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O0’exkT AO0CJTIUKEHHST — KOMIT'FOTepHI METOAM CTBOPEHHS irop 13

MIPOIICTyPHOIO TEHEPAITIEIO PIBHIB.

MeTta po60TH — Ha OCHOB1 METO/IIB MPOIEYPHOI reHeparllii ctBoputy 3 d rpy
BUKOpHUCTOBYI0UM MaTdopmy Unity, peanizyBaTv yHpaBiiHHS MEPCOHAXKEM BiJl
TPETHOi 0COOU, PO3POOUTH KOPUCTYBALIbKUM 1HTEpQENC, CLIEHH 3 TOTOBOJIOMKAMHU

Ta 60COM, pO3pOOUTH MOJIENI TIEPCOHAXKIB.

MeToamu [JoOCHiTKeHHSI — METOAU TMPOLEAYpHOI TeHeparlii , 30Kpema

PEKYPCUBHUI METOJI CTBOPEHHS PiBHS Ta MOIIYKY HUIAXY.

PesyabTatn — ctBOopeHa 3d rpa 3 MpoIeAypHOIO TEHEpalli€l0 PiBHIB
BUKOPUCTOBYIOUM PEKYPCUBHUI METOJ TeHepalli pIBHIB Ta MOIIYKY MUIAXY.
CtBOpeHi MojieNIi TepOiB Ta KOMIPKY PIBHS Tak 3BaHy 0a30BYy, Ha OCHOBI SIKOi 1 Oy/ie
noOyaoBaHuil pieeHb. CTBOPEHI piBHI rOJIOBOJIOMOK Ta piBeHb 3 OocoM. Jlomanuit

MYy3WYHUI CYyNpPOBIJI 1 KOPUCTYBAIbKUA 1HTEp]EiC.

ITPOLIEJITYPHA TEHEPAIISI JIABIPUHTU PEKYPCUBHMII METO]]
UNITY C# 3D I'OJIOBOJIOMKH POI'"AJIMK
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BCTYIl

IrpoBa 1HAYCTpist ICHYye BXE JEKUIbKa JECATUIITh, BOHA 3HAYHO
€BOJIIOLIIOHYBaJla 3 TMEpIIMX JHIB KOMIT'IOTEpIB Ta MEPIIMX NPUCTaBOK. J[Hi
MIKCEIbHOI Tpadiki Ta BIJCTAIOr0 3BYKY BXKE€ JAaBHO I03a]ly, TaK K IrpU CTalU
peaNliCTUYHIIIMMU K HIKOJM paHime. BoHa HacTiIbKH po3BUIACH, IO KOXKEH PIK
KOMIMaHii, K1 po3pOOJISIOTh BiJICOITPH MPOBOJATH 3aX0JIM HA SKMX MPE3CHTYIOTh
HOBI ITPU Ta HOBI TEXHOJOTIi sIKI OyayTh B HOBUX NpoekTax. OnHi€l0 3 Hai
nonyisgpHimux € E3(ELECTRONIC ENTERTAINMENT EXPO), mpoxoauTb
BoHa y Jloc — Anmxkeneci 1 B 2019 pori ii BiaBigano npubIu3Ho 66 THUC. JTIOJEH.
Pazom 3 po3BuTKOM 1H(pOpMAIIfHUX TEXHOJIOTIM Irpu  HPOJOBXKYIOTh
€BOJIIOIIIOHYBAaTH 3a0e3Meuyroyu po3Bary He TUIbKK JITsAM, a 1 gopociauM. Tak
OJIHI€IO 13 TOJIOBHUX 1HHOBAIIIN B IrPOBIH 1HIYCTpIi cTaja IHTErpailis BipTyalbHOI Ta
JIOTIOBHEHOI peajbHOCTI B 1Irpu, $KI B OCTaHHIA dYac cCTalu [Jy>K€ LIBUIKO
PO3BUBATHCS 1 BUKOPUCTOBYBATUCH Y Pi3HUX cepax kutTs. HasBHICTh TEH3EpHUX
a6o sk ix me HazuBarTh RTX simep y HOBOMY MOKOJIIHHI BileOKapT 3a0e3mnedye
peaicTuyHe OCBITIICHHs B irpax [1]. Butpatu Ha po3po0Ky Takoxk 301IBIIMBCS JI0
npukianxy Ormomker rpu Red Dead Redemption 2 Bim Rock Stars ckmaB 256
MUIBMOHIB J0J1apiB. 3apa3 IrpoBa iHIYCTpis OIIHIOEThCSA B 159 Mipa. monapis, A0
MPUKJIAAY I1I€ BiCiM poKiB ToMy 115 mudpa Oyna 70.6 Mipj, MPOTHO3YETHCS, 1110 B
2023 pomi kamitamizamis Oyne ckinagatu 200 Mipa. 1me Aa€ 3MOTY 3pPO3YMITH IO
IHAYCTpisl HE CTOITh Ha MiCIli, & 1 € AyXe NpuOyTKOBOW. [HIyCTpis BiJeoirop
HaJ3BUYaiiHO Benuka. Bona Ounblna, HXK 1HIYCTpIi KIHO Ta MY3UKH Pa3oM Y34TI,
xoua i He MPUAUIAIOTH Takoi yBaru. B cBITI HapaxoBylOTh NpUOIU3HO 2.9 MIpa
rpaBuiB. [le Oinbie Hik 26% Big HaceldeHHs ycboro cBity [2]. Taka KiIbKICTB
IPaBIliB 3a0€3MeUyETHCS BEJIMKOIO KUIBKICTIO TIATGOPM Ha SIKi BUITYCKAIOTh ITPH:
KOHCOJI1, TIEPCOHAJIbHI KOMIT IOTEPH, TMOPTATUBHI KOHCOJI, MOOUIBHI TenedoHu
TOILO 1 BEJIMKOIO PI3HOMAHITHICTIO )KaHPIB Cepell AKMX KOXKEH 3MOKe 3HAUTH II0Ch

s cebe. OHUMU 3 Hall MOMYJISIPHIIIKX IFOP € ITPH 3 OHJIAHH CKJIAJI0BOIO, 1110 B Yac
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naHAeMii € TapHUM CIOCOOOM IMPOBENEHHS Yacy Ta KOMYHIKalii 3 He3HAHOMUMU
ToaeMU. ITpu 3 MpoTie IypHOIO TeHEpaIli€l0 KOPUCTYIOTHCS 0COOIUBOIO YBaroro, 60
BOHHM 3aBXIH MPUBHOCITH IIOCh HOBE B TPy 1 POOJATH KOXKHE MPOXOKCHHS
yHikampHUM. Came TOMy TeMoro poOotu Oyma oOpaHa Trpa 3 MPOIEAYPHOIO

reHepaIli€ro piBHIB.



1 TH®OPMAIIMHUM OIS

1.1 TIIpoueaypHa reHepauisi, NPUKJIaJl BAKOPUCTAHHS, METOIH

Ha cphoroanimHiii 1eHs KOMIT I0TEpPHA Tpa BUMarae JAeKUIbKOX MaTepiasiB A
CKJIaJaHHs CKJIAJTHOI Ta BEJIMKOI CIIEHH, 110 HeCe BEJIMKI BUTpPATH Ha PO3POOKY
ixHpOro KOHTEHTY. ['eHepailis nuppoBOro BMICTy — II€ MiJIMHOXKHHA aJTOPUTMIB,
BOHAa € KJIIOYOBOIO CKJIQJI0BOK CYYacCHHMX BiA€OIrop, o (opMyeTbcs HabOpoM
JITOPUTMIB JJIsl CTBOPEHHS PiBHIB, KapT, IEPCOHAXKIB, 30pOi TOII0, 3a0€31Meuy0un
3MEHILEHHS BATPAT Ha BUPOOHMIITBO 1rOp.

[IpouenypHa resepariist — 1ie polec CTBOPEHHSI KOHTEHTY aBTOMaTU4HO, a HE
caMOCTiitHO. JlaHWii HanpsIMOK JOCIIKEHb HE € HOBUM Yy Traiy3l KOMIT FOTEPHUX
Hayk. [Iponenypna renepaiisi BuHukia B 1975 pomi, konu benya Mannens06pot
BU3HAYMB (PpaKkTaibHUM OO0'€KT, SIKUW Omucye MOAIOHI MOBTOpPIOBaH1 abo MmomiOHI
MateMaTu4H1 Mojei. L5 i1est BUKOpUCTOBYBaJIaCh B IEKIIbLKOX JIOJATKAaX, TAKUX SIK
CTBOPEHHS TEKCTYp, MicT [3], 1miciB Ha ocHOBI L-cuctem, MictieBocteii [4], Bifeoirop
Ta IHIIUX o0JacTeil. 3a3Buyail y Bifieoirpax meu mpoiec Ha3uBa€ThC TUHAMIYHOIO
TeHEPALI€l0 BMICTY.

[ToTyxHicTh TeHepallii J03BOJISE€ 1HTErpyBaTH JEKUIbKa JOCIHIIHHUIIBKUX
obnacrelt s BupimeHHs npodiaem. Hampuknan, y 2013 pori Genevaux et al. [5]
BU3HAUMTH HOBHUH croci® (opMyBaHHS MiCLEBOCTI Ha OCHOBi Timpomorii. Ix
QITOPUTM TIPUIIMAE 3a BXIJ KOHTYp MICIEBOCTI Ta JAesKi pIYKH, 3adaHi
KopucTtyBaueM. [loTiM anroputm Bi3bMe BXIJHY 1H(POPMAIIiIO 1 TOYHE TeHEepyBaTH
MOBHY JPEHAXKHY PIYKOBY MEPEXKY, IO MPU3BEAE J0 MOBHOTO (HOPMYBaHHS PIUOK,
K1 WIyTh BiJ JOKEpesl A0 BUTOKIB, 3 OUYIKYBAaHUM KOJIMBAHHSM BUCOTH. [licis
CTBOPEHHSI PIYOK BOHM TOYMHAIOTH TMpAIlOBaTH Ha pEMTI 3 penbedoM,
BUKOPHCTOBYIOUH Pi3H1 OyAiBeIbHI OJI0KM Ta MOAU(IKYIOUH penbed BiAMOBIIHO 10

pIYOK, 1100 3arajabHUN pe3yabTaT KapTH OyB TOIMOJIOTIYHO MIPABUIILHHM.
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["apHuM mpuUKIaAOM TPH JIe BCSA KapTa IPU CTBOPIOETHCS MPOLEAYPHO € Tpa
Minecraft. BunagxoBuM 4MHOM CTBOPIOETHCS reorpadivyfi Ta TreoJoriuHi 00 €KTH
Ha Mari, NMpu MepIIoMYy 3aXO0/l B TPy CBIT T€HEpPYeTbcsd HE 10 KiHug. BoHa
IPOJIOBXKYBAaTHME T€HEPYBATUCS IO Mipi MoAopoxkyBaHHsS 1o Mami [6]. OcHoBOO
redepauii € mymu Ilepmina (puc. 1.1) — e anaropuT™m 3a AOMOMOTOIO SIKOTO
reHepyrorbest 00'eMHi anamadTu. 3a 10MoMororo reHepaTopa CTBOPIOETHCS Mara

nrymiB (Mamna BUCOT).

