYHUM
BUMOTaM IOCTaBJIEHUM JI0 CHCTEMH, a TaKOX 3aJ0BUILHATH MOTPEOH MOTEHIIIHOTrO
po3mmpeHHs kommadii. JlokambHi Mepexi B AKuUX BimOyBaeTbcs — Tepemada
HAWBaXJIMBINIUX JaHUX MOBHWHHI OyTH TMOAUICHI HA BIPTyasibHI JIOKAJIbHI MEpPEexkl s
Ou1b1IOT Oe3rekn Ta eeKTUBHOCTI BUKOpUCTaHHs Tpadiky. [IIBuakicTh 3’€nHaHHS 10
KOXKHOI 3 JIOKaJbHUX MEpEeX MOBHHHA BiamoBigatu craHmapTy Gigabit Ethernet 3i

mBuIKicTIo nepenadi 1000 Moit/c.
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1.9 Mera i 3axaui po6oTn

MeTtorw poboTH € NOCHIIKEHHs] IpOo0JIeM Ta pillleHb, OB’ A3aHUX 31 CTBOPEHHSIM
BiJICOITPOBUX TPOCKTIB 3 BUKOPUCTAHHSM TUHAMIYHOTO, MPOIEAYPHO 3TCHEPOBAHOTO
irpoBOrO OCBiAYy. BakmuBUM acmekToM € CTBOPEHHS MPOAYKTY, sIKUH Oyae 3aimydaTH
rpaBlsl Ta JO3BOJIMTH OTPUMATH yHIKaJbHUW Ta I[IKaBHU IrpoBHil 1ocBia. Mepexesa
YacTWHAa POOOTH Mepeciiiye METy BU3HAUEHHS ONTHMAJbHUX pillleHb NOOYI0BU
HAMIMHUX Ta €(QEeKTUBHUX KOPIOPATUBHUX MEPEXK [UIsl Cy4YaCHHX KOMIIaHId 3
nmoTpedamMu y rnepenadi Ta onepyBaHHI BEIUKHUMHU 00CsATaMU JaHUX.

3amadero € po3poOka mpororurny 2D-rpu y sxanpit Roguelite 3 BukopucranHsIm
irpoBoro pyuwss Unity Ta peanmizauii aaropuTMiB HpPOLEIYypHOI Te€HEpalii IrpoBOro
nocBimy. Jlo po3poOku HEOOXITHO 3aIyYUTH Cy4acHI MPAKTUKU HANKCaHHS
e(eKTUBHOr0 Ta 4YUTAOENbHOro nporpamHoro komay. Ctuimictuune odopmiieHHs Oyne
BUKOHAHO y MIKCEIbHOMY CTHI. JIJIs MIATPUMKH MPOTrpaMHOro MPOIYKTY HEOOX1AHO
noOyyBaTl IIBMJIKY Ta HaJAliHYy KOMII'IOTEPHY MEpEXY 3 MIATPUMKOI0 XMapHOIrO
PO3MIIIICHHS JAHUX, 3aXUIICHOK Mepexer 3 peanizainielo VPN-TyHenmo Mix
BlIJTaJICHUMU OicaMHu.

HanamryBaTy mpoTOKoJ JUHAMIYHOT MapIIpyTU3aiii MK poyTepaMH, a TaKOX
HajawmrtyBaTu ctatuuHl aapecu NAT nins cepsepiB kommanii Ta PAT nis 1HIIUX XOCTIB,
3apaau 3a0e3nedeHHs 0€3MeYHOr0 3B’ 3Ky 13 30BHILIHIMU MepexamHu.

VY Bu3HaueHUX MiApo3auiax HeoOxingHo HajamTyBath VLAN wmepexi, Ta
PO3AUINTH iX 3 BpaXyBaHHSAM CTPYKTYPHHUX IT1JIPO3/LIIIB.

Po3pobutu  apXiTeKTypHE pillIeHHS KOPIIOPATUBHOI Mepexi Ta miaioparu

BIJIMOBIHE MepexeBe 00J1aTHaHH 1)1 TOOYJ0BH MEpEXki Ta Ha HOrO OCHOBI.
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2 PO3POBKA AITAPATHOI YACTUHU KOMII’IOTEPHOI CUCTEMU
MIAIPUEMCTBA

2.1 Po3po0ka TexHiYHUX BUMOT 10 CUCTEMH
Ilepen mouaTkoM poOOTHM HaJ CTBOPEHHSI KOMII IOTEPHOI CHUCTEMH, HEOOXIJTHO
HAnuCcaTH TEXHIYHI BUMOIM 3T1IHO SIKMX Oyle MpOBOIMUTUCH po3poOka. Bucrasneni

TEXHIYHI BUMOTH JI0 CUCTEMH, 3HAXOIATHCS Y JOJIaTKy A 1€l poOOTH.

2.2 Po3po0ka anapaTHoOi YaCTHHH CUCTEMH

2.2.1 IToOynoBa cxeMH KOMILJIEKCY TEXHIYHUX 32C00iB KOMII’IOTEPHOI CUCTEMU

BpaxoBytoun po3po0ieHi TeXHIUYHI BUMOTH, ICHYIOUY TOIOJIOTII0 MEPEXKi a TaKOX
METy Ta 3aBAaHHS 1€l KBamidikamiiHoi poOboTH, OyI0 PO3pOOIEHO CXEMY KOMIUIEKCY
TexH1yHUX 3ac001B (KT3) koM F0TEpHOT CUCTEMU BiICOITPOBOI CTY/Iii, BOHA 300pa)xeHa
Ha pUCYHKY 2.1.

CrpykTypHa cxeMa pO3jAUIeHa Ha PIBHI 3riJHO JI0 1€papXivyHOi MOJAEN MEpexi
po3pobaeHoi komnaniero Cisco. Y Mojieni Ta Ha cXeMl1 BU3HAY€HO Taki PiBHI:

— PiBenp simpa — HA 1ILOMY PIBHI 3HAXOIATHCS MPUCTPOI IO (POPMYIOTH AIPO

MepeXi Ta BHUKOHYIOTh IIBHAKE 1 HaJiiHE TNEpecuIaHHs OCHOBHOIO 0O0CATYy

Tpadiky. Ha manomy piBHI 3HAXOAUTHCS MapIIPyTHU3ATOP Ta Mepexka mpoBaiiaepa

(ISP).

— PiBeHb po3noainy — Ha IOMY PIBHI PEaNi3yIOThCA MapIIpyTH3ALis s

IHANBITyalbHUX  JIOKAJIBHUX MEPEeX, Ha JaHOMY pIiBHI  3HAXOIATHCS

MapHIpyTU3aTOpd OCHOBHOTO Ta BUIIAIGHOro odicy, 10 0e3MocepeIHbO

MI1JIKJIFOYEH] 10 JOKAJTBLHUX MEPEeX MiANPUEMCTBA.

— PiBeHb noctymy — piBeHb Ha SIKOMY B1JI0YBAa€TbCS KOMYTAIlisi Ta PO3MOALI

MAKeTiB JIJIs KIHIIEBUX KOPUCTYBadiB. MeTa JaHOTO PiBHS MIIKIIOUEHHS BY3JIiB 10

OCHOBHOT MEpeKi, TOMy Ha I[bOMY PiBHI 3HaXOAATHCSA YCl KOMYyTaTOPH JIOKAJIbHUX

Mepex. Kinnesi By3nu piBHS JOCTYITy Oyl BUAUICHI Y OKpEMUM PiBEHb XOCTIB Ha

cxeMi, B HboMmy 3HaxonaTbes 11K Ta cepBepu KommnaHii.
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2.2.2 Po3pooOka cnenmndikanii amapaTHux 3ac00iB KOMII’OTEPHOI CHCTEMH

BpaxoByroun TexHiuHi BuUMOTH, po3pobiieny cxemy (KT3) a Takox icHyro4y
TOTIOJIOTII0 Mepexki, HEeOOXIMHO MmiaidpaTu BIANOBIAHE OONaJAHAHHSA MJi1 TOOYIOBU
MEpexi.

Po3pobnena cxema KT3 He BpaxoBye yci By3iH, IO 3HAXOAATHCS Y KOMIT IOTEpHIN
CUCTEMI, MPOTE OCHOBHA MepexeBa 1HPpacTpyKTypa Oyje 3aluiIaTuC HE3MIHHOTO, TS
MOBHOT peaizallii MepekeBoi TOMOJIO0T1i HeOOX1HO JUIIIE TO/IaTH HEBPaxoBaH1 BY3JIH Ta
KOMYTaTOpH JJIsl 1X MIAKJIIOYEHHS 10 TOJOBHMX KOMYTATOPIB MEpEX sKI MO3HAueHI
Ha3Bolo LAN# Main.

Jlst mapmipyTu3aiiii y mepexi OynyTb BukopuctoByBarucs poyrepu Cisco C2911-
VSEC/K9. [aHi poyTepu MaroTh JOCTaTHIO KUIbKICTh MOPTIB Ta BUIBHUX CIIOTIB JIs
pPO3LIMPEHHS, JJIsI peaiizailii icCHydoi Tomojorii. PoyTtep Mae cydacHi TEXHOJIOTIl
3aXHUCTY, MOKJIMBOCTI HanamtyBaHHsa [Psec VPN-TyHeniB, HamamTyBaHHS AUHAMIYHO1
mapmpytuzanii OSPF Tta NAT. V KT3 Tta goriyniid Tomonorii BiH Oyne
BUKOPHCTOBYBATHCS JIJIsl CUMYJISIIIT yCIX POYTEPIB.

JI1st Ko)KHOT 3 Mepek HEeOOX1HO 00paTu TrOJIOBHUN KOMYTAaTop, XapaKTepUCTHUKU
sxoro noBuHHI Oyt HactynHuMmu: 24 LAN noptu GigabitEthernet 3 moxnusictio PoE
JUIsT MaciiTaOyBaHHsS Ta MIAKJIIOUEHHS J0JaTKOBHX KomyTatopiB Ta (GigabitEthernet
Uplink mopTu 3 MOXIMBICTIO MIAKIIOYEHHS 3a JomMoMorow BuToi mapu. Ilig 1mi
napametpu miaxoautb komyrtarop Cisco CBS220-24P-4G-EU. Bin miarpumye yci
HEOOX1/THI MPOTOKOJIM Ta TEXHOJOTIi, 1[0 MOBUHHI OyTH peaiizoBaHl y mepexi. Y KT3
JaHUI OpUCTPIN BIAMOBIJIAE YCIM KOMYyTaTopam 31 cioBoM Main y Ha3Bi.

KomyTatopu mo Hanpsmy migkiatodaroTees a0 [IK mparmiBHukiB moBuHHI Matu 24
LAN nopru FastEthernet Ta Uplink GigabitEthernet Butoi mapu. [ns uux uineit Oyae
Bukopuctano Cisco WS-C2960-24PST-L. Ha manomy mpucTpoi MOXKIIMBa peaizaris
VLAN Tta EtherChannel, Ta nomarkoBi MmoxknuBocTi PoE, 1m0 HMoBHICTIO 3aI0BIJIBHSIE
MOTPEOU KOMIT FOTEPHOI MEPEXKI.

Crneundikanist o6sagHaHHS KOMIT FOTEPHOI CUCTEMH HaBeneHa y tadmum 2.1 [13-
14]. V croBnimi KUIBKICTh YHCJIO IO3HAYa€ KUIBKICTh BUKOPHCTAaHUX TMPHUCTPOIB Y

JIOT14HIM TOMOJIOTIi, YUCIIO B Ay>KKaX IMO3HaUYa€ HEOOX1IHY KUIbKICTh 3T1THO 3aB/IaHHS.
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Tabmuus 2.1 — 3aranbHa crienugikaiis 06Ja HaHHA
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MepexeBe 00/1aJHAaHHS
1. | MapmpyTtusarop C2911- ofl. 6 |Mae aBa CJ10TU PO3LLIMPEHHS
Cisco C2911 VSEC/K9 HWIC-1GE-SFP
HetanbHi x-ku: https://stack-
systems.com.ua/marshrutizator-
cisco-2911-k9
2. |Komytarop Cisco CBS220- Of. 5 |[ertanbHi X-Ku:
CBS220 24P-4G-EU https://comtrade.ua/ua/cisco-
cbs220-24p-4g-eu/
3. |KomyTtarop Cisco C2960- Of. 8 |HetanbHi X-Ku:
WS-C2960 24PST-L (34) |https://comtrade.ua/ua/cisco-ws-
c2960-24pst-1/
Po0Ooui cranmii
4. |HacTiibHUHA Cobra of. | 19 |BukopucroByrotbcsi y LAN3 Ta
KOMIT’toTep Optimal (181) ILAN4.
craHgaptHoi odicHoi [111.8.S2.IN [Tpouecop: Intel Core i3-10100
KOHiryparii T.429 (3.6 -4.3I'Tw).

OnepatvBHa nam’siTh: 8I'b.
[Tam’aTe: 256 T'b SSD.




[Iponorxxenns Tadmwmi 2.1
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HacTtinpauii COBRA on. | 33 |BuxopucroByrorbcsy LANI,
KOMIT 10TEp Advanced (484) [LAN2 ta LANS
M1JIBUIIIEHOT I14F.16.54. [Tponecop: Intel Core 15-10400F
MOTYXHOCTI 165.12991 (2.9 -4.3 I'rm).
I'padiunmii nponecop: 4I'b.
OneparuBHa nam’1h: 16 I'b.
ITam’sTh: 480 I'b SSD.
CepBepHe o0J1agHAHHA
Cepsep ARTLINE ARTLINE |ox. | 2 |IlocTrauaeThcsi y BIaCHOMY
Business Keiici, He moTpelye
T17 v18 BCTAHOBJICHHS Ha CTIHKY.

HTTPS/FTP ta DNS cepgepu.
[Tpouecop:Intel Core 15-11400
(2.6 —4.4 I'rmr)

OneparuBna nam’s1h: 32 I'b
I[Tam’sath: 2 . 1Th HDD, 1 miT.
250 T'b SSD

O0s1afHaHHS 1JI1 MOHTAKY MepeKeBUX NMPUCTPOIB

[ITacda cepBepHa
HactinHa Gear 12U

GWMSN-
12U-600-
450

IIT.

2
(6)

19 mroitmoBa mada s
BCTAHOBJICHHS
MapuIpyTH3aTOPiB Ta
KOMYTaTOPIB.
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3 PO3POBKA KOPITIOPATUBHOI MEPEXKI

3.1 Po3paxyHoKk HAJIaIUITYBaHb ISl 32IaHOI TOMOJIOTiT Mepexi

3.1.1 Po3paxyHok cxemHu ajgpecamii KOpIoOpaTuBHOI Mepexi

3rigHo a0 m. A.1.2.1 nomatky A BHYTpIIIHIA Mepexi BiJIeoirpoBoi cTyaii Oyino

BUJIUIEHO OJIOK ajpec

172.24.232.0/21,

a TakoxX OJIOK

10.3.1.024 mna 1i

MapuIpyTH3aTOpiB. AJApecHHl MpocTip Oylio pO3MOALIEHO 3a JIONMOMOTOI0 TEXHOJOT1N

CIDR ta VLSM y BIAMOBIIHOCTI A0 3a3HAYCHOI KIIBKOCTI BY3diB y Tabmuii 3.1, a

TaKOX 3 BPaxXyBaHHIM MOXJIMBOCTEH MacITaOyBaHHS KOXKHOTO 3 MiAPO3ILTIB.

Tabmuus 3.1 — KiibKICTh By3I1iB Y KOXKHIN 3 TIAMEPEK

Hasga mepexi LANI LAN2 LAN3 LAN4 LANS
KibKicTh BYy3I1iB 3TiHO 121 1 44 142 137
3aBJIaHHS

[licns moxinmy OMOKYy JIOKaJdBHUX aJpec, a TaKok BUJUICHOTO OJIOKY

MapuipyTH3alli Ta 3 ypaxyBaHHSIM HaJaHUX ajapec it 3B s3Ky 3 ISP, MaeMo cxemy

ajpecariii, o HaBeAeHa y Tadnuii 3.2.

Tabmuus 3.2 — Cxema agpecariii KOMI' IOTEpHOI CUCTEMU

[Tizmepexxa Posmip |Agpeca Macka [Hiara3oH agpec

1 2 3 4 5

LAN1 121 172.24.232.0 255.255.254.0 172.24.232.1 — 172.24.233.254
LAN2 221 172.24.234.0 255.255.254.0 172.24.234.1 — 172.24.235.254
LAN3 44 172.24.239.0 255.255.255.128 (172.24.239.1 — 172.24.239.126
LAN4 142 172.24.236.0 255.255.254.0 172.24.236.1 — 172.24.237.254
LANS 137 172.24.238 255.255.255.0 172.24.238.1 — 172.24.238.254
WAN1 2 10.1.3.0 255.255.255.252 |10.1.3.1-10.1.3.2

WAN2 2 10.1.3.4 255.255.255.252 [10.1.3.5-10.1.3.6
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[Tponosxenns Tadmu 3.2

1 2 3 4 5

WAN3 2 10.1.3.8 255.255.255.252 10.1.3.9-10.1.3.10

WAN4 2 10.1.3.12 255.255.255.252 10.1.3.13-10.1.3.14
WAN IPS 2 209.165.202.0 [255.255.255.252| 209.165.202.1 - 209.165.202.2
LAN IPS 2 209.165.201.0 [255.255.255.240| 209.165.201.1 - 209.165.201.14

WAN 2 64.100.13.0 |255.255.255.252 64.100.13.1 - 64.100.13.2
Remote

LAN2 254 172.24.235.0 | 255.255.255.0 172.24.235.1 — 172.24.235.254
VLAN30

LAN2 254 172.24.234.0 | 255.255.255.0 172.24.234.1 — 172.24.234.254
VLANS50

LAN2 30 172.24.236.0 [255.255.255.224| 172.24.236.1 —172.24.236.30
VLAN99

LANS 62 172.24.238.0 |255.255.255.192 172.24.238.1 - 172.24.238.62
VLANI0

LANS 62 172.24.238.64 [255.255.255.192| 172.24.238.65-172.24.238.126
VLAN20

LANS 62 172.24.238.128255.255.255.192| 172.24.238.129 - 172.24.238.190
VLAN30

LANS 30 172.24.238.192255.255.255.192| 172.24.238.193 - 172.24.238.206
VLAN 99

[Ticns po3noainy aapec Ha MiaAMepexki, HeoOX1JHO CTBOPUTH TaOIHIIO aapecarii
npucTpoiB Mepexi (tabdn. 3.3). Y mepexax 13 3acrocyBaHHsIM TexHojorii VLAN Ha
MapuipyTH3aTopax HaJalmTOBAaHO BIPTyasibHI iHTEp(dEcH y BIAMOBIAHOCTI 0 HOMEPY
VLAN, nnst sxkoro BoHU OyIyTh JUHAMIYHO HaJaBaTu ajpecu 3a mporokoiom DHCP. ¥V
Mepexxax 0e3 VLAN DHCP nHamamToBaHO Ha (I3MYHO MiAKIIOUYEHUX JI0 MEPEexKI
iHTepdericax. [HTepdelicn mMapipyTU3aTopiB MOBHHHI MaTH MEPIIi aApecH Y KOXKHIH
MEpEexKi, KOMyTaTopaM HaJTa€eThCs Ipyra aapeca, 3a BUHATKOM Mmepex i3 VLAN, tam
MEpEXKEBUM TMPUCTPOSIM HaJA€Tbesl okpeMuit Omok anpec. CepBepaMm HaAalOThCS
CTaTH4HI aJIpecH 3 JISTKUMH JIJIs 3a1laM’ ATOBYBAHHS aJipecaMu y KiHIll OJIOKY, HApUKJIIa]]

50, 100, 200, 111111 B34 MEpEekK1 OTPUMYIOTh aJIpECH 3a 3aJIUIIKOBUM MPUHITUTIOM.
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[Tpucrpiii InTep- [P-agpeca Macka [ro3 VLAN| Iurepdeiic
deiic M IKJIFOYEHOTO
TIPUCTPOIO
1 2 3 4 5 6 7
LANI1 Bignasennii oic nporpamicris
Afanasiev. LAN1 G0/0 172.24.232.1 /23 - - G0/0
Router G0/2/0 | 64.100.132 | /30 - - G0/2/0
LAN1 Switch Main | Vlanl 172.24.232.2 /23 172.24.232.1 - G0/1
LAN1_ Switch 1 Vlanl 172.24.232.3 /23 172.24.232.1 - GO0/1
LANI_ Switch 2 Vlanl 172.24.232.4 /23 172.24.232.1 - GO0/1
LAN1 PC (10 mr.) NIC 172.24.232.5- | /23 172.24.232.1 - Fa0/1- 10
172.24.232.15
LAN2 I'osioBHuii odic Bigaiay po3podku
G1/0. 172.24.235.1 /25 - 30 GO0/1
30
G1/0. 172.24.234.1 /24 - 50 G0/1
Afanasiev_Router >0
LAN2 LAN4 G1/0. |172.24.235.129 | /27 - 99 G0/1
99
G2/0 10.1.3.13 /30 - - G2/0
G3/0 10.1.3.6 /30 - - G3/0
LAN2 Switch Main | V1an99 | 172.24.235.130 | /27 [172.24.235.129| 99 GO0/1
LAN2 Switch 1 Vlan99 | 172.24.235.131 | /27 |172.24.235.129| 99 GO0/1
LAN2 Switch 2 VIan99 | 172.24.235.132 | /27 |172.24.235.129| 99 GO0/1
LAN2 PC VLAN 50| NIC 172.24.234.2 - | /24 172.24.234.1 50 Fa0/4-14
(9 wr.) 172.24.234.10
LAN2 PC VLAN 30| NIC 172.24.2352- | /25 172.24.235.1 30 Fa0/15-16
(2 mt.) 172.24.235.3
TFTP/HTTP Server | NIC | 172.24.235.150 | /27 |172.24.235.129| 99 Fa0/23
LAN3 Texuiunmnii Bigaia
Afanasiev_ LAN3 G0/0 172.24.239.1 /25 - - GO0/1
Router G1/0 10.1.3.9 /30 - - G1/0
G3/0 10.1.3.5 /30 - - G3/0
G4/0 10.1.3.2 /30 - - G0/3/0
LAN3 Switch Main | Vlanl 172.24.239.2 /25 172.24.239.1 - GO0/1
LAN3 Switch 1 Vlanl 172.24.239.3 /25 172.24.239.1 - GO0/1




[Tponoxenns Tabmuri 3.3

41

1 2 3 4 5 6 7
LAN3 PC (10 mr.) NIC 172.24.239.4 - | /25 172.24.239.1 - Fa0/1-10
172.24.239.14
DNS Server NIC | 172.24.239.100 | /25 172.24.239.1 - Fa0/24
LAN4 Inzaiinepcbkuii Bingia
Afanasiev_Router G0/0 172.24.236.1 /23 - - GO0/1
LAN2 LAN4
LAN4 Switch Main | Vlanl 172.24.236.2 /23 172.24.236.1 - GO0/1
LAN4 Switch 1 Vlanl 172.24.236.3 /23 172.24.236.1 - G0/1
LAN4 PC (9 mr.) NIC 172.24.236.4- | 23 172.24.236.1 - Fa0/1-9
172.24.236.13
LANS MapkeTHHI Ta ynpaBJIiHHS
GO0/0. 172.24.238.1 /26 - 10 G0/0
10
G0/0. | 172.24.238.65 | /26 - 20 G0/0
20
Afanasiev LAN5 G0/0. | 172.24.238.129 | /26 - 30 G0/0
Router - 30
G0/0. | 172.24.238.193 | /28 - 99 G0/0
99
G1/0 10.1.3.10 /30 - - G1/0
G2/0 10.1.3.14 /30 - - G2/0
LANS Switch Main | V1an99 | 172.24.238.194 | /28 |172.24.238.193| 99 G0/1
LANS Switch 1 Vlan99 | 172.24.238.195 | /28 |172.24.238.193| 99 G0/1
LANS_Switch 2 Vlan99 | 172.24.238.196 | /28 |172.24.238.193| 99 G0/1
LANS PC VLANI10 | NIC 172.24.238.2- | /26 172.24.238.1 10 Fa0/4-8
(4 mT.) 172.24.238.6
LANS PC VLAN20 | NIC |172.24.238.66-| /26 | 172.24.238.65 | 20 Fa0/9-13
(4 mT.) 172.24.238.80
LANS PC VLAN30| NIC |172.24.238.130-| /26 | 172.24.238.65 | 30 Fa0/15-20
(4 mT.) 172.24.238.134
ISP Ta WAN
ISP_Router GO0/0 | 209.165.201.1 | /28 - - Fa0/1
G2/0 | 209.165.202.1 | /30 - - G0/2/0
G3/0 64.100.13.1 /30 - - G0/2/0
PCO NIC 209.165.201.2 | /28 - - G0/0
Afanasiev_Edge G0/2/0 | 209.165.202.2 | /30 - - G2/0
Router G0/3/0 10.3.1.1 /30 - - G4/0
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3.1.2 Po3po0ka TOMOJIOri4HOI CXeMH KOPIOPATUBHOI Mepexi

Komm’rorepHa Mepeka y BIAMOBIAHOCTI J0 TEXHIYHUX BHMOI Ta HaJIaHOTO
3aBAaHHS, € TOJIUICHOK Ha IU'STh JIOKAJbHUX Mepex. Tomosorito mepexi Oymo
noOyJ0BaHO 3 BHKOPUCTaHHSAM TONOJIOTI “po3liMpeHa 3ipka”. MapupyTtuzamisa y
MepexKi KoMMaH1i 3/IIHCHIOEThCS 3 BUKOPUCTAHHAM 5 poyTtepiB. Poyrepu mepexx LANI,
LAN3 ta LANS BukoHYIOTHh (YHKIIi MaplIpyTU3alii Juisl CBOIX BIJIMOBIIHUX MEPEXK.
OpnuH 13 poyTepiB MIIKIIOUCHUN OgHOYacHO A0 aBox migcucteM, LAN2 ta LAN4.
Kpaitniii poyrep Mepexxi ocHOBHOro odicy moBHHEH peaiizoByBatu (yHkilii NAT Ta
matu HanamroBanuii [Psec VPN-tynens no LANI1. MapmpyTtuzaropu migkiIrO4eHi
OMH JI0 OMHOTO 3a jomomoror cranmapty GigabitEthernet 3 komOGiHOBaHMM
BUKOPHCTAHHSM BHUTOI NapH Ta ONTUYHUX KabemiB. JlokanbHI Mepexi MiIKIIOYEH1 10
MapuipyTH3aTOpiB 32  JIONOMOIOK  TOJIOBHMX  KOMYTAaropiB Ta  CTaHAApTy
GigabitEthernet.

