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PE®EPAT

[TosicutoBaiibHa 3anucka: 90 c., 38 puc., 3 Tadu., 1 nojgarkis, 13 jpKepen.
UNITY, 2D-RPG, C#, IIPOLIEJITYPHA TEHEPAIILS, IITYYHUI THTEJIEKT,
NAVMESH, TILEMAP, CINEMACHINE.

00’ekm  keanighikauitinoi pooomu: 2D-RPG I1rpoBHH 3aCTOCYHOK 3
HPOICAYPHOIO I'eHEepali€lo Ta JUHAMIYHOIO ITOBEIIHKOK BOPOTIB.

Ilpeomem keanighikayiiinoi podomu: MeTOAW peamizallii IpoIleypHOI
reHepaii cBiTy Ta moBediHKH Al-iepcoHaxkiB y 2D-cepenoBumii Ha pymii Unity.

Mema pobomu: po3poOKa ITpoBOTO 3acTOCYHKY kaHpy 2D-RPG, mo
HOEJAHYE MEXaHIKH IpoLeAypHOI TIeHepallii CBITY Ta JMHAaMIYHOI CHCTEMH
MOBE/IHKH BOPOTIB JIJII CTBOPEHHS peirpadelbHOro IrpoOBOTO JIOCBITY.

Y Beryni OOIpyHTOBAaHO aKTyallbHICTH TeMH, chOpPMYJIbOBAaHO METY Ta
3aBJ/IaHHS pOoOOTH, BU3HAUEHO 00 €KT Ta MpeAMET JTOCiIPKEHHS.

Y mepmioMy po3zuli mpoBejieHO aHami3 cydacHux 2D-RPG, nocmipkeHO
HIIXOAM JO0 MpOoLeAypHOI TIeHepallli KOHTEHTY Ta pO3IJIAHYTO apXiTEKTYpHI
ocobIMBOCTI irpoBoro pymrist Unity [uist peanizailii Mpo€eKTIB JaHOTO JKaHPY.

Y apyromy po3/ijii HaBEJICHO IMPaKTHUYHY peaizallilo IIPOEKTY: po3podiIeHO
JIOTIKY TOJIOBHOIO Teposi Ta Bopoxux Al-areHriB, peanizoBaHo 00HOBY cUCTEMY,
aganToBaHo cucreMmy Hapiramii NavMesh mis 2D, HanamroBaHo KaMepy
Cinemachine Ta cTBOpeHO IrpOBHil CBIT 3a jomnomoror Tilemap Ta mporeaypHOi
reHeparii.

VY BHCHOBKaX y3arajlbHEHO pe3yJbTaTH BHKOHAHOI poOOTH, MiATBEP/KEHO
JTOCSTHEHHS TTIOCTaBJIEHOI METH Ta HaJJaHO MIPOIIO3HIIiT 1I0/10 TI0/IaTBIIIOTO PO3BUTKY
IIPOEKTY.

[TpakTuuHe 3Ha4YeHHS: pPO3pOOIIEHHI MPOTOTHI € OCHOBOIO JJISI CTBOPEHHS
2D-RPG 3 BUCOKUM piBHEM perpabellbHOCTI, a peaizoBani cuctemMu (Al, renepaiis
CBITY) MOXXYTh OYTH BUKOPHCTaHI B 1HIITUX ITPOBUX MPOEKTAX.

Po3pobrene mporpamnae 3abe3reueHHsT Moke OyTH 3ampoBa/KEHO SIK Yy

KOMEPIIiiHI, TaK 1 B He3aJIe:KHI (1H/11) POEKTH, opieHTOBaHI Ha »kaHp 2D-RPG.



ABSTRACT

Explanatory note: 88 p., 38 figures, 3 tables, 1 appendices, 13 sources.
UNITY, 2D-RPG, C#, PROCEDURAL GENERATION, ARTIFICIAL
INTELLIGENCE, NAVMESH, TILEMAP, CINEMACHINE.

Object of the qualification work: a 2D-RPG game application with
procedural generation and dynamic enemy behavior.

Subject of the qualification work: methods for implementing procedural
world generation and the behavior of Al characters in a 2D environment on the Unity
engine.

The goal of the work: is the development of a 2D-RPG game application that
combines procedural world generation mechanics and a dynamic enemy behavior
system to create a replayable gaming experience.

The introduction substantiates the relevance of the topic, formulates the goal
and objectives of the work, and defines the object and subject of the research.

The first chapter analyzes modern 2D-RPGs, explores approaches to
procedural content generation, and examines the architectural features of the Unity
game engine for implementing projects of this genre.

The second chapter presents the practical implementation of the project: the
logic for the main character and enemy Al agents was developed, the combat system
was implemented, the NavMesh navigation system was adapted for 2D, the
Cinemachine camera was configured, and the game world was created using
Tilemap and procedural generation.

The conclusions summarize the results of the work performed, confirm the
achievement of the set goal, and provide proposals for the further development of
the project.

Practical significance: the developed prototype serves as a basis for creating
2D-RPGs with a high level of replayability, and the implemented systems (Al, world

generation) can be used in other game projects.



The developed software can be implemented in both commercial and independent

(indie) projects focused on the 2D-RPG genre.
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INEPEJIIK YMOBHHUX IIO3HAYEHbB

2D - Two-Dimensional — 1BoBuMipHa rpacgika abo mpocTip.
3D - Three-Dimensional — TpuBumipHa rpadika abo mpoctip.

Al - Artificial Intelligence — mTy4H#i1 1HTEIIEKT; CHCTEeMa, IO IMITY€ TIOBEIHKY
KUBHX I1CTOT.

API - Application Programming Interface — mporpamuuii inTepgeiic 3acCTOCYHKY;
HaOlp IHCTPYMEHTIB JIJISI B3a€MOJIIT Iporpam.

C# - MoBa TiporpaMyBaHHS, 110 BUKOPUCTOBYETHCS ISl HAIIMCAHHS CKPHIITIB Y
Unity.

FSM - Finite State Machine — ckiHUeHHHH aBTOMAT; MOJEJIb, IO
BHKOPHUCTOBYETHCS JIJISI IPOEKTYBaHHS MOBEIIHKH 00'€EKTIB, 30KpeMa B aHIMallisix.

GitHub - BeG-cepsic i1 xocTHHTY I T-1IpOEKTIB Ta cHIbHOT PO3pOOKH.

NPC - Non-Playable Character — HeirpoBHii niepcoHask; Oyb-IKUIi IIEpCOHANK,
SIKUM HE Kepye rpaBellb (y JaHiil po6oTi — Bopor).

RPG - Role-Playing Game — ponsoBa rpa.
UI - User Interface — kopucTtyBaubkuii inrepdeiic.

Unity - kpociiaT)opMOBUM ITpOBUIM pyIIIiil, po3pobieHuii komnaHielo Unity
Technologies.

Cinemachine - naket Unity 1/ CTBOPSHHS 1HTEJCKTYaJIbHUX Ta TUHAMIYHUX
Kamep.

NavMesh - Navigation Mesh — HaBiraniiiHa ciTka, 110 BUKOPHUCTOBY€ETbCS Al st
IIPOKJIaJIaHHS MapIIPYTiB.

Tilemap - cuctema Unity Jij1s CTBOpEHHS I'POBHUX PIBHIB Ha OCHOBI CITKH 3 TailIIB.



BCTYII

AKRTYaJbHITH po6oTH. IrpoBa iHIYCTPIS € OJIHIEIO 3 JHHAMIYHUX raly3ei
Cy4acHOT0 IIHPPOBOTO cepe/I0BHUIIA. 3HAUHY YaCTKY B HIi TTOCIIaFOTh 1H/11-TIPOEKTH,
30kpema 1e irpu skaHpy 2D-RPG, ski 3aiuinarTbei aKTyaJlbHHUMHU 3aBJISKH
BITHOCHIM TIPOCTOTI peamizallii, THYYKOCTI XY/JIOKHBOTO CTHIIO Ta IIHPOKIK
OUITpUMIT 3  OOKy TIeHMepchbKoi CcHuIbHOTH. HesBaxkaioun Ha PpO3BUTOK
IHCTPYMCHTIB, fIKi MOJICTIIIYIOTh CTBOPCHHSA KOHTCHTY, Mpo0ieMH MacIITaOyBaHHS,
IIOBTOPIOBAHOCTI II'POBOI'O CBITY Ta IPUMITUBHOI IMOBEIIHKH BOPOXKHX 00’€KTIB
3aIUIIAIOTHCS AKTYyalTbHUMH JIJIST PO3pOOHUKIB.

VY cydacHux 2D-RPG irpax 4acTo 3aCTOCOBYETBCS PYYHE IMPOCKTYBaHHS
ITPOBOTO CBITy, IO OOMEXXy€ BapiaTHMBHICTh ITPOBOTO Mpollecy Ta MOTpedye
3HAYHUX TPY/JOBUTpaAT. AHAJIOTIYHO, B OIJTBIIOCTI BUIAJIKIB JIOTIKa TOBEIIHKH
BOPOTIB peai3yeTbcs 3a JOIOMOIOI0 CTAaTMYHMX IIa0JioHIB abo mpocToi
CKPHIITOBAHOI JIOTIKH, 0 He 3a0e3Medye Halle)KHO1 aJJallTHBHOCTI Ta JHHAMITHOCTI
B YMOBaX MIHJIMBOTO cepefoBuia rpu. Li ¢akTopu oOMexyoTh peirpadbelibHICTh
Ta IITUOMHY B3a€MO/II1 TPaBIIsS 3 ITPOBHM CBITOM.

3 METOIO MOJI0JIaHHS BKa3aHUX OOMexeHb Oyjie JOLUIBHUM BUKOPUCTAaHHS
IIPOLICIyPHOI TeHepalli irpoBOr0 cepeloBUIla Ta MOOyJ0Ba THYYKOi CHCTEMH
HITYYHOTO 1HTENEKTY JJIsi BOPOTiB, 371aTHOI 3MIHIOBATU CBOIO IOBEJIIHKY 3aJICKHO
B curyauii. s peanizaimii Takoro miaxoay oopano pymriit Unity, skuil Haxae
IIUPOKHI CHEKTp IHCTPYMEHTIB ISl CTBOpeHHs 2D-irop, 30KpeMa CHCTEMH
Tilemap, ScriptableObject 1 Ta., 3a Wi NIATPUMKHA aHIMALIHHUX CTaHIB Ta
MOJKJIMBICTh 1HTETpallii aIrOpUTMIB TIPOIeAypHOI TeHepaIlii.

Meto10o podotu € crBopeHHs 2D-RPG irpoBoro 3acTocyHKY 3 poLeypHOIO
reHepalli€lo IrpoBOTO CBITY Ta IMHAMIYHOIO CHCTEMOTO TTOBEAIHKH BOPOTIB Ha PYIIIii
Unity, mo 3abe3neuye MiJIBUIICHY peirpadelIbHICTh Ta THYYKY aJIallTalilo IrpoBUX
CHUTYaIIiH.

OG6'ekTOM JOCTiAKEeHHSI € TIpollec Po3poOKH MPOTPAMHOTO 3a0e3TNeueHHs

xkaHpy 2D-RPG i3 BUKOpHCTaHHSM aJrOPUTMIB aBTOMATH30BAHOI'O CTBOPEHHS
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KOHTCHTY Ta IITYYHOI'O IHTEJICKTY.

IIpeamerom fociaigxendsi Oyae pO3TISHYTO alTOPUTMH TPOIEAYPHOI
reHepanii iIrpoBoro CBiTy, MOJIeJIi MOBEAIHKH BOPOTIB Ta CIIOCOOH iX IIPOTrpaMHOi
peaiizariii B cepegoBuii Unity.

3aBIaHHA TOCTI/TKCHHS:

1)  IlpoBecTu aHaii3 cydacHHX irop xaHpy 2D-RPG 3 MeToro BUSIBIEHHS
TUIIOBHX PIIICHb 100 1M00YI0BH irpoBoro cBiTy Ta Al-cucrem.

2)  JocnmiauTH HasBHI METOJU IMPOIIeAYpHOI reHeparlii irpoBoro cBITy Ta
BU3HAUMTH MpUAaTHI A1 2D-cepeioBuIa.

3) [IpoananizyBaTu MiAXOAU 10 MOJCIIOBaHHS OBEIIHKH BOpOTiB y 2D-
irpax.

4)  OuiHuTH TeXHIYHI MoxuBocTi pymiis Unity i peanizanii
3a3HaYeHUX KOMITOHEHTIB.

5)  CdopmyBaTu 3arajibHy apxiTeKTypy IFpOBOrO 3aCTOCYHKY 3

ypaxyBaHHSM IIpOIIeIypHOi TeHepallil CBiTy Ta JuHaMigHOTO Al.
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PO3ILJI 1. AHAJII3 CTAHY OBJIACTI PIIIIEHHA 3ABJJAHHA

1.1 3nauenns xanpy 2D-RPG Ta cydacHi TeXHOJIOTT4HI TPEH/IH B IIPOBIii
1HyCTpil

1.1.1 CyyacHuii craH Ta nepcuekTusu po3sutky 2D-RPG

VY cydacHOMY CBITI irpoBa 1HAYCTpIs MOCTIHHO €BOJIOIIIOHYE, adalTyIOUUCh
70 HOBHX TEXHOJIOTiH 1 moTped rpaBiiB. OJHUM 13 KaHpIB, M0 30epirae CBOIO
aKTyaJlbHICTB, € 2D-RPG - poJiboBI irpH 3 ABOBUMIPHOIO TpadiKolo0, SIK1 MOETHYIOTh
IMOOKHUH CIOJKET, PO3BUTOK IIEPCOHAXKIB 1 TAKTHYHI MeXaHiKi. BojiHOYac po3BUTOK
TaKHUX TeXHOJIIOT1H, SIK TIpoIleypHa reHepallis Ta ITYYHHH 1HTeIEeKT, BIIKpHBA€E HOBI

MO>KJIMBOCTI VISl CTBOPECHHS YHIKQJIIBHOTO M 3aXOIUIMBOrO ITPOBOTO JIOCBIIY.

1.1.2 ’Kanp 2d-RPG

Kanp 2D-RPG (Role Playing Game) - 1ie )aHp irop, y SKux reiimep oepe Ha
cebe polib IepcoHaka abo rpynu NepcoHaxiB, 0 PO3BUBAIOTHCS Yepe3 BUKOHAHHS
3aBJIaHb, OMTBH 3 BOPOTaMH Ta JIOCII/PKEHHS 1rpoBOro cBiTy. OCHOBHI PHCH KaHPY
BKJIIOUAIOTh JBOBHUMIpPHY rpadiky, O0HOBI CHCTEMH, a TaKOXK MEXaHIKH PO3BUTKY,
Takl K cCHCTeMa PiBHIB, HABUYOK Ta 1HBEHTaplo (Iepejiada MpeMETIB YU IIPOCTO
30epiranns). BayxmBoio CKIIaIOBOIO € CIOXKETHA JIiHIA, SKa YacTO 3aHYpPIO€ IPaBIlsl
B TTTHOOKY 1CTOPiTO.

YV XXI cromirri  xkanp 2D-RPG mie € A0CUTh HONYJSIPHHM, 3aBJISKH
HOCTAJIbIll 3a KJIACHYHUMU IrpaMu, TakuMH sk “Cave Story”’[5] um “Disgaea: Hour
of Darkness”[6], a Tako)X TOCTYIIHICTIO >KaHPY IS He3aJeKHHUX PO3POOHHUKIB.
3aBsKH MPOCTOTI peanizaiii 2D-rpadiku iHAI-CTY A1l MOKYTh CTBOPIOBATH IIPOEKTH
3 0araTUMH MeXaHIKaMH Ta YHIKaJIbHUMH ICTOPISIMH, HE MOTpeOyHOUH BEIMKHUX
Oro/KeTiB. Lli1boBa ayauTopis LBOro KaHPY - IpaBlli, SKI IIHYIOTh CIOJKCTHY
MIMOMHY, TaKTU4YHI 001 Ta pO3BUTOK IlepcoHaka. A0o, K 9acTO 3a3HA4YalOTh CaMi

rpasii: “@apm ycbomy Dapm”. ToOTO rpaBIsM Mo100a€Thes OTBIIT OJHOMAaHITHHI
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THUII TeHMILICIO, IO JI03BOJILE IIPOKAYaTH CBOT'O IIEPCOHAXkKA [0 MAKCUMAJILHO P1BHSL.
Yacrime B 1el »KaHp TpaloTh caMe IIaHyBaJbHHKH peTpoirop abo mro0uTemi

IHJIIITPOEKTIB, SIK1 IYKAIOTh aBTEHTUYHUM I'POBUIM TOCBI/I.

