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[HAYyCTpisT KOMIT'IOTEpPHHUX IrOp € OJHHMM 13 HaWOUIbII JUHAMIYHUX 1
NEPCIEKTUBHUX HAMpsAMIB y cdepl po3Bar Ta mporpaMHoOro 3adesneueHHs. XKanp
cTpateriii 'y peanbHomy uaci (RTS) 3anmuinaeTbcss NOmyJsspHUM 3aBASKU CBOIN
3IaTHOCTI 3allydyaTd TPAaBIIB y CKJIQJHUMA, JUHAMIYHUN 1 TaKTUYHUN I1rpOBUI
npouec. [Hrerparis wryunoro iHTenekty (L) y nei »aHp q03BoJsIE CTBOPIOBATH
OLIBII peaiCTUYHI Ta aJanTUBHI ITPOBI CBITH, Jie MOBE/IIHKA MPOTUBHUKIB Ta NPC
1T TOBYETHCS T 1T TPpaBIIs.

PoGora mnpucssuena po3poOui komi torepHoi 3D-rpu y xaHpi RTS Ha
wiatdopmi Unity 3 BUKOpHCTAaHHIM IITY4YHOTO iHTeNnekTy. [Tnardopma Unity Hamae
IIUPOKUI HAOIp 1HCTPYMEHTIB MJisi CTBOPEHHS 0araTo(QpyHKIIOHAIBHUX ITPOBHX
MIPOEKTIB 3 BUCOKOIO TpapiyHOIO SIKICTIO Ta CKJIaJAHUMU MeXaHikamu. Bukopucranus
1 3a6e3nedye CTBOPEHHS 1IHTEJICKTYyIbHUX aJITOPUTMIB JIUIS aJamnTallii CKJIaJHOCTI
rpu, B3aemo1i NPC 13 cepeoBuIlieM Ta TpaBleM, a TAKOX pealti3alii HeMHIHHUX
CIICHapIiB.

VY nepuiomy po3iii aHaMi3Y€eThCS aKTYalbHICTh PO3poOKH irop y skaHpi RTS,
MIPOBOJIUTHCS OTJISI]T AaHAJIOT1B, BUBHAYAIOTHCS BUMOTH J0 MalOyTHHOI TPH, a TAKOX
bopMy€eThCSl TEXHIYHE 3aBIAHHS 1J1s 11 CTBOPEHHS.

Hpyruit po3ail NMpUCBSIYEHU BUOOPY IHCTPYMEHTIB Ta (PpEUMBOPKIB IS
pO3pOOKH, MOBM TMPOTPAMyBaHHS Ta MPOTPAMHOTO  3a0€3MEUCHHS IS

MOJEIIOBAHHS.



VY TperboMy pO3ILTIl MOJENIOIOTHCS IrpoBi mporecu: cTBoproroThess UML-
Jlarpamu, JjlarpaMd CTaHIB, IIEPEXOJliB, KOMIIOHEHTIB, a TaKOX aJrOpUTMH
peaizalii iIrpoBUX MexXaHiK.

UeTBepTuii po3/Iiil 30Cepe/KEHUM Ha MpOorpaMHINd peasizalii rpu: po3pooiii
Ul-eneMeHTiB, MEXaHIKU PIBHIB, 1HTETpallii MITYYHOTO IHTEJNEKTY Ta TECTYBaHHI
CTBOPEHOIO MPOTOTHUITY.

006’ektT podoTH: po3poOka koM toTepHoi 3D-irpu y >kaHpi cTparterii B
peasbHOMY Yaci 3 BUKOPUCTAHHSAM IITYYHOT'O 1HTEJIEKTY.

IIpeamer poboTH: aHAI3 TEXHOJOT BUKOPUCTAHHS IITYYHOIO IHTEIEKTY
Ta 3aCTOCYBaHHS iX B MPOIIECI PO3POOKHU TPH.

Meta: ctBopeHHs 3D-irpu Ha miargopmi Unity, 1o JeMOHCTpYE
MOJIMBOCTI BUkopucTanHs LI st mominieHHs irpoBOro mnpoiecy Ta B3aeMOII1
KOpUCTyBaya 3 Irporo.

J171st mOCSATHEHHSI METH HEOOX1THO BUKOHATH TaKl 3aBJaHHA.

1. Hocniautu akTyanbHiCTh po3poOku 3D irop i3 BnpoBamkennsm LI

2. TlpoBectn anami3z icHytounx RTS-irop misi BU3HAYEHHS KITFOUOBHUX
MEXaHIK, O4IKyBaHb I'PABIIB 1 HEJOJIIKIB.

3. BwusnauuTu BUMOTH 10 TpH Ta CHOPMYITIOBATH TEXHIUHE 3aBIAHHS.

4. Po3poOutu 3aranbHUI anropuT™ rpu 3 iHterpartieto 1.

5. PeanizyBatu NpOTOTHIT 13 OCHOBHUMHU (PYHKI[ISIMH Ta MIPOTECTYBATH HOTO.

KMP Buknagena ©Ha _88 cropiHOK, BOHa MICTUTh _4  po3mdiim,

80 imroctpartiii, _7_ Ttabmuip, _21 mKepen B epesiky MOCHIaHb.



ABSTRACT
of the Master's Thesis
" Computer 3D Game Using Artificial Intelligence”
Student of group 608m: Dyminskyi Vitalii lvanovich
Supervisor: Ph. D., Associate Professor Horban H. V.

The computer gaming industry is one of the most dynamic and promising fields
in the entertainment and software development sectors. The real-time strategy (RTS)
genre remains popular due to its ability to engage players in complex, dynamic, and
tactical gameplay. Integrating artificial intelligence (Al) into this genre allows for the
creation of more realistic and adaptive game worlds where the behavior of opponents
and NPCs adjusts to player actions.

This thesis is dedicated to developing a computer 3D game in the RTS genre on
the Unity platform using artificial intelligence. Unity provides a wide range of tools
for creating multifunctional game projects with high graphical quality and intricate
mechanics. The use of Al enables the creation of intelligent algorithms for adapting
game difficulty, facilitating interactions between NPCs, the environment, and players,
as well as implementing nonlinear scenarios.

The first chapter analyzes the relevance of RTS game development, reviews
existing analogs, defines requirements for the future game, and formulates the technical
specifications for its creation.

The second chapter focuses on selecting tools and frameworks for development,
programming languages, and modeling software.

The third chapter models gameplay processes: creating UML diagrams, state
diagrams, transitions, components, and algorithms for implementing game mechanics.

The fourth chapter focuses on the software implementation of the game:

developing Ul elements, level mechanics, Al integration, and testing the created
prototype.
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Object of the thesis: Development of a computer 3D game in the RTS genre

with artificial intelligence.

Subject of the thesis: Analysis of Al technologies and their application in the

game development process.

Goal: To create a 3D game on the Unity platform that demonstrates the

capabilities of Al for improving the gaming process and user interaction with the game.

To achieve the goal, the following tasks must be completed:

Investigate the relevance of developing 3D games with Al implementation.
Analyze existing RTS games to identify key mechanics, player expectations, and
shortcomings.

Define game requirements and formulate technical specifications.

Develop a general algorithm for the game with Al integration.

Implement a prototype with core features and test it.

The master’s thesis comprises 88 pages, includes _4 chapters,

80 illustrations, _7 tables, and _21 references in the bibliography.

2024 p.
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BCTYII

AKTYaJIbHICTbh T€MM TIOJISITa€ B TOMY, 110 B Cy4acCHOMY CBITI KoMl toTepHi 3D-
Irpy 3aliMaloTh BaXJIMBE MICLIE B 1HAYCTpIi po3Bar 1 MporpaMHOro 3a0e3nedeHHs. 3
PO3BUTKOM TEXHOJIOT1H Ta 3017IbIIIEHHAM MOTY>KHOCT1 KOMIT IOTEpHUX cucteM, 3D-irpu
CTalOTh Jedalll OUIbII pealiCTHYHUMH, TMPOMOHYIOYH TPaBISM 3aXOILTIOIOYI
BIpTYyaJibHI CBITH. 30KpeMa, KaHp cTpareriii y peaibHoMy 4aci (RTS) kopuctyerbes
BEJIMKOIO TOIMYJISIPHICTIO CepeJl TPaBIIiB, aJKE BiH J03BOJISIE YIPABIATH pecypcami,
OynyBaTu 0a3u Ta BeCTH OUTBU B PeXHUMI peasibHOro uvacy. Llei >xaHp BuMarae Bij
rpaBls CTPATEriYHOTO MHCIEHHS Ta MIBHAKOTO pearyBaHHs, IO POOUTH HOTO
0CO0IMBO MPUBAOIUBUM JJIs1 JIFOOUTEIIB IHTEJIEKTYaJIbHUX 1TOP.

Po3pobxka 3D-irop Ha tuiardgopmi Unity cTasia oJiHI€I0 3 HAUNEPCTIEKTUBHIIINX
MO>KJIMBOCTEH JiJ1st po3poOHuKiB. UNity Hanae 3pyunuii inTepdeiic Ta moTyXKHUN HaOIp
IHCTPYMEHTIB JIJIs1 CTBOPEHHS 1rOp, LIO0 JO3BOJISIE 30CEPEAUTHCS Ha TBOPUOMY IpOIIeCi
Ta po3poOIIl IrPOBOi MEXaHIKHU. 3PpYUHICTh KpPOCIIAT(HOPMHOCTI Takok poouts Unity
17IeaIbHUM BUOOPOM [IJIsl pO3POOKHM 1rop, Kl MOXYTh OyTH 3amylIeHl Ha PI3HUX
wiatgopmax, Britoyatoun [1K, koHCcom1 Ta MOOLITBHI TPUCTPOI.

OpHi€ro 3 KIIIOUOBUX 1HHOBAIIN y Cy4dacHiil po3poOui irop € Bukopuctanss 1.
T moxe 3a0e3neunTy alanTUBHY MOBEIIHKY MPOTUBHUKIB, MOKPAIIUTH YIPABIIHHS
pecypcamMu Ta ONTUMI3YBaTH 1rPOBUI TIpo1iec, pOOIsSTYU HOTO OLIBII peaiCTUYHUM Ta
3axoruttorounM. Baxxnuicts Bukopuctanss LI B irpoBiit iHAycTpii 3pocTae, OCKUTbKU
IpaBIll IIYKAIOTh HOBl BUKJIMKH Ta OUIBII TTTUOOKI IrpOBI1 JJOCBIH.

Takum ynHOM, po3poOka koM torepHux 3D-irop Ha Unity 3 BUKOpUCTaHHAM
IITYYHOTO 1HTEJEKTY B xkaHpi RTS € Haa3zBuyaitHo aktyanbHO0. Lle 103Bossie He nute
3aJI0BOJILHUTH MOMUT HA IHHOBAIIIHI Ta IIKaB1 IrpH, aje i CIpusi€ PO3BUTKY 1HAYCTPIil
B I[IJIOMY, 3aJlydaloud HOBI 1HBECTHIIi Ta 3a0e3Meuyro4Yd HOBI MOXJIMBOCTI IS

TBOPYOTO CAMOBUPAKEHHS PO3POOHHKIB.

2024 p. Humincekuii B. L. 121 - KMP.01 — 608M.21910808
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O0’exkT podoTu: po3podka koMmm’toTepHoi 3D-irpum y >kaHpi cTparterii B
pealbHOMY Yaci 3 BAKOPUCTAHHSIM IITYYHOTO 1HTETIEKTY.

IIpenmer poGoTH: aHaI3 TEXHOJIOTIH BUKOPUCTAHHS IITYYHOTO 1HTENIEKTY Ta
3aCTOCYBAHHS iX B MPOIIECi PO3POOKH TPH.

Merta: crBopenss 3D-irpu Ha miardopmi Unity, 110 AEMOHCTPYE MOKIMBOCTI
Bukopuctanus LI nas moninieHHs irpoBOro mpouecy Ta B3aeMOJil KOpUCTyBaya 3
rpoIo.

JI71st TOCSITHEHHS! MOCTABJICHO] 11J11 HEOOX1HO BUKOHATH HACTYIIHI 3aBJAHHA:

— TPOBEICHHS aHaIi3y C(epH MITYyYHOrO IHTEJIEKTY B I'POBUX TEXHOJIOTINX;

— OIUIAJ ICHYI0UuX irop *aupy RTS;

— BU3HAYEHHS OCHOBHUX (YHKI[IN TP Ta KOPUCTYBALIbKUX OUIKYyBaHb;

— odopmiieHHs crienudikaiiii Bumor ao I13;

— CTBOPEHHS 3arajlbHOTO aJITOPUTMY PO3POOKH T'PH.

Cdepa 3acTtocyBanHsi: KOMITIOTEpHI 1rpu skaHpy RTS i3 BUKOpHCTaHHSIM
IITYYHOTO 1HTEJIEKTY Ha TaTdopmi UNity HagaroTh rpaBIsiM MOXIIUBICT 3aHYPUTHCS
y CKJIQJIHUM ITPOBUI MpOIIEC, 1€ BAXKIJIUBY POJIb BIAITPAIOTH K CTPATEriyHEe MUCIICHHS,
TakK 1 JMHAMIYHI peakIlii Ha Jii MPOTUBHUKIB. BaXXJIMBUM acIeKTOM TaKHX Irop € He
JUIIEe CTBOPEHHS SKICHOTO TEHMIUICI0, aje W MOMKJIHUBICTh PO3BUTKY HABUYOK
TJTaHyBaHHS, TAKTUKY Ta MIBUAKOI peakiii y rpaBuiB. Kpim Toro, BmpoBamxenns L1 B
Taki Irpu  JI03BOJISiE 3POOMTH ITPOBUH Tpolec OUIBII  3aXOIUIIOIOYUM  Ta

HernepenoadyBaHuM.
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1 AHAJII3 IPEAMETHOI OBJIACTI
1.1 AkryajbHicTh npeaMeTHOI cepu

Kowmn'torepri 3D-irpu Bke 0araTo poOKiB yTPUMYIOTh CBOi MO3HIII cepen
HalnonyJsipHimuX Gopm 1udpoBux po3sar. Lle cTano MOXIMBUM 3aBISKH BUCOKIN
npoayKTuBHOCTI cydacHux I1K, motyxHum rpadiyauM mporecopaM Ta po3MIHPEHUM
IHTEpaKTUBHUM MOXIUBOCTSIM. LL{opoky TexHOOT1i BAOCKOHATIOIOTHCS, T03BOJISIOUH
PO3pOOHMKAM CTBOPIOBATH BCE OUIBII PEATICTHYHI Ta 3aXOIUIIOKYl ITPOBI CBITH.
Komm'torepni 3D-irpy nponoHyrOTh KOPUCTYBauyaM YHIKAJIbHHUI JOCBIJ 3aBISKH
CKJIQJJHUM CIO’KE€TaM, JUHAMIYHIN rpadili Ta MOXKIMBOCTI 3aHYPUTHUCS y BIPTYyaJlbHI
CBITM 3 BHMCOKHMM pIBHEM JeTaii3alli, 10 poOuTh IIed BUJ po3Bar MOCTIIHO
3aTpeOyBaHuM cepen; ayauTopii. ChOrojHI MOMUT Ha SIKICHI irpu, ocobiuBo 3D-
IOPOEKTH, CTPIMKO 3pOCTA€ 3aBASKM IIMPUIM JOCTYIMHOCTI BHCOKOSKICHOTO
oOJagHaHHS Ta TEXHOJIOTIH.

Oco6muBo Bunuserbes miargopma Unity, sika € OHUM 3 HAWMOMYJISIPHIIINAX
IHCTpYMEHTIB Juist po3poOku 3D-irop Ha IIK Tta iHmmx npuctposx. Unity qo3Bosisie
cTtBoproBat sk 2D, Tak 1 3D-irpu, mo poOuth ii yHIBepcaabHUM BHOOPOM LIS
PO3pOOHUKIB 3 PI3HUM pIBHEM J0CBiAy. BaxinBo 3a3HauuTH, 1m0 mmiatdopma
HATPUMY€ MYJIbTUIUIATPOPMHICTb, T03BOJIIIOUH aAANTYBATH ITPU JIsI PI3HUX CUCTEM,
Bruirouaroun [1K, 10S, Android Ta iumni miargopmu. g ocobmuBicts poouts Unity
0COOJIMBO AaKTyaJlbHOIO B Cy4YaCHIM TEHIEHIIi A0 CTBOPEHHS 1rop, AOCTYINHUX Ha
pi3HHX MIaTdopMax, IO T03BOJISIE€ 3HAYHO PO3MIUPUTH ayauTopito. Po3pobka irop Ha
Unity no3Bosisie MATPUMYBATA Ta OHOBIIIOBATH MPOEKTH OUIbII €(PEKTUBHO, IO €
BaYKJIMBUM aCIIEKTOM y IUHAMIYHINA 1HTyCTpii irop [1].

Opniero 3 kmovoBux mnepear Unity € 1i BelMKa CHUIBHOTa PO3POOHUKIB,
HasIBHICTh YMCIIEHHHUX PECYpCIB Ta MIATPUMKA MEPEAOBHX TEXHOJIOTIM, TaKuUX SK
mryyHuil iHTenekt. CtBopenHs 3D-irop Ha Unity 13 3actocyBanusm LI BinkpuBae
HOBI TOPU30HTH B I1HIYCTPIii, JO3BOJSIOYN PO3POOHHMKAM BIPOBAKYBATH CKJIAIHI
MEXaHIKH, 10 aJanTyrTbcsa A0 Al rpaBud. Unity migTpuMye 1HTErpamino 3
0i0mioTekaMM MAIIMHHOTO HaBuaHHs, TakuMmu sk TensorFlow Tta OpenAl, mo
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JI03BOJISIE CTBOPIOBATH JIMHAMIYHI CIIEHapli, 1HTeNeKTyaldbHHX BoporiB Ta NPC,
3/JaTHUX pearyBaTH Ha Jii TpaBIis B peaJbHOMY Yacl.

Kowmm'torepui 3D-irpu wa miargopmi Unity 13 3aCTOCYBaHHAM IITYYHOTO
IHTEJIEKTY € Ba)KJIMBOIO BIXOKO Y PO3BUTKY 1rpoBoi iHaycTpii. LI Hagae MOXKIUBICTH
CTBOPIOBATU OUTBII CKJIA/IHI I'POB1 CUCTEMH, SIKI MOXKYTh HaBYaTHCS Ta aJlalTyBaTUCS
no ai rpaBug. lle BigKpuBae HOBI TOPH30HTH [IJIsi PO3POOHHMKIB Yy CTBOPEHHI
pPEaiCTUYHHX Ta 3aXOILTIOIOUUX ITPOBUX CBITIB, /I IIEPCOHAXKI MOXKYTh B3aEMOIISTH 3
IpaBlieM TaK, HIOM BOHU MalOTh BJIACHY BOJIIO [4].

Ha mnardopmi Unity I mosxe OyTH BUKOPUCTAHUH Y PI3HUX acleKTax IpH: Bil
CTBOPEHHS IHTEJICKTyaIbHUX BOPOTiB, SIK1 aJIalITYIOTh CBOI il 10 TTOBEIIHKH TPaBIIf,
10 po3pooku cknamanx NPC, 1mo BUKOHYIOTE Pi3Hi 3aBAaHHS Ta pearyroTh Ha 3MiHH B
irpoBoMmy cepenoBuili. Buxopuctanus 1l no3Bonsie po3poOHHMKAM CTBOpIOBATH
IrpoBUd CBIT, sIKMK ">kuBe" 1 pearye Ha Jli KOpUCTyBaya, IO MHIABUIIYE PIBEHb
3aHYPEHHS B TPY.

Unity mnpomoHye HIMPOKI MOXIMUBOCTI MJis 1HTErpamii 3 MOMyJISPHUMU
0i0I10TeKaMK MAIIMHHOI'O HaBUaHHs, TakuMH sk TensorFlow i OpenAl, mo no3BoJse
PO3pOOHMKAM BUKOPUCTOBYBATH MEPEOB] AJITOPUTMHU JJIsI CTBOPEHHS PEATICTUYHHUX
Ta aJJaNTUBHUX ITPOBUX MEXaHIK. 3aB/SIKM IITYYHOMY 1HTEJIEKTY MOYKHA CTBOPIOBATH
BOPOTIB, SIKI BUBYAIOTh CTPATErii IpaBIld, 00 e(PEeKTUBHIILIE TPOTUIIATA HOTO MisIM,
poOJIsTUn IrpOBUH mMpoliec HenepeadadyBaHUM 1 IIIKaBUM 3 TOCTIMHMMH HOBUMU
BUKJTMKAMH.

tyunuit inTenekt y 3D-irpax Ha Unity 103B0JIsSIE CTBOPIOBATH CKJIAIHI ITPOBI
MEXaHIKH, SIKI aBTOMAaTUYHO aJaNnTYKThCA JO PIBHA MaWCTEPHOCTI TpaBIls.
Amnanizyroun nii rpasis, Il Moxxe 3MiHIOBaTH CKJIaJHICTH PIBHIB JUIsl MATPUMAHHS
iHTepecy Ta CTHMYJIOBAaHHS PO3BUTKY HABHYOK, pOOISYHM TPy MPUBAOIMBOIO IS
ITUPOKOI ayAUTOPii, HE3aJIEKHO BiJl iXHROTO AOCBiny [4].

Buxopucrtanns 1111 Takox 103B0JIsIE CTBOPIOBATH HENIHINHI CIIEHAPIl, 1€ KOKHE
pillIeHHs! rpaBls BIUIMBae Ha po3BUTOK crokeTy. NPC 3 I MoxyTh pearyBatu Ha
BUOOpH TpaBIls, MPOMOHYIOUM PI3HOMAHITHI BapiaHTU PO3BUTKY MOAIH, 110 poOUTH
KOXHE MPOXOKEHHS I'PU YHIKAJIbHUM 1 TPUMAE yBary KOpUCTyBaya TPUBAJIMMA Yyac.
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VY ctBopenni mynptuiuieepuux irop I Bimirpae xmouoBy posb. B Unity
PO3POOHUKH MOXKYTh CTBOPIOBATU PO3YMHHUX OOTIB, SIKI JOTIOMArarTh MATPUMYBATH
OanmaHCc y Tpl, KOJU HEJOCTAaTHHO peajbHUX rpaBiiB. lle mo3Bossie miaTpuMyBaTu
AKTUBHICTH Y I'pl HE3AJIC)KHO B1JI 3MIH KIJILKOCT1 TPaBIIiB.

Mo6iasH1 3D-irpu 3 BukopuctanHusam 111 MaroTh BenUKui MOTEHITIAT 3aBISKH
niarpumii Unity xa MmoOinpaux mnardopmax. LI agantyeThes 10 MOBEMIHKA TPaBII,
IIPOTIOHYIOYHM HOBI BHUKJIMKMA Ta JWHAMIYHI PiBHI, IO MIJBUIIYE 1HTEpPEC JO I'PH Ta
30UTbIIy€E TpUBAIICTH i BHUKOpUcTaHHs. Unity no3Bojisie nerko interpyBatu I y
MOOUIBbHI 3D-1rpu, poOasun iX O1IbII MPUBAOIMBUMH JUIsl CYYACHUX KOPUCTYBaYiB.

Kowmm'torepni 3D-irpu Ha matdopmi Unity € BaXJIMBUM 1HCTPYMEHTOM JIJIs
PO3BUTKY TEXHOJOrIYHOI Taiy3l. CTBOpPEHHS TaKuUX IrOp BHMAara€e BHUCOKUX
KOMITIETEHIII Yy MporpaMyBaHHI, JU3aifHI Ta BUKOPUCTAHHI HOBITHIX TEXHOJIOTIMH,
Bmovatroun 1. Bigomi po3poOHMKH, Taki sK Ti, IO cTBOpWiIM Subnautica,
Hearthstone, abo Escape from Tarkov, BukxopucroBytorh Unity mias ycCHirHUX
IOPOEKTIB, L0 CTUMYJIIOE PO3BUTOK rajiy3l Ta MOSIBY HOBHUX MOKJIMBOCTEH Jis
1HHOBAIII} SIK BETUKUX CTYJ1{, TaK 1 HE3aJIE)KHUX PO3POOHHUKIB.

Takum unHOM, Komm'toTepHi 3D-irpu Ha miatdopmi Unity € nepcneKTUBHUM
HampsIMKOM Yy cdepl TexHoJIoTii Ta po3Bar. Po3poOka Takux 1rop J03BOJISIE
CTBOPIOBATH BHMCOKOSIKICHI TIPOEKTH 3 PEAJTICTUYHOI Tpadikoio, CKIATHUMU
MEXaHIKaMM Ta I1HHOBAIIMHUMM TIIXOJaMHU JI0 B3a€EMOJIIi 3 KOpPUCTyBadyamu.
Buxopucranns Unity BikpHuBa€e MIHPOKI MOKIMBOCTI I PO3POOKH irop, 3aaydarodu

BEJIUKY ayAUTOPito 1 3a0€3nedyroun CTablIbHUI PO3BUTOK PUHKY KOMIT'FOTEPHUX 1TOP.

1.2 Orasa anaJjoris

Cossacks 3 [5]

Cossacks 3 —11e crpareriuHa rpa B peaJibHOMY 4aci, iKa pO3ropTaeThes B €Bpoi
XVII-XVIII cTomite. ['paBiii kepyroTh €KOHOMIKOIO, Oy IyI0Th apMii Ta 6€pyTh y4acTh
y MaciITadOHUX OWTBAX 3 TUCSYAMHU IOHITIB. ['pa MpomnoHye Kk OAMHOYHUN PEXUM, TaK
1 OararokopucTyBallpbki Kammanii. Bona € pemeiikom kimacuunoi cepii "Kozaku", 3

MOJTIMIICHOO TPadiKO0 Ta HOBUMH ITPOBUMH MOKJIUBOCTSIMU.
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Taomuus 1.1 — Onuc «Cossacks 3»

Ha3Ba Cossacks 3

Bupoonuk GSC Game World

Moga peamizamii | C++

DyHKuii 1. Macira6ui 6utsu 3 10 32 000 roHITIB HA MOJI1 0OXO.
2. JleTanpHe yIpaBIiHHS €KOHOMIKOIO Ta PECYpPCaMH.
3. BbaraTokopucTyBaubkuii pe;xuM Ha 710 8 TpaBIliB.
4. lcTopuYHI KaMIIaHii.

IlepeBaru 1. Benuka KiJIbKICTh IOHITIB Ha MMOJI1 00¥0.
2. IctopuuHa TOCTOBIPHICTb.
3. PisHomaniTHi Hamii Ta BIICHKA.

Henmoaikn 1. baru npu 3amycky Ta mpo6JieMH 3 ONTUMI3aLIIETO.
2. BiacyTHicTh IHHOBAIIIH Y IOPIBHSHHI 3 OPUT1HAILHUMHU

JaCTHHAMM Cepii.
Bebcaiirt https://store.steampowered.com/app/333420/Cossacks_3/

» A

AIAKRN

AL -

-

Pucynok 1.1 — O6knaaunka rpu «Cossacks 3»
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Age of Empires |1 [6]

Age of Empires Il — e cTpaterist B peaqbHOMY 4aci, SIKa OXOIUTIOE TePioJ] Bif
panaboro CepemHbOBIUYS 7O II3HBOIO  CEPEeIHBOBIUYsA. ['paBIi  KepyrOTh
[UBLII3a1li€10, OyAyl04lM E€KOHOMIKY, PO3BMBAIOYM apMil0 Ta OOpIOYUCH 3 1HIIMMH
HanisiMu. ['pa Bi3HaUa€eThCs ACTaTi30BaHUM I'€HMILICEM Ta BEJIMKUM BUOOPOM HaITiH,

KOJKHA 3 IKMX Ma€ YHIKaJIbHI BificbKa Ta TEXHOJIOTI.

Tabmumg 1.2 — Onmac «Age of Empires 11»

HazBa Age of Empires Il
Bupoonuk Ensemble Studios
Moga peamizamii | C++
DyHKuii 1. 13 yHiKaapHUX HAI{ 3 BIACHUMH TEXHOJIOT1SIMH.
2. PosBuHEHaA cucTeMa €KOHOMIKH Ta PO3BUTKY ITMBLITI3AITIH.
3. Kammanii Ha OCHOBI iICTOpUYHUX TIOTIH.
4. HITy4HHil IHTEIEKT 3 KIJTbKOMa PIBHSAMHU CKIaIHOCTI.
IlepeBaru 1. I'muGoxuii cTpaTeriuHmii TeUMILICH.
2. Benwuesnwuii BUOip MUBLII3ALIIN.
3. AKTHBHA CIUIBHOTA MOJIB Ta 0araTOKOPHCTYyBaIlbKa
M1ATPUMKA.
Henoaikn 1. Jlemio 3acrapina rpadika (B opuriHagbHiN Bepcii).
2. JloBra TpuBaJICTh OKPEMHUX IrOpP MOXE BTOMJIIOBATH.
BebcaiiT https://store.steampowered.com/app/813780/
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EMPIRES

Pucynok 1.2 — O6knanunka rpu «Age of Empires I1»

Stronghold Crusader 2 [7]

Stronghold Crusader 2 — e rpa B >xaHpi CTpaTeriii B peaIbHOMY Yaci, Jisl Kol
B1IOYBAa€ThCS B YaCH XPECTOBUX NOXOoAiB. I['paBii OyAylOTh 3aMKH, KEPYIOTh
€KOHOMIKOIO Ta OOOpOHSIIOTBCA BIJ BOPOTIB, BOJAHOYAC aTakyw4u (opTewi
cynepHUKiB. I'pa 30cepemkeHa Ha BeIE€HHI OOJIOTM Ta YNpaBIIHHI pecypcaMu B

MyCTEeIbHUX yMOBax binusbkoro Cxony.

Tabmuusg 1.3 — Omnuc «Stronghold Crusader 2»

HazBa Stronghold Crusader 2

Bupoonnk | Firefly Studios

Mogsa C++
peaJizairii
DyHKuIii 1. ByniBHMIITBO 3aMKiB Ta YIPaBIIHHA iX 3aXHCTOM.

2. Peamictnuna cuctema 00JIOTH 3 BUKOPUCTAHHSM OOJIOTOBUX
MaIllyH.
3. IlycrenbHa eKOHOMIKA 3 YIIPABIIHHSAM BOAHUMH PECYPCAMHU.

4. KoormnepaTuBHUIA PeXUM I'pH Ha ABOX T'PaBIIIB.
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Kinens Tadmum 1.3

1. VHikagpHUI aKIleHT Ha 00JIOTH 3aMKiB.

IlepeBarn .

2. IHTepakTUBHE OTOUEHHS Ta EKOHOMIYHA CUCTEMA.

3. MOXIHMBICTh KOOTIEPATUBHOI TPH.

1. CxnanHicTh KepyBaHHS BEJIUKOIO KUTBKICTIO FOHITIB.
Henouiku

2. Jlesiki eJIeMEHTH TeHMITICIO MOXKYTh 37]aTHCS 3aCTapiTUMHU.

Beocaiit | https://store.steampowered.com/app/232890/Stronghold Crusader 2/

Pucynok 1.3 — O6knanunka rpu «Stronghold Crusader 2»

[IpoBeneHuil aHasi3 aHAJIOTIB 1IrOpP XaHPY AO3BOJIUB 3PO3YMITH, IO IIEH KaHp
MPOJOBXKY€E 3aJUINATUCSA OAHUM 13 HayIr0OJIEHIIINX cepes T'paBLIB 3aBISKH CBOil
3MaTHOCTI TMOEJHYBAaTH TJIWOOKUM CTpaTeriuHuil TreuMIuiedl 13 JUHAMIYHUMU
enemenTamu. JKaap RTS 3anummaeTsCs )KUBUM 1 aKTyaTbHUM 3aBJISIKH CBOIM 3/1aTHOCTI
MOEHYBATH CTpaTerito, TaKTUKy Ta auHamiky. KoxHa 3 mpoaHami3oBaHHUX 1rop
BHOCHUTH CBI BHECOK Yy PO3BUTOK >KaHPY, MPOTIOHYIOYM Pi3HI aCTEKTU FeHMILICIO Ta
B3aeMoii. He3Bakatoun Ha €BOJIIOLIIO TEXHOJOTIM Ta 3MiHY ynoaoOaHb TpaBliB,
OCHOBHI €JIEMEHTH CTPATEriuHOr0 MHUCIIECHHS, YIIPaBIiHHS pecypcaMu Ta 00HOBHX iif
3QJIMIIAKOTHCS KIIFOYOBMMHM Y BCIX 1MX irpax. I{e cBimuuth mpo Te, mo xaHp RTS He
TIJIbKY BUTPUMAB BUNIPOOYBaHHS 4acoM, ajie i MpoI0BKY€E pO3BUBATHUCS, TPOMIOHYIOUHU

HOB1 MOKJIMBOCTI JiJIs1 CTPATETIYHOTO MUCJICHHS Ta KPEaTUBHOCTI.
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1.3 BuzHayeHHs1 TEXHIYHOT0 3aBaHHS ISl irPOBOI0 32CTOCYHKY

Texniune 3aBmaHHs Mepeadadae CTBOPEHHS Ta BIPOBAHKCHHS OPUTIHAIBHOI
KoMI'toTepHoi 3D-1rpu, sika 3a0e3neYnTh TPUBAIHH 1 3aXOTUTMBUM ITPOBHH MPOIIEC IS
KOPHUCTYBa4iB, BUKOPUCTOBYIOYH TEXHOJIOT1] IITY9HOTO 1HTENEKTY. J[0JTaTOK TOBUHEH
BIJIMOBIAATH HACTYITHUM BUMoOTaMm [2]:

1. wmento npu 3amycky: Ilicis 3amycKy rpd MOBHHHO 3’SIBJISITUCS MEHIO, IO
JI03BOJISIE KOPUCTYyBayaM TOTYBaTHUCS A0 BUKOHAHHS ITPOBUX 3aBJIaHb.

