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AHOTAIIA

KoanboB B. 0. Po3po6ka 2D-rpu «DayLighter’s Chamber» B >xanpi horror-
like 3 pi3HuMu mossiMu 30py 3 BuKopucTaHHsM Unity. Pykonuc. Kpamidikariitna
pobota OakamaBpa OIl «ImxeHepis mporpaMHOro 3a0e3MEeUeHHs» CHEIlaTbHOCTI
«ImxeHepis mporpaMHoro 3abes3rneueHHs». JIyIbKUNA HaIlOHATBHUM TEXHIYHHUI
yHiBepcuteT. JIynpk, 2025.

KBanigikariitna pobora 6akanaBpa CKJIaTa€eTbCsl 31 BCTYIY, TPHOX PO3ALIIB,
BHUCHOBKIB, CITUCKY BUKOPUCTAHUX JIKEPEN Ta JOJIaTKIB.

VY nepuiomy po3aini 3A1HCHEHO aHali3 Cy4aCHOIo CTaHy MpoOJieMaTUKU
MPOEKTY 1 chopMyJIbOBAHO 3aBAaHHS. B npyromy po3jiii onucaHo HOTro CTPYKTYpPY
Ta 171e1, BAKOPUCTaH1 IpH po3po0Il. Y TpeTboMy pO3/1il 3A1MCHEHO OMUC CIIOCOOIB Ta
METO/I1B PO3POOKH OCHOBHUX €TariB MPOEKTY KBaji(iKaliiHOi poOOTH. Y BUCHOBKAX
HiABEJCHO MiJICYMOK MPO CTBOPEHMM MPOrpaMHUN MPOAYKT Ta 3pOOJEHO OLIHKY
pe3yabTaTy Ta MOXKJIMBOCTI MOIAIBIIOTO PO3BUTKY IIPOEKTY.

KirouoBi cnoBa: irpoBuit pymnii, Unity, moBa mporpamyBanns, C#, Visual
Studio Code, irpoBuii IPOCKT, HABUYKH, 3MiHA IOJIS 30pY, IrpOBHI ykaHp, horror-like,

rogue-like, nepconax, Bopor, npedad, cipaidt, TailmMar.



ABSTRACT

Kovalov V. Y. Development of the 2D Game "DayLighter's Chamber" in the
Horror-like Genre with Varying Fields of View Using Unity. Manuscript. Bachelor's
qualification work of the OP "Software Engineering" specialty "Software
Engineering”. Lutsk National Technical University. Lutsk, 2025.

The bachelor's qualification work consists of an introduction, three sections,
conclusions, a list of sources used and appendices.

The first section analyzes the current state of the project's problems and
formulates the task. The second section describes its structure and ideas used in the
development. The third section describes the methods and methods for developing
the main stages of the qualification work project. The conclusions summarize the
created software product and assess the result and the possibilities for further
development of the project.

Keywords: game engine, Unity, programming language, C#, Visual Studio
Code, game project, skills, changing the field of view, game genre, horror-like,

rogue-like, character, enemy, prefab, sprite, tilemap.
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BCTYII

AktyanpHicTh TeMU. CBIT pPO3pOOKM KOMIT IOTEPHUX 1rop, SIK OAWH 13
HAaWIMHAMIYHIIINX HaMpsMiB MPOTPAMHOI 1HXKEHEpii, MOCTIHHO 3MIHIOEThCSA Ta
pO3BUBAEThCS Ha €BpomneiicbkkoMy puHKY. Ille 3 MOMeHTy 3apokeHHs nepmux 2D-
irop, 110 BUKOPUCTOBYBAJIM HANIIPOCTIII MEXaHIKH, 11 Taly3b 3a KUIbKa JECATUIITh
MEePEeTBOPUIIACh Ha OaraTOMiMbAPAHY IHIYCTPiO, IO TOEIHYE TMPOTPaMyBaHHS,
JU3aifH, TICUXOJIOTII0, HapaTUB 1 TBOpUicTh. CydacHi TpaBili OYIKYIOTh HE JIUIIE
AKICHOI Tpaiky 1 amapaTHOrO HaBaHTAXKEHHSA, a W MIHOOKOro reiMIuIeo,
aTMOC(EPHOCTI, CIOKETHOT'O HAMIOBHEHHSI Ta HECTAHJIAPTHUX MIIXO0/1B O B3aEMOIII 3
irpoBuM cepenopuieM. KoxkeH rpaBelb 4ekae 4oroch HOBOTO y BJIACHOMY JOCBIJIL.
[le moTpiOHO HE TUIBKU 3aJJIs1 OTPUMAaHHS JOCBITY, K pO3POOHUKA, ajie U sl TOro,
1100 rpaBellb, SK 3BUYaifHa JII0JIMHA, 3aTpUMasach caMe Y TBOIH I'pi AK-HaANOBIIIE.

Ha crorogni 0co6MBOi MOMyJsSipHOCT] HAOYJIX 1H/1-TIPOEKTH, K1 JTO3BOJIAIOTh
pPO3pOOHUKAM peali30BYBATH YHIKaIbHI 171€i 0€3 00MeKeHb BENUKUX CTyI1id. OHI€0
3 HAWMOMYJISIPHIIMIUX TUIATGOPM JUIsl CTBOPEHHS TaKuX irop € irpoBuil pymriit Unity,
HUHI Bepcli 6, 110 HAJa€ MOTYXHI 1HCTPYMEHTH uisi po3poOku 2D- ta 3D-irop 13
IIMPOKUM CIIEKTPOM MOXJIMBOCTEH: Bia (I3MKKM Ta aHIMalii — 10 MEpeKeBOi
B3a€MO/IiT Ta MIATPUMKH MOOUTBHUX TIATHOPM.

VYV mexax wmiei kBam@ikamiitHoi poOoTH Oyl0 MOCTABIEHO 3a7adyy CTBOPUTH
2D-rpy B xanpi horror-like mig nHazBowo «DayLighter’s Chamber», y sxii
peani3oBaHO psJ YHIKAIbHUX I'eUMIUIEHHUX pILIEHb — BUMAIKOBY T'€HEpALlil0 PIBHIB,
oOMeKeHI MOJisl 30py 3apaiu B3aeMOAll 3 (YHKIIE€I 3MIHM MEPCIEKTUBU MiJ 4Yac
B3a€MOJII 3 00’€KTaMH Ta BOPOTAMH, a TAaKOX HECTAHAAPTHY MOAA4y MiHi-CIOKETY
gyepe3 KOMIKC-TIaHes1, CTHIII30BaHi MiJl MaHTy. Yci i QyHKIii peanizoBaHo 3aco0aMu
pyurist Unity 6.

Mertoto kBamiikaiiiHoi poOOTH € MPOEKTYBaHHs Ta Po3poOKa MPOrpamMHOTrO
NpoayKTy — 2D-Tpu, 110 MOE€NHYE TEXHIYHI Ta XYJOXH1 PIMIEHHS IJs CTBOPEHHS

rIMOOKOTO JOCBITY TPaBIIs, SIKAW BiH HIKOJIA HE 3a0yIe.
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O06’extomM KkBami(iKaliitHOI POOOTH € TEXHOJOTil PO3POOKH KOMIT IOTEPHHUX
irop 13 TMpOLEAYpPHOIO TEHepali€ro, OOMEKEHUM IOJeM 30py Ta 3MIHHOIO
MEPCHEKTUBOIO 3311 TOTO, 00 PO3MIUPUTH ITPOBUIN JOCBIJ TPABIIAL.

[Ipenmerom kBamidikaniiHoi poOOTH BUCTYyMA€e Mpolec cTBOpeHHs 2D-rpu Ha
pymii Unity, BKIIOYarO4M apxiTEKTypy TIpU, OCOOJIMBOCTI TeHepalli piBHIB,
peaizalliio MexaHiK OISy Ta HApaTUBHOTO JW3aiiHy uepe3 Bi3yallbHi 3aCO0HU.

Jlns peanizaiii mocTaBieHOT METH HEOOX1AHO BUPIIIUTH HACTYITHI 3aBJaHHS:

— BHKOHATH OIJIAJ Ta aHali3 ICHYH4HMX po3pobok 2d-horror-irop ma Unity,
ICHYIOUMX MPOTPAMHUX DPIICHb I peaiizailii Koay MOCTaBICHUX 3a7ad Ha MPOEKT
Ha MoB1 C#;

—  CIIPOEKTYBAaTH MalOYTHIO CTPYKTYpPY TP Ta NOJATH ii y BUTIIAL CXEM;

—  pO3pOOUTH apXITEKTypy T'pU, BKIIOYAIOUM JIOTIKY MPOLETYpPHOI reHeparii
PIBHIB Ta CUCTEMH 1KY HaBHYOK;

— peani3yBaTd 3MiHY MEPCIEKTUBU (3MiHA TMOJS 30pYy) Y MEkKax B3aeMoii 3
00’€KTaMU Ha PiBHI;

— CTBOPHUTH MEXaHIKY IMOjayl CIOKETY y BUIJISI KOMIKCHUX TaHeseH, e 1e
NOTP10HO;

— peani3yBaTH MOBEMIHKY KEPOBAHOTO KOMIMaHbIOHA, 1110 Oyje pearyBaTtu Ha
MOBEIHKY BOPOTiB, 3 YpaxXyBaHHAM JUCTAHII] O HUX;

—  3IIMCHUTH TECTYBAaHHS TPH Ta BUNPABUTH 3HANICHI TTOMIIIKH;

— peamidyBaTu JAu3ailH (CTWIICTHKY TpH) Yy TMOAIbIIINA po3poOlil 3a
JIOTIOMOTOI0 OTPUMAHOTO JOCBIAY M1/l Yac HaBYaHHS;

—  PO3pOOUTH THCTANSALINHUN NAKET Ta JOKYMEHTAIIII0 JI0 TPH;

—  MOJICpHI3yBaTH KOJ 3aJJIs1 IEPCIIEKTHBY 11 MPOCYBAHHS 1 PO3MIUPEHHS MIPU

MOAAJBIIIOMY JOOMPAIFOBAHHI TOJIOBHOI 1]1€1.



PO3JLT 1
AHAJII3 PO3POBKHU 2D-HORROR-ITOP HA UNITY
I MTOCTAHOBKA 3ABJAHD HA KBAJI®IKALIIMHY POBOTY

1.1 AHaJi3 cy4acHOro cTany npoojeMu

IrpoBa 1HIYCTpist — OJTHA 3 HAUTIEPCIIEKTUBHIIMIKMX 1 HAMIMHAMIYHIIINUX Tajay3en
Cy4acHOTo MporpaMHoro 3abesneuenHs. [1lopoky Ha pUHOK BUXOISATH THCSAYl HOBHX
irop, sIKi peani3yloThCsl K BEIMKUMHU CTYISIMH, TaK 1 HE3aJICKHUMH PO3POOHUKAMU
(irmi). Cepen BETMKOTO PO3MAITTS KaHPIB OCOOIMBO BHILISETHCS horror — >kaHp,
MeTa SKOTO BUKIMKATA Yy TpaBIil Hampyry, cTpax abo TpHBOTY 3a paxyHOK
ayJ110BI3yaJIbHUX Ta CIICHAPHUX MPUIHOMIB.

Horror-irpu MaroTh JaBHIO 1CTOPIIO, siIKa Oepe MOYaToOK 13 TAKHX MPOEKTIB, SIK
«Alone in the Dark» (1992) Ta «Resident Evil» (1996). 3romom BoHu
TpaHchopMyBaIKCh y LIl mimkanpu — survival horror, psychological horror, action
horror, horror roguelike Tomo. OaHi€e0 3 cydyacHUX TEHJEHIIHN € peanizalis horror-
eqeMeHTiB 'y 2D-cepenoBullli 3 BUKOPUCTAHHSM TMPOLEAYPHOI TeHepallii piBHIB,
OOMEKEHOTO MOJsl 30py Ta TNOJAHHS CIOKETY 4Yepe3 HECTaHAApTHI Bi3yalbHI
MIPUHOMH.

IcHye HU3KaA BKE peayi3oBaHMX MPOEKTIB, sIKI YACTKOBO BUKOPUCTOBYIOThH IIi
MEXaHIKH:

—  «Darkwood» — 2D survival horror 3 BumoM 3BepxXy, A€ TOJIE 30Dy
OoOMeKeHE OCBITJICHHSIM, a TpaBellb MA€ BHXKUTHU B MPOLEAYPHO 3r€HEPOBAHOMY JIICI.
BukopuctoByeTbest aTMocdepa TpUBOTH i ayaioedekTr A1t TOCWIeHHS cTpaxy [3];

— «Lone Survivor» — mikcempHa 2D-horror mpuroga 3 TNCHUXOJOTIYHHM
YXWUJIOM, Jie TpaBellb 0auyuTh CBIT B TPEThOi OCOOH, aje 3 eIeMEHTAMU «TEMHOTO0»
CIO)KETY Ta HeCTal1IbHOI MICUXIKU TOJIOBHOTO Trepos [7];

—  «Don’t Starve» — rpa, MO MOENHYE BUKUBAHHA 1 MPOIIEAYPHY TE€HEPAIIiIO,
X04 1 HE € KJIaCMYHHUM horror, ajie BUKOPUCTOBYE aTMOC(epy TPUBOTH Ta HECIOKOIO,

0co0mBO BHOUI [5];
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—  «Mad Father» [8], «The Witch’s House» [11] — smoncbki RPG Maker
horror-irpu 3 Tom-nayH BUIOM i CIO)KETHOIO ITOIaueio Yepe3 BiJIeo Ta JiaJIoTH;

—  «Otherworld Legends» — sk mnpukiam iJeaJbHOI KOMIKCHOI Iojadi
nianoriB. Came HUM MU OyJIeMO HAJAUXATUCSA TPH PO3poOIll BIIACHUX KOMIKCHUX

naneneit (puc. 1.1) [9].

Pucynok 1.1 — Ilonaua nanenbHUX CIOKETHHUX J1aJIOT1B

y rpi «Otherworld Legendsy [9]

«Endless War — Roguelike RPG» — me oana Android/IOS-rpa, sxa Hagae
TPaBIfIO JIOCBIJl B3a€MOJIii 3 MPOIEAYPHO 3reHEPOBAHUMH PIBHSAMH y pamkax 2D-
CTIWJIICTHKH Ta BHUMNAJAKOBUMH MepcoHakamu. Came MM MPOCKTOM MU OyaeMo
HAJIMXATUCS TIPU po3poOIli poIeypHOi 30BHIIHOCTI (puc. 1.2) [6].

Crnig 3acBiTUUTH, IO TPOLIEAypHa TeHepalis € (ppakTaii3oBaHOO — BOHA
npairoe Ha Oynb-IKOMYy MaciuTaldl y TakuX MpoeKTax (HaBiTh SKIIO (popmynu
MOXYTh pi3HHTHCS). To0TO, MacmTaOHMII pIBEHb — TeHepaiis piBHIB (KIMHAT),
cepelHid piBEHb — TeHepallisi BUIMAJAKOBUX XOJIB B 11 KIMHATH, 30BHIIIHOCTI
MEepPCOHaXKa, WOr0 BMIHb Ta IHIIUX JETaJei, Ta MIHIMAJIbHUA PIBEHb — TEHEpaIlis

00’€KTIB Ta BOPOTIB y KIMHATI 3a 3a3/1aJIeT1Ib BUSHAUYEHOIO (DOPMYJIOFO.
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Pucynox 1.2 — IlponeaypHo 3renepoBanuii piBeHb y Android-rpi

«Endless War — Roguelike RPG» [6]

[leBHI eneMeHTH Ta BOPOTH Yy MPHUBEACHUX B MPUKIAl Irpax PO3MIIICHI y
BUIIAJKOBOMY TOPSAKY 3a MEBHOIO (POPMYJIOI0, IO BKa3aHa y KO MpOeKTy. Takuid
KOJI TMpeJcTaBisie co000 poOOTYy 3 BCTAaHOBJEHHSM 3MIHHUX, IO BIUIMBAIOTh Ha
BUTJISI/ TIPOCKTY (SIK-OT BCTAHOBJICHHS CIPAWTIB YU TalJIMaIiB — TaHJIOBHUX KapT — Y
npoekTi). TakoX peani30BaHO BHMMAAKOBICTH Y PO3MILIEHHI CHUCTEMH KIMHAT Ta
npoxoiB Mixk HUMH. L{e 0a30Bi enemenTn rogue-like-irop y mpoexri.

Jlo 6a30BHX €JIEMEHTIB TaKWX 1rOp BIIHOCUTHLCS 1 CHCTEMa HaBUYOK, SIKA BKE

pealizoBaHa y 6aratboX CyMDKHHX MPOEKTAX, MPOTE Mo-cBoeMY (puc. 1.3).