Puc. 1.1. [lym Ilepnina

Tam, me 300pakeHHs OLNBII CBITIIE — MICIIEBI € BHIIOIO, a, ¢ TEMHIIIEC —
HUKY00. AJIe OTpUMaHa KapTa € He 1CTOTHO OOpUBYACTOO, Yepe3 Te IO BEJIHKI
3HAYEHHS MOXYTb OyTH Topsn 3 Maiumu. lleli Hemoik BHUIIPABISETHCA 32
JIOTIOMOTOI0  IHTEPIOJIALII — 3HAXOAATh MPOMDKHI 3HAYEHHsS, MICIS YOro
TE€HEPYIOThCSI TOPU Ta HU3UHM, JOJAIOTHCS €JIEMEHTH 10 THUITY JIEPEB, PIYOK TOIIIO.
He6o Ha BimMiHy Bijx JaHamadTy € OJHAKOBHM 1 HIKOJW HE 3MiHIOEThea [7]. B
3aJIEKHOCTI BiJl TOTO B sIK1M JoKallii (0iomi) BM 3HAXOJUTECh MOXKE WTH: JOII, CHIT
ab0 HiYOTO K B mycTteni. B 3amexHOCTI BiJ 3epHa (cima) — 3HAUCHHS, SIKE SIBIISE
c00010 HabIp CHMMBOJIB 1 SABISETHCS OCHOBOIO MPH T'eHepallii KoykHoro cBity [8];
Oyzne 3ajekaTw HACTaHHS TEPIIOro JONTy, Ha BIAMIHY Bij meprioi gaTu, aarta
HACTYMHOI 3MiHH TIOTOJIA € CTAJIOK0 1 CKiagae mpomikok 0,5 — 7,5 muiB. Bim tak

3BAHOIO 3€pHA 3AJICKUTh HE TIIBKU TMOTOJa. A 1 3reHEepOBaHUN CBIT, SKIIO IS
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reHeparii HaCTYIHOI KapTh BBECTU Ti caMi CUMBOJIM, TO 3T€HEpOBaHUil CBIT Oyne

1ICHTUYHUM JI0 TIONEPETHBO 3T€HEPOBAHOTO CBITY 3 TUM CaMUM HaO0OpOM CHMBOJIIB

[9]. 3renepoBanwmii CBIT MOXHA MOOAYUTH HA PUCYHKY 1.2.

N

 minecraft eto moya zhizn, for Java 1.16 X —
" -1940077236

13520 -11.888 -10256 8624 6992 5360 3728 2096 464 1068 2800 4432 6064 7696
8,400 . -

Seed.
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13982

a0 (RS

Puc. 1.2. Burnsin srenepoBanoro cBiTy B Minecraft 3Bepxy

OnHUM 13 TOJIOBHUX KPUTEPIiB A0 3T€HEPOBAHOTO KOHTEHTY € T€ IO BIH HE

MOBUHEH BIJIPI3HATHCS BIJT KOHTEHTY CTBOPEHOTO CBOiMU pykamu. OpHi€ro 3

HaWMOIIMPEHIIIO0 33/1a4 3 SIKOK CIPABJISIIOTHCS aJITOPUTMHU 11€ CTBOPEHHSI PiBHIB,

KIMHAT. 3a JOTIOMOTOI0 ajJrOpUTMIB MOKHA HE JIMIIE CTBOPIOBATU OO0'€KTH, a 1

3a7laBaTu iX BJIACTMBOCTI Ta MOBEJIHKY, pO3TalllyBaHHs, BUNIAJIKOBI TO11, My3UKY

Tomo. Jlye BaXJIMBOIO CKJIAJ0BOIO MPOLEAYpHOI TeHepalli € B irpax Te, Je

KOPUCTYBa4 TOBMHEH HE OAWH pa3 3 IMOYAaTKy MOYMHATU TPy, MO0 Mporec

MPOXOJIP)KEHHS I'PU HE CTaB MOHOTOHHUM, OYyJIO BUPIIIIEHO KOKHUM pa3 reHepyBaTu

HOBHI pIBEHb: 3MIHIOBAaTH pO3TAIllyBaHHS KIMHAaT, BOpPOTiB, CKapOiB, IrpOBHUX

00’€KTIB 3 AKMMH B3a€EMO/II€ KOPUCTYBAY. ICHYIOTh pi3HI METOAM sl T€HEpalLlii.

Metoa ABIMKOBOTO PO3OUTTS MPOCTOPY
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Bin 6a3yerscs Ha Tak 3BaHuMX BSP nepeBax (mepeBa nBIHKOBOTO po30OHTTS
npoctopy). BXigHuMu naHuMU € pO3Mip piBHSA Ta MiHIMaJIbHUN PO3Mip KiMHATH.
Vst mmonuHa 6epetbes sk oauH JucT BSP gepera 1 BiH BUIMaIKOBO IUTUTHCS Ha B
YaCTHHHU, SKI CTaHYTh JUCTaMH y HacTynHid itepamii. LI mii BUKOHYIOTHCS
PEKYPCUBHO JOTIOKH PO3MIp JINCTA HE CTaHE MEHIIIE 33/IaHOT'0 MiHIMaJIbHOTO IIOpOra

[10]. et anroput™m 300paskeHUi Ha MaJTIOHKY 1.3.

L 3 3p 4F

Puc. 1.3. Cxema anropuTma JIBIHKOBOTO PO3OUTTS

Metox «Xoau I’ SHUL»

Merton «Xonaa I’ SHUI» — OJAWH 13 PI3HOBUIIB METOIY BUITAJKOBOI X0JIb0H,
OTpUMaB TaKy Ha3BY 3a XaOTHYHHH Bi3epyHOK, SIKHW yYTBOPIOETHCS B PE3yJbTaTi
po6otu naHoro anroputMy. OCHOBA aIrOpUTMY — 1€ MIEPEMIIICHHS Kypcopa, KU
3adapOoBye 00yacTi KIMHAT pPyXalOYuCh B BHITAJIKOBOMY HampasieHHi. J[s
MOKpAIIeHHs] BI3epyHKAa pIBHSA Ta iX OUIBIIOI HATypaJIbHOCTI, AJI1 KOKHOTO
MO>KJIMBOTO HAMPSMKY Kypcopa BUCTAaBJISIOTH BaroBi KOEQIII€EHTH ISl TOTO, 1100
BiH 3MIIIYBaBCA /10 LIEHTPA, a HE 10 KOPAOHIB PiBHA. TaKoX Ha HACTYyIHIN iTeparli
BUCTABJISIIOTh OUIBINI BaroBi KOEQIIIEHTH ISl MOIMEPETHBOI0 HAIPSMKY, TaKUM
YHHOM MiXK KIMHATaMU 3’ SIBIISIIOTHCS OLIbII BUpakeHH1 kopaoHu (puc. 1.4). Jlaxuii

aJICOPUTM TapHO MiAXOAUTH JJII CTBOPEHHS PiBHIB B meuepax a0o uKyHrsax [11].
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Puc. 1.4. Ilpuknan poOoTu anroput™ma « X0y I’ SHUIT»

Mertox Kimituaanx ABTOMAaTIB

KinitTuHHI ABTOMAaTH — MacuB KIIITUHOK $IK1 CTBOPIOIOTH NEPIOUYHY PEIIITKY
3 33JIaHUMHU TIPABUJIAMH TIEPEXOy, SKI BU3HAYAIOTh CTaH KIITUHKWA B HACTYIMHHI
MOMEHT 4Yacy, uepe3 CTaH KJIITHHKH, SKa 3HAXOJHWThCSA Ha BIJICTaHI HE OlNIbIe
JIESIKOro B JaHUM MOMEHT yacy. Cro4aTrky KOo>KHa TouKa 00’ SIBJIIETbCSA CTIHOIO a0o
H1JIOTOX0, IO Ha3UBAETHCS CTAaHIAPTHUM CTaHOM aBToMaTa. KokHa KIIITUHKA Mae
BICIM 3 HEIO CYMIXHUX CYCIAIB KJIITUHOK, TOYKA 3aJUIIAETHCS CTIHOIO, SIKILIO BOHA
OyJia HEer 1 Ma€e YOTUPH CYCiJia TOYOK, CTAa€ IMiJIOrOr0, SKIIO OyJjia CTIHOKO ajie He
Mae TSATh CycimiB cTiH. Yepe3 nekinbka itepariii GOpMyrOThCS KIMHATH. Y
pe3yibTaTi BUKOHAHHS aJITOPUTMY MOKYTh YTBOPUTHCS BiAJIJIEHI 00JACTI, SIKi
NOTPIOHO TEPEBIPUTH BJIACHOPYY ab0 3a JIOMOMOTOK0 1HIIOTO aIroOpuTMy. Y
pEe3yNbTaTi OTPUMAEMO JY>KE€ ICTOTHIN TaHaadT, CXOKUH Ha BUTIIS TIEYEPH 3 TOPU

[12]. Anroputm 300paskeHuit Ha MaJIOHKY 1.5.
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R,

Puc. 1.5. llpuknag pobotu anropurmy KinituHaux ABTOMATIB

Taxox rapHUM MPUKIAAOM BHKOPUCTAHHS MPOIEAYPHOI TeHepallii B irpax €
“No man's sky”. ¥V miii rpi, OKpiM Mamu yci mojii, BOPOTH, 30posi TeHEPYEThCS
nporeaypHo. Irpu 3 reHeparii€o KOPUCTYIOTHCS BEJIMKOIO TOMYJSPHICTIO Cepen
IPaBIIiB 1 1y’K€ 4aCTO OTPUMYIOTh BUILI HArOPOAU B c(pepi BiI€OIrOp Ta MIATPUMKY
rpasiiiB. ['pa Star Citizen orpumana 250 MUIBHOHIB JOJIAPIB 3a 110 OTPUMAaJia 3BaHHS
HaNJOpOKUOi TPU B 1CTOPIii, po3poOKa IpH 1€ MPOJOBKYETHCS 1 KOXKEH ACHb il
OroKeT cTae Bce OimbiuM 1 OiabimuM [13]. 3arajsom aaropuTMu reHepartii Jayxe
PO3IMOBCIOI)KEHI BUKOPUCTOBYIOTHCS HE TUIBKU SIK OCHOBHA «(iya» B irpax. Y rpi
Crusader Kings 2, reHepallisi BHUKOPUCTOBYEThCS ISl TOOYIOBH CKJIQTHUX
POJIMHHUX 3B’SA3KIB Ta IHTPUT B CTAPOBUHHHUX MOHAPIIUX CIM’SIX CEpPEIHBOBIUUS
3aBIIKM TeHepalii ocoOmmBocTedl mepconaxiB. Y rpi Shadow of Mordor
TeHEPYIOTHCS B3a€MO3B’S3KM BOPOTIB MK CO0O0IO, MO0 POOUTH iX YHIKaJIbHUMHU 1
cxoxuMu Ha moaen. Hemonasuo mpoekT Georgia Tech 3Mir 1o3BonuT reHepyBaTh
MpPOCTI 1HTEpaKTUBHI CrokeTH1 JiHii. Bimoma nHeliponHa mepexka ANGELINA,
CTBOpEHA JJIsi TOro HI00 CTBOPIOBATH I ITPH, HE TIABKK OKpPEeMi €leMEHTH, a

MEXaHIKH BUKOPHUCTOBYIOUM MOBHI KomaH 1 [14].