KomyTaTopu noAuIsSiOTbCS Ha TOJOBHI Ta 3B ’A3YI0Yi, TOJIOBHI BHUKOHYIOTHCS
GYHKINIO MIIKIIOYEHHST J0 MapuipyTh3aropa Ta po3MoAury Tpadiky cepen 1HIIHMX
KOMYTaToOpiB, 3B’S3yI04Yl KOMYTAaTOPH HAMpSMY 3A1MCHIOIOTH MiIKIIOUEHHI BY3JIB JI0
Mepexi.

By3nau Mepexx NIAKIIOYAIOTHCS [0 KOMYTATOpiB 3a JOIMOMOTOI0 BHUTOI MapH
cranaapty FastEthernet, mpu npboMy cepBepu Mepex MIAKIOYAIOTHCS HANpsMy 0
TOJIOBHHX KOMYTaropiB Mepexi, npu HasBHOCTI VLAN juis BiganeHoro ynpasiiHHA
KoMyTaTopamu, ctatuuHa [P-agpeca cepBepy NMOBHMHHA 3HAXOAMTHCS Yy OJIOI aapecH
BUJIVICHOMY TSI BIJITAJICHOTO YIPABIIHHS.

3aBepiiieHa cxema JIOTIYHOT TOMOJIOT1i MepexKi 300pakeHa Ha pUCYHKY 3.1.
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3.2 IlepeBipka po60TH KOMIT’IOTEPHOI CHCTEMHM MiAMPUEMCTBA

3.2.1 ba3zoBe HATAIUTYBAHHSA MepesKeBUX NMPUCTPOIB

VY Habip 6a30BUX HAIAMTYBaHh MEPEKEBUX MPUCTPOIB KOMIT FOTEPHOI CHCTEMU
BXOJSTh TaKi HaJIAIITYBaHHS SIK:

— BCTAHOBJICHHS TIApOJIB I MPUBIICHOBAHOTO PEXUMY, KOHCOJIBLHOTO MOPTY Ta

JHIN BIATIEHOTO JOCTYITY Vty 13 3aCTOCYBAaHHSM IU(PPYyBaHHS;

— 3MiHa Ha3BU TPUCTPOIO ISl KPAIOTO JOKYMEHTYBaHHS;

— HanamryBaHHs [P-aapec Ha MepexeBux iHTepdeiicax;

[Tpuknaa BUKOHAHMX KOMAaH]I /TSl HAJIAITYBaHHS X (PyHKIIiM Ha poyTepi [SP:

Router(config)#hostname ISP

ISP(config)#line console 0

ISP(config-line)#password afanasiev

ISP(config-line)#login

ISP(config-line)#exit

ISP(config)#enable secret afanasiev

ISP(config)#line vty 0 15

ISP(config-line)#password afanasiev

ISP(config-line)#login

ISP(config)# service password-encryption

ISP(config)#int gig2/0

ISP(config)#ip address 209.165.200.1 255.255.255.252

ISP(config)#int gig3/0

ISP(config)#ip address 64.100.13.1 255.255.255.252

ISP(config)#int gig0/0

ISP(config)#ip address 209.165.201.1 255.255.255.240

3.2.2 HajnamrTyBaHHS MapLIPpyTH3aTOPiB KOPIOPATUBHOI Mepe:Ki
Ha mapuipytuzaropax KoM’ OTEpHOI Mepexki HeoOX1THO HaJIaIITyBaTH MPOTOKOJIN
MapuipyTHh3anli, Juisi Hboro OyJi0 BUKOPUCTAHO KOMOIHAIIIO AMHAMIYHOTO MPOTOKOIY

OSPF Ta crarnynux uwiaxiB. Ilpu wamamryBanHi mpomecy OSPF nHa poyrtepax,
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BAXJIMBO MIO0 MPOIECH HAa YyCiX MPHUCTPOsX Maiu oxHakoBuil ID mpouecy, Takox
BXJIMBUM € HANAIMITYBaHHS 30H B SKUX 3HAXOMATHCS PI3HI MIACHUCTEMH MEPEXKI.
['onoBHMil odic koMmaHii Ta oro aapecu MOBUMHHI 3HaxoAuTHCS y 30H1 Ne20, LANI
BianeHoro odicy mae NelO, iHTepdelicu Ta Mepexi o HanpsMy HigkiaodeHi 1o ISP
noBuHHI Matu 0 30HY.

[Tpuxiagu BUKOHAHWX HaJlalITyBaHb HAa POyTepax:

Jlo wmepexi ISP nomaerbcst cTaTMuHUiA MapHIpyTH 1O MEpexXi, sgKa Oyae
BUKOpHCTaHa Tpu HamamTyBaHHi NAT Ha KpailHbOMY MapuipyTu3atopi oQicHOi
MEpexKi:

ISP(config)#ip route 209.165.200.0 255.255.255.248

Ham mpoBoguThest HanamtyBanHs mnpouecy OSPF Ta HamanHs no03Boiy Ha
MOIMUPEHHS CTATUYHOTO MAPIIPYTH 3 THITMMHU MapIIPyTU3aTOPAMH:

ISP(config)#router ospf 1

ISP(config-router)#network 209.165.201.0 0.0.0.15 area 0

ISP(config-router )#network 209.165.202.0 0.0.0.3 area 0

ISP(config-router )#network 64.100.13.0 0.0.0.3 area 0

ISP(config)#redistribute static subnets

[Tpuknaa HamamTyBaHHS HA BHYTPIINIHIX pOyTepax OCHOBHOTO oicy:

LAN3 (config)#router ospf 1

LAN3 (config-router)#network 172.24.239.0 0.0.0.127 area 20

LAN3 (config-router)#network 10.1.3.0 0.0.0.3 area 20

LAN3(config-router)#network 10.1.3.4 0.0.0.3 area 20

LAN3 (config-router)#network 10.1.3.8 0.0.0.3 area 20

HamamtyBaHHS Ha KpailHbOMY pOyTepi TOIOBHOTO oicy:

Edge(config-router)#tnetwork 10.1.3.0 0.0.0.3 area 20

Edge(config-router)#network 209.165.202.0 0.0.0.3 area 0

[TpoBeneHoO MomaTKOBE HAJAITYBaHHS MapIIpyTy 3a 3aMOBYCHHS Ta JO3BLT Ha
roro nommpeHHs 3a OSPF

Edge(config)#default-information originate

Edge(config)#ip route 0.0.0.0 0.0.0.0 g0/2/0
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[Ticns mpoBenennx HamamtyBanb OSPF, Tabmuiro mapmpyTu3aiii Ha poytepi ISP

MO)KHA TT0OQYUTH HA PUCYHKY 3.2.

ISP#sh ip route
Codes: C - connected, 5 - static, I - IGRP, R - RIF, M - mobile, B - BGF

D - EIGRP, EX - EIGRP external, O - 0O5PF, IR - OS5PF inter area
N1 - OS5PF NS554 extermal type 1, HZ - O5PF NS55R external type 2
El - OQ5PF external type 1, E2 - O5PF external type 2, E — EGP

i - I5-I5, L1 - I5-I5 lewel-1l, L2 - I5-I5 lewvel-2Z, ia - I5-I5 inter area

¥ - pandidate default, U - per-user static route, o — QDR
P - periodic downloaded static route

Fateway of last resort is 205.1€5.202.2 to network 0.0.0.0

Qo Q o

[ o R R I & R & B o o y]

L]

c

c

10.0.0.0,/30 is subnetted, 4 subnets

IA 10.1.3.0 [110/2] wia 20%.1€5.202_.2, 02:37:54, GigabitEthernetZ/s0
IR 10.1.3.4 [110/3] wia 20%.1€5.202. 02:37:44, GigabitEthernet2/0
IR 10.1.2.8 [110/23] wia 20%.1€5.202.2, 02:37:44, GigabitEthernet2/ 0
Ik 10.1.32.12 [110/4] wia 20%.1€5.202_.2, 02:37:44, GigakbitEthernetiZs 0

€4 _0.0.0,/30 is subnetted, 1 subnets

£4.100.13.0 is directly connected, GigabitEthernet3/0
172.24_.0.0/16 is wariakly submnetted, 10 subnets, & masks
Iz 172.24 _232.0/23 [110/2] wia €4.100.13.2, 02:37:54, GigabitEthernet3/s0
Iz 172.24_.234.0/24 [110/4] wia 209_.165.202_.2, 02:37:44, GigabitEthernet2/0
Iz 172.24_.235.0/25 [110,/4] wia 20%_.1€5.202.2, 02:37:44, GigabitEthernet2/ 0
Iz 172.24_235.128/727 [110/4] wia 205.1€5.202.2, 02:37:44, GigabitEthernetZ/ 0O
Iz 172.24_23€.0/23 [110,/4] wia 209%.1€5.202_.Z, 02:37:44, GigabitEthernetZ/0
Iz 172.24_238.0/2¢€ [110/4] wia 209_.165.202_.2, 02:37:44, GigabitEthernet2/0
Iz 172.24_.238.€4/26 [1l10,/4] wia 209.1€5.202.2, 02:37:44, GigabitEthernetZ/0
Iz 172.24_238.128/72€ [110/4] wia 2Z05.1€5.202.2, 02:37:44, GigabitEthernetZ/ 0O
Iz 172.24_238.1%2/728 [110/4] wia 205.1€5.202.2, 02:37:44, GigabitEthernetZ/ 0
Iz 172.24_235.0/25 [110/3] wia 2059.1€5.202_.Z, 02:37:44, GigabitEthernetZ/0
209.165.200.0/2% is subnetted, 1 subnets
205_1€5.200.0 [l/0] wia 205.1€5.202.2
209.165.201.0/28 is submnetted, 1 subnets
20%_.1€5.201.0 is directly connected, GigabitEthernet0/0
209.165.202.0/30 is subnetted, 1 subnets
205.1€5.202.0 is directly connected, GigabitEthernet2 /0

OY¥EZ 0.0.0.0/0 [110/1] wia 205_165.202.2, 02:37:54, GigabkitEthernet2/0

Pucynok 3.2 — TaGnuis maprpytuzariii Ha ISP Router

Ha poytepax, mo HampsiMy TiIKITIOYEH] O JIOKAJbHUX IMiJICHCTEM HaJIallTOBAHO

DHCP:

LAN3(config-if )#ip dhcp pool LAN3

LAN3 (config-if )#network 172.24.239.0 255.255.255.128
LAN3 (config-if )#default-router 172.24.239.1

LAN3 (config-if )#dns-server 172.24.239.100
LAN3(config)#ip dhcp excluded-address 172.24.239.1
LAN3(config)#ip dhcp excluded-address 172.24.239.2
LAN3 (config)#ip dhcp excluded-address 172.24.239.3
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LAN3 (config)#ip dhcp excluded-address 172.24.239.100

[Tpukman Tabmui Haganux 3a DHCP aapec 300pakeHo Ha pucyHKy 3.3.

LAN3Z (config) §do sh ip dhcp binding
IF address Client-IL/S Lease expiration Type
Hardware address

T2.24_239.3 0090 . 2ZB40 59338 - Zutomatic
72.24.235.2 QoD0.D322.5688 - Zutomatic
172.24.235.4 O00B.BE4E . €05¢ - Zutomatic
72.24.235.8 Q090 . 0Cces _73sc - utomatic
T2.24_233.7 Qom0 . 573D .1038 - Zutomatic
72.24.235.¢6 Q030 . Fa2C2 . 7502 - Zutomatic
172.24.235.10 000 . 5CRS _cD51 - Zutomatic
172.24.235.5 Q0ED.FSEc .ADE7 - utomatic
172.24 2355 Q0ED.F7E4 _21D38 - Zutomatic
172.24.235.11 QoD0.D33C. 4520 - Zutomatic

Pucynok 3.3 — Ta6muiss DHCP na Afanasiev. LAN3 Router

3.2.3 3axucrt indopmanii B KoMII’IOTepPHil cucTeMi

Ha xomyratopax y nokampHux mepexxkax LAN2 ta LANS Oyno HajamroBaHO
VLAN, y Bunagky LAN2 ne tpu VLAN npusHaueH1 aas OiAKIIOYEHHS] KOPUCTYBauylB,
ta 3 momomixkHi VLAN, 99, 100 Ta 200. VLAN 99 Bukonye ¢yHKII0O 00’ €THaAHHS
KOMYTaTOpIB MEpEeXl1 y OAHY BIpTyallbHy MEPEXy Ui JTWHAMIYHOTO HaJaHHS ajpec.
VLAN 100 € TpaHKOBOIO MeEpekew, 3a JIONMOMOIOK SIKOi KOMYTAaTopw Ta
Mapupytuzarop OyayTth oomiHtoBatucs nanumu nmpo VLAN. VLAN 200 mpusnadyena
IJI 3aHECEHHsS HEAKTHBHHMX MOPTIB AN MOJAJBLIOTO iX MPU3HAYEHHSA 10 1HIIMX
VLAN.

[Tpuknan HanamTyBaHHs KoMyTaropiB Ayt podotu 3 VLAN y mepexi LAN2:

LANS Switch_Main(config)#vian 10

LANS5 Switch Main(config)#name Marketing

LANS5 Switch _Main(config)#vian 20

LANS5 Switch_Main(config)#name CustomerService

LANS5 Switch_Main(config)#vilan 30

LANS5 Switch_Main(config)#tname Management

LANS5 Switch _Main(config)#vian 99

LANS5 Switch _Main(config)#name RemoteAccess

LANS Switch_Main(config)#vian 100
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LANS5 Switch_Main(config)#name TRUNK

LANS5 Switch_Main(config)#vian 200

LANS Switch Main(config)#name PILE

LANS Switch_Main(config)#int vian 99

LANS5 Switch _Main(config)#ip address dhcp

LANS5 Switch Main(config)#no shutdown

LANS5 Switch_Main(config)#int fa0/24

LANS5 Switch_Main(config)#switchport mode trunk

LANS5 Switch_Main(config)#tswitchport trunk allowed vian all

LANS5 Switch _Main(config)#switchport trunk native vian 100

Ha po3mominpumx koMyTaTopax HaJalllTOBAaHO TOPTH JOCTYIYy 3a HACTYITHUM
AJIITOPUTMOM:

LANS5 Switch_I(config-if)#int range fa0/I-3

LANS5 Switch_I(config-if)#switchport mode access

LANS5 Switch_I(config-if)#switchport access vian 200

LANS5 Switch_I(config-if)#int range fa0/4-14

LANS5 Switch_I(config-if)#switchport mode access

LANS5 Switch_1(config-if)#switchport access vian 50

LANS5 Switch_1(config-if)#int range fa0/15-20

LANS Switch_1(config-if)#switchport mode access

LANS5 Switch_1(config-if)#switchport access vian 30

LANS5 Switch_1(config-if)#int range fa0/21-23, gig0/1-2

LANS5 Switch_I(config-if)#switchport mode access

LANS5 Switch_1(config-if)#switchport access vian 200

s xopextHoi po6otu DHCP 3 BipTyasnibHUMHU MepexaMu, Ha MapUIpyTH3aTopax
HEOOX1JTHO TPOBECTH HAJAIITyBaHHS BIPTyaldbHUX I1HTEPPENCIB 3 BUKOPUCTAHHIM
npotokony dot1Q st HazaHHS TaKoi MOXKIIMBOCTI.

[Ipuknan HanamrtyBanHs Afanasiev. LANS5S Router:

Afanasiev LANS Router(config-if) #ip dhcp pool VLAN 10

Afanasiev LANS5 Router(config-if)#tnetwork 172.24.238.0 255.255.255.192



49
Afanasiev_ LANS Router(config-if)#default-router 172.24.238.1
Afanasiev LANS Router(config-if) #dns-server 172.24.239.100
Afanasiev LANS Router(config-if)#ip dhcp excluded-address 172.24.238.1
Afanasiev LANS5 Router(config-if) #ip dhcp pool VLAN20
Afanasiev LANS Router(config-if)#tnetwork 172.24.238.64 255.255.255.192
Afanasiev LANS5 Router(config-if) #default-router 172.24.238.65
Afanasiev_LANS5 Router(config-if)#dns-server 172.24.239.100
Afanasiev_LANS5 Router(config-if)#ip dhcp excluded-address 172.24.238.65
Afanasiev_ LANS5 Router(config-if)#ip dhcp pool VLAN30
Afanasiev LANS Router(config-if)#tnetwork 172.24.238.128 255.255.255.192
Afanasiev LANS Router(config-if) #default-router 172.24.238.129
Afanasiev_ LAN5 Router(config-if) #dns-server 172.24.239.100
Afanasiev LANS Router(config-if) #ip dhcp excluded-address 172.24.238.129
Afanasiev LANS Router(config-if) #ip dhcp pool VLAN99
Afanasiev_LANS5 Router(config-if)#network 172.24.238.192 255.255.255.240
Afanasiev_LANS5 Router(config-if) #default-router 172.24.238.193
Afanasiev_LANS5 Router(config-if)#dns-server 172.24.239.100
Afanasiev LANS Router(config-if) #ip dhcp excluded-address 172.24.238.193
Afanasiev LANS Router(config-if) #int gig0/0.99
Afanasiev LANS Router(config-if) #encapsulation dot1Q 99
Afanasiev LANS Router(config-if) #ip address 172.24.238.193 255.255.255.240
Afanasiev LANS Router(config-if) #int gig0/0.10
Afanasiev_LANS5 Router(config-if)#encapsulation dot1Q 10
Afanasiev_LANS5 Router(config-if)#ip address 172.24.238.1 255.255.255.192
Afanasiev_ LANS5 Router(config-if)#int gig0/0.20
Afanasiev LANS Router(config-if) #encapsulation dot1Q 20
Afanasiev LANS Router(config-if) #ip address 172.24.238.65 255.255.255.192
Afanasiev LANS5 Router(config-if) #int gig0/0.30
Afanasiev LANS Router(config-if) #encapsulation dot1Q 30
Afanasiev LANS Router(config-if)#ip address 172.24.238.129 255.255.255.192
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3wmict HanamrtyBanb VLAN y LANS moxHa mo6aduTél Ha PUCYHKY 3.4, 3MiCT

tabmuii DHCP poyrepa LANS 300pakeHo Ha pucyHKy 3.5.

LAENS 1g#sh wlan br

1 default
1a Marketing

20 CustomerService
20 Hanagement

45 Bemotelcocess
100 TRUME

200 PILE

1002 fddi-default

1003 token-ring-default
1004 fddinet-default

1005 trnet-default

LaNSésh ip
IF address
172.24.238.
172.24_2358.
172.24_238.
172.24_238.
172.24.238.
172.24_2358.
172.24_238.
172.24_238.
172.24.238.
172.24_2358.
172.24_238.
172.24_238.
172.24.238.
172.24_2358.
172.24_238.

dhep binding

[ Y O ]

oo mon

Client-ID/S

Hardware address
ooDo.
00ED.
o004
o000z .
O00R.
0040 .
00as .
R3RT
ooos.
00z .
O00R .
ooDo .
ooDo.
ooac.
o004

0030

535B
2F5%
EETLN
4RCE
F3l3
OB2E
SESB

TCDe
173R
41532
BCES
D352
2564
SRTO.

.1ED8
.oc4z

o |

.8Cc3z2
.55l
-1CCe
.5447
-ZBsC
.4310
.0Dp4s
.553C
.335C
.4201
.0701

4101

Status

actiwve
actiwve

actiwve

actiwve

actiwve
actiwve
actiwve

actiwve
actiwve
actiwve
actiwve

Fal/4,
Fal/&
Fal/s,
Fal/13,
Fal/15,
Fal/13,

Fal/1,
Fal/22,

Fal/5, Fal/f&, Fal/s7

Fad/10,
Fal/1l4
Fal/l€,
Fal/20

Fald/s11l, FaO/12

Fal/s17, Fal/fl2

Fal/s2, Fal/3, Fal/s21

Fal/23,

Lease expiration

Eig0sl, Gigls2

Pucynok 3.4 — HamamryBanass VLAN na LANS Switch 1

Type

butomatic
butomatic
butomatic
butomatic
butomatic
butomatic
butomatic
butomatic
butomatic
butomatic
butomatic
butomatic
butomatic
butomatic
butomatic

Pucynok 3.5 — Bunani 3a DHCP aapecu Ha poytepi Afanasiev. LANS

OcTaHHIM KpPOKOM HaJlalITyBaHHS Oe3NeKkoBUX (YHKIIA MapIipyTU3aropi €

posropraras NAT Ha kpallHbOMY poyTepi Mepexi OCHOBHOTO O(icy Ta BCTAHOBIICHHS

3axutnieHoro IPsec tynemro mix HuMm Ta migcucremoro LANI. Jlns cepBepiB mepexi

Oyno BctanoBieHo cratnunuil NAT 13 Bu3HaueHoi mepexi 209.165.200.0/29, ne aapeca

3 HoMepoM 4 Hagaetbest HT TP cepsepy, 3 DNS cepsepy Ta 2 ana nepekputrts PAT ycix

THIITUX BY3JIIB.
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HanamryBanus NAT na Afanasiev_Edge Router:

JIyst movaTky BU3HAYAIOTHCS BHYTPIITHI Ta 30BHIMIHI iHTEepdeicu poyTepa:

Edge(config)#int g0/3/0

Edge(config)#ip nat inside

Edge(config)#int g0/2/0

Edge(config)#ip nat outside

CrBoproethest ciucok ACL, sikuii HanamToBY€ThCS TAKUM YHHOM, IO YCi MTAKeTH
K1 WOyTh Ha30BHI mpoxoasaTh rneperBopeHHs NAT, ane makerm ngo mepexi LANI
3aJTAIIAIOTHCS HE3MIHHUMU:

Edge(config)#ip access-list extended 105

Edge(config)#deny ip 172.24.234.0 0.0.1.255 172.24.232.0 0.0.1.255

Edge(config)#deny ip 172.24.236.0 0.0.1.255 172.24.232.0 0.0.1.255

Edge(config)#deny ip 172.24.238.0 0.0.0.255 172.24.232.0 0.0.1.255

Edge(config)#deny ip 172.24.239.0 0.0.0.127 172.24.232.0 0.0.1.255

Edge(config)#permit ip 172.24.234.0 0.0.1.255 any

Edge(config)#permit ip 172.24.236.0 0.0.1.255 any

Edge(config)#permit ip 172.24.238.0 0.0.0.255 any

Edge(config)#permit ip 172.24.239.0 0.0.0.127 any

[Ticns uporo mpoxoauth HamamtyBaHHS PAT mepekpurts ta crarmunux NAT
NIEPETBOPEHbD:

Edge(config)#ip nat pool PAT POOL 209.165.200.2 209.165.200.2 netmask

255.255.255.248

Edge(config)#ip nat inside source list 105 pool PAT POOL overload

Edge(config)#ip nat inside source static 172.24.235.150 209.165.200.4

Edge(config)#ip nat inside source static 172.24.239.100 209.165.200.3

OcTaHHIM KpPOKOM HAaJalITyBaHHS Mepexi € crtBopeHHs [Psec TyHemo Mix
ronoBHUM odicom Ta LANI1. Jlng wmporo HeoOXiIHO HajamTyBaTd [B1 (dasu
3axuIlleHoro oominy. Y mepuriii (a3l HaJamTOBYEThCS KaHald 3a JOIMOMOTOIO SIKOTO
MPUCTPOI MOXYTh 0O€3MeuyHo OOMIHIOBAaTHCH 1H(OpMAILi€l0 TIPO  3aTBEPKCHHS

3aXMINEHUX TUISIXIB Ta BCTAHOBJICHHS 3axuIEeHOro miakiatodeHHs. Jlpyra ¢aza
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HAJIAIITYBaHHS BIIMOBiAae 3a Oe3mocepenHe MUQPPyBaHHS Ta HAJICUIAHHA JAaHUX MIXK
Mepexxamu. [lepen BUKOHAHHSM Oy/b-IKUX HAJIAITYBaHh HEOOX1THO BCTAHOBUTH TAKET
0e3neKkoBUX (PYHKIIII Ha KOXKHOMY 3 POYTEpIB KOMaH/I00:

Edge(config)#license boot module c2900 technology-package securityk9

[Ticns uporo omuii ans HanamTyBaHHs IPsec kaHamy cTaHyThb JOCTYNMHUMH 1
MOYKHA TPUCTYNATH 10 HaJalITyBaHHA Tmepmoi Qas3u, Oe BU3HAYAIOTHCSA: HOMEP
MOJIITUKK  OOMiHY, TMPOTOKOJAM MUGPYBAaHHS MDK  MapIIpyTU3aTOpaMU, BH]
aBTeHTU(diKaIii, HoMep npoTokony [Hiddi-I'ennmana ans oOMiHy kpunrorpadpiyHUMH
KITFOYaMHU.

