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ABSTRACT

Nowadays, there are many forms of entertainment in which video games are one of them,
so that the makers develop fun games and practice their skills to solve puzzles with friends, while
the organizers practice the development of the program using C# language and imagine designing
puzzles so that players can enjoy while they have a friend who has developed a side scrolling game
video that can be played in windows operating system using Unity as the main development

program for Windows.
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3.2 Class diagram

EnemyAl

- player:Transform

+ speed:float

+ lineOfSite:float

+ shootingRange:float

HealthBar

+ slider:Slider

+ SetHealthMax(int health):void
+ SetHealth(int heal).void

1

1

PlayerHP

- regenerationTime:float
-currentHP:int

+ hp:int

+ health:HealthBar

+ Start():void
+Update():void
+TakeDamage(int damage):void

+ attackPoint. Treansform
+ attackRange:float

+ attackDamage:int

+ playerLayer:LayerMask
+ delayTime:float

+ Start():void

+ Update().void

+ OnDrawGizmosSelected():void
+ Attack():void

HealthEnemyBar

+ slider:Slider

+ SetHealthMax(int health):void
+ SetHealth(int heal):void

EnemyHP

-currentHP:int
+ hplint
+health:HealthBar

1 | + Stari().void

1

PlayerAttack

- playerindex:int

- attackDamage: int

- skillDamage:int

- nextAttackTime:float

- nextSkillTime:float

- delayTime:float

- delayEffectfloat

+ effectVFX: GameObject
+ skillPoint: Transform

+ skillRange: float

+Update():void
+TakeDamage(int damage).void

HealthBar2

+ slider:Slider

+ SetHealthMax(int health):void
+ SetHealth(int heal):void

1

1
PlayerHp2

- regenerationTime:fioat
-currentHP:int

+ hp:int

1| # health2:HealthBar2

PlayerinputHandler

- playerinput : Playerinput

- controllerPlayer:controllerPlayer

- controllerPlayer2:controiierPlayer2
- playerAttack: playerAttack

- playerAtiack2:playerAtiack2

- pauseMenu:PauseMenu

+ Start():void
+Update():void
+TakeDamage(int damage):void

RO,

PlayerAttack2

- playerindex:int

- attackDamage: int

- skillDamagezint

- nextAttackTime:float
- nextSkillTime:float

- delayTime float

p N

- - + effectVEX: GameObject

+ Awake():void

- delayEffect float

+ skillPoint: Transform
+ skillRange: float

11

+OnMove(CallbackContext context):void
+0OnJump(CallbackContext coniext).void
+OnAttack(CallbackContext context).void
+OnSkili(CallbackContext context)-void
+OnESC(CallbackContext context):void

+ attackPoint: Transform
+ attackRange: float
+enemylLayer: LayerMask

+ attackPoint: Transform
+ attackRange: float
+enemyLayer: LayerMask

+ Update():void
+ OnDrawGizmosSelected(): void
+ SetinputAttack(bool Attack):void

+ Update():void
+ OnDrawGizmosSelected(): void
+ SetinputAtiack(bool Attack):void

+ SetinputSkill(bool Attack):void

+ SetinputSkili(bool Attack):void

ControllerPlayer

AutoDoor ControllerPlayer2
-playerindex: int
-gpeyed: float - isPlayer:bool -playerindex: int
-inputVector:Vector2 -isBox:bool -speed: float
-isGround:bool + buttonCheack:Transform -inputVector:Vector2
-iswall:bool 1 +whatlsPlayer:LayerMask 1 | -isGround:bool
-isjumpPad;bool +whatlsBox:float -iswall:bool
+checkRadius:float + checkRadius:float -isjumpPad;bool
+groundCheck Transform 1 1 | * speed:fioat 1 7] *checkRadius:float

+ doorPositionY:float
+ doorMove:float

+groundCheck Transform
+wallCheck Transform
+wallRange:int

+wallCheck:Transform
+wallRange:int
+whatlsGround:LayerMask

+jumpPad:LayerMask S;an():vmd - :whatgGéiundzlﬁye;Mask
+jumpForce:float FixedUpdate():void jumpPad Layerlas
Update():void +jumpForce:float

