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Cepriit MOXXAPOBCBHKHH
2 0epe3ns 2026 poky

3ABJAAHHS
HA KBAJI®IKALIHY POBOTY 3/I0BYBAYY OCBITH

SAKPEHUYHOMY Ouexkcanapy OjiekcaHAPOBUYY

1. Tema poGoTu: Po3poOka rpu xanpy Survivor-like na UNITY

Kepiauk podotn: MOKAPOBCBKA Jlwoamuiaa BosiogumupiBHa

3arBepkeHa Haka3oM Koseky Big 10 6epe3nsi 2026 poky, NeS1-u

2. Ctpok nogaHHs 3100yBaueM ocBITH poOoTH: 29 TpaBHs 2026 poky

3. Buxiani gani go podotu:  Ilpoliec npoekTyBaHHs, MOJIETIOBAHHS Ta MPOrPAMHO1

peanizauii MmoBoro C# Ha pyuiii Unity 1BoBUMIpHOI rpu skaHpy Survivor-like y ctumi

TOTUYHOTO MIKCENIb-apTy, BKIIOYAIOYH PO3POOKY CUCTEM aBTOMAaTUYHOTO 0010,

reHepairii XBuib Boporis, Roguelike-mokpaiiienp Ta ontumiszallli peHIASpUHTY BEJIUKOL

KIJIBKOCTI 00'€KTIB.

4. 3MICT pO3paxXyHKOBO-TIOSICHIOBAJILHOT 3aMMUCKH (MEPJIiK MUTaHb, K1 TOTPIOHO
pO3pOOUTH) OIJISA] Ta aHAII3 TEXHOJIOTIH pPO3pOOKH MPOrpaMHOro NpoAyKTY,

MIPOEKTYBAaHHS Ta po3po0Ka MPOrpaMHOIO MPOIYKTY, KEPIBHUIITBO BUKOPUCTAHHSI

IIPOTPAMHOTO IPOIYKTY

5. [lepemnik rpadiunoro Marepiaiy (3 TOYHUM 3a3aHAYEHHAM OOOBSI3KOBUX KPEJICHb):

6. Koncynprantu po3aiiiB poOoTu:

: Jlara, mianmc
Poznin Koncynbrant =
3aBaaHHs BUjana | 3aBlaHHs NpUHHsIIA
1 Jropmuna MOXKXAPOBCBKA | 20.03.2026 10.04.2026
Jlropmuna MOXXAPOBCBKA | 10.04.2026 24.04.2026
3 JIropmuna MOXXKAPOBCBKA | 24.04.2026 01.05.2026

JlaTa Bunaui 3aBnanus: 16 6epe3nsi 2026 poxy




KAJIEHIAPHUM IIJIAH

Ne Ha3pa eraniB kBajigikauiiinoi .
Crtpok BukoHanHs | Ilpumirka
3/m podoTu

JleTrepMiHyBaHHSI METH Ta Iijiell poOOTH,

| BCTaI.JOBJ'IeHHH o0’ekTa Ta TpeaMeTa 20.03.2026 BUKoOHATO
JOCIIIJIPKEHHSI,  BU3HAYCHHS  3aB/IaHb
PO3pOOKH MPOTPAMHOTO 3a0€3MECUCHHS

2 | OkpecieHHs MPOEKTY PO3POOKH 27.03.2026 Bukonano
o :

3 OpMYJ?}OBaHH}I TEXHIYHOTO 3aBJaHHS Ta 03.04.2026 BUKoHATHO
OTJIsi/L JIITepaTypu

4 | [IpoexTyBaHHs CTPYKTYpH 10.04.2026 Bukonano
C » —

5 .TBOpeHH}I KOJly, MOro OnTUMi3alis Ta 17.04.2026 BUKoOHAIO
B1JIJIar0KICHHS

6 | TectyBaHHS Ta PO3rOPTaHHS CUCTEMU 24.04.2026 Bukonano

. OOpo6OKa pe3ynbTaTiB poOOTH, 01.05.2026 BUKoHATO
HanucaHnHsa Ta odopmiienHs [13

3100yBay OCBITH Onexcanznp SAKPEHUYHMI
KepiBHuk poboTH JIronmuina MOXAPOBCBKA




PEDEPAT

3anucka: 102 crop., 25 puc., 1 Tabu., 1 nogatok, 20 mKepern.

TEUMIN3ANH, TOTUYHUI ITIKCEJIb-APT, JBOBUMIPHA I'PA, I'POBI
MEXAHIKH, OOII, [IPOTPAMHA PEAJII3ALILSL, TECTYBAHHS I13, ACTION
ROGUELIKE, C#, GUI, SURVIVOR-LIKE, UI/UX, UNITY.

OO0’ €eKT TOCHIKEHHS: TPOLIEC MPOEKTYBAHHS Ta MPOTpaMyBaHHS ABOBUMIPHOT Ipu

xaHpy Survivor-like 3 Xyg0x)HIM 0pOpPMIIEHHSIM y CTHIII TOTUYHOTO MIKCENb-apTy.

Meta poOoTH: IPOEKTYBaHHS Ta MpOTrpaMHa peanizallisi IBOBUMIPHOI I'pHU >KaHPY

Survivor-like 3 BukOpHuCTaHHSM MeXaHIK aBTO0OI, Tporpecii Ta XyI0XHBOTO

O(QOpPMJIEHHS y CTUJII TOTUYHOT'O MIKCENb-apTy.

MeTtoau JOCHIIKEHHS:

PO3IIISAT Cy4aCHUX MIXOIB 0 PO3POOKH B1I€OIrOp;
JOCIIKEHHST 0COOIMBOCTEM )KaHpy Survivor-like;
MOJIETIOBaHHS ITPOBUX MEXaHIK;

MPOEKTYBAHHS apXITEKTYPH MPOTPAMHOTO IPOAYKTY;
po3po0Oka Ta inTerpauis 2D-rpadiku;

¢yHKUIOHATBHE TecTyBaHHs 113.

Pesynbratu: po3pobneHo Ta mporectoBaHo 1HTepakTuBHY 2D-rpy Necrocide y

xaHpl Survivor-like 3 peanizaiiero cuctemMu aBTOOOK, CHABHY XBHIIb BOPOTIB,

BUIIAAKOBUX IMOKpAIICHb IIECPCOHAKA Ta XYHAOXKHbBOI'O Oq)OpMJ'IeHH}I y CTHJIl TOTHYHOT'O

MIKCETb-apTy.
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HHEPEJIIK YMOBHMUX ITIO3HAYEHb, CUMBOJIIB, OAUHUILb,
CKOPOYEHD I TEPMIHIB

[1IK (ITepconanpHuil KOMIT'I0TE€p) — IHAUBIAyaJIbHA OOUYKCIIOBAIbHA CTAHITIS, 110
BUKOPUCTOBYETHCS JIJIsl aBTOMATH3aIlli pOOOUYMX MPOIIECIB, HABYAHHS, POTpaMyBaHHs
YU MYyJbTUMEIIMHUX PO3Bar KOPUCTyBaya.

[13 (ITlporpamue 3abe3nedeHHs) — MUTICHUM KOMIUIEKC 1HCTPYKIIH, 1uppoBUX
KO/IB, CKPHUITOBUX CIIEHapiiB Ta 0107i0TeK, sIKI peani3yloTh BUKOHAHHS IIJIHOBHX
3aJ1a4 00YHMCIIIOBAJIBLHOK CUCTEMOIO.

OC (Omepamiitna Cucrema) — (¢GyHIaMEHTaJIbHMIA TaKeT MPOrPaMHUX
1HCTPYMEHTIB, 1110 3/1MCHIOE MPsSME aMIHICTPYBaHHS allapaTHUX PECYPCIB MPUCTPOIO
Ta (hOpMy€ EKOCUCTEMY JJIS 3aIlyCKy MPUKIATHOTO COPTY.

T3 (Texniune 3aBnaHHs) — BUXITHUNM HOPMATUBHUHN JOKYMEHT, SIKUH JCTaIbHO
onucye (QYHKIIOHAIBbHY apXiTEeKTypy, JIMITH, METy Ta 0a30B1 KpuTepli SKOCTI
po3po0bmtoBanoro IT-ipoaykTy.

UI (User Interface) — cucrema iHTepakTUBHHUX Bi3yallbHUX KOMITOHEHTIB (KJIaBIIII,
MEHIO, TaHeJiel, I1HIUKATOpIB), 3a JOMOMOIOI SIKUX JIOJUHA Oe3MmocepeaHbo
B3a€EMOJIIE 3 TOJATKOM.

UX (User Experience) — cy0'€eKTUBHE CHPUMHSTTS, pIBEHb EpPrOHOMIKH,
KOM(OpTY Ta 3arajpHUX BpaXeHb, SKI (OPMYIOTBCA y KOpHUCTyBaya Tl Yac
ornepyBaHHs IHTEP(PEHCHOIO YACTUHOKO TPOYKTY.

QA (Quality Assurance) — IMJIaHOMIPHUI MPOLEC KOHTPOIK Ta TECTYBAaHHS,
OpIEHTOBaHUM Ha MepeBipKy mpare3aaTHocTi [13, nokamizaiito nedexriB koay (0ari)
Ta OIIHKY 3arajbHOi TEXHIYHOT CTa01IbHOCTI.

NPC (Non-Player Character) — kepoBaHuii aqrOpuTMaMH IITYYHOTO 1HTEIEKTY
a00 (IKCOBaHMMHU CKPUIITAMH BHYTPIIIHBOITPOBHM FOHIT, 3 SKUM B3aEMOJIIE
KOPHUCTYBaY.

FPS (Frames Per Second) — KiJIbKICHHI MTOKa3HUK T'eHepallii rpadiuHuX KaJIpiB 3a
OJIMHULIIO Yacy (CEeKyHIy), 110 BHU3HAYA€ CTYIIHb IUIABHOCTI BI3yaJbHOTO PsAy Ta
MPOYKTUBHICTH OOUHCIICHbD.

IDE (Integrated Development Environment) — KoOMIUIEKCHE MpOTpaMHe
CepeNOBUIIE 1HXKEHEepa, 1[0 KOHCOJIIIy€E€ TEKCTOBUN PeAaKTop, 3aCO0M KOMMUIAIIT Ta

MOJYJI1 JIs IOIIYKY M YyCYHEHHS Ne(EeKTIB y KOJI.

Apx.
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API (Application Programming Interface) — apxiTekTypHuii iHTEepdeiic
B3a€MO/Ii1, 10 Hajae€ HaOlp roTOBUX (YHKIIN Ta CTPYKTYp JJIsI OOMIHY JaHUMH MiX
BIJIOKPEMJICHUMHU KOMITIOHEHTaMH COPTY.

Pixel Art — cTHIICTHYHMI HaNpsM JIBOBUMIPHOTO HU(PPOBOTO MHCTEITBA, i€
dbopMyBaHHS 300pakeHb BIJIOYBAETHhCS 4YEepe3 PYUYHE TMOIMIKCEIbHE MAalIOBaHHS 3
aKIIEHTOM Ha JIUCKPETHY PacCTPOBY €CTETHKY.

Sprite (CnpaiiT) — 1301b0BaHUN JBOBUMIpHUI TpadiuHuil 00'€KT (CTaTUYHHIA
MaJIFOHOK a00 aHIMAIHHU JIUCT TEKCTYPH ), 1110 BUCTYTIA€ OKPEMHUM €JIEMEHTOM CLIEHU
YU MIEPCOHAKEM.

Game Engine (irpoBuii pyiiil) — 0a3oBe mporpaMHe spo (CepeloBHUIIE), IO
ONTUMI3y€E Ta AaBTOMAaTU3y€ CTBOPEHHS BIACOINOp NUIAXOM LEHTPAII30BaHOIO
KEepyBaHHA PEHACPUHTOM, (PI3UKOIO TBEPAUX TLT Ta 3ByKOBUMHU MOTOKAMHU.

2D (Two-Dimensional) — nBoBMMIpHa KOOpJMHATHA CHUCTEMa B1IOOPa’KEHHS
rpadiky, mapameTpu IpoCTOpy AKOI OOMEXKYIOThCS BUMIpaMU IIMPUHU Ta BUCOTHU

00'eKTIB.

Apk.
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BCTYII

AKTyanbHICTh TeMH. [HIyCTpis reiiMIeBy Ha CbOTOIHI € OJHI€I0 3 HaWOUIbII
JUHAMIYHUX 1HHOBAIIMHUX T1JI0K y cdepi KOMI'IOTEPHUX TEXHOJIOT1H, 110 TapMOHIHHO
MOEJIHYE THXKEHEPIIO MPOTrpaMHOro 3a0e3MEeUeHHs Ta Cy4acHE Bi3yallbHE MHUCTEITBO.
Bineoirpu naBHo nepectanu OyTH BUKJIIOYHO 3aCO00M pO3Baru, NepeTBOPUBIINCH HA
BaroMHuil COIIOKYJIbTYPHUN Ta TEXHOJOTIUHUN (hEeHOMEH, SIKUI 3a piIBHEM BIUIMBY Ha
CYCHIJILCTBO CTOITh B OJTHOMY Py 3 KIHeMaTorpadoM Ta JIiTeparyporo. Sk npodiibHi
JOCTITHUKHA, TaK 1 aKTUBHI KOPHUCTYyBaul KOHCTaTyIOTh CTpPIMKE MacIuTaOyBaHHS
IPAJIbHOTO PUHKY, HOr0 THYYKY aJaNTallil0 10 MIHJIMBUX 3alHUTIB ayAUTOpli Ta
IHTErpauio NepeloBuX NpakThuK po3podku [13 y Halipi3HOMaHITHIIII KaHPOB1 HIIII.

Oco0suBHI CIJIECK MOIYJSPHOCTI OCTAHHIMU POKAaMHU JEMOHCTPYE KaHP
Survivor-like (cripaBxkHIM KaTani3aTOpOM SIKOT'O CTaB KOMEPLIMHHIA yCIiX MPOEKTIB HA
KIITaAT Vampire Survivors), e KIIF0O4OBUW (POKYC 3MIIIEHO Ha BH>KMBAHHS B yMOBax
0e3MepepBHOTO TUCKY XBUJIbL BOPOTiB, aBTOMAaTH3aIit0 OOMOBUX [l Ta BapIaTUBHICTh
cuHepreTuyHux edekrtiB. Cremnudika HbOro HANpsIMy MOJISATa€e y BIAJIOMY MO€IHAHH]
MmexaHik Action Roguelike, xonuemniii mocTymnoBoro Macita0yBaHHSI CKJIAIHOCTI,
€BOJIIOIIT XapaKTePUCTUK TEPCOHa)ka Mia 4Yac 3a0iry, a TaKoXX NPOTUCTOSHHA 3
KOJIOCAJIbHOIO KIJTBKICTIO CYNMPOTHMBHHKIB, 110 (POpMy€ BHUCOKY peirpaleibHICTh Ta
yTPUMYE€ yBary ayauTopii.

JIoTaTKOBO aKTyaJbHICTh L€l Mpaml MIATBEPIAXKYETbCS CTPIMKHUM PO3BUTKOM
1H/1-CETMEHTY Ta HE3AJIEKHUX CTY[IH, UIsl SIKUX pamMKu Survivor-like ctanu 4y10BUM
noseM s ekcriepuMeHTiB. CydacHHMM JOCBiA HEBENMKHWX KOMAaH] JOBOAWTH
MO>KJIUBICTh CTBOPEHHSI TTIMOOKOT0, 3aXOIJIMBOrO Ta (PIHAHCOBO BUTIAHOTO MPOAYKTY
3 aBTEHTHUYHUM Bi3yaJbHUM CTHJIEM Ta HETPUBIAIbHUMHU aJlTOPUTMAaMH Mporpecii
HaBITh 32 OOMEXKEHUX pecypciB. Y HAyKOBUX PO3BIAKAaX IOJ0 €BOJIIOIII 1TPOBUX
TPEH/IIB 3a3HAYAETHCA, 110 CaM€ TaKi MPOEKTH € 1/1€aTbHUM MOJITOHOM JIJIsl TECTYBAHHS
HECTaHJIAPTHUX XYIOXHIX KOHIIETLINH, MOXMypoi aTMoc(epu Ta HOBHX MIAXOAIB A0
JTU3aifHy ITPOBUX CECIH.

BoaHoyac CcTBOpeHHsI 1HTEPAaKTUBHOI'O 3aCTOCYHKY TaKOro THUIy BHMAarae
pPETEeNBbHOrO0 MPOEKTYBAaHHS apXITEKTypH, HAJIAro/UKEHHS CTIMKUX 3B'SI3KIB MK

NpPOrpaMHUMHU  MOJAYJSIMH, ONTHMI3alii OOYHMCIIOBAJIBHUX pECcypciB TiJ 4ac

Apk.
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PEHIEPUHTY COTEHb OO'€KTIB Ta MEHEIKMEHTY CHaBHY CYNpPOTHUBHUKIB. HasBHi
METOJMYHI JDKepesa Ta MPpakKTU4IHI JOCIIKEHHS B 1HXKeHepli MynbTuMeiinoro 113
aKIIEHTYIOTh Ha TEXHOJOTIYHUX BHUKIMKAX PO3POOKH MOJIOHUX CHUCTEM, BHUCOKHX
CTaHJapTax ONTHUMI3allli, BAUMOTrax /10 TpadidHOro Ta 3ByKOBOTO KOHTEHTY, a TaKOX
3abe3reueHHi cTabiabHO1 SKOCTI (QA) Ta MO3UTUBHOIO KOPHCTYBAILKOTO JOCBITY
(UX).

MeTtoro pobOTHM € peanmizaiisi MOBHOTO >XUTTEBOTO IUKIY PO3pPOOKH Ta
Oe3mocepelHe TPOTpaMyBaHHS JBOBUMIPHOI Tpu xkaHpy Survivor-like 13
BIIPOBAKCHHIM KJIIACHYHUX >KAaHPOBUX MEXaHIK, aJITOPUTMIB BUIAJIKOBOTO BHOOPY
MOAM(IKATOPIB, CUCTEM aBTOOOIO Ta CTHIII30BAHOTO TIpaiyHOro OQOpMIIEHHS Mij
TOTUYHUH TIKCEIb-apT.

OO0’ €eKT JOCHIIKEHHS — MPOIEC aAPXITEKTYPHOTO MPOEKTYBAHHS Ta MPOTrpaMHO1
peaizaliii JBOBUMIPHOT KOMITIOTEPHOI I'pH sKaHpy Survivor-like y moxmypiit roTuuHin
CTHITICTHIII.

[IpeameT nOCHIIKEHHS — aITOPUTMH MO/IEITIOBAHHS ITPOBOTO OaNaHCy, METOIU
MPOLIETypHOI TeHeparlii CyNmpOTUBHUKIB Ta IHCTPYMEHTaNIbHI 3ac00u cTBOpeHHs 113,
30KpeMa CHCTEMHU aBTOATaKH, 00OpOOKHM KOMi31i Ta onTuMizallii rpadiki.

MeTtoau qJOCHIIKEHHS:

. aHali3 Cy4yaCHUX TEHJEHIIN Ta 1HKEHEPHUX PIIIEHb Y Mexax 00paHOro

IrpOBOTO KaHPY;

. JTOCHIDKEHHST apXITeKTypHUX OCOOMUBOCTEM ycmimHux Survivor-like
MIPOEKTIB;

. OOTpYHTYBaHHSI BHOOpPY TEXHOJIOTIYHOTO CTE€Ky Ta IHCTPYMEHTIB
PO3pPOOKHU;

. 3aCTOCYBaHHS TMPUHIUIIB 00'€KTHO-OPIEHTOBAHOTO TMPOTPaMyBaHHS
(OOID);

. NPOEKTYBaHHS Ta MOJIyJbHAa MOOyAOBa TNPOTPAMHOI apXiTEKTypU
3aCTOCYHKY;

. IrOPUTMIYHE MOJETIOBAHHS KIIFOUOBUX MEXaHIK Ta IIUKJIIB MPOTpecii;

. KOMIUIEKCHE (YHKLIOHAJbHE TECTyBaHHA (DIHAJIBHOTO MPOTPAMHOIO
POJYKTY.

Crpyktypa kBamidikamiiiHoi pobotu. [laHa mpans CKiIagaeTbCcsi 31 BCTYMHOI

Apk.
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YaCTHUHU, 3-X B3a€EMOTOB'I3aHUX PO3/ILJIIB OCHOBHOI TEKCTOBOI YACTHHH, BUCHOBKIB 10
KOXKHOTO 3 HHUX, 3araJlbHUX MJICYMKIB 3a pe3ylbTaTaMH JIOCIiKCHHS,
010morpadiyHOro CHHUCKY, IMEpeiKy MNPUUHATHX TEPMiHIB 1 TEPMIHOJOTTUHHUX
CKOpPOYEHb, a TaKOX KOMIUIEKCY AOJATKIB. Y TMOSICHIOBAJIbHIM 3aMuCIi JeTaibHO
BUBYCHO TEOPETUYHHUN 0a3uC kaHpy, GopMaTizoBaHO MaTeMaTHYHI Ta JIOT1YH1 MOJAEII
MEXaHIK, OMHUCAHO €Talld HalMCaHHS MporpamMHoro koay rpu Necrocide, iHTerparii
BI3yaJIbHUX AaKTWBIB, @ TaK0X HABEICHO AaHAIITHYHI pe3yJbTaTh Bepudikarii Ta

TECTYBAaHHS TOTOBOI'O 3aCTOCYHKY.

Apk.
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1 OIJISIA TA AHAJI3 TEXHOJIOT' Tl PO3POBKH MPOTPAMHOTO
MPOJYKTY

1.1 ITocranoBka 3aaa4i po3poOKH NPOrPAMHOIO NMPOIXYKTY

[TapanensHO 31 CTPIMKHM PO3MIMPEHHSM TJI00QNIBHOI IFPOBOI  ayAauTOpii
CIIOCTEPIraeThCsl MPOMOPIIiiHE 3POCTaHHS KIIBKOCTI PO3POOHHKIB, IO 3aroCTPIOE
KOHKYPEHIIIIO Ta 3MYIIY€ IIyKaTH yHIKaIbHI PIIICHHS 7S 3JTy4eHHSI KOPUCTYBAayiB.
[Tonpu Te, mo xaHp Survivor-like (Action Roguelike), sxuii 6a3yerbcsi Ha
aBTOMaTH3allli OOMOBUX 1M, BUKUBaHHI MPOTH HECKIHYEHHUX XBUJIb CYNIPOTUBHUKIB
Ta BapiaTUBHIN CHCTEMI MOKpalleHb, COPMYBABCs MOPIBHAHO HEIIOAaBHO, ChOTO/IHI
BIH MEPEKUBAE MK CBOET 3aTpedyBaHocTi. [IpoTe mMpoekTyBaHHS TaKUX 3aCTOCYHKIB €
CKJIaIHAM 1H)KEHEPHUM BUKIIUKOM, 0 BUMAra€ CUCTEMHOTO IMiIXOTy 0 apXiTeKTypH,
TOYHOTO MATEMAaTHYHOTO OajaHCyBaHHS MEXaHIK Ta yTpUMaHHS BUCOKOI IJIAHKU
ontuMizamli rpadiunoi migcucremu [8]. Came TOMY KIIOYOBUM 3aBJaHHSIM €
CTBOPEHHS TporpamMHOro 3abe3meueHHs, 3JaTHOTO MIATPUMYBaTH  BHCOKY
IHTEPaKTUBHICTh, CTA0UIBHY YacTOTy KaJApiB MPU PEHIAEPHUHTY COTEHb OO0'€KTIB Ta
ABTEHTUYHY Bi3yallbHy CTUJIICTHKY [9].

['onoBHa MeTa JaHOTO AOCTIHKEHHS TMOJIATAE y MPOEKTYBAaHHI Ta MPOrPaMHii
peanizallii ABOBUMIpPHOTO irpoBoro mpoaykry «Necrocide» y xanpi Survivor-like 3
BI3yaJIbHUM O(OPMIIEHHSM y CTHJII MMOXMYPOr0 FOTHYHOIO MiKCelb-apTy. OCHOBHA
reiiMIuIeiiHa KOHIEMIIA MPOEKTY TMepeadadae KepyBaHHS MaroM-HEKPOMAaHTOM, KM
IMPOTUCTOITH MACOBUM HaBajlaM BOPOTiB, BAKOPHUCTOBYE 3aKJIMHAHHS 3 aBTOMAaTUIHUM
HaBEJICHHSM, 30Upae pecypcH IJisi MOMEHTAIBHOTO ITiIBUIICHHS XapaKTePUCTHUK ITi]T
yac 3a0iry Ta po36sokye moctiiai anrpeiau [10]. IrpoBuii mpocTip TUTaHyeThCS
pealizyBaTH y BUTJISAII IPOCTOPOI apeHU TUITY «3aHe0aHe KJIaIOBUIIE) 3 TUHAMIYHUM
YCKJIaIHEHHSIM 30H, a pelTa (yHKIioHaTy 0a3yBaTUMEThCS Ha KIACMYHUX KaHOHAX
apeHHHUX POTJIAMKIB.

JIJis yCHiIIHOTO BUKOHAHHS HAKPECICHHUX 3aBJIaHb JKUTTEBUH ITUKI PO3POOKU

KOMIT'FOTEPHOI TP Ma€ MICTUTH Taki MOCIAOBHI eTan# [§]:

Apk.

KPO®MB.122.042.053.2026.113 9

3mn.

Apk. Ne doxym. Iionuc | ama




o aHaJli3 KIIOYOBUX MEXaHIK Ta apXiTeKTypHUX PIIeHb y cydacHuxX Survivor-like
NPOEKTax;
o JTOCII/DKCHHST HAsSBHOTO 1HCTPYMEHTapil0 Ta pPYHIiB JUIi CTBOPECHHS

JBOBUMIPHHUX 1T0p;

° dbopmyBaHHSs TiepeniKy (QYHKIIIOHAIEHUX Ta TEXHIYHUX BUMOT JI0 TIPOTPAMHOTO
IPOYKTY;

° IPOCKTYBAHHS MOJYJIBHOI CTPYKTYPH 3aCTOCYHKY Ta JIOTIKH B3a€MOJIl MiX
M1JICUCTEMaMHU;

o MporpaMHa peaizallisi 0a30BOro KOHTpoJepa MepeMillieHHs Ta MO3UI[10HYBaHHS
TpaBIIS;

° PO3pO0OKa AIrOPUTMIB aBTOMATUYHOTO BEJACHHS BOTHIO Ta PO3pPaxyHKY pajiyca
ypaKeHHS;

° MPOCKTYBaHHS IITYYHOTO 1HTEICKTY XBWJIb CYINPOTHBHHKIB Ta TITOBEIIHKU

¢1HanpHOTO OO0CA;

o cTBOpeHHs iHTepdericy kopuctyBaua (GUI) Ta eeMeHTIB JUHAMIYHOI Mary;

o 1HTerpatis rpaiyHOro KOHTEHTY, BATPUMAHOTO B €IMHIM KOHUELII TOTUYHOTO
MKCENb-apTy;

o IIPOBENICHHS BCEOIUHOTO KOHTPOJTO SKOCTI (QA), BKIFOYAIOYH MOIITYK MTOMHUIOK
Ta ONTHUMI3aIII0 KoY.

