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PE®EPAT

KBamiikamiiina po0OoTa CcKIaga€eTbcs 3 TMOSCHIOBANBHOI 3alMCKH  Ta
IPOTrPaMHOTO MPOAYKTY - Tpu. [losicHIOBasIbHA 3amucka 10 KBaji(ikaiiiHoi poooTH
MicTHTh 82 cTopiHkH, 61 imrocTpairito Ta 1 Tabnuito.

Mertoto poboTH € po3poOKka Tpu cTpaTerii 3 eIeMEeHTaMH IIyTepa BiJl MepIoi
ocob6u 3a gornomoroto pymiist Unity3D.

ITin gac po3poOKKM MPOEKTy PO3MISIHYTO Ta IMpoaHaIi30BaHO 1HIII IrpOBi
po3poOku B skaHpi AcCtiOn Ta oOrpyHTOBaHO BHOIpP KOXHOTO PIllICHHS peati3arii.
CrpoekToBaHa CTpPYKTypa IMporpaMHOi YacTHHHM, HaBeAeHI creHapii poOoTH,
CTBOPEHMI Bech IpaiuHHUil KOHTEHT JJIsl TPH, MPOBEAEHO NPOrpaMyBaHHsS ITPOBUX
€JIEMEHTIB, IPOBEICHE TECTYBaHHsI IrPOBOI PO3POOKH.

KJIIOUOBI CJIOBA: TPA, HIYTEP, CTPATEI'IS, ITPOBUM PVIIIN,
UNITY3D, HEHPOMEPEXA.



ABSTRACT

The graduation work consists of an explanatory note and the software complex of
the game. The explanatory note to the graduation thesis contains 82 pages, 61 pages
and 1 table.

The method of operation is the development of a strategy game with elements of a
first-person shooter using the Unity3D engine.

During the development of the project, other game developments in the Action
genre are considered and analyzed, and the choice of each implementation solution is
justified. The structure of the software part was designed, the work scenarios were
given, all the graphic content for the game was created, and the game development was
tested.

KEYWORDS: GAME, SHOOTER, STRATEGY, GAME ENGINE, UNITY3D,
NEURAL NETWORK.



3MICT

BCTVII 7
PO3/JIIJT 1. AHAJII3 HATTPSIMKIB BUKOPMCTAHHS THOOPMAIIMHNX
TEXHOJIOI'T! JIJIs1 CTBOPEHHS I'POBUX JIOJATKIB 9
1.1. BukopucTaHHS HEHPOMEPEK MPHU CTBOPEHHI irOp 9

1.2. IcHyrouil aHAJIOTHU MPOTPAMHOTO MPOAYKTY 11

1.3. IlocraHoBka 3agauil 20

1.4. OOrpyHTyBaHHs BHOOpY IHCTPYMEHTAJIBHHX 3acCO0IB Ta BUMOTU JO

amapaTHoro 3a0e3rne4yeHHsl. 21
BucHOBKY 70 TIepIIoro po3aity 22
PO3A1JI 2. TIPOEKTYBAHHSA TA PEAJIBALIIA TTPOI'PAMHOI'O
JNOHATKY 23
2.1. BwusHadyeHHs BapiaHTIB BUKOPHUCTAaHHA Ta 00 €KTHO-OPI€EHTOBAHOI
CTPYKTYpH CUCTEMHU. 23
2.1.1. Jliarpama BapiaHTIB BUKOPUCTAHHSI 23

2.1.2. [liarpama KiaciB 26

2.2. lu3aitH JOKYMEHT 31

2.2.1. Teimmien 31

2.2.4. Jlokari / cuieHu 32

2.2.5 Tekctypu, epcoHaXi Ta pi3HI reliM-00’ €KTH 33

2.2.6. KepyBanHus 39

2.3. Peamizaiiist anroput™MiB poObOTH TpU 40
BucHOBKHU 710 APYTOTO pO3aiTY 45
PO3/IIJI 3. THTEP®EIMC TA ITOPSJIOK POBOTH 3 JIOJATKOM 46
3.1. InTepdetic Ta mOpAIOK POOOTH 3 TPOTPAMHHIM JIOAATKOM. 46

3.2. TecTtyBaHHs pOOOTH IPOTPAMHOT0O KOMILIEKCY. 52
BHCHOBKH 710 TPETHOTO PO3LITY 56
BUCHOBKU 57
CIIMCOK BUKOPUCTAHUX JI’KEPEJI 58
HOOATKHN 60

6



BCTYII

AKTYaJbHICTh TeMU. AKTYaJbHICTh TEMH PO3POOKHU irop 00yMOBIIEHA TUM, IO
IrpY € OJHHUM 3 HaWOUIbII MOIMYJISPHUX BHUIIB po3Bar y CBITI. BoHM IpUHOCATH
3aJJOBOJICHHS JIIOASIM PI3HOTO BIKY Ta 3 PI3HUMHU 1HTepecamu. Irpu MoxyTh OyTu
HaBYaJIbHUMU, PO3BUBAIOUYUMH, & TAKOXK MPOCTO PO3BAKATLHUMU.

Po3BUTOK TEXHOJOTIM TakoX copusie po3poOii irop. 3aBlIsSKM HOBUM
TEXHOJIOT1SIM PO3POOHUKH MOXKYTh CTBOPIOBAaTH BCE OIIBIN pEaTiCTUYHI Ta
3axorumoroul irpu. Ha chorojHi € mpoayKTH, SKI BUKOPUCTOBYIOThH, HAINPHUKIIAJ,
HelipoMepexi. Take HOBOBBEACHHS [OB30JIA€ 3pOOUTH TPy IIE€ IIKABIIIOK Ta
Hernepen0ayyBaHO0, a)Ke HEMa€e KOHKPETHOI MOCIIIOBHOCTI Jid, 10 SIKOi 3BUKA€E
rpaBeilb. Lle cTuMyITtoe 3pocTanHs MONMUTY Ha ITPU Ta CTBOPIOE HOB1 MOKIIUBOCTI JJIs
PO3pPOOHUKIB.