Pucynox 1.3 — Cucrema HaBu4uok y Android-tipoekri

«Endless War - Roguelike RPG» [6]
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HaBuuku y naHiii rpi moJiaHi SK CUCTEMA MOB’SI3aHUX OJIMH 3 OJTHUM aCTICKTIB —
OJITHa HABMYKA BUKJIMKAE TPUTEP, 110 HEOOX1AHMIA 32117151 pOOOTH HACTYITHOI.

Came cxXOXy 1[€l0 Ha OIKCaHy BHWILNE B3SITO JO YBard NpH pPo3pooii
kBasTi(pikariitHoi poOoTH.

MoskHa 3a3HauMTH, 1110 KOXKEH 3 MPUKJIIAIB Ma€ CBOI MepeBary, 10 BKIIIOYEHI Y
JTaHy BJIACHY PO3pPOOKY: HasBHICTH MPOLEAYPHUX (DOpPMYJ, 1110 BUKOPUCTOBYIOTHCS
JUTsL TeHepallii Ta peaiisarii BHITaJKOBUX €JIEMEHTIB y T'pi, yHiIKajgbHa aTtMocdepa,
mojava CHOKETy 4epe3 cepeloBHIle (Tak 3BaHa MOBYA3HA Iojada 1CTOPii) J1aJiorH,
iHTepdelic, MO ananToBaHWM MiJ JKaHP Ta OCOOJMBO MiJ CIOKET (B OCHOBHOMY, 3
MIHIMAQJIBHOIO YYaCTIO TPaBIIs, MPOTE 3pO3YMUIMI Ta JOCTYITHU).

OpHak y HUX € ¥ BIAMIHHOCTI SK MK cO0O0IO, TaK 1 MDK HAlllUM ManlOyTHIM
IIPOEKTOM, SIKI 10 CBOiM CyTl HE € HEJOJIIKaMH, aje y MUTaHHI YHIKaJbHOCTI HAIIOi
PO3pOOKH J1al0Th HAM TepeBary HaJi HUMHU:

— 0arato 3 HUX BUKOPUCTOBYIOTH JIUIIIE OJIUH ITPOBUH IIap MEPCIEKTUBH, 0€3
i1 3MIHM HABITH IT1J] YaC CIOKETHUX MOMEHTIB;

— BIJACYTHA INIMOOKa B3aeMOJIs 3 aTMOC(heporo uepe3 MepcrekTuBy (rpaBelb
0auuTh BECh PIBEHb 3a JOMOMOIOK KAapTH YW IHIIUX 3acC00IB  KOHTPOJIIO
nepeMiIeHHs Ha PiBHI);

— cueHapli peani3zoBaHi a0o SK OKpeMi miaiord, abo SK TOBHOEKpaHHI
3aCTaBKH 0€3 eJIeMEHTIB KOMIKCHOI I104aul.

30kpeMa, OKpIM CIleHapilo, HEOOXIHO MAaTH YITKHUW IUIaH JJIs TOTO, 1100
CTBOPUTHU JMHAMIKY MIX ITPOBUM JOCBIJIOM Ta CIO)KETHUMH MOMEHTaMu. 3aiiis
I[bOT'0 MOCTABJICHO 32 11JIb BUKOPUCTOBYBATH JIMIIIE CIpUll CIIEKTp KOIbOpiB. Lle 3amae
NEBHY TUHAMIKY OyAb-IKOMY MOMEHTY T'pH.

OTe, Ha OCHOBI MPEJCTABICHUX MPUKJIAIAIB 3p00JICHO BUCHOBOK MPO T€, 1110
JAHUHW TIPOEKT Oy/ie BUAUISATHCS Cepell IHIINX TAKUMH PUCAMH:

— oOMmexxeHe moJie 30py 0e3 MOCTYIy 10 KapTh 3/ HEUITKOTO PO3YyMIHHS
CTPYKTYpHU piBHA (TpaBellb He 0aUUTh BCIX KIMHAT, IO JIO3BOJISIE 30UIBIINTH BILJIUB

aTMochepHu Ipu Ha TPaBIIs);
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— peamizauis iAel B3a€EMOIl 3 HABUYKAMU B LIUKJIIYHOMY PEXKuM1 (HaBUUKU
BUKOHYIOTBCSI, TIPH BUKIIMKY, OJMH 332 OJHUM, & HE BCl B OyIb-IKOMY HE33JaHOMY
MOPSIJIKY IO OJTHOMY);

— TpoleAypHA TeHepalis piBHIB, M0 pPOOUTH KOXHE MPOXOIKEHHS
VHIKQJIbHUM 4Yepe3 HECTaHAApTHICTh PO3MIIIEHHS KIMHAT, WI0 TaKOX Hajae
MOXJIMBICTh PO3IIMPIOBATH KIJIBKICTh PIBHIB JI0 OY/b-IKOTO 00CATY;

— yHIKaJIbHA CIOKETHA 171es, peaizoBaHa 4epe3 KOMIKCHY MmoJady Ha OKpeMiit
CIIeH1 (3 MEPCIEKTUBOIO PO3LIUPEHHS CIOKETY).

Bubip pymis ams po3poOKH JaHOTO ITPOBOTO MPOEKTY, SIK YaCTUHU
KBaTi(iKaiiitHOT poOOTH, € HACTUIBKYU K BaXXJITMBHUM, HACKUIBKU € BaXXJIUBUM 1 BUOIp
MOBU IIPOrpaMyBaHHS.

Bbyno mpuitHATO pilieHHs 3yNMWHUTHCH Ha pyMIieBi cTBopeHHs irop Unity Ta
MOBI niporpamyBaHHsl C#, sika € 6a30BOI0 MOBOIO POTrpaMyBaHHS JUIsl HHOTO.

IrpoBuit pymriit Unity € ogHUM 13 HAUMOMYJIAPHIIIUX Cepell po3poOHUKiB 2D-
Ta 3D-irop, 0co61IMBO B iHmi-cepenoBHIi. Floro nepeBary Ta HeIOTiKM 3aCTOCYBAHHS
npenacrasiieHi y Tabnuito 1.1. Jlata Tabnuiist 00rpyHTOBY€E YoMy caMe 1ei py1iit OyB
oOpaHwuii UIsl BAKOHAHHS TOCTABJICHUX 3aB/IaHb Ha PO3poOKyY mpoekty [13].

Unity € HalfOUTBIIT 3pYYHUM 1 JOLUIBHUM CEpeJ] YCIX 1HCTPYMEHTIB, 0COOJIMBO
pu po3poOiii foaarky s mwiargopmu Windows, 3a11s1 SIKOT peasii3oBaHO MPOEKT.

Tabmuug 1.1 — IopiBHSIHHS nepeBar Ta HeJOJIKIB irpoBoro pyuia Unity 6

[lepeBaru BubOpy pyiiris Henoniku Bubopy pyrmist
[TinTpumka sk 2D, Tak 1 3D po3pobku Bucoke crniouBaHHs pecypciB pu
MacIITaOHUX MPOEKTaX

3pyuHuii iHTep(eiic Ta IHTYITUBHA Moxe BUHMKATH IUIyTaHWHA Y
CHUCTEeMa KOMITIOHYBaHHSI 00'€KTIB BEJIMKIN KUJILKOCT1 00’ €KTIB Ha CIEHI
[upoxi moxknuBocti C# mist [ToTpiOHa rapHa onTUMi3aIlis Mpu
MporpamMyBaHHS JIOT1KHA TPH po0OTi 3 (Hi3UKOI0 YU BEITUKOIO

KUIBKICTIO €JIEMEHTIB

Benuuesna 016:moTeka rotoBux pimensb | Jleski naketu y Asset Store miaTHi
Ta akTHBiB (Asset Store) [12] a0 3acrapisi (ToMy MH OyIeMO
MaJIIOBATH iX BIACHOPYY)
AKTHBHA CHIJIbHOTA, BEJUKA KUIbKICTh | YacTi OHOBJICHHS MOXYTh JIaMaTH
HaBYaJIbHUX MaTepiaiiB CYMICHICTb M1 BEpCIsSIMU
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[Tponosxxenns Tabmwmi 1.1

KpocmnargopmeHicTh (MOKIHBICTH WebGL-Bepcist Mae 0OOMEXCHHS Y
excriopty migx Windows, Android, (YHKI[IOHATBHOCTI Ta BAXKKUH 7151
WebGL Tommo) onTUMIi3aIi

beskomroBHa Bepcis MATpUMYE JI1s KOMEpIIMHUX TIPOEKTIB MOXKE
MTOBHOIIIHHY PO3pPOOKY 3HaJOOUTHUCH TUIATHA JIITICH315

Bubip pymis Unity € oOIpyHTOBaHMM Ta 3aTBEP/UKCHHM 3 KEPIBHHKOM
KkBasi(ikamiitHOT poOOTH, OCOOJMBO 3 YypaxyBaHHSM JIOCBiAy poOOTH 3 JaHUM

pYIIIEM, OTPUMAHOTO Ha MEePETUTIIIOMHINA TPaAKTHIILI.

1.2 TIlocTanoBKa 3aBIaHHS HA KBaJdiikauiiiny podoTy 6akanaBpa

JUIst AOCATHEHHS MOCTaBJIEHOT METU po3poOku po3pobka rpu «DayLighter’s
Chamber» y sxanpi horror-like 3 Bukopucranusm pymrisi Unity 6, sika peai3oBye
VHIKQJIbHI MEXaHIKM 3MIHU TOJIA 30py, IOJayl CHOKETY 4Yepe3 IMaHedal B CTHIII
KOMIKCIB Ta MpPOLEAYPHOI TIeHepallli pIBHIB 3 UUKIIYHUM BHUKIMKOM HaBHYOK,
NOTPiOHO BUKOHATH HACTYIIHI 3aBJIaHHS:

— CHPOEKTYBaTU MaOyTHIO CTPYKTYPY I'pH Ta MOAATH 1i Y BUIJISI/II CXEM;

— po3poOUTH apXITEKTYpy TPH, BKIIOUYAIOUM JIOTIKY MPOIEAYpPHOi TeHepaiii
PIBHIB Ta CHCTEMH LIMKJTY HABUYOK;

— peayi3yBaTH 3MiHY IEPCIEKTUBH (3MIHA TOJIS 30py) Y MEXKaxX B3aeMOii 3
00’€eKTaMy Ha PiBHI 3311 KOHKPETHOI 11Tl (y HAIlIOMY BMIAJKy, HA OJJHOMY PiBHI —
3BEpXy, Ha IHIIOMY — 300KY);

— CTBOPUTH MEXaHIKy TO0Jiaul CIOKETY Yy BUTJIA/I KOMIKCHUX TaHeNeH, ae 1e
NOTPiOHO, SK1 3’ ABISAIOTHCA Y BU3HAUEHI MOMEHTH IrPOBOTO 4acy, ado Mpu B3aeMOIIi
3 00’€KTamMu Ha piBHI,

— peamizyBaTH MOBEMIHKY KEPOBAHOTO KOMMAaHBHOHA (3 iMEHeM ApeKc), 110
Oyne pearyBaTd Ha MOBEIIHKY BOPOTriB, 3 YypaxXyBaHHSIM JUCTaHIi JO HHUX 3a
JIOTIOMOTOI0 CHEIlaTbHUX (DYHKITIH;

— 3IACHUTHU TECTYBaHHS TPU Ta BUIIPABUTHU 3HAUICHI TOMUJIKY;
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— po3pobutn au3aiH (CTUIICTUKY TPH) Y TOAAJBIININ PO3poOIll 3a JOTIOMOTOO
OTPUMAHOTO JOCBIAY TiJ Yac HAaBUYAHHS 3a/JI1 YHUKAHHS 3ITKHCHHS 3 aBTOPCHKUM
IIPaBOM y pa3l BUKOPUCTAHHS 3allO3UYEHUX TEKCTYp OO0’€KTIB BiJ 1HIIMX aBTOPIB
(HampuKJiaa, IeBHI 3aMI03UYEHI CIIPATH);

— PO3POOUTH IHCTAAIIMHUMN MaKeT Ta TOKYMEHTAIII0 J10 TPH;

— MOJEpHI3YBaTH KO 331l TIEPCIIEKTUBU PO3MIMPEHHS TPH MPH TOJATBIIOMY
JOOMPALIIOBaHHI TOJIOBHOT 171€1, a TAKOK MOMJIMBOTO 3aJIy4€HHS CITiB PO3POOHHKIB JI0
MIPOEKTY.

CruiicTKa rpy IOBUHHA BiNIOBIAATH 3a3HAYEHOMY JKaHPY Y TEMI ITPOCKTY.
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PO3/1JI 2
CHEIU®IKALISA BUMOT JIO PO3POBJIOBAHOI CUCTEMH
2.1 AHani3, BH3HA4YeHHS1 BHMOI [I0 PO3PO0JIOBAHOIO IPOrPaAMHOIO

3a0e3neyeHHs Ta NMPOECKTYBAaHHHA IIPOTrPpaMHOIo 3a0e3nevYeHHs

[Tpoekt y Unity MokHa MOIIIUTH Ha CIEHH. TaKuM YUHOM, 3a/J1s1 ONTHUMI3alii
B32€EMO/IIT 3 KOJIOM, OTPUMAEMO TPH:

— cueda «['omoBHe wmenro rpu» (MenuScene.unity y crpykrypi ¢aiinis
MIPOCKTY);

— cueHna «KowmikcHwmii croxer» (LoreMetaScene.unity y ctpykrypi);

— cuneHa «PiBenp mim3emers» (StartDungeonScene.unity y crpykrypi
IPOEKTY).

Cxema CTpYyKTYpHU B3a€MOJIi CIIEH JAHOTO MPOEKTY MK COOO0 y 1ii cucTeMi
Oyze peanizoBaHa uepe3 00’ €KTH KHOTIOK, Yepe3 KJIaBillll Ha KJaBiaTypi Ta 00 €KTH Ha
CLIEHI.

Bona BijmoOpakae CyTHICTH B3a€MOJIii KOpUCTyBada 3 iHTepdeiicom aaHOTro
3aCTOCYHKY Ta (YHKIIi, 10 TPUB’S3aHI 10 €JIEMEHTIB IHTEpQeicCy.

Enementu inTepdeiicy po3raiiioBaHi 3a MIEBHUM 3pa3KoM, KWW TiepeadadeHuit
YUMAaJIO0 KIJIBKICTIO MPUKIIAJIB Y [HTEpHETHOMY MPOCTOPI.

3okpema, npoekT «Endless War — Roguelike RPG» BukopucToBye came Takuit
BHJI T0Jlayul Bi3yaJbHHUX €JEMCEHTIB, IO OyJ0 3armo3u4eHo Ta, 4Yepe3 PI3HICTh
1aTGopM po3poOKH, aJanTOBaHO 0 00paHi maTGopmu IpoekTy [6].

UiTka CTpyKTypH3allisl CIIEH Y MEKaX OJIHOTO MPOEKTY CHPOIILY€E MIATPUMKY Ta
MacmTabyBaHHs Tpu B MaWOyTHROMY — 30KpeMa, JOJaBaHHS HOBUX pIBHIB,
CIO’KETHUX BCTaBOK 200 IHTEPAKTHUBHUX E€JIEMEHTIB.

Taka cTpykTypa iHTepdelcy MOCUTh OINTHMI30BaHa 1 31 CTOPOHM BOHA
BUTJISIIAE€ JOCTATHBO MPOCTO Ta CXEMATUYHO I OY/b-SIKOTO KOPUCTYyBaya, 1o Oyze

TECTyBaTH MPOEKT Y MOAANbIIOMY, 200 % Mi3HaBaTH oro Braepuie (puc. 2.1).



CueHa
«0NOBHE MEHIO rpU»

[onoBHe MeHo rpu.

KHonka
«lMoyatu rpy»

lMouaTok rpm
(HynboBwMit Nporpec)

CueHa «KoMikcHUI croxeT»

CueHa KoMiKCHOI noaaudi

KHonka
«Buintu»

KHorka
«HanawTtyBaHHa»

[Nepexia Ha piBeHb

CIOXETY 3
aBTOZOMOBHEHHSAM.

—

nicns BKkasaHoi
CTOPIHKU CIOXETY

MeHI0 HaBM4oK

B3aemogia 3

KHonka
«lMponoBxuTun rpy»

[poaoBXeHHs
3 OCTaHHbOro erany
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Buxig 3 rpu

anawTyBaHHS

CueHa «PiBeHb niasemenns»

Mpedab piBHio

npoueaypHo 3reHepoBaHoro

niagseMenns.

Knasiwa
Knasiatypu
«E»

o6'ekToM Buxoay
(KiHeub piBHSA)

Knasiwa
Knasiatypu
«Escape»

Pucynok 2.1 — Cxema B3aeMOii CIIeH MiX COOO0 Y TIPOEKTI Ta KOPOTKHM OTHC X

IMPU3HAYCHHSA

PosrasineMo apxiTekTypy caMux cIieH y mpoekTi. Ha pucynky 2.2 300pakeHo

MOPSIIOK TIePeXOoy 31 CIIGHW Ha CIEHYy Ta 1X HAMOBHEHHS — OO €KTH, €JIEMEHTH

iHTepdeiicy, 11eiiHe TpU3HAUYCHHS.