14

Burnsn BumezasHaueHuX irop mMoka3aHo Ha PUCYHKY 1.6.

Sedecta Warchief to hunt
1/4 Kiied

&Y

© crngesciection @ Bock B28) exeenu

Puc. 1.6. Burmsiz irop 3 mporenypHoro redepariiero: Minecraft (a), Shadow of
Mordor (0)

1.2 JlaGipuHTH: Pi3HOBHIM, KaTeropii Kiacupikamii

3a ocHOBY aJig piBHIB rpu Oynu oOpani nabipuHTH. JlabipuHT — 11E neska
CTPYKTYpa, SIKa CKJIAJJA€ThCS 13 3aIUIyTaHUX YaCTHHOK, sIKI BeAyTh A0 (iHinry ado y
TIIyXuid KyT. 3arajioM Xapaktepusailisi JaOipuHTIB BiOyBaeTbcs 3a CIMOMa
KJacu(ikaiisiMi: TOTIOJIOTIEI0, TECENSIIE€I0, MAPUIPYTU3AIIEI0, TEKCTYPH3AIIIELO,
MPIOPUTETHOCTIO, PO3MIPOM, TIIEPPO3MIPOM.

Tomosoris: 1me# Kjaac onmucye TeOMETPIir0 MPOCTOPY JIAOIPUHTY, ICHYIOTh TakKi
THIIN:

3BUYalHUM TUN — 1€ 3BUYANMHUN JaOIpUHT B E€BKJIIJIOBOMY MIPOCTOPI.
EBKkiiioBuii TpOCTip — TPOCTIP, BIACTHBOCTI SIKOTO OMNHCYETHCA aKCiOMaMu
€BKJI1J0BOT reoMeTpii. Takok B JaHOMY KOHTEKCT1 PO3yMI€THCsI, III0 MOBA 1€ TIPO
TPHOX MIpHUH mpocTip. [HOAL JUIsI OMHUCY TOMOJIOTIT BHUKOPUCTOBYIOTH MOHSTTS
“Plainiar”, BiH BHUKOPHCTOBYETBCS JJISI OINKCY JaOIpUHTIB 3 HE3BUYANHUMU

3’€IHAaHHSIMU KPaiB.
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3’eaHaHa JiBa Ta MpaBa Ta BEPXHsI 1 HUKHS CTOPOHA.

Tecensis: BUKOPUCTOBYEThCS JJsl  Kiacudikaiii TreoMeTpii OKpeMux
KOMIPOK 13 SIKUX CKJIaJla€ThCs J1abipuHT. HaltG11b1I I1iIKaBUM BUAAMU €:

OpToroHanbHUN — B SKOMY BiH Ma€ BUIJISJI NPSIMOKYTHOI CITKH, KOMIpKH
MarTh MPOXOJH 1 MpEeTHUHAIOThCA Mmiag KyToM B 90 rpaayciB. [HOa1 3ycTpidaeThes

Ha3Ba ramMmmMa-jabipunT(puc 1.7).
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Puc. 1.7. Burnsa naGipuHTY 3 OPTOTOHAIBHOIO TECUJISIIIEI0
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JlenbTa — CKIaAaeThes 31 3’€JHAHUX TPUKYTHHUKIB, KOXKHA KOMIpKa Ma€ 70 TPbOX

3’eHaHb(puc. 1.8).

Puc. 1.8. Burnsin n1aGipuHTy 3 AenbTa TECHIALIEI0
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Cirma - CKJIaaroThCs 3 MIECTUKYTHHUKIB 1 MAIOTh J0 IIECTU MPOXO/IiB.

Puc. 1.9. Burnsana nabipunTa 3 cirMa TECHIIALII €10

Tera — naGipuHTH 3 TaKOIO TECENAIIEI0 XapPaKTEPU3YIOThCS THUM, IO
CKJIQJIAF0THCA 3 KOHIIEHTPUYHUX K1JI IPOXO/IIB, JI€ MOYATOK a00 KiHEellb 3HAXOISIThCS
Mo IEHTPY, a APYTUM - Ha 30BHIIMIHBOMY Kparo. KoMmipku MamTh 10 YOTHPHOX
MPOXOIIB aje € MOXJIUBICTh, IO iX Oyjae Oiblle 3aBASKH KITLKOCTI KOMIPOK Ha

30BHIMIHIX KuUbisX (puc 1.10).
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Puc. 1.10. Burnsg nabipuHTy 3 T€Ta TECHIIALIEIO

Omera — mae BIJHOIIEGHHA Maibke 0 OyIb-SKOro JIaGipUHTY 31 CTaJO0
HEOPTOTOHAJILHOIO TECETIAIIEI0. Y Cl BUIIE TepepaxoBaHi JJAOIpUHTHU BITHOCATHCS 10
JTAHOTO THWITY JIaOIpUHTIB, K 1 O€3i4 1HIIUX JaOIpUHTIB, HANPUKIA] Ti, IO
CKIIAJAI0ThCA 3 MPSAMOKYTHUX TPUKYTHUKIB. [Ipukiianu Takux J1aOipuHTIB HaJaHi
BUIIIC.

OpakTanbHUN — JIAOIPUHT SIKUWA CKIAJAETHCS 3 MEHINUX JIA0IpUHTIB. Y
KOKHIM KOMIpIIl TaKOTO JIAOIPUHTY 3HAXOIATHCS 1HIN JabipuHTH. PexypcuBHUM

Ja0IpUHT JAHOTO TUMY OyJie MaTH HeCKIHYEHHY KiJIbKICTh OJHAKOBUX JIAOIPUHTIB ,
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K1 KOTIIOITH OHE OJHOTO, THM CaMUM CTBOPIOIOYM HECKIHYCHHUH Ta01puHT (pHC.

1.11).
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Puc. 1.11. Burnsan naGipuHTy 3 TE€Ta TECHIISIIIEIO
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MapmipyTtu3zanis: JaHUH acneKT TMOB’S3aHUNW 3 TEOMETPIEI0 JIAOIPUHTY
NPUKIIAAN SIKOT OyJIM HaBeACH1 BUIIIE.

[neanbHumii — 11e 7AOIPUHT y IKOMY HE Ma€ TETeNb 1 HeTOCSHKHUX 001acTe.
JlabipuHT Mae€ NuIne OJHE pILIEHHS, FapHUM NPHUKIAJOM TaKOro JIAOIpUHTY €
OpPTOTOHAIBHUM JTA0IPUHT.

Po3pimxenuit — ne n1abipuHT KUK B SIKOMY HEMae MPOXOAY 4Yepe3 KOXKHY
KOMIPKY. 4uepe3 IIe¢ BUHHUKAITh 00JIacTi uepe3 , SKI HeMOXJIWBO mnpoutu. [lpu
JOJlaBaHHl CTIH BHMKOPHUCTOBYIOYM JaHy KoHUemuli. MoxHa oTpuMartu

HEpIBHOMIpHUH JabIpUHT 3 Ay’Ke BEIMKUMH IIpoxoAamu 1 kKiMHatamu (puc 1.12).
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Puc. 1.12. Burnsan nabipuHTy 3 TE€Ta TECHISIIIEIO

£

YacTkoBO METEHUM JIAOIPUHTOM HA3UBAIOTh JIAOIPUHT Y  SIKOMY
3yCTPI4arOTHCS METI 1 IIyX1 KyTH.

Texcrypa: us kimacudikaiist onucye OoGOPMIICHHS MPOXOMIB MPU PI3HIM
MapuipyTH3aLii 1 FeOMeTpii.

OmHOPITHICTE — aNTOPUTM SIKUN TEHEPY€E YCi MOKIIMBI JaOIpUHTH 3 PIBHOIO

-

iy

Puc. 1.13. Burnsag ogHopigHOTO Ja0ipUHTY

iimoBipHicTiO (puc. 1.13).
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Cumertpis — 1a01pUHTH, SIKI MAIOTh CUMETPUYHI TPOXOJIH , HATPUKIIA] 00epTH

HaBKoOJIO 1IeHTpa (puc. 1.14).
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Puc. 1.14. Ilpuknan cumetpii y 1a0ipuHTI

i
IE
0

TekyuicTh — 11 TOHSATTA BKa3ye€ Ha Te, 110 MPH CTBOPEHHI JabipuHTa
aIrOpuT™M OyJe HIYKaTh 1 NpalioBaTH 3 CYCLAHIMH KOMIpKaMHu 1 TaK JOMOKH
aJITOPUTM HE 3reHepye JIaOIpUHT, TUM CaMHUM BiH OyJe MOJEIIOBaTH PIUKy 3 ii
TEUI€I0 caMe TOMY JIaHa XapaKTEepPUCTUKA 1 OTpUMaJia CBOIO Ha3BY.

[IpiopuTert: 110 KIacudikaio MoKHa MOAUIUTH HA JAB1 CKJIaJOB1 SKUMHU BOHA
1 XapaKTEepU3YEThCS, a caMe. CTBOPEHHS CTiH 1 MPOXOJIB M)XK HUMHU TUM CaMUM

YTBOPIOIOYM KOMIPKH JTaOipUHTA.
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Jlesiki allrOpUTMH MOKYTh OJHOYACHO JTO/IaBaTH CTIHM 1 BUPI3aTH MPOXO/IH.
[ITa61o0HOM TaKoro JTa0ipHHTA HA3UBAIOTH 300pPaKEHHS, SIKE 32 HAMEHIITy KIJTbKICTh
KpOKiB cTaHe jabipuHTOM. JIaGipHHT BUTTISY IEPECIUYHUX CITIpaieH JIeTIe YChOTro

pearizyBaTH 3a JOTIOMOTOIO 11a0JI0Ha.
1.3 JlaGipuHTH: QJrOPUTMHU reHepailii Ta 3HAXOXKEeHHS HIJISAXY

IcHye nmyxe OaraTo ajaropuTMiB MJisi CTBOpeHHs JabipuHTiB. OgHUMHU 3
HaWMONYJISIPHIIIUX € AJITOPUTMU JJI1 CTBOPEHHS TaK 3BaHUX 1/1€aJIbHUX JIAOIPUHTIB.

