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PEDEPAT

TexcToBa yacTuHa kBamidikaniiHoi poOOTH Ha 3100YTTSI OCBITHROTO CTYIECHS

Oakamnaspa: 49 ctop., 1 Tabi., 28 puc., 20 mxepern.

Mema pobomu — TOKpallleHHS ITPOBOrO JOCBIY 3a PaxyHOK IO€IHAHHS
JUHAMIYHOTO TeUMILICIO Ta €JIEMEHTIB IJIaHyBaHHSI.

06’exkm  OocnidxcenHss — TPOLIEC HAKONMUYEHHS IFPOBOTO JIOCBIY B
OJIHOKOPHUCTYBAILIbKUX BlJ€OIrpax kaHpy MaHipiBHHI O0HOBUK.

IIpeomem Oocniodcenns — MeEXaHIKW, SKI BIUIMBAIOTh Ha IOBTOPIOBAHICTH
JOCBIAY B I'pl kaHpy MaHapiBHUIT OOHOBUK.

Kopomxkuii 3micm pobomu: Y pob60Ti npoaHaiizoBaHo kanp Action Roguelike
Ta 0cO0MMBOCTI Moro peamizaiii. [IpoBeneHo orisi iIrpoBUX MEXaHIK, K1 CIPUSIOTH
MIJIBUIIICHHIO peirpabesbHOCTI, 30KpeMa 4epe3 BUKOPUCTAHHS BUMAJKOBUX €JIEMEHTIB
Ta MEHEJKMEHTY pecypciB. Po3po0ieHO 0JHOKOPUCTYBAlLbKY Biaeorpy 3 00i0BOIO
CUCTEMOIO, 110 0a3yETHCS HA BUKOPUCTAHHI IPAJIbHUX KapT 1 MOKEPHUX KOMOIHAIIH SIK
3ac00y HaHECEHHs IIKOJW BoporaM. PeanizoBaHO MeXaHIKy YIOBUIBHEHHS 4Yacy s
CTPATETIYHOTO TPHUHHATTS pIIIEHb MiJ 4ac 000, a TaKOXX CUCTEMY BHUITaJKOBHX
MOKpalleHb KOJIOAW MICHsl MNPOXOPKEHHS piBHIB. Y TpOLECI CTBOPEHHS TIpuU
Bukopucrtano pyuriii Unity, JetBrains Rider sx cepenosuiiie po3poOku ta Blender 3i
CTOPOHHIMHU MOJIEIISIMU JJIs1 TOOYI0BU HU3BKOIOJIITOHATBHOTO Bi3yalIbHOTO CTHIIIO.

Cdeporo BUKOpUCTaHHS PO3POOJEHOT TPU € PO3BaXKadbHI 3aCTOCYHKH IS

MEPCOHATLHUX KOMII FOTEPIB.

KJIFOYOBI CJIOBA: BIIEOI'PA, UNITY, C#, ACTION, ROGUELIKE, 3D,
LOW-POLY.
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BCTYII

Axmyanvuicms. OCTaHHIM 4acOM 3pOCTa€ MOMYJIAPHICTh 1HAI-ITOp, K1 pOOIATH
CTaBKy HE Ha MacIITaOHICTh 4M rpadiky, a Ha LiKaBl MEXaHIKH, 3aTHI YTPUMYBaTH
yBary rpaBlisl Ha Oaratopa3oBe Mpoxo/keHHs. OCcOOJHMBO 1€ CTOCYETHCS 1rop, IO
MOETHYIOTh TPOCTOTY OCBOEHHS 3 TIEBHOIO CTPATETI€IO, /Ie KOXKEH 3a0ir MOXKe IaTu
HOBUM gocBil. CydacHl OJHOKOPHUCTYBAIlbKl  €KIIH-ITPU  JIe[alil  YacTile
BUKOPHUCTOBYIOTh eieMeHTH roguelike-xaHpy — Bap1aTUBHICTh, IEPMAHEHTHY CMEPTh,
3MIHIOBaHI pecypcu — abu 3poOUTH TredMIuied Oulblll HACUYEHUM 1
HernepenOauyBanuM. lle He TUIbKM MiBHINYE peirpalOenbHICTh, aje W J03BOJISIE 3
MEHIITUMU 3aTPaTaMH CTBOPHUTH TPy, AKY 3aX0UEThCS MPOXOIUTH 3HOBY 1 3HOBY. Jlis
1HII-pPO3POOHUKIB 13 OOMEKEHHUM OIOJKETOM 1 KOMaHAOK II€ CTa€ MPAKTUYHO
17IeaIbHUM MIAXO0I0M. Y TaKMX yMOBaX 0COOJIMBO L1KaBO JOCIIIKYBATH, SIK TOETHATH
JUHAMIKy OO0, €JIE€MEHTH BHIIaJIKOBOCTI Ta CTPATETriYHOIO IJIaHYBaHHS B OJHOMY
IrPOBOMY IIHKJI.

06’ekmom OocnidxcenHsi € TPOLEC HAKONMUYEHHS IrpOBOrO JIOCBIAY B
OJIHOKOPHUCTYBALIbKUX BlJ€OIrpax kaHpy ManipiBHHI 00HOBUK.

IIpeomemom Oocniodicenns € MEXaHIKH, SIKI BIUTMBAIOTh HA MOBTOPIOBAHICTH
JOCBIY y Bifeorpi xxaHpy ManapiBHUN OOHOBUK.

Memorw pobomu € TOKpaIieHHs ITPOBOTO JOCBIAY 3a PaxXyHOK IOEIHAHHS
JTUHAMIYHOTO TEMMILJICIO Ta €JICMEHTIB IJIAaHYBaHHS.

Memoou oocnioxcenns: llepiiuM eTanom IOCHIIKEHHS OyJI0 TPOBEIEHO OTJISIA
BimoMux irop y »anpi Roguelike, a Takox MpoCTUX 1H/I-TPOEKTIB, MO MOEIHYIOThH
CJIEMCHTH IIbOTO JKaHPY 3 HECTAaHIAPTHUMH a00 HOBUMH MEXaHIKaMH. METO0 IIbOTO
etanmy Oyno chopmyBaTtH 3arajbHE YSBIEHHS MPO T, IO caMe pOOWTH Taki irpu
MPUBAOIMBUMU, TTTUOOKUMU Ta peirpaberbHUMU.

Ha ocHoBi 3i0paHoro aHamizy OyJI0O po3poOJEHO BJACHY i17€l0 TIpH,
chOpMyITHLOBAHO KITIOYOBI MEXAHIKH Ta CTBOPEHO AM3aWH-TOKYMEHT 3 BU3HAYCHHSIM

GyHKUIOHATBHUX 1 HE(QYHKIIOHATBbHUX BUMOI. HacTymHMM KpOKOM CTaB OIS



IHCTPYMEHTIB 1 TEXHOJIOT1H, SKi1 BIAMOBIIAIOTh BUMOTAM JI0 peaiizailii mpoexTy. Y
SAKOCTI py1is 0yso o6pano Unity, mo BukopuctoBye MmoBy C# 11l HalmMcaHHsI irpoBoOi
joriku. J[ns HamMcaHHS KOJy 3acTocoByBasiocsi cepenosuine JetBrains Rider, s
6a3oBoi pobotu 3 3D-monensimu — Blender, a s koHTpouio Bepciit Ta 30epekeHHs
icTopii 3min — GitHub.

JlocmipkeHHsT peanizaiii ¥ TecTyBaHHS KOMIIOHEHTIB TpPU IPOBOJIMIIMCS
napajiesIbHO B TIPOIIECI PO3POOKH.

Hayxosa nosusna pobomu nonsrae y moeHaHHI KIJTbKOX Ha TEPIIMM TOTIISI
HECYMICHUX MEXaHIK — BapilaTUBHOCTI TpaJbHUX KapT, IX CTPATEri4HOro
BUKOPHUCTaHHSA y 0010, €JIEMEHTIB MEHEI)KMEHTY PECYPCIB Ta IMHAMIYHOIO T€UMILIEIO.
['paBenib HE MPOCTO BUKOPHUCTOBYE KapTU sK 30poro, a Oyaye KomOiHamii 3
ypaxyBaHHSM IMMOTOYHHMX YMOB, IPU LbOMY BIUIMBAIOYM HA IMOBIPHICTH BHITA/IIHHS
MEBHUX KapT Y€pe3 CUCTEMY MOKpAIICHb.

Takuit miaxig A03BOJISIE CTBOPUTH ITPOBHUM ITUKII, 10 3a0e3medye yHIKAJIbHUN

JOCB1J] P KOKHOMY MPOXOKEHHI.
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1 AHAJII3 OCOBJIMBOCTEM ITOP J)KAHPY ACTION ROGUELIKE

1.1 BuzHayeHHs sKaHPY Ta ii0r0 XapaKTePUCTHK

Kanp Action Roguelike BuHHMK sk eBourollis kiacuyHux roguelike-irop,
MOETHYIOUYH 1XHI KITFOUOBI €JIEMEHTH 3 JUHAMIYHUM eKIMH-TemMIuieeM. [lei mimxanp
30epirae OCHOBHI XapakTepuCTUKHU roguelike, Taki sk mporieaypHa reHepailisi piBHIB 1
NepMaHEeHTHA CMEPTh NIEPCOHAXKA, aJie o€ PeaIbHUI Yac, IBUIKUNA TEMI Ta aKIICHT
Ha 00MOBUX MEXaHIKax.

Tepmin "roguelike" moxoauts Bixg rpu Rogue (1980), sika 3akiana OCHOBHU
YKaHPY: BUIAJKOBO 3r€HEPOBaH1 PiBHI, MOKPOKOBHM T€MMILIEH, IEPMaHEHTHA CMEPTh
ta ASCIl-rpadika. Ili xapakrepuctuku Oynu ¢opmainizoBadi B "bepraiHChKii
inrepnperamnii’ 2008 poky, sika BH3HAYMJIa KIIOYOBI eneMeHTH roguelike-irop,
BKJIFOYAIOYM MPOLEAYPHY I€HEpalito, IEPMAaHEHTHY CMEpPTh, TOKPOKOBUM TelMILIEH
Ta CKJIAIHICTG [1, 2].

3 4yacoM 3'IBUJTUCS ITPH, SIKI BIAXOAWIM B1J TPAAULIMHUX KaHOHIB, 30epirarouu
muine aesiki enementu roguelike. 111 irpu oTpumanu Ha3By "roguelite" abo "action
roguelike", ne reiimiuiel BimOyBaeThCs B pealbHOMY 4Yaci, ajie 30epiraerbcs
NEPMaHEHTHA CMEPTh Ta MPOLIeypHA TeHEepaIrisl.

B ykpaincekiit sokamizarii tuiargopmu  Steam sxkaHp Action Roguelike
nepekiaieHo sk "ManapiBauii OoiioBuk". Ilel TepMiH MiAKPECITIOE TO€ETHAHHS
€JIEMEHTIB MPUr0IHULIBKOT IpH ("MaHApPIBHUI") Ta TMHAMIYHOTO OOHOBOT0O redMILIEIO
("OottoBuk"). Takuii mepekyaj BiOOpakae CYTHICTh KaHPY: TPaBEIb TMOJOPOKYE
yepe3 BUMAJAKOBO 3r€HEPOBaHI PiBHI, CTUKAIOUKUCh 3 PI3HOMAHITHUMHU BOPOTaMH Ta
BUKJIMKAMU, JI€ KOJKHE MPOXOKCHHSI € YHIKAJIbHUM.

XapaxkTtepHi pucH xaHpy "MaHapiBHUN O0MOBUK" BKITIOYAIOTh:

— IlpouenypHy resepaiiito piBHIB: KOKHE MPOXOJKEHHS TPU MPONOHY€E HOBUHI

JIOCB1J], OCKUIBKHU PiBHI CTBOPIOIOTHCS] BUTIAAKOBUM YHHOM.
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— IlepmaHeHTHY cMepTh: CMEPTh NEPCOHAKA O3HAYAE MOYATOK TPH 3 CAMOTO

MOYATKYy, 0 J0/Ia€ BUKIUKY Ta CTUMYJIIOE TPABIIS 10 BAOCKOHAJICHHS CBOiX HABUYOK.

— JlunamiuyHui OoMoOBUI relMIuIeii: OUTBU B1OYBaIOThCS B pEaIbHOMY 4aci,
BHUMAararo4u BiJl TpaBls MIBUAKUX PEAKIii Ta CTPATETIYHOTO MUCIICHHS.

— CxnagnicTh: L1 MOBMHHI MaTH KUTbKa MOXJIMBHUX PIIICHb - ACMEKT, SIKUN

TICHO TOB'sI3aHUI 3 IMMU irpamu. Lle Takox 03Hauae, M0 yIpaBIiHHSI pecypcaMu Ma€e

BUpIIIANbHE 3HAYCHHS, OCKLUTBKY BOHU 0OMexKeHi [3].

1.2 IloBTOpPIOBaHICTH JOCBIAY B irpax

[ToBTOprOBaHICTh (peirpabenbHICTh) — 1€ 3/IaTHICTh I'PU 3TUIIATUCS I[IKABOIO
npu Oararopa3oBoMy NpoXojkeHHI. lle BakIuBUN acmekT, OcOOJUBO ISl 1HI-
PO3pOOHUKIB, SIKI MPAIIOIOTh 3 OOMEXEHUMHU pecypcamMu. 3arajioM, 100 IOCSATTH
TaKMX XapaKTEPUCTUK, BUKOPUCTOBYIOTHCS MIEBHI €JIEMEHTH kaHpy roguelike.

s iHA1-pO3pOOHUKIB, SIKI 4acTO MalOThb OOMEXEHUN OIOHKET 1 pecypcH,
CTBOPEHHSI TPU 3 BHCOKOIO IMOBTOPIOBAHICTIO € CTPATETIYHO BaXXIMBUM. 3aMICTh
1HBECTYBaHHS B 00'€MHUI KOHTEHT, BOHU MOXKYTb 30CEPEIUTUCS Ha TINOOKUX IFPOBUX
MeXaHiKax, 110 3a0€3Meuy0oTh PI3HOMAHITHUI JO0CBI Y KOKHOMY MpoxokeHHi. Lle
JI03BOJISIE YTPUMYBATH 1HTEpEC IPaBIliB 0€3 3HAUHUX BUTPAT Ha po3poOKy [4].

@®opMHU MOBTOPIOBAHOCTI SIKI 3yCTPIYatOThCA HalyacTIlIE:

— BumagkoBicTh 1 BaplaTUBHICTh: BUKOpHCTaHHS NpoIEAypHOI TeHeparlii
piBHIB, BUTIQJKOBUX TOJII a00 MPEIMETIB CTBOPIOE YHIKAIBHHUM JOCBII Y KOKHOMY
npoxoxenHi. Hanpuknan, y rpi The Binding of Isaac koxkeH 3a0ir Biipi3HSAETHCS
3aBJISIKM BUITAIKOBUM KOMOIHAI[ISIM MPEAMETIB, 10 MIATPUMYE IHTEPEC TPABIIIB .

— PosranyxeHicTh crokeTy Ta BHOIp rpaBus: Irpu, mo HamamTh TpaBIEBl
MO>KJIMBICTh BIUTUBATU HA PO3BUTOK MO/, CTUMYJIIOIOTH IIOBTOPHE MTPOXOKEHHS IS
JIOCITIJIKEHHS aTbTePHATUBHUX CIICHAPIiB.

— Pi3HoMaHITHICTH cTUIIB I'py: HasiBHICTH pi3HUX KJIACIB IEPCOHAXKIB, CTpATErii
a00 MIIXOIB IO MPOXOKEHHS JO3BOJISIE TPABISIM €KCIIEPUMEHTYBATH Ta BIAKPUBATH

HOBI aCMEKTU I'PH.
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— TloctynoBuit mporpec Ta po30JOKYyBaHHS KOHTEHTY: MexaHiku, 10
nependavaroTh  BIJKPUTTS HOBUX MOXJIMBOCTEH a00 KOHTEHTY 3 KOXHUM

IMPpOXO’KCHHAM, MOTHUBYIOTH FpaBHiB IMOBCPTATHUCA OO I'PHU.

1.3 IlisiboBa ayauTopist

Po3po6itoBana rpa opieHTOBaHa Ha IPaBIIiB 13 IIOHAHMEHIIIE CEPETHIM piBHEM
JIOCBIlY y Bifieoirpax. IrpoBuii nporiec nependavae 6a30By JUHAMIKY €KIITH-PYXY Ta
cucteMmy 0010, 1110 BUMArae peakliiii, aje npu [bOMY JTOTIOBHEHA MEXAHIKOIO
CHoBUIbHEHHS Yacy (slow motion), sika 703BOJIS€ IPABIIO MPUIIMATH PILLICHHS B
CHOKIAHIIIOMY TeMITi. Takuil miaxij poOuTh rpy JOCTYITHOIO JJIs IIUPIIOL ayAUTOPIi.

OxpeMy 3aliKaBIEHICTh I'Pa MOXE BUKIIMKATH Yy TPaBIIiB, 3HAHOMUX 3
HACTIJIbHUMHU 200 KapTKOBUMHU IrpaMu, 30KpeMa 3 0a30BUMH MOKEPHUMHU
KOMOIHAIIISIMU, aJ[Ke IrpoBa MeXaHika Mooy JoBaHa Ha IXHBOMY CTPATETIYHOMY

BUKOPHUCTaHHI B 0010.