VY Mexax mporpaMHOi peanizallli nmeproyeproBy yBary He0OXiTHO MPUIITUTH
cTabUIBHOCTI OOPOOKH KOJI131i, MEHEKMEHTY JUHAMIYHOTO CTBOPEHHS Ta BUIAJICHHS
00'eKTIB (CHUCTEMI CMaBHY), a TaKOXX 0a30BHM eJieMeHTaM 1HTepdency KepyBaHHS.
Baxxnuee Micue B poOoTi mocigae rpadiyHUil CKIAJHUK, OCKUIBKH JOTPUMAHHS
3asBJICHOT TEMHU BHMAara€ aBTEHTHYHOTO BiIOOpPaKEHHSI TOTUYHOTO MiKCENb-apTy, IO
0e3rmocepeIHbO BIUIMBAE HA 3aHYPEHHS KOpHUCTyBada B aTMocdepy cBiTy. Kpim Toro,
KPUTUYHO BaKJIMBHMH KPUTEPISIMHU MPOCKTYBAHHS € MPOIYKTUBHICTh MPOTPAMHU TIijT
BUCOKHM OOYHMCITIOBAIbHUM HAaBAaHTAXEHHSM, paIllOHAJIBHE CIOXKHWBAHHS PECYPCIiB
MPUCTPOIO, KOPEKTHA (hi3uKa B3a€MOIIT Ta 3arajibHUN KOM(OPT IrpOBOTO TPOIIECY.

3amisa e(peKTUBHOTO BUPIIIEHHS MOCTABJICHOT 1HKEHEPHOI 3a7a4l TOYaTKOBUM

KPOKOM € JICTAJIbHUN aHali3 Cy4aCHUX METOJOJIOTIA pO3pOOKH, TOTOBUX PYIIiB Ta
. Apk.
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3aco0iB ontumizaiii 2D-rpadiku, 1mo 103BOJIMTE MIHIMI3yBaTH apXiTEKTYPHI PU3UKH

Ta CTPYKTYPYBaTH MOJAJIBIINKI MPOIEC HATMCAHHS KOAY.

1.2 AmHaJji3 Ta NOPiBHAHHS NMOXIOHUX J0XATKIB

Ha erani mpoekTyBaHHs HOBOTO MPOTPaMHOTO 3a0€3MeUeHHs OAHUM 13 0a30BUX
Ta HAUOIBII KPUTHYHUX KPOKIB € JOCITIPKEHHS HASIBHUX HA PUHKY PIIIEHb BiJ] IHIITUX
po3poOHUKIB. Pe3ynpTaT BUBUYEHHS TaKMX 3aCTOCYHKIB JIO3BOJISIOTH YIiTKO
apryMEHTYBATH JOIIBHICTh BUITYCKY HOBOTO MPOIYKTY, BUSIBUTU CHJIbHI Ta Clla0Ki
CTOPOHHM YMHHUX CUCTEM 1 chopMyBaTH (PIHATBHUN MyJl TEXHIYHUX BUMOT. 30KpeMa,
JeTaIbHUM po301p ycnimHux Survivor-like mpoekTiB JormomMarae BA3BHAYUTH HaWOLTbII
KUTTE3ATHI METOU MPOTPaMyBaHHS KIIOYOBUX T€MMIUIEMHUX IUKJIIIB, apXITEKTYpPH
reHeparlii XBuiib, rpa)iyHOr0 BUKOHAHHSA Ta B3aeMOJIl rpaBus 3 iHTepdericom. Kpim
TOTO, KOMIApaTHUBHUN aHali3 aHAJOrIB BIJIKPUBAE MOXIJIHMBICTH 3alO3UYUTH a0O0
MOAM(IKYBAaTH BAJ 1HXKEHEPHI1 PILLICHHS IT1]1 Yac HanucaHHs BiaacHoro 113.

be3zanepeuynuM ¢arMaHoM Ta HalOLIBII BIAOMUM MPEACTABHUKOM CYYaCHUX
irop y xaHpi Survivor-like € mpoexkt Vampire Survivors, SKuii BUPIZHAETHCS
KOJIOCAJIbHOIO KIJIBKICTIO OJTHOYACHUX O0'€KTIB HA €KpaHi, MOXMYpPOI aTMoc(eporo,
MIHIMQJIICTUYHUM, aJie 3aTATYIOUHUM ITPOJIaIoM Ta BapiaTUBHOIO CUCTEMOIO €BOJIONIT
30poi. Oco0nMBUIf aKIEHT aBTOPU 3pOOMIM Ha ONTUMI3AIll OOYMCIIIOBAILHUX
MPOLIECIB Ta JUHAMILI IrPOBOI CECli, 0 CTBOPIOE BUCOKY WIUIBHICTh MOJINA Mijg 4Yac
npoXo/pkeHHs apeHu. [lpukinan oQopmIleHHS CTapTOBOIO €KpaHa Ta 3arajlbHOl

CTHJIICTHKH BI3yally rpu Vampire Survivors IpoJAeMOHCTPOBAaHO Ha pUCYHKY 1.1.
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Rob Aster

VAMPIRE
SURVIVORS

ONLINE |4~}

@
v1.14.111

(55805184R)

Pucynok 1.1 I'onoBHe MeHto rpu Vampire Survivors

SIckpaBUM IPUKIAZOM SIKICHOI 1H)KEHEPHO1 pOoOOTH Ta KOMEPIIIHOrO yCHiXy B
MeXxax IIbOoro Hampsimy € rpa Brotato, e peanizoBaHO CHHEPril0 apeHHHUX LIYTEpIB,
3aMKHEHUX JIOKAI[il Ta rIIuOoKoi O0MOBOI CHCTEMH 3 aKIICHTOM Ha 30MpaHHs O1IIIB.
Brotato Hao4HO J€MOHCTpPY€ BHUCOKMH (PYHKIIOHAIbHUI TOTEHIIal CTBOPEHHS
BaplaTUBHHUX ITPOBUX MEXaHIK 3a JONMOMOror Iiockoi 2D-rpadiku Ta dITKO
MPOpPaxOBaHUX MATEMATHYHUX MOJENCH MpOoKadyku. ['pa CyTTEBO BUAIISIETHCS CEpen
KOHKYPEHTIB THYYKHMM HAJIAIMTyBaHHAM XapaKTEPUCTHK IEPCOHAKAa Ta BHUCOKOIO

JMHAMIKOIO O0MOBHX 30H (pUCYHOK 1.2).

Apk.
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WAVE 10

Pucynox 1.2 butBa 3 xBuiero BoporiB y rpi Brotato

OxkpiM aHami3y IrpOBUX MEXaHIK O€3MOCEPEIHbO, YKE BaXJIUBO MPABUIBHO

HanamryBatu ocobnmuBocti GUI Ta opranizamito B3aemonii 3 KOPUCTYBaudeM.

Hanpukian, sik mokasaHo Ha pucyHky 1.3.

* T LT
waw 003195 “n
= = 4
.

-

Level Up!

Damage by 1. Increases

Reduces incoming
retaliatory Damage by 10%.

Fires quickly in the faced direction.

Increase your Luck
for a chance to get 4
choices.

Pucynoxk 1.3 Expan Bubopy 30poi y Vampire Survivors

Jnst cywacHux Survivor-like irop € 6a30Bol0 HOPMOIO MaTH peaiCTUYHUUN

1HTEpdEic, AKUi € MIHIMaJTICTUYHUM 1 HE IEPEBAHTAXKYE aH1 MEHIO, aH1 IPOBUI €KpaH

3mn.
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BEJIMKOIO KIJIBKICTIO eleMeHTIB. e 103BoJisge Bi3yalbHO 301IbITUTH 00HOBY apeHy Ta

30CepeanTH yBary rpaBlis HAa MaHEBPYBaHH1 cepejl HAaTOBITY BOPOTiB, KOHTPOJIl pajiiyca

aTaKk Ta 3araJbHii JuHamiml 3a0iry. SIckpaBl mnpuKiIagu peanizaiii 1rpoBHX

iHTepdeiiciB HaBeieHO Ha pucyHkax 1.3 ta 1.4.

Pucynox 1.4 boiosuii intepdeiic kopuctyBaua (HUD) y rpi Brotato

Takox mig vac aHamizy aHaJloTiB OyJO JETalbHO PO3MIISIICHO Bi3yalbHI Ta

XYJI0’KH1 0COOJIMBOCTI MIKCENb-apTy, IK1 HEPIJKO BUKOPUCTOBYIOTHCS B HE3AJIEKHUX

irpoBux mpoekTax. KopuctyBanHus muiie 0oOMeXEHOI0 MaJiTPOI0 KOJIbOPIB, BEIUKHX

KOHTPACTIB Y OCBITJICHHI Ta ()OHIB 3 PI3HUMH PIBHIMH J€Tani3allii J03BOJISIE CTBOPUTH

IHAWBIAyaTbHUNA Bi3yaJdbHHUH CTHIIb HaBITh Y paMKax oOMekeHOol rpadiku, i HaBiTh y

2D ¢opmari. Jlns 1poro cayryBaB, y YUCIHI IHIINX, pO3MJIA] cTUiIi3auii rpu Boneraiser

Minions, mpukJiaau JoKaiii Ta 60ca K01 HaBEI€HO Ha PUCYHKY 1.5.
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Pucynok 1.5 — Ctunizauist rpu Boneraiser Minions

Takum 9YMHOM, PO3IJIA] NOAIOHUX MPOEKTIB MOKA3aB, IO OLIBIIICTh CyYaCHUX
ycmimHux Survivor-like irop MaroTh Taki CHiJIbHI pUCH: IHTCHCHUBHUW apeHHHIM
reimiieli; cucreMy — po30JIOKYBaHHS — BHUIIQJKOBUX  MOAU(DIKATOPIB  Tepos,
BUOKpPEMJICHE 1H/IMBIAyaJbHE Bi3yalbHe OPOPMIICHHSA Ta KOMOIHALIIO BH>KUBAHHS B
HATOBIIl BOPOTIB 3 €JIEeMEHTaMHU IIBUJKOI JAMHAMIKM Ta MeTa-mporpecy. OTpumani
pe3yibTaTH aHai3y OyJiM MOBHICTIO YM YAaCTKOBO BpaxoOBaHI MiJl 4ac (opMyBaHHs

KOHLIEMIT Ta MpoekTyBaHHs rpu Necrocide.

1.3 Bubip Ta O0OIPYHTYBAaHHSI TEXHOJIOIi PO3POOKH MPOrpamMHOro

NMPOAYKTY

KutreBuii 1MKI  CTBOPEHHS  OYIb-SIKUX  MYJIBTUMEIIMHMX  JIOJATKIB,
BKJIIOYAIOYM 1HAYCTPIIO0 redMeBy, 0a3yeThbcsl Ha BIPOBAIKEHHI IHCTPYMEHTApIO Ta
3ac001B po3p0o0OKH, IO 3/1aTHI FapaHTyBaTH CTaOUIbHY MpaIle3/1aTHICTh CUCTEMH, TOUHE
BIJITBOPEHHS 3aKJIQJICHOTO (DYHKITIOHAly Ta €proHOMIYHICTH IrpoJjialy 3 BHUCOKHUM
piBHeM UX. OOrpyHTyBaHHSI TEXHOJIOTIYHOTO CTEKY BUCTYyIa€ 0a30BUM (DyHIaMEHTOM
apxITeKTypHOTO TpoekTyBaHHS [I3, ockiibku oOpaHe pileHHsT Oe3MocepeHbO

BU3HAUYa€ MIBUAKICTH OOPOOKM NaHUX, SIKICTh Bi3yaui3allii, 3arajibHy ONTHUMI3allilo
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MPOJYKTY, & TAKOK THYUYKICTh Ta ONEPATUBHICTh CAMOT'O HAITMCAHHS KOJY.

Jliist TexHiuHOTO BTiIEHHS NpoekTy Necrocide Oyiio 3aimydeHo crieriaaizoBaHy
mwiatdopmy Unity, sika Hapasi 3aiiMae MO3UINIO0 OJHOTO 3 JIACPIB cepell CydacHUX
IrPOBUX PYIIIiB JIJI1 CTBOPEHHs iHTepakTUBHOTO codty y 2D Ta 3D mpocropax [11-
13]. KirouoBUMH MITIOCAMU LIBOTO CEPEIOBUINA € PO3BUHEHUH HAO1p IHCTPYMEHTIB IS
IocKkoi Tpadiku, IHTETpOBaHI CHUCTEMH OOpPOOKM (I3WYHMX KOMI3iH, MOyl
KepyBaHHA ClpaiTaMy Ta aHIMAIMHUMHU TpEeKaMH, a TaKOX BeJuKa 0aza roTOBHX
610mioTek s mporpamyBaHHsS JoTikH. Jlo Toro x Unity mpomoHye po3poOHUKY
3pyuHui (QYHKI[IOHAJ MUTTEBOTIO HAJIArOJKEHHsI Ta TECTYBaHHS KOy 0€31ocepeHbO
y BIKHI peJJakTopa 3 MOKJIMBICTIO TIOJIAJIBIIOT KpOCTIIATGOPMHOI KOMITUIALIT i1 Pi3Hi
OC.

3actocyBanHsa cepefoBuiia Unity € MOBHICTIO palliOHAJIbHUM, 3BaKalOYM Ha
HOT0 Opl€EHTAIIII0 HA KOMIIOHEHTHY apXITEKTypy 0OY0BH MpOrpaMHux 00'ekTiB [12].
Takuit 1HXEeHepHUM MiAX1]T J03BOJISIE€ JEKOMII03yBaTH 3arajibHy JIOT1KY 3aCTOCYHKY Ha
BIJIOKpEMJICHI, CJIAa0OMOB'I3aH1  KJacu, 10 CYTTEBO TMOJETIIYE MOJAJBIIHIMA
pedakTopuHr Ta MacimTabyBaHHS KOAY 3a MOTpeOM nomaBaHHs HOBUX ¢iu. [lns
CTBOPEHHSI aJITOPUTMIB TEPEMIIIEHHsI MPOTAroHICTa, MEXaHIKM aBTOMATHYHOTO
HABEJICHHS aTaK, TPUIEPIB CIaBHY BOPOTiB Ta iXHIX BI3yaJIbHUX CTaHIB JIOLIBHO
3acTOoCyBaTH 0a30B1 MOJYJl pyllis, 30KpeMa KOMIOHEHTH (I3UYHOI B3a€EMOJIl Ta
cucremy Animator Controller.

["'0710BHUM 1HCTPYMEHTOM IIpOrpaMmyBaHHs OyJji0 00paHO 00'€KTHO-OPIEHTOBAHY
MoBy C#, sika Mae Oe3moranHy iHTerpaiito 3 Unity, THyYKHN CHHTAKCUC Ta BUCOKI
MOKA3HUKHU IIBUAKOMII I 9ac BUKOHAHHS CKJIAaJHUX oOuucieHb [14-15]. Baromum
OAaTKOBUM (aKTOPOM Ha KOPUCTh ULBOrO BHOOPY € HasBHICTb PO3BHUHEHOI
eKOCHCTEMH, JEeTaIbHOI TEXHIYHOI JOKyMEHTalli Ta MacIiTa0HOi CHUIBHOTH
pPO3pOOHUKIB Ha MPOPIILHUX pecypcax, 10 3HAYHO MPUCKOPIOE MOIIYK PIIIEHb Ta
eran QA.

[Iporuiec HanMcaHHs, CTPYKTYypyBaHHS Ta peBi3ii BUX1IHOTO KOy 311 CHIOBAaBCS
B 1HTErpoBaHomy cepenoBuili po3poOku Visual Studio [16]. Ile mo3Bommio

ONTHUMI3yBaTH pPOOOUYMU dYac pO3pOOHMKA, aBTOMATU3yBaTH PYTHUHHI orepariii Ta
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H1ABUIIUTH €(EKTUBHICTh MOIIYKY MIPOrPAMHUX MOMUJIOK Ha CTa/lii HAJIArOJKEHHS.

3 ormsay Ha Te, IO BI3yaJdbHUM KOHIENT IpH Mepeadaydae 3acTOCYBaHHS
CTIJIICTHKH TIOXMYPOT'O TOTHYHOTO TIKCEIb-apTy, OKpeMy yBary OyJi0 MpHUIITICHO
mi00py crerniagizoBaHoro coTy JjIs CTBOPEHHS Ta MIATOTOBKU PacTPOBUX 00'EKTIB.
OcHOBHUM po0OOYMM I1HCTPYMEHTOM JJIsi MaJOBaHHS TpadidyHUX acCeTiB CTaB
penaktop Aseprite, po3poOieHuil 0e3mocepeHbO AJIs MOMIKCeTbHOro AM3aiiHy Ta
MOKaIPOBOI aHIMaITii.

Jlyist opraHizartii Ta mpoBeAeHHS KOHTPOIro sKocTi (QA) po3pobieroro cohty
3aCTOCOBAHO METOIOJIOT1I0 (PYHKI[IOHAIBHOTO TECTYBaHHS, CIIPSIMOBAaHY Ha MEPEBIPKY
BI/IMOBIHOCTI KJIFOUOBHX MEXaHIK 0a30BUM KPUTEPisiM 0OpaHOTO JKaHPY.

Ha ocHOBI BuIIIeCKa3aHOTO MOYKHA CTBEPXKYBATH, 110 3aTBEPHKEHUN KOMILICKC
IPOrpaMHUX 3ac001B Ta TEXHOJIOT1H opMy€e HATIHHY OCHOBY JIJIs peasizaiii Survivor-
like Tpu 3 BUpa3HOIO aTMOC(eporo, CTAOLIBLHOIO apXITEKTYPOIO MOAYJIIB Ta BUCOKUM
MOTEHI1AJIOM JIJIsl MOAANIBIIOTO PO3BUTKY. Bukopucranusa exkocuctemu Unity, MoBu C#
Ta CyHmyTHIX rpadiyHUX PEJaKTOPIB € MOBHICTIO 30aJaHCOBAaHUM Ta BHIIPABIAHUM

KpPOKOM I ycHimHoro penizy npoekry Necrocide [17].

1.4 BucHoBku 10 po3ainy 1

VY Mexax mepmoro po3aury 0yjao JeTalbHO JOCHIKEHO CrienudiKy Biacoirop
xaHpy Survivor-like, okpecieHo 6a30B1 TEXHIYHI BUMOTH JI0 TPOTPAMHOTO TIPOIYKTY
Ta CcQOPMOBAaHO 3arajbHy TelUMIUIEMHY KOHIenuito npoekty Necrocide.
KomnapatuBHmii aHami3 ICHYIOUMX aHAJOTIB JIO3BOJIMB BHJUINTH HANUOUIBII
pallioHaJIbHI 1HXXEHEPHI1 MiAX0Iu 0 MOoOyA0BU OOWOBHX CHUCTEM, JIOTIKM apeH Ta
ontumizauii rpagiku. KpiMm toro, 0ysio apryMeHTOBaHO BUOIp MPOTrPaMHOrO CTEKY Ta
3ac0o01B peanizalii, BKJIIOYHO 3 BUKOpPHUCTaHHAM ekocuctemMu Unity, 00'ekTHO-
opieHToBaHOT MoBU C# Ta rpadiuHoro iHcTpymeHTapito Aseprite. 3aTBepaKEHH
KOMITJIEKC TEXHOJIOT1H HaJa€ MOBHUN CIEKTP MOKJIUBOCTEH IS CTBOPEHHS SKICHOI

1HTEPaKTUBHOI 2D-TpU 3 aBTEHTUYHUM FOTUYHUM MIKCEJIb-apT AU3ANHOM.
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2 ITPOEKTYBAHHS TA PO3POBKA ITPOT'PAMHOI'O ITPOAYKTY

2.1 @DyHKUIOHAJBbHI MOXJIHMBOCTI Ta BHKOPHCTAHHS IPOrPAMHOIO

NPOAYKTY

CtBOproBaHuii mporpaMHuil mpoaykt € apeHnum 2D Survivor-like npoexrom y
MIKCETbHOMY CTHJI1 3 MOXMYPUMHU HEOTOTUYHUMU elIeMEeHTaMH oToueHHs. KimrouoBum
KOpPHCTYBAa4eM CHUCTEMH BHCTYNA€ IHAUBIAYalbHUN TpaBellb, SAKHH 3A1HCHIOE
MO3UIIIOHYBAaHHSI TOJIOBHOIO T€pOsi, BIKMBAE B 3aMKHEHOMY IIPOCTOPi, MPOTHIE
MacOBMM HaBajlaM CYNPOTHBHUKIB, 30Mpae pecypcH W ITMHAMIYHO KOMOIHY€ TTaCUBHI
Ta aKTUBH1 MOJIU(PIKATOPH.

OyHKITIOHAIBHI MOKJIMBOCTI TPH:

. KepyBaHHs nepcoHa)keM: KOPUCTYBad Ma€ 3MOr'y BUIBHO MEPEMIIyBATH
HEKpOMaHTa 3a JOMOMOIrO0 Oced KOOpAMHAT (Bropy, BHHU3, JIBOpPYY, IPaBOpYY),
MaHEBpPYBaTH MK HAaTOBIIOM, aKTUBYBAaTH KOPOTKOYacCHUM TakTWUYHUN pUBOK (dash)
MicJig BUOOPY BIJIMIOBIAHOTO TPEKY MOKPAIICHb.

. boioBa cucrema: rojoBHHUM T'epoW aTaKye aBTOMAaTUYHO BUITYLICHUMU
0a30BMMHU 3ryCTKaMU Marii, a TaKOK BUKOPUCTOBYE 10AATKOBI 3aKJIMHAHHS KPYTOBOI'O
YPaKEHHS, BUKIMUK KICTSHUX IIHUMIB Ta TPOKIATTS YMOBUIBHEHHS (aKTHUBAIliS Ta
MOTYKHICTh OKPEMHUX THUIIIB 30p0i 3aJIeKUTh BIJ 00OpaHUX MiJ yac cecii nepkis: Soul
Orb, Bone Spikes abo Death Aura).

. Cucrema KUTTENISUIBHOCTI TIEPCOHAXkA: MMiJT Yac (PI3UYHOTO KOHTAKTY 3
IOHITaMH BOopora abo0 iXHIMHM CHapsiiaMu Mar BTpadae Oajiu CTIMKOCTI. Y MOMEHT
OTPUMaHHS MIKOJW CHpanboBye (peiiM TUMYacoBOi  HEBPA3JIMBOCTI, IO
CYNPOBOJIKYEThCS rpadiyHuM OJTMMaHHM cripaiiTy. [loBHa BTpaTta 310poB's 3ammyckae
anroput™ ikcaiii cMepTi, BITOOpa)KEHHS €KpaHa CTaTUCTUKU Ta MOBEPHEHHS 0
TOJIOBHOI'O MEHIO.

. Cucrema paHIOMHOro BHOOpY amnrpeiaiB (poTarisl): HAKOMUYEHHS
JIOCBiJly, BUOIp BHUIAQJKOBUX KapT MOJIEpHI3allii, MIJBUIICHHS IIBUJKOCTI aTak,

PO3IIMPEHHSI 30HU 300py MIPEIMETIB Ta eBOOITis 30poi $\rightarrow$ »xaup Survivor-

Apk.
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like (irpoBuit mporpec Ta cuia OUIY BHU3HAYAKOTHCSI KOMOIHYBAaHHSIM BHUIIQJIKOBHUX
CJICMEHTIB).

. Bzaemozisi 3 CynpoTHBHUKAaMHU: KOKE€H BOPOXXKMN IOHIT HaAUICHUN
BiacHUM myJioM HP, pearye Ha oTpuMaHHs IIKOAM 3MIHOIO KOJIBOPY, MIJJISATA€ MOBHIN
JECTPYKIIl Ta TEHEpYE KPHUCTAIU JOCBiMy a00 JIIKYBaJbHI CyTHOCTI Ha MICITl CBOET
JMKB1garii.

. IToBeniHka IOHITIB: CKEJET-MIXOTHHEIb PYXAEThCA 3a BEKTOPOM
HANKOPOTIIOT TPAEKTOPIi 10 TPaBIls, TOJI K MPUBUJ] ITHOPYE MEPEIIKOAH, BIICTEKYE
MOTOYH1 KOOPJAMHATH 11111 Ta TPUCKOPIOETHCS MPU HAOTMKEHH] Ha KPUTHUYHY B1ICTaHb.

. butBa 3 diHaNBHUM JTiAEpPOM XBHIIb: TIPHU JOCIATHEHHI IEBHOTO YaCOBOTO
TaliMepa Ha IOJI 3'ABIIAE€TbCS YHIKAIbHUU O0C (IIpU IbOMY OJOKYIOTBCS MEXKI
MOTOYHOI JIOKAIlii, MPUMIUHAETHCA CTAaHAAPTHUN CIIaBH PAJOBUX MOOIB, a Tpiymd Hal
JAEpOM NPUHOCHUTH plAKICHUM apredakT). boc (yHKLIOHYye B paMkax KUIbKOX
MOBEAIHKOBUX MATEPHIB: KPYroBOi CTPLILOU, OJMKHBOTO TapaHa Ta IPU30BY €IITHUX
MIHBHOHIB.

. Kommiexkcna o0poOka KoJi31i Ta IIKOIu.

3 HaBe/IEHOI JlarpaMy BapiaHTIB BUKOPUCTAHHS HA PUCYHKY 2.1 4ITKO BHUIHO,
10 KOPUCTYBay BOJIOJIE 0a30BUMHU (PYHKIISIMU MO3HMIIIOHYBAHHS Ta aBTOMATUYHOIO
BeJIEHHA 0010, TOA1 SIK 3HaYHa YaCTHUHA TeMMIUIEHHMX J1{ peani3oBaHa K pO3LINPEHHS,

110 aKTUBYIOTHCS ITiJ] Yac BUOOPY BUITAJIKOBUX MOKpAIEHb Y IpoIieci 3a0iry.

Pucynok 2.1 — Jliarpama BapiaHTiB BUKOpucTaHHs rpu Necrocide

CdopmoBaHa j0orika MOBHICTIO BIAMOBIJA€E KOHIENTYalbHIA CTPYKTYpl Action
Roguelike 3actocyHky, /ie iHTerpailisi HOBUX MaCUBHHUX Ta AKTUBHUX YMiHb BIIKpUBAE
NUISXY 10 TOOYA0BH YHIKabHUX OOMOBUX CTpaTeriii Ta e(peKTUBHOTO CTPUMYBAHHS

arp€CUBHOTO CECPCAOBUIIIA.