ExoHomiuHa e(peKTUBHICTh PO3POOKHU ITOP TAKOXK € BAXKIMBUM (HaKTOPOM, IO
cupusie ii akTyanbHOCTI. [lpu BIIHOCHO HEBEIMKUX TIMOYATKOBUX 1HBECTHUIIIAX
PO3POOHUKH MOXYTh OTPUMYBATH 3HAuHI MPUOYTKHM BiJ YCIIIIHUX OpoeKTiB. Lle
npuBadoe 10 chepu po3poOKH 1rop TATAHOBUTHX JIIOJIEH, SIKI MPArHyTh JOCSTTH
ycnixy Ta 3a0e3neunty codi piHaHCOBY CTAOLIBHICTb.

Meta nocaigxennsi. CTBOpPEHHsI TpuU CTparterii 3 eleMeHTaMu IIyTepa Ta
BUKOPHCTAaaHHAM HEMpOMEPEKi, 3100y TTs Ta 3aKPIIJICHHS 3HaHb 3 IFPOBOi PO3POOKH,
3D-animartii, 3D-moaentoBaHHs, Tpadiku, ToOyI0BU apXiTEKTYPH KOy, peari3alis Ta
HABYaHHS HEUPOMEPEKI.

JlJissi 1OCSATHEHHSI TOCTABJIEHOI MeTH HeOOXiJHO BUPIIIMTH TaKi OCHOBHI
3aBJIaHHS:

- Anani3 iHdopmMmarii mo peanmizailii HeHpoMepekKi Ta METOIIB 11 HAaBYaHHS;

- AHani3 iICHYIOUYHMX YaCTKOBUX aHAJIOT1B MPOIYKTY, IO PO3POOISETHCS;

- Bubip Ta gocnimkeHHs cepeoBuIa po3poOKH MPOrpaMHOTO MPOIYKTY;

- BwusHaueHHs OCHOBHHX acCIEKTiB Te€MMILICIO;

- IligroroBka Bi3yasibHOI ckJ1ajioBOi Tpu (3D-00’exkTH, TEKCTypH, aHIMaIIi],

JaHamadT);



- Peasnizariist J0TiKH 3aCTOCYHKY;

- TecryBaHHA NPOIYKTY.

O0'exkTOM JOCITIIXKEHHSI € 1CTOpIis KAHPIB CTpATEris, IIyTep; allTOPUTMH Ta
TEXHOJIOTII JIJIs1 pO3pOOKH KOMIT FOTEPHUX 1rOp; MO HEHPOMEPEIK.

IIpeameTom gociaimkeHHs € po3poOKka HepoMmepexki, po3podka 3D Moxenei,
iX momayplia aHiMarlisi, po3poOka iHTepdeiicy, peamizaiis BIACHOTO MPOTPaMHOTO
3a0€3MeUeHHsI Ta TECTyBaHHA 3aCTOCYHKY.

Metoau amanizy. Ilin uac anamzy iHdopMaiiiiHux mKepel B Ipoiieci
JOCIIJKEHHsT OyJlo BUKOpUCTaHO abOcTparyBaHHs, aHami3 Ta (opmanizalio
OTPUMAHUX PE3yJIbTaTIB.

Indopmaniiina 6a3a noCHiTKeHHSI CKIATAETHCS 3. JITEPATYPHUX JDHKEPEN 3
nuTaHb po3poOku irop, Heilpomepexx Ta II; crarri Ta momoBimi 3 pe3ysibTaTamu
EKCIICPUMCHTAJILHUX JIOCTI/DKCHh BUKOPHCTAHHS HEHpOMEpeX IS CHMYJIAIT
MOBE/IIHKHU.

HaykoBa HOBHM3HA JOCIIJDKCHHS IOJSATaE B Po3poOIll HOBOTO IMMiJAXOMY JIO
pO3pO0OKH, KU 0a3yeThCS HAa BUKOPUCTAHHI HEMPOMEPEXK Ta MOEAHAHHI JCKIJIBKOX

YKaHPIB BIJIECOITP.



PO3/ILI 1. AHAJII3 HATIPSIMKIB BUKOPUCTAHHSA IHOOPMAIIHHUX
TEXHOJIOI'T 1JIsI CTBOPEHHS ITPOBUX JTOJATKIB

1.1. BuKoOpHCTAHHA HelpoMepe:K IPH CTBOPEHHI irop

Heiipomepexi - 1e Mojeiai MAaIIMHHOTO HaBYaHHS, SKI IMITYIOTh POOOTY
JIOACHKOTO MO3KYy. BoHM ckiamaioThest 3 By3diB, Kl MOB’si3aHI MK c000I0 Ta
HA3MBaIOThCsl HellpoHamu. KoXHUU HEWpPOH OTpPUMY€ BXIJHI CUTHAJIM Bi 1HIIMX
HEHUPOHIB 1 00poOJIsie 1X, BUKOPUCTOBYIOUM MEBHY (GYHKIIIO akTuBalli. Pe3ynbrar

0OpOOKM HAJICUIIAETHCS HA 1HII HEUPOHHU.

Puc. 1.1 — CtpykTypa 3B’3KIB HElipoMepexi

IcHye nBa OCHOBHHX TUIM HaBYaHHSI HEUPOHHUX MEPEXK:

1. HaByaHH# 3 yYuTeJIeM - 11 TUIT HaBYaHHS, ITPU SKOMY HEHPOHHA Mepeka
OTpUMy€ Halip HaBUAJbHUX JaHUX, SKUH MICTUTh TpPaBUJIbHI BIAMOBIII.
Hetipanna meperxa BUKOPHUCTOBYE 11l JIaHl, 00 HABUUTUCS BiITBOPIOBATU
MpaBWJIbHI BIJIMIOB1/I1 HA HOBI JaHI.

2. HaBuaHHs 0e3 yuuTeJIsl - 116 TUIT HABYAHHSI, IPU SKOMY HEUpPOHHA MEpEka
HEe OTpuMye Hab0lp HaBUaJbHUX JIaHUX 3 MPABUILHUMHU BIIMOBIISIMH.

Heiipanna Meperxa BUMTHCS, aHATI3YIOUH JIaH1 Ta 3HAXO/ISTYM 3aKOHOMIPHOCTI



B HUX. OCKUIbKHU rpa Oyjie AUHAMIYHA 1 HE 3aBXK/IM OJIMH 1 Tel ke Ha01p JaHuX
OyJie mpaBUJIBLHUM, TOMY 11 BapiaHT MNiAXOAUTH HallKpalie.