Edge(config)#crypto isakmp policy 10

Edge(config)#encryption aes 256

Edge(config)#authentication pre-share

Edge(config)#group 5

[Ticns 1bOro BU3HAYAETHCS KJIIOY aBTEHTHU(IKAIlIT, Ta HAJAIITOBYEThCS Jpyra ¢aza
3aXUIIEHOTO TYHEJIO, 3 BCTAHOBJICHHSIM MPaBUJI MIPOTOKOIIB MU(GPYBaHHS JaHUX, Mara
kpunrorpadiyHoro mudpyBaHHS, Ta aApecu  MapuHipyTuatopa 0  SKOTO
HAJIAIITOBYETbCA TyHENb. TakoXk HANAIITOBYETbCA CIHCOK aapec Uil SKUX Oyne
3aCTOCOBYBATUCS KPUMNTOTPa(IUHMIA 3aXUCT:

Edge(config)#ip access-list extended 110

Edge(config)#permit ip 172.24.234.0 0.0.1.255 172.24.232.0 0.0.1.255

Edge(config)#permit ip 172.24.236.0 0.0.1.255 172.24.232.0 0.0.1.255

Edge(config)#permit ip 172.24.238.0 0.0.0.255 172.24.232.0 0.0.1.255

Edge(config)#permit ip 172.24.239.0 0.0.0.127 172.24.232.0 0.0.1.255

Edge(config)#crypto isakmp key GAME address 64.100.13.2

Edge(config)#crypto ipsec transform-set VPN-SET esp-aes esp-sha-hmac

Edge(config)#crypto map VPN-MAP 10 ipsec-isakmp

Edge(config)#set peer 64.100.13.2

Edge(config)#set transform-set VPN-SET

Edge(config)#match address 110
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[Ticns HamamTyBaHb Apyroi ¢asu, Ha 30BHINTHBROMY 1HTEPQEHCI MapmpyTU3aropa

BCTAHOBJIIOETHCS PaHillle HAIAIITOBaHA KpUNTOrpadiyHa mMara:
Edge(config)#int g0/2/0
Edge(config)#crypto map VPN-MAP

Hns mapmpytuzaropy mepexki LAN1 BUKOHAHO 1ICHTHUYHI HajallTyBaHHS 31

3MIHEHUMHU a/Ipecamu:
LANI (config)#ip access-list extended 110
LANI (config)#permit ip 172.24.232.0 0.0.1.255 172.24.234.0 0.0.1.255
LANI (config)#permit ip 172.24.232.0 0.0.1.255 172.24.236.0 0.0.1.255
LANI (config)#permit ip 172.24.232.0 0.0.1.255 172.24.238.0 0.0.0.255
LANI (config)#permit ip 172.24.232.0 0.0.1.255 172.24.239.0 0.0.0.127
LANI (config)#crypto isakmp key GAME address 209.165.202.2

LANI (config)#crypto ipsec transform-set VPN-SET esp-aes esp-sha-hmac
LANI (config)#crypto map VPN-MAP 10 ipsec-isakmp

LANI (config)#set peer 209.165.202.2

LANI (config)#set transform-set VPN-SET

LANI (config)#match address 110

OcTaHHIM KPOKOM HaJIAIITYBaHHS MEPEX1 € MiJKIIOYEHHS BIAMOBIIHUX CEPBICIB

Ha cepBepax kommanii. HamamryBanas DNS cepBepy 300paxkeHi Ha pUCYHKY 3.6,

HanamryBanus HTTPS ta FTP moxxHa noGaunT Ha pUCYHKY 3.7.

Physical Config

Services Deskiop Programming Aftributes

SERVICES
HTTE
DHCP
DHCPv6
TFTP

DNS

SYSLOG
AAR
NTP
EMAIL
FTP
IoT
VM Management
Radius EAFP

DNS

@ on ) o

DNS Service

Resource Records

Name | Type |ARecord b

Address

Add Save Remove

No. Name Type Detail

0 forgedfromruins.com A Record 172.24.235.150

1 forgedfromruins.com A Record 209.165.200.4

Pucynok 3.6 — HanamryBanus DNS ceprepy
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? TETP / HTTP — O
Physical Config Services Desktop Programming Attributes
I
SERVICES HTTP
HTTP
DHCP HTTP HTTPS
DHCPwE i@ on ) off @ on ) off
TFTP
DNS File Manager
SYSLOG File Name Edit Delete:
ALR
NTP 1 Gamelcon.jpg (delete)
EMAIL
FTE 2 Gamelcon.png (delete)
IoT
WM Management 3 copyrights. html (edit) (delete)
Radius EAP
4 cscoptioge177x111.jpg (delete)
5 hellowaorld.html (edit) (delete)
& image.html (edity (delete)
7 index. html (edit) (delete)
Physical Config Services Deskiop Programming Attributes.
I
SERVICES ETR
HTTP
DHCF Service @ on i) off
DHCPvE
TFTP User Setup
ONS
SYSLOG Username ‘ ‘ Password | |
AAA |:| Write |:| Read |:| Delete D Rename |:| List
NTP
EMAIL Username Password Permission
FTF Add
| 1 Gamer RVWMNL
IaT
VM Management .
- g 2 cisco RWDML
Radius EAP Save
Remove

Pucynok 3.7 — Hanamrrysanust HTTP / FTP cepsepy
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3.3 [lepeBipka po00TH BCTAHOBJIEHUX HAJIAIITYBAaHb

[Ticns mobynosu soriuroi tomonorii y Cisco Packet Tracer, Ta mnpoBeneHHs
3a3HAUYEHUX BUIIE HanalTyBaHb. [lepeBipuMo 0a30B1 HanalITyBaHHS MaplIpyTH3alli
[UISIXOM HAJCUJIaHHS MaKeTiB MK JIoKalbHUMU Mepexamu LAN2, LAN3, LAN4 Ta
LANS, 3Baxkaroun Ha pPHUCYHOK 3.8, MapuipyTusailisi BCEpPEIrHI TOJOBHOTO odicy

nparoe 6€3 MTOMUJIIOK.

Fire Last Status Source Drestination Type Color  Time(zec) Periodic MNum Edit
Q Successful PC3 PC1& ICKP . 0.000 M 0 (edit)
Q Successful PC1& PC3E ICKP 0.000 M 1 (edit)
Q Successful PC3E PC25 ICKP 0.000 M 2 (edit)
4 Successful PCZ5 PC3 ICMP 0.000 M 3 (edit)

Pucynok 3.8 — Pe3ynbrar HaJCUIaHHS MAKETIB MK MIJCUCTEMaMU

[TepeBipumo pobotry NAT Ta mepeTBOpeHHs CTaTUYHUX ajapec cepBepiB Ta PAT
nepekpuTTs. JJs nporo Oysio HaJiCIaHO MAKEeTH 3 cepBepa Ta oaHoro 3 By3imiB Ha [IK y
mepexi ISP. Pesynsratu meperBopenb Ha Mapuipytusaropi Afanasiev Edge Router

MOXKHa T00a4uTH Ha pucyHkax 3.9-3.10.

OSI Model  Inbound PDU Details  Outbound PDU Details OSI Model  Inbound PDU Details _ Outbound PDU Details
PDU Formats PDU Formats
Ethemetll Ethernetll
[ 4 0 8 1 [ l Bytes 0 ! ! 4 8 | | | I 1 Bytes
PREAMBLE: 101010..10 SF | DEST ADDR:000A F3A5 A4 PREAMBLE: 101010..10 SF | DEST ADDR:00E0.B02A 12
D 9E D 07
SRC ADDR:00E0. | TYPE:0 | DATA (VARIABLE | FCS:0x00000000 SRC ADDR:0001. | TYPE:0 | DATA (VARIABLE | FCS:0x00000000
F799.0338 %0800 LENGTH) 42C6.44A8 %0800 LENGTH)
P P
0 o 4 0 B 16 200 0 1 24 Bits 0, 1 1 4 8 Lo 16 200 0 o 24 || Bits
VER4 | HLS DSCP:0x00 TL:28 VER4 | HL5 DSCP:0x00 TL:28
ID:0x001f FLAGS FRAG OFFSET-0x000 ID:0x001f FLAGS FRAG OFFSET:0x000
0x0 0x0
TTL:254 PRO:0x01 CHKSUM TTL:253 PRO:0x01 CHKSUM
SRC IP:172.24.239.2 SRC IP:209.165.200.2
DST IP:209.165.201.5 DST IP:209.165.201 5
DATA (VARIABLE LENGTH) DATA (VARIABLE LENGTH)
ICve = IcMp

PucyHok 3.9 — Pe3ynbraT nepeTBOpEHHS MAaKETy By3Jia 3 BUKOPUCTAaHHSIM PAT



OSI Model _ Inbound PDU Details Outbound PDU Details
————

PDU Formats

Ethernetll
i | 4 | 8 1 I [ Bytes
; PREAMBLE: 101010.10 | SF | DEST ADDR-000A F3A5 A4

D 9E

!

SRC ADDR:0060. | TYPE:0 | DATA (VARIABLE | FCs:0x00000000
' 47645935 | x0800 LENGTH)
I

P

0. 40 0 1 B 16 200 (1 241 1 | Bits

VER4 | HL5 DSCP:0x00 TL28
ID:0x000a FLAGS FRAG OFFSET:0x000
0x0
TTL:254 PRO:0x01 CHKSUM
SRC IP:172.24.239.100
DST IP:209.165.201.5
DATA (VARIABLE LENGTH)

ICMP

0 (e O T I L e e | Bits

| tveEoxos | copeoxeo | CHECKSUM 1

0OSI Model
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Inbound PDU Details  Outbound PDU Details
—————

PDU Formats

Ethernetll 4
| | 4 | 8 [ | Bytes
PREAMBLE: 101010.10 | SF | DEST ADDR 000C CFB8.E

D
SRC ADDR:0001. | TYPE:0 | DATA (vARIABLE | FCS:0x00000000
' 4264478 | x0800 LENGTH)

P

0 v o 40 0 0 8 o 16 200 0 0 24 | | Bits

VER4 | HLS DSCP-0x00 TL28

ID:0x000a FLAGS: |  FRAG OFFSET-0x000
0x0
TTL:263 PRO:0x01 CHKSUM
SRC IP-209.165.200.3
DST IP-209.165.201.5
DATA (VARIABLE LENGTH)

IcMP

00 0 1 i1 1 B i a1 16 L | Bits

[ rtvreoes T copeoxoo 1 CHECKSUM | v

Pucynok 3.10 — Pe3ynbraT nepeTBOpeHHs MakeTy cepBepy Ha ctaTuuHy aapecy NAT

[lepeBipeno nmpaBuibHICTh HanmamTyBanHs [Psec VPN-tyHeno mix odicamu, Oyino

HAJICIIAaHO TakKeT 3 Mepexi ronoBHoro odicy mo LANI, pesynbrar nepeTBOpEHHS

nakery Ha poyrtepi Afanasiev_Edge Router MoxxHa noOauntu Ha pucyHky 3.11.

I[OI[&TKOBO HiI[TBepI[I/ITI/I BCTAHOBJICHHA 3aXHIICHOI'O 3B’513Ky MOXXHa BHKOHAaBIINU

KOMaHy: show crypto isakmp sa, pe3ynbrar 300paxeHo Ha PUCYHKY 3.12.

0SI Model Inbound PDU Details Outbound PDU Details
PDU Formats
Ethemetll
| | 4 | 8 | | | Bytes
| PREAMBLE: 101010..10 I SF | DEST ADDR:000A F3A5 A49E
D
SRC ADDR:00E0.F79 | TYPE:0x | DATA (VARIABLE LE | FCS:0%00000000
9.0338 0800 NGTH)

3
A 8 L1 1 16 20, 24, Bits

VER:4 I IHL:5 I DSCP-0x00 28

ID:0x001c FLAGS:0x FRAG OFFSET:0x000
0
TTL-254 I PRO-0x01 CHKSUM
SRC IP:172.24.239 2
DSTIP:172.24.232.2
DATA (VARIABLE LENGTH)
IcMP
[ T 8 LI O e (T VY Y O O A I Bits
TYPE:0x08 I CODE:0x00 CHECKSUM
ID:0x0014 SEQ NUMBER-25

[PRET IS

0s1

Model  Inbound PDU Details  Outbound PDU Details
————————

PDU Formats

Ethemetll
i | 4 | 8 | | | | | Bytes
| PREAMBLE: 101010.10 SF I DEST ADDR:00E0.B02A.1207
D
SRC ADDR:0001.42C | TYPE:0x [ DATA (vARIABLE LE | FCS:0x00000000
6.44A8 0800 NGTH)
P
0.1 1 1 4. 8.1 1 A (T 201 1 24 || Bits
VER4 I HL5 | DSCP-0x00 TL:20
ID:0x047c FLAGS uxl FRAG OFFSET-0x000
0
TTL-255 | PRO:0x32 CHKSUM
SRC IP:209.165.202.2
DST IP-64.100.13.2
DATA (VARIABLE LENGTH)
ESP Header
0 (N [ 16 [ | [ Bits
ESP SPI1358115278
ESP SEQUENCE:6

Pucynok 3.11 — Pe3ynbrar nepeTBopeHHs Ta n(pyBaHHS NaKeTy
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EDZEfshow crypto isakmp sa

IPv4 Crypto ISRFMP 5S4

dst Src state conn—-id slot status
g4 .100_.13.2 2059 _.1€5.202.2 CM TDLE 1012 0 ACTIVE

PucyHnok 3.12 — Pe3ynwrar ycnimuoro IPsec 3’ennanns

[lincymoBytouM, yci OCHOBHI MEXaHI3MHM KOMIT IOTEPHOI0 MEpEeXi BU3HAYCHI Yy

TEXHIYHHUX BUMOTax OyJId peasli3oBaH1 Ta MPaIo0Th Y BIAMOBIAHOCTI 0 BUMOT.
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4 PO3POBKA KOMIIOHEHTA CUCTEMHA

4.1 BusHaueHHs 0a30B0I AaPXITEKTYPH MPOEKTY

Bu3HayeHHsT apXiTEKTypu Ta IUIAHyBaHHS OCHOBHUX €JIEMEHTIB MPOEKTY Ha
MOYaTKOBOMY €Talll HOro po3poOKU € OJHIEI0 3 HAWBaXIUBIIMIMX 3a7a4 IIPH PO3poOIIi
BiJleorpu. ApXiTeKTypa rpu Ta GOpMyBaHHS METO/IB B3a€MOI1i OKPEMHUX MOIYITIB OJNH
13 OTHUM € CKJIQJHUM 3aBJaHHSAM, IIPOTE€ OKPECICHHS LIUX pedyel 3 CaMoro Movarky
J03BOJIUTh TIPOBECTU PO3pPOOKY TMPOAYKTY IUIABHINIE, ap)Ke BHECEHHS 3MIH Y
(yHIaMEeHTAJIbHI NPUHIUNM (DYHKLIIOHYBAaHHS apXITEKTypU CTAa€ BCE CKJIAJHINIE 13
KOYKHUM HAIlMCAaHUM PSIIKOM KOILY.

BpaxoByroun HampaBieHHsi NmpoekTy, a came 2D-Roguelite, BU3HauumMo Moro
XapaKTepHi 0COOIUBOCTI:

— BHUJ 3BEpXy, [0 O3HAYa€ BUKOPUCTAHHS BHUKIOYHO ocel X Ta Y musa

MIePEMITIICHHS;

— CHCTeMa TPOoIIeTyPHOI TeHepallii piBHIB;

— CHUCTeMa KOHTPOJTIO MTepCOHaka TPaBIIs;

— CHCTEMa YNpaBJlHHA BOPOTraMH Ta iX MOBEIIHKOIO;

— CHCTeMa KOPUCTYBAIIbKOTO 1HTEep(ENCy;

— CHCTEMa 3BYKOBUX €(EKTIB;

— CcHCTeMa IHBEHTapIo rpaBls, IPEAMETIB Ta MOKIMBOCTEN 1X BUKOPUCTAHHS;

— cucTeMa 30epeKeHHS MPOTrpecy IrpaBlisd MiXK I'POBUMH CECISIMU;

— CHCTEeMa BHIIaJKOBOTO T€HEPYBaHHS ITPOBUX MPEIMETIB;

OcHoBHa po6orta 3 pymiem Unity BiiOyBa€eTbCs y CIieHaX, BOHU € KOHTEHHEpaMHu
IUISL ITPOBUX OO €KTIB, 1 B CEPEAMHI HUX 3HAXOAATBHCSA YC1 aKTHBHI €JIEMEHTH Tpu. Y
NpoekTi OyayTh BUKOpUcTOBYBatucsa MonoBehaviour ta ScriptableObject - ne nBa
dbyHaamMeHTanbHl Kjaacu B apxiTektypi Unity, KOXK€H 3 SKMX BUKOHYE pPI3HI pOji B
opraHizailii 1rpoBoi JIOTiIKM Ta aaHuX. Apxitektypa Unity moOymoBaHa HaBKOJIO
GameObjects — 11e Oyab-s1K1 00’ €KTH, 110 3HAXOAATHCS Y ITPOBIH CIIEH1, OTKE OyIb-sIKUN
aktuBHMM 00’ekT y Unity € GameObject. Lle He crocyeTbest 00’ €KTIB, IO ICHYIOTh Y

nam’sTi pymrist Unity, apke BOHU HE € eIeMEHTaMH CLEHH, 1 CIYyTYIOTh JUIsl 3BepHEHHS
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py1is 10 naHux abo 00’ €KTIB, MO 3HAXOMATHCS Y (haiiyax rpH.

MonoBehaviour - 11e ocHOBHUI 0a30BHii KJIac, BiJl SKOTO MOXOSTh YC1 CKPUITH
Unity, sikiio BoHU npu3HadeHi it npueadanusa 10 GameObject sk komnoHeHTH. Bin
IHTerpy€e HamucaHuii po3poOHukoM C# Ko y KOMIIOHEHTHY apxiTekTypy Unity,
JO3BOJIAIOUM CKPHUIITY OpaTd ydacThb y LIMKJIaX OHOBJIEHHS PYIIis, BUKIMKAX (DiI3UKH,
NOJIIAX PEHJEPUHTY Ta IHIIUX Mpoiecax. Kinacu, mjo ycnankosani Big MonoBehaviour,
MOXXYTh TIEPEBU3HAYATU CTaHAAPTHUM HaOlp meToxiB, siki Unity BUKIMKAE y TIEBHI
MOMEHTH MiJ] YaC BUKOHAHHS:

— Awake() — BHUKJIMKA€ThCS OJpa3y NMpU 3aBaHTAXKECHHI KJIacy;

— OnEnable() — BUKIIUKAE€THCS KOXKHOTO Pa3y KOJIM 00’ €KT CTa€ aKTUBHUM;

— Start() — BukiMKaeThca mepen BUKoHaHHsAM mepmioro Update(), ane micis

BUKJIUKIB Awake() yCiX 1HIIUX KJIaclB;

— Update() — BUKITUKA€ETHCS KOXKEH ITPOBUIN KaJp.

— FixedUpdate() — BukiiukaeThcs 3a 3a)ikCOBaHUM 1HTEPBAJIOM.

— OnDisable() — BUKJIMKAETHCS KOKHOTO pa3y KOJIM 00’ €KT CTa€ HEAKTUBHUM.

— OnDestroy() — BUKIMKAETHCS IPU 3HUIIICHH] 00’ EKTY.

ScriptableObject - 1e kmac-kKOHTEHHEp MaHWX, MPU3HAYCHWA M7 30epiraHHs
nanux. Ha Bigminy Big MonoBehaviour, Bin He Bumarae npueaHants 10 GameObject,
HATOMICTh, €K3EMIUISIpU 30epiratoThes sK .asset (aitnu y mupektopii Assets irpoBoro
npoekTy. OCKUIbKHY JIaHi 30epiratoThes sik (aiii, 3HaueHHs 30epIiraloThCsi Mi>k CEaHCAMU
BiTBOpEHHs 1 MOXYTb OyTM BHKOPHCTaHi y pI3HMX CIEHax Ta o0'ekTax. Ix
BUKOPHUCTAHHS € e(DEeKTUBHIIIUM sl 30€peKeHHs TaM’sTl, aJpkKe KUIbKa MOCUJIaHb Ha
onuH 1 Toi camuit ScriptableObject cnibHO BUKOPHUCTOBYIOTH 0a30BMii HAOIp AaHUX,
3MEHIIYIOYM JyOJIOBaHHS JaHUX Yy mam’aTi. TakoX 1ie J03BOJIE€ 3MEHIIUTH
BUKOPHUCTAHHS KOPCTKO 3aKPIIUICHUX JaHUX Y 1HIINX KJIacax, M0 JOTIOMarae po3auIsiTv
JaHl Ta TMOBEIIHKOBHM KOJ, X04a IIe He o3Hayae mo ScriptableObject He Moxe mMaTh

BJacHi ()yHKIIi Ta BUKOHYBATH iX M1J 4ac poOOTH MPOEKTY.
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4.2 HanucaHHS KOAY OCHOBHHUX irPOBUX CHCTEM
4.2.1 T'onoBHMI CKPUIIT YNIPABJIIHHA
['onoBHUM enemMeHTOM poOoTH mporpamu € kiac GameManager, BiH € 00’ €KTOM
mabnony “OpunHak”. byab-skuid HacTynHui ex3eMiuisip GameManager HeraiHo
3HMILYETHCS, 3a0€3Meuyour 1CHYBaHHs JIMIIE ONHOTO ek3eMIusipy kiacy. Ilepexonu
MK CTaHAMU T'pU MpeacTaBiieHl 3MiHHOIO Ty GameState, a MOTOYHMI 1 MONEpeHii
CTaH 3alUCyIOThCA y crnerianbHux noisx. lllopasy, komu BigOyBaeThCcs 3MiHA CTaHY,
meton UpdateGameState(GameState newState) 300paxeHuit Ha pucyHky 4.1 OHOBIIOE
i TOoJsi, 3a HEOOXIJHOCTI, Ta TPAHCIIOE 3MIHY 4Yepe3 CTaTU4YHY IOAII0
OnGameStateChanged, mignucaBmmch Ha Ky 3a [OPOTpaMHUM  I1a0JIOHOM
“Crnocrepiray”, 1HIII CKPUOTH MOXYTbh OTPUMYBAaTH OHOBJIEHHS BHYTPIIIHBOIO CTaHy
rpu. Lleil MexaHi3M CUHXPOHI3y€E MIACUCTEMH HE BJIAIOYUCH J0 PO3PI3HEHHS CKPUIITIB,

110 i1 moTpeOyIOTh.

public void UpdateGameState(GameState newState)
{
i OldState = State;
| State = newState;
i switch (newState)
A
! i case GameState.MainMenu:
E | ResumeTimeFlow() ;
DisablePlayer();

1 E i break;
! i case GameState.MapSelect:
. ResumeTimeFlow() ;
1 _mapManager = GameObject.FindAnyObjectByType<MapManager>();
| ! i DisablePlayer();
| break;
case GameState.FightLevel:
' ! i _levelManager = GameObject.FindAnyObjectByType<LevelGenerator=();
! i i ResumeTimeFlow() ;
i ' break;
! case GameState.RewardScreen:
| i i ResumeTimeFLlow();
i ! break;
case GameState.Shop:
i ResumeTimeFlow();
i break;
case GameState.BossLevel:
| i _levelManager = GameObject.FindAnyObjectByType<LevelGenerator=();
i ! i ResumeTimeFlow();
' break;
case GameState.WinScreen:
i break;
case GameState.lLoseScreen:

break;
| i case GameState.PauseScreen:
i break;
}
Debug.Log($"We are in {newState}");
| OnGameStateChanged?.Invoke(newState);

Pucynok 4.1 — Meton UpdateGameState kiiacy GameManager



61

GameManager Takox peectpye obpoOHuKM mofid, Taki sk OnFightLoaded, mo
BUKJIMKAIOTHCS MICHIS 3aBaHTAXXEHHS CIIEHU. B 11boMy OOpOOHMKY Tako>K BiAOyBa€ThCS
BUKJIMK T€HEepaTopa pIBHIB, KUl CTBOPIOE BHUMAJKOBY KIJIbKICTh KIMHAT BiJ 2 110 6,
[Ticns 3aBepuieHHS TeHepalli KOXKHUW eK3eMIULsp Kkiacy Room, peectpye cBOIO
BHyTpimHIO noAit0 OnRoomCleared, sika BUKJIMKA€TbCS NP 3aYMCTL1 KIMHATH Bij
BOPOTiB, y MEHEIKEPI, 110 T03BOJISIE CJIIIKYBATH 32 MIPOTPECOM TpaBlisd Ha PiBHI Ta KOJIU
JYWIBHUK aKTUBHUX KIMHAT gocsirae 0, TpaBellb MOBEPTAETHCA HA CIIEHY 3 KapTOlO
piBHiB. Ha mouarky icHyBaHHs GameManager TakoX CTBOPIOETHCS MOCTIMHHUI 00’ €KT
TpaBIs 3a JIOMIOMOTOI) BUKOPUCTAHHS 3arotoBaHoro mpedaba. Ile mo3Bomsie iHIIMM
CKpHUNTAaM 3aBXIW MaTd JOCTyH JO CKpHUIITIB TpaBlsd, Ta HOTO0 MOTOYHOTO
MICIIE3HAXO/IPKEHHSI, a TAKOXK 3aro0irae AyOIIOBaHHIO €JIEMEHTIB Ta IaHUX IOB’SA3aHUX
3 1HBEHTapeM TIpaBIlsl Ta HOro mapamMeTpamu, M0 MOXYTh OyTH MOB’si3aHI 3 HOro
MOCTIMHUM CTBOPEHHSM Y CILIEHI Ta 3HUIICHHSIM.

IaBenTap 1 mpeaMeTrd TpaBiHs  OOpPOONSIFOTBCS  Yepe3 TOCWIAHHS — Ha
ScriptableObject 3 knacy InventorySO. Ha nodatky ko)KHOTO 3a0iry, BAKOHYIOTHCS TaKi
metoau sik ResetLootbase() Ta SpawnStartingEquipment(), sixi 3a0e3meqyioTh YUCTY
reHepallilo MpeIMeTiB Ta HAaJaloTh PaBLIO CTapToBe cropsypkeHHs. Ilepemora um
nopaska y rpl BUBHaYaeThCs 3a JOIMOMOror0 Bu3HaueHux noAiil Enemy.OnBossDeath ta
PlayerController.OnPlayerDeath BignosigHo. [leranpHuii kon kinacy GameManager

HanaHo y [donatky b.