1.4 AHaui3 iICHYIOUYMX irop 3 aHAJIOTIYHUMHU KAHPAMU

Icaye Gararo ycmimuux irop y »anpi Roguelike, mo moenHyoTh yHiKalbHI
MEXaHIKM 3 JUHAMIYHUM TelMIUIeEM a0o0 CTpATeTIYHUMM €JIEeMEHTaMu  ajie
MPOAHANI30BaHUMH OYyJyTh JHINE Ti, SKI HAWOUIbIE BIUIMHYJIM Ha KOHIICTIIIIIO
MPOEKTY. Y Mexax IbOro JOCTIIKEHHs s HE TIparHy KpUTUYHO OIIHIOBATH 11l ITpH,
OCKIJIbKM BC1 00paHi MPUKIIAI1, HA MO0 TyMKY, peaii30BaHl Ha BUCOKOMY PIBHI 1 BC1
BOHHU 10 CBOEMY YHIKaJIbHI Ta JoBepIeHl. BoHu CiyrytoTh pajiie HaTXHCHHSIM Ta
MPUKIIalaMi BAAJIOr0 MOETHAHHS JKaHPIB 1 MEXaHIK 1 BAAJIOro BUKOHaHHS. Hinkue

HaBEJICHO KOPOTKHUH aHaJli3 KUIbKOX TaKUX 1rop:

1.4.1 Balatro
I'pa, 1o nmoennye enementu nokepy ta roguelike. Y Hiit rpaBers BUKOPUCTOBYE

MOKEPHI KOMOTHAIIIT JIJ1s1 TTOI0JIaHHS BUKJIMKIB, TIPU ITbOMY KOKEH 3a01T BiJIPI3HAETHCS
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3aBJISIKM BUITQJKOBOCTI KapTOK, OOHYCIB a TaKOXX PI3HUMHU TaKTUYHUMHU BapiaHTaMHU.
Came 114 Tpa CTayia TOJOBHUM JDKEPEIOM HATXHEHHS ISl BUKOPHCTAHHS TPATBHHUX
KapT y 000 Ta CTBOpPEHHS IIMOOKOi, ajie 1HTYITUBHO 3po3yminoi MexaHiku [5]. Ha
pucyHsky 1.1 300pakeHo royioBHUH ekpaH reiimmieto rpu Balatro.

AHaJi3 OCHOBHUX MEXaHiK:

— ITokepHa ocHOBa: TpaBelb (POpMye KIIaCHYH1 TOKEPHI KOMOIHAIIIT 3 KapT, 1100
HaOpaTH JOCTATHIO KITBKICTH (QIIIIOK JJIsI TPOXO/KCHHS PayHITy.

— CrnemiasibHi MOJU(BIKATOPU: OCOOIMBI KAPTH K1 MOXKYTh 3MIHIOBaTH MpaBHIIa
IpH, 10/1a104uu OOHYCH a00 3MIHIOIOYM YMOBH JIsl KOMOIHAITIH.

— Mara3un MK payHAaMH: MICIsI KOKHOTO PayHIy TpaBellb MOXKE KYITyBaTh
HOBI KapTu, MojaudikaTopu ab0 MOKpaIlleHHS, M0 BIUIMBAIOTh HA MOAAIBIIHMA
TEUMILIEH.

— BumankoBi mofii: gesiki payHAu MarTh OCOOJIMBI YMOBH, $IK1 YCKIJIATHIOIOTh
rpy, HApUKIaa, 0OMEKEHHs Ha TUITH KOMOIHAIIIH.

— Roguelike enemenTH: rpa cKIagaeThes 3 KITBKOX €TAIMiB, KOKCH 3 SKUX Ma€
3pOCTalouy CKJIAJIHICTh; MPOTpall y Oyb-IKOMY 3 HUX MPU3BOJUTH J0 MOYATKY I'PU

CIIOYATKY.

Big Blind

¥
to earn 5585

hE2I b302 hOE 5L3B |

=TI

Round
score * u

Two Pair i1

4o <2

Hands Discards

£22

fAnte Round

Puc. 1.1 OcHoBHult expan reitmmieto rpu Balatro
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1.4.2 Heck Deck

VYuikaneHe noennanHs bullet hell-mytepa Ta xapTkoBOi Tpu 3 eleMEHTaMU
deckbuilding — pucynoxk 1.2. I'pa BUpI3HSI€THCS THM, IO i€ B peaibHOMY Yaci, aje I
OPUMHATTS pIlIEHb BUKOPHCTOBYETHCS MeEXaHiKa 3ymuHKU 4acy. lle mamo imero
BUKOPHUCTATH yIOBUTLHEHHS Yacy sIK IHCTPYMEHT, 110 OalaHCy€e Mk JUHAMIKOIO 0010
Ta CTpaTEr1YHUM MHCICHHSM [6].

AHati3 OCHOBHUX MEXaHIK:

— KapTku: yci cHapsii B Tpl IpeICTaBJICH] Y BUTJISIII KapT, sIK1 TpaBellb MOBUHEH
YHUKATH a00 30Upatu JUisl BUKOPUCTAHHS.

— MexaHika 4acy: 4yac y rpl pyXa€eThCs JIMILIE TOI1, KOJIH I'PaBellb PyXa€ThCs, 1110
JI03BOJISI€ TUIAaHYBATH [I1i B yMOBax IHTEHCUBHOT'O OOIO.

— O0OMexeH1 pecypcu: KoHa 310paHa KapTa KOIITY€E TPAaBIEB1 OJIHE OUKO KUTTH,
110 3MYIITy€e 00ePEKHO MIAXOIUTH 10 BUOOPY KapT.

— Pi3HOMaHITHICTB: Tpa MICTUTh 5 YHIKQJIbHHUX PIBHIB 3 BJIACHUMHU TE€MaMHU,
MY3HUKOI0 Ta HA0OpamMu BOPOTiB 1 0OCIB.

— MarasuH: Mk pIBHSIMHU T'paBellb MOXKe KyIyBaTH a0o0 MpojaaBaTH KapTH, IO

J03BOJISIE A/IaNITYBAaTU KOJIOY 10 MAaOYTHIX BUKJIMKIB.

Puc. 1.2 OcnoBHuii exkpan reitmmuiero rpu Heck Deck
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1.5 BusHaueHHsI BUMOT 0 POrPaMHOro 3a0e3ne4yeHHsi rpu

OrmsnyBimm  ocobnmuBocTi kaHpy Action Roguelike, npuxnagu irop 3
nomiOHMMH MEXaHIKaMH, a TaKOX OPIEHTYIOUHWCh HA IUIBOBY ayJIuTOpit0, Oyio
chOpMyIHLOBAHO TEPENIiIK OCHOBHMX BUMOT 10 Tpu. Lli BUMOTH TOIIIAIOTHCS Ha
dbyHKIIIOHATBHI Ta HE(YHKI[IOHAJIBHI W BH3HA4YalOTh 0a30B1 MPUHIIMIHN, 3a SKUMU
peai3yeThCs MPOEKT.

OyHKITIOHAIBHI BUMOTH:

— KepyBanHsa mnepcoHa)keM 3IACHIOETHCS 3a JIONMOMOTOI0 KIIaBiaTypu 3
MUIILIKOIO 200 KOHTpoJIepa.

— KinbKicTh BOPOTiB 30UTBITYETHCS 3 KOXKHUM HOBUM PayHIOM.

— [aBeHTap TpaBIsd HOPMYETHCS BUITAIKOBHM YHHOM 3 JTOCTYITHOTO ITYITY
Kapr.

— HUD (inTepdeiic kopucTtyBaua) BigoOpaxae 310pOB’sl, peCypcH Ta BMICT
1HBEHTAapIO.

— ['paBenib B3aemojie 3 o0’ektaMu B Tpi (CTUT Ta MaraswH) uepes
HATHUCKaHHS BU3HAYEHOT KJIABIIIi.

— BigoOpaxeHnHs myy (KOJIOJW) KapT IiJl Yyac Nay3u;

— @DyHKIIisI yIOBUIBHEHHS Yacy MPH BIACYTHOCTI PYXY.

HedynkiionanbHi BUMOTH:

— VYci TekcToBi eneMeHTH 1HTepdelcy Ta MOBIIOMIIEHb MOBHHHI OyTH
aHTJIICHKOI0 MOBOIO.

— BizyanbHa mocroOpoOka moBuHHA BKirovatu bloom, vignette ta color
adjustments.

— BigyasbHMil CTHIIb BCIX CYTHOCTEH MOBUHEH BIJMOBIIATH MpOCTiid low-

poly cTumicTuri.
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2 3ACOBH PEAJIBALT BIIEOTPA

2.1 IrpoBuii pymii

IrpoBuii pyiiiif — 11e mporpamMHe 3a0e3nedyeHHs, sike Hajae Ha0lp IHCTPYMEHTIB
JUISL CTBOpPEHHS Bimeoirop. Bin 3abe3nedye oCHOBHY (DyHKIIOHAJIBbHICTh, HEOOXITHY
JUJIs1 pO3pOOKH 1rop, BKIIF0Yarouu rpadiky, Gi3uky, 3BYK, IITYYHUH 1HTETIEKT, MEPEKEBY
B3a€EMO/III0 Ta 1HTepdeiic kopucTtyBada. OCHOBHA METa IrpPOBOTO PYIIisS — CIPOCTUTH
MPOIIEC CTBOPEHHS 1rop, aOCTparyroud CKJIaJHI TEXHIYHI JeTall Ta HaJariuu
PO3pOOHUKAM MOKIIUBICTh 30CEPEUTHUCS HA TBOPUYUX ACTIEKTaX I'PH.

VY 1upoMy MpOEKTI BUKOPUCTOBYeThbca Unity — OOMH 13 HANNOMyJSPHIMIMX
ITPOBUX PYIIIiB, AKUH MATpUMY€E po3podky 2D Tta 3D irop ansa pizHux miathopm,
Biomroyaroun  [1K, MoOinbHI mMpuCTpOi Ta KOHCOJI, HUXKYE HaBEJEHI TOJIOBHI
0COOJIMBOCTI:

1)  Hwusbkwuii mopir BXomy.

Unity BUKOPUCTOBY€E MONYJISIPHY MOBY IporpamyBaHHs C# Ta Ma€ BETUYE3HY
0a3y TOKyMEeHTallii, MOCIOHMKIB 1 BIIEOYPOKIB, IO JO3BOJISIE HABITH HOBAYKAM IIIBUJIKO
OCBOITH OCHOBH ¥ TIOYATH CTBOPIOBATH BIACHI MTPOEKTH.

2)  VHIBEpCAJIbHICTb.

Pymriit He oOMeXyeThCsl IEBHUM KaHPOM a00 THUIIOM TPU — HA HHOMY MOJKHA
cTBOproBatH sik 2D-mmardopmepu, Tak 1 moBHOIIHHI 3D-exiiH abo VR-npoekTu.

3)  Po3BuUTOK i miaTpUMKaA.

Unity MOCTIMHO OHOBIIIOETHCS, JT0Ja€ HOBI (DYHKIT Ta pearye Ha TOTpeOH
CHUJILHOTH, XO4Ya 1HOMAI 3 JesAKOor 3aTpumkor. llompu 1ie, pyuriid 3aaumiaeThes
aKTyaJbHUM 1 TEXHOJIOTTYHO THYYKHM.

4)  T'ayukicth Moau(IKaIliii.

Cuctema komnoHeHTiB y Unity 103BoJIsi€ JIETKO JTOJaBaTH HOBHM (hyHKITIOHAI
a00 3MIHIOBAaTH BXK€ ICHYIOUMH, aJaliTYIOuu TPy Mij BiIacHi noTpedu 6e3 HeoOX1AHOCTI

nepenucyBaTH BCE 3 HYJIS.
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5)  Mapkertmueiic Asset Store.

Unity mae Garatuii Mara3uH roTroBux pecypcis: Big 3D-moxeneit 1 animarii 1o
CKPHIITIB 1 TOBHOLIIHHUX CUCTEM, 1[0 3HAYHO MPUIIBUIIITYE PO3POOKY.

6)  lIBuake iTepyBaHHS.

['py MoOXHa 3amyckaTd MpsSMO 3 pEeAaKTopa, IIBHIKO TECTyBaTH 3MIHU Ta
BHOCHUTH TIpaBKH 0€3 TPUBAIMX IPOIIECIB 30MpPaHHS MPOEKTY, IO 3PYUHO IS 1HI1-
PO3pPOOKHU.

7)  3pyunwii inTepQeiic.

[atepdeiic Unity IiHTYITUBHO 3pO3YyMUTUH — OUIBIIICTH €JIEMEHTIB MOKHA
HaJAIITOBYBATH BI3yaJIbHO, 1110 3MEHIIYE KIJIbKICTh PyTHHHOI pOOOTH 3 KOJOM.

8) [HTETpaIis CTOPOHHIX PIllIEHb.

Pymiiit miarpumye Oe3miu mnaridiB 1 SDK Bix iHImIMX cepBiciB (aHaJITHKA,
peKIiamMa, XMapHi CEpBICH TOIIO), 1110 CIPOLLYE MiIKIIOUSHHS T0AATKOBUX (YHKITIH.

9)  IlmatdopmHa HE3aJIECIKHICTb.

Unity MOXHa BCTaHOBUTHM Ta BHUKOPUCTOBYBATH Ha OyIb-iKId Cy4acHId
omnepariiHiit cucremi — Windows, macOS a6o Linux.

10) MomneTu3aris.

[lonpy KpUTHKY TIICIAsS OHOBJIEHb NOJITUKHM JIIEH3YBaHHA, YMOBHU [JIs
HE3aJIC)KHUX PO3POOHHUKIB 3aIUINAIOTHCS JOCUTh BUT1IHUMH, a OS3KOIITOBHA BEPCis

pylig 103BOJISIE MPaLIOBAaTH 0€3 BKIIAJIEHb HA paHHIX eTanax [7].

2.2 CepenoBuiiie po3pooxku

CepenoBuiiie po3poOKH — I1¢ MporpaMHe 3a0e3MeUeHHS, SIKe HaJla€ pO3pOOHUKaM
IHCTPYMEHTH JIJIs HATMCAHHS, PeIaryBaHHsI, KOMITUISIIT Ta HaJIaroKeHHs Koay. BoHO
00'€THye TEKCTOBUW peIaKkToOp, KOMIIATOpP, 3aco0M HaJIaroJpKEHHS Ta 1HII
IHCTpYMEHTH B OJHOMY iHTep(eiici, IO CIPOIIye MPOIeC CTBOPEHHS MPOrPAMHOTO

320€31eUEeHHS.
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VY oMy npoekTi BUKOPUCTOBYEThCs JetBrains Rider — kpocmnardgopmenHe
iHTerpoBane cepenonuie po3podku (IDE), cnemiamsHo pospobnene st NET-
PO3pO0KH, sIKE TaKOXX Mae TauOoky iHTerpaiito 3 Unity, 1o poOUTh HOTo 3py4HUM
BUOOPOM ISl pO3POOHHUKIB 1rOp.

Oco6muBocti JetBrains Rider:

1. [Tintpumka Unity Ta iHIIKMX ITPOBUX PYIIIiB.

JetBrains Rider mae ciemianpHi miariny Ta iHCTpyMeHTH a7 iHTerpaitii 3 Unity,
o0 JO03BOJISIE PO3POOHUKAM JIETKO TMpaIloBaTH 3 ITPOBUMHU  MPOEKTAMH,
BUKOPUCTOBYIOYM 3HAWOMI IHCTPYMEHTH Ta (PYHKIIII.

2. IloTy>XH1 IHCTPYMEHTH AJIA aHaJ13y Ta pePaKkTOPUHTY KOIY.

[aTerparis 3 ReSharper Hayiae po3poOHUKaM MOTY>KHI IHCTPYMEHTH JIJIs aHAITI3Y
KOy, BUSIBJICHHSI TIOMIJIOK Ta aBTOMAaTHUYHOTO BHUITPABJICHHS, 110 CIPHSE MATPUAMIII
BHCOKOT SIKOCT1 KOJTY.

3. KpocnnatdopmeHicTb.

Rider mpamtoe nHa Windows, macOS Ta Linux, mo A03Bojisie po3poOHUKaM
MpaIffoBaTH Ha 3pYYHIN JJIsl HUX OTepalliifHiil cuctemi 0e3 BTpaTu (GyHKIIOHATBLHOCTI.

4. InTerpartiisi 3 CHCTeMaMu KOHTPOJIIO BEpCiil.

BOyznoBana niaTpuMka Git Ta iHIIMX CUCTEM KOHTPOJIIO BEPCIi JO3BOJISIE JIETKO
KepyBaTH 3MIHAMHU B KOi, O0'€IHyBaTH TIJIKMA Ta BIJACIIAKOBYBaTH ICTOPIIO 3MIH
oesnocepentbo 3 IDE.

5. Po3mmpioBaHiCTh Ta MiATPUMKA IJIATIHIB.

Rider miarpumye mMpOKWN  CHEKTpP IUIAriHIB, SKI  PO3IIUPIOIOTH
dbyukiionaneHicTh IDE, 103BOJSIOYM  HAJAIITyBaTH  CEPENIOBUILE  PO3POOKU

BIJIMOBITHO 10 TOTPeO MpOoeKTY [8].

2.3 MoBa nporpamyBaHHS

Moea npoepamysanns — 11e 3aci0, 3a JTONOMOIOI0 SIKOTO PO3POOHUKH MOXKYTh

«CIIJIKYBaTHUCS» 3 KOMIT IOTEPOM, Jal0Ud MOMY YiTK1 IHCTPYKIIIT JIsl BUKOHAHHS JT1H.

[Iporpamu, siki MM CTBOPIOEMO, CKJIAQIalOThCS 3 TaKUX IHCTPYKIIH, 1 caMe MOBa
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porpamMyBaHHsl JIO3BOJISIE BHUPA3UTH JIOTIKY, OOpOOKY [JaHMX Ta YMpPaBIIHHS
MOBEIIHKOIO TOJIATKY B 3pDYYHOMY ISl JIFOJIMHU BUTIISI.

C# (ci-wapn) — ue cydacHa 00 ’€KTHO-OpI€EHTOBaHA MOBa IPOTpaMyBaHHS,
cTBopeHa kommadiero Microsoft y 2000 pomi sk yactuHa miargopmu .NET. Bona
MOETHYE E€JIEMEHTH 3PYYHOCTI 3 TOTY)XKHICTIO MOB BHCOKOTO PIBHS Ta JO03BOJISIE
PO3pPOOIISITH MIUPOKUM CIIEKTP MPOTrpaM — BiJ HACTUIBHUX 3aCTOCYHKIB JIO 1rop,
BeOCaTIB 1 MOOUTHPHUX JTOTATKIB.

Opniero 3 ronoBHux nepear C# € ynTabenbHUNA CUHTAKCUC, III0 HArajay€e MOBH
cimerictBa C (manmpukian, C++ abo Java), aje € mpocTiuM 1 OUTBII TOCIIIOBHHUM.
3aBasku 1nboMy C# BBaXKAa€TbCA XOPOUIOK MOBOKO I BHBYEHHS, OCOOJIMBO B
MO€EJIHAHHI 3 IHCTPYMEHTaMHU, SIK1 HOoro MiATpUMYIOTh — Hanpukiad, Unity abo Visual
Studio.

