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Hasuowk P. C. Pospobxa xomn’romeprnoi epu «Procedural Depthy 3

BUKOPUCMAHHAM AJI20PUMMIE 2eHepayii pieHie 10Kayiu.

[TosicHroBasibHA 3amucka KBamidikaiiiHoi poOOTH 3a crHeliagbHIicTIoO 122 —
Komnm’rotepui Hayku (ocBiTHS mnporpama — Komm’rotepui Hayku). — BH3
«YHiBepcutet ekoHoMiku Ta npaBa «KPOK», Kuis, 2026.

VY naniit poOOTI onMcaHO MOBHUN LUKI po3poOku 2D xomm’roTepHOi rpu
xanpy roguelike ma Unity 3 BHKOpHCTaHHSIM MPOLIEAYPHOI T'eHepallii JIOKaIlii.
JocnikeHo mnpeaMeTHy 00J1acTh, MPOAHAIi30BaHO aHalIoOrH, C(HOpMYJIbOBAHO
GbyHKIIIOHAIBHI, HE(QYHKI[IOHAIBHI Ta CHCTEMHI BHMOTH JO IPOTPAMHOIO
MPOJYKTY. 3alpOMOHOBAHO apXITEKTYpy I'pHU, BUKOHAHO MOJICIIOBAHHS MOBEIHKH
Ta CTpyKTypu cucremMu 3a pgomnomororo UML-giarpam 1 momeni C4, ommcano
QITOPUTM TEHepalli pIBHSA TUIY «KIMHATH + KOPUIOpW», MpaBuja PO3NOALLY
BOPOTiB 1 pecypciB, a TaKOXK MPUHLUIK OpraHi3amli iHTepdeiicy kopucryBaya. ¥
poOOTI HaBEACHO OCOOJMBOCTI peami3alli KIIOYOBUX MOAYJIB, pe3yJbTaTu
(YHKLIOHATBHOTO Ta MOAYJIBHOTO TECTYBaHHSA, IHCTPYKLIIO KOpPUCTyBada 1
M1JICYMKOBI BUCHOBKH I110JI0 IOCSTHEHHSI METHU TOCIIIKEHHS.

KirouoBi cnoBa: komm’totepHa rpa, roguelike, mpomemypna renepariis,
Unity, UML, Tilemap, tectyBanHs.

Tab6mn. 6. Puc. 18. bi6miorp. 12.

Davydiuk R.S. The computer game «Procedural Depth» using algorithms for
generating location levels.

Explanatory note of qualification work in specialty 122 — Computer Science,
Bachelor’s degree. — University of Economics and Law "KROK", Kyiv, 2026.

This paper describes the full development cycle of a 2D roguelike game in
Unity using procedural generation of locations. The subject area is analysed,
existing analogues are reviewed, and the functional, non-functional, and system
requirements for the software product are formulated. The architecture of the game
is proposed, the behaviour and structure of the system are modelled by means of
UML diagrams and the C4 model, and the algorithm for generating room-and-
corridor levels, the rules for distributing enemies and resources, and the
organisation of the user interface are described. The paper also presents
implementation details of the key modules, results of functional and unit testing, a
short user guide, and final conclusions concerning the achievement of the research
goal.

Keywords: computer game, roguelike, procedural generation, Unity, UML,
Tilemap, testing.

Tables 6. Figures 18. Bibliography 12.
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HEPEJIIK YMOBHUX ITO3HAYEHb, CKOPOYEHDb, TEPMIHIB

Al (Artificial Intelligence) mtyunuii iHTENIEKT, IO BUKOPUCTOBYETHCS Y Bijeoirpax

NPC (Non-Player
Character)
Roguelike

PCG (Procedural Content
Generation)

BSP (Binary Space
Partitioning)

WFC
(WaveFunctionCollapse)
Perlin Noise

Pipeline

Ul (User Interface)
Game Loop

Seed

Room-based generation

s mozaentoBanHs moBeninku NPC, OanmancyBaHHS Ta
THIITMX MEXaHIK.
HEITPOBUI MEPCOHAXK, 110 KepYeThCs anroputMamu Al.

)KaHp 1rop 13 TIPOIEAYPHOIO TEHEpAIll€l0 PIBHIB,
BHCOKOIO CKJIQJIHICTIO Ta peirpabebHICTIO.
IpoIeAypHA TeHepallis KOHTCHTY.

METOJI TTPOCTOPOBOIO MOJLTY, SKUH 3aCTOCOBYIOTH JIJIsI
reHepailii KIMHaTHUX CTPYKTYD.

CIMEHCTBO aJTOPUTMIB T'€Hepallii KOHTEHTY Ha OCHOBI
00MEKEHb 1 JTOKAJIbHUX IA0JIOHIB [2].

IyMOBa (DYyHKIIS, 110 BAKOPUCTOBYETHCS JIJIsl TeHeparlii
MIPUPOIHUX CTPYKTYDp [1].

MOCJIIJIOBHICTh €TalllB CTBOPEHHS ITPOBOTO MPOIYKTY
BIJl IPOTOTUITYBaHHS A0 MIATPUMKHU.

1HTEepQeic KopucTyBaya y rpi.

OCHOBHUH LIMKJI OHOBJICHHSI CTaHy I'pU Ta PEHIECPUHTY
KaJpy.

[OYaTKOBE 3HAUYECHHsA I'€HEepaTopa BUIAJKOBUX YHCEI
JUISL BIITBOPIOBAHOCTI MPOIEYPHOI reHepariii.

MiIXi 10 TeHepalii piBHA, /€ KapTa CKJIQJaeThCs 3
KIMHAT 1 KOPUJIOPIB.



BCTYII

AKTyaJbHICTh TeMHU. PO3BUTOK KOMIT'IOTEPHHX ITOp € OAHIEI0 3 HAWOLIbII
JUHaMIYHUX cep cydacHUX 1H(OpMaIitHUX TeXHOJOr1H. BuMorn kopucTyBadiB
70 PI3HOMAHITHOCTI Ta SAKOCTI IrPOBOrO KOHTEHTY CTUMYJIOIOTH PO3POOHUKIB
BUKOPHUCTOBYBATH aJITOPUTMIYHI MIIXOIU IO CTBOPEHHS ITPOBUX PIBHIB Ta MOJIH.

Ocob6mmBoi  momyJsIpHOCTI HaOynu irpu  >kaHpy roguelike, y skux
npoleAypHa reHepallis 3abe3neuye YHIKaIbHICTh KOXKHOTO MTPOXO/HKEHHS, (hopmye
BIIUYTTS JOCJIDKCHHS Ta MiABUIIYE peirpadenbHIcTh. JJIsl TakuxX irop Ba)KJIUBO
MO€IHATA BUIIAJIKOBICTh I€Hepallii 3 KOHTPOJIbOBAHOIO CTPYKTYPOIO PIBHIB Ta iX
MPOX1IHICTIO.

I'pa «Procedural Depth» € 2D npoekxtom xaHpy roguelike, y sskomy irpoBi
Jokamii  (OpMYIOTBCS ~aBTOMAaTHYHO TIPU 3amMycKy. Y MeXaxX TPOEKTY
nependavaeThCsl peanmizallis TeHepalli CTPYKTypu pIBHS TUIY «KIMHAaTh +
KOPUAOPU» 13 TMOJAIBIIMM PO3MIIICHHSIM ITPOBUX CYTHOCTEH 3a 3aJaHUMU
IpaBHUJIAMH.

Mera pocaimxeHHsi. MeToo MpPOEKTY € po3poOKa MPOrpaMHOIO
3a0e3nedeHHss Komm 'toTepHoi r1pu  «Procedural Depth» 13 mnpouenypHoro
reHepali€ro JOKaIlii.

J1J1st TOCSITHEHHSI METH BUKOHYIOTHCS 3aBJIAHHS JIOCTi/KEHHS .

— aHaJl3 NpeaMEeTHOI 00J1acTi Ta ICHYIOUMX aHAJIOT1B;

— BH3Ha4YeHHS (QYHKIIIOHATBHUX 1 HEPYHKI[IOHATHHUX BUMOT;

— TPOEKTYBAHHS CTPYKTYPH MPOTPAMHOTO MPOAYKTY;

— peainizauisg anropuTMy reHepaiii piHiB y Unity;

— TECTyBaHHA TMPOTPAMHOTO TPOAYKTYy HAa  CTAaOUIBHICTh  Ta
MPOYKTUBHICTb.

O0’exkT nochaixKeHHs1 — TpolleCc CTBOpeHHs 2D rTpu 3 mpouemypHOrO
TeHEPAIIi€r0 JIOKAIIIH.

Ipeamer pocaigxenHss — komm’itorepHa rpa «Procedural Depth» Ta

QITOPUTMH TIPOTIEAYPHOI reHeparlii piBHIB.
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Metoau pocaimkenHs. JlocmimkeHHs Oa3yeTbCsi Ha BUKOPUCTaHHI
aAHATITHYHUX, TTOPIBHAIBHUX 1 €KCIIEPUMEHTATFHUX METO/IB. AHATITUIHUI METO/
3aCTOCOBAHO JIJIsi BUBYEHHS CyYaCHUX MIAXOMAIB J0 MPOIeAyPHOI reHepailii B irpax,
a TakKoX MIOXOAIB reHepanii Ha OCHOBI oOMexeHb. [lOpiBHSUIBHMI aHami3
BUKOPUCTAHO ISl OLIIHKM KOHKYPEHTIB Ha PHUHKY. EKkcrepuMeHTalbHI METOIU
3aCTOCOBAHO ITiJ] Yac pO3pOOKU Ta TECTYBaHHS ITPOBUX MEXaHiK.

IIpakTuuHe 3HaueHHs1. Pe3ynbTaT poOOTH MOXKYTh OyTH BUKOPHUCTaHI 5K
OCHOBA JIJIsl MOAAIBIIIOTO PO3BUTKY MPOEKTY 3 JOJaBAaHHSIM HOBUX THUIIIB KIMHAT Ta
CUCTEM MpOorpecii.

CTpykTypa Ta 00CAr MOsICHIOBAJbHOI 3anucku. Kpamdikamiiina poborta
CKJIQJAETHCS 31 BCTYITY, TPhOX PO3JLIIB, BUCHOBKIB, NIEPEIIKY JKEepes MOCUIaHHS.

3aranpHuii o0csr ctopiHok 50, podoTta MicTuTh 18 pUCYHKIB Ta 6 TaOIUIIb.



PO311J1 1
INOCTAHOBKA 3ABJAHHS HA KOMIT’KOTEPHY I'PY «PROCEDURAL
DEPTH»

1.1 Onuc npeamMeTHoi 0dJ1aCTi

VY cydyacHOMy CBITI KOMIT'IOT€pPHI ITpH BIAITPalOTh BAXKIUBY pPOJIb Y
nudpoBux posparax. IrpoBa 1HIYCTpisS € OJHUM 13 CEKTOPIB, IO PO3BUBAIOTHCS
HAWIIBHUIIIE, OCKUTBKU MOEIHYE MPOTPaMyBaHHS, TU3aiiH, 3BYK Ta TECTYBaHHS JIJIs
CTBOPEHHSI IHTEPAKTUBHUX MPOIYKTIB.

3pocTaHHsI KOHKYPEHIIII HAa PUHKY CIIOHYKae€ pPO3pOOHHUKIB IiIBUILYBATH
peirpabenpHICTh MpoAyKTIB. OAHMM 13 MIAXOAIB € TpPOUEAypHa TeHeparis
KOHTEHTY, IO JO03BOJISIE aBTOMAaTUYHO CTBOPIOBAaTH BEJIMKI OOCSATH pIBHIB 1
Baplauiii moxiu.

JIJist peanbHOTO Yacy Ba)JIMBUM (PAKTOPOM € MIBUIKOJISL allTOPUTMIB Ta iX
pecypcHa BUMOIJIMBICTb, L0 MIJKPECICHO B OIJISAAaX MIBUAKOMII MPOLEAYPHOI
reneparii [1].

XKanp roguelike mepenbavyae guHamiuyHe (GOpMYBaHHS PIBHIB Yy BUTJISII
CUCTEMU KIMHAT 1 KOpUAOpiB. JJisl IKICHOTO 1irpoBOro MpoIecy piBHI MalOTh OyTH
JOTIYHO 3B’SI3aHUMHU Ta MPOXITHUMH. Y3arajbHEHY CXE€MYy B3a€MOIPOHUKHEHHS
JKaHPIB, 3 AKoi BUIUMBAE Miciie roguelike, momano Ha puc. 1.1.

[lin yac po3poOKM T'pu BAKIMBO BpaxyBaTH pipeline: MpOTOTUITYBaHHSA,
MPOEKTYBAHHS, peaii3aiisi, TECTyYBaHHS Ta MIATPUMKA. BIiAmoBiiHy cxemy
KUTTEBOTO IIUKITY I'POBOTO MPOAYKTY HaBEJIeHO Ha puc. 1.2.

Jlns roguelike-irop sikicTh reHepallii BU3HAYa€ThCs HE JIMIIE BUMAAKOBICTIO,
a ¥ CTPYKTYpHOIO TOCTIJOBHICTIO. SKIIIO TeHepaTop HE KOHTPOJIIOE 3B’S3HICTH,
pIBEHb MOK€ MICTUTH HEJOCTYNHI KiMHAaTH ab0 HEKOpeKTHI nepexoau. Tomy B
MeXaxX TPOEKTY TependadaeThCsl TMepeBIpKa MPOXIMHOCTI Ta OOMEXKEHHS Ha

pO3TallyBaHHA KIIFOYOBUX CJIEMCHTIB.
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Roguelike
€peTUuH XaHpiB)

Pucynok 1.1 — V3aeanvuena diacpama nepemuny s#campia iepogoi inoycmpii

IDicepeno: po3pobnerno asmopom

I‘Ip(;;(;;lz;ny- HﬂpoeKTyBaHHﬂ]—)[ Peanizauis H TecTyBaHHSA

Peniz/
nigTpumka

Pucynox 1.2 — Cxema pipeline pospobxu ieposoco npooyxkmy

IDicepeno: po3pobrerno asmopom

OxkpeMuM acmekToM € OallaHc: HaJMIpHA BHIIAJKOBICTh y PO3MIIIEHHI
BOPOTiB MOJK€ CTBOPIOBAaTH HEPIBHOMIPHY ckiagHicTh. [lim wac reneparii
JIOTITHPHO 3aCTOCOBYBATH MIPaBUIIa PO3MOALUTY CKIAAHOCTI IO 30H1 PiBHSL.