+ Awake():void

+ FixedUpdate():void

+ GetPlayerindex():int

+ OnDrawGizmosSelected():void

+ SetinputVector(Vector2 direction):void
+ SetinputJump(bool jump1):void

+ Awake():void

+ FixedUpdate():void

+ GetPlayerindex():int

+ OnDrawGizmosSelected():void

+ SetinputVector(Vector2 direction):void
+ SetinputJump(bool jump1).void

+ SetSpeed(bool setSpeed).void

31] 3.1 Class diagram



3.3 Use case diagram

Create Room
Code
& Select Level

Start game

Join game

Join game with
Code

Level complete

unlock new level

Final level

Actor

G

31] 3.2 Use case Diagram

M15149 3.1 518aDIAVDI Actor

Actor MoTUY
Y
Player Hiau

1319 3.2 518@:;53%6@ Use case

Use case o5U1Y
Start game MUY
. Y Y
Join game NITLVITINYIDY
P
Option aaenlunsaeaaied
Yy 9 A Y 1
Create Room Code NMTAINHOUNDIDALAU
& Select Level
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Join game with Code Whiwresnadald
.. 9 1 A
Waiting room UUITDNDULTULINY
Play aunY
J 3 1 1
Level complete unlock weautazdanasnaiulvi
new level
Final level @huq A
Main manu naugHIMan

M54 3.3 518a1D8AVDY Use case Start game
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Use Case Title : Start game Use Case Id : 1

Actor : Player

Main Flow :

I @ { o 1 '
iududenih llgmsaiisdowazidenan

M504 3.4 18aIPAUDY Use case Join game

Use Case Title : Join game Use Case Id : 2

Actor : Player

Main Flow :

'
A o

I @ U U
dudnaeniih ldgmsuidudisauiios

1914 3.5 S1AIDUAVDY Use case Create Room Code & Select Level

Use Case Title : Create Room Code & Select Level | Use CaselId: 3

Actor : Player

Main Flow :
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M1319 3.6 18a21D8AVDY Use case Waiting room
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Use Case Title : Waiting room Use Case Id : 4

Actor : Player

Main Flow :
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M54 3.7 918a1BAUDY Use case Play

Use Case Title : Play Use Caseld : 5

Actor : Player

Main Flow :
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M504 3.8 518a1D8AVDY Use case Level complete unlock new level

Use Case Title : Level complete unlock new level Use Case Id : 6

Actor : Player

Main Flow :
A [ [ 9 [ [ 1 1 Y A @ L= [ ) <3 '
mammufa‘umuummmmmumamum”lﬂ'lﬂma%zﬂamnmu‘vmmvlﬂiﬂmzﬂaﬂaaﬂmu

ao I ldiaonnuinadaies

1319 3.9 ‘51?]%13!5219]‘!16\1 Use case Final level

Use Case Title : Final level Use CaseId : 7

Actor : Player

Main Flow :
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13149 3.10 swaz!ﬁﬂﬂmm Use case Main menu
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Use Case Title : Main menu Use Case Id : 8

Actor : Player

Main Flow :

WNMANV04 User Interface

M504 3.11 518aI08AVDY Use case Option

Use Case Title : Option Use Case Id : 9

Actor : Player

Main Flow :

Y A g’/ o ~
W11 User Interface i1 11@sma19e vianihasing (@eq

1314 3.12 S8 PYAV Use case Exit

Use Case Title : Exit Use Case Id : 9

Actor : Player

Main Flow :
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3.4 User requirement

711314 3.13 User requirement
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-Non-functional

Detail Type Priority
Y

ﬁﬁz‘U‘UﬂﬁmﬂW]N‘] -User Interface uuaesl

-Functional
A 1 d' Y 1

FZUULRADNATUNNBDINITLAU -User Interface mmumm
-Functional

a1 A g

Horunluusaveuny -Gameplay T uaoed
-Functional

1 v

aansoau'ld 2 au -Gameplay It uaoed
-Functional

UFTUUNT Pause 1IN -Gameplay T uaol
-User Interface
-Functional

= 9 A

UsuAsAunUANYaINYiae -Gameplay i uaeal
-Functional

UIZAUANNYINNBVOIAASAUANHATUAD -Gameplay utluaoel
-Functional

a A A ~

HileseazCutscene -Story ALY
-User Interface
-Non-functional

Hiaeaszneuay Animation -User Interface | 12591




3.5 Flowchart
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3.7 System Architecture
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