2. meperisaa Ta 3amyck 30epexeHux eTamiB rpu: KopucrtyBau Mae Mmartu
MOXJIMBICTh NIEperiaiaT iHGOopMaIliio Ipo 30€peKeHi cecii Ta BUAAISTH iX.

3. po3TalryBaHHS KHOMOK: Yci (PYHKIIIOHaIbHI KHONKH JUIsl B3aeMOii 3
iHTepdeiicom NOBUHHI OyTH pO3MilIeHI Tak, 100 3a0e3nmeYuTH 3PYUHICTh
BUKOPHUCTAHHS Ha KOMIT I0T€pax 3 pi3HUMHU PO3MipaMu €KpaHiB.

4. 1rpoBe Mmoje B NEPCHEKTUBHIN mpoekuii: OCHOBHE irpoBe MOJIE MOBUHHO
OyTH pealli30BaHO Y BUTJISIII MEPCHIEKTUBHOT TPOEKIITII.

5. cucrtemni Bumoru: [Iporpama moBunHa npamtoBatu Ha 1K 3 onepaiiitHoO
cuctemoro Windows Bepcii He Hmk4e 10.

Ilepm HIX moyaTH po3poOKYy TpH, HEOOXIMHO BUOpaTH IUIATPOpMy, sKa
BIJIMOBIAaTUME HACTYITHUM KPUTEPISM:

1. miarpuMka KOMI IOTEpHUX IaTdopMm: miaTdhopma MOBHHHA MIATPUMYBATH
PO3pPOOKY 1rop ISl KOMIT FOTEPHUX CUCTEM;

2. ctBOpeHHs 3D-irop: MOXKIHMBICTh Po3poOKku 3D irop € 060B’A3K0BOIO;

3. 3pYy4YHICTh BUKOPUCTAHHS: iHTEp(eiic po3poOHrKa Mae OyTH 3pO3yMiINM Ta
3pyYHUM;

4. sKicHa OKYMEHTAIlis: HasIBHICTh JIE€TAIbHOI JJOKYMEHTAIIi1 € BAXKJIMBOIO JIJIsI
IIBUKOTO OCBOEHHSI;

5. OE3KOITOBHE PO3MOBCIOKCHHA: TUIaTopMa TIOBHHHA MPOIOHYBATH
OE3KOIITOBHY BEPCII0, 110 JI03BOJISIE CTBOPIOBATHU IrpH 0€3 I0AATKOBUX BUTPAT.

Unity Gyna o6paHa sk 0iHa 3 HARIOMYJIAPHILIKX IIaTHOPM ISt PO3POOKH irop,

OCKUJIbKM BOHA BIAMOBIJA€ YCIM HaBEJACHUM BUMOTaM:
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1. migTpuMka pi3HOMaHITHUX omepamiiHux cucreM: Unity 103BoJisie
po3pobisaTu irpu s 6aratbox OC, Bkmouaroun Windows, macOS Ta Linux,
3a0e3neuyoun 3amyck irop Ha pizuux [1K;

2. moTyXHuU# 1HCTpyMeHT anst 3D po3poOku: Unity Hamgae mumpokuii HaOip
IHCTPYMEHTIB JUIsl MOJCIIOBaHHS, aHIMallli, OCBITJICHHS Ta IHIIUX acCIeKTIB
TPUBUMIPHOT PO3POOKH;

3. 1HTYiTUBHO 3po3yminuii iHTepdeiic: [Ipoctuii y BukopucTanHi iHTepdeic
Unity mo3Bosisie po3poOHHKAaM KOHIICHTPYBATHUCS Ha TBOPUOMY IPOIIECi, MiHIMI3yHOUn
BUTPATU Yacy Ha OCBOEHHS CKJIAHUX 1HCTPYMEHTIB;

4. posmmpena pokymenraiis: Unity 3abe3nedye OaraTuii BUOIp pecypcis,
BKJIFOYArOYM OQ1L1iHI TOCIOHUKH, HaBYaJIbHI KYpCU Ta MaTeplaiu BiJl CIIIBHOTH, IO
J03BOJISI€ IIBUJIKO 3HAXOJUTH PIIICHHS Ta BUPILIyBaTH MPOOJIEMH;

5. 0e3KkolTOBHE po3MOBCIOKeHHA: Unity mponoHye O€3KOIITOBHY BEPCIIO 3
yciMa HEOOX1THUMHU (PYHKUISMH JJIs1 po3pOOKH OLIBIIOCTI IF0Op, a TaKOXK 3a0e3neuye
POCTUI EKCTIOPT Irop Ha pi3Hi miatopmu 6€3 10JaTKOBUX BUTpAT.

Unity Takox Mae 3py4yHU iHTepdeic, SKUN CKIAQTaeThCsl 3 TaKUX BIKOH, SIK
Scene (Cuena) nans mneperyiany irpoBoro moss, Inspector (IHcmekTop) s
HaJaIITyBaHHA BiacTuBocTel 00'ekTiB Ta Project (IIpoekT) mns 30epiraHHs BCiX
enemMeHTiB 1poekty. Kpim 1poro, Unity nponoHye iHTErpoBaHi CepBICH MAJiA
3aITy4eHHsI, yTPUMaHHS Ta MOHETHU3AIlli TPaBIIiB.

Oxpim 3pyuHoro iuTepdeiicy, Unity BkiIOYa€e peaakTop, SKUA JO3BOJISIE
ctBoptoBatu 3D-mozeni ta animauii. g po3pooku irop y Unity BUKOPUCTOBYETHCS
MoBa mporpamyBaHHs C#, sfika € JOCUTh NMPOCTOI JUIsi OCBOEHHS Ta Mae Oe3nid
pecypciB sl caMmocTiiiHOro HaBuaHHs. Unity Takox 3a0e3nedye MOXKIIUBICTb
eKCIIOPTY 1rop Ha pi3Hi wiargopmu, Taki sk Windows, macOS Tta Linux. binbmricts
HaJIalITyBaHb MOYKHA 3/IIHCHIOBATH Oe3mocepeHbo B peaakropi Unity, mo gonomarae

3a0111aJIUTHU Yac Ha po3pOOKy Ta TeCTyBaHHS [3].
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1.4 Cneundikanisa Bumor

BJIACTUBOCTI ITPOI'PAMHOTI'O 3ABE3IIEYHEHHSA

JlOCTYyNHiCTH

['pa moBuHHA OyTH AOCTYMHOIO AJis Beix KopucTyBauiB [1K, sxi BiAmoBiiaoTh
BCTAHOBJIEHUM CUCTEMHUM BUMOTaM.

IlepenocumicTh

[Iporpamuae 3a0e3redyeHHs] Mae KOPPEKTHO TMPAIlOBaTH Ha OIepariiitHux
cuctemax Windows 10.

IIpoxyKTHBHICTH

[IpoIyKTUBHICTB TPH 3aJIeKAaTUME BIJl TEXHIYHUX XapaKTEPUCTUK KOMII I0TEpa
KOpHCTYyBaya.

HaniiinicTh

JlaH1 KOpUCTyBaYiB € MPUBATHUMH 1 KO)KEH MAa€ CBIi BIACHUHM 1TpOBUI TIPOIIEC.

NNPU3HAYEHHSA 3ACTOCYHKY

Ilpu3HavyeHHs 3aCTOCYHKY, /I SIKOI PO3POOJISIETbCA  MPOrpPaMHe
3a0e3nme4eHHs

[e 13 po3pobiene s 3a6e3meyeHHs] KOPUCTYyBa4aM PO3BaKaIBLHOTO JOCBITY
B KaHp1 CTpaTerii B peaiIbHOMY 4Yaci.

IHoroa:keHHs, 10 yXBaJIeHI B IPOrpaMHiil JOKYMeHTAIil

J1J1st CTBOpEHHS MTPOTrpaMHOTO 3a0e3MeueHHs Ta 3a0€3MeUeHHs Horo cTabiIbHOT
poboTu OyayTh BUKOPHUCTAHI CTOPOHHI acceTH Ta 616mioTeku Unity.

3ATAJILHUM ONUC

Cdepa 3acTocyBaHHs

3aCTOCYHOK pO3pO0JIEHO sl BHUKOPHUCTaHHS KOPHUCTyBauaMH 3 METOHO
BIJIMTOYMHKY Ta PO3Bary.

XapakTepucTUKH KOPUCTYBAaviB

OCHOBHI XapakTEepUCTUKU KopucTyBauiB: HasBHICTh [IK skuil BiamoBigae

TEXHIYHUM Xapaktepuctukam I[13.
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BUMOT U 10 THOOPMAIIIMHOTI O 3ABE3IIEYEHHS

Jkepedia i 3micT BXigHoi ingopmanii (1aHUX)

VY upomy I3 ocHOBHHMM KepesioM BXITHOT 1HQOpMallii € KOPUCTYBaY, KU
CaMOCTIIHO BBOJMTH JIaH1, TaKi K JOCATHEHHS Ta iM s IEPCOHAXKY .

BUMOI'U 10 TIPOI'PAMHOI'O 3ABE3INIEYUEHHSI

Bumorn m0 mnporpamMHoro 3abe3meueHHs MOXKHA OMUCATH 4Yepe3 Kijdbka
KITFOYOBHUX XapPaKTEPUCTHK, SIKI BIIOOpaXaroTh AKICTh 1 HAIIHHICTH pOOOTH IIPOTPaMH.

KopekTtHicTh

[{s xapakTepucTuka BioOpaskae 3JaTHICTh MPOrPaMU peali3yBaTH aJrOPUTMHU
0e3 momMuiIoK. KOpeKTHICTh OXOIUTIOE BCl €Tanu po3poOKH — Bija crnenudikamiil ta
IPOEKTYBAHHS JI0 peajiizallii airOpUTMIB Ta CTPYKTYPHU JaHUX.

CriikicTh

Ils xapakTepucTHKa BH3HAYa€ 3MaTHICTh MPOTPAMHOTO 3a0e3MEUYCHHS
3miiicHiOBaTH 00poOKy iHdopmariii, 30epirarou TMpU I[bOMY BIJAMOBIIHICTh
BU3HAYEHUM CHeIUDiKaIisaM.

BigHoB/J1I0BaHiCTH

[l xapakTepucTHKa OINKCY€ MOXJIMBICTh TPOTPAMU aJaNTyBaTUCS IO
BUSIBJICHUX TTIOMHJIOK Ta iX YCYHEHHS.

HapniiinicTh

HaniifHicTh OXOIUTIOE KiJbKa acCHeKTiB, TaKMX SK IUIICHICTh Mporpamu, ii
KUBYYICTb, 3aBEpILEHICTh Ta Mpane3aaTHicTh. LlUTcHICT 03Hayae 3aatHiCTh 113
3aXUIIATUCA BiJ BIAMOB 1 MIATPUMYBATH CBOIO Ipale3AaTHicTb. KHUBYYICTb
BII0OpaXka€ KOHTPOJb NPOrpaMH 3a BXIJHUMU JAaHUMU il Yac 1ii poOOTH.
3aBepIleHICTh 03HAYAE BIJCYTHICTh HOMIJIOK Y TOTOBOMY IIPOrpaMHOMY 3a0€3Me4eHH1
Ta BUCOKY SIKICTh TecTyBaHHsA. [Ipame3gaTHICTh XapaKTepusye 37aTHICTh MPOrpaMu
BIJIHOBJIFOBATHCS TicTIsl 3001B 200 1HIIMX Henepe10auyeHuX CUTYyaIlin.

BUMOI'U 10 TEXHIYHOT'O 3ABE3ITEYEHHS

1. Omepamiitaa cuctema: Windows 10 64bit.

2. Tlpouecop: 2.4 Ghz i5 or greater or AMD equivalent.

3. OmneparuBHa nnam’a1h: 4 I'b RAM.
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4. Bineoxaprt: Graphic card with 2 GB VRAM or higher.
5. Bimeae micne: 5 I'b.
6. DirectX: Bepcii 11.

1.5 Onmc 3araJibHOr0 AIrOPUTMY BUKOHAHHS MIPOEKTY

JIJist ycnimHo1 po3poOKU T'pU BaXKIMBO PETENBbHO CIIaHYBaTH BECh IMPOIIEC Ta
BCTAHOBUTH YITKI 4acOBlI MeXi. TpUBaIICTh PO3POOKH MOXE€ 3HAYHO KOJMBATHUCS B
3aJIEKHOCTI B1Jl CKJIQJHOCTI MPOeKTY. CTBOPEHHS I'pU — 1€ OaraTorpaHHuii mpoiiec, 1o
BKJIFOYA€ KUIbKa €TamiB, KOKEH 3 AKUX pealli3y€ MEBHUI acleKT, IHTErpOBaHUU y
KIHIIEBUM MPOIYKT [2].

[lepmmii eran — MPOEKTYBaHHSA MEHIO I'PU. MEHIO € Ba)XJIMBOK CKJIALOBOIO,
a/pke BOHO CITyTy€ TOJIOBHUM 1HTepdelicoM s kopucTyBadiB. Ha 1npoMy erari
BU3HAYAETHCS AU3alH 1HTEpdeiicy, oOupaeThes KOJipHa raMMa, a TaKOXK TUIAHY€ThCS
(yHKL10HAIBHICTh, CTPYKTYpa 1 HaBiraiisi MEHIO.

Hpyruii eran — nNpoeKTyBaHHA piBHIB. PiBHI T'pu BH3HAYaOTh, YUM came
3aliMaTUMYThCS TpaBili. TyT po3poOJISIOThCS 3arajbHiI KOHIEMIIT PiBHIB, iX aU3aiiH,
CKJIaJHICTD 1 KIIFOYOBI1 3aBJaHHS, K1 HEOOX1JHO BUKOHATH.

Tperiit eranmn — mopaemtoBanHs. Ha 1mpomy ertami cTBOprotoThest 3D-mopeni
MepCoHaXiB, 00 ’€KTIB, JNaHAma(TIB Ta IHIIUX €JeMEHTIB Tpu. Jma 1mux uuien
BUKOPHCTOBYIOTHCSA CIIelialli3oBaHi mporpamu, Taki sik Blender, Maya a6o 3DS Max.

YerBeptuii eTan — po3podka. TyT CTBOPIOETHCS MporpamMHe 3a0e3Ne4YeHHs Ipu,
sKe peanizye Bcl (PyHKIIIi, BIAMOBIAE 3a redMIUIe Ta iHIN acnekTu. Po3poOHuKU
BUKOPHCTOBYIOTh OTYKHI rutardopmu, Taki sik Unity, Unreal Engine abo GameMaker
Studio.

OcranHiii eTan — TeCTyBaHHs. Y II€H Mepioja rpa MPOXOIUTh CEPI0 TECTIB, AKi
MEepeBIPSAIOTh i1 CTAOIBHICTh, (PYHKIIOHAIBHICTH Ta irpoBuil mporec. Lleh eran
HaJ3BUYAHO BaXKJIMBHH, OCKUJILKH JO3BOJISIE BUSIBUTH W BUTIPABUTH TTOMIJIKH, Oaru Ta
1HIIT HEOJIIKU JI0 PeNi3y IS ITUPOKOi ayAUTOPii.

Ha ocHOBI 3anmMTanb, 110 BUHUKAIOTH 1] Yac MiATOTOBKU 1O BUPOOHUIITBA,
cknagaeTbest GDD (mokyMeHT irpoBoro au3aiiny). e moKkyMeHT MICTUTh €IEMEHTH,
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Taki AK >KaHp, KOHIICTILS, CIOKET, MEPCOHaX1, PiBHI Ta CKJIAJHICTh, a TAKOX JeTall
reiimiuiero. CHUCOK MOKE JIOMOBHIOBATHCH MPOTATOM po3poOku. Lle momomarae
3MEHIIIUTH KiTHKICTh 3alUTaHb 1 TOMUJIOK TIiJ] 9ac CTBOPEHHS MpoekTy. Kpim Toro, 11e
cpusie GOPMYBAHHIO IUTICHOTO TIPOEKTY, 110 MOTPpeOyBaTUME MEHIIIE BUIIPABIICHD Y
KiHIll poOoTu. BogHodac rpa Oyjae BumyileHa y 0era-Bepcii, 11o0 MaTh MOKIIMBICTh

YCYHYTH HEJOJIKH, K1 MOTJIM OyTH MPOITYIIEHI il 4ac PO3POOKH.
BucHoBkmu 10 po3ainy 1

MaiibyTHe 1H(MOpMAIITHUX TEXHOJOTH O€3CYMHIBHO MOB’SI3aHE 3 PO3BUTKOM
KoMIT toTepHuXx 3D 1rop, Kl CTalOTh BCe OLIbII MOIMYJISIPHUMH CEpe]l KOPUCTYBayiB.
Cyuvacui IIK MaroTh BeiaMue3Hy OOUYMCIIOBAJIbHY MOTYXKHICTh, ULIO JI03BOJISIE
CTBOPIOBATU CKJIQJHI i Bi3yaJbHO Bpakaroul MPOEKTH, 3/1aTHI 3a0€3MEUYUTH IPaBLAM
3axoruTorounit 1ocBif. Irpu B skanpi RTS (cTparterii B peadbHOMY Yaci) MaroTh Oe3miu
aHaJIOrIB, TOMY B@)XJIMBO 3HAWTHU PILIEHHS, SIKE JO03BOJIUTh BUIUIUTH MPOEKT CEpen
KOHKYpeHTIB. OHI€I0 3 KIIOYOBUX IEpEBAr 1€l IpU € ii MOXKIIMBICTh MOEAHYBATH
MIMOOKUN CTpaTeTiuHUN TeMIUIeH 3 SKICHOIO Tpadikoio Ta 1HTYITUBHO 3pO3yMUIUM
ynpaBiiHHAM. [IpoTe, TPOEKT TaKOXK CTUKAETHCS 3 NCIKUMH BUKIHKAMHU, TAKAMH K
OMTHUMI3allisl ITYYHOTO THTENEKTY, JOKaTI3allis JUIsl PI3HUX PUHKIB, 110 MA€ BUPIITUTH
3aBAaHHS MIATPUMKH IHTEpECy Ta 3alydyeHHS IIJILOBOI ayAauTopii. YcCHimmHe
BUPIIICHHS [IUX MUTaHb MOXE CYTTEBO MiJBUIIUTH KOHKYPEHTOCIIPOMOKHICTh TPH Ha

PUHKY.
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2 AHAJII3 ®PEMMBOPKIB TA BUBIP 3ACOBIB PO3POEKH

2.1 Bubip pyuuisi 1j1s1 po3po0Ku irpoBOro 3acTOCYHKY

Unity

Unity — 1mie OaratodyHkiioHanpHa riaTdhopMa JjIsi CTBOPEHHS 1rop, ska
J03BOJISIE PO3POOJIATH MPOEKTU [IJISl IIUPOKOTO CHEKTpa IMPUCTPOIB, BKIIOYAIOYU
Windows, macOS, Linux, Android, i0S, Xbox, PlayStation ta iami. CepenoBuiie
po3poOku Unity Bupi3HS€ETHCS IHTYITHBHEM iHTEp(dEHCcOM, 1110 TOJIETIIye poOoTy SK 3
BI3yaJIbHUMH €JIEMEHTaMH, TaK 1 31 CKpPHUIITaMH, POOJSYM HOro yHiIBEpCAIbHUM
IHCTPYMEHTOM [UJIsl TporpamicTiB Ta nau3aiiHepiB. Unity Hagae MOXKIUBICTD
CTBOpIOBaTU TpadiyHl 00’€KTH, KEpyBaTU iX B3a€EMOJIEI0 Ta 3aCTOCOBYBATH Pi3HI
edeKTu s MOKpalleHHs SKOCTI rpu. JlonaTtkoBo, miargopma IpoONOHYE YUCIIECHHI
IHCTPYMEHTH Ta KOMIIOHEHTH, 10 JAO3BOJIAIOTH CTBOPIOBATH MPOEKTH 3 MIHIMAJIbHUM

00cAroM KOAyBaHHs, CYTTEBO CKOPOUYIOUH Yac po3pooku [8].

Unity

Pucynok 2.1 — Jlororum «Unity»

Cepen BaxxnuBux nepesar Unity — MIATpUMKA KIJIBKOX MOB MPOTpaMyBaHHA,
takux sk C# Tta JavaScript, 1o mae po3poOHUKaM BHOIp MOBH, 3 SIKOIO iM 3pY4YHO
npairoBat. Takox Unity akTUBHO TIATPUMYE pO3pOOKY TOMATKIB y BIpTyalbHil Ta
nornoBHeHiN peanbHOcTi (VR 1 AR), mo migBuirye ii nmpuBaObnuBIiCTh AJIS CydacHUX
po3poOHuKiB. Unity Ma€e BEJIMKY CHIJIBHOTY KOPHUCTYBauiB, IO 3a0€3Meuye MBUIKHIMA
JOCTYIl JI0 HaBYAJBHUX MaTepialliB, MPUKIAMIB KOIy Ta TOTOBUX PIIICHb IS

CTBOPEHHSI 1rOp Pi3HOI CKJIATHOCTI.
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Takox BapTO BiA3HAUWTH, IO TuIaThopma 3abe3nedye MUPOKOIO MIATPUMKOIO
CIIUJIbHOTH KOPHUCTYBAaYiB Ta HAsIBHICTIO BEJIMKOI KIJIBKOCTI HABYAJIbHUX PECYPCIB, 10

3HAYHO MOJIETIIY€ BUPIIICHHS TEXHIYHUX MUTaHb 1 MPUIIBUJIIIYE MIPOLIEC PO3POOKH.

a 20202311 <DXN> o X

Packsges

Pucynok 2.2 — Intepdeiic marpopmu «Unity»

Unreal Engine

Unreal Engine — mie BucokomoTykHa miatdopma s CTBOPEHHs irop Ta
BI3yaJIbHHUX MPOEKTIB, po3pobiieHa komnanieo Epic Games. Criouatky npeacraBieHa
y 1998 porti six pymriit 17 nryTepiB Bi nepiinoi ocoOu, BOHA 3HAYHO PO3IIMPUIIA CBOIO
(YHKIIOHAJBHICT 1 3apa3 MMPOKO BUKOPUCTOBYETHCS HE TIJIBKU B ITPOBIN 1HIYCTPI,
aje W I apXiTeKTypHOI Bizyanizaiii, kiHemaTorpadii Ta BIpTyaJbHOI peagbHOCTI.
Unreal Engine npomnonye po3poOHuKam Halip MepeoBUX iIHCTPYMEHTIB JIsl pOOOTH 3
($13UKOI0, AaHIMAIli€l0, OCBITICHHSM Ta IITYYHUM I1HTEJIEKTOM, WO JI03BOJISIE

CTBOPIOBATH ITPH 3 BUCOKHM PIBHEM JeTani3allii Ta pearicTHUHUMH cBiTamu [11].
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UNREAL

ENGINE

Pucynok 2.3 — Jlorotunt «Unreal Engine»

OcHoBHO1O MoBor mporpamyBanHs B Unreal Engine € C++, mo 3a0e3neuye
BUCOKHH piBeHb KOHTpOJIO Ta onrtumizamii. Kpim Toro, mmardopma miaATpuMyeE
BUKOPUCTAaHHA CKPUITOBUX MOB, Takux siIK Blueprint (BizyanbHe mporpamyBaHHS),
Python Ta Lua, mo poOuTh ii JOCTYMHIIIOK JUIsl IIMPOKOTO KOJa PO3POOHUKIB.
BaxmuBoto ocobmuBictio Unreal Engine € migTpuMKa pEHIEPUHTY B PEKUMI
peanbHOro Yacy, o JO3BOJISE TOCATATH BUCOKOSIKICHUX BI3yaJIbHUX €(EKTiB.

Unreal Engine Takox Mae BiIacHUN MapKeTIUICHC, 1€ MOXKHA MTPUA0AaTH TOTOBI
MOJIeNi, TEKCTYPH, 3BYKOBI €(DEKTH Ta 1HII pecypcH Jjisi po3poOKH irop, 110 3HAYHO
MOJIETTIIY€ POOOTY 3 MTPOEKTAMH.

Opientanis Ha rpadiky poouts Unreal Engine Ounbln ckiagHuMm Ta
pecypco3aTtpaTHUM iHCTpyMeHToM. [Iporiec po3poOku BHUMarae 3HaAUHUX TEXHIYHUX
3HaHb Ta MOTYXHUX KOMII IOTEPHUX PECYPCIB, IO MOKE YIOBIILHUTHA CTBOPEHHS 1TOP
cepenHboi ckiaagHocTi, Takux sk RTS. Jlnsg skanpy crpareriii, 1€ OCHOBHa yBara
NPUAUIIEThCS yrnpaBiiHHO pecypcamu Ta I, a we peamicTuuniii rpadimi, Taki
MOJIMBOCTI MOXKYTh OyTu 3aiiBumu. Kpim Toro, po3podka Ha Unreal Engine moxe
OyTH MEHUI 3pY4YHOIO ISl 1HAMBIAYaJIbHUX PO3POOHUKIB a00 MaauMX KOMaH] 4yepes

CKJIa/IHICTh IIPOLIECY MPOrpaMyBaHHs Ta BUCOKY KPUBY HaBUaHHS.
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Pucynok 2.4 — Iarepdetic marpopmu «Unreal Engine»

CryEngine

CryEngine — e BUCOKOSKICHWUH IrpoBUH pyIIid, po3poOJicHH KOMIIaHi€l0
Crytek, sikuil BiI3HAYa€TbCS CBOIMU MOKIIUBOCTSIMU Y (OTOpeaiCTUUHIN Tpadirl Ta
¢13uuHnx cumymsauiax. CryEngine mmpoko 3acTOCOBYETHCS HE TUIBKH ISl PO3POOKHU
irop, ane i s apXiTeKTypHOi Ta TPOMHUCTOBOI Bizyanizaiiii. OCHOBHI HOTro (QyHKITIT
BKJIFOYAIOTh TOTY>KHY CHUCTEMY PEHACPUHTY, PEATICTUYHY CUMYJIAIII0 (I3UKA Ta
MIATPUMKY TEXHOJIOT1H BIPTyalibHOI peanbHOCTI. Lleil pyuiii 103BojsiE CTBOPIOBATU
JIETaI130BaH1 CBITH 3 BUCOKOIO TOYHICTIO BIJOOpaXEHHS OCBITIICHHS, TIHEHM Ta 1HIIUX

rpadiuaux edexris [12].

CRY=NGIN=

Pucynok 2.5 — Jlorotun «CryEngine»
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CryEngine miarpumye po3poOKy irop s pisaux miatdopm, Brmrodarodn [1K,
KOHCOJI1 Ta MOOUIbHI mpUcTpoi. [IpoTe, y MOpIBHSAHHI 3 IHIIMMHU PYIIiSIMH, BIH MOXE
OyTH CKIAQmHIIIUM Yy BHUKOPHCTAaHHI, MO POOWTH WOrO0 MEHIN JOCTYIHUM IS
nouatkiBuiB. Kpim Toro, CryEngine BuMarae BUCOKHUX amapaTHUX PECYpPCiB SIK Bijl
PO3pOOHMKIB, TaK 1 BiJ KIHIIEBUX KOPUCTYBayiB, III0 0OMEXYE MO0 BUKOPUCTAHHS Y
BHITaJIKaX, KOJU BAXJIMBOIO € ONMTUMI3AITisS TT1]] MEHIII MOTY>KHI MPUCTPOI.

[Ile ofHUM BaXKJIMBUM acCIEKTOM € MEHIIIA aKTUBHICTh CHIJILHOTH PO3POOHUKIB
HaBkoJio CryEngine B nmopiBHsiHHI 3 Unity abo Unreal Engine, 1m0 Moxe cTBOproBaTu
MEBHI TPYAHOUI IPH MOUTYKY JOMOMOI'H YUY TOTOBUX PIIIEHb.

Sx 1 Unreal Engine, CryEngine Mae BHCOKY KpWMBY HaBYaHHS Ta BHUMAarae
3HAUYHUX TEXHIYHUX 3HAHb /I MOBHOTO BUKOPHUCTaHHS Horo MoxummBocTen. s
po3poOku RTS-irop, A€ OCHOBHUMHU €JIeMEHTaMH € TedMIUIeH Ta IHTEJIeKTyalbHa
noBejIiHKa Boporis, CryEngine mosxe OyT HaAMIpHAM Yepe3 CBOIO OPIEHTOBAHICTh Ha
doTopeanictuunictb. MeHma mnomyisapHicTh  CryEngine cepen  po3poOHUKIB
nopiBHsiHO 3 Unity a6o Unreal Takox o3Hauae 0OMEXEHY JTOCTYIHICTh PECYpPCiB IS

HaB4YaHHA Ta HiI[TpI/IMKI/I.

Pucynok 2.6 — Intepdeiic maardopmu «CryEngine»
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TaGnu1rs nepeBar Ta HeAOMIKIB JJIsI HOPIBHAHHSA MIaTHOpM po3pooku (Tadm. 2.1-

2.3): Unity, Unreal Engine, CryEngine.

Tabmuns 2.1 — [epeBaru Ta Hepoaiku Unity [8].

Unity

Ilepesacu

Heoonixu

[Ipoctuii Ta iIHTYiTUBHUII 1HTEp(ENC

OOMesxeH1 MOXKIIUBOCTI JIJIsl pO3POOKHU

rpadikuy, 3aJeXHO Bl Bepcii

Benuka cnulbHOTa KOPHUCTYyBadiB Ta

. OOMexeHa MOJKJIMBICTb
2 OE3KOILTOBHI pecypcu, 110
_ | KOHTpOIIOBaHHSA  peHAEpUHIa  Ta
JOTIOMararoTh B HaBYaHHI Ta Po3poOIi
, 00poOKHU JTaHUX
IPOEKTIB
[upoke 3acTocyBaHHS 1 MiATpUMKA | [HOAI MOXKYTh BUHHMKATH MPOOJIEMU 3
3
pi3HMX MIaTPOpM ONTHUMI3aLI€I0 Ta MPOAYKTHUBHICTIO
4 | be3akomToBHUN
Tabmuns 2.2 — [epesaru Ta Hepoaiku Unreal Engine [11].
Unreal Engine
Ne
Ilepesacu Heooniku
Bucoka sikicts rpadiku Ta BizyaibHuX | Bucoka — BapTicTh  MIANUCKKM — Ha
1
edeKTiB miatopmy
5 [Mupoki moxmuBocTi s po3poOku | CkiamHilie BUBYEHHS Ta PO3poOKa
irop, Bximouaroun VR ta AR mipoektn | mopiBHsHO 3 Unity

2024 p.

Jumincekuii B. L.