C# aKkTHBHO BHUKOPHUCTOBYETHCS B PO3pOOILl 1rop — TOJOBHUM YMHOM uepe3
pymiiit Unity, skuif miATPUMYE IF0 MOBY Ha BCIX PIBHSIX: B KEpYBaHHs 00'€KTaMHu J10
peainizalii irpoBoi JIOTIKU. 3aBASKH BUCOKIM MPOIYKTUBHOCTI Ta MOTYXKHii 00poOI1
noniit, C# no3Bosisie epeKTUBHO peali30ByBaTH CKJIAJ/IHI IFPOB1 MEXaHIKH, 30epiralouu
IPU IIbOMY 3pYYHICTh HAITMCAHHS KOTY.

MoBa Takox HiATPUMYE 00’ €KTHO-OPIEHTOBAHE MPOrPaMyBaHHs, 1110 TO3BOJISIE
OyayBaTH THYUKY i MOJYJIbHY apXiTEKTypy MPO€EKTIB. Y C# TakoXK € MATPUMKA TAKHX
CYy4aCHHUX MOKJIMBOCTEH, SIK aCHHXPOHHE IporpamyBaHHS, JsiMOaa-supasu, LINQ-
3aMMUTH Ta 0araro HIIKUX IHCTPYMEHTIB, 110 CIIPOIILYIOTh pOOOTY 3 TAHUMU Ta TIOTISIMH.

VY noennanni 3 Unity, C# € olHUM 13 HAUMOMyJSIPHIIIKMX BUOOPIB Cepell 1H/I1-
pPO3pOOHUKIB, OCKUIbKM JO3BOJISIE CTBOPIOBATU SIKICHI ITpU HaBITh HEBEIMKHUMU

KoMaHamMu abo coJo [9].

2.4 CucTteMa KOHTPOJIIO Bepcii

Cucmema wxoHmponaro eéepciti — 1e 1HCTPYMEHT, SIKMMl Jae 3Mory 30epiratu

1CTOPIiI0 3MiH y MPOEKTI, BIACTEKYBATH MPABKH, MMOBEPTATHUCS JI0 MOMEPEAHIX BEpCii

Ta 3py4YHO MpalroBaThd B KoMaH[i. BoHa 0coOJMBO Ba)xIuBa y MPOIECT PO3POOKH
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MIPOTPAMHOT0 3a0€3MEUEHHS, I YaCTO BHOCATHCS 3MIHU J0 KOJy, 1 MOTPIOHO YHUKATH
BTpaTH JIAHUX.

GitHub — 1ie HaifimomyspHilia y cBiti mwiardopma st 30epirants, oOMiHy Ta
KepyBaHHS BEPCisIMU KOy, MO0y moBaHa Ha cucteMi Git. Bora 1o3Bostsie po3poOoHIKaM
PO3MIIIIYBaTH CBOT IPOEKTHU B XMapi, CIIBIPALIOBATH 3 IHITUMH YYaCHUKaMU KOMaH/IH,
KOMEHTYBATH 3MIiHHU Ta KEPYBATH MPOILIECOM PO3POOKH 3 Oyab-sKOi TOUKH CBITY [10].

Opna 3 ronoBHux mepeBar GitHub — 3pyuyna idTerpamis 3 iHIIKUMU
1HCTpYMEHTaMHM, TAKUMH SIK cepesioBuIlle po3poOku (Hanpukia, JetBrains Rider) a6o
wiaTpopMu g TECTYBaHHS W aBromaTu3amii. JlJis 1HAWBIIyalbHOTO PO3POOHUKA
GitHub Takox kopuCHHI K pe3epBHE CXOBHIIIE, 1€ MOXKHA O0€3MeyHOo 30epiratu CBii
MPOEKT Ta MPHU NOTPEO1 BITKOTUTH 3MIHH.

CepBic miaATpUMYy€E Bi3yallbHE TMOPIBHSHHS 3MIH y KOJi, poOOTY 3 TlIKaMH
(branches) ta ciiibHY po3poOKy uepe3 pull-3anuTy, 1o poouThs HOro KOPUCHUM HaBITh

Y HCBCIIMKUX KOMaHIax abo COJIO-TIPOEKTAX 3 JOBI'OTpHUBAJINM LUKIIOM pO3pO6KI/I.

2.5 3aco0u cTBOpeHHs rpadiky Ta Bi3yajabHOro opopmMmiieHHsA

JUist po3poOKH BI3yalibHOI CKJIAI0BOI TP BUKOPHUCTOBYIOTHCS CIIELIAI30BaHi
porpamu, siki JO3BOJISSIIOTH CTBOpIoBaTH Ta penaryBatu 2D i 3D-enementu. Bonu
JAI0Th 3MOT'Y pO3pOOHUKY MIArOTYBAaTH TpadiuHi pecypcH, skl Haaall IMIOPTYIOThCS

JIO ITPOBOTO PYIIIisl Ta B3AEMOIIIOTH 13 TeHMILICEM.

2.5.1 GIMP

GIMP (GNU Image Manipulation Program) — 1ie 0e3KOIITOBHUI peaakTop
pactpoBoi rpadiku 3 BIAKPUTUM KOJOM. BiH BUKOPHUCTOBYETHCS [IJIi CTBOPEHHS Ta
OoOpOoOKHM TEKCTyp, IKOHOK, iHTep(delcHHX eneMeHTiB Ta iHmoi 2D-rpadiku,
HeoOx1HoT 1yst tpu [11].

GIMP ninrpumye poboTy 3 mapaMu, Npo30PIiCTIO, MackaMu Ta (PiIbTpaMu, 110

pobuth Horo ¢dynkmionansHuM aHamorom Adobe Photoshop mist iHmi-po3poOHMKa.
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[Iporpama no3BoJisie cTBOproBaTH Tpadiky 3 HyJs abo pemaryBaTH BXe HasiBHI

300pakeHHs1, 30epiratoun ¢daiinu y popmarax, cymicaux 3 Unity (.png, .jpg TOIIO).

2.5.2 Blender

Blender — nie 6e3kommToBHE MporpamMHe 3a0e3MEYCHHS 3 BIIKPUTHM KOIAOM JIJIS
CTBOpeHHsI Ta penaryBaHHsi 3D-rpadiku. BoHO HIMPOKO BUKOPHUCTOBYETHCS K B
1HAyCTpiaibHIN, TaK 1 B 1HAI-pO3poOIIi irop AJIT MOJICTIOBAHHS, aHIMAIII] Ta EKCIIOPTY
3D-00’exTiB [12].

Blender no3Boisie crBoproBatu low-poly mozeni, ki 1/1eajlbHO MiAXOAATh IS
ONTHUMIi30BaHO1 1H1-rpH. KpiM IbOT0, BIH Ma€ MOTYKH1 IHCTPYMEHTH J1J1s1 PO3rOPTaHHS
UV-posroptok, ohopMIIEHHS TEKCTyp Ta EKCIOpTy Mojener y dopmarax, o

niarpumytroThes Unity (Hanpukiag, .fbx abo .obj).



23
3 ITPOEKTYBAHHA I'PU

3.1 Konuenr

3.1.1 KopoTkuii 3MicT rpu

OpHokopHcTyBallbka €KIMH-Tpa 3 eleMeHTamu roguelike, B kil TpaBenb
BUKOPUCTOBYE KOMOIHAIllT TpaibHUX KapT, 11100 3HUIYBAaTH BOpoOTiB. OCHOBHA i1es
MOJIATAE y MOEAHAHH] JUHAMIYHOTO TeHMILICIO 3 TAKTUYHUM TUTAHYBAHHSM, JI€ KOJKHE

pILIEHHS] Ma€ 3HAYEHHS.

3.1.2 Orasig irpoBoro npoiuecy

['paBenis moTparwisie B CTATUUHY 3aMKHYTY JIOKAIIi0, JI€ TTOCTIMHO 3’ SIBISIOTHCS
BOpOrH. Y 1IeHTp1 3HaXoAUThCs CTLI 13 TPalIbHOIO KOJIO010. [ paBelib MOKe BUTSATHYTU
3 HBOTO JICKIJIbKa KapT, SKHMH MOKHA KHJIATHCS y BOPOTIB, ajie KO)KHA HOBa crpoda
TATHE 32 COOOI0 BTPATy OJHOTO OYKa 370pOB’s. SKIIO KMHYTa KapTa abo KiIbKa KapT
BJIy4alOTh Y BOPOTa TO 3aCTPSIral0uy BOHU YTBOPIOIOTH BIAMOBIIHY KOMO1HAIIIO, SIKIIO
115 TOCJTIIOBHICTD BIJIMOBIAaTUME BU3HAYEHIM TO aKTUBYETHCS IITIKOJIa — YUM CHIIBHIIIIA
KOMOI1HAIlIsl, TUM O1JIbIIa IIKO/A.

[Ticns mepeMorn Hajx BOPOTaMH TpaBellb 30MpAa€ MOHETH Ta IMEPEXOJUTH [0
etanmy Moaudikalii BMICTY KOJoau. TakuM YMHOM, TpaBellb HE MPOCTO pearye Ha
cuTyaiii B 0010, a ¥ mOCTyrnoBo ¢GopMmye BIacHY TOBIOCTPOKOBY crpaterito. lle
cTBOpIoE eeKT nepconamasaiii ctwio rpu. Ha pucynkax 3.1, 3.2 ta 3.3 300paxeHo
MPOEKTYBAHHS MEXAHIK Ta TEUMILICIO TpH Y (hopMaTi MEHTAIBHOI KapTH.

Mexanika slow motion (CIOBUIBHEHHSI 4acy) aKTUBYETHCS IMiJl Yac 3YNUHKH
TPaBIIs, 110 JO3BOJISIE HE BTpAYaTH KOHTPOJIb Y HAMMPY)KEHUX MOMEHTAX 1 JIa€ 4ac s
TIaHyBaHHS. TaKMM YHHOM JIOCSTAEThCS OalaHC MK JMHAMIKOIO Ta CTpaTeTiuHUM
MuUcCIIeHHsAM. J[J1s Bi3yajabHOTro 300paK€HHsI TeMMIUIeI0 Ha PUCYHKY 3.4 300pakeHo

JiarpaMy BapiaHTIB BUKOPUCTAHHS.
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Card[] as weapon

all Poker hands

limit: 5 Cards on enemy

Combat

Realtime combo building

closing Card[z] damage: combo tier)

Modifiable

hand size: 5

Action
Roguelike

Puc. 3.1 IIpoexTyBaHHsa MexaHiK TpH y Burisial Mindmap

(Room with walls and obstacles

Wave-like Enemy spawning

Level layout

Action
Roguelike

Progression

+1 rank to Card[{]

Game Loop

buy ? Card([z)

buy explicit Card[)

1.Formhand - %

2. Kill weak enemy +§
3.Form hand - ¥

4, Plan sequence

5. Kill tough enemy +§$
6. Upgrade deck at shop

delete Card

Puc. 3.2 ITpoexTyBaHHs reimInieto rpu y Burisiai Mindmap
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move [WASD]

Action
dash [LShift]

Roguelike

aim [Mouse]

attack [LMB release]

Searching for new point near PIayeD

Slow tough

Puc. 3.3 [IpoexTyBanHs cyTHOCTEeM Tpu y Burisai Mindmap

Entity

<<include>>

NipiGpaTtin MoHeTy

' 8
\ <<include>> <<include>>
‘ '

MopgudikysBaTi Konogy ) - - <<include>>- -3

MepernaHyTn konogy
BBiMKHYTK
NOBINbHEHHA Yac

Puc. 3.4 Jliarpama BapiaHTiB BUKOPHUCTAHHS

<--<<extend>>-- - {BigcopTtyBaTu iHBEHTap,

3aBaartm WKoau

'
<<extend>>
)

- - <<include>>- ~>( 3HULWNTK NPOTUBHUKA

Mpaseub
paseLy 3aBepLnTH XBUITIO

- - <<include>>->

- - <<include>>: -
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3.2 CTpykrypa 00ii0BOI cucreMmu

botioBa cuctema B rpi High Card moegnye enemMeHTH TUHAMIYHOTO METaHHS
KapT 13 TIEPEeBIpKOIO0 KOMOIHAIlIN, 3aCHOBAaHUX HA MOKEpHUX mpaBmiax. Lled miaxin
JT03BOJISIE HAJIaTH TPABIIEBI SIK TAKTUYHY TTMOMHY, TaK 1 BITUYTTS €KIIHY B peaJbHOMY

yaci. Hmwx4e po3risiHyTo KJII0UOBI €J1€MEHTH II€T CHCTEMHU.

3.2.1 /lunamika kapt

VY Tpi KapTH BUKOPUCTOBYIOTHCSA K OCHOBHA MeTalbHa 30pos. [Ipu HaTuckanH1
KHOIIKU aTaKy rpaBelb KUAA€ OJIHY 3 KapT y HapsIMKy aTtaku. PucyHok 3.5 umocTpye,
10 KUJKA MalOTh KyTOBHM CEKTOpP PO3KHUIY, TOOTO KapTa HE JETUTh CTPOTO IO JiHil
OpULILTY, @ B MEXax BHU3HAUYEHOTO Jlala3oHy — IO J0Ja€ JUHAMIKA Ta BUMAarae

TOYHIIIIOTO TMPHUILTIOBAHHS 3aMICTh IIBUIKOTO “‘criamy’”.

Puc. 3.5 CexTop po3kumy (IpoTOTH)

KapTtku MarTh (i3M4H1 BIACTUBOCTI: HMIBUJKICTH MOJIBOTY, HAMPsIM, KOMI3ii 3
BOporamu Ta cepeaoBuiieM. Ha pucynky 3.6 300pakeHO, IO MiCisl 31TKHEHHS 3

BOPOTOM KapTa MPUJIMIIAE JI0 HbOTO, a ii Ha3Ba BioOpaXkaeThCs HaJ TijloM Bopora. Lle
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JIO3BOJIIE TpaBIEBl OauuTH, SKI KapTU BXKE IMOTPANWIMd y BOpOra, 1 CIUIaHYBaTH

IMOJAJIBIII aTaKH.

Puc. 3.6 BinoOpa>keHHs 3Ha4€Hb KapTOK HAJl BOporaMu (IIPOTOTHII)

3.2.2 Jlorika 3apaxyBaHHSl IIKOIH

[Ticas kKOXKHOTO BIIy4aHHsS Yy BOPOXXHH 00’€KT, KapTa "mpuiaumnae" a0 HbOTO.
[Ticns xokHOT aTaku, BimOyBaeThbCs TepeBipka KOMOIHAIll, MICIS YOTO BOPOTY
3aBJIA€THCS BIAMOBIJHA KUIBKICTh IIKOAM Ta, K BUJIHO Ha PUCYHKY 3.7, Ha3Ba
BI3yaJIbHO 300paXKy€e€ThCs TIOPSI] 3 TPOTUBHUKOM.

[TpuHIMn HapaXyBaHHS IKOJIU:

Skio He yTBOpeHa KoHa KOMOiHaIlis — mKkoja He 3aBaaeTbes (0).

Skio yTBOopeHa TOKEpHa KOMOIHAIllsl — IIKOJAa BU3HAYAETHCSA il PAHTOM,
HaIPUKIIAI;

—High Card (1);

— One Pair (2);

— Two Pair (3);

— Full House, Straight — 3naun0 0inbiia KiTbKICTh IIKOIH.

VYci komOiHaIi TepeBipsItOTHCS BIAMOBIIHO A0 CTaHIAPTHUX OKEPHUX MPABHUII.
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Puc. 3.7 [lpuknan oTpuMaHHs IIKOAW BOPOTOM IIPOCTOIO0 KOMOIHAIII€I0 (MPOTOTHIT)

3.3 MexaHika ko014 Ta ii Mogudikamin

VY rpi KoNOAa BUKOHYE pOJIb OCHOBHOIO IyJy KapT, 3 SKOro (popmyeThbcs
OolioBuUli iHBEHTAp TpaBis. Y Oyab-SIKUiA MOMEHT 000 TpPaBelb MOXE BUTPATUTH OJTHE
ouko 3a0poB’s (HP), mo0 oTpumaru Makcumym 5 KapT, BUIIAJKOBO OOpaHUX 13
MOTOYHOI KOJIOAW B CBiil iHBeHTap. OmHa i Ta cama KapTta HEe MoOXke OyTm oOpaHa
noBTOpHO. HOB1 KapTH HE BUAIOTHCS, SKIIO B IHBEHTapi BXkKe € 5 kapT. Takum unHOM,
rpaBellb Mae MJIaHYBaTH CBOI il TaK, 1100 MIHIMI3yBaTH KIJIbKICTh JOOOPIB.

[Ticnss mpOXOJKEHHSI PIBHS TPABLIO MPOMOHYETHCS 3MIHUTH CBOIO KOJOIY 3a
JIOTIOMOTO10 OJHOTO 3 4 TuUMniB MoAuQikaii. L1 3MiHU 103BONISIIOTH HAJTAIITOBYBATH i
MOKpAIIyBaTH IaHC Ha OTPUMaHHs OakaHMX KOMOiHalii y MailOyTHbOMY.

Tunu momudikariii:

1) Bupanutu kapty
— JI03BOJIsIE IpUOpaTH OHY HeOakaHy KapTy 3 KOJOJIH, IO 30UIbIIye IIaHC
BUNAIIHHS [IIHHIIINX.
2) Jlonatv HOBY KapTy
— 104a€ 10 KOJOAM 3BUYAiHy KapTy.
3) Jlonatu HEBiIOMY KapTy

— 3HAQYEHHS KapTH CTa€ BIIOMUM JIUIe micis nokynku. e BapiaHT cTBOproe

JOJJaTKOBUH €JIEMEHT PU3HKY.

4) TlokpauuTu KapTy
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— JI03BOJISI€ MIJABUIIUTH PaHT MEBHOI KapTH, IO 30UIbIIYy€E i1 MOTEHINAN IS

CTBOPEHHS BUCOKOPIBHEBUX MOKEPHUX KOMOIHAIIIH.

3.4 lloBeniHka NPOTUBHUKIB

OCKUIbKM B Tpl BUKOPUCTOBYETHCA OJIMH CTATHUYHUU PIBEHb, MOSIBA BOPOTIB
pearizoBaHa y BUTJISAI XBUJIb. 3 KOXXHOI HOBOIO XBHWJICH) CKIIQTHICTH MOCTYIOBO
3pocTae: 30UIBIIYETHCS KITBKICTh BOPOTIB, a TAKOX X 3amac 3710poB’s. Lle no3Bosse
MIATPUMYBATH MOCTIHHUM PUTM TPU Ta IOCTYIIOBO HAPOIILYBATH BUKJIUK JUIsl TPABIIAL.

