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NIsasivs:uuaagiuu Dragon Quest 1 (DQ1)
1ao15 Finite State Machine (FSM) 1Uuutusniv
nisoanisalaunisiau (Turn-based)
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ula 3 Jszinn Ao

1. unsu (unuade Cube duay)

2. unong (unua>e Cube dulou)

3. unsy (unuadeg Cube dLUYD)
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Adontstunisaadiaun

1. Attack

2. Defense

3. Heal (15 MP)
4. Run
WorFlaso:tlunisgusionis 1,2 HSo 3







LudAaNIWSOUAINGDd (Battle Scene)

anuou=aIN
« an 3 Ua (3D Scene)

nasvyuudvuAnanawuuulv (Fixed Camera)

WLAUDEQIUBIE / FASDEAIUUD

Fasunuade Cube dcdio «
l0u Turn-Based Battle




IAsVdsio Scene

BattleScene

Main Camera
Directional
Light

BattleManager
(EmptyGameObject)

PlayerStatus
(EmptyGameObject)

EnemyPosition
(EmptyGameObject)

BattleUIl
(uGUI : Canvas (UD)
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N1SAVAIYUNADO

naovuv ua:luo Camera Shake un

Camera.main.transform.position = new Vector3(0, 4.5f, -4f);

Camera.main.transform.rotation = Quaternion.Euler(30f, Of, Of);




using UnityEngine;

© Unity Script (1 asset reference) | 0 references
public class CameraControl : MonoBehaviour

1

CameraControl

9 Unity Message | 0 references

void Start()
{

A

Camera.main.transform.position = new Vector3(e, 4.5f, -uf);
Camera.main.transform.rotation = Quaternion.Euler(30f, 0f, 0f);

}

-}




© Inspector

@ v Main Camera Static

w

Tag MainCameriv Layer Default

> Transform
» B v Camera
{1 v Audio Listener

v v Universal Additional Camel @ -

v v Camera Control (Script) @ °
Script CameraControl

O,
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nasvJoAdIAIUAVAIKSULLdaVUDAULUUAIAU 15U
“Slime attacks!”
“Player takes 5 damage!”

10818 Coroutine twoudaavvoandIunazussna




IAsvuasiv Ul

BattleUI panelMessage

messageText

playerStatusText

panelPlayer

enemyStatusText
panelEnemy

btnCmdAttack

panelCommand
btnCmdDefense

btnCmdHeal

btnCmdRun




v ) BattleUl
v 6 panelMessage
0 messageText
v 8 panelPlayer
D playerStatusText
v & panelEnemy
) enemyStatusText

v & panelCommand
» £ btnCmdAttack
» @ btnCmdDefense
» & btnCmdHeal
» & btnCmdRun

0 EventSystem




Player (Job) : HP xx MP xx

Enymy (Job) : HP xx MP xx

New Text

Attack
Defense
Heal

Run




_ Player (Job) : HP xx MP xx —

Enymy (Job) : HP xx MP xx

New Text Attack
Defense

Heal

Run




udAanNIsAuUdUu Damage




iwudAa Damage uuu JRPG

HanaAnyu 5 dou

& W N F

waoloud (STR / INT)
wavUoonu (Defense)
taa (Level Scaling)
ADWEULIANU28 (Random)

adAruwiAy (Critical / Guard / Type Bonus)
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Aanu=Nistugas : Koloua

STR Touanunw
INT 1N / Heal

Level AJATUADIULLSY




AlaNu=NT5Tugas : Wodoonu

Defense AQADULIYHIY

AGI Hau / Critical




Physical Damage Formula

* BaseDamage =
(Attacker.STR x 2 + Attacker.Level)

e DefenseFactor =
Defender.Defense + Defender.Level

* Damage =
(BaseDamage - DefenseFactor)
x RandomFactor




RandomFactor uwa:nisdovonuilutiaoau

* RandomFactor = Random(®.9 ~ 11)

 Damage = Max(1, Damage)




AD2Y1VATUDU

Wiau STR = 10, Level = 5

fas Defense = 6, Level = 4

o:laon
BaseDamage = (10x2) + 5 = 25
DefenseFactor =6 + 4 =10
Damage = (25 - 10) x 1.0 = 15




Magic Damage Formula

MagicDamage =
(Caster.INT x 2 + Caster.Level)
- (TargetINT + Target.Level)

MagicDamage *= Random(@.95 ~ 1.15)
MagicDamage = Max(1, MagicDamage)




Magic Defense Formula

MagicDef =
TargetINTx1.2 + Levelx2




Heal Formula

HealAmount =

(INT x 3)
+ (Level x 2)

x Random(@.9 ~ 11)

2=o1nalutnu MaxHP ?