121 —KMP.01 — 608M.21910808



Kadenpa imxenepii mporpaMHoro 3a0e3rnedeHHst

Komm'torepna 3D rpa 3 BUKOPUCTAHHSAM IITYYHOTO IHTEJICKTY

Kinenp Tabmui 2.2

26

€  MOXIUBICTP  BHKOPUCTOBYBaTH | Uepe3 cBO1 MOTYKHI OCOOJMBOCTI /10
3 | ckpuntoBi MOBH, Taki gk C++, Python, | rpadiku, mae Benuki BUMOTH A0
a TaKOX BJIACHI MOBU IpOTrpaMyBaHHs | 00JaHaHHS
[TorpeOye BenMKOro JOCBILYy y
po3yminHi C++
Tabmuns 2.3 — [NepeBaru Ta Hemoniku CryEngine [12].
CryEngine
Ne
Ilepesacu Heooniku
CryEngine mae A0cuTh 3py4yHUH Ta _ _
. CryEngine BuMarae BiJ pO3pOOHUKA
HOTY>KHUM 1HTEepQelic ISt .
. BHUCOKOTO pIBHS 3HaHb Ta HAaBUYOK B
1 | po3pOOHMKIB, LIO0 J03BOJIE IIBUIKO . _
. | mporpamyBaHHI  Ta  penaryBaHHI
CTBOPIOBATM Ta peAaryBaTd Irposi| _
IrpOBUX 00’ €KTIB
00’€eKTH
. o Jns poboru 3 CryEngine moTpiOHa
CryEngine Hamae roToBl pilleHHS IS
. . NOTYXKHa KOMIT IOT€pHAa CHCTEMa, W10
2 | CTBOpEHHS ITPOBUX MEXaHIK, TaKUX 5K
_ . MOXe OyTH MPOOJIEMOIO I JEIKUX
dboTopealizaM Ta po3yMHE OCBITIICHHS .
KOPHCTYBaYiB
_ ' VY nopiBHsHHI 3 Unity Tta Unreal
CryEngine mae Bpaxxarouy rpadiky, sika _ _ '
Engine, cnouibHOoTa CryEngine €
3 | mo3BosiE CTBOPIOBATH yXKe
JOCUTh  MaJieHbKOIO, IO  MOXE

JieTaai30BaH1 iIrpoBi CBITH

YCKIIAAHUTH ITOITYK OOIIOMOTI'U
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Kinens Tabmuin 2.3

CryEngine miaTpumye nuiie AesKi
Moske mpaioBaTH 3 AyK€ BEITUKUMU . .
mwiatgopmu, Taki sk Windows Ta
4 | iIrpoBUMH  CBITaMH, 110 JIO3BOJISIE
' Xbox, mo Moxe OyTH OOMEKEHHIM
CTBOPIOBATH MacCIITaOH1 MPOEKTU '
JUTSL IESIKUX pO3pOOHHUKIB

Unity oOpana six HaiOuThII migxossma miatdopma st po3podku RTS-irpu
3aBISKM CBOIMl IPOCTOTI, THYYKOCTI, MOXJIMBOCTSAM [UIsl peajizalli IITYyYHOTO
IHTEJIeKTy Ta JerKid iHterpaiii Ha pi3Hi wiatdopmu. Unreal Engine ta CryEngine,
MONPHU CBOI MOTYXHI 1HCTPYMEHTU I Ipadikd Ta (Pi3UKH, € OUIbII CKIAJHUMU Y
BUKOPHUCTaHHI Ta BUMOTJIMBUMU JI0 PECYPCIB, 110 pOOUTH IX MEHII NPUIATHUMHU IS

pO3p0oOKH MPOEKTY y xaHpi RTS.
2.2 Bubip MoBH nporpamMyBaHHs JJisl pO3PO0OKH

VY chepi po3pobku irop Ha tuatdopmi Unity, ocoOIMBO 3 eleMEHTaMH
mtyyHoro iHtenekty (II), HailOuTbm nommpeHuMu MOBaMH mporpamyBaHHs € CH#,
C++ Ta Java. Koxxna 3 1iux MOB Ma€ CBOi yHIKaJIbHI OCOOJIMBOCTI Ta MepeBaru, 1 BUOIp
KOHKPETHOI MOBH 3QJIKUTH BiJl BUMOT MPOEKTY, TEXHIYHUX XapaKTEPUCTHK TPH Ta
HaBHUYOK po3poOHuka. Hanpuknan, C++ 3a3Buyail BUKOPUCTOBYETHCS ISl CTBOPEHHS
BHUCOKOIPOJIYKTUBHUX 1r0Op 3 BEIUKOI KUIBKICTIO TpapiyHUX OO0’€KTIB Ta
IHTEHCUBHUMH OOYHCIIEHHSIMH, OCOOJIMBO KOJM MPOEKT BUMAarae MaKCHUMAaJIbHOI
edeKTUBHOCTI. Java 4acTo 3acCTOCOBY€ETHCS 3aBASKU CBOIM MYJIbTHILUIAT(HOPMEHHIN
MIATPUMIT, ane 11t po3poOku Ha Unity 3a3Bu4ait BUKOpUCTOBYIOTH C# [9].

3Bakaroun Ha TicHy iHTerpauiro Unity 3 MoBoio mporpamyBanHs C#, mis
peanizalii mryyHoro iHTenaekty B 3D rpi Oyna oOpana came 1151 MoBa. C# € oHi€ro 3
HaunonyJsipHimmMx MoB cepen Unity-po3poOHUKIB 3aBASKH i MPOCTOTI, BUCOKOMY
piBHIO a0CTpakiii Ta 3pyYHOMY CHHTAKCHCY, IO JIO3BOJISIE MIBUAKO Ta €(PEKTUBHO
CTBOPIOBATHU CKJIaJHI IrpoBl MexaHiku Ta enementu 1.

Onniero 3 kimro4yoBux mnepepar C# € ii 3pydHICTh Y CTBOpPEHH1 TrpadiuHux

iHTep(deiiciB Ta iHTErpaiii 3 Bi3yalbHUMHU edekTaMu Ta aHiMailiero. Lle mo3Bosse
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cTBoproBaTh HacuueHi 3D CBITM Ta peaNiCTUYHUX TMEPCOHAXIB 31 CKJIAJHOIO
MOBE/IIHKOIO, 1110 € BaXJIMBUM JyIs irop y xkaHpi RTS 3 II. Kpim Toro, C# € yactunoro
miatdopmu NET, mo BinkpuBae goctyn g0 6aratux 610i0Tek Ta GpEeHMBOPKIB IS
po0OOTH 3 PIZHUMM aCHEKTaMH PO3POOKH MPOTPAMHOTO 3a0e3MeyeHHs, 10 3HAYHO
IIPUCKOPIOE PO3POOKY irop.

Opna 3 nepeBar MoBu C# monsirae B MATPUMIN 0araTomoTOKOBOCTI, IO Ja€
3MOTY BUKOHYBATH CKJIQJHI OOYMCIICHHS NapajieabHo, MIABUILYIOUYH TPOTYKTUBHICTD
rpu. Ile 0co6anBO BaXXIUBO ISl irOp, Y SKUX OJTHOYACHO B3a€EMOJIi€ 0araTo irpoBHUX
00’€KTIB, TAKUX SIK FOHITH, SIK1 YIPABISIOTHCA IITYYHUM 1HTEJIEKTOM Y PEAIbHOMY 4acl.
I moxe 00pobIATH /Aii KOKHOTO MEPCOHa)Xa OJHOYACHO, HE 3HIKYIOUM 3arajbHoi
IBUJKOCTI Tpu. 3aBasku iboMy C# cTae 4yJOBUM BHOOPOM JjIsi PO3POOKH irop, Je
BaYKJIMBA CKJIaJ[HA B3a€MOJIISl TA ONITUMI3allis IPOTYKTUBHOCTI.

[lle oxna 3Hauyma nepeBara C# — BUCOKUU piBeHb OE3IMEKU Ta CTIMKOCTI 110
MOMIJIOK 3aBJSKA CTATUYHOMY THITI3yBaHHIO Ta MEXaHi3MaM YTPaBJIIHHS MaM’ STTIO.
Ile mae 3Mory BUSBIATH IMOTCHIIINHI MMOMUJIKH III¢ HA €TaIll KOMIIUIAIII Ta 3HMXKYE
MMOBIPHICTh BUHUKHEHHS KPUTHYHUX OariB miJ 4Yac BHUKOHaHHSA mporpamu. lLle
0COOJIMBO BaXKJIMBO JIJISI CKJIQIHUX 1T0P 13 BEJIMKOIO KUIBKICTIO KOMITOHEHTIB, 0COOJIMBO
akmio waerbess mpo iHterpamito II. Kpim Toro, po3podka na C# momomarae
CTBOpPIOBAaTH OUIbII O€3MeYHl MPOrpamu, SIKI MEHII CXUJIbHI 10 aTak ab0 MOMUIIOK,
NOB'SI3aHUX 3 HEMIPABUJIBHUM YIPABIIHHAM IaM’SITTIO.

Jiist po3pobku rpu Oyino oOpaHo cepepoBuiile nporpamyBanHs Visual Studio,
AK€ HaJla€ MOTYXKHUI HaOIp 1HCTPYMEHTIB JJIsl HAlMCAaHHSA KOy, HaJaroJKeHHs Ta
TecTyBaHHs nporpam. OJIHIEIO 3 TOJIOBHUX TIepeBar € inTerparis 3 Unity, 1o go3souse
JIETKO MEPEHOCUTH 3MiHM Mk mpoekTtoM y Unity Ta kogom y Visual Studio. 3aBnsku
[IbOMY CEpPEOBHIILY, PO3POOHHUK MOKE IIBHIKO TECTYBAaTH Ta BUIIPABIIATH TOMUIIKU Y
KOJI1, 1110 CIpHsie ORI TUIABHOMY Ta MIBUAKOMY Tporiecy po3pooku [10].

Visual Studio nminrpumye cunxponizaiito 3 Unity, 3a0e3nedyoun aBTOMaTHYHE
OHOBJICHHSI 3MIH y KOl 0e3 HeoOXiIHOCTI py4HOi iHTerpauii. Lle 3HauHO crpoirye
poOOTY 3 BEIMKMMHU MPOEKTAMHU Ta J03BOJISE IBUIKO CTBOPIOBATH HOBI KOMIIOHEHTH
I'pH, TaKl SK IIEHAepH, MEXaHIKU JJI IITYYHOTO 1HTENEKTY abo 1HII eJIeMEHTH, SKi
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0e3rmocepeIHbO BIUTMBAIOTH Ha irpoBuid mporec. Kpim toro, Visual Studio mamae
IHCTpYMEHTH Ui €()EKTUBHOTO YIMPaBIIHHSA MPOEKTOM, BKIIFOYHO 3 TECTYBaHHSIM 1
HAJIaroJDKSHHSAM, 110 JIOTIOMarae po3poOHUKaM OIEPaTHBHO BUSBJIATH W BUITPABIIATH

ITOMMIJIKH.

Visual Studio

Pucynok 2.7 — Jlorotun «Visual Studio»

TakuM uymHOM, BUKOpPHUCTaHHS MOBHM nporpamyBaHHs C# y NOe€QHaHHI 3
cepenoBuiieM Visual Studio € ontumansHuM BHOOpOM it po3poOku 3D-irop Ha
Unity 13 BUKOpPUCTaHHAM HITY4YHOTrO 1HTENEKTYy. Lle pimenHs 3a0e3nedye 3pydHICTh y
po0OOTi, BHUCOKY TMPOJYKTUBHICTh, OE€3MEKYy Ta MOXIUBICTh KpPOCIIAT(POPMHOI

PO3pOOKH, IO POOUTH KOTO MOMYJISIPHUM CEPEl PO3POOHUKIB CyHaCHUX 1r0p.
2.3 Bubip 3acTOCYHKY /151 MO/1€JTFOBAHHS

Bi3yanbH1 eleMEeHTH BIAIrparoTh KIKOYOBY POJIb Y CTBOPEHHI KOMI'FOTEPHUX
3D-irop, oco6imBo Ha Tuiargopmi Unity. Bee, 1110 6aunTh rpaBelib — BiJl IEPCOHAXKIB
70 OTOYEHHSI, — € TJIOJIOM KpEaTUBHOI poOOTH po3poOHUKIB Ta nu3aitHepiB. KoxxeH
aCIeKT Bi3yaslizallii Ma€ 3HaUC€HHS, OCKIJILKY BiH BU3HauUa€e arMoc(depy rpu Ta BILTUBAE
Ha 1l CHOpUUHATTS KopucTyBauamu. Bulip mporpamuoro 3adesmedenHs s 3D-
MOJICJIIOBAHHSI € OJIHIEI0 3 HaWOLIbII KPUTUYHO BAXKJIMBUX PIIIEHb Y MpOIEC]
PO3pOOKH, a/Ke 1€ BU3HAYAE SKICTh BI3yaJIbHUX 00’ €KTIB Ta B3a€EMOJIIIO 3 ITPOBUM
CepEIOBHUIIIEM.

Jl7is MOpIBHSIHHS MPOTpaM, IO BUKOPUCTOBYIOThCA y 3D-momenroBaHHI IS
cTtBopeHHs irop Ha Unity, po3rissaemo aBi momysisipHi tuiardgopmu: Cinema 4D Tta

Blender.
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Cinema 4D

Cinema 4D, po3po6iieHe koMmnaHier0o Maxon, IIMPOKO BUKOPUCTOBYETHCS AJIS
ctBopeHHs 3D-Mopenelt, aHiMaiii Ta Bizyamizaiii. Ile mporpamue 3a0e3neueHHS
3HAWIIUIO 3aCTOCYBAHHS HE JIUIIIE B aHIMAIIHUX (QiTbMax 1 peKIaMHUX POJIMKAX, aje
1 y KOMIT'IOTepHUX irpax, 3okpema y 3D-npoekrax Ha Unity. Cinema 4D no3Bossie
PO3pOOHMKAM CTBOPIOBAaTH BHUCOKOSIKICHI BI3yasibHI €(DEKTH Ta MOJENi, 5K JIETKO

iHTerpytothest B Unity st peanizanii irpoBux ciieH 1 nepconaxis [13].

//
CINEMA 4D

Pucynok 2.8 — Jlorotun «Cinema 4D»

Opnieto 3 HaiOwemux nepeBar Cinema 4D e ii 3pyuHuilt 1 3po3yminmii
iHTEepdeic, sSKuid poOUTh MNporpaMmy JAOCTYNHOK SK [Jis HOBAuKiB, Tak 1 s
nocBigueHnx po3poOHukiB. Cinema 4D miarpumye yucieHHi Gopmatu Qaitmis, 110
JI03BOJISI€ JIETKO TepeaBaTH CTBOPEHI MOJIENl 0 1HIIUX MporpaM JJis MOJaibIIol
0o0poOku ab6o iHterpamii B Unity. lle 3a0e3nedye BHUCOKY THYYKICTb Yy pO3poOIIl
KOMIT'IOTepHUX 3D-irop, OCKiIbKK 103BOJIsi€E €(EeKTUBHO BUKOPHUCTOBYBATH HasiBHI
pecypcu Ta Mmojeni. JlogaTkoBo, mporpaMa BKJItOYa€e BOya0BaHy 010110TE€KY TOTOBHUX
3D-mopeneit 1 marepiaiiB, M0 3HAYHO MPHUIIBUIIIYE MPOIEC CTBOPEHHS 1TPOBOTO
CepeoBHIIIA.

Cinema 4D mnporoHye MHUPOKI MOXJIMBOCTI JJIsi CTBOpPEHHs aHiMarlii. [ls
mporpama BKJIFOUa€ IHCTPYMEHTH, TaKl sIK 1I€papXiyHa CTPYKTypa 00'€KTIB Ta CKeJIeTHA
aHIMaIlisl, M0 JO03BOJISSIOTH JETATbHO HAJAINITOBYBAaTH PYXU IMEPCOHAXKIB Ta IHIIUX
00'exTiB y rpi. Taki ¢pyHKITIT MO’KHA BUKOPUCTOBYBATH JIsl pO3POOKH aHIMAITli IrpOBUX

nepcoHaxiB y Unity, BpaxoByI04H CKJIaJHy JUHAMIKY, B3a€EMOJIII Ta PYXH, SIKI MOXKYTh
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KepyBaTHCsl CKpUIITaMu ab0 MTy4HUM iHTenekToM. [Iporpama Takox mHiATpUMYE
CTBOPEHHSI TPUBUMIPHUX TEKCTOBUX €JIEMEHTIB Ta 3arojioBKiB, 10 MOXe OyTu
KOPHCHO MpH po3po0Ili irpoBoro iHTepdeicy.

[nma 3Hauyma ocobmuBicth Cinema 4D — i mOTyXHUIl peHIEPUHTOBHIA
MEXaHI13M, 37aTHUI CTBOPIOBATU JyXKE pEATICTU4YHI ClIeHH Ta 300paxkeHHsa. lle
0COOMBO aKkTyalbHO Mpu po3podbui 3D-irop Ha Unity, ne sKICTh Bi3yaJbHOTO
KOHTEHTY € KPUTUYHO BAXKJIMBOIO I CTBOPEHHS 3axoruiorouoi atMochepu. Cinema
4D miaATpuUMYye€ SIK BIIACHUW PEHJIEPUHTOBUIA JABUTYH, TaK 1 30BHIIIHI PeHAEPEPH, TaKi
gk Arnold, Octane Ta Redshift, mo go3Boisie kopuctyBauam oOWpaTH HaMOUIBII
MIIXOASILY TEXHOJOTII0 MJig CBOiX MpOeKTIB. Ili yac peHaepuHTy IrpoBUX CIEH
MO>XHa BHUKOPHUCTOBYBATH IEPEIOBI METOAM OCBITICHHS Ta TEKCTYpyBaHHS, 1100
JOCSIT'TH MaKCUMAaJIbHOI PeatiCTUYHOCTI.

Cepen xmrouoBux ocobnmpocteit Cinema 4D, siki BIAPI3HAIOTH 11 Bija 1HIIHMX
nporpam, € cuctema MoGraph. Lle iHCTpyMeHT /11 CTBOPEHHS CKJIAIHUX aHIMAIliHHUX
rpadikiB Ta TUHAMIYHUX BI3yallbHUX €(EKTIB, SIKI MOXYTh OyTH BHUKOPHUCTaHI IJIs
Bi3yaizamii B3aemMojiii y rpi abo auHamigyHOI ToBeMiHKH 00'ekTiB. Hampukian,
PO3POOHUKH MOXYTh CTBOPIOBATH CKJIaJHI €(DEKTH, 0 3MIHIOIOTHCS Y BIAMOBIIL Ha
1ii rpaBig ado MoJil B Ipl, 3HAYHO MIJBUIYIOYH PIBEHb 1HTEPAKTUBHOCTI ITPOBOTO
cepeaoBUIIIA.

Cinema 4D TakoX IHTErpyeTbCs 3 IHIIMMHU Iporpamamu, TakuMu sk Adobe
After Effects ta Adobe Illustrator, mo BigkpuBae T0JATKOBI MOMKJIMBOCTI JIJIst
CTBOPEHHSI KOMIUIEKCHUX MpOEKTIB. Ll i1HTerpaiiss 103BOJISIE JIETKO MEPEHOCUTH
CTBOPEHI MOJIeJIl Ta aHIMaIlli 0 IHIIMX Mporpam i J0AaTKOBOi oOpoOku abo
BUKOPUCTAHHS Yy BIiZICO Ta PEKIAMHHUX POJHMKax Jyisi mpocyBaHHsS Tpu. Kpim Toro,
OIATPUMKA IIAPOKOTO CHEKTpYy ¢opMariB (aililiB  103BOJSE IMIOPTYBaTH Ta
excriopTyBaT akTuBu MK Cinema 4D Tta iHmmMu nonyispaumu 3D-penakTopamu,
0 € BYKJIMBOIO TIEPEBArOr0 JJIsi PO3poOHUKIB irop Ha Unity.

Omxe, Cinema 4D e notykHEM IHCTpYMEHTOM 11 po3pooku 3D-irop Ha Unity,
30KpeMa 3aBJSKH CBOIM MOXJIMBOCTSM y cepi MOJIeTIOBaHHS, aHIMaIliil Ta 1HTerpartli
3 IHIIMMH IPOTPaMaMHU.
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Blender

Blender — e nmoty>xHa 6e3komToBHa nporpama it 3D-MoenmoBanHs, aHiMaIii
Ta Bi3yaji3alli, sKa pO3BUBAETHCS 3aBASKH 3YCHJUIIM BIAKPUTOI CIUIBHOTH
eHTy3iacTiB 1 mnpodecioHamiB. PeryiaspHi OHOBJEHHA NPOTpaMU TapaHTYIOTh
MIATPUMKY HOBITHIX T€XHOJIOTIH Ta 1HCTPYMEHTIB, IO € BaXXJIMBOIO MEPEBAror0 JIJIs
po3poOHukiB 3D-irop Ha mmardpopmi Unity. 3aBasku upomy, Blender crae
HEBIJI’€EMHOIO YACTHHOIO IHCTPYMEHTAPIIO JJIsi CTBOPEHHS BUCOKOSKICHUX Bi3yaJIbHHUX

€JIEMEHTIB y IrpoBUX MpoekTax [14].

blender

Pucynok 2.9 — Jlorotun «Blender»

Opniero 3 HaiOUbIIUX mnepeBar Blender € 3pyuyHuii Ta eproHOMIYHHIA
1HTEepdeic, o CIpoLLy€e IPOLEeC HaBYaHHS Ta BUKOPUCTaHHS nporpamMu. Lle oco0amBo
BaXKJIUBO T PO3pOOHHUKIB irop Ha UNity, skuM moTpiOHA MIBUAKICTh 1 THYYKICTh MPH
CTBOPEHHI Bi3yanbHOro KoHTeHTy. Kpim toro, Blender minrpumye po3mmpeHHs Ha
ocHOBl Python, mo A03BoJisie CTBOpIOBaTH BJIACHI CKPUIITH Ta IHCTPYMEHTH IJIs
aBTOMATHU3aIlli TEBHUX MPOIIECIB, TAKUX SK TEHepallisa MpoleAypHUX 00’ €KTIB abo
iaterpaiisa I qis aBTomatuyHoro HanamTyBaHHs ciieH. Lle poouts Blender myxe
3pYYHUM JJI CTBOPEHHS CKJIaJHUX MPOEKTIB 3 BUKOpHUcTaHHAM Unity.

Blender mae Benukuii HaGip 1HCTPYMEHTIB IJIi MOJEIIOBaHHS, BKIIOUYAIOUU
MOKJIUBICTh CTBOpPEHHSI 0a3oBHX (opM (NMpUMITHBIB) Ta poboTH 3 Memamu. lLle
JI03BOJIIE PO3POOHHKAM CTBOPIOBATH BHCOKOJCTAI30BaHI MOJACH I IrPOBHX
cepenoBuill 1 nepcoHaxiB. Kpim toro, B Blender nocTynHi iHCTpyMeHTH Jj1s1 aHIMaLii

3 BUKOPUCTAHHSIM KJIHOYOBHUX KaJIpiB 1 KPUBUX PYXY, 110 JIa€ MOKJIUBICTh CTBOPIOBATU
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JAMHAMIYHI CLIEHH, sIK1 MO>kHA iHTerpyBaTi B Unity. Hampuknan, Taki Gpyskuii 0y yTh
0COOJIMBO KOPHUCHI JIJISI CTBOPEHHS IIEPCOHAXKIB, SIK1 KEPYIOTHCS IITYYHUM 1HTEJIIEKTOM,
abo s aHiMaiii B3aeMoAi M 00’ektamu y Tpi. Blender Takox Mae iHCTpyMEHTH
JUIS Bi3yauti3allii JaHHuX, 110 JIO3BOJISIFOTH JIETKO CTBOPIOBATH I'padiKu Ta JAiarpaMu Jjis
BHYTPIIIHIX TTOTPEO.

Blender npomonye mmpokuii Halip 1HCTPYMEHTIB AJisi TEKCTypyBaHHS Ta
HaJaIITyBaHHS OCBITJIEHHS, IO J03BOJISIE CTBOPIOBATH PEATICTUYHI CIIEHU Ta 00'€KTH.
Oco0mMBO BapTO BIJ3HAYUTH MOKIMBOCTI (DI3UYHMX CUMYJSILIN, Takux K
MOJICTIOBaHHS PIAWH, TBEPAMX 1 M'KMX TUJ, 110 JOMOMAarae CTBOPIOBATH MPUPOAHI
PYXHU B T'pl Ta B3a€EMOJIII0 3 OTOUYEHHSIM y peajbHOMY uaci Ha miatdopmi Unity. Lle
pobuts Blender ineanbHUM ISl MPOEKTIB, € BAXJIMBA CUMYJIALIS (PI3UYHUX SIBUI] 1
peajicTUYHA MOBEIIHKA 00'€KTIB.

Blender takox miaTpuMye CTBOPEHHS KOHTEHTY IJisl BIPTYaJbHOI PEalbHOCTI
(VR), 1o pobuts HOro HIHHUM 1HCTPYMEHTOM Uil IpoekTiB Unity, OplIEHTOBaHUX Ha
VR-irpu. Ile no3Boiisie po3poOHHKAM CTBOPIOBATH IHTEPAKTHBHI CEpEIOBUINA Ta
MEePCOHAXIB, onTuMi3oBaHux 11 VR-texnonoriii. Kpim Toro, Blender minrpumye
pi3Hi hopmaT (DaiiiB, M0 MOJETIIYE THTErpalliio 3 1HIIMMU nporpamamu ais 3D-
MOJICIIIOBAHHS Ta Bi3zyaui3allli, 10 103BoJIsi€ 0€3MEPEIIKOIHO MEPEHOCUTH MO Ta
aHIMalli MK pI3HUMH NpOrpaMaMu 4u 1HTerpyBatu ix y Unity.

Ha ocnogi nopiBusuaus Blender i Cinema 4D mo’kHa 3poOUTH BHCHOBOK, IIIO
Blender e npuBabmuBuM BuGOpOM j1i1st po3poOHUKiB KoM roTepHux 3D-irop Ha Unity,
AKl IIYKaloTh OE3KOIITOBHUM 1 (YHKIIOHATBHO MOTY>XHUM pENaKTOp 3 IIUPOKUMHU
MoxuUBOCTAMH. Blender Big3Ha4aeThCsi CBOECIO YHIBEPCATBHICTIO: MIATPUMKA PI3HUX
wiatgopM 1 GopmaTiB (ailiniB A03BOJIIE JIETKO €KCIOPTYBATH CTBOPEHI MOAEINI Ta
amimarii qo Unity. Baxmso, mo Blender mae BigkpuTuii BUXigHHE KO, IO TO3BOJISE
PO3pOOHUKAM PO3IIUPIOBATU HOTO (DYHKI[IOHATLHICTh, CTBOPIOBATH BJIACHI IIJIAriHU Ta
IHCTPYMEHTH, ONTUMI3yI0un mpouec po3pooku. Kpim Toro, Tica cmiBopans Unity 3
po3poOHukamu Blender moxe Bka3zyBaTy Ha MailOyTHIO TIIMOITY IHTETPAII0 MK UMH
matgopmamu. Tomy miist ctBopeHHs komm'torepuux 3D-irop Ha Unity Blender €
JIOT1YHUM 1 €()eKTUBHUM BHOOPOM.
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BucHoBKH 10 po3aiiy 2

VY mporieci poGOTH Haa APYTUM PO3/IITIOM OYII0 OIpaIboBaHO 1H(OPMAIIIIO PO
pI3HI BHUIM ITPOBUX PYIIiiB, MPOBEJACHO aHalli3 OCHOBHUX BIJIMIHHOCTEH MIXK
CyYaCHHUMH €TaJOHaMHU 1HCTPYMEHTIB AJIsl PO3pOOKH 1rop, a TaKOX J€TaIbHO BUBYEHO
porpamu Jijist CTBOpeHHs 3D-mpocTtopy Ta Mojenen Uil MPOEKTY.

B stkocTi OCHOBHOTO irpoBOIo pyiirst it po3podku 3D-rpu 6yio oopano Unity.
OcnogHi niepeBaru Unity MoJisraroTh Y 3py4YHOCTI BUKOPUCTAHHS, BEJIUKIN KIJTBKOCTI
JIOCTYITHUX TOTOBUX KOMIIOHEHTIB Ta PECypcCiB, a TaKOX MIATPUMII OaraTbox
m1aTdopM 1o poOUTh KOO YHIBEPCATBHUM BUOOPOM JI PO3POOKH Irop.

MoBoro mporpamyBaHHs ISl MPOEKTy Oyno obpanHo C#, ska € OAHIEIO 3
HAUTIOMYJIAPHIIITUX MOB ISl PO3POOKH irop. 3aBASKH 11 IIUPOKUM MOMJITHBOCTSIM IS
cTBOpeHHs rpadiunux iHTepdeiiciB Ta iHTerpaiii 3 Unity, BOHa J03BOJISE€ MIBUIKO
CTBOPIOBATHU ITPU 3 BUCOKOSIKICHOIO Tpadikoro, Bi3yaJbHUMHU e(eKTaMu Ta MJIaBHOIO
aHIMaIELo.

[Ilo crocyeThest BUOOPY mporpamMHoro 3adesnedeHds st 3D-monenoBanHs, TO
nepeBara O0yna Hajgana Blender. L{s nporpama € BimiMiHHUM BapiaHTOM JUIsI CTY i Ta
IHAUBIYyaJIbHUX PO3POOHUKIB, OCKUIBKM TMPONOHY€E IIMPOKUA (PyHKIIOHAT, €
OE3KOIITOBHOIO T4 aKTUBHO MIATPUMYETHCS BEIUKOIO CIUIBHOTOK KOPUCTYBAYIB, 10

cIpusi€ i MOCTINHOMY PO3BUTKY Ta YAOCKOHAJIEHHIO.
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3 MOJAEJIOBAHHA TA TIPOEKTYBAHHA ITPOBOI'O 3ACTOCYHKY

VY npoeKTyBaHHI BUKOPUCTAHO MOBY Tpadiunoro moaemtoBanass UML (Unified
Modeling Language), sika € yHiBepcaJbHUM I1HCTPYMEHTOM JUIs Bi3yamizaiii Ta
CTBOPEHHsI Mojelieii 00’eKTiB mporpamHoro 3abesnedenns. UML-nmiarpamMu MarTh
BOXXJIMBE 3HAUEHHS MiJ Yac CTBOPEHHS IMPOEKTIB MPOTPaAMHOTO 3a0e3MEeUEHHS,
OCKUJIbKH JI03BOJIIOTH JIETAIbHO OMKUCATH JIOT1KY pOOOTH CUCTEMHU, BUSIBIISITH MOMKJIMB1
MTOMUJIKK Ha PaHHIX eTanax po3poOKH Ta IMiIBUIYBAaTH €(DEKTUBHICTH MPOIIECY.

3aBasku cBOil yHiBepcaibHOCTI UML mMpoKo BUKOPUCTOBY€EThCA (haxiBLSIMU
B [T-ramy3i: mporpamictamu, aHaldITUKaMH, MEHEKEpPAMH MPOEKTIB 1 HaBITh
BJIACHUKAMH KOMIIaHIH, sIK1 IParHyTh 3p03yMITH CTPYKTYpY MaOyTHIX pilieHb. Xoua
UML He € MOBOIO IpOrpamyBaHHs, i1 MOJEIl MOXYTh CIyryBaTh OCHOBOKO IS
aBToMaTU4HOi reHepamii koxy. Jusa mobymoBu UML-giarpam y 1bOMY MPOEKTI
3acTOocOBaHO mporpaMHe 3a0e3nedeHHs StarUML, sike 3abe3nedye 1HTYITUBHO

3po3yMuTHil 1HTEp(EC 1 MOTYXKHI1 3aCO0N MOJICJTFOBAHHS.
3.1 Hanmmcanus usecase

Use Case — 11e TeKCTOBMIA OMUC PI3HUX CIIEHApPIiB B3a€MOJIIi KOpPHUCTyBaya 13
CHUCTEMOIO, SKI MOXYTh 3aKIHUMTHUCS SIK YCHIIIHO, TaK 1 HEBAAJIO, 3aJI€KHO BiJ
BUKOHAaHHS TieBHUX Iiieil. CueHapiit sBisie o000 MOCIHIIOBHICTD I, SIKI BUKOHYE
KOPHUCTYBaY IS peajtizallii KOHKpEeTHUX onepaiii y cucremi [15].