IcHye Garato pi3HUX THMIB HEUPOHHUX MEPEXK, SAKI PO3PI3HIIOTHCSA 32 CBOEIO
CTPYKTYpO0, (YHKII€I0 aKTHBaIlli Ta THUIIOM HaBYaHHSA. ToMmy micias aHami3y
JIEKIJTbKOX 3 HUX OyJI0 00paHO Mepexy MPsIMOTO MOIIUPEHHS.

Heiipomepexa npsimoro nomupenHs (HIII) - me Tum HeiipoHHOT Mepexi, ska
BUKOPUCTOBYETHCS ISl HaBYAaHHS 3 yuuTereM. BoHa ckiagaeTbcs 3 TphOX IIApiB
HEHPOHIB: BXITHOTO, IPUXOBAHOI0 Ta BUX1AHOTO. € XOpouIrM BUOOPOM IS peani3arii
I'PH, OCKIJILKH BOHA € BIJIHOCHO MPOCTOIO B peaizallii 1 3a06e3meunTh Hac He0OX1THUM
¢ysukuionanoMm. Hampuxnan, Heillpomepexy MOXKHa HaBUYUTH  BIATBOPIOBATH
IpaBUJIbHI X0 B IIaxax abo CTPUIIILI.

Bxinuuii map HeHpoHiB oTpuMmye BXiaHi naHi. Ha Hporo mm Oynemo
BIJIIIPABJISITH JaH1, OTPUMAHI 3 «CEHCOPIB» MEPCOHAXKY, OTOUYIOYOTr0 CBITY, KUIBKOCTI
OUKiB 370poB’s 1 T.n. llpuxoBaHuii map HEWpPOHIB O0OpoOOIsEe BXIAHI JaHI,
BUKOPUCTOBYIOUM (PYHKIIiF0 akTuBarlii. BuximHuii map HEHpOHIB Te€HEpy€e BUXIJHI
JaHl1, ikl OyyTh KEpyBaTH IEBHUM 00’ €KTOM.

B irpax HelipoMepexi MOKyTb BUKOPUCTOBYBATHUCS ISl CTBOPEHHS IITYYHOTO
inTenekty (LLI). BiH Ha oOCHOBI HeillpoMepex MoOXe npuiiMaTh OUTbLI PO3YMHI
pimieHHs1, Hik Tpaauuiiiauii I, mo Moxe mpu3BecTd 10 OUIBII 3aXOIUTIOIYOro Ta
KOHKYPEHTOCIIPOMOXHOTO  reiimmieto. Och  KiTbKa KOHKPETHMX  IPUKIIAIIB
BUKOPHUCTAHHS HEHPOMEPEK Y CTPATETIsAK:

Po3pooka TakTuku. Helipomepexi MOXKyTh BUKOPHUCTOBYBATHUCS JIJIsl HABYAHHSI
I po3pobnsith edexTuBHI TakTHKA B 0ot0. Hampukman, Helipomepeka MOXe
HABYMTHUCS BU3HAYATH HaMKpallle po3TallyBaHHs BIMCHK, BUOMpATH HAaWKpalll aTaku
Ta YHUKATU HEOe3MeK.

Po3noain pecypciB. Helipomepexi MOKyTh BUKOPUCTOBYBATHUCS 1711 HABUAHHS
I edexTuBHO po3noauIATH pecypcu. Hampukian, HelipoMepexa MOKe HaBUUTUCS
BU3HAUATH, SKI PECypCH HaWBa}JIMBINII JUJIsI TEPEeMOTH, 1 sK HaWkpame ix

BHUKOPHUCTOBYBATHU.
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CrtBopennsi piBHiB. Helipomepe:xxi MOXYyTh BHUKOPHCTOBYBATHCS — JIJIsi
CTBOPEHHS MPOILICAYPHUX PIBHIB, SIKI OyAyTh OUIBII CKJIAJHUMH Ta IIKABUMH IS
rpaBiiB. Hampukman, HelipoMepeka MOXKE€ HABUYMTHCS CTBOPIOBATH pIiBHI 3

piBHOMaHiTHHMI/I JIaHI[HIa(bTaMI/I, BOPOKUMHU CUJIaMU Ta 3aBIAHHAMMH.

1.2. IcHyw4i aHAJIOTH POTPAMHOI0 MPOAYKTY

1.2.1. Total Conflict: Resistanse
Jlesiki 3 3arlaHOBAaHUX CTpATEriYHUX MEXaHIK MOKHa mobauuTtd B rpi “Total
Conflict: Resistance”. Ile rpa, B sikiii 3MilllaHi >KaHPH TII00ATBHOI CTPATETIi, TAKTUKU
Ta eKIIeHa BiJ mepiioi ocoou. Bubip irpoBUx pexuMiB HEBENMKUHN (2 KamIaHii, Ta
MOJKJIMBICTB 31MPaTH «IIBUAKY» OUBTY; I'pa II€ B po3pooii):
e [1106anbHa KamMmaHiA
e TaxkTuuyHa kaMIaHist
e [llBuaka 6uTBa
TakTuyHa KammaHist
Lelt pexxum nae 3Mory cokycyBaTucs Jmuie Ha OOHOBOMY MpOILIECi: HEMAE
Jep’KaB, €KOHOMIKM, JIOTICTUKH 1 T.n. JlocTymHe nepeBO pO3BUTKY, NI€ OJpa3y
BIJIKpUBAIOTHCA LI MAPO3AUIM PI3HOTO MPU3HAYEHHS Ta OPOHETEXHIKA.
['enepyerhcst BUNaKOBa MOCHIIOBHICTH CLIEHAPIiB (aTaka, 000poHa, 1yelb), Ky
rpaBeib Mae pouTu. [lepea K0XKHOIO OMTBOIO MOXKHA HAJIAIITYBATH MOCIIIOBHICTD
KYIUIEHUX TIAPO3LIIB Ta OHOBUTH 030pO€HHS, 0co00BuUi ckiaf. [licis 0oro rpasenb
oTpuMye Tpodei, ki MO)KHA BUKOPHUCTOBYBATH.
['mo6anbHa kammnaHis
I'paBenib 0O6uMpae oHY 3 3aMPONOHOBAHUX JEpKaB, KO Oyje KepyBaTH (JIMB.
puc. 1.2). Cnouatky MiX BIpTyaJbHUMH KpaiHamu Hemae KoHQumkTiB. Ile
BiloOpakaeThcs Ha ekpaHi guriomartii (quB. puc. 1.3). IlotpibHo n6aTu mpo cBoi
3eMJIi Ta apMito, ajie He 3a0yBaTu IO JEsKi J1i MOXYTh BIUIMHYTH Ha BIIHOCHHH 3
IHIMMH KpaiHamu. Hampukman, sSIKIo HapollyBaTH BUPOOHUIITBO JIMIIE BiHCHKOBOT