Anroputm Kpackana — cTBOproe MiHIMaJIbHE CIIOJTy4HE JiepeBo. Bin Bupizae
CETMEHTH TMPOXO/IiB BHUITAJKOBUM YHUHOM 1 SIK Pe3yJbTaT CTBOPIOETHCS iAeaTbHUN
nabipuHT. 1 Hioro poOOTH BUKOPHUCTOBYETHCSA OOCST MaM’siTI €KBIBAJIGHTHUM 10
po3Mipy alipuHTy. Mu 11eHTUPIKYEMO KOXKHY KIITUHKY 3a YHIKQJIbHUM
1AEHTU(IKATOPOM, a MOTIM BHPI3a€EMO BCl Kpai y JOBUIBHOMY MOPSAKY. KO0
KOMIPKH 3 000X OOKIB MalOTh Pi3HUHN 1ICHTU(IKATOP OUUCTITH , TO BUAAIIEMO CTIHY
Ta MPU3HAYAEMO YCIM KJIITHHKAM 3 OJJHOTO OOKY OJTHAKOBUH 171eHTU(DIKATOP, TAKUN
10 MAIOTh KJIITUHKY 3 1HIIOTO OOKY. K10 KIMHATH 1O 00MBa OOKM CTIHU MalOTh
OJIHAKOBI 1IeHTU(]IKATOPU, MK HUMHU BXKE € NUISAX, TOMY CTIHY MOKHA 3aJIUIIUTH,

1100 3armo0irTH MmosiBi metesb. JlaHuit anropuT™ Mae nmorany Tekydicth (puc 1.15).

I_I_III'_ !__Erll_j I|_| I'_I_ -IJI I_LI_I_|I_.:|
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Puc. 1.15. PesynbTaT anroputmy Kpackana

AnroputMm [lpima — meil anropuTM CTBOPIOE MiHIMalbHE 3B’sI3HE JEPEBO,
oOpoOIsitoue BUMAJAKOBY Bary pebdep. Sk 1 Bullle HABEACHOMY aJITOPUTMI MaM’siTh

sKa TOTpiOHA ISl BUKOHAHHS aJTOPUTMA TMPOTOPIIIAHA PO3MIPY 3TreHEPOBAHOTO
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nabipunTy. He Mae 3HadueHHs 3 sIKOT BEPIIMHU MOYMHAETHCS BUKOHAHHS, JTaOIpUHT
oOupaeThCst pedpo 3 HAUMEHIIIOIO Baro 3’ €AHYIOUHNM JIA0IpUHT 10 TOYKH, SKa e
HE 3HAXOJUTHCS Y HbOMY, IICJISl YOTO BOHA MPUEAHYETHCS A0 HHOro. BukoHaHHSA
3aKIHUY€TbCS MICHIA TOTO fKa 3aKiHUYIOThCS pedpa, SKi BIAMOBIJAIOTH BHILE

npuBeaeHuM Bumoram (1.16).

_III

T
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Puc. 1.16. Pesynbrar anroputmy Ilipca

Anroput™m «BupollyBaHHS JiICy» — BIH MOYMHAETHCA 31 BCIX KOMIPOK,
BUIAJIKOBUM YHWHOM OOHUPAIOTHCA KIITUHKH, K1 3aHOCSTBHCS 10 CIHCKY HOBHX.
[ToTiM Aekiibka KOMIPOK MEPEeXOAsTh 31 CIHCKY HOBHX JO CHHCKY aKTHUBHHX.
OOupaeMo KJIITUHKY 31 COMCKY aKTMBHHMX 1 pOOMMO B HIA MPOXIJ JI0 CYCIJHBOI
HECTBOPEHOI KIITUHKHM 13 CIUCKY HOBHX, JOJAEMO ii JO CIUCKY aKTHBHUX 1

00’€THyEMO MHOXHHHM JBOX KIITHHOK (puc. 1.17). Bukonyemo 11i aii 1o king [15].
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Puc. 1.17. PesynbTat anroputMmy «BuporryBaHHs JIiCy»
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[HII1010 BaXXJIMBOIO YACTUHOIO JIAOIPUHTIB € 1X PIIICHHS.

HalinomynsipHilmmM 1 HaMJIErmuM € aJroOpuTM 3a SKUM BaM MOTPiOHO WTH
y310BX CTiHU. [10 MOCATHEHHIO PO3XOKEHHS 3aBKIU IOBEPTAETE Ha MpaBo abo
HaBIIAKU Ha JiBO. B peanbHOMY KUTTI NOTPIOHO MOKIIACTH PYKY Ha MpaBy a0o JiBY

CTIHY 1 BUKOHYBATH BHIIIC 3a3HaueHI Jii. AJie lIeil MeTOI He € 17ieaTlbHUM 00 PIIICHHS

3a3BUYail He € onTHUMaibHuM (puc. 1.18).
Chiz
—|L_L Nk
[ix

Puc. 1.18. Pe3ynbrar anroputMy 3HaXOKEHHS NUIAXY CJIITyBaHHAM Y3JI0BXK CTIHU

Anroputwm [lnemxa — MoarQikoBaHHA aaTOPUTM CITITyBaHHS y370BX CTIHHU 3
MOXKIJIMBICTIO TIEpECTpUOYBAaTH MIDK «OCTpOBaMW» IS TUX JAOIpUHTIB Jie

HEMO>KJIMBO 3HANTH pIIIEHHS METOJO0M CIIAYBAaHHS Y3/10BXK cTiHU (puc. 1.19).
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Puc. 1.19. Pe3ynbrar anroputmy 3HaXOKEHHS NUIAXY anroputMmom [lnemka

Meron JlaniroriB — e MeToa po3OuBae JTabipuHT HA MEHIII JabIpUHTH 1 B
KOKHOMY 3 HUX 3HaXoAuTh IUisix (puc. 1.20). [[is BUKOHAHHS I[LOTO QITOPUTMY

TOJIOBHE 3HATH MOYATOK 1 KiHELb JabipuHTy. Lleit anroputm € ogHUM 3 HaAMKpaIux
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32 ONTHUMAJIBHICTIO 1 YaCOM BHKOHAHHS, aj€ SKIIO TOYKAa BUXOXY 3 JaOIpUHTY HE

BiJIOMO, TO HOTO HEe MOKJIMBO BHKOpHUcTaTH [16].

Puc. 1.20. Pe3ynpTaT anroputMy 3HaXOKEHHS XY METOA0M JIaHITIOT1B
1.4 TIlocraHoBKa 3agaui

Ha ocHoOBI1 oTpuMaHoi iH(pOpMalliil 1 BUPIIIUB 32 JONOMOro PexypcuBHOro
METOJla CTBOPUTH TPy 3 MPOLEAYPHOIO TE€HEpALll€l0 PIBHIB, BUKOPHUCTOBYIOUU
cepenoBulle A cTBOpeHHs irop Unity, sika 103BOJIUTS:

— CTBOpUTU KOPHUCTYBAIbKU 1HTEephENHC Ta J0AaTU MY3UYHUN CYIPOBIA
JUISL TPaBLIs;

— PeanmidyBat mnpoueaypHy reHepaunilo JaOIpUHTIB 3a JOTOMOIOIO
PEKYypPCUBHOTO METOA;

— 3pobuTH nepecyBaHHs repos 1o JadipuHTY 3a J0MOMOTOI0 KIIaBiaTypH;

— PeanizyBatu nouryk HalKOpPOTILOTO HUIAXY JIJIs1 BUXOJY 3 JIAOIPUHTY;

— Peani3yBatu piBHI 3 FOJIOBOJIOMKaMH;

— PeanizyBaTu moBeiHKY JiJisi 00ca Ha JESKUX PIBHSX;

— ImMmoprtyBaTu Mojeni IEPCOHAXKIB Ta CTBOPUTH KOMIPKY JIA0IpUHTY 3 SAKO1
BiH OyJie TeHEepyBaTHUCH.

JeranpHilie mpo METOAW BHUPINIEHHS 1 peati3aiio OyJae HamucaHo Y

HACTYITHOMY PO3JLi.
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2 TH®OPMALIAHUIA OTJISIJT TPOTPAM JIJ151 BUPILLIEHHS

3AJIAUIL

2.1 CepenoBuiue po3podxu Unity

Cepen BCiX MOXKJIMBUX JTOAATKIB JIJIs1 BUPIIICHHS BUIIC HA3BOHOT 3aa4i OyIia
obpana miatdopma Unity. Unity — me wmikmiaTgopMeHe cepefoBHUINe IS
ctBopenHss 2d, 3d irop ta VR, AR popatkiB ta irop. Bona € oxHiero 3
HaUTIOMYJSAPHIIIUX TIaTHOPM, sKa JOTIOMAarae po3poOHMKAM BHUPIIIYBaTH KYITy
3aBiaHb. BoHa Oyna po3pobiiena amepukancbkoro kommaniero Unity Technologies.
Bumyck Unity BigOyBcst B 2005 porti i 3 Toro yacy ije noctiiiHuid po3Butok [17].
Jlo ronoBuux nepesar Unity, K1 Ay»e CHIIBHO BUPI3HSIOTH ii HAa ()OH1 KOHKYPEHTIB
€.