Came TyT MOXHA BHAUIMTH Ta 1IEWHO MPEICTaBUTH BAXKKICTh peaizallii

KOKHOI CIIEHH, a TaKOK MOOYAyBaTH iX CTPYKTYpY AJIs peasizallii.

Ile mae 3mMory He nuIe Bi3yaldizyBaTH JIOTIKY MEPEXOJIB MiX CIIEHaMH, a i

OIIIHUTH CKJIAJHICTh KOKHOI 3 HUX 3 TOUKH 30py (QYHKI[IOHAJTLHOTO HABAHTAKCHHS Ta

B32€EMO/IIT 3 KOPUCTYBaYEM.
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Coena «[o;10BHE MeHID»
(MenuScene)

MicTaTs:

- xuonEa «l lpomorEmETH?;

- kuonka «[logaTa rpys»;

- kHonka «Hanamryeamss:;
- KHOIKa «BHEATH;

- IIPOTOTHII IEPCOHAEA, IO
CINIEYE 33 KYPCOPOM MHIII;

- A7ANTORAHICTE 0 MEXAHIKH

EHEJHKY TIAY3H MiJ] 9aC TPH.

Cunena «KoMikcHEE crxeT» Coena «Pigens migzeMerL1as
(MetaloreScene) (StartDungeonScene)

MicraTs: MicTaTs:

- CIPYEIYpa HoOadl CTOPIHOK, - 00'€KT mepCoHAEA, N0 KEPYETECA
- CIPYETypa Hofa9l HAHEIeH, KIIARITAME

3AREPHYTHX Y CTOPIHKY, xnaeiatype W, A, S, D;

- CTPYKTYpa NOJaY1 AHIMOBRAHHX - 0D'€KT ROpOTa, MO ATAKYE TPARIA
maHened, 2aEEPHYTHX Y CTOPIHKY, CHApAaMH;

- afANTORAHICTE KO JUIA - eIeMEeHT IpOIeaypHOL
IOJANEIIOTO POMMHPEHHA CIMKETY reHepamii mAzeMelUIL, BEIEOTai0aTH
(byrronan nepexoay Ha 1HIN FEHEPALII0 TOIKH CTApTy, EOPOriE
CIIEHH 2 IIPHE 2KO0 JI0 Ta 00'ekTa nepexomy;

KOHEPETHOI CTOPIHEH). - peamzamniu CHCTEMH HAEH90K (Ta
iX BHKIHKY Y GopMi mEeTy).

Pucynok 2.2 — Cxema apXiTEeKTypH CIEH Y IPOEKTI, a TAKOXK MOPSITIOK B3aEMOJIT 3

HHMH

[TepcniekTrBa PO3BUTKY KBamidikaiiiHoi poOOTH TOB’S3aHA 3 JOJYYCHHIM
IHITUX PO3POOHUKIB IO pOOOTH HAJ 1M MPOEKTOM Y MOAANBIIOMY Yaci, 10 Ha eTarll
TJIaHYBaHHS CTPYKTYPH BUMArae OnTUMI3yBaTH KOJI TPOCKTY.

Ile o3Hawae, mo MOTPIOHO 3a3Majeriib PO3IUIAHOBYBATH KiIBKICTH CIICH,
CKPHUNTIB (B1IMEXOBAHMX MPOTPAaMHHUX pIlLIEHb, MO SKHUX BIAHOCATHCS KJIacH Ta
nocujiaHHs y MOBI niporpamyBanns C#) [1].

[Ipy yMOBI JHOpydYeHHS CTOPOHHIX pO3POOHUKIB, BOHU BXE€ OYIyTh
OpIEHTYBATUCh Ha JIICTUHTU KOAY, Ha METOAWYHI BKa3iBKU A0 POOOTH, a TaKOX Ha

HIOpaJii TOJIOBHOTO PO3POOHUKA.
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2.2 BuOip 3aco0iB, mMeToxiB i aJNropurMiB BHpPIlICEHHS IOCTABJIEHOIO

3aBJAaHHA

Jlnst peamizarmii 3amadi MpOILEIypHOI TeHeparii MPUMIIICHh Ta PO3MIIICHHS
00’€KTIB y CEpelloOBUILll TpH OOpaHO CydacHI I1HCTPYMEHTH PO3POOKH, IO
3a0€311eUyI0Th THYYKICTh, MACIITA00BaHICTh Ta BI3yaJIbHY HAOUHICTh.

CepenoBunie po3podkn — Visual Studio Code, sike 3a6e3nedye komdopTHE
HAllMCaHHA KONy 3aBJSKM IIJCBIYYBAaHHIO CHHTAKCUCY, AaBTOJIONNOBHEHHIO Ta
1HTerpalii 3 CHCTEMOIO KOHTPOJII0 BepcCiii, 0co0MmBO Tif irpoBuid pyrriit Unity 6, 1m0
JO3BOJISIE  PEANI30BYBATH CKJIQJHY JIOTIKY TeHepalii piBHIB, BUKOPUCTOBYIOUH
KOMITOHEHTHO-OPIEHTOBAHUH MiaXia, cucteMy mpedadiB Ta BOYJOBaHY MiATPUMKY
2D/Tilemap a5 reHepartii miajaoru [4].

Jlns BupimieHHs 3a1a4i Oyia peari3oBaHa CUCTEMa MPOIEeAYypPHOI TeHepalrii 3a
nonomoror ckpunty DungeonGenerator.cs, MOBHUI KO/ SIKOTO MPOJAEMOHCTPOBAHO
y ngonatky A. OCHOBHI alrOpUTMIYHI MIOXOAUW Ta METOau Oylio cPpOpMOBaHO 3
NEPCIIEKTUBOIO PO3BUTKY MPOEKTY Ta ONTUMI3aLIl poOOTH HaJ HUM.

Bukopucrano Meroa peKoMOIHyBaHHsS NPUMIILIEHb HAa OCHOBI I1a0JIOHIB:
BUKOPUCTOBYEThCSI Koyekilis RoomPrefab, koxken enemeHT sikoi mictuth mpedad
KIMHATH Ta OMUC MOKJIMBUX HAIPSIMKIB BUXOIIB (HAMp., «Uy», «Dy», «Ly», «R»).

Ha ocHOBI CyMICHOCTI 3 CYyCIAHIMHM KIMHATaMH y HaBEJIEHOMY METOl
BUKOHYETHCS 001 AOMYCTUMUX KOH(ITYpaIlii.

[Mpuxnan peamizamii y mMoBi C# Takoro MeTromy, KM OJy4€HO A0 KOIY
MPOLIETypHOI TeHepallii, HaBeeHii y JicTuHry 2.1.

[Ipu 3amoBHEHH! KOXKHOI KJIITUHKH CITKH PIBHS BHUKOHYETHCS TIEPEBIpKa Ha
JOMYCTUMICTh KOH(Irypailii KIMHaTH, BpaXOBYIOUM HAsIBHI CyCiJiHI ipuminieHHs. Le
JI03BOJISIE YHUKHYTH KOH(ITIKTIB MI>K TPUMITIICHHSIMU.

Jlist BizyanbHOTO OQOPMIICHHS MEX PIBHS MO TMEPUMETPY TAKOXK JOJATKOBO

reHepyIOThCs KIMHATH 0€3 MPOXO/IiB.
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Jlictunr 2.1 — Metoa pekoMOiHyBaHHsI IPUMIILIEHb Ha MOBI IporpamyBaHHs C#

List<RoomPrefab> GetValidRoomsForPosition(int x, int y)

{
List<RoomPrefab> validRooms = new List<RoomPrefab>();
foreach (var room in roomPrefabs)
{
if ((y == height - 1 && room.exits.Contains('U")) ||
(y == 0 && room.exits.Contains('D')) ||
(x == 0 && room.exits.Contains('L"')) ||
(x == width - 1 && room.exits.Contains('R")))
{
continue;
}
if (IsCompatible(room, x, y))
validRooms.Add(room);
}
return validRooms;
}

KiHelb JicTuHry 2.1

3abe3nedeHHsT 3B’SI3HOCTI PIBHS pEaji3oBaHO 3a JIOMOMOTOK aJTOPUTMY
nomyky B mupuHy (BFS), saxuli Bu3Hauae, sKi NPUMINICHHS € JOCS)KHUMU 31
CTapTOBO1 TOUKH. BCl HEAOCSIKHI KIMHATH 3aMIHIOIOTHCS HA ITYCTI.

Ha ocHOBiI cdopMoBaHOi CTPYKTypu pIBHS Jaji BUKOHYIOTHCS BUKIMKHU
METO/IIB CTBOPEHHS NMEPCOHAXY Y BUMAAKOBIN TOYIl, BOPOriB (y KOXHIM KIMHATI1), Ta
BHUXOJIIB Y BUITQIKOBIMH, IIT0 HE MICTUTH KJIt0ua BUX0OTy «Uy.

Ilo 1mei Ha camiii cueHl B pe3ynbTaTl He OyAeMO MaTH MaiKe HISIKUX
€JIEMEHTIB OKpIM 1HTep(elcy, OCKUIbKM BCS TeHepalis peaiizoBaHa mpedadbamu
00’€KTIB 1 caM piBEHb BUIHO JIMILIE KOJIM PO3MOYATO TECTYBAHHS IIPOEKTY.

Takuii miaxia 103BOJSE TUHAMIYHO CTBOPIOBATH 1TPOBI PiBHI 31 30€pe:KEHHAM
JIOTIKH, 3B'SI3HOCTI Ta BUMaJKoBOCTi. lle 3abe3nedye peirpabenbHICTh TPH, KOXKEH

3aIlyCK SIKO1 MOKE€ T€HEePYBATH YHIKAIbHUN M1 3eMeIs.
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PO3JILT 3
PO3POBKA 2D-TPU «DAYLIGHTER'S CHAMBER»

3.1 [IpakTuHa peaJizauisa 00’€KTa NPOEKTYBAHHA

[Tpu cTapTi mpoeKTy, mepiia CieHa sl TpaBIlsd — I1e MEHI0. B HbOMy BiH MOXe
MOYaTH TPy, HAJAIITYBaTH 3BYK JUIS MOAAIBINOL IpH, a00 BUTH. Takox, 1 K cama
CIICHa BUKOPUCTOBYETHCS K MEHIO May3u miJ yac rpu. OCKUIBKH OTPUMAaHO JOCBIiJ
poOOTH 3 AM3AMHOM CHPANTIB, TalJIMAaIIiB Ta 1HIIUX €JIEMEHTIB I'pH, OYJI0 BUPIIIEHO
pO3poOUTH BIacHUM cTWib (puc. 3.1).

Orxe, yci copaiitTu g 1poekry Oylid HamMalbOBaHI BJIACHOPYY, Ta

BCTAHOBJICHI, IK 00’ €KTH CIICHH.

Movatwu rpy

" Hanawryeati

Buntn

Pucynok 3.1 — 30BHIUIHIN BUTJISA MEHIO TICHS pO3pOOKH BIACHOTO TU3aHY

[Ilo6 HamaTu 30BHIIHBOMY BUIJISIAY MEHIO OUIBLIOI JuUHAMIKU, Oylo
PO3pOOJICHO CKPUIT, 110 HaJla€ ePEeKT MIABHOTO BXOAY Ha CIeHY — (el IIHT. A TaKoX
e(eKT IUIaBHOTO B 131y Ha CIEHY I KHOMOK MEHIO.

Kop 1iporo ckpunty npeacTaBieHo y JiCTUHTY 3.1.
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Jlictunr 3.1 — Koa ckpunty, 1110 BIANOBIAA€ 32 AMHAMIYHE BJOOPa>KEHHS MEHIO

[RequireComponent (typeof(RectTransform), typeof(CanvasGroup))]
public class LogotypicTransform : MonoBehaviour

{

public float delay = 1f;

public float slideDuration = 0.5f;
public float offsetX = -150f;
private RectTransform rectTransform;
private CanvasGroup canvasGroup;
private Vector2 startPos;

private Vector2 targetPos;

private float timer;

private bool sliding = false;

void Start()

{
rectTransform = GetComponent<RectTransform>();
canvasGroup = GetComponent<CanvasGroup>();
targetPos = rectTransform.anchoredPosition;
startPos = new Vector2(targetPos.x + offsetX, targetPos.y);
rectTransform.anchoredPosition = startPos;
canvasGroup.alpha = of
Invoke(nameof(StartSliding), delay);

}

void StartSliding()

{
timer = of;
sliding = true;

}

void Update()

{

if (!sliding) return;

timer += Time.deltaTime;

float t = Mathf.Clamp@l(timer / slideDuration);
float smoothT = Mathf.SmoothStep(0, 1, t);

rectTransform.anchoredPosition = Vector2.Lerp(startPos,

targetPos, smoothT);

i35

canvasGroup.alpha = smoothT;

if (t >= 1f) sliding = false;

KiHeI[b JTicTHHTY 3.1
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Ockinpku OUTBIIICTE O0’€KTIB HA CLIEHI MEHI0O — 1e 3o0paxkenHHs (Image),
KOJIOBO MOJKHA 3aJlaTH iM MPO30pPICTh, caMe fKa i 3MIHIOETHCSA 3a TalMEpOM Yy
¢bynkuii Update(). Tlo nedonty nana gyskuis y pamkax pymis Unity ta moBu C#
BUKOPHCTOBYETHCA SIK Ta, 110 PEECTPYE 3a/1aHi OHOBIICHS Ta MUTTEBO 1X 3aCTOCOBYE.

VY ¢dynkmii Start() HaToMICTh peecTpyrOThCS JIMIIE MOYATKOBI 3HAYEHHS IS
00’€eKTiB, sIKI He 3a7aHi y [Hcmekropi Unity sk 3MiHHI.

Unity mae BracuHuit [HcriekTop, Kynu 3auist 30UTbIIeHHS] €()eKTUBHOCTI TijT Yac
TECTYBaHHS BHHeceHO Jeski public-aminui. Ile gocuth 3pydyHa (yHKIL, sSKa y
MOJaJbIIIOMY O3BOJIUTH 3OUIBIIMTH IIBUIKICTh Ta MPOAYKTHUBHICTH peamizarii
CTPYKTYpH MPOEKTY (puc. 3.2).

Came y IHcmekTop 3aHeceH! €JIeMEHTH, SKI BHUKIMKAIOTHCS Y KOl IS
B3aemojii. Haromicte, poOOTa 3 HUMH MNPOXOAWTH € JO iX BCTAHOBJIEHHS Y
[HcmiekTopi, ockimbku UNity jierko po3pisHse TUIH 00’ €KTIB UM 3MIHHHX, 3 IKHMH BiH

MPAIIOE.

Pucynox 3.2 — Peamizartis i1’ e THaHHS TOCHJIaHb HA 00’ €KTH, 10 BUKIMKAIOTHCS Y

Koi, uepe3 Incnektop y Unity 3a 101MoMororo HaBilllyBaHHs CKPHUIITIB Ha 00’ €KT
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Ha pucyHky BUIHO, 110 Ha HbOMY € II€ KiJIbKa CKpUMTIB. [Ipy 1bOMy KOXEH 3
HUX BIJMOBIZA€ 32 CBOIO YaCTHHY POOOTH. YCi BOHU HaBilIaHI HAa €IMHUNA 00 €KT

MenuController (puc. 3.3).

M MenuScene
[‘. '1 ~ .

) Eve em
&) MenuController
Audio

Pucynok 3.3 — Ilyctuii 06’ekt MenuController y iepapxii ciieHr MEHIO 3317151

HaBIIIYBAaHHS OCHOBHUX CKPHIITIB HA HHOTO

Posrasiuemo Terep 11e OJuH CKPHUMT, 110 HAJA€ YHIKAIBHOCTI IIbOMY MEHIO. A
came, aHIMyBaHHSI TIPOTOTHITY TIEPCOHAXKY, SKUH 3HAXOMUTHCA B IEHTpi kaapy. lle
HaJae WOMY JKMBOCTI, a TakKoX Yy KoMOiHamii 3 (OHOM JEMOHCTpYE 17CH0
130JIbOBAHOCTI MUCJICHHS NepcoHaxka. Ha pucyHky 3.4 300pakeHo K came BUTJISIA€E
aHIMaIls.

Bona ckiamaerbcs 3 BocbMHu (DpeliMiB I Ouel, MpOTe MPOASMOHCTPOBAHO
Oyne Juie Tpu 3 HUX, Uil MpUKIany. Bei BOHM Takox peaizoBaHi BIACHOPYY, 3
ypaxyBaHHSM aHATOMIYHUX OCOOJMBOCTEH MEPCOHAXKY, a TAKOXK 3 BUKOPUCTAHHSIM
KOJILOPIB OJHOTO CTHJIIO: O1JI0T0, CIpOTO Ta YOPHOTO.