VY cepenosumii Unity peamizaiisi NOporeaypHoOi TeHepaiii Moxke OyTu
BUKOHAHA SK OKPEeMH MOMAYNb, IO MPAIOE 10 MOYATKy aKTHMBHOTO irPOBOTO
IIUKITy 200 il 9ac MepexoaiB Mk piBHAMH. [Ipukiaa CcTpyKTypu piBHS «KiIMHATH
+ KOpHUIOpW» HaBEJEHO Ha puc. 1.3, a MOPIBHSJIBHY CXEMY MIIXO/1B IPOLETYPHOT

reHepariii nojgaHo Ha puc. 1.4.
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«KiMHaTW + Kopugopw»

/

Pucynox 1.3 — Ilpuknao cmpykmypu piHs «KiMHamu + KOpUoopu»

IDicepeno: po3pobneno asmopom

B KepoBaHicTb
m Weupkopin

YMoBHa ouiHKa (1..5)
w

Wymn BSP KNiTUHHI WFC reHeTuyHi
aBToMaTu anr.

Pucynox 1.4 — Ilopieusanvha cxema nioxodie npoyedypHoi cenepayii (YMO8HA
oyinka)

IDicepeno: po3pobneno asmopom
1.2 Bu3zHayeHHA NOTeHIITHMX KOHKYPEHTHHUX IepeBar

XKanp roguelike ™mae 3HaUHYy KINBKICTH TPEACTAaBHUKIB Ha PUHKY.
OcHoBHUMHU KOHKypeHTamMu TipoekTy «Procedural Depth» moxkna BBaxkatu «The
Binding of Isaac», «Dead Cells» ta «Hades». [lyis Bi3yanbHOro MHOPIBHSHHS
MIPUKJIaJIA IrOp HaBeaeHo Ha puc. 1.5-1.7.

«The Binding of Isaac» Big3HaYa€ThCS BETUKOIO KUIHKICTIO MPEAMETIB 1
KOMOIHAIlIM, 10 MifgBUIYEe peirpadbenbHicTh. BoaHodac cTpykTypa KIMHAT Yy

0araTbox BHUITaJKaX € IIOBTOPHOBAHOIO.
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«Dead Cells» poOuTh akieHT Ha JWHAMIYHOMY TeHMIUIe] Ta Tporpecii.
[lepeBaroto € Temnm 0010, HEAONIKOM — CKJIQJHICTh OalaHCyBaHHS Ta
MOBTOPIOBaHICTh OKPEMHUX 30H.

«Hades» iHTerpye croxeTHy CKJIagoBy Ta 3a0e3ledye pi3HOMaHITHICTb
MIPOXOJIKEHb, ajie TOTpeOye 3HAYHUX PEeCypCiB Ha KOHTEHT 1 BHYTPIIIHI MEXaHIKH.
Jis  nmetanpHOTO aHami3y KOHKYPEHTHHX IIepeBar MPOBEACHO TOPiBHSHHSA

KITFOUOBUX XapaKTepUCTUK y Tabm. 1.1.

Pucynoxk 1.5 — Ipuxnao ieposoco npoyecy « The Binding of Isaac: Rebirthy

IDicepeno: Push Square (ckpinwom 2pu)

Take MOPIBHAHHS € BAXJIMBUM HE JIMIINE 3 MO3UIIIT BI3yaJbHOTO CTHIIIO, a ¥ 3
TOYKM 30py Oprasizamii TedMIUIEHHOro IUKIy. Y KOHKYPEHTHUX MPOEKTaX
HaWOLIBITY I[IHHICTD JJIsI KOPUCTYyBaya CTBOPIOE TIOETHAHHS IIIBUIKOTO BXO/KCHHS
B CECil0, 3pO3yMIJIOr0 TEMMy MIOCHIPKEHHS KapTH Ta BIIYYTTA MOCTYIOBOTO
YCKJIaTHEHHSI, 10 MOTUBYE 710 TOBTOPHUX MPOXOIKECHb.

[TopiBusinast 3 «The Binding of Isaac» mokasye, mo ans 3a0e3neueHHs
KOHKYypeHTocnpoMokHOCTI «Procedural Depth» fominbHO MO€AHATH BUCOKY
peirpabenpHICT, 13 OUTBhIII KEPOBAHOK CTPYKTyporo piBHA. Ha Bigminy Bifg

BUITAJIKOBOTO HArpOMa/KCHHsI KIMHAT 1 TOMAIN, y BJIACHOMY TMPOEKTI AaKIEHT
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poOUTHCS HA MPOIEAYPHIN MOOYIOBI JIOKAIK 13 KOHTPOJIEM MPOXiTHOCTI, TEMITY
MIPOXOJKEHHS Ta PO3MOJILTY PECypCiB.

Kpim Toro, BaximBo 3abe3medyuTd OajlaHC MK BaplaTUBHICTIO Ta
3pO3YMIIICTIO IrPOBOTO MPOCTOPY. ['paBerts MOBHHEH BiTUyBaTH HOBU3HY KOXKHOTO
NPOXO/DKCHHS, ajieé BOJHOYAC INBUIKO 3YUTYBAaTH JIOTIKY PIBHS, MapuipyTa
niepecyBaHHs, pO3TallyBaHHS BOPOTiB 1 TOUKM OTpuMaHHs BuHAropoj. Came Takuii
miaxig (GopMye MpPaKTUYHY OCHOBY KOHKYPEHTHHX TIepeBar MaiOyTHBOTO

MPOrPaMHOTO MPOAYKTY.

] 3 )
(L IPVINE I
1 ]

# 4 a4

Pucynox 1.6 — Ipuknao izposozo npoyecy «Dead Cells»

Ilicepeno: Push Square (ckpinwom epu)

Pucynox 1.7 — Opiyitinuti npomo-apm epu «Hades»

Joicepeno: Supergiant Games (ogiyitini mamepianu)
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Tabnuys 1.1 — Iepesazu «Procedural Depthy nao konxypenmamu

Ilepesaza Peanizayia

. ["enepartist piBHIB y BUTJISAI KIMHAT 1 KOPUIOPIB 13
CtpyKTypoBaHa IpoIeypHa reHeparis ' ' ' ‘
KOHTPOJIEM ITPOXiHOCTI Ta JIOT1YHOT 3B SI3HOCTI.

[TpaBuiia po3moaiTy BOPOTiB 1 PECypCiB 3aJIeKHO
KepoBanwmii 6anaHc ckiiagHOCTI BiJl BiIJaJICHHS BiJl CTapTy Ta mapaMeTpiB

CKJIQIHOCTI.

ApXIiTeKTypa A03BOJISIE JOAABATH HOBI THITH
MoynbpHICTh Ta IBUAKICTh PO3MIMPEHHS | KIMHAT, MOAIN 1 BOPOTiB 0€3 mepenpoeKTyBaHHS

szpa.

BiacyrtHicTs pay-to-win MexaHik; pe3yabTar
YecHa MoieNb IPOTpeECy _
3aJICKUTh BiJl HABMYOK I'PABIIS TA TAKTUKHU.

1.3 IlocTaHOBKA 32aBJAAHHS Ha PO3POOKY MPOrPaAMHOI0 MPOAYKTY

3aBmaHHAM  PO3pOOKH € CTBOPEHHS MNPOrpaMHOro  3abe3meueHHs
koMt totepHoi rpu «Procedural Depth» 13 mponeaypHoro reHepariiero JoKarliu.
[Iporpamuuii mpoayKT Mae 3a0e3neuyBaTH TPABII0 MOXIUBICTH MPOXOHKEHHS
MOCTIJOBHOCTI  3T€HEPOBAHMX PIBHIB 13 B3aEMOJIE0 3 BOpOraMu Ta
BHYTPIIIHHOITPOBUMH 00’ EKTAMHU.

Jlns peanmizaiii MOCTaBJIEHOI 3ajadyli HEOOXIJHO BUKOHATH Takl €Tamu:
MPOEKTYBAHHS CTPYKTYpH I'pU Ta MOAYJIB; Mia0Ip 1 MAroToBKa acceTiB (rpadika,
3BYK); MOJICNIIOBaHHS TEHUMIUICMHMX  MEXaHIK; peaii3aiis MNporpaMHOTO
3a0e3nedenHs y Unity; TecTyBaHHS Ta YCyHEHHS A€(EKTIB.

Jist  BupimeHHs 3amadi  OyAyTh peajizoBaHi TMiJACUCTEMH: CHCTEMa
KepyBaHHS TpaBIIeM; CHCTEMa TEHepallii piBHS; CHUCTeMa CIaBHy Ta 0a30BOl
NOBEAIHKA BOporiB; cuctema komizi; Ul mns BimoOpakeHHsI cTaHIB (310pOB s,
OYKH, PIBEHb); CUCTEMA MEPE3AIMyCKY 1 3aBEPIIICHHS CECii.

OyHKI[IOHAIbHI BUMOT'M: aBTOMaTHYHa T€Hepallisl YHIKaJIbHOTO DPIBHS IMPHU
KOXXHOMY 3aIllyCKy; JIOTI4YHa TMPOXIJHICTh 1 3B’S3HICTh JIOKAIlid; KOPEKTHa
B3aEMOJIISI TPABIlA 3 BOpOTaMmH; oOpoOKa KoJIi3ii; cucTeMa BiIOOpaKEHHS CTaHy

I'pU; MOXJIMBICTD IEPE3AIYCKY Ta MEPEXO01Y MK PIBHSIMHU.
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HedynkuionaneHi BuMoru: crabigbHa poboTa 0€3 KPUTHUHUX MOMUIIOK;
OpUHATHA IIBUAKOJIA TeHepallli; MiHiMizamis mnpociganb FPS y reiimiiei;
MIITPUMYBAHICTb 1 MOJYJIBHICTh KOJIY; MOXKJIMBICTh PO3IIMPEHHS KOHTCHTY.

Cucremni Bumoru: omeparmiiaa cucrema Windows; pymriii Unity; MoBa
nporpamyBaHHs C#; migTpumka 0a30BOi IITBOBOI  PO3AUIBHOI  3[aTHOCTI
1920x1080.

BxigHumu 1aHuMu A7 IPOrPaMHOTO MPOAYKTY € KOMaHIU KOpUCTyBada 3
KJIaBlaTypH, MIOYATKOBI MapaMeTpH 1ITpOBOI cecii, HalallTyBaHHs IreHepallii piBHs,
a TAKOX CIY>KOOBI JJaHl MPO XapaKTEePUCTUKU KIMHAT, BOPOTiB, PECYPCIB 1 TOUOK
B3a€MO/III.

BuxigHumu JaHUMHM € 3reHepoBaHa CTPYKTypa JIOKalii, Bi3yajbHe
B1JIOOpa)KE€HHS CTaHy I'pU Ha €KpaHi, pe3yJbTaTH B3a€MO/II I'PaBIs 3 BOPOraMH Ta
00’€KTaMM CEpEeOBUILA, a TAKOXK IMIJCYMKOBI TOKAa3HUKU IPOXOJKEHHS, IO

NEepealoThCs 0 EIEMEHTIB IHTepdeiicy KopucTyBaya.
BuchoBku 10 posainy 1

[IpoBenaeHo mMOCHIKEHHS MpeaMeTHOi o0nacTi, mpeactaBiieHoi 2D rporo
aHpy roguelike Ta mporiecom ii po3poOku. BuzHaueHo poJib reHepaTopa JoKalii
SK KJIFOYOBOTO MOJTYJISI IPOAYKTY.

AHammi3 KOHKYPEHTIB JI03BOJIMB BU3HAYWTH TOTEHINNHI KOHKYpPEHTHI
nepeBaru «Procedural Depth» Ta chopmyBaTu nepenik BUMOT 10 MPOrpamMHOTO
MPOIYKTY.

CdopMyibOBaHO TMOCTAaHOBKY 3aBJaHHA Ha PO3pOOKY MPOrpamMHOro
NPOAYKTY, BHU3HAYEHO IMIJCUCTEMH Ta BUMOTH, IO CTBOPIOE OCHOBY ISt

MOAANBIINX PO3ILIIIB.
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PO3/ILI 2

MNPOEKTYBAHHSA ITIPOT'PAMHOI'O IPOJAYKTY
2.1 MopaesroBaHHSA NMOBEXiHKHA MPOAYKTY

[ToBeninkoBa MOeNb TpU BU3HAYAE, K1 A1l MOXE BHUKOHYBAaTH OCHOBHUU
aKTOp - TpaBellb, a TAKOX SK CHCTEMa pearye Ha Il Jii B MeXax OJIHI€l 1IrpoBOi
cecii. ¥ «Procedural Depth» ocHOBHHM akKTOpOM € KOPHUCTYyBau, SIKMM IHIIIIOE
3allyCK TpU, KEpPYye IMEPCOHAXKEM, B3a€EMOJII€ 3 PIBHEM Ta OJAEPXKYE 3BOPOTHUI
3B’SI30K uepe3 iHTepdeic KopucTyBaya.

KirouoBi crieHapii OXOIUTIOIOTh 3amyCK 3aCTOCYHKY, TE€HEpallil0 HOBOTO
pIBHs, BXiJ y ULMUKI IrpoBOi cecli, pyX MepcoHa)xa, 3ITKHEHHS 3 BOPOraMH,
OHOBJICHHSI CTaHy 3JIOPOB’sl Ta pPaxyHKy, a TaKOX Iepe3amycK Tpu MIiCs
3aBepuieHHs crpoou. Take po30UTTS 103BOJISIE BITOKPEMUTH CIICHAPIi 1HIIiaTi3aIli

B1JI CIICHapiiB ONepaTUBHOI B3aEMO/IIT Y TelMILIET.