—  MOXJIUBICTh 3allyCTUTH CBOIO IMporpamy Ha OyAb-sIKIM 13 1CHYIOYHX
mwiatpopM 1 JUIsi 1bOTO HEe Tpeba Bce MEpenucyBaTH 3HOBY 3aBISKH MOBI
nporpamyBaHHs C#;

— MOXJIHUBICTH CTBOPIOBATH ITPHU 3 TAPHOIO TpadiKoro 3aBASKH BOYI0BAaHUM
(GyHKLISIM, SIK1 TO3BOJISIOTH 0€3 Mpo0JieM CTBOPIOBATH Bpa)Karoui Bi3yalibHI €()EeKTH;

— IIpoctora pegakropa. Ilix mpocTOTOO PO3yMI€ThCS TE, 110 B iIHTEpdENcI
MpOrpamMu JIyKe JIETKO po310opaTucs;

— HasBnicTb rapHoi oiiiHOT JOKYMEHTAIIIT,

— UYynoBo miaxoauts i Bizyamizamii 3d Ta 2d cren;

— HasBHicTh rapHOi CHIIBHOTH;

— HasBaicTe Asset Store, 1e MOXHA 3HANTH TOTOBI MOJIEi NEPCOHAXKIB,
TEKCTYPH, CKPUITH Ta TaKe 1HIIIE;

— MoxJuBICTh TIpaItoBaTy B koMaH/I1 3aBsku Unity Teams;

—  MOXJIMBICTb CTBOPUTH TPy 0€3 KOAY;

Ane cepen ycix mepeBar unity Mae CBOi HEJIOJIIKH, a Came:

— HemoxnuBICTh 3aBaHTAXXUTH 11a0JIOH, BCE MOTPIOHO pOOUTH 3 HYJISA,
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— HasBHicTp nineH3ii, uei ¢akt AyXe CUIBHO YCKJIATHIOE BaIle KXUTTS
SKIIIO BU XOUETE MOHETU3YBATH Balll IPOIYKT;

— CkrnagHicTh B pefaryBaHHi JaHamadTy Tpu, TOYHINIE BIJACYTHICTb
HEOOX1THUX IHCTPYMEHTIB, K1 BXK€ € B IHIIUX PeJaKkTopax;

— HasBHicTb 3acTapinoi cepeny sl HAMMCAHHS MPOTPaMHOTO Koy Mono,
ajie 1el HeOIK JyXKe IMBUIKO MOXKJIMBO BUMPABUTH BcTaHOBHMBIHM Visual Studio
Ta 0OpaBIIM HOTO cepeioro 3a 3aMOBUYYBAHHSM y HajamrTyBaHHAX [18].

3BakaloyM Ha ycCl HEJOJIKM Ta IepeBard, B poOOTI oOpaHa came I
matdopma, 00 MoBa nporpamyBanHs C# miig OUIBIIOCTI 3aAad € 3py4yHoro. Ta 1

Jerkicte y BukopuctanHi Unity, mpo siky 0arato roBopsiTh, IpHBEPTAE 10 cede

yBary.
2.2 Mosa nporpamyBanusa C#

C # - 00'ekTHO-OpiEHTOBaHA MOBA MPOTPaMyBaHHS 31 CTATUYHOIO TUITI3AITIETO.
Pospobnena B 1998-2001 pokax rpymor iHxkeHepiB komrmanii Microsoft mifg
kepiBHULTBOM AnHzepca Xeincoepr i Ckorra BimbraymoTa sSik MOBY pO3pOOKHU
nonatkiB juis margopmu Microsoft NET Framework. C# moBHicTIO 3a/10BOJIBHSIE
BUMOTHU JI0 TIpo€kTa. € yxe rapHOw sl po3poOKH Iporpam Jjisi onepariiHoi
cucremi Windows. Takok CHHTaKCHC MOBI JIyKe CXOKHMM Ha CHHTaKcuc Java, 1o B
CBOIO YEpry € IUTI0COM, alie SIK Ha MEHE Ti pedl, SK1 BIAPIZHAIOTHCS Bia Java mgyke
rapHo BUAUI0Th C#, 60 poOUTH MOT0 ORI THYYKUM Ta 1 MIATPUMKA MOBU O1J1bIII
aKTUBHA 1 OHOBJICHHSI BUXOJATH Tyke yacto. Cama MOBa IMIBUIKO PO3BUBAETHCS, B
IHTEpHETI € 0araTo cTaTeil, Kl JONOMAaraloTh BUPIITYBAaTH MUTAHHS, IKI BAHUKAIOTh

npu HamucanHi [19].
2.3 7Kanp rpu ii ocod1uBoOCTI

CrtBOpeHa Ipa BIIHOCUTH JI0 Kapy 1rop, sikuit HazuBaeThest Roughlike abo sk
foro me HasuBawTh ~Porannk”. XapakTepHUMH OCOOJIMBOCTAMU KIACHYHOTO

roguelike € piBHI sKI TEHEpPYIOTbCS BHIIAJKOBUM UYHWHOM, IOMIATOBICTh 1
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HE3BOPOTHICTh CMEPTI Tepos - B pa3i oro 3arubei rpaBeibh He MOXKE 3aBaHTAKUTH

Tpy 1 HOBHHEH I0OYaTH ii 3 ToYaTKy. [laHuii kaHp 3apOJUBCS II€ COPOK POKIB TOMY
1 3apa3 € OJHUM 3 HaumomnysapHimux. HaiiBiioMimmumu irpaMu 1bOTO KaHPY €:

Hades, Binding of Isaac [20]. Ii moxna mo6auntu Ha MamonKy 2.2 1

— -

Puc. 2.21. I'pa Binding of Isaac
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3 HPOI'PAMHA PEAJII3AIISA

Jliss  mporpamHOi  peamizarii  SK  BXe OyJO  3a3HAYCHO  BUIIE
BUKOpPUCTOBYBaoch cepenoBuie Unity Ta moBa mnporpamyBanHs C#, ske €
BUCOKOC(DEKTUBHUM 1HCTPYMEHTOM it peanizamii 3d irop 3 mpoIeaypHOIO
reHepalie€ro.

[Iporpamna peasizariist MiICTUTh B COO1:

— 3pobuTH nepecyBaHHs repos 1o JadipuHTY 3a JOMOMOTOI0 KIIaBiaTypH;

— PeanizyBatu nouryk HalKOpOTIIOTO NUIAXY ISl BUXOJTY 3 JIAOIPUHTY;

— PeanizyBaTu piBHI 3 TOJIOBOJIOMKAMU;

— PeanizyBaTu noBeiHKY JiJisi 00ca Ha JESKUX PIBHSX;

— ImMmoprtyBatu MoieIl IEPCOHAXKIB Ta CTBOPUTU KOMIPKY JIAOIPUHTY 3 SAKO1
BiH OyJie TeHEepYyBaTHUCH.

PesynbraTom mnpoBeneHoi poOOTH € TMporpaMHUN MPOAYKT 3 HA3BOIO

“Dungeon”, omuc SIKOTO TIO/IaHO y HACTYTHUX ITyHKTaX.
3.1 Omnuc anropur™Ma retepaitii Ta onuc BULJISIAY NPorpamMmu

st peamizanii redepaiii OyB oOpaHUil pEeKYpCHUBHUI METOJ TeHepallii.
AJITOpUTM METOJA MOJISTAE:

1. 3amaeMo po3mip JabipUHTY.

2. 3 npealy renepyemo nabipuHT 0€3 MPOXOIB.

3. [TounHaeMO 3 TOYATKOBOI KJIITHHKH.

4. Pyxaemocs y BHUIIaJIKOBOMY HAMpPSMKY J0 TJIYXOro KyTa IMCIS YOro
BIIXOJMMO Ha3aj J0 MOMEHTY, KOJIM 3HOBY MOXHa OyJie BUAAIUTH CTIHY 1 T. JI. 10
CTapTOBOI KJIITUHKHU

5. JInd KOKHOI KIITUHKY 33Ja€EMO AUCTAHLIIO B (iHIITy.

6. V maliBigjaleHImi KITHHI BiJ] CTapTy BUIAJISIEMO OJIHY CTIHKY IS

BUXOJy BOHA 1 Oyne (hiHaJIbHOIO.



30

7. Jlnst CTBOpEHHS MiAKAa3KH: MOYMHAIOYM BiJ (IHIITY NIYKAE€EMO KIITHHKY Y
SKO1 JUCTaHIIIS 10 cTapTy Oy/e Ha OJMH MEHINIA HiXK Y MOMepeIHbO1.

ANTOpPUTM 3a SAKAM BIJIOYBa€TbCs BiAOOpaKEHHs Ta 3HAXOMKCHHS
HAWKOPOTIIOTO NUIAXY BiA (iHilry 10 (iHATY TaKOXX Ha3WBAETHCS PEKYPCUBHHM 1
BiH HaJaHWW y MyHKTI 7 BHIIE omucaHoro airoputmy. Ilepen po3poOkoro
IPOTPaMHOTO TMPOAYKTY Oyna po3pobieHa use-case jiarpama Ta CTPYKTypu

nporpamu. Lli niarpamu 300paxeni Ha MamoHKax 3.22 ta 3.23.

Puc. 3.22. CtpyktypHa aiarpama mpoeKTy

Ta use-case giarpaMa sika BKJIIOYAa€ B ceOe areHTa B POJIl SIKOIO BUCTYMA€E

KOpHCTYyBaud TOOTO rpaselb (puc. 3.23).
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o
o) o

Puc. 3.23. Use-case miarpama
3.2 Inrtepdeiic Ta 0CHOBHI HOr0 MOKJINBOCTI

3aranpHUM BUTIA BikHa cucTemH “‘Dungeon” mpeacraBieHuii Ha pUCYHKY 3..

Puc. 3.24. 3aranbpHuii BUTIIA] TOJIOBHOTO MEHIO TIPOTPaMu
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OCHOBHI €1€eMEHTH FOJIOBHOT'O MEHIO MPOrpaMu — JIB1 KHOIIKM Ta aHIMOBaHa Ha3Ba,

ne kaonka “Play” Binmosinae 3a mouarok rpu, “Exit” mis Buxomxy 3 rpu .

Pause

Pross ESC to leave
Press space to continue

Puc. 3.25. Burnsg MeHro maysu rpu

OCHOBHI €J€MEHTH MEHIO May3W MporpamMu — JBI KHOIIKM Ta Ha3Ba, JI€ KHOIKa
(13 2 b b b (13 2
Space” BiamoBizgae 3a BiHOBIEHHS TpH, “ESC” mis Buxomy 3 rpu. s BHUKIHMKY

JTAHOTO MEHIO Tpeba HaTHUCHYTH KHOMKY “Escape”. BoHu 300pakeHi Ha MalOHKY

3.25

3.3 OcHoBHHIT KOHTeHT rpu: Moaeuni nepcona:xkis, I'enepanisi piBus,

TI'osioBosIOMKH, PiBeHb 3 00coM, My3u4Hmii CynpoBia.