1.1.3 AKTyaJIbHICTDH PO3POOKH iHTe/IeKTYaJILHHX BOPOTiB Ta
Npolle/lypPHoI reHepairii B Cy4acHHX irpax.

Ha cporopmimmiii JieHb, IrpoBa I1HJIYCTPiS CTHKA€TbCS 3 BUKIHKAMH,
MOB’SI3aHUMH 31 3pPOCTaYO0I0 CKJIAHICTIO ITOp 1 OUIKyBaHHSMH TPaBIliB IIOJ0
YHIKaJIbHOTO KOHTEHTY. [IpolieTypHa reHepais - e TEXHOJIOT1sl aBTOMaTH30BaHOT O
CTBOpPEHHS ITPOBUX €JIEMEHTIB, TAKMX SK PIBHI UM CBIT, IPEIMETH YA KBECTH, 3a
JOTIOMOT0I0 aJITOpUTMIB [2]. 3aBIsKu reHepallii, po3poOHUKHA €KOHOMIISThH 4ac 1
pecypcH, OJHOYAacHO 3a0e3Neuyroud BHCOKY  peirpalOelbHICTh  3aBJSKH
YVHIKQJIBHOCTI KOXKHOro mpoxopkeHHs [3]. Hampukiian, rpaBelb MOKe
TOCHIJKYBATH IIOpa3y HOBHII CBIT, [0 pOOUTH TPy OLIIBII IIKaBOIO.

HItyunuii inTenext (Al), y cBoro 4epry, BJOCKOHAJIIOE [IOBEAIHKY HEIrPOBHUX
nepconaxiBs (NPC) 1 BoporiB, poOisiuM iX aJallTUBHUMM JI0 JIH I'paBl.
[HTeNnexTyanbHi BOPOTH MOKYTh aHalli3yBaTH TAKTHKY TPaBIs, 3MiHIOBaTH CTpaTerii
Yy pearyBaTH Ha IOJIi B TIpi, IO MJABUIIYE CKJIQJHICT, 1 3aHypeHHs [1].
AKTyalIbHICTh IIUX TEXHOJIOT1H 3yMOBJICHa HOTpeOOI0 B ONTHMI3alii po3poOKH,
CTBOPEHHI THHAMIYHOTO KOHTCHTY Ta BIATIOBIIHOCTI Cy9acHUM TpeHIaM, Je TpaBIll

MparHyTh Henepe10auyBaHOCTI W 1IHTEPaKTHBHOCTI.
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1.1.4 IIpobJeMaTHKa: 00MeKeHHSA KIACHYHHX IiX0/1iB.

TpaauiniiiHi METOAW CTBOPEHHS IMOp MAarTh CYTTEBI HEIOMIKH, SKI
YCKJIQIHIOIOTh PO3pO0KY Cy4YacHHX IIPO€EKTIB. PyuHe cTBOpEHHS PiBHIB BBAaXKAEThHCS
OJTHUM 13 TPY/IOMICTKHX MHPOIIECIB, 10 BUMarae 3HaYHUX 3YCHJIb BiJl JU3aHHEPIB 1
XYyJIOXKHUKIB. Takui miaxijg oOMeKye BaplaTUBHICTh KOHTEHTY, aJIPKe KOJKCH piBEHb
CTBOPIOETRCSI BPYUHY, IO TaKOX MiJBUIIYE BUTPATH Ha po3poOKy. Y pe3yibTari
I'paBIll OTPUMYIOTh CTATUYHHI CBIT, SIKUH IIBUJKO BTpadyae HOBU3HY.

IIle o/iHIEIO IPOOIEMOIO € CKPUIITOBaHI BOPOTH, TIOBEIHKA SIKUX 3a3/aJIeTi/b
3amporpaMoBaHa. Taki MPOTHBHUKH JiFOTh MlepeidauyBaHO, He a/IalTYIOThCs JI0 il
I'PaBIIs 1 HE CTBOPIOIOTH CEPIlO3HOT0 BUKIMKY. Lle 3HMKy€e iHTEepec 10 rpu, 0cOOINBO
JUIS1 TOCBIAUEHUX TPaBIIiB.

TakuM yuHOM, IHTETpallis MPoLEIYPHOI TeHepallil Ta ITYYHOT O IHTCJICKTY B
xkaHp 2D-RPG € He nuime akTyalbHOIO, alle W HEOOXITHOIO ISl IOJ0JaHHS
0OMEKEHb TPaJUIIHHUX METO/IIB. 3aBASKUA UM TEXHOJIOT1SM, MOKHA CTBOPIOBATH

3aXOIUTHBI ITPH, 1110 3aI[IKaBIATh CY4acHY ayIUTOPIIO.

1.2 Orasj cyuacHux 2D-RPG irop

CyuacHi irpu 2D-RPG, Ttaki sik Hyper Light Drifter [7], Dead Cells [8],
Undertale [9] 1 Hollow Knight, nmoeanyiotrs aBoBuMipHYy Trpadiky, pO3BUTOK
IIEPCOHAXKIB 1 TAKTU4YHI 00i. BUIBIIICTE BUKOPUCTOBYIOTh PYYHE CTBOPCHHS PIBHIB 1
mabsionHi Al, mo 3abe3rneuye sIKicThb, ajle 3HMKYe peirpadenbHicTh. Dead Cells
BHPI3HAETHCS Bil HA3BaHUX IrOp THM, IO B IIi#l Tpi € MpoIleAypHa reHepailis, sSKa

10/1a€ BaplaTUBHICTD, X04 1 oTpedye Oanancy. [lopiBusiHHs (Tabu. 1.1):



Tabmuns 1.1 — IopiBusiaas 2D-RPG irop
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HazBa rpu Pix Tun Al TI'eneparis Ilnatpopma | Pymriii
piBHiB
Dead Cells 2018 [Ta6mourmit | [Iponexypua | PC, xoncomi, | Unity
MOOLITBHI
Hyper Light | 2016 [MTabnonnuit | Pyuyna PC, xoncom | GameMaker
Drifter
Undertale 2015 [MTabnonnmnit | Pyuyna PC, xoHcom1 GameMaker
Hollow Knight | 2017 [Tabnouamit | Pyuna PC, xorcom | Unity
(bocn)

1.3 IrpoBi pyurii Ta IX MOKJINBOCTI it cTBopeHHs1 2D-RPG

[ITo6 po3pobiaru 2D-RPG, notpibHo BHOpaTtH pymiii, SKUA JacTh 3MOI'Y

KOPHCTyBaueBi 3pydHO B3aeMOIIATH 3 2D-Tpadikoro, y SKOMY JeTKO ITHCaTH JOTIKY

I'pH, Ta IHTETPYBATH BXKE HAIIMCaH1 CKJIaJIHI YaCTHUHH, 30KpeMa HaB4aJIbHUI poOoT 1

npolie/lypHa reHepailtisi. ApceHas Takux pymriiB ooMmexyeTses Unity, Godot 1 Unreal

Engine. [llo6 oOparu, skuii came noTpiObeH sl peaiisalii MpOeKTy, HOTPIOHO

MIpoaHali3yBaTH I'ATh CKIAJOBUX KpPUTepiiB, a came: miTpumka 2D, mpocTtoTa

peamizamii Al, miaTpUMKa MpoIelypHOi TeHepallii, MpOyKTHBHICTh Ta aKTUBHICTh

CHLIBLHOTH. (Tabdm. 1.2)
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Tabuus 1.2 — nopiBHAHHSA XapaKTEPUCTUK pyLIIiB it 2D-po3pobku

peaaxkTop

Pymriii | IHlpoctoTa Al Ilintpumka | 'enepamisn | HpoanykruBhict | CmiibHOTa Ta
2D cBiTYy b pecypcu
Unrea | Behavior Tree, | OpientoBann | OOmexkena | Bucoki Bumoru | Brcoka fKicTh
1 CKIQJIHMH JUIst | il IIepeBakHO | NIJATPUMKA Y | JI0 pecypciB, | pecypciB, — aie
HOBAa4KIB Ha 3D, 2D | 2D, cknanna | nepepara y 3D MeEHIIIEe 2D-
peami3yeTsesl | IHTETparis KOHTCHTY
gepes
Paper2D
Unity | BOynoBanmii IToBHa Ilnarimm  + | Bucoka OnHa 3
NavMesh, MiATPHMKA C# API, | cTablnpHICTE Ha | HAOLIBIIHX
FSM, Tilemap, MoxkiauBicTeE | PC 1 MOOUIBHUX | CHUIBHOT,
pO3IHpEeHHs Sprite peanizamii 3 | wiargopmax MapKeTILIeHnc,
gepes Renderer, 2D- | mynsa perymnsapHi
ScriptableObjec | dizuxnu OHOBIICHHS
t
Godot | IIpoctuii  Al- | HopmanbHa Migrpumka | Bucoka na IIK, | AkTHBHA
CIlcHapiil depes | MATPHMKa, MIPOIIeIYPHO | crmabira Ha | CIIUIBHOTA, aje
GDScript, aie MeEHII | 1 TeHepalii | MOOUTEHHX MEHII
BIJICYTHII THYYKa, HDK Y | gepe3 MPHCTPOSX PpO3BHHEHa
BisyamsHHI Al- | Unity GDScript iH(ppacTPyKTYp

a

3 neperisay Tabauil Ae MOPIBHIOKOThCS pymnii mias 2D-po3pobku, crano

3po3ymino, 1o Unity TpomoHye HaiKpamuii OalaHC MDK MOXKIHBOCTSIMH,

[IPOCTOTOK BIIPOBADKCHHS 1 HASBHICTIO JIOIIOMDKHHMX IHCTpyMeHTiB. Came Tomy

JUISL peaizallii IrpoBOTo 3aCTOCYHKY Oynio oOpaHo pymriii Unity.

Onnieto 3 nepeBar Unity € 4iTKa Ta po3lIMpIOBaHa apXiTEKTypa CLEHH. Y

TUTIOBIN 2D-cIieHI BUKOPHUCTOBYIOTHCSI OCHOBHI KOMITOHEHTH, SIK1 B3aEMOJIIFOTHh MK

coboro yepes iepapxito 00’ekriB. CueHa MicTuTh Tilemap juis 30epiraHHs KapTu

CBITY, II'poB1 00’ €KTH 3 (HI3UKOI0, BOPOTIB 31 CKPUIITOBAHOIO IOBEIHKOIO, a TAKOXK

KaMmepy, sIKa CIIi/Iye 3a TPaBIeM.
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[I{o6 Hao4HO MPOJACMOHCTPYBAaTH BHIJIAI OOHOBOI CIEHM Ta B3a€EMOJIIIO
NepcoHa)ka 3 BOporamu, OyJie Tpe/CTaBIeHO CKPUHIIOT MOMEHTY 0010, SKUii

LIIOCTpY€E OCHOBHI ejleMeHTH reimiuieto (Puc. 1.1):

Pucynoxk 1.1 — momenT 6010 B rpi Hollow Knight

1.4 Meroau npoueaypHoi resepauii B irpax

J{ns peamizaiiii mporieAypHoi reHepailii piBHiB y 2D-RPG HeoOxiHO 00paTn
JITOPUTMH, SK1 3a0€311eUyIoTh NOTPiOHMI OallaHC MK BapiaTUBHICTIO KOHTEHTY Ta
KOHTpOJIEeM Haj irpaOeibHicTIO. HalmomupeHimi MeToJaMH  BBa)KalOThCS:
rpamieHTHUN myMm (Perlin Noise), kIiTHHHI aBToMat, BSP-nmepeBa Ta MiHIAHAN

BapianT Marching Cubes (Marching Squares). (Tabm. 1.3)



Tabuus 1.3 — nopiBHAHHS aJIrOPUTMIB IPOLICAYPHOI I'eHeparllii

130miHIA y 2D

I1O0JIA

Meton 3ona CraagHicTb IMepeBaru OO6MexeHHSI
3aCTOCYBAHHA iMiIemenTanii
Kairnaanii | MozemoBannas Huzpka IIpuponmni, [ToTpedye
aBTOMAT medep, HeperyJIpHi TOHKOTO
TYHEIIbHUX dhopmu HaJIalTyBaHHI
cHCcTeM IIpaBHII
BSP-nepeBa | IlmanyBanus Cepenusa Uitka Tonoioria, | CtaTuana
KIMHAT 1 KOHTPOJIb lepapxisg, Moxke
KOpHUJIOPIB macmTaly JlaBaTH
¢parmMeHTario
Perlin Noise | CtBOopeHHs Cepenns ITInaBuictes dopwm, | ITorpebye
BHCOTHHX KapT, HIBH/IKICTH HOpMaJTizanii,
maHIIadTIB MTOBTOPIOBAHICTE
Marching Ieneparis Bucoka T'manxi mexi, | O0uncaoBanLHa
Squares KOHTYPIB, aJanTHBHICTh JIO | BapTICTB,

CKJIQJTHICTh KOJIY

[Ilo®0 cTBOPUTH IiKaBHH ITPOBUH
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piBeHb 3a JIOMOMOTOK TIPOIETypPHOT

reHepanii, MOTPIOHO YITKO IIOEJHYBaTH KuUIbKa airoputmiB. KoikeH 3 HHX

BUINOBIZIa€ 3a OKpeMHil erarl,

a came: po30OUTTS MpOCTOpYy, (OpMyBaHHS

naHamadTy, CTBROpeHHS KIMHAT 1 iHaIbHE HalamTyBaHHA. CxeMa HIKJe TTOKa3ye

IOCJIJOBHICTD LIMX KPOKIB. (cxeM. 1.1):
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Po30HTTE pocTopy
(BSP-gepesa)

3actocyeaHed Perlin

Noise 14 BHCOT Ta
JaEnmadTy

DOpMYyEaHHS Hedep
KTITHEEHM aBTOMATOM

ITocTobpobka: EHIATEHEA
"umepTBHX" 20H 1 POIMIMEHEEL
KTHTI0EHX 00 €KTIE

Cxema 1.1 — 2D-RPG edekTrBHa KOMOIHOBaHa cxema

1.5 BicHOBKH Ta aHAJITHYHI MiJICYMKH OTJISIY
[Ticist mpoBeIeHOTO OISy, OYJI0 MIATBEP/PKEHO aKTyalbHICTh 00paHoi TeMHU

TUTLIOMHOT poOoTH. AHami3 cydacHuX 2D-RPG irop, takux sk Dead Cells, Hyper
Light Drifter, Undertale ta Hollow Knight, nmokazaB, mo Xoua Ii HNpPOEKTH
JEMOHCTPYIOTh BUCOKHI PIBEHb SIKOCTi, BOHM 4acTO MalOTh OOMEKCHHS, TaKl SK:
BUKOpUCTaHHSA ™abmoHHOTO Al Ta pydyHOTO CTBOpPEHHS pIBHIB, IO 3HIDKYE
peirpabebHICTh 1 BaplaTUBHICTh KOHTCHTY.

Po3pobmoBanuii  3aCTOCYHOK Ma€ 3allOBHUTH IIi TPOTAJIMHH MUIIXOM

IHTeTpaIlii nmpoleaypHOi TeHepallil i aJlallTHBHOTO IITYYHOTO 1HTEIEKTY BOPOTIB,
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o0 JIO3BOJIMTH CTBOPIOBAaTH pPI3HOMAHITHHUH CBIT, Ta PpOOUTH IOBEAIHKY

MIPOTUBHUKIB OUIBII THYUKOO H I[IKaBOIO VISl TpaBIId.
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PO3JILI 2
MMPOEKTYBAHHS TA PO3POBKA ITPOBOI'O 3ACTOCYHKY

2.1 3arajibHUI 32YM I'POBOI'0 NPOEKTY

Mertoro po3pobku ganoi 2D top-down RPG rpu na pymrii Unity € cTBOpeHHS
IHTEPaKTUBHOTO TIPOJYKTY, SKHI TO€AHY€E TPOIEAypHY TeHepallilo CBiTy Ha
IIOYAaTKy KOJKHOTO 3allycKy Ta JHHaMi4Hy cHcTeMy 0o 3 Boporamu. I'pa
po3paxoBaHa Ha IHPOKE KOJIO TPAaBIliB, SIKI IIHYIOTh JOCTIKEHHS, aJalnTHBHE

YIPaBJIiHHS Ta MOKJIMBICTb PO3POOJISTH BIIACHI CTpaTerii I010JaHH HeOe3IIeK.
OcHOBHI (pyHKITIOHAJIBHI MOKJTMBOCTI TPH BKIIFOUAIOTh:

o [IlpomeaypHa reHepailisi CBiTY - TIpH CTapTi KOXKHOTO CEAHCY CTBOPIOETHCS
YHIKaJIbHa KapTa MICLEBOCTI1 3 PI3HHUM PO3TallyBaHHSIM 00’ €KTIB.

o JlociimxeHHs irpoBoro cBiTy: ['paBelb BUIBHO MEPEMINIAETHCS KaMEPOIO 3
BHJIOM 3BEpXY, BIAKPHUBAIOYH HOBI TEPUTOPII.