4.2.2 Cucrema resepaunii Manu piBHiB

B ocHOBI mpoekTy JeXHUTh MpOlEeIypHa CUCTEMa TeHepallii Mar, sika CTBOPIOE
po3rajyXeHl HUIAXH, MoaiOHI 1o THX, 1m0 MoxkHa 3HaiiTu B Slay the Spire [15].
ApXITeKTypa MATPUMYE JEKIIbKa OpIEHTAIllH, JO3BOJISIOUM MaraM PyXaTucs B Oyib-
SAKOMY KapJIMHaJbHOMY HANpsMKY (3J1iBa HampaBo, CIIpaBa HaJiBO, 3BEpXy BHH3 a0o
3HM3Y Bropy). Taka T'HYYKICTb pPOOMTH CHCTEMY aJANTUBHOIO JI0 PI3HUX IrPOBUX
JM3aiiHIB Ta opieHTaIlii ekpaHy. [IpoekT BKIIOUYae JEKUIbKa BaXKJIMBUX KOMIIOHEHTIB

Unity Ta croponHix pecypciB. DOTween cnyrye aHiMauiiHum (GpeidMBOpKOM, IO
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3a0esrneuye TUTaBHI TNEpEeXOonu Ta BidyalnbHI eekTn y BchbOoMy iHTepdeiici mamu.
Cucrema BukopuctoBye Newtonsoft. JSON mis Unity s ynpaBiiHHS cepiali3ali€ro Ta
Jecepiaizaliclo JaHUX Mamu, M0 J03BoJisie 30epiraT CTaHu 30epeKeHHS MIK
irpoBumu cecisimu. [lponeaypHa cuctema reHeparlii BKIIOYA€ CKJIQJHE PO3MIILICHHS
BY3JIIB 3 MOXJIMBOCTAMH paHJoOMI3aIlli /uisl 3amoOiraHHss MOBTOPIOBAHOCTI MAaKETIB.

AJITOPUTMH YCYHEHHS MEPEXPECHUX BY3JIIB 3a0€311€Uy0Th YHUCT1, TPOXIAHI MIIAXU
06e3 koHQIIKTYI0UNX 3'enHaHb. CucteMa MATPUMY€E KOH(ITYpOBaHI TUIHU BY3IIB, 110
J03BOJISIE PO3POOHMKAM BHM3HAYAaTH PIi3HI TUIK 3yCTpidedl y pI3HUX TOUYKAX KapTH.
['eneparop kapTu mounHae poOOTY 3 UMTAHHS BU3HAYCHOTO KOH(IrypauiiHoro ¢airy
MapConfig, ne po3TamioBaHi HaNAIMITyBaHHS KUIBKOCTI BY3JB, KUIBKOCTI IIapiB
re’epanii, iX THUIIB, PO3TallyBaHHS Ta BIPOTITHOCTEH MOSIBM HA KOXKHOMY KpOILl
npoxomkeHHs. [Iporenypa rerepariii TOYMHAETHCS 3 PO3MIIICHHS] KOXKHOI BEPIIMHH Y
BU3HAUEHIA KOOPAMHATI IHapy, MOTIM i KOXHOTO TEPBUHHOTO «MapLIPyTy»
BUOMpaEThCsl MoOYaTkoBa BepluMHa y mapi 0 1 mpocyBaeTbcs MIap 3a IIAPOM: Ha
KOXKHOMY KpOIll BUOUPAETHCS BEPIIMHA, 1HIEKC SKOI JISKUTh Yy MeEXaX HEBEIUKOTO
3CYBY BiJI IIONIEPEIHHLOTO BUOODY.

[Ticnst mpoKITaIeHHS OCHOBHUX TUISAX1B, aITOPUTM BBOIUTH JTOJIATKOBI 3B’ SI3KHA MiXK
mapaMu, IO TMiABUINY€E BapiaTUBHICTh OOMpPAaHHS NUISIXYy Ta Jla€ MOXJIHMBICTh
NEPEXOJUTH 3 OAHOTO IUIAXY Ha 1HIMK. [Ipukia Takoi reHeparii MoXHa MOOAYUTH Ha

pUCYHKY 4.2.

Pucynok 4.2 — [Ipukian resepanii Manu piBHIB
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4.2.3 Cucrema reHepauii npouegypHMX irpOBUX piBHIB
Jlnst  reHeparii piBHIB Ha SKUX TpaBII0 HEOOXIMHO TepeMaraTd BOPOTiB
BUKOPHUCTOBY€eThCsl ckpuntT LevelGenerator, MOBHMII KOI SKOTO MOXKHA 3HaWTH Y
HNonatky b. Knac opranizoBye npoiieypHy noOyqoBYy pIBHIB 32 HUISIXOM BiATBOPEHHS
3aroToBaHux paimie npedadis kimHar. [licias Buknuky dynkii GenerateLevel() kimac
3aIlyCKae acCHMHXPOHHY Ollepalio 3 TeHepyBaHHs piBHA. llepiioro omepaiiieo €
BUJIAJICHHS YyCiX 00’€KTIB, M0 MOIVIM 3QJIMIIUTHCS IIICIS TONEPEIHBOTO BHUKIHKY
re’eparii, Micisg [bOTO HA HYJbOBUX KOOPJIMHATAX CTBOPIOETHCS —3a3ajerijib
3aroroBaHa cTapToBa KiMmHara startRoom, ska 30epirae y reHeparopi TOYKY
playerStartPosition, sika mi3Hime OyJie BUKOPUCTaHA ISl BUKJIMKY TPaBIlsl HA PIBEHb.
[Ticnst cTBOpeHHS KIMHATH, aITOPUTM IITYKAa€ TOYKH BUXOAY Ta TMOYMHAE ITEPyBaTH
IUKJI, SKUM Oy/le BUKOHYBAaTUCh JOKU KUIBKICTh KIMHAT Ha PiBHI HE JOCSTHE 3HAYEHHS
maxRooms a0o Ha piBHI HE 3AJMIIUTHLCS KOJHOTO BIJILHOTO BUXOJY Y JKOJIHIHM 3 KIMHAT.
OTtxe, TeHepaTop BHIIAJIKOBO BUOMpae BUXiJ, Ta Wykae npedad KiMHATH KU Mae
BHX1]I MPOTHJIC)KHUHN 0 0OpaHOTO, A1 3a100iraHHs HECKIHUCHHUM CIIpoOaMm Ii1iopaTu
KIMHATy JJI1 CTBOPEHHS, Y IHMKJ1 € 0OMeXeHa KUIbKICTh cripo0 minoopy npedady ms
KOYKHOTO 3 BUXO[IB, MICJS 4OT0O BiH Oyae BBaXKarucs 3akpUTHM. [[1s1 KOXKHOI KiMHATH
mo Oyna ycmimHO migiOpaHa sIK MAXOASIIA JJIS TIEBHOTO BHXOJY, CTBOPIOETHCS
THUMYACOBUH C€K3EMIUIAP Ha HYJIbOBHUX KOOpPAWHATAaX, IS PO3PAXyHKY KOOPAHMHAT, SKi
Oy1yTh HaJlaHi KIMHATI MIpH ii KiIHIIEBOMY CTBOpeHHI. [1icis rux oO4ucieHs, THMYacoBa
KIMHaTa 3HUIIYETbCS, 1 KIMHaTa CTBOPIOETHCS Ha TMOMEPEIHbO PO3PAXOBAHUX
KOOPJMHATAX, INCIS YO0Tr0 3alyCKA€ThCs TIEPEBIpKa, sKa BH3HAYA€, YW TICPEKPHBAE
reoMeTpiss HOBOCTBOPEHOT KIMHATH BKE ICHYIOYI Ha pIBHI KIMHAaTU. Y BHIIAJIKY
MEepPeTHHY, KIMHATa BIJKUJIAETHCA SK TMOTCHIINHUN KaHAWAAT 1 LUKJI MOYUHAETHCS
HAHOBO. Y BHUMNAAKy MPOXOMKCHHS TECTy Ha TMEpPETHH, KiMHATa aKTHBYEThCA Ta
JOJIAETHCS IO CIUCKY po3TamoBaHux KiMHAT placedRooms. Buxin mo OyB 3amydenwii
70 i1 €aHAHHS KIMHATH J0 TMOIMEPEIHbOI, BUKIIOYAETHCS 3 PO3IVISAY aJTOPUTMOM SIK
BKe 3aiiHATHil. [licns 3aBepiieHHs ycCiX ITepaliil allrOpUTMY, BUKOHYEThCS aKTHUBaLlls
HaBITAIIHOT CITKM Y PO3MIIIEeHUX KiMHaTaX. /laHa ciTka BUKOPUCTOBYETHCS BOPOTaMHU

JUTSL TIEPEMILLEHHS Ta HaBirauii piBHEM.
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[Tpuxman CTBOPEHOro 3a AOMOMOrOI0 IbOro kiacy piBHSA 3 40 KiMHAaT MOXKHA

M00aYNTH HA PUCYHKY 4.3.

Pucynok 4.3 — Ilpukinazn resepanii piBHs

[Ipedab kokHOT 3 KIMHAT MMOBUHEH MAaTH CXOXKY CTPYKTYpy MOOYIOBH, JJIs iXHBOI

MPaBUIIBLHOI TeHepallii, If0 CTPYKTYPY MOKHA MTOOAYUTH HA PUCYHKY 4.4.

g Room2

Pucynok 4.4 — CtpykTypa KiMHaTu

Koxxna kimMHaTta Mae enemeHT Grid, SKuii BUKOPUCTOBYETHCS JIsl PEHAEPY ITPOBUX

TalJiB, 3 AKX CKJIaJAl0ThCs PIBHI. Y KOXKHIA KIMHATI € 3 TUIM KapT TailliB: MiaJora,
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CTIHM Ta HakIagkd. KapTu TaiiiiB BUKOPUCTOBYIOTHCS JUIS PO3ILTY TaillliB Ta HaJaHHS
iM TIeBHHUX OCOOJMBOCTEH B 3aJ€KHOCTI BiJ KOHTEKCTy. Hampukmam Taiaud CTiH
3yNHUHSIOTh KyJdi Ta TPaBIs, a/pke 1€ € iXHIM MpPU3HAUYEHHSM, TOMY BOHH MAalOTh
xoMmnoHeHT Rigidbody2D, sxuii BukopuctoByeThes y Unity i (QI3MUHMX B3a€MOJIM
MK 00’exktamu. KoxkHomy 00°ekty y Unity mMoxe OyTH NMpU3HAUYEHUM TET Ta PIBEHBb
B3a€MOJii Ha SAKOMY BIiH 3HAXOAWTHCSA, IO JO3BOJSE THYYKO HAaJIAlITOBYBAaTH
KOMILUIEKCHI B3a€MOJIi MK 00’€KTaMHU, HAMpUKIAI: KyJl TpaBlsl Ta CyNPOTHUBHUKIB
3HAXOSATHCSA Ha PI3HUX PIBHIX B3a€MOJIIi Ta HISK HampsMy HE BIUIMBAIOTh OJIMH Ha
omHoro. Y mpedabax KiMHAT piBHI B3a€MOJIT BUKOPUCTOBYIOThLCS ISl BUSHAYEHHS SIKi
€JIEMEHTH KIMHATH OyIyTh BPaxOBYBaTHCS IMPHU PO3PAXYHKY iXHIX MEX T€HEepaTopoM
piBHIB. KoXXHUI enemMeHT, sKkuil Mae (p13MYHUI KoJlaliJep Ta MOBUHEH OyTH BpaxOBaHMMA
y 00YMCIIEHHSX, 3HaX0IUThcs Ha piBHI Room Ta Mae ter CollidableWall. Takum urHOM,
yC1 €JIEMEHTH 110 MalOTh KoJaiifiepu, ajie He 3HaXOAAThCs Ha piBHI Room irHOpYIOTHCS
reHEpPaTopoM PIBHIB Iij yac 00poOKH (I3UYHUX MEXK KIMHATH.
KokHa KiMHaTa Mae BU3HA4YCHY KUIBKICTh BXOJIB/BUXOJIIB IO MPHHMAaIOTh Y4acTh
y TeHepailii, BOHU MOXYTh BIJMOBIAATH OJHOMY 13 YOTHPHOX HAIpPSMKIB KOMIIACY:
MiBHIY, CXiJ, MiBIEHb, 3axia. KUTbKICTh BUXO/IB MOXKe OyTH MEHIIOI 32 BU3HAYCHY, aJie
He Ounpimoro. KokeH BHX1J Mae BH3HAUCHY ‘‘HAKJIANKy , SKa BUMHKAETHCS y pasi
aKTUBallli BUXOMy IO BIJKPUBA€E MPOXiJ A0 1HIIOI KiMHaTu. KokHa 3 HaKIagoK €
BJIACHOIO KAapTOIO TaiyiB, a Takok Mae ckpunt ExitTilemap, B sikoMy 3a3Hadaerbcs
HAIpPsIMOK BUXO/Y Ta TOYKA M1’ € THAHHS.
JI1st KOOKHOTO BUXOAY Y KIMHATI PO3TAIIOBaHI OKpeMi 00’ €KTH Y BUIVISII JABEPEi.
VY Bumagky SKMIO TpaBellb 3aXOJUTh JO KIMHATH 1 BOHAa Mae€ BOPOTiB, yCi JBepi
3aYUHSIOTECS Ta TOKH TIpaBellb HE IEepeMOXKe BOpPOTiB, BUWTH 3 KIMHATU Oyje
HEMOXJIHUBO. Taka B3aemois 3a0e3neuyeThesi ckpuntamu DoorTrigger, sikuii Hacuiae
CUTHAJI y pa3i 3HaXOKEHHS TPaBIls y BUSHAYEHIN 30H1, TCHs 1[boro cKpunT RoomDoor
nepeBipsie yMOBHU aKTHBAIlll Ta HaJICUJIA€ BIJMOBIIHI CUTHANM 0 CKpUnty Room, sxuii
y pa3l HasBHOCTI BOPOTIB y KIMHATI MOYMHAE iX akTUBauUito. [Ipuknag HalamTyBaHb
ckpuntiB Room, RoomDoor, ExitTilemap nms panimie 300pakeHoi CTPYKTypH KIMHATH

UTIOCTPOBAaHO Ha PUCYHKY 4.5.
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Pucynok 4.5 — [Ipukian HanamTyBaHb CKPUIITIB KIMHATH

4.2.4 Cucrema ynpasJIiHHSI IIEPCOHAKEM

Cucrema ymnpaBiliHHS ITPOBUM MEPCOHAXXEM MOOy/I0BaHA Ha OCHOB1 4 CKPUIMTIB:
PlayerController, PlayerMovement, PlayerActions, GunSelector. PlayerController €
LEHTPAJIbHUM CKPUIITOM, B SIKOMY 310paHO BUKIIMK yCIX 1HIIMX MOB’S3aHUX 3 TPaBLEM
¢byskiii. Takox, BIH Kepy€e B3a€EMOMIEI0 3 1HBEHTAPEM TpaBIlsd Ta MpPeAMETaMHU IO B
HBOMY 3HaxolsThca. Kon 3abesmneuye Taki MOMIMBOCTI SIK: HAsSBHICTh 1HBEHTAPIO
3aCTOCOBAHOIO CHOPSAKEHHS a TAaKOXK 1HBEHTApIO 3alacHUX MpEeAMETIB. Y Koul e
NepeBipKa 3aCTOCOBAHMX IO TpaBIsl MOAM(DIKATOpIB MapaMmeTpiB, IO MOXYTh
HAJXOAWTH BiJl CHOPS/DKCHHS a00 TMAacHBHUX TMPEAMETIB, IO 3HAXOMSATHCS Y
3BUYaiiHOMY 1HBeHTapi. KoHTposep Takox BIAMOBIIAE 3a CUCTEMY 3[I0pOB’Sl TpaBLsl Ta
il 00OpoOKy, B3aeMOIII0 3 KOJaWJepaMH BOPOXHX TOCTPUIIB Ta Mepefady JgaHuX
napameTpiB 110 ScriptableObject PlayerAttributesSO, sxuii 30epirae craH napaMmeTpiB
rpaBLs.

Ckpunt PlayerMovement 3untye BBia iHbopMalii Bij nepudepiitHuX IpUcTpoiB
KOpHCTYyBaua, Ta BIJINOBIJIA€ 3a MEPEMIILIEHHS IpaBls, a cCaMe HaJlaHHs Horo Gpi3uuyHOMY
koMroHeHTy Rigidbody2D niHiliHOTO TPUCKOPEHHS B 3aJIEKHOCTI BiJl MHapaMeTpiB
3azHaueHux y PlayerAttributesSO, Takox JaHuUW CKpPUNT BIAMOBIIAE 3a OOpPOOKY
MEXaHIKH YXHWJIEHHS TPaBLs BiJl BOPOXKHUX Kyjidb. Y BHIIQJKy SKIIO T'PaBElb HATHUCHE

kHomKy “IIpoOin” Ha KJaBiaTypi, MEPCOHAXK MOYHE MIBUIKE MPUCKOPEHHS Y 33JJaHOMY
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HampsSMKYy Ta y 3a3HaYeHWM Mepiof TrpaBellb He Oyne 3a3HaBaTHU IOIIKOMKEHb BiJ
30BHIIIHIX 3arpo3, MpPOTe BiH TaKOX HE 3MOKE BECTH BJIACHHW BOTOHb YU BUIBHO
MIePEMIIITyBaTHCh ITiJT YaC BUKOHAHHS MAaHEBPY YXUJICHHS.

PlayerActions Takox 34UTy€ BXIJIHY 1H(OpMALIIIO B1Jl IPUCTPOIO KOPUCTYyBaya, ajie
BUKOHY€E (DYHKIIIIO KOHTPOJIIO Ta B3aEMO/Ii TPaBLs 3 TAKUMH €JIEMEHTAMU CUCTEMU SIK:
cTpinbOa Ta mepesapsypkanHs 30poi. [Ipu moTeHIiiHOMYy JOOMpaIlOBAaHHIO CHUCTEMH,
BiH Oyle BIAMOBIZATH 3a B3aEMOJII0 TpaBIl 3 AKTMBHUMH CJIEMEHTaMHU CBITY,
HaIIPUKJIJl; KOHTEHHEPH 31 CIIOPSAHKEHHSIM a00 CTaHIII1 JIIKyBaHHSI.

GunSelector BinmoBigae 3a poOOTy CHOPSIKEHOI Ha TrpaBii 30poi. IHBeHTap
CIOPSIIKCHHS Ma€ 2 BIJIIN Il OCHOBHOTO 030PO€EHHS, IKE MOYKHA OOMIHIOBATH OJIUH
MDK OJHHMM 3a HAaTUCKaHHAM Ha KiaBimy “1” Ta BUKOPUCTOBYBaTH ISl CTPLILOM
HAaTUCKAaHHSAM JIIBOI KHONOKMA MuIm. Takok Ha rpaBll € BIOAUT A JIOJaTKOBOTO
030pO€EHHS, SIKE MO)KHA BUKOPUCTATH HATUCKAaHHSAM IpaBoi kHonku muiii. GunSelector
MIPEACTaBIIsIE€ 3 ce0€ MPOMDKHUM CKPUIIT, 3aBAAHHSIM SIKOTO € HaJlaro/pKEHHS B3a€MOJIT
MDK CHCTEMaMH 1HBEHTAPIO Ta CUCTEMOIO 30poi.

Heransuuit kon kiaciB PlayerController, PlayerMovement Tta PlayerActions

MOKHa 3HauTH y [lomarky b.

4.2.5 IuBeHTapHA cUCTEMA

Jlnst 3a0e3nedeH s HIKaBOCTI Ta BIAYYTTS HOBU3HM ISl KO)KHOTO HOBOIO 3a0iry
TpaBIls, y Ipi OyJIO0 peanizoBaHO CHUCTEMYy MpEIMETIB Ta iHBeHTapro. [laHa cucrema
0a3yeTbcs HA BIAKPUTOMY Koji [16], 3 BHECEHHSM JESKUX 3MiH AJis NOTPeO MPOEKTY.

B ocHoOBi iHBeHTapHOi cucTteMu JexuTh kiac ItemObject, skuii € 00’ekTOM
ScriptableObject Ta 30epirae Taki AaHl MpPO MOpPEeaAMET SK: TEKCT OINUC, CIpalT
300paXeHHS, PIAKICTh TMOSBH, MiHIMajibHa Ta MaKCHMajlbHAa KIJIBKICTh Y OIHOMY
1HBEHTAPHOMY CJIOT1, HEOOXIHICTh MOMEPETHBOTO po30aoKyBaHHs. [1i yac BUKOHAHHS
Ipy, JAHUW KJIac BUKOHY€E pOJb KOHTEHHEpa JaHMX Ta 3a0e3nedyye CTaOUIbHICTh
MOCWJIaHb IHIIMX KJIACIB HA 0a30B1 €JIEMEHTH IPEIMETIB, 110 3HAXOAATHCS y 1HBEHTApI.
Hactynmaum kmacom € kiac Item, BiH BUKOHYe (YHKIIO 30€peKEHHS YHIKAJIbHOTO

11eHTU(IKaTOpa KOKHOTO MPEeaMETy Ta HOro Moau(iKaTopiB mapaMeTpiB rpaBlis, Kiac
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ItemObject mae none Tumy Item 3 HazBoro Data.

Takox iICHYIOTH KJIacH, 10 HacaiayroTh Big ItemObject — ne PrimaryWeaponltem,
SecondaryWeaponltem, Passiveltem, Activeltem, koxeH 3 HUX € PO3IIMPEHUM KJIaCOM,
AKUA € HeoOXiAHUM JJis BIATBOPEHHS, BIJAMOBIIHO: OCHOBHOIO 030pOEHHS,
JTOJIAaTKOBOTO 030pOEHHS, TACHBHUX Ta aKTUBHUX MPEIMETIB.

BaxxnuBuM KinacoM Juisi MIATPUMKHU CTAaOUIBHOIO CTaHy YCIX MPEAMETIB y TIpl
He3ajnexkHOo BiJ obctaBuH € ItemDatabaseSO, 1ie 06’ ekt ScriptableObject mo BuKoHY€
JIOKYMEHTYBaHHsI Ta OHOBJICHHS JaHUX Mpo KokeH ItemObject mpoekTy, poOUTH BiH 11€
3a JOMOMOTOI0 HaJaHHSA KOXKHOMY 00’€KTy YHIKaJIbHOTO ieHTH(IKaTopa Ha MOYaTKy

Oynb-sKoro irpoBoro mnporecy. Kox manoro kiacy 300pakeHO Ha pUCYHKY 4.6.

~ using System.Collections.Generic;
using UnityEngine;

[CreateAssetMenu(fileName = "Database", menuName = "Inventory/ItemDatabase")]
Unity Script | 5 references
~ publie class ItemDatabaseS0 : SecriptableObjeet, ISerializationCallbackReeeiver

public ItemObject[] ItemObjects;

[ContextMenu("Update ID's")]

1 reference

public wvoid UpdateID()

i

for (int 1 = @; i <« TtemObjects.Langth; i++)

if(ItemObjects[i].Data.Id != i)

ItemObjects[i].Data.Id = i;
ItemObjects[i].InitializeType();

L e o
e

e

0 references

o publie veid OnAfterDeserialize()
i
i UpdateID();
}

0 references
public woid OnBefereSerialize()

f

Pucynok 4.6 — Kon kiacy ItemDatabaseSO
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Ocranniéi ScriptableObject mo peanizye cucremy iHBeHTapro 1e InventorySO,

AKUW BHUKOHYE (YyHKII 30epiraHHsS Ta MAaHIMYJIIOBaHHS TMpEAMETaMU TPaBIlfd, IO

3HaxoNAThCsl y Moro 3MiHHIN Container, kiacy Inventory. Inventory B cBolo uepry €

KJIacoM 110 30epirae B cobi 00’exktu InventorySlot, KoxkeH 3 AKUX € KOHTEHHEpPOM st
1HIUBITyallbHUX 00’ €KTIB Kiacy [tem.

Jlns Bigyamizaiii Ta HaJaHHSA TPaBIIO MOXJIMBOCTI (PI3UYHO B3aEMOMISTH 3
InventorySO icuye ckpunt Userlnventorylnterface. Bin peanizye dyHkIiii BuBeneHHs
BI3yaJIbHOTO TMPEACTABJICHHS CTaHy MPUB’SI3aHOTO 10 HbOro 00’ekTy InventorySO.
Jlanuii  KJac  TaKoXK ~ HACHIAYeETbCS JBOMA IHIIMMH  KiacaMu:  Static  Ta
Dynamiclnventorylnterface, ski cayryroTh I BiIOOpaKEHHS CTaTHYHHX Ta
JUHAMIYHUX 1HBEHTAPHUX 1HTEP(]EICiB BIAMOBITHO.

TakuM YMHOM 1€papXiyHy CTPYKTYypy KiaciB, 10 3a0€3MeuyloTh peai3aliio

1HBEHTApHOI Ta pEYOBOi CUCTEMHU y Ipl MOXKHA TOOAYUTH HA PUCYHKY 4.7.

Crieniani3oBaHi K1acu s Bi3yaibHOT
StaticInventoryInterface DynamicInventorylInterface B3a€MOLIT 3 00'€KTOM IHBEHTapIO
InventorySO

x

Knac-6arbko, skuii peanizye yci OCHOBHi
Userlnventorylnterface ¢yHKLii g B3aemonii 3 InventorySO Ha
Bi3yalbHO-TpadiuHOMY PiBHI

OcHOBHMIt K1ac 151 poO0TH 3 00'€KTamMu
TnventorySO IHBEHTapIO Ha PiBHI KOy, peali3ye yci
MOJIMBI OnepaLlil HaJl nIpeaMeTaMu

36epiranus 00'exriB TtemSlot as

Inventory B3a€MO/Iii Ha BUIIIOMY PiBHi
T 30epiraHns 00'extiB Ttem st nopanbLwoi
B3a€EMO/Iii Ha BHILMX PIiBHAX Ta
IventorySlot HpOBEICHHA 0A30BHX OTEpartiii
T
30epiranHs equHOT 6a3u AaHNX 3
YHIKaTbHUMU iACHTH(IKaTOpaMH, 110
Item ItemDatabaseSO ° b P

MOKa3yIOTh Ha 00'€KTH Ma0I0HN

] IHaba0nu as

; : ; NpeaMeTiB, 30epiraoThb
PrimaryWeaponltem Secondary Weaponltem Activeltem Passiveltem pea . P .
OCHOBHI JIaH1

ItemObject

PucyHnok 4.7 — lepapxiuHa cucTeMa KJIaciB IHBEHTAPHOT CUCTEMH
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4.2.6 Cucrema 0010 Ta B3a€MOJii 3 BOpOorammu

OcHoBHUM eneMeHTOM 00iioBoi cuctemu rpu “Forged from Ruins” € MOXITHUBICTB
HAHOCUTH IUKOJAY CYNPOTHBHUKAM 3a JIONOMOror cHapsaiB. g 1mporo Oyio
po3pobeHy cucteMy 30poi Ha OCHOBI BiIKpUTOrO Koy [17].