Critical Hit (AGI) Formula

CriticalChance = Attacker.AGlI = Q5 %

15U MKuQtk AGI 1Uu 10 a:=0lonianastna Critical Hit 5%
AQouu wolna Critical Hit 2:NMK

Damage x= 15




Defense Command Formula

FinalDamage x= @.5 // acavAsokUvunIWiaulaon Defense

Defense += Level




Run (KU) Formula

RunChance =
(Player.AGI + Player.Level)
/ (Enemy.AGI + Enemy.Level) x 50%

onalulnu 90%




bublic static int CalculatePhysicalDamage(
CharacterStats attacker,
CharacterStats defender,

bool isCritical,

bool defenderGuard)

int baseDamage =
attacker.STR * 2 + attacker.Level;

1
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int defense =
defender.DEF + defender.Level;

N S
w N

float random = Random.Range(©0.9f, 1.1f);

=
N




float damage =
(baseDamage - defense) * random;

if (isCritical)
damage *= 1.5f;

if (defenderGuard)
damage *= 0.5f;

return Mathf.Max(1, Mathf.RoundToInt(damage));




A WIaWSsUMUUS:LNNAQS (Class Bonus)

wWinueY
Warrior Archer x1.2
Archer Mage x1.2

Mage Warrior x1.2
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UtyH1INWUUDY

1. gaswoldu 9:NTHEDIONIYUDVLINUAILUDLSOLAU
2. STR x Level a:mIRIaAAd1aungouIn

3. Defense TuNnuaLwD




Ssunuuu JRPG aaxaan

1. 78 Level Wuddarugoy
2. 18 sannaov (V) KSo log tWoaan1swo

3. anwaladravolsos a




Physical Damage Formula

 AttackPower =

(STR x 1.5) + (Level x 2) + sqrt(Level) x 3
 DefensePower =

DEF = 1.2 + Level x 15
* RawDamage =

AttackPower - DefensePower

FinalDamage =
RawDamage * Random(@.9 ~ 11)

FinalDamage =
Max(1, FinalDamage)




Critical Hit Formula

e CriticalChance =
AGlI x Q.3 %

* CriticalDamage =
CriticalDamage = 15




Magic Damage Formula

* MagicPower =
(INT * 2) + (Level * 25) + sqgrt(Level) * 4

 MagicDefense =
(TargetINT * 1.2) + Level * 2

* MagicDamage =
(MagicPower - MagicDefense)
x Random(@.95 ~ 1.15)

 MagicDamage = Max(1, MagicDamage)




Heal Formula

* HealAmount =
(INT * 3) + (Level * 4) + sgrt(Level) * 6

e HealAmount =
HealAmount * Random(@.9 ~ 11)




Defense Command Formula

FinalDamage = FinalDamage x 0.5

DefensePower = DefensePower x 1.5




Run Formula

laagoHricedu

RunChance =
(Player.AGI + sgrt(Player.Level) * 5)
/ (Enemy.AGI + sqrt(Enemy.Level) * 5)
x 50

21Na Max 90% ua: Min 10%




public static int PhysicalDamage/(
CharacterStats atk,
CharacterStats def,

bool critical,

bool guard)

float attackPower =
atk.STR * 1.5f
+ atk.Level * 2f
+ Mathf.Sqgrt(atk.Level) * 3f;
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+1loat defensePower =
def.DEF * 1.2f
+ def.Level * 1.5f;

I e e
vl B W N




float damage =
(attackPower - defensePower)
* Random.Range(0.9f, 1.1f);

if (critical) damage *= 1.5f;
if (guard) damage *= 0.5f;

return Mathf.Max(1l, Mathf.RoundToInt(damage));




IAsodsivvouacda:zAs

u [ ] [ .
(Player / Enemy t3sounu)




using UnityEngine;

[System.Serializable]

@ Unity Script | 2 references

public class CharacterStat :

{

public
public
public
public
public
public
public
public
public

}

int
int
int
int
int
int
int
int
int

Level = 1;
HP, MaxHP;
MP, MaxMP;
STR;

DEF;
AGI;
INT;
EXP;

Money;

MonoBehaviour

CharacterStat




using UnityEngine;

[System.Serializable]
0 references

v public enum JobType
i

i Warrior,
i Mage,
| Archer

}




using UnityEngine;