Icnyroms mpu ocHo6Hi hopmu HANUCAHHSL:

— Koporka ¢opma — me crucimii omuc OJHOTO 3i CIeHapiiB, 3a3BUYail
YCHIIIHOTO, Y BUIJISIAI OJHOTO a03aily. BUKOpUCTOBYeTbCS Ha €Tami MO4YaTKOBOIO
aHaJli3y BUMOT JI0 CUCTEMH.

— IloBepxHeBa (hopma — 1€ AeTABbHININNA OMUC BCIX CLIEHapiiB y BUIbHIN (opMmi
(OCHOBHOrO Ta  @JIbTEPHATUBHMX) OJHOTO 3  BaplaHTIB  BUKOPHUCTAHHS.
BuxopucTtoByeThCs Ha e€Tani NepBUHHOTO aHaJi3y BUMOT J0 CUCTEMH.

— IloBHa ¢opma — 1e AeTadbHHUM OMHC BCIX KPOKIB Ta diii, BKJIIOYAIOYH

MOTIEPE/THI Ta TOCTYMOBH BUKOHAHHS US€ case. BUKOpUCTOBY€eThCs Ha eTarii BUOopy 3
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MOBHOTO CHHCKY BapiaHTIB BHUKOPUCTAHHS BaXJIMBUX (KPUTUYHO [JIs1 PoOOOTH
CUCTEMHU).

Koporkui use case

KopucrtyBau mae OymyBaTu BIacHy €KOHOMIKY Ta 30pOifHi cuitu, 100 aTaKyBaTH
0a3y NMPOTHMBHHMKA W JIOCATTH TepeMoru. BakiuBUM eneMeHTOM Tpu € e(peKTHUBHE
YOpaBIiHHSA pecypcamu, 1o BHI00yBaloTbes poOiTHHKamMHu. KopuctyBau oTpumye
KOHTPOJIb HaJl €JMHUM JOCTYIIHUM PIBHEM 1 Ma€ BUKOHYBATH BCl JIii, CHUPAIOYHNCH Ha
MEXaHIKy peaJlbHOro 4acy. YCHiX 3aJIeKHUTh BiJ] BMIHHS TPaMOTHO PO3MOILISATH
pecypcu Ta yXBaJIIOBATH CTPATET14HI PIIICHHS.

IoBepxHeBuMii USE Case

KopucrtyBau kepye poOiTHHUKaMu sl BUIOOYTKY pecypciB, Oyaye il mokparrye
CHOpYAM Ta BIMCHKOBI MIAPO3/IIN, a TAKOX PO3POOJsiEe CTparerii ajsi ataku 0asu
npoTuBHUKA. Bci 1ii B10OYyBalOTHCSA B MEKaxX OJHOTO PIBHS, 1 KOPUCTYBAy 3MaraeThCs
3 WITYyYHUM iHTENeKToM. ['pa Mae odraifH-pexum, 1m0 AO3BOJSE HACOIOMKYBATHCS
Helo 0e3 HEeOOXIHOCTI MIIKIIOYEeHHS 10 1HTepHeTy. [[ns nocsSrHeHHs mnepemMoru
KOPHCTYBa4 MOBUHEH 3HHUIIUTH 0a3zy CynepHHKa, €()EeKTHMBHO BUKOPHUCTOBYIOUU
JOCTYTIHI PECYPCH.

Anemepuamusnui cyenapiu:

1) KopucTyBau He 3Mir 3aXHCTUTH CBOIO 0a3y i Mporpae Martd.

2) KopucryBau 30ymyBaB HEAOCTATHHO CHIIBHY apMil0, IO HE JTO3BOJIHIIO
YCHIUIHO aTaKyBaTH 0a3y MPOTUBHUKA.

3) KopuctyBau HE BHKOPUCTaB pecypcH e()EKTUBHO, IO TPHU3BEIO [0
CHIOBUJTLHEHHS TEMITIB PO3BUTKY Ta MOPA3KHU.

4) KopwucTyBau NPUITyCTHBCS IOMUJIKH Y CTPATETii, 4epes 1110 Mporpas.
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Tabmung 3.1 — [NoBHuit use case [15]

Primary Actor ['paBenb

Scope Komm’rorepaa RTS-rpa Ha 6a3i Unity 3 Bukopucranusm LI
Level Crparteriyna nepemMora Haji IPOTUBHUKOM

Preconditions ['paBerip 3amycTuB rpy

Stakeholders and | 1. mporpamicT: 3amikaBlieHH y BUKOHAHHI CBO€i 3aj1a4i Ta y

interests CTaO1ILHOCTI POOOTH CBOET PO3POOKU;

2. TEeCTyBaJbHUK: 3aIlIKaBIICHWA y 3HAXO/DKCHHI MOMHUJIOK 3
MOTAJIBIITUM 1X YCYHSHHSIM MPOTPaMiCTOM Tl 0€310TaHHOTO
IrPOBOTO MPOIIECY;

3. TpaBelb:  3allikaBJICHUW y  JIOCATHCHHI  TIEPEMOTH,

YAOCKOHAJIIOIOYH CTPATETil Ta MalCTEPHICTb.

Main Success Scenario:

1. rpaBelb BCTAHOBIIIOE TPY;

2. TpaBeIlb 3aITyCKaE IPy;

3. TpaBelb aHaJi3y€e CHUTYaIlil0 Ha KapTi Ta OOWMpaE ONTUMAIBLHY CTPATETIio
PO3BUTKY;

rpaBellb Kepye poOITHUKAMU TSl 300py pecypciB;

MOKpaIIy€e CTPYKTypH 1 BiliCbKa, BpaxOBYIOYH HasiBHICTh pecypciB 1 aiit 111

TpaBellb aTaKy€e BOPOXKY 0a3zy, BAKOPUCTOBYIOUM OOpaHi CTpaTerii;

N o g &

I'paBClb A0CATAE IICPCEMOTY MIJIAAXOM ITIOBHOT'O 3HUIICHHA BOpO}I(OI 0a3m.

2024 p. Humincekuii B. L. 121 - KMP.01 — 608M.21910808



Kadenpa imxenepii mporpaMHoro 3a0e3rnedeHHst
Komm'rorepsa 3D rpa 3 BUKOPUCTAHHSAM IITYYHOTO iHTEIEKTY 38

[IpomoBxenus Tabmuiri 3.1

Result

['paBers oTpuMYy€ 33JJOBOJICHHS BiJl IEPEMOTH i1 TOKpAIIly€ BIAcHI

CTpaTeriuyHi HAaBUYKH.

Extensions:

1. I'paBenib HE 337J0BOJICHUH ITPOBUM MPOIIECOM:

1.1. rpaBelb MOXke 3BEPHYTHUCS 10 PO3POOHUKIB Ue€pe3 3BOPOTHUIN
3B’SI30K JJIs TIOJIAaHHS MTPOTIO3UIIiil abo cKapr;

1.2. HeraTuBHMI JOCBIA MOXKE OyTH OB’ I3aHUM 13:

1.2a. HU3BKOIO CKIIAJIHICTIO TPH;

1.2b. HaIMIPHOO CKJIA/IHICTIO MTYYHOTO IHTCIICKTY;

1.2c. HemocTaTHRO IHTYITUBHUM iHTEpdeiicoM abo TeXHIYHUMHU
0OMEKCHHSIMU,

1.2d. HekOpeKTHa aganTarlis CKJIaIHOCTI IO MPOrpecy rpaBIs;

1.2e. BiicyTHICTh IEBHOTO KOHTEHTY 200 OYiKyBaHHUX (PYHKITIM.

2. TecTyBIBHUK 3HAXOAUTH TOMUJIKY Y Tpi:

2.1a. moMmiIKa He Ty100a/IbHAa;

2.1b. mporpamicT i IIBUIKO BUIIPABIISE;

2.2 a. IOMHJIKA TJ100ajIbHa;

2.2b. moTpiOHO 3HAXOIUTH Ta BUPIIIYBATH MOMUJIKY Ta 3yIHHSATH

rpy Ha TeXHIYHE 0OCITyrOByBaHHSI.
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Kinerns tabmumi 3.1

3. 3. lTyuHuit iIHTENEKT MOBOAUTHCS HEOUIKYBAHO:

3.1. nanpuxman, LI BusBisSe HaaMiIpHy arpecHUBHICTh abo

MACUBHICTH Y TIEBHUX CUTYaIlisX;

3.2. TpaBeIh MOKE TTOBIJOMHUTH PO TaKi CUTYAIIIi, 10 JJOTIOMOXKE

TCCTyBaJIbHUKAM BJIOCKOHAJIMTHU aJITOPUTMH,

3.3. pO3pOOHMK HAJIAIIITOBYE OaJlaHC TPU Yepe3 OHOBIICHHSI.

Special 1) Cucrema miaATpUMKHA OaraTOMOBHOTO iHTepdelcy uis
Requirements | moseriieHHs afganTaiii rpy 0 Pi3HUX ayTHUTOPIH.

2) ApantuBHUE iHTEepdeiic, 3pydHHA IS PI3HUX PO3MIpiB
€KpaHiB Ta TEXHIYHHUX MapaMeTpiB.

3) VHiKaJbHI  QITOPUTMH  INTYYHOTO  IHTEJEKTy,  sIKi

3a0€3Meuy0Th pEeaTiCTUYHY OBEAIHKY IPOTUBHHKA.

Frequency of Vi pyHKIIOHATIBHI POIECH peai3yroThesa 0€3 He0OX1THOCTI
Occurrence MOCTIHOTO TIAKIIOUEHHs 10 1HTepHeTy. ['pa po3paxoBaHa Ha
ABTOHOMHHMM PEXHUM POOOTH, MO POOUTH ii JOCTYIMHOI JIs

HIMPOKOTO KOJIa KOPHUCTYBAUIB.

[Ticnst aHamizy OCHOBHUX Ta ajJbTEPHATHBHUX CIICHAPiiB BUKOPHUCTAHHS TPH,
HaBeJleHa TaOJuIls J03BOJISE YITKO BU3HAYUTH BCl MOKIIMBI BapiaHTH B3a€MOIIi
KOPHUCTYyBaya 3 irpoBor0 cuctemoro. Le mornomarae 3po3yMiTv 1 BpaxyBaTH BCl aCTIEKTH
MOBEIIHKM KOPUCTYBAaya, 110 MOXKYTh BIUTMHYTH Ha IrPOBHIA JJOCBII.

JIOKyMEHTyBaHHsI TOBHOTO US€ Cas€ TAaKOX CHpPHUSA€ BHUIBICHHIO NMOTEHLIMHUX
npo0sieM 1 By3bKHX MICIb Ha paHHIX eranax po3poOku. Lle 3abe3neuye BUIly SIKICTh

KIHIIEBOT'O MPOAYKTY 13a/I0BOJICHHS MOTPEO KOPUCTYBayiB. Bu3HaueHHS crieliaJbHUX
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BHUMOT, TaKUX SIK OaraToMOBHA MATPUMKA Ta aIalTUBHUI 1HTEpeiic, rapanTye, 1Mo

rpa Oyjie TOCTYITHOIO Ta MPUBAOIUBOIO JIJIS IIUPOKOTO KOJa TPaBIIiB.

3.2 CTBOpeHHS AiarpaMy BUKOPUCTAHHS

Hiarpamu BapianTiB Bukopuctanas (Use Case diagrams) € He3aMiHHUM
IHCTPYMEHTOM JIJIsl OTKCY B3a€MOBIJHOCHH Ta 3aJIKHOCTEH MK PI3HUMHU TpyIaMH
BapiaHTIB BUKOPHUCTAHHSA Ta A1MOBHX 0ci0, 1m0 6epyTh y4yacTb y nporeci. Lli niarpamu
JOTIOMaraloTh YIiTKO Bi3yalli3yBaTH, SIK KIHIIEBI KOPHUCTyBaul B3a€EMOJIIIOTH 13
CUCTEMOI0, a TAKOK BU3HAYAIOTh OCHOBHI (DYHKIII1 Ta 3aBJaHHSI CUCTEMU 3 TOUKH 30PY
KOpUCTyBaua. BaxiIMBO BIJ3HAUWTH, IO JAlarpaMyd BapiaHTIB BHKOPHUCTAHHS HE
PO3KpPUBAIOTh BHYTPIITHBOT apXITEKTYPU CUCTEMH, a 30CEPEIIKYIOTHCS Ha 11 30BHIIIHIMI
noBeiHIl. BoHU CiyryioTh s TOJIETIIEHHS KOMYHIKaIlli 3 KOpPUCTyBauamMH Ta
KIII€EHTaMH, a TaKOX JJIg BU3HAYEHHS BHUMOr 10 cuctemu. Jliarpamu BapiaHTiB
BUKOPHUCTaHHSI 0COOJIMBO KOPUCHI HA eTamaxX MPOEKTYBaHHS Ta PO3POOKHU, OCKUIBKH
BOHH JO3BOJISIIOTh YHUKHYTH HETOPO3YMIHb 1 CHPHUSAIOTH Y3TOKEHHIO BHUMOT MIXK

yciMa 3aIlikaBieHUMHU cTopoHamu [16].

Mpa

BiAKpUTH BiKHO
NOKPaLEeHHA
36ip
d pecypcie
“e;(ten’ ji»?
KeDYBaH W :ie)st—e.riq ?.
HOHITaMK
&, f<extend>>

206epexeHHn Ta
3aBaHTAMEHHA Nporpecy

Mpasellb

3MiHUTH
HanalwTyBaHHA
3BYKY

BiakpuTu
HaNaWTYBaHHA

PozpinbHa
2[aTHICTb
eKpaHa

Pucynok 3.1 — Jliarpama BapiaHTiB BUKOPUCTaHHS
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[{s nmiarpama mokasye BapiaHTH BHUKOPHCTAHHS TPH Ta B3a€MOJII0 TpaBLs 3
pI3HUMHU (QYHKIISIMUA CHUCTEMHU. Y ILEHTP1 Jiarpamu cToiTh eaeMeHT "['pa', 1o skoro
MOB’sI3aH1 PI3HI BHUMAJKH BUKOPHUCTaHHS, Taki sK "BiIKpuUTH BIKHO MOKpalieHHs",
"3anyctutu rpy", "KepyBartu ronitamu", "30epertu Ta 3aBaHTaXUTH Nporpec”, ToIIo.
Jliarpama JeMOHCTpYe, SIK pi3HI (YHKIIIT B3a€EMOIIOB’sI3aHi 1 K1 711 MOYKe€ BUKOHATH
rpaBenb, obuparoun pizHi ommii. JlomaTtkoBi 3B’si3kM, mo3HadeHi sk «include» Ta
«extend», BKa3ylOTh Ha OOOB’A3KOBI Ta HEOOOB’S3KOB1 (YHKIII, IO IIIKPECIIOE
THYYKICTh YHaBIakKd 3 OCHOBHMM cleHapieM. Llg miarpama € BaKIMBUM
IHCTPYMEHTOM, OCKIJIbKA BOHA Ja€ 3MOTYy UITKO 0auuTH, siKi (PYHKIIIi Ma€ peaizyBaTu
nporpama s 3a0e3nedeHHs] 1HTEPaKTUBHOCTI Ta MOBHOI[IHHOTO KOPHUCTYBAI[bKOTO
JOCBITY.

KomnonenTH giarpamu BapianTiB Bukopucranus [17]

JliarpamMu BapiaHTIB BUKOPUCTaHHS BKJIIOYAIOTh YOTUPU OCHOBHI €JIEMEHTH:
aKTOp, BapiaHT BUKOPUCTAHHS (IIPEIEICHT), CUCTEMA Ta 3B’ A30K.

AKTOP. Lle 06’ ekt a60 0c00a, sika B3aEMO/II€ 13 CUCTEMOI0, aJIe HE € i1 YaCTHHOIO
(3HaxXoaUTHCA MO3a 1i MEeKaMM).

Bapiant Buxopucranus (nmpeueaenrt). BinoOpaxkae mnependadyBaHy
MOBEAIHKY CHUCTEMHU Ta BIJMOBIJA€ HA 3alMUTaHHS, IO CaMe BUKOHYE CHCTEMA.
[IpeacTraBinenuii y BUIIIANLI €jdinca 3 [1€CTOBOM, L0 Mo3Haydae nito. [lpeneneHt
boKyCyeThCS Ha TOMY, IO Ma€ BIOYTHCS, ajle HE TIOSICHIOE, SIK CaM€ 1€ CTaHEThCS.

Cucrema. O0’eKT MOICITIOBAHHS, HAIIPUKJIIAJ, BeOCAlT, MOOTHHUI JOIaTOK Un
POTrpaMHHI MOJYJIb. 300paKy€eThCsl MPSIMOKYTHUKOM 13 Ha3BOIO CUCTEMH y BEPXHIN
YaCTHHI.

3B’A30K. AKTOpHU 3aBX/IM MOBUHHI OyTH 3’€JJHaH1 3 BapiaHTaMU BUKOPUCTAHHS,
X04a caMi BapiaHTH HE 000B’S3KOBO MOB’A3aH1 3 aKTOPaMHU.

VY niarpamax po3pi3HSAIOTh YOTUPHU THUITH 3B’ S3KIB:

1. Aconianisi (Association). OCHOBHHUI THII 3B’ 3Ky MiXk aKTOPOM 1 BapiaHTOM
BUKOPHUCTAHHS, 300payKEHUI CYIJIBLHOIO JIIHIEID 03 HAIUCY.

2. Posmupenns (Extend). Bka3ye Ha nogatkoBi QyHKIIT a00 HEOOOB I3KOBI
BapiaHTH TMOBEAIHKM CUCTeMH. ba3oBuI BapiaHT 3aJIUIIAETHCA CAMOCTIMHHUM 1 HE
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3aNeXUTh Bl pPO3MUpEeHHA. [lo3HauaeThCsl MyHKTUPHOIO CTPUIKOIO 3 HAMKUCOM
<<extend>>, mo Bka3zye Ha OCHOBHHI BapiaHT, i aKTUBYETHCS JIUIIIC 32 TICBHUX YMOB.

3. Bruwuyennsi (Include). JlemoHCTpye, 10 TE€BHA TMOBEIIHKA OJHOTO
BapiaHTa € YaCTUHOIO 1HIIOT0. BUKOPUCTOBYETHCS NIl YHUKHEHHS TyOJIIOBaHHS Ta
3a0e3reueHHsT 000B’s3k0BOi  (pyHKIIOHANBbHOCTI. [lo3HA4aeTbCs MYHKTHUPHOIO
CTPUIKOIO 3 HanmucoM <<include>>.

4. T'enepanizamis (Generalization). BigoOpaxae iepapXiuHi 3B’SI3KM MIX
eJIeMEHTaMH, HalpHUKIad, MK aKTOPOM-HAILIaJKOM 1 akTopoM-mipeakoMm. Hamagok
YCHAJKOBYE BCl BIACTUBOCTI MpeAKa, aj€ MOXE MaTHh YHIKalbHI OCOOJUBOCTI.

300paky€ThCS CYIUTBHOIO JITHIEIO 31 CTPUIKOIO Y BUTJISI TOPOKHBOTO TPUKYTHHUKA.

3.3 IloOynoBa giarpam B3aeMoii (MocIiI0BHOCTI Ta Kooneparii)

JiarpamMu B3a€MOJii € BaXJIMBUM IHCTPYMEHTOM Yy HPOLECI MOJEIIOBAHHS
nporpamaux cuctem 3a gomnomororo UML (Unified Modeling Language). Bonu
J03BOJISIIOTH  Bi3yalli3yBaTH Ta JeTalli3yBaTH CIeHapii B3aeMoOil MK 00'€ekTamu,
3a0€3Meuyoun pO3yMiHHS TUHAMIYHOI MOBEAIHKM CUCTeMHU. J[Ba OCHOBHI TUIHU TaKUX
JiarpaM — JiarpamMu MmociJOBHOCTI Ta JilarpaMu Koomneparii — BUKOPUCTOBYIOThCS
JUISl PI3HUX acTEeKTIB aHai3y B3aeMoii [16].

— Jliarpama koomepaiiii moka3ye CTpyKTYpH1 B3a€EMO3B'SI3KH MK 00'€KTaMHU.

— JliarpaMa moc1iIOBHOCTI UTFOCTPY€E MOPSIOK B3a€EMOJI1H y yacl.

Komu moTpibHO  feramizyBaTH  3B'SI3KM MK ~ 00'€KTamMH,  JIOLLJIBHO
BUKOPUCTOBYBATH JiarpamMu Koonepatii. Jlyis aHamizy MNOpsAKY BHUKOHAHHS [1d
HaWKpale miaxoaiTh JiarpaMu MoCiJOBHOCTI.

1) Jiarpamu nocjigoBHocTi (Sequence Diagrams):

JliarpaMu  TIOCTIOBHOCTI JO3BOJISIOTH BIJIOOpPa3WTH JHHAMIYHI AaCIIEKTH
CHUCTEMH, 30KpeMa 4YaCOBUMU MOPSI0K OOMIHY MOBIIOMIICHHSIMU M1k 00'ekTamu. Bonu
UTIOCTPYIOTh  ClIeHapli, y SKUX OO'€KTHM B3a€MOMIIOTh, AaKUEHTYIOUM YyBary Ha
MTOCJTIIOBHOCTI JTiH.

Ha Biaminy Big aiarpam Koomeparlii, JiarpaMud MOCTIAOBHOCTI 3a0€3MeUyIOTh

TOYHE B1IOOpaXEHHS XPOHOJIOTIYHOTO MOPSAAKY B3aemojii. Hanmpukian, y rpi RTS
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MOXHa TPOJEMOHCTPYBATH, SIK TPaBellb CTBOPIOE BIWCHKOBY OJMHUIIO depes
iHTepdeiic, cucteMa 00pooiisie 1eil 3anut, a ctBopeHuid NPC nounHae BUKOHYBaTH
3aBJIaHHSL.

Oco6aMBOCTI iarpamMu MOCIIIOBHOCTI:

— BingoGpakae yacoBuii MOPSAAOK Mepeaadi MOBiJOMIICHb.

— Iligkpecmioe B3a€MO/Ii0 00'€KTIB MiJl 4ac BUKOHAHHS CLIEHAPIIO.

Karouosi erementn [17]:

— 00’ekTH, 1O OepyTh YyuyacTh Yy CIEHapii, MNPEeACTABICHI Yy BUIJISII
TOPU30HTATIBLHUX JIHINA KUTTS;

— TOBIJOMJICHHS, TIEpPEIaHi M 00’ €KTaMU, MPEACTaBICHI CTPUIKAMU;

— (Qokyc ymnpaBiiHHS, 110 MO3HAYAE MEPIOJI aKTUBHOCTI 00’ €KTa, KOJU BIH

BUKOHY€E TIEBHY JIIIO.

sd SequenceDiagram J
| paseus ’ Mpa ToNnoBHe MeHK | Mouatok rpu MeHto nayzu ’ n pu \ | 3aBaHTAMEHHA Buxig 3 rpu

: & r pasells 3asaufa~<ys§rpy ;

2 jﬂepexvayronoaue meuz»o

3:Mpu Har;\cxa‘réu. MOYaTKY rp#, «0!.1nwoev';cn CueHa pieHs

4 ruasieu TPU3YNHHSE irpoBitit n:uouec

5 - 36epexerHs acix Aar;nx irpogoro npouecy

i 6:Buxiny FED,’\DSHQ MEHIO

T | ‘ 5

7 Ba%amaxew OCTaHHB010 3Geo§xeuuﬂ it

e 8 ﬂuogosweuuﬁ;ruosoro npouecy

i) ’

9 : Tpaselb NPU3yNUHRE %rposuﬁ npouec

10 : 36epemeHHs BCiX p,a:m',\ Irposoro npouecy

; l 1

11 : Mpaseys an«.ouye 623neyHNA BUXig 3 rpu H R
: 'U

Pucynok 3.2 — Jliarpama nociiJoBHOCTI

[{s miarpama mokaszye MOCIIOBHICTh B3aEMOMAIN MDK PI3HUMU OO0’ €KTaMH Ta
KOMIIOHEHTAaMU CUCTEMH B MPOIeCl BUKOHAHHS KOHKPETHOro clieHapiro. Jliarpama
UTFOCTPYE, SK TpaBellb B3a€EMOJIE 3 €JIeMEHTaMH 1HTep(eiiCy, TaKUMHU SIK TOJIOBHE
MEHIO, pIBHI Tpu, 30epexeHHs Ta BHUXIA. Y HIA 300pakeHO MOCHIOBHICTb

HOBiI[OMJ'IeHL, sKa ICPCaAa€ETbCA MIK 06,€KTaMI/I, IMOYMHAKOYH 3 3aBAHTAKCHHA I'PU Ta
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Mepexoy J0 TOJ0BHOTO MeHI0. KokeH Kpok BigoOpaskae BaXIHMBY Ji0: HAIIPUKIIA],
00poOKka HATUCKAHHS KHONKU [JIi MOYATKy Ipu abo Mepexoay 10 MEHIO May3H.
BaxxnuBo 3a3HaunTH, 110 JlarpaMa MoKa3ye Kijbka YMOBHHX MIEPEXOIiB, SKi BEIYTh 110
pPI3HUX CIICHApIiB, MIJAKPECIIOYM BaXKIHUBICTh KOXHOI B3a€MOJIIi B KOHTEKCTI
3arajbHOTO MPOIECY.

2) Hiarpamu xoomnepanii (Collaboration Diagrams):

Jiarpamu Kkoomepailii JeMOHCTPYIOTb CTPYKTYpHI B3a€MO3B’SI3KH  MIXK
o0'ekTaMu cHUCTeMH, SIKI OepyTh ydacTh Yy BHUKOHAHHI CIUIBHOTO 3aBJaHHsS. BoHu
MOKa3yl0Th, SK O0'€KTH CIHIBOPAILIOIOTh, OOMIHIOIOYHCH TOBIJOMIICHHAMH IS
TOCSITHCHHSI TICBHOT METH.

[eit Tun giarpam A03BOJIsIE OMUCATH YacoBUM "3pi3" B3aeMoiil Mixk 00’ €KTamMu
JUIsL AOCATHEHHs O13Hec-1u1l cucteMu. Hampukiaza, y KOHTEKCTI KoM toTepHoi 3D-
rpu RTS na Unity, giarpama koormnepailii Moke BiI0OpaskaTu MpoIeC B3aEMOAIT Mixk
rpaBieM, NPC 1 cucteMoro ymnpaBiiHHA pecypcaMu, KOJIM IpaBellb BIJIJA€ Hakas
30upatu pecypcu abo OyyBaTH CTPYKTYpPH.

Karouosi esieMeHTH Aiarpamu koonepaii [17]:

—  eK3eMIUISIpH 00’ €KTIB, 110 OepyTh y4acTh y ClIeHapii (aKTOPiB 1 KJIACiB);

— 3B A3KM MK 00’ €KTaMH, 1110 BU3HAYAIOTH IXHIO acoIialliio;

—  TOBIJOMIJICHHS, SKUMH OOMIHIOIOTHCSI 00’ €KTH JIJIST BAKOHAHHS 3aBIaHHS.
sd CommunicarionDiagram

& : Mpogosmerks IrPIEoTo NROUECY

JasaHTameHHR

7 : B22aHTANEHHA OCTAHHLGID 36epeKaHHA

red

2 : Mepexia y ronoswe merio

lMonosue menw

Mewio nayzu
—

T s . )
5 Busiay ronoswe wewo 4 Tpaseus npusymusss irposul npouss 10 35epewerydh ncix aswns irposers npouesy

*"'m_

3 : MosaTok rpw —
\ T o

Mo4sarok rpu

‘ Er—— ‘

Pucynok 3.3 — Jliarpama koornepartii
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[{s miarpama 30CepemKyEThCS HA B3aEMO3B’S3KaX MK 00 €KTaMH CHCTEMH,
30KpeMa B KOHTEKCTI KOOMNEpaTUBHMUX Al y Tpi. BoHa pemoHCTpye, sK pi3HI
KOMITOHEHTH, TaKl K TOJIOBHE MEHIO, Tpa, 30epeKEeHHS 1 BUXIiJ, CITIBIPAIIOIOTH IS
BUKOHAHHS OCHOBHUX (yHKIM. KoxkeH 00’€KT mpeacTaBieHuil y BUIIISAL OJIOKY, a
CTPIIKM MK HUMH TOKa3ylOTh, SIK TEPEAarOThCs IMOBIJIOMIICHHS 1 3JIMCHIOETHCS
B3aemoxis. lle [o3Boisie Bi3yani3yBaTW 3arajbHy —apXIiTEKTypy Hporpamu,
JEMOHCTPYIOUH, fAKI €JIEMEHTH B3a€EMOIIOTH OJIMH 3 OJHUM Ta Ha SKOMY eTari
B110yBaroThCs NEBHI [ii. [{iarpama miKpecitoe KIYoBl POJbOBl (PYHKIIT OKpEMUX
€JIEMEHTIB CUCTEMH, BKa3yl0uu Ha iX 000B’A3KH, 110 JOMOMArae 3p03yMITH 3arajibHy

CTPYKTYPY 1 JIOTIKy pOOOTH TpH.
3.4 Jliarpamu cTaHiB Ta nepexoin

HMiarpamu crtaniB (state diagrams) € rpadiuaum 3acobom UML, skuit
BUKOPUCTOBYETBCS NIl MOJIETIOBAHHS MOBEIIHKM OO0 €KTIB 200 CHUCTEM MPOTATOM
iXHBOTO KHUTTEBOTO HUKTY. L1 AiarpaMu 1IFOCTPYIOTH MOCIIOBHICTh CTaHIB, y SKUX
MOXe IepedyBaTh 00’€KT, a TaKOXK MOJli, 110 COPUYMHAIOTH MEPEXOIU MiXK HHUMH.
BoHu € 0co0iMBO KOPUCHUMH ISl MOJICIIIOBAHHSI PEAKTHUBHUX 00 €KTIB, CTaH SKUX
3MIHIOETHCS 3aJIEKHO B1J] 30BHIIIHIX YA BHYTPIIIHIX BIUIKUBIB [16].

JiarpamMu cTaHiB JO3BOJISIIOTH PO3POOHMKAM BUBUUTU JIMHAMIUHI ACTIEKTH
CUCTEMHU, 3pO3YMITH, K ii KOMIIOHEHTH PEaryloTh Ha MEBHI MO/Ii, 1 CTBOPUTH YITKUN
OMKC TOBEIIHKOBOI Mojeni. BOHM BHUKOPUCTOBYIOTHCA JUIS aHaJi3y MOBEHIHKU
00’€KTIB, CIIeHapiiB BHUKOPUCTaHHS, omnepaiiii abo (QyHKIIOHAIbHUX €JIEMEHTIB

CHUCTEMU.
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Click "Unit" FOuir

Click "Building” Byaizna

Mouatok ado Click "Fight” Butea Final state

Click "Save' IGepeneHna

Ckick "Settings” Hanawryeauua

Pucynok 3.4 — Jliarpama cTaHiB J1s BCi€i rpu

[{s miarpama I€MOHCTpPYE€ pi3HI CTaHH, B AKMX MOXKE MepedyBaTh Ipa, a TaK0XK
nepexoau MDK LMMU cTaHaMd. BoHna 3abe3nedye 4iTKe pPO3YMIHHS TOTO, IO
B1IOYBA€ThCSA y T'pl HA PI3HUX €Tanax, TaKUX K MOYaTKOBUW €KpaH, aKTHBHA Ipa,
nay3a, 3aKiH4e€HHs Tpu To0. KoXkKeH cTaH npeacTaBiIeHUul y BUTIISAI1 OJIOKY, a CTPUIKU
BKa3yIOTh Ha MOXJIMBI TIEPEXOH, BUKIMKAHI IsIMH KOPHCTyBada ab0 BHYTPIITHIMU
YMOBaMH TPH.

OCHOBHI KOMIIOHEHTH JliarpaM CTaHiB Ta niepexoi [17]

1. Cran (State): Cran BigoOpakae IIeBHY CUTYaIIi0, Y sKii iepeOyBae 00’ €XT
YOPOJOBX JESKOro dYacy. BiH BU3HadaeTbcs MisIMU, sIKI BHUKOHY€E 00’€KT, abo
OUIKYBaHHSM Ha TIOJIIIO.