Cuctema peanizoBaHa Ha ocHOBI 4 ckpunTiB ScriptableObject, kokeH 3 SKUX
BUKOHY€E OKpeMoO BH3HaueHy (pyHkuito. [lenTpansaum kiacom € GunScriptableObject,
MO3UIIII0 Y CBITI, @ TAKOXK pealli3ye alropuT™M CTpLiIboH 3a gornomororo ¢yHkiii Shoot().
Takoxx GunScriptableObject micTuTh y co0l MOCHJIaHHS Ta BHUKOPUCTOBYE Y CBOIil
po6oti 3 inmri ckpuntu: AmmoConfig, ShootConfig, ProjectileConfig.

AmmoConfig 30epirae qaHi npo 3arajbHy KUJIbKICTh HA0O01B y 30p0i a Takok Haboi
10 3aps/UKEH] 10 MarasuHy. B xozl peanizoBaHo (QyHKIIIT nepe3apsisKaHHa aKTUBHOTO
MarasvHy, a TaKOXK MOMOBHEHHS 3arajJbHOT0 Oo€3aracy.

ShootConfig 30epirae gaHi npo TEXHIYHI XapaKTEpUCTHKU 30poi, a came ii
MIBUKOCTPUIBHICTD Ta TOYHICTh, B IIbOMY CKPHIITI TAKOXK 30€pIiratoThCsl HaJIAIITyBaHHS
Uit 30poi TUMYy PYIIHUIS, KUIBKOCTI CHApAIB Ta IXHBOTO PO3KUIY IMPU KOKHOMY
MOCTPLITI.

ProjectileConfig sikuii BijmoBizae 3a JOTIKY CHapsIiB, iXHIX apaMeTPiB a TAKOXK
IMHAMIYHE CTBOpPEHHsA Yy cleHl. MexaHi3M CTpuibOM Ta CTBOPEHHS CHaps/IiB
peanizoBanuii Ha ocHoBl mnpuHuumy ObjectPooling. ¥V Unity icHye MOXIHBICTB
CTBOPIOBAaTH 00’€KTH y CIICHI NMHAMIYHO 3a Jomomororo ¢yHKii Instantiate(), mpote
CTBOPEHHSI BEJUKOI KIJIBKOCTI 00’€KTIB OJHOYACHO a00 y KOPOTKHM MPOMIKOK yacy
MOXK€ TpPHU3BECTH J0 HeOaXaHOi BTpaTU MPOAYKTHBHOCTI, JJIi BUPIIMICHHS III€7
npobaeMu icHye MeToauka “myiHry”. 1le TexHika mpoayKTUBHOCTI, B sIKii (pikcoBaHMIA
HaOip 6araTopazoBUX 00'€KTIB CTBOPIOETHCS 3a37AJIETIb 1 MEPIOIUYHO aKTUBYIOTHCS Ta
JICaKTUBYIOTHCA 3a MOTPeOU, THM CaMUM MIHIMI3YIOUM BUJIIJICHHS TIaM'siTi, BUTPATH Ha
301p CMITTS pyIIiEM 1 CTPUOKHU YaCTOTU KaJIpiB.

[IpotTuBHUKM Yy Tpi peanizoBaHi 3 BUKOpucCTaHHSIM MonoBehaviour ckpunrty
Enemy, sikuii BUKOPHUCTOBYE MOAYJIbHY CHCTEMY MOBEIIHKH ISl YIPABIIHHS JOTIKOIO

I IPOTUBHHUKA.
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Y KOKHOTO BOpOra € TPU CTaHU B SKHX BIH MOXE 3HAXOIUTHCh: CTBOPEHHS,
nepeciifyBaHHd Ta aTaka, /€ KOXEH CTaH BHUPAXEHUH OKPEMHUM KJIacoM THILY
ScriptableObject. Ctan cTBOpeHHsI € BXIJHUM, B HbOMY MOXE MPOMHCYBAaTUCh JIOTIKa
MOSIBM BOPOTra y CII€HI, a00 JIOTrika HOro MacMBHOT'O ICHYBaHHS J0 BUSBJIECHHS I'paBLsl. 31
CTaHy CTBOPEHHS y CTaH MepeciiilyBaHHs BOPOT NEPEXOAUTH MpHU HAOIMKEH1 FPaBIls Ha
BU3HAUEHY MAWCTaHIII0, OLIbII JeTajlbHA JIOTiKAa MPOMHUCYEThCA Y 1HIUBIIYyaIbHUX
Moayisix ToBefmiHKM. CTaH arakd aKTUBYEThCS TICAsS HAOMMKEHHsS TpaBIlsd Ha
BHU3HAUEHY JMCTAHIIIO arpeCUBHOI MOBEIIHKH, BUAM Ta JIOTIKA aTakud OMHCYIOTHCS Y
KJIacax IO HACIAYIOTh Bl 0230BOTO KJIacy CTaHYy.

3miHa cTaHiB BiOyBaeThCs 3a monoMororo kinacy EnemyStateMachine sika mae aBi
GyHKIIT: 1HIDIami3amis Ta 3MiHa CTaHy Ha BU3HauyeHUM. B skocTi apryMeHTiB oOMABI
¢yHKUIT oTpuMyIOTh Ki1ac EnemyState, sikuii € 6a30BUM KJIacOM JJisl IHIIUX CTaHiB. B
HbOMY peai30BaHi HACTYIHI QYyHKIIII:

— EnterState() — onucye Joriky mpu BXOAl y CTaH;

— ExitState() — onucye j0riky mpu BUXO/I1 31 CTaHY;

— FrameActionsUpdate() — BuknukaeTscst y gynkiii Update kinacy Enemy;

— PhysicalEngineUpdate() — Buknukaerses y ¢ynkuii FixedUpdate xmacy Enemy;

Jlan1 GyHKITT € BIpTyallbHUMH, 1[0 03HAYA€ — KOYKEH KJIAC CIAIKOEMEIb Ma€ MPaBo
3MIHIOBAaTH OMMUCAHy y HUX JIOTiKY. JlaHui Kiac ycnaakoByeTbes kiacamu: AttackState,
SpawnState, FollowState, siki mepenucyroTh JOTriKy BIpTyaldbHUX (YHKIH Ta MPOBOASTH
BUKJIMK JIOTIKHM, II[0 BU3HA4YEHA Yy paHilie onmucaHux kimacax ScriptableObject. Takum
YUHOM JIOCATAETHCS BHCOKHM pIBEHb IHKANCYJALNI KOAY, TOJOBHUH MeEXaHi3M
(GYHKITIOHYBaHHS HE € JOCTYITHUM 330BHI, aJie¢ 3MiHa MOBEIIHKH MOB’A3aHO1 3 KOXKHUM
OKpPEMHUM CTaHOM € MOKJIMBOIO Ta THYYKOI0. Taka CTpyKTypa KOy J03BOJISIE€ HE TUIbKU
CTBOPIOBATH Pi3HI Bapiallii BXKe ICHYIOUMX CTaHiB, aje 1 JOoAaBaTH HOBI Bapiaiii 3
YHIKaJIbHUIMHA MEXaHIKaMH, TIPU I[bOMY HE 3MIHIOIOYHM 0a30Bi €IEMEHTH CHUCTeMH. Y
MPOTOTHUITI OYJI0 peai30BaHO JIBa TUIH BOPOTIB, 3BUYAHUI BOPOT SIKUW aTaKye rpaBLs
KOJIM BIH 3aXOAUTh y HOro pajaiyc ta 00cc rpH, KM € CTaTUYHHUM 1 [IPU [IbOMY Mae 2
YHIKaJIbHI1 aTaku, yce 110 BIIPI3HAE IUX BOPOTIB 3 MEPCIEKTHBU PO3POOHUKA — 3aMiHa

JIBOX CKPHIITIB CTaHy aTaky Ta NEPECiyBaHHs Y IHCIIEKTOP1 00’ €KTY.
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4.2.7 Cucrema KOpUCTYBAlIbKOIO iHTepdeiicy

KopucryBanpkuii iHTepdeic € BaXJIMBHM €JIEMEHTOM B3a€MOIl TpaBIs 3
npoAaykToM. BiacyTHicTe a0o moraHa peanizamis iHTepdelcy MoXe 3arulyTaTH
KOpHCTYyBaya, ad0 30BCIM BIATOPTHYTM KOro BiJ B3aeMojli 3 mpoekTtoM. Came ToMy
po3pobOKa rapHoro iHTep(deicy € 3HaAYHUM eJIEeMEHTOM YCHiXy Oyab-skoi Bimeorpu. B
JTAaHOMY TIPOEKTI, TOJIOBHA POJIb YIpaBIiHHS 1HTepdeiicom BiaBeneHna kiacy UlManager,
Ta JICK1JIbKOM JIOTIOMDKHHUM CKPHIITaM MEHIIIOTO PO3MIipY.

UlManager rapanTtye, 110 BIJIOBIJIHI €Ie€MEHTH 1HTepdency OyayTh BUANMUMU
ab0 MPUXOBAaHUMU B 3aJICKHOCTI Bi crany rpu. [[ns animanii enemeHTIiB iHTEpdeiicy
BUKOPHUCTOBY€eThCs Oi0mioreka DOTween. Kitac Bukonanwii 3a ma6nonom “Onunak’, Ta
B3a€MOJII€ 3 CHCTEMOIO BBEICHHS JaHWUX MPHUCTPOSMH KOPUCTyBaua Ta paHIIIe
ctBopenuM GameManager kiacom. Enementu iHTepdeiicy noauieni Ha rpynu: HUD,
IrpoBi exkpaHu Ta TOJIOBHE MEHIO, 1 B 3QJIEKHOCTI BiJI CIICHH B SKIM 3HAXOIUTHCS
UlIManager, akTUBYIOThCS T1 UM 1HIII TpynH iHTEpPeiicy. Peanizalis 1aHoro MexaHizmy

MOKa3aHa Ha pUCYHKY 4.8.

private void ConfigureUIForScene(string sceneName)

switch (sceneName)

case "MainMenu":

| SetHUDActive(false);

i SetGameScreensActive(false);

i SetMainMenuActive(true);

i break;

ase "Gameplay":
SetHUDActive(true);
SetGameScreensActive(true);
SetMainMenuActive(false);
break;

case "Map":

SetHUDActive(false);

SetGameScreensActive(false);

SetMainMenuActive(false);

break;

default:

SetHUDActive(true);

SetGameScreensActive(true);

SetMainMenuActive(false);

break;

C
C

{
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}

Pucynok 4.8 — Mexani3M akTuBallii rpyn iHTep(deiciB B 3aJ€AKHOCTI Bl CLIEHU
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B sxocti HUD enemenTiB iHTepdeiicy peanizoBaHO Taki 00 €KTH SIK: 1HIUKATOP
PiBHS 370pPOB’ sl IEPCOHAXkKA, KUTBKICTh HA0OTB y aKTUBHIM 30p0i, KUIbKICTh BaIIOTH, SIKY
MOKHA BUTPATUTHU Ha NpUI0aHHS IPEIMETIB.

VY 1rpoBUX eKpaHax 3HAXOIATbCS TakKl MaHeNl SK: 3alacHUil 1HBEHTap TI'paBLi,
1HBEHTAp CHOPSAKCHHS, 1HBEHTAp KOHTEHWHEpa 3 Haropojol0 Ta E€KpaHU MOpPa3KH,
MIEPEeMOTH Ta Tay3H.

VY ronoBHOMY MEHIO TPU ICHYIOTH Taki MIJIMEHIO SK: Mara3uH, /¢ MOXXHA BUTPATU
3apobneHy miJ Yac Tpu BamoTy, MeHO “IIpo rpy” ne mnepeniyeHO BUKOPUCTAHI
CTOPOHHI pecypcH mMia Yac po3poOku rpu. Takok B TOJTOBHOMY MEHIO 3HAXOMSTHCS
kHorka “Crapt”, “Buxia” Ta HOB3yHOK HaJIAIITYBaHHS TYYHOCTI 3BYKIB Y TPI.

Heranpunii kox kinacy UIManager 3Haxonutses y Jlonarky b.

4.2.8 Cucrema nporpecii rpaBus

VY rpi peanizoBaHO CHUCTEMY MpOrpecii, KOKEH pa3 KOJIM TpaBellb 3HUIILYE
CYNPOTUBHUKA, BIH OTPUMY€E BUHATOPOLY Y BUIVIS/IL BAJIFOTH, SIKY BIH MOXE BUTPATUTH
Ha po30JIOKYBaHHS MPEIMETIB Y Mara3suHi B TOJJOBHOMY MEHIO, TICJIS YOTO 11l MPEeIMETH
OyAyTh MaTH IIaHC 3 SIBUTHCS i/ Yac HACTYIHOTO 3a0iry. Jis peanizamii i€l cuctemMu
oymo 3pobneno aBa kiacy UnlockManager Ta LootDatabase. UnlockManager
BIIMOBIAA€ 3a 30epeKeHHs porpecy rpaslis, BiH 30epirae JaHi Ipo po30J0KoBaH1 pedi
Ta KUIbKICTh BajlOTH JO CHeliaJibHOro BHyTpimHboro kjacy Unity — PlayerPrefs.
Januii knac € cremiaibHuM daimom, mo Unity 30epirae JoKajabHO Ha KOMII IOTEpl
rpaBlis, 1 MIJBAHTAXYE JIaHl 3 HbOTO 3a MOTpeOu. TakuM YMHOM, HE3AJIEKHO BIJ TOTO
XT0 Oy/ie HaMaraTucs MOorparty y rpy Ha XMapHOMY CEpBICl, KOXKEH IpaBels Oylae Maru
JOKaJbHUM (aiii 3 IXHIM nepcoHanbHUM nporpecoM. Kiac LootDatabase BianoBingae 3a
BIJICJIIKOBYBaHHSI MPEAMETIB, 10 MalOTh IIAHC OyTH 3reHEpOBAHMMHU Ta BXke Oynu
3reHepOBaHi Mij Yac moToyHoro 3ao0iry. Jlanwmii kiac migBanTaxye naxi 3 PlayerPrefs ta
BXE€ Ha OCHOBI 30epexeHux y LootDatabase manux, xinac LootGenerator mpoBoAUTH

BUIIAAKOBY BUAA1y HpeI[MeTiB rpaBIro.
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4.3 CTBOpEeHHH Bi3ya/ibHOI Ta 3BYKOBOI CKJIAIOBUX I'PH

4.3.1 CtBopenHs1 rpadgivHOro npeacTaBjieHHsA

I'pa cTBOpeHa y cTWil MIKCENbHOI TIpadiky, HE3BaXKAIOUM HAa JABHIO 1CTOPIIO
BUKOPHCTaHHS, paHHS Tpadika Oyla MIKCEJIbHOI BUMYIICHO, Yepe3 OOMEKECHHs
amaparHoro 3a0e3mnedeHHs1 Toro yacy. Ha chboromHimiHii aeHb, BUOIp JaHOTO BHUIY
rpadiky € yCBIJOMJICHUM ITi/T 9ac PO3POOKH HOBOTO MPOEKTY, U€PE3 CBOIO MPOCTOTY Ta
JTOCTYTHICTb, OyJIb-IKUH PO3POOHUK MOXE CTBOPHUTH Bi3yallbHE MPEJCTABICHHS CBOET
TpU  BJIAaCHUMHU cwiaMd. JIIs9 CTBOpEHHS  TIKCEIbHUX  CIPAWTIB, MOXKHA
BUKOPHCTOBYBaTH Oynb-iKi rpadiuni pemaktopu, Hamnpukiax Photoshop, GIMP a6o
Photopea, npote s 1iporo BuAy rpadiky OysI0 CTBOPEHO ACKUJIbKa CHEIlali30BaHUX
penakTopiB. Y po3poOli chopaiTiB LBOro MPOEKTYy OyJI0 BUKOPUCTAHO IMporpamy
Aseprite, sika 4yJ0OBO MIXOIUTH JJIs HOBAYKIB Ta Ma€ Oararo (yHKIH 110 MOJIETIIYIOTh
MpolieC CTBOPEHHs CripaiiTiB Ta TaiiniB. KopucryBanbkuit iHTepdeiic mporpaMmu MoKHa
no6aynTy Ha PUCYHKY 4.9, MPUKIAIW CTBOPEHUX CHPAWUTIB JJII TPU BKIIOYAIOTH:
CIpaiTH JJiS TOJIOBHOTO MEHIO Ta #oro enemeHTiB (pucyHok 4.10), cmpaitu s
cUcTeMHu 1HBeHTapro (pucyHok 4.11), copaiiTu TainiB JJie CTBOPEHHS pIBHIB

(muB. pucyHOK 4.4)

migel-perboct |0

RIETRICRNTRT

T f
® & e Laver 1 [

Frame: 1

Pucynok 4.9 — Kopucrysanpkuii inTepdeiic mporpamu Aseprite



Uolume

Pucynok 4.11 — Copaiiti cucteMH iHBEHTapro
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4.3.2 3ByKkoBi epekTH irpoBOrO Mpouecy
3ByK 3ajydae Iie OANH OpraH 4yTTs TPaBIls Mij yac irpoBOTO MPOIIECY, 0 POOUTH
Horo OUTBII 3aJy4yE€HUM Ta J03BOJIAE MEpenaBaTtd 1H(OpMAIlI0 TPaBIl0 HE TUIbKU 32
JOTIOMOTOK0 Bi3yallbHUX €(ekTiB. Byllo BUKOPUCTaHO 3BYKOB1 €()EKTH JJI1 OTPUMaHHS
IIKOAM BOPOTOM Ta rpaBueM [18], ajs SICHOCTI 1IrpoBOro Mpolecy Ta HaJaHHs TPaBlio
kputuyHOi 1HGopmamii. Koxniil 30poi Oyno HajgaHO YHIKalbHE 3BYyYaHHS IS
MOKpAIIeHHs] €MOIIiHOI Bijmavi Bij Tpu. bocc rpu Mae BiIacHi yHIKajdbHI 3BYKOBI
edeKkTH Ui CBOIX aTak, II€ CTBOPIOE HEOOXITHY EMOIIWHY Halpyry Ta J103BOJISIE
rpaBLI0 pearyBaTH HE TUIbKHM Ha Bi3yalbHi €(EKTH a 1 Ha 3BYKOBI.
3ByKH TpH BiAirparoThes 3a qonomororo kmacy SoundFXManager, sikuiit Mae murie
oJIHY (PyHKIII1O, SIKa CTBOPIOE AMHAMIYHO CTBOPIOE JHKepelio 3BYKy kiacy AudioSource,
Ta IpHiiMae 3BYKOBUHM KJIIN Bl KJacy L0 ii BUKJIMKaB, a TAKOXK MO3MIIIO y CBITI 1€
MOBUHEH TMPOTrPaBaTUCs 3BYKOBUM €(EKT, TpPeTiM apryMeHToOM (QYHKIII € Ty4HICTh

KJIIIMy. YBECh KOJI KJ1acy 300pakeHHil Ha PUCYHKY 4.12.

using UnityEngine;

@ Unity Script (1 asset reference) | 8 references
v public class SoundFXManager : MonoBehaviour

public static SoundFXManager Instance;

[SerializeField] private AudioSource soundFXObject;
Unity Message | O references

oid Awake()
if (Instance == null)
Instance = this;
lse

}
e
{
i Destroy(this);
}

v
{
}

7 references
public void PlaySoundFXClip(AudioClip audioClip, Transform spawnPosition, float volume)
{

AudioSource audioSource = Instantiate(soundFXObject, spawnPosition.position, Quaternion.identity);

audioSource.clip = audioClip;
audioSource.volume = volume;
audioSource.Play();

float clipLength = audioSource.clip.length;
Destroy(audioSource.gameObject, clipLength);

}

e e e e e e e e e e e e e e e s e s o e = ity

Pucynok 4.12 — Kon kitacy SoundFXManager
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4.4 IlepeBipka po00oTH CKOMIIJILOBAHOI I'PH
[Ticnst po3poOKM yCiX CHCTEM Ta MIJCUCTEM, I'pa MPOXOAUTH MPOIEC KOMITLISIT
st iargopmu WebGL, micns nporo 3reHepoBaHi (ailin MPOEKTY MOMILIAIOTHCSA B
apxiB, sIKAi Oyle BUKOPUCTAHMM JJI pO3rOpPTaHHS I'pH Ha Iuiardopmi uist myOmikanii

irp: https://itch.io/.

[licns HanamTyBaHHS CTOPIHKM Ta 3aBaHTAXEHHS apxiBy 3 irpoBUMH (paitnamu,

rOTOBAa CTOPIHKA Ma€ BHUIIISIT 300paykKeHU Ha pUCYHKY 4.13.

REOUT

Volume
e

Pucynok 4.13 — Ctopinka rpu Ha BeG-pecypci

[lepeBipeHo poOOTy rpH, HATUCKOM Ha KHONKY “Run game” cTopiHKa 3MIHIOE CBOE
HAIIOBHEHHS Ta KOPUCTYBA4 OUIKY€ 3aBaHTaKEHHS MPOoeKTy. [licis 3aBaHTakeHHS Tpa €
JIOCTYITHOIO J10 B3aeMojii (pucyHok 4.14), yci HajalToBaHI CHCTEMH IMPallolOTh Ta
rpaBelb Ma€ MOKIIUBICTh IPOUTH TPy Ta mepeMortu (piHapHOTO O0ca (pucyHok 4.15) 3

4Oro MOKHa 3pOOHTH BUCHOBOK, IIT0 OCHOBHI €JIEMEHTH MPOTOTHITY MPAIIOIOTh.


https://itch.io/
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BUCHOBKH

[lin yac BukOHaHHS KBamidikaliiHOI OyJ0 MPOBEACHO aHaldi3 Ta HaJaHO
crorofieHHs1. OCHOBHMM 00’ €KTOM JOCIIKEHHS CTajlu Bineoirpu xxanpy 2D-Roguelite,
Oy710 BUBYEHO OCHOBHUX MPEICTABHUKIB, 1110 ICHYIOTh Ha PUHKY.

byno nocnimkeHo mHUTaHHS CTPYKTypyBaHHSA Ta €(EKTHUBHUX apXITEKTyp IS
po3po0OKu 2D-TIPOEKTIB, SIK B 3araliIbHOMY Tak 1 Jis irpoBoro pyuiis Unity. BusnaueHo
OCHOBHI HampsMK{A Ha SKI HEOOXITHO 3BEPHYTH yBary Mpu po3poOIl, a came:
MEXaHI3MHU TPOLEAYPHOI TeHepallii, JOTpUMaHHS IrpoOBOT0 OajaHCy Ui MiIATPUMKH
3alliKaBJIEHOCTI TPaBIls Ta OAHOYACHOTO HAJIaHHS HOMY BUKJIUKY JJIsl IOZOJIAHHS, BUOIp
CTHJIICTUYHOTO O(OopMJIeHHsS Ta moOyznoBa IiKaBo IrpoBoro nukiy. Ha ocHOBI maHux
OTPUMAaHUX MiJi Yac JOCHiKeHHs Oyno nodynoBaHo nmporotun Bineorpu “Forged from
Ruins”

Byno posmisiHyTOo MeToguM Ta CydyacHl pakTHUKKM MOOYIOBH  CydaCHHUX
KOMIT FOTEpHUX Mepek. byno 3MozenboBaHO €(eKTUBHY Ta 3aXUIIEHY KOPIIOPaTUBHY
MEpEXy, fKa 3aJI0BLIBHSE MOTPeOu cydacHOi BizmeoirpoBoi cryxii. [Ipu HanmamryBaHHI
MEpEXKEBUX MPUCTPOIB OyJI0 BUKOPUCTAHO AKTyaIbH1 TEXHOJIOTIT Ta IPOTOKOJIM 3aXUCTY,
a TaKOX HaJIAIITOBAHO €(PEKTUBHI METOIM MapIIPyTH3aLlli MK MEepexXamHu.

CtBOpeHa Mepexa HE € 1CabHOI Ta Ma€ MOXJIHMBOCTI ISl TIOHANIBIIO1
MoOjIepHi3allii Ta noonpaitoBaHHs. Po3pobnenuii nmporotun rpu “Forged from Ruins”
Ma€ TOTEHIaN ISl PO3BHTKY Ta PO3IIMPEHHS MOXKIMBOCTEH, a TaKOX JTOBEICHHS
IPOTOTHUILY JIO CTaHy 3aBEPILIEHOTO MPOAYKTY LUISIXOM BUITPABJICHHS TOMUJIOK Y KOJI Ta
J0/laBaHHSI HOBUX ITPOBUX €JIEMEHTIB.