F'pa "Procedural Depth"

3anyctutun
Py

IHiuianizysaTun IR - 3asepwnuTi
ceciio — rpy
IIIIII'II..-' < o> A
\

Moctasutun
Ha nay3y

3renepysaTn
piseb
Mepernspatun
CTaH rpu

NepesanycTuTin
cecino

Ipaseusb

Pucynox 2.1 - Jliaecpama eapianmis sukopucmauus Komn romepHoi epu
«Procedural Depth»

IDicepeno: po3pobrerno asmopom

Ha pgiarpami BapiaHTiB BUKOPUCTaHHS IOKAa3aHO, IO TpaBellb Hampsmy

B3a€MO/II€ 3 (PYHKIIISIMH 3aIyCKy 3aCTOCYHKY, T'€Hepallii HOBOTO PiBHS, KepyBaHHS
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NEepPCOHaXXeM, Meperyisiy MOTOYHOTO CTaHy T'pU Ta mepesanycky cecii. Monenb
BimoOpakae (yHKIIOHAJIbHE AAPO MPOAYKTY 1 Ja€ 3MOTY NEPEBIPUTH MOBHOTY
c(hOopMYyJILOBAHUX y MEPIIOMY PO3iIl BUMOT.

BaxiuBuMm acmekToM € Te, IO TeHepals piBHA B MOJENl IMOBEHIHKU
MpE/ICTaBIICHA SIK OKpEMUI BaplaHT BUKOpHUCTaHHs. Lle migkpecitoe He3anexKHICTh
MOAYJISl TeHepallii BiJi JIOTIKM KEpyBaHHS TEPCOHAXEM 1 CHPOLIYE MMOJalbIe
TECTYBAaHHS: T€HEpPATOp MOXKHA TEPEBIPATH OKPEMO Ha KOPEKTHICTh CTPYKTYpHU
KapTH, HE 3aIlyCKalouu MOBHY OOHMOBY Cecilo.

JUiss  OlIbII  MOBHOTO ONHCY TIOBEAIHKM CHUCTEMH KOXXHHMM BaplaHT
BUKOPHUCTAHHS JOIUTBHO PO3TIISAATH Yepe3 MepeayMOBH, OCHOBHUH ClieHapiil Ta
pe3ysbTaT BUKOHAaHHA. [lepeayMoBoro cleHapito «3allyCTUTU T'Py» € HasBHICTb
BCTAHOBJIEHOTO 3aCTOCYHKY Ta JOCTYIHICTh KOH(irypauiiHux pecypcis. Ilicis
3aIlyCKy KOPUCTYBau MEPEXOJUTh O CTapTOBOIO €KpaHa, /e CUCTeMa iHillalli3ye
0a30Bl CEpBICH, 3aBAHTAXYE IMapaMeTpPU MOTOYHOI 30IpKHM ¥ TOTye CIEHY [0
noyaTky cecii. Pe3ynbTatoM 1OTO CIIEHApil0 € TOTOBUM 110 B3aeMOJAll 1HTepdeiic
Ta KOPEKTHO MIATOTOBJICHUN ITPOBUN KOHTEKCT.

Cuenapiit «IHimianizyBaTu CECil0» OXOIUTIOE CIyKOO0B1 ii, sSIKi HE 3aBXKIU
MOMITHI KOPUCTYBAu€eBi, ajie € KpUTUIHUMHU It cTa01IpHOT poboTu rpu. Ha nbomy
eTani 34UTYIOThCSl HAJIAIITYBaHHS TeHeparopa, hopmyeTbesa seed, mepeBipseThCs
JOCTYMHICTh TOTPiOHMX TpedaliB, a TaKOXK CTBOPIOIOTHCS IMOYATKOBI 00’ €KTH
ciienu. Came TOMy B MOJENl TMOBEIIHKH I1HIIIami3alis BUILICHA SIK OKPEMHA
BaplaHT BUKOPUCTAHHS, MOB’A3aHUH 13 3aIIyCKOM IrpOBOi cecli, a He MPUXOBAHUI
yCepEeIMHI IHIIUX MPOLECIB.

Cuenapiii  «3reHepyBaTH piBEHb» BiIOOpaXkae KIIOUOBY  (YHKIIIIO
nporpaMHoro npoaykrty. CucreMa oTpumye HaOIp mapaMeTpiB KapTH, TOMYCTUMI
MeX1 po3MipiB KIMHAT, MpaBuia (opMyBaHHS KOPUIOPIB 1 KOH(DIryparlii criaBHy.
Jami dopmyeThcsi HaOIlp KiMHAT-KaHIUAATIB, BUKOHYETHCS TMEpEBIpKa IXHBOI
CYMICHOCTI, a Ticiisi MOOYJOBM TE€OMETpli KapTh CHUCTeMa TMEpeXOJUTh [0
pPO3MIIIIEHHSI BOPOTiB, PECYpPCiB 1 TOYOK B3aeMoiii. PesymbTaToMm clieHapio €

KOPEKTHO 3reHEPOBAHMM 1 MPOXITHUN PIBEHb, TOTOBUM JI0 CTAPTY CECIi.
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Cuenapiii «I'pat y cecito» € IEHTPaTbHUM Y TIOBEAIHKOBIM MOJEI,
OCKUIBKM caM€ B HbOMY IMOEIHYIOTHCS PyX NEpcoHaxka, OoiioBa B3aeMOif,
o0poOKa 3ITKHEHb, OHOBJICHHS CTaHy 3JIOpOB’S, TIJIpaXyHOK OYOK Ta
BimoOpaskeHHs1 ciyx00Boi iHpopmamii yepes HUD. V mexax mporo creHapiro
rpaBellb MOCTIMHO OTPUMYE 3BOPOTHUM 3B’SI30K BiJI CUCTEMH, a 3MIHM B MOJEINI
CTaHy HeramHo BimoOpaxkaroThCsi B i1HTepdeiici. Taka opranizaiis gae 3MOTYy
PO3MEKYBaTH KEPYBaHHS ITPOBUMH MOISIMU Ta X Bi3yalbHE MMOJIaHHS.

Oxpemoi yBaru moTpeOytoTh cueHapii «lloctaBut Ha may3y»,
«Ilepernspatu ctan rpuw», «llepesanycrutu cecito» Ta «3aBepmutu rpy». Ilaysa
PO3TTISAAETHCA SIK PO3UIMPEHHST OCHOBHOI Cecii, OCKIIbKM BOHAa THUMYAacOBO
NPUINUHSAE AKTUBHE OHOBJICHHS JIOTIKHM, ajieé HE PYHHYy€ MOTOYHUN CTaH pPIBHS.
[lepe3anyck, HaBIIaKH, IHILIIOE CTBOPEHHS HOBOI CHPOOHM, MOBTOPHUIM BHKIIHMK
reHepaTopa Ta OYMILEHHS TUMYACOBUX JJAHUX MONEPETHBOI cecli. 3aBepIeHHS TPH
(biKCcye MiICYMKOBHI pe3yNbTaT 1 MEPEBOJUTH KOPUCTYyBaUa Ha CIy>KOOBUI €KpaH,
3 AKOT'0 BIH MOKe a00 BUITH, a00 pO3MOYaTH HOBE MPOXOKEHHS.

3 TOYKM 30py TECTyBaHHs Taka JeTajli3allisl BaplaHTiB BUKOPUCTAHHS €
KOPUCHOIO IIe¢ ¥ TOMy, IO J03BOJIAE OE3MOCEPEIHbO 31CTABUTU IOBEIIHKOBY
MOJIelb 13 HabopoM (GyHKIIOHATBHUX TepeBipoK. KokHOMY OCHOBHOMY CIIEHAPIIO
BIJINIOBIJIa€ OKpeMa TIpyla TECTIB: TMEpeBipKa 3aIycKy, MepeBipka KOPEKTHOCTI
re’epaiiii, nepeBipka OOpoOKH KepyBaHHs, mepeBipka cuHxpoHizamii HUD, a
TaKOX IMepEeBIpKa 3aBEPIICHHS 1 MTOBTOPHOTO CTapTy. Y MIJICYMKY US€ case-MOJEIb
CIIYyIye HE JIMIIE 3acO000M BI3yaJIbHOTO OMHUCY, a ¥ OCHOBOIO sl MOOYJ0BU

TECTOBHX CIICHAPIiB TPETHOT'O PO3JILITY.



ACtIVIty Diagram MUTTEBWIA LKA irpoBoi cecii

MouaTok

Iniuianisauisa cueHn Ta 3aBaHTa>keHHA

L napametpie y

|

FeHepauis kKiMHaT | Kopupopie

|

PosMilleHHA rpaBus, BOporiB i
pecypcis

|

OCHOBHWM irpOBUHA LUKA: pyX, 6iK, 36ip
pecypciB

b

Pucynox 2.2 - Jliaepama disnvnocmi iepogoi cecii

IDicepeno: po3pobnerno asmopom

Jiarpama isJIBHOCTI J€Tani3ye MOCIiJOBHICTh KPOKIB y MeXaX OIHIET cecii:
1HIIIai3a1lisl CLIIeHU, 3aBaHTAXXEHHsI KOH(ITypalliid, reHeparlisi CTpyKTypu KIMHaT,
PO3MIIIIEHHSI BOPOTiB 1 PeCypciB, BXiJl 0 OCHOBHOTO IFPOBOTO IIUKITY, OHOBJICHHS
HUD, 00po0ka 3aBepiieHHs cecli Ta MOXKIIMBHI Mepe3aycK.

Taka Mojenb A03BOJIAE YITKO BUAUIUTA TOUYKH KOHTPOJIO, Y SIKUX MO>KIIUBE
BUHUKHEHHS IOMUJIOK: MepeBipKa KOPEKTHOCTI seed, Bamigallis 3B’ I3HOCTI KIMHAT,
3amo0IraHHsT HaK/IaJeHHIO 00 €KTIB, a TaKO)X OYHMILEHHS TUMYACOBHUX HAHHUX ITiJ
qac Tepexoay MK crpobamu. Yci 11l TOYKY HaJlajll BpaxoBaHi y TUIaHl TECTYBaHHS

TPETHOrO PO3JILITY.



Sequence Diagram IeHepallis HOBOro piBHA

l I'paBeus l%ameManage}' LEveIGeneratar EEemySpawnar lUIControIIerI

{ HaTucHeHHs kHonku "Ctapt" }

CreateLevel(seed

i | BuildRooms()
ConnectCorrjdors()

SnEnemies roomData

ShowSessionState
)

@wwmﬁ—%

OHoBneHHs HUD

;'—)

Pucynok 2.3 - [liacpama nocniooenocmi 63a€mo0ii 0CHOBHUX MeHeddicepis epu

IDicepeno: po3pobnerno asmopom

JliarpamMa TOCHIZOBHOCTI BijoOpakae OOMIH TIOBIJOMJICHHSAMH MIXK
o0’ektamu GameBootstrap, LevelGenerator, EnemySpawner, GameStateManager
ta UlController. Ilicns 3amycky cuenu iHimiamizatop (GopmMye KOHTEKCT cCecii,
nepeae 3amuT TeHepaTopy PiBHs, MICAS YOTO MOJIYJb CIaBHY BHKOPHCTOBYE
pe3yibTaTH TeHeparlii s po3MilieHHs BoporiB. Jlami cTaH rpu Ta mapameTrpu
nepcoHaxa Bijoopaxkarorbest B Ul

Jliarpama MOCHIJOBHOCTI MOJIEJIh KOPHMCHA THUM, IO JI03BOJISIE BUSBUTHU
3QJIEKHOCTI  MDK OKpeMUMH MeHemxkepamu. 3okpema, Ul He moBUHEH
OHOBJIIOBATHUCS paHilie, HiXk cOPMOBAHO CTAPTOBUI CTaH cecli, a MOyJIb BOPOTIB
HE MOXE TMparoBaTu 0e3 BamigHoi TeoMerpii kimHaT. lle 3MeHITye pusmk
BUHUKHEHHS TOMWIOK I1HIIami3amii Ta migkasye, ski iHTepdeicu HEeoOXiTHO

dbopmaitizyBaTH Ha piBHI KOAY.
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2.2 Mope/il0BaHHA apXiTeKTYPH Ta CTPYKTYPH NPOAYKTY

ApXITeKTypa TpOrpaMHOTO MPOAYKTy MoOyqoBaHa 3a OaraTOpiBHEBUM
MPUHIIUIIOM, SIKAW BIANOBIAA€ METOJUYHUM BUMOTaM JI0 pO3pOOKH MPOTrpamMHOro
3abe3neyeHHs [3]. Y mexax poOOTH BUAUICHO piBeHb 30epiraHHs 1 KoHIryparii
JAaHUX, PIBEHb JOCTYMY 10 LHUX JAHHUX, MPUKIATHUNA pIBEHb ITPOBOI JIOTIKH Ta
pIBEHBb KOPUCTYBAIILKOTO 1HTEpdEHCy.

PiBenn 30epiranHs maHUX peali3ye€TbCs 4epe3 pecypcHi acceTu, mpedadu,
TaOJUIll HaJAIITYyBaHb 1 cepiajizoBaHl 00’€KTH, IO 30epiraloTh IMapaMeTpu
KIMHAT, BOpOTiB, IIAHCIB CHaBHY Ta 0a30BUX xapakTepuctuk cecii. Y Unity
JOLIIBHO BUKOpUCTOBYBaTH ScriptableObject sik koHTeliHEep KOH(Irypamii, o
3MEHIIIY€ 3B’SI3HICTh MK 00’ €KTaMU CIIEHU Ta TOJIETIIY€E MOBTOPHE BUKOPUCTAHHS
naHux [8].

PiBeHp nocTymy 110 AaHUX BIJAINOBIJA€ 3a 3aBaHTaXEHHS KOHQIryparii,
nepeiady iXx TreHepaTopy Ta IHIIMM IiJICHCTeMaM, a TaKOoX 3a JIOKajJbHE
30epeKeHHsT OKPEMUX MOKa3HHUKIB MPOTpecy, HApPUKIIaJ PeKOpAy abo mapaMeTpiB
octanHboi cecii. [lpuknagHuii piBeHb MICTUTH MOJYJ1 TeHepallii, KepyBaHHS
cTaHamMu TIpH, 00poOku ¢3uku Ta OoioBoi joriku. Pienp Ul dopmye
BimoOpaxxenns HUD, MeHio cTapTy, eKpaHa 3aBeplIeHHSI Ta CIIy)KOOBHUX

noBiiomMyieHs [ 10].