« boiioBa cucrema: MoHCTpH 0JIHOTO THILY pearyroTh Ha Jii rpaBlis, 3aBJ1al0Th
HIKOH Ta OTPUMYIOTh YPOH y mpoleci 6010.

e« ApnanTtuBHe ynpasJiHHsA: HanamrTyBaHHS KepyBaHHS KIaBiaTypH, 3
BapilaTHBHICTIO.

o Bisyaubne ogopmiennsi: CrwiizoBaHa JIBOBHMipHa rpagika 3 YITKUMH
KOHTYpaMH Ta aTMOC(EepHOIO MaTITPOIO KOJIBOPIB.
Po3pobiienuii npoaykt 3abesrnieyye OaraTopa3oBe MOBTOPHE MPOXOPKCHHS

3aB/ISKH BaplaTUBHOCTI CBITY Ta aJanTUBHOCTI Al, CTBOPIOIOUM 3aXOIUIMBHIA

IrpOBHIT JIOCBIJ 1JIsI PI3HUX KaTeropiil reimepis.
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2.2 IIporpamua peaJiizanis Bopora: Cranu, MApIipyT, B3a€MoOIisd

2.2.1 Bukopucrannas rpagiunoro nakery Skeleton Sprite Pack

JIns peamnizaiiii Bi3yaJbHOTO 00pa3y BOPOXKOTO MEPCOHaXKa Ha TMTOYATKOBOMY
eTall po3poOKH HPOEKTYy OyJI0 BUKOPHCTaHO TOTOBHI rpadgiunuil Habip Asset
Skeleton Sprite Pack. 3a3Hauenwuii makeT BKIoUae Halip aHIMOBaHUX 2D-CIpalTiB
Ckernera, 1[0 XapaKTepHU3YIOThCSI BUCOKOIO SKICTIO TIPOMahOBYBaHHS, HASIBHICTIO
JeTall130BaHUX PYXIB Ta BIJITOBIAHICTIO CTUIICTHYHHM BUMOTaM 00OpaHoro irpoBoro

cepenoBunia. (puc. 2.1)

Buxopucranns uporo accery [10] 103BOJIMIO 3HAYHO HPUCKOPUTH MPOLEC
CTBOpPEHHS NepCOHaka, YHUKAIOUM BUTPAT Yacy Ha PyYHY BiAMAIbOBKY, a TaKOXK

3a0€3IeYNTH Bi3yaJbHY ILIICHICTD IIPOBOI CLICHH.

Pucynoxk 2.1 - Skeleton Sprite Pack
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2.2.2 Imnopr Ta HaApi3Ka CUpANTIB

ITicns incTamsii maketa Skeleton Sprite Pack [10] y cepenoBumie Unity, fioro
BMICT OyJIO CKOmilOBaHO JI0 AupeKTopii Assets/Sprites. ¥ miii nammi 3’sBUIHCS
(bailm 3 TEKCTypaMH Ta aTJIacOM CIIpalTIB CKeJIeTOMo1I0HOTO MOHCTpa, TOTOBI /10

oAajIbIIol 0OpOOKH.

Hactynmaum kpokoM y po0OoTi 3 rpadikoro Oyno Hapi3aHHS CIIPaWTIB 3a
nomoMororo BOynoBaHoro Sprite Editor. IHCTpyMeHT Oyiio TiepeKItoueHo B PEXKUM
Multiple, micis 4oro 3a JONOMOIo aBTOMAaTHYHOI CITKH Ta PYYHHUX KOPHUT'YBaHb
BHJIUICHO KOXKeH Kajap aHiMarlii. Ile mo3Bommio oTpuMmaTH oKpeMi 300pakeHHS

X0/50H, aTaK! Ta 1HIIUX CTaHIB IMepCOHaXa.

JI7isl KO’KHOTO 3 OTpUMaHHUX (pparMeHTiB OyJ0 BCTAHOBJIEHO TOYKY OIMOPH
(Pivot). BiamoBiiHO A0 CTHIK aHIMaIii ¥ MOJAJBIIOI JIOTIKH MOJAYJ/IS HaBirarii,
Pivot Oymo 3MimeHo 10 IIeHTpY HIKHBOTO Kparo cripaifta. Takuii BUOip 3a0e3neuye

KOpPCKTHC BHpiBHIOBaHHSI IICcpCoOHaXxa Ha CIIE:Hi HiI[ Hac IICpeCyBaHHA Ta 31TKHCHb.

[Ticist 3aBeplieHHS Hapi3Kd Ta HajamTyBaHHs Pivot yci crpaiitu Oyiu
30epeskeHi, Mo Jaj0 3MOTY MEPEHTH 10 TTOOY/TI0BH aHIMAaIIMHUX KITIMIB Ta iIHTerparii

Skeleton 13 cucTeMOrO IITYYHOIO IHTEJICKTY il HaBiraiii. (puc. 2.2)

Grid By Cell Count

Delete Existing

Pucynoxk 2.2 - HapizanHs cripaiiTy i HaJalmTyBaHHS oJioxkeHHs Pivot
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2.2.3 CrBopennsi 06’ckra Skeleton i nanamryBannst Sprite Renderer

SIKk bacTWHA MIATOTOBKH (PYHKIIOHATY TepcoHaXka OyJlio peali3oBaHO
cTBOpeHHS ©0a3zoBoro o0’e¢kra 3 Ha3Borwo Skeleton. /s 3abe3nedyeHHs ioro
BI13yaJIbHOTO BIJIOOpakeHHS Ha clieH1 OyB JoaaHui qodipHiidi 00’ ekT SkeletonVisual,

SIKMM MICTUB KoMIoHeHT Sprite Renderer.

V¥ mapametpax Sprite Renderer 3HaueHHs BiaacTUBOCTI Sprite Sort Point Oymno
3amiHeHo 3 Center Ha Pivot. Ile pimieHHS [03BOMWUIO TOKPAIIUTH COPTYBaHHS
CHPaMTIB 3a TTTUOMHOIO, 3aBJISKH YOMY MEPCOHAK KOPEKTHO B3a€MOJIIE€ 3 IHIINMHU
00’ekTaMH CIleHH - Oe3 apTedakTiB HaklIaJaHHI Ul e(eKTy «IIpoxoay Kpi3b

TEKCTYypu». (puc. 2.3)

! Transform

& v Sprite Renderer

eletonVisual

Pucynok 2.3 - Bukopucranus qo4ipaboro o6’ekra SkeletonVisual st ctadbuibHOT

Bi3yaJizallii mepcoHaxa

2.2.4 CrBopennsi 006’ckra Skeleton i nasamryBanunst Sprite Renderer
Ha erami peam3amii ¢i3udHoi B3aeMOJIl TepcOHa)ka 3 HaBKOJMIITHIM
cepepoBuleM J10 00’ekra Skeleton, micis HallalITyBaHHS HOTro Bi3yallbHOT YaCTHHH,

oymu nojaadi komnoHeHTH Box Collider 2D ta Rigidbody 2D.

KommonenT Box Collider 2D Bu3Hadae 001acTh 31TKHEHb Ta JIO3BOJISIE KOPEKTHO
B3a€MOJIIATH 3 IHIIUMHM O0’€KTaMH Ha CIICHI, 30KpeMa - YHUKATH IIPOXODHKCHHS
Kpi3b TIepemKkoad abo 3acTpsraHHS B Kojutaijepax. 3aBasku Rigidbody 2D
[IEPCOHAXK ITOYHHAE MiAIOPSAKOBYBATUCH (DI3UYHUM 3aKOHAM, TAKUM SK TpaBiTallis

Ta IMITYJIbC, [0 3a0e3Medye Horo JUHAMIUHY peaKkIlilo Ha CHIIM Ta TMO/Iii B Tpi. (pHc.

2.4)
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Pucynoxk 2.4 - HanamryBanus (i3M4HHUX KOMIIOHEHTIB IIepcoHaka Skeleton

2.2.5 HaaamryBaHHs Animator Ta mooynoBa FSM-moaei

Jlns1 3a0e3reyeHHs MUHAMIYHOI Bi3yalli3aliil IepCcOHaXKiB Ha CICHI, KIIIOYOBUM
€TarioM CTajo IHTerpyBaHHs cHcTeMH aHiMalliid. Ile mepembauano gojaBaHHS Ta
HaJlalITyBaHHS KOMIIOHCHTa Animator J0 BIIIOBLJIHMX ITPOBHUX OO'€KTIB, IO
JO3BOJIMJIO KEPYBATH MOCIIOBHICTIO BIITBOPEHHS aHIMAI[IMHUX KIIIMIB HA OCHOBI

BHYTPILIHbOITPOBUX CTaHIB Ta MOJI1H

2.2.5.1 HanamryBaHHsI aHIMAaIiil mepcoHaska

[Ilo6 migKIIOUATH aHiMaIlii 0 o0'€eKTa Ha CIleHl, J0 Bi3yaJbHOI JaCTHHU
nepconaxa (o0'ekt SkeletonVisual) 0yB jnomanuii komroHeHT Animator. Yepes
iHcnekTop Unity mo #oro momnst Controller 0yB mpu3HaueHnii Animator Controller,
110 MICTHTh aHIMallliiHi cTaHu IepcoHaka. Taka IpuB's3Ka 3a0e3rneuye MOXKIMBICTh

Mepexo/IiB MK aHIMaIlIsIMHU y MeXKax peainizoBaHoi FSM-moieni.

VY pamxkax miei FSM-mopeni, BXijiHa Touka Entry moB's3ana 31 ctanoM Idle,
SIKMM BIIIOBIJIa€ 3a Bi0OpaKeHHS cTaHy crnokor. Ha ocHOBI 3MiHM mapamerpa
isMoving (1110 3aJa€ThCA 3 IFPOBOTO KOY) pealizoBaHe aBTOMaTHUHE TIepeMUKaHHS
MK craHamu Idle Ta Walking. Ile mo3Boiisie BiATBOPIOBAaTH BIAIOBIIHI aHIMAIlil

3aJIeKHO BiJI /il KOpHUCTYBayJa 1111 yac Tpu. (puc. 2.5)



25

Any State

Yi

walking

> v Animator

Pucynok 2.5 - HanamryBaHHS aHIMaIlIHHUX cTaHIB nepcoHaxa Skeleton

ITicns Toro sk OyJIM MiATOTOBIJIEH] BC1 HEOOXIJIHI CTIpaiiTH 11 aHIMaIliil, BOHA
OyJIM BUKOPUCTaHI JIJIsi CTBOPECHHS aHIMAIIHHUX KB (Hanpukial, [dle, Walking,
Attack Ta iHmmx). I{i xmimu OynM AoAaHl B cCHeliadbHHI KOMIIOHEHT Animator
Controller, sxuii BiAIOBIa€ 3a JIOTIKY IIEpEMUKaHHS aHIMAaIIiil 3aJIeKHO BiJl CTaHIB

IIEpCOHAXa.

Ha erani HanmamtyBanHsT Animator Oyio peanizoBaHo 0a30By CXeMY CTaHIB.
Bxinnwuit By30:1 Entry OyB joriuHo nos's;3anuii 3i cranoM Idle - mouaTkoBoio 1mo3010
nepcoHaxa B criokoi. Jlami, ms peanizaiiii nepexo/iB MK pyXoM 1 HEpYXOMICTIO,
OyJ10 HaJTalITOBAaHO IBOCTOPOHHE ITepeMHUKaHH Misk cTaHaMH Idle 1 Walking. To6to
IpH 3MiHI mapamMeTpa isMoving aHiMallisl TepexoAusa BiJi CIOKOK A0 PyXy, 1

HaBITaKH.

Takox Oyio pomano cranm Attack 1 Dead, nepexin 1o sikux BigOyBaBcs IIpU
CIIpallbOBYBaHHI BIMOBIAHUX OyieBUX mapameTpiB Attack i Dead. i mapamerpu
JaBalld 3MOT'Y KEepyBaTH IIOBEIIHKOIO aHIMallli Ha OCHOBI BHYTPIIIHLO-IIPOBHX

nofii. (puc. 2.6)
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# Scene > Animator am Game =]

Layers Parameters ® Base Layer Auto Live Link
Q- + v
isMoving

’

Attack

Dead

A

Any State

Pucynok 2.6 - HanmamrroBaHa Jorika aHiMarii

2.2.5.2 PeaJtizanisi sJKHTTEBOTO IHKJIY BOpora

Jam ngnms moHcTpa Skeleton Oymo momano ckpunt EnemyHealth, sxwii
MPUKPIIUIEHO Oe3MocepeHhO JI0 OCHOBHOTO 00’e¢KkTa mepcoHaxka. llell ckpumr
BIITIOBI/IA€ 3a YMPaBIIiHHS 3[J0POB’SIM Bopora, o0OpoOKy OTpUMaHUX YIIKO/)KEHb Ta
CTaHOM cMepTl. BaXJIMBOIO YaCTHMHOIO peaiizallii € 3acTOCyBaHHS matepHy State
Management, 1o J03BoJISIE BIICIIAKOBYBAaTH MOTOYHHI CTaH Bopora (KMBHI 4u
MEpTBHUii) 1 BIJIMOBIAHO pearyBaTH Ha 3MiHH. Metoq TakeDamage koHTpoIro€e
3MCHILICHHS 3JIOPOB’S, a TAKOK BUKOHYE (DI3UYHE BIIIITOBXYBAHHS BOpOra IIiCys
oTpuMaHH# yjapy. [IporpamHa peasnizaiiis 1i€i ToTikH HaBeJieHa B JlogaTky A. (pHc.

2.7)
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Skeleton

Tag Untagged * Layer Enemy

fab ¥ Skeleton
Overrides Select

& Transform e

Position X -5.15 Z -0.001273215
Z0
1

Rotation

T+

Rigidbody 2D
~ Box Collider 2D

4

Nav Mesh Agent

™ T

Enemy Al (Script)

Roaming

Enemy Health (Script)

Max Health

Add Component

Pucynok 2.7 - ckpunr x)utts Skeleton

JIns KopekTHOT Bizyali3allii cMepTi Bopora B aHiMaTopi OYyJI0 10/laHO TPUTEP
Dead, sikuii akTHBY€ETBCS IIPH 3MEHIIICHHI 3/I0POB’ sl BOpora /10 HyJig abo Huxk4de. Lei
TpUrep 3B’ S3aHUH 13 IIEPEX0JIOM JI0 CTaHy aHiMallii 3arudesi B Animator Controller,
Iic BUKOPUCTOBY€TheA MmarepH State Machine, mo 103BOJISIE YITKO pO3MEKYBaTH
JIOTIKY KUTTEBUX CTaHIB BOpOTa - JKUBHIl, MEPTBHIL. 3aB/IIKH IbOMY TIPH aKTHBAIIi1
Tpurepa BiIOyBaeTbCsl IUIAaBHMM IepexiJ aHIMallli Ha CMepThb, 110 MOKpallye

Bi13yaJIbHY SIKICTh Ta MOCIIJOBHICTB IFPOBOTO MPOIIECY.

ITlicns 3amycky adiMmaiiii cmepTi ckpunT EnemyHealth 3abe3neuye moBHe
3aBEpILCHHS XUTTEBOTO IMKIY BOpOra: JACaKTUBYE KOJIAWJEp [JIsl YHHKHCHHS
MOJANBIINX B3a€MO/IiH, TIPUMIHAE pyX depe3 3MiHy BraacTuBocTeid Rigidbody, Ta
BUKOHY€ 3aTPUMKY Iepe]l 3HUIICHHSIM 00’ €KTa, BpaXOBYIOUM TPUBAIICTh aHIMAIIIi.
Taxkuil TiX171 T03BOJIMB TapMOHIMHO TMO€IHATH aHIMalliiiHI Ta ITpOBI MeXaHIKH,

M1/IBUIIYIOUH 3arajIbHY SIKICTh B3a€EMO/I11 3 BOPOTOM.
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BianoBiaHi 3MiHH y KOHTpOJIepl aHIMaI[li Ta JIOIIOBHEHHS Y KOJI1 pealli3oBaHl
3a JIONOMOT o0 TlaTepHy State Management, 1o 3a0e3medye KepoBaHICTh CTaHAMH
Ta peakiisiMy Bopora Ha Io/Iii iIrpoBoro cBiTy. JleTaibHa mporpaMHa peaizaiis [ux

MeXaHi3MiB HaBejieHa ¥ logaTky A. (puc.2.8)

Pucynok 2.8 - Pe3ynbTat cipallbOByBaHHS aHIMallii CMepTi BOpora Ta ioro

SHHUIIICHHSA

2.2.6 PeaJurizanis MexaHiKi BUSIBJICHHS Ta Nepec/IiIlyBaHHS I'PaBUs

[11o6 3a06e3meunTH MOXKIUBOCTI BOPOTIB pearyBaTH Ha MPHUCYTHICTh TPaBIIs B
ITPOBOMY CBITI, OyJ0 BIpOBaKEHO MeXaHI3M BHUSBJIEHHS Ha OCHOBI TPHUTEPHUX
koJutaiaepis. Lei miaxia go3Bossie 1AcHTU(RIKYBATH IpaBLsl IPU HOT0 BXOKEHHI B
MIeBHY 30HY HaBKOJIO BOPOTa, 1HII{1F0IOUH 3MIHY IMOBEIIHKA OCTAHHBOTO (HallpUKIa,

Hepexij 10 CTaHy IepeciilyBaHHs).