OTxe, 3a pe3ynbraTamMu KBamidikamiitHoi podotu Oyno po3pobiaeHo eheKTUBHY Ta
HAJIHY KOMIT IOTEpHY CHUCTEMY, 3 pealli3alli€l0 KOPIOpaTHBHOI MEpEXi PO3paxoBaHOi
Ha BHUKOPUCTAHHS BIJCOITPOBOIO CTYAIEI0 3 MOMKJIHUBICTIO XMapHOIO PO3MIILICHHS
BIJICOIrPOBUX MPOEKTIB. [IJisi XMapHOTO po3MilieHHs Oyno po3pobieHo mporotun 2D-
Roguelite rpu “Forged from Ruins” Ha ocHoOBI irpoBoro pyurist Unity mis muiardopmu

WebGL.
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JIOJIATOK A

Texuiuni Bumord 10 CucremMu

A.1 Texniuni Bumoru g0 Cucremu

A.1.1 Bumoru 10 cucreMu B ILIOMY

A.1.1.1 Bumoru 10 cTpyktypH i pynkuionyBanus Cucremu

[ToBHa Ha3zBa Cucremu: Komm'iorepHa cuctemMa 3 XMapHUM DPO3MILIEHHSAM ISt
iaTerpanii ta miarpumku Bigeoirpu "Forged from Ruins". Cucrema mnpexacramisie
co00I0 KOpIIOpaTHUBHY MEPEXKY BIJEOIrpPOBOi CTyIli 1 MpU3HAUYEHA JJIs OpraHizalii
e(eKTUBHOTO Ta HAAIMHOrO OOMIHY TaHMMH MDK MiApo3aiiamMu kommnadii. Takox
OIIHMM 13 OCHOBHHX TpH3HAa4eHb CHCTEMU € MIATPUMKA XMapHOI iHQPACTPYKTYpH IS
po3MilIeHHs Ta MATpUMKH Bigeoirpu “Forged from Ruins”.

A.1.1.1.1. TlepeJik nmiacucreM, IX MPU3HAYEHHS TAa OCHOBHI XapaAKTEPUCTHKH,
piBHi iepapxii Cucremmu.

[Tepenik miacuCcTEM CKIAIAETHCS 3 JIOKAJIBHUX MEPEXK Ha K1 MOAICHO T IPO3IiIH
nignpueMcTBa. BpaxoByroun opranizaiiiiHy CTPYKTypy BiJI€OITPOBOI CTYIIi a TaKOX
3aBJlaHHs KBadi(iKaliiiHOT poOOTH MOYKHA BUILIUTH TaKl MIJCUCTEMU:

- miacucTeMa Bigganenoro ogicy nporpamictiB (LAN 1);

- M1JICKCTEeMa rOJI0BHOTO By nporpamictiB (LAN 2);

- miacucrema TexHiunoro Bty (LAN 3);

- mijcucreMa au3aitHepebkoro Bty (LAN 4);

- mijcucTeMa Biauly MapkeTUHTy Ta ynpaBiainuag (LAN 5);

[Tincucrema BimmanmeHoro odicy moBwHHa 3abe3meuyBatu podory 121 Bysma.
OcHoBHu#t odic Hamiuye 544 By3nu, K1 pO3MOAUIEHI HACTYTHUM YMHOM: 221 y Bigaim
po3po0kH, 44 y TexHiuHOMY Biaau, 142 y Biaunl qu3aiiny, 137 y BiaaiIl MapKeTUHTY
Ta ympaBiiHHSA. Y OCHOBHOMY odici Takok posramoBaHi cepBep DNS Ta cepsep

HTTPS / FTP.
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Kommnieke Texniunux 3aco0iB (KT3) Cuctemu MOBHHEH CKIaAaTUCS 3 TaKHUX
1EpApXIYHHUX PIBHIB:

1. ®13u4HM piBEHb — BKIIIOYAE B ce0e KOMYHIKaUlHY 1H(pacTpyKTypy, Kade,
cepBepa, iHIIe 00aTHAHHS.
2. MepexeBuii piBeHb — BKIIIOUa€ B ce0e 3B’ SA30K Mik odicaMu, MaplIpyTH3aIIito,
KOMYTAITi0 Ta 3aXUCT NuIsixoM HajamTyBaHHs VPN Ta cermenrariii Ha VLAN.
3. [Ipuknaauuii piBeHb — BKJIIOYA€E B cebe MmporpamMHe 3a0e3neyeHHs ajsi poOoTu
KOMITaHii, a TAKOXK CEPBIC KaTaJOTiB.

4. AnMiHICTpaTUBHHI pIBEHBb — 3a0€3Ieuy€e MEHTPATI30BaHe aIMIHICTPYBaHHS Ta
MOHITOpUHT CHUCTEMHU.
A.1.1.1.2. Bumoru 10 cnoco0iB i 3aco0iB 3B's13Ky 1u1s iHpopManiiiHOro 00MiHy

Mixk KoMnoHeHTamMu CucreMu

Crocobu 1 3acobu 3B 53Ky Uil 1H(POpPMAUIMHOrO OOMIHY MIXK MIJICUCTEMaMU
MOBHMHHI BiamoBigaTH BuMoraMm, BuzHaueHMM KT3 Ta 1HIIMM TEXHIYHMM BHMOraM, a
TaKOXX JO3BOJISITH 1HTErpalilo MIUPOKOi KUIBKOCTI MPUCTPOIB Ta OOJaAHAHHS MAJiA
30epexxeHHs MacimTaboBaHOCTI CUCTEMH.

A.1.1.1.3. Bumoru 10 xapakTepuCTHK B3a€MO3B's13KiB cTBOpPIOBaHoI Cucremu
3 CYMiKHMMH CHCTEMaMHU

Cucrema moBuMHHa OyTH BIKpUTa 110 PO3IIUPEHHS Ta I1HTErpallii, A IhOTo
NOBUHHO OyTH 3abe3nedeHo miarpuMky creky TCP/IP Cucremoro. CucremMa nmoBHUHHA
OyTH 3axWIllEHa Ha YyCiX PIBHSAX JOCTYIYy, 3a JIONIOMOTOI0 HAaJIAIlITOBAHOI CHUCTEMH
nocTymiB Ta mudpyBaHHs gaHux Ta Tpadiky. CucreMa MoBUHHA OyTH MPOAYKTHUBHOIO
Ta HaAIMHOIO ISl B3a€MOJIIi 3 30BHIIIHIMU XMapHUMHU Tutarpopmamu. Ha ¢izuunomy
piBHI 3B’sS30K MK enemMeHTamMu CHCTEMH TIOBMHEH BIJMOBIIATH BHU3HAYCHUM
cranaapram Ethernet Ta BUKOpUCTOBYBaTH BiAMOBIAHI KaOeJl BUTOT ApH.

A.1.1.1.4. Bumoru o pexumiB pyHkuionysanus CucremMu

Cucrtema MOBHHHA MaTy HACTYITHI PEXKUMHU (PYHKI1IOHYBAHHS:

1. Po6ounii — OCHOBHMI pexuM poOOTH, SIKUW 3a0e3ledye MOBHUN (PyHKIIIOHAT

CucreMu, JOCTYII 0 BCiX MIJCUCTEM Ta MAaKCUMaJIbHY NPOIYKTUBHICTb 24/7.
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2. CepBiC — pEXHUM IUIAHOBOTO TEXHIYHOTO OOCIYrOByBaHHS, B SIKOMY

B1IOYBAa€EThCA BUMKHEHHS OKpeMHX KOMMOHeHTiB Cucremu miuga  ix

00CITyrOByBaHHS

3. ABapiiiHUN — pEKUM B AKOMY €JIEKTpOKUBIIeHHs CUCTeMU B1JI0YBa€THCA Bij

0e3repeOIMHOro JHKEpea JKUBJICHHS MTPOTITOM OOMEKEHOTO Yacy

A.1.1.1.5. Bumoru no giarnocryBanHiw CucremMu

TexHiuHMI BIJJIUT MOBUHEH 3a0€3MEUUTH peryssipHe AlarHocTyBaHHsA CucTeMHu 3a
JIOTIOMOTOI0 TIPOTPaMHUX 3ac00iB, 3 BUKOPHUCTAHHSM BIJJAICHOTO JOCTYIYy IO
MEpEeXKEeBHX TMPUCTPOIB Ta CIEMiadi30BaHOTO TporpamMHoOro 3abesrneueHHs. Ha
¢13u4HOMY piBHI enemMeHTH CHcTeMH NOBUHHI MPOXOAWTH PETYISIpHUM OIIs] Ta
00CTyroBYBaHHS 3T1IHO peKOMEHAAII1 BUPOOHUKIB 00IaTHAHHS.

A.1.1.1.6 IlepciekTUBH PO3BUTKY, MoAepHi3auii Cucremu

Cuctema Mae 3HAYHUW MOTEHINAN JUIsI MOXJIMBOTO MAacIITaOyBaHHS IUISIXOM
J0/laBaHHSI HOBUX TMPHUCTPOIB /10 ICHYIOYOi Mepexi. MOXJIMBUM € 3aMiHa MEPEKEBOTO
obOnanHanHs CucreMu Ha OUTbII cyyacHe abo npoayktuBHe. CrucTeMa 3aluIaTUMEThCS
THYYKOIO JIO ajanTarlii HOBUX TEXHOJIOTIH Ta 3MiH 013HEC-MO/IeI1 KOMIIaHii.

A.1.1.2 TToka3HM KM NPU3HAYEHHS

[Tpu HOpMmanbHiil poboTi Cucremu:

— JIOCTYIHICTh OCHOBHHMX CHCTEM Ta CEpBICiB MOBUHHA OyTH >99.9% mnpotsarom

YChOTO POKY;

— cepenHii yac MDK BigMoBamu MepexeBoro obmaaHanHsa(MTBF) > 100.000

TOJIUH;

— 3arpumka curiainy B LAN mepexi < 50 mc;

— 3arpumMka curHaity y WAN 3’eananni < 100 wmc;

— TPOITYCKHA 3[IaTHICTh |HTEpHETY: HABaHTA)KEHHS HE TMOBHHHO TEPEBUIILYBaTH

90%:;

— BTpara JaHUX Y pa3i IHIUAEHTY He Oinbiie 15 xB;

— Y3TOJKEHICTh TaHUX Mixk odicamu >99.9%
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A.1.1.3 Bumoru 10 ekcmiyaramii, TeXHiYHOro 00CJIYrOBYBAHHSI, PEMOHTY i
30epeskeHHs1 KOMIIOHeHTIiB CucremMu

A.1.1.3.1 YMOBH i pemiaMeHT eKcILIyaTaunii IO INOBHHHI 3a0e3me4yBaTH
BUKOPUCTAHHSA TexHiyHMX 3aco0iB (T3) cucremm 3 3aJaHUMHM TeXHIYHUMU
NMOKA3HUKAMH

YMoBU ekcrutyaTallli TeXHIYHUX 3aco0iB CucteMu POpMYIOThCS 3 BUMOT Ta 3a7a4
Cuctemu, a y BIJIOBITHOCTI /10 PEKOMEH IaIliii BUpOOHUKA armapaTHOTo 3a0e3MeUeHHHI.

KnimarnyHi yMOBHM BHUKOPHCTAaHHS NMOBHHHI 3HaxomuTucs y Mmexax 0-25°C Ta
Bosorocti 40-60% ©6e3 koHaeHcarii Bojoru. I[IpumileHHS B SKUX 3HAXOIATHCS
MEpEeKEBE Ta CEepBEpHE OOJIAJHAHHS MOBHHHI OyTHM 00JagHaHI BEHTWIALIEID a0o
CUCTeMaM{ KOHIMIIIOBaHHS TMOBITPsA. JlocTym 10 MepekeBOro Ta CEpPBEPHOTO
oOaiHaHHS IOBUHEH OyTH OOMEKEHUN TIIILKU ISl aBTOPU30BAHOTO MEPCOHATY.

CepBepu Ta MepexeBe OOMagHAHHS TOBHHHI MPOXOAUTH NpO(diIaKTHUHE
OoOCITyroByBaHHS Ta TECTyBaHHS | pa3/miB pOKy, OYMINEHHS OOJIaHAHHS BiJl
HAaKOMMYEHOT0 MWIy MNOBUHHO mpoBoauTHcs 1 pas3/2 wmicsmi. PesepBHe mxepeno
’KUBJICHHSI TIOBUHHO MPOXOAUTH TECTYBaHHS | pa3/miB pOKy Ta MPOXOJUTH OHOBICHHS
Oarapeil y BU3HAUCHHU KOMIIaHI€10 BUPOOHUKOM TIEPIO/.

A.1.1.3.2 BuMoru 10 mnapaMeTpiB Mepe:k eHepPronocTayaHHs

OcHoBHe Jpxepeno xuBjieHHd CucTeMy MOBHHHO HAJIaBaTH CTPYM 3 [apaMeTpamu
220-230B Tta wyactororo 50 I'm. OOOB’S3KOBUM € BUKOPHCTaHHS Oe3nepebiitHoro
JoKepesia YKUBJICHHS ISl KOXKHOTO 3 JIOKAJbHUX BIJUIIB 13 3a0€3MeYeHHSIM aBTOHOMHOT
poOOTH KPUTHUYHOTO OOIaIHAHHS MPOTITOM 15 XBHIIKH.

A.1.1.3.3 Bumoru a0 KijibKoOCTi, KBajgidgikaumii 00CJIyropyouoro nepcoHasy i
pe:xuMaM ioro podoTu

OCHOBHMI TEXHIYHUN TIepCOHA], IO CKIAJAEThCA 31 CHEIIaJIbHO HaBUYCHHX
CHELIATICTIB MOBUHEH IIOPOKY MPOBOJIUTH IHCTPYKTaxX1 3 O€3MEKH, eKCIulyaTallli Ta
6a3oBoro oOcmyroByBanHs T3. OOCIyroByrOunii MEpPCOHAT HA3HAYAETHCSA 31 CKIATY

BIJUTUTY TEXHIYHOTO 00CITyrOBYBaHHS KOMIIAHII.
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A.1.1.3.4 Bumoru 10 CKJIaay, poO3MilllecHHIO i YMOBaM 30epe:KeHHSI KOMILIEKTY
3amacHMX BHPOOIB I npuiaaiB

Jlo KOMITJIEKTY CKJaay 3amacHUX BHUPOOIB 1 MPUIAAIB TOBHHHI BXOJUTH YCi
HEOOX1H1 Il (PYHKI[IOHYBaHHSI Ta OOCIYrOBYBAaHHSI €JIEMEHTU MJI1 MEPEXKEBOTO
oOnaZiHaHHS KOMIaHil, @ TaKOX IHIIMX MPUCTPOIB. Y CKIAACHKOMY MPUMILIEHH]
MOBUHHI 000B’SI3KOBO 30epirarucs: MapuipyTu3arop, KOMyTaTOpH, 3allacHi MEpEKeBi
kaberi, 3amacHi kadei xuBieHHs, 3anacHi [1K y 360pi.

30epiranHs 3MIHCHIOETHCS B OKPEMOMY TEXHIYHOMY NpHUMIiIIeHHI abo madi 3
O0OMEXEHUM JOCTYIIOM. 3anacHi BUpoOU MOBUHHI OyTH 3aXMIIIEH] B/l BIUIUBY COHSIYHHUX
IIPOMEHIB, MMHJTY, BIOpaLliil.

A.1.1.3.5 Bumoru 10 persiaMmeHTy 00CJIyroByBaHHS

VY IHCTPYKIISAX 3 eKCIUTyaTallii He0O0X1IHO BU3HAYUTH MEPIOANYHICTh Ta peTJIAaMEHT
IJI TIPOBEJCHHS PETYISIPHOTO Ta IMO3aIUIAaHOBOTO OOCITyroByBaHHS. J[1s BU3HAUYeHHS
UX  T[apaMeTpiB  HEOOXIJHO  BpaxoBYBaTHM  pEKOMEHJAIlIHI  Marepianu 3
OOCJTyrOBYBaHHS arapaTHOTO 3a0€3MEYeHHs], 110 HaAAlThCS BUPOOHHKOM. Takox
BITIT TEXHIYHOTO 3a0e3leyYeHHs] TMOBHHEH 3a0€3MeUnTH PEeryJIsipHe OHOBIICHHS
nporpaMHoro 3a0be3nedeHHss CUCTEMHU.

A.1.1.4 Bumoru 10 nareHTHOI YUCTOTH

BceranoBnenns CuctemMu Ta yCTaHOBKAa OKpeMHUX 11 €JEMEHTIB He MOoTpedye
MOKYNKH JOJATKOBUX JIIEH31H, MpoTe po3poOKa Bijeorpu norpedye MpUITMCAHHS
aBTOPCTBA JICSIKUX €JIEMEHTIB MPOAYKTY iXHIM BJIACHUKaM Y BIJMOBIIHOCTI /0
BU3HAYCHUX JIICH31MHUX JTOKYMEHTIB.

A.1.1.5 JlonaTkoBi BUMOTHM

A.1.1.5.1 Bumorm no Cucremu, mnos'sizani 3 0co0IMBMMH yMOBaMHu ii
eKcIIyaTraumii

Cuctema He niepegdoayae 0coOOIMBUX YMOB 3 €KCILTyaTallii.

A.1.1.5.1 Bumoru 10 akTMBHOro odsagHaHHs (QPyHKUiIOHYBaHHS, KiJBbKiCTh
NMOPTIB Ta iX 3amac, BapiaHTH BCTAHOBJICHHS, TEXHIYHI BUMOI'H)

AKTUBHE MepekeBe 00JiaHaHHs MOBHHHE 3a0e3neuyBaTu Oe3nepepBHY poOOTy
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24/7 Ge3 BpaxyBaHHS yacy Ha 00ciyroByBaHHs. KomyTraTtopu Ta mapuipyTuzaropu
NMOBUHHI OyTH BCTAaHOBJIEHI Y CTaHAapTU30BaH1i magi adbo criiui 197", KomyTtaropu 10
SKUX HampsAMY MiAKIodaeTbes By3nu Cucremu noBuHH1 Matu 24 noptu FastEthernet Ta
Matu 3arnac noptiB y 20% (5 mT.) Big MOTOYHOI KibKOCTI. LleHTpanpHI KOMyTaTopH,
OCHOBHa ()YHKIIsl SKUX NepeAaBaTv Tpadik A0 IHIIMX KOMYTaTopiB, HOBUHHI MaTH 24
noptu GigabitEthernet ta migTpumky PoE. Mapuipytuzaropu moBHHHI BiJIIOBIIATH
(GyHKITIOHATY BUBHAYEHOMY y ITUX TEXHIYHUX BUMOTax Ta MIATPUMYBaTH yC1 BU3SHAYEHI
TEXHOJIOT1i Ta MTPOTOKOJH.

A.1.1.5.2 Bumorun 10 kalejb-KaHAJIB, iHQOpPMALIHHUM Ta eJEeKTPUYHHUM
po3eTKam (TUI, po3Mip, BapiaHT pO3MIillleHHS)

Kabenb-kananu moBuHHI OyTH BUKOHAHI 3 IJIACTUKY Ta MaTu Kiac 3axucty [P30, B
3aJIEKHOCTI BiJl KUIBKOCTI KaOeniB y KaHail, NOBUHEH OyTH MiAgiOpaHuid BiANOBITHUN
Horo po3Mip. JlJisi mpokiIasaHHs KaHaliB BUKOPUCTOBYIOTHCS CHEL1aTi30BaHl IJIIHTYCH
Ha T1U1031, a00 KpituieHHs mia crenero. [HdopMmaliiiftHi po3eTKH MOBHHHI MaTru MOPT
RJ-45 3 migrpumkoro kadeniB Cat 5. Enektpudni po3eTkn HE0OX1JHO HAJIC)KHUM YHHOM
3a3eMJIMTH Ta PO3TAIlyBaTH 4 pO3eTKHU AJIsi KOKHOTO POOOYOro MicIis.

A.1.1.5.3 BuMoru 10 KOMYHiKaiiiHOro 00J1aJTHAHHS i HOr0 pO3TAllyBaHHA

VY KOXHIM TIACUCTEMI TOBMHHO OyTH pO3TalllOBaHA JIOCTAaTHS KUIbKICTb
MEpEeKeBOro OOMaAHAHHS AT MIAKIIOUEHHS yCiX BY3/iB, 3 BpaxyBaHHSIM Pe3epByBaHHS
noptiB. KomyHikauiiiHe oOJiafHaHHSA MOBMHHO OyTH PO3MILIEHUM Yy CIEllali30BaHii
madi abo cTidii 13 0OMEXEHUM JOCTYIOM CTOPOHHIX OCI0O 70 Oe3mocepeaHbOro
o0aHaHHA Ta Ka0eIiB 1110 NIJKIFOUYEH] 10 HBOTO.

A.1.1.5.4 Bumoru 10 OTHOPiHOCTI

VYci cTpyKTypHI TiAPO3IUTH MOBUHHI OyTH OONaJHaHI 1IEHTUYHUM a00 CYyMICHUM
MEpEeKEBUM O0O0JaHAHHSIM €JIMHOTO BHPOOHHMKA MepexeBoro obnamHanHs. KabembHa
iH(]pacTpykTypa noBMHHA OyTH OOy I0BaHA Ha OCHOBI KabemiB Cat 5 115 MiIKJIFOUeHHS
KIHIICBUX BY3JiB, 3B’S30K MDK KOMyTaTopaMd Ta MapIIpyTU3aTOpaMH TTOBUHEH
BuKopucToByBatu kabem Cat SE, mapmipyTuzatopyd MOETHYIOTHCS 3a JOTIOMOTOIO

onTUYHUX ab0 MiTHUX KabemiB ctanaapTy GigabitEthernet.
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A.1.1.5.6 Bumoru 10 pe3epByBaHHA
JaHi Ha cepBepax KOMIaHIi a TakoX Ba)XJIUBI JIaHI BHCOKOIOCAJIOBIIIB,
NpaliBHUKIB (PIHAHCOBOTO BIAALTY, BIAAUTY KaJpiB MOBHUHHI MPOXOIUTH PETYIApPHE
pe3epBYBaHHSI HAa PE3EpBHI HOCII JTaHMX, IO 3HAXOMATHCS IMiJI 3aXUCTOM Yy BIIILII

TEXHIYHOTO 00CITyTrOBYBaHHS.

A.1.2 Bumorn 10 pyHkuiii, BUKOHYyBaHUX CHCTEMOIO

A.1.2.1. Ilepeaik yHkuiii, 3aB1aHb a00 iX KOMILIEKCIB (B TOMY YHCJI THM,
110 3a0e3Me4yTh B3a€EMOIII0 YACTHH CUCTEMH), IO MiJIAral0Th aBTOMATH3 Al

Cuctrema ckmamaerbcst 13 satu migcucreM LANI-LANS. KinbkicTh By3IiB Jyist
KOXKHOT 3 TIJICHCTeM BU3HA4YaeThCsl MyHKTOM 2.1.1.1.1 mmux BuMor. Mepexi mincucreM
3HAXOMAThCS MalTh 00K ajapec 172.24.232.0/21, nanuit 610K HEOOX1THO PO3IUIUTU Y
BIJIMOBIJHOCTI 10 KIUIBKOCTI BY3JIB y KOXHIA 3 TIACUCTEM 3 BpaxXyBaHHSIM
pe3epBYBaHHS Ta MOXKJIMBOTO MacIITa0yBaHHS Y MaiilOyTHbOMY.

Jns mapmipyTtu3zaiii y Mepeki ocHOBHoOro odicy Oyno BHIAUICHO OJIOK ajapec
10.1.3.0/24.

[lpuznauennss aapec y  Cucremi TMOBMHHO  BIAMNOBIAATH  HACTYITHUM
pPEKOMEHIAIISIMU:

— mepimn MOXJIMBI Uia BuUKopucTaHHs [P-ampecu HagaroThest iHTepdeiicam

MapHIpyTHU3aTopiB;

— Jnpyri MoxiauBl [P-ampecu HajgarooTbesi KoMyTaropam AJii  MOXJIMBOCTI

BIJIJIAJICHOTO JJOCTYIY;

— y BuUNaaky 3actocyBaHHd VLAN y mnigmepexi, KOMYTaTopd TOBUHHI

3Haxonutucs y BiacHii VLAN Ta oTpuMmyBaTH ajpecu 3 BIACHOTO BHU3HAYEHO

010K ajzpec;

— CEpBEpU OTPUMYIOTh QIPECH, SIK1 3HAXOASITHCS SIK HANOMMKYe 10 MeXl OJOKY

aapec, TPy IIbOMY € JISTKUMH [ 3anaM’ sitanHs, Harpukiaaa 100 a6o 150;

— yci i1 [P-aapecu npu3HadaroTbes iHITUM By3JiaMm 3a miporokosiom DHCP;
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ba3oBe HanamTyBaHHs IPUCTPOIB MOBUHHO BKJIFOUATH:
—  MapHIpyTHU3aTOPH  MEpeXi  OTPUMYIOTh  Ha3BH 33  IPABUJIOM:
Afanasiev_miaMepexa 0 AKOT MiAKII0OYEHO IPUCTPI_TUI TPUCTPOIO;
— Ha YCIX MPUCTPOAX HEOOXIJHO BCTAHOBUTH MAapOJl JIO KOHCOJI vty Ta
MPUBLICHOBAHOIO PEXHUMY Ta 3amddpyBaTH, Mapoib A YCIX PEXKUMIB Ta
NpUCTPOiB: afanasiev;
HanamtyBaHHs MapLIpyTH3aTOpiB HOBUHHI BKJIIOYATHU:
— 0a30Be HaJAIITYyBaHHS 1HTEPQEICIB 3B A3KY;
— HaJamrToBaHui mporokon Mapuipytusamii OSPF 3 nomepom nporecy 1;
— MapLIPYTU3ATOPU IO 3HAXOAATHCA Y OCHOBHOMY O(ici MOBMHHI MAaTu 30HY
OSPF 3 nomepom 20, Bignanennii odic 3HaXomuThes y 30H1 10, iHTepdericu 1o
noB’si3aHi 3 ISP nmoBuHHI 3HaxoauTHcs y 30Hi 0.
— Ha KpailHbOMY MapHIpyTH3aTOpl y MepeXi OCHOBHOrO o(icy MOBHUHEH OyTu
HajamToBaHui crarudyHuii NAT mis cepepiB kommanii, Ta PAT mus iHmmx
BY3JIiB.
— MK KpaiHIM MapuipyTu3aTopoM y Mepexi ocHoBHOTO odicy Ta LAN1 noBuHeH
OyTu HanamrToBanuii [Psec TyHemns.
— Ha ycCiX MapuipyTH3aTopax MoBMHHA OyTH HajamitoBaHa po3fada [Pv4 anpec
s By3niB y cBoix LAN mepeskax 3a mpotokonom DHCP. V mepexkax 3 VLAN,
NMOBMHHI OyTH HaJalITOBaHI JIOJIATKOBI BIpTyasbH1 1HTepdelicu Ta po3gaya IP-
aapec BianosiaHo 10 VLAN.
HanamryBanHs KOMyTaTopiB:
— y Mepexxkax LAN2 ta LANS neoOximHo HamamtyBaTd VLAN s pizHuX
T IPO3TLITIB.
— MEpLIUM YOTUPHOM NOpTaM He mpu3HaudaroTbcsi VLAN, BOHM Ha3HA4alOThCs
JUHAMIYHO MPHU NOTpedl MIAKIOUYEHHS TUX YM IHIIUX BY3JB 10 neBHUX VLAN.
YoTtupu oCcTaHHI IOPTH 3HAXOAATHCS Y PE3EPBI.
—y mepexi LAN1 neobxigno nanamryBatu EtherChannel mix xkomytaropamu 3

JTyOTIOIOUUMHU T TKITFOUCHHSIMU.
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A.1.2.2 ®opmu npeacTaBIeHHs] BUXIIHOI iHpopMallii, BUMOrH OJHOYACHOCTI
BUKOHAHHSA IPynH PyHKILIH

Yei  migcucTeMd TIOBMHHI BUKOHYBaTHCS CHHXPOHHO Ta OIHOYACHO JUIS

ONTUMAJIbHOTO Ta edekTuBHOro ¢yHkuioHyBaHHs Cucremu. Kputuuni QyHkuii He

MOBUHHI OJOKYBaTW [IAJBHICTb OJHA OJHOI Ta Yy pa3l NOoTpeOu MpauoBaTH y

ACUHXPOHHOMY PEKUMI.