TEXHIKH — CYC1JIaM IIe MOXKe HE CI0100aTUCh.
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Bubepitb ppakuito:

MiHicTepcTBO 3aKODZOHHEX cpan
GRWe -

to
Ed Holstebro
&} Tunderey
El coludbichi

Puc. 1.3 — Expan aumniomarii
B Oyap-sikoMy 13 CBOIX MICT MOKHA IIOCh TOOYAYBATH, SIKIIIO HACEIEHUI MyHKT
3aJJ0OBOJTHSIE BUMOTH I 11boT0. Hampukiiaz, ams moOyaoBY mIaxTu Tpeba sSKach pyna
no0au3y. Takox micus AJist 320y 10BH 00€XkeH], 1 B KOKHOMY MICTI iX MOXe OyTH pi3Ha
KUIbKICTh. ToMy TOTpiOHO paIrioHaTbHO BUKOPUCTOBYBATH III MICIA, 100 Matu
MakcuMasbHy Burony. Ilicns mouaTky OymiBHHIITBA Ma€ TMPOWTH MEBHHUMA 4ac, MEpIil

HIK OyaiBIIsA oYHEe (QYyHKIIOHYBATH.
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Puc. 1.4 — [1oGynoBa

Jlist cTBOpeHHsT HOBUX OaTajbiOHIB MOTPIOHO B MiICTax, JI€ € IUBLIbHE
HAcCeJIeHHs, 1 K€ MpUAATHE 1O CIY>KOM, 00paTu THUIM: MONILis, peryJisipHa apMisd,
crieniHas 1 T.1.. Hacenenns - 1e okpemuii pecypc, sSSIKMii MOKHa OTpUMAaTH OyayHOUH
JKUTIIOBI OyJMHKHA B MICIAX 3a0yI0BU. 3BUYAMHMX PE3EPBICTIB HEJAOCTATHHO JIJIS
MOBHOIIHHOT'O 3arOHy: NOTpiOHA creniaibHa yHijopMa (3aJIeXKUTh BIJ TUITY 3arOHY) 1
BI/IMOBIHE 030pPOEHHS y BUTJISAII OPOHETEXHIKH, sIKa € B MEKax MicTa, CHapsIiB Ta
TOIJIMBA JI0 HEl; 30poi, HaboiB, MonUudikallii, 11 (KOHCEPBH, XJ110) 1 aNTEUYKU — AJIs

MIXOTH.

=
is
=

YaHHA

& 10/10 1st Squad
10/10 2nd Squad
10/10 3ra Squad

& 10/10 4th Squad

T

1/10 7th Police

% x=podyista X
T

The 3rd of March 2024, 163

Puc. 1.5 — CTBOpeHHS MOMIIIEHCHKOTO TAPO3ILITY
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O30po€eHHs MOXKHA JI00YBaTH JEKIIbKOMA MIITXaMU:

- Bigkputu texHosorio (muB puc. 1.6) Ta 310patn Ha BIMCHKOBOMY 3aBO/I,
KUl Tpeba OymyBatu. 3a3BU4ail, BiH JOCTYITHUN OJIpa3y P CTAPTi TPH, ajie
SKITO HEMAa€E - JUIA IIbOTO MOTPIOHI pecypcu (aepeBo, kamiHb 1 rporri). Ha
BIJIKPUTTSI 4OTOCh HOBOTro MmoTpibeH uac: Bix 15 go 170 irpoBux mIHiB.
HaiinoBiie po3poOtoTeCsi TaHKH, JIITaKd Ta yHiGopMa 3-TO CTYNEHIO: Bif
120 muiB.

- Kymutu na punky. ToBapu Ha pUHKY 3’SIBJISIOTBCS MICISA 3aKIIOUYECHHS
TOBApHOI YroJu 3 COIO3HOIO JEpXkaBOl0. 3 4acOM Ha PUHKY CTae jaenalii

O1JIbI1I€ TIPOTIO3HUIIIT, XOU Ha MTOYATKY I'PU BUOIP JTyKe OOMEKESHHI.

ApmanTrania BUpPOGHHMITBA

Boenpwnack | TpaHCOPTHL 3aC06K Airforce & Navy

Puc. 1.6 — Expan TexHosorii
Sk TiIIBKH TpaBelb BBAXKAE, 110 BIHCHKO TOTOBE Ta HAIIMHO €KiMMipoBaHe, MOXKHA,
HAIMPUKJIA], B MEXax JepkaBu OOpoTHCA 3 030poeHMMHU TepopucTamu. biii MoxHa
MPOIYCTUTH ab0 K KEpYBaTH B PEKHUMI PEaTbHOTO Yacy.
biiii, sxi 3HAXOMATHCS MiJ KOHTPOJEM TPaBIll MOXKHA IepeMillaTH Ha pi3Hi
no3utii (auB. puc. 1.11), BimmaBaTu pI3HOTO THITYy Haka3W (3MiHA IOJIOXKECHHS,
JI03BOJIUTH/3a00pOHUTH BOTOHb) a00 K B3ATH MiJ NpSAME KePyBaHHS OJHOTO 13 HUX

(muB. puc. 1.12). biif TpuBae 10MOKU OJHA 13 CTOPIH HE MTOYHE 3/1aBATHCh a00 K 30BCIM
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BTpaTUTh 00€31aTHICTh. OHAK 1100 3MYCHUTH IPOTUBHUKA 3/1aTHCh MOTPIOHA BEIMKA
repeBara B 0COO0OBOMY CKJIaJ(1 Ta TEXHIII].