Jlorika MOBEAIHKM BOPOTIB peajiizoBaHa 3a JOMOMOTOI0 MAalIWHU KIHIIEBUX
ctaHiB (FSM — Finite State Machine). Takuit miaxig poOUTh CTPYKTYpy KOAY OLIbII
9uTa0eIBHOIO, a CaMy JIOTIKY — 3pYYHOIO 1715 MaciiTadyBanHs. KoxkHa HOBa moBeiHKa
abo 3MiHa MoOxe OyTH JlofaHa SIK OKpEeMHM cTaH 0e3 MOpYIICHHS BXKE 1CHYIOUOl
apxitektypu [13, 14]. Ha pucynky 3.8 300pakeHO jiarpaMmy KIHIIEBUX CTaHIB

IPOTUBHUKA B PO3POOIIIOBAHIM Ipi.

MoLuyk TouKM nopsia 3
rpaBLiem

TOYKa BU3Ha4YeHa

¥

Pyx 40 TOHKM

<0,5m fio TouKY aTaka Binbynacs

3ynuHKa i NoBOpOT B
CTOPOHY rpasLs

raycast gocar uini, c/d ==

ATaka

Puc. 3.8 Jliarpama MalmHu cTaHiB MPOTUBHUKA
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[ToBeninka Bopora CKIa/1a€ThCs 3 OCTIOBHUX CTaHIB:

1) TMomryk 1iIbOBOT TOYKH MOPYY i3 TPaBIEM — BUKOPHCTOBYETHCS CIICI[iaIbHUM
QITOPUTM, SIKUW 00Mpa€ TOUKY HE TIPSAMO TIEpE]T TPaBIleM, a B IEBHOMY pajiiyci
HABKOJIO.

2) Pyx 1o 3Hai[cHOI TOYKH — BOPOTr IMEPEMIIIYEThCS 10 HEl, OMHHAIOYH IHIII
00'eKTH.

3) 3ynuHKa Ta MOBOPOT y OIK TpaBIs — MPH JOCATHEHHI TOYKH BOPOT
PO3BEPTAETHCS 10 IPABIIS.

4) TlocTpin — SKIOIO T'paBelb y IMOJI 30py Ta Iepe3apsjka 3aBepilcHa, BOPOT
BUKOHYE aTaKy.

[Ticnst BUKOHAHHS OCTAaHHBOTO CTaHY ITUKII TIOBEIIHKY TIOYNHAETHCS CIIOYATKY.
Takuit migxig gopMye MeHIn rnepeadadyyBaHUN MATEPH MOBEIIHKH, HA BIAMIHY BijJ

MPUMITUBHOTO MIEPECIIiTyBaHHS.

3.5 EnemenTn inTepgeiicy Ta ynpasJliHHS TPaBLeM

['070BHE MEHIO € CTapTOBHM €KpaHOM, 3 SKOTO TpaBellb MOYHHAE Tpy. BoHO
MicTUTh KHOTIKY “IlodyaTtu HOBY Tpy” Ta “Buiitu 3 rpu’”.

ITin yac akTuBHOTO reimIIeto rpaBenb Mae qoctyn 10 HUD (heads-up display)
— iH(dopmaIliitHo1 maHerni, sika BigoOpaxae:

— 3nopos’s (HP) rpasiis;

— KutbKicTh 310paHUX MOHET;

— Homep moTounoi xBuii;

— KuTbKICTh )KMBUX BOPOTIB HA PiBHI.

[Ticns 3aBepIIeHHS XBUJI1 TPaBEIlh MOXKE B3aEMOJISTH 3 IHTephEHcCOM MarasuHy,
SIKHUI MPOTIOHY€ 3MIHUTHU KOJIOAY. Y HbOMY B1J100paKaroThCsl:

— Tpu BUMaaKOBI MIPOMO3UIIiT MOAU(IKAITI;

— YacTrHa KOJI0/H, 3 SKOi rpaBellb MOKe 00paTH KapTy IS B3a€MOIII.
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Ileit iHTepdeiic € BaXXIMBOIO YaCTMHOIO CTpaTterii, 00 J03BOJIsIE BIUIMBATU Ha
[IAHCU BUMAIHHS MOTPIOHUX KapT y MaOyTHIX 00sX.
[Tix yac rpu rpaBenb MOXKE TIOCTABUTH TPy Ha MMay3y, MiCIsA YOTO BiAKPUBAETHCS
MEHIO Tay3H 3:
— KHONKOI0 BUXOy 10 F'OJIOBHOTO MEHIO;
— IToTOYHUM CTaHOM KOJIOJIH.
VYmpaBiaiHHS TpaBlieM peali3oBaHO 3a JOMOMOTO0 cuctemu InputActions [14],
110 JI03BOJISIE JIETKO HAJIAINTYBATH YIPABIIHHS SK JIJIS KJIaBlaTypH 3 MUIIEIO, TaK 1 JUIs
reMMmaza.
VYrpaBiiHHS 32 IOMOMOTO0 KJIaBlaTypy Ta MHIIII:
-  WASD / cTpinku — niepeMileHHs TpaBIis;
- Shift — puBok;
- Pyx munn — npuniitoBaHHS;
- 3atuckanss JIKM — 3ByXeHHS CEKTOPY PO3KHY;

- Binnyckanusa JIKM — ataka (KuJ10k KapTH).
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4 PEAJIIBAIIIA TA TECTYBAHHA I'PU

4.1 Peanizanist 0CHOBHOI irpoBoi JIOTiKH

4.1.1 Pyx rpaBus Ta NpuIJIOBAHHSA

VYBech BBiT Y I'pi pearizoBaHo 3a J01oMororo Input System — odimiitHOr0 akeTa
Bin Unity. 3aBAsku I[bOMY IHCTPYMEHTY MOXKHa JIETKO CTBOPIOBATH CHCTEMY
YIPaBIIHHS 0/1pa3y JJIsl KUTbKOX TIaTGopM, HE BUTPAUalOUX Yyac Ha TyOIFOBaHHS KOTY
ab0 oKpemy peaizaliio mij KoxeH npuctpii [15].

[Ipu3HaueHHs Ki1aBii Ta ix 6araToriaTGopMeHUX BIMOBIIHUKIB 3/11IHCHIOETHCS
yepe3 Input Action Asset, skuil cTBOproeThcs B (paitnosiil cuctemi Unity uepes
koHTekcTHe MeHio ([IKM — Create — Input Actions). Y 1mpomy aiimi
HaJAIITOBYEThCS Mama Jii (Action Map), 10 K01 101at0ThCst KOHKpETHI i (Actions),
1[0 BIJIMOBIIAIOTH 3a MEBHI Tunu BBOAY. Jlito pyxy B Input Action Asset maHoro

MPOEKTY 300paKeHO HA PUCYHKY 4.1.

ones I:“'-l P ut ,-'—-'-,I'_-.'ti..

Action Maps Actions

Player ® Move

Ul ® Left Stick [Gamepad]

@ WAS

A xis [XR Controller]

& Stic
Puc. 4.1 iz “Move” (pyx) s pi3HuX miathopm

[Ticns 1pOTO y CKpPUNTI MOXKHA 3YUTYBaTH JlaHI 3 TPHUCTPOIB BBEICHHS
HE3aJIKHO BIJ TUIMy KOHTPOJEpa — UM TO KiaBiaTypa, Muina, uu revmman. Lle
JI03BOJISIE OOPOOJISITH B3a€EMO/IIIO TPABIS €IMHUM CIOCOOOM JJist BCix 1uiatdopm, 0e3

CTBOPEHHSI OKPEMHUX CIIEHAPIiB.
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VY naHoOMy BHUIAJKYy 3YUTYETHCA JBOBUMIPHE BEKTOPHE 3HAYEHHS PYyXy, SIKE
MHOXHUTBCS Ha KOS(IIIEHT MIBUIKOCTI I PO3paxyHKy (iHATLHOTO BEKTOpa PyXYy:

private InputAction _moveAction;

Vector2 direction = _moveAction.ReadValue<Vector2>();

Vector3 moveVelocity = new Vector3(direction.x, 0, direction.y).normalized *
moveSpeed;

OcCKiTbKH PyX peasli3oBaHO uepe3 (i3uyHy CUCTEMY, OTpHUMaHe 3HaueHHS
MIPUCBOIOETHCS JIIHIMHIN MBUAKOCTI KoMImoHeHTa Rigidbody o0'ekTa rpaBiis:

_rb.linearVelocity = new Vector3(moveVelocity.x, -1, moveVelocity.z);

O6poOka BBOAY JIsSl aTaKH 3A1MCHIOETHCS 3a AaHAJIOTTYHUM MPUHITUIIOM, OJIHAK,
OCKUJIbKU T'pa peaiizoBaHa B TPUBUMIPHOMY MPOCTOPI, BUHUKAE MOTpeda BU3HAUYUTHU
MOJIOKEHHS Kypcopa MUIII1 Ha IUIOUIUHI IrPOBOTO CBITY. JIJIsl HOrO BUKOPUCTOBYETHCS
TpacyBaHHS IPOMEHIB — MEXaH13M, 1110 J03BOJISE "IPOCTPUIIOBATU" CIICHY 3 KAMEPH Y
BKa3aHOMY HANPSMKY 1 JI13HABATUCA, IO OYyJIO IEPETHYTO.

Unity Hagae roToBull 1HCTpYMEHT sl 1iboro — MeToj, Physics.Raycast, sikuit
BUKOHY€ IEPEBIPKY, YU MEPETUHAE MMPOMIHB NEBHUIN 00’ €KT y ciieHi [16, 17]. Hmkue
HaBEJICHO peai3allito, sika T03BOJISIE BU3BHAYUTH TOUKY MPUIIIFOBAHHS HA 3€MIII:

Ray ray = _mainCamera.ScreenPointToRay(Input.mousePosition);

if (Physics.Raycast(ray, out RaycastHit raycastHit, 999f, groundLayerMask)){

_targetPosition = raycastHit.point;
_targetPosition.y = transform.position.y;
_aimDirection = _targetPosition - transform.position;}

el miaxiag T03BOJSE TOYHO BHU3HAYATH HaAmpsIMOK aTaku B 3D-mpoctopi
3aJIe’KHO BiJI TIOJIOKEHHS KypCcopa, HaBITh SIKIIO TMOBEPXHS ITPOBOTO PIBHS Mae
ckiaaaHy ¢opmy. Y pe3ynbTari TpaBelb 3aBXKIU KUAA€ KapTKy B Ty TOYKY, Ha SKY

HaBEJICHUU KypCop, 1110 POOUTH yNPaBIIIHHS IHTYITUBHUM 1 TOYHUM.

4.1.2 Kamepa T1a cJIiaKyBaHHS
VY rpi BUKOPHCTOBYETHCS BHII BiJl TPETHOT 0COOH 3 OrIsAoM 3BepXy (top-down).

Takuii pakypc 103BOJIsSIE TPaBLEBI KOHTPOJIOBATU CHUTYAIlll0 HABKOJO INEPCOHAXA,
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0auuTH BOPOTIB, KapTy 1 MEpPEeCyBaHHS B MeEXax BUIUMOIO €KpaHy — IO IILJIKOM
JIOCTaTHBO JJIA JAUHAMIYHOI OOHOBOi CHCTEMH, OpIEHTOBAHOI HA pEAKIIo 1
MO3UI10HYBaHHS.

Jlist peamizanii kamepu Oyno Bukopuctano Cinemachine — odimiiiauii maker
(package) Big Unity, mpu3HaueHU# JUIsi THyYKOTO YIPABIIHHA KaMepoio 0e3 moTpedu
pyuHoro koxyBaHHs. Cinemachine migTpumye CclilyBaHHS 3a 00’€KTaMu, 3yM,
3rJIaJKYBaHHS PyXiB KaMepH, aBTOMAaTUYHY OpI€HTAII0, OOMEXEHHS pyxy Tomo [18,
19].

st mouatky poboTu y cueHy jgojatu 00’ekt kamepu tuiy Cinemachine
Camera (MeH1o iepapxii — Cinemachine — Cinemachine Camera) Ta po3MiCTUTH caM
00’€KT Ha CIIeHI B MOTPIOHOMY MOJIOKEHH] (HaJl TPaBIIEM).

JUnst BuzHauenHs 1im y noii Tracking Target moTpiOHO mepeTsArHyTH 00'€KT
rpaBils (Hanpukial, Player) — e Oyje 11iib, 3a K010 Kamepa Oy/ie CIiIKyBaTH.

Hami vHeo6ximgno nonartu komrnoHeHT Cinemachine Follow, mo6 kamepa nouana
pyxatuch. fIk moka3aHO Ha PUCYHKY 4.2, 3HaueHHs mapamerpiB Position Damping
komrioHeHTa Cinemachine Follow BcranoBneni Ha 1, mo 3a0e3medye M’sKe 1

KOM(OpPTHE CIliTyBaHHS KaMEpH 3a T'PaBLIEM.

v CinemachineCamera

Tag Untagged Layer Default

) W CinemachineCamera
Overrides -

- Transform

tk v Cinemachine Camera

A
= I

=" v Cinemachine Follow

Binding Mode World Space
Pos

Follow Offset

Puc. 4.2 O6’ext 3 nBoma komrnoHeHnTamu Cinemachine Camera 1 Follow
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4.1.3 MexaHika ynoBiJIbHEeHHS 4acy

OcCK1IbKHM YaCTHHA ITPOBOTO MPOLIECY MOJIArae B IIaHyBaHHI KOMOIHAIlH, TO 3
pealbHOM IIJIMHOM 4Yacy Ta 3a BEJIMKOi KIJIBKOCTI BOPOTIB redMIuiei Oyae 3aHaaro
BaxkuM. {06 BupimuTé mAaHy mpobieMmy OyJ0 CTBOPEHO CHUCTEMY YHOBLIbHEHHS
qacy, sika CIpalboBYE SIK TUILKHU IPaBellb MEPECTAE PYXATUCH.

J1s iboro OyJio CTBOPEHO OKpeMUid 00’ €KT Ha CIIEHI KU BUKOHYBaTHUME POJIb
MEHE/[Kepa yacy 3 CrelialbHUM CKPUIITOM:

private float slowMoTimeScale = 0.1f;

public void DoTimeStop(){

Time.timeScale = slowMoTimeScale;

Time.fixedDeltaTime = Time.timeScale * 0.02f;}
public void DoTimeNormal(){

Time.timeScale = 1;

Time.fixedDeltaTime = Time.timeScale * 0.02f;}

Ili 1Ba MeTo M 3MIHIOIOTH BJIIACTUBICTH timeScale (MaciiTad, y SKOMy MpPOTIKaE
yac) kiacy Time Ha 3HaYHO MEHIIIE YUCTIO0, 11100 YIMOBUILHUTHU 1 Ha 1 BIAMOBIHO, 11100
MOBEPHYTHU 3BUUHUI TUIMH Yacy. J[01aTkoBO MOTPIOHO 3MIHUTH 3HAYEHHS BIIACTUBOCTI
fixedDeltaTime sixe BiAmoBinae 3a T€ CKUIBKK Yacy MPOXOJUTh MK KaJapamMu METOIY
FixedUpdate 1106 Bcst jorika ¢i3uku Oysa MiIaBHOIO 31 3MIHOKO MacIITady yacy.

Jlanmi MOXHa 3BepTaTUCS 10 LbOTO MEHEIKepa MO MOCUJIaHHIO 3 KJacy SIKUN
BIJINIOBIJIA€ 32 PyX T'PaBIIS:

if (direction == new Vector2(0, 0)) timeManager.DoTimeStop();

else timeManager.DoTimeNormal();

TakuM 4YMHOM KOJM TrpaBelb 3YNUHATUMEThCA, 3HaU€HHA BekTopa direction
(HampsiM  pyxy), sike OepeThcsi 31 3HaueHb BBoAy jgopiBHIoBatuMe (0, 0) i
BUKOHYBaTHUMETbCS (DYHKIIISI YIOBUIBHEHHS Yacy.

Ha pucynky 4.3 300pakeH0 OCHOBHI CTBOPEH1 KJIACH, SIKI BUKOPUCTOBYIOTHCS SIK

KOMITIOHCHTH IJIA I'paBLA.
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Player namespace

Playerinventory CardHand

|

- _hand: CardHand + OnUpdated: event

- _coins: int - _cardList: List<Cardltem>

- _handCapacily: int { get } + AddCards(List<Cardltem=): void

--1 - PlayerAim_OnAttack(object, args): void + RemoveCard(int): void
+ DrawCards(List<CardItem>, bool): void + MoveCard(int, int): void
+ SortHand(): void + GetCardList(): List<Cardltem>
+ UpdateCoinsAmount(int): void + SortDeck(bool): void

<<event subscription>>

PlayerMovement PlayerAim PlayerHealth PlayerHealthBarUl
- moveSpeed: float L ->{ + OnAttack: event - maxHp: int - maxHp: int
- rotationSpeed: float - aimMaxAngle: float - _currentHp: int - _hpAmountText: TextMeshProUGUI
- dashForce: float - aimMinAngle: float - _healthBar: PlayerHealthBarU|

+ UpdateHpBar(float, float): void

- dashDuration: float - aimRange: float + Heal(bool): void

- dashCd: float " - aimSpeed: float + LoseHp(): void

+ timeManager: TimeManager - RotateTowardsTarget(): void - TakeDamage(): void TimeManager
- Move(type): void - ShrinkAngle(): void - TakeDamageUl(): void - slowMoTimeScale: float
- Rotate(type): void - DrawSector(): void + DoTimeStop(): void

- Dash(type): void - Attack(): void + DoTimeNormal(): void

Puc. 4.3 liarpamMa 0CHOBHUX KJIaCiB-KOMITOHEHTIB I'PaBIIs

4.2 BoiioBi MexaHIKH

4.2.1 Cexkrop po3kuay Ta ¢GizuKa nojboTy Kapt

ANTOpPUTM aTaku peaji3oBaHO HACTYMHUM YHHOM: TICJS CHpAIfOBaHHS il
"Attack" y cucTeMi BBeJEHHS BHU3HAuaeThbCcs HampsM aTtaku. I[Ipore, mo0 araka
BUKOHAJIaCh, MOTPIOHO BIJICTIAKOBYBATH MOMEHT BiJIMTYCKAHHS BIAMOBIIHOI KJIaBilli, a
He 11 HaTUCKaHHSI. /{7151 IIbOT0 BUKOPUCTOBYETHCS MIIMMCKA HA MO0 3aBEPIICHHS Jii:

_attackAction.canceled += OnAttackReleased,;

Konu cripauboBye 11er Tpurep, BUKJIIMKAETHCS METO aTaKU:

OnAttack?.Invoke(this, new AttackEventArgs{AimDirection = _aimDirection,
SpreadAngle = _currentAngle});

VY mopito nepenaeThCcsl MOTOUYHUIN HAMNpsAM aTakd Ta aKkTyajJbHE 3HAYEHHS KyTa
PO3KHY.