Class Diagram Knio4oBi CyTHOCTI Ta 38'A3KK

SessionManager LevelGenerator RoomDescriptor

+ StartSession() + Generate() + bounds
+ RestartSession() “ - reomGraph + roomType
- currentSesd -rmg + difficultyZone

nopoasye

PlayerController

EnemyController
+ Move()
+ Attack()
- health
- speed

+ Patrol() oHOBNOE B 4 pdateHUD()

+ Chase() + ShowGameOver()
- damage

-hp

Pucynox 2.4 - V3aeanvuena oiacpama knacie npocpamHo2o npooykmy

IDicepeno: po3pobnerno asmopom
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Jliarpama KiaciB AEMOHCTPYE, 10 LIEHTPAIbHUMU CYTHOCTSMH CHUCTEMH €
GameBootstrap, LevelGenerator, RoomModel, PlayerController,
EnemyController, GameStateManager Ta UlController. Knac RoomModel
30epirae TEOMETPUYHI XapaKTEPUCTUKH KIMHATH, TOYKM BXOAY Ta CIyXOOBI
npanopili Juisi anroputMy 3’emnHaHHsa. LevelGenerator cTBOpIOE KOJEKINIO TaKHUX
MoOJIesIeH Ta mepeaae i 1HITUM MOTYJISIM.

PlayerController i EnemyController iHKancymoTh MOBEIIHKY IrPOBHUX
nepcoHaxiB, a GameStateManager BiAnoBiZae 3a IMEPEeXoAdM MDK CTaHaAMU
«MATOTOBKa», «aKTHUBHA CECisH», «IepeMora abo TIopa3Kkay Ta «Iepe3arycKky.
UlController He MicTuTh OOMOBOI JIOTIKH, a JUIIE MIAMUCYETHCS HA MOl 3MIHU
cTaHy Ta oHOBIIO€ BianoBigH1 eaementd HUD. e 3menntye pusuk ay0iaroBaHHS

BIJINOBIJIAJILHOCTEN 1 pOOUTH apXiTEKTypy OUIbII NIATPUMYBAHOIO.

Com poneht Diagram ApXiTEKTYPHI KOMMOHEHTW rpu

request | Generation Module

-
events

spawn

Input Layer input B Gameplay Core

¥ Enemy Al Module

Asset & Config config M Ul / HUD \
Storage

Pucynok 2.5 - Jliaecpama komnonenmis apximexmypu epu

IDicepeno: po3pobnerno asmopom

KommonenTHa wmomenb JeTanmizye B3a€EMOJII0 MDK PIBHSIMU BBEIICHHS,
IrpoBOIO0  JIOT1KOIO, MoayneMm renepauii, Al Boporis, Ul Ta cxoBumem

KoH(irypamiii. BBeneHHss komMaHJ BiJl KOpucTyBaua obOpoOssieThesi Input Layer,
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nani noxii nepemparothes 10 Gameplay Core, sikuit Bukiimkae Generation Module ta
Enemy Al Module 3a motpe6u, a pe3yibTatu Binoopaxarotscs B Ul / HUD.

Takuit posmoai J03BONsE JIOKali3yBaTH 3MiHW. Hampukiman, 3amiHa
aITOPUTMY TEHepallii He BHMarae 3MiHH KoHTpojepa rpaBis abo HUD, skmio
30BHIMIHIM KOHTPAKT MOJYJISA T'eHepallii 3aJuIIaeThCcs HE3MIHHUM. AHAJOTI4HO,

MO>KHa 3MIHUTH MOJIEJb TTOBEIIHKU BOPOTiB 0€3 mepenpoekTyBaHHs ciieHoBoro Ul.

C4 Model KoHTeKCT i KoHTenHepu

(Cuctema: Procedural Depth

JlokanbHe
CXOBMLLe

KnienT Unity (irposa

—_— cuena, UL, ocwomn coucbirypaui |
seed
Moaynsb reHepauii BSP + Habip acceriB Ta
Kopupopu + cna Object-Koud) rie

Pucynox 2.6 - Vzacanvnena C4-modenv npoepamno2o npooykmy

IDicepeno: po3pobnerno asmopom

C4-monens pomoBHioe UML-nmiarpamMu Ta MOKa3ye CHCTEMY Ha pi3HUX
piBHsX aeramizailii. Ha KOHTEKCTHOMY piBHI MpOrpaMHUN TMPOAYKT B3aEMOJIIE
Juiie 3 rpaBUEM 1 JIOKaJbHUMHM KOHQIrypauiiHumu pecypcamu. Ha
KOHTEHHEpHOMY pIBHI CHUCTEMa CKJIAJA€ThCs 3 KIIEHTCHKOro 3acTocyHKy Unity,
HaOopy acceTiB KoH(irypamii Ta JokKambHOro Imapy 30epexenHs. Ha
KOMITOHEHTHOMY Pi1BHI BUAUISIIOTHCS MEHEIKEPH 3aIlyCKy, FeHepallli, TeMMIIIeHHOT
noriku, Al Ta UL

Buxopucrannus C4-moeni 3pyyHe A MOSICHEHHSI apXITEeKTYypU Ha 3aXUCTI,

OCKIJTbKM BOHa 30epirae OajaHC MDK TEXHIYHOIO JETali3alli€l0 Ta HAOYHICTIO.
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Axmo miarpama KiaciB KOpHCHA i po3poOHuKa, To C4-MOfenb Kpalie moKa3ye
3arajpbHy OYy/IOBY CHCTEMH KOMICIi Ta J03BOJISIE IIBHUIKO TOSICHUTH, J€ Came
3HaXOJIUTHCS JIOT1KA TeHepallii, Jie 30epiraloThCs JaHl Ta SKUM YUHOM KOPHUCTYBau

B32EMO/IIE€ 3 TIPOTYKTOM.

Tabauysa 2.1 - OcHo8Hi KOMIOHEHMU NPOSPAMHO20 NPOOYKMY Mda ix

8i0N0GI0ANbLHICIY
Buxionuii
Komnonenm Ilpusnauenns Bxioui oani
pesyrvmam
S ITapamerpu
Irimamizamis crieHy, )
crapry, seed, [Migroronenui
GameBootstrap 3aBaHTAKCHHS

KoH(irypariiii, 3amyck cecii

IIOCUJIaHHS Ha

KoH(pirn

KOHTEKCT I'pH

LevelGenerator

[ToOynoBa cTpyKTypu

KIMHAT 1 KOpUIOPiB

OOMexXeHHS
Kaptu, seed,

ra0JI0HU KIMHAT

Konekuig xiMuar i

3’€IHAHb

PosmimienHs Boporis

Cnucok KiMHar,

IIpaBHJIA CIIABHY,

AxTHUBHI 00’ €KTH

EnemySpawner BIJIIIOBITHO 10 30HUA o _
] Koe(ILieHT BOPOTiB
CKJIQJIHOCTI ‘
CKJIaTHOCTI1
ITonii 6oro, cTan
KepyBanHs nepexonamu IIEpCOHAXKA, .
GameStateManager | . IToTouHwMii cTa rpu
MK CTaHaMH cecii 3aBEepLICHHS
piBHS
[onii 3MiHN
Bino6paxenns HUD 1 CTaHy, OHOBIIEHI €11eMEHTH
UlController _ _
CITY)KOOBUX €KpaHiB mapameTpu iHTepdercy
NepcoHaxa
30epiranHs KoHirypariil y ' .
. ] o @aitnu pecypceis, | Habip noctynmHux
ConfigStorage ScriptableObject i _ '
PEMaKTOpHI 1aHl | HaJAIITyBaHb
npedadax

3 Tabmumi 2.1 BUAHO, IO KOXKEH KOMIIOHEHT Ma€ 4YITKO BH3HAYEHHI

KOHTpaKT. Takuil miaxia cropolrye po3poOKy i J1ae 3MOTy TECTYBAaTU KOMIIOHEHTH
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okpemo. Hampuxman, LevelGenerator Mo)kHa mepeBipsTH Ha 3B’S3HICTb Ta
KOPEKTHICTh PO3MipiB KIMHAT 0€3 He0OX1THOCTI 3allyCKaT MOBHOLIHHY aHIMAIliI0

4y 00NOBY CHUCTEMY.

Tabauysa 2.2 - Ochoeni napamempu 2enepamopa pieHs.

Tunose
Ilapamemp llo3nauenns Onuc
3HAYeHHs.
] I'pannyna mmpuna po6ovoi '
[lInpuna kapTH mapWidth _ . 80 kiiTHH
oOxacTi Juist reHepanii KiMHaT
] ['pannyna BucoTa podouoi )
Bucora kaptu mapHeight ‘ 60 xIiTHH
obmacri
MiHiMaIbHUI pO3Mip ) Haiimenmia nomyctuma mmpuna ‘
. roomMin . 6 KJIITUH
KiMHaTH a0o0 BHCOTa KIMHATH
MakcumanbHu Haii6inpma gonmycriMa mmpuHa )
o roomMax ‘ 14 xniTuH
po3Mip KiMHATH abo BUCOTa KIMHATH
KinmpkicTps KiMHAT roomsCount | LlinboBa KiUIBKICTh KIMHAT Y cecii 8-12
) [TouaTtkoBuii KOedimieHT
basoBa ckiaHicTh Dbase o 1.0
CKJIaTHOCT1 piBHS
Kpoxk npupocry ‘ [IpupicT ckaagHOCTI Ha KOXHY 0
15
CKJIaIHOCTI BlJIJJaJIEHY 30HY

[loxibHa mapamerpu3allisi JO3BOJSIE HANAIITOBYBAaTH TIpy 0€3 3MIHH
BUXITHOTO KOAY. 3HaueHHd roomMin 1 roomMax BHUKOPUCTOBYIOTHCS TMPHU
noOyZ0Bl JONYCTUMUX MNPIMOKYTHHUKIB KIMHAT, a koegiuientn Dbase ta k
BIUTMBAIOTh HA IHTCHCHUBHICTH PO3MIIIEHHS BOPOTIB 1 pecypciB. 3MiHA IUX
napameTpiB MOke OyTH BUHECEHA JI0 30BHIIIHIX aCCETIB 1 BAKOPUCTOBYBATHUCH JIJIS
OalaHCy CKJIaaHOCTI.

OxkpeMuM apXiTEeKTypHUM MPUHIIUIIOM Y TIPOEKTI € BIIOKPEMIICHHS JTaHHUX
KoH(pirypamii Big KOy, SKMM peanidye NOBEAIHKY. Takuil miaxiyy ocoOJuBO
BaXUIUBUM ISl 1rOp, y SIKUX OallaHC CKJIAJHOCTI, MpaBWjia CIIaBHY Ta Bi3yalsbHI
napaMeTpu 4YacTo 3MIHIOIOTbCS B Tpoliecl TecTyBaHHA. SIKuio mapamerpu

PO3MIILIEHH KIMHAT, KOE(IIIEHTH CKIATHOCTI Ta XapaKTEepPUCTUKU BOPOTIB



26

30epiratotbesa y ScriptableObject abo cnopiiHeHUX KOHQITYpaliMHUX CYTHOCTSIX,
pPO3pOOHMK MOXXE 3MIHIOBAaTH TMOBEAIHKY CHCTEeMH ©0€3 MepenucyBaHHs
HEHTPAIbHOI JIOTIKH T'eHepaTopa.

3 MpakTUYHOI TOYKU 30py apXiTeKTypa TpH Ma€ MIATPUMYBATH KiIbKa
TUIIOBUX CIIEHapiiB po3impeHHs. [lo-niepiie, e J0/1aBaHHs HOBUX THUIIIB KIMHAT,
30KpeMa CTapToBHX, OOWOBUX, pecypcHuX abo mnoxieBux. I[lo-gpyre, e
1IKITFOUYCHHS HOBUX THUIIIB BOPOTIB 13 BIACHUMHU TTapaMeTpaMH Pyxy, 3lI0POB’S Ta
tunioM ataku. [lo-Tpere, 1e po3mMpeHHs MiJicucTeMu 1HTepdency, HanpukiIal
JO/TIaBaHHS €KpaHa Tlay3d, CTaTUCTHUKA TMPOXO/KCHHS a00 HajamTyBaHb.
3anponoHOBaHW MOALT Ha KOH(IrypauidHuii map, irpoe sapo ta Ul-map
JIO3BOJISIE  peasli30BYyBaTH  Takl  3MIHM  JIOKaJbHO, ©0€3  MacmTabHOro
MEPETIPOEKTYBAHHS CHCTEMH.

[Ile oxHMM BaXXIMBUM acleKTOM € Oprasizaiis OOMIHY MOIISIMH MIX
MeHeKepaMu. Y J00pe cipoekToBaHiii cucteMmi GameStateManager He TOBUHEH
HanpsMy KepyBaTu BMicToM KoxkHoro eiaementa HUD, Tak camo sixk UlController
HE Ma€ MICTUTH TpaBuil O0HOBOI JIOTikM. HaTOMICTh 3MIHM CTaHy, HaNPUKIIA]
OTPUMAaHHS VIIKO/P)KEHHS, 3aBepIIeHHs cecii abo CcTapT HOBOrO pIBHS,
MOIIUPIOIOTECS K TOIT, Ha SKI MiAMUCYIOThCS BIAMOBIMHI Moaym. Ile crporrye
HAJaro/PKCHHs, 3MEHINYE 3B’S3HICTh MIK KJacaMd Ta 3HIKYE WMOBIPHICTh
MOMUJIOK 1HIITiasi3aIlii.

ApXITEeKTypHa cxeMa TaKOX BpPaxoBye MOTpely B MiATPUMYBAHOCTI KOy B
noBuIi nepcrnektusl. s kBamidikaniiHoi poOOTH 1€ O3Hadae, 1m0 Oyab-sKa
KJIFOYOBA JIOT1Ka Mae OyTH HE JIMIIE peaaizoBaHa, a i oMcaHa TakKUM YMHOM, 11100
CTOPOHHIN pO3pOOHUK a00 YjIeH KOMICIi MIT MPOCTEKUTH MEXKI BIJIMOBIIAIIBHOCTI
KO)KHOTO KommoHeHTa. Came TOMy TMOpsAJ 13 JiarpaMor0 KjaciB JIOHIJILHO
BUKOPHCTOBYBAaTH KOMIIOHEHTHY naiarpamy 1a C4-mojienb: BOHU MOKa3yKTh OJIHY
W Ty camy cCHCTEMY 3 pI3HUM pIBHEM Y3arajibHEHHS 1 3MEHIIYIOTh PU3HUK
MOJIBIHOTO TPAKTYBaHHS apXITEKTYPHUX PILIEHb.