0 references
v public enum EnemyType

1

. Warrior, // Red

i Mage, // Blue
EnemyType | Archer // Green

}




AD2810NMISLUAYUIUDVFIAOS

void SetEnemyColor(EnemyType type)
{
Color c = Color.white;
if (type == EnemyType.Warrior) c = Color.red;
if (type == EnemyType.Mage) c = Color.blue;
if (type == EnemyType.Archer) c = Color.green;

GetComponent<MeshRenderer>().material.color = c;
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oonuuu Stat Growth a9 Level
(STR/INT/DEF)
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Level Au d:=0ManIuzdusa
Level naiv o:=0lasrav

Level do o:0luwooudaswo
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3SNTH

Linear + VLevel
uA1 Base (narawdudonikuq)

tsacAruaIonuaonald




dasunuyov Stat Growth (Core Formula)

StatValue =
BaseStat
+ (Level x LinearGrowth)

+ (VLevel x CurveGrowth)




Warrior (ahgwavo / dq)

Stat Base Linear

STR 12 1.2 2.0
DEF 10 1.1 1.8
INT 4 0.3 0.5
AGI 6 0.6 1.0




Level

OoO~NOOLULH A WN =

STR

15
17
19
21
22
24
26
27
29
30
32
33
35
36
38
39
41
42

45

DEF

13
15
16
18
20
21
22
24
25
27
28
29
31
32
33
35
36
37
39
40

INT

O O OWOOOONNNOYOY U WU

AGI




Mage (aho1n)

Stat Base Linear

STR 4 0.3 0.5
DEF 5 0.4 0.7
INT 12 1.3 2.2
AGI 6 0.6 1.0




Level

O oO~NOUTDA WN =

STR

O O OWOWAWNNNNOOOY T

DEF

INT

16
18
20
22
23
25
27
29
30
32
34
35
37
38
40
42
43
45
46
48

AGI

10
10
11
12
13
14
14
15
16
17
17
18
19
20
20
21
22
22




Archer (@191S2 / ASGADA)

Stat Base Linear

STR 8 0.8 1.2
DEF 7 0.6 1.0
INT 6 0.5 0.8
AGI 12 1.2 2.0




Level

OCoo~NOUT DA WN =

STR

10
11
12
14
15
16
17
18
19
20
21
22
23
24
25
26
27
27
28
29

DEF

9
10
11
11
12
13
14
15
15
16
17
18
18
19
20
21
21
22
23
23

INT

7

10
10
11
12
12
13
14
14
15
15
16
17
17
18
18
19
20




ADOWaUwusnu Damage Formula

Warrior Physical Damage 1angs / Tank
Mage Magic Damage usvda / Heal Q
Archer Critical uoy / Run 09




public static int CalculateStat(
int baseStat,
float linear,
float curve,
int level)

float value =
baseStat
+ level * linear
+ Mathf.Sgrt(level) * curve;

return Mathf.RoundToInt(value);




oonuuu HP / MP Growth




lHLudAQ

HP Taisono1 Damage 1aud
MP 1aawwunuin (Mage > Archer > Warrior)

tsdas Linear + VLevel 1HUDU Stat wotHoQduqagdlavie




HP Formula

MaxHP =
BaseHP
+ (Level x HP_Linear)

+ (VLevel x HP_Curve)




MP Formula

MaxMP =
BaseMP
+ (Level x MP_Linear)

+ (VLevel x MP_Curve)




Warrior

Stat Linear

HP 120 25 35
MP 20 4 6
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MEII® Mage | Archer




Mage

Linear

HP 80 15 25
MP 50 18 30
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Warrior Archer




Archer

Linear

HP 100 20 30
MP 35 10 15




Linear
0.8
0.6
0.5
1.2
20
10

O 00N 0 |Bb (WM =

|
1
2
3
4
S
6
Z
8
9
10
11
12
13 |
14
15 |
16 |
17|
18
19 |
20 |
21 |
22 |

Warrior = Mage | [Ralldicy




public static int CalculateResource(
int baseValue,
float linear,
float curve,
int level)

float value =
baseValue
+ level * linear
+ Mathf.Sqrt(level) * curve;

1
2
3
4
5
6
7
8
9

N
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return Mathf.RoundToInt(value);
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oonuluu EXP Curve
(Level Up)




lHLudAQ

autnutaasud (Sanaun)
NalvLNULISUBIav (QD0310LLNU)

NELINUADVWISUISY (AtuALadago)