CknagHouyB ctae Ouiblie, Kojau Oiif B caMoMy po3maii: MOTpiOHO 3BepTaTtu
yBary Ha 3arajibHHH CTaH CIIpaB, IIBUAKO pearyBaTH Ha 3MiHY CHTyauii MO BCii
HMIMPUHI CyTEUKH, TAKOXK BAXKIMBO HE 3a0yBaTH MPO MOPAIBHUN CTaH B3BOJIB Ta MPO
HiAKPITUICHHS, SKE 3 ABIISETHCS HA BIAMOBIIHOMY Kparo irpoBOi 30HHU, MPU YMOBI IO

e € 60€31aTHI TMAPO31IU B OaTaIbHOHI.

280/280

250/250

Puc. 1.7 — Ctpareriune kepyBaHHs

['pa memoHcTpye Xopollly KapTHHKY 1 Bij mepiioi ocoOu. I'paBers moxe
KEpyBaTH HE TUIbKM MEPCOHAKEM, a i BCIEI0 HAIBHOIO B I'Pl, BIMCHKOBOK TEXHIKOIO
OKpIM JIITaKiB Ta KOPaOJIiB.

®di3uka MONBOTY KyJb HAOMMXKEHA N0 pealbHOi 1 MOTpedye BpaxyBaHHS
JUCTAHINT O Il Ta TUI 30poi Mpu BeACHI BOTHIO. BaXiauBy posib BIIITParoOTh
Moaudikaii 30poi: KaliMaTopHi, royiorpadivni Ta ONTHUYHI MPHUIIITH, OCKUIBKU TaKUM
YUHOM 3MIHIOETHCSI MAaKCUMAaJIbHA JTATBHICTH 0030DYy.

Takoxx MOTPIOHO CIIAKYBaTH 3a OOEKOMIUIEKTOM IMiAPO3JUIIB, TOMY IO BCS
BOTHEMAJIbHA 30p0si BUTpAvae KyJii, OpOHETEXHIKa — CHapsAH, CUCTEMH 3aJIIOBOTO
BOTHIO — PaKeTH 1 T.J. SKIIO Tpo 11€ HE Mo0aTH TeXHIKa BUXOIUThH B 01 3 TOPOKHIM
OO0EKOMIIJIEKTOM, 1 TOMY KOPHUCTI Bijl HET HE OaraTo: JMIle TPaHCIIOPTYBaHHS.

KonkpetHux uineit B rpi Hemae. MokHa pPO3BUBATUCH IPYKETOOHO abo0 X

arp€CuBHO, 1O MOMCHTAJIBHO IICYE BiI[HOCI/IHI/I 3 IHIIHMHA Kpa.l.HaMI/I. I[JIH HOBAYKIB I'pa
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CKJIaJHIIIa, TOMY 110 0araTo MeXaHik, ki MOTpeOytoTh MOCcTiHOT yBaru. Oco00IMBO
MiJ] Yac HaJAITyBaHHS IUISAXIB JIOTICTUKH, MO0 BCl IrpOBI MEPCOHAXI OTpUMAIU
HE00IXTHE 030pOEHHS, a MAMPUEMCTBA — PECYPCH.

1.2.2. Mount and Blade : Warband

Mount and Blade - xomm'torepra rpa B xanpi Action/RPG 3 Bigkputum cBiTom.
Bci irpoBi mozii Bin0yBaroThCs Ha Burajianomy kKoHTHHEHTI Kanbpanisa (puc. 1. 8), mo
Harajaye cepeiHboBIUHy €Bporny. € AeKiIbKa KOPOIIBCTB, SIKI PO3NOYHYTH BiifHY, a00
K HaBIAKH - CTBOPSTH COI03. Bee 3anekuTh Bijl CTOCYHKIB Mi>K HUMH.

SIK Takoro CroKeTy Hemae: TpaBelb OTPUMY€E 3aBJaHHs BiJ IHIIMX ITPOBHUX
MEePCOHAXIB (32 HasBHICTIO OakaHHsA). Bennka yacTuHa reiimiuiero modyoBaHa Ha:
BMIHHAX Ta 3A10HOCTSIX T€pOsi; YNCETBHOCTI Ta MAMCTEPHOCTI HOTO apMmii; 3eMeIbHIX
BOJIOJIIHHAX; CTOCYHKaX MIX MepcoHaxxamu/kpaiHamu. Ha BiiMiHy BiJl O1JIBIIIOCTI irop
CXO0XOi TeMaTWKH, TYT HEMa€ Marii, BUTaJaHUX CTBOPIHb YM OYIb-SKHX 1HIIUX

(dbeHTe31HNX eJIEMEeHTIB.

Puc. 1.8 — «Kanbpamisn»

Po3nounHaeThes irpoBHit Mpolec 3 peaakTopy Jull repos. Habip mapamerpis
BEIIUKHI, TOMY II€ TEPETBOPIOEThCSA Ha IlikaBuil mporec. Oapasy sSK KapTHHKA
BI/IMOBIIA€ 3ayMy MOKHA MEPEUTH 10 HACTYITHOTO eTamy: 0a30BUi po3moAin OajiB

MOKpallleHb. ['paBenp oJipasy OTpUMYE Ha KOKHY KaTeropiro (arpuOyTH, 3A10HOCTI,
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BOJIOJIIHHS 30pO€I0) 10 He3HAYHIM KUIbKOCTI OaiiB. I1ix yac rpu iX MOXKHA OTpUMATH
3a: BUKOHAHI 3aBJaHHsS, TPEHYBaHHS B CIELIAJIbHUX Jarepax, IMiJBUIICHHS PIBHA
reposi.

Koxen 13 arpuOyTiB BiAKPUBAE MEBHI MOMIJIMBOCTI: CUJIa, IHTEIEKT, Xapu3Ma
BITUBAIOTh HA MAaKCUMAJIBHHH PiBEeHB 310H0CTeH (He Buie 10-10). 3ai6HOCTI, B CBOIO
Yyepry BIUIMBAaIOTh HA BEJIEHHA cIipaB Ta 000 B minomy. Hampukman, "migepctBo"
30UIbIITy€ MAaKCUMAJIbHUNA pOo3Mip apMii, "TopriBis" - 1onomarae mBUIIIE BU3HAYATH
BUTIIHY TOPTOBY YTofy, "Xipypris" - MIBUIIIE JiKy€e connart i T.1. Bomoninus 30po€to
BIJINIOBIJIA€ 3a MIBUKICTh, CUITY, TOUHICTh yaapy/moctpiity. Koxny kareropito 30poi
NOTPiOHO MOKpaIIyBaTu OkpeMo. Behoro ix € 6: omHOpyYHa, JBOpYyYHA, IPEBKOBA, JIYK,

apbajiet, MeTaJIbHA.