B naniif po60Ti IpUCYTHI JIBI MOJIENi T€pOiB, Ta 1€ OyJd CTBOPEHI MOJEI
JUTSl TOJIOBOJIOMOK aJi€ BOHU SIBJIIFOTH COOOI0 3BUUYaiHUN MPUMITUB KyOa. J[Bl Mozeni
11e: MOJIEJIb TOJIOBHOTO repost Ta 6oca (puc. 3.26 ta 3.27). Jlas cTBOpeHHs Moaenei
MEPCOHAXKIB BUKOPUCTOBYBAIUCH 3aCO0M JIJIsi CTBOpEeHHs 00’ekTiB camoi Unity Ta
nporpama Blender. AHimyBaHHsS nepcoHaxiB BUKOHYBajoch B Unity, a cami

aHiMarrii Oyym B3sTi 3 caiiTa mixamo.com



https://www.mixamo.com/

Puc. 3.26. Mojenb ToJI0BHOTO repost

Puc. 3.27. Monens 0oca

33



34

Jlnis aHiMyBaHHS IEPCOHAXIB Oy CTBOPEHI aHIMATOpHU B sIKi OyNu J0faHi
aHIMalIlii, sIKi TOBMHHI BUKOHYBATH T'€poi, a caMe: aHiMalliio 0e3ii, 0iry, cTpuoky,

yaapy. Bouu matoth Takuii Burisig puc. 3.28:

Any State

Movement

b,

Puc. 3.28. AnimaTtop Ju1si TOJIOBHOTO TepOs

Lle#t animaTop BKIItOUa€ B ce0€ TpU CTaHU, 1€ TOYATKOBH, CTaH PyXYy, SIKUN

MICTUTh B 001 aHIMaIlil X0/1b0U, Oiry Ta 0€3/1i, Ta cTaH Jjisi CTPUOKY puc. 3.29.
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Any State

ERunnig

EAttack

Puc. 3.29. AnimaTop ayis 6oca

Ockibku 00c Mae OunplIe aHiMalllil HiK TOJIOBHUU Tepoil, TO aHIMaTop
CKJIaJIa€ThCs 3 TI'SITH CTaHIB. Ta mMae aHiMarii: aHiMmallli xoapbm, 6iry ta 6e3mii Ta
ynapy. IIpaBuiia nmoBeaiHku Ji71st 60ca mponucadi B ckpunTi Enemy.cs B JiCTHUHTY
mporpamu. A i 3MIHHM aHIMAIlii repos 3a paXyHOK pyXy reposi Ta HATUCKAHHIO TUX
yn iHmwmx kiasim(gaitmm  CameraFollow.cs, MovementCharacteristics.cs,
ThirdPersonMovement.cs). Takox ajisi CTBOPEHHS IITYYHOTO iHTENIEKTa it Ooca
Oyna BukopucraHa BOynoBaHa Oibmiorexka UnityEngine.Al. Ta 3a momomororo

Hapiratopa B Unity cTBopeHa IIolrHa Jie 60C Moke nepemiiryBaTtuch (puc. 3.30).



Puc. 3.30. Bursin HaBiraropa Ta ClieHH TTepeMiIieHHs A1 MPOTHBHUKA

Jiist peanizaliii po3po0JIEHOr0 aIrOpUTMY BUKOPUCTaHI Taki BiIOMI TPUHOMHU
porpamMyBaHHsI — poOOTa 3 MaCMBaMH, ITUKJIaMU, 00pOOKa MOIii TOI0. AJITOPUTM
reHepamii onucanudi y (Qaitim  MazeGenerator.cs. a TOWIYKYy LUIIXYy ¥
HintRenderer.cs, ans iX po3MillleHHs Bce omucaHo y daiini MazeSpawner.cs. Ix

MO>KHA MOOAYMUTH Y JIICTUHTY Iiporpamu. Pe3ynbrar Ha puc. 3.31.

Puc. 3.31. Burmnsazg 3reHepoBaHOro jadipuHTa
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3aranoM rpaBelb 6aunTh nepes co0or0 Taky KapTunHy(puc. 3.32).

Puc. 3.32. Burusin crienu 1y1st TpaBIis

J1ist IpoXOKeHHS! piBHS TPU BaM MOTPIOHO MIMTH IO KiHIIS JaOIpUHTY MICHSA
YOro BU NEPEXOAUTE HA PIBEHb 3 TOJIOBOJOMKOIO a0o 0ocoM. Ha piBHI 3 60coM Bam
NOTPIOHO MPOTSITOM XBWJIMHUA HAMaraTUCS BIDKUTH MPOTH HBHOTO TICHS YOTO BHU3

MOXeTe TIepelTH Ha HOBUH piBeHb (puc. 3.33).

Puc. 3.33. Burisn cuenu 3 6ocom



38

Sk Bu GaumnTe, repoil Mae piBEHb 3J0POB’S 1 AKILO BiH BTPATUTh BCE 37J0POB’ S

TO Tpy Tpeba Oyae mounHaTH 3HOBY (puc. 3.34).

Puc. 3.34. Burnsag ciieHu 3 roioBOJIOMKOIO

Jist ctwmizamii 1mporo piBHsA Oynia iMmoproBaHa Oi0iioTeka Jyisi TOCT-
00p0o0OKH, 00 MOKPANTUTH BUTIISA CIICHH. TakoX 11 aHIMaIlii TEKCTY B TOJIOBHOMY
MEHIO BUKOpHCTOBYBaach 0ibmioreka TextMeshPro(daiin WoblingText.cs). Jlis
MPOXO/PKEHHS IILOTO PiBHS MOTPIOHO BHUPIIIUTH HE CKIAJHY TOJOBOJOMKY ITiCIIs
YOro Bac MepeKrnHe Ha HACTYIHUH piBeHb. TaKOX SKIIO BUHUKHYTH SIKICh TPY/THOIII
3 TPOXOJKEHHSM TOJIOBOJIOMKM BH MOKE TOYaTH BHpIITyBaTH ii 3HOB. Jlyis
MOKpPAIIEHHs] I'POBOTO MPOILIECY IS TpU OyB JI0JaHUM MY3UYHHM CyrnpoBia. bys
CTBOPCHHH irpoBHi 00’€KT Ha iKWt OyB moganuii kommoHeHT Audio Source. Bin

300pakeHuil Ha MaoHKY 3.35.



~ BackGroundMusic
Untagged > Laye
Open Select o]

- Transform

Position X 219386! Y -0.1549¢ Z

Rotation X ¥ 0

udio Source

Logarithmic Rolloff

Puc. 3.35. Burnsan 06’exta 115t 1o1aBaHHS My3UKH
3arajioM OyJi0 JOAAHO YOTUPHU MYy3UKaIbHI KoMno3ullii. OfHa A1 MEeHIO,

OJIHA IS PiBHS 3 JaOIpUHTOM 1 TaK CaMo JIJIsl 1HITUX PiBHIB.
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BUCHOBKH

VY kBamidikamuiiiHii 6akanaBpchKiii poOOTI MpoaHaIi30BaHI OCHOBHI METOAU
Ta AJITOPUTMU MPOIEAYPHOI TeHepallii piBHIB B JaHOMY BUMNAAKY J1a0ipuHTIB. Bynu
PO3MIISIHYTI PUKJIAIAH ITOP 3 BUKOPUCTAHHSM JJAHOI TEXHOJIOTIT Ta 3 TAKUM >KaHPOM
KUl OyB BUKOPUCTaHUH 11 IPO€EKTY. [licst woro Oyio mpoBeneHo 03HANOMITCHHS
Ta TOPIBHSHHS 1HCTPYMEHTIB JJIsl BUPIIMICHHs JAaHoi mpoOjemu. Ilicimsa 3BakeHHS
yCiX MIHYCIB Ta IUIIOCIB IUX Nporpam Oyna obOpana cepema Unity Ta MoBa
nporpamyBaHHsi C#. Ilotim Oynu copmMoBaH1 TOJOBHI BUMOTH 1O MPOAYKTY Ta
po3pobiieHa Ha3Ba I'PH, MICS YbOTO JJIs OUIBII TOYHOTO PO3YMIHHS ITOCTaBIICHOI
3amadi Oynu po3poOieni: Use-case Ta gekommno3ulliiia aiarpama. Ilicias goro OyB
oOpaHuil MeTOJ TeHepalii SKUM CTaB peKypcuBHHU Meron. Ilicist yoro Oyna
posmoyara po3poOka MPOAYKTY: CTBOPEHI Mojell TepoiB, aHimarii. Hamucanus
MPOTPAMHOTO KOAY, CTBOPEHHS KOPUCTYBAILKOTO 1HTep(EiCy, 101aBaHHSI MYy3UKH
Ta BCE 1HIIIE, 110 OYJI0 OMKUCAHO y TonepeHbOMY po3auii. [licis BUKOHAHHS 1IOTO
BCHOT'O OYyJIM BUKOHAHI BC1 BUMOTH, SIKI CTAaBUJIUCH Tiepen mpoekToM. [licis 1mporo
Oynu mpubpani 6aru, siKi 3MIir 3HAUTH 5 Ta TOBAPHUIIIL IKUM S IOKa3aB JAHUM MTPOEKT.
OcHOBHI pe3ysbTaTd POOOTH MPEJCTaBICHI Ha MIKHAPOJHIN HAYKOBO-TEXHIYHIN
KOH(epeHIli CTyJeHTIB Ta Mojoaux BueHux «lHdopmaTuka, MaTeMaTHKa,
aBToMaTrka» (IMA —2021) (Cymu, 2021 p.) [21]. PenieH3eHTH BiA3HAYMIN BUTIISA
MIPOEKTY Ta CKIIAHICTh CTBOPEHHS irop. TakoX y moAambIIoMy TaHUA TIPOEKT MOKE
Oytu Moau(diKOBaHWI 3a JOMOMOIOK JIOJAHHS PIBHIB CKJIAJHOCTI, OHJIAMH

CKJIAJIOBOI a00 OOMOBOI CUCTEMM.
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JTOJATOK A
JICTUHT MOJYJIB EKCOEPTHOI CHCTEMU

daiia cell.cs

using UnityEngine;

public class Cell : MonoBehaviour

{
public GameObject Wallleft;
public GameObject WallBottom;
public GameObject Floor;

}

daiia Activator.cs

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

public class Activator : MonoBehaviour
{
public GameObject[] firstGroup;
public GameObject[] secondGroup;
public Activator button;
public Material normal;
public Material transponent;
public bool canPush;

private void OnTriggerEnter (Collider other)

{

if (canPush)

{
if (other.CompareTag ("Cube") ||

other.CompareTag ("Player"))
{

foreach (GameObject first in firstGroup)

{

44

first.GetComponent<Renderer> () .material =

normal;

first.GetComponent<Collider> () .isTrigger

= true;

}

foreach (GameObject second in secondGroup)

{

second.GetComponent<Renderer> () .material

= transponent;
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second.GetComponent<Collider> () .isTrigger

= false;

}

GetComponent<Renderer> () .material =
transponent;

button.GetComponent<Renderer> () .material =
normal;

button.canPush = true;

dains1 Damage.cs

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

[RequireComponent (typeof (AudioSource)) ]
public class Damage : MonoBehaviour

{
public AudioClip myClip;
private AudioSource mySource;

private void Start ()

{

mySource = GetComponent<AudioSource> () ;

}

void OnTriggerEnter (Collider myCollider)

{
if (myCollider.tag == "Player")
{

myCollider.GetComponent<HealthLevel> () .levelHealth -= 10 ;
mySource.PlayOneShot (myClip) ;
}