Apk.
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2.2

IIpoexTyBaHHA AiarpaM aKTHBHOCTEMH, MOCJiJOBHOCTEN TAa KJIACIB

Hiarpama aktuBHOCTEH (pHCYyHOK 2.2) 1mocTpye 6a3oBuii irpoBuii nuki (Core

Loop) 3acrocyHky: oOpoOKy BBEICHHS JUIsl TEPEMIICHHS Mara, aBTOMaTH4YHE

¢dbyHKIiOHyBaHHS 30pOi, alrOpUTMU OTPUMAaHHS TMOLIKOIKEHb, T'€HEPAIl0 XBHIIb,

Mi0MpaHHs KPUCTAJIIB JIOCBIMY Ta (piHATBLHUN MOEIUHOK 13 TOJIOBHUM 0OCOM apeHH

[18].

Pucynok 2.2 Jliarpama akTUBHOCTEH

3mn.

Apx.

Ne doxym.

ITionuc

Jlama
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Jliarpama mociiIoBHOCTeH (pUCYHOK 2.3) AeTaiizye NUHAMIYHY B3a€MOJIIIO B
gacli MDK KOPHCTyBadeM, MOAYJSAIMH OOpOOKM 1HBEHTApIO Ta XapaKTEPUCTHK,
TeHepaTOpOM CYNPOTHBHHKIB, KOMIIOHEHTAMH pPO3PaxXyHKY KO3l XUTOOKCIB 1

MEHEIPKepOM MeTa-Iporpecii i yac 60MOBOI cecii Ta JeBenany.

weagonsystem (C EvemySpawner Healtn { Enemystats Samemanager / Save
rpdesys
a1 iy (WAST { Grpain)
PozossyHor eereos vy Rigidbody2D
MoeTis
REpOn
Crpa iy ra Coaldown Tafep:
smmcmein 1w OB siran y 30 yamesen (Aura,Projectils
E araara mymy HP ropors
L It [3a0p: ra<s U]
Creapennn Cxp Pickup i 9
RisyanhHit 36ip o6'exma (2 fayerCal lactor) H
Hakar ek i QGBI 12 SH4THK BiHa necenany
v oy
Al prn iy
; @
0 anrpei, fyniayHy sdpat)
! B
Ko M rpoly
e
alt ol
.
Duer &
o o L
@
Janue pazyrerstis depea SeeneContraller
ot it chpaa Grant i sadiy ?
Playertovement TnwentoryManager System (0 B Health f FnemyStats | | Gamel Manager / Save
Tpapeuy

Pucynok 2.3 Jliarpama nocmiioBHOCTER

VY niarpami KOMIIOHEHTIB (pUCYHOK 2.4) HA0YHO MPEJCTABICHO apXITEKTYpPHUI
MO MPOTPAMHOTO MPOAYKTY Ha 130JIbOBaH1 (PYHKIIIOHAJIBHI MAKETU: AP0 TpaBLs
(Player Core), cuctemy 1mry4Horo iHTenekty BoporiB (Enemy Al), menemxep
BunaakoBux rexepaiii manu (Map Controller), intepdeiicauit HUD Ta miacuctemy

30epeKCHHS TaHUX.

Apk.
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Procedural Map System

E Global Services ChunkTrigger
[ =]
E=l
E=
GameManager SceneController
PropRandomize MapController
r
E Game Core Compoenents
[~ =] [ —] UI UX Interface
[ —] [ =]
[ =] [ =]
[ —1
Inventogeranag WeapenSystem =]
CharacterSelect
or
[ =] N =] R[]
[ —] - = - =]
[ =] [=x=] [ =]
PlayerStats HUDController

PlayerMovemen
t

E Enemy Al System

EnemySpawner

= =]
o [ ==
=]

EnemyMoveme
nt

EnemyStats

Pucynok 2.4 JliarpamMa KOMIIOHEHTIB IpH

Jliarpama kJaciB (pucyHOK 2.5) BitoOpakae 00’ €KTHY CTPYKTYpY KOJ0BO1 6a3u,

OMUCYIOYH KJIFOYOBI KJIACH, iXHI BHYTPIIIHI 3M1HHI, METO/IM Ta TUIIM HACIIyBaHHS Yd

acorfarim.

ApXITEKTypHa CX€Ma CIpPOEKTOBaHA B TOYHIM BIAMNOBIAHOCTI

10

peanizoBanux C# CKpUIITIB: KOHTPOJEPIB MEPEMIIICHHS, MEHEIKEpiB 30poi, cucTem

300py nyty (Pick-Ups) Ta 0OpOOHUKIB AMHAMIYHUX YAHKIB KapTH.

BlayorStats

Enemystats

L LeBane el
Gamanbject play

ACheckbhun <l : vaid

ChunkTrigger

-CrTriggerEntersC{ollideryD other) : void

Pucynok 2.5 Jliarpama kJacis

3mn.

Apk. Ne doxym. Iionuc | ama
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2.3 Ertanm po3podxku cucremu. Po3poOka ajaropurmMy KoOHBepTamii

NPOrPaMHOI0 MPOAYKTY

CTBOpeHHsI 1HTEpAaKTUBHOIO IrpoBOro Jojaatrka xkaHpy Survivor-like 3
Bi3yaJbHUM O(OPMIICHHSM Yy CTWII TOXMYpPOrO HEOTOTHMYHOTO MIKCENb-apTy
3MIIACHIOBAJIOCS SIK TIOCIIJIOBHUN TPOLIEC MPOEKTYBAHHS ITPOBOI apXITEKTypH, IIO
o0'elHy€e TporpamMHi MOYJ, po3poOKy rpadiuHUX acceTiB, aJITOPUTMHU B3aEMOIT
00'€eKTIB Ta 1HCTPYMEHTH KOHTPOJIIO TrevmruieHux mukimiB. KoxkeH poOounii Kpok
dbokycyBaBcs Ha I100Y/I0BI OKpeMoro (GyHKI[IOHAJIBLHOTO BYy3Jia Ta IOKPOKOBOMY
3BEJICHHI II1JIICHOTO IPOTPaMHOTI0 3a0€3MEeUCHHS.

[TepuroyeproBuM e€Tanom CTajao KOMIUIEKCHE AOCIIKEeHHs cnenudiku Action
Roguelike nanpsimy Ta aHaIITUYHUN OTJISIT KOMEPIIIHHUX aHAJIOTIB 1IbOTO KJacy. byio

chopMOBaHO 0a30B1 MapaMeTPH KaHPY:

o oOMexeHU ab0 3aMKHEHH MPOCTIp apeH;

o MpoLIelypHa reHeparlisi Ta HECKIHYEHHUI CIIaBH BOPOTTIB;

o HaKOMMYEHHS JOCBIly Ta BUIMAJAKOBA POTAIlis MEPKIB 11 Yac JeBeaIy;

o aBTOMATU30BAaHE BEJICHHS BOTHIO Ta KOHTPOJIb PaJIlyCiB aTak;

o OaJlaHCyBaHHS IIIJTLHOCTI XBWIb CyTIPOTHBHUKIB;

o HasIBHICTH €JIITHUX JIiIepiB (0OCIB) Ta pO3BUHEHA META-MPOTPECist TPABIIS.

Takox OyJi0o JeTaqbHO BHBYEHO XYJOKHIM KOHIIETIT PETPO-CTHIIICTHKH, IO
JTUKTY€ BUKOPUCTaHHS 0OMexeHo1 2D-namitpu, 3aTIHEHOro MPOCTOpPY, ASTaII30BaHUX
CIPAMT-JICTIB Ta THITIOYOI aTMocdepu JoKarliii.

[lircyMKOM T1HOTO aHAMITHYHOTO KPOKY CTaJI0 3aTBEPDKCHHS JM3aiH-
JOKyMEHTa, (iKcallisi KJIIYOBUX TIeHMIUICHHUX MEXaHIK Ta BI3yaldbHOIO KOIY
MaiOyTHHOTO IHTEPAKTHBHOTO COPTY.

Jlo nepeniky GyHKIIIOHATBHUX BUMOT YBINIILIH:

o MO3UIIIOHYBaHHS Ta IEPEMIIICHHS MPOTAroHICTa;
o PO3paxyHOK BEKTOPIB PyXy Ta (PI3UYHUX 3CYBIB;
o aBToMaTU4Ha 00iloBa cucTeMa (AKTUBHI CKUIH);
o 00po0OKa mapaMeTpiB KUTTEAISIILHOCTI Ta MIITHOCTI;
Apk.
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iHTepeiic BumagKoBoro BOOPy MoAM(piKaTopiB;
JIOTiKa MTYYHOTO 1HTEJIEKTY XBHIIb MOOIB;
cKkpunTH (pa3oBux OUTB 13 Oocamu;

30epeKeHHsI HAaKOIIMUEHUX PECYPCIB Ta MPOTpeECy;
IMHaMIYHe oHoBJIeHH: eneMeHTiB HUD;

1HTerpallisi 3ByKOBUX JOPIkKOK Ta ayaioedekTi (SFX).

Jo kateropii HeyHKIIMOHATBHUX BUMOT HaJICKaJIH:

BHCOKa OMTUMI3AIllS MPU BEJIMKIA KIJILKOCT1 00'€KTIB;
KaJIpOBa IJIABHICTh BIITBOPEHHS aHIMAITiH;

MIHIMAJIbHUN 1HITYT-JIar TIPU 3YUTYBAHH] BBEJICHHS;
MOJIyJIbHa CTPYKTYypa KOJI0BOi 0a3u;

apXiTEeKTypHa THYUYKICTb JJIsl TOAAJIBIIIOr0 MacIITaOyBaHHS,

KpocruiatropMHa CyMicHICTB 3 apxiTekTyporto [1K.

[Ticns nmeramizamii BUMOT OyJIO CHPOEKTOBAHO 3arajlbHy 1€papxil0 MOJYJIB

IPOrPaMHOTO MPOAYKTY Ta C(HOPMOBAHO CKJIA]] KIIFOUOBUX CHCTEM.

HactynHuM KkpokoM crtano (opMyBaHHS 3arajibHOi apXITEKTypH MPOEKTY.

["os10BHUM 3aBIaHHSAM BUCTYIIAJIA 130JIA1I1s JIOTIYHUX OJIOKIB Y HE3aJEXKH1 KJIacu IS

IMOJICTINCHHA KOOAUHI'Y, IOHiT-T@CTYBaHHﬂ Ta 10JaBaHHA Maﬁ6YTHBOFO KOHTCHTY.

By1no apXiTekTypHO BUAICHO TaKl MiICUCTEMHU:

MOAYJIb IEPEMIIICHHS Ta (PI3UKHU TPaBLIs;
MIJCUCTEMA aBTOMAaTUYHOTO OIlEpYBaHHs 30pO€lo;
0JIOK MOHITOPUHTY JKUTTEBUX MOKA3HUKIB;
MEHE/[KEep IHBEHTApIO Ta JIeBEJaliB;

QJITOPUTMU MOBEIIHKU IITYYHOTO 1HTEJIEKTY BOPOT1B;
00pOOHUK MO/T1i MOSIBU OOCIB;

rpadiunuii iHTepdeiic KopucTyBaya;

3BYKOBUH MIKILIEP Ta ayJ10MEHEIKED;

cepBic cepiaizarii JaHuX (30epeKeHHS).

Jliist mporpamyBaHHS KOKHOI MiJCUCTEMU OyJ10 HanucaHo BianoBiaHi C# kiacu:

Apk.
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PlayerMovement peaii3ye HaBiraiiro HEKpOMaHTa;
InventoryManager Ta Weapon onepytoTh 0i110M 1 60€M;
PlayerStats 1 Health koHTpOIOIOTH MOKA3HUKH KUATTEAISITHHOCTI,
EnemyStats Ta EnemyMovement kepytoTh mapameTpaMu MoOiB;
EnemySpawner BimoBigae 3a po3paxyHOK XBHIIb BOPOTiB;

MapController Ta ChunkTrigger 3a6e3meuytoTs O€31I0BHICTh KapTH.

Ha erami mnporpamyBaHHs HaBITallifHUX aJrOpPUTMIB OyJIO0 3aKJIafeHO

(GbyHIaMEHT KOHTPOJIIO TOJIOBHOTO TE€POS.

By1no cTBopeHO Ta HanaroKeHo MEeXaH13MU:

BCECIPSIMOBAHOTO PyXY IO OCAX X Ta Y
MIBUKOTO YXUJICHHS BiJl aTak (puBok/dash);
PO3paxyHKY AMCTaHLIi 30IMKEHHS 3 BOPOTaMU;
NEPEBIPKU MEX MOTOYHOTO YaHKY KapTH;
1HBEpCIi CIIPalTIB 3aJIEKHO Bl BEKTOPA PyXY;
TPUTEpIB MOKAIPOBOI aHIMAIIli;

mi0MpaHHs MPEMETIB MarHiTHUM PaJilyCcoM.

Jlns po3paxyHky ¢i3uyHOro mapy 3amisHo kommnoHeHTH Rigidbody2D Tta

cuctemy komaiaepiB Unity. OcoOnuBa yBara NpHAUIATIACS JIHIMHINA 1HTEPIIOSIT

PYXy, UyTJIMBOCTI KEPYBAaHHS Ta BIICYTHOCTI 3aTPUMOK M1k aHIMAI[IHHUMU CTaHAMHU.

Kpim

Toro, Oyino BropoBamxkeHo anroputMm BigkuaanHs (knockback)

CYNPOTUBHUKIB IIPH yAapax, 110 MiABUIIY€E TAKTUUHY TITUOMHY O0MOBHUX 31TKHEHb.

0010.

OnHuM 13 HEHTPAJIBHUX €TaMiB cTajia oOyA0Ba aITOPUTMIB aBTOMATHU30BaHOTO

VY cTpykTypi KaciB Oyi0 peaizoBaHo:

cnaBH 0azoBux Mmariuaux cHapsaiB (Projectile);
KpYroBy 30HY ypaxkeHHs (AuraWeapon);
reHepalliio KiCTSIHUX IIHUIIIB 1111 BOPOTaMu;
YHOBUIBHIOIOUI IPOKJISTTS;

taiimepu niepe3apsaku 30poi (Cooldown);

Apk.
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o gacTKOBI BizyanbHi epextu (VFX) Ta 3Byku 3aKiIMHAHb.

BoiioBi aniroputmMu po3po0IieHi Tak, 11100 HOB1 TUITH 30pOi Ta MACHBHI MPEIMETH

IHTErpyBaauCsl BUMAAKOBUM YHHOM TIiJ] 4ac mpoxokeHHs. lle mo3Bonmio BTUATH

KITr04oBYy At Survivor-like irop cucremy cuneprii 61111B.

Oxkpemo Oys0 3amporpaMoOBaHO JIOTIKYy pO3paxyHKY pajaiyca 300py JOCBITY

(PlayerCollector), sikmii 3unTye HaOIMKEHHS 00'€EKTIB 32 TOTIOMOTOI0 TPUTEPIB.

Jlns mporaroHicta Ta OHITIB OpAM CTBOPEHO AM(EpEeHIIMOBaHI CHCTEMH

JKUTTEIISUTHHOCTI.

Kitac MOHITOpUHTY CTaHy Mara BKJIIOYaE:

o OOYHCIIEHHS! OTPUMAHMUX TOUTKO/IKEHb;

o (¢peiiMu IMYHITETY 110 IIKOH;

o BI3yaJIbHU BIATYK (MUTOTIHHS MaTepiaiy);

o 00poOKYy KpUTUYHOTO CTaHy (CMEPTh);

o pereHepartio 3a paxyHoK IiiopaHuX €IiKCUPIB;
o PEHAEPUHT ClIaii/IepiB HA EKPaHI.

[Ticns dikcarii Koi3ii 3 BOPOroM BMUKAETHCSI KOPOTKHUI TaltMep HEBPA3IUBOCTI,

IO YHEMOKJIMBJIOE€ MOMCHTAJIbHC 3YUTYBAHHS IIKOJW Ha KO KHOMY Ka):[pi.

Jlns1 3BUYaitHUX BOPOKHUX FOHITIB BITPOBAHKEHO:

o BimHIMaHHs OaniB crivikocti (HP);

o KOJIPHY 1HIUKAIIIO BIyYaHHs CHapsa;

o JECTPYKIIIO Ta IOBEPHEHHS 00'€KTa B IMyJI;

o pO3paxyHOK IaHcy BunaaiHHs 1ocBiny (DropRateManager).

st 3abe3nedeHHss Tmporpecii BcepenauHi 3aliry peanri3oBaHO alTOpUTM

M1JIBUIIICHHS PiBHS HA OCHOBI JOCBITY.

H?I CHUCTCMaA OIICPYy€E€ TAKUMHU CIICMCHTAMMU !

o 30ip kpuctaniB goceigy (ExperienceGem);
o KaJIbKYJISILIIS IOPOTY HACTYITHOTO PIBHS;
o MpU3ynuHEeHHs irpoBoro yacy (Pause);
o BUIQIKOBA BUOipKa KapT 13 mysny WeaponData;
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o Moaupikaris nacuBHuX napametpis (PlayerStats).

[Ipy BuOOpI KapTH MOKpaIICHHS CHUCTEMa MHUTTEBO IIepe3alucy€e 3MIHHI
MBUAKOCTI atak abo mkomu. lleit mexanizm € sapom Survivor-like reimruiero,
OCKLUIBKH BIH CTBOPIOE YHIKAJIbHICTh KOXKHOT I'POBOI cecii.

Jlns migBUINEHHS JWHAMIKK 3a0iry OyJlo CHOpOEKTOBAaHO KilbKa KJIaciB

HITYYHOTO 1HTEJIEKTY BOPOTIB 13 PI3HUMHU MATEPHAMU PYXY:

o mpsiMe TIEPECITiTyBaHHS LTI 32 HAUKOPOTIIIMM BEKTOPOM;

o 0OX1/IH1 TPAEKTOPII 71 JIITAIOYUX IOHITIB,

o IPUCKOPEHHS MOOIB MPU HAOJIM)KEHHI Ha TIEBHY JUCTAHIIIIO;
o 3aBAaHHS KON Yepe3 MEPEKPUTTS XUTOOKCIB;

o yCKJIJHEHA MOBE/IIHKA EJITHUX CYNPOTUBHUKIB.

OxkpeMy yBary MpUIUICHO ONTUMI3AIll TMOBEIIHKOBUX CKpPHUIITIB 4Yepe3s
0OME)XEHHSI YaCTOTH OHOBJICHHS KoopauHaT i (ontuMizaiiis meroay Update), 1o
rapantye ctabinbHuit FPS.

[TosiBa (piHasIbHOTO OOCA € KyJIbMIHALIMHOIO MOIEI0 ITPOBOI CeCli.

Jliist 11boTO eTarmy OyJio 3alporpaMoBaHoO:

o 4acOBHI TpUrep BUKIMKY 00ca;

o aKTUBALIII0 CTAaTUYHUX Oap'epiB HA KpasiX eKpaHa;
o KoMOiHOBaHI (pa3u arak jaiaepa;

o aJITOPUTM MPU30BY MIHBIOHIB Ha apeHy;

o 3MiHYy (POHOBOT ay110JOPIKKH;

o re’epairito (GiHaIbHOTO apTedakTy IepPEeMOru.

Ckpunt 600oca TUHAMIYHO 3MIHIOE YaCTOTY BUKOPHUCTAHHS 3aKJIMHAHb 3QJICKHO
B1J1 3JIMIIIKY HOTO 310pOB's, 1110 poOUTH (DiHANIBHY OUTBY Hemepea0auyBaHoOIo.
Jiist oniepaTUBHOTO 1HPOPMYBaHHS IrpaBlsl 0yJI0 po3pOOJIEHO MIHIMAIICTUYHUI

HUD.

[nTepdeiicna manensb BinoOpaxae:

o IIKaJTy TOTOYHOI'O Ta MAKCHUMAJIBHOTO 3/I0POB'S;
o 1HUKATOP MPOTPECY 10 HACTYITHOTO PIBHS;
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o 1KOHKM TTOTOYHOT 30p01 Ta piBeHb 11 MPOKAYKY;

o TaiiMep TPUBAIOCTI MOTOYHOTO 3a0iry.

I'padpiunnit HUD 3a6e3neuye Ge3nepepBHUI 3BOPOTHUM 3B'SI30K, JO3BOJISIOUU
KOPHCTYyBauy MOMEHTAIBHO OLIIHIOBATH €(EKTUBHICTH IOTOYHOTO OLIY.

[TapanensHO OyJI0 peanizoBaHO CHUCTEMY MeTa-porpecy Ta 30epekeHHs
pe3yIbTaTiB.

Apxitektypa 30epexeHHs (IKCye:

o KUTBKICTB 310paHoro 3a 3a0ir 30I10Ta;

J PO30JI0KOBaHUX IEPCOHAXKIB,

o piBEHb NOCTIMHUX NMACUBHUX MOKPAIIEHb;
J PEKOPIU BHKMBAHHS 3@ 4AaCOM;

o CTaH IN00ANbHUX TPUTEPIB JOCATHEHB;

o 3arajbHy CTATHCTUKY OOJIIKOBOTO 3aIlUCy.

Ile nae MOXJIMBICTH TPABIIEBl BUTPAuyaTH HAKOIMUYEHI PECYpPCH B T'OJIOBHOMY
MEHIO JIJIsl TOCTIHHOTO IMMOCUJICHHS CTAPTOBUX XapaKTEPHUCTHK Mara.

JIist  cTBOpeHHs ULUIICHOT aTMochepy BHUKOHAHO XYJOXKHE Ta 3BYKOBE
HarOBHEHHS B €IMHIA HEOTOTHYHIN CTHITICTHIII.

Byno po3pobieHo:

o aHIMOBaHI CIIPalTH HEKPOMAHTA;

o MOKaJIPOBI1 IIUKJIM PyXy Ta aTaK BOPOTiB;

o O€3II0BHI TEKCTYPH IS MIAKIAJAKU KapTH;

o YaCTKHU Bi3yaJIbHUX e(EeKTIB Marii Ta BUOYXIB;

o HaJalITyBaHH 1IapiB copTyBaHHd (Sorting Layers);

o ¢doHOBI Aekoparlii Ta pyiiHoBaHi 00'exTu (BreakableProps).

JlonaTkoBO 1rpoBUl TPOCTip OyJI0 HACUYEHO ay10KOMIIOHEHTaMU:

o MOXMypHUM (POHOBUM €MOIEHTOM;
o 3BYKOBUMHU €()EKTaMH 3aKJIMHAHB;
o ayJl10BIITYKOM TPHU KPOKAX Ta pUBKaX;
o 3BYKaMU MOTJIMHAHHS JOCBIY Ta OTPUMAHHS IIKOIH;
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EKCKJIFO3UBHUM 3BYKOBUM CYIIPOBOIOM i Ooc-(asu.

CtpyKTypoBaHa IE€KOMIO3UILIS 3aIIaHOBAHUX JI0 IHTETpallil IrPOBUX CYTHOCTEM

Ta IXHIX B3a€EMO3B'S3KIB BiAoOpakeHa Ha KoHIenTyanbHii ER-momiOHiN cxemi, 110

HaBeJIcHa Ha PUCYHKY 2.6.

SaveData

int save_id

PK

d

atetime | save_date

string current_sce

ne

Player

int player_id

PK

float | current_health

float | max_health

int current_xp

int current_level

float position_x

float position_y

Ability

int

ability_id PK

string

name

hoolean

is_unlocked

Enemy

int

enemy_id

PK

string | enemy_type

float

health

float

damage

3anvuae

Pickup

Boss

int

pickup_id

PK

int

boss_id

PK

string

pickup_type

string

name

int

value

float

health

GameEvent

int

event_id PK

string

event_name

boolean

is_completed

boolean

is_defeated

BigKRYBAE

Upgrade

int

upgrade_id

PK

string

upgrade_type

boolean

is_collected

Pucynok 2.6 ER-noniOHa cxema maHux

[TocnimoBHICTh pO3ropTaHHS Ta AJITOPUTM KOMEPIIIMHOI KOHBEpTAallii TOTOBOTO

POrpamMHOro NPOAYKTY (1IFOCTPOBAHUI 32 JOMIOMOTO0 OJOK-CXEMH Ha PUCYHKY 2.7)

CKJIQJIAa€ThCSI 3 TAKUX KPOKIB:

1.

KoHcomimamist Ta caHariisi KOMIIOHEHTIB MPOEKTY. 3AIHCHIOETCS PEeBi3is

HassBHUX HUQPPOBUX aKTHBIB: YAaHKIB apeH, KOJOBOI 0a3M, €JIEMEHTIB CIPANUT-JIICTIB,

3BYKOBHUX IPECETIB, CUCTEM YacTok Ta mpedadiB. [IpoBoaUThCS MOBHA MECTPYKITis

HaJIaro/KyBAJIbHUX 00'€KTIB CIIEHHM U JIETEKIIisl 130JIb0BAaHHUX MMOCUJIAHb.

2.

Baninanis koHirypaiiii irpoBuX OpocTopiB. Y MEHeIKepl po3ropTaHHs

Unity ¢opMyeThCsi 4eproBiCTh 3aBaHTaXXeHHs Jjokarliii. CtapToBe BIKHO BHOOpPY

3mn.

Apx.

Ne doxym. Iionuc

Jlama
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NepCOHaXka, TOJIOBHE MEHIO Ta OCHOBHA irpoBa apeHa 3aHOCATBHCS 10 3arajibHOTO
peectpy Build Settings.

3. [Mapamerpu3aiiiss AeckTonmHoi apxitekTypu. OOupaeThcs (QiHaTbHE
cepenoBuile BukoHaHHs (Hanpukiang, OC Windows). 3amaroThcsi 0a3oBi JIMITH
PO3AUTBEHOI 3/IaTHOCTI NUCIUIES, PEKUMHU PEHACPUHTY (MOBHOCKpPAHHUI/BIKOHHUIN),

3aBaHTaXY€ThCs (PIpMOBA IKOHKA 3aCTOCYHKY Ta Mpodiii rpadpiqHOi onTUMI3alii.

Apk.
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Mavarok

BinkpuTh Unity-nposkt
Necrocide

i

T

MepenipuTy cLey, CXOMIT Ta
peeypos

P

: .

LonsTw cusm ao Build
. BUNRaBHTH NOMATH B aKTHEaX
settings

Ofpary uinkosy nnaThopuy
Windouws

Hanawryeath nagameTon
3Bipku Ta AKicTE

Koninauja Cé-crountia

Kowninauia yeniwia?

BunpaauTH namAnks ‘ ‘ TlakyraRHA PECYPEIR ¥ ‘

Komninauil kagy BHYTRILHIF hopmaT

TaOPEKHR ARy O
aitny exe

4 OHPEMO

Tecrysanmn
hyHiaHRNEHOSTE: Py, i,
HUD

|

36ipka npayes KapekTHO?