Takuit MIHIMATICTUYHUN MAXIT 10 KOJLOPOBOI TaMH MiJIKPECIIOE eMOIIHHUIMA

CTaH Treposl Ta BIAMOBIIA€ 3arajbHOMY CTHIIIO TPH.



25

Pucynok 3.4 — Tpu ¢peiimu 3 BOCbMH, 110 JJ€MOHCTPYIOTh aHIMAIliF0 00IUIYs y

IMPOTOTHUILY IICPCOHAXKA 3 MCHIO

3BicHO k, y Unity aniMyBaHHsS AOCTyIHE 4epe3 ABI BKiIagku: Animation ta
Animator. Tlpore 3aBmaBiM 0a30By aHIMAIlil0 CIPaWTIB dYepe3 IMeplie BiKHO,
3pyuHile KOJJOBO KEpyBaTH TaWMIHTaMH Ta TPUTEpaMU IS Hel.

Came 11€ 1 BUKOHYE KOJ CKPUITY 3 JIICTUHTY 3.2.

Jlictunr 3.2 — Koa ckpunty, 110 BIJTIOBIIA€E 3a YIPABIIHHS aHIMAII€0 O0IUYYst

void Start() {
rectTransform = GetComponent<RectTransform>();
canvasGroup = GetComponent<CanvasGroup>();
targetPos = rectTransform.anchoredPosition;
startPos = new Vector2(targetPos.x + offsetX, targetPos.y);
rectTransform.anchoredPosition = startPos;
canvasGroup.alpha = of;
Invoke(nameof(StartSliding), delay); }

void StartSliding() {
timer = of;
sliding = true; }

void Update() {
if (!sliding) return;
timer += Time.deltaTime;
float t = Mathf.Clamp@l(timer / slideDuration);
float smoothT = Mathf.SmoothStep(0, 1, t);
rectTransform.anchoredPosition = Vector2.Lerp(startPos,

targetPos, smoothT);
canvasGroup.alpha = smoothT;
if (t >= 1f) sliding = false; }
KiHEllb JIICTUHTY 3.2
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JlaHWii CKPUIT-KOJX JOCHTh THYUKHil, X04 i KOpOTKHMil. Moro MoxHa GyIo
JONYYUTH 1 O KOMy 3 peanizaifiero (eraiHry, mpoTe pillieHHS iX BiIOKPEMHTHU
JNEMOHCTpYe Oa)kaHHs ONTUMI3YBaTH OYHY pOOOTY 31 CKpUIITAaMH, L0 JO3BOJUTH
OUTBII THYYKO B HUX OPIEHTYBATUCSA 1 TO3BOJIUTH YHUKHYTH HArPOMAa>KEHHS BEJIHKOI
KUTBKOCTI KOJIY Y OJTHOMY (haiii.

[Ilo6 moBectn edexT armocdepu 10 iaeany, MOTPIOHO MPOJEMOHCTPYBATHU
HaBUYKHU poOoTu 3 2D-npocTtopom Ta mapaMu. 3ajs HOTO A0JaMO pyX 00Iudus 3a
KypCcOpOM MHUIII, SKIIO MH BOAMMO HUM MOOJIN3Y IPOTOTHUITY IIEPCOHAXKA.

[[lporo MoOkHa MOCSITHYTH MOIUTMBIIN 00 €KT MPOTOTHIYy Ha OAThKIBCbKI Ta

nouipHi (puc. 3.4).

Pucynok 3.4 — O0’€eKT, CTpYKTYypOBaHHUH MOIIAPOBO 3a/J1 peasiizallii riaBHO1

aHiMariii oonyus

Xou izes 1 3By4UTh BaXKKO, peasi3allis ii BMIIIYEThCSA B I ATAECAT TPU PSIIKU
KOZY.

Came Bi3yaJbHE PO3AUICHHS €JIEMEHTIB Ha AP MOXKHA MPEJCTAaBUTH, SK
TOJIOBHY TMO3UTHBHY PHUCY IIHOTO MiIXOMIY.

B gomy imes: pyx koxHoro mapy (map oduei, oOmuuds, 3aaHBOTO (HOHY
MEepPCOHAXy, WOro Tija) 3yMOBJICHUN Pi3HUM e(PEKTOM MapaiakCHOTO MEepeMilleHHS
3a KypcopoM. Jlesiki — nuire mo koopauHati X, a iHia OuThiicTh —3a X Ta Y.

Omnucana B3aeMo/Iis peaaizoBaHa y KoJi 1 mojaHa y JicTuHry 3.3.



27

Jlictunr 3.3 — Ko ckpunty, 0 BiAMOBIIA€ 32 PyX 0OJUYUS 32 KypCOPOM

void Start()

{
Canvas canvas = GetComponentInParent<Canvas>();
if (canvas != null)

canvasRect = canvas.GetComponent<RectTransform>();

if (eyes != null) eyesInitialPos = eyes.anchoredPosition;
if (face != null) faceInitialPos = face.anchoredPosition;
if (fShape != null) fShapeInitialPos = fShape.anchoredPosition;
lastMousePosition = Input.mousePosition;

}

void Update()

{

if (canvasRect == null) return;
Vector2 currentMousePosition = Input.mousePosition;
if ((currentMousePosition - lastMousePosition).sqrMagnitude > 1f)

{
idleTimer = of;
lastMousePosition = currentMousePosition;
}
else
{
idleTimer += Time.deltaTime;
}

Vector2 dir = Vector2.zero;
if (idleTimer < idleThreshold)
{
RectTransformUtility.ScreenPointToLocalPointInRectangle(canvasRect,
currentMousePosition, null, out Vector2 localMousePos);
Vector2 canvasCenter = canvasRect.rect.center;
dir = (localMousePos - canvasCenter).normalized;
}
Vector2 eyeTarget = eyesInitialPos + dir * eyeOffset;
Vector2 faceTarget = faceInitialPos + dir * faceOffset;
Vector2 fShapeTarget = fShapeInitialPos + dir * fShapeOffset;
if (eyes != null)
eyes.anchoredPosition =
Vector2.SmoothDamp(eyes.anchoredPosition, eyeTarget, ref eyesVelocity,
eyeSmoothTime);
if (face != null)
face.anchoredPosition =
Vector2.SmoothDamp(face.anchoredPosition, faceTarget, ref faceVelocity,
faceSmoothTime);
if (fShape != null)
fShape.anchoredPosition =
Vector2.SmoothDamp(fShape.anchoredPosition, fShapeTarget, ref
fShapeVelocity, fShapeSmoothTime);

}

KIHEI[b JIICTHHTY 3.3



28

[lepen TuM, ik mepelTH [0 CIEH, IO XapaKTePU3yIOTh JaHy KBali(iKariiHy
poOOTY, CITi/T TAKOK 3a3HAYUTH (PYHKITIOHAT Ta BUTJIS HAJIAMTYBaHb 3BYKY B MEHIO.

JIBa eneMeHTH: cayHA-Claiaep Ta claiaep My3UKH, iX BUTJISA BIIOOpaKeHUH
Ha pUCYHKY 3.5. BoHM 3a3HauaroTh MOJANbII 3MiHHI, K1 XapaKTepU3yIOTh B1ICOTOK

T'YYHOCTI ay/10-€JIEMEHTIB MPOEKTY, 10 TaKOXK J0/IaH1 y e MPOeKT.

Movartwu rpy

" HanawTysatyi -

Buntn

Pucynok 3.5 — Burisn KHOIOK Ta nmaHes Il HaJIallTyBaHHS 3BYKY Y MEHIO

Takoxx Ha UPOMY PHCYHKY BUIHO, 10 KiaBima «IIponoBXUTH» HEaKTHUBHA.
BoHa Oyie akTHBI30BaHa MiCIs TOYATKY TPH.

Tenep MoOXXHa BUIBHO TMEPEXOJUTH 1O po300py HACTYMHOI CIIEHH,
LoreMetaScene, 1o BiAMOBiAa€ 3a MOYATOK TPU y BUTJISI CIOKETHOT KaCTIICHHU.

Tynu Hac nepecuiae ckpunt, npukpimienuii 1o Menu Controller y iepapxii
npoekty — MenuManager.cs. Ha nictunry 3.4 BUIHO, IO TYT 33/Ja€ThCS HE JIMILE

cama (yHKIIIS IEpEeX0/1y, ajie i CTOPIHKA, IO KENIYEThCS y aHi (4epe3 Te, 0 3MiHH1
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OJIHIE€T CLIEHM 3 1HIIOI MOKHA 3MIHUTH JIMIIE HUIIXOM 3araMm’ SATOBYBaHHS aHUX y

nam’sITi Ta 3YUTYBaHHS KOJIOM Ha MICIT1).

Jlictunr 3.4 — EneMeHT CKpHITY, 110 BIAMOBIIAE 32 TIEPEXiT O CIOKETHOI CIIEHU

void OnGameStartClicked()

{
hasStartedGame = true;
GameContinue.interactable = true;
PlayerPrefs.SetInt("LoreScene_CurrentPage", 1);
PlayerPrefs.Save();
SceneManager.LoadScene("LoreMetaScene");

}

KiHelpb JicTuHrYy 3.4

Ha BigMiHYy Big CLEHHM MEHIO, TyT MaeMO JIMIIE OJUH CKPUNT —
LoreMetaSceneController. Came BiH 3unTye 300pa)keHHs, IO PO3MIIICHI y MaIIli
MetalLoreData 3a agpecoro Assets\Resources\MetaLoreData y cTpykTypi HpoeKTy
(mamka, 3 SIKOIO KOJI MOK€E MIATPY3UTH €JIEMEHTH MPsAMO — TOOTO 6e3 [HCcTeKkTopy).

Tam Tako BIIMIUEHI Bi3yalbHI €JIEMEHTH, depe3 IO KOJ CKPHUIITY JIOCHUTH

BEJIUKUH, TPOTE 3a3HAYMMO OCHOBHI MOMEHTH Y JICTUHTY 3.5.

Jlictunr 3.5 — OcCHOBHI MOMEHTH peajtizallli 3a7a4i CI0’)K€THOI CLICHU

private void Start()

{
currentPage = PlayerPrefs.GetInt("LoreScene_CurrentPage", 1);
StartCoroutine(FadeArrowPrompt(false));
Sprite bck = Resources.Load<Sprite>($"{folderPath}/sc3 bckgr");
if (bck) background.sprite = bck;
StartCoroutine(PlayPanels());

}

KIHEI[b JIICTHHTY 3.5
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Komosa peamizartist pyHKIi CTBOpEHA TaK, 10 BXKE HA CTAPTI 3YUTYE 3 TaM STl
Ta MpUiiMae 3MIHHY CTOPIHKH, 3 SIKO1 HaM MOTPIOHO MOYATH, a TAKOXK MEepEeHApaBIIsIe
HAC Ha OCHOBHMM CKpPHIIT, JIe peajli30BaHa yHIKaJIbHA 10j[a4ya CIOXKETY.

CtpykTypa KOy IS ITi€T CIIEHU TaKa:

—  KOJI 3YUTYy€ 300pakeHHs 10 iX Ha3Bi;

—  KOJ BUJILISE CTOPIHKY;

— KOA BUAUIAE (PpeliMU Yy CTOPIHI, PO3CTABISIIOUM X Yy MPaBUILHOMY
MOPSIIIKY;

—  KOJI BUJLIsIE€ aHIMOBaH1 (PpeiMU CTOPIHKH, SIKIIO TaKi €;

— B KIHI[l CTOPIHKM KOJI MOKa3y€ HaM CTPLIKY FOTOBHOCTI /10 MEPEMUKAHHS
Ha 1HITY, 1 Ja€ KOPUCTYBA4YeBl BIACHOPYY 1€ 3po0uTH 3a AornomMororo JIKM.

VHIKaNbHICTh JAHOTO MIAXOJY TMOJiArae B TOMY, L0 MU HE 3aJaEMO Yy
[Hcnekropi HisiKUX (ainiB, a 3pa3y KUJAaeMO iX B MamnKy, MPOCTO HA3UBAIOYM iX
CHeriajJbHuM IMEHeM. SIK-OT Ha pUcCyHKy 3.5, Jie BiIOOpaK€HO HUHIMIHIO KUIBKICTh

(bpeiitmiB, MOAUIEHUX HA3BOKO HA CTOPIHKU Ta PO3CTABJIECHI Y TOPSJIKY.

L (2N ]
P P a o o o o
sc3 1. frip  sci3.1fr2p  sc3.1fr3p sc3.1frdp  sc3.1fi5p  sc3.1fr5-1 sc3.1.fr5-2 sc3_1_fr5-3
ng ng ng ng ng -png -png -png

Pucynok 3.5 — BigcopToBani 3a cneniui4yHor0 Ha3BOKO (aiiiau A CTOPIHOK CIIEHU,

K1 TIOJIAI0ThCS y (popMaTi KOMIKCY

Jlns npukiany BisbMemo daitn sc3_1_fri.png. Horo cTpykrypa Taka, 1mo sc3 —
e 3araymka (y pasi BUKOPUCTaHHS CIUIBHOI MANK{ y Tojaanbiiomy), 1 — HOMED
cropinku, frl — HOMep dpeliMy (TaKUM YUHOM 33a€EMO iX MOPSIOK).

AnHimoBaHi (peliMu — OKpeMa YacTHHA KOAY, IO IOJA€ KApTUHKH, 5Kl
nianvcani Ha pucyHky 3.5 y dopmari fr5, fr5-1, fr5-2, fr5-3 sx wactuny oaHiel minoi
KAPTUHKHU 3a crleuu(iyHO BKa3aHUM MPOMIKKOM Yacy, IO BHUKIUKAE y TIigaya

e(eKT neperisay aHiMOBaHOTO KOMIKCY.
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[Tosicnenns cnerudikarii Takux ¢permiB (KaapiB) TOJATAE y TOMY, IO
aKTUBHUHN (PpeiiM 30UIbIIY€ETHCS, a TIOTEPEAHIN 3MEHITYEThCS 1 pO3MUBAETHCS. Tomy
AKIT0 O Tak 3BaH1 aHIMOBaH1 (PpeWMH IIJIK OJIMH 33 OJHHUM SIK 1 1HII, TAKOTO €PeKTy
aHiMarii He 0yio O.

Posrnsaemo pucyHok 3.6, Ha SKOMYy aKTMBHUN 4YeTBepTHH (peiim mepinoi

cropinku. [TorepenHi — po3MuTi Ta 3MeHIeHi. HactymHui — 1ie He BijoOpa>keHUiA.

Pucynok 3.6 — JleMoHcTpallis Bi3yaJbHUX NPUMOMIB MOJAY1 CEOXKETY y BUTIISAII

KOMIKCY 3 IOCJITJOBHUM 3aBaHTaKECHHSIM KaJIpiB

[I’stuit ¢ppeitm HaBNaku — CIOYATKy BigoOpaxaeThes sk cTaHaapTHUi. [Iporte
HaJall HACTYIHI TICIS HBOTO 3aBAHTAXYIOTHCA BXKE K €IuHI 00’ekTu. Takox
3a3HAYMMO, 110 KOJOBO THUNU (GpeiiMiB HISIK HE MPHUB’S3aHl 0 MOPAJIKY, X04 1 Ha
000X CTOpiHKaxX y MPOEKTI aHIMOBaHI po3MilleHl ocTaHHIMU. [le nuie BizyabHUM
IpuiioM KOMIKCHOI MO/ayl 3aJi1sl IUIABHOTO MEpPeXoay A0 JTUHAMIYHOTO CErMEHTY —
caMol I'pu.

Sk came BUTIANAE OOWH €IWHUNA aHIMOBAaHWUW (peiM MOXKHA MOOAYUTH Ha

pUCYHKY 3.7.
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Pucynox 3.7 — JleMoHcTpallisi mojiayi CIOXKETY Y BUTJISIII OJHOTO aHIMAIlIHHOTO

bpeliMy, a TaKOXK BiIOOpakKeHHS CTPLIIKU TOTOBHOCTI MEPEMUKAHHS TTICTIs

3aBaHTAXCHHA OCTAaHHBOI'O

Taky KOIOBY CTPyKTypy peai3alli MPOKPYTKH aHIMOBAHHMX KaJpiB, SIK y
JictuHry 3.6, MOTpiOHO peanizyBaTd JUIIEe pa3, 1 MOTIM MOXKHa Oyjae J0jaBatu
NpaBUIBHO Ha3BaHI 300pakeHHs Oe3 KiHUA. | BoHM OyAyTh B1IOOpakaTUCh SIK

NOTPIOHO HABITH SAKILO OYAYTh MEPUIMMU Y CIIUCKY MPOKPYTKHU.