Ha piBHI crieHoBOi opranizamii AONUUIBHO BHIUISATA OKpPEMi BY3JIH IS

bootstrap-oriku, reHepaTopa piBHs, MEHEDKEpa CTaHIB I'pU, KOHTpOJepa TPpaBIis
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ta KoHTeitHepa Ul. Taka ctpykTypa mnosnermrye Hapiramiro B mpoekTi Unity,
OCKUIBKHM J03BOJISIE HIBUAKO 3HAWTH TOUYKY BXOAY Ta BI3yaJbHO BIIOKPEMHUTH
CITy’KO0OB1 00’€KTH BIJ] I'POBUX CYTHOCTEM. KpiM TOro, mpu MOBTOPHOMY 3aIlyCKy
cecii cucTeMa MOXKE OYMINATH JIUIIE THUMYACOBl IrpOBI 00’€KTH, HE 3a4iNarodu
KOH(}ITrypalliiiHi cepBiCH Ta KOHTPOJIEPH, 110 ICHYIOTh MPOTATOM KHUTTEBOTO ITUKITY
CIICHHU.

Takum umHOM, apXiTEeKTypHE MPOeKTyBaHHA y Mexax «Procedural Depthy
OpIEHTOBaHE He TUIbKM Ha AemoHctpauiro UML-monenel, a # Ha mpakTHUYHY
OpUAATHICTH A0 peanizamii. KoXkeH KOMIOHEHT Ma€ 3pO3yMUIMI KOHTpPAaKT,
KOH(DIrypamiitHi JaHi BiIOKpEMJIEHI BlJ TOBEAIHKOBOI JIOTIKH, a PO3MOJLI
O0OB’SI3KIB MK  MEHeKepamu  3a0e3ledye  MOMJIMBICTD  JIOKAJbHOTO

JOOMPAIIOBAaHHS OKPEMHX IIJCUCTEM 0O€3 NOpYIIEHHS CTa0OUIbHOCTI BCHOTO

MPOAYKTY.
2.3 Onuc aaropuTMiB Ta MATEMATHYHUX MOJeJIel

KiltouoBUM anropuTMOM y NPOEKTI € MPOLEIypHA TeHepalis PiBHSA THUILY
«KIMHATU + Kopumopw». JlJis po3B’si3aHHs 3a/1aul 00paHO KOMOIHOBAHHWM MiIX1:
croyatky (QopMyeThCcsi HaOlp JOMYCTUMHUX KIMHAT y MeXax KapTH, Jail KIMHATH
BIIOPSAJIKOBYIOTBCS 32 TPOCTOPOBHMM IpaBWJIaMH, a TMOTIM THO€EIHYIOThCA
KOpUAOpaMHu Tak, o0 rpad piBHA 3alMIIABCS 3B S3aHUM. Takuil miaxing goope
y3roJKyeTbesi 3 BUMoramu roguelike-irop 1 Moxke OyTH peasii3oBaHUM MOBEPX
Tilemap y Unity [7].

Ha BigMiHy BijJi MOBHICTIO XaOTUYHOT'O PO3MIIIEHHS OJIOKIB, KOMOIHOBaHUMN
MIAX1J] J03BOJISIE  KOHTPOJIIOBATH  MpOXigHICTh kapTu. KoxkHa  KiMHaTa
MEPEeBIPSAETHCSA HA JOMYCTUMICTh PO3MIPIB 1 BIJICYTHICTh KPUTHYHUX TEPETHHIB 13
y)K€ pO3MillleHUMH KiMHaTtaMu. [licns 1mporo Mix KIMHAaTaMu (QOPMYETHCS
MIHIMQJIbHUA Ha0lp KOpUIOpIB, a 3a TMOTpeOM JOJAI0ThCS aJbTEepPHATUBHI

MapHIpyTH, IO MiABUIIYIOTh BapIaTUBHICTh JOCIIHKCHHS.
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AnropuTM I'el-lepal.l‘i-II piBHﬂ BSP / room-based pipeline

[ 3apaTtm seed i posmipmu \W J )
3’epHaTu KiMHaTH KopMaopaMu
KapTu ,J ]
i
Po36uTK npocTip Ha 1 >| MepesipuTh 38’ AsHicTL i
obnacti J ] npoxigHicTe
y
3reHepyBaTH KiMHaTH ¥ W J PozmicTuTH cTapT, Boporie i
NMCTKax aepesa J [ pecypcu
MobyaysaTtu rpacg u.ewrpiaw J MepenaTtu pesynsTart y Tilemap
KiMHaT J | iul

Micns po3MiweHHn cyTHOCTel MOAY b reHepalii NoBepTae CTPYKTYPY KiMHaT, KapTy KOAi3iil i CMMCOK TOYOK CNaBHY.

Pucynok 2.7 - ¥V3aeanvnena cxema ancopummy npoyedypHoi eenepayii pieus

IDicepeno: po3pobnerno asmopom

VY3aragpHEeHUN aNTOPUTM CKJIQIA€ThCs 3 IIECTH €TamiB: 1Hiiamizamis seed;
noOynoBa HaOOpy KaHAWAATIB KIMHAT; Balijailisi TeoMeTpii Ta BiACIKaHHS
KOH(JIIKTIB; 3’€THaHHA KIMHAT KOPUJOPAaMH; PO3MIIICHHS BOPOTiB, PECYpCIB 1
TOYOK B3aeMOJIl; (iHaJIbHA TEpeBipKa NPOXiAHOCTI. KO TmepeBipka He
MPOXOJUTh, TEHEpallisi MOBTOPIOEThCS 3 I1HIMUM seed abo0 CKOPUTOBAaHUMU
napameTpamH.

JIJIsl  OIIHIOBAHHS CKJIAJHOCTI 30HM BHUKOPHUCTOBYETHCS IPOCTa MOJCIHb
JiHiHOTO TIpUpocTy. Hexait zonelndex - mopsakoBuii HOMep 30HU BiJl CTAPTOBOI
kiMHath. Tomi koedimieHT ckimamgHocti D obuncmoerscs sik D = Dbase + k *
zonelndex. OTpuMane 3Ha4€HHS] BUKOPUCTOBYETHCS AJI1 BUOOPY THUITY BOPOTiB, iX
KUIBKOCT1 Ta UMOBIPHOCTI TIOSIBU JTIOAATKOBUX pecypciB. Taka MOJAEIb € TOCTaTHBO
IPOCTOI0, ajie 3abe3mneuye MPOrHOo30BaHe 3pOCTaHHS HAaBaHTAKCHHSI Ha TPaBIISL.

Jliist BHOOpY MO3HITIH CITaBHY 3aCTOCOBYETHCS €BPHUCTHKA, IO BPAXOBYE THIT
KIMHATH, BUIBHHI TPOCTIP Ta MiHIMAJIbHY BIJICTaHb IO CTAPTOBOI TOYKU BXOIHY.
Skio mo3HayuTH BIACTaHb BiJl 00°e€kTa M0 cTapTy 4depe3 dist, To Bary mo3uiii
MOkHa Bu3HauuTH sk W = alpha * dist + beta * safetyScore. Ilpu mpomy

koedimieHT safetyScore BioOpakae, HACKITBLKH OE3MEYHOI0 € CTapTOBA TO3UINIS
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TpaBIl 3 ypaxyBaHHSM OTOUYCHHS. Y TPAKTUYHIN peainizarlii 3aMiCTh CKJIQJIHOT
ONTHUMIi3allii BAKOPUCTOBYETHCS PAH)KYBAaHHSI KiJTbKOX KaHIUJIATHUX TOUYOK.

[Ile omHWUM BaXIMBUM €IEMEHTOM € MOJCNIb KOJi3iii Ta B3aeMomii 3
cepenopumieM. Y Unity ansa 2D-npoekTiB AouiabHO BHKOpucTOBYBaTH Rigidbody
2D Ta Collider 2D, sxki 3a0e3ne4ytoTh KOPEKTHY (Di3UYHY B3aEMOJIII0 NIEPCOHAKA,
BOpOTiB 1 cratuyHux nepemkona [9]. Lle mae 3Mory BiJOKPEMUTH JIOTIKY
NEPEeMIIEHHS] BiJl JIOTIKM TEpEeBIPKA 3ITKHEHb 1 3MEHIIY€ KUIBKICTh PYYHHX
NIEPEeBipOK KOOPAMHAT.

OTxe, anrOpUTMiUHA YACTHHA TPOEKTY CIUPAETHCS HE HAa OJHY MPOIEAYpY,
a Ha 3B’sI3aHy CHUCTEMY IpaBWI: TeOMETpUYHE (HOPMYBaHHS KapTH, 3B’SI3yBaHHS
KIMHAT, KOHTPOJIb CKJIAJAHOCTI, BHOIp MiCllb CIIaBHY Ta BIJOOpa)XE€HHSI CTaHy TpH.
Came Taka KOMOIHAIlSI CTBOPIOE OCHOBY JMJIA SKICHOTO 1 BIATBOPIOBAHOTIO
reimIuieto, sikuii 30epirae HOBU3HY 1111 YaC MOBTOPHUX MPOXOKEHbD.

Jlns popmaizariii aaropuTMIidHOT YaCTHHU JOIUIBHO MOAATH y3araJlbHEHUN
nceBoKoA noOynoBu piBHi. Takuii onuc He nyOnoe peanizamito MoBoro C#, a
MOKa3ye MOCTIJOBHICTh KPOKIB Yy HEHTpasibHIN (opmi, nmpuaaTHIN s aHamzy i

O0OTOBOPEHHS HA 3aXUCTI.

Dpaemenm nicmuney 2.1 - Yzaeanvnenuii ncea0okoo ancopummy cenepayii pieHs

Generatelevel (config, seed):
rng <- InitRandom (seed)
rooms <- []
while rooms.Count < config.roomsCount:
candidate <- CreateRoomCandidate (rng, config.roomMin,
config.roomMax)
if IsInsideBounds (candidate, config.mapWidth,
config.mapHeight)
and NotCriticalOverlap (candidate, rooms) :

rooms.Add (candidate)

graph <- BuildNeighbourGraph (rooms)
corridors <- ConnectRooms (graph)
if not IsConnected(graph) :

return Generatelevel (config, seed + 1)
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objects <- SpawnGameplayObjects (rooms, corridors, config)

return LevelData (rooms, corridors, objects, seed)

HaBenennii nceBnokoa Mokaszye, M0 KPUTUYHUMHU TOYKAMH QITOPUTMY €
nepeBipka TeOMETPUYHUX OOMEKeHb, O0ya0Ba rpada CyMiXHOCTI Ta (iHalbHA
BaJlijlamis 3B’SI3HOCTI. SIKII0 Oyab-SKUM 13 IMX €TalliB 3aBEPIIYETHCS HEBAANO,
CUCTEMa HE TEepPeXOAUTh 0 OOMOBOI cecii, a MOBTOPIOE TEHEPAIil0 3 HOBUM
3HaueHHsAM seed. Takmil minxin 3a0e3nedye CTIHKICTh alrOpuTMy 10 BHUIAIKIB,
KOJIM Ha0lp KIMHAT-KaHIUAATIB BUSBIISIETHCS CTPYKTYPHO HEBJIATIUM.

[licns ¢dopmyBanHs rpada CYMDKHOCTI JOPEYHO BUKOHYBAaTH OKPEMY
MEepeBIPKY JTOCSHKHOCTI BCIX KIMHAT 31 CTApTOBOI TOYKH. Y HAMMPOCTIIIOMY
BUITAJIKY JUISI IIHOTO MOXHA BHUKOPUCTATH TIOMIYK y IIUPUHY. 3aBIASKH TaKiit
NepeBIpLl CUCTEMA TapaHTye, IO KOJHA 3 KIMHAT HE 3aJUIIUTHCS 1307bOBAHOIO 1
10 TpaBellb MaTUME 3MOTY MPONTH PIBEHb 0€3 IITY4YHO CTBOPEHUX TYMHKIB, SIKI

0JIOKYIOTh TIpOTpec.

@paemenm nicmuney 2.2 - Ilepegipka 368 ’s13nocmi epagha piHsi

CheckConnectivity (graph, startRoom) :
visited <- Set()
queue <- Queue ()
queue.Enqueue (startRoom)

visited.Add (startRoom)

while queue is not empty:
room <- queue.Dequeue ()
for each nextRoom in graph[room] :
if nextRoom not in visited:
visited.Add (nextRoom)

queue.Enqueue (nextRoom)

return visited.Count == graph.RoomsCount

3 aNropuTMIYHOT TOYKH 30pYy HAWOIIBII BUTPATHOK YACTHHOKO MOOYIOBH

KapTH € MepeBipka KOHQIIKTIB MK KIMHaTaMU-KaHAUAaTaMU. SIKIIO0 BUKOHYBATH
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il mpsIMUM TOPIBHSHHAM KOXHOi HOBOi KIMHATH 3 ycCiMa paHille CTBOPEHHMH,
CKJIQJHICTh Y TipIIOMYy BHMAAKy HaOmmwkaeThes 10 O(n?), e n - KUIbKICTh KIMHAT.
Boanouac mepeBipka 3B’SI3HOCTI rpada 3a J0MOMOrol0 TMOUIYKY Yy IIUPUHY Mae
ckaagaicte O(n + €), 1e € - KUIBKICTh KOpuaopiB abo pedbep rpada CyMi>KHOCTI.
JIns LiIbOBUX MapaMeTpiB I'PU Taka CKIAIHICTh € MPUHUHATHOIO 1 HE CTBOPIOE
MIOMITHHMX 3aTPUMOK IT1JT Yac CTapTy Cecii.

OxkpeMoi yBarm 3aciiyrOBy€ TIMUTaHHsS BIITBOPIOBAHOCTI PE3ybTaTiB
redepanii. Bukopucranas seed nae 3MOry NOBTOPHO BIATBOPUTU KapTy 3
OJIHAKOBUM HAa0OpPOM KIMHAT 1 KOPUJIOPIB, 110 KOPUCHO SK JJIsl HAJIAroXKEHHS, TaKk
1 st TecTyBaHHS JedekTiB. Skmo mig vac pydHoi ab0 aBTOMATH30BaHOI
NEPEBIPKU BUSBICHO HEKOPEKTHE PO3MIILIEHHSI BOPOTiB YK PECYpPCiB, KOHKPETHE
3HaueHHA seed MOKHA 3a(iKCyBaTH Ta MOBTOPHO BHUKOPHUCTATH 1] 4Yac MOUIYKY
MPUYUHUA TOMUJIKH.