}

daiiax HealthLevel.cs

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.UI;

public class HealthLevel : MonoBehaviour

{
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public int levelHealth = 100;
public Slider mySlider;
public Image myImage;

void Update ()
{
mySlider.value = levelHealth;

if (levelHealth < 10)
{
mylmage.enabled = false;

}

else

{

myImage.enabled = true;

}

daiia HintRenderer.cs

using System.Collections.Generic;
using UnityEngine;

public class HintRenderer : MonoBehaviour
{

public MazeSpawner MazeSpawner; //cchuika Ha JIAOVPUHT
private LineRenderer componentLineRenderer;

private void Start()
{
componentLineRenderer =
GetComponent<LineRenderer> () ;
//Instantiate (nextLevelSpot, new Vector3(x, vy,
5))
}

public void DrawPath ()
{
Maze maze = MazeSpawner.maze;
int x = maze.finishPosition.x;
int y = maze.finishPosition.y;
List<Vector3> positions = new List<Vector3>();

Debug.Log ("Points2" +" "+maze.finishPosition.x +"
"+ maze.finishPosition.y);

while ((x != 0 || y !'= 0) && positions.Count <
10000)



MazeSpawner.
MazeSpawner.

an;

currentCell.

currentCell.

currentCell.

currentCell.
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{

positions.Add (new Vector3(x *
CellSize.x, y * MazeSpawner.CellSize.y, y *
CellSize.z));

MazeGeneratorCell currentCell = maze.cells[x,

if (x > 0 &&
!currentCell.WallLeft &&
maze.cells[x - 1, y].DistanceFromStart <
DistanceFromStart)
{
X==;
}
else 1if (y > 0 &&
!currentCell.WallBottom &&
maze.cells[x, y - 1].DistanceFromStart <
DistanceFromStart)
{
Y——7
}
else 1if (x < maze.cells.GetLength(0) - 1 &&
'maze.cells[x + 1, y].Wallleft &&
maze.cells[x + 1, y].DistanceFromStart <
DistanceFromStart)
{
X++;
}
else 1if (y < maze.cells.Getlength(l) - 1 &&
'maze.cells[x, y + 1].WallBottom &&
maze.cells[x, y + 1l].DistanceFromStart <
DistanceFromStart)
{
yt++;
}
}

positions.Add (Vector3.zero);
componentLineRenderer.positionCount =

positions.Count;

componentLineRenderer.SetPositions (positions.ToArray());

}
}

daiix Maze.cs

using UnityEngine;

public class Maze



public MazeGeneratorCell[,] cells;

public Vector2Int finishPosition; //Touka BuxOoma M3

JIaOVpPUHTAa
public int zPosition = 5;

}

public class MazeGeneratorCell

{
public int X;
public int Y;

public bool WallLeft = true;
public bool WallBottom = true;

public bool Visited = false;
public int DistanceFromStart;

®daita MazeGenerator.cs

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

public class MazeGenerator : MonoBehaviour
{
//public GameObject nextLevelSpot;
//Pas3meps JabupuHTa
public int Width = 50;
public int Height = 50;

public Maze GenerateMaze ()

{

MazeGeneratorCell[,] cells = new
MazeGeneratorCell [Width, Height];

for (int x = 0; x < cells.GetLength(O0);

{

x++)

for (int y = 0; y < cells.GetLength(1l);

{

y++)

cells[x, y] = new MazeGeneratorCell {X =

}

//YnajeHue JIMIHUX CTeH

for (int x = 0; x < cells.GetLength(0);

{
cells([x, Height - 1].WallLeft =

}

for (int y = 0; y < cells.GetLength(1l);

X++)

false;

y++)

Xy
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Y
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cells[Width - 1, y].WallBottom = false;

RemoveWallsWithBacktracker (cells) ;

Maze maze = new Maze () ;
maze.cells = cells;
maze.finishPosition = PlaceMazeExit (cells);

return maze;

}

private void
RemoveWallsWithBacktracker (MazeGeneratorCell[,] maze)
{

MazeGeneratorCell current = maze[0, 0]; //Texkymad
kJjeTka (Hauayso 0, 0) noTtoMm »OBMTaeMCsa B PAaHIOOMHOM HalpaBJIEHUU
IO TyIOMKa I[IOCJIE YEerOo OTKATHBAEeMCs Hazal OO MOMeHTa Korna
CHOBa MOXHO yOpaTb CTEHY M T. IO IO CTapTOBOM SUEUKU;

current.Visited = true; // nocemeHue KJIEeTKM

current.DistanceFromStart = 0; // mucTaHUMsa OT cCTapTa

Stack<MazeGeneratorCell> stack = new
Stack<MazeGeneratorCell>(); // IlepeMemeHue MO KJeTKaM

do

{

List<MazeGeneratorCell> unvisitedNeighbours = new
List<MazeGeneratorCell> () ;

int X = current.X;
int y current.Y;

if (x > 0 && 'maze[x - 1, y].Visited)
unvisitedNeighbours.Add (mazel[x - 1, v]):;

if (y > 0 && 'maze[x, y - 1].Visited)
unvisitedNeighbours.Add (mazel[x, y - 11);

if (x < Width - 2 && 'maze[x + 1, y].Visited)
unvisitedNeighbours.Add (maze[x + 1, v]);

if (y < Height - 2 && !'maze([x, y + 1].Visited)
unvisitedNeighbours.Add (maze[x, y + 1]);

4

if (unvisitedNeighbours.Count > 0)
{

MazeGeneratorCell chosen =
unvisitedNeighbours[UnityEngine.Random.Range (0,
unvisitedNeighbours.Count) ];

RemoveWall (current, chosen);

chosen.Visited = true;
stack.Push (chosen) ;
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chosen.DistanceFromStart =
current.DistanceFromStart + 1;
current = chosen;
}
else
{
current = stack.Pop();

}
} while (stack.Count > 0);

private void RemoveWall (MazeGeneratorCell a,
MazeGeneratorCell b)
{
if (a.X == b.X)
{
if (a.¥ > b.Y) a.WallBottom = false;
else b.WallBottom = false;
}
else
{
if (a.X > b.X) a.WallLeft = false;
else b.WallLeft = false;

private Vector2Int PlaceMazeExit (MazeGeneratorCell/[, ]
maze)

{

MazeGeneratorCell furthest = maze[0, 0];
//CamMas majyiekasd sdUelKka OT CTapTa yoadjlgeTcs
for (int x = 0; x < maze.GetLength(0); x++)
{
if (maze[x, Height - 2].DistanceFromStart >
furthest.DistanceFromStart) furthest = maze[x, Height - 2];
if (maze[x, 0].DistanceFromStart >
furthest.DistanceFromStart) furthest = mazel[x, 0];

}

for (int y = 0; y < maze.GetLength(l); yt+)
{
if (maze[Width - 2, y].DistanceFromStart >
furthest.DistanceFromStart) furthest = maze[Width - 2, vy];
if (maze[0, y].DistanceFromStart >
furthest.DistanceFromStart) furthest = maze[0, v];

}

//B BaBUCHMMOCTM OT HAXOXIEHMA dUuelky (uHala yOajldeTcs
CTeHa mJig BHXOIA

if (furthest.X == 0) furthest.Wallleft = false;
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else if (furthest.Y == 0) furthest.WallBottom =
false;

else if (furthest.X == Width - 2) maze[furthest.X +
1, furthest.Y].WalllLeft = false;

else if (furthest.Y == Height - 2) maze[furthest.X,

furthest.Y + 1] .WallBottom = false;

return new Vector2Int (furthest.X, furthest.Y);
//lNosuuma dbuHMIa

}
}

daiin MazeSpawner.cs

using UnityEngine;
using UnityEngine.AI;

public class MazeSpawner : MonoBehaviour

{
public Cell CellPrefab;

public Vector3 CellSize = new Vector3(1l,1,0); //Pasmep
OOHOM HAdYEeUKU X Y

public HintRenderer HintRenderer;

public GameObject PahtObj;

public GameObject LevelExit;

private NavMeshSurface[] navMeshSurfaces;

public Maze maze;
private void Start ()
{
MazeGenerator generator = new MazeGenerator();

maze = generator.GenerateMaze () ;

for (int x = 0; x < maze.cells.GetLength(0); x++)
{

for (int vy 0; v < maze.cells.GetLength(1l); y++)

{
Cell c¢ Instantiate (CellPrefab, new
Vector3(x * CellSize.x, y * CellSize.y, y * CellSize.z),
Quaternion.identity);
c.Wallleft.SetActive (maze.cells[x,

y] .WallLeft);
c.WallBottom.SetActive (maze.cells[X,
y] .WallBottom) ;
//nextLevelSpot.transform.position =
}
}
Instantiate (LevelExit, new
Vector3 (maze.finishPosition.x * CellSize.x,
maze.finishPosition.y * CellSize.y, CellSize.z),
Quaternion.identity);
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Debug.Log ("Points" +" "+maze.finishPosition.x +" "+
maze.finishPosition.y);

}

private void Update ()

{
if (Input.GetKey (KeyCode.F))

{

HintRenderer.DrawPath () ;
PahtObj.SetActive (true);

}
else if (Input.GetKey (KeyCode.G))

{
PahtObj.SetActive (false);

}

}
®daita NavMeshBaker.cs

using System.Collections;

using System.Collections.Generic;
using System.Threading.Tasks;
using UnityEngine;

using UnityEngine.AT;

public class NavMeshBaker : MonoBehaviour

{

[SerializeField] NavMeshSurface[] navMeshSurfaces;

async void Start ()

{
await Task.Delay (2000);

for (int i = 0; i1 < navMeshSurfaces.Length; i++)

{

navMeshSurfaces[1] .BuildNavMesh () ;

daiia RandomCarck.cs

using UnityEngine;
using UnityEngine.SceneManagement;
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public class RandomCrack : MonoBehaviour

{

private void OnTriggerEnter (Collider col)

{

if (col.tag == "Player")
{
if (Random.Range (0, 1) == 0) {

SceneManager.LoadScene ("InProgress") ;

} else {
//Application.LoadLevel (level) ;

SceneManager.LoadScene ("Crack" +
Random.Range (1, 8));

}
}

}

daiia Timer.cs

using UnityEngine;
using UnityEngine.UI;

public class Timer : MonoBehaviour

{
public float timeRemaining = 10;
public bool timerIsRunning false;
public Text timeText;
public GameObject nxtLevel;

private void Start()
{

timerIsRunning = true;

}

void Update ()
{
if (timerIsRunning)
{
if (timeRemaining > 0)
{
timeRemaining -= Time.deltaTime;
DisplayTime (timeRemaining) ;
}
else
{

nxtLevel.SetActive (true) ;
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timeRemaining = 0;
timerIsRunning = false;