MexaHika po3KHIy MPALIOE TaK: HA MOYATKY 3aTUCKY KJIaBilllli 3HAYEHHS KyTa
MakcuMaibHe (y boMy BUMAJKy — 40°), 1 HOCTYOBO 3MEHIIYETHCS BOIPOAOBXK Hacy:

float dt = Time.unscaledDeltaTime;
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_currentAimSpeed += aimAcceleration * dt;

_currentAngle -= _currentAimSpeed * dt;

if (_currentAngle < aimMinAngle) _currentAngle = aimMinAngle;

Ile o3Havae, MO KO TpaBeIb TPOXH MOYCKAE, KUAOK Oyne OUTBII TOUYHUM.
Taxuit migxin 3HIKYE €(EeKTUBHICTD 0€3lyMHOTO CIIaMy aTaKOIO 1 CTUMYJIIOE TPaBLs
JUSITA TOYHIIIE Ta BUBAXKEHO.

Jliist Bizyasizainii CeKTOpy pO3KUIy B IFPOBOMY CEPEIOBHII 0yJI0 BUKOPUCTAHO
komrnoHeHT LineRenderer. Ileif KOMIOHEHT A03BOJIsE€ AMHAMIYHO OyayBaTH JiHIT y
peasbHOMY Yaci.

BukopuctoByeTbCsi METOJ, SKUU OyAye cexkTop y BuUrisai Bisuia. CrnodaTtky
BU3HAYAETHCS IIEHTP IILOTO CEKTOPY, Jall PO3PAXOBYETHCA KYT PO3KUIY, SKUN
NOJAUIAETHCA Ha PIBHI YACTHHU. METOJ| CTBOPIOE HA0Ip TOUOK, 110 YTBOPIOIOTH IYTy —
BIJI JIIBOTO Kparo JI0 MPaBOro, — i 3’ €IHy€ X MK COOO0I0.

Sk moka3zaHo Ha pucyHky 4.4, OyJ0 BUKOHAHO HAJIAIITYyBaHHS TOBIIMHM JIHII,

100 BOHA HE 3aJIUIIIAIACh OTHAKOBOIO 110 BC1i JOBKHHI.

= v Line Renderer

Simplify

Puc. 4.4 HanamryBanus komnoneHty LineRenderer
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Takum YyMHOM, Ha €KpaHl 3 SBISETHCA BI3yaJIbHUM CEKTOp, SKUU TOKa3zye

HANPSMOK 1 IIUPUHY MOKIIUBOTO PO3KHTY IPUIILTY — PUCYHKH 4.5, 4.6.

Puc. 4.5 [louaTkoBuii CEKTOP PO3KUAY

Puc. 4.6 Cextop po3kuay miciis IEBHOTO Yacy

JIist 3ammycKy aTaku CTBOPIOETHCS KOsl KapTKU Ha 3a3JaJierib BU3HAUYECHIN

MO3MIII1, MICTSA YOTo iil mepenarTbcs MapaMeTpu — 30KpeMa HallpsiM aTaku Ta KyT

pO3KHY.
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var cardWorld = CardWorld.SpawnCardWorld(cardSpawnPoint.position,
_hand.GetCardList()[cardIndexToThrow]);
cardWorld.GetComponent<CardMovementPhysics>().Setup(e.AimDirection,
e.SpreadAngle);

VYcepenuni kmacy CardMovementPhysics BUTIagKOBUM YHHOM OOHPAETHCS
TOYHUH HAmNpsAM PyXy B MeXaxX 3aJlaHOTO CEKTOpa HaBKOJIO OCHOBHOTO HANPSMKY,
miciast yoro ¢izuuyHoMmy kKommnoHeHTy kapTku (RigidBody) 3amaerscs mouaTkoBa
IIBUJIKICTD, SIKa 1 3aITyCKa€ 11 B MOJIT. TaKMM YHHOM peai3yeTbcs JMHAMIYHA aTaka 3

BaplaTUBHOIO TPAEKTOPIEIO.

4.2.2 Ilin0ip cnpaiiTisb i Bi1oOpakeHHsA

VY rpi KOXKHa KapTKa, HE3aJIEKHO BIJl TOr0, 3HAXOJUTHCS BOHA B 1HTEp(deiici uu
y CBITi, Ma€ BIACHUI CIIPauT (Bi3yaibHE 300pa’KeHHS ), SKUM BIAMOBIAAE 11 3HAUYCHHIO
— pucyHok 4.7. Jlig 1bOro BUKOPUCTAaHO OKpPEMHUH OO’€KT, LI0 BHKOHYE pOJIb
MEHEJKEpPA CIIPAUTIB 1 HAJA€ TOCTYM JI0 300paxeHb 3 O0y/1b-SIKOTO 1HIIOTO KJacy.

[Tix gac iximiamizamii (y Mmetoai Awake) MeHemKep 3aBaHTaXKy€e BC1 CIIpalTH 3
nanku Resources/Sprites/Cards 3a nonmomoroto Resources.LoadAll<Sprite>(). [ToTim
KOXEH CIPANT JOJA€ThCA 10 CIIOBHUKA, /1€ KJIFOUEM BHCTYIA€ HOro Ha3Ba:

_spriteDict[sprite.name] = sprite;

Konu noTpiOHO oTprMaTH CHIpaiT MEBHOI KapTKH, 1HIII 00'€KTH 3BEPTAOTHCS J10
1poro MeHemkepa uepes meroa GetCardSprite, mepenatoun MacTh 1 panr kaptku. L1
napameTpu NoeHYI0Thesa y Kitou tuiy "Hearts 10", 3a sskum Bi10yBa€eThCs MOIIYK Y
CIIOBHHKY:

string key = $"{suit} {(int)rank}";

ko copalT 3 TakMM KJIIOYEM 3HAWJIEHO, BIH MOBEPTAEThCS. SIKIIO HI —
BHBOJIMTLCS TIONEPEHKCHHS B KOHCOJb. Takui IMAXiJ JO3BOJISIE IIEHTPAi30BaHO

30epiraT 1 JIETKO MPU3HAYATH Bi3yaJibHI 300paxeHHs 1)1t Oy/Ib-5KOi KapTKH Y TPI.



40

Puc. 4.7 O6’exTu KapTOK 31 CBOIMH BiAMOBIIHUMH 3HAYCHHIO CIIpaiiTaMu

4.2.3 ®opmyBaHHS iHBEHTapPIO

Komu rpasens aTakye, TO 3 iIHBEHTapIO BUAAIAETbCS 00paHa abo OCTaHHA KapTa,
1 11 mapameTpu mnepenarTbcss 00 €KTy B IrpoBOMYy cepeaoBulli. Tomy rpaBIeBi
HEOOXITHO $IKOCh CTBOPIOBATH KapTKU B CBOEMY I1HBEHTapi. B rpi iHBeHTap
(bopMyeTHCSI BUMAJIKOBO BUOMPAIOYM 5 KAPTOK 13 3arajbHOTO MYy — KOJIOAM, MiCIs
B3aeMoii 3 o0’ektoMm “Crtin”. CucteMy I1HBEHTApIO peaji3oBaHO 3-Ma KJlacamu:
CardHand — tumuacoBwuii inBenTap, Deck — kosnoma ta Cardltem s 30epexeHHs
napameTpiB ojHi€l KapTkh. OOpoOKy MK HUMHU 3[IMCHEHO B KOMIIOHEHTI W10
pO3TanioBaHUil Ha IPaBlii:

public void DrawCards(List<CardIltem> cards, bool takeDamage = true){

int availableSlots = handCapacity - _hand.GetCardL.ist().Count;

_hand.AddCards(cards.Take(availableSlots).ToList());

if(availableSlots > 0 && takeDamage)
GetComponent<PlayerHealth>().LoseHp(); }

[Ticnsa B3aemonii 3 o0’exkrom “CTin” BiH BHUKJIMKAE MYOTIYHHA METOH SKUI
BHU3HAYa€ KUIbKICTh BIJILHUX CJIOTIB IHBEHTAPIO 1 10/1a€ HEOOX1IHY KUIbKICTh KAPTOK y
Burianl cnucky 3 Cardltem. Takox bool mpamopoM MoXHa BBIMKHYTH OTPHUMaHHS

ITKOJIH I'paBLIEM.
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4.2.4 Jlorika 3apaxyBaHHsI IIKOAH

Y rpi Bcs Jorika mepeBipkM KOMOIHAIIM KapT Ta HapaxyBaHHS UIKOJIU
peaiizoBaHa Ha OOl Il — Yy CHEIlaJbHOMY KJIaci, 1[0 MPUKPIIUICHUH 10 KOXHOTO
npotuBHUKA. KOXHOTO pa3dy, KOJIM KapTKa BIydae y BOpoOra, ii BHYTpIIIHE
npencrasienns (CardItem) momgaeTbest 10 JIOKAIBHOTO CITUCKY B IIbOMY KJaci.

Buxopucrosytoun meroau tuny CheckForPair(), CheckForFullHouse() Toio,
CHUCTEMa IO 4ep3i MmepeBipse BCl MOXIMBI KoMmOiHarii. Peamizamis nmux mepeBipok
rpyHTyerbesi Ha LINQ-3amurax, sKi J103BOJSIIOTH JIETKO AaHaNI3yBaTH €JIEMEHTU
CIIUCKY, TPYIIyBaTH iX 3a MAacTiO ab0 paHroM Ta MEPeBIPSATH YMOBHU ISl KOHKPETHHUX
KOMO1HaIIIH.

Hampuknan, y meroni CheckForHighCard() mepeBipsieTbes, 4u € OCTaHHS
J0/IaHa KapTa HAWCTapIIO Cepell yCiX y CHOUCKY. SIKIMO Tak — BpPaxOBYETHCS
koMOiHarisg "High Card" 1 npucBOIOETHCS BIIMOBITHUN PIBEHD IIIKOIH:

bool isLastHighest = _cardltems

.Take(_cardltems.Count - 1)

All(x => x.cardRank.GetHashCode() <
_cardltems[*1].cardRank.GetHashCode());

[licns ycmimHOro BU3HAa4Y€HHs KOMOIHawii cuctema (QopMye OO0’€KT momii
ComboEventArgs, y skuit nepenae:

— 3HauyeHHs 3anofisHoi mkoau (TotalDamage);

— Ha3By koMOiHaiii (CurrentCombo);

— IHJEKCH KapT, 0 GOPMYIOTh KOMOITHAIIIO (JTsI BI3yalIbHOTO BUIICHHS).

Ham BuknukaeThes noAiss OnComboUpdated, Ha Ky mignucaHi 1HIII CKPUITH
K1, K 300pakeHo Ha pucyHKy 4.8, kepytore Ul-enemenTamu, Mo BiIoOpakarOTh
Ha3By KOMOIHAII:

OnComboUpdated?.Invoke(this, new ComboEventArgs {

TotalDamage = _totalDamage,
CurrentCombo = _currentCombo,

Combolndexes = _combolndexes});
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[Ticnst mporo Bcl CiIy>k00B1 3MiHHI CKUJAIOTHCS, 1 KJac TOTOBUM 10 0OpoOKHU
HOBUX BIIyYaHb.

Takuit miaxXig T03BOJIIE YITKO BIJOKPEMUTH BIAMOBIIAIBHICTh 3a JIOTIKY

nepeBipky KOMOIHALIIN, @ TAKOXK JIETKO MacIITadyBaTH CHCTEMY, HOJAAI0YH HOBI THUIIH

KOMOiHaIii a60 MOAN(IKATOPH MIKOIH.

Puc. 4.8 CnparmroBanns komOinamii High Card (crapiia kapta) Ha il

4.3 MexaHiKku nmporpecii Ta eKOHOMIKH

4.3.1 Monetu

VY rpi peanizoBaHo 0a30By EKOHOMIYHY CUCTEMY, Y IKili OCHOBHUM PECYPCOM €
MOHETH, W0 BUMNAJAIOTh MICIAs 3HUINEHHS BoporiB. lleit mnpolec MOBHICTIO
KOHTPOJTIOETHCS 3 OOKY KJIacy BOpOTra, SKU BiJIMOBIIa€ 32 00pOOKY KON Ta CMEPTH
00’€eKTa.

[Ticnst Toro, ik KUIBKICTB 3710poB’st (_currentHp) Bopora 3MeHIITyeThCs 10 HYJIS
abo0 HIKYe, BIIOYBA€THCS 3aIyCK JIOTIKA CMEPTI. Y MepIly Yepry BUKIUKAETHCS OIS
OnHpLost, sxa Moxxe OyTH BUKOpPHUCTaHA 1HITUMU cuUcTeMaMu. [10TiM BinOyBa€eThCs
BIIMKMCKA BiJl TO/i1 OHOBJIEHHsI KOMOiHaIlii, 100 YHUKHYTH MOMUJIOK, SIKIIO KiJbKa
KapTOK BIy4alOTh OJTHOYACHO:

_cardComboHandler.OnComboUpdated -= TakeDamage;
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Onpasy micist 1boro 3amyckaeTbes metoa SpawnCoins, KM BIAMOBIAaE 3a
CTBOPEHHSI MOHET Yy TOUIll CMEPTI BOPOTa:

SpawnCoins(1);

Destroy(gameObiject);

Y camomy Meroai SpawnCoins(int amount) BUKOHY€TbCS ITUKI Ha MOTPIOHY
KUIBKICTh MOHET, JI¢ KOXKHa CTBOPIOEThCS depe3 Instantiate() Ha MOTOUYHIM MO3MIIIT
BOpOTa:

Instantiate(GameAssets.Instance.pfCoin, transform.position,

Quaternion.identity);

4.3.2 ®opmyBaHHS NPONO3ULII MarasuHy

[licnss 3aBeplIeHHS KOXXHOTO OO TIpaBLEBl MPOMOHYIOTHCS Pi3HI BapiaHTH
Moaudikaiii KoJoau, sKi MOXHa MpuadaTth B MarasuHi. Bes norika (opmyBaHHS
MPOTIO3HUIII peanizoBaHa B OKpEMOMY 00’ €KT1 Ipy — Tak 3BaHOMY '"BI3Ky-marasuHi'",
10 aKTUBYETHCS Y BIAMOBIIHIN (a3l rpu.

[Ticns aktuBarii 06'ekta (OnEnable) 3anyckaetses Metoa RefreshShop(), sxuit
OUMIILY€ MONEPEIHI eIEMEHTH 1HTep(eiCy, KO BOHU OyJiM MPUCYTHI, 1 TOTY€E MicLE
1u1st HoBUX. Jlami BukinukaeTrbest Mmetosl Spawnltems(), SKUH CTBOPIOE MEBHY KIJIbKICTb
CJIOTIB — 3T1JHO 3 33J]JaHUM TlapameTpoM slotsAmount.

KoxeH cOT 3amoBHIOETHCS BUMAIKOBUM THUIIOM IPOTO3UIIi, IO OOMPAETHCS
yepe3 Random.Range i3 40TUPHOX MOKIIMBUX BapiaHTIB:

— JlonaBaHHs BUIIAIKOBOI KapTH

— JlonaBaHHSI KOHKPETHOI KapTH

— BupaneHns kapTu 3 KOJI0au

— ITigBUIIIEHHS paHTy KapTH

BiamoBimHo g0 BuOpaHOTO THIY BHUKJIMKAETHCA OJMH 13  METOJIIB
InstantiateSlot *(), siki CTBOPIOIOTH BIAMOBIAHUH 11a0JI0OH 1HTEpdECy, MiAKITI0Yal0Th
OOpOOHMKM HATUCKaHHS MMUIINI Ta BCTAaHOBIIOIOTH wiHY. Hanpuknang, wmeron
InstantiateSlot Delete() cTBOproe CIIOT 3 IKOHKOI BHUIQJICHHS KapTU Ta BUBOJIUTH

BIJIMOBIHY BapTICTh:
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var item = Instantiate(_deleteCardTemplate, _itemSlots);
item.GetComponentInChildren<Shopltem>().OnPointerClickEvent +=

OnDeleteCardClick;

TakuM yuHOM, MPH KOXKHOMY BXOJi B Mara3uH TpaBellb OTPUMYE HOBHIA,
BUMAAKOBUI Hablp moaudikaiiiii, mo mo3Boisie (HopMyBaTH BIACHY KOJOIY B
3aJIEKHOCTI BiJl 00paHoi cTparerii. Taka cucrema 3a0e3nedye BapiaTUBHICTh irPOBOTO
IpoIEeCy Ta MATPUMYE OBTOPIOBAHICTh TPH HABITh MPU CTATUYHIN CTPYKTYp1 PiBHIB.

Ha pucynky 4.9 mokazaHo HajlamTyBaHHS KoMmmoHeHTy Shop Manager ne
KOKHOMY THUITy TOBapy MpPHU3HA4Y€HA CBOS LlIHA a TAKOX 3arajbHa KUJIBKICTb CJIOTIB
npono3uiiil. Ha pucynky 4.10 B cBoro yepry noka3aHo CTBOPEHI MPONO3ULli MarasuHy

BIJIMOBITHO HATAIITYBAHHSIM.