Jlictunr 3.6 — KomoBa ¢yHKITIS TPOKPYTKH aHIMOBAHUX Ka/IpiB

List<Sprite> LoadAnimationFrames(int page, int frame)
{
List<Sprite> frames = new List<Sprite>();
for (int 1 = 1; i <= 20; i {
string path = $"{folderPath}/{scenePrefix}_{page}_fr{frame}-

{1i}";
Sprite spr = Resources.Load<Sprite>(path);
if (spr == null) break;
frames.Add(spr);
}
return frames;
}

KiHellb JIICTUHTY 3.6

dinanpHa YacTUHA i€ CIIEHW OIMHCAaHAa y Ti YacTHHI CKpPUNTY, 10 Oyjae

aBTOMATUYHO TIePEHAIPABJISITH TPABIIS A0 MOTPIOHOT CIIEHHU.
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Panime 6yno 3ragaHo mpo aganToOBaHICTh CLIEHU JI0 CIOKETHOTO PO3IIMPEHHS,
1 11e mpaBaa. PiHambHa YaCTUHA CKPUNTY peati3ye caMme o GyHKITIFO.

Po3poOHuk BacHOpyd 3aaae y [HcnekTopi mporo ckpunty y Unity cropinky, a
TaKOXX Ha3BY CIICHW JUIsI TIEPEXOJy, 1 MA€ThCs HA yBa3i, IO SIK TUIBKW TIEperisaad
Ipoiae SIKyCh CIOKETHY TOUYKY, TO 3pa3y MOTPAMUTh JO TeHMIUICHHOTO CErMEHTY

npoekTy (puc. 3.8).

Story Transitions

Transitions

Element O

Pucynok 3.8 — Po6ota ckpunty, nonana y Iacriexkropi Unity, B sikiii peasizoBaHo
CUCTEMY IIepexo/ly Ha NeBHY cluieHy (Scene To Load) micist KOHKpeTHOT CTOPiHKH

(After Page)

Ile mo3BOJIsIE TPOJIOBXKYBATH CIHMCOK 1 3aJaBaTH HE JIMITOBaHY KIUIbKICTh
CIO)KETHUX CEIMEHTIB, SIKIIO II€ MOTPIOHO, MICIs CIIEH redMIuIeto, ad0 mepe HUMHU, 1
He AyOI0BaTH CIICHH, a 3aBXKIU MIPAIFOBATHA HA OJTHIM.

[Ticns — moxkHa OyJe BKa3aTH HACTYIHY CTOPIHKY Ha crieHi LoreMetaScene,
11100 TIPOJIOBKUTH MEPETJISI/T CIOXKETY y BUTTISIII KOMIKCY, TP OaKaHHI.

Bbynp-sika HOBa clueHa 4M ii 4YacTUHA MOXYTh OYTH JIETKO IHTErpOBaHi B
ICHYIOUy CTPYKTYpy 0e3 moTpeOu B OKpeMHX OOpOOHMKax, a JIOTiKa MEepexXomdiB
3JTUIITUTHLCS TTPO30POI0 M KEPOBAHOIO 3 €MHOTO IICHTPY YIIPaBJIiHHS.

OOrpyHTOBaHa peaiizailis 3a1a4i ysiinuia y ckian Gysakuii PlayPanels(), o i
BioOpaxkae ¢peiimu, amke B HIM Oyno JOCUTh KOMGBOPTHO 3aJaTH TEPEBIPKY

30iraHHs 3MiHHUX (JTiCT. 3.7).



34

Jlictunr 3.7 — KomoBa peanizaiiist CIIMCKY Ta MEPEXOAY Ha CLIEHY MiCIis CTOPIHKU

[System.Serializable]
public class LoreSceneTransition
{

public int afterPage;

public string sceneToload;

}

IEnumerator PlayPanels()

{
while (true)

{
string framePath =
$"{scenePrefix}_{currentPage} fr{currentFrame}";
Sprite mainSprite =
Resources.Load<Sprite>($"{folderPath}/{framePath}");

if (mainSprite == null)

{
StartCoroutine(FadeArrowPrompt(true));
waitingForInput = true;

yield return new WaitUntil(() =>
Input.GetKeyDown(KeyCode.Return) ||
Input.GetKeyDown(KeyCode.Space) ||
Input.GetMouseButtonDown(0));

StartCoroutine(FadeArrowPrompt(false));
waitingForInput = false;

ClearAllPanels();

int previousPage = currentPage;
currentPage++;
currentFrame = 1;
PlayerPrefs.SetInt("LoreScene_CurrentPage", currentPage);
foreach (var transition in transitions) {
if (previousPage == transition.afterPage)
{
PlayerPrefs.Save();
SceneManager.LoadScene(transition.sceneTolLoad);
yield break;
}}

continue;

}r}

KiHelb JiCTUHTY 3.7
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[Toxu mo moTtpibeH numie mepexin Ha cieHy StartDungeonScene, ge 1 Oyne
MIPOXOJAUTH OCHOBHUM TE€UMILIEH.

[Tepmre, mo moGauuTh Ha HIM rpaBeub — 1e iHTepdeiic (puc. 3.9), mo
CKIIQTIAEThCS 3 JaT4MKa 3JI0pPOB’sl 00’€KTa (CMAMJIMK, IO MOBUIBHO 3allOBHIOETHCS
TEMHUM KOJIbOPOM, SIKIIO Yy TpaBlsd MOTpaIuvisie CHapsija), JaT4uKa JOCBILY IS
po30JI0OKyBaHHST HaBMYKHK (Oi7a 3MiiiKa, IO TaKOX 3allOBHIOETHCS TEMHUM, SKIIO
KOMIIaHBIOH TpaBlig 30Mpae TEMHUN BOTHUK — €JIEMEHT JOCBIAy — 3 MiAJIOTH), Ta
JaTYMKa LUKITY HABUYOK (TUIKA 3 TpbOMa KPY)KKaMH, IO 3allOBHIOIOTHCA MO Mipi
BUKOHAHHSI TPhOX HABHYOK JUIsI TOTO, MO0 TpaBelb BIACITIAKOBYBaB dac ix

BHKOHAHH Ta HC IIPOITYCTHUB MOMCHT, KOJIM 3MOKE 3HOBY BHUKIINKATH I_II/IKJ'I).

&
1
l
!
I
I
!

Pucynox 3.9 — Burusin irpoBoro iHTepgeicy (1aTdyuk 340pOoB’sl, TOCBIy rpaBLs, a
TaKOX MOPSIIKY BUKOHAHHS LIMKJTYy HABUYOK), CTAPTOBOI KIMHATH, B SIKI HEMaAe

BOPOTIB, Ta TPaBIIs

Ha nmatuuky 1mukily HaBHYOK € MaJIeHbKHUN €JIEeMEHT MiJKa3ku — OykBa «Ey,
caMe sika Hac 1 BIJIIpaBJIsi€ Ha eKpaH HAaBUUOK, 110 300pakeHul Ha pucyHky 3.10.

Taka migka3ka BUKOHYE POJIb IHTEPAKTUBHOTO 1HAMKATOpa Uil KOpHUCTyBaua,
CIIPONIYIOYM HaBITaIil0 Mo iHTepdeiicy rpu Ta poOiasud KepyBaHHS OUIBII

IHTYITHUBHUM.



36

Pucynox 3.10 — Burmnsig ekpany HaBHYOK, 110 BIAOOPaXKAE€THCS Pa30M 3 IJTABHUM

Gdei1iHroM — caMe TyT MOKHa BKa3aTH IIUKJI HABUYOK 3 TJOCTYMTHUX

3a caM LUK 1 HOro BUKOHAHHS BIJINOBIAA€ OJUH CKPUNOT, pa3oM 3 ix
PpO30JI0OKYBaHHM, a 3a X poOOoTYy 30BCiM iHIMHA. TyT QyHKIIIT BUKIHKAIOTHCS OJTHA 32
OJIHUM, a caMme fKi 11 OylyTb HABUUKH — BUPILIY€E JIMIIE IpaBellb, [0 CTABUTH iX B
NEBHOMY TOpSAAKY y cioth. Tak, Ha pucyHky 3.11, BuaHO, mo koMmOiHyBaTH ix

MOXHa MO-PI3HOMY.

PR — 3

Pucynok 3.11 — Burnsan ekpany HaBUYOK, KOJIM [I€BHA iX KUIbKICTh pO30JIOKOBaHa, Ta

y BUIIQJIKOBOMY MOPSJKY BCTABJIEHA Y AKTUBHI CIIOTH
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Bonu — ne draggable-o06’extu, 1m0 o3Hauae, 1mo iX MOKHA MEPEMIIyBaTH 10
cioTiB BracHopy4. Koy BOHM akTUBHI (3HAXOIATHCS y CIOTax), iX MOXKHA JIMIIE
ckuHyTH 1uaxoM Hatuckanus [TKM. Ilicas yoro 3sminuTH oOpaHi.

Came ckpunt 3 gomatky b BigmoBizae 3a TOPSAIOK BUKIWKAHHS HABUYOK,

Onuc poOOTH caMUX HABUUYOK IPECTaBICHUN y CKPUIITI 3 A0JaTKy B.

J10 KOro * MPUKPITUTIOIOTHCS 11l HaBUUKU? Tak, BOHM HE BCl 3aCTOCOBYIOTHCS
3a MEpPCOHaXKa, OCKUIBKM Y HBOTO € KOMIaHbHOH — BOTHHUK Apekc, mo i Oyne
aTaKyBaTH BOPOTIB Ta 30MpaTu AOCBIJ y BUIJISII TEMHUX BOTHUKIB. [l mpukiany,
Ha PUCYHKY 3.12 MOkHa MOOAYUTH IIOTO KOMITAaHbOHA, IO 3’ SIBISIETHCS 3 TPABLS Ta
JETUTh 3a KypcopoM wmuili, skiio JIKM HaTUCHYTHiA. Y 1HAKIIOMY BHUIAJIKy — BiH

JICTUTDH Ha3aJ 10 I'paBlA Ta SHUKAE€ B HBOMY.

Pucynoxk 3.12 — Burnsa kommnanbiioda (0111l BOTHHK), SIKMI CITITY€ 3a TpaBIIEM,
BOpOTra 3 aHIMalli€l0 aTaky, 1110 3aIyCTUB TEMHUHN CHAPS, a TAKOX JOCBiNY (YOpHUMN

BOTHHK), SIKUW MOKe IMi110paTé KOMIAaHBHOH APEKC
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[Tokxn HaBUYKKM HE BCTAHOBJICHI Yy CIIOTaX, KOMIAHBHOH MPOCTO CIIiAyE 3a
KypcopoM, IpOTe camMe€ HaBHYKH BJIOCKOHATIOIOTH HOTO poboTy. Temep e He jauiie
KOMITaHBUOH IS aTaKu OOJIM3y HHOTO, ajie ¥ JJid 3aXUCTy BiJ cHapsiaiB (puc. 3.13).

Ha 300paskeHOMYy pHUCYHKY BUIHO, SIK aKTHBYBAJIOCh JIBI HABUYKUA — CIIOYATKY
IIUT, a TOTIM BOTOHb, @ TAKOX T€, SIK BUTJIAIA€ 3aTIOBHEHHSI TUIKU IMKJTY HABUYOK.

TO6TO, BOHA 'OBOPUTH HaM sIKa CaMC HaBHMYKa aKTHBHA Yy JJAaHU MOMEHT.

Pucynok 3.13 — Burnsg HaBUYKY y niepIIoMy CJIOTI Ta TO1, 110 3apa3 y Ipyromy, a

TaKOX aHIMallii 3ropaHHs BOpora

Unity yHiKabHHI TaKOXK Yy TOMY, SIK TYT MOXXHA BHKIIUKATH SIKUICh 00 €KT 3a
nonomoroto JIKM. Hanpuknan, y anroputmiunomy pyurii Construct 2 e pooutsces y
JeKiabKa pyxiB [2].

[Ipore Tam He MOXHA HACTUIbKM JETAJIbHO BKa3yBaTH YMOBH BHKIIHKY, SIK
3HAIOYM MOBY mporpamyBanus C# [1].

VY nictunry 3.8 HariasAHO MpeACTaBICHU MPoLeC BUKIMKY KOMIIaHbOHa, 110
HE Jy)K€ KOPOTKHUH, MpOTe MPOCTU 1O CTPYKTypi Koxy. Lle 6azoBa rpa 31 3MiHHOIO

aKTUBHOCTI 00’ exTy y Unity.
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Jlictunr 3.8 — KomoBa peanizaiiist BUIIyCKYy KOMITaHbiOHA ApeKkca y CBIT

void Update()

{
if (Input.GetMouseButtonDown(9))
{
if (currentCompanion != null && !currentCompanion.activeSelf)
{

currentCompanion.transform.position = transform.position;
currentCompanion.SetActive(true);

currentCompanion.GetComponent<ArexsBehaviour>().SetPlayer(transform);

}
if (tempTarget == null)
{
tempTarget = new GameObject("TempTarget");
}

}
if (Input.GetMouseButton(@) && currentCompanion != null &&

currentCompanion.activeSelf)
{
Vector3 mouseWorldPos =
Camera.main.ScreenToWorldPoint(Input.mousePosition);
mouseWorldPos.z = 0of;

tempTarget.transform.position = mouseWorldPos;
currentCompanion.GetComponent<ArexsBehaviour>().SetTarget(tempTarget.tra
nsform);

}
if (Input.GetMouseButtonUp(0))
{
if (tempTarget != null)
{
Destroy(tempTarget);
tempTarget = null;
}

currentCompanion.GetComponent<ArexsBehaviour>().SetTarget(transform,
true);
}
}

KiHEI[b JIICTHHTY 3.8

Y cTpykTypi BHJIHO, 0 (YHKIIIO BUKIMKY KOMIIAHBMOHA PO3MIILIEHO [0

Update(). Takum 4HOM BOHA 3aBKI1 TOTOBA 10 HOTO BUKIIHKY.
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Takox po3MISTHEMO K MPOXOAUTH MEPEXi BiA PiBHS 3 MOJEM 30py 3BEpPXy Ta
piBHEM 3 TIOJIEM 30Dy 300Ky .

Jlana ¢yHKINS € JOJATKOBOKO Yy IPOEKTI 1 MpeacTaBiieHa I TOTO, I00
POJAEMOHCTPYBAaTH CYMIXKHICTh 000X OB 30py y 2D.

daKkTUYHO HA KOJAOBOMY PIBHI IMOJIE 30py 300Ky BIIPI3HAETHCS BIJI MOJS 30py
3BepXy THM, [0 Yy IMEpIIOMYy MPUCYTHIM TaK 3BaHUW €JIEMEHT TpaBiTalli, II0
npUTATYE 00’ €KTH IO 3€MJTi, @ TAKOXK Yepe3 1€ TPaBelb 0OMEXKY€EThCS Y TIepEMITICHH]
3a JIOTIOMOTOI0 KJIaBlaTypH JIMILE IO TPhOM, a 1HOJI 1 MO JABOM (SKIIO CTPUOOK
HEJIOCTYITHUI) TIOJISIM BHMIDY.

Te, sk BUTIISIa€ MOAATKOBUN PIBEHBb 3 IHIIMM TIOJIEM 30Dy, MEpea THUM, SK
MOTpPanuTh abo y MiJ3eMEIUIs 30BCIM 1HIIOTO TUIY, ad0 Y TOJIOBHE MEHIO B 3HAK

BUXOJly 3 HbOT'O, PEICTABIICHO HA PUCYHKY 3.14.

Pucynok 3.14 — Burisin 104aTKOBOTO PiBHIO 3 TPhOMa BOPOTaMH, PO3MIIIICHUMU T10

1HIIIH OCl, Ta BUIJISI TPABLS 3 O0OKOBOI MEPCIIEKTUBU

[lepen Tum, K HaAc nepemilrye naii — abo y HACTyMHE Mia3eMelisi, abo y
MEHIO, IPOXOAUTH I SITh CEKYH/I, 3a sIKI MU MAa€EMO MO>KJIMBICTh 3HUIIUTH JOJATKOBUX
BoporiB 1o oci Y. CaMe TakuM YMHOM HAIll MPOEKT 3aIUKIIOETHCS 1 OTPUMYE

NEPCICKTUBY JJIA IOAAJIbIIOrO PO3IMWPCHHS ITPU MO>KJIMBOCTI.
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3.2 TectyBaHHA Ta HAJIaroJ:KeHHs iHpopMaliliHO-KOMII’ IOTEPHOI CCTeMH

PiBenp 3 migzeMesuisiM 3 BUIOM 3BEpXy AYXKE CHIBHO Ypi3HOMaHITHEHUH IO

KUTBKOCTI CKPHMTIB, Kl

noTpeOyIoTh 1HOAI JIETAJIBHOTO HaJaroHKeHHS. Y

tabmuill 3.1 npecTaBiIeHo CKPUIITH 111€1 CIICHHU Ta Te, 3a 10 BIJMOBIIa€ KOKHUI.