2. Hoaia (Event): Iloxis € omucoM BaXXIMBOI 3MIHM Yd [Iii, IO 1HIIIIOE
nepexig 00’ekTa 3 0OJIHOTO CTaHy 10 1HIoro. Lle Moxxe OyTH B3aeMO/Iisi KOPUCTyBaya,
3MiHa MapaMeTpiB cepeoBHIa a00 CUTHAJ BiJ] IHIIOTO KOMIIOHEHTA.

3. IHepexia (Transition): Ilepexin Bu3Hauae 3B’SI30K MiX cTaHamu. Bin
MoKa3ye, sIK 00’€KT MEePeXOJUTh BiJ MOYATKOBOIO JO IIIHOBOTO CTaHy BHACIIJIOK

MEBHOI MOJi1, SIKIII0O BUKOHYIOThCS 33/1aHl YMOBH.
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4. Jlis (Action): [lis mpencTaBisic HEBEIMKE OOYMCICHHS UM OMEparlito, sKa
BUKOHYETKCS 111 yac nepexony. Hanpukman, e Moxe OyTu 3MiHa aTpuOyTiB 00’ €KTa
abo mepemayda moBiJOMIICHHS.

5. JisabHicTs (Activity): [isapHICTE ONKCY€E AOBTOTPUBATY OTEPAIIifO, SKa
B1IOYBa€ThCS, JOKM OO’E€KT 3aJUIIAEThCI B IEBHOMY cTaHi. lle MOXyTh OyTH
00YHCITIOBAJIbHI MPoIlecH ad0 B3a€MOJIIT 3 IHIIMMHU KOMIIOHEHTaMH.

6. IMTouarkoBwuii Ta kinueBmii cranu (Initial and Final States): [TouarkoBuii
CTaH BU3HAYAE TOUKY, 3 SIKOT CTAPTYy€E KUTTEBUU UK 00’ €KTA, TOA1 SIK KIHIICBUH CTaH

II03HAYa€ Moro 3aBCPIICHHA.

Initial state

HatueHyTh Ha
poBodoro

I O6patu
l Bygiento

Has resources

HepgocTaTtHbo .
pecypeie Pecypeie
BOCTaTHEO
Mobygyeatu
Bygiento

BignpaewuTth goByeatn
pecypcu

Final state

Pucynox 3.5 — Jliarpama ctaHiB aJis Oy/1iIBHUIITBA

VY it giarpami IeTaabHO ONMMCAHO CTAaHHW Ta MEPEXO0JH, OB’ sI3aH1 3 IPOIIECOM
OyniBaunTBa B Tpi. Jliarpama moka3sye, siki Jii MOBHHEH BUKOHATH TpaBellb, 1100
3M1MCHUTH OYIIBHUILITBO, TOYUHAIOYH BiJl BUOOpY OyIiBIII A0 3aBEpUICHHS 11 3BECHHS.

Bona neMoHCTpye JIOTiKy, 3a SKOIO TpaBellb MOXE CIIOYaTKy OOpaTH pPOJIbOBOTO
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NepcoHaXka, a MOTIM 1HILIIOBATH Mpoliec OYIIBHUIITBA, MICJIA YOTO CUCTEMA MEePEBIPsIE
HasBHICTh HEOOX1THUX pecypciB. SKIO pecypciB HE BUCTaYa€e, rpa JI03BOJISIE TPABIICBI
MOBEPHYTHCS 10 PECYPCOOTPUMYIOUHX /it a0o ckacyBaTu OyAiBHUIITBO. L[ giarpama
€ BOXJIMBUM €JIEMEHTOM, OCKUJIbKM BOHA JONOMarae TOYHO BU3HAYUTH, SIKI YMOBHU Ta

Jii MarOTh MiCIle Y paMKax OyJ1IBEILHOTO MPOIIECY.
3.5 Jliarpama gisisibHoCTI

Hiarpama aisibHOCTI (Activity Diagram) — e 1HCTpyMEHT MOJIETIOBaHHS B
UML, sikuit 103BOJIsIE€ BiAOOpA3UTH aITOPUTMIYHY MOBEIIHKY cucTeMU. BoHa mokasye
IOCJTIIOBHICTh BUKOHAHHS JIIM Ta iXHI B3a€MO3B’s3ku. Ha BUTIISIT Jiarpama cxoska Ha
0JIOK-CXEMHU, OJIHAK ii (PYHKI[IOHAJIBHICTH IIMPIIA — BOHA JAa€ 3MOT'Y MOJEIIIOBATH K
MIOCJIIJTOBHI, TaK 1 MapaelibHi IPOoIeCH, BKIIOYHO 3 IXHbOIO CHHXpOHI3ali€t0. Jliarpama
OMKCYE€ MOTIK BUKOHAHHSA 1M, SIKI MOKYTh OyTH MOCIIJJOBHUMH, AIbTEPHATUBHUMH YU
napajeiabHUMHM, 1 IEMOHCTPYE, SIK CUCTEMa YM 1i KOMIIOHEHTH 3MIHIOIOTH CTaH IiJl
BILTMBOM moiii [16].

Ieit Tun giarpaM epeKTUBHUM JJIsI MOJACITIOBaHHS 013HEC-TIPOIICCIB, TTOBEIIHKH
MIPOrpaMHUX KOMIIOHEHTIB 1 CKJIAJHUX OIepaliii y mporpaMHUX cucreMax. Bonu
JETaNI3yI0Th AITOPUTMH, LITIOCTPYIOUH, SIK JTaH1 IEPEMINTYIOThCS MIXK €Tanamu, siki Jii
BUKOHYIOTHCS, 1 SIK 31MCHIOIOTHCSl TIEPEXOIU. 3aBMSIKU YHIBEPCAIBHOCTI, JlarpaMu
JUSTTBHOCT1 3aCTOCOBYIOTHCA Y MPOEKTYBaHHI MPOIECIB — Bij O13HEC-MOENe 10

CKIIAAHUX IIPOT'PaMHHX CUCTCM.
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rpaeelb

MNokpaweHHA

3aKkpuTTA

falze

NocTaTHeo
pecypcie

YeniwHe
MoKpaWeHHRA

Kineyb

Pucynox 3.6 — Jliarpama misuTbHOCTI TIOKpAIIEHHS

[ls miarpama omucye mpoiec MOKpameHHS B KOHTEKCTI TPH, 30CEPEIKYI0UH
yBary Ha JlisIX TPaBld Ta PIIIEHHAX, K1 MPUUMAOThCA Ha KOKHOMY etari. J[iarpama
nounHaeTbest 31 crapty Ali "[lokpaineHHs", 3a AKUM CIiye MepeBIpKa HASBHOCTI
JIOCTaTHIX pecypciB. SIKII0 pecypcH HasiBHI, B1I0YBAETHCS YCIIIIHE TOKPAIEHHS, 1 Tpa
NEePEeXOIUTh O OCHOBHOTO €Tally 3aBEpIICHHA Ii€i aii. Y BUMAIKY, SKIIO PEecypciB
HE/IOCTaTHhO, TPaBElb MOXE 3aKpUTH BIKHO TIOKPAIICHHS, [0 MPHU3BOIUTH [0
3aBepuieHHs Aiil. Llg niarpama nqoOpe UTIOCTpPYE JIOTIKY YMOB, IIMKIIIB Ta B3a€EMOIN y
MpoIIeCi MOKPAIEHHs, B1I0OpaXKarouu, K PIIICHHS TPpaBIlsd BIUIMBAIOTh HA XiJ TPH 1
Pe3yIbTaTUBHICTb.

OCHOBHI KOMIIOHEHTH JiarpaMu disutbHOCTI [17]

1. His (Action): [lis € 6a30Boro ormeparii€ro, sSIKy BUKOHY€ CHUCTEMa YH ii

KOMIIOHEHTU. BOHA MOYMHA€ETHCS MiC/IA OTPUMaHHS HEOOX1THUX JaHUX a0o moii Ta
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3aBEPIIYETHCS, KOJM PE3yJIbTaT MEPEeNacThCsd HAa HACTymHMM ertan. Ha miarpami mis
MMO3HAYAETHCS IPSIMOKYTHUKOM 13 3aKPYTIICHUMHU KyTaMHU.

2. MHepexia (Transition): Iepexin BimoOpaskae 3B’ I30K MiXk JisIMH 9H THITAMH
eJleMeHTaMu JiarpamMu. BiH mo3Haya€e MOMEHT, KOJIM BUKOHAHHS MEPEXOJUTH BiJl
OJItHI€T ii 10 1HIIOT, 1 300paXKy€THCS Y BUTIISAII CTPUIKH.

3. INouarkoBuii i kinueBuii cranu (Initial and Final States): [TouaTkoBuii
CTaH € TOYKOIO, 3 SIKOi MOYMHAETHCS MPOIEC, TO/1 K KIHIEBUM CTaH MO3HAYa€e Moro
3aBepiieHHA. [loyaTkoBUl cTaH 300paXky€ThCsl 3alIOBHEHUM KPY>KKOM, a KIHLIEBUI —
MOJABIMHUM KUJIBIIEM 13 3aIIOBHCHHUM IIEHTPOM.

4. Posranyxenns (Decision): PosramyxeHHst Moaentoe BUOIp MK KIJIbKOMa
HUISIXaMU 3aJIEKHO B1J] IEBHUX YMOB. BOHO MO3HaYa€eThCs poMOOM, 13 SIKOTO BUXOSTh
KUJIbKa CTPUIOK 13 3a3HaYE€HUMHU YMOBaMHU.

5. Iapanenbne BukoHaHHs (Fork and Join): Jlns wmoxaentoBaHHs
OJIHOYACHOTO BUKOHAHHS KUIBKOX i Ta 1XHHOI CHMHXPOHI3allli BUKOPUCTOBYIOTHCS
rOpU30HTaIbHI cMyTH. Fork — 11e po3rainyxeHHs, 3 IKOr0 BUXOJUTh KiJIbKa CTPLIOK,
a Join — 00’ eqHaHHA, B IKE BOHU CXOIATHCS.

6. dopixku (Swimlanes): Lleil eneMeHT BUKOPUCTOBYEThCS ISl TOMLTY i
MK CyO’€KTaMHu, TaKUMHU SIK KOPHUCTyBaul, cucTeMH abo wmoxayii. Jlopixkku
MO3HAYAIOTHCA BEPTUKAIBHUMU JIHISIMHU, SKI CTBOPIOIOTH CTPYKTYPY, CXOXY Ha
MJ1aBajbH1 JOPIKKU.

Buxopucranus xiarpaMu JisiJIbHOCTI B Oi3Hec-npouecax

JliarpamMu  AisUTBHOCTI YacTO 3aCTOCOBYIOTBCSI ISl MOJIENIOBaHHS Oi3Hec-
MPOIIECIB, JOMOMAraroud OIMUCATH TMOCIIIOBHICTh Mid, 10 BUKOHYIOThCS PI3HUMU
cy0’ekTamMu 4u BiJIUIaMHu opradizaiiii. BoHn Hao4HO BimoOpa)aroTh, K 3aBIaHHS
MOB’s13aH1 MK COOOI0, SIKI YMOBH BILUIMBAIOTh HA KOXKEH €Tal 1 SIKl pecypcH 4 poJi
3aJTy4eHl 10 BAKOHAHHS.

VY Gi3HEC-KOHTEKCTI 0COOIUBO KOPUCHUMH € €JIEMEHTH, TaKi SIK JTOPIKKH, 10
JT03BOJISIIOTH YITKO BUSHAYMTH BIJMOBIJATBHICT 32 BUKOHAHHS TIeBHUX i, [{e poOuth

aiarpaMu  JiSUTbHOCTI €(EeKTUBHHUM I1HCTPYMEHTOM Ui aHajidy, ONTHMI3alii Ta
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aBTOMAaTH3allli O13HEC-MPOIIECiB, a TAKOX JJIs MOJIIIIEHHS KOOPAUHAIT MIXK PI3HUMHU

HiApO3aiIaMH OpraHi3aliii.

AHaNITHE Hepigsng Teiim Ouaaitvep eiiM pO3POBHIK TecTyEansHIEM MeHemg=epn

PozpoGka Bumor
Ta KOHLENWUii rpu

N

[ Pozpo6ka J Pospo6ka
IMZAMHY TP MEXAHIKM rpK

TecTyEaHHA

My&nikavuia rpm

Pucynok 3.7 — JliarpaMa mistibHOCTI AJis1 BiOOpaskeHHs O13HEC-TIPOIIECiB

[{s1 miarpama UTIOCTpy€E O13HEC-TIPOIIECH B paMKaxX pO3pOOKU T'pH, OMHUCYHOUYH
eTary, yepe3 sKl MPOXOJATh OCHOBHI aKTHBHOCTI Ta PIIICHHS, IO BIUIMBAIOTh Ha
npoekT. BoHa akiieHTye Ha JaHIIOTY [I1id, 10 OEpPYTh Y4acTh y po3poOili, TOUNHAIOUN
BIJl aHaJi3y BUMOr J0 myOJikauii rpu. KoxkeH eran npeacraBineHuil y BUrIIsiil OJIOKY,
a CTPUIKM BiIOOpaKalOTh TOPSJIOK BUKOHAHHA nii. Hampukimanm, mniarpama moxe
MOKAa3yBaTH, SIK Ha eTarl po3poOKu Ipu GOPMYETHCS KOHLEIILIS, SKa MOTIM BILIUBAE
Ha TOAAJbINl [ii, Taki SK TecTyBaHHS Ta myOxikamis. Llg miarpama € I1iHHUM
1HCTPYMEHTOM, OCKUJIbKH BOHA JI03BOJISIE SICHO MOOAYUTH BC1 €Tany pO3pOOKH, 3BOASTUH

iX y 3p03yMuTy i€papXxito.
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3.6 Po3pobka giarpamM KOMIIOHEHTIB Ta PO3rOpTaHHA

Hiarpamn komnonentiB (Component Diagram) 1 agiarpamMu po3ropTaHHs
(Deployment Diagram) € kimtodoBumu iHcTpyMeHTamu UML, siki BUKOPUCTOBYIOTHCS
i BigoOpaxkeHHS (DI3UYHOT CTPYKTypHU MPOTpPaMHOi cuUcTeMH. BOHU 103BOJISAIOTH
HAOYHO MPEACTABUTH apXITEKTYPY, BIIOOPA3UTH KOMIIOHEHTH Ta IXHi 3B’ SI3KH, a TAKOXK
nokazatu (izuuHe cepenoBuine, y sAkomy GyHKIIOHYe cuctema. Lli miarpamwu
COPUSAIOTH KpalloMy PO3YMIHHIO Opraizaimii mporpaMHOro 3a0e3ledyeHHs, oro
B3a€MO/II1 3 IHIIIMMHU CUCTEMaMHU 1 CEpEIOBHUIIIEM BUKOHAHHS [16].

Jiarpama KOMIIOHEHTIB

Lle#ti Tun piarpaMm ciayrye JUisli MOJCNIOBAaHHS CTaTMYHOI CTPYKTYpH
MPOrpamMHOro 3a0e3Me4eHHs], IPEACTABISI0YN OCHOBHI MPOrpamMHi MOJYJII CUCTEMH.
Bona moka3sye 3aeKHOCTI MiX KOMIIOHEHTaMu, O0i10jioTekamu, iHTepdericaMu Ta
IHIIMMU €JIEMEHTaMHU, K1 OEpyTh y4acTh y po3po0lll Ta BAKOHAHHI CUCTEMHU.

JliarpamMa KOMIIOHEHTIB KOPUCHA ISl IPOEKTYBAHHS MOJYJIBHOI apXiTEKTYpH,
OCKIIBKM BOHA JIa€ 3MOTY BHUSBISTH MOXIMBOCTI TOBTOPHOTO BUKOPUCTAHHS
KOMITOHEHTIB, ONTHUMI3yBaTH CTPYKTYpPY KOJy W aHaNli3yBaTH KIIFOUOB1 3B’SI3KM MIXK
MOTyJISIMH.

OCHOBHI €JIEMEHTH JiarpaMu KOMITOHEHTIB [17]:

1. Komnonent (Component): Ile moriuHa 4yacTMHa CHCTEMH, HaIPUKIA,
MOIyJIh 200 61610TeKa. 300paKy€eTHCS TPIMOKYTHUKOM 13 Ha3BOIO.

2. Inmrepdeiic (Interface): Iutepdeiic Bu3HaUae HaOIp MOCIYT, SIKI KOMIIOHEHT
MOK€ HaJaBaTh ab0 OTpUMYBATH. 300paXKy€ThCS y BUTIISII KOJA, MIJKIIOUYEHOTO 10
KOMIIOHEHTA.

3. 3B’s30k (Dependency): 3B’s3ku  BiIOOpa)karoTh 3aJEKHOCTI  MIK
KOMITOHEHTaMu a00 MK KOMIIOHEHTaMH Ta iHTepdericamu, MoKa3ylouH, sSKi MOyl

BUKOPHUCTOBYIOTh MOCITYTH 1HILIUX.
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Physics

Data Management

roje "
e +Save Load System
T i B Fii G s i ) 1 By +Texture Loader
.

Gameplay Systems {assatendeare ="

+Combat Syst
+Building System

User interface

+HUD Manager
+Minimap
+Action Panels

¥

Game Logic

Rendering Audio

+Unit Controller
+Economy System
+Al Controfier

+Ambient Sounds

+Events Sounds

+Terrain Renderer
+Unit Renderer
+Animations

Pucynok 3.8 — Jliarpama KOMITOHEHTIB

Y 1w giarpaMmi MpejCTaBICHO OCHOBHI KOMIIOHEHTH CHCTEMH TpU 1 iX
B3a€MO3B’sI3KM. BoHa Jneramizye apXiTeKTypy Nporpamu, 30KpeMa KIIFOYOBi
MIJCUCTEMH, TakKl AK rpadika, JOrika rpv, CHCTEMA YIIPaBIIHHSA JaHUMU Ta iHTEepQeic
kopuctyBada. Koxken 6510k onucye (QyHKIIT BiIMOBITHOTO KOMIIOHEHTA, HAIIPUKJIIA],
CHUCTEeMa PEHJICPUHTY BIAMOBIJAE 32 BiOOpakeHHs IpadlyHUX €JIEMEHTIB, B TOM Yac
AK CHCTeMa ayAlo yHpaBiisie 3BYKOBUMHU edekramu. CTpUIKM MK KOMIIOHEHTaMHu
MOKa3yI0Th, SIK IHPOPMAIIliS MEPEMIIYETHCS TPUBUMIPHUM CBITOM 1 SIK OKpEeMi MOIYJIi
B3a€EMOJIIIOTh MK CO0O00, IO JONOMAara€ BHSBUTH 3B ’SI3KH Ta 3aJe)KHOCTI. Lla
JiarpaMa € BaXKJIMBUM €JIEMEHTOM ISl BU3HAYEHHS apXITEKTYpPHHUX PIIlIeHb, SKi
JO3BOJISIIOTH  3a0€3MeYuTH  e()EeKTUBHICTh BUKOPUCTaHHS PECYpCIB 1 3pYUHICTH
MOJABIIOI PO3POOKH.

Jiarpama po3ropranHs

Ile#i Tunm pgiarpaM BUKOPUCTOBYETHCS I  MOJENIOBaHHS  (DI3UYHOIO
CepenoBUIlla BUKOHAHHS cHUCTeMU. BoHa mokasye By3nu (amapaTHi ab0 MepexeBi
pecypcu), Ha SIKUX PO3MIIIYIOThCSI KOMIIOHEHTH, 1 3B’ SI3KM MK IIUMH BYy3J1aMHU.

Jliarpama po3ropTaHHs [I03BOJISIE 3pO3YyMITH, SK TPOTPaMHI MOy

pOBHOI{iJ’IHIOTBCSI MIK allapaTHUMHA CIICMCHTAMHA u MCPCIKCBUMH KOMIIOHCHTAMMU.
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OCHOBHI eIeMeHTH AiarpaMu po3ropranas [17]:

1. By3zoa (Node): lle ¢izuynmii nmpuctpii abo amapaTHUH KOMIIOHEHT,
HAIPUKIIAJ, cepBep abo KIEHTCHKHUI KOMIT IOTEP, Ha SKOMY PO3MIILYIOTHCS €IEMEHTH
cucTeMH. 300paxy€eThCsl y BUTIISIII TPUBUMIPHOTO MPSIMOKYTHHKA.

2. Apredakr (Artifact): Dizuunuii  ¢aiin abo pecypc, HampuKIai,
BUKOHYBaHUI (aiiin yu 616710TeKka, IKU pO3TalIoBYeThCsl HA By3Mi. [lo3HadaeTbes
HPSMOKYTHUKOM 13 Ha3BOIO BCEPEIHHI.

3. 3B’s30k (Association): Jlinii, siKi 3’ €IHYIOTh BY31H, BiT0OpakatoTh 0OMIH

aHUMH 200 B3aEMO/III0 MK HUMH.

Device Client Game Engine

) I O

PC Game Unity

Pucynox 3.9 — Jliarpama po3ropranHs

[{s giarpaMa mokasye apXiTEKTypy IpH Ha pIBHI pO3rOpTaHHs, BIIOOpaxaroyu
KOMIIOHEHTH CHUCTEMHM Ta iX B3a€MO3B’A3KU. BoHa BKIIOYa€ TPU OCHOBHI €JIEMEHTH:
Device (ITpuctpiit), Client (Knient), 1 Game Engine (IrpoBuit npuxok). Ha giarpami
BUJTHO, 1110 TipucTpid (Hanpukias, [1K) miakimrodaeTbest 10 KII€HTA, SKUW BIAOBIAA€E
3a camy rpy. KiieHt, y cBowo uyepry, B3aemojie 3 irpoBuMm aBuxkoMm Unity,
3a0e3neuyroun BiITBOpeHHS Tpadiku, Ppi3uku Ta Joriku rpu. Lsg miarpama BaxiuBa,
OCKIJTbKM BOHA 1TIOCTPYE, SIK KOMIIOHEHTH CHCTEMH PO3IOAUICHI Ha PI3HUX PIBHIX

apXITEKTypHU.

BucHoBkm 10 po3ainy 3

Tperiii po3nin poOOTH NPUCBIYEHUH MOJEIIOBAHHIO Ta MPOEKTYBAHHIO
IrpOBOTO 3aCTOCYHKY. Y MeXax LbOro po3iiay OyJ0 BUKOHAHO JEKIJIbKa KIIFOUOBHX

eramiB. HanmucanHs usecase, 1o BKJIIOYAIO B ceOe JieTallbHE OIMMCAHHS CIICHApiiB
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BUKOPHUCTAHHA, IO JO3BOJISE Kpalle 3po3yMiTH (YyHKIIOHAJTBHI MOKJIMBOCTI Ta
B3a€MOJIII0 KOPUCTyBaya 3 Iporo.

Hactynuum eramom Oyno ctBopenHsi UML-giarpam. CTBOpeHHs aiarpamu
BapiaHTIB BHMKOPHUCTaHHSA JOMOMOTJIO BI3yalli3yBaTU OCHOBHI B3a€EMOJII  MiX
KOpPHCTyBa4aMH Ta CHCTEMOIO, iAeHTH(dikyroun kimtouoBi ¢yHkii rpu. [loOymoa
Jiarpam B3aeMojii (TOCIIIOBHOCTI Ta KOOTepallii) IeMOHCTPYE MOPSIOK B3aEMOIIT
MDK PI3HHAMH €JIEeMEHTaMH CHCTEMHU IIiJ] 9ac BUKOHAHHS TEBHUX (QYHKIH, IO
JI03BOJISIE YITKO 3pO3YyMITH TIpOliecH, siKi BigOyBaroThcs y rpi. [iarpamu craHiB Ta
NEPEXO/IiB MOKa3yITh MOXKIIUBI CTAHU TPU Ta MEPEXO0JIA MI’K HUMH, 1110 BaXKJIUBO IS
3a0€3Me4eHHs JIOT1YHOI MOCIIIOBHOCTI 1IrpoBUX moAid. Jliarpama AisIbHOCTI ONUCYE
IIPOLIECH, SIKI BIZIOYBAIOTHCS B MEXAaX I'PH, 3 aKIIEHTOM Ha JI1i KOpUCTyBaya Ta CUCTEMH,
3a0e3neuyroun JIeTaii3alilo KOXHOro Kpoky. Po3poOka giarpaM KOMIIOHEHTIB Ta
PO3TOpTaHHs MOKa3y€e CTPYKTYypHI KOMIIOHEHTH CHCTEMH Ta iX B3a€MOJIIO, a TAaKOX
HOPSAZOK PO3TOPTAHHS CUCTEMH.

3arajioM, TpeTid pO3ILT Hajga€ LUIICHUM OIS MPOILECIB MOJICTIOBAHHS Ta
IPOEKTYBAHHS ITPOBOTO 3aCTOCYHKY. 3aBJSKM BUKOHAHUM JlarpaMaM Ta iX aHalizy,
BJIAJI0CS CTBOPUTH 0a30BY CTPYKTYpPY TPH, IO BKIIOYAE OCHOBHI (YHKIIIT, B3aEMO/IIi
Ta apXiTeKTypHI KOMIOHEHTH. lle cTBOproe MimHMI (yHAAMEHT ISl MOAANBIIOL
po3poOKK Tpu, 3abe3nedyrour ii (QPYHKIIOHAIBHICTH Ta BIAMOBIIHICTH BHUMOTaM

KOPHCTYBaYiB.
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4 TIPOI'PAMHA PEAJII3BALIA ITPOBOI'O 3ACTOCYHKY
4.1 CTBopeHHs AU3aiiHy irpOBOr0 3aCTOCYHKY

KopucryBanpkuii intepdeiic (Ul) y rpi mae BupimaibHe 3HAYCHHS, OCKIIbKU
caMme BiH BH3HA4ae CIoci0, y KUl rpaBlil B3aeEMOII0Th 3 Tpoto. [JoOpe npoaymanuii
JU3aiiH MOXE CYTTEBO TMOKPAIIUTH JIOCBI TpH, 3a0e3ledyroud 3pydyHICTh Ta
IHTYITUBHICTb.

B irpoBoMy 3acTOCYHKY € KJIIOYOBI €JIeMEHTH iHTepdeiicy, Taki sIK TOJOBHE
MEHIO, MCHIO HAJIAIITyBaHHS, MCHIO Tay3H, MEHIO TTOKYIIOK, MEHIO allrPEeH IiB Ta 1HIIII.
Jl7iss CTBOpPEHHSI ITUX €JIEMEHTIB OyiM BUKOpUCTaH1 cTaHAapTHi iHCTpyMmeHTH Unity,
30KpeMa koMoHeHTH Canvas, 1110 BKI0YaloTh KHOMKH, TEKCTOBI MOJIs, ITAHEI Ta 1HII
CIIEMEHTH.

Ju3aiiH KOpUCTYBalbKOTO 1HTEp(eENCcy BiAIrpae BaXKIUBY POJb HE TUIBKU Yy
3a0e3nedeHH] B3a€EMOJIIT TpaBIs 3 TPOIO, ajie 1 Y CTBOPECHHI MO3UTHBHUX €MOIIIA BiJ
reiimMiuiero. ['pamoTHO cripoexToBanHui iHTEpdeEiic popMmye rapMoHiiiHe Ta MprUBaOINBE
CEpelIOBHUIIE, 1€ TPABIll MOXKYTh JIETKO OPIEHTYBATHUCS 1 HACOJIOIXKYBATUCS MPOIIECOM

rpu. [le Takox cripusie MiIBUILICHHIO 3aTy4€HOCTI IpaBIliB Ta iX 3a70B0JIeHOCTI [18].

m—

Welcome

-

Start Game

Continue Game

Settings

Pucynok 4.1 — I'onoBHE MEHIO
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Ha puc. 4.1, noka3aHo rojiioBHE MEHIO, SIK€ BKJIIOYA€ YOTUPHU OCHOBHI KHOTIKH:
Start Game, Continue Game, Settings Ta EXit. [To HaTucHeHHIO Ha KHOTIKY Start Game
rpaBellb pPO3MOYHE HOBY TPy, BIAKPHETHCA CIIEHA 3 KapTOIO I'pU /€ 1 BiAOYBAIOTHCS

OCHOBHI J1i IpH.

Pucynok 4.2 — Intepdeiic y rpi

[To matucuennio Ha Continue Game BiIKpUBA€THCS MEHIO 30€peKeHb, e
B1100pakatoThesl 30€peKeHH1 Cecii 1rop, SKILO I'paBelb pOOUB 30€pekKEHHs, 1 MOXKE
MPOJOBXKUTU 00paHy cecito. Takoxk € KHomKa Settings, MO0 HAaTUCKAaHHIO Ha SKY,
BiJIKpUBAETHCSI MEHIO HAJIAIITYBaHb, J€ TPaBellb MOXKE HAJIAIITyBaTH TaKi mapamMeTpH,
SK TY4HICTb MY3UKH Ta 3BYKIB, 3MIHUTH PO3/UIbHY 3JaTHICTh €KpaHy Ta BBIMKHYTH
a00 BUMKHYTHU MMOBHOECKPAaHHUHN pekuUM. Ta OCTaHHS KHOIIKA 11€ OBHUN BUXI1J 13 TPH.
Merta rpaBisl 3HUIIUTH BC1 MOOYAOBH Ta IOHITIB MPOTUBHUKA, SKIIO 11€ BAAETHCA TO
TpaBeIlb MEPEMIT, aJie € II1e CIIeHaPii MOoPa3Ku KO MPOTUBHUK 3HUIIYE BC1 MOOYI0BU
IOHITIB TPaBIls, MICIs YOTO IpaBellb MOXKE PO3MOYATH HOBY TPy ab0 3aBaHTAKUTH

30€pEeKEeHHS, SKIIO TaKl ICHYIOTh.
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\ e savssiw)

Load Delete

Pucynok 4.3 — MeHnro 30epexeHb

—]

ey

\_ Settings
Resolution
Fullscreen [}

PucyHnox 4.4 — MeH1o HanamTyBaHb

SIk BXKe 3a3HAYCHO, pO3pOOKa 3pYyYHOTO Ta MPHUBAOIMBOTO KOPUCTYBAIBKOTO
inTepdeiicy (Ul) € KpuTHYIHO BaXKJIMBOIO JUTs 3a0€3MEUEHHS TOCTYTHOCTI i 3pYYHOCTI
Bukopucrtanus. [1{o6 yrpumaTu iHTEpec TpaBIliB, HEOOXIHO 1HTErPYyBaTU €IEMEHTH,
0 TOKPAIIYTh SKICTh iXHBOTO JOCBiAY, TOJIETHIYIOTh JOCTYII JO KOHTEHTY Ta
CIPUSIOTH 3py4HiIIii B3aeMoii 3 rporo [18].

B pesynbrari Maemo Takuil CrieHapiil: rpaBellb MOYMHAE TPy 3 MIHIMAJIHLHOIO

KUIBKICTIO PECYpCIB, 32 IKUX MO>KHA KYITUTH IIPALlIBHUKIB 1 MOYaTH 100YBaTH PECYPCH,
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11l PECYpCH TpaBeIlb MOKE BUKOPHUCTATH Y BIIMOBITHOCTI 10 CBOET CTPATETIi, 11e MOXKE
OyTH yKpimieHHs 0a3u, MOKYIKY YM MOKPAIISHHS MPalliBHUKIB YU 0JIpa3y CTBOPIOBATU

BOTHIB JIs TOTO 1100 MIBUAKO 3HECTH 0a3y MPOTUBHUKA ITOKU BOHA HE YKpIMJICHa.
4.2 Ilporpamua peadi3zanisi Ul-e1eMeHTIB 10 3aCTOCYHKY

[Iporpamua peamizamis Ul-eneMeHTIB 10 3aCTOCYHKY IOJIATa€ B CTBOPEHHI
JIOTIKH, IO KEepye B3aEMOIIEI0 MK KOPHCTyBaueM Ta rporo depes iHtepdeiic. Ile
OXOIUTIOE PI3HI ACMEKTH, Taki K 0O0poOKa BBEJECHHS KOPUCTYyBaya, BiJIOOpaKeHHS
rpadiyHUX KOMIIOHEHTIB 1 peaKilisi Ha MOJii.