A.1.3 Bumoru 10 BuaiB 3a0e3ne4eHHs

A.1.3.1 MaremaTn4yHe 3a0e31e4eHHsA

Maremarnune 3a6e3neueHHss CUCTEMU MOBUHHO BKJIFOYATH AJITOPUTMH, METOJH 1
MojeNi, SIKi € HEeOOXiTHUMHU ISl KOPEKTHOTO Ta ONTHUMANbHOTO (PyHKIIOHYBaHHS il
OOYMCITIOBAIBHMX ~KOMITOHEHTIB. 3a0e3IMe4YeHHS IMOBHHHE BKJIIOYATH aJTOPUTMU
MapuIpyTu3aiii Ta 0ajaHCyBaHHS HaBaHTAXEHHS ISl MEPEXKEBUX elleMeHTIB. [loBUHHI
OyTH 3a0e31edeHi MexXaHi3Mu IMU(PPYyBaHHS Ta XCIIyBAaHHS JUIsl 3aXHUCTY JaHUX.

A.1.3.2 Indopmaniiine 3a0e3me4eHHs

[adopmariitne 3abe3neuenHs CucreMu TOBUHHE 3a0e3MedyBaTd CTAOUTBHUN
oOMiH iH(DOpMaIli€l0 MK KOMIIOHCHTaMU Ta IijicucTeMaMu. PeaiizoBaHi pillieHHS
MOBUHHI 3a0e3Me4YUTH MOXJIUBICTh 1HTerpauii CucremMu y mioOaibHy MEPEXy 3
MOYKJIMBICTIO TOAANBINOI MOJAEpHi3amii Ta MacmraOyBaHHA. 30epiraHHs AaHUX Y
MepeXi MOBUHHO OyTH OpraHi3oBaHE 3a JOMOMOIOI0 IEHTPAIbHOIO PEMO3UTOPIIO, /e
OymyTh 30epiratucs yci AaHi 10 BITHOCATHCS 0 MPOEKTIB KommnaHii. Takox (piHaHCOBI
Ta 1HII JaHl TMOBWUHHI OyTH OpraHi3oBaHi Ta CHCTEMaTH30BaHI 3a JOMOMOTOIO
BUKOPUCTAHHS  peIAlIMHMX a00 HepeysiidHux 0a3 JaHuX 3  PEryJISIpHUM
pe3epByBaHHSAM JaHUX Y BIAMOBIAHOCTI 1. A.1.1.5.6 ux BUMOT.

A.1.3.3 JlinreicruuHe 3a0e3ne4eHHs

Bce oninrBicTuHe 3a0e3medeHHsT CHUCTEMHU Il  OpraHisaiii B3aemMomii 3
KOpHUCTyBau€M TIOBUHHE BHKOPHUCTOBYBaTH YKpaiHChKYy Ta aHDIIMCHKY MOBH.
[IpaniBuuku xomnauii noBuHHI BukopuctoByBath OC Windows 11 npu poGoti. s

cepBepHoi OC moxke Oytu Bukopuctanuii Windows Server abo oIuH 13 CEpBEpPHUX
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muctpuOytuBiB OC Linux, Hanpukian Debian abo Ubuntu Server.

MepexeBe oOnagHaHHS BHUKOPHCTOBYE NporpamMHe 3a0e3redeHHs HagaHe abo
PEKOMEHTIOBaHE BUPOOHUKOM Y BiJIMTOBITHOCTI O MOMEIi 00IaTHaAHHS.

[Ipu poGoti BiaalTy pO3pOOKM  TOBUHHI  BUKOPUCTOBYBAaTHUCS  MOBH
nporpamyBanHs C#/C++, iHTerpoBane cepenonuiie po3pooku Visual Studio abo Visual
Studio Code, a Takox irpoBuii pymriii Unity 6.0.

A.1.3.4 Texniune 3a0e3ne4YeHHA

Jlns moGynoBu CucrteMu MOBMHHO OyTH BHKOPHUCTAaHE MEPEKEBE OOIagHaHHS
kommanii Cisco, sike 3aJI0BOJIbHSE TexHIYHI BUMOru. OOnagHaHHS TOBUHHE OyTH
pPO3MIIlIEHE Y BIAMOBIIHUX yMOBax 13 3a0e3neueHHsi Oe3nepeOiiHOro >KUBIICHHS.
OOnanHaHHS BIAAUTIB MAapKETUHTY Ta YNPABIIHHS, a TaKOX TEXHIYHOTO BIIALTY
MOBUHHI 3HAXOIUTHUCS Ha piBHI craHaaptHoro odicuoro IIK. Bimminu auzaitny Ta
PO3p0OKHU MOBUHHI OyTH 3a0e31edeHi poOOYMMHU CTAHIIIMU T1BUIIEHOI OTYKHOCTI 13
XapakTepUCTUKamMu He Huxue: 4-saaepuuil npouecop 4.5 I'rn, 16 I'b oneparuBHoi
mam’sITi Ta AUCKpeTHU rpadiuauit mpouecop Ha 4 I'b Bigeomam’ sTi.

CepBepHe oOnajHaHHS TOBHHHO 3a0€3MeuyBaTH JOCTATHIN oOCAT mam’siTi s
30epiraHHs JaHUX KOMIIaHIi, a TAaKOX MaTH MOTY>KHHUM MpoIecop s 0OpoOKH 3amuTiB.
[TinknroueHHs 70 MEpeki MOBUHHO 3/1CHIOBaTHCS 3a cTanaapToMm GigabitEthernet.

A.1.3.6 Opranizaniiine 3a0e3ne4eHHs1

3a opranizaiito QyHkiionyBanHs CucTeMH y KOMIaHIi, BIAMOBIAa€ BU3HAUYCHUM
MIAPO3JIT TEXHIYHOrO OOCIYyroByBaHHsA, a CaMe€ CHUCTEMHI aJMIHICTparopu. 3a
HaJalITyBaHHA Ta poOOTYy CEpPBEpPHOrO OONaAHAHHS y TEXHIYHOMY  BIIJIUI
BiAMoOBiAal0Th mpariBHUKU DevOps. B kokHOMY Bijiiii KoMmmnaHii MOBHHHI OyTH
Ha3HAYCHI BIJAIMOBIIAJIbHI 3a OOJaJHAHHS NPAIiBHUKA 3 1HIIUX IIAPO3JUIB, SKi
MpOWIyTh BIJAMOBIJHE HABUAHHA I TMPOBEACHHS 0a30BOro OOCIyroBYBaHHS Ta
HNIATPUMKHA POOOTH KPUTUUHOTO 00naaHaHHs. [ MiHIMI3alli pu3UKy MOMUIKOBUX J11
nmepcoHany TmepemdadeHo OaraTtopiBHEBH jgoctynm g0  eneMeHTiB  Cucremu,
MiATBEPDKEHHS JIi Ha KPUTHYHUX €Tanax, a TAKOXK PeryIsipHe HaBUYaHHS KOPUCTYBadiB

Ta BIAIIOBIIAIILHUX OCI0.
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A.1.3.7 Metonn4He 3a0e3ne4yeHHs

[lepemnik OCHOBHUX CTaHIApTIB, 10 BUKOPUCTOBYIOTHCS NPH MPOEKTYBaHHI Ta
noOynosi Cucremu:

— ACTY ISO/IEC 27001:2015;

— JACTY EN 50174 “Bumoru A0 MpOEKTYBaHHS KaOEIbHUX CUCTEM

—T'OCT 34.003-90.

—T'OCT 34.201-89.

—T'OCT 34.601-90.

—T'OCT 34.602-89.

Takoxx CucteMu MOBMHHA BIJINOBIJIATH BUMOT'aM, 1110 BU3HAYAIOTHCA Y BHYTPIIIHIX
JOKYMEHTaX KOMIIaHii TaKMX $K HaNpuKIaaA: TMOMITHKA 1HQOpMaliifHOi Oe3meKy,
KypHan KoHpirypamiiiHux —¢aiiniB, KypHaia BHeceHux 3MiH Ao Cucremu.
PekoMeHIOBaHO TakoXX MNPUNHATH 10 yBaru npu noOyaoBi CucremMu MiKHapOIHI

CTaHJIapTH, 1110 HE € O(IIIHO MPEICTaBICHUMHU B YKpaiHi.
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MiHicTepcTBO OCBITH | HAYKH YKpPaiHu
HAIIIOHAJIbHUM TEXHIYHUHA YHIBEPCUTET
“THIITPOBCBKA ITOJITEXHIKA”

INPOT'PAMHE 3ABE3IIEYEHHSA
BIZEOI'PAU “FORGED FROM RUINS”

Tekcr nporpamu
804.02070743.25003-01 12 01
JIucris 30

2025
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AHOTALNIA

Jlana mporpama MICTHTh B c00i 4acTwHY Komy po3pobieHoi Bimeorpu “Forged
from Ruins” po3pobneHoi s XMapHOro PO3MIIIEHHS y KOMII IOTEpHIM cucTeMi
H1IPUEMCTBA.

I'pa € mpencraBuukoMm sxaHpy 2D-Roguelite 3 Bupom 3ropu 1 peainidye Taki
CUCTEMHU SIK: TpOLEAypHA TEHepallis pIBHIB, YMNPaBIiHHA 3arajJlbHUM CTaHOM TIpH,
ynpaBiiaHas TpadivHuM iHTepdeiicoM KopucTyBada, KepyBaHHS JiSIMUA TPaBIlS Ta 1HIII
CUCTEMHU 1110 HE BKIIFOUEHI B JAHUH JOJATOK.

[Iporpama Hanucana MoBoro mnporpamyBanHsi C# y cepenoBuiili po3pooku Visual
Studio, mns irpoBoro pymiis Unity 6.0. Jlaauit kom Moxke OyTH CKOMITITHOBAHUM IS

Oy/b-s1KO1 MIaTGopMu, IO MIATPUMY€EThes pyiieM Unity.
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1 ®aiin GameManager.cs

using Map;

using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.InputSystem;
using UnityEngine.SceneManagement;

public class GameManager : MonoBehaviour
{
public static GameManager Instance { get; private set; }
public bool isPaused = false;
public GameState State = GameState.MainMenu;
private GameState OldState;
public static event Action<GameState> OnGameStateChanged;

private LevelGenerator _levelManager;
private MapManager _mapManager;
private GameObject activePlayerInstance;

private List<Room> _allRooms = new List<Room>();
private int _roomsRemaining;

[Header("Inventory References")]
[SerializeField] private InventorySO playerInventory;
[SerializeField] private InventorySO rewardInventory;

[Header("PlayerPrefab")]
[SerializeField] private GameObject _player;

[Header("Loot Settings")]
[SerializeField] private float playerLuckModifier = 1f;
[SerializeField] private LootGenerator _lootGenerator;

private void Awake()

¢ if (Instance == null)

{
Instance = this;
DontDestroyOnLoad(gameObject);
_lootGenerator = GetComponent<LootGenerator>();
if (_lootGenerator == null)
¢ Debug.LogError("LootGenerator component not found on GameManager!");
}
CreatePersistentPlayer();
PlayerController.OnPlayerDeath += OnlLose;
LevelGenerator.OnGenerationComplete += EnablePlayer;
Enemy.OnBossDeath += OnWin;

}

else

{

Destroy(gameObject);
}



}

private void CreatePersistentPlayer()

{

}

// Create player as child of GameManager so it persists between scenes
activePlayerInstance = Instantiate(_player, transform);
activePlayerInstance.name = "PersistentPlayer";

// Start with player disabled
activePlayerInstance.SetActive(false);

public void UpdateGameState(GameState newState)

{

}

OldState = State;
State = newState;
switch (newState)
{
case GameState.MainMenu:
ResumeTimeFlow();
DisablePlayer();
break;
case GameState.MapSelect:
ResumeTimeFlow();
_mapManager = GameObject.FindAnyObjectByType<MapManager>();
DisablePlayer();
break;
case GameState.FightLevel:
_levelManager = GameObject.FindAnyObjectByType<LevelGenerator>();
ResumeTimeFlow();
break;
case GameState.RewardScreen:
ResumeTimeFlow();
break;
case GameState.Shop:
ResumeTimeFlow();
break;
case GameState.Bosslevel:
_levelManager = GameObject.FindAnyObjectByType<LevelGenerator>();
ResumeTimeFlow();
break;
case GameState.WinScreen:
break;
case GameState.LoseScreen:
break;
case GameState.PauseScreen:
break;

Debug.Log($"We are in {newState}");
OnGameStateChanged?.Invoke(newState);

public void PauseGame()

{

Time.timeScale = of;
UpdateGameState(GameState.PauseScreen);
isPaused = true;



public void UnPause()

{
Time.timeScale = 1f;
UpdateGameState(OldState);
isPaused = false;
}
public void ResumeTimeFlow()
{
Time.timeScale = 1f;
isPaused = false;
}
public void GoToMainMenu()
{
UpdateGameState(GameState.MainMenu);
SceneManager.LoadScene(0, LoadSceneMode.Single);
}
public void StartRun()
{
SceneManager.scenelLoaded += OnMaplLoaded;
if (activePlayerInstance == null)
{
Debug.LogWarning("Player instance was null, creating it now");
CreatePersistentPlayer();
}
if (_lootGenerator == null)
{
_lootGenerator = GetComponent<LootGenerator>();
Debug.LogWarning("LootGenerator was null, attempting to re-find component”);
}
if (_lootGenerator != null)
{
Debug.Log($"LootGenerator null check: { lootGenerator == null}");
_lootGenerator.ResetLootbase();
_lootGenerator.SpawnStartingEquipment();
}
else
{
Debug.LogError("LootGenerator is still null after attempting to find it!");
}
var controller = activePlayerInstance.GetComponent<PlayerController>();
controller.ResetInventories();
SceneManager.LoadScene(1, LoadSceneMode.Single);
}
private void OnMapLoaded(Scene scene, LoadSceneMode mode)
{
SceneManager.sceneLoaded -= OnMaplLoaded;
UpdateGameState(GameState.MapSelect);
_mapManager.GenerateNewMap();
}

public void LoadMapSelect()

{
UpdateGameState(GameState.MapSelect);



_allRooms.Clear();
SceneManager.LoadSceneAsync(1, LoadSceneMode.Single);

}

public void LoadGamelLevel()

{
SceneManager.scenelLoaded += OnFightlLoaded;
SceneManager.LoadScene(2, LoadSceneMode.Single);

}

public void LoadBosslLevel()

{
SceneManager.scenelLoaded += OnBosstlLoaded;
SceneManager.LoadScene(2, LoadSceneMode.Single);

}

public void LoadRewardLevel()

{
SceneManager.scenelLoaded += OnRewardLoaded;
SceneManager.LoadScene(2, LoadSceneMode.Single);

}

public void OnHealNode()

{
var controller = activePlayerInstance.GetComponent<PlayerController>();
controller. playerStats.IncreaseHealth(50);

}

public void OnAmmoRefill()

{
var gunSelector = activePlayerInstance.GetComponent<GunSelector>();
gunSelector.ReloadActiveWeapons();

}

private void OnRewardLoaded(Scene scene, LoadSceneMode mode)
{
SceneManager.scenelLoaded -= OnRewardLoaded;
UpdateGameState(GameState.RewardScreen);
StartCoroutine(DelayedClear());

}

private IEnumerator DelayedClear()

{
yield return new WaitForEndOfFrame();
_lootGenerator.ClearRewardInventory();
_lootGenerator.GenerateLoot(2);
EnablePlayer(this.transform);

}

private void OnFightLoaded(Scene scene, LoadSceneMode mode)

{
SceneManager.scenelLoaded -= OnFightlLoaded;
UpdateGameState(GameState.FightLevel);
_levelManager.maxRooms = UnityEngine.Random.Range(2, 6);
_levelManager.SetDifficulty(GenerationSettings.Regular);
LevelGenerator.OnGenerationComplete += LevelCompletionTracker;
_levelManager.GeneratelLevel();

}

private void OnBosstlLoaded(Scene scene, LoadSceneMode mode)

{

SceneManager.scenelLoaded -= OnBosstlLoaded;



UpdateGameState(GameState.BossLevel);
_levelManager.maxRooms = 2;
_levelManager.SetDifficulty(GenerationSettings.Boss);
_levelManager.GenerateLevel();

}
public void LoadShoplLevel()
{
UpdateGameState(GameState.Shop);
SceneManager.LoadScene(2, LoadSceneMode.Single);
}
public void LevelCompletionTracker(Transform playerPos)
{
_allRooms.Clear();
Room[] roomsInScene = FindObjectsByType<Room>(FindObjectsSortMode.InstancelD);
foreach (Room room in roomsInScene)
{
if (room == null) continue;
if (room.playerStartPosition) continue;
room.0OnRoomCleared -= HandleRoomClear;
room.OnRoomCleared += HandleRoomClear;
_allRooms.Add(room);
}
_roomsRemaining = _allRooms.Count;
Debug.Log($"[RoomClearWatcher] Found {_roomsRemaining} rooms in this level.");
}
public void HandleRoomClear(Room room)
{

room.OnRoomCleared -= HandleRoomClear;

_roomsRemaining--;
Debug.Log($"[RoomClearWatcher] Room cleared: {room.name}. Rooms left:
{_roomsRemaining}");
if (_roomsRemaining <= 0)

{
LoadMapSelect();
}
}
private void OnWin(Enemy boss)
{
Time.timeScale = of;
isPaused = true;
UpdateGameState(GameState.WinScreen);
}

private void OnLose()

{
Time.timeScale = of;
isPaused = true;
UpdateGameState(GameState.LoseScreen);



}

private void EnablePlayer(Transform position)

{

if (activePlayerInstance != null)

{

// Move player to the spawn position
activePlayerInstance.transform.position
activePlayerInstance.transform.rotation

// Enable the player
activePlayerInstance.SetActive(true);

Debug.Log("Player positioned and enabled at:

position.position;
position.rotation;

+ position.position);

}
else
{
Debug.LogError("Persistent player instance is null!");
}
}
private void DisablePlayer()
{
if (activePlayerInstance != null)
{
activePlayerInstance.SetActive(false);
}
}
public GameObject GetPlayer()
{
return activePlayerInstance;
}
public void ExitGame()
{
Application.Quit();
}
private void OnDestroy()
{
PlayerController.OnPlayerDeath -= OnlLose;
}

public enum GameState

{

MainMenu,
MapSelect,
FightLevel,
RewardScreen,
Shop,
BosslLevel,
WinScreen,
LoseScreen,
PauseScreen



2 ®aiia LevelGenerator.cs

using NavMeshPlus.Components;
using System;

using System.Collections;

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

using UnityEngine;

public class LevelGenerator : MonoBehaviour
{
[SerializeField] NavMeshSurface Surface2D;
[Header("Room Settings")]
public Room startRoom;
[SerializeField] private List<Room> roomPrefabs;
[SerializeField] private List<Room> hardPrefabs;
[SerializeField] private List<Room> bossPrefabs;
[SerializeField] public int maxRooms = 10;
public  GenerationSettings GeneratorMode { get; private set; } =
GenerationSettings.Regular;
[Header("Collision Settings")]
[SerializeField] private LayerMask roomLayerMask = 1 << 15;

private List<Room> placedRooms = new List<Room>();
private List<(Room room, ExitTilemap exit)> openExits = new List<(Room,
ExitTilemap)>();

private const int MAX_EXIT_TRIES = 3;
private Dictionary<(Room, ExitTilemap), int> exitTries = new Dictionary<(Room,
ExitTilemap), int>();

public static Action<Transform> OnGenerationComplete;

public void GeneratelLevel()

{
}

StartCoroutine(GeneratelLevelCoroutine());

IEnumerator GeneratelevelCoroutine()
{
#if UNITY_EDITOR
for (int i = transform.childCount - 1; i >= @; i--)
DestroyImmediate(transform.GetChild(i).gameObject);
#else
for (int i = transform.childCount - 1; i >= 0@; i--)
Destroy(transform.GetChild(i).gameObject);
#endif

placedRooms.Clear();
openExits.Clear();

// Seed first room at world origin

Room first = InstantiateRoom(startRoom, Vector3.zero);
placedRooms.Add(first);

Transform playerStart = first.playerStartPosition;

// Collect its exits



foreach (var exit in first.GetComponentsInChildren<ExitTilemap>())

openExits.Add((first, exit));

// Expand until maxRooms or no exits left
while (placedRooms.Count < maxRooms && openExits.Count > 9)

{

// Inside the while loop, add:
var (parentRoom, parentExit) = PopRandomExit();

var key = (parentRoom, parentExit);
exitTries.TryGetValue(key, out int tries);
if (++tries > MAX_EXIT_TRIES)

{
// give up on this exit forever
RemoveExit(parentRoom, parentExit);
exitTries.Remove(key);
continue;

}

exitTries[key] = tries;

ExitDirection neededDir = Opposite(parentExit._direction);

// Find a prefab with matching exit

Room prefab = FindPrefabWithExit(neededDir);
if (prefab == null)

{

}

continue;

// Locate the matching exit on a temp instance to get correct world offset
Room temp = Instantiate(prefab, Vector3.zero, Quaternion.identity);

yield return null;

ExitTilemap tempExit = temp.GetComponentsInChildren<ExitTilemap>()
.FirstOrDefault(e => e._direction == neededDir);

if (tempExit == null)
{

DestroyImmediate(temp.gameObject);

continue;
}
Vector3 childMarkerWorld = tempExit.connectionPoint.position;
Vector3 parentPoint = parentExit.connectionPoint.position;
Vector3 spawnPos = parentPoint - childMarkerWorld;
DestroyImmediate(temp.gameObject);

// Instantiate disabled for overlap test
Room newRoom = Instantiate(prefab, spawnPos, Quaternion.identity);
newRoom.transform.SetParent(transform, false);

Physics2D.SyncTransforms();
// Overlap check using actual colliders
if (CheckOverlap(newRoom))
{
DestroyImmediate(newRoom.gameObject);
continue;



// Accept the room and finalize
newRoom. gameObject.SetActive(true);
placedRooms.Add(newRoom);

// Disable connecting covers
parentRoom.SetCoverActive(parentExit._direction, false);
newRoom.SetCoverActive(neededDir, false);

// Remove the used exit from further consideration
RemoveExit(parentRoom, parentExit);

// Enqueue all other exits of the new room
foreach (var exit in newRoom.GetComponentsInChildren<ExitTilemap>())
{
if (exit._direction == neededDir) continue;
openExits.Add((newRoom, exit));

}
StartCoroutine(BuildNavMesh());

OnGenerationComplete?.Invoke(playerStart);

}

IEnumerator BuildNavMesh()

{
yield return null;
Physics2D.SyncTransforms();
Surface2D.BuildNavMesh();

}

private Room InstantiateRoom(Room prefab, Vector3 position)

{

return Instantiate(prefab, position, Quaternion.identity, transform);

}
private (Room, ExitTilemap) PopRandomExit()
{
int idx = UnityEngine.Random.Range(@, openExits.Count);
var entry = openExits[idx];
openExits.RemoveAt (idx);
return entry;
}
private void RemoveExit(Room room, ExitTilemap exit)
{
openExits.RemoveAll(x => x.room == room && Xx.exit == exit);
}

private Room FindPrefabWithExit(ExitDirection dir)
{
List<Room> matches = null;
switch (this.GeneratorMode)
{
case GenerationSettings.Regular:
matches = roomPrefabs
.Where(r => r.GetComponentsInChildren<ExitTilemap>()
.Any(e => e._direction == dir))
.TolList();
break;



case GenerationSettings.Hard:
matches = hardPrefabs
.Where(r => r.GetComponentsInChildren<ExitTilemap>()

.Any(e => e._direction == dir))
.ToList();
break;

case GenerationSettings.Boss:
matches = bossPrefabs
.Where(r => r.GetComponentsInChildren<ExitTilemap>()
.Any(e => e._direction == dir))
.TolList();
break;
default:
matches = new List<Room>();
break;

}

/*var matches = roomPrefabs
.Where(r => r.GetComponentsInChildren<ExitTilemap>()
.Any(e => e._direction == dir))
.ToList();*/

// If none found, bail out
if (matches.Count == 0)
return null;

// Pick one at random (uniform probability)
int idx = UnityEngine.Random.Range(®, matches.Count);
return matches[idx];

¥
private ExitDirection Opposite(ExitDirection dir)
{
return dir switch
{
ExitDirection.North => ExitDirection.South,
ExitDirection.South => ExitDirection.North,
ExitDirection.East => ExitDirection.West,
ExitDirection.West => ExitDirection.East,
_ =>dir,
s
¥
private bool CheckOverlap(Room room)
{

// Get only room structure colliders

var roomCols = room.GetComponentsInChildren<Collider2D>()
.Where(col => ((1 << col.gameObject.layer) & roomLayerMask) != 0)
.ToArray();

if (roomCols.Length == 0)
{

}

return false;

// Calculate bounds only from room structure

Bounds bounds = roomCols[@].bounds;

for (int i = 1; i < roomCols.Length; i++)
bounds.Encapsulate(roomCols[i].bounds);
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}

publ
{

}
}

Vector2 checkSize = new Vector2(bounds.size.x - 0.2f, bounds.size.y - 0.2f);

// Perform overlap check
Collider2D[] hits = Physics2D.OverlapBoxAll(
bounds.center,
checkSize,
of,
roomLayerMask

)5

// Count overlaps from different rooms
int overlapCount = 0;
foreach (var hit in hits)

{
Room hitRoom = hit.GetComponentInParent<Room>();
if (hitRoom != null && hitRoom != room)
{
overlapCount++;
}
}

bool hasOverlap = overlapCount > 9;
return hasOverlap;

ic void SetDifficulty(GenerationSettings setting)

GeneratorMode = setting;

public enum GenerationSettings

{
Regu
Hard
Boss

lar,

)
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using System;
using System.Collections;
using Unity.VisualScripting;
using UnityEngine;

12

3 ®@aiin PlayerController.cs

public class PlayerController : MonoBehaviour, IDamageable

{

[SerializeField]

PlayerMovement _movementController;
[SerializeField]

PlayerActions _playerActions;
[SerializeField]

Rigidbody2D _rigidbody;
[SerializeField]

public PlayerAttributesSO _playerStats;
[SerializeField]

InventorySO _inventory;
[SerializeField]

InventorySO _equipment;
[SerializeField]

AudioClip DamageClip;

public bool isPlayerInvulnerable = false;

public static Action OnPlayerDeath;

public int MaxHealth { get; set; }
public int CurrentHealth { get; set; }

private void Start()

for (int i = @; i < _playerStats.Attributes.Length; i++)

_playerStats.Attributes[i].SetParent(this);

public void OnBeforeSlotUpdate(InventorySlot slot)

{
{
}

}

{
Debug.
Debug.
Debug.
Debug.