Tabmuis 3.1 — CkpunTH Ta iX NPpU3HAYCHHS HA I[bOMY MPOIEAYPHOMY PiBHI

Ha3zpa cxkpunry

DyHKIIIS, IKY BIH BUKOHYE

ArexsBehaviour.cs

Biamosinae 3a moBeiHKy KOMIaHbiioHa ApeKca

ArexsSummon.cs

Biamosinae 3a mosiBy KOMITaHbHOHA

CameraFollow.cs

[TnaBHe ciigyBanHs KaMepH 3a mpedabom rpasiis

CursorManager.cs

KactomizoBanuit Kypcop Ta 1oB’si3aHi 3 HUM €JIEMEHTH

DarkBallController.cs

CKpHHT-KOHTpOJICp CHapsay, 110 JCTUTH B I'PaBIIsA

DarkerAl.cs

CKpUNT-KOHTPOJIEP THTEJIEKTY BOPOTIB

DarkerAnimationEvents.cs

Biamosigae 3a iBeHTH, IpHB’s13aH1 O aHIMAIlll BOPOI'iB
bl

DarkExpController.cs

[losiBa TeMHMX BOTHUKIB — JOCBIAY MJIS HaBUYOK
rpaBIs

DLHitHandler.cs

EnemMeHT 3unTyBaHHA KOJI31i CHApsiAy 3 TpaBIEM IS
3apaxyBaHHs NoNaJaHHs

DungeonGenerator.cs

BignoBimae 3a mpolenypHy TeHepaliio Iija3eMernis,
BOPOTIB, I'PaBIIs, a TAKOXK KIMHATH BUXOJTY

ExitRoomTrigger.cs

CkpunTt-Tpurrep Koiisii 00’ €KTy BUX0Jy 3 TPaBIeM

LightBallProjectile.cs

Bianoginae 3a moBeAiHKY O17IUX CHapsAiB HABUYKU

PlayerController.cs

KonTtponep rpasiis, 1110 TaKOK BCTAHOBJIIOE KOJII311

SkillController.cs

[lepconanizaliis caMrX HaBUYOK

SkillTreeUi.cs

CKpUIT NOPSIAKY CIpalfOBaHHS HABUYOK

UISceneController.cs

CKpunrT, 1110 BIATIOBITAE 32 €IEMEHTH 1HTepheicy

O06’exTOM TECTyBaHHS ciiJ BcTaHOBUTH DungeonGenerator.cs, OCKUIbKH JTyKe

BAXKJIMBO SIK CaM€ T€HEPYIOThCS KIMHATU 1 YA HEMA€E MOMIJIOK Y JIOTIIl — YA KIMHATH

TeHEPYIOThCS IMCHO BUMAJAKOBO, YW TMPHUB S3YIOTHCS 1O KIMHAT KJIFOYl BUXOIIB-

BXO/I1B, UM TMOEHAHI 111 BUXOAU-BXOJIU MK COO0I0, UM T€HEPYETHCS TOJATKOBUH 11ap

MYCTUX CTiH, 100 OOMEXUTH TOJIE TPaBIs, TOILIO.

Tak MoXHa BUIITUTH OCHOBHUW THIN TiJA3EMEIUIs, SIKAA TEHEPYEThCS 3a

JOTIOMOTOI0  CKPUNTY, Ha pUCYyHKY 3.15. BiH cTpykTypoBaHWil BIpHO, KIJIBKICTb

KIMHAT 3aBXKI1 pPiBHA.
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Pucynok 3.15 — Burisig oCHOBHOTO THITY HPOIIEIYPHO 3reHEPOBAHOIO PIBHIO

[HOM1 3ycTpiyaeThCs B A€UOMY 1HIIUM TUI FeHeparii. SKIIo *K0JIeH 3 BXO/IIB HE

Hie 1o KiIMHaTH, BOHa ycTa. Lle ay10Bo BUIHO Ha pucyHKY 3.16.

Pucynok 3.16 — Burnsan apyroro Tuiy nporeaypHO 3reHepOBaHOIO PIBHIO, MEHILIOTO

32 OCHOBHHUH, a TaKOX 3 BIJCYTHBOIO KIMHATOIO
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Takuit QyHKUIOHAN 3a37aN€rigb MPOJYMaHUNA CKPHUIITOM, TOMY BCE MpAIlO€
JIOTIYHO 1 TaK, SIK TOTPiOHO.

[IpoTe, iHOAI MycTHX KIMHAT TpoxH OuibIie (puc. 3.17).

Pucynox 3.17 — Burnsig Apyroro Tuiy nporeaypHoO 3reHepOBaHOTO PiBHIO, MEHIIIOTO

32 OCHOBHUH, a TAKOX 3 BIJICYyTHHOIO KIMHATOIO

Taka poboTa ckpumra TakoX NpOayMaHa, OCKIIbKA MpoOJieM B JIOTIII HE
3HaiieHo. Ha pucyHKy Tako BUIHO, 10 TPaBELb 3aBXK/IU 3 SIBISETHCS Y KIMHATaX 3
OJIHAM BHXOJIOM.

OTxe, MPOTECTOBAHUI CKPUNT MpALIOE SIK MOTPIOHO, 1 HABITH EJIEMEHT

paHoMI3allli He MOBIUIMBAB HA MOSBY MPOOJIEM B HOTo poOoTi.

3.3 Po3po0ka iHCTANSAIIHOr0 MaKeTa

[HCcTansAuiiHUIl MakeT y BHUMAJAKYy Hamoi poOOTH mepeadayae eaUHUNA .exe-
daiin, skl TiABaHTaXye CTPYKTypy (aitniB ekcroproBaHoro 3 Unity 6 Ouiny
Haroro npoekty. Ctpykrypa daiiiB 6inmy 300pakeHa Ha pucyHky 3.18.

Lle cmporrye gocTyn A0 MPOAYKTY Ta MOKpAIlye 3arajbHUN KOPHCTYBAIlbKHIA

JTOCBII.
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D3D12

DayLighter's Chamber_Data

MonoBleedingEdge
DayLighter's Chamber.exe
G UnityCrashHandler64.exe
%] UnityPlayer.dll

Pucynok 3.18 — Ctpyktypa daiinis 6iinmy nmpoekty «DayLighter’s Chambery

Bin 3aBaHTa)yeThCs 1 Mpaltoe KOPEKTHO, IpoTe 1e 1ie He Bce. 1100 cTBoputu
camMe IHCTAJIATOP JAHOTO MPOEKT, MOTPIOHO BUKOPUCTATH MOYIPHIO MpOrpamy —
Hanpukian, Inno Setup [14].

Ile xomminsTop, MO Oa3yeThbcss Ha MOBI mporpamyBanHs Pascal (Delphi). B
HbOMY T€HEPYEThCSA CIELIAIbHUIA CKPUIIT, IO KOMIUIIOE Hami (aiau y eauHui
iHcTansmiitHKi maker. Cam ckpunt — DayLighter_Compiller.iss. Horo 306paskeno
pa3oM 3 1HCTAIATOPOM MOPYY 3 TAIKOI, B SIKIM 3HAXOIUTHCS OUI MPOEKTYy, Ha
pucysky 3.19.

Koxna criena Ouibllie HE € 3aMKHEHWM KOHTEMHEpPOM, a pajllie BY3JIOM Yy

THYYKIl OMOBIJIaJbHIN CITII, A€ MOXJIUBI SIK JIIHIMHI TIEPEXOIH, TaK 1 PO3TaIyKEHHS.

€y 8

||
Daylighter's Daylighter DaylightersCha
Chamber 1.0 Compiller.iss mber_Installer.ex

Build e

Pucynok 3.19 — INanka 6inay npoekty «DayLighter’s Chambery, ckpunt mst

CTBOPEHHSI MOTO IHCTAJISITOPY Ta CaM 1HCTAJIATOP
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B ckpunty MoXkHa BKa3aTh Ha3By IMPOEKTY, MOTO BEPCilo, aBTOpa, MOCHIAHHS
Ha (aiim, Ha 1KOHKY (IO 3aMOBUYBaHHIO OepeThCs Ta, LIO CTOITh Ha .exe OuIay

MPOEKTY, POTE MOKHA 3a7aTH i kKacTomizoBany (puc. 3.20).

2 DayLighter Compiller.iss - Inno Setup Compiler 6.4.3 [Compiling] — O X
File Edit View Build Run Tools Help

©@-hSGH &> Bk @
VS Code-style editor shorteuts added! Use the Editor Keys option in Options dialog. O x

— [Setup] ’
AppName=DayLighter's Chamber
AppVersion=1.0@
DefaultDirName={pf}\DayLighter's Chamber
DefaultGroupName=DayLighter's Chamber
OutputDir=.
OutputBaseFilename=DayLightersChamber_Installer
Compression=1zma
SolidCompression=yes

< >

Compressing: C\Users\User\Desktop\GameFiles\DayLighter's Chamber 1.0 Build\DayLighter's Chamber_Data\level0 ’
Compressing: C:\Users\User\Desktop\GameFiles\DayLighter's Chamber 1.0 Build\DayLighter's Chamber_Data\level1

Compressing: C:\Users\User\Desktop\GameFiles\DayLighter's Chamber 1.0 Build\DayLighter's Chamber_Data\level2

Compressing: C\Users\User\Desktop\GameFiles\DayLighter's Chamber 1.0 Build\DayLighter's Chamber_Data\resources.assets

Compressing: C:\Users\User\Desktop\GameFiles\DayLighter's Chamber 1.0 Build\DayLighter's Chamber_Data\resources.assets.resS

Compressing: C\Users\User\Desktop\GameFiles\DayLighter's Chamber 1.0 Build\DayLighter's Chamber_Data\RuntimelnitializeOnLoads json

Compressing: C\Users\User\Desktop\GameFiles\DayLighter's Chamber 1.0 Build\DayLighter's Chamber_Data\ScriptingAssemblies json

Compressing: C\Users\User\Desktop\GameFiles\DayLighter's Chamber 1.0 Build\DayLighter's Chamber_Data\sharedassets0.assets

Compressing: C:\Users\User\Desktop\GameFiles\DayLighter's Chamber 1.0 Build\DayLighter's Chamber_Data\sharedassets0.assets.resS

Compressing: C\Users\User\Desktop\GameFiles\DayLighter's Chamber 1.0 Build\DayLighter's Chamber_Data\sharedassets0.resource J

Compiler Output Debug Output Debug Call Stack  Find Results
1: 1 Read only & [ Estimated time remaining: 00:00:24  Average KB/sec: 4 945

Pucynox 3.20 — [Iporiec KoMOuIAIT CKPUTITY

VY pesynbrari poOOTH Ma€EMO I1HCTANSATOP, TPEICTABICHUNA BHINE, 1 TICISA
3alyCKy HaIOro IHCTAJISITOpa OTPUMYEMO TOTOBUU .eXe Ha poOouoMy CTOMi, 3
MOCUJIAaHHSM Ha .eXe 0TIy, Kyau OyJI0 BCTAHOBIICHO CaM MPOEKT MPH 1HCTATIATOPI.

Te, sx Burnsgae cam .exe-gaitn, MoxHa nodauntu Ha pucyHky 3.21. Crin

3a3HAYMTHU, 1O JJI MPOEKTY TaKOXK Oyjia CTBOpEHA KaCTOMI30BaHa 1KOHKA.

Pucynok 3.21 — I'oToBuii .eXe-(daiia BcTaHoBaeHOTO mpoekty «DayLighter’s

Chamber» 3a gqomomoror cTBopeHOro iHCTaIATOpa
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[IpuOnu3nuii koA [Js CKpPUNTAa HE BAXKKHUM, BCSI JOKyMEHTAlllsl € Ha
oimiitHoMy caifti INnNO Setup 1 Bke 3a I’SITh XBUJIUH MOKHA HAMHUCATH KOJI, IIO

MpeCTaBICHUN Yy JicTUHTY 3.9.

Jlictunr 3.9 — CtpykTypa (daility CKpunTy

[Setup]

AppName=DayLighter's Chamber

AppVersion=1.0

DefaultDirName={pf}\DayLighter's Chamber
DefaultGroupName=DayLighter's Chamber
OutputDir=.
OutputBaseFilename=DaylLightersChamber_Installer
Compression=1zma

SolidCompression=yes

[Files]

Source: "DayLighter's Chamber 1.0 Build\DaylLighter's Chamber.exe";
DestDir: "{app}"; Flags: ignoreversion

Source: "DaylLighter's Chamber 1.0 Build\UnityPlayer.dll"; DestDir:
"{app}"; Flags: ignoreversion

Source: "DaylLighter's Chamber 1.0 Build\UnityCrashHandler64.exe";
DestDir: "{app}"; Flags: ignoreversion

Source: "DayLighter's Chamber 1.0 Build\DaylLighter's Chamber_Data\*";
DestDir: "{app}\DayLighter's Chamber_Data"; Flags: recursesubdirs
ignoreversion

Source: "DayLighter's Chamber 1.0 Build\MonoBleedingEdge\*"; DestDir:
"{app}\MonoBleedingEdge"; Flags: recursesubdirs ignoreversion

Source: "DaylLighter's Chamber 1.0 Build\D3D12\*"; DestDir: "{app}\D3D12";
Flags: recursesubdirs ignoreversion

[Icons]

Name: "{group}\DayLighter's Chamber"; Filename: "{app}\DayLighter's
Chamber.exe"

Name: "{commondesktop}\DayLighter's Chamber"; Filename:
"{app}\DayLighter's Chamber.exe"; Tasks: desktopicon

[Tasks]
Name: "desktopicon"; Description: "CtBopuTu Apnuk Ha pobovomy ctoni";
GroupDescription: "[JopaaTkoBi 3agayvi:" }

KiHelb JicTUHry 3.9

[Tomana peanizariisi bOTO KOy MPHUIIBUAIIYE MPOIEC KOMITUIALIT 1HCTAISTOPA,

3MIHIOIOUY JIUIIE KUJIbKA KJIIFOYOBUX MapaMeTpiB y 1M1a0JIOHI.
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3.4 Po3poOka nokymeHTamii 1Jis1 MPOrPaMHOI0 MPOAYKTY

JloxymeHrariiss 1o npoekty «Daylighter’s Chamber» oxormioe MOBHUN ITHKJI
B3a€MOJII KOpPHCTyBaya 3 MPOTPAMHUM NPOAYKTOM: BiJ] WOTO BCTAHOBJCHHS 0O
KOpUCTYBaHHS Ta BuaaieHHs. Oco0auBa yBara OyJia npujijeHa caMme 1HCTaIAI, sSKa
peaizoBaHa 3a JOTIOMOTOI0 IHCTAJSIIHHOTO MaKeTa, po3podieHoro y Inno Setup —
IHCTPYMEHT1, IO JO03BOJSIE CTBOPUTH €IUHUIN .exe-(ailn iHCTamsTopa Ha 0asi
ckpunTiB MoBoio Pascal [12].

Ile ocHOBHHMII €l€MEHT, SIKOMY BapTO MPHUILIUTH YBary y JOKyMEHTalii A0
BCTAHOBJICHHS ITPOTPAMHOTO MPOAYKTY.

Jlo cknagy iHCTansITOpa BXOAATH YC1 HEOOX1AHI €I€MEHTH po3po0KH, 310paHi 3
oinmy, excnmoproBaHoro 3 Unity 6. VYci daiinu 30epiratoTbesi y BH3HAuYCHIM
JUPEKTOpii, 1O $KOI NocuiaeTbes KommuiATop Inno Setup uepe3 BiacHopyd
Hanucanuid ckpunt DayLighter Compiller.iss.

[Ticns xoMmunsii cKpunty (GOPMYEThCS I1HCTANATOP, SKUM aBTOMATHYHO
KOITIIO€E BCl HEOOXiH1 (paitniu rpu y BUOpaHy JUPEKTOpito (1€ Horo Mmpu3HAYEHHs),
CTBOPIOE SIPJIMK HAa poOodomy ctoii Ta B MeHIO «Ilyck», a Takox J03BOJISIE 3PYIHO
BUNATUTH Tpy uepe3 «IIporpamu ta komrnoneHTH» Windows.

Came BiH pO3MOBCIOIKYETHCS Ha BIAMOBIAHMX [HTepHeT-mnatdopmax, Ta y
MOJIaJIbIIIOMY TTOTpEOye BCTAHOBIIEHHS HAa BIACHOMY MEPCOHAIIBHOMY KOMII FOTEPI.

JlokymeHTarlisi KOpUCTyBaua, sika e B KOMIUIEKTI Pa3oM 3 1HCTAJISITOPOM Y
apxiBHOMY Zip-(aiini, nogana y Buriisiai .pdf-gaiiny (puc. 3.22), sikuit MiCTUTb:

— KOPOTKHUH OITHC T'PH;

— 1HCTPYKUIi 3 KepyBaHHS;

—  CHCTEMHI BUMOTH;

— IHCTPYKIIIi 3 BCTAHOBJICHHSI/BUATICHHS;

— 1H(opMalio Npo MIATPUMKY Ta KOHTAKTH;

—  JIeTaji aBTOPCHKOTO MpaBa IPH.