VY miACyMKy anropuTMiuHa 4YacTHMHA TIIPOEKTY IMOENHYE TE€OMETPUUHY
TEHEpALl0 KapTH, NEPEeBIPKY TOMOJOTIYHOI 3B’S3HOCTI, MOJEIb KEPOBAHOIO
3pOCTaHHS CKJIQJHOCTI Ta TpaBWia PO3MillIeHHs irpoBux o00’ekTiB. Came Take
MOETHAHHS € JIOCTaTHIM Ui CTBOpeHHs craOuibHOro roguelike-mportotumy, y
SKOMY BWITQJIKOBICTh HE pPYHHY€E JIOTIKY IFPOBOrO MPOCTOPY, a IIpaIoe Ha

M1JBUIIEHHS PEIrpa0debHOCTI.
BucHoBkHM 10 po3aiiy 2

Y npyromy po3aini BHKOHAHO TMPOEKTYBAHHS MPOrPAMHOTO TPOIYKTY
«Procedural Depth». IloOymoBanHo mOBEIIHKOBI MOJENI, II0 Big0OOpaXarTh
OCHOBHI CIleHapli B3a€MOJii TpaBIsl 13 CHCTEMOIO, a TaKOX JETali3yloTh
BHYTPIIIIHIO TIOCIIITOBHICTG 1HIIaIi3a1lii Ta TPOXOJKEHHS ITPOBOi Cecli.

OnucaHo apXiTeKTypy MPOTpaMHOr0 MPOAYKTY 3 TMOJUIOM Ha piBHI
BBeleHHs, Joriku, reHepamii, Ul Ta koudirypamiitnux maaux. [loOymoBano
JaiarpaM  KjaciB, KommoHeHTiB 1 C4-Mopenb, M0 JO03BOJISIIOTH Y3TOJIUTH

CTPYKTYpy MailOyTHBOI peasizallii 3 MEeTOAMYHUMHU BUMOTaMH.
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Takoxx OOIPYHTOBAaHO aNTOPUTMIYHI PIIICHHA: CXEMy MpPOLETypHOI
reHeparlii piBHS, MOJIENb 3POCTaHHsI CKJIAJHOCTI Ta MPpaBUJia PO3MIIIEHHS BOPOTiB 1
pecypciB. OTpuMaHi pe3yibTaTh CTBOPIOIOTH TOCTATHIO OCHOBY JJISl IEPEXOTY 1O

eTaly MpaKTUYHOI peai3allii Ta TeCTYBaHHS TPH.
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PO3JILI 3

PEAJIIBAIIA TIPOT'PAMHOI'O TIPOAYKTY
3.1 PeaJiizanisi TA KOHCTPYIOBAHHS NMPOTrPaAMHOI0 MPOAYKTY

[IporpaMuuii mpoaAyKT peanizyerbes y cepenopuii Unity 3 BUKOpUCTAaHHSIM
MoBU mporpamyBanHs C#. Jlns noOynoBH ABOBUMIPDHUX PIBHIB JIOIIBHO
BUKOpPHUCTOBYBaTH Tilemap, OCKUIBKM IIeM IHCTPYMEHT 3a0e3rnedye 3pydHe
PO3MIIIEHHS TUIUTOK, 1HTerpamito 3 2D-(hi3ukoro Ta eheKTUBHE OHOBIEHHS CLICHU
[7]. Hdns mapamerpusaiii BOpOriB, KIMHAT Ta IHINUX KOHQIryparin
3acTOoCOBYIOThCA  ScriptableObject-accetn [8], a s peamizamii  pizuuHUX
B3aemoii - Rigidbody 2D 1 Collider 2D [9].

InTepdeiic kopuctyBaua peanizyerbcsi Ha 6a3i Canvas Ta crangaptaux Ul-
komnoHeHTiB Unity [10]. Lle no3Bomsie BimoOpakatu MOKa3HUKHU 30POB’S, OYOK,
MOTOYHOTO PIBHS Ta CIY>KOOBI MOBIJOMIICHHSI MOBEpPX CIEHU Oe3 1yOIItoBaHHS
JIOT1KM peHepuHry. st 306epiranisi TAMYacOBUX KOJIEKIIM KIMHAT, TOYOK CIIaBHY
Ta aKTUBHHUX OO’€KTIB BUKOPUCTOBYIOTHCA CTaHAAPTHI y3arajibHeH1 Kojekuii C#,

3okpema Dictionary<TKey, TValue> ta List<T> [12].

CTPyKTypa NMPOEKTY KaTanoru Ta moayni Unity

Assets

Beripts

H

OcHOBHa norika NPoEKTY rpynyeTLCA y Moayni Core, Generatio

Core
Generation

HanawTyBsaHHA piBHiB, KoHbIrypauii Boporis i napameTpw ckna

CueHW MICTATbL FONOBHE MEHIO, IrPOBY CLUEHY Ta eKpaH 3aseplu
Prefabs

Scenes
Sprites

L

Pucynok 3.1 - ¥V3aeanonena cmpykmypa oupekmopiii ma 0CHO8HUX CKPUNMIB
NPOEKMY

IDicepeno: po3pobnerno asmopom
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Ha mnpaktumi koj opraHizoBaHO 3a MNPUHIUIIOM TEMATUYHUX MOIYJIB.
Oxpemo posmimytoteest aupektopii Core, Generation, Player, Enemies, Ul Ta
Configs. Lle no3Bosisie JOTIYHO BIAOKPEMHTH LIEHTPAlIbHI MEHEKEPH, JIOTIKY
reHeparopa, KiIach KEpPyBaHHS TIEPCOHAXEM, TOBEMIHKY BOPOTIB, €JIEMEHTU
iHTepdeicy Ta KoHGIryparliiiti JaHi.

VY Mexax cuenu 3anmycky o0’exkt GameBootstrap cTBoproe abo oTpumye
NOCUJIaHHSI Ha HEOOXiJHI MEHEIDKEpHU, MICIsS YOTo IHIIIIE MOOYAOBY HOBOTO
piBHs. Ilicist 3aBepiieHHs TeHepallli CTBOPIOIOTHCS 00’ €KTH KOPHUJIOPIB, BOPOTIB 1
CEpBICHUX €JIEMEHTIB, a MOTIM 3allyCKAa€ThCd OCHOBHUU LUK OHOBJIEHHS CTaHy
IpH. Y3araJlbHEHU MPUKIAJ TaKOro BUKIMKY HaBEACHO y (hparMeHTl JICTHUHTY

3.1.

@paemenm picmuney 3.1 - Y3acanvnenuu suxiuk eenepayii ma 3anycky iepogoi

cecil

public void StartSession (int seed)

{
var context = configStorage.Load (seed);
var level = levelGenerator.Build (context) ;
tilemapRenderer.Draw (level) ;
enemySpawner.Spawn (level, context.Difficulty);
gameStateManager.EnterPlayingState (level) ;
uiController.Refresh (gameStateManager.CurrentState) ;

VY HaBeneHoMy ¢parMeHTi BUJIHO, IO 1HIMiami3alis ceclii BUKOHYEThCS
MOCJIIJIOBHO: 3aBaHTAaXEHHs KOHQIrypauiid, no0ynoBa piBHS, PEHAEP CTPYKTYpH
Tilemap, caBH BOporiB Ta mepexij 0 akTUBHOTO CTaHy rpu. Taka MOCiI0OBHICT
NpsIMO BIJMOBIAA€E TOCIIIIOBHICHIN Jlarpami, oOy1I0BaHil y IpyroMy po3aiii.

OxpeMo peali3oBaHO MEXaHi3M BHOOpPY HAOOpy BOPOTIB 3aJICIKHO B 30HU
ckiannocti. [licns orpumanns koedimienta D cuctema BU3Hauae 10MyCTUMUN Ty
TUIIB BOPOTiB, KUIbKICTh O0’€KTIB y KiMHATI Ta Micls crnaBHy. Lle mo3Bossie
YHUKATH CHUTYyalllil, KOJU Ha CTapTi rpaBelb OJpa3y MNOTpaIuii€e B HAIAMIPHO

CKJIaJIHy O0MOBY KOHIrypartito.
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Dpacmenm nicmuney 3.2 - Busnauenns muny 6opoza 3a Koegiyienmom

CKIAOHOCMI

private EnemyType ResolveEnemyType (int zoneIndex)
{
float difficulty = baseDifficulty + difficultyStep * zonelIndex;
if (difficulty < 1.3f) return EnemyType.Melee;
if (difficulty < 1.8f) return EnemyType.Mixed;
return EnemyType.Ranged;

Ockinpku aBTOHOMHA 2D-rpa He moTpeOye MOBHOIIIHHOI pesiliiHOl 6a3u
JIAHUX, PIBEHb 30epiraHHs y IIPOEKTI MPEJCTaBICHO HAOOPOM acceTiB KOHDIryparrii
Ta JIOKAJIBHUMHU CTPYKTypamu cepiamizaiii. Jlo Takux AaHUX HajexaTb 1abJIoHU
KIMHAT, IMapaMeTpH BOPOTiB, KOE(DILIEHTH CKIAIHOCTI, JOMYCTHUMI Jlana3oHu
po3MipiB kapTu Ta HanamrtyBanHs HUD. 3a motpedu iokaiibHe 30€pekeHHS MOXKe
nonoBHIoBatucs JSON-(aitioM 17151 pekopay abo CTaTUCTUKU TPOXOHKEHb.

Ha mnpakthuuyHOoMy piBHI BaXJIUBUM € HE TUIBKM HaIMCaHHS OKPEMHUX
CKPHITIB, @ ¥ y3rO/UKEHHS KUTTEBOIO IMKIY 00’ekTiB cueHu. Ilix gac 3amycky
IpHU CIY’)OOB1 KOMIIOHEHTH CTBOPIOIOTH KOHTEKCT Cecii, MICs 40ro (pOopMyeThCS
KapTa, Ha He1 HAHOCSTHCS TITUTKU, CTBOPIOIOTHCSI BOPOTH, 1HIIIATI3YEThCS TPABEIlh
1 JIMIIe Mics IOTO AKTUBYIOTHCS CHUCTEMH BBEACHHA. TaKui MOPSAIOK 3aIyCcKy
BUKJIFOYA€E CUTYaIlli, kKoiu nepcoHaxk abo HUD 3BepraroThCst A0 111e HECTBOPEHUX
00’€KTIB pPIBHS.

JUist miATPUMKHY YUTA0ETBHOCTI MPOEKTY AOLUIBHO AOTPUMYBATUCS €IUHUX
nmpaBuJl IMEHYBaHHsS CKpHUIITIB, TipedadbiB Ta acceTiB koHpiryparii. Hampukiman,
MEHEKEPU CLEHOBOIO PiBHS PO3MILIYIOThCS B MOoAyJ 1 Core, JIOrika IpoueaypHOT
noOya0BHU KapTu - B Moyl Generation, a BCi cepiaii3oBaHi HAOOPH MapameTpiB -
y Configs. Taka cTpykTypa 0COOJMBO KOpHMCHAa TIiJi 4Yac TECTyBaHHsS Ta
MOAAJBIIOr0 PO3MUPEHHS (YHKI[IOHATY, OCKUJIBKU JT0O3BOJISIE IMIBUJIKO BU3HAYUTH
Micle, y SKOMY CHiJ ILIyKaTH NpUYMHY JaedexkTy abo peanizoByBaTH HOBY
MO>KJIUBICTb.

OxkpeMUM MPaKTUYHUM aCIEKTOM € OpraHi3allis MapiB 31TKHEHb 1 MpaBHII
¢b13uanHOi B3aemogii. J{ms cTiH, BOpOTiB, TpaBIld Ta 30UpaHUX 00’ €KTIB JOIIIBHO

BUKOPUCTOBYBaTH pi3HI physics layers, mo0 MiHIMI3yBaTH KUIBKICTh 3alBUX
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MIEPEBIPOK 1 YITKO KOHTPOJIIOBATH, SIKI caMe 00’€KTH MOXKYTh B3AEMOJISTH MIXK
coboro. lle cmpomye BimmaromxeHHss OOHOBOI CHUCTEMH Ta 3MEHIIYE PHU3HUK

BHH&HKOBHXIﬁTKHGHBiSﬂeKOpaTHBHH}HICHCMCHT&NHICHGHH.

@paemenm nicmuney 3.3 - Peakyis Meneddicepa cmamy Ha 3a8epuiletis cecii

public void HandlePlayerDeath ()

{
currentState = GameState.GameOver;
inputBlocker.SetActive (true);
uiController.ShowGameOverScreen (scoreModel.CurrentScore) ;

sessionCleaner.ReleaseRuntimeObjects () ;

public void RestartSession()
{
sessionCleaner.ReleaseRuntimeObjects () ;

StartSession (seedProvider.NextSeed());

VY naBeneHoMmy (parMeHTI MOKa3aHO, II0 MEHEKEpP CTaHIB BUKOHYE Bl
pi3HI 3a 3MICTOM [ii: (hikcye (haKT 3aBEpIICHHS MOTOYHOI CIPOOU Ta rOTYE YMOBHU
JUIss HOBOTO cTapTy. O4YMIIEHHS THMYacOBHX OO’€KTIB BHHECEHO B OKpeMHUM
CepBic, 110 3MEHIIye HaBaHTaxeHHs1 Ha GameStateManager 1 ja€ 3MOry TOBTOPHO
BUKOPUCTOBYBATH JIOTIKY OYHIIEHHS TiJ Yac 3MIHM piBHI ab0 pydHOro
IIepe3aIrycKy.

Kpim Toro, mia yac peanizailii BaxJIMBO BpaxOBYBAaTH IMHUTAHHS MOBTOPHOTO
BUKOpUCTaHHA TmpedadiB. ko Boporw, cHapsau abo €PEeKTH CTBOPIOIOTHCS
0pa3y 3aHOBO, Y JOBIIMX CECISX 1€ MOXKE MPU3BOAUTH J0 HEMOTPIOHUX aJlOKAIlii
nam’siTi. ToMy HaBiTh y MeXKax HaBYAJIbHOIO MPOEKTY JOLIIBHO MPOEKTYBATH
CUCTeMy Tak, 1100 y MaiOyTHpOMYy 1i MOXHa OyJO0 JOHNOBHUTH HPOCTHM
MexaHi3MoM object pooling 6e3 3MiH y 30BHIIIHBOMY KOHTPAKTI OUIBIIOCTI

MOYJIIB.