3a3Buyail mporpamua peanizaiisi Ul-en1eMeHTIB BKIIlOUYa€ CTBOPEHHSI 00’ €KTIB,
10 TIPEJICTABIIAIOTH rpadidHi €TIEMEHTH, TaKi K KHOTIKH, TEKCTOBI MOJIs, TaHe TOIIO.
{1 00’eKTH HaNAITOBYIOTHCS 3 BIANOBIAHUMHU MHapaMeTpaMu, TaKUMH SIK pPO3MIp,
MTOJIOKEHHS, KOip, mpudT 1 T. A. JlogaTKOBO, 0 IUX €JIEMEHTIB MOXKYTh OyTH J0/1aHi
pI3HI KOMIOHEHTH Ta (DYHKIIII, 10 BU3HAYAIOTh iX MOBEIIHKY, TaKl K pEakiis Ha
KJIIKH, aHIMallli, nepexia a0 iHmux intepdericiB Tomo. Bei Ul-enemenT Ha cueHi y
Unity po3ramoByroThcs Ha Ha Canvas (mosotHi). Canvas — 1ie crieniaibHui 00’ €KT,
AKUM Cclyrye sK OaTbKIBCBKMH I BCIX TIpadiuHUX e€JIeMEHTIB 1HTepdeicy

KopuctyBaya B cieri Unity [18].

[®] v Canvas

Render Mode Screen Space - Overlay

0
Display 1
Channels TexCoord1

r Always In Gan v

[W v Canvas Scaler

Ul Scale Mode Scale With Screen Size

X 1920 Y 1080
Match Width Or Height
® 0

Width Height

Reference Pixels Per Unit 100

I v Graphic Raycaster

Graphics v
None

Everything

Pucynok 4.5 — Komnonent Canvas s Ul-enemenTiB
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Jlis mporpamHoi peaiizalii irpoBoro MeHio 0yJio po3po0J€HO Taki CKPUITH:
SettingsManager — st GyHKIIOHYBaHHS HAJIAIITYBaHHSIMH Y TOJIOBHOMY MEHIO Ta Y
camiil Ipi, TaKOXK CIYTye MEHEDKEPOM MaiiKe BCIX KHOIMOK B iHTepdeiici, ToOTO
BBIMKHEHHSI Ta BAMKHEHHsI OTPIOHOT MMaHes1, To4YaToK ado 3aBaHTaKEHHS I'PU, MEHIO

HaJaITyBaHb Ta 30€PEKECHHS JaHUX IPH 1X 3MIHI.

£ Assembly-CSharp

0

exitGame])
BackTaMenu()
startNewGane ()
savezame])
SavesPanalon()
SavesPaneLOFF()
GamePausePanelon()
GamePausePanslOF+F()
SettingsPaneloni()
settingsPaneLOF+ (]
soundOnButton()
soundOffButton()
musicOnButton()
musicOFFButton()

SetMusicVolume(

SaveDatal)

LoadDatal)

ApplySettings()

SetFullscreen( isFullscreen)
SetupResolutions()

SetResolution( resolutionIndex)
SaveResolutionSettings()

LoadResolutionSettings( currentResolutionIndex)

Pucynok 4.6 — Ckpunt SettingsManager

Bci knonku y Unity mpaioroTh 3a JOMOMOror kKommoHeHTa Button, sikuit
3a0e3mnedye MOXKIMBICTh pearyBaTH Ha pi3HI MOJii, Taki K HATUCKAHHS, YTPUMaHHS
a6o Binmyckanas kHOMKHU. 1106 HamamTyBaTH MOBEIIHKY KHOIOK, OTPIOHO JTOAATH
BIJIMOBIJIHI CKPUIITH Ta 00poOHUKH noii y penakTopl Unity, 10 103BOJISIE CTBOPUTH

O0axany QyHKIIIOHAIBHICTD.

2024 p. Humincekuii B. L. 121 - KMP.01 — 608M.21910808



Kadenpa imxenepii mporpaMHoro 3a0e3rnedeHHst

Komm'torepna 3D rpa 3 BAKOPUCTAHHSM LITYYHOTO IHTENIEKTY 61

¢/ Button

Color Tint

&= StartButton (Image)

®
Fade Duration 0.1
Mavigation Automatic
Visualize
On Click )
Runtime Only

B SettingsManager

PucyHnok 4.7 — HanaimryBaHHsl KOMIIOHEHTY Ha CLEH1

Ham O0yno pospobsieHo ckpuntu: ResourceManager tTa UlManager. [lepiuii
BIJIMIOBIJIA€ 32 HASBHICTh PECYPCIB, iX KUIBKICTh, 301JIbIIEHHS a00 3MEHIIEHHS. A
Ipyruii BiamoBizae 3a BimoOpaxeHHs Ul-enemeHTiB came mij 4ac Trpu, MO-TEpIIe:

B1I00pakeHHs KIJIbKOCT1 pECYPCIB Y peajbHOMY 4aci.

r Instance;

O

HasEnoughResources( requiredwood, requiredStone, requiredGold, requiredFood)

return wood >= requiredWood && stone >= requiredStone && gold »= requiredGold && food >= requiredFood;

UseResources( usediood, usedStone, usedGold, usedFood)

r.Instance.UpdateCurrentPanel();

AddResources( wood, stone,

wood += wood;
stone + e
gold +

food + o

iger. Instance. UpdateCurrentPanel();

Pucynox 4.8 — I'0J10BHUIA CKPUTIT YIPABIIIHHS PECypcamMu
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resgurceManager;
goldText

woodText
foodText;

goldText.text = Mathf ~Lu«;TuInt(lnsuurruﬂanagur gold). ToString(];
ston X hf . t{resourceManager. stone). ToString()
woodText . text ¥ r' anager wood) . To ing(d
foodText.text = Mat FloarToInt(resourceManager. food). TaString(]

Pucynox 4.9 — BimoOpakeHHs KUTBKOCT1 PECYpCiB y peabHOMY 4Yaci

Takox B ckpunti UIManager peasi3oBaHO HajlalITyBaHHS Ta BIJOOpa)K€HHs
BCIX MaHeNeW JUIsl yrpaBiiHHS 00’ €KTaMM, HANPHUKIIAJ KOJW HATHUCKAEll Ha Pi3HI
OyniBjil TOBUHHO BigoOpa)kaTu TmaHelb OyaiBiai abo IoHiTa. TakoX TMOBUHHO

HaJAIITOBYBATHU MaHENb BIAMOBIIHO 10 00’ €KTY 110 OOpaB IpaBellb.

ShowBuildingPanel(Building building)

if (currentPanel != ) { currentPanel.SetActive(
if (building.isBuilding rue) { return; }

t panelIndex (int)building.type;
currentPanel = buildingPanels[panelIndex];
currentPanel . SetActive( 3 I
selectedBuilding = building.gameObject;

switch (building.type)

Lding.BuildingType.Nain:
Setupﬂainsulldingpanel(currentpanel building);

i BuildingType.Barracks:
Se(upEuildlngPanelEarrack(currentPaneL building);

g.BuildingType.Tower:
SetupBuildingPanelTower(currentPanel, building);

SetupMainBuildingPanel(GameObject panel, Building building)

I levelText panel.transform.Find( ) .GetComponent<
upgr&deabtton = panel.transform.Find("Up ) .GetComponent<g
upgradeIcon = upgradeButton.GetComponent<
buyWorker = panel.transform.Find("B 0 ) uetConp nent<Sutton>(); ;
upgradeWorkersutton panel.transfora.Find( a rke n*) .GetComponent<t
upgradeWorkerIcon upgradeWorker8utton.GetComponent

levelText. text = $"Level: {building.level}";

if (building.level < building.maxlLevel && ResourceManager.Instance.HasEnoughResources(building.woodCost, building.stoneCost, ©, 8))
{

upgradeButton. interactable

upgradeIcon.sprite building upgradelcons[buxldlng level-1];
upgradeButton.onClick.RemoveAllListeners();
upgradeButton.onClick.AddListener(() s> building.Upgrade());

upgradeIcon.sprite building upgradelcons[buildlng level-1];
upgradeButton. interactable

Pucynok 4.11 — ITpukian HajgamTyBaHHS KHOTIOK Ha MaHel Mo0y10BU
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Takox Oymo peanizoBaHO J0/IaBaHHS JeJIeraTiB Jyisi 0OpOOKH 3MIHH TOIN, JIs
TOTO 1100 MPHY HaBeJEHHI KypCOpPOM Ha KHOMKY Bi0Opa)kaTu KUIbKICTh PECYPCIB sKa

HE0OX1/THa JIJIs MOKPAIICHHS Y1 IPUI0aHHS.

AddButtonHoverEffect(Button button, System.Action onHoverEnter, System.Action onHoverExit)

ventTrigger trigger = button.gameObject.GetComponent<EventTrigger>();
if (trigger == )

trigger = button.gameObject.AddComponent<tventT
try entryEnter =
eventID = EventTriggerType.PointerEnter

i

entryEnter.callback.AddListener((data) => { onHoverEnter?. Invoke(); });

trigger.triggers.Add(entryEnter);

EventTriggex y entryExit = EventTrigger.Entry

{
eventID = EventTriggerType.PointerExit

}

entryExit.callback.AddListener((data) => { onHoverExit?_ Invoke(); 1);

trigger.triggers.Add(entryExit);

Pucynox 4.12 — Metoa moxaBaHHs! KHOTTKaM 0OpOOHMKA TIOiH

extMeshPr I costText TextList") . GetComponent<Text!
AddButtonHoverEffect(upgradeButton,
() => { costText_text = $"Wood: {building.woodCost}\nStone: {building.stoneCost}"; },
() => { costText.text i Empty; });

AddButtonHoverEffect(buywWorker,

() => { costText.text ‘Gold
() => { costText.text

‘\ Level: 1—/7

Buy Upgrades Buy Workers
Need build ;
vl 2

Pucynok 4.14 — Ilpukinan pe3ynsraty podotu ckpunty UlManager

B pesynbrati Mmaemo takuii crienapiit poootu UIManager: Konu Hatruckaenn Ha
OyniBt0 a00 MpaliBHUKIB, 3’ SIBISETHCS MEHIO 3HU3Y €KpaHa Ha SIKOMY 3HaXOIAThCS
KHOTIKH TIOKpAIeHHs OyaiBii a00 IOHITIB Ta MPUA0AHHS cCaMUX IOHITIB Ta iH(opmarlris
0 BapTOCTI TOTO YW IHIIOrO B 3aJieHOCTI 10 oOupaent. Takox sKmo obpartu

MpaliBHUKA BIIKPUETHCS TTAHENb 13 CIIOPpYJaMHU JIJIs iX Oy TyBaHHS.
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4.3 TlporpamHua peaJiizailiss MeXaHiK 32CTOCYHKY

Cnouatky OyJO CTBOPEHO KEpyBaHHA KaMepow, a caMe CKPHUIT
CameraController. KepyBanus kameporo Oyjie BiOyBaTHCh 3a JIOTIOMOTOIO KHOITOK
«WASD» Ha knaBiaTypi, pa3oM 13 KOJIECUKOM MUIIII K€ J103BOJISIE€ MPUOIMKYBATUCH
9y BiAAanATHCh. Tako OyJ0 peami30BaHO THYYKI MapamMeTpu HaIalTyBaHHS
KepyBaHHs KaMeporw, a came: MIBUAKICTh TNEepecyBaHHS KaMepH, IIBHJKICTh Ta
MaKCHMaJbHI Ta MIHIMaJIbHI TTApaMeTPH 3yMy, Ta CTBOPEHHS MEX JOCSHKHOCTI IS

KaMepH ISl KO>KHOI CTOPOHU OKPEMO, 100 HE BUWTH 3a IrpOB1 MEXKI.

r Instance;

moveSpeed
oomSpeed

) panLimit
panLinitn

ainZoom 5¢;

maxZoom = 20f;

eObject target;
isBuilding

O

= transform.position;

it _GetKey("w")) pos.z += moveSpeed » Time.deltaTime;
GetKey("s")) pos.z -= moveSpeed » Time.deltaTime;
GetKey("d")) pos.x += moveSpeed » Time_ deltaTime;
GetKey("a")) pos.x -= moveSpeed » Time.deltaTime;

pos.x f.Clamp(pos.x, -panLimitM.x, panLimit.x);
pos.z = Mathf.Clamp(pos.z, -panLimitM.y, panLimit.y);
if (!isBuilding)
{
scroll = Input._GetAxis("Mouse Scrollwheel®);
a.main . orthographicSize - oll + zoomSpeed;
a.main.orthographicSize Hathf.Clamp(Camera.main.orthographicSize, minZoom,
}

transform.position pos;

Pucynok 4.15 — Ckpunt CameraController

n v Camera Controller (Script)

Pucynok 4.16 — HanamryBanHs napamMeTpiB KepyBaHHS KaMepOIO
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Jlam Oy70 CTBOpPEHO MiHI-KapTy, OJHE 13 JyKe HEOOXITHUX pedel s TaKuX
irop. st iboro OyJI0 CTBOPEHO IIe OJIHY KaMmepy ajie TIepIeHANKYJIISIPHO HapaBIIeHY
Ha 3eMJIIO 31 301JBIICHOI0 JUCTAHIIIEI0, II00 OXBAaTUTH BCIO KapTy. [loTiM cTBOpeHO
tekctypy s Target Texture ma kommoneHTi kamepu. Ilorim Ha Canvas Oyio
cTBOpeHo 00’ekT Rawlmage, sxuii Oye cliyryBaTd MiclieM BiJIOOpakKeHHS KapTHHKHU

3 i€1 KaMepH Ta PO3TAILIOBAHO Y IPABOMY HIXKHBOMY KYTKY JJIsl 3pyYHOCTI.

Pucynox 4.17 — Mini-kapra

Jami Oyno ctBopeno ckpunt MinimapCameraController, B sikomy Oyxe
peanizoBaHO BIAOOPaKEHHS /i€ 3HAXOAMUTHCS FOJIOBHA KaMepa Ha KapTi y pealbHOMY
4aci Ta nepecyBaHHs 3a JOMOMOTOI0 MiHI-KapTH Yepe3 HATUCKAHHS JT1BOT KHOIIKY MHUIII1

1o OyIb-SIK1i TOYIll HA KapTi.

UpdateCameraViewRect()

ector3 viewportPosition minimapCamera.WorldToViewportPoint(mainCamera. transform.position)
if (mainCameraViewRect != )
{
mainCameraviewRect.anchorMin viewportPosition -
mainCameraviewRect.anchorMax viewportPosition + Vector3(panLimitM.x, panLimith.y)
}
minimapCamera.orthographicSize mainCamera. orthographicSize » 6;

}
ClampMainCameralcon()
3 viewportPosition = minimapCamera. oViewportPoint(mainCamera.transform.position)
rtPosition.x ’ f.Clamp(viewpor x, 8f + paddingTLR.x minimapUI. rect width, 1f paddingTLR.y / minimapUI.rect.width)

rtPosition.y athf.Clamp(viewportP y, 8f + paddingBLR.x minimapUI.rect height, 1f paddingBLR.y / minimapUI.rect.height)

if (mainCameraViewRect != )

mainCameraViewRect. anchorMin = viewportPosition - vector3(panLimit.x, panLimit.y);
mainCameravViewRect.anchorMax viewportPosition + Vector3(panLimitM.x, panLimith.y)

Pucynok 4.18 — BinobpaxeHHs Micli 3HaXO0/[)KEHHsI KaMEepHU Ha MiHi-KapTi
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HandleMinimapClick()
t.GetMouseButtonDown(8))

2 mousePosition = Input.mousePosition;
lectTransformutility. RectangleContainsScreenPoint(minimapUI, mousePosition, ))

ty.ScreenPointTolocalPointInRectangle(minimapUI, mousePosition, f Vvector2 localPoint))

ctor2 normalizedPoint = Vector2(
(LocalPoint.x / minimapUI. rect.width) + 8.5F,
(lLocalPoint.y / minimapUI.rect. height) + 8.5f

Ray ray mninimapCamera.ViewportPointToRay(normalizedPoint);
s.Raycast(ray, RaycastHit

Vector3 targetPosition = hit.point + mainCameraOffset;
targetPosition.y = cameraHeight;

targetPosition.z -= 58;

mainCamera.transforas.position targetPosition;

Pucynok 4.19 — O6po6ka Hatrcky JIKM Ha MiHi-KapTi AJis IepecyBaHHS

Jani, 0yJ0 CTBOPEHO OCHOBHMI CKPUIIT YIPABIIHHA IOHITAMH Ta OyAiBISIMU —
UnitController. B apomy Oyio peanizoBaHo BHOIp Ta mepecyBaHHS IOHITIB, BUOIp
OyaiBesb Ta HajgaHHSA L€l toHiTaMm. [[ns 3py4YHOCTI YNpaBiiHHA IOHITaMU OYJI0
ctBopeHo ckpunt Worker, sskuii Oyjie 3HaX0IUTUCH Ha 00’ €KTi mpamiBHUKa. CrioyaTKy
OyJo cTBOpeHo BUOip OHITIB Ta OyaiBens Ha JIKM Ta HajlaHHA KOMaHIu UTH Ha TOYKY

IOHITY 3a onomoroto [TKM.

HandleUnitSelection()
put .GetMouseButtonDown(8))

ten.current. IsPointerOverGameObject()) { return; }
= mainCamera.ScreenPointToRay(Input mousePosition);
hit;
s.Raycast(ray, hit))

GameObject clickedObject hit.collider.gameObject;
if (clickedObject.CompareTag("Unit"))
{
ClearSelection();
selectedunits.Clear();
SelectUnit(clickedObject);
return;
}
if (clickedObject.CompareTag("Building*))
{

ClearSelection();
selectedUnits.Clear();
SelectBuilding(clickedObject);

return:
return;

Pucynox 4.20 — Bu6ip ronita abo 6yxaisni Ha JIKM
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HandleUnitCommand()
GetMouseButtonDown(1))

ay ray mainCamera.ScreenPointToRay(Input . mousePosition);
it hit;

cs.Raycast(ray, hit))
1 8; 1 < selectedUnits.Count; i++)
unit = selectedunits[i];
agent unit.GetComponent<Nav
path eshPath();

if (agent.CalculatePath(hit.point, path))

agent.SetPath(path);

Pucynok 4.22 — BianpaBka 1oHiTa Ha TOUKy 3a gonomoroto [TIKM

J11s1 iepeMiliieHHs TIepCoHaXxiB Oys10 BUKoprcTaHo komrnoHeHT NavMeshAgent,
KWW BIATMOBIAA€E 32 aBTOMATUYHE TUTAHYBAHHS MapIIPYTIB Ta YHUKHEHHS TIEPEIIKO/I.
Ileit KOMIIOHEHT J[A03BOJISIE TMEpPCOHA)XaM MepeMilaTUCS MO HaBIramiiHiA CiTIl
(NavMesh), sika reHepyeThCs HA OCHOBI TOBEPXOHB CIIEHU. 3aJat04YM KIHLIEBY TOUYKY

npusHaueHHs, NavMeshAgent aBToMaTuyHO 00Mpae onTUManbHuM nuisx [19].

> v Nav Mesh Agent

Humanoid

Steering
Speed

Angular Speec

0.5

High Quality

50

Aesh Li v

v

Everything

Pucynok 4.23 — Komnonent Nav Mesh Agent
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CTBOpeHHs HaBITalIHHOI CITKM CTBOPIOETHCA 3a JOMOMOTOK0 KOMIIOHEHTa
NavMeshSurface Ha ocHOBHIM MOBepXHi 3eMili. A MapaMeTpH, Taki K KyT HaXHITy
migiiomy a0o BHCOTa MiAWOMYy Ha TEPElIKOAM HaJaIlITOBYIOThCS Y BIKHI

Window— Al—Navigation [19].

[ v NavMeshSurface

Humanoid
Walkable

Physics Colliders

All Game Objects

Everything
Advanced

Nav Mesh Data

Pucynok 4.25 — [1epecyBaHHs Ta MOIIYK ONTUMAIBHOTO HUIAXy [19]

Takox moTpiOHO peasnizyBaTu MOXKIIMBICTb BUAUIATH I€KUIbKA IOHITIB OJIpa3y Ta
peaiizyBaTH OpraHi30BaHE IEpeCyBaHHS JBOX 1 OUIbIIE IOHITIB y IIEPEHTy, 1100

YHUKHYTH HECKIHYEHHOTO MePEeCyBaHHS IOHITIB OJMH B OJTHOTO HA OJHOMY MICIII.
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Pucynox 4.26 — Bubip oapasy AeKIIbKOX IOHITIB

if (ag ni iz )

{

Kadenpa imxenepii mporpaMHoro 3a0e3rnedeHHst
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HandleUnitSelection()

GetMouseButtonDown(8))

1. current . IsPointerOverGameObject())
mainCamera.ScreenPointToRay(Input mousePosition);

it hit;

if (Physics.Raycast(ray, hit))
isSelecting

startMousePosition I it .mousePosition;

f (isSelecting)

endMousePosition Input . mousePosition
if (Input.GetMouseButtonUp(8))
{
ClearSelection();
selectedUnits.Clear();
SelectUnitsInBox();
isSelecting

MoveUnitsInFormation( t destination)

f (selectedunits.Count

formationSpacing p. 3
unitsPerRow = Mathf.CeilToInt(Mathf. Sqrt(selectedUnits.Count))

8; 1 < selectedUnits.Coun

r unit selectedunits(i];

r worker = unit.GetComponent<wWorke

Vector3 offset (column * formationSpacing, ©
agent.stoppingDistance

NavMes path N T ath();

f (agent.CalculatePath(destination + offset, path))

{

nt unit. GetComponent<Navh

row i unitsPerfow;
column =

agent.SetPath(path);

Pucynok 4.28 — Meroa opraHizoBaHOro NepecyBaHHs

Jumincekuii B. L.

, row » formationSpacing);
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Pucynok 4.29 — Oprani3zoBane niepecyBanHs Ha ciieHi [19]

Haii Oyiio po3pobiieHo cucteMy J00yBaHHSI PECYpPCiB, TAKUX SIK KaMiHb, IEPEBO,
30510TO Ta 1XKy. s mporo Oyno cTBopeHo npedabu mux pecypciB sl HOAAJIBLIOTO
BUKOPUCTAaHHS Ha CIIEHI, KOKEH 13 THUIIIB PECYPCIB Ma€ CBI BIANOBIIHUN TEr, TOMY
OyJ10 10JJaHO [0 YNPAaBJIIHHS IOHITAMH YaCTHHY, /1€ BU3HAYAETHCA UM € 00’ €KT, HA AKUI

BIJINPABUJIN IOHITA, PECYPCOM.

It . GetMouseButtonDown(1))

Ray ray mainCamera.ScreenPointToRay( mousePosition);
astHit hit;

Raycast(ray, hit))
if (hit.collider.CompareTag("Wo ) hit_collider.CompareTag("Stone*) hit.collider.CompareTag("Gold") hit_collider.CompareTag("Food"))

each (G bject unit in selectedUnits)

(.,.

worker = unit.GetComponent<worker>();
if (worker != )
{
worker _MoveToResource(hit. collider.gameObject);
}

}

Pucynox 4.30 — [IepeBipka Ha HassBHICTb PECYPCY

Takox Oymo ctBopeHo ckpunT ResourceHealth sixuit Oyae 3naxomauTuch Ha
00’eKkTax pecypciB. B 1IbOMy CKpHUIITI TaKOX peaji3ye€ThCs CTBOPEHHSI TaK 3BaHUX
TOYOK JO0OYyBaHHS pecypca, Iie CTBOPEHO it Toro 100 OyB Bi3yaabHO MPUBAOIUBUN
mpoiiec 10OyBaHHs pecypca HaBKOJIO HROTO Ta 100 MpalliBHUKUA HE 3aBaKaJId OJHMH

onHoMy. KiabKicTh TOYOK OOMEXKEHO.
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GenerateGatherPoints()

i = 8; 1 < maxGatherPoints; i++)

angle = { = Mathf.PI = 2 / maxGatherPoints;
pointPosition = transfors.position + v or3(Mathf.Cos(angle), @, Mathf._Sin(angle)) * gatherRadius;

t point

Position pointPosition,
IsOccupied

gatherPoints._Add(point);

Pucynok 4.31 — I'enepaiiist Touok J0OyBaHHS

TryGetNearestFreeSpot(V r3 workerPosition,

spot Vector3.zero;
shortestDistance = HaxVaLue;
int nearestPoint =
ach (var point in gatherPoxnts)

if (!point.IsOccupied)

distance = V 3.Distance(workerPosition, point.Position);
if (distance < shortestDistance)
{
shortestDistance istance;
nearestPoint point;

}
}

if (nearestPoint !:= )

spot nearestPoint Position;
nearestPoint . IsOccupied

Pucynox 4.32 — Meto nomyky BUTBHOTO MICIIS Ha pecypci

Jami 6yno momano o ckpurnrty Worker, sikuii 3HaXOAWTHCS Ha MpalliBHUKAX,

BIJIMOBIJIHI YACTUHU KOy JJI BIANPABKHU HA peCypcC Ta MOAAIBIIOT0 HOro J00yBaHHS.

2024 p.

MoveToResource(GameObject resource)

StopGathering();

targetResource resource;
isGathering
currentTask = ResourceType.None

h resourceHealth = resource.GetComponent<Resourcer h>();

if (1e=ou’ceﬂea‘th i= &% resourceHealth. TryGetNearestFreeSpot(transforl position, gatherSpot))

isSpotReserved =
agent stoppingoistance 8.5
ath path = A

gent CalcuLatePath(gatherSpo( path))

agent.SetPath(path);

g.Log($"{name}: No le for 3 ce {resource.name}.”);

Pucynox 4.33 — Meto BinpaBKku Ha pecypc
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Meton MoveToResource Bu3Hauae 1k Ta BiAMpaBisie OOPaHOro MpaliBHUKA

Ha Pecypc, 1 KOJIM TOM OCATAE T TO MOYNHAETHCS JOOYBaHHS.

0O

if (isGathering)
{

Distance(transforas.position, gatherSpot);

if (distance > gatherRange)

{

isGathering :
agent.isStopped &1
agent.SetDestination(gatherSpot);

}
gatherTimer i deltaTinme;
if (gatherTimer <= 8f)
i
GatherResource();
gatherTimer gatherCooldown;

GatherResource()
if (targetResource == isGathering) return;

source h resourceHealth = targetResource.GetComponent<ResourceHealths
if (resourceHealth != )
{
resourcelealth. TakeDamage(gatherAmount);

}

Pucynox 4.34 — Ilporiec 1oOyBaHHS

Pucynok 4.35 — IIpouiec 100yBaHHS pecypcy Ha ClieH1

Takox sIKIO MOTPiOHO BIAMIHUTU TIpoliec JOOyBaHHS a0O0 3MIHUTH I[ib, TO
BUKJIMKAIOTHCS OKPEMI METONM 3YNMUHKH JOOYyBaHHS Ta OYMIICHHS 3aHSITOI TOUYKH

pecypcy IS MOAATBIITOT MOKIMBOCTI 3alHATH i1 IHITAM MPAI[iIBHUKOM.

2024 p. Humincekuii B. L. 121 - KMP.01 — 608M.21910808



Kadenpa imxenepii mporpaMHoro 3a0e3rnedeHHst
Komm'rorepsa 3D rpa 3 BUKOPUCTAHHSAM IITYYHOTO iHTEIEKTY 73

StopGathering()

if (isGathering isSpotReserved)
{

ReleaseSpot();

esourceHe resourcedealth targetResource.GetComponent<Resourcedealt
resourceHealth?  UpdateFreeSpots();

1

currentTask = ResourceType_None;

isGathering | -

agent.isStopped 3 :

targetResource = :

ReleaseSpot()

if (isSpotReserved && targetResource !s )
{
esource resourcedealth = targetResource.GetComponent<fesourceHealt!
if (resourceHealth != )
{
resourcelealth.ReleaseSpot(gatherSpot);
}

isSpotReserved =

Pucynox 4.36 — Metoau 3ynuHKA J00OYyBaHHS PECYPCY

st Toro mo0 OTpUMYBaTH PECYpCH BiJl HOOYBaHHS y PECypCiB € KUIbKICTh
3I0pOB’s, 1 miag 4ac Jo0yBaHHS TMpalliBHUKA HAHOCATH yAapiB pecypcy 1 Iie
aBTOMATUYHO JOJIA€ 1IeH pecypc JI0 3arajibHOl KITBKOCTI. | SIKIIO KIJTBKICTH 310POB’S
JOXOJUTh J0 HYyJS TO JOJAEThCS 1€ BIAMOBIIHA KUIBKICTH PECypcy Ta pecypc

3HUIIY €ThCHI.

TakeDamage( amount)

currentHealth -= amount;
AddResourceToManager(resourceType, amount);

if (currentHealth <= 8)

{
AddResourceToManager(resourceType, resourceAmount);
currentHealth = @;

UpdateFreeSpots();
DestroyResource();

AddResourceToManager(ResourceType type, amount)

sourceType.Wood:
cel er.Instance.AddResources(amount, 8, 8, 8);

/pe.Stone:
ager.Instance.AddResources(8, amount, 8, 8);

case ResourceType.Gold:
R er.Instance.AddResources(8, 8, amount, 6);

ResourceType.Food:
lanager.Instance.AddResources(8, @, 8, amount);

Pucynok 4.37 — HanecenHst ypoHy Ta OTpUMaHHS PECypCiB
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Takox OyJ0 peaizoBaHe aBTOMATHUYHE 3HAXOKEHHS CYCITHIX PECYPCIB TAKOTO
CcaMoro THUILy JJisl MPOJOBXKEHHsS JOOYBaHHS LbOTO THUILy PECYpCy SKIIO TOW OyB
A00yTHUH. A SKIIO TAKUX HE 3HAMIIIIOCA TO MPAlLliBHUKU MPOCTO 3yNMHHSIOTH pOOOTY Ta

CTOSITh B OUIKYBaHHI HOBHMX 3aIlUTIB.

FindNewResource()

:r[] colliders Physics.OverlapSphere(transfora.position, gatherRadius = 5);

t nearestResource |
shortestDistance = Maxvalue;

1 (var col in colliders)

esourceHe resource = col.GetComponent<Resourcedealth>();
if (resource != L && resource != is && resource.resourceType resourceType)
{
Distance(transform.position, resource.transform.position);
if (distance < shortestDistance)
f
shortestDistance distance;
nearestResource = resource.gameObject;
}
}
}
if (nearestResource != )
{
er[] workersColliders = Physics.OverlapSphere(transform.position, gatherRadius » 1.5f);
ch ( col in workersColliders)

er worker = col.GetComponent<worker>();
if (worker != &5 worker. targetResource == gameObject)
{

worker . MoveToResource(nearestResource);

}

else NotifywWorkersToStop();

Pucynok 4.38 — [lomryk cycimHiX pecypciB TaKOTO K€ THITY

[ToTim Gy1i0 cTBOpEHO cucTeMy Oy AiBHUIITBA cCTIOpy . JlJist 1bOoro 6yJ10 CTBOPEHO
ckpunt BuildingSystem sikuii Takox 3HaxXoAMThCS Ha mpailiBHuKax. Komn obupaem
MpaIliBHUKA TO 3’ SBIISIE€THCA MaHeb Oy IBHUIITBA 13 IBOMA CIIOPYaMHu, 11e OalHs, sika
aTaxKye BCIX BOPOTiB y pajiyci, a Apyra — KazapmMa 3 JIOTIOMOTOIO0 SIKOT MOYKHA KyITyBaTu
BOiHIB. Konu oOupaenn ouH 13 MUX CIOPY/, aBXKell SIKIIO JOCTaTHbO PecypciB, TO

MOYMHAETHCS PEXKUM Oy IIBHULITBA.

StartBuildingMode(Worker. BuildingType type)

if (isBuildingMode) return;
isBuildingMode = true;
selectedBuildingType = type;

GameObject prefab = type Worker.BuildingType.Tower ? towerPrefab : barracksPrefab;
previewObject = Instantiate(prefab);

SetPrevienMode(previenObject, );

worker . enabled = :

UnitCont Ler.Instance.enabled =

Pucynok 4.39 — Iloyarok pexxumMy Oy/1iBHUIITBA
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[Ticns akTuBarii pexxuMy OyAIBHUIITBA HA MICII KYypCOpY 3’ SIBISIETHCS TIPEB IO
CIIOPY/IU Ky 0yJI0 00paHO, TOOTO CHUITYET LI€T CIIOPYAH 3’ IBIISIETHCS HA MICII KYpCOpY
1 11efl cuITyeT NMpuUB’I3aHMi 10 Kypcopa. Pexxum OyaiBHUIITBA MOXKHA TAKOK BIIMIHUTH
HatucHyB IIKM. Ilpamtoe meron HandleBuildingMode sikuit B pealibHOMY daci

nepeBipsie UM MOXKHA Ha IIbOMY MicCIli 30y IyBaTH 110 OY/I1BIIIO.