Jlns uporo 6yno pogano komnoHeHT Circle Collider 2D o 06’ekra Skeleton
(moHCTD). e 3abe3neuye kpyroBy hopMy 30HH BUSIBIIEHHS, 110 € ONITHMAIBHOO JIJIS
BHU3HAYCHHS pajilycy arpy. KiloyoBoro ocoOJMBICTIO IHOTO KOJUIAlijiepa € akTHBAIis
ormiii Is Trigger B 1ioro HaJamTyBaHHSX, 1110 JO3BOJISIE HOMY BUCTYTIATH SIK CEHCOD,

KUl (PIKCye IEPEeTHH MEX IHINMMH KoJulaiiaepaMu Oe3 (PI3MYHOIO 3ITKHCHHSI.
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IIporpamna Jiorika oOpoOKH BXOIY/BUXOJY 3 TPUIE€pPHOI 30HU IIpPEJACTaBIICHA Y

Jonmatky A. (puc. 2.9)

Pucynok 2.9 — Pajiyc arpy npoTHUBHHKA

2.2.6.1 BusiB/icHHSI arpy Ta MOYAaTOK MepecyaiIlyBaHHSA

Ha oMy etani Oyno 3a0e3nedeHo, 00 BOPOT pearyBaB Ha MOSBY TpaBIis B
fioro 30H1 BUIUMOCTI. Komu repoii moTparise B 1moje BUSBICHHS BOPOTa, OCTaHHIH
3MIHIOE CBOIO TOBEIHKY, MEPEeXOAsUH BiJ] MATPYIIOBAHHS JI0 MEpeciliTyBaHHS

rpaBIis.

Komu xommaiijiep TpaBls MepeTHHAE MeXI IIbOTO TPUTEPHOTO KOJUIaijiepa
Bopora, y ckpunti EnemyAl cnpanboBytors Metoau OnTriggerEnter2D Ta
OnTriggerExit2D. Ile g03BoJIsSIE TIPOTPaMHO BiJICIIIKOBYBATH IMOSIBY TPaBIlS B 30HI
BHSIBJICHHSI Ta WOTO MOJAJBIINNA BHXiJ, BIAMOBITHO 3MIHIOIOUM BHYTPIIIHIA CTaH
BOPOKOT0 MTy4dHOro iHTenekTy. IIpn BusinenHi rpaBis, EnemyAl nmepeBoguTh
Bopora y cran Chasing, cupsiMOBYIOUM Horo pyx y OIK IpaBls 3a JIOIOMOTOIO
komnoHeHTa Nav Mesh Agent. IIporpamuuii KoJi, 1110 OIKCYE JIOTIKY BUSBJICHHS Ta
Iepexo/y B CTaH IepeciIilyBaHHs, HaBeleHo y JJoaaTky A.

TakuM uYWHOM, CTBOpeHa cHcTeMa 3abe3nedye aBTOMATHYHE BHSIBIIECHHS
rpaBIid Ta iHIIiFOBaHHS (a3u mepeciiyBaHHs, Mo € PyHIaMeHTaIbHOI CKIaJ0BOIO
IHTepaKTUBHOI IMOBEIHKN BOPOTIB. (pHc. 2.10)
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2.2.6.2 CTBopeHHs 60ii0BOi JIOTiKH Bopora

Jlnst 3a6e31e4eHHS MOJKIIMBOCT] BOPOTiB €()eKTUBHO B3a€MOIISITH 3 I'PaBLEM
IUITXOM HaHeCeHHS ypoHY, Oylo po3poblieHO Ta IHTErpoBaHO CIelliali30BaHHI
ckpunnit EnemyCombat. Ileii KOMIOHEHT BIJNOBLIA€ 33 BH3HAYCHHS YMOB [IJIS
aTakw, 11 1HiIaIlii0, KOHTPOJIb Yacy Mepe3apsaKi MiJK aTakaMmu (KyJlIJAayHy), a TaKoxk

3a JIOTIKY (DaKTHYHOI'0 HAHECEHHS IKO/IH I'PaBLICBI.

Cxpunt EnemyCombat npHKpIIUICHHII JI0 OCHOBHOI'O IrPOBOro 00'eKTa
BOpOra, 1110 J03BOJIIE€ HOMY OTPUMATH JOCTYII 10 HEOOXITHUX KOMIIOHCHTIB, TAKUX
sSK Animator I 3allycKy aHiMalliil ataku Ta SpriteRenderer mist KopeKTHOTo
MO3HUI[IOHYBaHHS 30HU ypakeHHs. KirtodoBi mapaMeTpu 00il0BOT MeXaHIKH BOpOTa,
takl sk Attack Range, Attack Cooldown Tta Attack Damage Bu3HadeHi y Horo
cTpykTypi. IlporpamHa cTpykTypa I[bOTO CKpHUIITa TpejcTaBieHa y JlomaTky A.
(puc. 2.11)

[lenTpanbHUM eeMeHTOM MOoOY/I0BH HAaHECEHHSI KO € ITyOIIYHUN METO/T
DealDamage(), sSikMil BHKJIMKA€ThCSA 3a Jonomoror Animation Event y TodHO
BH3HAYEHUH KaJIp aHIMaIlii aTaku Bopora. [le 3a0e3neuye BizyallbHY CHHXPOHI3AIi10
MOMEHTY ynaapy 3 (akTHUYHUM HAHECEHHSM IIKOAW. J[ns BHU3HA4YEHHSA LLUIEH

BUKOpHCTOBYeThcS  QyHKIA  Physics2D.OverlapCircleAll(), saxa  ¢opmye
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BIpTYyajlbHY KPYroBY 30HY ypa)KCHHS 3 IIeBHUM pajiycom (Attack Zone Radius) ta
amanTUBHUM 3MmimieHHsIM (Attack Zone Offset) BiiHOCHO T™oO3HINi BoOpora,
BpaxoBYIOUHM HOro HampsMoK (KOHTposoeTbes uepe3 SpriteRenderer.flipX).

IIporpaMHMii KOJT JIOTIKH aTaKu Ta BUSBJIEHHS ITUI1 HaBeJeHO v JlogaTky A.

Rigidbody 2D
ollider 2D
esh Agent
pt)
ealth (Script)
Collider 2D

Nothing

Nothing

Nothing

Add Component

Pucynok 2.11 — HanamryBaHHsi KOMIIOHEHTIB Ta [apaMeTpiB CKpHIITa

EnemyCombat ais o6'ekra Skeleton
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2.2.6.3 CuHxpoHi3allisi aTaKki Bopora 3a JqonomMorow Animation Event

JIns1 3abe3nedueHHs] CHHXPOHI3aIlli Bi3yalbHOTO BiIOOpaKeHHS aTakh BOpora
3 JIOTIKOK HaHECCHHSI YPOHY, BUKOPUCTOBYBaBcs MexaHi3M Animation Event. Lei
IHCTpYMEHT JI03BOJIMB MTPUB'3aTH BUKIUK (PYHKIIIT 10 KOHKPETHOTO KaJpy aHIMaIlii.

(puc. 2.12)

IIpu HamamTyBaHHI aHiMmallii ataku Bopora (crtaH Attack y KoHTponepi
aHiMalliif) 0yB oOpaHHii KOHKpEeTHUH KaJip 3aMaxy, Y skoMy OyJ1o o/1aHo Animation
Event. Jlna miei moxmii npu3navanacs ¢yakmis DealDamage(), peanizoBana y
ckpunti EnemyCombat. I{e 3a0e3neunio akTHBaIliio JOT1KH HaHECEHHS YPOHY came
B MOMECHT BI3yaJbHOTO yjapy, IOKpallyloud peanizMm B3aemonii. [Iporpamnua

peanizanisg metoay DealDamage() neraiibHo onucana y Jlogatky A.

Pucynok 2.12 - HanamryBanas Animation Event st animatii ataku Bopora

2.2.7 Jlorika cmepri moHcTpa Skeleton

3aBepmiaJIbHUM KPOKOM Yy po3poOIll MoBeiHKH Bopora Skeleton Oyio
BIIPOBAPKCHHS IIOBHOLIIHHOI JIOTiKM Horo cmepti. lleli Mexanism 3abe3nedye
KOpEeKTHY Bi3yaii3alliio 3arufeii Bopora, MpHUIWHEHHS HOro aKTHBHHX /Il Ta

KOHTPOJbOBAaHE BHAAIICHHA 31 CIICHH.

B ocHoOBI Ji71s ynpaBIiHHS CTaHOM 3/10poB'd Bopora € ckpunT EnemyHealth,
HPUKPIIUICHUH 10 OCHOBHOTO irpoBoro o6'ekra "Skeleton". Ileii ckpunT BiacTeKYy€
MIOTOYHHUM PiBEHBb 37I0POB'E Bopora, o0pobiisie OTpUMaHUi YPOH 1, MPH 3MEHIIIEHHI

3/I0pOB'S 10 HyJsl a00 HIDKYE, 1HIMIIOE TTOCIIIOBHICTH JIiH, IO BiJIMOBIJAIOTh HOTO
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3arubeni. IlporpaMHa jorika LbOro CKpHIITa Ta YIpaBJIIHHSA HOro craHamu 3a

IOMOMOTO0 naTepHy State Management HaBeseHa y [{omaTtky A.

Jlns BizyaisHOTO BijmoOpakeHHs cMepti B Animator Controller MoHcTpa
Skeleton Oyno momano cremiansHuii Tpurep Dead. Lleli Tpurep akTHBYeThCS
nporpamso 3i ckpunita EnemyHealth y MoMeHT, K0J11 BOpOT OTpUMY€ cMepTEIbHUI
ypoH. Tpurep Dead 3amyckae mepexiji 70 BIJINTOBIIHOTO CTaHy aHIMaIlli 3arudeni,
sKa Takok Mae Ha3By Dead y koHTponepi aHiMatopa. Ile 3abe3nedye nnaBHUIT Ta
BI3yaJIbHO Y3TOJDKEHHUH Iepexijl JJ0 aHiMallli cMepTi, IO MOKPAIye 3arajibHy SKICTh

irpoBoro jgocsigy. (puc. 2.13)

Any State

Pucynok 2.13 — Tpurep Dead

[Ticis 3anycky animanii cmeprti, ckpunt EnemyHealth 3a0e3neuye nmosHe
3aBepIIIeHHS KUTTEBOTO IUKIY Bopora. Bin neaktuBye kommoHeHT Collider2D nHa
00'ekTl Bopora, o0 YHHUKHYTH IoAaibIlIMX (I3MYHUX B3aeMojiid. I[lapamerpu
kommoHeHTa Rigidbody2D 3miHIOIOTECS, 1110 IOBHICTIO 3YIIMHSIE PyX BOpora Ta Horo
¢i3uyny B3aeMofilo 3 irpoBuM cBiToM. Ckpuntu EnemyAl ta EnemyCombat
BUMHKAIOTHCSI, OCKUTBKY MEPTBHI BOPOT He TOBUHEH TepeciliTyBaTH UM aTaKyBaTH.
Takox 3amyckaetbes KopyruHa (DelayedDestroy()), sika 3abesnedye 3aTpUMKY

nepe/l HOBHUM BHJAJICHHSAM ITPOBOro o0'eKTa Bopora 3i CHeHH. TpHUBaiCTh i€l
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3aTPUMKH BPaXOBYE JIOBKHHY aHIMalllMHOro Ky CMEPT1, FapaHTyIO4uH, 110 00'€KT

3HUKHE JIUIIIE IS TIOBHOTO BiATBOPEHHS aHIMaIIIi.

Koncounb BigoOpakae IOCIIIOBHICTh IIOAINA: OTPUMAHHS YPOHY I'€pOEM,
3MeHIIeHHs 3/10poB's Skeleton g0 Hyns, i, HapemTi, moBiomieHHs "Skeleton

norudaet”. lle miaTBep/Kye KOpPEKTHE CIIPAallbOBYBaHHS BCI€l JIOTIKM CMEPTI Ta

Bi13yaJIbHOI peakilii Bopora. (puc. 2.14)

Pucynok 2.14 - BimoOpakeHHS oTpUMaHHs ypoHY Ta 3arubeii moncrpa Skeleton y

rpi

2.3 CrBopeHHs Ta GYHKIIOHAJ IOJIOBHOTO Tepost

2.3.1 CrBopennsi 06’ckra Hero Ta najiamryBannst ¢gizn4anoi Mojeni

Ha noyatkoBomy erarii po3poOKH Ha IrpoBy clieHy OyJI0 J10JaHO MOPOXKHIN
00'exT "Hero", sikuii cTaB KOpeHEBHUM JIJIs1 MepcoHa)ka. JIJisi BiMOKpeMIIeHHS JOTIKH
BiJl Bi3yau3auii Oysio crBopeHo JjodipHiii 00'ekt HeroVisual, no sikoro momanu

komnoHeHTH Sprite Renderer mis BigoOpaxenust rpadiku Ta Animator s
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KepyBaHH4 aHIMalisMu. Taka CTpyKTypa JI03BOJISI€E HE3aJCKHO MAaHIITYJIIOBAaTH

BI3yaJIbHOIO YAaCTHHOIO, HE BIUTMBAIOUHM Ha (PI3UIHY MOJielb. (puc. 2.15)

Tile Palette
~ HeroVisual
Tag Untagged

Transform

=] NightBorne_

Simple
None
Pivot

% Sprite-Lit-Default

Default

Default

Normal

Always Animate

Enemy

Pucynok 2.15 - KomnoneHTH nodipasoro o6'ekta HeroVisual

JIns B3aemMoii 3 iIrpOBHM CBITOM OCHOBHHI 00'ekT Hero Oyio HamamtoBaHo.
HMomy 6yi10 mpucBoeHo Ter Ta map Player ais inentudikauii cucremoro. dami 6yi1o
noxaHo ¢izuuHi koMrnmoHeHTH. KommoneHT Rigidbody 2D 6yno HamamrtoBaHo JIsI
rpu 3 BujoM 3Bepxy: Body Type Bcranosieno sik Dynamic, Gravity Scale — 0, a

Takok Oyio 3amoposkeHo ooepTanHs 110 oci Z (Freeze Rotation Z) 17151 cTaGiIbHOCTI.

(puc.2.16)
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Dynamic

Nene (Physics Material 2D)

Start Awake

None

v 7

Nothing

Nothing

Pucynok 2.16 — HanamrryBanus komroneHTis Hero

Jami nist popmyBaHHS (i3UIHUX TPAHUIIB 1 peecTpariii 3iTKHEHb OYJII0 J10/1aHO
komnoHeHT Box Collider 2D. Po3Mipu Ta moJ10KeHHS IbOT0 IJIITHAHO M1 KOHTYpU
CIpaiiTy mepcoHaxa, 1o 3ade3neuye TOUHY Ta pealiCTHYHY B3a€MOJIII0 3 iHIITNMHU
o0'ekTaMM Ha clieHl. Bel CKpUITH, 110 BIAIIOBIAAIOTH 3a JIOTIKY Ta 3JI0pOB'd, OyJu

MIPUKPIIUIeH] 10 ocHOBHOTO 00'ekTa Hero. (puc. 2.17)

O ~ Box Collider 2D
Edit Collider a

None (Physics Material 2D)

Layer Overrides

Info

Puc.2.17 — HanamrryBannus Box Collider 2D o6'exra Hero
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2.3.2 IiaroroBka rpagivyHux pecypciB Ta aHiMauiii
JIns moyaTky OyJ10 1HCTATbOBaHO aceT rojgoBHOrO repost Hero [11], ocKinbku

caMe BiH € € [IeHTpaJIbHOIO (irypoto B rpi Hero’s Adventure.

HactynmHum kpokom y po0OoTi 3 rpadikoio cTajo HapizaHHS CIIpaiTiB 3a
nonomororo BOyaoBaHnoro Sprite Editor. IHcTpyMeHT OyJ10 MEpeKIIOYEHO B PEKUM
Multiple, micas goro 3a JOMOMOTOK aBTOMAaTHYHOI CITKH Ta PYYHHX KOPHTYBaHb
OyJ10 BU/IUIEHO KOXKEeH KaJip aHiMaIlii. [{e 103BoIHI0 OTpuMaTH OKpeMi 300pakeHHs

ISl aHIMaIliil CIIOKOI0, OIry, aTaKu Ta CMEPTI IIepCoHaskKa.