B v Shop Manager (Script)

Interactable
Interact Action tPlayer/Interact (Input Action Refe1 ©

Hint Popup Parent A hint popup parent (Transform) ®

Items

Price Random Card
Price Explicit Card
Price Delete Card
Price Rank Up
Slots Amount

Puc. 4.9 HanamryBaHHsI KOMIOHEHTY Mara3uHa B IHCIIEKTOpI1

$0 press 'E' to exit

3 1 4 4 3

Puc. 4.10 Ilpono3uiii Mara3uHy BiJIMOBITHO HAJIAIUITYBaHHSIM
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4.4 IrpoBa netJist Ta BOPOru

4.4.1 GameLoopManager Ta etanu rpu

3aranpbHUN MK TPU KEPYETHCS OKPEMHUM OO0 ’€KTOM Ha CIICHI, Ha SKOMY
po3mimmeno ckpunt GameLoopManager. Bin BUKoHye poib MeHeIKepa irpoBux ¢as,
KOHTPOJIIOIOYM TIEpeXiJy MDK JBOMa OCHOBHUMH CTaHaMH: OOHMOBHMM €TamoM Ta
Mara3uHOM.

Ha crapri (Start) 3anyckaetscst metoq SetCombatPhase(), sxuit akTuBye 60HOBY
dazy: 103B0JIsSIE B3aEMO/IIIO 3 "ITPOBUM CTOJIOM", BUKOHYE IMOYATKOBY PO3/7aqy KapT Ta
NpuXxoBye 1HTepdeic MarazuHy. KUIbKICTh XBWJIb HPHU I[bOMY BiAOOpakaeTbes Y
BianoBigHomy Ul enemeHTi.

[Ticnss Toro, sk rpaBelb 3HMILYE BCIX BOPOTIB, CHOPAlbOBYE OOPOOHMK MOl
AllEnemiesDied_Event(), sixuii mepeBoauTh rpy B pexxum Marasuny (_isShopMode =
true). Y 1bOMy peXHMI TPaBIEBl HEIOCTyIIHA B3a€EMOJIS 31 CTOJOM, HAaTOMICTh
aKTUBYETHCA 1HTEPPENC MOKYIKHU KapT Ta Moau(pikanii. J{ogaTkoBo rpaBels OTpUMY€
MOBHE BIJTHOBJICHHS 3/T0POB’S:

player.GetComponent<PlayerHealth>().Heal(true);

Konu rpaBens roTroBuii nepeiTy 10 HACTYMHOI XBUJIl, BIH BUKOHYE BIJIIIOBIIHY
nito  (nextAction), sika o00poOnserbcs merogom StartNextWave(). Lleir merton
nepeBipsie, Y4 aKTUBHUW PEXUM MarasuHy, 1 SIKIIO Tak — IMOBEPTaE Ipy A0 00M0OBOi
¢da3u, OHOBIIIOE HOMEP XBUJIl Ta BUKIMKAE CIIABH HOBHX BOPOTIB Yepe3 KOMIIOHEHT
EnemySpawner.

_enemySpawner.SpawnNextWave();

4.4.2 Cucrema XBHJIb

[IpoTuBHUKM B Tpi 3’ABISAIOTBCA 3@ JOMOMOTOI0 CHCTEMHU XBUJIb, sKa
aBTOMATHYHO MacIuTabye CKIaJHICTh 3 KOXKHHUM HOBUM payHAOM. li Jorika
peaizoBaHa y CHeELiaJIbHOMY Kiaci, SKUW BIANOBiJa€ 3a CIaBH BOPOTIB Ta

BIJICTEKEHHS 1X KUIBKOCTI.
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OcHoBHUM MeToAOM € SpawnEnemies(), Sskuil BUKJIIMKAETHCS IM1J1 Yac MOYaTKy
HOBOT XBWJIi. ¥ IIbOMY METO/II Ha BUMAJIKOBUX TOYKAX CIIaBHY CTBOPIOETHLCS MOTPiOHA
KUTBKICTh BOPOTIB. JIJIsI KOXKHOTO 3 HUX BHU3HAYAETHCS 00’€M 37I0POB’SI 3QJICKHO Bij
HOMEpa XBUJI1: OCTaHHIN BOPOT Yy CIIUCKY OTPUMYE MTOBHE 3HaueHHs, piBHE WaveCount
- 1, a i1l — BUNAAKOBE MEHIIIC 3HAUCHHS:

If(i == maxEnemies-1) enemyHealth. AddHp(_waveCount-1);

else enemyHealth.AddHp(Random.Range(0, _waveCount-1));

3HUINEHHS. KOXKHOTO Bopora o0pobinserbcs dyepe3 moaito OnHpLost, sika
MIJIKITI0YaeThCs Oe3rmocepesHbO il Yyac CTBOpeHHS 00’ekta. Ilicist cmepTi Bopora
meron HandleEnemyDestroyed() 3meHmIye JIYMIbHUK aKTUBHUX CYINPOTHBHHKIB.
Komu ix He 3aynmmmaerbesi, BUKIUKaeThes nojist OnAllEnemiesDied, sika curnamizye
GameLoopManager'y mpo nepexiji 70 HaCTYIHOTO €Tamy I'pu.

Kinbkicte BoporiB y xBwii (maxEnemies) MOCTYNOBO 3pOCTa€: KOXHI TPH
payHau 10 Hei nogaethes +1 Bopor 3a qonomororo metony AddToMaxEnemies():

If(_waveCount % 3 == 0) AddToMaxEnemies(1);

Takum 4UHOM, 13 KO)KHOIO XBHJICIO Tpa CTA€ CKIIAJIHIIION HE JIUIIIE 32 PaXyHOK
KUIBKOCT1 CYNPOTHBHUKIB, @ 1 4epe3 30UIbIICHHS IXHBOTO 30pOB’S, IO CTBOPIOE
MPOTPECUBHY KPUBY CKJIAJTHOCTI Ta CTUMYJIIOE TPABIS BIOCKOHAIIOBATH CTPATETIIO 1
Kojoxy. JIiUMIBHUK BOPOTIB TOCTIHHO OHOBIIOETHCS HA E€KpaHI 4Yepe3 METO.
UpdateEnemyCounterTMP(), 1mo m03BoJisi€ TpaBLEBI OpPIEHTYBAaTUCA B IOTOYHIN

cUTyallii Ha 1moJji 6010 — pucyHok 4.11.

Wave: 6

3

Puc. 4.11 3HauenHs TiYMIbLHUKA BOPOTIB Ha 6-1 XBUJI1
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4.4.3 FSM-gorika Boporis

o6 3poOuTH TMOBEAIHKY CYNPOTHBHUKIB OLIbIl HemepeadauyyBaHOo 1
YHIKaJIbHOIO, 0yJI0 BAKOPHCTAHO MAaTepH MaIMHU KiHieBux craHiB (FSM — Finite State
Machine). Ileit miaxia 103BossIE pO3AUIUTH JOTIKY BOPOTa HA YiTKI CTAaHU 3 YMOBaMHU
nepexoly MiXK HUMH, 1110 MiJBUIIYE YUTAOCTBHICTh KOAY Ta CIPOLILY€E PO3IMIUPEHHS B
MaiiOyTHBOMY.

VY koxHOTO BOpora, 3okpeMa y kinaci EnemyShooter, € B1acna FSM-cucrtema,
sKa Kepy€e TphOMa OCHOBHUMHU CTaHAMU:

1) Tomyk Touku HaBKosio TpaBii (SearchForPointNearTarget) — Bopor obupae
BUIIAJIKOBY TOUKY B IEBHOMY pajiyci BiJl rpaBls, 00 001iTH ioro abo 3aiiHATH
BUT1JIHY MO3HUIIIIO JJIsSI CTPLIOU — pUCYHOK 4.12.

2) Pyx mo obpanoi Touku (MoveToPoint) — 3a momomororo NavMeshAgent Bopor
OpsIMy€ 10 BU3HAYEHOI O3UII11, BAKOPUCTOBYIOUH aHIMallii epeMiIIeHHS.

3) Iloctpin (Shoot) — micns AOCATHEHHS TOYKH CYNPOTUBHUK 00EpTAEThCS B OiK
IpaBLs 1 BUKOHYE MMOCTPLIL.

[lepexoau MK CTaHaMH 3a/1al0ThCS 4Y€pe3 YMOBU Y BUTIIAAL (GYHKIIIHN.
Hanpuknaza, Bopor nepexoauTs 13 MOIIYKY TOYKH A0 pyXy, KOJU 3HAWAEHO AIMCHY
LIJIBOBY MO3HUIIIIO, 13 PYXy — A0 CTPLIBOH, KOJU JOCTaTHHO HAOJM3HUBCS A0 TOUKHU:

At(search, moveToTarget, () => DistanceFromTargetToDest != 0);

At(moveToTarget, shoot, ReachedTarget);

[Ticist BUKOHAHHS MOCTPLIY BOPOT MOBEPTAETHCS O CTaHY MOIIYKY TOYKH, L0
CTBOPIOE ITUKJI TOBEAIHKH, J€ BOPOT TOCTIHHO 3MIHIOE IIO3MII0 Ta IMEPIOTUIHO
CTpLIISIE.

Meton Shoot() Bukonye TpacyBanHs (Raycast) B HanpsiMKy TOTJIsI Ty BOpora i,
SKIIO TpaBelb 3HAXOAUTHCS B MOJ1 30py, cTBOproe cHapsn (EnemyProjectile), sikuii
JIETUTh TOYHO B 0OpaHy TOUKY:

EnemyProjectile bullet = Instantiate(...);

bullet.SetDirection(hit.point - gunPoint.position);

OxpeMo BpaxOBY€ThCS JUHAMIKA TUCTAHIlT J0 TOYKU: PalyC IUTHOBOI 30HU

MOCTYIOBO 301JIBIIYETHCS, SKIIO BOPOT 3HAXOJUTHCS B MEXaX 30HH CTPLIbOHU, 1100
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YHUKHYTH CUTYaIlii, KOJIM BOPOT 0€3KIHEUHO HAMaraeThCs JICTaTUCh A0 HEIOCTYITHOT

TOYKHU.

Puc. 4.12 Bizyamnizaiiis JIOT1KH MONIYKY TOUYKH

4.5 BizyaabHe oopmiieHHs Ta iHTepdeiic

4.5.1 InTepdeiic kopucryBaya

Y 1pi iHTepdelic KopucTyBadya MmoOymoBaHWi Ha Oa3i craHmapTHuX Ul-
koMrioHeHTIB Unity, siki po3MilytoThcs Becepeauni 00’ ekra Tumy Canvas. Canvas — 11e
crieHiaJbHUN KOHTEHHep, 10 A03BoJisge BinoOpaxkatu Ul-enementn y 2D-mpocrtopi
noBepx 3D-cuenu abo OesmocepeaHbo B camomy 3D-cepemoBumii (uepes World
Space). Ycs B3aeMojisi Mibk KOPUCTYBa4eM Ta IrpOBUM 1HTEpHENHCOM 3MI1HMCHIOETHCS
came yepe3 Canvas [20].

HUD (Head-Up Display abo mpo3opuii aucrieii), sik MOKa3aHO Ha PUCYHKY
4.13, MICTUTh TaKl €JIEMEHTH: IIKaJy 3J0pOB’s, IO peaidizoBaHa yepe3 KOMIOHEHT
Image, Ta ynCiIOBI 3HAYEHHSI MOHET, XBHWJII M KUIBKOCTI BOPOTIB, SIKI MPEICTaBIICHI
yepe3 TextMeshPro. L1 enemenTtu 3akpirmieni y Canvas, 110 Mpaloe B pexxXuMi Screen

Space - Overlay, 100 3aBX1H 3aJIMIIATUCS BUIUMHUMH ITOBEPX iIrPOBOI CIICHH.
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Wave: 1

Puc. 4.13 Enementu HUD

['o0BHE MEHIO TpH peani30BaHO SK OKpeMa CIeHA, IO 3aBaHTAXYEThCS
MIEPILOO MPH 3ayCKy TpH. Y Hil 3HaX0AThcs AB1 ocHOBHI kKHOMKH (Button Ul): “Hosa
rpa” Ta “Buxin” — pucyHok 4.14. Ha BiamiHy BiJ iHTep(eiicy Ha ClieHi reiMIuIeto,
Canvas y TOJIOBHOMY MEHIO, B IKOMY 3HaXOJSThCS KHOIKH, Ipaitoe B pexumi World
Space, TOOTO mHpUB’A3aHUI O MPOCTOPY CLEHMU, IO A03BOJse po3mimata Ul-

€JIEMEHTH Y CAMOMY ITPOBOMY CBITI.

Puc. 4.14 Enement UI (Button), sixuii BinoOpaxaeTtbes B pexkumi World Space

MeHio may3u Takoxk po3ramoByeTbcs B (Canvas 1 akTHUBYETHhCS MijJ dYac
HATUCKAHHSI BIAMOBIIHOI KJIaBimil. Y 1IbOMY MEHIO BIJJOOpa)Ka€ThCsl MOTOYHA KOJIOJA
IpaBIls Ta KHONKA BUXOAY 10 TojoBHOro MeHto. Lleit inTepdeiic n103BoIsie TpaBIieBi
OIIIHUTH CBi TIPOTPEC Ta 3MIHUTH PIIICHHS, HE BUXOJISIUU 3 TPH.

BinoOparxeHHs IHBEHTapIO Ta B3a€MO/I1s 3 KApTKaMU pealli3oBaH1 3a JI0MTOMOT 010
CHEIaJIbHOTO CKPUIITY, SKUW TMHAMIYHO cTBOproe B Canvas korii kapTok, mo € Ul-
eJeMEeHTaMu 3 BJIACHUMM ckpuntamu. Lli enemenTn peanizyioTh 1HTepdeiicu

[BeginDragHandler, IDragHandler, IEndDragHandler Ta IPointerClickHandler, mio
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JO3BOJISIE€ rpaBueBi NEPETATryBaTH KapTKHU, O6I/IpaTI/I 1X MHMIICIO Ta B38,€MO,I[iHTI/I 3 HUMH

y 3BUYHHIM c11oci0 — pucyHok 4.15.

Puc. 4.15 IlepersryBanus Ul enemeHTy 3a 1onoMororo peasnizailii inTepgeicia

4.5.2 BizyajibHe HAIIOBHEHHS CLIEHH

JIJist CTBOpEHHSI Bi3yaJIbHOTO HANOBHEHHS TPy OYyJUM BUKOPHUCTaHI BXKE IOTOBI
3D-momeni Ta TEKCTypHW, 3aBaHTaXEHI 3 BIAKPUTHX EJIEKTPOHHUX PECYPCIB.
OcHoBaumu mxepenamu cranu Unity Asset Store, open3dmodel, CGTrader Ta
OpenGameArt. Yepez mi mnatdhopmu Oyno migiOpaHo MojeNli Jis OTOYEHHS,
MEPCOHAXIB, POCIMHHOCTI, a TAKOXK MOBEepXHi cieHu. [lomnryk Ta miadip mpudTiB as
iHTepdeiicy 3aivicHroBaBcs yepes pecypc 1001 Fonts.

YactuHa moaeneit moTpeOyBajia KOMOIHYBaHHSI UM pelaryBaHHS — JJIsl I[bOTO
BUKOpUCTOBYBaiacs mporpama Blender. Hampuknan, mMonens cynpoTuBHHKA Oyii0
00'€eTHAHO 3 OKPEMOIO MOJIEIUIIO 30poi, micist 4oro iMnoproBaHo a0 Unity ik oJuH
00’€KT.

VY pe3ynbTaTi Ha OCHOBI 310paHUX 1 aAaNTOBaHUX MojieNiell OyJI0 CTBOPEHO
3aMKHYTY ITPOBY CLEHY, CTHJII30BaHy M1 CETUHI IUKOIO 3aXOJy, IO BIAMOBiJA€
3arajbHIN CTUIICTHIN TP ¥ miATpUMYE aTMochepy oOpaHOro KaHpYy.

JIyist arimartii mepcoHa)kiB BUKOPUCTOBYBAJIUCS TOTOBI pyXH 3 caiTy Mixamo, 3
MO>KJIMBICTIO TOJAIBIIOTO penaryBaHHs. Hampukmanm, nmns rpasisg B Unity Oyio
JI0JIATKOBO HAJAIITOBAHO MTOBOPOT T'OJIOBH BIAMOBITHO J0 HAMIPSIMKY TIPUITLTFOBAHHS.

Jlns mokpaleHHs Bi3yalbHOI aTMoc(epu CIEHH y Tpi 3aCTOCOBAHO POSt-
processing edektu 3a gomomoror kommnoHeHTta Global Volume. ¥V Hpomy Oynu

aKTUBOBaHI Takl e(heKTH, sK:
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Bloom — nomae m’sike csiiBO 10 SICKpaBUX 00'€KTIB;

Vignette — 3aTemMHIO€ Kpai ekpaHy JUIsl 30CEpPEIDKEHHS YBard Ha IIEHTI,

Color Adjustments — KopekIIisi KOHTPACTy Ta HACHYEHOCTI KOJIbOPY;

White Balance — perymoBaHHS TemIeparypu 300paskeHHS I Kpamioi
KOJIbOPOBOI TAPMOHI].

Oxkpim Toro, B HajamrtyBaHHsXx Lighting (ocBitiienHs) O0yno yBimMkHeHO Fog
(TymMaH), KU 10/1a€ TIIMOWHM CIIEHI Ta CTBOPIOE JIETKHM I1ap atMocdepu, 0coOIMBO
MOMITHMM Ha Jalekux o0'ekTax. BiIMIHHOCTI y BHUIVISAI CLUEHM JO Ta IICIs

nocToOpoOKH 300pakeHo Ha pucyHkax 4.16 ta 4.17.

Puc. 4.16 Bursia ciienu 10 moctoOpoOKu

Puc. 4.17 Burnsin ciieHu miciist mocToOpoOKH
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4.6 TecryBaHHst

4.6.1 PyuyHe TecTyBaHHS irpOBOro UKJLY

Jl1ia mepeBipKu KOPEKTHOI poOOTH OCHOBHUX (a3 Tpu OyJio MPOBEACHO pydHE
TECTyBaHHS TIOBHOTO ITPOBOTO ITUKJIY, IO BKJIOYA€ YEPTyBaHHS OOWOBUX CTAIIiB,
NEPEeXoM /10 Mara3uHy Ta IOYaTOK HOBUX XBWUJIb. MeTa TeCTyBaHHS — BUSBHUTHU
NOMMJIKH Yy TIepeXoJaxX MK CTaHaMHu T'pH, BIOOpaXkeHHI 1HTepdeiicy Ta KOpeKTHIN
B3a€MO/I1 MK CUCTEMaMH.