3SAUDNU

Polynomial + VLevel

Uts Exponential aso a (Addiaulus:10q)




EXP Required co Level

EXP_to_Next =
BaseEXP
+ (Level® x A)
+ (Level? x B)
BaseEXP = 50
A=05
B=5




das EXP Required ao Level

EXP_to_Next =
BaseEXP
+ (Level® x A)
+ (Level? x B)
BaseEXP = 50
A=05
B=5




das EXP Required ao Level

EXP_to_Next =
50
+ (Level x Level x Level x 0.5)

+ (Level x Level x 5)




das EXP a:zausdu (Total EXP Formula)

TotalEXP(Level) =
Y EXP_to_Next (1 no Level-1)




EXP Enemy Formula

EnemyEXP =

EnemylLevel? x EXP_Factor

1Qo
EXP_Factor = 6




lud>AaNMIstluudaaoutllnu

e Aasudounsy KA1 EXP +20-50%
* Boss TH EXP 3
* Elite TK EXP x1.5




public static int ExpToNextLevel(int level)
{
return Mathf.RoundToInt(
50
+ 0.5f * level * level * level
+ 5+ * level * level

)5

1
P
3
4
5
6
7/
8




public void GainExp(int exp)

1
stats.EXP += exp;

while (stats.EXP >= ExpToNextlLevel(stats.lLevel))

{
stats.EXP -= ExpToNextLevel(stats.Level);

stats.Level++;
LevelUp();

1
2
3
4
5
6
V4
8
S
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iwudAQa Enemy Scaling

1. Enemy Tutsaasiquonu Player

2. Enemy 2: “oound Player t1anuog” tu 1:1

3. ADWYINUIDIN
1. 9wwudu
2. Us:nn
3. Elite / Boss

4. Level go = datu + usotu ualu one-shot




Enemy Stat Modifier

EnemyStat =
(BaseStat
+ Level x Linear
+ VLevel x Curve)

x TypeModifier




Enemy Type Stat Modifier (typeModifier)

Type HP STR DEF EXP
Normal x]1.0 x1.0 x1.0 x1.0
Elite x]1.5 x]1.3 x].2 x]1.5

Boss x3.0 x]1.8 x]1.6 x3.0




Enemy Type

Enemy STR INT AGI wnanssuy
Red (Warrior) go a1 naw Attack / Guard
Blue (Mage) an g0 nal Magic / Heal

Green (Archer) nalo d1  go  Attack / Run




Red Cube - Warrior Enemy

Stat Base | Linear | Curve
STR 10 1 15
DEF o 09 14
INT 4 0.3 0.5
AGI 6 0.6 0.8
HP 100 22 30




O N OB (WIN =

W O WO NN NO OO U

Warrior ~ Mage = Archer QRICULJEM E-Mage  E-Archer




Blue Cube - Mage Enemy

Stat Base | Linear | Curve
STR 4 03 05
DEF 5 05 0.8
INT 12 13 2
AGI 5 05 Q.7
HP 70 15 22




Linear
0.3
0.5
1.3
0.5
15

W ONOYOUHDA WN|=

W WW OO N NNy

Warrior = Mage  Archer = E-Warrior E-Archer




Green Cube - Archer Enemy

Stat Base | Linear | Curve
STR 8 0.8 1.2
DEF 7 Q.7 1
INT 6 0.5 Q.7
AGI 12 11 1.8
HP 85 18 26




Linear

0.8

0.7

0.5

1.1

18

Warrior

Mage

Archer

E-Warrior

E-Mage

WO INOO; P WIN |

E-Archer




Gold & Reward Formula

Gold =
EnemylLevel x Random(5-10)




Run Formula

Run =
(PlayerAGl + VLevelx5)
/ (EnemyAGI + VLevelx5)
x 50%




Critical Formula

Chance = AGI x 0.3%
Damage = x1.5




Battle Balance Check (1:1)
. amwmsni  Wadw§

Player vs Normal su:daug
Player vs Elite Q2015 Heal
Player vs Boss 10-15 1nsu
Player Lv din lF3g00Y




public static int EnemyStat(
int baseStat,
float linear,
float curve,

int level,
float modifier)

float value =
baseStat
+ level * linear
+ Mathf.Sgrt(level) * curve;

1
2
3
4
5
6
7
8
S

N N
w N R ®

return Mathf.RoundToInt(value * modifier);

=
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iudAQ Boss Scaling

* Ty one-shot wiau
- Tulunoldaoaogolqed
* U “JuKI:N1SF”