JII KO’KHOTO 3 OTpUMaHHX ()parMeHTIB OyJI0 BCTAaHOBJIEHO TOYKY OIOPH
(Pivot). BianosijiHo 70 cTHIIIO aHiMallii, Pivot Oyiio 3MiIIeHO /10 HEHTPY HIXKHLOI'O
Kparo crpaiita. Takuii BUOip 3a0e3rmedye KOpeKTHe BUPIBHIOBAHHS IepCcOHaXka Ha
IrpOBI  MOBEpXHI IiJ 4Yac IepecyBaHHS Ta 3amnobirac  BizyallbHOMY

«miIcTpuOyBaHHIO» aHIMaIlii. (puc. 2.18)

Pucynok 2.18 - HanamryBaHHSI Ta Hapi3Ka CIIpalTiB repos
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2.3.3 HligroroBka rpagivyHUX pecypciB Ta CTBOPEHHS aHIMANIH

ITicns Toro, sk Oymno 3akiajieHo (yHIaMeHT A1 (pI3MIHOT MMOBEAIHKH Tepos,
HAacTyIIHUM €TaloM cTajda pobdoTa 3 HOro BI3yaJlbHUM IIPEACTABICHHIM Ta
aHimarisMu. Ilei mporec po3modaBcs 3 IMIOPTY Ta HalaIITyBaHHS TpadiuHHX
aceriB. CrpalT-apKyll MepcoHa)ka OyJIO IMIIOPTOBAaHO B IPOEKT, IIC/S 4YOTO B
IHCTIEKTOp1 HaJlallITyBaHb IS boro aiimy Oyino 3MmiHeHo mapameTp Texture Type
Ha Sprite (2D and Ul), a Sprite Mode BcranoBiieHo B pexxum Multiple. Li 3minu €
000B'I3KOBUMH, OCKITBKH BOHHM BKa3yioTh pymrito Unity, mo gaHuil ¢aiil € He
MIPOCTOK0 TEKCTYpOr, a HabopoMm IBOBUMIPHHUX 300pakeHb, $SKI HEOOX1JTHO

00po0aTH OKpeMo. (prc.2.19)

Pucynok 2.19 — HanamryBannast Cripailty

HacTynmHuM KpOKOM cTallo Hapi3aHHS cCIIpailT-apKyllla Ha OKpeMi KaJpH 3a
nornoMoror BOymoBaHoro iHcTpymeHTy Sprite Editor. ¥V pemakropi Oyio

BHKOpPHCTaHO (DYHKIIIFO aBTOMAaTHYHOTO Hapi3aHHS 3a CITKOIO, sIKa BHJILTIIIA KOKEH



39

KaJlp aHiMalii B OKpeMui chopaiit. Ile [103BoJMIO OTpUMATH TOTOBI IO
BHKOpPHUCTaHHS 300pa)kKeHHS /IS BCIX CTaHIB MEpPCOHa)ka: CIIOKOI0, OITy, aTaKu Ta
cMeptri. Takuii MiIXi 3HAYHO HPHUCKOPIOE TMPOLEC MIATOTOBKH pPECypciB,
TO3BOJISIIOUM 30CEPEUTHCh Ha CTBOPEHHI aHIMAIlIHHUX IIOCIIIOBHOCTEH. (pHC.

2.20)

Pucynox 2.20 - Hapizanus cripaiiTy 1 HaJamTyBaHHs 1oJ1oxkeHHs Pivot

BaxiMBUM KpOKOM Yy IIJTOTOBII CIIPAMTIB OyJI0 HAJlaIITyBaHHS TOUYKH OIIOPH
(Pivot) mnst koxkHOTO Kajipy. Pivot € TOUkKor BUNIIKY I IO3HWI[IOHYBaHHS,
obepraHHs Ta MaclTabyBaHHs crupaiiTy. 11100 3abe3reuyuTH KOPEeKTHY MOBEIIHKY
MepcoHa)ka Ha ITPOBIH cIieHi, Pivot Oyo 3MileHo A0 IEHTPY HHKHBOTO Kparo
KOKHOT0 300pakeHHsl. Take pilllcHHS TapHTYE, 110 HE3aJICKHO BiJl 3MIHH PO3MIPY
CIIpallTy IiJl 9ac aHIMaIlii, "HOrH" TepcoHa)ka 3aBK/JIHM 3aJUIIAITHECS Ha OJTHOMY
PIBHI BIJIHOCHO IOBEPXHI, III0 YHEMOXKJIUBIIIOE Bi3yaJlbHUH eekT "tutaBanHs" HaJl

3CEMIICHO.
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Marouu HaOlp NIArOTOBICHUX CHPAUTIB, 0YJIO PO3II0YaTO IPOLIEC CTBOPCHHS
aHIMaIIHUX KIimB. Y BikHI Animation s 06'ekta "HeroVisual" 6yno cTBopeHO
yotupu aHimaniini kiinu: Idle, Run, Attack ta Dead (puc. 2.21). Koxen kiin 6yrio
HaIOBHEHO BIJIMOBIHOIO MOCHIIJOBHICTIO CIPAMTIB, SIKI OYJIM MPOCTO MEPETATHYTI
Ha yacoBy IKairy aHiMarii. [11sxoM HamamTyBaHHS 4acTOTU KaJpiB JJIsi KOKHOTO

KJIIITy OYyJIO JOCATHYTO TIJIABHOCTI Ta MPHPOJHOCTI PyXiB IepCOHaXa.

Animations » Hero

A A%

Altack Dead Herc

Pucynok 2.21 - HanamrroBasi aHiMariii

OcraHiM eTaroM HaJIalITyBaHHS aHiMallli OyJI0 CTBOpeHHS Ta KOH(pIrypaiis
Animator Controller. Ileii kommoHeHT ai€ Ak cKiHdeHHUH aBToMar (Finite State
Machine), 110 kepye nepexogaMy MiXK aHIMAIlITHUMH cTaHaMH. Y KOHTpoJiepi Oyio
CTBOPEHO CTaHH, 110 BIIOBIJIal0Th KOXKHOMY aHIMallliHOMY Kiiy. J[Jis KepyBaHHs
nepexojiaMiu MDK HUMH Oyj10 cTBopeHo mnapamerpu: IsRunning (tumy bool) s
repeMHKaHHS MK CTaHAaMH CITOKOFO Ta 0iry, a Takox Attack ta Dead (tumy Trigger)
JUISL 3aITyCKY BIAMOBIAHUX aHimalliil. JIorika mepexoiB Oyia HalallToBaHa TaKUM
YUHOM, 11100 3a0e311eUUTH MUTTEBY PEakililo aHiMaTopa Ha 3MIHHM CTaHy IIEpCOHaXa,

110 HaJXOATh 3 I'POBUX CKpHITIB. (puc. 2.22)
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IsRunning | Any State

Attack

Pucynok 2.22 — HanmamroBaHa Jiorika aHIMaIlii repos

2.3.4 PeaJtizanisi cHCTEMH KepYBaHHSA

3 METOI CTBOPEHHS THYYKOi, CyYacHOi Ta pO3IIUPIOBAHOI CHCTEMH
KepyBaHHs OyJ10 NPUHHATO pilICHHS BIIMOBHTHCS BiJi 3actapiuioro Input Manager
Ha KOpHCTh HOBoOToO Makera Input System Bixg Unity. Ileit Bubip aprymeHTOBaHO
KJIIOYOBUMH IIepeBaraM, SIK-OT IOBHE BUJILICHHS JIOTIKH T'pH BiJl KOAYy oOpoOKu
BBO/Jly, HATHBHA IIJITPUMKA PI3HOMAaHITHHX [IPUCTPOIB Ta MOKIIUBICTh CTBOPIOBATH
KOHTEKCTHO-3aJIeKH1 Habopu aiid. ITporec iHTerpaiiii po3rnodaBcs 31 BCTAHOBJICHHS
naketa yepe3 Package Manager, miclis 4oTO y HallallITyBaHHSX MIPOEKTY MapaMmeTp
Active Input Handling Gyno BctaHoBieHo B pexum Both mo6 3abesneuntn

MaKCHMaJIbHY CYMICHICTb.

[lenTpanbHMM eleMeHTOM HOBOI CHCTEMH cTaB acceT Input Actions, sskoMmy
Oys0 HajaHo iM'st HerolnputActions, 1 IKHil cTaB € IMHUM LICHTPOM JUJISl BU3HAYCHHS
yCIX MOXKIJIMBHUX Jid TpaBIisl. B #ioro cTpykTypi Oyio CTBOpEHO /B JOTIUHI KapTH
miid (Action Maps): Hero ta Combat. Ilepma kapra o0'ennaia Bei ii, 1o
CTOCYIOThCS TIepeCyBaHHS MePCOHaXa, TO/I1 K Jipyra Oyia mpu3HaueHa BUKIIOUHO
1151 0oioBUX Miil. Take po3/iiyieHHs € e)eKTHBHUM apXiTeKTypHHUM pPIIIEeHHSIM, 10
JO3BOJISIE JUHAMIYHO BMHKATH UM BHMHKATH I[UIl HAO0OpH eleMEHTIB KepyBaHHS

3aJIeHO B1JI IrPOBOTO KOHTEKCTY.
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VY mexax kaptu Hero Oyso HamamroBano aito Move, 1o BUINOBIIAE 33 pyX
nepcoHaxka. Ii Tun Action Type Gyno BcraHOBIeHO SIK Value, a THII KOHTPOIIO
Control Type - Vector2, ocKUIbKH pyX € TPHUBAJIUM HPOLIECOM, SKUM HaillKpalie
OTIHCYETHCS IBOBUMIPHUM BeKTOpoM HanpsMKy. [1[o0 HagaTu rpaBiieBi BHO1p, Oyi0
peaizoBaHO JIBl aJIbTCPHATUBHI CXEMH KEpPYBaHHS 4Yepe3 KOMIIO3UTHI MPUB'S3KH
Composite Bindings: nepmma o0'eiHana knasimi WASD, a apyra - K1aBimii-CTpiIKH.
Takum 4MHOM, HE3aJeKHO Bij] yIoJ100aHb IpaBiid, i Move noBepTae KOpeKTHUI

BEKTOp pyXy. (pHuc. 2.23)

HerolnputActions (Input Ac

ol Schemes Auto-Save

Action Maps + Actions Action Properties

Hero l CJ Action
Combat

‘pe Value

control Type Vector 2

Interactions

Pucynok 2.23 - HamamrryBanns aii Move B Input Actions

JIns peanizarii 0oiioBoi MexaHiku y kapTi Combat Oyio cTBopeHo firo Attack.
OCKUIbKH aTaka € MHUTTEBOIO, JIUCKPETHOIO MOJII€I0, ii THII OyJIO BCTAHOBJICHO K
Button. I{ro miro Oyno mpuB'sSi3aHO A0 HATHCKAaHHS JIIBOT KHONKH MHIII, IO €
3arajIbHONPUMHATUM CTaHJIapTOM JUISI Ir0p JIaHOro JKaHpy Ta 3abe3mnedye

IHTYITHBHO 3p03yMiJie KepyBaHHS I TpaBIld. (puc. 2.24)



Herolnpu

No Control S

Action Maps = Action Properties
I Hero A\ +
l Combat

Action
Button

Initial State (

Interactions

Pucynok 2.24 - HanamryBanus aii Attack B Input Actions

Jlnsa 3B's3yBanHs acery HerolnputActions 3 irpoBoro Jorikowo Oyio
po3pobneno ckpunt Gamelnput, Skuii peasni3dye maTepH MPoOeKTYBaHHS Singleton.
Ile 3abe3neuye eauHy r00aIbHy TOYKY JAOCTYIY JI0 CUCTEMHU BBOAY, IO 3HAYHO
CIIPOITY€E apXiTEKTypy Ta yCyBa€ MOTEHITINHI KOHPIIKTH. Y MeToqli Awake 1moro
CKpUIITa B1IOYBAa€ThbCS IHIIATI3Allil Ta aKTHBAllsl BCIX BHU3HAYCHUX KapT MIii.

[Tporpamua pearizarfist IbOTO CKpUIITa HaBeieHa Y Jlo/iaTky A.

VY ckpunti Gamelnput Oyiio 3acTocoBaHO JBa HiAXOAU 10 0OpOOKH JaHHX.
JIist MUTTEBOI i aTakd BHKOPHCTAHO I10JIIEBO-OPIEHTOBAHUHN IIIAX1J: CKPHUIIT
MiJIMAUCYETHCS Ha 1o/iito started il Attack 1, mpu 1i cripaliboByBaHHI, 1HIITIIOE BIaCHY
nozito OnHeroAttack. Ile edhekTuBHII MeXaHi3M, 1110 3a0e311e4y€ HU3bKY 3B'SI3HICTD
KOMITOHEHTIB. /{151 Ge3nepepBHOTO Tpoliecy pyXy 3aCTOCOBaHO METO]] OMUTYBaHHS
yepes my6aiunuii Mmetog GetMovementVector, sikuii B 0y /1b-SKHIi MOMEHT IIOBEpTA€
MOTOYHUN BEKTOp pyXy /s BHKOpPHCTaHHS y (i3WyHUX po3paxyHkax. [loBHa

peaizallisl [IbOro CKpHITa HaBesieHa y JlomaTky A.

OkpiM 00poOku kHomok, Gamelnput TakoX BIJMOBIgae 3a HaJaHHS
iH¢opmMarii npo mnoJjioxkeHHs: Kypcopa Muin. Mertoj GetMousePosition Hanpsimy

3UATy€ €KpaHHI KOOpJHUHATH Kypcopa. Ili maHi, Xo4 1 He € Ji€0 Y 3BUUYHOMY
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PO3YMIHHI, € KPHUTHYHO BaXJIMBUMH JUIS IFPOBOI  MEXaHIKH, OCKLUIbKH
BUKOPHCTOBYIOThCSL ckpuntoM HeroVisual s peamizamii mMoBOpoTy chpaiTy
nepcoHa)ka B HAIIPSIMKY IIPHIIUTIOBAHHS, 1110 POOUTH KEpyBaHHS OUIBII Yy TIMBUM Ta

auHaMigHUM. [IporpamHa peanizailist IIbOTO CKpHIITa HaBeAeHa ¥ JloaaTky A.

2.3.5 Peadizaniisi AKHTTEBOTO IMUKJIY Ta 00ii0BOI cCICTeMH repos

[Ipouiec HaHECeHHS WIKOAM BOPOTOBI IMOYMHAETHCS 3 [ii rpaBig. Komm
rpaBellb HaTHCKa€e KHOIIKY aTakd, ckpunT Gamelnput iHimitoe momiro OnHeroAttack.
Ha mo mopito pearye ckpunt Hero, skuii, y CBOIO 4epry, BUKIMKA€E METO[
PlayAttackAnimation() y nouipasoMy komnoHeHTi HeroVisual. Ileii meTo 1 akTUBYE
tpurep Attack B Animator Controller, 3amyckaroun animariio yuapy (puc. 2.25).
KimrouoBuM MOMEHTOM IIi€l MeXaHIKA € BHKOpHCTaHHA Animation Event —
crierfiaJbHOl MITKHM Ha YacoBIiM ITKal aHiMalliil. ¥ Kajipi, IO Bi3yaJbHO BIAIOBI/IA€E

MOMEHTY yIapy, 11 1mojiist Bukiukae meros TriggerDamage() y ckpunti HeroVisual.

Add Behavlour

Pucynok 2.25 — HanamryBanHust Tpurepis

Meron TriggerDamage() Bianosijae 3a ¢akKTUYHE HAaHCCCHHS MIKOAW. BiH
cTBOproe HeBUIMMY Kpyriy 30HY (Physics2D.OverlapCircleAll) HaBkono repos 3
paniycoM, 3ajanum y o Attack Range. Cucrema nepeBipsie HasBHICTD Yy 1M 30HI
00'exTiB Ha mapi Enemy. SIkmio Bopora 3Hal/IeHO, CKPUIT OTPUMYE JOCTYII 10 HOTO
komrioHeHTa EnemyHealth 1 Bukmikae meton TakeDamage, nepenaroun 3HaueHHS

yiKopKeHHs: 3 nosis Attack Damage. Takum 4MHOM, HAaHECEHHS MIKOAH YITKO
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CHHXPOHI30BaHE 3 BI3yaJbHOIO aHIMalli€lo. JlerajbHa mporpaMHa peajizalis [boro
JTaHITIOXKKA TIO/[1 HaBe/ieHa y ckpunTax y JlomaTtky A.

OTpuMaHHS YUIKO/KEHb Ta JKUTTEBUH LHUKJI T€posi KOHTPOIIOIOTHCS
ckpuntoM HeroHealth. Ileif kommoHeHT MICTUTh 1H(OpPMAIIil0 PO MaKCHMallbHe
(maxHealth) Ta morouyne 3m0poB's mHepcoHaka. MakcuMalbHE 370pOB'S Oyllo
BCTaHOBJIEHO Ha 5 ouHUIIG B iHciekTopi Unity. Ko Bopor ycminHo atakye reposl,
itoro ckpunt EnemyCombat Bukinkae nyoniuynuid Merog TakeDamage(int damage)
y HeroHealth repos. Ileit MeTo 3MeHIIIye TOTOUHE 37I0pOB'sl 1 MEpeBipsie, YA HE
JOCSITII0O BOHO HYJIOBOi TO3HAauku (puc. 2.26). IlporpamHa peamizaifis CKpHUIITa

HeroHealth naBenena y Jlonarky A.