Puc. 1.9 — XapakrepucTuku nepcoHaxy

BaxnuBy ponb BimirparoTh MOJOpOXKI Ta PI3HUX MacmTabiB OMTBHU, B SIKUX
rpaBellb TeX MPUIMAE yuacTh, IK KOMaHIup Bikicbka. CrioyaTKy IiJ KOHTPOJIEM HeMae
O1H111B, TOMY JOBEACThCS 30MpaTH apMitO: B ceJlax — 3BUAMHI PEKPYTH, a B TABEpHaAX, 3
NEBHOIO HMOBIpHICTIO, OyIyTh HaliMaHIl 3 PI3HUM O30pPOEHHSM, $IKI 3a TpOIi
npueaHaroThCcs. Ha nuisixy 10 HaceaeHUX MyHKTIB 4acTO MOXKHA 3yCTPITH I'PaO>KHUKIB
uy mipatiB. IXHS peaxilis 3a1eXUTh BiJ CIaBU Ta apMii TpaBls: BTIKATUMYTh SKIIO
TOYHO MPOTPar0Th a00 X HaMaayTh, AKIIO MepeBara B HUX.

PexpyTu MaroTh pi3He MOXOKEHHS 1 BIAMOBIAHI TUIKK OKpalieHb. Ha neprmx

pIBHSIX MOKpAallleHb BOHU HE HaWKpalll BOIHHU, ajie 3 KOKHUM OO€EM Ta TPEHYyBaHHSIM
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OTPUMYIOTh JIOCBIJI, SIKMI JI03BOJISIE MEPEUTH HA HACTYMHHUM piBeHb. TakuM YMHOM
MOKpAIIY€eThCS HE BCE BIMCHKO, a JIMIIE OAUH EPCOHAXK, IKUN HAKOIIUYUB JIOCTATHHO
J0cBiny. B KOXXHOTO KOpOJIBCTBA CBOI YHIKaJdbHI BiliCbKa, SIKI CIELIaNi3yIOThCS Ha
pi3HuX 3a10HO0CTIX. Hanpukinan, Hopau — cuibHa mixora, ajie HeMae JiydHukiB; CBais
— apbayieTYNKu Ta KIHHOTa; XePriTChKe XaHCTBO — TYYHUKH BEPXOM Ha KOHSAX 1 T.1.

BaxnuBo cnikyBaTH 3a MOpaJIbHUM CTaHOM Bilichbka. UMM BiH HIXKYE — TUM
OlsbllIe JTr0jIel BTpauyaTuMe rpasells. Lleil mapamerp 3anexuTs Bi:

1. KimpkocTi i B iHBEHTapi apMii, MPU 4OMY KOKEH THI IPOYKTY TO-Pi3HOMY

BIUIMBAE: KamycTa — 2, mea — 8, xiib — 4, m’sico — 4, BuHO — 6, cup — 7.
2. Po3mip apMii: uuM OuIbIIa apMis — TUM TSDKYE MIITPUMYBATH TyX O1MIIIB
3. OcranHiii moxii: mepeMora, mopaska, MU MOCTYIOK TPaBId YU HABIAKU

— OJIarOMINHICTE.

Puc. 1.10 — CBaniiicbki pekpyTH, TOKpaIeHi 10 KIHHOTH

B 0o MokHa KepyBaTH CBOEIO apMi€r0: MEpeMillleHHs, BUOIp THUIly aTakw,
BIIKpUTH/TIPUIIMHUTH BOTOHBb. bolioBa cucTema J103BOJISIE TPaBII0 cCaMOMYy BUOUpPATH
HampsIMOK aTaku abo Onoky. JlocTymHa Benuka KITBKICTh XOJIOJHOI 30poi: BiX
KHIDKANIB 10 JBOPYYHUX MEUYiB, CIIUCH, JIyKH Ta apOajneTd, IUTH, METaJbHI HOXI,
COKHpH Ta 1HI1a xapaktepa 30post 111 CepienpoBiudsi. OyHKINT KOMaHAyBaHHS MOKHA
BUKJIMKATH Ha Tapsui kmasimi F1-F8. Opnak, skmo B 0010 TpaBempb HE cam, a,
HaIpUKIaa, 3 COO3HUM JIOPAOM, TO KOMaHIyBaTh HOTO BIWCbKaMHM HE BHUiizE. 3a
BUKJIIOUCHHSM, SIKIIO TpaBellb JOCITHYB NMEBHHUX YCIIXIB Ha CIyXO01 y Oyab-sKOTO

KOpPOJIsl 1 OTPUMAaB CTaTyC TOJIOBHOKOMa yBaya apMii.
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Uu BcTynmatu Ha ciyx0y 4d Hi — BUPIIIYE TUIBKUA TpaBellb. Ajie 111006 oTpuMaTH
odiiitHe 3anoIIeHHS BiJ] KOPOJIs Tpeba BUTPATH ICKIJIbKA JEeCATKIB OMTBU Ta TYPHIPIB.
TakuMm yMHOM MapameTp CIaBU 3pOCTAE 1 TOTIOKH TpaBellb Ha CTaHe BaccalioM — Oy Iy Th
MPOTO3UIIIi BiJ] pI3HUX KOPOJIICTB.

TypHipu — HikaBa MexaHiKka aJisl 3apo0iTKy 1rpoBO1 BaJIIOTU. BOHM TPOBOASATHCS
B BEJIMKHUX MICTax, MiJ 4yac cBITKyBaHHs. BeTynae neBHa kinbkicTe NPC Ta rpaserib.
Bcs KiIbKICTh y9aCHUKIB AUTMTHCS Tak, 11100 Oyyo 6 erarmiB. [lepen KO)KHUM eTariom
MO>KHA IMOCTAaBUTU CTaBKY Ha ceOe 1 B pa3l NEPEMOrd BUTPATU XOPOILIUN MpPHU3, SIKUK
Jy’K€ KOPUCHHMM Ha MOYATKOBUX €Tamax rpu. TakoxX MmepeMory MO)Ha MPUCBIATUTU

KOMYCb, 11O ITOKpaIly€ CTOCYHKH.