48

€ Daylighters_Chamber_Documentation.pdf
‘8- DaylightersChamber Installer.exe

Pucynok 3.22 — HanoBaeHHs apxiBy npoekty «DayLighter’s Chambery, 1o mictuTh

IHCTAJIATOP aKTyaJbHOI Bepcii OUITY TpH, a TAKOXK JTOKYMEHTAITI0 J10 Hel

Po3pobiena jgokyMeHTarlis 3a0e3mnedye pO3yMIHHS OCHOBHOI  (yHKIIIT
IHCTAJISITOpa — HAAIMHOIO PO3ropTaHHs I'pu 0e€3 MOTpeOH BpPYUHY KOIIIOBATH YU
nepeminryBatu Qaiiiu.

Takum 4YMHOM, KOpUCTYBau poO3yMie Ta OadyuTh, HIO0 BECh MPOIEC €
aBTOMATU30BaHUM Ta 3pYYHUM, 1 3 OUIBIIOIO BIPOTIAHICTIO OyA€ aKTUBHIIIE

CITIAKYBATH 3a PO3BUTKOM IIbOTO MPOEKTY Y MalOyTHHOMY.
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BUCHOBKU

VY xkBamigikartriitHiit po6oTi Oys10 peanizoBaHO MOBHHUM UK CTBOpeHHS 2D-rpu
«DayLighter’s Chamber» y sanpi horror-like 13 Bukopucranusm pyuriss Unity 6, 1o
BKJIIOYAE YHIKaJIbHI MEXaHIKM 3MIHU TMOJS 30py, MOJadi CIOKETy 4depe3 KOMIKCHI
MaHesl Ta MPOoIEAyPHOI reHepallii piBHIB 13 IUKIIYHUM BUKJIUKOM HaBUYOK.

Ha nowaTkoBOMy eTami HpOBEIEHO OTJIsi[ Ta ACTAIbHUM aHalli3 ICHYIOUHX
po3pobok y xanpi 2D-horror Ha mmardopmi Unity, a Takok HasiBHUX HPOTPaMHHUX
pIIIeHb 1 MAXOIB ISl peaizallii irpoBoi Joriku MoBoro C#, 1110 J1ajio 3Mory o0paTu
ONTUMAJIbHI IHCTPYMEHTH JJIs1 PO3POOKHU.

byna cnipoexkroBaHa MallOyTHS CTPYKTypa I'py Y BUIJISIL JETATbHUX CXEM, K1
BIJIOOpa)Kal0Th B3a€EMO3B’SI3KM MK OCHOBHHMH CIICHAMH, CHCTEMaMHU IFPOBOTO
Iporecy Ta eJeMeHTaMH 1HTepdeicy, M0 CIYryIOTh OCHOBOIO JIs IOJAIbIION
PO3pOOKHU Ta TECTYBaHHS.

Po3po6ieHo apXiTeKTypy I'pH, 1110 BKIIOYAE MEXaHI3MHU MPOIEAYPHOI reHepaliii
PIBHIB, CHCTEMY LHMKIYy HABHYOK, a TaKOX JIOTIKY B3a€MOJIi MIX MEPCOHAXKEM,
KOMIaHBHOHOM 1 BOPOTaMH, 1110 peaji3y€e TMHAMIYHY IrpOBY MOBEIHKY.

Oco06nuBy yBary nNpujaiIeHO peasizaliii MeXaHIKu 3MIHU MEPCTIEKTUBU — IO
30py TpaBIlsl, SKE TUHAMIYHO 3MIHIOETBCS IIiJ] Yac TEpexXoAy MiX pIBHSAMHU (Ha
OJIHOMY PIBHI — TI0JIE 30PYy 3BEPXYy, Ha 1HIIOMY — IOJIe 30py 300KY), IO IIiJICHUITIOE
IrpoBy arMocepy 1 TAKTUYHUI acCleKT reMMILIeIO.

CTBOpeHO MEXaHIKy To/aul CIOKETY y BUIUISIAI KOMIKCHHMX IaHeleH, SKi
3’SBIIAIOTHCS Y BU3HAYEHI MOMEHTH IIPOBOTO Yacy a00 Mpu B3aEMO/IIi 3 KIIFOUOBUMU
o0’ekTaMHu, W0 JIO3BOJISIE PO3KPUBATH CIOKET uepe3 BI3yallbHI 3acobu  0e3
HaB S3JIUBUX TEKCTOBUX BCTABOK.

PeasizoBaHo TOBEIIHKY KEPOBAaHOTO KOMITaHbHOHA Ha 1M’ Apekc, SKui
pearye Ha BOPOTIB 13 BpaxyBaHHSM IX JWCTAHINI Ta JUHAMIYHO MATPUMYE TPaBII,

10 J1071a€ TIMOUHI IrPOBOMY IPOIIECY 1 MOKPAIIy€e TAKTUYHI MOMKITUBOCTI.
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[IpoBeneHO KOMILJIEKCHE TECTYBaHHS T'pH, BHUSBJICHO Ta BHUIPABICHO HU3KY
MIOMUJIOK, TI10 3a0€3meqrio cTabuIbHy poOOTY MPOEKTY, a TAKOXK MOKPAIIUAIIO SKICTh
IrpOBOTO JIOCBIY.

Po3pobneno yHikanbHMI JW3aiilH Ta CTWIICTUKY TpH 3 ypaxyBaHHSIM
OTPUMAHOT0 JIOCBIY TiJ 4Yac HaBYaHHA, 110 JO3BOIMIO chopmyBaTu arMmocdepy,
BIIMOBIAHY >kaHpy horror-like, Ta yHUKHYTH TOpPYIIEHb aBTOPCHKUX IIpaB IpH
BUKOPHUCTAaHHI CTOPOHHIX TEKCTYp 1 CIIPaMTIB.

CtBOpeHO IHCTANSIAHUN TaKeT 3a Jonomoroio Inno Setup Ta miAroToBiIEHO
JeTaNbHy JOKYMEHTAIiI0, IO TOJETIIye PO3MOBCIODKEHHS TPU Ta 3a0e3nedye
KOPUCTYBa4aM MPOCTHH 1 3pyYHUH cOCIO 1HCTAJIALIT Ta 3aIlyCKY MPOEKTY.

Jliia 3a0e3nedeH s NOJaIbIIOro PO3BUTKY MPOEKTY IMpPOBEJAEHA MOJEpHI3aLis
KOy 13 BpaxyBaHHSM MOXIJIMBOCTI MaclITaOyBaHHs, PO3LIMPEHHs (DYHKIIOHATY Ta
3aJly4eHHsI CIIBPO3POOHMKIB, 110 POOUTH TPy MEPCIEKTHUBHOIO JIJIi KOMEPIIHHOTO
a00 OCBITHBOTO 3aCTOCYBaHHSI.

[Tpoextr «DayLighter’s Chamber» ycmimHo mnoeiHye 1HHOBaLIMHI TEXHIYHI
pILIEHHS, OPUTIHATIBHUMN CIOKETHUU MiJXiJ 1 aTMOCPEpHHUM nu3aiiH, J€MOHCTPYIOUH
BUCOKHI pPIBEHb BOJIOJIHHS HaBUYKaMH PO3POOKM I1rop 1 TOTOBHICTH aBTOpa 0

npodeciitHoi MisITBHOCTI y cpepi iIrpoBoi IHIYCTPIi.
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JonaTtok A — JIICTHHI CKPHUNITY 3 KOAOM NMPOLEAYPHOI reHepaii

DungeonGenerator.cs

using UnityEngine;

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

using System.Linq;

public class DungeonGenerator : MonoBehaviour
{

public int width = 5;

public int height = 5;

public static DungeonGenerator Instance;

public float roomSpacing = 10f;

public int minEnemiesPerRoom = 1;

public int maxEnemiesPerRoom = 3;

public bool gmselector = false;

public RoomInstance playerStartRoom;

public RoomInstance exitRoom;

public Tilemap FloorTilemap;

public TileBase FloorTile;

[System.Serializable]
public class RoomPrefab

{

public string id;

public GameObject prefab;

public HashSet<char> exits => new HashSet<char>(id.ToCharArray());
}

public List<RoomPrefab> roomPrefabs;
public GameObject emptyRoom;

public GameObject exitPrefab;

public GameObject darkerPrefab;
private RoomPrefab[,] placedRooms;
void Start()

{
placedRooms = new RoomPrefab[width, height];
GenerateDungeon();
EnsureConnectivity();
InstantiateDungeon();
SpawnOuterEmptyRooms();
SpawnPlayer();
SpawnLevelExit();
SpawnEnemiesInAllRooms();

}

private void Awake()

{
Instance = this;

}

void GenerateDungeon()

{

for (int x = @; x < width; x++)
! for (int y = 0; y < height; y++)
¢ var valid = GetValidRoomsForPosition(x, y);
if (valid.Count == 9)
¢ placedRooms[x, y] = null;



continue;

}
RoomPrefab chosen = valid[Random.Range(@, valid.Count)];
placedRooms[x, y] = chosen;
}
}
}
void EnsureConnectivity()
{
bool[,] visited = new bool[width, height];
Queue<Vector2Int> queue = new Queue<Vector2Int>();
Vector2Int start = new Vector2Int(width / 2, height / 2);
if (placedRooms[start.x, start.y] == null)
{
return;
}
queue.Enqueue(start);
visited[start.x, start.y] = true;
while (queue.Count > @)
{
var pos = queue.Dequeue();
foreach (var dir in placedRooms[pos.x, pos.y].exits)
{
Vector2Int neighbor = GetNeighbor(pos, dir);
if (!IsInside(neighbor)) continue;
if (visited[neighbor.x, neighbor.y]) continue;
if (placedRooms[neighbor.x, neighbor.y] == null) continue;
char opposite = GetOpposite(dir);
if (!placedRooms[neighbor.x, neighbor.y].exits.Contains(opposite))
continue;
visited[neighbor.x, neighbor.y] = true;
queue.Enqueue(neighbor);
}
}
for (int x = @; x < width; x++)
for (int y = 0; y < height; y++)
{
if (!visited[x, y] && placedRooms[x, y] != null)
{
placedRooms[x, y] = null;
}
}
}
void SpawnOuterEmptyRooms ()
{
int outerlLayer = 2;
for (int x = -outerLayer; x < width + outerLayer; x++)
{
for (int y = -outerLayer; y < height + outerLayer; y++)
{

if (x >= 0 & & x < width & y >= 0 && y < height)
continue;
Vector3 spawnPos = new Vector3(x * roomSpacing, y * roomSpacing, of);
if (emptyRoom != null)
{

Instantiate(emptyRoom, spawnPos, Quaternion.identity);



void InstantiateDungeon()

{
FloorTilemap.ClearAllTiles();

for (int x = 0; x < width; x++)
for (int y = 0; y < height; y++)
{
Vector3 spawnPos = new Vector3(x * roomSpacing, y * roomSpacing, of);
if (placedRooms[x, y] != null)
{
Instantiate(placedRooms[x, y].prefab, spawnPos,
Quaternion.identity);
Debug.Log($"Spawned room {placedRooms[x, y].id} at {x},{y}");
placedRoomInstances.Add(new RoomInstance(placedRooms[x, y], new
Vector2Int(x, y)));
GenerateFloorForRoom(x, y, spawnPos);

}

else if (emptyRoom != null)

{
Instantiate(emptyRoom, spawnPos, Quaternion.identity);
Debug.Log($"Spawned empty room at {x},{y}");

}

}
¥
void GenerateFloorForRoom(int roomX, int roomY, Vector3 roomWorldPos)
{
float roomSizeUnits = 10f;
float tileSizeUnits = 10f; // 1024/102.4 = 10
int tilesCountX = Mathf.CeilToInt(roomSizeUnits / tileSizeUnits);
int tilesCountY = Mathf.CeilToInt(roomSizeUnits / tileSizeUnits);
Vector3Int tilemapOrigin = FloorTilemap.WorldToCell(roomWorldPos);
for (int tx = 0; tx < tilesCountX; tx++)
for (int ty = 0; ty < tilesCountY; ty++)
{
Vector3Int tilePos = new Vector3Int(tilemapOrigin.x + tx,
tilemapOrigin.y + ty, 0);

FloorTilemap.SetTile(tilePos, FloorTile);

}
}
List<RoomPrefab> GetValidRoomsForPosition(int x, int y)
{
List<RoomPrefab> validRooms = new List<RoomPrefab>();
foreach (var room in roomPrefabs)
{
if ((y == height - 1 && room.exits.Contains('U")) ||
(y == @ && room.exits.Contains('D"')) ||
(x == @ && room.exits.Contains('L')) ||
(x == width - 1 && room.exits.Contains('R"')))
{
continue;
}
if (IsCompatible(room, x, y))
validRooms.Add(room);
}
return validRooms;
}
bool IsCompatible(RoomPrefab room, int x, int y)
{

if (y < height - 1 && placedRooms[x, y + 1] != null)
{
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var neighbor = placedRooms[x, y + 1];

if (neighbor.exits.Contains('D') != room.exits.Contains('U"')) return false;
}
if (y > 0 & & placedRooms[x, y - 1] != null)
{
var neighbor = placedRooms[x, y - 1];
if (neighbor.exits.Contains('U') != room.exits.Contains('D"')) return false;
}
if (x > @0 & placedRooms[x - 1, y] != null)
{
var neighbor = placedRooms[x - 1, y];
if (neighbor.exits.Contains('R') != room.exits.Contains('L"')) return false;
}
if (x < width - 1 && placedRooms[x + 1, y] != null)
{
var neighbor = placedRooms[x + 1, y];
if (neighbor.exits.Contains('L"') != room.exits.Contains('R"')) return false;
}
return true;
}
void SpawnEnemiesInAllRooms ()
{
foreach (RoomInstance room in placedRoomInstances)
{
if (room == playerStartRoom || room == exitRoom)
continue;

int enemyCount = Random.Range(minEnemiesPerRoom, maxEnemiesPerRoom + 1);
HashSet<Vector2Int> usedSectors = new HashSet<Vector2Int>();
for (int i = @; i < enemyCount; i++)
{
Vector2Int sector;
int attempts = 0;

do

{
sector = GetRandomInnerSector();
attempts++;

}

while (usedSectors.Contains(sector) && attempts < 10);
usedSectors.Add(sector);
Vector3 roomWorldPos = new Vector3(room.gridPosition.x * roomSpacing,
room.gridPosition.y * roomSpacing, of);
float sectorUnitSize = roomSpacing / sectorSize;
Vector3 sectorOffset = new Vector3(
(-roomSpacing / 2f) + sector.x * sectorUnitSize + sectorUnitSize /
2f,
(-roomSpacing / 2f) + sector.y * sectorUnitSize + sectorUnitSize /
2f,
of
)
Vector3 spawnPos = roomWorldPos + sectorOffset;
GameObject enemyInstance = Instantiate(darkerPrefab, spawnPos,
Quaternion.identity);
float randomScale = Random.Range(@.6f, 1f);
enemyInstance.transform.localScale = new Vector3(randomScale,
randomScale, 1f);

}
}
}

void SpawnLevelExit()
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var oneExit = placedRoomInstances.Where(r => r.prefab.exits.Count == 1 && r !=

playerStartRoom).TolList();

var twoExit = placedRoomInstances.Where(r => r.prefab.exits.Count == 2 && r !=

playerStartRoom).ToList();

List<RoomInstance> possibleRooms = oneExit.Count > © ? oneExit : twoExit;
if (possibleRooms.Count == @)

{
}

RoomInstance chosenRoom = possibleRooms[Random.Range(@, possibleRooms.Count)];
Vector3 roomWorldPos = new Vector3(chosenRoom.gridPosition.x * roomSpacing,

return;

chosenRoom.gridPosition.y * roomSpacing, of);

}

Vector2Int sector = new Vector2Int(2, 3);

float sectorUnitSize = roomSpacing / sectorSize;

Vector3 sectorOffset = new Vector3(
(-roomSpacing / 2f) + sector.x * sectorUnitSize + sectorUnitSize / 2f,
(-roomSpacing / 2f) + sector.y * sectorUnitSize + sectorUnitSize / 2f,
of

)s

exitRoom = chosenRoom;

Vector3 spawnPos = roomWorldPos + sectorOffset;

Instantiate(exitPrefab, spawnPos, Quaternion.identity);

void SpawnPlayer()

{

var oneExit = placedRoomInstances.Where(r => r.prefab.exits.Count ==

1).ToList();

var twoExit = placedRoomInstances.Where(r => r.prefab.exits.Count ==

2).ToList();

List<RoomInstance> possibleRooms = oneExit.Count > @ ? oneExit : twoExit;
if (possibleRooms.Count == @)

{
}

RoomInstance chosenRoom = possibleRooms[Random.Range(@, possibleRooms.Count)];
Vector2Int sector = GetRandomInnerSector();
Vector3 roomWorldPos = new Vector3(chosenRoom.gridPosition.x * roomSpacing,

return;

chosenRoom.gridPosition.y * roomSpacing, of);

float sectorUnitSize = roomSpacing / sectorSize;