Hero Health (Script)

Max Health

v Hero (Script)

Pucynok 2.26 — Ckpuntu 06’exkta Hero

3aBepHIaTbHUM €TarloM KXUTTEBOTO IMKIY € JIOTiKa CMepTi, pealizoBaHa y
npuBatHomy Metoai Die() ckpunrta HeroHealth. Komu 3m0poB's  repos
3aKiHUYy€eThCA, 11el MeTO/I 3alyCKa€eThesl aBToMaTHUHO. [lepiioueproBo BiH akTHBY€
tpurep Dead B a"imaropi il HeraitHoro BIATBOpPEHHS aHIMalli cMepTi. Jami, s
3amo0OiraHHs MoOIYHUM edeKkTaM, BCTaHOBIIIOETHCA TIpanopers isDead i mociniIoBHO
BUMHKAIOTbCS BCl aKTHBHI KOMIIOHEHTH: cKpunT Hero (1100 3ynuHUTH pyX),
HeroVisual (1106 3ynmMHATH Bi3yaibHI OHOBJIEHHS), a TakokK Collider2D (11106 Tino
HEe B3aeMoJisuI0 3 IHIUMH 00'ektamu). Haocranok, Rigidbody2D nepeBoautbest y
KIHEMaTHUYHHI PeXUM, 0 MOBHICTIO 3YMHHAE Horo (i3uuHy cuMymsimito. [ToBHa

peainizaris i€l JIorikd HaBejeHa y JlomaTky A.
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2.4 HajlamryBaHHsI KaMepH

2.4.1 Cinemachine kamepa

J171sl CTROpEeHHS TMHAMIYHOT KaMepH, 1110 IJIaBHO CITiY€E 3a TOJIOBHUM T'€POEM,
Oyno BupimieHo BukopucTaTd Iaker Unity - Cinemachine. Ileil iHcTpyMeHT
TO3BOJISIE pealli3oByBaTH CKJIQJIHI OIEpaTOpPChKI 3ajadi 0e3 HammcaHHS KOy,
Haj/lafoud HaOlp TOTOBHX MOJYJIB JiJIsi KepyBaHHA Kameporo. IIporec iHTerparii
po3mnouyaBcst 31 BcraHoBieHHs Imakera Cinemachine udepe3 Package Manager 3

penoszutopito Unity Registry. (puc. 2.27)

Sort: Name (asc) ¥ Filters v Clear Filters

Cinemachine

2.9.7 - May 08, 2023

Packages From Unity Registry by Unity Technologies

Cinemachine

Version History

ols for passionate creators

Pucynok 2.27 — Beranosinennst nakera Cinemachine yepe3 Package Manager

KmnrouoBoro ocobmuBicTio Cinemachine € Te, mo BiH He 3aMiHIOE OCHOBHY
KaMmepy CclieHH, a Kepye Heto. [licis mogaBanns nepuoro od'ekra Cinemachine, o
Main Camera aBTOMATHYHO JojacThes KommoHeHT CinemachineBrain. Ileit
KOMIIOHCHT € MO3KOM YCI€1 CHCTEMU: BiH BIJICTEXKYE BC1 AKTUBHI BIpTyaJlbHI KaMepH
Ha CIICHI Ta IUIaBHO 3MIHIOE MO3UIIII0 il TapaMEeTpU OCHOBHOI KaMepH, 1100 BOHU

BIITTOBI/TAJITM HATAIITYBAaHHSIM MTOTOYHOT aKTHBHOI BIpTyallbHOT KamepH. (puc. 2.28)



47

Pucynok 2.28 — Komrionent CinemachineBrain Ha ocHOBHi#l Kamepi CliecHU

HactymHuM KpokoMm cTalo CTBOpEeHHS caMoi BipTyallbHOI Kamepu. Uepes
MeHo GameObject > Cinemachine 6yno pogano o6'ext Virtual Camera, sskomy
Oyno HajaHo iM's "CM veam1". Jljs peanizaliii cai{yBaHHS 3a TEPOEM, OTO 00'€KT
Hero Gyno nepetsarayro y none Follow kommonenTa CinemachineVirtualCamera.
I1e roioBHE HaNaIITYBaHHS, SIKE 3MYIIY€ BIpTyalbHy KaMepy IMOCTIHHO pyXaTHUCh 3a
nepcoHakeM. OCKIUIBKH Tpa € JIBOBHMIPHOIO 3 OpTOTpaiuHOI TIPOEKINEID, Y
po3aini Lens Oyno BcranoBieHo mapaMeTrp Ortho Size Ha 12, mo BH3HAYMIIO

Macitad Buaumoi oojacti rpu. (puc. 2.29)
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Pucynok 2.29 - HanamryBaHHs BIpTyaJIbHOI KaMEpH JIJIS CIILIYBAaHHS 32 I€POEM

B pe3ynbrari, HanamTyBaHHS OCHOBHOI KaMepH ciieHH - Main Camera, Takox
OyJ0 NpPHBEACHO Y BIAIOBIAHICTB JI0 OpTOrpahiyHOIO PEXKUMY 3 aHAJIOTTYHUM
3HaueHHsM Size. TakuMm uuHOM, OyIO peani3oBaHO HACTYIIHUH JaHITFOXKOK
B3a€MOjIii: rpaBenb Kepye oO'ekrom Hero; BipryansHa kamepa "CM vcaml"
BiicTexkye mo3uirito Hero; CinemachineBrain Ha ocCHOBHII KaMepi OTpHUMYE JIaHi Bif
"CM vcaml" 1 OHOBIIOE peallbHY IO3HUINII0 KaMepH Ha CIleHl. Takwil TiIxij
3a0e3MeunB IJIaBHY Ta JMHAMIYHY KaMepy, IIO CIIJye 3a TpaBIieM, 1 3akjaB
GyHIaMEeHT A8 MOXJIMBHX MOJAJbIIUX YCKIaJHCHb, SK-OT IEPEMUKAHHS MIXK

KUIbKOMa KaMepaMH 91 CTBOPEHHS KiHeMaTorpadiuHuX e(eKTiB.
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2.5 HoOyaoBa napiraniiinoi cirku st nepecyBanusi Al-areuris y 2D-

cepe/10BHII

2.5.1 HoyarkoBe HaJIamITYBaHHA cucremu HaBiramii Al y Unity

J{ns ctBopeHHst cucteMu Al mepecyBaHHS BOPOKHX MEPCOHAXKIB, sika O
J03BOJSUIa iIM CAaMOCTIMHO pyXaTHCSl IO 3aJaHUX TOYKAaX, YHUKATH 3ITKHCHb 3
o0'ekTaMH Ta OOXOJHUTH TEPEMKOAH Ha NUISIXY, OyJI0 BHKOPHUCTAHO CHCTEMY
HaBiramii. OCHOBHUM 3aco0OM JIJId peaiizailii I1i€i JIOTIKH CTaJllo MiIKII0YEHHS
naketa Al Navigation, sskuii ogaeTbes 0 poekTy uepe3 Unity Package Manager.

(puc. 2.30)

Al Navigation Remove

1.1.6 - April 16, 2025 ||

Version History  Dependencies >amples

ponents for building and using NavMeshes at

Pucynok 2.30 - ITaket AI Navigation

Al Navigation € IHCTpYMEHTOM, IO JI03BOJIAE OyIyBaTH HaBIralllilHI CITKU
(NavMesh) nnst 00'extiB crieHu. Ilicis reHepariii Takoi CiTKH BOPOTH OTPHUMYIOTh
MO>KJIMBICTh 3HAXOJAUTH ONTUMAaJIbHI MaplIpyTH JI0 MIIbOBUX TOUOK, aBTOMATHUYHO
OMHHa4H mepemkoau. OgHaK Ciijf 3a3HAYUTH, MO il IHCTPYMEHT i3 camoro

OYaTKy po3po0isiBcs mepeBakHO i 3D-oToueHHs. 3a 3aMOBYYBaHHSAM Yycl
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0o0uHCIICHHS 0a3yIOThCS Ha JaHUX [JIMOMHU Ta BUCOTH, IO HE BIAIOBIJA€ YMOBaM

2D-rpH 3 BUTJISAI0M 3TOPH.

Uepes 1ie BUHHMKIA HHU3Ka oOMekeHb. Hampuiiiaj, y ABOBHUMIpHIN CIicHI
kommoHeHTH NavMeshSurface Ta NavMeshAgent He mpaiftoioTh KOPEKTHO, SKIIO
BUKOPHCTOBYIOTHCSI B CTaHIAPTHOMY BHUIVISAAL. YCI Il €JIEMEHTH OpPIEHTOBaHI Ha
npocTip 3 ocsiMu X, Y, Z, Tofl Ak y 2D cepeoBHIlll OCHOBHA IIONIMHA 3a3BUYAM
PO3MIIIIyEThCSl B TUIOMMHI X-Y, a Bich Z BUKOPHUCTOBYETHCS I COPTYBAaHHS

00’€KTIB 3a BIJICTAHHIO JO KaMEpH.

Al Navigation € IHCTpyMEHTOM, IO JI03BOJs€ OyyBaTH HaBIraimiiHi CITKH
(NavMesh) st o6'exriB cuenu. Iliciis reHepariii Takoi CITKM BOPOTH OTPHUMYIOTh
MO>KJIMBICTh 3HAXOJUTH ONTUMAaJIbHI MapmIpyTH JI0 MiIbOBUX TOYOK, AaBTOMaTHIHO
OMHMHAKO4M Hepemkoad. OgHak ciij] 3a3Ha4uTH, 10 1IeH 1HCTPYMEHT 13 camoro
MOYaTKy po3polisiBcs mepeBakHO s 3D-oToueHHs. 3a 3aMOBUYBaHHSM YCi
oOuncIICHHS 0a3yIOThCS HA JaHUX JIMOMHU Ta BUCOTH, 1110 HE BIANOBIJA€ YMOBaM

2D-rpu 3 BUTJISI0M 3TOPH.

Uepes 116 BUHHKIIAa HHU3Ka oOMeeHb. Hampwkiaja, y JBOBHMIpHIA CIIeHI
komnoHeHTH NavMeshSurface Ta NavMeshAgent He 1palioioTh KOPEKTHO, SKIIIO
BUKOPHCTOBYIOTHCSI B CTaHAAPTHOMY BHUIVISAAL. YCI Il €JIEMEHTH OpPIEHTOBaHI Ha
npocTip 3 ocsimu X, Y, Z, ToAi sk y 2D cepenoBUIlli OCHOBHA IUIONTMHA 3a3BHYAI
pO3MINIY€eThCSl B TUIOMIMHI X-Y, a Bich Z BHUKOPHCTOBYETHCS JIJII COPTYBaHHS

00’€KTIB 3a BIJICTAHHIO JI0 KAMEPHU.

2.5.2 Apanranis NavMesh st 2D Ta nanamryBanus Tilemap

ITicis BcranosiieHHs akera Al Navigation yepes Unity Package Manager
BHHHKJIA MOTpeda B pO3MIUPEHH] HOTO MOKIMBOCTEH 7151 poOOTH B 2D -cepeI0BHIIII.
OckinbKH BOYIOBaHI KOMIIOHEHTH cucTeMd NavMesh nepeBa)kHO Opi€eHTOBaH1 Ha
TPUBHUMIPHHI TIPOCTip, OyJI0 3aBaHTa)XXEHO CTOPOHHE PO3IMIMPEHHS 3 OQIIiHOTO

peno3utopiro GitHub [13]. Ile po3mmpennas 0a3yeThes Ha CTaHAAPTHHX e€JIeMEHTax
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NavMesh, ane pomaTtkoBo 3adesnedye NOBHOLIHHY IMATPUMKY 2D-HaBiraiiii,
BKJTIOUalOUH HEOOX1HI KOMIIOHEHTH Ta IHCTPYMEHTH JIJIs MOOY0BH HaBIiramiiHol

citku Ha wiomuHi XY (puc.2.31).

O Product ~ Solutions - Resources © Open Source © Enterprise ©  Pricing

sh 2D Pathfinding

Contributors 1

“3000@¢

Puc.2.31 - Peno3uropiit NavMeshPlus 13 migTrpumkoro 2D-HaBirarii

[Ticns BIpoBa/KeHHS PO3NIMPEHHS JI0 MPOEKTY CTaIM JOCTYIHI aJanToBaHi
KOMITOHEHTH, SIK1 JO3BOJISIFOTh MOBHOIIIHHO TIpaIllOBaTH 3 HaBITaI[IHHAMU CITKaMH Y
JBOBHMIPHOMY IrpOBOMY IipocTopi (puc.2.32).

Add Component
a navi
Search

B Navigation CacheSources2d
tion CacheTile

gation CollectSourc

tion Link

tion Modifier

Pucynok 2.32 - CrnMcok aganToBaHUX KOMIIOHEHTIB i1l poboTH 3 2D-HaBirauiero

Hami no Tilemap-06’exTa GridPlatform(Grass), ikiii BUKOHY€E pOJIb OCHOBHOI1

KapTu cueHu, Oyino nomaHo kommoHeHT Navigation Modifier. Moro ocHoBHa
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(YHKIIS - BU3HAYCHHS THUITY IIOBEPXHI, Ky CHCTEMa Ma€ BpaXxOBYBAaTH IIiJ] 4yac
noOyaoBHA HaBiraimiitHoi ciTkd. II[o6 mo3HauuTH M0 001acTh K TPOXiAHY, B
napaMeTpax KOMIIOHEHTa Oyio aktuBoBaHo ommiro Override Area Ta obpaHo
3HaueHHs Walkable. Ile o3Hauae, mo Bci eneMeHTH, po3MillieHi Ha JaHid Tilemap,
aBTOMaTHYHO  BKJIIOYAIOTHCS  JI0  HABITaIliiHOTO  IpPOCTOPY W MOXKYTb

BUKOPUCTOBYBaTHCH Al-areHTamu J71sl IPOKIIaJaHHS MapIIpyTy.

2.5.3 MTob6ynoBa Ta pesyabratu NavMesh

IIpu no6yoBi NavMesh Ha ocnoBi GridPlatform yci 06’ exTH (30KpeMa Taiau
3 KonaifjiepaMH) aBTOMAaTHYHO PO3MI3HAIOTHCS CHUCTEMOIO SIK  €JIeMEHTH
HaBIralifHOrO IPOCTOpPY, IO sIKOMY Moxke pyxarucs Al-arent (monctp). Lle
rapaHTye KOPeKTHHH 00K MepemKo/] Ta BU3HAUEHHS I03BOJICHUX MapHIpyTiB i/l

gac 0OYHCICHHS IIxy.

Jami y creHi Oyno CTBOpPEHO OKpeMHil TOpOXKHii 00'€KT 3 Ha3BOIO
NavMeshSurface, sikuii BUKOHYEe (PYHKIIIO KOHTEHHEpa ISl BCIX KOMIIOHCHTIB,
OB S13aHUX 3 MOOYI0BOIO HaBIraliiHoi ciTKH. /o HOro J0aHOo a/lalTOBaHUMA JIJIs
2D xommoneHT Navigation Surface, skuii BimoBiiae 3a oOUnCIeHHs, 30epeKeHHS
Ta OHOBJICHHS CaMoO1 CITKU B MeKaX BU3HaueHOi obmacTi. [lapanensHo O0yio qomano
kommoHeHT Navigation CollectSources 2D - BiH BUKOHY€E poib 30Hpada JKeped, 3
SKUX (popMy€eThCA CiTKa (TalIMani, 00’ €KTH 3 KollaigepaMu, MOJTH(IKaTOPH TOIIO)

(puc. 2.33).

(ij v NavMeshSurface

rag Untagged v Layer Default

Transform

10N

v Navigation Surface
v Navigation Colle

Pucynoxk 2.33 - Crpykrypa 06’ekra NavMeshSurface 3 komnonentamu Navigation
Surface ta CollectSources 2D 1151 o0y 10BH HaBIramiiiHO1 CITKH
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[Iepen 3anyckoM 11o0y10BH ciTKH Oysio akTHBOBaHoO o1wito Rotate Surface to
XY y xommoneHTi CollectSources 2D - 11e HeoOXigHO JJIs TOTO, 00 TOBEPHYTH
IJIOMIMHY 100Y10BH 3 JiedosiTHOI X7 y tuiomuny XY, SKa BAKOPUCTOBYEThCS Y 2D-
MIPO€EKTAaX 3 BUTISAOM 3TOPH. 3aBepIllaJbHUM €TaroM CTallo HaTHCKaHHS KHOIKHU
Bake y xommionenti Navigation Surface - 1e npusBesio o resepaiii HaBiramiiHoi

CITKH Ha OCHOBI 310paHuX JiKepen (puc. 2.34).

v NavMeshSurface

g Untagged * Layer Default

Humanoid

All

Everything

v Navigation CollectSources2d

Z 1

Rotate Surface to XY Tilt Surface

Add Component

Pucynok 2.34 - [To6ynoBa 2D-NavMesh 13 BpaxyBanusm miommau XY

VY pe3ynbrari 0yJ10 CTBOPEHO IOBHOIIHHY HaBIralllifHy CITKY, CyMicHY 3 2D-
oToueHHAM. CuHcTemMa BpaxoBye Bci MojudikoBaHi o00macTi, go3Boisge Al-
MOHCTpaM(areHTaM) oOMpaTH ONTUMajbHI NUIXH Ta e(EeKTUBHO OMHHATH

nepemkoau (puc. 2.35).