* ladagv Boss d:aaravu IWtsuALaaLo:




iudAQ Boss Scaling

douu Boss Scaling 2:0 4 unu
 Stat Scaling
* Phase System
 Skill Unlock aawu HP

* Enrage (naQusoony)




Boss Level Formula

BossLevel = PlayerLevel + Offset




Boss Offset

Mini Boss +]1
Area Boss +2
Story Boss +3
Final Boss +5




Boss Stat Modifier

_____Stat | Modifier
HP x3.0
STR x1.8
DEF x1.6
INT x1.6
AGI x1.3
EXP x3.0

Gold x2.5




Boss Phase System (KOtouovouoa)

““Phase | HP% | wadnssu

Phase 1 100-70% TouQuNna
Phase 2 70-40% tsana / uw
Phase 3 40-20% QILUDLLSOTU

Phase 4 20-0% Enrage




Boss Phase System (KOtouovouoa)

Phase _Damase|_Defense Al

Phase 1 Basic
Phase 2 x].2 x]1.1 Skill
Phase 3 x]1.4 x]1.0 Aggressive

Phase 4 x1.6 x@.9 All-in




Boss-Warrior Skill Unlock Table

e | sk

>70% Heavy Slash
70% Defense Up
40% Power Strike

20% Rage Mode




Boss-Mage Skill Unlock Table

e | san

>70% Fire
70% Magic Shield
40% Meteor

20% Desperation Heal




Boss-Archer Skill Unlock Table

e | san
>70%
70%
40%
20%

N N NN




aDo819 Boss Al Decision Table

>70% Attack
70% Buff
40% Skill
20% Enrage

MP c‘l"1 Basic Attack




Enrage System (govoaane 1o HP < 20%)

Damage x= 1.6
Heal Effect x= 0.5
Guard Effect x= 0.7




91na Damage coilnsu

MaxDamage = PlayerMaxHP x @.35




21na Heal vovo Boss

BossHeal < MaxHP x 0.15




Doy10 Boss Scaling (Level 30)

Player Level 30
HP = 800
Damage = 50
Boss (Lv 33)
HP = 800 x 3 = 2,400
Damage = 50 x 1.8 = 90
Fight = 12-15 1nsu




public void ApplyBossScaling(int playerLevel)

{
level = playerlLevel + bossOffset;

stats.MaxHP = Mathf.RoundToInt(stats.MaxHP
stats.STR = Mathf.RoundToInt(stats.STR * 1.
stats.DEF = Mathf.RoundToInt(stats.DEF * 1.
stats.INT = Mathf.RoundToInt(stats.INT * 1.
stats.AGI = Mathf.RoundToInt(stats.AGI * 1

1
2
3
4
5
6
7
8
S
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NIsooNnltuu Finite State Machine

daniu: (State) voonisaogd

1. START wasgudoyanlau duasioAas (Warrior, Mage, HSo Archer)
1. 1 Player.AGl >= Enemy.AGI wWaguanmu:tlu Player Turn
2. 61 Enemy.AGl > Player.AGl Waguamu:Uu Enemy Turn

Player Turn soRiaunaduidondido (Attack, Defense, Heal, Run)
Enemy Turn Audru Al vovorias (gu 1-3)

Win aniunisnisu: (Enemy.HP <= @)

Lose anu:nswiguw (Player.HP <= Q)

O U A WN

Run aniu:znisku




FSM

Enemy.AGI > Player.AGI




using UnityEngine;

0 references

v public enum BattleState

BattleState Start,
PlayerTurn,

EnemyTurn,

Win,
Lose,
Run




using UnityEngine;

0 references
v public enum BattleCommand

BattleCommand Attack,
Defense,
Heal,
Run




Attack

int Damage(int attackerSTR, int defenderDEF)

{
int dmg = attackerSTR - defenderDEF / 2;

return Mathf.Max(1, dmg + Random.Range(-2, 3));




Defense : aaaitudsounalu

bool isDefending;
if (isDefending)
damage /= 2;




Heal : 1Qu HP 1aats MP

int HealAmount()
{
return INT * 2 + Random.Range(0Q, 5);
1
playerMP -= 5;

player. HP = Mathf Min(player MaxHP, playerHP +
HealAmount()):




Run : KO

bool TryRun(int playerAGl, int enemyAGI)
{
int chance = 50 + (playerAGI - enemyAGl) * 5;

return Random.Range(Q, 100) < chance;




s:uU EXP / Level Up

int NeedEXP(int level)