HP: 84/100 PiBeHsb: 3 IrPOB“ﬁ HUD - makeT eraHHo'i qaomw. 482913

3HangeHo Kniouie: 1/3

Pucynox 3.2 - Ilpuxnao HUD i3 noxasnuxamu cmany nepcouadsica

IDicepeno: pospobneno asmopom

HUD wMicTuTh MIHIMaIbHO HEOOXIAHI MJIi TpH EJIEMEHTU: MOKa3HUK
3I0pOB’s, JIYMJIBHUK OYOK, HOMEp NOTOYHOi cecii abo piBHSI Ta CIy>KOOBI
noBiloMJIeHHs. BigokpemienHs iHTepdeiicy Big IrpoBoro siapa JI03BOJIsIE
3MIHIOBaTH CMOCI0 BiJI0Opa)keHHs Oe3 BIUIMBY Ha OOHOBY JIOTiKy a00 MOIyIb

reHepartii.
3.2 TectyBaHHA POrPAMHOI0 NPOAYKTY

TectyBaHHS NpPOrpaMHOrO MPOIYKTY BHUKOHYETHCS Y JBOX HampsMax:
(GyHKUIOHATBHOMY Ta MoAyJlbHOMY. DyHKIIIOHAJIbHE TECTYBaHHA IEpEBIpsE
BIIMOBIHICT peaji3oBaHOl MOBEAIHKH 3asBICHOMY (DYHKIIIOHAy, a MOJYyJIbHE
TECTyBaHHS OPIEHTOBAHE Ha MEPEBIPKY OKPEMHUX KPUTUYHUX KOMMOHEHTIB. J[iis
aBTOMaTM3allii MOAYJIbHUX TIepeBIpok y cepefoBuill Unity  JOMIIBHO
BukopuctoByBaT Unity Test Framework [11].

[lin dvac TecryBaHHA OCOOJMBY YBary TMpUIIIEHO TE€HEpAaTopy piBHA,
OCKUIbKU caMe Lied MOAyJb (h)OpMy€e€ OCHOBHY LIHHICTBH 1rpOBOr0o NpoaykTy. Kpim

TOr0, OKpeMO IepeBipseTbes cucteMa oHoBlieHHsS HUD, oOGpoOka 3aBeprieHHs
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cecii, JIoTiKa IMepe3ammycKy Ta peakilisi Ha 3ITKHEHHS MepCcoHaka 3 BOpPOraMu H

NEPEIIKOIaAMH.

Tabauysa 3.1 - Pe3yrnomamu (hyHKYIOHATbHO20 MECHY8AHHS NPOSPAMHO20

nPOOYKMY
No Ilepesipka Ouixysanuii peyiomam |  DPaxmuunull pe3yiomam Cmamyc
BinkpuBaeTncs
CTapTOBE BIKHO 1 CraproBuii ekpaH
1 | 3amyck rpu ) [Ipoitneno
JOCTYITHA KHOIIKA BiZJOOpaXEHO KOPEKTHO
MOYaTKy cecii
) CTBOpIOETHCH 3B’ A3HA Kapta 3renepoBana,
I'enepariist HOBOTO ] .
2 . KapTa 3 KIMHATaMH Ta HEIOCTYITHUX KIMHAT HE [poiineno
piBHs
KOpUIOpaMu BUSIBJICHO
[Tepconax pearye Ha _
3 | Pyx nepconaxa KepyBanns crabisibHe [Ipoiineno
BBEJICHHS 0€3 3aBHCaHb
Ilepconax He )
o ' 3iTKHEHHST 00POOISAIOTHCS
4 | Komisii 31 cTiHamMu IPOXOJUTH KPi3b [Ipoiineno
KOPEKTHO
HEePEIIKOAN
_ 3MEHIY€EThCS 3a1ac
Bsaemonis 3 Cran 310poB’st
5 3JI0pOB’sI Ta [Ipoiineno
BOPOrOM OHOBIIIOETHCSI BYACHO
oHoBmoeTscst HUD
[Ticnsa nopaszku
‘ Expan Game Over
6 | 3aBepiieHHs cecii BiJIKPHBAETHCS €KpaH _ [poiineno
B1J100pa’keHO
3aBepIICHHS
[TounHaeThCst HOBa Cecis nepesanyckaeTbcs
7 | Ilepe3amyck . ‘ . IMpoiineno
cecis 3 HOBUM piBHEM 6e3 apredakTiB
JliynnpHUK _
) ) ) JIIYMIIBHUK OHOBIIIOETHCS
8 | BinoOpakeHHs O4OK | 30UIBIIYETHCS MiCIsA [Ipoiineno
' KOPEKTHO
JOCATHEHHS TOi1
HUD cunxpoHi30BaHO )
OHOBNEHHSA ] Po36ixHOCTEH He
9 | 31 CTAHOM ' INpoiineHo
iHTEpdeiicy 3aikcoBaHO
GameStateManager
[TapameTpu KiMHaT 1 o
3aBaHTaKEHHS ) ) [Tomunok necepianizanii
10 o BOPOTiB 3YUTYIOTHCA 13 [poiineno
KOH(QIriB HE BHSIBJIIEHO

acceTiB
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Pesynbrat  (yHKIIOHATLHOTO TECTYBAaHHS IMOKa3ylOTh, IO 0a30BHIA
ITPOBUH UK MpaIoe KopekTHa. OcoO0IMBO BaXKIMBO, IO MEPe3anyCcK HE 3aluIIae
3a coboro apredaktiB nonepeaHboi cecii, a HUD cuHXpOHIZYETHCS 31 CTAHOM T'pH

0€e3 MOMITHUX 3aTPUMOK.

Tabnuys 3.2 - [puknaou MoOyibH020 mecmy8anHs KPUMUUHO 8AACIUBUX

KOMNOHEHMIB
Komnonenm Tecmosa ymosa Kpumepiti ycnivunocmi | Pesynemam
) [TepeBipka 1OMyCTUMOTO HaknanenHs kiMHat .
RoomValidator _ o VYenin=o
MEePETUHY KiMHAT MIOHA]T TIOPIT BIAXUIISIETHCS
I1epeBipka 3B’3HOCTI o o
‘ Yci KiMHaTH AOCSKHI 31 .
GraphConnector Ticis moOya0BU YenimH=o
) CTapTOBOI
KOPHJIOPiB
L [Tepexin mixk 30HAMHU Koedimient D 3pocrae _
DifficultyResolver . . VYeninmo
CKJIQJIHOCTI THIAHO

. Jlimit cTapToBOTO
OOMexeHHS KUTbKOCTI _
EnemySpawner . ... | HaBaHT&XEHHs] HE VYeminao
BOPOTiB y CTapTOBii 30H1
HEPEBHIICHO

_ ITicns HYAHOBOTO
GameStateManage | Ilepexin y cran

3JI0pOB’sl aKTUBYETHCS Yenim=o
r 3aBEepIICHHS
Game Over
OHOBJIEHHS TEKCTOBUX 3HaueHHs 30iraroThCo 31
UlController o ' Yeninzo
MHOJIB 1 IIKaI CTAaHOM MOJENl

MoaynbpHi TIEpeBIpKU COPSIMOBaH1 HacamIepe.l Ha JIOTIKY, SKa HE 3aJIeKUTh
Bi rpadiuHoro cepemoBuma. Takui MiAXIA JO3BOJISE IIBUIAKO JIOKAIi3yBaTH
nedexTu B reHepaTopi, nmpaBuiax OallaHCYyBaHHSI Ta MEHEKepi cTaHiB. YacTKoBe
MOKPUTTS TECTAMU KPUTUIHUX KOMIIOHEHTIB BiJIITOBIIa€ METOAUYHUM BUMOTaM [0
IIPOTrpaMHOro Npoaykry [11].

OxpiM HaBelIeHUX Yy TaONMISIX TEpPEeBIPOK, METOAMKA TECTYBAHHS
nepeadayae MOBTOPHI cepii 3amycKiB 13 pi3HUMH 3HAYEHHSIMU seed Ta rpaHUIHUMHU
napamMeTpaMM TeHepaTopa. Taki 3amyCcKd JarTh 3MOrYy TEpEeBIPUTH, YU HE

3’ IBIITFOTHCSL HETIPOXiTHI KOH(DIryparlii kKapTu, HaKJIagaHHS KiMHAT a00 HEKOPEKTHI
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TOYKHM TOSIBU BOPOriB. OCOOJIMBO BaXXIMBUMHU € CIIEHApli 3 MIHIMaJIbHUMHU Ta
MaKCUMaJbHUMH JOMYCTUMUMHU 3HAYEHHSIMH MapaMeTpiB, OCKUIBKH CaM€ B HHUX
HalyacTile MpOsBIISIOTHCS KpaloBi IePEKTH.

Jlig GyHKIIIOHATBFHOTO TECTYBAaHHS JOIIBHO BHKOPUCTOBYBATH MIAX1M, 3a
SKOTO KOXHHUHM CleHapiil MPOXO/KEHHS MOB’A3Y€ThCSI 3 KOHKPETHUM OUYIKYBaHUM
pesynbTaToM. Hampukian, micisi 3amycKy HOBOI cecli rpaBellb Ma€ 3’SIBUTHUCS B
craptoBiii kimHati, HUD mnoBuHEH MICTUTH MOYAaTKOBI 3HAYEHHS, a MOMAYJb
BOPOTiB HE Ma€ AaKTUBYBATUCS paHIIIE 3aBEpILICHHS TreHepallii KapTh. Ko
CHUCTEeMa MOopyllye Xo4ya O OJHY 3 IIMX YMOB, BIAMOBIIHUN CIEHapid HE MOXE
BBYKATHUCS YCIIITHO IPOHICHNM.

ITin yac mepeBipkM Mepe3almycKy OCOONMBY yBary NpUAUIEHO OUYHUIIEHHIO
TUMYacoBuX 00’ekTiB. s roguelike-rpy 1e KpUTUYHO, OCKUIBKM 3aJIMIIKA
MOTEepPeIHbO1 Cecii, 30KpeMa BOPOTH, CHApsIW, MOJli TpUrepiB ab0 3HAYCHHS
CIIy>)kOOBUX JIUMJIBHHUKIB, MOXYTh CIIOTBOPUTH pe3ysbTaT HOBOI crpodu. Came
TOMY OJIHUM 13 KPUTEPiiB KOPEKTHOCTI € MOBHA 130JISIis1 KOXKHOT HOBOi cecii BiJl
IIOIIEPEIHBOI.

MonynbHe TeCTyBaHHsI, Y CBOIO 4epry, MOIUIBHO KOHIICHTPYBAaTH HAa THUX
JaCTHHAX CHCTEMH, JIe JIOT1Ka HE 3aJIe)KUTh BiJ] KOHKPETHOI CIIEHH Ta MOXKE OyTH
nepeBipeHa okpemMo. Jlo Takux KOMIOHEHTIB HajeXaTh IMepeBipKa JAOMYCTUMOCTI
KiMHAT, No0ya0Ba rpada CyMI>KHOCTI, PO3paxyHOK Koe(ili€eHTa CKIaTHOCT1, BUOIp
TUIy BOpPOra, a TakK0X CHUHXPOHI3allisl MOJEJIBHOIO CTaHy 3 JaHUMH, IO
nepenaroTecss B 1HTepdeic. Takuih miaxXig CKOpodye Hac MOIIYKY AeQeKTy,
OCKLUIBKH JI03BOJISIE BiJIpa3y JIOKai3yBaTH MOAYJb, Y SIKOMY MOPYIIEHO OYiKyBaHY
MOBEIHKY.

BaxnuBoro mepeBaroro oOpaHoi CXeMH TECTyBaHHsI € 11 MPUIATHICTH 10
MOMAJBIIOT aBTOMaTH3aIlli. TecTH Ha KOPEKTHICTh TeHepaillii, 3B’ sI3HICTh Tpada Ta
nepexiJ MeHeKepa CTaHIB MOXYTh OyTH 1HTErpoBaH1 y cranaapTHuii HaO1p Unity
Test Framework 1 BHKOHYBaTHCSl MiClsl KOXHOI CYTTEBOI 3MiHM Koxmy. Jlis
KBamidikaiiitHoi poOOTH 1€ JEMOHCTPYE HE TIIBKH Mpare3aTHICTh TPOTOTHILY, a

W IpaBWIBHUM TiaXi4 10 3a0€3MeUeHHsl IKOCT1 MPOrPaMHOTO TIPOYKTY.
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Otxe, TtectyBanHs B mpoekTi «Procedural Depth» posrnsnaerscs sk
Oe3nepepBHUIl TPOIEC, IO CYNPOBOHKYE 1 TMPOEKTYBAHHSA, 1 MPAKTUUYHY
peamzamito. I[loeqHanHs (QYHKIIIOHAIBPHUX TMEPEBIPOK, MOAYJIBHUX TECTIB 1
MOBTOPHHUX 3alyCKiB 13 pI3HUMH TMapaMeTpaMH TeHepaiii J03BOJsiE BYACHO
BUSBJISTHU SIK JIOT14HI, TaK 1 IHTErpaliiiHi IOMUJIKH, 110 OE3M0CepPeTHbO BILTMBAIOTH

Ha CTaOLIBbHICTH I'POBOI cecii.
3.3 BUKOpHCTaHHA NPOrPAMHOIO NPOAYKTY

BuxopuctanHss nOporpaMHOro MpoOAyKTYy HE NOoTpedye crHeniaiabHOl
NIArOTOBKH KopucTyBaya. [licis 3amycky 3aCTOCYHKY BIJKPUBA€ETHCS CTAPTOBUI
€KpaH, 3 SKOr0 I'paBellb MEPEXOIUTh 10 HOBOI cecii. [ yac crapTy aBTOMaTuyHO
(bopMyeTbCs CTPYKTYypa piBHS, CTBOPIOIOTHCS KIMHATH, KOPUIOPH, TOUKU IOSBU

BOPOTIB 1 €JIEMEHTH 1HTEpPEHCy.