Debug.
Debug.

Log($"=== BEFORE UPDATE ===");

Log($"Slot Hash: {slot.GetHashCode()}");

Log($"ItemObject: {(slot.ItemObject != null ? "Present" : "NULL")}");
Log($"Item: {(slot.Item != null ? slot.Item.Id.ToString() : "NULL")}");

Log($"Amount: {slot.Amount}");
Log($"Inventory Type: {slot.Parent._inventory.InventoryType}");

if (slot.ItemObject == null) return;
switch (slot.Parent._inventory.InventoryType)

{

case InterfaceType.Inventory:

if (_inventory.Database.ItemObjects[slot.Item.Id].Type == ItemType.Passive)
{

Debug.Log($"Processing passive item removal: {slot.Item.Id}");
for (int i = @; i < slot.Amount; i++)

{

foreach (var stat in slot.Item.Stats)
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{
_playerStats.RemoveModifier(stat);
Debug.Log($" Removed modifier: {stat} (iteration {i + 1}/{slot.Amount})");

}
Debug.Log($"Removing {slot.Amount} stacks of modifiers for item {slot.Item.Id}");
}
break;

case InterfaceType.Equipment:
foreach (var stat in slot.Item.Stats)
_playerStats.RemoveModifier(stat);

break;
case InterfaceType.Reward:
break;
default:
break;
}
Debug.Log($"=== END BEFORE UPDATE ===\n");
}
public void OnAfterSlotUpdate(InventorySlot slot)
{
Debug.Log($"=== AFTER UPDATE ===");
Debug.Log($"Slot Hash: {slot.GetHashCode()}");
Debug.Log($"ItemObject: {(slot.ItemObject != null ? "Present" : "NULL")}");
Debug.Log($"Item: {(slot.Item != null ? slot.Item.Id.ToString() : "NULL")}");
Debug.Log($"Amount: {slot.Amount}");
Debug.Log($"Inventory Type: {slot.Parent._inventory.InventoryType}");
if (slot.ItemObject == null) return;
StartCoroutine(DelayedAfterUpdate(slot));
}

private IEnumerator DelayedAfterUpdate(InventorySlot slot)
{
yield return null;
switch (slot.Parent._inventory.InventoryType)
{
case InterfaceType.Inventory:
if (_inventory.Database.ItemObjects[slot.Item.Id].Type == ItemType.Passive)
{
Debug.Log($"Processing passive item application: {slot.Item.Id}");
for (int 1 = 9; i < slot.Amount; i++)

{
foreach (var stat in slot.Item.Stats)
{
_playerStats.ApplyModifier(stat);
Debug.Log($" Applied modifier:
{stat} (iteration {i + 1}/{slot.Amount})");
}
}
}
else
{
Debug.Log("Not a passive item or item is null - skipping application");
}
break;

case InterfaceType.Equipment:
foreach (var stat in slot.Item.Stats)
_playerStats.ApplyModifier(stat);
break;



case InterfaceType.Reward:
break;

default:
break;

}
Debug.Log($"=== END AFTER UPDATE ===\n");

}

private void OnEnable()

{

_playerStats.Health = _playerStats.GetStatValue(TypeOfStat.MaxHealth);

MaxHealth = _playerStats.GetStatValue(TypeOfStat.MaxHealth);
CurrentHealth = _playerStats.Health;

_playerStats.healthChangeEvent += HandleDamage;

for (int i = @; i < _equipment.GetSlots.Length; i++)

{
_equipment.GetSlots[i].OnBeforeUpdate += OnBeforeSlotUpdate;
_equipment.GetSlots[i].OnAfterUpdate += OnAfterSlotUpdate;

¥

for (int i = @; i < _inventory.GetSlots.Length; i++)

{
_inventory.GetSlots[i].OnBeforeUpdate += OnBeforeSlotUpdate;
_inventory.GetSlots[i].OnAfterUpdate += OnAfterSlotUpdate;

}

private void OnDisable()
{
_playerStats.healthChangeEvent -= HandleDamage;
for (int i = @; i < _equipment.GetSlots.Length; i++)
{
_equipment.GetSlots[i].OnBeforeUpdate -= OnBeforeSlotUpdate;
_equipment.GetSlots[i].OnAfterUpdate -= OnAfterSlotUpdate;
¥
for (int i = @; i < _inventory.GetSlots.Length; i++)
{
_inventory.GetSlots[i].OnBeforeUpdate -= OnBeforeSlotUpdate;
_inventory.GetSlots[i].OnAfterUpdate -= OnAfterSlotUpdate;

}

void Update()

if(GameManager.Instance.State != GameState.PauseScreen)
{
_playerActions.HandlePlayerActions();
_playerActions.HandleGunRotation();
_movementController.HandleMovementInputs();

}

}

private void FixedUpdate()

{
_movementController.ProcessDodge();
_movementController.Walking();

}

public void Damage(int damage)
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{
_playerStats.DecreaseHealth(damage);
StartCoroutine(InvulnerabilityTimer());
}
public void HandleDamage(int value)
{
CurrentHealth = value;
if (value <= 0)
{
Death();
}
else
{
Debug.Log("Current health: " + CurrentHealth);
}
}
private IEnumerator InvulnerabilityTimer()
{
isPlayerInvulnerable = true;
yield return new WaitForSeconds(_playerStats.InvulnerabilityDuration);
isPlayerInvulnerable = false;
}
public void Death()
{
Debug.Log($"[PlayerController] Death() called at Time={Time.time:F2}");
OnPlayerDeath?.Invoke();
}
private void OnTriggerkEnter2D(Collider2D collision)
{
if (collision.CompareTag("EnemyProjectile™))
{
Projectile hittingProjectile =
collision.gameObject.GetComponentInParent<Projectile>();
if (hittingProjectile != null)
{
if (isPlayerInvulnerable) return;
SoundFXManager.Instance.PlaySoundFXClip(DamageClip, this.transform,
_playerStats.DecreaseHealth(hittingProjectile.Damage);
StartCoroutine(InvulnerabilityTimer());
hittingProjectile.ObjectPool.Release(hittingProjectile);
}
}
if (collision.CompareTag("SunLaser™))
{
LaserDamage laser = collision.gameObject.GetComponent<LaserDamage>();
if (laser != null)
{
if (isPlayerInvulnerable) return;
SoundFXManager.Instance.PlaySoundFXClip(DamageClip, this.transform,
_playerStats.DecreaseHealth(laser.Damage);
StartCoroutine(InvulnerabilityTimer());
}
}
}

public void StatModified(PlayerAttributes stat)

15
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{
}

Debug.Log($"{stat.Type} got updated it is now {stat.Value.ModifiedValue}");

public void ResetInventories()
{
_equipment.Container.Clear();
_inventory.Container.Clear();
_equipment.AddItem(new Item(_equipment.Database.ItemObjects[3]), 1);
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4 ®@aiin PlayerMovement.cs

using System.Collections;
using System.Drawing;

using UnityEngine;

using UnityEngine.InputSystem;
using UnityEngine.Rendering;

public class PlayerMovement : MonoBehaviour

{

public InputActionAsset InputActions;

private InputAction m_moveAction;
private InputAction m_lookAction;
private InputAction m_dodgeAction;

private Vector2 m_moveAmt;
private Vector2 m_lookAmt;

[SerializeField] Rigidbody2D _rigidbody;

[SerializeField] PlayerAttributesSO _playerStats;
private PlayerController _playerController;
private int m_moveSpeed;

[Header("Dodge Settings")]

[SerializeField]

[Tooltip("How long (seconds) the dash lasts.")]
private float dodgeDuration = 0.2f;
[SerializeField]

[Tooltip("Time (seconds) before you can dash again.")]
private float dodgeCooldown = 0.5f;
[SerializeField]

[Tooltip("Seconds of invulnerability during dash.™)]
float invulDuration = 0.2f;

[SerializeField]

[Tooltip("Layers that will collide with player")]
private LayerMask collidablelayer;

private bool m_canDodge = true;

private bool m_isDodging = false;

private float m_dodgeSpeed;

private float m_dodgeDistance;

private bool m_dodgePressed;

[SerializeField]

Collider2D _tileCollider;

private void Awake()

{
m_moveAction = InputSystem.actions.FindAction("Move");
m_lookAction = InputSystem.actions.FindAction("Look");
m_dodgeAction = InputSystem.actions.FindAction("Dodge");

}

private void Start()

{

m_moveSpeed = _playerStats.GetStatValue(TypeOfStat.MoveSpeed);
m_dodgeDistance = _playerStats.GetStatValue(TypeOfStat.DodgeDistance);
_playerController = GetComponent<PlayerController>();
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public void HandleMovementInputs()

{

}

if (m_isDodging) return;

m_moveAction.ReadValue<Vector2>();
m_lookAction.ReadValue<Vector2>();

m_moveAmt
m_lookAmt

if (m_dodgeAction.WasPressedThisFrame() && m_canDodge && !m_isDodging)

{
}

m_dodgePressed = true;

public void Walking()

{

}

if (m_isDodging) return;
_rigidbody.linearVelocity = m_moveAmt * m_moveSpeed;

public void ProcessDodge()

{

}

if(m_dodgePressed && m_canDodge && !m_isDodging)
{

}

m_dodgePressed = false;

StartCoroutine(IDodge());

IEnumerator IDodge()

{

m_canDodge = false;
m_isDodging = true;

var input = m_moveAmt;
if (input.sqrMagnitude < 0.1f)

{
m_canDodge = true;
m_isDodging = false;
yield break;

}

StartCoroutine(IDodgeInvulnerability(invulDuration));

var remainingDistance = m_dodgeDistance;
Vector2 dodgeDir = input.normalized;
m_dodgeSpeed = m_dodgeDistance / dodgeDuration;

float elapsed = 6{;
float skinWidth = 0.1f;
Bounds bounds = _tileCollider.bounds;

float collWidth = bounds.size.x;
float collHeight = bounds.size.y;

while (elapsed < dodgeDuration && remainingDistance > of)

{
// 1) Calculate how far we want to move *this* FixedUpdate
float stepDistance = m_dodgeSpeed * Time.fixedDeltaTime;
stepDistance = Mathf.Min(stepDistance, remainingDistance);

Vector2 currentPos = _rigidbody.position;
Vector2 perpendicular = new Vector2(-dodgeDir.y, dodgeDir.x);
float minHitDistance = float.MaxValue;
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bool hitDetected = false;

for (int i = -1; i <= 1; i++)

{

Vector2 rayStart

RaycastHit2D hit = Physics2D.Raycast(
rayStart,
dodgeDir,
stepDistance + skinWidth,
collidablelLayer
)
if (hit.collider != null)
{
hitDetected = true;
minHitDistance = Mathf.Min(minHitDistance, hit.distance);
}

float actualMove = hitDetected
? Mathf.Max(minHitDistance - skinWidth, of)
: stepDistance;

_rigidbody.MovePosition(_rigidbody.position + dodgeDir * actualMove);
remainingDistance -= actualMove;

elapsed += Time.fixedDeltaTime;
yield return new WaitForFixedUpdate();

}

m_isDodging = false;
yield return new WaitForSeconds(dodgeCooldown);
m_canDodge = true;

}
IEnumerator IDodgeInvulnerability(float invulDuration)
{
_playerController.isPlayerInvulnerable = true;
yield return new WaitForSeconds(invulDuration);
_playerController.isPlayerInvulnerable = false;
}
private void ChangeSpeed(int value)
{
m_moveSpeed = value;
}
private void ChangeDodgeDistance(int value)
{
m_dodgeDistance = value;
}

private void OnEnable()

{
InputActions.FindActionMap("Player").Enable();

_playerStats.moveSpeedChangeEvent += ChangeSpeed;

currentPos + perpendicular * (i * collWidth * 0.4f);
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_playerStats.dodgeDistanceChangeEvent += ChangeDodgeDistance;

}

private void OnDisable()

{
InputActions.FindActionMap("Player").Disable();
_playerStats.moveSpeedChangeEvent -= ChangeSpeed;
_playerStats.dodgeDistanceChangeEvent -= ChangeDodgeDistance;

}

private void OnCollisionEnter2D(Collision2D collision)
{
if (m_isDodging)
{
m_isDodging = false;
_rigidbody.linearVelocity = Vector2.zero;
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5 ®aiia PlayerActions.cs

using System.Collections;
using UnityEngine;
using UnityEngine.InputSystem;

public class PlayerActions : MonoBehaviour

{

public InputActionAsset InputActions;
[SerializeField]

private GunSelector _gunSelector;
[SerializeField]

private bool AutoReload = true;

private bool m_isReloading = false;

private InputAction m_primaryAttackAction;

private InputAction m_secondaryAttackAction;
private InputAction m_itemUseAction;

private InputAction m_interactionAction;

private InputAction m_nextPrimaryWeaponAction;
private InputAction m_previousPrimaryWeaponAction;
private InputAction m_reloadAction;

void Awake()

{

}

if (InputActions == null)

{

}

m_
m_
m_
m_

m_
m_
m_

Debug.LogError("InputActionAsset is not assigned to PlayerActions script!");
return;

primaryAttackAction = InputActions.FindAction("Attack");
secondaryAttackAction = InputActions.FindAction("SecondaryAttack");
itemUseAction = InputActions.FindAction("ItemUse");
interactionAction = InputSystem.actions.FindAction("Interact");

nextPrimaryWeaponAction = InputActions.FindAction("NextPrimaryWeapon");
previousPrimaryWeaponAction = InputActions.FindAction("PreviousPrimaryWeapon");
reloadAction = InputActions.FindAction("Reload");

private void OnEnable()

{

}

if (InputActions != null)

{
}

InputActions.Enable();

if (m_nextPrimaryWeaponAction != null)

m_nextPrimaryWeaponAction.performed += OnNextPrimaryWeapon;

if (m_previousPrimaryWeaponAction != null)

m_previousPrimaryWeaponAction.performed += OnPreviousPrimaryWeapon;

private void OnDisable()

{

if (m_nextPrimaryWeaponAction != null)

m_nextPrimaryWeaponAction.performed -= OnNextPrimaryWeapon;

if (m_previousPrimaryWeaponAction != null)



}
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m_previousPrimaryWeaponAction.performed -= OnPreviousPrimaryWeapon;

if (InputActions != null)
{

}

InputActions.Disable();

private void OnNextPrimaryWeapon(InputAction.CallbackContext context)

{
}

_gunSelector.SwitchToNextPrimaryWeapon();

private void OnPreviousPrimaryWeapon(InputAction.CallbackContext context)

{
}

_gunSelector.SwitchToPreviousPrimaryWeapon();

public void HandlePlayerActions()

{

}

if(m_isReloading) return;
if (GameManager.Instance.State == GameState.PauseScreen) return;
if (GameManager.Instance.State == GameState.RewardScreen) return;

if (m_primaryAttackAction.IsPressed() && _gunSelector.HasPrimaryWeapon())

{
Debug.Log("Trying to shoot");

if(_gunSelector.ActivePrimaryGun.AmmoConfig.CurrentClipAmmo > 0)

{
Debug.Log("Shooting");

_gunSelector.ActivePrimaryGun.Shoot();

}
if (m_secondaryAttackAction.IsPressed() && _gunSelector.HasSecondaryWeapon())

{

if (_gunSelector.ActiveSecondaryGun.AmmoConfig.CurrentClipAmmo > @)

{

}
}
if(ShouldManualReload() || ShouldAutoReload() && !m_isReloading)
{

}

_gunSelector.ActiveSecondaryGun.Shoot();

StartCoroutine(ReloadCoroutine());

IEnumerator ReloadCoroutine()

{

}

m_isReloading = true;
float reloadTime = _gunSelector.ActivePrimaryGun.AmmoConfig.ReloadTime;

yield return new WaitForSeconds(reloadTime);

_gunSelector.ActivePrimaryGun.AmmoConfig.Reload();
m_isReloading = false;

private bool ShouldManualReload()

{



if (_gunSelector.ActivePrimaryGun == null) return false;
return m_reloadAction.WasReleasedThisFrame()
&& _gunSelector.ActivePrimaryGun.CanReload();

}
private bool ShouldAutoReload()
{
if(_gunSelector.ActivePrimaryGun == null) return false;
return AutoReload
&& _gunSelector.ActivePrimaryGun.AmmoConfig.CurrentClipAmmo == ©

&& _gunSelector.ActivePrimaryGun.CanReload();

public void HandleGunRotation()
{

Vector3 mousePosition =

Camera.main.ScreenToWorldPoint(Mouse.current.position.ReadValue());
Vector2 direction = (mousePosition - this.transform.position).normalized;
float angle = Mathf.Atan2(direction.y, direction.x) * Mathf.Rad2Deg;
Quaternion targetRotation = Quaternion.Euler(@, 0, angle);

bool isMouseRight = Mouse.current.position.ReadValue().x > Screen.width / 2.0f;

if (_gunSelector.HasPrimaryWeapon())

{
_gunSelector.ActivePrimaryGun.ActiveRotation = targetRotation;
_gunSelector.ActivePrimaryGun.SpriteRenderer.flipX = false;
_gunSelector.ActivePrimaryGun.SpriteRenderer.flipY = lisMouseRight;
}

if (_gunSelector.HasSecondaryWeapon())

{
_gunSelector.ActiveSecondaryGun.ActiveRotation = targetRotation;
_gunSelector.ActiveSecondaryGun.SpriteRenderer.flipX = false;
_gunSelector.ActiveSecondaryGun.SpriteRenderer.flipY = !isMouseRight;
}



6 ®aiin UIManager.cs

using DG.Tweening;

using System.Collections;

using System.Collections.Generic;
using System.Security.Cryptography;
using System;

using UnityEngine;

using UnityEngine.InputSystem;
using UnityEngine.SceneManagement;

public class UIManager : MonoBehaviour

{

public static UIManager Instance { get; private set; }
public InputActionAsset InputActions;

[Header("HUD Elements")]
[SerializeField] private AmmoDisplay _ammoCounter;

[Header("Game Screens")]

[SerializeField] private GameObject _equipmentScreen;
[SerializeField] private GameObject _inventoryScreen;
[SerializeField] private GameObject _pauseScreen;
[SerializeField] private GameObject _rewardScreen;
[SerializeField] private GameObject _winScreen;
[SerializeField] private GameObject _loseScreen;
[SerializeField]

private int TIME_TO_OPEN;

[Header("Menu Systems")]
[SerializeField] private GameObject _mainMenu;

[Header("UI Groups")]
[SerializeField] private GameObject hudGroup;
[SerializeField] private GameObject gameScreensGroup;

[Header("Configuration")]
[SerializeField] private List<string> fullyExcludedScenes;

private bool isInventoryOpen = false;
private InputAction m_openInventoryAction;
private InputAction m_pauseAction;

private void Awake()
{
if (Instance == null)
{
Instance = this;
DontDestroyOnLoad(gameObject.transform.parent.gameObject);
SceneManager.sceneLoaded += OnSceneloaded;
GameManager.OnGameStateChanged += OnGameEnd;
GameManager.OnGameStateChanged += OnRewardScreen;

if (InputActions == null)
{

Debug.LogError("InputActionAsset is not assigned to
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script!");
return;
}
m_openInventoryAction = InputActions.FindAction("OpenInventory");
m_pauseAction = InputActions.FindAction("Pause");
}
else
{
Destroy(gameObject);
}
}
private void Update()
{
if(!isInventoryOpen && m_openInventoryAction.WasPressedThisFrame()
GameManager.Instance.State != GameState.PauseScreen)
{
Debug.Log("Opened Inventory");
OpenEquipmentScreen();
OpenInventoryScreen();
StartCoroutine(WaitForInventory());
}
if (isInventoryOpen && m_openInventoryAction.WasPressedThisFrame()
GameManager.Instance.State != GameState.PauseScreen)
{
Debug.Log("Closed Inventory");
CloseEquipmentScreen();
CloselInventoryScreen();
StartCoroutine(WaitForInventory());
}
if (m_pauseAction.WasPressedThisFrame())
{
if (GameManager.Instance.State == GameState.PauseScreen)
{
ClosePauseScreen();
}
else
{
OpenPauseScreen();
}
}
}
IEnumerator WaitForInventory()
{
yield return new WaitForSeconds(TIME_TO_OPEN);
if (!isInventoryOpen)
{
isInventoryOpen = true;
}
else
{
isInventoryOpen = false;
}
}

private void OnSceneloaded(Scene scene, LoadSceneMode mode)

{
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ConfigureUIForScene(scene.name);

}

private void ConfigureUIForScene(string sceneName)
{
switch (sceneName)
{
case "MainMenu":
SetHUDActive(false);
SetGameScreensActive(false);
SetMainMenuActive(true);
break;

case "Gameplay":
SetHUDActive(true);
SetGameScreensActive(true);
SetMainMenuActive(false);
break;

case "Map":
SetHUDActive(false);
SetGameScreensActive(false);
SetMainMenuActive(false);
break;

default:
SetHUDActive(true);
SetGameScreensActive(true);
SetMainMenuActive(false);
break;

}

public void SetHUDActive(bool active)

{
if (hudGroup)

hudGroup.SetActive(active);

}

public void SetGameScreensActive(bool active)

{
if (gameScreensGroup)
gameScreensGroup.SetActive(active);

if (lactive)

{
}

CloseAllGameScreens();

}

public void SetMainMenuActive(bool active)
{
if (_mainMenu != null)
{
Debug.Log($"Setting MainMenu active: {active},
Current state: {_mainMenu.activelnHierarchy}");
_mainMenu.SetActive(active);
Debug.Log($"MainMenu state after change: {_mainMenu.activeInHierarchy}");
}

else

{

Debug.LogError("MainMenu GameObject reference is null!");
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}
}
private void CloseAllGameScreens()
{
CloseEquipmentScreen();
CloselInventoryScreen();
ClosePauseScreen();
CloseRewardScreen();
}
private void OnGameEnd(GameState state)
{
if(state == GameState.LoseScreen)
{
_loseScreen.GetComponent<RectTransform>().anchoredPosition = Vector2.zero;
}
else if (state == GameState.WinScreen)
{
_winScreen.GetComponent<RectTransform>().anchoredPosition = Vector2.zero;
}
else
{
_loseScreen.GetComponent<RectTransform>().anchoredPosition = new Vector2(0, 900);
_winScreen.GetComponent<RectTransform>().anchoredPosition = new Vector2(@, 900);
}
}
private void OnRewardScreen(GameState state)
{
if (state == GameState.RewardScreen)
{

OpenRewardScreen();

}

public void OpenEquipmentScreen() =>
_equipmentScreen.GetComponent<RectTransform>().DOAnchorPosX(-900, TIME_TO_OPEN);
public void CloseEquipmentScreen() =>
_equipmentScreen.GetComponent<RectTransform>().DOAnchorPosX(-1900, TIME_TO_OPEN);
public void OpenInventoryScreen() =>
_inventoryScreen.GetComponent<RectTransform>().DOAnchorPosX(900, TIME_TO OPEN);
public void CloseInventoryScreen() =>
_inventoryScreen.GetComponent<RectTransform>().DOAnchorPosX(1900, TIME_TO_OPEN);
public void OpenPauseScreen()

{
_pauseScreen.GetComponent<RectTransform>().anchoredPosition = Vector2.zero; ;
GameManager.Instance?.PauseGame();

}

public void ClosePauseScreen()

{

_pauseScreen.GetComponent<RectTransform>().anchoredPosition = new Vector2(0, 900);

GameManager.Instance?.UnPause();

}

public void OpenRewardScreen() =>
_rewardScreen.gameObject.GetComponent<RectTransform>().DOAnchorPosY(350, TIME_TO_OPEN);

public void CloseRewardScreen() =>
_rewardScreen.gameObject.GetComponent<RectTransform>().DOAnchorPosY (900, TIME_TO _OPEN);



private void OnDestroy()

{
}

SceneManager.scenelLoaded -= OnSceneloaded;
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