{
return level * level * 10;
1
if (player.EXP >= NeedEXP(player.Level))
{

player.Level++;
player.MaxHP += 5;
player STR += 2;
player.DEF += 1,




Al fiQs : duAmdo

BattleCommand EnemyDecision()
{
int r = Random.Range(0, 100);
if (enemyMP >=5 §& r < 30)
return BattleCommand.Heal,;
if (r < 80)
return BattleCommand.Attack;

return BattleCommand.Defense;




Al F1QS : LUDAQLLUUVIY (Priority + Random)

t819oulunoundadAdYEy LU
1. o1 HP a19:0ouwaistul Heal
2. 00 MP KuQ2:009 KW Heal

3. 9InuuduaIl “ddgosw”




[ =59

Al fQs : Ud8918WUNSU

unan
1. soulouQasy
2. DEF o lagiun1sts Defense U0

3. unuluku




wnanssuy
1. Attack Uosnda
2. Defense lda HP ci"l

3. Heal uoguIn




BattleCommand WarriorAl(CharacterStat enemy)

{
if (enemy HP < enemy.MaxHP * @.3f &§6 Random.Range(0,100) < 40)
return BattleCommand.Defense;
int r = Random.Range(0, 100);
if (r < 70) return BattleCommand.Attack;

if (r < 90) return BattleCommand.Defense;

return BattleCommand.Attack;




[ =59

Al fQs : Udgo1Bswunidng

unan
1. 59Uty Heal
2. ADUIVBDOURUUDE

3. Touadusv ualuauiaud




wnanssuy
1. Heal 1iJo HP dh
2. 01 MP Huad: Attack

3. HP ¢ ua: MP dho: Run




BattleCommand MageAl(CharacterStat enemy)

{

if (enemy.HP < enemy.MaxHP * @.4f 65 enemy.MP >= 5)
return BattleCommand.Heal,;

if (enemy HP < enemy.MaxHP * 0.25f 65 enemy.MP < 5)
return BattleCommand.Run;

int r = Random.Range(0, 100);

if (r < 60) return BattleCommand.Attack;

if (r < 80) return BattleCommand.Defense;

return BattleCommand.Attack;




[ =59 as U= ol [ =9

Al AQS : udgolBswunsu

unan
1. >o0DD
2. souloud uas:Doad

3. rulaa




wnanssuy
1. Attack wUuKan
2. Defense lda HP ci"l

3. Run owdgwdsgu




BattleCommand ArcherAl(CharacterStat enemy)

{
if (enemy.HP < enemy.MaxHP * @.3f &§6 Random.Range(0,100) < 30)

return BattleCommand.Run;

int r = Random.Range(0, 100);

if (r < 60) return BattleCommand.Attack;

if (r < 85) return BattleCommand.Defense;

return BattleCommand.Attack;




Al fias : adiaon Al (Dispatcher)

BattleCommand DecideEnemyAction(EnemyType type, CharacterStat enemy)

{
switch (type)

{
case EnemyType.Warrior: return WarriorAl(enemy);
case EnemyType.Mage: return MageAl(enemy);
case EnemyType.Archer: return ArcherAl(enemy);
1

return BattleCommand.Attack;
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1. 18A HP Rlau
if (player.HP < 10Q)
return BattleCommand.Attack;
2. 18A Turn Auad
BattleCommand lastPlayerCommand;
if (lastPlayerCommand == BattleCommand.Defense)
return BattleCommand.Attack;
3. Critical Behavior
if (enemy.AGI > player. AGl 6§ Random.Range(0,100) < 20)

return BattleCommand.Attack;
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using UnityEngine;
using System.Collections;
using TMPro;

© Unity Script (1 asset reference) | 0 references
public class BattleManager : MonoBehaviour

{
[Header("Prefabs")]
public GameObject playerPrefab;
public JobType playerJob;
public GameObject enemyPrefab;

[Header("SpawnPosition")]
public Transform playerSpawn;
public Transform enemySpawn;




[Header("UI")]
public TextMeshProUGUI messageText;

public TextMeshProUGUI playerStatusText;
public TextMeshProUGUI enemyStatusText;

[Header("Battle")]
public BattleState state;

bool playerDefending;
bool enemyDefending;

private Unity.Mathematics.Random rnd;

private GameObject player;
private CharacterStat playerStat;
private GameObject enemy;

private CharacterStat enemyStat;
private EnemyType enemyType;




private void Awake()

uint seed = (uint)System.DateTime.Now.Ticks;

rnd = new Unity.Mathematics.Random(seed

{
}




void Start()