54

Pucynok 2.35 - CtBopeHa HaBirailiiiHa ciTka J1s Al-areHTiB
Jlami 11st KOpeKTHOTO BUKJIIOUEHHSI OKPEMHUX 30H 13 HaBITaIlIHHOI CITKH OyII0
3aCTOCOBaHO KoMroHeHT Navigation Modifier Volume. Moro BHKOpHCTaHHS €
IOIUILHUM Y BHUIIAJIKaX, KOJU MOTPIOHO ITO3HAYMUTH JIMILIE YacTUHY 00'€KTa SIK
HEIpOXiHYy, HAIpUKJIaJd, 00JIacThk JIOBKOJIa JiepeBa abo JeKOpaTHBHOTO eleMeHTa,

3a SIKUM nepeadadeHuil npoxia (puc. 2.35).

Pucynox 2.35 - Jlonanns 1 HanamryBanist NavigationModifierVolume 1o 06’ekra
Mushrooms

Ha HacTtymHOMYy eTari Oyio 3/ifiCHEHO HallallITYBaHHS BCIX 00 €KTIB CIIEHH,
SKI MaloTh pO3TJsfaTHCs SK mnepemkogu st Al-areHTiB. i1 KOXKHOTO 3 HHUX

BIAMOBIIHUIM YHHOM 3aCTOCOBAaHO KOMIIOHEHTH MoAu(ikaIii HaBIramiiHOTO
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[IPOCTOPY, IO JIO3BOJISIE CHCTEMI TOYHO BpPaxOBYBAaTH HEIPOXIJIHI 30HH IIiJI 4Yac

MoOy0BHA MapIIPYTiB.

3aBepllajibHUM ~ €TalloM ~ CTajlo I[OBTOPHE 3BEpPHEHHS JI0 00’€KTa
NavMeshSurface, ne B kommonenTi Navigation Surface 0yi0 HaTHCHYTO KHOTIKY
Bake. ¥V pesynpraTi 1p0ro mpoiecy OyJI0 OHOBJICHO HaBIraliiiHy CITKY 3
ypaxyBaHHSIM YyciX HOBHUX oOwmexeHb. CTBopeHa KOH(irypaiis 3abe3mneuye
MpaBUJIBHY JIOTiKY 00XOJTy: MOHCTPH HE HaMararThcs MPOXOIUTH KPi3b MIUIEHO
po3TanioBaHi 00’€KTH, a IIyKalOTh ONTHMAJIBHUI IUBIX B 00X1/ niepeniko/1. Takuit
X1 TIBUIIYE JOCTOBIPHICTh MOJIENI MoBeAiHKH Al y CKIIaJIHOMY cepeIOBHIIII
(puc. 2.36).

Pucynok 2.36 - OHoB/IeHa HaBirailiiiHa ciTka 3 HaJlallITOBAHUMH TIEPEITKOIaMH
s Al
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2.6. CrBopeHHs IrpoBoro cBity 3a gonomororw Tilemap

2.6.1 IToOGynoBa irpoBoro cepeioBUINA

JIns moOyaoBH IrpoBOro OTOYEHHS Ta JaHAmadTy OyIo BHUKOPHUCTAHO
BOynoBany cucreMmy Unity - Tilemap. Lleli IHCTpyMEHT [103BoJisI€ €(PEKTHUBHO
CTBOPIOBATH BEJIHKI JBOBUMIPHI PiBHI Ha OCHOBI CITKH, 1110 € ONTUMAaJILHUM J1J1s1 2D-
irop. Ha nepmomy etari Oyno ctBopeHo 6a3oBuii map Tilemap ams 3emmi, SKuii 3a
JOTIOMOTOK TaliTpu OyB 3allOBHEHHH €JIHHUM CYIUIBHAM TalJIoM 3elIeHOTO
KoJbopy. Takuii miJiXij 3a0e3MeuyrnB CTBOPEHHS OJHOPITHOI Ta Bi3yaldbHO IUTICHOT

MIOBEPXHI, IKa CIIYyTY€ OCHOBOIO ]ISl BCHOTO irPOBOTO CBITY.

JInst fonmaBaHHS JeTaneil, TakuX SK JiepeBa, KyIli Ta KaMiHHA, OyIo
3aCTOCOBAHO TIOpUAHUN MiaXija. 3aMicTh TOTO, 00 OYTH YaCTHHOIO CITKH TaiIiB,
i o0'ekTH OynHM peanizoBaHi SIK OKpeMi irpoBi o0'ektu (mpedabu), po3milieHi
noBepx 0OaszoBoro mapy. Koxen Ttakuili 06'ekt, Hanpukiaa "Shrub" (Kymr), mae
BlIacHMII KoMmoHeHT Sprite Renderer s Bizyamizamii Ta 1HAWBIIYyaJIbHUH
komaiigep, ak-oT Capsule Collider 2D, gns Tounoi ¢i3uuHoi B3aemomii. Ile
JO03BOJIMJI0O HE TUIBKM CTBOPUTH OLIBII JeTalizoBaHi (OpMH MEpelIKoi, ajie u
3aKJIAJI0  MOJKIIMBICTH JIJIE  JJOJIaBaHHS  YHIKaJbHOI JIOTIKM JI0 KOYKHOTO
IEKOpPaTHBHOIO e€JeMeHTa B MaiOyTHpoMy. KiHIIEBHII pe3ynbTaT TaKoTO
MIO€JIHAHHS, 10 CTBOPIOE Bi3yalhbHO HACHUEHWI Ta IHTEPaKTHBHHI CBIT, MOJKHA

11o6a4YuTH Ha cueHi rpu (puc. 2.37).
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Pucynok 2.37 — CTBOpeHHS irpOBOi CLICHH

2.7 IIponeypHa reHepaiisi 0TOYeHHS

2.7.1 Peautizanisi aJITOpHTMY BHIIAJIKOBOI'0 PO3MillleHHs 00'cKTIB

3 METOK MIJABUILNEHHS PI3HOMAHITHOCTI irPOBOr0 CBITY Ta aBTOMAaTH3allii
[IpoIIeCy HAIIOBHEHHS PIBHS JeTaJsIMH, OyJIO BIIPOBA/IKCHO MEXaHI3M IPOIEyPHOI
reHepartii. /[ mporo 0yio po3poOIiIeHO aITropUTM, o 0a3yeThCs Ha BUIAIKOBOMY
po3MillieHHl 00'eKTIB y 3a3/ajieTiib BU3HaueHii oOmacTi. Ileil miaxig a03Bomsie
CTBOPIOBAaTH YHIKaJIbHI KOH(DIrypamii OTOYCHHS HpPH KOKHOMY 3aIlycCKY,

3MEHIIYI0UH 00csT pydHOi poOOTH Ta J0Jal0UN eIeMeHT HeTlepe10auyBaHOCTI.

Jlorika reHeparlii iHKancyinboBaHa y ckpunTi RandomGanarate.cs. Ilei
KOMIIOHCHT Ma€ KuIbKa MyOJIYHUX II0JIB, Kl JO3BOJSIOTh THYYKO HaJalllTOBYBaTH
nporiec B iHcnekTopi Unity: numberObject Bu3Ha4ae 3araibHy KUIBKICTh 00'€KTIB
VISl cTBOpeHHs, a minRange Ta maxRange 3ajai0Th MeX1 KBajpaTHOI 00JacTi, B
SKiil BiiOyBaTUMeEThCsl TeHepailisi. OCHOBHHI alTOPUTM 3HAXOJUTBCS Y METOJl
Generate(). Ilpu kokHOMY WOTO BHKIMKY 3 MacHBy IpedaliB oOHpaeThes

BHII&,HKOBI/Iﬁ CJIICMCHT, CTBOPIOETHCA Horo CK3CMIIIIAAD Ha CIIeHi, ITICJIA 9OTO I
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HbOI'O TCHEPYEThCSH YHIKallbHAa IIO3HINS IUBIXOM PO3PaxyHKY BHIIAJKOBHX
koopauHaT X Ta Y y 3afaHuX Mexax. [IporpamHa peanizailisi IbOTO aJTOPUTMY

HaBeneHa y Jomartky A.

Pe3ynbTraToM poOOTH ITROTO CKpHUIITA € CIIeHa, HAallOBHEHa 00'€KTaMH, IO
pO3TallloBaHl XaOTHYHO, ajic B MexkaXx 3ajaHoi Tepuropii. Takuil mijaxis cTBOpPIOE
1TI031F0 TIPUPOAHOTO, HEPYKOTBOPHOTO JIaHAMAadTy, Ha BIIMIHY BiJ pO3MIIlIeHHS
00'€KTIB TIO CTpOTii CITIi. BizyadlbHHM TOPHKIAAOM pe3yiabTaTy poOOTH TaKOTO
ITOPUTMY € PO3MIIIIEHHSI TOYOK Y IIPOCTOPI, Jie KOJKHA TOUYKa CHMBOJII3y€ TTO3HUIIIIO

3reHepoBaHOro 00'€KTa, JEMOHCTPYIOUH HEPIBHOMIPHHM Ta OpTraHIYHHM PO3MOJILT

(puc.2.38).

Pucynok 2.38 — Bizyauizaliis pe3yJibTaTy BUIIaJIKOBOTO PO3MIILICHHS 00'€KTIB Y

pocTopi
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2.8 BHCHOBKH 110 APYI'OMY PO3iLy

VY zapyromy po3jain O0yJio CIpOEKTOBAaHO Ta peajli30BaHO KJIIOYOBI CHCTEMHU

2D-RPG irpoBoro 3acTOCyHKY 3 BUKOPUCTaHHSM 1HCTpyMeHTapito pymrist Unity. ¥V

pe3yJIbTaTi BUKOHAHHS PO3JILTY:

D

2)

3)

4)

3)

6)

7)

BusHaueHo 3arajibHy KOHIICHIIIO T'pH, ii [UILOBY ayIUTOPIIO Ta KIIOYOBL
0COOJIMBOCTI, TaKi SIK TpOIeypHa TeHepallis CBITy Ta JWHaAMIdHa CHCTeMa
0or0.

CTBOpeHO Ta HaJANITOBAHO T'OJIOBHOTO Tepos, pealizoBaHO MEXaHiKy Horo
IepecyBaHHS Ta aJalTUBHOIO KEpyBaHHA 3a JolOMOrorp makera Input
System, a TakoX po3pobJIeHO cHUCTeMYy 3JI0pOB'St Ta HAHECEHHS MIKOIH
Boporam uepe3 Animation Events.

Po3pobiieHo AMHaAMIYHY CHCTEMY MOBEIIHKH BOPOXHX Al-areHTiB, 110
BKJIIOYA€ CKIHYCHHHMI aBromaT craHiB (FSM) i aHiMamiii, JOTiKy
nepeciiyBaHHs I'paBls, 00HOBY MEXaHIKy Ta [MOBHUH JKMUTTEBHUM IIUKII Bi
MOSIBH JTO CMEPTi.

BnpoBakeno cucremy Hapiramii NavMesh i mTydHOro IHTEIICKTY,
amantoBano ii gma  2D-cepemoBuIlla 3a  JJOIOMOIOI0 CTOPOHHBOTO
PO3IIMpPEeHHS Ta MO0y I0BaHO HaBITaIliifHY CITKY, III0 BPaXOBYE MEPEITKOIH.
PeanizoBaHo IrpoBHii CBIT 3 BUKOPHCTAaHHIM TiOpHUIHOTO MIAX0AY: Oa30BHI
nmaHAmagdT cTBOpeHo 3a JomoMorow cucreMu Tilemap, a ioro HamOBHEHHS
AeTaIsIMH (JIeKopaIliiMi) aBTOMaTH30BaHO depe3 alTOPUTM IMpoleypHOT
reHeparii.

HanamroBano auHaMiuHy Kamepy, IO TUIaBHO CIiAye 3a TpaBIeM, 3
BUKOpHCTaHHAM Iaketa Cinemachine, o mokpamiye irpoBUi JOCBij Ta
(dokycye yBary Ha roJIoBHOMY Iepoi.

CdopMoBaHO apXITEeKTypy IrpoBHX O0'€KTIB, IO Iepeadadae po3alICHHS
(13MYHOT Ta JIOTIYHOI CYTHOCTI B1JI BI3yaJIbHOT'O MpeJICTaBIICHHS (Ha IMPHUKJIIAII

Hero/HeroVisual Ta Skeleton/SkeletonVisual).
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BUCHOBKH

B pesynbraTi BUKOHaHHS JaHol KBajidikaiiiinoi podotu 0yio po3podiieHo
IrpoBUid 3acTocyHOK y aHpi 2D-RPG nHa pymni Unity. KmiouoBy yBary Oyno
HPUIUICHO peai3allii JIBOX OCHOBHHMX acleKTIB, 3asBJICHUX y TEMi: IPOIEAYPHOI
reHepallii irpoBOTO CBITY JIs 3a0e3MeueHHs] BUCOKO1 perpadeIbHOCTI Ta IMHAMIYHOT
CUCTEMU IOBEAIHKA BOPOTIB Ha OCHOBI CKIHYUCHHUX aBTOMATIB.

Po3pobnennii MpoTOTHIT Ma€ 3aBepllieHy apXiTeKTypy, [0 BKIOYAE CHCTEMY
KEpyBaHHA TOJOBHHM TE€pOEM 3a JOMOMOrorp makera Input System, mexaHiky
TOCHIJDKEHHSI CBITY, JIBOCTOPOHHIO OOMOBY CHCTEMY [IJII TPaBIsl Ta BOPOTIB,
CHHXPOHI30BaHy 3 aHIMallsIMH yepe3 Animation Events, a Takoxk 1HTEICKTyaJIbHYy
kaMepy Ha 0a3i Cinemachine, 110 MIaBHO CIiIye 3a IEPCOHAKEM.

VY xo1 pobotu OyII0 BUPIIICHO HU3KY TEXHIYHUX 3aBAaHb. Jjist HaBiramii Al-
areHTiB y 2D-cepenoBumnii craggapTHAMA 1HcTpyMeHT Al Navigation Oyio ycHinHo
aJIaliTOBaHO 3a JIONIOMOTOI0 cTopoHHKOTO po3mmpeHHs NavMeshPlus. [TobymoBa
PIBHS BUKOHaHa 3a TIOpHJIHMM IIAXOJOM, IO HOEJAHYE S()EKTUBHICTh CHCTCMH
Tilemap mnst cTBOpeHHS naHAmMA(TY Ta THYUKICTh TpedaliB s AeTamizalii
OTOYCHHS. ABTOMaTH3allisi HAIlOBHCHHS CBITY pealli30oBaHa uepe3 allroOpuTM
BUIIAKOBOT'0 PO3MIIICHHS 00'€KTIB.