Pucynox 4.40 — IlpeB’to ciopynu 11t Oy 1IBHUIITBA

CanPlaceBuilding()
if (previewObject == ) retur

1.main.ScreenPointToRay(Input

mousePosition);
cs.Raycast(ray, c '

it hit, Mathf_ Infinity) | hit._collider.CompareTag("Grou

previewObject.GetComponent<B >() .GenerateBoundaryPoints{checkInterval);

nt in boundaryPoints)

ics.OverlapSphere(point, 8.5f);

if (detected.gameObject != previewObject &&
ted.CompareTag(“Building") detected.CompareTag("Unit") detected.gameObject.layer LayerMask.NameToLayer(

Pucynox 4.41 — TlepeBipka 103BOJTy Ha OYIIBHUIITBO

Meton CanPlaceBuilding nepeBipsie un € B palloHI CHUIIYETy CIOPYAH SIKY

oOpaHo jJ1s OYIIBHHUIITBA KOJIIAHAEPH 1HITUX 00’ €KTIB 3 TeramMu OY/iBJIi a00 FOHITIB
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Ta KOJUTAWJEpHu pecypciB, 1 AKIIO € TO OyayBaTH TYyT HE MOXKHA. TakoxX MpPEB’IO
CTHIOPY/IU MiJICBIYY€ETHCS YEPBOHUM 11100 OyJIO IHTYITHBHO 3p0O3yMLJI0 e OyayBaTu HE

MOJXHaA.

Pucynok 4.42 — BigmoBa y Oy 1iBHUIITBI

IlepeBipka 103BOJTy OyMIBHUIITBA BIIOYBAETHCS 3a JOMOMOTOIO CTBOPCHHS

TOYOK MeX Oy/iBIi, 1 MOTIM MEPEBIPAETHCSA HASBHICTh HA LIMX TOYKAX 1HIIMX 00’ €KTIB.

> GenerateBoundaryPoints(
t<Vector3> boundaryPoints

3oxCollid collider GetComponent<B¢
if (collider == )

collider.size = transform.localScale.x;
3 center transform.position;

2; X < ze / 2; x += interval)

y ts. Add(center v , 8, -size.z 2));
daryPoints._Add(center Vector3(x, 0, size.z / 2));

z size.z 2; z < ize 2; z += interval)

boundaryPoints._Add(center vector3(-size.x 2, 8, 2));
boundaryPoints Add(center Vector3(size.x 2, 8, 2));

return boundaryPoints;

Pucynox 4.43 — I'enepartisi TOUOK Mex OymiBIIl

1CJIA MIATBEPHKEHHS MICLA UTS Oy IIBHHUIITBA, HA [[bOMY MICII 3’ SIBISETHCS 11
I p 9 : y ’

OyniBJIs 1 IpaIliBHUK W1 10 HET U1l TOro 1100 o0y 1yBaTH ii.
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SendWorkerToConstruction(GameObject workerObject, GameObject building)

er worker = workerObject.GetComponents< er>();
if (worker == building == ) return;

ud 7 buildingComponent building.GetComponent<Building>();
if (worker.isConstructionSpotReserved)

StopWorkerConstruction(worker, worker.targetBuilding.GetComponent<Building>());
if (buildingComponent. isBuilding &% buildingComponent.TryGetNearestFreeSpot(worker.transform.position, vector3 constructionSpot))

targetBuilding building;

isConstructing -
wor! isConstructionSpotReserved
worker.agent.stoppingDistance 8.5f;
NavMeshPath path avMeshPa );
if (worker.agent.CalculatePath(constructionSpot, path))
{

worker .agent.SetPath(path);

}

worker . StartCoroutine(StartConstructionWhenArrived(worker, buildingComponent, constructionSpot));

Pucynok 4.44 — BianpaBka npailiBHUKa Oy1yBaTH CIIOPY1y

Komnu npaniBHUK T10XOIUTh 10 1€ CHOPYAH 3aIly CKAaEThCSI KOPYTHHA, KA KEPYE

MpoIIecOM OYIIBHUIITBA ITI€T CIIOPY/IH.

Pucynok 4.45 — I1obynoBa criopyau

Takox OyJI0 CTBOPEHO CUCTEMY aTaky OallTH MO BCIM MPOTUBHUKAM Y pajiiyci
ataku. Skio O6amra noOyaoBaHa TO B ii pajiycl 3aBXA1 IPOBOAUTHCS MOUTYK 1HIIUX

KOJIai1epiB, 1 AKIIO Lei 00’ €KT MPOTUBHHUK 32 3aITyCKAETHCSI CHAPAI, Y IbOMY BUIIAJIKY

CTpiNly, Y TPOTUBHUKA.
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TryAttack()

ler{] enenies = .
gameObject . layer == LayerMNask_NameTolayer("Blue"))

{

enemies Physics OverlapSphere(transform.position, attackRadius, LayerMask.GetMask("Red"));
Jelse if ( gameObject . Layer LayerMaszk_MNameTolLayer(“Red*))
{

enemies hysics.OverlapSphere(transform.position, attackRadius, LayerMash.GetMask("BElue"));
}
if (enemies.Length > 8)
{

r target = GetNearestEnemy(enemies);
if (target != )
{
ShootAtEnesy(target. transform);

}

jer GetNearestEneamy(Collider[] enemies)

ShootAtEnesy(Tr o target)

t projectile = Instantiate(projectilePrefab, spawnPoint.position, Quu
r e projectileScript = projectile.GetComponent<fro tile>()
if (projectileScript != )
{
projectileScript SetTarget(target);

}

Pucynox 4.46 — Cuctema aTaku OamTH

Jamni Oyno po3po0JIeHO CUCTEMY aTaku 1 JJig BOIHIB 1 I MPAIliBHUKIB, aje y
JIPYTUX MOKa3HUKKU MeHIe. J{is nboro B ynpasiiHHi oHiTaMu Ha [TKM Gyno gonano

00pOOHUK, SIKIIO HUIb FOHIT MPOTUBHUKA TO UTH aTaKyBaTH HOTO.

if (hit.collider.CompareTag("Unit"))
t unit in selectedUnits)

r warrior unit.GetComponent<Warrior>
W r worker unit. GetComponent<
if(unit.gameObject.layer Laye
{
if (hit.collider.gameObject.layer == LayerMask Red"))
{
if (warrior != ) warrior.SetTarget(hit.collider.gameObject)
if (worker != ) worker.SetTarget(hit.collider.gameObject);
}
}
if (unit_gameObject.layer LayerMask.NameToLayer("Red"))
{

if (hit.collider.gameObject.layer == LayerMask.NameTolLayer("8Llue"))
{

if (warrior != ) warrior.SetTarget(hit.collider.gameObject);
if (worker != L) worker.SetTarget(hit.collider.gameObject);

Pucynok 4.47 — Ilpusnauenns araku Ha [IKM

[Ticnst mpu3HaueHHS LU, FOHIT OyJe IepeciiIyBaTH I1JIb TTOKK He Jiie 10 Hel

a00 SKIIIO HE 3MIHUTH LLTb.
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AttackTarget()

animator.SetBool("IsAt ng s

agent.transfora.LookAt(currentTarget. transform.position);
if (attackTimer <= 8.8f currentTarget != )
{
attackTimer = attackCooldown;
er worker = currentTarget.GetComponent<Wor
ior warrior = currentTarget.GetComponent<

(worker != )

worker.TakeDamage(attackDamage);
worker . IsAttacked( gameObject);

(warrior != )

warrior. TakeDamage(attackDamage);
warrior. IsAttacked( gameObject);

TakeDamage( damage)

health -= damage;
healthBar. SetHealth(health, maxHealth);
if (health <= 8)
{
FindNewTarget();
Die();

Pucynox 4.48 — Cucrema aTaku 1OHITIB

Tak caMo 5K 1 151 pecypciB, OyJI0 peani3oBaHO MOLIYK HOBUX LJIEH MOOINU3Y
T1CJISI 3HUIIEHHS 11T,

FindNewTarget()

ar[] colliders s.OverlapSphere(transfora.position, attackRange = 5);
b t nearestEnemy
shortestDistance = RaxValue;
foreach ( col in colliders)
{
or warrior = col.GetComponent<Warrior>();
(warrior i= &S warrior != &5 warrior.gameObject.layer == gameObject.layer)

distance = 3.Distance(transform.position, warrior.transform.position);

if (distance < shortestDistance) { shortestDistance = distance; nearestEnemy = warrior.gameObject;}

er worker = col.GetComponent<Worker>();
(warrior = &S warrior != &5 warrior.gameObject.layer == gameObject . layer)
distance = 3.Distance(transform.position, warrior.transform.position);

if (distance < shortestDistance) { shortestDistance = distance; nearestEnemy = warrior.gameObject;}

(nearestEnemy != )

er[] unitColliders Physics.OverlapSphere(transform.position, attackRange = 1.5f)
ach (var col in unitColliders)

r worker = col.GetComponent<Worker>();

(worker != &5 worker.currentTarget == gameObject) {worker.currentTarget
or warrior col.GetComponent<wWarrior>();

nearestEnemy;}
(warrior = && warrior.currentTarget == gameObject) {warrior.currentTarget

nearestEnemy;}

}
else NotifyAttackersToStop();

Pucynox 4.49 — Ilouryk HOBOT LiUJ11 TOOIHU3Y
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Takox OyJlO CTBOPEHO CHCTEMY KOJHM IOHITH MOXYTh CaMmi aTaKyBaTH
npoTuBHUKIB. Koy iX MOYMHAIOTH OUTH TO BOHU 3aXHUIIAIOTHCS 1 TOYUHAIOTH OUTH Y
BIJIMOBIIb, TAKOX MPOPAXOBYIOYU MOTIM YH € MOOJU3Y 1€ MPOTUBHUKH, SKIIO € TO
IPOJIOBXKYE iX OUTH MOKHM HE 3aIMIIUTHCSA MOOIN3Y 1€ MPOTUBHUKIB.

IsAttacked(GameObject attacker)

f (currentTarget == )

{

isMoving = agent.velocity.magnitude > 0.1f;

f (isMoving) { return;
currentTarget = attacker;

ider[] nearbyColliders Physics._OverlapSphere(transform.position, attackRange » uf);
ch ( col in nearbyColliders)

r nearbyWarrior col.GetComponent<warrior>();
r nearbyWorker col.GetComponent<wWorker>();

f (nearbyWarrior != && nearbywarrior != &5 nearbyWarrior.gameObject.layer gameObject.layer)
if (nearbyWarrior.currentTarget == ) { AssignNearestEnemy(attacker, nearbyWarrior); }
f (nearbyWorker != && nearbyWorker.currentTarget == S&& nearbyWorker.gameObject.layer gameObject.layer)

AssignNearestEnemy(attacker, nearbyWorker);

Pucynok 4.50 — IToyaTok aTaku y BIJIOBIIH

Pucynox 4.51 — Ilpuxnan 6iiiku Ha CIIeHI

Jlyist 3py4uHOCTI OYyJ10 peanizoBaHo BizyalbHe iH(HOPMYBaHHS KIJTLKOCTI 37J0pPOB’ S
FOHITIB 100 pO3YMITH MOXJIMBOCTI TOTO UM 1HILIOTO FOHITA. /{7151 11bOro OyI0 CTBOPEHO
BIJIMOBIAHY LIKaTy Haj BciMa toHiTaMu. Ha mpedabi roHiTiB Oyno 10aaHo 00’ €KT
Canvas, nns Ttoro mo0 mkama Oyma Ul-enemeHTOM, TUIBKHM 3HAXOJIYUCH

6e3nocepentbo y 3/ mpocTopi Ha ClieHi.
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Pucynok 4.52 — IlIkana 3m0poB’s y npedadi IoHITIB

Jlami O6ymo ctBopeHo ckpunt HealthBar skuii Oyae 3HAXOAUTHCH HA IIiH KA

Ta CHHXPOHI3YBaTH KUTBKICTh 3/I0pOB’S IOHITA 13 IIKAJIOI0 y peaJlbHOMY Yaci.

Pucynox 4.53 — IIpuxnan BimoOpaXkeHHs IITIKaIU IMPpY O1KIIl HA CIICH]

Takoxx A7 CTBOpPEHHs OUIBII PEaTiCTUYHOTO 1 3aXOIUTIOIOYOro I1rpoBOTO
mpoiiecy OyJio peayli3oBaHO CHCTEMY aHIMaIlii s IoHITIB. BoHu 3a0e3medyroTh
Bi3yaJbHUMN BIJATYK Ha A1l rpaBliis, poOJIsATh IOHITIB B Ipl )KUBUMHU Ta TUHAMIYHUMU. J1J1s1
IIbOr0 Ha OO0’€KT IOHITIB JOJA€ThCSI KOMIOHEHT Animator sSKHil MOTpiOeH st

IIPUCBOEHHS aHiMallii 00’ ekTam Ha creHi [20].
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«  Animator

Controller B Villager

Avatar & VillagerHumanivatar
Marmal

Cull Update Transforms

Pucynok 4.54 — Komnonent Animator Ha roHitax

Hami Oyno ctBopero AnimatorController B sskoMy HaJIalITOBYIOTHCS CTaHU Ta
nepexoau MK aHiMallissMu. HanamToBaHO CTaHM Ta MEPEXOAM MIK HUMH IS
MpaIliBHUKIB Ta BOiHIB OKpeMo. JlJisi mepexo/iiB CTBOPIOIOTHCA MapaMeTpH 13 CBOIMHU

Ha3BaMM JIJI KOXKHOI 111 JIs MOJJaIbIIOT0 HaJallTyBaHHS nepexoiB y kol [20].

© Animation > Animator
Layers Parameters ®
-
idle2
IsMining
IsWalking

Isldle

IsBuildinc

IsAttackir

Pucynox 4.55 — HanamryBanus AnimatorController mis mnpariBHHKIB

[TapameTpu CTBOPIOIOTHCS 13 3MiHHOO DOOI i3 ABOMa cTanamu true Ta false, o
Jla€ 3MOTY THYYKO HAJIAIITOBYBAaTH TMEpPeXoau y Koxi. B sikocTi koHTposepa Oyio
cTtBOpeHo ckpunT AnimationController B sikomy OyJio peani3oBaHO TOJOBHUN METOJ
JUIA 3MIHM aHiMauii y BIAMOBIIHOCTI 0 CTaHy MOTOYHOTO 3aBJaHHA toHITa. JlaHui

MeTo]1 OyJie 3aCTOCOBYBATHCh KOJIM B1I0OyBaeThcs 3MiHa il toHiTa [20].
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Check&nimation()

smitch (worker currentTask])

animator

animator

animator. Seth
animator. % I=B
animator.SetBool (" IsGatt

Pucynox 4.56 — ['omoBHUI MeTOT 3MiHM aHIMAIIiH JIJIs FOHITIB

Takox OyJio 107aHO 3BYKHM Yy Tpi 3a ToMoMorow kommnoHeHTy Audio Source y
iHcniekTopi. Byno momano hoHOBe CympoBOKEHHS NIt TPH Ui aTMOCHEPHOCTI Ta
OLIBII TTPUBAOIMBOTO Tporiecy Tpu. TakoX MOXKHA 3MIHIOBATH TYYHICTh MY3UKH Y

HaJAlITyBAaHHSX AKIIO Ta HaOpu1a ado 3aHAATO ryyHa.

1§ v Audio Source

ound_music

None (Audio Mixer Group)

Stereo Pan

Spatial Blend

3D Sound Settings

Pucynok 4.57 — Komnonent Audio Source
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Ha xinens O6ymno ctBopeno cuctemy I, ToOTO mITyd4HOTO 1HTENEKTY B SIKOCTI
npotuBHUKa. [y iboro Oyso crBopeHo ckpunt AlManager 1 TaMm peaaizoBHO METOIU
mia I, a came mpuiHATTA pilleHb y TiH 4K 1HIIK Ail, e MOXe OyTH MOKYIIKa
IpaIiBHUKIB, BIJNpaBKa iX Ha pecypc, OyayBaHHsS, 3MiHA JO0OyBaHHS PECypcCiB y

BIJIMOBIAHOCTI 10 HEOOX1THUX, MOKYTKa BOTHIB Ta caMme aTaka rpasus [21].

MakeDecision()

UpdateResourcePriority();
smitch (currentState)

{
case AlState Expanding:
case AlState Attacking:

UpdateResourcePriority()
if (workers.Count >= 18 L& 'hasBuiltBarracks)

prioritizedResource = “Wo
prioritizedResource2 = *

f (playerUnits.Count >= lastArayCountForTower + 1)

prioritizedResource
prioritizedResource2 =

1se

HandleExpansion()

if (NeedsMoreWorkers())
if (workers._Count >= 168 &£ 'hasBuiltBarracks)
{

if (HasResourcesForBuilding(l68,6 58, 8, 8))
3
if (playertnits Count >= lastArmyCountForTower + §)
{

if (HasResourcesForBuilding(l88,6 58, @, 8))
}
UpgradeMainBuildinglfNeeded();
UpgradeWorkersIfNeeded();
if (ShouldTrainAray())
if (armyUnits Count >= minimumAreySize)

HandleAttack()

fareach ( unit in armylUnits)
{

r warriorComponent = unit.GetComponent<darriors

if (warriorComponent i= )

{

EngageClosestEnenyOrTarget(warriorComponent) ;

Pucynox 4.58 — Metoau npuitastTs pimens 1
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Pucynoxk 4.59 — [Ipuknax po6otu I

Jlist BukoHauHs mii g0 LI O6yno gomano okpeMi MeToau Aiil came sl HbOTO,
SIK1 HACITITyFOTh OCHOBHI METOIM 10OyBaHHs, OyayBaHH: 1 T.1. Takox Oyio g101aHO 10
BXK€ ICHYIOUHMX OKpemo pecypciB s 11 Ta 10 MeToiB BUKOPHUCTAHHS MEPEBIPKY Ha

yropasmiaas g L. Bei metoau T npornucani y nogatky [[lomarok EJ.
BucHoBkmu 10 po3ainy 4

VY derBepTOMy po3aiTl OyJIO OMUCAHO MPOLEC PO3POOKH IFPOBOTO IU3aiHY Ta
KITFOYOBHUX €JIEMEHTIB KOPHUCTYBAI[LKOTO 1HTEpQeicy s cTpaTerii B peaqbHOMY Yaci
(RTS). OcHoBHY yBary npuiijieHO CTBOPEHHIO TOJIOBHOTO MEHIO, TTaHEJ1 yIpaBIiHHS
IOHITaMU Ta OyAiBISIMH, MEXaHIKU 300py pecypciB, OyIIBHUIITBA CHIOPYH 1 OOMOBUX
.

Takox TpuUILIEHO yBary AeTalsM Bizyanii3ailii, TaKUM SK IIKaJIA 3J0POB’s
IOHITIB, CUCTEMY aHIMalliif, a TaKo)XX I1HTerpailis 3BYKOBUX €(EKTIB 1 My3UYHOIO
CYTIPOBOJY JUIsl CTBOPEHHS 3aXOILTIOI0UOT0 IrPOBOTO JOCBITY.

InTepdeiic Oyno crBopeHo 3a pgomomororo iHcTpymeHTiB Unity Ul 13
BUKOPUCTAHHSIM KOMITOHEHTIB SIKI 3a0€3MeUyl0Th 1HTYITUBHO 3PO3YMUIY B3a€EMOJII0

rpaBLd 3 IPOIO, THYUKICTh Y HAJIAIITYBAHHAX Ta KOM(OPTHUI IrpOBUIl Mpo1IecC.
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BUCHOBKHA

[1in yac BuKOHaHHS KBaJi(iKaliifHOI MaricTepcbkoi poOOTH MPOBEACHO aHATI3
aKTyaJIbHOCTI chepu KoM roTepHuX 3D-1rop, 30kpema sxaHpy CTpaTerii y pealbHOMY
gaci (RTS). bynu mpoanamizoBani iX (yHKIIOHAJBbHI MOXJIMBOCTI, MEpeBaru Ta
Henodiku. Takok OyJ0 BUKOHAHO CHCTEMHMH aHami3 Jyisi BUSHAUCHHS LN TIpH,
KOPHUCTYBauiB Ta CLIEHAP1iB BUKOPUCTAHHS.

Kpim Toro, 6ysio npoaHasnizoBano TexHoJorii po3podku 3D-irop Ha miatdopmi
Unity, 30kpeMa ii MOKIIMBOCTI, IIepeBaru Ta 0coOIMBOCTI BUKopucTanHs. [IpoBeaeHo
OTJIsif] TIporpam Jijisi MojietoBanHs 3D-00’€KTIB, TOPIBHSIHO JOCTYITHI IHCTPYMEHTH 1
BU3HAUYCHO ONTUMAJILHUI BapiaHT JJIsl peaiizailii IpoeKTY.

VY pamkax po6oTu Oyio peandizoBaHO MOCTABJICHE TEXHIYHE 3aBIaHHS 1010
CTBOPEHHSI I'POBOT'0 3aCTOCYHKY. JlJI1 JOCATHEHHS 111€1 METH BUKOHAHO TaK1 3aBIAHHS:

— IlpoBeneno aHami3 TEXHOJOTIA IITYYHOTO IHTENEKTY y cdepi 1rpoBoi
THYCTPIi.

— 3M1iiCHEHO OTJIsi ICHYI0UUX 1rop xkaHpy RTS.

— Busnaueno ocHoBHI (PyHKIIT Tpu Ta oopmMiIeHO crieru@ikaIlito BUMOT JI0
IPOrpaMHOro 3a0e3MeUeHHS.

— Po3po0seHo 3araipHui anropuT™M CTBOPEHHS TPH.

— CtBopeno UML-ngiarpamu ciieHapiiB BUKOPHUCTAHHS, B3a€MOJIii, CTaHIB,
TUSITBHOCT1, KOMIIOHEHTIB Ta pO3TOPTaHHS.

— PeasnizoBaHo irpoBHii 3aCTOCYHOK 3 BUKOPHUCTAHHSIM MOBU MporpamyBanHs C#
ta pywis Unity, BIPOBaJKEHO €JIEMEHTH IUTYYHOTO IHTENEKTY IJs aJalTHBHOTO
IrpOBOTO TIPOIIECY.

Pesynbrarom xBamidikaiiifHoi poO0TH € TOTOBUI MPOTOTHIT KOMIT FOTepHOi 3D-
irpu 'y oxkanHpi RTS, mo BignoBiga€e MOCTaBICHUM BUMOTaM 1 JE€MOHCTpPYE
BUKOPHUCTAHHS IITY4YHOTO 1HTENeKTY. Lleit 3acTocyHok Moke OyTH BUKOPUCTAHUN SIK
OCHOBa [UIsl TIOJANBIIOTO PO3BUTKY Ta BIOCKOHAJCHHS TPU 3 TEPCIEKTUBOIO

KOMEPIIIHHOTO 3aITyCKY.
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JIOJIATOK A

Cxpunru ynpasJiiHHA IOHITAMUA

public class UnitController : MonoBehaviour

{
private void OnGUI()

if (isSelecting)
{

selectionBox.x = Mathf.Min(startMousePosition.x, endMousePosition.x);

selectionBox.y = Screen.height - Mathf.Max(startMousePosition.y, endMousePosition.y);
selectionBox.width = Mathf.Abs(startMousePosition.x - endMousePosition.x);
selectionBox.height = Mathf.Abs(startMousePosition.y - endMousePosition.y);
GUl.color = selectionColor;

GUI.DrawTexture(selectionBox, Texture2D.whiteTexture);

GUl.color = Color.white;

}
}
private void Update()

HandleUnitSelection();
HandleUnitCommand();
}

private void HandleUnitSelection()

if (Input.GetMouseButtonDown(0))
{
if (EventSystem.current.IsPointerOverGameObject()){return;}
Ray ray = mainCamera.ScreenPointToRay(Input.mousePosition);
RaycastHit hit;
if (Physics.Raycast(ray, out hit)){
GameObject clickedObject = hit.collider.gameObject;
if (clickedObject.CompareTag("Unit")){
ClearSelection();
selectedUnits.Clear();
SelectUnit(clickedObject);
return;}
if (clickedObject.CompareTag("Building™)){
ClearSelection();
selectedUnits.Clear();
SelectBuilding(clickedObiject);
return;}}
isSelecting = true;
startMousePosition = Input.mousePosition;

3
if (isSelecting){
endMousePosition = Input.mousePosition;
if (Input.GetMouseButtonUp(0)){
ClearSelection();
selectedUnits.Clear();
SelectUnitsInBox();
isSelecting = false;}}

private void HandleUnitCommand()
if (Input.GetMouseButtonDown(1))
Ray ray = mainCamera.ScreenPointToRay(Input.mousePosition);

RaycastHit hit;
if (Physics.Raycast(ray, out hit)) {

if (hit.collider.CompareTag("Wood") || hit.collider.CompareTag("Stone") || hit.collider.CompareTag("Gold") ||

hit.collider.CompareTag("Food")) {
foreach (GameObject unit in selectedUnits) {
Worker worker = unit.GetComponent<\Worker>();
if (worker !'= null){worker.MoveToResource(hit.collider.gameObject); }}
Yelse if (hit.collider.CompareTag("Building™)){
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Building building = hit.collider.GetComponent<Building>();
if (building != null){
if (building.isBuilding) {
foreach (GameObject unit in selectedUnits) {
Worker worker = unit.GetComponent<\Worker>();
if (worker = null){worker.buildingSystem.SendWorkerToConstruction (unit, building.gameObject);} } }
if(building.isBuilding || !building.isBuilding){
foreach (GameObject unit in selectedUnits) {
Warrior warrior = unit.GetComponent<Warrior>();
Worker worker = unit.GetComponent<\Worker>();
if (unit.gameObject.layer == LayerMask.NameToLayer("Blue")){
if (hit.collider.gameObject.layer == LayerMask.NameToLayer("Red")){
if (warrior != null) warrior.SetTarget(hit.collider.gameObject);
if (worker !=null) worker.SetTarget(hit.collider.gameObject); }}
if (unit.gameObject.layer == LayerMask.NameToLayer("Red")){
if (hit.collider.gameObject.layer == LayerMask.NameToLayer("Blue")){
if (warrior != null) warrior.SetTarget(hit.collider.gameObject);
if (worker != null) worker.SetTarget(hit.collider.gameObject);} }
13
Yelse if (hit.collider.CompareTag("Unit")) {
foreach (GameObject unit in selectedUnits) {
Warrior warrior = unit.GetComponent<\Warrior>();
Worker worker = unit.GetComponent<\Worker>();
if(unit.gameObject.layer == LayerMask.NameToLayer("Blue")){
if (hit.collider.gameObject.layer == LayerMask.NameToLayer("Red")){
if (warrior !'= null)warrior.SetTarget(hit.collider.gameObject);
if (worker != null) worker.SetTarget(hit.collider.gameObject);}}
if (unit.gameObject.layer == LayerMask.NameToLayer("Red")){
if (hit.collider.gameObject.layer == LayerMask. NameToLayer("Blue")){
if (warrior != null)warrior.SetTarget(hit.collider.gameObject);
if (worker = null) worker.SetTarget(hit.collider.gameObject);}}}
Yelse{MoveUnitsInFormation(hit.point);}

1}
public void MoveUnitsinFormation(\Vector3 destination)

{
if (selectedUnits.Count == 0) return;
float formationSpacing = 2.0f;
int unitsPerRow = Mathf.CeilTolnt(Mathf.Sqgrt(selectedUnits.Count));
for (int i = 0; i < selectedUnits.Count; i++)

GameObject unit = selectedUnits[i];
Worker worker = unit.GetComponent<\Worker>();
if (worker !=null){
worker.StopGathering();
worker.StopFighting();
if (worker.targetBuilding !'= null){ worker.StopConstruction();}}
Warrior warrior = unit.GetComponent<Warrior>();
if (warrior != null){warrior.StopFighting();}
NavMeshAgent agent = unit.GetComponent<NavMeshAgent>();
if (agent !=null) {
int row =i / unitsPerRow;
int column =i % unitsPerRow;
Vector3 offset = new Vector3(column * formationSpacing, 0, row * formationSpacing);
agent.stoppingDistance = 0.5f;
NavMeshPath path = new NavMeshPath();
if (agent.CalculatePath(destination + offset, path)){agent.SetPath(path);}}
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JNOOJATOK B
Cxpunrtu cucreMu 100yBaHHs pecypciB

public class Worker : MonoBehaviour
{
private void Update()
{
if (targetResource != null && isSpotReserved) {
float distance = VVector3.Distance(transform.position, gatherSpot);
if (distance <= gatherRange && !isGathering){ StartGathering(); } }
if (isGathering) {
float distance = VVector3.Distance(transform.position, gatherSpot);
if (distance > gatherRange) {
isGathering = false;
animatorController.CheckAnimation();
agent.isStopped = false;
CheckWeapon();
agent.SetDestination(gatherSpot);
Debug.Log(8$"mpobrema'); }
gatherTimer -= Time.deltaTime;
if (gatherTimer <= 0f){
GatherResource();
gatherTimer = gatherCooldown; } }

¥

public void MoveToResource(GameObject resource)
{
StopGathering();
targetResource = resource;
isGathering = false;
currentTask = ResourceType.Noneg;
ResourceHealth resourceHealth = resource.GetComponent<ResourceHealth>();
if (resourceHealth != null && resourceHealth. TryGetNearestFreeSpot(transform.position, out gatherSpot)) {
isSpotReserved = true;
agent.stoppingDistance = 0.5f;
NavMeshPath path = new NavMeshPath();
if (agent.CalculatePath(gatherSpot, path)) { agent.SetPath(path); }

else {Debug.Log($"{name}: No points available for the resource {resource.name}.");}

}
private void StartGathering()
{
if (isGathering || agent.velocity != VVector3.zero) return;
isGathering = true;
ResourceHealth resourceHealth = targetResource.GetComponent<ResourceHealth>();
if (resourceHealth '=null) {
currentTask = resourceHealth.resourceType;
animatorController.CheckAnimation();
gatherTimer = gatherCooldown;
CheckWeapon();
agent.isStopped = true;
agent.transform.LookAt(targetResource.transform); }

private void GatherResource()

{
if (targetResource == null || lisGathering) return;
ResourceHealth resourceHealth = targetResource.GetComponent<ResourceHealth>();
if (resourceHealth = null) { resourceHealth. TakeDamage(gatherAmount); }

}

public void StopGathering()

if (isGathering || isSpotReserved) {
ReleaseSpot();
ResourceHealth resourceHealth = targetResource.GetComponent<ResourceHealth>();
resourceHealth?.UpdateFreeSpots(); }

currentTask = Resource Type.None;
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isGathering = false;
animatorController.CheckAnimation();
agent.isStopped = false;
CheckWeapon();

targetResource = null;

}

private void ReleaseSpot()

if (isSpotReserved && targetResource = null) {
ResourceHealth resourceHealth = targetResource.GetComponent<ResourceHealth>();
if (resourceHealth != null) { resourceHealth.ReleaseSpot(gatherSpot); }
isSpotReserved = false; }