Etanu TectyBanHs HaBeneHo B Tabnuil 4.1:

Tabmuus 4.1
TectoBi crienapii erarmis rpu
No Hazsga eramy OuikyBaHuii @aKTUYHHUN PE3YIbTAT
eTarmy pe3ynbTar
1 3amyck rpu Ta HUD Bino6paxae:
MOYATOK MEpUIOi | KAy 30pPOB s,
XBUJI KUIJIBKICTH MOHET,
JIYWIBHAK XBUJIH TA
BOPOTiB

CnaBH IIPOTUBHHUKA

MOXJIUBICTH
B3aeEMO/III 31 CTOJIOM
(crurBaroya migKasKa
‘CE”)




TectoBi crienapii eramis rpu
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[Tponorxxenus Tadmnuti 4.1

Ne Hazsga eramy OuikyBaHuii DaKTUYHUN PE3YIIbTAT
eTamny pe3yibTaT
2 3aumends  Bcix | CnaBH 00’€KTy
BOPOTIB MarasuHy (cuHi
B130K)
BigxnrouenHs
B3aeMoIii 3 00MOBUM
CTOJIOM
IToBHE BITHOBIECHHS
310pOB’A
3 Bukonanus Binobpaxxenns  5-tu
MOKYTIKU B | KapT-TIPOMO3UIIIi
MarasuHi

OOpana kapTa 3HHKAE
3 MPOTO3UILiH (4-Ta)

Cnucyerbcs
BIJIIIOBIIHA KIJIBKICTD
MOHET




54
[Tponorxxenus Tadmnuti 4.1

TectoBi crienapii eramis rpu

Ne Hazsga eramy OuikyBaHuii DaKTUYHUN PE3YIIbTAT
eTary pe3yJbTar

4 [TouaTox OO6’€eKT Marasuny
HACTYITHOI XBUJII | 3HHUKAE

IToBepraeTbes
MOKJIUBICTh
B3aEMOJIATH 31 CTOJIOM

OHOBIIIOETHCA
. . ®
JTYMILHUK XBHIT Wave: 2

1

Pesynpraru:
KoaHnx KpUTHYHHUX TOMUJIOK IT1]T 4ac mepexoiiB Mk (a3zamu He BUsBieHO. Bcei
CUCTEMHU TPALIOIOTh Y3TOJKEHO, I1HTEp(EiCH OHOBIIOIOTHCS BYACHO, XBHJII

MPOTPECUBHO YCKIIATHIOKOTHCS 3T1THO 3 JIOTIKOIO.

4.6.2 TecryBaHHs Jioriku BoporiB yepe3 Debug Tools

JIist  mepeBipKH  KOPEKTHOCTI POOOTH JIOTIKM TOBEIIHKH BOPOTIB, sKa
peanizoBana uepe3 FSM (Finite State Machine), BUkOopuCTOBYBaBCS MPOCTHI Ta
e(peKTUBHUN METOJ — BUBEACHHS MOBIJIOMJIEHb y KOHCOJb 32 JIOMOMOTOI0 (YHKIIT
Debug.Log().

Koxen okpeMuii cTaH CynpoTHBHHKA (TIOIIYK TOYKH, pyX, aTaka) Ma€e BIACHHUNA
meton Tick(), y sskomy po3mitntyeTtses Bianosiaauil Bukimk Debug.Log(). Lle no3Bosse
B peajibHOMY 4Yaci 6aunTu B koHcoJ1 Unity, B SKOMY CTaHi 3HAXOAUTHCS BOPOT Yy TAaHUN

MOMEHT — PUCYHOK 4.18.
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Takum 4MHOM, MO>XHA BIIEBHEHO B1JICJIIJIKOBYBAaTU IMOCIITOBHICTh MEPEXO/IIB

MDK CTaHAMU Ta TIEPEKOHATHUCS Y KOPEKTHOCTI YMOB.

Puc. 4.18 BuBeneHnHst B KOHCOJIb pOOOTH BCIX CTaHIB

Sx mnokazaHo Ha PpUCYHKY 4.18 MOCHIAOBHICTH CIHpallOBaHHS CTaHIB

BHKOHYETBHCA B ITPABHIIBHOMY ITOPAAKY.
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BUCHOBKHA

1. TlpoBemeHo anamiz ocoOmmBocTei xkaHpy Roguelike, mo mo3BommIO
BU3HAYUTH KJIFOYOBI MEXaHIKM, $Ki BIUIMBAIOTh Ha IMOBTOPIOBAHICTH JOCBIAY:
BapIaTUBHICTh MPEIMETIB, 3pOCTaO4y CKJIAQJHICTh, NMEPMaHEHTHICTh IIPOrpecy Ta
KEpOBaHY BUTIAKOBICTb.

2. Po3rnsHyTO TpUKIAAM Irop 31 CXOKHMMH >KaHpamu, 3okpema Balatro Ta
HeckDeck, 110 cranu mxepesnom i1ei KOHIENTY AJis MPOEKTY. Bbylio BHOKpEeMIIEHO 171e10
MOETHAHHS TUHAMIYHOTO TEHMIUICIO 3 €JIEMEHTAMHU CTPATETIYHOTO TUTAHYBAaHHSI Yepe3
MEXaHIKy yIOBUIbHEHHS Yacy.

3. ChopmoBaHo ¢yHKIIOHAIBHI Ta HEQYHKIIOHAJIBHI BUMOTH, IO JISTJIM B
OCHOBY apXiTekTypu rpu. OCHOBHI (PyHKIIIOHAIBHI BUMOTH CTOCYBAJIMCS peasizallii
BUIIAJIKOBOI BUOIPKH KapT B IHBEHTApP1 Ta BUMAJAKOBOCTI MPOMO3UIIINA y Mara3uHi.

4. IlpoBemeHo anami3 3aco0iB pO3pPOOKH MPOTPAMHOrO 3a0€3MEUCHHS, B
pe3yabTari yoro oopano pymrii Unity, cepenoBuiie JetBrains Rider, Blender s
poOOTH 3 MOJIEIISIMU Ta 1HIII JOMOMIXKHI IHCTPYMEHTH.

5. CTBOpPEHO KOHIEMI[IO0 IPH, y SAKiM MOENHAHO KUIbKAa HA MEPIIMNA MOIJISI
HECYMICHUX MEXaHIK — BaplaTUBHICTh IPAIbHUX KapT, iX CTpaTeriune BUKOPUCTAHHS,
Ta IMHaMiuH1 00i. I'paBenb popmye KOMOIHALIT HA OCHOBI TOTOYHUX YMOB, ITPU LILOMY
3MIHIOE HMOBIPHICTh BUNAIIHHS KapT 4yepe3 CUCTeMy MoAudiKallii, 1o CTBOPIOE
YHIKQJIbHUN JOCBIJ M1/ 4aC KOKHOTO MPOXOHKEHHS.

6. 3I11ICHEHO TPOEKTYBAaHHS apXITEKTYpU I'pH, 30KpEMa peani3oBaHO 0a30Bi
KJIACH JIJIS TPaBIIsl, MEXaHiKy ()OpMyBaHHsI IHBEHTApIO, Ta CUCTEMY TTOBEIIHKHA BOPOTiB
Ha ocHOB1 FSM (MammHu KiHIEBUX CTaHIB).

7. PeamizoBaHO IrpoBWi MPOTOTUN 3 BUKOpUCTaHHSM pymris Unity, 1o
JI03BOJIMIIO TIPOTECTYBATH OCHOBHI 11€1, MEXaHIKH Ta OI[IHUTH 3arajbHUMN ITUKII TPU.

8. IIpoBemeHo py4HE TECTyBaHHS KIIFOUOBHUX MEXaHIK, 30KpeMa TECTYBaHHS
UKy OO0 Ta MEepexojiB MK (pa3aMu, a TAKOX JIOTIKH MOBEIIHKH CYMpPOTHUBHUKIB

yepe3 Debug.Log, 1m0 miarBepansio ctabiabHICTh POOOTH CUCTEM.
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1) Koanmp O.C., HiopiBauii O.A. IHTerpamis roguelike enmemMeHTIB sk 3aco0y
MiABUIICHHS peirpadeiabHOCTI. 3aCTOCYBaHHS MPOTPaAaMHOrO 3a0€3MEYCHHS B
iH(opMaIiitHO-KOMYHIKAIlIHHUX TeXHOJoT1saX : Marepianu VI Beeykpaincbkoi
HayKOBO-TexHIYHOI KoH(pepeHrii, Kuis, 24 ksit. 2025. IVIKT. C. 261-263.

2) Koass O.C., MiopiBamii O.A. 3a0e3nedeHHs Oe3leKd TaHUX y BiIeOrpi.
[ndopmartiitai Texnosorii — 2025 : Matepianmu XII Beeykpaincbkoi HayKoBO-
NpakTUYHOiI KoH(pepeHuli mosoaux ydeHux, Kuis, 15 tpas. 2025. KCVY im.

Bbopuca I'pinuenka. C. 284-285.
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JIOJIATOK A. IEMOHCTPAILIIIHI MATEPIAJIA

JIEPJKABHUIM YHIBEPCUTET IHOOPMAIITMHO-KOMYHIKAIIIMHAX
TEXHOJIOI' TH

A
"ﬂHllﬁT

HABYAJIbHO-HAYKOBHI IHCTUTYT IHOOPMAIITMHUX
TEXHOJIOI'TH

KA®EJIPA IHJKEHEPII IIPOI'PAMHOI'O 3ABE3IIEUEHHSI

Po3pobka Bigeorpu B xaHpi “MaHapisHUn 6onMoBUK”

BukoHaB cTyneHT 4 Kypcy
rpynu MNMa-44

Koeanb OnekcaHap CepriioBuy
KepiBHUK po6oTun

nokrtop cinocodii (PhD), goueHT kacdbeapw M3 [i6piBHnn Onecb AHApPIoBNY
Kuis — 2025

NOPIBHAIIBHA TABITMUA

MapameTp

Balatro

Heck Deck

High Card

ba3oea mexaHika

GopmyBaHHA NOKEPHUX
KombBiHauii y konogi

KnaaHHsA KapT y
BOPOriB 3 Pi3HMMU

KombiHauii kapT y 6ow, wo
hOpPMYIOTECA Yepes KUaKM y

cTparteriyHocTi

KononoBynyBaHHi

pilleHHs 3aebinbLioro
CUTYaTUBHI

edexkTamn BOpOriB
Twn Bois MokpokoBa, cnokiiHa OuHamivna 3 naysamu | JuHamivyHa 3 cnoBiflbHEHHAM
PieeHb CepepaHin, basdyetbes Ha MiHiMansHui, Binble cTpaTeriyHoro

NnaHyBaHHA Yepes KepyBaHHA
KOMoAdoko Ta poanofdin kapt

BunapkoBicTb Bucoka — Barato MomipHa — MomipHa — BUNaaKoBi
BUNAAKOBUX NMOAIK Ta KapT nepesaxHo y Moaudikail, KOHTponLoBaHa
maraswHi nobygoea konoau
OcobnusocrTi MNokepHa Tema, KonopgocknaganeHa MNoeaHaHHA guHaMiyHoro 6oio
HecTaHAapTHi cuHeprii AuHaMivHa Ta NnaHyBaHHs




BMUMOI' 4O NMPOIrPAMHOIO 3ABE3IMNEYEHHA

®DyHKUiOHanbHi BUMOrN:
— KepyBaHHS nepcoHaxxeM 34ilCHI0ETLCS 3a [ONOMOTOH0 KrasiaTypy 3 MULLKOK abo KOHTponepa.
— KinbkicTb BoporiB 36inbLUyeTbCA 3 KOXHUM HOBUM payHLOM.
— IHBeHTap rpaBus hopMyeETbCS BUNAAKOBUM YMHOM 3 AOCTYNHOrO Nyny Kapr.
— HUD (iHTepdpeiic kopucTyBaya) Bigobpaxae 300poB’sl, pecypcy Ta BMICT iHBEHTapHO.
— B3aemogis rpaBusa 3 o6’ektamu B rpi (CTin Ta Mara3unH) Yepes HaTUCKaHHS BignoBiAHOT KNasiLui.
— BigobpaxkeHHs nyny (konogu) kapT nig Yac nayau;
— OYHKLUiS YNOBINbHEHHSA Yacy Npu BiACYTHOCTI pyXy.
HecdyHKUioHanbLHI BUMoru:
— Yci TEKCTOBI enemMeHT iHTepdelicy Ta NoBiAOMMNEHb NOBUHHI ByTU aHMICbKO MOBOIO.
— BigyanbHa nocto6pobka noBuHHa Bkntovatu bloom, vignette Ta color adjustments.
— BisyanbHu ctunb Bcix mMofenen nosuHeH Bignosigatu low-poly ctunictuui (<10 000

NOniroHiB)
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GIMP Blender
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+ SorHand): vod
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PlayerAim
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+ RemoveCarddint): void
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- Move(type ). void
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* OnAttack: event
- aimMaxAngle: float
« aimMinAngle: oal
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- aimSpead: float
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- ShrinkAngla(): void
- DrawSactor(): void

- Attack(): void
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- _currentHp: int

healthBar: PlayerHealthBarll
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+ Heal(bool): vold
+ LoseHpi): void
- TakeDarmage(): void

- TakeDarmageLIl{): void

* UpdateHgBar(flo, Noat). voud

TimeManager

- slowhloTimeScale: float

+ DoTimeStop(): void

= DoTimeMormal(). void

EKPAHHA ®OPMA

[[lonoBHE MeHK

63

10



EKPAHHA ®OPMA

OCHOBHUM rermMmnnen

EKPAHHA ®OPMA

press 'E' to exit

0 0 U

ﬂ DECK

I

!:
Q I
v
ﬁ.

Mara3uH

64

i

12



65

EKPAHHA ®OPMA

Wave: 1

0
S I3 Y3 X3 B B
;} ﬂ 44 B3 K B
] ool Yoill vol|l vo5
K Q J Dy Tow 5 ) 3 2
v v v .y v Y ML 'y -y
& vdl Pl B AW E
) & M X aa o B RY KX

0 Das W3s+ Woas Miss NMSss
‘ﬁ ga 0::: 9:‘: g‘:‘ 1“‘ §‘. §¢
H O B B B K KX v
X Y Y Te
Y B 0
ol " " 0

MeHto nay3u 13

Exit To Menu

AMNPOBALIA PE3YIBLTATIB OOCHIOXEHHA

Koeanb O. C., libpieHun O. A. IHTerpauis roguelike enemeHTiB sik 3acoby
niaBuULLEHHA peirpabenbHocTi. 3acTocyBaHHA NporpamHoro 3abesnevyeHHs
B iIHpopMmaLiiHO-KOMYHiKaLinH1X TexHonoriax : Martepianu VI
BceykpaiHCcbKoT HayKoBO-TEXHIYHOT KOHbepeHLUil, KuiB, 24 kBiT. 2025.
AYIKT. C. 261-263.

Koeanb O. C., libpieHun O. A. 3abe3aneyeHHs Ge3nekn AaHux y Bigeorpi.
IHpbopmauinHi TexHosnorii — 2025 : MaTtepianu Xl BceykpaiHCbKoT
HayKOBO-MPaKTUYHOT KOHbepeHLUii Monoanx ydyeHunx, Kuis, 15 tpas. 2025.
KCY im. bopuca NpiHyeHka. C. 284-285.

14



66

JOIJATOK b. ICTUHT'U IPOI'PAMHUX MOJAYJIIB

Buxiguuit ko kinacy PlayerMovement

[Header("Move™)]
[SerializeField] private float moveSpeed = 5;
[Range(0f, 1f)]
[SerializeField] private float rotationSpeed = 0.5f;

[Header("Dash™)]

[SerializeField] private float dashForce;
[SerializeField] private float dashDuration;
[SerializeField] private float dashCd;
private float _dashCdTimer;

private bool _dashing;

[Header("Refs")]

[SerializeField] private TimeManager timeManager;

[SerializeField] private InputActionAsset
inputActionAsset;

private Animator _animator;

private InputAction _moveAction;

private Rigidbody _rb;

private TrailRenderer _trailFX;

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

private void Awake()

{
_rb = GetComponent<Rigidbody>();
_trailFX = GetComponent<TrailRenderer>();
_animator = GetComponentInChildren<Animator>();

}

private void Start()
{

_moveAction =
inputActionAsset.FindAction("Move");

_trailFX.enabled = false;
}

private void Update()
if (Input.GetKeyDown(KeyCode.LeftShift)) Dash();

if (_dashCdTimer > 0) _dashCdTimer -=
Time.deltaTime;

}

private void FixedUpdate()

Move();
Rotate();
}

private void Move()

{

Vector2 direction =
_moveAction.ReadValue<Vector2>();

Vector3 moveVelocity = new Vector3(direction.x, 0,
direction.y).normalized * moveSpeed;

if(_moveAction.inProgress)
_animator.SetBool(Running, true);

else _animator.SetBool(Running, false);

if(_dashing) return;
_rb.linearVelocity = new Vector3(moveVelocity.x, -
1, moveVelocity.z);

if (direction == new Vector2(0, 0))
timeManager.DoTimeStop();
else timeManager.DoTimeNormal();

}

private void Rotate()

Vector2 lookDirection =
_moveAction.ReadValue<Vector2>();

if (_moveAction.inProgress)

{

Quaternion targetRotation =
Quaternion.LookRotation(new Vector3(lookDirection.x, 0,
lookDirection.y));

transform.rotation =
Quaternion.Slerp(transform.rotation, targetRotation,
rotationSpeed);

}
}
private void Dash()

if (_dashCdTimer > 0) return;

_dashCdTimer = dashCd;

_dashing = true;

Vector3 forceToApply = new
Vector3(_moveAction.ReadValue<Vector2>().x,
_rb.linearVelocity.y,
_moveAction.ReadValue<Vector2>().y) * dashForce;

_rb.AddForce(forceToApply, ForceMode.Impulse);

_trailFX.enabled = true;

Invoke(nameof(ResetDash), dashDuration);

}

private void ResetDash()
_dashing = false;
Invoke(nameof(DisableTrailFX), 0.2f);
private void DisableTrailFX()
{
}

_trailFX.enabled = false;

Buxinuuit kon knacy PlayerAim

public event EventHandler<AttackEventArgs> OnAttack;

public class AttackEventArgs : EventArgs
{



public Vector3 AimDirection;
public float SpreadAngle;

}

[Header("Cursor Raycast™)]