T

Hi\ vin

30epertn dinansHy Bepcin /
ApriByRRTA

Pucynok 2.7 brok-cxema alroputMy KOHBEpTallii

BHECTH SMNDABNEHHA &
ApirEKTYpY

1. JleTexiiisi BHYTPIIIHIX Ta 30BHINIHIX 3aJIeKHOCTEH. ABTOMAaTH30BaHI
IHCTPYMEHTH CEPEeOBHUILA MEPEBIPSIIOTH IUTICHICTh PECYPCHOIO MAaKyHKa: CKPUIMTIB
aBTOMATUYHOI aTakd, ayJIi0JOpPOKOK, MaTepialliB, aHIMAIlIMHUX KOHTPOJEPIB Ta

(aiiniB J0KaIbHOTO 30€pEKEHHS.

Apk.
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2. Tpancasamis Ta KOMIUIALIS TporpaMHOro koay. Mojaymi, HamucaHi
MoBOI0 C#, TpaHC(OPMYIOTHCS CEPEeIOBUIIEM Y BUCOKOES()DEKTUBHUN MAIIMHHUKN KOJ.
Ha npomy etari g0kai3yroThesl TOMUJIKY TUTT3a11ii, apXiTEeKTYpHI KOHQIIKTH KIIAciB
Ta HEICHYIOY1 HeHMCIEHCH.

3. Arperamuis Ta Ginapuzaiiis accetiB. Pymriit Unity 3aiiicHIOE CTUCHEHHS T
naKyBaHHS TEKCTYpPHHUX atrjaciB, aynaiodainiB Ta CHUCTEMHUX KOHOITIB y BIACHI
ONTUMI30BaH1 O1HApHI KOHTEHHEPH, TPU3HAUCHI IS IECKTOITHOTO 3aIyCKY.

4. I'enepamist  pemizHoro  muctpubytuBa. Ilicmas  Ge3mMOMUIIKOBOTO
3aBeplileHHs Pa3u KOMIUIALIT cepenoBuiie hopmye (hiHATbHUN BUKOHYBaHUH (haiii 3
PO3IIMPEHHSM .€X€E Ta CYNPOBIAHY AUPEKTOPIIO 31 3KOMIIIIILOBAHUMHU PECYPCAMHU IPH.

5. ABTOHOMHE BepHdikaliiiHe TecTtyBaHHs. CTBOpeHUI 0111 3aITyCKa€eThCs
1301p0BaHO BiA pemakrtopa Unity. Hampsmy mnepeBipsie€TbCss KOPEKTHICTh CHUCTEM
HaBiraiii, IMKJIIB aBTOATaKW, JIWHAMIYHOTO CHaBHY XBWJb, OHOBiIeHHsS HUD,
MeXaH13MiB IiA00PY JOCBIAY Ta JOTIKH Ooca.

6. KinneBa nuctpubyiiis 3acTocyHky. I[licias ycCHiIIHOTO MPOXOJKEHHS
TECTIB NanKa 3 Iporo miajsrae (IHAIbHOMY CTUCHEHHIO B apXiB a00 KOMIIOETHCA Y

BUJIUICHUI pEMO3UTOPiil AJIs MOABIIOTO PO3rOPTAHHS KOPUCTYBAUEM.

2.4 BuCHOBKH 10 po3aiay 2

Y apyromy po3aut KBami(iKaliiHOTO MPOEKTY OyJIO YCHINIHO 3I1MCHEHO
apXITeKTypHE TPOEKTYBaHHA Ta NPOrpaMHy peaji3allito JABOBUMIpHOI Action
Roguelike rpu Necrocide, BHKOHaHOi B OpUTIHQIbHINA CTUJIICTULI MOXMYpPOIO
HEOTOTUYHOTO MIKCETb-apTy. Y MeXaxX MPOTPaMHOTO PIIlIEHHS PO3POOJICHO YyTIWBI
QITOPUTMH HaBiraiii MpoTaroHicTa, aBTOMAaTHU30BaHI OOWOBI MOy, KOMILIEKCHY
CUCTEMY MOHITOPUHTY TIOKa3HUKIB KUTTEIISUIBHOCTI, JEPEBO  BHUIAJIKOBHUX
MoaudiKaTopiB OUITY, MTYYHUIN 1HTEIEKT OpJU CYNPOTUBHUKIB, CKpUNTH (ha30BHX
apenHux OutB, rpadiunuii HUD-inTepdeiic Ta ceppic cepiamizamli JaHUX MeTa-
nporpecy. Jns ¢dopmamizanii BHYTPIIIHBOI apXITEKTypu ©W  (PYHKIIOHAIBHUX

B3a€MO3B'sI3KIB  copty Oyno moOyaoBaHo cTpykrtypHi UML-miarpamu Tta

Apk.
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KoHUenTyaibHy ER-cxemy nanux.

VY mporieci BUpOOHHIITBA KIIFOUOBUM 1HCTPYMEHTAPIEM BUCTYITHIIO CEPETOBUIIIEC
Unity cmiibHO 3 00'€KTHO-OpIEHTOBaHOI MOBOIO TporpamyBaHHsS C#. CTBOpeHE
nporpaMHe 3a0e3NedeHHs JIEMOHCTPYE BHCOKY ONTHMI3AIi0 OO0YHCIIOBATLHUX
MOTOKIB MPHU BEJIMKOMY CKYIMUYEHHI O0'€KTIB Ha €KpaHi, 0a3yeThCs Ha MPUHIUIAX
MOIYJBLHOTO KOJMHTY Ta MOBHICTIO TOTOBE JI0 MOJATBIIIOTO MACIITa0yBaHHS MUISIXOM
JI0JaBaHHsS HOBUX YaHKIB MaIld, TUITIB 30p0i, KJIaciB MOHCTPIB 1 I0JJAaTKOBUX MEXaHIK

BHO)KMBaHHS.

Apk.
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3 ONWUC POBOTH IMIPOTPAMHOTIO JIOJIATKY, IOTO
BCTAHOBJIEHHS, KOPUCTYBAHHS TA TECTYBAHHS

3.1 KepiBHMITBO BCTAHOBJIEHHS NPOTPAMHOI0 MPOAYKTY

CrBopenuii mporpamHuil  kommiekc Necrocide mpencraBisie  co00r0
JIBOBUMIPHUI €KIICH-POTaNIMK kaHpy Survivor-like, cipoexToBaHmii 471 pO3ropTaHHs
Ha mnepcoHanpHUX Komm'torepax (IIK) mim ympaBminHSM omnepamiifHOi cucTeMu
Windows. 3a He0OOXiIHOCTI apXiTeKTypa TPOEKTYy JO3BOJISAE  3MIMCHUTH
KpOCIUIATQPOPMHY KOMITUISILIIO M1/ 1HII aKTyallbHI uiatgopMu. [ 0€3n0MHIKOBOTO
(YHKIIOHYBaHHS TPU BUMAraeThCsl HassBHICTb CTAHJAPTHOTO MPOrPaMHO-aapaTHOTO
3a0€e3IeueHHsI, 1110 BIATIOBIA€ TEXHIYHUM JIIMITaM Cy4acHUX IHTEPAKTUBHUX JOJIATKIB
CepellHbOI JIaHKK, oOyA0BaHMX Ha 0a31 ekocuctemu Unity. KirodoBuii mpiopurer
IHCTAJAIIAHOTO TIpollecy Tmojsirae y 3abe3nedeHHl OesmepebiitHoi  poboTu
redMIUIEMHUX IUKJIIB, KOPEKTHOro BHBEAeHHs auHamiuHoro HUD-inTepdeiicy, a
TaKO0X MOBHOIIIHHOI MPare3/[aTHOCTI BXIJHUX OOYMCIIIOBAIbBHUX MEXaHIK Ta CUCTEM
aBToataku [19].

Jnst  xoMdopTHOi  irpoBOi  cecii  PEKOMEHAYETbCS ~ BUKOPUCTOBYBATH
obuncmoBanbHi cTaIii 13 BcraHoBiaeHoro OC Windows 10 abo HOBIIIMX iTepalii,
OCHAIIEH1 JBOSJICPHUM IMPOIECOPOM, 00'€MOM OIEpaTUBHOI Mam'ATi moHaiMeH e 4
I'b Ta rpadgiyHuM npucKkoproBadeM 13 iHTerpauieto apxitektypu DirectX 11 (6axaHno).
JlonaTkoBO Ha KOPCTKOMY JUCKY YU TBEpAOTUIbHOMY HakonuuyBadi [IK mae Oytu
3ape3epBoBaHO He MeHuie 1,5 ['b BIIBHOrO IHWCKOBOTO MPOCTOPY ISl PO3MIILIEHHS
O1HapHUX peI3HUX MaKyHKiB, MeA1a-010110TeK Ta TOMOMIKHUX KOH(DIryparii pyis.

[lepen OesmocepenHiM pO3TOPTaHHSIM HEOOXITHO BUKOHATH CKadyBaHHS
CTUCHYTOI'O apXiBy 13 pENi3HOI0 Bepcieto aucTpuOyTtuBy. KiHIleBUi KopHCTyBau
3IIACHIOE IEKOMIIPECII0 apXiBHUX AAHUX Yy OyAb-sKUH 3py4HHMH Katajor (aitnoBoi
cucteMu. Jlsl ycmilHoi akTUBAIlll IHTEPAKTUBHOTO cO(Ty MOTPIOHO BUKOHATH TaKy

IMOCJIIIOBHICTD Ii:

° NeperTH 10 KOPEHEBOI AMPEKTOPIi 3 pO3apXiBOBAHOIO I'POI0 (PUCYHOK
Apk.
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3.1);

o 3MIMCHAUTH 3aITyCK BUKOHYBaHOTO peni3Horo dainy Necrocide Core.exe;

o 3a4eKaTy 3aBEPIICHHS 1HiIlIadi3allli Ta MOSBU CTAPTOBOTO €KpaHa Ipu;

o 3a J0MOMOTOI0 TpadiuHoro iHTepdeicy akTHUBYBaTH KoMaHay «Start
Gamep.

[Tin yac MepBUHHOTO CEaHCY MPOTPaMHUI JOJATOK B aBTOMAaTHYHOMY PEKUMI
MIPOBOJIUTH KaJIOPyBaHHS CUCTEMHHUX 3MIHHUX, BUKOHYE 3aBAaHTAXEHHS TEKCTYPHHUX
aTiaciB, ayJlo-CIUIITIB, a TaKOX T'€HEPYE JIOKAJIbHY CTPYKTYpPy KOHDIrypariiHux
daiinie  npoduto. 3a yMOBU BIJACYTHOCTI 0a30BUX CHCTEMHHUX KOMIIOHEHTIB,
omepailifiHe CEepe/IOBUILE MOXKE BHUJATH 3alUT HA I1HCTAIALIID JOJATKOBOIO
nmporpamMHoro 3abe3nedeHHs 4u (HpeiMBOPKIB, HEOOXITHUX ISl CTaOUIbHOT poOOTH
Unity-6111iB.

Y MOMEHTH pO3MaKyBaHHS Ta CTapTOBOTO 3aIlyCKy MpOTpaMu  CIiJ
MEePECBITUUTHCS, 0 OpaHAMayep, aHTUBIPYCHUN €KpaH 4Yd 1HII 3aXUCHI CIyXOu
omepaliiHol CUCTEMHU HE OJIOKYIOTh 3aIlyCK BUKOHYBAHOTO KOJTy. 3a TOTpeOU, 101aTOK

J04a€ThCA 10 HCpGJIiKy BUKJIIOUEHB JIOKAJIbHOT CUCTEMHU O€3IEKH JCCKTOIIA.

im D012 (4.06.2026 3:44 Manka daiinie
@8 MoncBlesdin gEdge 04.06,2026 3.4 Manka dainie
B Mecrocid e_BurstDebuglnformation_DoM...  04.08.2026 3: Manka daiinie

B8 Necrocide Data 04.06.2026 3: Manka dainie

| B Mecrocide.exe 04.06.2026 3: JacTocyHoK

& UnityCrashHandlerfd.exe 04.06,2026 3.4 3acToCyHOK

B UnityPlayer.dil 04.06.2026 3:44 PosiumpenHna 3acT... 34 920 Kb

Pucynok 3.1 BukonyBanuii ¢aiin y Teri AMcTpudyTUBY

[Ticms KOpPEKTHOTO TIPOXO/DKEHHS eTanmy 3aBaHTaXEHHS KOPUCTYBadeBi
BIJIKpUBAETHCS (YHKIIOHAT TOJOBHOTO MEHIO, TMapameTpu KoHirypaii Ta
oe3mocepenHii reimiuiel. KepyBaHHs MOBHICTIO ONTHUMI30BAHO TIiJ] BUKOPUCTAHHS
CTaHJApPTHOTO HAOOpy KIaBlaTypu W MUl Ta 0a3ye€TbCs Ha KIACMYHUX CXEMax

B3a€EMOJIIT JIIOJUHU 3 KOMITIOTEpOM. Yci (pyHIaMeHTadbHI MEXaHIKH, BKIIOYAIOYU

Apk.
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BCECIIPSIMOBAHMM PyX HEKPOMaHTa, KPYroBl aypu YpaKeHHs, Mia0ip KPHUCTaJiB
JOCBIy Ta BUOIp KapT MOKpalleHb, (PYHKIIOHYIOTh O/pa3zy «I3 KOpoOKm» 0e3
3ayyeHHS PYYHUX IHCTPYMEHTIB KOH(QITypyBaHHS, BIAMOBIIHO JO 3aKJIAJCHUX

JITOPUTMIB.

3.2 KepiBHHUTBO KOPHUCTYBAaHHA POrPAMHHMM MPOAYKTOM

[Ticns 3aBepmieHHs 1HIMIAmi3amii Ta CTapTy eKmieH-poramuka Necrocide
KOPHUCTYBAu€Bl BIIKPUBAETHCS Bi3yaJIbHUM MPOCTIP CTAPTOBOIO €KpaHa J0JaTKa, Jie
HAJAEThCS MOXKJIMBICTH 3aIyCTUTH HOBUM OOWOBHI 3a0ir depe3 KomaHmy «Start
Game», aKTUBYBATU 30€pEKEHY META-MPOTPECIIO 3a oroMororo Bkiaaku «Upgrades»
abo moBHICTIO 3akputu KiieHT («Exity). ['padiuna 000JOHKA CHPOEKTOBAHA Yy
¢bipMOBOMY MOXMYpPOMY CTHIJI 3 JOMIHYBaHHSM TE€MHO-0arpoBHUX Ta HEOTOTHYHHX
TOHIB 13 3aCTOCYBaHHSM JI€TalTi30BaHUX IIKCEIbHUX TEKCTYp, IO MIAKPECIIOE
3arpoOHy arMmocdepy irpoBoro mporecy. KommosuiiitHe HamOBHEHHS TOJOBHOTO

MEHIO MPOLTIOCTPOBAHO HA PUCYHKY 3.2.

Pucynok 3.2 I'onoBue meHto rpu Necrocide

[Ticyst k1iKy Ha KJIaBilTy IOYaTKy 3a0iry cUCTEMa MepeHanpaBiisie KOpUCTyBaya

0 BiKHa BHOOpPY CTapTOBOrO Kjacy HEKpPOMaHTa, JI€ KOXXEH TIepoi BOJIOAIE

Apx.
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YHIKaQJIbHUMH 0a30BUMH XapaKTEPUCTUKAMU IIBUIKOCTI Ta MIIHOCTI (pUCYHOK 3.3).

Jlami 3aBaHTaxyeTbcsl ImpoieaypHa OoifoBa jokaris. ['paBenb Oepe miJ KOHTPOJb

o0paHoro mMara, BIIbHO MEPEMIIIY€ThCS O€3KIHEUHUMH YaHKaAMH apEeHU, MAaHEBPYE MIXK

MepPENIKoIaMH Ta 30Upae pecypcCHu.

Pucynox 3.3 BikHo BUOOpY CTapTOBOTO MEpCOHAKA

Select Knife Character

Select Garlic Character

HepeMimeHHs{ l'IpOTal"OHiCTa KOOPAUHYETHCA 3a OOIMOMOI'ORO CTaHI[apTHOI

PO3KJIAKN KJIaBiaTypH, TOJl SIK 3aMyCK 3aKJIWHAHb Ta KPYTOBUX ayp BiAOyBa€ThCs

MOBHICTIO aBTOMATHYHO 3TIHO 3 BHYTpPIIIHIMU Taitmepamu 30poi. CtapToBe

MO3UIIIOHYBAaHHS Mara Ha 1moJii 0010 Ta JIoTiKa HOTO MepecyBaHHs MPOJIEMOHCTPOBAHI

Ha pUCYHKY 3.4.
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Pucynox 3.4 [lepmmwmii irpoBuit ekpan 3a0iry Necrocide

@OyHIaMEHTOM TeHMIUICI0 € BI)KMBAHHS B YMOBax O€3MEpPEepBHOIO HATUCKY
opau Mo6iB. LL[iTbHICTF BOPOXKUX XBWJIb JUHAMIYHO 3POCTAE€ KOXKHY XBHIWHY, IIO
BIIMOBIZa€  KJIACHYHMM  KaHOHaM  Survivor-like TIpoeKTIB Ta MEPEeTBOPIOE
MaHEBPYBaHHS Ha apeHi Ha CKIAJHy KOOpIWHAIiHY 3afady. [Ipukian mogaTkoBoro
00IOBOTO 3ITKHEHHS Ta MepIa MosiBa 0a30BUX CYyNMPOTHBHHUKIB-CKENIETIB HaBECH] Ha

pHUCYHKY 3.5.

Pucynok 3.5 3ycTpiu 3 nmepiuM BOpOroM Ha apeHi

Apx.
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BaxxnnBoro reiiMIiieiHO0 BiXOK0 € MeXaHiKa HaKOIMMYEHHS JI0CBIAY 3a PaxyHOK
NiAOMpaHHs MariyHuX KPUCTANIB, IO BHUIAJAIOTh 13 MOBEpKEeHHX 1cTOT. [lpu
3alMOBHEHHI1 HIKAJIM TMPOTPecy TpaBellb OTPUMYE HOBHUH PiBEHb, Y MOMEHT SKOTO
OOMOBUM 4Yac 3YNUHAETHCA 1 BIAKPUBAETHCA CIELIATBHUN 1HTepdeiic poTarii
BUMAJKOBUX KapT. Y 1bOMY BiKHI MOXXHa OoOpaTH HOBE MariyHe 3aKJIMHaHHS a0o
MOKPAIUTH TapaMeTpy TMOTOYHMX IMaCMBHUX TeEpkKiB. Bisyamizamito MOMEHTY
MIJBUILIEHHS PIBHS Ta 1HTEep(deiic BUOOpy anrpeiiiiB MpoJeMOHCTPOBAHO HA PUCYHKY

3.6.

Pucynok 3.6 BikHO MmigBUIIIEHHS PiBHS NEPCOHAXA

VY Oynb-sSKuii MOMEHT Cecii KOPUCTYBad MOKE CKOPUCTATHUCS MEHIO Tay3H, SKe
TUMYaCOBO MPU3YMHHsIE po3paxyHOK ¢izuku pymis Unity. BikHo may3u no3Bossie
OIIIHATH TOTOYHUHN TeUMIUICHHUI 011, TePeryITHYTH CTAaTUCTUKY 3aBAAHOI LIKO/M,
3MIHUTH TYYHICTh ayaiOCYNpPOBOAY a00 JOCTPOKOBO 3aBEPIIUTH MOTOYHY CIPOOy

BIbKMBaHHA. [IpuKkiman akTuBariii pexxumy nay3u HaBeJIeHO Ha pUCyHKY 3.7.

Apx.
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Health: 1000
Recovery: 0

Move Speed: 5

Might: 1

Projectile Speed: 1

Magnet: 30

Pucynok 3.7 IrpoBe MeHto may3u

JUIst MATPUMKHA BUCOKOTO PIBHS IMHAMIKHM, HAa apeHi MEePIOJANYHO 3'SBIISIOTHCS

MacmTabHi 00CH 3 1HAMBIAYaJbHUMHU MaTTepHamMu aTak. [IpoTaroHicT BTpavyae o4yku

310poB's (MOTOYHMI 3amac BigoOpaxkaerbes udepBoHO cmyroro HUD y BepxHiit

YaCTUHI €KpaHa) MPU NPsIMUX KOJI315X 13 MOHCTPAaMH, MICJS YOr0 HA MUTh OTPUMYE

IMyHITET OO0 NOBTOpHHMX yaapiB. Skmo mnokasauk HP mamae no Hymsa, 3a0ir

NepEepPUBAETHCH,

a cucTeMa TMPOBOJAWTHh KAJIBKYJSIIO 3apoOJIEHUX PecypciB.

®diHanbHUI €KpaH pe3yIbTaTiB 13 1€TaJbHOK CTATUCTUKOIO BHJKUBAHHS, YaCOM 3a0ITry,

KUTBKICTIO 3HUIIICHUX MOHCTPIB Ta 310paHOro 30510Ta 300pa)keHo Ha PUCYHKY 3.8.
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-01:15

Results

Gennaro

Level Reached 4 (ﬂ‘
Time Survived 01:15

‘o

Pucynox 3.8 Expan pe3ynbrariB 3a0iry (Game Over)

Takum uYnHOM, poO3poOIeHU mporpamMHuii TpoaykT Necrocide rapaHTye
KOpPHCTYBa4e€Bl HACHMYECHUW  TelMIUIeH, yCmImHO  KOMOIHYIOYHM  €JIEeMEHTHU
npoueaypHoro BuxkuBaHHs, Roguelike-miporpecii, aBToMaruzoBaHoro 0010 Ta
MEHEKMEHTY OoifoBux OunmiB. 3pydHa KOH(QITypaiis YNpaBIiHHS Ta aJdanTHBHI
inTepdeiricn HUD m03BOJIAIOTH TMOBHOITIHHO B3a€EMOJISTH 3 ITPOBHUM CBITOM 0e€3

HEOOX1THOCTI pPyYHOT'O HaJAIITyBaHHs rpadiyHUX UM HABITallIMHUX MTapaMeTpiB.

3.3 TecryBaHHs pOOOTH NPOTPAMHOIO MPOAYKTY

diHaIbHUM, NMPOTE KPUTUYHO 3HAUYIIUM €TaroM PO3POOKH EKIIEH-POTranKa
Necrocide € BceO1YHUI KOHTPOJIb AKOCTI IHTEPAKTUBHOTO cOMTY. 3aJ1s JOCSITHEHHS
i€l MeTH OyJI0 peasli3oBaHO KOMIUIEKCHE TECTYBaHHS IrPOBOTO JI0AaTKa, CIIPSIMOBAaHE
HAa  TEPEeBIPKYy  CTAOLIBHOCTI  OOYMCIIOBAJIBHUX  MPOIECIB,  KOPEKTHOCTI
(GYHKITIOHYBaHHS B3a€MOIIOB'SI3aHUX M1ACUCTEM PYIIIis Ta BIAMOBITHOCTI pO3pOOICHUX
MeXaHIK c(OpMOBaHOMY TeXHIYHOMY 3aBnaHHIO [20]. Bepudikaiis € HeBia'€MHOIO
YaCTHHOIO KUTTEBOIO LUKy MPOTPaMHOTO 3a0e3MeUeHHs, OCKIIbKM BOHA J103BOJISIE
OTNEpPaTUBHO JCTEKTyBaTH Oarv, OI[IHUTH PIBEHb IHTETpalii MK 130JIbOBAHUMHU

CKPUNTAMM Ta 3aKJIACTH HAAIMHMNA (pyHIAMEHT AJIs MO3UTUBHOTO KOPHCTYBAILbKOTO

nocsiy (UX).
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[Tix yac mpoBeAeHHS MEPEBIPOUYHMX CECiii BEKTOP yBaru 0ysio c(pOKyCOBaHO Ha
QIrOpUTMaxX BCECIPSMOBAHOIO MO3UIIOHYBaHHS Mara, MEXaHilll IIBUIKOTO pHUBKa
(dash), mjorimi aBTOMaTtM4yHOrO (YHKIIOHYBaHHA 30poi, a TakoXX Ha 1HTepdeici
BUIIAJIKOBOIO BHOOPY KapT MOKpallleHb i 4Yac MiABUIIEHHS piBHA. JlogaTkoBO
aHalizy [MiJAaBaJMCS TOBEAIHKOBI (aKTOpU IITYYHOTO I1HTEJIEKTY MOHCTPIB,
npoleAypHa TeHepallis Ta Oe3IIOBHE 3BEJCHHS HOBUX YaHKIB KapTd, AUHAMIUHE
BifHIMaHHs OamiB criiikocTi (HP) Ta kopekTHicTs Momudikalii XapaKTepUCTHUK
IPOTAroHICTAa MiCIs aKTUBAIllT EPKIB.

TectyBanHs 3a1iiCHIOBanOCA K 0€3MOCEPEHBO B IHTEIPOBAHOMY CEPEIOBHUII
po3poOku Unity, Tak 1 B MeXaX 130JbOBAHOTO PEJI3HOTO JASCKTOIMHOro Ouay. Jms
OI[IHKK POOOTONPHUATHOCTI 3aCTOCOBYBAJIUCS PIZHOMAHITHI CII€Hapii MOBEAIHKU
KOpUCTYyBauya Ha Tmoyii OO0, IO IMITYBaJld TpHUBaNl IrPOBI cecii, IHTEHCHUBHE
MaHEBpPYBaHHA MK IIUIBHUMH XBHJISIMH BOPOTIB Ta OJHOYACHY aKTHUBAIIO KUIBKOX
BHCOKOTEXHOJIOTIYHUX 3aKJIMHAHb 1 KPYroBHX aypa-eekTiB. OKpeMuil akueHT OyJo
3p00JIEHO Ha MEepeBiplll BIICYTHOCTI 1HITYT-Jary Ta TOYHOCTI PEHACPUHTY €JIEMEHTIB
HUD-inTepdelicy 3a yMOB KPUTHYHOIO CKYMUEHHS OO0'€KTIB Ha ekpaHi. Pe3ynbratu

MPOBENICHOTO (PYHKITIOHAIBHOTO aHaJIi3y CUCTEMATU30BaHO y Ta0uil 3.1.