PesynbraToM poOoTH € (pyHKIIOHAIBHHI IIPOTOTUII IFPOBOTO 3aCTOCYHKY 3
IIUTICHOIO CTPYKTYpOIO, HAJIAIITOBAHUMHU 0a30BHMH MeXaHIKaMH Ta MPOIyMaHOIO
apxitektypoto. [IpeacTaBieHuil MPOEKT AEMOHCTPYE YCIIIIIHE HOEJHAHHI MEXaHIK
MpOIleTypHOi TeHepallii Ta KepoBaHOTO CTaHAMU INTYYHOTO IHTENEKTy B
cepemoBumil Unity 1 MoOXe CIyryBaTH MIITHOIO OCHOBOKO IS TOAAIBIIOTO

PO3LIMPCHHS Ta CTBOPEHHS ITOBHOI[IHHOT'O I'POBOTO IIPOJIYKTY.
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JOJATOK A. BUXITHUI KOJI OCHOBHUX CKPUIITIB

A.1 ITporpamumii kox moayasi Hero.cs

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.InputSystem;

public class Hero : MonoBehaviour

{

public static Hero Instance { get; private set; }

[SerializeField] private float movingSpeed = 5f;

private Rigidbody2D rb;
private HeroVisual heroVisual;

private HeroHealth heroHealth;

private float minMovingSpeed = 0.1f;

private bool isRunning = false;

private void Awake() {
if (Instance != null && Instance != this) {
Destroy(gameObject);

return;
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}

Instance = this;

rb = GetComponent<Rigidbody2D>();
heroVisual = GetComponentInChildren<HeroVisual>();
heroHealth = GetComponent<HeroIlealth>();
}
private void Start() {
if (Gamelnput.Instance != null) {

Gamelnput.Instance.OnHeroAttack += Gamelnput_OnHeroAttack;

private void OnDestroy() {
if (Gamelnput.Instance != null) {

Gamelnput.Instance.OnHeroAttack -= Gamelnput_OnHeroAttack;

private void Gamelnput_OnHeroAttack(object sender, System.EventArgs e) {
if (herolealth != null && heroHealth.IsDead()) {
return;

}

heroVisual.PlayAttackAnimation();
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private void FixedUpdate() {
if (heroHealth != null && heroHealth.IsDead()) {
rb.velocity = Vector2.zero;
isRunning = false;
return;

}

HandleMovement();

private void HandleMovement() {

if (Gamelnput.Instance == null) return;

Vector2 inputVector = Gamelnput.Instance.GetMovementVector();

rb.MovePosition(rb.position + inputVector * (movingSpeed * Time.fixedDeltaTime));

if (Mathf.Abs(inputVector.x) > minMovingSpeed || Mathf.Abs(inputVector.y) >
minMovingSpeed) {

isRunning = true;
} else {

isRunning = false;

public bool IsRunning() {



return isRunning;

public Vector3 GetHeroScreenPosition() {
if (Camera.main == null) return Vector3.zero;

Vector3 heroScreenPosition =

Camera.main.WorldToScreenPoint(transform.position);

return heroScreenPosition;

A.2 IIporpamumnii kox Mmoayasi HeroIlealth.cs

using UnityEngine;

public class HeroHealth : MonoBehaviour

{
[SerializeField] private int maxHealth = 5;
private int currentHealth;

private bool isDead = false;

private Animator animator;

private void Awake() {

currentHealth = maxHealth;

animator = GetComponentInChildren<Animator>();
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public void TakeDamage(int damage) {
if (isDead) {

return;

currentlealth = damage;

if (currentHealth <= 0) {

Die();

private void Die() {

if (isDead) return;

isDead = true;

if (animator != null) {

animator.SetTrigger('"Dead");

Hero heroComponent = GetComponent<Hero>();
if (heroComponent != null) {

heroComponent.enabled = false;
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}

HeroVisual heroVisualComponent = GetComponentInChildren<HeroVisual>();
if (heroVisualComponent != null) {

heroVisualComponent.enabled = false;

Collider2D coll = GetComponent<Collider2D>();
if (coll != null) {

coll.enabled = false;

Rigidbody2D rb = GetComponent<Rigidbody2D>();
if (rb !=null) {
rb.velocity = Vector2.zero;

rb.isKinematic = true;

public bool IsDead() {

return isDead;

A.3 lIporpamuuii kox moayast HeroVisual.cs

using System.Collections;



using System.Collections.Generic;

using UnityEngine;

using UnityEngine.InputSystem;

public class HeroVisual : MonoBehaviour

{

private Animator animator;

private SpriteRenderer spriteRenderer;

private const string IS RUNNING = "IsRunning";

private const string ATTACK TRIGGER = "Attack";

public float attackRange = 1f;
public int attackDamage = 1;
public float knockbackForce = 5f;

public LayerMask enemyLayer;

private void Awake() {
animator = GetComponent<Animator>();

spriteRenderer = GetComponent<SpriteRenderer>();

private void Update() {
if (Hero.Instance != null) {

animator.SetBool(IS_RUNNING, Hero.Instance.IsRunning());
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AdjustHeroFacingDirection();

private void AdjustHeroFacingDirection() {
if (Camera.main == null || Mouse.current == null) {
return;

}

Vector3d mouseWorldPosition =

Camera.main.ScreenToWorldPoint(Mouse.current.position.ReadValue());

Vector3 heroPosition = transform.position;

if (mouseWorldPosition.x < heroPosition.x) {
spriteRenderer.flipX = true;
} else {

spriteRenderer.flipX = false;

public void PlayAttackAnimation() {

animator.SetTrigger(ATTACK TRIGGER);

public void TriggerDamage() {

Collider2D|] hitEnemies = Physics2D.OverlapCircleAll(transform.position,
attackRange, enemyLayer);
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foreach (Collider2D enemyCollider in hitEnemies) {
EnemyHealth enemy = enemyCollider.GetComponent<EnemyHealth>();
if (enemy == null) {

enemy = enemyCollider.GetComponentInParent<EnemyHealth>();

if (enemy != null) {
Vector2 direction = (enemy.transform.position - transform.position).normalized;

enemy.TakeDamage(attackDamage, direction, knockbackForce);

private void OnDrawGizmosSelected() {
Gizmos.color = Color.red;

Gizmos.DrawWireSphere(transform.position, attackRange);

A.4 IIporpamumnii ko moayasi EnemyAl.cs
using UnityEngine;

using UnityEngine.Al;

public class EnemyAl : MonoBehaviour



[SerializeField] private float aggroRange = 5f;
[SerializeField] private float attackRange = 1.5f;
[SerializeField] private float roamInterval = 3f;
[SerializeField] private float idleDuration = 2f;
[SerializeField] private float minRoamRange = 4f;

[SerializeField] private float maxRoamRange = 5f;

private NavMeshAgent agent;
private Transform target;

private Vector3 basePosition;

private enum State { Roaming, Idle, Chasing, Attacking, Dead }
private State currentState;

private float stateTimer;

private Animator animator;

private EnemyHealth enemyHealth;

private void Awake() {
agent = GetComponent<NavMeshAgent>();
agent.updateRotation = false;
agent.updateUpAxis = false;
animator = GetComponentInChildren<Animator>();

enemyHealth = GetComponent<EnemyHealth>();
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basePosition = transform.position;
currentState = State.Roaming;

stateTimer = roamInterval;

private void Update() {
if (currentState == State.Dead || (enemyHealth != null && enemyHealth.IsDead())) {
agent.isStopped = true;
if (animator != null) animator.SetBool("'IsMoving", false);

return;

switch (currentState) {
case State.Roaming:
stateTimer = Time.deltaTime;
if (stateTimer <= 0f) {
RoamRandomly();
currentState = State.Idle;
stateTimer = idleDuration;

if (animator != null) animator.SetBool(''IsMoving", true);

break;

case State.Idle:

stateTimer = Time.deltaTime;
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if (animator != null) animator.SetBool(""IsMoving", false);
if (stateTimer <= 0f) {
currentState = State.Roaming;

stateTimer = roamInterval;

break;

case State.Chasing:
if (target == null) {
currentState = State.Roaming;
if (animator != null) animator.SetBool('"'IsMoving", false);
agent.isStopped = false;

return;

float distToTarget = Vector3.Distance(transform.position, target.position);

if (distToTarget <= attackRange) {
currentState = State.Attacking;
agent.isStopped = true;
if (animator != null) animator.SetBool('"IsMoving", false);
} else if (distToTarget <= aggroRange) {
agent.isStopped = false;
agent.SetDestination(target.position);

FaceTarget();
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if (animator != null) animator.SetBool(''IsMoving", true);
} else {

target = null;

currentState = State.Roaming;

agent.isStopped = false;

if (animator != null) animator.SetBool(''IsMoving", false);

break;

case State.Attacking:
if (target == null) {
currentState = State.Roaming;
if (animator != null) animator.SetBool(""IsMoving", false);
agent.isStopped = false;

return;

distToTarget = Vector3.Distance(transform.position, target.position);

if (distToTarget > attackRange) {

currentState = State.Chasing;

agent.isStopped = false;

if (animator != null) animator.SetBool(''IsMoving", true);
} else {

FaceTarget();
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break;

private void RoamRandomly() {

Vector3 randomDirection = Random.insideUnitSphere *

Random.Range(minRoamRange, maxRoamRange);
randomDirection += basePosition;

randomDirection.y = transform.position.y;

NavMeshHit hit;

if (NavMesh.SamplePosition(randomDirection, out hit, maxRoamRange,

NavMesh.AllAreas)) {
agent.SetDestination(hit.position);
agent.isStopped = false;
} else {
agent.isStopped = true;
if (animator != null) animator.SetBool("IsMoving", false);
currentState = State.Idle;

stateTimer = idleDuration;

private void FaceTarget() {

if (target == null) return;
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if (target.position.x < transform.position.x) {

transform.localScale = new Vector3(-Mathf.Abs(transform.localScale.x),

transform.localScale.y, transform.localScale.z);
} else {

transform.localScale = new Vector3(Mathf.Abs(transform.localScale.x),

transform.localScale.y, transform.localScale.z);

}

private void OnTriggerEnter2D(Collider2D other) {
if (other.CompareTag("Player")) {
target = other.transform;

currentState = State.Chasing;

private void OnTriggerExit2D(Collider2D other) {
if (other.CompareTag("Player")) {
if (other.transform == target) {
target = null;
currentState = State.Roaming;
if (animator != null) animator.SetBool("'IsMoving", false);

agent.isStopped = false;



public void OnDeath() {
currentState = State.Dead;
if (agent != null) agent.isStopped = true;
if (animator != null) animator.SetBool(''IsMoving", false);

enabled = false;

private void OnDrawGizmosSelected() {
Gizmos.color = Color.yellow;
Gizmos.DrawWireSphere(transform.position, aggroRange);
Gizmos.color = Color.red;

Gizmos.DrawWireSphere(transform.position, attackRange);

A.S IIporpamumnii kox moayJusi EnemyHealth.cs

using System.Collections;

using UnityEngine;

public class EnemyHealth : MonoBehaviour

{

[SerializeField] private int maxHealth = 3;

private int currentIlealth;
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private bool isDead = false;

private Animator animator;
private Rigidbody2D rb;

private Collider2D coll;

private EnemyCombat enemyCombat;

private EnemyAl enemyAl;

private void Awake() {
currentHealth = maxHealth;
animator = GetComponentInChildren<Animator>();
rb = GetComponent<Rigidbody2D>();
coll = GetComponent<Collider2D>();
enemyCombat = GetComponent<EnemyCombat=>();

enemyAl = GetComponent<EnemyAI>();

public void TakeDamage(int damage, Vector2 knockbackDirection, float
knockbackForce) {

if (isDead) return;

currentHealth = damage;

if (rb != null) {

if (!rb.isKinematic) {

79



80

rb.AddForce(knockbackDirection * knockbackForce, ForceMode2D.Impulse);

if (currentHealth <= 0) {

Die();

private void Die() {

if (isDead) return;

isDead = true;

if (coll != null)

coll.enabled = false;

if (rb !=null) {
rb.velocity = Vector2.zero;

rb.isKinematic = true;

if (animator != null) {

animator.SetTrigger('"Dead");



if (enemyCombat != null) {
enemyCombat.Die();

}

if (enemyAlI != null) {

enemyAl.OnDeath();

StartCoroutine(DelayedDestroy());

private IEnumerator DelayedDestroy() {
if (animator != null) {
float clipLength = GetClipLength(''Dead™);
if (clipLength > 0) {
yield return new WaitForSeconds(clipLength + 0.1f);
} else {
yield return new WaitForSeconds(1f);
H
} else {
yield return new WaitForSeconds(1f);

}

Destroy(gameObject);
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private float GetClipLength(string clipName) {
if (animator == null || animator.runtimeAnimatorController == null) {

return 0f;

foreach (AnimationClip clip in animator.runtimeAnimatorController.animationClips)

if (clip.name == clipName) {

return clip.length;

}

return 0f;

public bool IsDead() {

return isDead;

A.6 ITporpamumii kox Mmoayasi EnemyCombat.cs

using System.Collections;

using UnityEngine;

public class EnemyCombat : MonoBehaviour

{

public float attackRange = 1.2f;
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public float attackCooldown = 1.5f;

public int attackDamage = 1;

[SerializeField] private float attackZoneRadius = 0.5f;

[SerializeField] private Vector2 attackZoneOffset = new Vector2(0.5f, 0f);

public LayerMask playerLayer;

private Animator animator;

private Transform target;

private HeroHealth heroHealth;
private bool canAttack = true;

private EnemyAl enemyAl;

private EnemyHealth enemyHealthSelf;

private SpriteRenderer spriteRenderer;

private void Start() {
animator = GetComponentInChildren<Animator>();
enemyAl = GetComponent<EnemyAI>();
enemyHealthSelf = GetComponent<EnemyHealth>();

spriteRenderer = GetComponentInChildren<SpriteRenderer>();

private void Update() {
if (enemyHealthSelf != null && enemyllealthSelf.IsDead()) {

return;



if (target == null)

FindTarget();

if (target != null) {
float dist = Vector2.Distance(transform.position, target.position);
if (dist <= attackRange & & canAttack) {

StartCoroutine(Attack());

private void FindTarget() {
GameObject player = GameObject.FindGameObjectWithTag('Player");
if (player != null) {
target = player.transform;
heroHealth = player.GetComponent<HeroHealth>();
if (heroHealth == null) {
heroHealth = player.GetComponentInChildren<HeroHealth>();
if (heroHealth == null) {

heroHealth = player.GetComponentInParent<HeroHealth>();
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private IEnumerator Attack() {
canAttack = false;
if (animator != null) animator.SetTrigger(" Attack");
yield return new WaitForSeconds(attackCooldown);

canAttack = true;

public void DealDamage() {
if (heroHealth == null) {

return;

Vector2 currentAttackZoneOffset = attackZoneOffset;

if (spriteRenderer != null && spriteRenderer.flipX) {
currentAttackZoneOffset.x *=-1;

}

Vector2 attackOrigin = (Vector2)transform.position + currentAttackZoneOffset;

Collider2D[] hitPlayers = Physics2D.OverlapCircleAll(attackOrigin,
attackZoneRadius, playerLayer);

foreach (Collider2D playerCollider in hitPlayers) {
HeroHealth targetHeroHealth = playerCollider.GetComponent<HeroHealth>();
if (targetHeroHealth == null) {

targetllerollealth = playerCollider.GetComponentInParent<Herollealth>();
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if (targetHeroHealth != null && !targetHeroHealth.IsDead()) {

targetHeroHealth. TakeDamage(attackDamage);

public void Die() {
StopAllCoroutines();
canAttack = false;

enabled = false;

private void OnDrawGizmosSelected() {
Gizmos.color = Color.yellow;
Gizmos.DrawWireSphere(transform.position, attackRange);
Gizmos.color = Color.red;
Vector2 currentAttackZoneOffset = attackZoneOffset;
if (spriteRenderer != null && spriteRenderer.flipX) {
currentAttackZoneOffset.x *=-1;

}

Vector2 gizmoAttackOrigin = (Vector2)transform.position +

currentAttackZoneOffset;

Gizmos.DrawWireSphere(gizmoAttackOrigin, attackZoneRadius);



A.7 Ilporpamumnii ko moayass EnemyVisual.cs

using UnityEngine;

public class EnemyVisual : MonoBehaviour

{

public void DealDamage() {

}

A.8 IIporpamuamnii kox moayast Gamelnput.cs
using System;

using System.Collections;

using System.Collections.Generic;

using Unity.VisualScripting;

using UnityEngine;

using UnityEngine.InputSystem;

public class Gamelnput : MonoBehaviour

{

public static GameInput Instance { get; private set; }

private HerolnputActions herolnputActions;

public event EventHandler OnHeroAttack;

87



private void Awake() {

Instance = this;

herolnputactions = new HerolnputActions();

herolnputActions.Enable();

heroInputActions.Combat.Attack.started += HeroAttack started;

private void HeroAttack started(InputAction.CallbackContext obj) {

OnHeroAttack?.Invoke(this, EventArgs.Empty);

public Vector2 GetMovementVector() {
Vector2 inputVector = herolnputActions.Hero.Move.ReadValue<Vector2>();

return inputVector;

public Vector3 GetMousePosition() {
Vector3 mousePos = Mouse.current.position.ReadValue();

return mousePos;
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A.9 IIporpamunii kox Mmoayuass RandomGanarate.cs

using UnityEngine;

public class RandomGanarate : MonoBehaviour
{

public GameObject[] grass;

public int numberObject;

private int generatedObject = 0;

public float minRange, maxRange;

void Update()

{

if (generatedObject < numberQObject)
{
Generate();

generatedObject++;

public void Generate()
{
int rand = Random.Range(0, grass.Length);
var cell = Instantiate(grass[rand], transform.position, Quaternion.identity);

cell.transform.position = new Vector3(Random.Range(minRange, maxRange),

Random.Range(minRange, maxRange), transform.position.z);

}
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A.10 ITporpamuui kox moayJuast GameHelper.cs
using System.Collections;
using System.Collections.Generic;

using UnityEngine;

namespace HeroAdventure.GameHelper

{

public static class HeroHelper
{
public static Vector3 GetRandomDir() {

return new Vector3(Random.Range(-1f, 1f), Random.Range(-1f,
1f)).normalized;

}