PROCEDURAL DEPTH

2D roguelike 3 npouepypHolo reHepaLi€to

HoBa rpa

HanawTtyBaHHA

MaKeT cTapToBOro eKpaHy AEMOHCTPYE MPOCTY CTPYKTYPY MEHIo Ta LUBUAKUI BXiA Y HOBY cecii]

Pucynoxk 3.3 - I[Ipuxknao cmapmosozco ekpana epu

IDicepeno: po3pobrerno asmopom

[Ticyist HaTHCKAaHHS KHOMKH MOYaTKy TpU KOPUCTYBau MOTpAIUISIE O MEPIIOoi
KIMHATH 3reHepoBaHoOro piBHs. [loganbine MPOXOJKEHHS 3IIMCHIOETHCS 3a

JOTIOMOTOI0  KyaBiarypu. Ha expaHi TOCTIMHO BiZOOpaKarOThCS TMOKA3HUKU
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3JI0POB’s, OYOK 1 TOTOYHOTO MPOTPECY, IO JO3BOJISIE TPABIIEB1 MIBUIKO OIIHIOBATH

cTaH cecli.

Tabauysa 3.3 - Ocho6Hi KOMAHOU Kopucmyeaua nio yac epu

Knasiwa llpusnauenns Komenmap

W/A/S/D | Ilepemimenns nepconaxa | Pyx mo kiMHarax i KOpuaopax

Moxe BHKOPUCTOBYBATUCA IJIA

Space Ba3osa B3aemonis / mist MiATBEPHKEHHS a00 JIii 3aJ1eXHO Bij
CLIEHU
[Tay3a ab6o moBepHEHHS 110
Esc Buxnuk ciy>k60BOro MeHo
MEHIO

_ IBuKHii cTapT HOBOI CITPOOH ITiCIIs
R ITepesanyck cecii
3aBepIICHHS

VY Mexax rpu nepeadayeHo 3po3yMuUIMA 1 KOpOTKHil HalOlp komanna. Lle
BIIMOBIZJa€ BUMO31 IIIBUJKOTO BXOJPKEHHS B IIPOBY CECII0 Ta 3MEHIIYE
HAaBAHTAKEHHS HA KOPUCTyBaya HAa NMOYATKOBOMY €Tari. 3a HEOOXITHOCTI TaOIHIIs
KOMaHJ MOXe OyTH JOMOBHEHA Yy BIKHI HaJlallITyBaHb a00 OKPEMOMY PO3Iiii

JIOBIJIKH.

CnpoOy 3aBepLUeHO
MponpeHun piseHb: 4
MepemoXxeHo Boporis: 27

3ibpaHo pecypcis: 13

CnpobyBaTu Lue pas3

MoBepHYTUCHA B MEHIO

MakeT ekpaHy 3aBepLUeHHs IIIOCTPYE cLeHapiil nepesanycky cecii 6e3 Buxoay 3 nporpamu.

Pucynox 3.4 - [lpuxnao expana 3asepuienns cecii

IDicepeno: po3pobnerno asmopom
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[Ticas 3aBepiieHHs CIpOOM KOPUCTYBad NEPEXOIUTh Ha €KPaH 3aBEPIICHHS,
JIe MOXE TIEPETITHYTH ITiJICYMKOBI TTOKAa3HUKU Ta 3aIlyCTUTH HOBY ceciro. Takuit
MIIX1T TATPUMY€E TUKITIYHY Tpupoay roguelike-rpu, 1e MOBTOpHE MPOXOIKEHHS €
BaYXJIMBOIO YACTHHOIO 3araJIbHOTO JOCBITy KOPUCTyBaya.

Otxe, mNporpaMHUN TMPOAYKT OPIEHTOBAHMM Ha KOPOTKUH cCIeHapii
B3a€EMOJIIi:  3allyCK, aBTOMAaTH4YHAa TEHepallisi pIiBHS, MPOXOKEHHS 3
BUKOPHUCTaHHAM 0a30BUX €JIEMEHTIB KEpyBaHHs, 3aBEpIIEHHS cecii Ta HOBa
cnpoba. I[Ipoctora cieHapit0 BHUKOPUCTAHHS POOUTH TPy NPUAATHOIO JUIS
MOJAJIBLIOTO PO3MIMPEHHS 0€3 3MIHU 0a30BUX MPUHIUIIIB B3a€MO/III.

3 NpPaKTUYHOI TOYKU 30py KOPHCTYBALKUU CLEHApId MOXHAa PO3IMIHUPUTH
KOPOTKOIO 1HCTPYKIIEK 3 MIArOTOBKU 10 3amycKy. s poOOTH MPOTOTHILY
HEO0OX1THO MaTH MEPCOHAJIBHUN KOMIT'I0TEp 3 omnepaiiiHow cucteMoro Windows,
BCTAHOBJICHE CEPEIOBUIIC BUKOHAHHS, cyMicHE 31 30ipkoro Unity, a Takox 0a30Bi
MPUCTPOI BBEJEHHS - KJIaBlaTypy 1 MUIILy abo JIMIe KiIaBlaTypy, SIKIIO KOHKpETHA
clieHa He moTpeOye HaBeJeHHs Kypcopa. [licis BcTaHOBIEHHS 301pKU KOPUCTYBa4
3aIycKae BUKOHYBaHUH (haiiil 1 IepexouTh 10 CTAPTOBOTO MEHIO.

[lin yac mnepmioro 3amycKy oOCOOJIMBY pOJb BIAICPaE 3PO3YyMIUTICTh
iHTepdeiicy. KopuctyBau Mae onpa3y 0auuTu, SK pO3MOYATH HOBY CECito, 1€
MEPEryiTHyTH MOTOYHUNA CTaH TPHU Ta SIKUM YMHOM TOBEPHYTHUCS 0 MEHIO abo
NOBTOPUTU CcHpoOy micas mopazku. Came TOMY B HPOEKTI BHUKOPUCTOBYETHCS
MIHIMQJIICTUYHUN HaOIp ©eKpaHiB 1 KOPOTKUM HaOlp KOMaHA, SKUA HeE
NEePEBAHTAXKYE TPABII CIIYKOOBOIO 1H(POPMALII€I0 HA pAHHBOMY €Tarll B3a€EMOJII.

Jl1st po3poOHUKa a00 eKcrepTa, SKUi repeBipsie pooOTy, BAKIIMBOIO € TAKOK
MO>KJIMBICTh IIBHUJIKO BIITBOPUTH OKpeMi CIieHapii. SKIo B mpoeKTi nepeadadeHo
BUBEJIEHHS seed, 11€ J03BOJIsIE€ MMOBTOPHO 3aBAHTAXKUTH KOHKPETHY KOH]Irypariro
piBHS 1 TIEPEBIPUTH TOBEIIHKY BOpPOTIB, KOPEKTHICTh KO3l abo poboTty
iHTepdeiicy came B TOMy CTaHi, y skoMy Oyno 3adikcoBanHo nedekr. Taka
MpaKTHUKa KOPUCHA HE TIIBKH IM1J] 4ac HAJAroJKCHHS, a 'y TIpoIleci IeMOHCTpaIlil

poOOTH KOMICI].
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VY nonanpiioMy MpOrpaMHUNA MPOIYKT MOXKE OYTH PO3LIMPEHUN CHCTEMOIO
HAJIAIITYBaHb CKJIAIHOCTI, 30€peKEHHSIM PEKOP/IiB, JOJATKOBUMH THUIIAMU KIMHAT
1 OuIbII PO3BUHEHUM €KpPAHOM CTaTUCTUKH. BopHouac ©6a3zoBuil cleHapiit
BUKOPHCTAHHS B)X€ HAa TMOTOYHOMY €Talll € 3aBEpIICHUM: KOPUCTYBay 3aIlyCKae
rpy, MPOXOJAUTH ABTOMATUYHO 3T€HEPOBAHUMN PIBEHb, OTPUMYE 3BOPOTHUHN 3B’ 30K
yepe3 HUD, 3aBepiiye cecio Ta 3a mOoTpeOH MEpPEeXoJUTh 10 HOBOI cripodu 6e3

MOBTOPHOI MIATOTOBKH CEPEAOBHUIIIA.
BucHoBku 10 po3uinay 3

Y TperbOMy PpO3AUIL ONUCAHO NPAKTUYHY peani3alilo MpOrpaMHOro
npoaykty «Procedural Depth» y cepemoBumii Unity 13 3acTOCyBaHHSM MOBHU
nporpamyBaHHsi C#, Tilemap, 2D-dizuku, ScriptableObject Ta cranmaptaux Ul-
KOMIIOHEHTIB.

Hageneno npukiaau GparMeHTiB JICTUHTY, 110 LUTIOCTPYIOTh 3ayCK 1rPOBOi
cecii Ta mpaBujia BUSHAUCHHS THUITIB BOPOTIB 3aJIEKHO BiJl 30HU CKJIAIHOCTI. Takox
OMHCAHO, K y MEXaX IPOEKTY OPraHi30BaHO IIap KOH(IrypauliHUX AaHUX 1
JIOT1KY OHOBJICHHS 1HTepJeiicy KopucTyBaya.

OkpemMo mpencTaBiIeHO pe3yJbTaTH (YHKIIOHATLHOTO Ta MOJYJIBHOTO
TECTyBaHHS, a TaKOXX KOPOTKY 1HCTPYKIIIIO KopucTyBaua. lle mo3Bosisie BBakatu
MPOrpaMHUI MPOAYKT JAOCTATHBO MiJTOTOBICHUM JI0 JEMOHCTPAIlii, TOJAJIBIIOTO

BJIOCKOHAQJICHHS Ta BUKOPUCTAHHS B MeXaxX KBami(iKaliiHoi poOOTH.
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BUCHOBKH

VY xBamigikaiiitHiii poObOTI pO3MIIAHYTO 3a/1a4y PO3POOKH KOMII IOTEPHOI IpH
«Procedural Depth» 13 BUKOpUCTaHHSM aJrOpUTMIB T'€HEpallii piBHIB JOKaIlii. Y
BCTYIi OOTPYHTOBAHO aKTyaJIbHICTh TEMH, BU3HAYCHO METY, 3aBIaHHS, 00 €KT 1
MpEeAMET JTOCHTIIPKEHHS, a TAKOXK OKPECJICHO MPaKTUYHE 3HAYEHHS Pe3yibTaTiB. Y
MepIioMy  pO3AUN  JOCHIPKEHO  IpeAMEeTHY  00J1acTh, MpPOaHaII30BaHO
HIOHAWMEHIIIE TPH Irpu-aHaJord Ta c(HOPMYJIHOBAHO BHUMOTH A0 IMPOTPAMHOTO
IPOJYKTY.

VY napyroMy po3niii BUKOHAHO NPOEKTYBAHHS MPOrPAMHOIO MPOJYKTY.
[ToOynoBaHo aiarpaMy BapiaHTIB BUKOPUCTaHHS, Jlarpamy AiSUIbHOCTI, Jlarpamy
MOCJIIIOBHOCTI, JllarpaMy KjaciB, aiarpamy KoMrnoHeHTiB Ta C4-monens. OnrcaHo
OaraTopiBHEBY apXiTEKTypy 3aCTOCYHKY, MapaMeTpu IeHepaTtopa pPiBHSA, MOJEIb
3pOCTaHHS CKJIAJHOCTI Ta MpaBuiia po3MIIIEHHSI BOPOTiB 1 pecypciB. Lle qo3Bommio
dbopmaizyBaTi CTPYKTYpy CUCTEMH J0 MOYATKY MPOTPAMHOI peaizarlii.

VY TperboMy pO3AUTl MPEACTaBICHO OCOOJIMBOCTI peatizailii MporpamMHOro
npoaykTy B cepenoBuinl Unity, HaBeAeHO (parMeHTH JIICTHHTY, OIMCAHO
BukopuctanHa Tilemap, 2D-¢i3uku, ScriptableObject, Canvas Ta craHmapTHUX
3aco0iB MoBu C#. Takoxx BUKOHAHO (yHKIIOHAJbHE Ta MOJIYJIbHE TECTYBAHHS
KPUTHYHO BaXJIMBHX KOMIIOHEHTIB, C(OPMOBAHO KOPOTKY  I1HCTPYKIIIIO
KOpHCTyBaya Ta y3arajbHeHO CIieHapili BUKOPUCTAHHS TPH.

[TocTaBneny B po06OTi MeTy - po3poOKy mporpamHoro 3abesmedeHHs 2D
roguelike-rpu 3 TIpoLIEAYPHOIO TEHEpaIli€l0 JIOKAIii - JOCATHYTO Ha piBHI
MPOEKTYBAHHS Ta peaji3alii OCHOBHOTO (YHKI[IOHay. YCI OCHOBHI 3aBIaHHS
JOCIIIJKEHHS BUKOHAHO: TPEIMETHY OOJacTh MPOaHATI30BaHO, AapXITEKTYpy
CIPOEKTOBAHO, AJTOPUTMIYHI PIIIEHHS ONUCAaHO, a MPOrpaMHUN MPOAYKT
npencraBieHo Ta mepeBipeHo. [locumanns nHa GitHub-pemo3utopiii mpoekTy:
[BCTaBUTH aKTyajbHE MOCUJIAHHS aBTOpa Mepe MOoJaHHsIM O0CTaTo4HOiI Bepcii]. Ha
MOMEHT TIIJITOTOBKM 1I1€1 peAakilii okpemi Te3u abo cTarTi 3 ampoOarliero

PE3yNbTATIB AOCTIHKCHHS HE 3a3HAYAIIUCS.
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[TepcriekTUBaMH TOAATBIIOTO PO3BUTKY MPOEKTY € YCKJIATHEHHS OOWOBOi
CHUCTEMHM, JOJAaBaHHSA HOBHX THIB KIMHAT 1 TMOJif, PO3IMIMPEHHS CUCTEMH
nporpecii mepcoHaka, a TaKoXX MOIMIMOJIEHHA aBTOMaTHU3alii TecTyBaHHS
KPUTUYHO BaXIMBHX MoayhiB. Lle mae 3mory posrisamatu «Procedural Depth» e
JWIIE SK HAaBYAJIBHUM MPOTOTHUI, a 1 SIK OCHOBY JJIsl MOJAAJIBIIOTO ITEPATUBHOTO

PO3BUTKY 3 O171bIII TOBHUM KOHTEHTHHUM HAaIIOBHCHHSIM.
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