Vector3 sectorOffset = new Vector3(
(-roomSpacing / 2f) + sector.x * sectorUnitSize + sectorUnitSize / 2f,
(-roomSpacing / 2f) + sector.y * sectorUnitSize + sectorUnitSize / 2f,
of

)s

Vector3 spawnPos = roomWorldPos + sectorOffset;

playerStartRoom = chosenRoom;

GameObject playerInstance = Instantiate(playerPrefab, spawnPos,

Quaternion.identity);

}

Camera.main.GetComponent<CameraFollow>().SetTarget(playerInstance.transform);

Vector2Int GetRandomInnerSector()

{

int min = 1;
int max sectorSize - 2;

int sx
int sy

Random.Range(min, max + 1);
Random.Range(min, max + 1);



return new Vector2Int(sx, sy);

}
Vector2Int GetNeighbor(Vector2Int pos, char dir)
{
switch (dir)
{
case 'U': return new Vector2Int(pos.x, pos.y + 1);
case 'D': return new Vector2Int(pos.x, pos.y - 1);
case 'L': return new Vector2Int(pos.x - 1, pos.y);
case 'R': return new Vector2Int(pos.x + 1, pos.y);
default: return pos;
}
}
char GetOpposite(char dir)
{
switch (dir)
{
case 'U': return 'D';
case 'D': return 'U’';
case 'L': return 'R';
case 'R': return 'L’';
default: return '?';
}
}
bool IsInside(Vector2Int pos)
{
return pos.x >= 0@ && pos.x < width && pos.y >= 0 && pos.y < height;
}

[System.Serializable]
public class RoomInstance
{
public RoomPrefab prefab;
public Vector2Int gridPosition;
public GameObject roomGameObject;
public bool gmselector = false;
public RoomInstance(RoomPrefab prefab, Vector2Int pos)
{
this.prefab = prefab;
this.gridPosition = pos;
}

}
public int sectorSize = 5; // 5x5

public List<RoomInstance> placedRoomInstances = new List<RoomInstance>();
public GameObject playerPrefab;
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Honatok b — JIlicTUHI CKPUNTY 3 KOJOM NOPSAAKY BUKJIHUKAHHA HABUYO0K

SkillTreeUi.cs

using UnityEngine;

using UnityEngine.UI;

using System.Linqg;

using UnityEngine.EventSystems;
using System.Collections;

using System.Collections.Generic;

public class SkillTreeUI : MonoBehaviour
{
public CanvasGroup skillTreeGroup;
public GameObject newSkillPrefab;
public SkillController skillController;
public Transform[] skillPlaceholders; // 6
public Image[] skillSlots; // 3
public Sprite lockedSprite; // skill b
public Sprite[] expProgressSprites;
public Image levelProgressImage;
public Sprite[] skillProgressSprites;
public Image releaseProgressImage;
public int unlockedSkills = @;
public int expPoints = 0;
public Sprite[] skillSprites;
public string[] skillNames = { "skilli", "skill2", "skill3", "skill4", "skill5",
"skille" };
private bool isTreeVisible = false;
private bool isSkillChainRunning = false;
private GameObject[] skillInstances = new GameObject[6];
private GameObject[] equippedSkillObjects = new GameObject[3];
void Start()
{
skillTreeGroup.alpha = 0;
skillTreeGroup.interactable = false;
skillTreeGroup.blocksRaycasts = false;
Time.timeScale = 1;

SpawnAllSkills();
UpdatelLevelProgressVisual();

}
void Update()

if (Input.GetKeyDown(KeyCode.E))

{
ToggleSkillTree();
}
if (Input.GetKeyDown(KeyCode.Alphal))
{
expPoints += 20;
UpdateLevelProgressVisual();
}
if (!isTreeVisible && Input.GetMouseButtonDown(@) && !isSkillChainRunning)
{
StartCoroutine(ExecuteSkillChain());
}

}
void ToggleSkillTree()



{
isTreeVisible = !isTreeVisible;
StopAllCoroutines();
StartCoroutine(FadeSkillTree(isTreeVisible));
if (isTreeVisible)
PauseGameLogic();
else
ResumeGameLogic();
}
void PauseGamelogic()
{

foreach (var pausable in
FindObjectsOfType<MonoBehaviour>().0fType<IPausable>())

{
pausable.Pause();
}
}
void ResumeGamelLogic()
{

foreach (var pausable in
FindObjectsOfType<MonoBehaviour>().0fType<IPausable>())

pausable.Unpause();

}
}
IEnumerator FadeSkillTree(bool fadeln)
{
float duration = 0.15f;
float start = skillTreeGroup.alpha;
float end = fadeln ? 1f : of;
float t = 9;
skillTreeGroup.interactable = fadeln;
skillTreeGroup.blocksRaycasts = fadeln;
while (t < duration)
{
t += Time.unscaledDeltaTime;
skillTreeGroup.alpha = Mathf.Lerp(start, end, t / duration);
yield return null;
}
skillTreeGroup.alpha = end;
}
void SpawnAl1Skills()
{

for (int i = @; i < skillPlaceholders.Length; i++)
{
GameObject newSkill = Instantiate(newSkillPrefab,
skillTreeGroup.transform);
newSkill.GetComponent<RectTransform>().anchoredPosition =
skillPlaceholders[i].GetComponent<RectTransform>().anchoredPosition;
Image img = newSkill.GetComponent<Image>();
img.sprite = lockedSprite;
NewSkillDrag dragScript = newSkill.AddComponent<NewSkillDrag>();
dragScript.Init(this, i);
dragScript.SetDraggable(false);
skillInstances[i] = newSkill;

}
}
public void GainExp()
{

if (unlockedSkills >= skillInstances.Length) return;
expPoints++;
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UpdatelLevelProgressVisual();
if (expPoints >= 21)

{
expPoints = 0;
GameObject skillToUnlock = skillInstances[unlockedSkills];
skillToUnlock.GetComponent<Image>().sprite = skillSprites[unlockedSkills];
Debug.Log($"Exp: {expPoints} / Unlocked: {unlockedSkills}");
skillToUnlock.GetComponent<NewSkillDrag>().SetDraggable(true);
unlockedSkills++;
UpdatelLevelProgressVisual();
}
}
public void UpdatelLevelProgressVisual()
{
int frameIndex = Mathf.Clamp(expPoints / 3, @, expProgressSprites.Length - 1);
if (levelProgressImage != null && expProgressSprites.Length > frameIndex)
{
levelProgressImage.sprite = expProgressSprites[frameIndex];
}
}

public void TryBindSkillToSlot(GameObject skillObject, int skillIndex,
PointerEventData pointerData)

{
int targetSlotIndex = -1;

for (int i = @; i < skillSlots.Length; i++)
{
if
(RectTransformUtility.RectangleContainsScreenPoint(skillSlots[i].rectTransform,
pointerData.position))

{
targetSlotIndex = i;
break;
}
}
if (targetSlotIndex != -1)
{
for (int i = @; i < equippedSkillObjects.Length; i++)
{
if (equippedSkillObjects[i] == skillObject)
{
equippedSkillObjects[i] = null;
break;
}
}
equippedSkillObjects[targetSlotIndex] = skillObject;
skillObject.transform.SetParent(skillSlots[targetSlotIndex].transform);
skillObject.GetComponent<RectTransform>().anchoredPosition = Vector2.zero;
}
else
{

skillObject.GetComponent<RectTransform>().anchoredPosition =
skillPlaceholders[skillIndex].GetComponent<RectTransform>().anchoredPosition;
skillObject.transform.SetParent(skillTreeGroup.transform);

}
}
public void UnbindSkill(GameObject skill)
{

for (int i = @; i < equippedSkillObjects.Length; i++)
{

if (equippedSkillObjects[i] == skill)

{
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equippedSkillObjects[i] = null;
Debug.Log($"Skill unbound from slot {i}");

break;
}
}
for (int i = @; i < equippedSkillObjects.Length; i++)
{

Debug.Log($"Slot {i} skill: {(equippedSkillObjects[i] != null ?
equippedSkillObjects[i].name : "null")}");

}
}
IEnumerator ExecuteSkillChain()
{
isSkillChainRunning = true;
int currentStep = 1;
if (equippedSkillObjects.All(x => x == null))
{
Debug.LogWarning("No skills equipped, skipping execution.");
isSkillChainRunning = false;
yield break;
¥
foreach (GameObject skillObj in equippedSkillObjects)
{
if (skillobj != null)
{
int index = skillObj.GetComponent<NewSkillDrag>().skillIndex;
Debug.Log("Executing: " + skillNames[index]);
switch (index)
{
case 0:
skillController.SkilllActive();
break;
case 1:
skillController.Skill2Active();
break;
case 2:
skillController.Skill3Active();
break;
case 3:
skillController.Skill4Active();
break;
}
UpdateReleaseProgressVisual(currentStep);
currentStep++;
yield return new WaitForSeconds(1f);
}
}
UpdateReleaseProgressVisual(9);
isSkillChainRunning = false;
}
private void UpdateReleaseProgressVisual(int skillIndex)
{
int frameIndex = Mathf.Clamp(skillIndex, ©, skillProgressSprites.Length - 1);
if (releaseProgressImage != null && skillProgressSprites.Length > frameIndex)
{
releaseProgressImage.sprite = skillProgressSprites[frameIndex];
}
}

}

public class NewSkillDrag : MonoBehaviour, IBeginDragHandler, IDragHandler,
IEndDragHandler



private SkillTreeUI skillTreeUI;

private RectTransform rectTransform;
private Canvas canvas;

private CanvasGroup canvasGroup;

private bool isInSkillSlot = false;

private Vector2 originalPosition;

private Transform originalParent;

private bool isDraggingEnabled = true;
public int skillIndex;

public void Init(SkillTreeUI ui, int index)

{
skillTreeUI = ui;
skillIndex = index;
rectTransform = GetComponent<RectTransform>();
canvas = GetComponentInParent<Canvas>();
canvasGroup = gameObject.AddComponent<CanvasGroup>();
originalParent = transform.parent;
originalPosition = GetComponent<RectTransform>().anchoredPosition;
}
public void Update()
{
if (isInSkillSlot && Input.GetMouseButtonDown(1)) // NKM
{
transform.SetParent(originalParent);
StartCoroutine(SmoothReturn());
skillTreeUI.UnbindSkill(gameObject);
isDraggingEnabled = true;
isInSkillSlot = false;
}
}
private IEnumerator SmoothReturn()
{

RectTransform rt GetComponent<RectTransform>();
Vector2 startPos = rt.anchoredPosition;

float duration = 0.3f;

float elapsed = of;

while (elapsed < duration)
{
rt.anchoredPosition = Vector2.Lerp(startPos, originalPosition,
duration);
elapsed += Time.deltaTime;
yield return null;

}
rt.anchoredPosition = originalPosition;
}
public void OnBeginDrag(PointerEventData eventData)
{
if (!isDraggingEnabled) return;
canvasGroup.blocksRaycasts = false;
canvasGroup.alpha = 0.6f;
transform.SetParent(skillTreeUI.skillTreeGroup.transform);
}
public void SetDraggable(bool canDrag)
{

isDraggingEnabled = canDrag;

elapsed /
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gublic void OnDrag(PointerEventData eventData)
{ if (!isDraggingEnabled) return;
rectTransform.anchoredPosition += eventData.delta / canvas.scaleFactor;
gublic void OnEndDrag(PointerEventData eventData)
{

if (!isDraggingEnabled) return;

GetComponent<CanvasGroup>().blocksRaycasts = true;
skillTreeUI.TryBindSkillToSlot(gameObject, skillIndex, eventData);

if (transform.parent == skillTreeUI.skillSlots[@].transform ||
transform.parent == skillTreeUI.skillSlots[1].transform ||
transform.parent == skillTreeUI.skillSlots[2].transform)

{
isDraggingEnabled = false;
isInSkillSlot = true;

}

else

{
isDraggingEnabled = true;
isInSkillSlot = false;

}
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SkillController.cs

using System.Collections;
using UnityEngine;

public class SkillController : MonoBehaviour
{

[Header("Prefabs & References")]

public GameObject arex;

public GameObject darkBallPrefab;

[Header("Shield Settings")]

public float shieldDuration = 1.5f;
public float shieldKillRadius = 1.5f;
public GameObject playerShieldPrefab;
private GameObject playerShieldInstance;

[Header("LightBall Settings")]

public GameObject lightBallPrefab;
public float lightBallSpeed = 2f;
public int lightBallCount = 12;

public float lightBallLifetime = 0.1f;

[Header("Healler Settings")]
public SkillTreeUI skillTree;
public void SetArex(GameObject arexInstance)

{
arex = arexInstance;
}
private void Start()
{
if (ArexsSummon.Instance != null)
{
GameObject ar = ArexsSummon.Instance.GetCurrentCompanion();
if (ar != null)
SetArex(ar);
}
}
private void Update()
{
if (arex == null && ArexsSummon.Instance != null)
{
GameObject ar = ArexsSummon.Instance.GetCurrentCompanion();
if (ar != null)
SetArex(ar);
}
}
public void SkillilActive()
{
StartCoroutine(ActivateLightShield());
}
public void Skill2Active()
{
if (arex == null)
{

Debug.LogWarning("Arex not enabled.");
return;

66



StartCoroutine(SpawnLightBalls());

}
public void Skill3Active()
{
StartCoroutine(ActivatePlayerShield());
}
public void Skill4Active()
{

Debug.Log("Skill 4 activated");
if (skillTree == null)

{
Debug.LogWarning("SkillTreeUi not found.");
return;

}

if (skillTree.expPoints >= 7)

{
skillTree.expPoints -= 7;

skillTree.UpdatelLevelProgressVisual();
DLHitHandler dlHandler = DLHitHandler.instance;
if (dlHandler != null && dlHandler.dlHit >= 2)
{
dlHandler.dlHit = Mathf.Max(@, dlHandler.dlHit - 2);
dlHandler.SendMessage("UpdateDLImage",
SendMessageOptions.DontRequireReceiver);

}
else
{
Debug.LogWarning("DLHitHandler.instance not found.");
}
}
}
private IEnumerator ActivatelLightShield()
{
if (arex == null)
{
Debug.LogWarning("Arex not found.");
yield break;
}
ArexsBehaviour arexBehaviour = arex.GetComponent<ArexsBehaviour>();
if (arexBehaviour == null)
{
yield break;
}
GameObject shield = arexBehaviour.GetShield();
shield.SetActive(true);
float elapsed = of;
while (elapsed < shieldDuration)
{
if (arex == null || shield == null) break;
Vector3 arexPos = arex.transform.position;
shield.transform.position = arexPos;
KillDarkBallsNearShield(arexPos);
elapsed += Time.deltaTime;
yield return null;
}
shield.SetActive(false);
}
private IEnumerator SpawnlLightBalls()
{

Vector3 origin = arex.transform.position;
for (int i = 0; i < lightBallCount; i++)
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float angle = i * (360f / lightBallCount);

Vector3 dir = new Vector3(Mathf.Cos(angle * Mathf.Deg2Rad), Mathf.Sin(angle
* Mathf.Deg2Rad), ©).normalized;

GameObject ball = Instantiate(lightBallPrefab, origin,
Quaternion.identity);

LightBallProjectile projectile = ball.GetComponent<LightBallProjectile>();

if (projectile != null)

projectile.Init(dir, lightBallSpeed, lightBalllLifetime);

}
yield return null;
}
private void KillDarkBallsNearShield(Vector3 center)
{
DarkBallController[] allBalls = FindObjectsOfType<DarkBallController>();
foreach (DarkBallController dk in allBalls)
{
if (dk.gameObject.name.Contains(darkBallPrefab.name))
{
if (Vector3.Distance(dk.transform.position, center) <=
shieldKillRadius)
{
Destroy(dk.gameObject);
}
}
}
}
private IEnumerator ActivatePlayerShield()
{

GameObject player = GameObject.FindGameObjectWithTag("Player");
if (player == null)
{

Debug.LogWarning("Dayligher not found!");

yield break;

}

Transform playerTransform = player.transform;

Transform existingShield = playerTransform.Find("PlayerLightShield");
GameObject shield;

if (existingShield != null)

{

}

else

{
shield = Instantiate(arex.GetComponent<ArexsBehaviour>().lightShieldPrefab,
playerTransform.position, Quaternion.identity, playerTransform);
shield.name = "PlayerlLightShield";
shield.transform.localScale *= 1.2f;

shield = existingShield.gameObject;

}
shield.SetActive(true);

float elapsed = of;

while (elapsed < shieldDuration)

{
if (player == null || shield == null) break;
shield.transform.position = playerTransform.position;
KillDarkBallsNearShield(playerTransform.position);
DarkBallController[] allBalls = FindObjectsOfType<DarkBallController>();
foreach (DarkBallController ball in allBalls)

{
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if (Vector3.Distance(ball.transform.position, playerTransform.position)
<= shieldKillRadius)
{
shield.SetActive(false);
yield break;
}
}

elapsed += Time.deltaTime;
yield return null;

}
shield.SetActive(false);
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