Tabmuus 3.1 — PesynbraTu TectyBanss rpu «Necrocide»

. . . . Pe3yabTar
Ne dyHkuis a00 MexaHika OuikyBaHuH pe3yjbTaT o
nepeBipKu
. . HexpomaHT Oe3MepenikoaHo pyXaeThes M0
1 Hagiramist nporaronicra P p JHO Py v
ocax XTayY
o . Yac 3ynuHAETHCS, BIAKPUBACTHCS POTALIS v
2 | MeHro neBenany Ta anrpenis Y > BLAXP poTatt
BUITQJIKOBUX KapT
o CHapsa1 TeHEPYIOThCA 32 TalilMepOM v
3 | ABroMarnuHa O00O¥OBa cucTeEMa P Py .. p
Cooldown 30poi
. . Cynep-hopMu 3aKJIMHAHb aKTUBYIOTHCS 34 v
4 EBomnronisg Ta Kpyrosi aypu ynep-¢op e y
YMOBH CHHEprii 0111y
) ) [Ty 3M0pOB'st 3MEHIIIYETHCS 3 AKTUBALIICIO v
5 ®dDikcarrisa IOIIKOIKEHD YyJ1310p Y . a
HEBPA3JIMBOCTI
. Opa IpoIte IypHO 3'IBIISIETHCS Ta v
6 | Cnasu xBwib Ta Il MoHCTpIB paa HpOLEAyP
MepeciIilye KOOpJAMHATH Mara
. o Expanu pesyabrariB Ta mokasauku Ul v
7 I'padiununit HUD Ta meHto patit pesy
BiJI0OPaKatOThCsI KOPEKTHO

3BeeHl JaHI HAOYHO CBIAYaTh, 110 KJIIOYOBI TEeHMIUICHHI MOAYJi codrty
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GYHKIIIOHYIOTH Oe3nepeOiifHo, CTaOIbHO Ta MOBHICTIO 3aJ0BOJIBHSIOTH BHUCYHYTI
BUMOTHU. Y TIPOIECl TECTyBaHHS OYJIO BHUSBJICHO MOOJWHOKI Bi3yajbHI apTedakTH B
aHIMAaIITHUX [UKIIaX, MIKPO3aTPUMKH MPHU JECTPYKIIii BOPOKHUX CIPANTIB Ta KpaoBi
MIOMUJIKK PO3PaxyHKy TPUTEPIB KOMI31M YaHKIB, skl OYyJIO YCIIIIHO YCYHEHO Ha eTarli
(b1HATBEHOTO JOOIPAIIOBAHHS apXITEKTYPH KOY.

OTpuMaHi MPaKTUYHI TOKA3HUKH TIOBHICTIO IOBO/SITH 3aralibHy MPale31aTHICTh
CTBOPEHOI'O EKIIIEH-POTajuKa, BUCOKY TOYHICTh B3a€MOJIi MDK He3alexxHuMu C#
CKpPHUIITAMU Ta MOTEHIIHHY 3AaTHICTh CHCTEMH JI0 MOJAIBIIOT MOJIEPHI3aI] MIITXOM
1HTerpallii J0JJaTKOBUX THUITIB 030pO€EHHS, KJIACIB CYIPOTUBHUKIB Ta HOBUX aJITOPUTMIB

MeTa-Iporpecii.

3.4 BucHoBKH 10 po3aiay 3

VY TpetboMy po3ainii OyJI0 JeTaabHO MPOaHaIi30BaHO Crenu(iKy pPO3ropTaHHs,
OPAKTUYHOTO BUKOPHUCTAaHHSA Ta Bepudikalli Npane3aTHOCTI EeKIIEH-porajnuka
Necrocide. Y Mexax JaHOro eramy ONMCAaHO AQJITOPUTM MEPBUHHOIO 3alyCKy
IHTEPAKTUBHOTO COPTYy, 0a30BI KOMIOHEHTH KOMYHIKAIli M) KOpPHUCTyBayeM Ta
porpaMor0, a TaKoX (YHKIIIOHYBAaHHS CHCTEM BCECHPSMOBAHOI HaBirailii mara,
MOHITOPUHTY KUTTEAISIBHOCTI M (piKcalii yIIKOAKEHb Ta MPOLEAYPHOTO BUKUBAHHS
Ha apeHi.

Pazom i3 TumM Oyno peanizoBaHO KOMIUIEKCHE TECTYyBaHHS KIFOUOBUX
(GyHKL10HAJIBHUX BY3J11B HU(PPOBOIO 10AATKA, y MIJACYMKY SIKOTO IiITBEPHKEHO MOBHY
KOPEKTHICTh pOOOTH MOAYJIB PyXy, aBTOMaTUYHOTO OO0, BUITAIKOBOI pOTAIlii KapT
anrperaiB mia 4yac jesenamny, a Takox LlI-anropuTMiB moBemiHKH opad MOOIB Ta
pennepunry rpagiunoro HUD-inTepdeiicy. OTpuMaHni npakTUYHI NOKAa3HUKU HAOYHO
3aCBIUYIOTh BHCOKHH CTYIIHb CTa0IIBHOCTI Ta BIJIMOBOCTIMKOCTI apXiTEKTypHu

CTBOPEHOTO TeHMILICHHOTO KOJY.

Apk.
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BUCHOBKH

VY mpotieci BUKOHaHHS KBaJi(ikaiitHoi poOoTH Oys0 3A1ICHEHO MOBHUMN LUK
MPOEKTYBAHHS Ta MPOrpaMHOI peanmi3aiii 1HTepakTUBHOro 2D ekiieH-poraivka
Necrocide y »xanpi Survivor-like 3 opuriHadbHUM Bi3yadbHUM OGOPMIICHHIM Yy
MOXMYPOMY HEOTOTUYHOMY MiKCeNb-apTi. Y Mexax MPOBEACHOI0 JTOCIIIKEHHS 0yJI0
JeTalbHO BHUBYEHO TeWMIUICHHI Ta TEXHIYHI OCOOJMBOCTI Kpallux CydacHUX
npenctaBHuKiB Action Roguelike nampsmy. Cucremartu3zailis IrpoBHX IHMKIIB Ta
MEXaHIK, BJIACTUBUX IIbOMY IHTEHCUBHOMY TIe€HMIU3aliHEPCHKOMY BEKTOpY, CTaja
HaJ1iHOI0 0a3010 711 POPMYyBaHHS aIrOPUTMIB MPOLEAYPHOTO CIIABHY Ta MOOY10BU
00MOBOT0 OTOYEHHS B pO3POOIIOBAHOMY 3aCTOCYHKY.

VY nepmoMy po3niii Oyj10 BUKOHAHO aHAITHYHHMM OTJIS) PUHKOBHX aHAJIOTIB
pO3pOOIIOBAHOI TPH, MIOCHIKEHO creuudiky maciuTadyBaHHS BOPOXKUX XBUIIb,
CTPYKTYpPH HECKIHUYEHHUX apeH, PETPO-CTHIIICTHKU Ta MOOYJOBH IHKIY TEeHMILICIO
(Core Loop). Cnuparouuch Ha pe3ysibTaTH MPOBEICHOrO aHami3zy, chopMOBaHO
KOHLENITyaJIbHY MOJENb IPOrpaMHOro coTy Ta 3a(iKCOBAHO MEPEIIK KIHOYOBHX
BUMOT JI0 (PYHKI[IOHAJIBHOCTI W omTuMmizalii MailOyTHBOTO MPOEKTY. Takoxk Oyso
HAayKOBO OOIPYHTOBAaHO BHOIp TEXHOJOTIYHOTO CTEKY MJii BTIJIEHHS METU poOOTH,
30KkpeMa irpoBoro pyiris Unity, 06'ekTHO-OpieHTOBaHOI MOBU nporpamyBanHs C# Ta
CHEI1aTi30BaHOT0 TpaiqHOrO IHCTPYMEHTAPITO.

Y npyroMy po3aiii  CIPOEKTOBAHO MOMAYJbHY apXiTEKTYpPy 3aCTOCYHKY,
BU3HAYCHO (DYHKITIOHATBHI JIMITH OOYUCIIECHB 1 cTBOpeHOo komruiekc UML-niarpam ta
ER-moneneii, siki JeTalbHO OMNKMCYIOTh JIOTIKY B3a€EMOMAIT Mk 130JIbOBAHUMHU
CKpUNTaMu cUCTeMHU. bylio mporpamMHo BTUIEHO 0a30BI MEXaHIKH BCECIPSIMOBAHOI
HaBiramii HEKpoMaHTa, aBTOMAaTHU30BaH1 aJTOPUTMHU KPYTOBUX ayp Ta JAIEKOOIMHOT
30poi, po3paxyHOK MyJly 3J0pOB's, IHTEp(eic BUNIaJKOBOTO BUOOPY KapT MOKPAIECHb
(JreBemnar), MTYYHUN 1HTEJIEKT XBUJIb MOHCTPIB, MPOIICIYPHE 3BEACHHS YaHKIB KapTH
Ta ¢azoBi Tpurepu 6utsu 3 60com. Kpim TOro, po3po0sieHo apXiTeKTypy AMHAMIYHOTO

HUD Ta noriky 306epexeHHs] MeTa-Iporpecy.
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VY TpeThoMy po3auTl HOKPOKOBO OMKUCAHO MPOIECH JECKTOMHOTO PO3rOpTaHHS,
NEPBUHHOTO 3alycKy, KOH(pIirypamii Ta NOpakTUYHOI eKCIuTyaTalli TOoTOBOIO
MPOrpPaMHOTO TPOAYKTy. PasoM i3 TuMm Oyiio peasri3oBaHO cepito BepudiKamiifHmX
TECTIB, Yy XOAl SAKUX CEKCIIEpUMEHTAJIBHO TIJATBEP/KCHO  Oe3repeliliny
po0OTO3MaTHICTH OOMOBHX aJTOPUTMIB, BHCOKY BIJIMOBOCTIMKICT KOAYy WIpU
KPUTUYHOMY HABaHTa)XCHHI Ta TOYHICTh BIIOOpaXEHHS €JNEeMEHTIB TpadidHOro
iHTepdeicy KopucTyBaya.

Y pesynbrari BUKOHAHHS KBamidikamidHoi poOoTH OyJI0 CTBOPEHO
MOBHOIIIHHUYM Mpane3gaTHuil peni3Huil mporotun Survivor-like rpu mig HazBoiO
«Necrocide» 13 po3BUHEHHUMH €JIEMEHTaMHU TaKTHYHOTO MaHeBpyBaHHs, Roguelike-
nporpecii, CHHEpTii 030pO€HHS Ta IHIMX cucTeM QyHKIioHany. Po3pobiena nporpama
HA0YHO JEMOHCTPYE €(heKTUBHICTH KOMOIHYBaHHS Cy4aCHHUX METO/IIB onTuMi3allii 2D-
00'eKTIB 13 OOpaHMM ay/aiOBi3yaJIbHUM CyHpPOBOJOM y TOTUYHOMY CTHJII Ta MOXE
CIIyTyBaTH THYYKUM (yHIaMEHTOM JJIsl MMOJAIIBIIIOT0 MacIITadyBaHHS KOJOBOI 0asy,
1HTEerpallii HOBUX KJIaciB MariB, BUJIB 3aKJIMHAHb, PO3IIMPEHHS OECTiapito BOPOTiB Ta

PO3BUTKY MPOEKTY Ha IHIIUX MIaT(hopmax.
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JTOIAATOK A
Buxigauit koa rpu

/I -- FILEPATH: Assets/Scripts/Enemy/Bat.cs ---
using UnityEngine;

public class Bat : MonoBehaviour
{

EnemyStats enemy;

Transform player;

// BUKIMKaeTbes iepes nepunmM kagpom oHosienHs (Update), micisa ctBopenns MonoBehaviour
void Start()
{

enemy = GetComponent<EnemyStats>();

player = Find AnyObjectByType<PlayerMovement>().transform;

}
// OHOBIICHHSI BUKJIMKAETHCS pa3 Ha KaJIp
void Update()
{
// TlepemimieHHs KakaHa B OiK TpaBIs 3 ypaxyBaHHSIM IIBUAKOCTI BOPOTa Ta 4acy
transform.position = Vector2.MoveTowards(transform.position, player.transform.position,
enemy.currentMoveSpeed * Time.deltaTime);
}
b
/I -- FILEPATH: Assets/Scripts/Enemy/EnemyScriptableObjectScript.cs ---
using UnityEngine;
[CreateAssetMenu(fileName = "EnemyScriptableObjectScript", menuName = "Scriptable

Objects/EnemyScriptableObjectScript")]
public class EnemyScriptableObjectScript : ScriptableObject
{
[SerializeField]
float moveSpeed;
// L1IBUAKICTH MEpPEMIILIEHHS BOpOra
public float MoveSpeed { get => moveSpeed; private set => moveSpeed = value;}

[SerializeField]

float maxHealth;

// MakcuMaabHHIA 3amac 310pOoB'st BOpora

public float MaxHealth { get => maxHealth; private set => maxHealth = value; }

[SerializeField]
float damage;
// llIkoxa, sIKy 3aB/1a€ BOPOT
public float Damage { get => damage; private set => damage = value; }
H
/I -- FILEPATH: Assets/Scripts/Enemy/EnemySpawner.cs ---
using NUnit.Framework;
using System.Collections;
using System.Collections.Generic;
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using Unity.VisualScripting;
using UnityEngine;

public class EnemySpawner : MonoBehaviour

{

[System.Serializable]
public class Wave

{
public string waveName; // Ha3Ba xBuJIi
public List<EnemyGroup> enemyGroup; // ['pynu BoporiB y 1iii XxBui
public int WaveQuota; // 3arajibHa KiJIbKICTh BOPOTIB, SIK1 3'IBJISITHCS B i XBHUII
public float spawnlInterval; // TnTepBan, yepe3 KU 3'ABISIOTHCS BOPOTH
public int spawnCount; // KibKiCTh BOPOTIB, sIKi BXK€ 3'IBUJTUCS B 11 XBHJII
}

[System.Serializable]
public class EnemyGroup

{
public string enemyName; // Ha3Ba Tuiy Bopora
public int enemyCount; // KiBbKICTh BOPOTIB, SIKi 3'SIBISITHCS B LI XBUITI
public int spawnCount; // KibKIiCTh BOPOTIB LILOTO THITY, SIK1 BXK€ 3'SBHIIMCS B L1 XBUII
public GameObject enemyPrefab;  // I[Ipeab Bopora
b
public List<Wave> waves; // CHIHCOK yCiX XBHJIb y T'pi
public int currentWaveCount; // THEEKC MOTOYHOT XBHITI

[Header("Spawner attributes")]

float spawnTimer; // TaiiMep JUid CLIaBHY
public int enemiesAlive; // KinbKICTh )KUBUX BOPOTIB Ha KapTi
public int maxEnemiesAllowed; // MakcuManbHO 03BOJIEHA KITbKICTh BOPOTiB OJJHOYACHO

public bool maxEnemiesReached = false; // Uu nocsiruyTo niMiTy BOpOTiB
public float wavelnterval; // THTEepBa Mi’K XBUIISIMH

[Header("Spawn position")]
public List<Transform> relativeSpawnPoints; // BigHOCHI TOUKH /Ui ClIaBHY HaBKOJIO TPABIIS

Transform player; // TlocunanHs Ha TpaHC(HOPM TpaBLs

void Start()

{
// 3HaxoaumMo TpaHchOpM IpaBLs yepe3 HOTro CKPUIT XapaKTEPUCTHK
player = FindAnyObjectByType<PlayerStats>().transform,;
CalculateWaveQuota();

}

void Update()
{

// SIK1110 TOTOYHA XBWJIA III€ HE MoYaja CIaBHUTHUCH, 3aITyCKAaEMO KOPYTHHY HOBOI XBUIII
if(currentWaveCount < waves.Count && waves[currentWaveCount].spawnCount == 0)

{

StartCoroutine(BeginNextWave());
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}

spawnTimer += Time.deltaTime;
// SIkmio TaiiMep mepeBHIIy€e iHTEpPBaJl CIIaBHY, CTBOPIOEMO BOPOTiB
if (spawnTimer >= waves[currentWaveCount].spawnInterval)
{
spawnTimer = 0f;
SpawnEnemies();
h
}

// KopyTrHa ajis TOYaTKy HACTYITHOI XBHUIII MICHISI 3aTPUMKH
IEnumerator BeginNextWave()
{
yield return new WaitForSeconds(wavelnterval);
if(currentWaveCount < waves.Count - 1)
{
currentWaveCount++;
CalculateWaveQuota();

j
}

// Paxye 3arajibHy KiJIbKICTh BOPOTiB JIJIsl TOTOYHOI XBHUJI1
void CalculateWaveQuota()
{
int currentWaveQuota = 0;
foreach(var enemyGroup in waves|currentWaveCount].enemyGroup)

{

currentWaveQuota += enemyGroup.enemyCount;
h
waves[currentWaveCount].WaveQuota = currentWaveQuota;
Debug.LogWarning(currentWaveQuota);

}

// JIorika CTBOpEHHsI BOPOTiB Ha KapTi
void SpawnEnemies()
{
if (waves[currentWaveCount].spawnCount < waves[currentWaveCount]. WaveQuota &&
!maxEnemiesReached)

{

foreach (var enemyGroup in waves[currentWaveCount].enemyGroup)

{

if (enemyGroup.spawnCount < enemyGroup.enemyCount)

{

// TlepeBipka, Yi HE IEPEBUILEHO JIMIT )KUBUX BOPOTiB
if(enemiesAlive >= maxEnemiesAllowed)

{
maxEnemiesReached = true;
return;
h
// CniaBH Bopora y BUIIQJKOBIM TOYIII HABKOJIO TPABILSI
Apk.
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Instantiate(enemyGroup.enemyPrefab, player.position +
relativeSpawnPoints|[Random.Range(0, relativeSpawnPoints.Count)].position, Quaternion.identity);

enemyGroup.spawnCount++;
waves[currentWaveCount].spawnCount++;
enemiesAlive++;

b
b
h

// CkuTa€EMO TIpamopewb JIMITy, SKIIO KITBKICTh BOPOTiB 3MEHIINIIACH
if (enemiesAlive < maxEnemiesAllowed)
maxEnemiesReached = false;

// BUKIIUKA€ETHCS, KOJIM BOPOTa BOUTO
public void OnEnemyKilled()

{

}

j
/I -- FILEPATH: Assets/Scripts/Enemy/EnemyStats.cs ---

using UnityEngine;
using UnityEngine.UIElements;

enemiesAlive--;

public class EnemyStats : MonoBehaviour

{
public EnemyScriptableObjectScript enemyData; // Jlani Bopora 3 Scriptable Object

[HideInInspector]

public float currentMoveSpeed; // [ToTouHa MBUAKICTH MEPEMIIICHHS
[HideInInspector]

public float currentDamage; // Ilorouna mkosa

[HideInInspector]

{

[HideInInspector]

public float currentHealth;  // [TotToune 310poB'sa

public float despawnDistance = 20f; // Bincranp, Ha sKiii BOpOT A€CIIaBHUTHCS/TIEPEHOCUTHCS
Transform player;

void Awake()
{
// THiiami3anis TOYaTKOBUX XapaKTepUCTHK 13 Scriptable Object
currentDamage = enemyData.Damage;
currentMoveSpeed = enemyData.MoveSpeed;
currentHealth = enemyData.MaxHealth;

}
void Start()
{
Apk.
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player = FindAnyObjectByType<PlayerStats>().transform,;
}

private void Update()
{

// SIK1II0 BOPOT 3aHATO JAJIEKO BiJl TPaBIls, IOBEPTAEMO HOTO OIHKYe

if (Vector2.Distance(transform.position, player.position) >= despawnDistance)

{
ReturnEnemy();
}

}

// OTpUMaHHS IIKOJIA BOPOTOM
public void TakeDamage(float dmg, Vector3 source)
{

currentHealth -= dmg;

if (currentHealth <= 0)

{
KillO);
}

}

// 3nuienHs 00'ekTa BOpora mpu cMepTi
public void Kill()

{
Destroy(gameObject);

}

// 3aBTaHHSI IIKOJIM TPABIIO MPU MOCTIHHOMY KOHTAKTI (KOJ131)
private void OnCollisionStay2D(Collision2D collision)

{
if (collision.gameObject.CompareTag("Player"))

{
PlayerStats player = collision.gameObject. GetComponent<PlayerStats>();
player. TakeDamage(currentDamage);

h
}

// TIoB1TOMJISIEMO CIIaBHEP PO CMEPTh BOPOTa, KOJIHU 00'€KT 3HHUILY€ETHCS
private void OnDestroy()
{

EnemySpawner es = FindAnyObjectByType<EnemySpawner>();

if (es !=null)

{

}
}

es.OnEnemyKilled();

// TloBepTae Bopora OJv>k4e 10 TpaBLis, SKIIO TOW BTIK 32 MEXIi pajaiycy (OnTHMi3allis 3amMicTh

BUJIaJICHHS)

public void ReturnEnemy()
{
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if (!gameObject.scene.isLoaded)

{
return;
}
EnemySpawner es = FindAnyObjectByType<EnemySpawner>();
transform.position =~ =  player.position =+  es.relativeSpawnPoints|[Random.Range(0,
es.relativeSpawnPoints.Count)].position;

}

h
/I -- FILEPATH: Assets/Scripts/Interfaces/Icollectible.cs ---

public interface Icollectible

{

// Metoq, sSIKuii BUKIIUKAETHCS MpHU 300p1 IpeameTa
void Collect();

h

/I -- FILEPATH: Assets/Scripts/Map/MapController.cs ---

using System.Collections.Generic;

using System.Collections.Hashtable;

using System.Collections;

using UnityEngine;

using System.Linq;

public class MapController : MonoBehaviour

{
public Camera referenceCamera;  // Kamepa /i BiicTEKEHHSI M@K BUAUMOIO CBITY
public float checkInterval = 0.5f; // [aTepBan nepeBipku KapTu (B CEKyHIaX)

[Header("Chunk Settings")]

public PropRandomizer[] terrainChunks; // Macus npeha0iB 4aHKiB 3eMJIi

public Vector2 chunkSize = new Vector2(20f, 20f); // Po3amip ogHOr0 YaHKy

public LayerMask terrainMask = 1;  // Macka mapy Juist BU3SHaY€HHS HasiBHOCT1 YaHKY
public bool deleteCulledChunks = false;// Uu BunansiTi yaHku, SIKi BUWIIUIN 3 MOJIS 30pY

// 36epirae nonepeaHIO MO3UIIII0 Ta PO3MIp KaMepH sl ONITUMI3aLlll TEpeBIPOK
Vector3 lastCameraPosition;

Rect lastCameraRect;

float cullDistanceSqr;

void Start()
{
// BUBeJIeHHS IOMUJIOK Yy KOHCOJIb, SIKIIIO B)KJIMBI 3MIHHI HE PU3HAUEH1
if (IreferenceCamera)
Debug.LogError("MapController He mo>xe mpairoBatu 6e3 nocunanss Ha kamepy (Reference
Camera).");

if (terrainChunks.Length < 1)
Debug.LogError("He mpusnaueno sxomanoro yanky 3emii (Terrain Chunks), nunamiuHa
reHeparis KapTi HEMOXJInBa.");

// 3amyck KOPYTHUHU MEePIOANYHOI TEPEBIPKU KapTu
StartCoroutine(HandleMapCheck());
HandleChunkSpawning(Vector2.zero, true);
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}

void Reset()
{

referenceCamera = Camera.main;

}

// KopyTuHa, sika IepioIMYHO MepeBipsi€ MO3UIII0 KAMEPHU Ta CTBOPIOE HOBI JAUISTHKH KapTH
IEnumerator HandleMapCheck()

{
for (; ;)

{

yield return new WaitForSeconds(checkInterval);

// OHOBIIFOEMO KapTy JIMIIIC SKIIO Kamepa 3MicTuiacs abo 3MiHUBCSA i1 po3Mip
Vector3 moveDelta = referenceCamera.transform.position - lastCameraPosition;
bool hasCamWidthChanged = !Mathf.Approximately(referenceCamera.pixelWidth
lastCameraRect.width, 0),
hasCamHeightChanged =  !Mathf.Approximately(referenceCamera.pixelHeight

lastCameraRect.height, 0);

if (hasCamWidthChanged || hasCamHeightChanged || moveDelta.magnitude > 0.1f)
{

HandleChunkCulling();

HandleChunkSpawning(moveDelta, true);

}

lastCameraPosition = referenceCamera.transform.position;
lastCameraRect = referenceCamera.pixelRect;

h
}

// Otpumye npsaMokyTHHK (Rect), 110 BimoOpaskae 001acTh irpoBOro CBITY, Ky 0a4UTh Kamepa
public Rect GetWorldRectFromViewport()

{

if (IreferenceCamera)

{

Debug.LogError("Kamepy nocunanus He 3HaiineHo. BukopucroByerscs Main Camera.");
referenceCamera = Camera.main;

}

Vector2 minPoint = referenceCamera.ViewportToWorldPoint(referenceCamera.rect.min),
maxPoint = referenceCamera.ViewportToWorldPoint(referenceCamera.rect.max);

Vector2 size = new Vector2(maxPoint.x - minPoint.x, maxPoint.y - minPoint.y);

cullDistanceSqr = Mathf.Max(size.sqrMagnitude, chunkSize.sqrMagnitude) * 3;

return new Rect(minPoint, size);

}

// OTpuMy€e BCl TOUYKH KOOPAMHAT, Y IKMX HEOOX1/IHO MEepEeBIPUTH HAsBHICTh YaHKIB
public Vector2[] GetCheckedPoints()

{
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Rect viewArea = GetWorldRectFromViewport();

Vector2Int tileCount = new Vector2Int(
(int)Mathf.Ceil(viewArea.width / chunkSize.x) + 1,
(int)Mathf.Ceil(viewArea.height / chunkSize.y) + 1

);

HashSet<Vector2> result = new HashSet<Vector2>();
for (int y = -1; y < tileCount.y; y++)
{
for (int x = -1; x < tileCount.x; x++)
{
result. Add(new Vector2(
viewArea.min.x + chunkSize.x * x,
viewArea.min.y + chunkSize.y * y

));
}
}

return result. ToArray();

}

// Kepye renepartieto (CltaBHOM) HOBHUX YaHKIB Ha OCHOBI pyXy KaMepu
void HandleChunkSpawning(Vector2 moveDelta, bool checkWithoutDelta = false)
{

HashSet<Vector2> spawnedPositions = new HashSet<Vector2>();

Vector2 currentPosition = referenceCamera.transform.position;

// TlepeBipsieMO BC1 HEOOX1/THI TOYKH B MEKaxX BUIUMOCTI KaMepu
foreach (Vector3 vp in GetCheckedPoints())

{
if (IcheckWithoutDelta)

{
// TlepeBipka HanpsIMKY pyXy 1o oci X
if (moveDelta.x > 0 && vp.x < 0.5f) continue;
else if (moveDelta.x < 0 && vp.x > 0.5f) continue;

// TlepeBipka HanpsIMKy pyxy 1o oci Y
if (moveDelta.y > 0 && vp.y < 0.5f) continue;
else if (moveDelta.y < 0 && vp.y > 0.5f) continue;

}

/I Oxpyrasiemo (MIPUB'I3yEMO) TIEPEBIPEHY MO3UIIIIO IO CITKU YaHKIB
Vector3 checkedPosition = SnapPosition(vp);