[SerializeField] private LayerMask groundLayerMask;

[SerializeField] private List<GameObject>
blockingAimUIObjects;

[Header("Aim™)]

[SerializeField] private float aimMaxAngle = 90f;
[SerializeField] private float aimMinAngle = 5f;
[SerializeField] private float aimRange = 5f;
[SerializeField] private int aimSectorResolution = 50;
[SerializeField] private float aimSpeed = 45f;
[SerializeField] private float aimAcceleration = 0.1f;
private Vector3 _aimDirection;

private float _currentAngle;

private float _currentAimSpeed;

private Vector3 _targetPosition;

[Header("Refs™)]
[SerializeField] private InputActionAsset
inputActionAsset;

/I Refs

private Camera _mainCamera;
private InputAction _attackAction;
private LineRenderer _lineRenderer;

private void Awake()

{

_mainCamera = Camera.main;
_attackAction =
inputActionAsset.FindAction("Attack");

_attackAction.canceled += OnAttackReleased,;

}

private void OnDestroy()

_attackAction.canceled -= OnAttackReleased;

}
void Start()
_lineRenderer =
GetComponentInChildren<LineRenderer>();
_lineRenderer.positionCount = aimSectorResolution
+2;

_lineRenderer.useWorldSpace = false;
_lineRenderer.enabled = false;

_currentAngle = aimMaxAngle;
_currentAimSpeed = aimSpeed,;

}

private void Update()
if(1_attackAction.IsPressed()) return;
FindAimDirection();
ShrinkAngle();

private void FixedUpdate()

if(1_attackAction.IsPressed()) return;
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DrawsSector();

}

private void
OnAttackReleased(InputAction.CallbackContext context)

Attack();

private void FindAimDirection()

{
Ray ray =
_mainCamera.ScreenPointToRay(Input.mousePosition);
if (Physics.Raycast(ray, out RaycastHit raycastHit,
999f, groundLayerMask))
{

_targetPosition = raycastHit.point;
_targetPosition.y = transform.position.y;

_aimDirection = _targetPosition -
transform.position;

Quaternion rotation =
Quaternion.LookRotation(_aimDirection.normalized);
_lineRenderer.transform.rotation = rotation;

}
}

private void ShrinkAngle()

float dt = Time.unscaledDeltaTime;

_currentAimSpeed += aimAcceleration * dt;

_currentAngle -= _currentAimSpeed * dt;

if (_currentAngle < aimMinAngle) _currentAngle =
aimMinAngle;

}

private void DrawSector()

{
Vector3 center = new Vector3(0, 0.3f,0);

float halfAngle = _currentAngle / 2f;
float stepAngle = _currentAngle /
aimSectorResolution;

if("IsPointerOverincludedUl())_lineRenderer.enabled
= true;

_lineRenderer.positionCount = aimSectorResolution
+2;

_lineRenderer.SetPosition(0, center); // LieHTp
CEKTOpY

for (int i = 0; i <= aimSectorResolution; i++)

float angle = -halfAngle + stepAngle * i; / Bin -
halfAngle no +halfAngle
float radians = Mathf.Deg2Rad * angle;

Vector3 point = new Vector3(
Mathf.Sin(radians) * aimRange,
center.y,

Mathf.Cos(radians) * aimRange

);

_lineRenderer.SetPosition(i + 1, point);

}
}

private void Attack()



{
if (!IsPointerOverincludedUlI())

OnAttack?.Invoke(this, new
AttackEventArgs{AimDirection = _aimDirection,
SpreadAngle = _currentAngle});

}

_currentAngle = aimMaxAngle;
_currentAimSpeed = aimSpeed;
_lineRenderer.enabled = false;

}

private bool IsPointerOverincludedUl()

{

PointerEventData pointerData = new
PointerEventData(EventSystem.current)

{

position = Input.mousePosition
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List<RaycastResult> raycastResults = new
List<RaycastResult>();

EventSystem.current.RaycastAll(pointerData,
raycastResults);

foreach (RaycastResult result in raycastResults)

{
if
(blockingAimUIObjects.Contains(result.gameObject))

return true;

}
}

return false;

}

Buximauii ko knacy Playerlnventory

[Header("Hand")]
[SerializeField] private CardHolder handHolder;
[SerializeField] private TextMeshProUGUI
cardCountText;
private CardHand _hand;

[Header("Other™)]

[SerializeField] private Transform pfCardWorld;

[SerializeField] private TextMeshProUGUI
coinsCountText;

[SerializeField] private Transform cardSpawnPoint;

private int _selectedCardIndex;
private bool _isSelectedCard,;
private int _coins;

private int handCapacity => 5;

private void Awake()

{
_hand = new CardHand();

_hand.OnUpdated += (_, _) =>
{

handHolder.Updatelnventory(_hand.GetCardList());
cardCountText.text = _hand.GetCardList().Count +

" /" + handCapacity;

3

handHolder.OnCardSelected +=
OnCardSelected_Hand;

handHolder.OnCardMove += (_, @event) =>
_hand.MoveCard(@event.From, @event.To);

GetComponent<PlayerAim>().OnAttack +=
PlayerAim_OnAttack;

}

private void Start()

/IhandHolder.Updatelnventory(_hand.GetCardAll());
_coins +=100;
coinsCountText.text ="$ " + _coins;

}

public void DrawCards(List<Cardltem> cards, bool
takeDamage = true)

{

int availableSlots = handCapacity -
_hand.GetCardList().Count;

_hand.AddCards(cards. Take(availableSlots). ToList());
if(availableSlots > 0 && takeDamage)
GetComponent<PlayerHealth>().LoseHp();

private void PlayerAim_OnAttack(object sender,
PlayerAim.AttackEventArgs e)

if(!handHolder.gameObject.activeSelf) return;

int cardIindexToThrow = _selectedCardIndex;
if (1_isSelectedCard || _selectedCardIndex < 0)

cardIindexToThrow = _hand.GetCardList().Count - 1;
if (cardIindexToThrow < 0) return;

CardWorld cardWorld =
CardWorld.SpawnCardWorld(cardSpawnPoint.position,
_hand.GetCardList()[cardIndexToThrow]);

cardWorld.GetComponent<CardMovementPhysics>().Setup(
e.AimDirection, e.SpreadAngle);

_hand.RemoveCard(cardindexToThrow);

_isSelectedCard = false;

}

private void OnCardSelected_Hand(object sender,
CardHolder.SelectedCardEvent e)

_selectedCardIndex = e.SelectedCardIndex;
_isSelectedCard = true;

}

private void OnCollisionEnter(Collision other)

if (lother.transform.CompareTag(""Coin")) return;
_coins++;
coinsCountText.text ="$ " + _coins;

Destroy(other.gameObject);
}

public int GetCoinsAmount()
{



return _coins;

}

public void UpdateCoinsAmount(int amount)

{

_coins += amount;
coinsCountText.text ="$ " + _coins;

}

private bool isAscending;
public void SortHand()

_hand.SortDeck(isAscending);
isAscending = lisAscending;

}

public void SwitchHandUI(bool active)

if (lhandHolder) return;
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var obj = handHolder.transform.parent.gameObject;

obj.SetActive(active);

Buxinnmii xox xinacy PlayerHealth

public event EventHandler OnPlayerDeath;
[SerializeField] private int maxHp = 10;

[Header("Refs")]

[SerializeField] private GameObject healthUl;
[SerializeField] private Image ouchUl;
private PlayerHealthBarUI _healthBar;
private Color _ouchUIColor;

private int _currentHp;

private void Awake()

{

_currentHp = maxHp;

if(healthUl != null)_healthBar =
healthUIl.GetComponent<PlayerHealthBarUI>();
if (ouchUl I=null)

ouchUl.gameObject.SetActive(false);
_ouchUIColor = ouchUlI.color;

3
}

private void Start()
if (_healthBar == null)

enabled = false;
return;

}
_healthBar.UpdateHpBar(_currentHp, maxHp);
}

public void Heal(bool healFull = false)
{

if (_currentHp == maxHp) return;
_currentHp += healFull ? maxHp - _currentHp : 1;
_healthBar.UpdateHpBar(_currentHp, maxHp);

}

public void LoseHp()

TakeDamage(1);

private void OnTriggerEnter(Collider other)

if (other.CompareTag("Offensive"))
{

TakeDamage(1);

if (other.CompareTag("EnemyBullet"))
{

EnemyProjectile projectile =

other.GetComponentIinParent<EnemyProjectile>();

TakeDamage(projectile.GetDamageAmount());
Destroy(projectile.gameObject);

}

private void Update()
{

if(louchUl.gameObject.activeSelf) return;

_ouchUIColor.a -= Time.unscaledDeltaTime * 0.7f;
ouchUl.color = _ouchUIColor;

if (_ouchUIColor.a <=0)

_ouchUIColor.a=1;
ouchUl.color = _ouchUIColor;
ouchUl.gameObject.SetActive(false);
}
}

private void TakeDamage(int damageAmount)

{

_currentHp -= damageAmount;
_currentHp = Mathf.Clamp(_currentHp, 0, maxHp);

TakeDamageUl();

if (_currentHp > 0) return;
OnPlayerDeath?.Invoke(this, EventArgs.Empty);
ouchUl.gameObject.SetActive(false);
DestroySelf();

}

private void TakeDamageUl()

{
ouchUl.gameObject.SetActive(true);
_healthBar.UpdateHpBar(_currentHp, maxHp);

}

private void DestroySelf()

{
Destroy(gameObject);

Buximauii ko knmacy Target

private Material _material,
private Color _mainColor;

private Transform _cardInitialsPopupParent;



private List<CardlInitialsPopup> _cardInitialsPopups; }
private CardComboHandler _cardComboHandler;
private List<Cardltem> _stuckCardltems; private IEnumerator TakeHitVisual()
private List<int> _combolndexes; {
private List<Transform> _collidedCardsTransforms; _material.color = Color.red;
yield return new WaitForSeconds(0.1f);
private void Awake() _material.color = _mainColor;
{ }
_cardInitialsPopupParent =
transform.Find("cardInitialsPos"); private void CreatePopups(int damageAmount,
_cardComboHandler = CardComboHandler.ComboName comboName, List<int>
GetComponent<CardComboHandler>(); combolndexes)
_material = _combolndexes = combolndexes;
GetComponentInChildren<Renderer>().material;
_mainColor = _material.color; var cardInitialsPopup =
_cardlInitialsPopups = new CardInitialsPopup.Create(_cardInitialsPopupParent,
List<CardInitialsPopup>(); _stuckCardltems.Last().cardRank,
_collidedCardsTransforms = new List<Transform>(); _stuckCardltems.Last().cardSuit);
_stuckCardltems = new List<Cardltem>(); _cardInitialsPopups.Add(cardlInitialsPopup);
if (_cardInitialsPopups.Count > 5)
_cardComboHandler.OnComboUpdated += {
TakeDamage; _cardlnitialsPopups[0].DestroySelf();
} _cardlInitialsPopups.RemoveAt(0);
}

private void OnTriggerEnter(Collider other)
UpdateCardPopupHighlight();
if (‘other.transform.CompareTag("Card")) return;

if DamagePopup.Create(transform.position +
(Yother.GetComponentinParent<CardWorld>().enabled) Vector3.one, damageAmount, comboName);
return;

if (comboName !=
CardComboHandler.ComboName.None)
_stuckCardltems.Add(other.GetComponentInParent<CardW ComboNamePopup.Create(transform.position + new
orld>().GetCardltem()); Vector3(-1,1,1), comboName);
_cardComboHandler.AddCardToList(_stuckCardItems.Last() }
)i
private void UpdateCardPopupHighlight()
_collidedCardsTransforms.Add(other.transform.parent); // {
TOMYIIIO KOJIaii/iep 1€ JOUipHiil 06'eKT TO GepeMo foreach (var popup in _cardlInitialsPopups)
0aTBKIBCBKiil 00'€KT KapTh {

popup.ClearHighlight();
other.transform.parent.SetParent(transform);
}
private void TakeDamage(object sender, foreach (int i in _combolndexes)
CardComboHandler.ComboEventArgs e)
_cardlInitialsPopups[i].Highlight();
StartCoroutine(TakeHitVisual()); }
}
CreatePopups(e.TotalDamage, e.CurrentCombo,
e.Combolndexes);

Buxiguuii ko knacy CardComboHandler

public event EventHandler<ComboEventArgs> private void Awake()
OnComboUpdated; {
_cardltems = new List<Cardltem>();
public class ComboEventArgs : EventArgs _combolndexes = new List<int>();
{ }
public int TotalDamage;
public ComboName CurrentCombo; public void AddCardToList(Cardltem carditem)
public List<int> Combolndexes; {
} _cardltems.Add(carditem);
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if(_cardltems.Count > 5) _cardltems.RemoveAt(0);

private List<Cardltem> _cardltems;

private int _totalDamage; CheckForHighCard();
private ComboName _currentCombo; CheckForPair();
private List<int> _combolndexes; CheckForTwoPair();

CheckForThree();



CheckForStraight();
MakeAcesHigh();
CheckForStraight();

CheckForFlush();
CheckForFullHouse();
CheckForFour();

OnComboUpdated?.Invoke(this, new
ComboEventArgs{TotalDamage = _totalDamage,
CurrentCombo = _currentCombo, Combolndexes =
_combolndexes});

_totalDamage = 0;
_currentCombo = ComboName.None;
_combolndexes.Clear();

}

public enum ComboName

{
None,
HighCard,
Pair,
TwoPair,
Three,
Straight,
Flush,
FullHouse,
Four

}

private void MakeAcesHigh()
{

foreach (var cardltem in _cardltems)

if (cardltem.cardRank == Cardltem.CardRank.Ace)
cardltem.cardRank = Cardltem.CardRank.HighAce;
}
}

private void CheckForHighCard()

if(_cardltems.Count < 5) return;
MakeAcesHigh();

bool isLastHighest = _cardltems
.Take(_cardltems.Count - 1)
All(x => x.cardRank.GetHashCode() <
_cardltems[*1].cardRank.GetHashCode());

if (lisLastHighest) return;

_currentCombo = ComboName.HighCard,;
_totalDamage = _currentCombo.GetHashCode();

_combolndexes.Add(_cardltems.Count - 1);

}

private void CheckForPair()

if (_cardltems.Count < 2) return;
var groups = _cardltems.GroupBy(card =>
card.cardRank);

bool isValid = groups.Count(group => group.Count()
== 2) =1&&
groups.All(group => group.Count() <= 2)
&&
groups.Any(group => group.Key ==
_cardltems[*1].cardRank && group.Count() == 2);
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if (lisValid) return;

var validGroup = groups.FirstOrDefault(group =>
group.Count() == 2);

_currentCombo = ComboName.Pair;
_totalDamage = _currentCombo.GetHashCode();

_combolndexes = _cardltems
.Select((card, index) => new { card, index })
.Where(x => x.card.cardRank == validGroup.Key)
.Select(x => x.index)
.TolList();

}

private void CheckForTwoPair()

if (_cardltems.Count < 4) return;
var groups = _cardltems.GroupBy(card =>
card.cardRank);

bool isValid = groups.Count(group => group.Count()
==2)==2&&
groups.All(group => group.Count() <= 2)
&&
groups.Any(group => group.Key ==
_cardltems[*1].cardRank && group.Count() == 2);

if (isValid)

var validGroups = groups
.Where(group => group.Count() == 2)
.ToList();

_combolndexes = validGroups
.SelectMany(group =>
_cardltems.Select((card, index) => new {
card, index })
.Where(x => x.card.cardRank ==

group.Key)
.Select(x => x.index)

)
.ToList();

_currentCombo = ComboName.TwoPair;
_totalDamage = _currentCombo.GetHashCode();
}
}

private void CheckForThree()

if (_cardltems.Count < 3) return;
var groups = _cardltems.GroupBy(card =>
card.cardRank);

bool isValid = groups.Count(group => group.Count()

== 3) =1 &&

groups.All(group => group.Count() <= 3)
&&

groups.All(group => group.Count() != 2)
&&

groups.Any(group => group.Key ==
_cardltems[*1].cardRank && group.Count() == 3);

if (isValid)

var validGroup = groups.FirstOrDefault(group =>
group.Count() == 3);



_combolndexes = _cardltems
.Select((card, index) => new { card, index })
.Where(x => x.card.cardRank ==
validGroup.Key)
Select(x => x.index)
.TolList();

_currentCombo = ComboName. Three;
_totalDamage = _currentCombo.GetHashCode();

}
}

private void CheckForStraight()
if (_cardltems.Count < 5) return;

var selectedCards = _cardltems
.Select(card => (int)card.cardRank)
.OrderBy(rank => rank)
.ToList();

for (inti = 1; i < selectedCards.Count; i++)
if (selectedCards[i] != selectedCards[i - 1] + 1)

return;

}

_combolndexes = new List<int> {0, 1,2,3,4};
_currentCombo = ComboName.Straight;
_totalDamage = _currentCombo.GetHashCode();

}

private void CheckForFlush()
if (_cardltems.Count < 5) return;

var selectedCards = _cardltems
.Select(card => card.cardSuit)
.ToList();

foreach (var cardSuit in selectedCards)

if (selectedCards[0] != cardSuit) return;
}

_combolndexes = new List<int>{0, 1,2, 3,4 };
_currentCombo = ComboName.Flush;
_totalDamage = _currentCombo.GetHashCode();

private void CheckForFullHouse()
if (_cardltems.Count < 5) return;

var rankGroups = _cardltems.GroupBy(card =>
card.cardRank)
.Select(group => new { Rank = group.Key, Count
=group.Count() })
.ToList();
if (rankGroups.All(g => g.Count !=3) ||
rankGroups.All(g => g.Count != 2)) return;

_combolndexes = new List<int>{0, 1,2,3,4};

_currentCombo = ComboName.FullHouse;
_totalDamage = _currentCombo.GetHashCode();

}

private void CheckForFour()

if (_cardltems.Count < 3) return;
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var groups = _cardltems.GroupBy(card =>
card.cardRank);
if (groups.Any(group => group.Key ==

_cardltems[*1].cardRank && group.Count() != 4)) return;

_combolndexes = _cardltems
.Select((card, index) => new { card, index })
.Where(x => x.card.cardRank ==

_cardltems["1].cardRank)

.Select(x => x.index)
.ToList();

_currentCombo = ComboName.Four;
_totalDamage = _currentCombo.GetHashCode();

}