}

public class ResourceHealth : MonoBehaviour
{

private void GenerateGatherPoints()
{
for (inti = 0; i < maxGatherPoints; i++){
float angle =i * Mathf.P1 * 2 / maxGatherPoints;
Vector3 pointPosition = transform.position + new Vector3(Mathf.Cos(angle), 0, Mathf.Sin(angle)) * gatherRadius;
GatherPoint point = new GatherPoint {
Position = pointPosition,
IsOccupied = false };
gatherPoints.Add(point); }

public bool TryGetNearestFreeSpot(\ector3 workerPosition, out \Vector3 spot)
{
spot = Vector3.zero;
float shortestDistance = float. MaxValue;
GatherPoint nearestPoint = null;
foreach (var point in gatherPoints) {
if (Ipoint.1IsOccupied) {
float distance = \Vector3.Distance(workerPosition, point.Position);
if (distance < shortestDistance){
shortestDistance = distance;
nearestPoint = point;} } }
if (nearestPoint != null) {
spot = nearestPoint.Position;
nearestPoint.IsOccupied = true;
return true; }
return false;

public void ReleaseSpot(\Vector3 spot)

foreach (var point in gatherPoints) {
if (point.Position == spot) { point.IsOccupied = false; break; } }

public void TryClearInvalidReservations()
{
foreach (var point in gatherPoints) {
if (point.IsOccupied && !lsWorkerNear(point.Position)) { point.IsOccupied = false;}}
private bool IsWorkerNear(\Vector3 point)
Collider[] colliders = Physics.OverlapSphere(point, 1.0f);
foreach (var col in colliders) {
if (col.CompareTag("Unit") && col.GetComponent<\Worker>()) { return true; }}
return false;
}
public void UpdateFreeSpots()
TryClearlnvalidReservations();

public bool IsDepleted => currentHealth <= 0;

public void TakeDamage(float amount)
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{

currentHealth -= amount;
AddResourceToManager(resourceType, amount);
if (currentHealth <= 0){
AddResourceToManager(resourceType, resourceAmount);
currentHealth = 0;
FindNewResource();
Debug.Log($"{resourceType} ucuepman!");
UpdateFreeSpots();
DestroyResource(); }

private void AddResourceToManager(ResourceType type, float amount)
{
switch (type) {
case ResourceType.Wood:
ResourceManager.Instance.AddResources(amount, 0, 0, 0); break;
case ResourceType.Stone:
ResourceManager.Instance.AddResources(0, amount, 0, 0); break;
case ResourceType.Gold:
ResourceManager.Instance.AddResources(0, 0, amount, 0); break;
case ResourceType.Food:
ResourceManager.Instance.AddResources(0, 0, 0, amount); break;}

}
private void NotifyWorkersToStop()

Collider[] colliders = Physics.OverlapSphere(transform.position, gatherRadius);
foreach (var col in colliders) {
Worker worker = col.GetComponent<\Worker>();
if (worker != null && worker.targetResource == gameObject){worker.StopGathering();}}
}
private void FindNewResource()
{
Collider[] colliders = Physics.OverlapSphere(transform.position, gatherRadius * 5);
GameObject nearestResource = null;
float shortestDistance = float. MaxValue;
foreach (var col in colliders){
ResourceHealth resource = col.GetComponent<ResourceHealth>();
if (resource !'= null && resource !=this && resource.resourceType == resourceType){
float distance = VVector3.Distance(transform.position, resource.transform.position);
if (distance < shortestDistance){
shortestDistance = distance;
nearestResource = resource.gameObject;}}}
if (nearestResource !'= null){
Collider[] workersColliders=Physics.OverlapSphere(transform.position, gatherRadius*1.5f);
foreach (var col in workersColliders){
Worker worker = col.GetComponent<\Worker>();
if (worker != null && worker.targetResource == gameObject){
worker.MoveToResource(nearestResource); }}}else NotifyWorkersToStop();
}
private void DestroyResource()
{
foreach (var point in gatherPoints){point.IsOccupied = false;}
Destroy(gameObject);
}
private class GatherPoint
{
public \Vector3 Position;
public bool IsOccupied;
}
}
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JTOJATOK B
Cxpuntu cucreMu OyAyBaHHA

public class BuildingSystem : MonoBehaviour

{
public void StartBuildingMode(\Worker.BuildingType type)

if (isBuildingMode) return;
isBuildingMode = true; selectedBuildingType = type;
GameObject prefab = type == Worker.BuildingType.Tower ? towerPrefab : barracksPrefab;
previewObject = Instantiate(prefab);
SetPreviewMode(previewObject, true);worker.enabled = false;
UnitController.Instance.enabled = false;}
private void Update(){ if (isBuildingMode){HandleBuildingMode();}}
private void HandleBuildingMode()
{
if (previewObject == null) return;
Ray ray = Camera.main.ScreenPointToRay(Input.mousePosition);
if (Physics.Raycast(ray, out RaycastHit hit)) {
previewObject.transform.position = hit.point;
float scrollInput = Input.GetAxis("Mouse ScrollWheel™);
if (scrollinput = 0){
float rotationAngle = scrolllnput > 0 ? 15f : -15f;
previewObject.transform.Rotate(\/ector3.up, rotationAngle, Space.World);}
bool canBuild = CanPlaceBuilding();
SetPreviewColor(previewObject, canBuild ? Color.green : Color.red);}
if (Input.GetMouseButtonDown(0) && CanPlaceBuilding()){ConfirmBuildingPlacement();}
if (Input.GetMouseButtonDown(1)){CancelBuildingMode();}}
private bool CanPlaceBuilding()
{
if (previewObject == null) return false;
Ray ray = Camera.main.ScreenPointToRay(Input.mousePosition);
if ('Physics.Raycast(ray, out RaycastHit hit, Mathf.Infinity) || thit.collider.CompareTag("Ground")){return false; }
float checkInterval = 0.5f;
List<Vector3>boundaryPoints = previewObject. GetComponent<Building>().GenerateBoundaryPoints(checkInterval);
foreach (var point in boundaryPoints){
Collider[] colliders = Physics.OverlapSphere(point, 0.5f);
foreach (var detected in colliders){
if (detected.gameObject!=previewObject&&(detected. CompareTag("Building")||detected.
CompareTag("Unit")||detected.gameObject.layer==LayerMask.NameToLayer(""Resource™))){
return false;}}}return true;}
private void ConfirmBuildingPlacement()

{

GameObject prefab = selectedBuildingType == Worker.Building Type. Tower ? towerPrefab : barracksPrefab; buildingToConstruct
= Instantiate(prefab, previewObject.transform.position, Quaternion.identity); SetPreviewMode(previewObject, false);
Destroy(previewObject);

previewObject = null; buildingToConstruct.GetComponent<Building>().isBuilding = true;

buildingToConstruct. GetComponent<Building>().GenerateConstructionPoints();
if (selectedBuildingType == Worker.BuildingType.Tower){
ResourceManager.Instance.UseResources(100, 50, 0, 0); }
else if (selectedBuildingType == Worker.Building Type.Barracks) {
ResourceManager.Instance.UseResources(150, 100, 0, 0); }
buildingToConstruct.GetComponent<Building>().currentHealth = 10;
SendWorkerToConstruction(this.gameObject, buildingToConstruct);
isBuildingMode = false; worker.enabled = true;
UnitController.Instance.enabled = true;}
private void CancelBuildingMode(){
Destroy(previewObject); previewObject = null; isBuildingMode = false;
worker.enabled = true; UnitController.Instance.enabled = true; }
public void SendWorkerToConstruction(GameObject workerObject, GameObject building){
Worker worker = workerObject.GetComponent<\Worker>();
if (worker == null || building == null) return;
Building buildingComponent = building.GetComponent<Building>();
if (worker.isConstructionSpotReserved){
StopWorkerConstruction(worker, worker.targetBuilding.GetComponent<Building>()); }
if (buildingComponent.isBuilding && buildingComponent. TryGetNearestFreeSpot( worker.transform.position, out \VVector3
constructionSpot)) {
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worker.targetBuilding = building; worker.isConstructing = false;
worker.isConstructionSpotReserved = true; worker.agent.stoppingDistance = 0.5f;
NavMeshPath path = new NavMeshPath();
if (worker.agent.CalculatePath(constructionSpot, path)) {worker.agent.SetPath(path);}
worker.StartCoroutine(StartConstructionWhenArrived(worker, buildingComponent, constructionSpot)); }

private IEnumerator StartConstructionWhenArrived(\Worker worker, Building building, \Vector3 constructionSpot)

while (VVector3.Distance(worker.transform.position, constructionSpot) > 0.7f){
if ('worker.isConstructionSpotReserved || worker.targetBuilding != building.gameObject){
building.ReleaseSpot(constructionSpot);
if (worker.isConstructing == true){worker.StopConstruction();}yield break; }
yield return null;}
while (worker.isConstructing || worker.agent.velocity 1= VVector3.zero){
if (worker.isConstructing || worker.agent.velocity == Vector3.zero){yield break; }
yield return null;}
worker.agent.isStopped = true;
worker.agent.transform.LookAt(building.gameObject.transform);
worker.isConstructing = true;worker.currentTask = \Worker.Resource Type.Build;
worker.CheckWeapon();worker.animatorController.Check Animation();
while (worker.isConstructing && building.isBuilding && building.currentHealth < building.maxHealth){
yield return new WaitForSeconds(1.0f);building.currentHealth += 10;}
if (building.currentHealth >= building.maxHealth){building.isBuilding = false;}
StopWorkerConstruction(worker, building);

public void StopWorkerConstruction(\Worker worker, Building building)
{
worker.isConstructing = false;worker.agent.isStopped = false;
if (building != null && worker.isConstructionSpotReserved){
building.ReleaseSpot(worker.agent.destination);building. UpdateConstructionPoints();
worker.isConstructionSpotReserved = false;}

private void SetPreviewMode(GameObject obj, bool isPreview)

{
Renderer[] renderers = obj.GetComponentsinChildren<Renderer>();
foreach (var renderer in renderers){

renderer.material.color = isPreview ? new Color(0, 1, 0, 0.5f) : Color.white;}

Collider[] colliders = obj.GetComponentsinChildren<Collider>();
foreach (var collider in colliders){collider.enabled = lisPreview;}
NavMeshObstacle obstacle = obj.GetComponentInChildren<NavMeshObstacle>();
obstacle.enabled = lisPreview;

private void SetPreviewColor(GameObject obj, Color color)
{
Renderer[] renderers = obj.GetComponentsinChildren<Renderer>();
foreach (var renderer in renderers){
if (renderer is MeshRenderer meshRenderer){
Material[] materials = meshRenderer.materials;
for (inti = 0; i < materials.Length; i++){materials[i].color = color;}}else{
if (renderer.material != null){
renderer.material.color = color;}}}

P}
public class Building : MonoBehaviour
{

public void GenerateConstructionPoints()

{
constructionPoints.Clear();
BoxCollider collider = GetComponent<BoxCollider>();
if (collider == null){return;}
Vector3 size = collider.size * transform.localScale.x;
Vector3 center = transform.position;
List<Vector3> boundaryCandidates = new List<Vector3>{
center + new Vector3(-size.x / 2, 0, -size.z / 2),
center + new Vector3(-size.x / 2, 0, size.z / 2),
center + new Vector3(size.x / 2, 0, -size.z / 2),
center + new Vector3(size.x /2, 0, size.z/ 2), };
System.Random random = new System.Random();
for (inti=0;i<3;i++){
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int randomIndex = random.Next(boundaryCandidates.Count);
Vector3 point = boundaryCandidates[randomIndex];
boundaryCandidates.RemoveAt(randomIndex);
if (NavMesh.SamplePosition(point, out NavMeshHit hit, 1.0f, NavMesh.AllAreas)){
constructionPoints.Add(new ConstructionPoint{
Position = hit.position, IsOccupied = false});}}
}
public List<Vector3> GenerateBoundaryPoints(float interval)
{
List<Vector3> boundaryPoints = new List<\Vector3>();
BoxCollider collider = GetComponent<BoxCollider>();
if (collider == null){ return boundaryPoints;}
Vector3 size = collider.size * transform.localScale.x;
Vector3 center = transform.position;
for (float x = -size.x / 2; x <=size.x / 2; x += interval){
boundaryPoints.Add(center + new Vector3(x, 0, -size.z / 2));
boundaryPoints.Add(center + new Vector3(x, 0, size.z/ 2)); }
for (float z = -size.z / 2; z <=size.z / 2; z += interval){
boundaryPoints.Add(center + new Vector3(-size.x / 2, 0, 2));
boundaryPoints.Add(center + new Vector3(size.x/ 2, 0, 2)); }
return boundaryPoints;

}
public bool TryGetNearestFreeSpot(\ector3 workerPosition, out \Vector3 spot)
{
spot = VVector3.zero;float shortestDistance = float. MaxValue;
ConstructionPoint nearestPoint = null;
foreach (var point in constructionPoints){
if (!point.1sOccupied){
float distance = \VVector3.Distance(workerPosition, point.Position);
if (distance < shortestDistance){
shortestDistance = distance; nearestPoint = point;}}}
if (nearestPoint != null){
spot = nearestPoint.Position; nearestPoint.IsOccupied = true;
return true;} return false;

public void ReleaseSpot(\ector3 spot) {
foreach (var point in constructionPoints){
if (point.Position == spot){point.IsOccupied = false; break;}}
}

public void TryClearInvalidConstructionPoints() {
foreach (var point in constructionPoints){
if(point.IsOccupied && !lsWorkerNear(point.Position)){point.IsOccupied=false; }}

private bool IsWorkerNear(\Vector3 point) {
Collider[] colliders = Physics.OverlapSphere(point, 1.0f);
foreach (var col in colliders){
if (col.CompareTag("Unit") && col.GetComponent<\\/orker>()?.targetBuilding == this.gameObject) {return

true;}}return false;

}
public void UpdateConstructionPoints() { TryClearInvalidConstructionPoints(); }
private class ConstructionPoint

{

public \Vector3 Position;
public bool IsOccupied;

}
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JOJATOKT
CKpunTH cUCTEeMU aTAKH IOHITIB

public class Warrior : MonoBehaviour

{
void Update()

if (currentTarget != null) {
float distance = VVector3.Distance(transform.position, currentTarget.transform.position); bool isMoving =
agent.velocity.magnitude > 0.1f;
if (distance <= attackRange) {
agent.isStopped = true;
if (fisMoving) { AttackTarget(); attackTimer -= Time.deltaTime;} }
else{agent.isStopped = false; NavMeshPath path = new NavMeshPath();
if (agent.CalculatePath(currentTarget.transform.position, path)){
agent.SetPath(path); }

public void SetTarget(GameObject target){ currentTarget = target; agent.SetDestination(currentTarget.transform.position);}
public void StopFighting(){agent.isStopped = false;currentTarget = null;}
private void AttackTarget()
{
agent.transform.LookAt(currentTarget.transform.position);
if (attackTimer <= 0.0f && currentTarget != null){
attackTimer = attackCooldown;
Worker worker = currentTarget. GetComponent<\Worker>();
Warrior warrior = currentTarget.GetComponent<\Warrior>();
Building building = currentTarget.GetComponent<Building>();
if(worker!=null){worker. TakeDamage(attackDamage);worker.IsAttacked(this.gameObject); }
if (warrior != null){
warrior. TakeDamage(attackDamage);warrior.IsAttacked(this.gameObject);}
if (building != null){building. TakeDamage(attackDamage);}}

public void TakeDamage(float damage)

health -= damage; healthBar.SetHealth(health, maxHealth);
if (health <= 0){FindNewTarget();Die();}

private void FindNewTarget()

Collider[] colliders = Physics.OverlapSphere(transform.position, attackRange * 5);
GameObject nearestEnemy = null;
float shortestDistance = float.MaxValue;
foreach (var col in colliders){
Warrior warrior = col.GetComponent<Warrior>();
if(warrior!=null && warrior!=this && warrior.gameObject.layer==this.gameObject.layer){
float distance = VVector3.Distance(transform.position, warrior.transform.position);
if (distance < shortestDistance){
shortestDistance = distance;nearestEnemy = warrior.gameObject; }}
Worker worker = col.GetComponent<\Worker>();
if(warrior!=null && warrior!=this && warrior.gameObject.layer==this.gameObject.layer){
float distance = Vector3.Distance(transform.position, warrior.transform.position);
if (distance < shortestDistance){
shortestDistance = distance;nearestEnemy = warrior.gameObject; }}}
if (nearestEnemy = null){
Collider[] unitColliders=Physics.OverlapSphere(transform.position, attackRange*1.5f);
foreach (var col in unitColliders){
Worker worker = col.GetComponent<\Worker>();
if (worker = null && worker.currentTarget == gameObject) {
worker.currentTarget = nearestEnemy;}
Warrior warrior = col.GetComponent<\Warrior>();
if (warrior != null && warrior.currentTarget == gameObject) {
warrior.currentTarget = nearestEnemy; }}}
else NotifyAttackersToStop();
}
private void NotifyAttackersToStop()

Collider[] colliders = Physics.OverlapSphere(transform.position, attackRange);
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foreach (var col in colliders)
{
Worker worker = col.GetComponent<\Worker>();
if (worker != null && worker.currentTarget == gameObject){
worker.agent.SetDestination(worker.gameObject.transform.position);
worker.StopFighting();}
Warrior warrior = col.GetComponent<Warrior>();
if (warrior !'= null && warrior.currentTarget == gameObject){
warrior.agent.SetDestination(warrior.gameObject.transform.position);
warrior.StopFighting();}}

}
public void IsAttacked(GameObject attacker)
{
if (currentTarget == null){
bool isMoving = agent.velocity.magnitude > 0.1f;
if (isMoving) { return; } currentTarget = attacker;}
else{return;}
Collider[] nearbyColliders=Physics.OverlapSphere(transform.position, attackRange*4f);
foreach (var col in nearbyColliders){
Warrior nearbyWarrior = col.GetComponent<Warrior>();
\Worker nearbyWorker = col.GetComponent<\\/orker>();
if (nearbyWarrior != null && nearbyWarrior != this && nearbyWarrior.gameObject.layer == gameObject.layer){
if (nearbyWarrior.currentTarget == null){
AssignNearestEnemy (attacker, nearbyWarrior);}}
if (nearbyWorker != null && nearbyWorker.currentTarget == null && nearbyWorker.gameObject.layer ==

gameObject.layer){
AssignNearestEnemy(attacker, nearbyWorker);}}
}

private void AssignNearestEnemy(GameObject attacker, MonoBehaviour unit)

{

Collider[] potential Targets = Physics.OverlapSphere(attacker.transform. position, attackRange * 4f);
GameObject nearestEnemy = null;
float shortestDistance = float.MaxValue;
foreach (var targetCollider in potential Targets){
Warrior enemyWarrior = targetCollider.GetComponent<\Warrior>();
Worker enemyWorker = targetCollider.GetComponent<\Worker>();
Building enemyBuilding = targetCollider.GetComponent<Building>();
if ((enemyWarrior != null || enemyWorker != null || enemyBuilding != null) && targetCollider.gameObject.layer !=
gameObject.layer){
float distance = VVector3.Distance(unit.transform.position, targetCollider.transform.position);
if (distance < shortestDistance){
shortestDistance = distance;
nearestEnemy =targetCollider.gameObject;}}}
if (unit is Warrior warriorUnit){
if (nearestEnemy != null){warriorUnit.SetTarget(nearestEnemy);}
else{warriorUnit.SetTarget(attacker); }}
else if (unit is Worker workerUnit){
if (nearestEnemy !=null){workerUnit.SetTarget(nearestEnemy);}
else{workerUnit.SetTarget(attacker);}}

private void Die()

{

UnitController.Instance.ClearDieSelection(this.gameObject);
Destroy(gameObject);
}
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JOJATOK [
CkpunTHu ynpasjiHHS KaMepoIo Ta MiHI-KapTh

public class CameraController : MonoBehaviour
void Update()
{

Vector3 pos = transform.position;
if (Input.GetKey("w")) pos.z += moveSpeed * Time.deltaTime;
if (Input.GetKey("'s")) pos.z -= moveSpeed * Time.deltaTime;
if (Input.GetKey("d")) pos.x += moveSpeed * Time.deltaTime;
if (Input.GetKey("a")) pos.x -= moveSpeed * Time.deltaTime;
pos.x = Mathf.Clamp(pos.x, -panLimitM.x, panLimit.x);
pos.z = Mathf.Clamp(pos.z, -panLimitM.y, panLimit.y);
if (!isBuilding) {
float scroll = Input.GetAxis("Mouse ScrollWheel™);
Camera.main.orthographicSize -= scroll * zoomSpeed;
Camera.main.orthographicSize = Mathf.Clamp(Camera.main.orthographicSize, minZoom, maxZoom); }transform.position =
pos;
}
}

public class MinimapCameraController : MonoBehaviour
void Update()

UpdateCameraViewRect();
HandleMinimapClick();
ClampMainCameralcon();

}

private void UpdateCameraViewRect()
{
Vector3 viewportPosition=minimapCamera.WorldToViewportPoint(mainCamera.transform.position);
if (mainCameraViewRect != null){
mainCameraViewRect.anchorMin = viewportPosition - new Vector3(panLimit.x, panLimit.y);
mainCameraViewRect.anchorMax = viewportPosition + new Vector3(panLimitM.x, panLimitM.y);}
minimapCamera.orthographicSize = mainCamera.orthographicSize * 6;
}

private void ClampMainCameralcon()
{
Vector3 viewportPosition = minimapCamera.WorldToViewportPoint(mainCamera.transform.position);
viewportPosition.x = Mathf.Clamp(viewportPosition.x, Of + paddingTLR.x / minimapUl.rect.width, 1f - paddingTLR.y /
minimapUl.rect.width);
viewportPosition.y = Mathf.Clamp(viewportPosition.y, 0f + paddingBLR.x / minimapUl.rect.height, 1f - paddingBLR.y /
minimapUl.rect.height);
if (mainCameraViewRect != null){
mainCameraViewRect.anchorMin = viewportPosition - new Vector3(panLimit.x, panLimit.y);
mainCameraViewRect.anchorMax = viewportPosition + new Vector3(panLimitM.x, panLimitM.y);}

}
private void HandleMinimapClick()

if (Input.GetMouseButtonDown(0)){ \Vector2 mousePosition = Input.mousePosition;
if ('RectTransformUtility.RectangleContainsScreenPoint(minimapUl, mousePosition, null)){
return;}
if (RectTransformUtility.ScreenPointToLocalPointinRectangle(minimapUI, mousePosition, null, out \Vector2 localPoint)){

Vector2 normalizedPoint = new Vector2(
(localPoint.x / minimapUl.rect.width) + 0.5f,
(localPoint.y / minimapUl.rect.height) + 0.5f);

Ray ray = minimapCamera.ViewportPointToRay(normalizedPoint);

if (Physics.Raycast(ray, out RaycastHit hit)){
Vector3 targetPosition = hit.point + mainCameraOffset;
targetPosition.y = cameraHeight; targetPosition.z -= 50;
mainCamera.transform.position = targetPosition;}}}
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JIOJIATOK E

Cxpuntu Mmexaniku nporuBauka (L)

public class AlController : MonoBehaviour
{
private enum AlState{Expanding, Attacking}
void Update()
{

if (Time.time >= nextDecisionTime) { MakeDecision();
nextDecisionTime = Time.time + decisioninterval;}}
void GatherGameData()

CheckResources();

GameObject playerBase = GameObject.FindGameObjectWithTag("Building");

if (playerBase != null && playerBase.GetComponent<Building>().type == Building.BuildingType.Main &&
playerBase.GetComponent<Building>().gameObject.layer == LayerMask.NameToLayer("Blue")){ playerBaseLocation =
playerBase.transform;}

void MakeDecision()

UpdateResourcePriority();
switch (currentState){
case AlState.Expanding:
HandleExpansion(); break;
case AlState.Attacking:
HandleAttack(); break; }}
void UpdateResourcePriority() {if (workers.Count >= 3 && 'hasBuiltBarracks) {
prioritizedResource = "Wood"; prioritizedResource2 = "Stone"; }
else if (playerUnits.Count >= lastArmyCountForTower + 1) {
prioritizedResource = "Wood"; prioritizedResource2 = "Stone"; }
else { prioritizedResource = "Wood"; prioritizedResource2 = "Food"; }

void HandleExpansion()

if (NeedsMoreWorkers()){ SpawnWorker();}
if (workers.Count >= 3 && !'hasBuiltBarracks){
if (HasResourcesForBuilding(100, 50, 0, 0)) {
BuildStructure(barracksPrefab, buildPositionBarrack);
ResourceManager.Instance.UseAlResources(100, 50, 0, 0);hasBuiltBarracks = true;}}
if (playerUnits.Count >= lastArmyCountForTower + 1){
if (HasResourcesForBuilding(100, 50, 0, 0)) {
BuildStructure(towerPrefab, buildPositionsTawer);
ResourceManager.Instance.UseAlResources(100, 50, 0, 0);
lastArmyCountForTower = playerUnits.Count; }}
UpgradeMainBuildinglfNeeded(); UpgradeWorkersIfNeeded();
if (ShouldTrainArmy()){ TrainArmy();}
if (armyUnits.Count >= minimumArmySize){currentState = AlState.Attacking;}

void HandleAttack()

foreach (var unit in armyUnits){
Warrior warriorComponent = unit. GetComponent<\Warrior>();
if (warriorComponent != null){EngageClosestEnemyOrTarget(warriorComponent);}}
}
bool NeedsMoreWorkers(){return workers.Count < 10;}
void SpawnWorker()

if (baseLocation == null) return;
Building mainBuilding = baseLocation.GetComponent<Building>();
if (mainBuilding != null && mainBuilding.type == Building.BuildingType.Main){
mainBuilding.SpawnWorker();}}
void CheckWorkerExist()

Worker[] allWorkers = FindObjectsOfType<Worker>();
foreach (Worker worker in allWorkers) {if (worker != null && worker.gameObject.layer ==
LayerMask.NameToLayer("Red")) { if ('workers.Contains(worker.gameObject)){
workers.Add(worker.gameObject); Debug.Log($"Worker{worker.name}added to the list.");}}}
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}
void CheckWarriorExist()

Warrior[] allWarriors = FindObjectsOf Type<\Warrior>();
foreach (Warrior warrior in allWarriors){
if (warrior !'=null && warrior.gameObject.layer == LayerMask.NameToLayer("Red")){
if ("armyUnits.Contains(warrior.gameObject)){armyUnits.Add(warrior.gameObject);}}}}
public void CheckResources()
{
resourcePoints.Clear();
foreach (Collider resource in Physics.OverlapSphere(transform.position, 1000f,
resourceLayer)){resourcePoints.Add(resource.transform); }}
void AssignWorkersToResources()

foreach (var worker in workers){
Worker workerComponent = worker.GetComponent<\\/orker>();
if (workerComponent != null && workerComponent.targetResource == null){
if (workerComponent.isConstructing == true || workerComponent.isConstructionSpotReserved == true) { break;}
Transform resourceToAssign = FindNextResource(workerComponent.transform);
if(resourceToAssign!=null){workerComponent.MoveToResource(resource ToAssign.gameObject); }}}

Transform FindNextResource(Transform workerTransform){
List<Transform> nearbyResources = Physics.OverlapSphere(worker Transform.position, 2000f, resourceLayer).Select(c =>
c.transform).Where(r => Ir.GetComponent<ResourceHealth>().IsDepleted). ToList();
if (nearbyResources.Count == 0) return null;
string resourceTag = resourceAssignmentindex % 2 == 0 ? prioritizedResource : prioritizedResource2; Transform
selectedResource = nearbyResources.FirstOrDefault(r => r.CompareTag(resourceTag));
if (selectedResource != null){resourceAssignmentindex++;return selectedResource;}
foreach (var resource in nearbyResources){
ResourceHealth resourceHealth = resource.GetComponent<ResourceHealth>();
if (resourceHealth '= null && !resourceHealth.IsDepleted && resourceHealth.HasFreeSpots()){return resource;} }return
nearbyResources.FirstOrDefault();

}
void ReassignldleWorkers()

foreach (var worker in workers){
Worker workerComponent = worker.GetComponent<\\/orker>();
if (workerComponent != null){ if (workerComponent.isConstructing == true ||
workerComponent.isConstructionSpotReserved == true){break;}
if (workerComponent.targetResource == null){
Transform newTarget = FindNextResource(workerComponent.transform);
if (newTarget != null){workerComponent.MoveToResource(newTarget.gameObject); }}
else if (workerComponent.agent.velocity.magnitude < 0.1f && workerComponent.currentTask ==
ResourceType.None){
workerComponent.MoveToResource(workerComponent.targetResource); }
else if (IworkerComponent.targetResource.CompareTag(prioritizedResource) &&
lworkerComponent.targetResource.CompareTag(prioritizedResource2)){
Transform newTarget = FindNextResource(workerComponent.transform);
if (newTarget != null){workerComponent.MoveToResource(newTarget.gameObject);}}}}

void AssignWorkersToNeededResources(float requiredWood, float requiredStone, float requiredGold, float requiredFood)

foreach (var worker in workers){
Worker workerComponent = worker.GetComponent<\\/orker>();
if (workerComponent != null && workerComponent.targetResource == null){
if (requiredWood > 0){
Transform woodResource = FindResourceOrNearby("Wood");
if (woodResource = null){workerComponent.MoveToResource(woodResource.gameObject);
requiredWood -= 10; continue;} }
if (requiredStone > 0){
Transform stoneResource = FindResourceOrNearby("Stone");
if (stoneResource !'= null){
workerComponent.MoveToResource(stoneResource.gameObject);
requiredStone -= 10;continue;}}
if (requiredFood > 0){
Transform foodResource = FindResourceOrNearby(""Food");
if (foodResource = null){
workerComponent.MoveToResource(foodResource.gameObject);
requiredFood -= 10;continue;}}}}}
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Transform FindResourceOrNearby(string tag)

Collider[] colliders = Physics.OverlapSphere(transform.position, 1000f);
GameObject nearestResource = null;float shortestDistance = float. MaxValue;
foreach (var col in colliders){
ResourceHealth resource = col.GetComponent<ResourceHealth>();
if (resource != null && resource != this){
if (resource.gameObject.CompareTag(tag)){
float distance = VVector3.Distance(transform.position, resource.transform.position);
if (distance < shortestDistance){shortestDistance = distance;
nearestResource = resource.gameObject;}}}}
Transform primaryResource = nearestResource?.transform;
if (primaryResource !'= null && primaryResource.GetComponent<ResourceHealth>(). HasFreeSpots()){return
primaryResource;}return null;}
bool HasResourcesForBuilding(float wood, float stone, float gold, float food){
return ResourceManager.Instance.HasEnoughAlResources(wood, stone, gold, food);}
bool NeedsMoreBuildings(){return buildings.Count < desiredBuildingCount;}
void BuildStructure(GameObject buildingPrefab, GameObject[] points)

foreach (var worker in workers){
Worker workerComponent = worker.GetComponent<\\/orker>();
if (workerComponent = null && !'workerComponent.isConstructing){
Building buildingComponent = buildingPrefab.GetComponent<Building>();
if (buildingComponent != null && buildingComponent.type == Building.BuildingType.Barracks){Vector3 buildPosition =
points[0].transform.position;
GameObject buildingToConstruct = Instantiate(buildingPrefab, buildPosition,
Quaternion.identity);buildingToConstruct.GetComponent<Building>().isBuilding = true;
buildingToConstruct.GetComponent<Building>().GenerateConstructionPoints();
workerComponent.StopGathering();
if (buildingToConstruct.GetComponent<Building>().isBuilding &&
buildingToConstruct.GetComponent<Building>(). TryGetNearestFreeSpot(workerComponent.transform.position, out \Vector3
constructionSpot)){workerComponent.buildingSystem. SendWorkerToConstruction(workerComponent.gameObject,
buildingToConstruct);
workerComponent.StartCoroutine(workerComponent.buildingSystem.StartConstructionWhenAurrived(workerComponent,
buildingToConstruct.GetComponent<Building>(), constructionSpot));}
buildings.Add(buildingToConstruct);break;}}}} }
void UpgradeMainBuildinglfNeeded()
{

Building mainBuilding = baseLocation.GetComponent<Building>();
if (mainBuilding = null && mainBuilding.type == Building.BuildingType.Main && mainBuilding.level <
2){if(HasResourcesForBuilding(100, 50, 0, 0)){mainBuilding.Upgrade();}
else{AssignWorkersToNeededResources(100, 50, 0, 0);}}}
void UpgradeWorkersIfNeeded()

Building mainBuilding = baseLocation.GetComponent<Building>();
if (mainBuilding != null && mainBuilding.type == Building.Building Type.Main && mainBuilding.level >= 2){foreach (var
worker in workers){
Worker workerComponent = worker.GetComponent<\\/orker>();
if (workerComponent != null && workerComponent.level < mainBuilding.level){
if (HasResourcesForBuilding(50, 0, 0, 50)){mainBuilding.UpgradeWorker();
ResourceManager.Instance.UseAlResources(50, 0, 0, 50);}
else{AssignWorkersToNeededResources(50, 0, 0, 50);}} }}}
bool ShouldTrainArmy() { return armyUnits.Count < minimumArmySize; }
void TrainArmy/()

foreach (var building in buildings){
Building buildingComponent = building.GetComponent<Building>();

if (buildingComponent != null && buildingComponent.type == Building.Building Type.Barracks)
{buildingComponent.SpawnWarrior();break;}}

}
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