Puc. 1.11 — TypHnip

Sx1o He BCTymaTy Ha CIIykO0y 1 3aBOIOBaTH cO01 3eMJIi, TOI1 YTBOPUTHCS HOBE
KOPOJIICTBO, SIKE I1I€ HIXTO HE BU3HA€. B TakomMy BUMaaKy noTpiOHO 30MpaTu 3 TaBEpH
pI3HHX MICT JIOACH, SIKI TOTOBI OyTH BacCaJlaMHu. Im MoxHa nepenaat Oyab-sKy
eKIMPOBKY, BIChKa UM HABITh MOKPAIIUTH XapaKTEPUCTUKH (UB. puc. 1.9), 3BicHO 3a
HABSIHOCTI OaiB nokpaiieHHa. OkpeMoro (piryporo Ha KapTi BOHU CTaOTh JIUIIE MiCIIs
nepeaadi iM 3eMeNTbHUX BOJIOIHb. KOKeH Takuii mojjapyHOK BILUTMBAE HA BIIHOCUHU 3
ycima TiAJIerIuMu, 10 MOXKE TPUBECTH J0 3aKOJIOTY, OCOOJIMBO SIKIIIO HE PATUTHUCH 3
XKOJTHUM BaccasioM. YiTKO BKa3aHUX L1JIei HeMae. 3aBIaHHs MOYKHA OTPUMATH BCIOM:
BiJl CynmpoBOJy KapaBaHy a00 XymoOW 10 JOCTaBKM JIUCTa BiJ KOPOJIS MEBHOMY

MIEPCOHAXKY YU PO3BIJIKH Y BilicbKOBOMY moxo/ii. [ py 3aBepiinT Mo>kHa B OyIb-sKHii
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qac, MepEeUIIOBIIM B MEHIO JIarepa Ta o0paTu MyHKT «3aBepIIuTH icTopio». Tomai Oyae

BiIoOpakeHa CTaTUCTHKA I'PaBIIS Ta HEBEIUYKA 1CTOPIS K TepPOM KUBE JaTi.

1.3. ITocranoBka 3axaui

I'pa O6yne po3poOiieHa B kaHpi cTpaTeris Ta 3A¢O1UIBIIOr0 MaTUME BiAMOBIAHI
MEXaHIKH: €JIEMEHTH MEH/KeMeHTa 0a3u, BIACHOrO BiiichbKa Ta MOT0 TpEHYBaHHS;
KepyBaHHS apMi€l0 mig dac 0010, ¢ TakoX OyayTh MPUCYTHI MEXaHIKH IIyTepa.
['paBenib MaTMe MOXKIIMBICTh BIIACHOPYY BIUIMBATH HA X1J1 OUTBU, OOpABIIIM OJTHOTO 13
MIEPCOHAXKIB CBOET apMii.

byne numie ogun pexxum rpu: komnaHis. Bona matume riobaibHy Kapry, Ha
AKii OyJie NeKUTbKa PI3HUX MOCENeHb 1 1Bl KpaiHu. ['paBellb Mae OKpeMe HEBEIMUKE
CTapTOBE MOCEJIEHHA Ta rpyIy Biiickka 10 10 nepcoHaxiB. Y BIaCHOMY HacelI€HOMY
MYHKTI JOCTYIHI JEKIJIbKA BapiaHTIB MOIIi:

1. TpenyBannss (cumyJnsamiss OO IS  TPEHYBaHHS  HEUpPOMEpEXKi).
BinOyBaeThcs mepexin Ha cueHy «Jlarep», e MaeMo MEHIO, B SIKOMY
HAJAITOBYEMO JeTaii OuTBU. TakMM YMHOM TPEHYEMO Ta OHOBIIEMO JaHi
HEUMPOMEPEKI.

2. CtBoputH a00 J0JaTH B ICHYIOUMi (Mae OyTH B MeXkax MicTa) OaTajabiioH
miapo3aut. Mo)kHa akTUBYBaTU OAWH pa3 B JeKiibka irpoBux ai0. [ToBHuit
LMKJI iIrpoBoi 700U (24 roguHmn) TpuBaTUMe peanbHuX 12 xBuiuH. [1pu Haiimi
BITHIMAETHCS BIAMNOBIIHA KUIBKICTh [UBUIBHMUX 3 HACEJIEHHS Ta HEOOX1IH1
pecypcu/ekimnipyBaHHs

3. Ilobynosa. Lle po3nin MeHIo, A€ € BUOIp HOCTYIHUX Micllb 1715 3a0y10Bu. B
3aJIeKHOCTI BiJl pIBHS MOCEJIEHHSA KUTBKICTh UX MICI[b MOK€ 310JIbIITYBaTHUCh.
Hanpuknan, ceno matume 3 miclisg, MIiCTO — 5, CTOJHIIS — / (MOKe Oy TH JIUIIe
onHa). PiBeHb HaceneHOro MyHKTYy BH3HAYa€ KUIbKICTh LIUBUIBHHUX B MICTI.
JIist iboro moTpioHO Oy TyBaTH iM KHUTIIOBI Oy IMHKHU.

4. Toprisis. IocTymHO SKIIIO OOy 10BaHUI pUHOK. MOKHA OOMIHSITH pecypcu

KOHKPETHO 3 I[bOT0 NOCETICHHS Ha BAIIOTY, a00 K HaBMaKu — KynUTH. Takox
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MarTh OyTH KapaBaHH, 5Kl OyayTh MEPEBO3UTH pecypcH (mpu motpeldi) Ta
I'POIII B M&XKaX OJTHIET IepKABH.

5. Iapnizon. Cnucok conpaariB, SIKi CTOSITh Ha OXOpPOHI IILOTO HACEIEHOTO
nyHkTa. MoHa J0/1aBaTy 44 3a0MpaTH IOHITIB 3 TapHi3oHy. Lle mae 3mory
MIATOTYBATUCS O MOXJIMBUX aTaK BOPOTa.