// SIkuto Ha 1ii mo3uLii e Hemae 00'eKTa, CTBOPIOEMO HOBHM YaHK

if ('spawnedPositions.Contains(checkedPosition) &&
!Physics2D.OverlapPoint(checkedPosition, terrainMask))
SpawnChunk(checkedPosition);
spawnedPositions.Add(checkedPosition);
}
h
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// OKpyTJIsi€ BEKTOP 0 HAMOMMKYNX KOOPAUHAT 3T1HO 3 pO3MipOM YaHKY (TIPUB'S3Ka 710 CITKH)
Vector3 SnapPosition(Vector3 position)
{
return new Vector3(
Mathf.Round(position.x / chunkSize.x) * chunkSize.x,
Mathf.Round(position.y / chunkSize.y) * chunkSize.y,
transform.position.z
);
}

// CTBOpPIOE YaHK y BKa3aHii MO3uIlii (BUMaJAKOBHI a00 KOHKPETHHI BapiaHT)
PropRandomizer SpawnChunk(Vector3 spawnPosition, int variant = -1)
{
if (terrainChunks.Length < 1) return null;
int rand = variant < 0 ? Random.Range(0, terrainChunks.Length) : variant;
PropRandomizer chunk = Instantiate(terrainChunks|[rand], transform);
chunk.transform.position = spawnPosition;
return chunk;

}

// Kepye npuxoByBaHHIM a00 BHJIAJICHHIM YaHKIB, SIK1 3HAXOSTHCS 3aHAITO JAIECKO BiJl KAMEPH
void HandleChunkCulling()
{
for (int 1 = transform.childCount - 1; 1 >= 0; i--)
{
Transform chunk = transform.GetChild(i);
Vector2 dist = referenceCamera.transform.position - chunk.position;
bool cull = dist.sqrMagnitude > cullDistanceSqr;
chunk.gameObject.SetActive(!cull);

// SIk1110 YBIMKHEHO BHIaJICHHS B/IJIaJIEHUX YaHKIB — 3HUIILYEMO X
if (deleteCulledChunks && cull) Destroy(chunk.gameObject);

h
}

}
/I -- FILEPATH: Assets/Scripts/Map/PropRandomizer.cs ---

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

public class PropRandomizer : MonoBehaviour

{

public List<GameObject> PropSpawnPoints; // Toukn Ha 4aHKy, ¢ MOXYTb 3'IBUTHUCS O0'€KTH

(mexopariii)
public List<GameObject> PropPrefabs; // [Ipedadu nexoparriii/00'exTiB (KaMeHi, IepeBa, KyIll

TOIIIO)

void Start()
{
SpawnProps();
H
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void Update()
{

}

// CnaBHATh BUIIQJKOBI JeKOpaIlii y BU3HAYEHUX TOYKAX YaHKY
void SpawnProps()

{
foreach (GameObject sp in PropSpawnPoints)

{
int rand = Random.Range(0, PropPrefabs.Count);
// CTBOpeHHSs 00'€KTa y TIO3UIIIi TOYKH CIIaBHY
GameObject prop = Instantiate(PropPrefabs[rand], sp.transform.position,
Quaternion.identity);
// Pobumo cTBOpeHHH 00'€KT JOUYIPHIM /10 TOUKH CIaBHY
prop.transform.parent = sp.transform;

b
b
}
// -- FILEPATH: Assets/Scripts/Passive Items/Passive.cs ---
using UnityEngine;

/// <summary>
//l Knac, sikuit mpuiiMae PassiveData 1 BUKOpUCTOBY€ThCA 111 301TBIIICHHS
/// XapakTepuCTHK (CTATiB) IPaBLs IPU OTPHUMAaHHI IPEIMETA.
//l </summary>
public class Passive : Item
{
public PassiveData data;
[SerializeField] CharacterData.Stats currentBoosts;

[System.Serializable]

public struct Modifier

{
public string name, description; // Ha3zpa ta onuc moaudikaropa
public CharacterData.Stats boosts; // Bonycu 10 xapakrepucTuk

}

// J151 AMHaMIYHO CTBOPEHUX MMAaCUBHUX MIpeIMETIB BUKIuKaiTe Initialise, 1100 yce HalamTyBaTy.
public virtual void Initialise(PassiveData data)
{

base.Initialise(data);

this.data = data;

currentBoosts = data.baseStats.boosts;

h
public virtual CharacterData.Stats GetBoosts()
{
return currentBoosts;
}
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// TIigBuIIy€e piBEHb MaCUBHOTO MpeaMeTa Ha | 1 mepepaxoBye BIAMOBITHI XapaKTEPUCTHKH.
public override bool DoLevelUp()

{
base.DoLevelUp();

// 3a00pOHAEMO TIABUIIICHHS PiBHS, SIKIIO BXKE JOCATHYTO MAKCUMYMY.
if (!CanLevelUp())
{
Debug.LogWarning(string.Format("He Bnmamocst mimBummtu  piBenb {0} 1o {1},
MaKCHUMaJIbHHUM piBeHb {2} Bke AocsarHyTo.", name, currentLevel, data.maxLevel));
return false;

}

// B 1HIIOMY BUTIAJIKy TOJJAEMO XapaKTEPUCTUKU HACTYIHOTO PiBHS 10 HAIIOTO MPEIMETA.
currentBoosts += data.GetLevelData(++currentLevel).boosts;
return true;
b
}
/I -- FILEPATH: Assets/Scripts/Passive Items/PassiveData.cs ---
using UnityEngine;

/// <summary>
/// 3amina nns knacy PassiveltemScriptableObject. Ines nonsirae B Tomy, 1o Mu xo4emo 36epiratu
BCl
/// maH1 mpo piBHI MACUBHOTO MPEAMETa B OTHOMY 00'€KTi, 3aMiCTh CTBOPEHHS KUIbKOX 00'€KTIB AJIs
/// 0qHOTO TAaCUBHOTO IpeaMeTa (110 AOBEIoCs O pOOUTH, SIKOM MH IIPOJJOB)KYBAJIN BUKOPUCTOBYBATH
PassiveltemScriptableObject).
//l </summary>
[CreateAssetMenu(fileName = "Passive Data", menuName = "2D Top-down Rogue-like/Passive
Data")]
public class PassiveData : [temData
{

public Passive.Modifier baseStats; // ba3zoi xapakTepucTuku Ha 1-My piBHI

public Passive.Modifier[] growth; // HamamtyBanHs mpupOCTy XapaKTEPUCTUK JJIsi HACTYITHUX
piBHIB

public Passive.Modifier GetLevelData(int level)
{
// bepemMo XapaKTepUCTUKHU AJI1 HACTYITHOTO PiBHS.
if (level - 2 < growth.Length)
return growth[level - 2];

// TloBepTaEMO TIOPOKHE 3HAUYEHHSI Ta MONIEPEKCHHS, SIKIIO PIBEHb HE HAJIAIITOBAHUH.
Debug.LogWarning(string.Format(" {yst MaCHBHOTO npeameTa HE HaJalITOBaHI
XapaKTepUCTHKH MigBUILEHHs 110 piBHsA {0}!", level));
return new Passive.Modifier();
}
h
/I -- FILEPATH: Assets/Scripts/Pick-Ups/ExperianceGem.cs ---
using UnityEngine;

public class ExperianceGem : Pickup
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{

public int jackpotExperienceGranted; / KinbkicTh HOCBiy, SIKY Aa€ el CaMOIBIT

public override void Collect()

{
// TlepeBipka, 4u IpeaIMET yKe MiiOpaHuil, o6 YHUKHYTH MOABIHHOTO 300py
if (hasBeenCollected)
{

return;

}

else

{
base.Collect();

}

// HapaxoByeMO JTOCBiJ] TPABIIO
PlayerStats player = FindAnyObjectByType<PlayerStats>();
if (player != null)
{
player.IncreaseExperience(jackpotExperienceGranted);
}
b

j
/I -- FILEPATH: Assets/Scripts/Pick-Ups/Health potion.cs ---

using UnityEngine;

public class Healthpotion : Pickup
{

public int healthToRestore; / KinbkicTh 370pOB's 17151 BiAHOBIECHHS

public override void Collect()

{
// TlepeBipka, 4 peaMeT yrKe Mi1i0paHuii
if (hasBeenCollected)
{

return;

}

else

{
base.Collect();
}

// BITHOBIIOEMO 3JI0POB'Sl TPABITIO
PlayerStats player = FindAnyObjectByType<PlayerStats>();
if (player != null)
{
player.RestoreHealth(healthToRestore);
H

}

h
// -- FILEPATH: Assets/Scripts/Pick-Ups/Pickup.cs ---

using UnityEngine;
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public class Pickup : MonoBehaviour, Icollectible

{

protected bool hasBeenCollected = false; // Ilpamopens, sikuii Bkasye, un OyB MpEeIMET YxKe
miaiopaHui

public virtual void Collect()

{

hasBeenCollected = true;

}

private void OnTriggerEnter2D(Collider2D collision)

{
// SIK1I0 B 30HY TpHUTrepa MOTPAIUISIE TPABEIlb, 3HUIIYEMO 00'€KT MpeaMeTa
if (collision.CompareTag("Player"))

{
Destroy(gameObject);

}

b
}
// -- FILEPATH: Assets/Scripts/Pick-Ups/TreasureChest.cs ---
using UnityEngine;

public class TreasureChest : MonoBehaviour

{
private void OnTriggerEnter2D(Collider2D col)

{
PlayerInventory p = col.GetComponent<PlayerInventory>();
if (p)
{
// BunajikoBe JioriuHe 3Ha4eHHs (true/false) /Ui BU3Ha4eHHs TUPY CKpHHI
bool randomBool = Random.Range(0, 2) == 0;

OpenTreasureChest(p, randomBool);

// 3HUIILYEMO CKPHUHIO MICJI BIIKPUTTS
Destroy(gameObject);
}
}

public void OpenTreasureChest(PlayerInventory inventory, bool isHigherTier)
{
// TlepebupaeMo KOXeH CIOT 31 30po€to, 1100 MepeBipuTH, Y1 MOKE BOHA €BOJIIOIIIOHYBATH.
foreach (PlayerInventory.Slot s in inventory.weaponsSlots)
{
Weapon w = s.item as Weapon,;

if (w == null || w.data.evolutionData == null) continue; // [rHopyemo 36por0, SKIIO BOHA HE
MO>KE €BOJIIOI[IOHYBATH.

// TIpoX0IMMO TI0 BC1X MOMJIMBUX €BOJTIOIISX IIIET 30POi.
foreach (ItemData.Evolution e in w.data.evolutionData)

{
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/I HamaraeMocsi €BOJIFOI[IOHYBaTH 30pOI0 JIUIIE SIKIIO YMOBOIO € BIAKPUTTS CKPHHI
(treasureChest).
if (e.condition == ItemData.Evolution.Condition.treasureChest)
{
bool attempt = w.AttemptEvolution(e, 0);
if (attempt) return; // SIK0 €BOITFOLIISI MPOMIILTA YCIIIIHO, 3YIIUHIEMO TIepedip.

/I -- FILEPATH: Assets/Scripts/Player/CameraMovement.cs ---
using UnityEngine;

public class CameraMovement : MonoBehaviour

{
public Transform target; // L{ib, 3a sikO¥O ciigye Kamepa (3a3Buuail TpaBelh)
public Vector3 offset; // 3mimenHs kamepu BiTHOCHO 11T

void Start()
{

}

void Update()

{
// OHOBIIOEMO MO3UIIII0 KaMEPH CIIA0M 3a HULIIO 3 YpaxXyBaHHIM 3MIIICHHS
transform.position = target.position + offset;

}

}
/I -- FILEPATH: Assets/Scripts/Player/CharacterData.cs ---

using UnityEngine;

[CreateAssetMenu(fileName = "Character Data", menuName = "2D Top-down Rogue-like/Character
Data")]
public class CharacterData : ScriptableObject
{
[SerializeField]
Sprite icon;
// IxoHKa mepcoHaxa /i inTepdeicy
public Sprite Icon { get => icon; private set => icon = value; }

[SerializeField]

new string name;

// Im's mepcoHaXka

public string Name { get => name; private set => name = value; }

[SerializeField]

WeaponData startingWeapon;

// CtapToBa 30posi mepcoHaxa

public WeaponData StartingWeapon { get => startingWeapon; private set => startingWeapon =
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value; }

[System.Serializable]

public struct Stats

{
// OCHOBHI XapaKTEPUCTUKU: MAKC. 3I0POB'sl, pereHepaiis, MBUIKICTb PyXY,
// cuna (might), mBuAKICTE aTak/cHapsaiB (speed), paaiyc maraiTy (magnet).
public float maxHealth, recovery, moveSpeed;
public float might, speed, magnet;

public Stats(float maxHealth = 100f, float recovery = Of, float moveSpeed = 1f, float might = 1f,

float speed = 1f, float magnet = 30f)
{

this.maxHealth = maxHealth;
this.recovery = recovery;
this.moveSpeed = moveSpeed;
this.might = might;
this.speed = speed;
this.magnet = magnet;

}

// TlepeBaHTa)keHHS OIeparopa JOAABAaHHS IJIsi 3pYyYHOTO CKJIAQJaHHS CTaTiB MEpCOHaXa Ta

OoHycCiB
public static Stats operator +(Stats s1, Stats s2)
{
sl.maxHealth += s2.maxHealth;
sl.recovery += s2.recovery;
sl.moveSpeed += s2.moveSpeed;
sl.might += s2.might;
sl.speed += s2.speed;
sl.magnet += s2.magnet;

return sl;
b
h
public Stats stats = new Stats(1000);
}
/I -- FILEPATH: Assets/Scripts/Player/PlayerAnimator.cs ---
using UnityEngine;

public class PlayerAnimator : MonoBehaviour
{

Animator am,;

PlayerMovement pm;

SpriteRenderer sr;

void Start()

{
am = GetComponent<Animator>();
pm = GetComponent<PlayerMovement>();
st = GetComponent<SpriteRenderer>();

}
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void Update()
{
// SIk1o € pyx 1o Oyab-sIKii 0ci, BMHKAa€MO aHIMAIiI0 PyXy Ta IEepeBipsIeEMO HANPSMOK CIIPAUTY
if (pm.MoveDir.x != 0 || pm.MoveDir.y != 0)
{
am.SetBool("Move", true);
SpriteDirectionChecker();
h

else

{

}
}

am.SetBool("Move", false);

// TlepeBipsie HAIPSIMOK OCTAHHBOT'O PYXY MO TOPU3OHTAIII Ta MOBepTae (Qurimae) cpanT
void SpriteDirectionChecker()

{
if (pm.lastHorizontal Vector < 0)
{
sr.flipX = false; // JIuBUTBCSI BITIBO
b
else
{
sr.flipX = true; // JIluBUTHCS BIIpaBo
b
b

h
/I -- FILEPATH: Assets/Scripts/Player/PlayerCollector.cs ---

using System.Xml.Serialization;
using UnityEngine;

public class PlayerCollector : MonoBehaviour
{
PlayerStats player;
CircleCollider2D playerCollector;
public float pullSpeed; // [IBUAKICTh MPUTATYBAaHHS MPEAMETIB 10 TPABLS

private void Start()

{
player = FindAnyObjectByType<PlayerStats>();
playerCollector = GetComponent<CircleCollider2D>();

}

private void Update()
{

// Pamiyc Tpurepa 300py AMHAMIYHO 3MIHIOETHCS 3QJIEKHO BiJl MOKA3HUKA MArHiTy TpaBIs
playerCollector.radius = player.CurrentMagnet;

}
private void OnTriggerEnter2D(Collider2D collision)
{
Apk.
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}

// SIxmo o0'exT MoskHa miaiOpatu (peanizye iHTepdeiic Icollectible)
if(collision.gameObject. TryGetComponent(out Icollectible icollectible))
{
Rigidbody2D rb = collision.gameObject. GetComponent<Rigidbody2D>();
// BUpaxoBy€MO HAINPSIMOK CHJIN JIJISl IPUTATYBAHHS TPEJMETA JI0 TPaBIIs
Vector2 forceDirectin = (transform.position - collision.transform.position).normalized;

// TlpuknamaeMo cuiy 10 IpeaMeTa, o0 BiH JETiB 10 TPaBIsd
rb.AddForce(forceDirectin * pullSpeed);

// Bukiimkaemo MeToj 300py mpeamMera
icollectible.Collect();

}
}

/I -- FILEPATH: Assets/Scripts/Player/PlayerMovement.cs ---
using UnityEngine;
using UnityEngine.InputSystem;

public class PlayerMovement : MonoBehaviour

{

Rigidbody2D rb;

[HideInInspector]
public Vector2 MoveDir; // Hanpsimok pyxy rpaBis

[HideInInspector]
public float lastHorizontalVector; // OctanHiit HeHYJIbOBHI HANPSAMOK 10 TOPU3OHTAI

[HideInInspector]
public float lastVerticalVector; // OctanHiil HeHyJIbOBUI HaNPSIMOK IO BEPTHKAII

[HideInInspector]
public Vector2 lastMoveVector; // 3aranbHuii OcTaHHIM BEKTOpP pyXy

PlayerStats player;

void Start()
{

player = GetComponent<PlayerStats>();
rb = GetComponent<Rigidbody2D>();
lastMoveVector = new Vector2(0f, -1f); / [TodarkoBwuii HarIpsIMOK BHHU3

}

void Update()

{
}

void FixedUpdate()

{
Move();
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}

// Meton HOBOi cuctemu BBeAeHHs (Input System) niist oTpuMaHHS BEKTOPY PyXy
public void OnMove(InputValue value)
{

// SIxo rpa 3aKiH4eHa, irHOpy€eMO BBEACHHS

if (GameManager.instance.isGameOver)

{

return;
}

MoveDir = value.Get<Vector2>();

// 36epiraeMo ocTaHHI BEKTOPY HAPSMKY, SKII[O TPABEIb PYXaEThCS

if (MoveDir != Vector2.zero)

{
if(MoveDir.x != 0) lastHorizontal Vector = MoveDir.x;
if(MoveDir.y != 0) lastVertical Vector = MoveDir.y;
lastMoveVector = MoveDir;

j
}

// ®i3uuHe nepemimienHs rpasist yepe3 Rigidbody2D
private void Move()

{

if (GameManager.instance.isGameOver)

{

return;
}
// BCTaHOBIIOEMO HIBUJAKICTh PyXy 3 YpaxyBaHHSM IOTOYHHUX CTaTiB IPaBLs
rb.linearVelocity = MoveDir * player.CurrentMoveSpeed;

}

}
/I -- FILEPATH: Assets/Scripts/Player/PlayerInventory.cs ---

using System;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

using TMPro;

public class PlayerInventory : MonoBehaviour
{
[System.Serializable]
public class Slot
{
public Item item;
public Image image;

// TIpu3Havyae mpeaAMET Yy CJIOT Ta OHOBIIIOE HOro ikoHKY B iHTepdetici (UI)
public void Assign(Item assignedItem)

{

item = assignedltem;
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if (item is Weapon)

{
Weapon w = item as Weapon,;
image.enabled = true;
image.sprite = w.data.icon;

}

else

{
Passive p = item as Passive;
image.enabled = true;
image.sprite = p.data.icon;

}

Debug.Log(string.Format("IIpenmer {0} mpu3nadeHo rpagirro.", item.name));

}

// OuuIae cIOT iIHBEHTAPS

public void Clear()

{
item = null;
image.enabled = false;
image.sprite = null;

}

public bool IsEmpty() { return item == null; }
}

// Crnotu 115t 30poi Ta MaCUBHUX MPeIMETIB (MaKCUMYM 110 6)
public List<Slot> weaponsSlots = new List<Slot>(6);
public List<Slot> passiveSlots = new List<Slot>(6);

[System.Serializable]
public class UpgradeUI

{

public TMP_Text upgradeNameDisplay; // BimoOpaxeHHsI Ha3BU TOKPAIICHHS
public TMP_Text upgradeDescriptionDisplay; / BinoOpaskeHHs onucy MOKpaIieHHs
public Image upgradelcon; // IkOHKa TIOKpaIeHHs

public Button upgradeButton; // Knormka 111 BUOOPY 1IOTO MOKPALIEHHS

}

[Header("UI Elements")]

public List<WeaponData> availableWeapons = new List<WeaponData>(); // Cnucok 1ocTymHoi
1St BUOOpY 30poi

public List<PassiveData> availablePassives = new List<PassiveData>(); // Crnucok qoCTymHHX
MAaCUBHUX MPEJIMETIB

public List<UpgradeUI> upgradeUIOptions = new List<UpgradeUI>(); /| EnemeHnTH
iHTepdeiicy ans Bubopy anrpeiiB Ha eKpaHi

PlayerStats player;
void Start()

{

player = GetComponent<PlayerStats>();
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}

// TlepeBipsie, 9 € B iHBEHTapi MPEIMET ITEBHOTO THITY
public bool Has(ItemData type) { return Get(type); }

public Item Get(ItemData type)

{
if (type is WeaponData) return Get(type as WeaponData);
else if (type is PassiveData) return Get(type as PassiveData);
return null;

}

// lllykae macUBHUN MIPEAMET 3a HOTO TaHUMH
public Passive Get(PassiveData type)

{

foreach (Slot s in passiveSlots)
{
Passive p = s.item as Passive;
if (p !=null && p.data == type)
return p;

}

return null;

}

// llykae 36poto 3a ii qaHuMu
public Weapon Get(WeaponData type)
{

foreach (Slot s in weaponsSlots)

{

Weapon w = s.item as Weapon,;
if (w !=null && w.data == type)
return w;

}

return null;

}

// Bunanse 30poro 3 iHBeHTaps Ta (OMNIIOHAIBHO) 3 MYJTy MOXJIMBUX MOKpAIlIEHb
public bool Remove(WeaponData data, bool removeUpgradeAvailability = false)

{

if (removeUpgradeAvailability) availableWeapons.Remove(data);

for (int i = 0; 1 < weaponsSlots.Count; i++)
{
Weapon w = weaponsSlots[i].item as Weapon;
if (w !=null && w.data == data)
{
weaponsSlots[i].Clear();
w.OnUnequip();
Destroy(w.gameObject);
return true;
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return false;

}

// Bunansie macUBHUMA MPEMET 3 IHBEHTaps
public bool Remove(PassiveData data, bool removeUpgradeAvailability = false)

{

if (removeUpgradeAvailability) availablePassives.Remove(data);

for (int 1 = 0; 1 < passiveSlots.Count; i++)

{

Passive p = passiveSlots[i].item as Passive;
if (p = null && p.data == data)
{

passiveSlots[i].Clear();

p.OnUnequip();

Destroy(p.gameObject);

return true;

j
}

return false;

}

public bool Remove(ItemData data, bool removeUpgradeAvailability = false)

{

if (data is PassiveData) return Remove(data as PassiveData, removeUpgradeAvailability);
else if (data is WeaponData) return Remove(data as WeaponData, removeUpgradeAvailability);
return false;

}

/I lonae HOBY 30pOI0 Y BUIBHHIA CIIOT
public int Add(WeaponData data)

{

int slotNum = -1;

for (int 1 = 0; 1 < weaponsSlots.Count; i++)

{
if (weaponsSlots[i].IsEmpty())
{
slotNum =1;
break;
}
H

if (slotNum < 0) return slotNum;
Type weaponType = Type.GetType(data.behaviour);

if (weaponType != null)

{
GameObject go = new GameObject(data.baseStats.name + " Controller");
Weapon spawnedWeapon = (Weapon)go.AddComponent(weaponType);
spawnedWeapon.Initialise(data);
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}

spawnedWeapon.transform.SetParent(transform);
spawnedWeapon.transform.localPosition = Vector2.zero;
spawnedWeapon.OnEquip();

weaponsSlots[slotNum].Assign(spawned Weapon);

if (GameManager.instance != null && GameManager.instance.choosingUpgrade)

{

GameManager.instance.EndLevelUp();

}

return slotNum;

}

else

{

Debug.LogWarning(string.Format("Bkazano HekopektHuil Tum ckpunry 30poi mns {0}.",
data.name));

}

return -1;

// lomae HOBUM TAaCUBHUI MPEAMET y BUIBHUN CIIOT
public int Add(PassiveData data)

{

int slotNum = -1;

for (int 1 = 0; 1 < passiveSlots.Count; i++)

{
if (passiveSlots[i].IsEmpty())
{
slotNum =1;
break;
h
}

if (slotNum < 0) return slotNum;

GameObject go = new GameObject(data.baseStats.name + " Passive");
Passive p = go.AddComponent<Passive>();

p.Initialise(data);

p.transform.SetParent(transform);

p.transform.localPosition = Vector2.zero;

passiveSlots[slotNum].Assign(p);
if (GameManager.instance != null && GameManager.instance.choosingUpgrade)

{

GameManager.instance.EndLevelUp();

}

player.RecalculateStats();
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}

return slotNum;

public int Add(ItemData data)

{

}

if (data is WeaponData) return Add(data as WeaponData);
else if (data is PassiveData) return Add(data as PassiveData);
return -1;

// TligBuIy€e piBeHb 30poi y BKa3aHOMY CJOTI
public void LevelUpWeapon(int slotIndex, int upgradelndex)

{

if (weaponsSlots.Count > slotIndex)

{

Weapon weapon = weaponsSlots[slotIndex].item as Weapon;

if ('weapon.DoLevelUp())
{

Debug.LogWarning(string.Format("He Bmamocs migBummtu piBenb s {0}.

weapon.name));

}
//

return;
b
b
if (GameManager.instance != null && GameManager.instance.choosingUpgrade)
{
GameManager.instance.EndLevelUp();
h

[TigBuIy€e piBEeHb TACUBHOTO MIPEIMETa y BKa3aHOMY CJIOTI

public void LevelUpPassiveltem(int slotIndex, int upgradeIndex)

{

}

if (passiveSlots.Count > slotIndex)

{

Passive p = passiveSlots[slotIndex].item as Passive;
if (!p.DoLevelUp())

{

Debug.LogWarning(string.Format("He Bnanocs migsummrtu piBeHs ans {0}.", p.name))
return;

}
}

if (GameManager.instance != null && GameManager.instance.choosingUpgrade)

{

GameManager.instance.EndLevelUp();

}

player.RecalculateStats();

n
>

2
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// ®opmye Ta BimoOpaskae BapiaHTH NOKpalieHb npu nigsuineHHi piBas (Level Up)
void ApplyUpgradeOptions()
{
List<WeaponData> availableWeaponUpgrades = new Llst<WeaponData>(ava1lableWeapons)
List<PassiveData> availablePassiveltemUpgrades = new
List<PassiveData>(availablePassives);

foreach (UpgradeUI upgradeOption in upgradeUIOptions)

{

if (availableWeaponUpgrades.Count == 0 && availablePassiveltemUpgrades.Count == 0)
return;

int upgradeType;

if (availableWeaponUpgrades.Count == 0)

{
upgradeType = 2; // Tinbku nacuBHi

b

else if (availablePassiveltemUpgrades.Count == 0)

{
upgradeType = 1; // Tinbku 30post

b

else

{

upgradeType = UnityEngine.Random.Range(1, 3); / Bunaakoso 36pos (1) abo nacuBHuit
npenMmer (2)

}

// JIorika Juid reHepalii anrpeiy akTHBHOI 30poi
if (upgradeType == 1)
{
WeaponData chosenWeaponUpgrade =
availableWeaponUpgrades[UnityEngine.Random.Range(0, availableWeaponUpgrades.Count)];
availableWeaponUpgrades.Remove(chosenWeaponUpgrade);

if (chosenWeaponUpgrade != null)

{
EnableUpgradeUI(upgradeOption);

bool isLevelUp = false;
for (int 1 = 0; 1 < weaponsSlots.Count; i++)
{
Weapon w = weaponsSlots[i].item as Weapon;
if (w !=null && w.data == chosenWeaponUpgrade)

3mn.