}

void DisplayTime (float timeToDisplay)

{
timeToDisplay += 1;

float minutes = Mathf.FloorTolInt (timeToDisplay / 60);

float seconds = Mathf.FloorToInt (timeToDisplay % 60);

timeText.text
minutes, seconds);

}

string.Format ("{0:00}:{1:00}",

}

®daiia TriggerLoadLevel.cs

using UnityEngine;
using UnityEngine.SceneManagement;

public class TriggerLoadLevel : MonoBehaviour

{

private void OnTriggerEnter (Collider col)

{
if (col.tag == "Player")

{

SceneManager.LoadScene ("Maze3D") ;

}
}

®daita CameraFollow.cs

using UnityEngine;

public class CameraFollow : MonoBehaviour

{

[SerializeField] [Range(1lf, 5f)] private float
_angularSpeed = 1f;

[SerializeField] private Transform _target;

private float angleY;

private void Start ()

{
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_angleY = transform.rotation.y;

}

private void Update ()
{

if (Input.GetKey (KeyCode.Z)) angleY -=
_angularSpeed;

1f (Input.GetKey (KeyCode.X)) angleY +=
_angularSpeed;

transform.position = target.transform.position;

transform.rotation Quaternion.Euler (0, angleY, 0);

daiia MovementCharacteristics.cs

using System.Collections;
using System.Collections.Generic;
using UnityEngine;
namespace Dungeon
{
[CreateAssetMenu (fileName = "Characteristics", menuName =
"Movement/MovementCharacteristics", order = 1)]
public class MovementCharacteristics : ScriptableObject
{
[SerializeField] private bool visibleCursor = false;
[SerializeField] private float movementSpeed = 1f;

[SerializeField] private float runSpeed = 1.5f;
[SerializeField] private float angularSpeed = 150f;

[SerializeField] private float gravity = 15f;
[SerializeField] private float JjumpForce = 7f;
public bool VisibleCursor => visibleCursor;
public float MovementSpeed => movementSpeed;
public float RunSpeed => runSpeed;

public float AngularSpeed => angularSpeed;
public float Gravity => gravity / 10f;

public float JumpForce => jumpForce / 100f;
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®daia ThirdPersonmovement.cs

using UnityEngine;

namespace Dungeon
{
[RequireComponent (typeof (CharacterController)) ]
[RequireComponent (typeof (Animator) ) ]
public class ThirdPersonMovement : MonoBehaviour
{
[SerializeField] private Transform camera;
[SerializeField] private MovementCharacteristics
characteristics;

private float vertical, horizontal, run;

private readonly string STR VERTICAL = "Vertical";

private readonly string STR HORIZONTAL =
"Horizontal";

private readonly string STR RUN = "Run";

private readonly string STR JUMP = "Jump";

private const float DISTANCE OFFSET CAMERA = 5f;

private CharacterController controller;
private Animator animator;

private Vector3 direction;
private Quaternion look;

private Vector3 TargetRotate => camera.forward *
DISTANCE OFFSET CAMERA;

private bool Idle => horizontal == 0.0f && vertical
== 0.0f;

private void Start ()

{
_controller =
GetComponent<CharacterController>();
_animator = GetComponent<Animator>();

Cursor.visible = characteristics.VisibleCursor;

private void Update ()
{

Movement () ;



Rotate () ;

private void Movement ()

{

if ( _controller.isGrounded)

{
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_horizontal = Input.GetAxis (STR HORIZONTAL) ;
_vertical = Input.GetAxis(STR VERTICAL);

_run = Input.GetAxis (STR RUN) ;
_direction =
transform.TransformDirection( horizontal, O,

_vertical) .normalized;

PlayAnimation () ;

Jump () ;
}
_direction.y -= characteristics.Gravity *
Time.deltaTime;
float speed = run * characteristics.RunSpeed +

_characteristics.MovementSpeed;
Vector3 dir = direction * speed *
Time.deltaTime;

dir.y = direction.y;

_controller.Move (dir) ;

private void Rotate ()

{
if (Idle) return;

Vector3 target = TargetRotate;
target.y = 0;

_look = Quaternion.LookRotation (target);

float speed = characteristics.AngularSpeed *

Time.deltaTime;

transform.rotation =
Quaternion.RotateTowards (transform.rotation, 1look,

}

private void Jump ()

{
if (Input.GetButtonDown (STR_JUMP))

{

speed) ;
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_animator.SetTrigger (STR_JUMP) ;
_direction.y += characteristics.JumpForce;

}

private void PlayAnimation ()

{

float horizontal = run * horizontal +

_horizontal;

}

float vertical = run * vertical + vertical;

_animator.SetFloat (STR VERTICAL, vertical);
_animator.SetFloat (STR HORIZONTAL, horizontal);

@aitn Enemy.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.AI;

[RequireComponent (typeof (NavMeshAgent)) ]
public class Enemy : MonoBehaviour

{

private NavMeshAgent myAgent;
private Animator myAnimator;
private float distance;
public Transform target;
public Transform parking;

void Start ()

{
myAgent = GetComponent<NavMeshAgent> () ;
myAnimator = GetComponent<Animator>();

}

void Update ()
{

distance = Vector3.Distance (target.position,

transform.position);

//if (distance > 20) // & transform.position !=

parking.position)

A

// transform.LookAt (target.position);

// myAgent.enabled = false;

// //myAnimator.Play ("EIdle");

// myAnimator.SetBool ("RunBool", true);

// myAgent.SetDestination (parking.position);
// myAnimator.SetBool ("IdleBool", false);

//}



if (distance > 10) //& transform.position ==

parking.position

}

{
transform.LookAt (target.position);
myAgent.enabled = false;
//myAnimator.Play ("EIdle") ;
myAnimator.SetBool ("IdleBool", true);
myAnimator.SetBool ("RunBool", false);

if (distance < 10 & distance > 1.5f)

{
myAgent.enabled = true;
myAgent.SetDestination (target.position);
myAnimator.SetBool ("IdleBool", false);
myAnimator.SetBool ("RunBool", true);
myAnimator.SetBool ("AttackBool", false);

}

if (distance <= 1.5f)

{
myAgent.enabled = false;
myAnimator.SetBool ("RunBool", false);
myAnimator.SetBool ("AttackBool", true);

daiia ExitGame.cs

using UnityEngine;
using UnityEngine.UI;

public class ExitGame : MonoBehaviour

{

public Button exitButton;

void Start ()

{

}

exitButton.onClick.AddListener (TaskOnClick) ;

void TaskOnClick ()

{

}

Application.Quit ()
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daitax GameEsc.cs

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

public class GameEsc : MonoBehaviour

{
void Update ()

{
if (Input.GetKeyDown (KeyCode.Escape))

{
Application.Quit ()

}

}

daiia GameOver.cs

using UnityEngine;
using UnityEngine.SceneManagement;

public class GameOver : MonoBehaviour

{
void Update ()

{
if (GetComponent<HealthLevel> () .levelHealth <= 10)

{

SceneManager.LoadScene ("EndScr") ;

}

daiia Pause.cs

using UnityEngine;

public class Pause : MonoBehaviour

{

public GameObject pausePanel;

void Update ()
{
if (Input.GetKeyDown (KeyCode.Escape))
{
pausePanel.SetActive (true);
Time.timeScale = 0;
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}
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if (Input.GetKeyDown (KeyCode.Space))
{
pausePanel.SetActive (false);
Time.timeScale = 1;

daiia PlayGame.cs

using
using
using
using
using

System.Collections;
System.Collections.Generic;
UnityEngine;
UnityEngine.SceneManagement;
UnityEngine.UI;

public class PlayGame : MonoBehaviour

{

public string sceneName;
public Button playButton;

void Start ()

{

}

playButton.onClick.AddListener (TaskOnClick) ;

void TaskOnClick ()

{

}

SceneManager.LoadScene (sceneName) ;

®daiin CubePlayer.cs

using UnityEngine;
using UnityEngine.SceneManagement;

public class CubePlayer : MonoBehaviour

{

[SerializeField] KeyCode keyOne;
[SerializeField] KeyCode keyTwo;
[SerializeField] Vector3 movementDiraction;

private void FixedUpdate ()

{
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if (Input.GetKey (keyOne))
{
GetComponent<Rigidbody> () .velocity +=
movementDiraction;

}

if (Input.GetKey (keyTwo))
{
GetComponent<Rigidbody> () .velocity -=
movementDiraction;

}

if (Input.GetKey (KeyCode.R))
{

SceneManager.LoadScene (SceneManager.GetActiveScene () .buildInd
ex) ;

}

private void OnTriggerEnter (Collider other)
{
if (this.CompareTag ("Player") &&
other.CompareTag ("Finish"))

{

SceneManager.LoadScene (SceneManager.GetActiveScene () .buildInd
ex + 1);
}
if (this.CompareTag ("Cube") &&
other.CompareTag ("Cube™))
{
foreach (Activator button in
FindObjectsOfType<Activator>())
{

button.canPush = false;

}

private void OnTriggerExit (Collider other)
{
if (this.CompareTag ("Cube") &&
other.CompareTag ("Cube™") )
{
foreach (Activator button in
FindObjectsOfType<Activator>())
{
button.canPush = true;

}
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daiin WoblingText.cs

using UnityEngine;
using TMPro;

public class WoblingText : MonoBehaviour
{
public TMP Text textComponent;

void Update ()
{
textComponent.ForceMeshUpdate () ;

var textInfo = textComponent.textInfo;

for (int 1 = 0; i1 < textInfo.characterCount; ++1)

{

var charInfo = textInfo.characterInfoli];

if (!'charInfo.isVisible)
{
continue;

}

var verts =
textInfo.meshInfo[charInfo.materialReferencelndex].vertices;

for(int 7 = 0; 3 < 4; ++73)
{
var orig = verts[charInfo.vertexIndex + j];
verts|[charInfo.vertexIndex + j] = orig + new
Vector3 (0, Mathf.Sin(Time.time * 2f + orig.x * 0.01f) * 20f,
0);
}
}
for (int i = 0; i < textInfo.meshInfo.Length; ++i)
{
var meshInfo = textInfo.meshInfoli];
meshInfo.mesh.vertices = meshInfo.vertices;
textComponent .UpdateGeometry (meshInfo.mesh, 1i);
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®daiia OnTheGround.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class OnTheGround : MonoBehaviour

{

[SerializeField] GameObject Player;

void Update ()

{

if (Player.transform.position.y <= -5)

{
if (Random.Range (0, 1) == 0)

{

SceneManager.LoadScene ("InProgress") ;

}
else if (Random.Range (0, 1) == 1)

{

//Application.LoadLevel (level) ;
SceneManager.LoadScene ("Crack" +

Random.Range (1, 8));

}
}