{
}

// Spawn Player
player = Instantiate(playerPrefab, playerSpawn.position, playerSpawn.rotation);
playerStat = player.GetComponent<CharacterStat>();

// Spawn Enemy
enemy = Instantiate(enemyPrefab, enemySpawn.position, enemySpawn.rotation);

enemyStat = enemy.GetComponent<CharacterStat>();

SetupBattle();




void SetupBattle()

{
i state = BattleState.Start;

i SetupPlayer();

- // dundwsasdag

. enemyType = (EnemyType)rnd.NextInt(0, 3);
i SetupEnemy(enemyType);

¥

UpdateStatusUI();

StartCoroutine(StartBattle());




void SetupPlayer()

switch (playerJdob)

i

case JobType.Warrior:

i playerStat.MaxHP = 180;
i playerStat.HP = 180;

: playerStat.MaxMP = 30;
i playerStat.MP = 30;

i playerStat.STR = 15;

~ playerStat.DEF =

i playerStat.AGI =

I playerStat.INT

i break;

{




case JobType.Mage:
playerStat.MaxHP = 120;
playerStat.HP = 120;
playerStat.MaxMP = 98;
playerStat.MP = 98;

playerStat.STR =
playerStat.DEF =
playerStat.AGI =
playerStat.INT =
break;




| case JobType.Archer:

i playerStat.MaxHP = 150,
i playerStat.HP = 150;

i playerStat.MaxMP = 60;
i playerStat.MP = 60;

| playerStat.STR = 10;

i playerStat.DEF = 9;

i playerStat.AGI = 15;

playerStat.INT = 7;
break;

3
SetPlayerColor(playerJdob);




1 reference

void SetupEnemy(EnemyType type)
{
enemyStat.Level playerStat.Level;
enemyStat.MaxHP type switch
{
EnemyType.Warrior => 180,
EnemyType.Mage => 120,
EnemyType.Archer => 150,
=> 0

};
enemyStat.HP = enemyStat.MaxHP;




enemyStat.MaxMP = type switch

i

EnemyType.Warrior => 30,

EnemyType.Mage => 98,

EnemyType.Archer => 60,
=>

¥
enemyStat.MP = enemyStat.MaxMP;

enemyStat.STR = type switch

i

EnemyType.Warrior => 15,

EnemyType.Mage => 5,

EnemyType.Archer => 10,
=> 5

¥




enemyStat.DEF
1

EnemyType
EnemyType
EnemyType
=> U

¥
enemyStat.AGI

EnemyType
EnemyType
EnemyType
=> 5

¥

= type switch

.Warrior => 13,
.Mage => 6,
.Archer => 9,

= type switch

Warrior => 4,
.Mage => 8,
.Archer => 15,




enemyStat.INT = type switch

{

EnemyType.Warrior => 5,

EnemyType.Mage => 16,

EnemyType.Archer => 7,
=> 5

i

SetEnemyColor(type);

)




void SetEnemyColor(EnemyType type)

Color ¢ = Color.white;

if (type == EnemyType.Warrior) c = Color.red;
if (type == EnemyType.Mage) c = Color.blue;

if (type == EnemyType.Archer) c = Color.green;

enemy .GetComponent<MeshRenderer>().material.color = c;

{
}




void SetPlayerColor(JobType type)

Color c = Color.white;

if (type == JobType.Warrior) c = Color.red;
if (type == JobType.Mage) c = Color.blue;

if (type == JobType.Archer) c = Color.green;

player.GetComponent<MeshRenderer>().material.color = c;

{
}




TEnumerator StartBattle()

messageText.text = "The enemy has appeared!";
yield return new WaitForSeconds(1l.5f);

// dannlaslandinouainan AGI
if (playerStat.AGI >= enemyStat.AGI)

{
state = BattleState.PlayerTurn;

PlayerTurn();
lse

state = BattleState.EnemyTurn;
StartCoroutine(EnemyTurn());

}
e
{
}

o - e e




void PlayerTurn()

messageText.text = "Select a command.";
playerDefending = false;

{
}
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IEnumerator EnemyTurn()

{

state = BattleState.EnemyTurn;
enemyDefending = false;

yield return new WaitForSeconds(1f);
BattleCommand cmd = DecideEnemyAction();

ExecuteEnemyCommand(cmd) ;
UpdateStatusUI();




if (playerStat.HP <= 0)

state = BattleState.Lose;
messageText.text = "You've lost...
Object.Destroy(player);

d
i yield break;
3

yield return new WaitForSeconds(1lf);

state = BattleState.PlayerTurn;
PlayerTurn();