{
if (chosenWeaponUpgrade.maxLevel <= w.currentLevel)
{
DisableUpgradeUI(upgradeOption);
isLevelUp = true;
break;
}
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upgradeOption.upgradeButton.onClick.AddListener(() => LevelUpWeapon(i, 1));
Weapon.Stats nextLevel = chosenWeaponUpgrade.GetLevelData(w.currentLevel
+1);
upgradeOption.upgradeDescriptionDisplay.text = nextLevel.description;
upgradeOption.upgradeNameDisplay.text = nextLevel.name;
upgradeOption.upgradelcon.sprite = chosenWeaponUpgrade.icon,;
isLevelUp = true;
break;
H
}

if (lisLevelUp) // SAxmro 36poi e HeMae B iHBEHTapi, J0JAEMO SIK HOBY
{
upgradeOption.upgradeButton.onClick. AddListener(() =
Add(chosenWeaponUpgrade));
upgradeOption.upgradeDescriptionDisplay.text =
chosenWeaponUpgrade.baseStats.description;
upgradeOption.upgradeNameDisplay.text = chosenWeaponUpgrade.baseStats.name;
upgradeOption.upgradelcon.sprite = chosenWeaponUpgrade.icon;

j
}
j

// Jlorika juig reHeparii anrpeiiy nacuBHOIro mpeaMera
else if (upgradeType == 2)
{

PassiveData chosenPassiveUpgrade =
availablePassiveltemUpgrades[ UnityEngine.Random.Range(0,
availablePassiveltemUpgrades.Count)];

availablePassiveltemUpgrades.Remove(chosenPassiveUpgrade);

if (chosenPassiveUpgrade != null)

{
EnableUpgradeUI(upgradeOption);

bool isLevelUp = false;

for (int 1 = 0; 1 < passiveSlots.Count; i++)

{
Passive p = passiveSlots[i].item as Passive;
if (p !=null && p.data == chosenPassiveUpgrade)
{

if (chosenPassiveUpgrade.maxLevel <= p.currentLevel)
{

DisableUpgradeUI(upgradeOption);

isLevelUp = true;

break;
}

upgradeOption.upgradeButton.onClick.AddListener(() => LevelUpPassiveltem(i,
0);

Passive.Modifier nextLevel =
chosenPassiveUpgrade.GetLevelData(p.currentLevel + 1);

upgradeOption.upgradeDescriptionDisplay.text = nextLevel.description;
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upgradeOption.upgradeNameDisplay.text = nextLevel.name;
upgradeOption.upgradelcon.sprite = chosenPassiveUpgrade.icon,;
isLevelUp = true;

break;
h
}
if (lisLevelUp) // SIxuio macuBHOTO MpeaMeTa i€ HeMae, 01a€MO SIK HOBHIA
{
upgradeOption.upgradeButton.onClick. AddListener(() =
Add(chosenPassiveUpgrade));
Passive.Modifier nextLevel = chosenPassiveUpgrade.baseStats;
upgradeOption.upgradeDescriptionDisplay.text = nextLevel.description;
upgradeOption.upgradeNameDisplay.text = nextLevel.name;
upgradeOption.upgradelcon.sprite = chosenPassiveUpgrade.icon;
b
b
b
b
b
// Ounmiae ciryxadi KHOTIOK TIepesl HOBUM BUOOPOM
void RemoveUpgradeOptions()
{
foreach (UpgradeUI upgradeOption in upgradeUIOptions)
{
upgradeOption.upgradeButton.onClick.RemoveAllListeners();
DisableUpgradeUI(upgradeOption);
b
h
public void RemoveAndApplyUpgrades()
{
RemoveUpgradeOptions();
ApplyUpgradeOptions();
h
void DisableUpgradeUI(UpgradeUI ui)
{
ui.upgradeNameDisplay.transform.parent.gameObject.SetActive(false);
}
void EnableUpgradeUI(UpgradeUlI ui)
{
ui.upgradeNameDisplay.transform.parent.gameObject.SetActive(true);
h
}
/I -- FILEPATH: Assets/Scripts/Player/PlayerStats.cs ---
using Unity.VisualScripting;
using UnityEngine;
using System.Collections;
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using System.Collections.Generic;
using Unity.Mathematics;

using UnityEngine.UI;

using TMPro;

public class PlayerStats : MonoBehaviour

{
CharacterData characterData;
public CharacterData.Stats baseStats;
[SerializeField] CharacterData.Stats actualStats;
float health;

#region ['errepu Ta CerTepu miis XapaktepucTuk [ paBiis
public float CurrentHealth
{

get { return health; }

set

{
if (health != value)

{
health = value;
if (GameManager.instance != null)
{
GameManager.instance.currentHealthDisplay.text = string.Format(
"Health: {0:FO} / {1:FO}",
health, actualStats.maxHealth

public float MaxHealth

{
get { return actualStats.maxHealth; }
set

{

if (actualStats.maxHealth != value)

{

actualStats.maxHealth = value;
if (GameManager.instance != null)

{

GameManager.instance.currentHealthDisplay.text = string. Format(
"Health: {0:FO} / {1:FO}",
health, actualStats.maxHealth

public float CurrentRecovery
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{

get { return Recovery; }
set { Recovery = value; }

}
public float Recovery
{
get { return actualStats.recovery; }
set
{
if (actualStats.recovery != value)
{

actualStats.recovery = value;
if (GameManager.instance != null)

{

GameManager.instance.currentRecoveryDisplay.text = "Recovery:

actualStats.recovery;

j
}
j
}

public float CurrentMoveSpeed
{
get { return MoveSpeed; }
set { MoveSpeed = value; }

}

public float MoveSpeed
{

get { return actualStats.moveSpeed; }
set

{

if (actualStats.moveSpeed != value)
{
actualStats.moveSpeed = value;
if (GameManager.instance != null)

{

GameManager.instance.currentMoveSpeedDisplay.text = "Move
actualStats.moveSpeed;
}
}
}
}

public float CurrentMight

{
get { return Might; }
set { Might = value; }

}

public float Might

Speed:

"
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{

get { return actualStats.might; }
set

{

if (actualStats.might != value)

{
actualStats.might = value;
if (GameManager.instance != null)
{

GameManager.instance.currentMightDisplay.text = "Might: " + actualStats.might;

¥

}

¥
}

public float CurrentProjectileSpeed

{
get { return Speed; }

set { Speed = value; }

b
public float Speed
{
get { return actualStats.speed; }
set
{
if (actualStats.speed != value)
{
actualStats.speed = value;
if (GameManager.instance != null)
{
GameManager.instance.currentProjectileSpeedDisplay.text = "Projectile Speed: " +
actualStats.speed;
b
b
b
}
public float CurrentMagnet
{
get { return Magnet; }
set { Magnet = value; }
}
public float Magnet
{
get { return actualStats.magnet; }
set
{
if (actualStats.magnet != value)
{
actualStats.magnet = value;
Apk.
KP®MB.122.042.053.2026.113 6

3mn.

Apk. Ne doxym. Iionuc | ama




if (GameManager.instance != null)

{
GameManager.instance.currentMagnetDisplay.text = "Magnet: " + actualStats.magnet;
}
h
}
b

#endregion

SpriteRenderer SR;
private Coroutine flashCoroutine;
public ParticleSystem damageEffect;

[Header("Experience/level")]
public int Experience = 0;
public int level = 1;

public int experienceCap;

[System.Serializable]
public class LevelRange
{
public int startLevel;
public int endLevel;
public int experienceCaplncrease;

}

[Header("I-Frames")]

public float InvicibilityDuration; // TpuBanicTs HEBpa3IUBOCTI
float invicibilityTimer;

bool islnvicible;

public List<LevelRange> levelRanges;
PlayerInventory inventory;

public int weaponIndex;
public int passiveltemIndex;

[Header("UI")]

public Image healthBar;

public Image expBar;

public TextMeshProUGUI levelText;

public void Awake()
{

SR = GetComponent<SpriteRenderer>();
SR.color = Color.white;

characterData = CharacterSelector.GetData();
CharacterSelector.instance.DestroySingleton();

inventory = GetComponent<PlayerInventory>();
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baseStats = actualStats = characterData.stats;
health = actualStats.maxHealth;

}

private void Start()

{
inventory.Add(characterData.StartingWeapon);
experienceCap = levelRanges[0].experienceCaplncrease;

// TloyaTKOBE HaJAIITYBAHHS TEKCTOBUX MOJIB HA €KpaHi Nay3u
GameManager.instance.currentHealthDisplay.text = "Health: " + CurrentHealth;
GameManager.instance.currentRecoveryDisplay.text = "Recovery: " + CurrentRecovery;

GameManager.instance.currentMoveSpeedDisplay.text = "Move Speed: " +
CurrentMoveSpeed;

GameManager.instance.currentMightDisplay.text = "Might: " + CurrentMight;

GameManager.instance.currentProjectileSpeedDisplay.text = "Projectile Speed: " +

CurrentProjectileSpeed,
GameManager.instance.currentMagnetDisplay.text = "Magnet: " + CurrentMagnet;

GameManager.instance.AssignChosenCharacterUI(characterData);

UpdateHealthBar();
UpdateExpBar();
UpdateLevelText();

}

private void Update()
{

if (invicibility Timer > 0)
{
invicibilityTimer -= Time.deltaTime;

}

else if (isInvicible)

{

isInvicible = false;

}

Recover();

}

/I TlepepaxoBye cTaji XapaKTEpPUCTHKH MEpCOHaXka 3 ypaxyBaHHAM OOHYCIB BiJ NacHBHUX
MpeIMETiB
public void RecalculateStats()
{
actualStats = baseStats;
foreach (PlayerInventory.Slot s in inventory.passiveSlots)

{

Passive p = s.item as Passive;

if (p)

{

actualStats += p.GetBoosts();
h
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}
b

// 30inb1Iy€e TOCBiA Ta BUKIMKaE nepeBipky Ha Level Up
public void IncreaseExperience(int amount)
{

Experience += amount;

LevelUpChecker();

UpdateExpBar();

}

// TlepeBipsie, Un TOCTaTHBO JOCBIAY AJISl OTPUMAaHHS HOBOTO PiBHS
void LevelUpChecker()
{
if (Experience == 0 && level == 1) return;
if (Experience >= experienceCap)
{
level++;
Experience -= experienceCap;
int experienceCaplncrease = 0;
foreach (LevelRange range in levelRanges)

{

if (level >= range.startLevel && level <= range.endLevel)
{
experienceCaplncrease = range.experienceCaplncrease;
break;

}
h

experienceCap += experienceCaplncrease;
UpdateLevelText();
GameManager.instance.StartLevelUp(); // Binkpusaemo BikHo Level Up

h
}

// HaneceHHSs KO TPaBITIO
public void TakeDamage(float amount)

{
if (lisInvicible)
{
CurrentHealth -= amount;
if (damageEffect) Destroy(Instantiate(damageEffect, transform.position,

Quaternion.identity), 5f);

invicibilityTimer = InvicibilityDuration;
isInvicible = true;

if (flashCoroutine != null)

{
StopCoroutine(flashCoroutine);
j
flashCoroutine = StartCoroutine(DamageFlashRoutine());
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if (CurrentHealth <= 0)
{ Kill();
}
UpdateHealthBar();
}
h

// KopyTuHa 1j1s Bi3yalnbHOTO OJMMaHHS Y€PBOHUM KOJIHOPOM IIPH OTPUMAaHHI IITKOIN
[Enumerator DamageFlashRoutine()
{
if (SR !=null)
{
SR.color = Color.red;
yield return new WaitForSeconds(0.3f);
SR.color = Color.white;

}
j

// BUKITMKAETHCS TIPU CMEPTi TPaBILst
public void Kill()
{

if (!GameManager.instance.isGameOver)

{
GameManager.instance.AssignLevelReachedUI(level);
GameManager.instance.GameOver();

}
h

// BinHOBNEHHS 310pOB's (Hanpukiaa, OaHKaMu)
public void RestoreHealth(float amount)

{

if (CurrentHealth < actualStats.maxHealth)
{
CurrentHealth += amount;
if (CurrentHealth > actualStats.maxHealth)

{

CurrentHealth = actualStats.maxHealth;

}
UpdateHealthBar();
}
¥

// TlacuBHA TIOCEKYH/IHA PETEHEpallisl 37J0pOB's IEPCOHAKA
void Recover()

{

if (CurrentHealth < actualStats.maxHealth)

{
// BUITPABJIEHO TIOMUIJIKY: Bunaneno nyOirorouuii psiioK AOAAaBaHHS pereHeparii,

TEIEp PaxyeThCs MPABUIBHO
CurrentHealth += Recovery * Time.deltaTime;
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if (CurrentHealth > actualStats.maxHealth)

{

CurrentHealth = actualStats.maxHealth;

;
UpdateHealthBar();
;
b

// OHOBIIeHHsI TpadiYHUX €IIEMEHTIB iHTEpdECcy
void UpdateHealthBar()

{
if (healthBar != null && actualStats.maxHealth > 0)
{
healthBar.fillAmount = CurrentHealth / actualStats.maxHealth;
H
b
void UpdateExpBar()
{
if (expBar != null && experienceCap > 0)
{
expBar.fillAmount = (float)Experience / experienceCap;
}
b
void UpdateLevel Text()
{
if (levelText !=null)
{
levelText.text="LV " + level;
}
h

}
/I -- FILEPATH: Assets/Scripts/Weapons/Aura.cs ---

using System.Collections.Generic;
using UnityEngine;

//l <summary>
/ll Aypa — 1ie edekT mepioguuHoi mkoau (damage-over-time), sSIKUi Ji€ Ha TMEBHY 00JacTh i3
3a/laHMMU 1HTEpBaJlaMH 4yacy.
/// BuxopucroByeTbcs Juid peanizanii ¢yskuioHanmy YachHuky (Garlic), a Takoxk Moxe
3acTocoByBaTHCs 175 cTBopeHHs edekTiB Csatoi Boau (Holy Water).
/Il </summary>
public class Aura : WeaponEffect
{
Dictionary<EnemyStats, float> affectedTargets = new Dictionary<EnemyStats, float>();
List<EnemyStats> targetsToUnaffect = new List<EnemyStats>();

// Meton Update BUKITMKa€eTbCS pa3 HA Kaap

void Update()
{
Dictionary<EnemyStats, float> affectedTargsCopy = new Dictionary<EnemyStats,
Apk.
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float>(affectedTargets);

// TlepeOupaemMo KOXKHY ITiJIb TiJ II€I0 aypu Ta 3MEHITYEMO Yac Mepe3apsiaKu

// nii aypm mns miel nii. ko yac nmepesapsiaku gocsirae 0, 3aB1aeMo IIKOIH.

foreach (KeyValuePair<EnemyStats, float> pair in affectedTargsCopy)
{
affectedTargets[pair.Key] -= Time.deltaTime;
if (pair.Value <= 0)
{
if (targetsToUnaffect. Contains(pair.Key))
{
// SIku1o uinb moMiyeHa i BUAAJICHHS, MPUOUpaeMo ii 31 CIUCKIB.
affectedTargets.Remove(pair.Key);
targetsToUnaffect.Remove(pair.Key);
h
else
{
// CxugaeMo Jac mepe3apsaKy Ta 3aBIa€MO IIKOIH.
Weapon.Stats stats = weapon.GetStats();
affectedTargets[pair.Key] = stats.cooldown;
pair.Key.TakeDamage(GetDamage(), transform.position);
b
b
b
b

void OnTriggerEnter2D(Collider2D other)
{
if (other. TryGetComponent(out EnemyStats es))
{
// SIx1o aypa 111e He Jii€ Ha IO ik, J0Aa€MO il
// 1O HaIIOTO CHUCKY BPaXXE€HUX I1IEH.
if (laffectedTargets.ContainsKey(es))
{
// 3aBxau moynHaeMo 3 iHTepBaty 0, o0 i1k oTpUMana
// KOy BKe Ha HacTynmHoMy THKY (kajapi) Update().
affectedTargets.Add(es, 0);
h
else
{
if (targetsToUnaffect.Contains(es))
{
targetsToUnaffect.Remove(es);
h
}
h
}

void OnTriggerExit2D(Collider2D other)

{
if (other. TryGetComponent(out EnemyStats es))

{
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// He BuaanseMo 111k 0Jipasy Micys TOTO, SK BOHA 3aJIUIIAE 30HY,
// OCKIIbKM HaM yce 1€ TOTpiOHO BIACTEKYBATH il Yac mepe3apsiakH.
if (affectedTargets.ContainsKey(es))

{
targetsToUnaffect. Add(es);
}

}
}

H
/I -- FILEPATH: Assets/Scripts/Weapons/AuraWeapon.cs ---
using UnityEngine;

public class AuraWeapon : Weapon

{

protected Aura currentAura;

// Meton Update BUKITUKA€THCS pa3 HA KaJIp
protected override void Update() {
base.Update();

}

public override void OnEquip()
{
// Cipo6a 3aMiHUTH TIOTOYHY aypy 30poi Ha HOBY.
if (currentStats.auraPrefab)
{
if (currentAura) Destroy(currentAura);
currentAura = Instantiate(currentStats.auraPrefab, transform);
currentAura.weapon = this;
currentAura.owner = owner;

currentAura.transform.localScale = new Vector3(currentStats.area,
currentStats.area);

}
h

public override void OnUnequip()
{

if (currentAura) Destroy(currentAura);
if (currentAura) Destroy(currentAura.gameObject);

}

public override bool DoLevelUp()

{
if ('base.DoLevelUp()) return false;

// Slxmio 1o 11i€i 30poi MpUKpITUIeHa aypa, MA OHOBITIOEMO 11 TapaMeTpH.

currentStats.area,

3mn.

if (currentAura)
{
currentAura.transform.localScale = new Vector3(currentStats.area, currentStats.area,
currentStats.area);
}
return true;
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}

}
/I -- FILEPATH: Assets/Scripts/Weapons/Item.cs ---

using NUnit.Framework.Interfaces;
using System.Collections.Generic;
using UnityEngine;

/// <summary>
/// ba3zoBuii kjac Ak 1y macuBHUX mpeametiB (Passive), tak 1 ana 30poi (Weapon). OcHoBHE
pU3HAYCHHS —
/I 06poOKa eBOJIOIIT MPEeAMETIB, OCKUIBKH MU XO04eMO, 100 1 30posi, 1 MacHBHI IPEAMETH MOTJIH
€BOJIIOI[IOHYBATH.
/Il </summary>
public abstract class Item : MonoBehaviour
{
public int currentLevel = 1, maxLevel = 1;
protected ItemData.Evolution[] evolutionData;
protected PlayerInventory inventory;
protected PlayerStats owner;

public virtual void Initialise(ItemData data)

{
maxLevel = data.maxLevel,
// 36epiraemMo maHi Mpo EBOJIOLI0, OCKLIBKH HaM MOTPiOHO BiACTEXKYBaTH,
// 91 € BC1 KaTaji3aTOpu B IHBEHTAPI JIs 3/[1HCHEHHS €BOJIIOIIII.
evolutionData = data.evolutionData;

/'Y MaiOyTHbOMY MOTPIOHO 3HAMTH Kpalui crnocid OTpUMaHHS MOCHJIAHHS Ha 1HBEHTap
rpaBld,

// OCKIJIbKY IOTOYHUI BapiaHT € HEe(PEKTUBHUM.

inventory = Find AnyObjectByType<PlayerInventory>();

owner = FindAnyObjectByType<PlayerStats>();

}

public virtual bool CanLevelUp()
{

return currentLevel <= maxLevel,

}

// 1lllopa3sy, komu TpeAMET MIABUIIY€E PIiBEHb, 3IIHCHIOETHCS CIpoda 3MYCHTH WOTO
€BOJIIOI[IOHYBATH.

// Edextu, iK1 BM OTpUMY€ETE MiJ Yyac eKilipyBaHHA [IpeIMeTa.
public virtual void OnEquip() { }

// EpexTH, fKi BUAANSAIOTHCS MIPU 3HATTI peIMeTa.
public virtual void OnUnequip() { }

public virtual ItemData.Evolution[] CanEvolve()

{

List<ItemData.Evolution> possibleEvolutions = new List<ItemData.Evolution>();
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// TlepeBipsieMO KOXHY BKa3aHy €BOJIIOLIIO Ta HASBHICTh HEOOX1THUX YMOB B IHBEHTApI.
foreach (ItemData.Evolution e in evolutionData)

{
if (CanEvolve(e)) possibleEvolutions.Add(e);

}

return possibleEvolutions. ToArray();

}

// TlepeBipsie, Y1 MOXKJIMBAa KOHKPETHA €BOJIIOIIIS.
public virtual bool CanEvolve(ItemData.Evolution evolution, int levelUpAmount = 1)
{
// HEMOXKITUBO €BOJIOLIOHYBATH, SKIIO MPEAMET 1€ HE JOCSIT HEOOXiTHOTO PiBHA.
if (evolution.evolutionLevel > currentLevel + levelUpAmount)

{

Debug.LogWarning(string.Format("EBomntoriiss He Baanacsi. [lorounuii piBens {0}, piBeHb
esourrortii {1}", currentLevel, evolution.evolutionLevel));
return false;

}

// TlepeBipka, 4¥ BCi KaTai3aTopy 3HAXOAATHCS B IHBEHTApI.
foreach (ItemData.Evolution.Config ¢ in evolution.catalysts)
{
Item item = inventory.Get(c.itemType);
if (!item || item.currentLevel < c.level)
{
Debug.LogWarning(string. Format("EBotorris HE BJaJIacs. Biacyrhii {0}",
c.itemType.name));
return false;
}
}

return true;

}

/I AttemptEvolution cTBOproe HOBY 30pOt0 7Sl IEPCOHAXA Ta BUIAISIE BC1
// mpeameTH, sIKi MatoTh OyTH MOTJIMHYTI B IPOLIECI €BOJIIOLLI.
public virtual bool AttemptEvolution(ItemData.Evolution evolutionData, int levelUpAmount = 1)
{
if (!CanEvolve(evolutionData, levelUpAmount))
return false;

// Yu moTpiOHO MOTIMHATH MACUBHI IPEIMETH / 30p0or0?

bool consumePassives = (evolutionData.consumes &
ItemData.Evolution.Consumption.passives) > 0;
bool consumeWeapons = (evolutionData.consumes &

ItemData.Evolution.Consumption.weapons) > 0;

// TlepebupaeMo Bci KaTanizaTopu Ta MEpeBIpsieMO, UM CIIiJT IX NOTJIMHATH.
foreach (ItemData.Evolution.Config ¢ in evolutionData.catalysts)

{

if (c.itemType is PassiveData && consumePassives) inventory.Remove(c.itemType, true);
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if (c.itemType is WeaponData && consumeWeapons) inventory.Remove(c.itemType, true);

}

// Y1 MaeMO MU TOTTIMHYTH caMi cebe TaKkox?
if (this is Passive && consumePassives) inventory.Remove((this as Passive).data, true);
else if (this is Weapon && consumeWeapons) inventory.Remove((this as Weapon).data, true);

// 1oJlaeMO HOBY €BOJTIOIIIOHOBAHY 3000 JI0 HAIIIOTO IHBEHTAPIO.
inventory.Add(evolutionData.outcome.itemType);

return true;

}

public void Evolveltem(Item item, ItemData.Evolution evolution)
{
// SIx1o KoHGITyparris €BOJIONIi BUMarae morjInHaHHs 30poi a00 MacuBHUX MPEIMETIB,
// My MOkeMO BUKOpUcTOBYBaTU (yHKIII0 Evolveltem.
if (item.AttemptEvolution(evolution))
{
// OHOBIIOEMO iHTEpQEiiC MiABUIIICHHS PIBHSA, SKIIO MU HIOHHO €BOJIOI[IOHYBAIN MPEIMET.
Debug.Log(string.Format("EBomntoriionoBano {0} y {1}", item.name,

evolution.outcome.itemType.name));

}

}
j

public virtual bool DoLevelUp()
{

if (evolutionData == null) return true;

// Cipo0a eBOIIOIIIOHYBATH B KOKHY JIOCTYITHY €BOJIIOLIIIO IIi€T 30poi,
// AIKIII0 YMOBOIO €BOJIIOLT € MiJBUILEHHS PiBHS.
foreach (ItemData.Evolution e in evolutionData)
{
if (e.condition == ItemData.Evolution.Condition.auto)
AttemptEvolution(e);

}

return true;

}

/I -- FILEPATH: Assets/Scripts/Weapons/ItemData.cs ---
using UnityEngine;

//l <summary>

/// ba3oBuit kmac ans BCiX JaHMX mpo 30poro / macuBHI mnpeameru. lleit GazoBuii Kiac
BUKOPUCTOBYETHCS JIJISl TOTO,

/// 106 WeaponData ta PassiveltemData moxHa OyJ10 BAKOPUCTOBYBATH B3a€MO3aMiHHO 32 IOTPEOH.
//l </summary>

public abstract class ItemData : ScriptableObject

{

public Sprite icon;
public int maxLevel;
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[System.Serializable]
public struct Evolution

{

public string name;

public enum Condition { auto, treasureChest }
public Condition condition; / YMoBa eBomto1ii: aBTOMaTHYHO a00 yepe3 CKPHHIO 31 CKapOaMu

[System.Flags] public enum Consumption { passives = 1, weapons =2 }
public Consumption consumes; // [1{o morauHaeThCs: MacUBHI IpeIMETH, 30post Ui 00MaBa

public int evolutionLevel,
public Config[] catalysts;
public Config outcome;

[System.Serializable]
public struct Config
{
public ItemData itemType;
public int level;
b
}

public Evolution[] evolutionData;
b
/I -- FILEPATH: Assets/Scripts/Weapons/Projectile.cs ---
using UnityEngine;

//l <summary>
/// KOMIIOHEHT, SIKUM NpUKPIIUIIOETbCA 10 Beix mnpedadiB cHapsaiB. Yci CTBOPEHI CHapsau
JETITUMYTh y HANPSIMKY,
/// Kyau BOHM IOBEPHYTI, 1 3aBJaBaTUMYTb LIKOU MPH 3ITKHEHHI 3 00'€KTOM.
//l </summary>
[RequireComponent(typeof(Rigidbody2D))]
public class Projectile : WeaponEffect
{
public enum DamageSource { projectile, owner };
public DamageSource damageSource = DamageSource.projectile; / Jlxxepeno mkoau: cam CHapsija
YH rpaBelb (JUIsl pO3paxyHKY B1JIKHJIaHHS)
public bool hasAutoAim = false;
public Vector3 rotationSpeed = new Vector3(0, 0, 0);

protected Rigidbody2D rb;
protected int piercing;

// Meton Start BUKITMKAETHCS IEPET MEPIIUM KaapoM
protected virtual void Start()
{
rb = GetComponent<Rigidbody2D>();
Weapon.Stats stats = weapon.GetStats();
if (rb.bodyType == RigidbodyType2D.Dynamic)

Apk.

KPDOMB.122.042.053.2026.113 a7

3mnu. | Apk. Ne doxym. Iionuc | ama




{

rb.angularVelocity = rotationSpeed.z;
rb.linearVelocity = transform.right * stats.speed;

}

// 3anobiraemo Tomy, o6 macmTab (area) gopiBHIOBaB (), OCKUIBKH 1€ IPUXOBAE CHAPSII.
float area = stats.area==0 ? 1 : stats.area;
transform.localScale = new Vector3(

area * Mathf.Sign(transform.localScale.x),

area * Mathf.Sign(transform.localScale.y),

1

)

// BCTaHOBIIOEMO, CKUTBKU TPOOUTTS (piercing) Mae 1ei 00'eKT.
piercing = stats.piercing;

// 3HUIILYEMO CHApA[ MICJIA 3aKIHYEHHS Yacy HOro KUTTS.
if (stats.lifespan > 0) Destroy(gameObject, stats.lifespan);

// SIkmio y cHapsiga yBIMKHEHO aBTONPHIIUTIOBAHHS, aBTOMATHYHO 3HAXOIMMO BiIIOBIIHOTO

BOpOTa.

}

if (hasAutoAim) AcquireAutoAimFacing();

// SIKII0 cHapAl CAaMOHABOASTHCS, BIH aBTOMATHYHO 3HAii/Ie BIIMOBIAHY I[UIb ISl pyXY 110 HEf.
public virtual void AcquireAutoAimFacing()

{

}

float aimAngle; // Ham noTpiOHO BU3HAUUTH, KyAU HITUTHUCS.

// 3HaX0AMMO BCIX BOPOT'iB Ha €KpaHI.
EnemyStats[] targets = FindObjectsOfType<EnemyStats>();

// BubupaeMo BUIaKOBOI0 BOpora (SKIIo € Xo4a O O/11H).

// Tnakie BUOMpaeMO BUIIAAKOBUI KYT.

if (targets.Length > 0)

{
EnemyStats selectedTarget = targets[Random.Range(0, targets.Length)];
Vector2 difference = selectedTarget.transform.position - transform.position;
aimAngle = Mathf.Atan2(difference.y, difference.x) * Mathf.Rad2Deg;

h

else

{
aimAngle = Random.Range(0f, 360f);

}

// TloBepTaeMo cHapsi y HaNpsMKY, Kyl MU IUIUMOCS.
transform.rotation = Quaternion.Euler(0, 0, aimAngle);

// Meton FixedUpdate BuknukaeTscs 3 piKCOBaHUM 1HTEPBAJIOM Yacy
protected virtual void FixedUpdate()

{
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/' KepyemMo pyxoM caMOCTiiHO JHiie B TOMYy BHUIAIKy, skmio Rigidbody € kiHemMaTHYHHM
(Kinematic).
if (rb.bodyType == RigidbodyType2D.Kinematic)
{
Weapon.Stats stats = weapon.GetStats();
transform.position += transform.right * stats.speed * Time.fixedDeltaTime;
rb.MovePosition(transform.position);
transform.Rotate(rotationSpeed * Time.fixedDeltaTime);

}
}

protected virtual void OnTriggerEnter2D(Collider2D other)

{
EnemyStats es = other.GetComponent<EnemyStats>();
BreakableProps p = other.GetComponent<BreakableProps>();

// B3aemosieMo Jiuiie 3 BoporaMu abo 00'eKTaMH, sIKi MOYKHA 371aMaTH.
if (es)
{
// If there is an owner, and the damage source is set to owner,
// ' we will calculate knockback using the owner instead of the projectile.
// SIKII0 € BIIACHHUK 1 JKEPEIIOM IIKOH BKa3aHO BIACHUKA, MU PO3PaXOBY€EMO BiIKHIAHHS BiJ
IpaBIls, a HE BiJl CHaps/Ia.
Vector3 source = damageSource == DamageSource.owner && owner ?
owner.transform.position : transform.position;

// 3aBAae MIKOJM Ta 3MEHIIIY€E MOKA3HUK MPOOUTTS CHApAIA.
es.TakeDamage(GetDamage(), source);

Weapon.Stats stats = weapon.GetStats();
piercing--;
if (stats.hitEffect)
{
Destroy(Instantiate(stats.hitEffect, transform.position, Quaternion.identity), 5f);
}
¥
else if (p)
{
p.TakeDamage(GetDamage());
piercing--;

Weapon.Stats stats = weapon.GetStats();
if (stats.hitEffect)
{
Destroy(Instantiate(stats.hitEffect, transform.position, Quaternion.identity), 5f);
h
}

// 3uun1y€EMO 11e# 00'€KT, SKIO Y HHOTO 3aKIHYUBCS JIIMIT NPOOUTTS MiCIs BIy4aHb.
if (piercing <= 0) Destroy(gameQObject);
}
H
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/I -- FILEPATH: Assets/Scripts/ Weapons/ProjectileWeapon.cs ---
using UnityEngine;

public class ProjectileWeapon : Weapon
{
protected float currentAttackInterval;
protected int currentAttackCount; // KinbkicTb pa3iB, Ky I aTaka Ma€ TIOBTOPUTHUCS.

protected override void Update()

{
base.Update();

// THaK1Ie, SIKIIO IHTEPBAJI aTaKH MMaJa€ HIKYE HYJIsl, MH TAKOXK BUKIMKAEMO aTaKy.
if (currentAttackInterval > 0)
{

currentAttackInterval -= Time.deltaTime;

if (currentAttackInterval <= 0) Attack(currentAttackCount);

j
}

public override bool CanAttack()

{
if (currentAttackCount > 0) return true;
return base.CanAttack();

}

protected override bool Attack(int attackCount = 1)
{
// SIxo ipedad cHapsga He MPU3HAYECHUI, BUBOJAUMO TOTMEPEKEHHS.
if (currentStats.projectilePrefab)
{
Debug.LogWarning(string. Format("TIpedab cuapsna e BcranoBneno ais {0}", name));
currentCooldown = data.baseStats.cooldown;
return false;

}

// Yn MOXKeMO MU aTaKyBaTH?
if (!CanAttack()) return false;

// Po3paxoByemo KyT Ta 3mimieHHs (offset) Hamoro ctBopeHoro cHapsija.
float spawnAngle = GetSpawnAngle();

// CTBOPIOEMO KOIIiIO CHapsIa.

Projectile prefab = Instantiate(
currentStats.projectilePrefab,
owner.transform.position + (Vector3)GetSpawnOffset(spawnAngle),
Quaternion.Euler(0, 0, spawnAngle)

);

prefab.weapon = this;
prefab.owner = owner;
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// CkuaeMo 4ac Tepe3apsaKd JIMIIE B TOMY BHITQIKy, SKIIO IS araka Oyjia BUKIMKaHA 3a
KYJIIayHOM.
if (currentCooldown <= 0)
currentCooldown += currentStats.cooldown;

attackCount--;

// Yu moTpiOHO HAM BUKOHATH 1€ OJJHY aTaKy B Iii cepii?
if (attackCount > 0)

{

currentAttackCount = attackCount;
currentAttackInterval = data.baseStats.projectileInterval;

}

return true;

}

// Bu3Havae, B IKMi OiK Ma€ JUBUTHUCS CHAPSI IIPU CTBOPEHH.
protected virtual float GetSpawnAngle()

{
return Mathf.Atan2(movement.lastMoveVector.y, movement.lastMoveVector.x) *
Mathf.Rad2Deg;
b

// T'eHepye BWIIQJIKOBY TOYKY JJIsi CTBOPEHHS CHapsaa Ta MOBepTae ii BIAMOBIAHO IO KyTa
spawnAngle.
protected virtual Vector2 GetSpawnOffset(float spawnAngle = 0)
{
return Quaternion.Euler(0, 0, spawnAngle) * new Vector2(
Random.Range(currentStats.spawnVariance.xMin, currentStats.spawnVariance.xMax),
Random.Range(currentStats.spawnVariance.yMin, currentStats.spawnVariance.yMax)

);
}
h
// -- FILEPATH: Assets/Scripts/Weapons/Weapon.cs ---
using UnityEngine;

//l <summary>
/// KoMImoHeHT, sikuii Mae OyTH NpUKpiniaeHui 1o Beix nmpedabdis 36poi. [Ipedabd 30poi mpariroe pazom
13
/1 ScriptableObjects Tunmy WeaponData /1t kepyBaHHS Ta BUKOHaHHS IOBEIHKH BCi€i 30poi B Ipi.
/Il </summary>
public abstract class Weapon : Item
{
[System.Serializable]
public struct Stats

{

public string name, description;

[Header("Visuals")]
public Projectile projectilePrefab; // SIkio npukpinieHo, cHaps 3'SBASTUMETHCS II0pasy, KOJIH
30post mepe3apsHKAEThCA.
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public Aura auraPrefab; // SIxkuo mpukpimieHo, aypa 3'sIBASTAMETbCS IMiJI 4ac eKimipyBaHHS
30poi.

public ParticleSystem hitEffect;

public Rect spawnVariance;

[Header("Values")]

public float lifespan; // SIkmo 0, edekT TpuBaTHME Bi4HO.

public float damage, damageVariance, area, speed, cooldown, projectileInterval, knockback;
public int number, piercing, maxInstances;

// J103BOJISIE BUKOPUCTOBYBATH OIEpaTOp + VIS JOJaBaHHS ABOX CTPYKTYp Stats pazom.
// e my»e Ba)JIMBO JJIsi TIOJANBIIOTO IMiJBUIICHHS XapaKTEPUCTHK 30pOoi MpH ITiABHIIECHHI
piBHSL.
public static Stats operator +(Stats s1, Stats s2)
{
Stats result = new Stats();
result.name = s2.name ?? sl.name;
result.description = s2.description ?? s1.description;
result.projectilePrefab = s2.projectilePrefab ?? s1.projectilePrefab;
result.auraPrefab = s2.auraPrefab ?? sl.auraPrefab;
result.hitEffect = s2.hitEffect == null ? s1.hitEffect : s2.hitEffect;
result.spawnVariance = s2.spawnVariance;
result.lifespan = s1.lifespan + s2.lifespan;
result.damage = s1.damage + s2.damage;
result.damageVariance = sl.damageVariance + s2.damageVariance;
result.area = sl.area + s2.area;
result.speed = s1.speed + s2.speed;
result.cooldown = sl.cooldown + s2.cooldown;
result.number = s1.number + s2.number;
result.piercing = s1.piercing + s2.piercing;
result.projectilelnterval = s1.projectilelnterval + s2.projectilelnterval;
result.knockback = s1.knockback + s2.knockback;
return result;

}

// OTpuMaHHs 3aBAAHOI IIKOJM (3 ypaXyBaHHSIM BUIIAJKOBOIO PO3KUIY).
public float GetDamage()

{

return damage + Random.Range(0, damageVariance);

}
}

protected Stats currentStats;

public WeaponData data;

protected float currentCooldown;

protected PlayerMovement movement; // [locuianHsl Ha CKPUIT PyXy TPaBIs.

// JAnst nuHAMIYHO CTBOPEHOT 30poi BUKIIMKaiiTe initialise 11 MOYaTKOBOTO HAJIAIITYBaHHS.
public virtual void Initialise(WeaponData data)
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base.Initialise(data);

this.data = data;

currentStats = data.baseStats;

movement = GetComponentInParent<PlayerMovement>();
currentCooldown = currentStats.cooldown;

}

protected virtual void Awake()
{
// Tlpu3HadyaeMO XapaKTEPUCTHKHU 3a3]IaJIeri/lb, OCKUIBKM BOHU OYIyTh BHUKOPHUCTOBYBATHCS
IHITUMHU CKPUIITaMH ITi3HIIIIE.
if (data) currentStats = data.baseStats;

}

protected virtual void Start()
{
// He 1nimianizyemo 30poto, skio naHi 30poi (WeaponData) He npu3HadeHi.
if (data)
{
Initialise(data);
}
}

protected virtual void Update()
{
currentCooldown -= Time.deltaTime;
if (currentCooldown <= 0f) // IlloitHO uyac mepe3apsiIKK CTa€ MeHIIe abo nopiBHIOE 0 —
aTaKyeMo
{
Attack(currentStats.number);
}
h

public override bool DoLevelUp()

{
base.DoLevelUp();
// 3a00pOHAEMO MIBUIIICHHS PiBHSA, SKIIO0 MU BXKE JIOCSITIN MaKCUMAJIBHOTO PiBHS.
if (!CanLevelUp())

{

Debug.LogWarning(string.Format("HemosxnuBo minBunutH piBens {0} no piBus {1}, makc.
piBeHb {2} Bxke HocsArHyTo.", name, currentLevel, data.maxLevel));
return false;

}

// THaKIIe T0JTA€EMO XapaKTePUCTUKU HACTYITHOTO PiBHS JI0 HAIIOI 30poi.
currentStats += data.GetLevelData(++currentLevel);
return true;

}

public virtual bool CanAttack()
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{

return currentCooldown <= 0;

}

// BukoHye aTtaky 30po€ro.

// TloBepTae true, KO aTaka MPOUIILIIA YCIIIIHO.

// Tyt 6a30BUI METOJI HIYOTO HE POOUTH. MU MaEMO MepeBU3HAYUTH HOT0 Y JOUIpHIX Kilacax.
protected virtual bool Attack(int attackCount = 1)

{
if (CanAttack())

{

currentCooldown += currentStats.cooldown;
return true;

}

return false;

}

// OTpuMye€ KITBbKICTh MIKOJH, SIKY Ma€ 3aBAATH 30pOsL.

// BpaxoBYIOTbCSl XapaKTEPUCTHKH 30p01 (BKIIFOYHO 3 PO3KUIOM IIIKOJIH ), @ TAKOXK XapaKTEPHCTHKA
Cumm (Might) nepconaxa.

public virtual float GetDamage()

{

return currentStats.GetDamage() * owner.CurrentMight;

}

// JAnst OTpUMaHHS MOTOYHUX XapaKTEPUCTHK 30pOi.
public virtual Stats GetStats() { return currentStats; }

h
// -- FILEPATH: Assets/Scripts/Weapons/WeaponData.cs ---
using UnityEngine;

[CreateAssetMenu(fileName = "Weapon Data", menuName = "2D Top-down Rogue-like/Weapon
Data")]
public class WeaponData : ItemData
{
[HideInInspector] public string behaviour;
public Weapon.Stats baseStats;
public Weapon.Stats[] linearGrowth;
public Weapon.Stats[] randomGrowth;

// TloBepTae MpUPICT XapaKTEPUCTUK / OMUC JUIsI HACTYITHOTO PiBHS.
public Weapon.Stats GetLevelData(int level)

{

// bepemMo XapaKTepUCTUKHU JJI1 HACTYITHOTO PiBHSA JIHIITHOTO 3pOCTaHHS.
if (level - 2 < linearGrowth.Length)
return linearGrowth[level - 2];

// THak1Ie BUOMpPAEMO OJTHY 3 XapaKTEPUCTHUK 3 MACHBY BHUITAIKOBOTO 3POCTaHHS (SIKIIO JIIHINHI
3aKIHYMITUCS ).
if (randomGrowth.Length > 0)
return randomGrowth[Random.Range(0, randomGrowth.Length)];
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// TloBepTaeMo MOPOKHE 3HAYCHHS Ta MOTIEPEIHKEHHS, SIKIIO HIYOT0 HE HAJIAIITOBAHO.
Debug.LogWarning(string.Format(" J{ist 30poi He HalamToBaHO XapaKTePUCTUKH TiABUIICHHS
piBHs mis piBas {0}!", level));
return new Weapon.Stats();
h

}
/I -- FILEPATH: Assets/Scripts/Weapons/WeaponEffect.cs ---

using UnityEngine;

/// <summary>
/Il TrpoBuii o0'ekt (GameObject), sKkuit CTBOPIOETHCS AK eeKT Big mocTpiay abo mii 30poi,
HANIPUKIIA]: CHAPSIH, aypH, yJIbCcallii.
/Il </summary>
public class WeaponEffect : MonoBehaviour
{
[HideInInspector] public PlayerStats owner;
[HideInInspector] public Weapon weapon;

public float GetDamage()
{

return weapon.GetDamage();
b

j
/I -- FILEPATH: Assets/Scripts/BreakableProps.cs ---

using UnityEngine;

public class BreakableProps : MonoBehaviour

{
public float health;

public void TakeDamage(float damage)
{ health -= damage;
if (health < 0)
{
Kill();
}
}

public void Kill()

{
Destroy(gameObject);
}

H
/I -- FILEPATH: Assets/Scripts/CharacterSelector.cs ---

using UnityEngine;

public class CharacterSelector : MonoBehaviour

{

public static CharacterSelector instance;
public CharacterData characterData;
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private void Awake()
{
if (instance == null)
{
instance = this;
DontDestroyOnLoad(gameObject);
H

else

{

Debug.LogWarning("3naiineno ayomikat cuaritony " + this + ". O0'ext 3HuIeHO.");
Destroy(gameObject);

b
}

public static CharacterData GetData()
{
if (instance && instance.characterData)
return instance.characterData;
else

{

// SIKI10 KOJHUX JaHUX IEpCoOHAKa HC IIPU3HAYCHO, MH 06I/Ipa€M0 OAHOI'O BHIIaAKOBUM

YUHOM.
CharacterData[] characters = Resources.FindObjectsOfTypeAll<CharacterData>();

if (characters.Length > 0)
{

return characters[Random.Range(0, characters.Length)];

}
h

return null;

}

public void SelectCharacter(CharacterData character)

{

characterData = character;

}

public void DestroySingleton()
{
instance = null;
Destroy(gameObject);
}
H
// -- FILEPATH: Assets/Scripts/DropeRateManager.cs ---
using UnityEngine;
using System.Collections;
using System.Collections.Generic;

public class DropeRateManager : MonoBehaviour

{
[System.Serializable]
public class Drops
{
Apk.
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public string name;
public GameObject itemPrefab;
public float dropRate;

}
public List<Drops> drops;

private void OnDestroy()
{
// TlepeBipka, 4y CIieHa 3apa3 3aBaHTaXCHA, 00 YHUKHYTH CIIaBHY MPEAMETIB ITiJl 9aC BUXOIY
3 TPH YM 3MiHH CIICHH.
if (!gameObject.scene.isLoaded)
{

return;

}

float randomNumber = UnityEngine.Random.Range(0f, 100f);
List<Drops> possibleDrops = new List<Drops>();

foreach (Drops rate in drops)

{

if (randomNumber <= rate.dropRate)

{
possibleDrops.Add(rate);

}
if (possibleDrops.Count > 0)

{
Drops drops = possibleDrops[UnityEngine.Random.Range(0, possibleDrops.Count)];
Instantiate(rate.itemPrefab, transform.position, Quaternion.identity);

h
}
h

}
/I -- FILEPATH: Assets/Scripts/SceneController.cs ---

using UnityEngine;
using UnityEngine.SceneManagement;

public class SceneController : MonoBehaviour

{

public void SceneChange(string name)

{

SceneManager.LoadScene(name);
Time.timeScale = 1;

}

public void ExitGame()
{

// 1151 xomaHaa 3akpuBac rpy (mpairoe y GpiHaapHOMY O171/11)
Application.Quit();

// et psimok moTpiOeH auie Juist nepesipku B camomy Unity Editor,
/I ockinbku Application.Quit() He 3akpuUBa€E caM peaaKTop.
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b
}

Debug.Log("T'pa 3akpunacs!");

/I -- FILEPATH: Assets/Scripts/GameManager.cs ---

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.InputSystem,;
using UnityEngine.UI;

public class GameManager : MonoBehaviour

{

public static GameManager instance;

// BuzHayaeMo pi3Hi CTaHU TPU
public enum GameState
{

Gameplay,

Paused,

GameOver,

LevelUp

}

// 36epiraeMo MOTOYHUH Ta MOMEPEAHII CTaHU TPU
public GameState currentState;
public GameState previousState;

[Header("Screens")]

public GameObject pauseScreen;
public GameObject resultsScreen;
public GameObject levelUpScreen;

[Header("Current Stat Displays")]
public TMPro.TMP_Text currentHealthDisplay;
public TMPro. TMP_Text currentRecoveryDisplay;

public TMPro.TMP_Text currentMoveSpeedDisplay;

public TMPro. TMP_Text currentMightDisplay;

public TMPro.TMP_Text currentProjectileSpeedDisplay;

public TMPro. TMP_Text currentMagnetDisplay;

[Header("Results Screens Displays")]

public Image chosenCharacterImage;

public TMPro. TMP_Text chosenCharacterName;
public TMPro.TMP_Text levelReachedDisplay;
public TMPro.TMP_Text timeSurvivedDisplay;

public List<Image> chosenWeaponsUI = new List<Image>(6);
public List<Image> chosenPassiveltemsUI = new List<Image>(6);

[Header("Stopwatch")]
public float timeLimit; // JIimiT yacy B ceKyHax

float stopwatchTime; // Ilorounwuii yac, 1110 MUHYB 3 MOMEHTY 3aITyCKy CEKYHJIOMIpa

public TMPro.TMP_Text stopwatchDisplay;
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public bool isGameOver = false;
public bool choosingUpgrade;
public GameObject playerObject;

void Awake()
{
if (instance == null)
{
instance = this;
}
else
{
Debug.LogWarning("EXTRA " + this + " DELETED");
Destroy(gameObject);
}

DisableScreens();

}

void Update()
{

switch (currentState)
{
case GameState.Gameplay:
CheckForPauseAndResume();
UpdateStopwatch();
// Kox nnst crany irpoBoro mpouecy (irpm)
break;

case GameState.Paused:
CheckForPauseAndResume();
// Ko muist cTany naysu
break;

case GameState.GameOver:
// Kon nnst ctany 3aBepiiieHHs TpH (porpairy/BUrparty)
if (!isGameOver)
{
1sGameOver = true;
Time.timeScale = 0f; // 3ynunsiemo rpy
Debug.Log("GAME IS OVER");
DisplayResults();

§
break;

case GameState.LevelUp:
if (!choosingUpgrade)
{
choosingUpgrade = true;
Time.timeScale = 0f; // Iloku 1m0 craBUMO Tpy Ha Nay3y
Debug.Log("Upgrades shown");
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levelUpScreen.SetActive(true);
}
break;
default:
Debug.LogWarning("STATE DOES NOT EXIST");
break;

}
}

public void ChangeState(GameState newState)

{

currentState = newState;

}

public void PauseGame()

{

if (currentState != GameState.Paused)

{
previousState = currentState;
ChangeState(GameState.Paused);
Time.timeScale = 0f; // 3ynunsiemo rpy
pauseScreen.SetActive(true);
Debug.Log("Game is paused");

j
}

public void ResumeGame()

{

if (currentState == GameState.Paused)

{
ChangeState(previousState);
Time.timeScale = 1f; // BinnoBmoemo rpy
pauseScreen.SetActive(false);
Debug.Log("Game is resumed");

}
h

void CheckForPauseAndResume()

{
// Meton nepeBipsie, un OyJia HaTUCHYTa KiaBima Escape st nmay3u abo BIAHOBJICHHS TPU
if (Keyboard.current != null && Keyboard.current.escapeKey.wasPressedThisFrame)

{

if (currentState == GameState.Paused)

{

ResumeGame();

}

else

{
PauseGame();
H
}
H
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void DisableScreens()

{

pauseScreen.SetActive(false);
resultsScreen.SetActive(false);
levelUpScreen.SetActive(false);

}

public void GameOver()
{

timeSurvivedDisplay.text = stopwatchDisplay.text;
ChangeState(GameState. GameOver);

}

void DisplayResults()
{

resultsScreen.SetActive(true);

}

public void AssignChosenCharacterUI(CharacterData chosenCharacterData)

{

chosenCharacterlmage.sprite = chosenCharacterData.Icon;
chosenCharacterName.text = chosenCharacterData.Name;

b
public void AssignLevelReachedUI(int levelReachedData)
{
levelReachedDisplay.text = levelReachedData.ToString();
}

public void AssignChosenWeaponsAndPassiveltemsUI(List<Image> chosenWeaponsData,
List<Image> chosenPassiveltemsData)
{
if (chosenWeaponsData.Count != chosenWeaponsUIL.Count || chosenPassiveltemsData.Count
I= chosenPassiveltemsUI.Count)
{
Debug.Log("Chosen weapons and passive items data lists have different lengths");
return;

}

// OHOBIIOEMO Bi10OpaskeHHs IKOHOK 00paHoi 30poi B iHTep(deiici pe3ynbTariB
for (int 1 = 0; 1 < chosenWeaponsUI.Count; i++)

{ if (chosenWeaponsData[i].sprite)
{ chosenWeaponsUI[i].enabled = true;
chosenWeaponsUI[i].sprite = chosenWeaponsData[i].sprite;
H
else
{
chosenWeaponsUI[i].enabled = false;
h
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}

// OHOBIIFOEMO B1I00paKEHHSI IKOHOK 0OpaHUX MAaCHUBHUX MPEIMETIB B iIHTEpQEicl pe3yIbTaTiB

for (int 1 = 0; 1 < chosenPassiveltemsUIL Count; i++)

{

if (chosenPassiveltemsData[i].sprite)

{
chosenPassiveltemsUI[i].enabled = true;
chosenPassiveltemsUI[i].sprite = chosenPassiveltemsData][1].sprite;

}

else

{
chosenPassiveltemsUI[i].enabled = false;
}
h
b

void UpdateStopwatch()
{
stopwatchTime += Time.deltaTime;
UpdateStopwatchDisplay();
if (stopwatchTime >= timeLimit)
{
playerObject.SendMessage("Kill");
}
b

void UpdateStopwatchDisplay()

{
// Po3paxoByeMO KIJIbKICTb XBWJIMH 1 CEKYH/]I, 1110 MUHYJIH
int minutes = Mathf.FloorToInt(stopwatchTime / 60);
int seconds = Mathf.FloorTolnt(stopwatchTime % 60);

stopwatchDisplay.text = string.Format(" {0:00}:{1:00}", minutes, seconds);

}

public void StartLevelUp()

{
ChangeState(GameState.LevelUp);
playerObject.SendMessage("RemoveAndApplyUpgrades");

}

public void EndLevelUp()

{
choosingUpgrade = false;
Time.timeScale = 1f; // BinnoBmoemo rpy
levelUpScreen.SetActive(false);
ChangeState(GameState.Gameplay);
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