}




public void OnAttack()
if (state != BattleState.PlayerTurn) return;

int dmg = CalculateDamage(playerStat.STR, enemyStat.DEF, enemyDefending);
enemyStat.HP —-= dmg;
messageText.text = $"You attacked the enemy, causing {dmg} HP loss.";
UpdateStatusUI();
if (enemyStat.HP <= 0)
{

state = BattleState.Win;

messageText.text = "You win!";

Object.Destroy(enemy);

return;

H
StartCoroutine(EnemyTurn());
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public void OnDefense()
if (state != BattleState.PlayerTurn) return;

playerDefending = true;
messageText.text = "You are defending.";

StartCoroutine(EnemyTurn());

{
}




public void OnHeal()

if (state != BattleState.PlayerTurn || playerStat.MP < 5) return;

playerStat.MP —= §5;
int heal = CalculateHeal(playerStat.INT);
playerStat.HP = Mathf.Min(playerStat.MaxHP, playerStat.HP + heal);

messageText.text = $"You use Heal to restore {heal} HP.";
UpdateStatusUI();

StartCoroutine(EnemyTurn());

oy =




public void OnRun()
if (state != BattleState.PlayerTurn) return;

if (TryRun(playerStat.AGI, enemyStat.AGI))

{
state = BattleState.Run;

!
| messageText.text = "You escaped successfully!";
¥

else

messageText.text = "Escape failed!";
StartCoroutine(EnemyTurn());

i
¥

T e




BattleCommand DecideEnemyAction()

switch (enemyType)
{

case EnemyType.Warrior:

: return WarriorAI();

i case EnemyType.Mage:
i l return MageAI();

case EnemyType.Archer:
| return ArcherAI();

¥
return BattleCommand.Attack;

{
}




BattleCommand WarriorAI()

if (enemyStat.HP < enemyStat.MaxHP * 0.3f && rnd.NextFloat() < 0.4f)
return BattleCommand.Defense;

return BattleCommand.Attack;

{
i




BattleCommand MageAI()
if (enemyStat.HP < enemyStat.MaxHP * 0.4f && enemyStat.MP >= 5)
return BattleCommand.Heal;
return BattleCommand.Run;

return BattleCommand.Attack;

{
i if (enemyStat.HP < enemyStat.MaxHP * 0.25f && enemyStat.MP < 5)
3




BattleCommand ArcherAI()

if (enemyStat.HP < enemyStat.MaxHP * 0.3f && rnd.NextFloat() < 0.3f)
return BattleCommand.Run;

if (rnd.NextFloat() < 0.2f)
return BattleCommand.Defense;

return BattleCommand.Attack;

{
}




void ExecuteEnemyCommand(BattleCommand cmd)

switch (cmd)

{

case BattleCommand.Attack:
i int dmg = CalculateDamage(enemyStat.STR, playerStat.DEF, playerDefending);
l playerStat.HP —-= dmg;

i messageText.text = $"Enemy attack. You lose {dmg} HP.":

i break;

case BattleCommand.Defense:

i enemyDefending = true;

I messageText.text = "The enemy is defending.";

i break;

{




case BattleCommand.Heal:
enemyStat.MP —= 5;
int heal = CalculateHeal(enemyStat.INT);
enemyStat.HP = Mathf.Min(enemyStat.MaxHP, enemyStat.HP + heal);
messageText.text = $"The enemy uses Heal to restore {heal} HP.";
break;

case BattleCommand.Run:

messageText.text = "The enemy tried to escape but failed.";
break;

}




int CalculateDamage(int atk, int def, bool defending)

int dmg = atk - def / 2;
dmg += rnd.NextInt(-2, 3);

if (defending)
dmg /= 2;

return Mathf.Max(1l, dmg);

{
}




int CalculateHeal(int intel)

{
i return intel * 2 + rnd.NextInt(@, 5);
¥
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bool TryRun(int agil, int agi2)

int chance = 50 + (agil - agi2) * 5;

{
i return rnd.NextInt(@, 100) < chance;
¥




<

void UpdateStatusUI()

playerStatusText.text =
$"[P] HP {playerStat.HP}/{playerStat.MaxHP} MP {playerStat.MP}/{playerStat.MaxMP}":

enemyStatusText.text =
$"[E] HP {enemyStat.HP}/{enemyStat.MaxHP}";

o e Ay

}
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