Mera rpu mosiirae y 3aBOIOBaHHI BCi€i KapTH. Y TPaBIs ABa ONOHEHTA, Y SIKUX

TEX € CBOI HAaCEJICHI MyHKTH, apMis, pecypcH Ta (hiHaHCH.

1.4. OOrpyHTYBaHHSI BHOOpPY iHCTPYMEHTAJbLHHX 3aC00iB Ta BUMOIH [0

anapaTHoro 3ade3ne4eHHs.

Jl1st po3poOKu rpu HEOOX1IHMI IrpoBHM pymiiid. Ha croroaHi icHyr0Th 6arato
Bimomux pymriiB, Takux sk: Unity3D, Unreal Engine, CryEngine ta Garato iHIIHMX.
BinbiicTh 3 HUX MalOTh MOXKJIMBICTh CTBOPEHHS TP OAPa3y JJIA ACKIIBKOX MIaThopm
(Anrdoid, Windows/Linux, iOS i T.1.). 3po3ymijio, 0 KOXEH 3 PYIIiiB Ma€e CBOI
nepeBaru Ta Heoiku. He 1iis BCix py1iiiB € AeTanabHa JOKYMEHTAIlisl Ta Xo4a O sIKIiCh
YPOKH TI0 CTBOPEHHIO TPH, TOMYy BHOip Oyaemo pooutu mix Unity3D ta Unreal Engine,
K1 MalOTh BEJIMYE3HY KIJIBKICTh MaTepiajiB o po3poOui irp (Ha odimiiiHux caitax Ta
YouTube)

Unreal Engine uyoBo onpaiiboBy€ KapTHHKY, SIKY 0a4UTh KOPUCTYBa4. 3BICHO,
e Ounble peycpo3arpaTHo, HiXK B Unity, ane ug ¢yHkimis BOyIoBaHa B pyImid, Ha
BiamiHy Bim Unity, ne mredizepu Tpeba mucaTtd BiIaCHOpPYY ab0 BHUKOPHUCTOBYBATH
AssetStore. Lleit pymriii miarpumye MoBy iporpamyBanHsi C++, a00, SIKIIO JIFOAUHA HE
BIICBHEHA B CBOi MOMJIMBOCTAX IIOJI0 TPOTPaMyBaHHS, MPUCTYTHINH Bi3yaJlbHUN
pemakTop irpoBoi joriku — Blueprints. [aTepdeiic mporpaMu CHIIbHO BiAPI3HAETHCS Bij
Unity i B HbOMY He Tak MPOCTO PO3iOpaTUCh O3 JOKYMEHTAIIIT YU TyTOPiaIiB.

Ockinbkr  Unity3D mpocrimmii B 0aratbox IJIaHax, TOMYy OyIeMO
BUKOPUCTOBYBATH HOTO.

PeanizyBatu HeWpomepeky MOXHa 3a JIOMOMOrOI BJacHOro koay abo x
BUKOpUCTOBYIOUM Oi0mioTekn, Hampukian: Unity ML-Agents, mo BUKOpUCTOBY€

PyTorch, Noedify (AssetStore). Crouarky mOTpIOHO BH3HAYMTHCH 3 THIIOM
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HelpoMmepexki, ToMy 1o iX icHye Oarato. B maHomy BuUIajKy MOKHA 3aCTOCYBaTH
MEPEKy MPSIMOTO TOMIMPEHHS, OCKUIBKH alrOpUTM HE MOTpedye myxe OaraTto
pecypciB. OnTumizallis — BXXJIUBE MUTAHHS, TOMY 10 Ha CIIEH1 0OJTHOYaCHO MOKe OyTH
BeJIMKa KIJIBKICTh €K3eMILISAPIB HelipoMepexk. TpeHyBaHHs Oyie Bi1OYBaTUCh €MIOXaMH
- meBHMM BiApi3oK yacy. [IpaBuiabHMMH Ta He MpPaBWIBHUMHU [isIMH Mepexka
3MiHIOBaTHME €(EKTUBHICTh. Ha OCHOBI TUX TaHWX TEHEPYETHCS HACTYITHA €10Xa.

Temnep He0OX11HO 00paTH ITporpaMHe 3abe31eueHHs sl CTBOpeHHS rpadiku 3D
ta 2D. HaiikpammM pacTpoBHM pEIaKTOPOM Ha ChOTOAHImHIN geHr — Adobe
Photoshop. 3pyunwuii intepdetic, miarpumka rpadiuHuX IUIAHIICTIB, BEJIMKA KIJTbKICTh
IUIariHiB Ta BOYJJOBAaHUX IHCTPYMEHTIB TOMY ITiITBEPKCHHS.

o crocyerbest 3D-Tpadiku, To TYT € nekinbka BapiantiB: 3Ds Max, Cinema
4D, Belnder3D. Ockinsku 3Ds Max ta Cinema 4D He 0e3KOIITOBHI TOMY, 00epeMO
Blender3D, tum maue, 1110 BiH Ma€ TEX JOCUTh HEMoraHi MokJIuBocTi. Ha pe3ynbraT

BILJIMBAE JIMIIIE BMIHHS MPAIIOBATH 3 OyAb-SIKUM 3 [IUX IHCTPYMEHTIB.

BucHoBKH 10 mepmioro po3aity

byno mnpoanamizoano irpu Total Conflict: Resistance ta Mount and Blade:
Warband, siki yacTkoBO € aHajgoramu MPOTPAMHOTO MPOAYKTY, IO PO3POOIISIETHCS.
TakoX OTpPUMaHO TEOPETHUYHUN (PYHIAMEHT ISl MOAAIBLIOI POOOTH 1 MOBHICTIO
copMOBaHO YSBIEHHS TPO TPy, IO CTBOPIOETHCA Ta HEUPOMEPEKY, sSKa CTaHE
0a30BOI0 YaCTUHOIO rewmIuieto. Jlims peamizaiii MTYyYHOrO 1HTEJIEKTY B Tpi Oyia
oOpaHa HelipoMepexa npsimoro nomupenHs. HIII € BigHOCHO mpocToro B peanizaitii i
3abe3nedye HeoOXimuuii ¢yHkiionan s rpu. HIIIT moxkHa BUKOPUCTOBYBATH IS
HABUYaHHS IITYyYHOTO 1HTEJIEKTY TPaBIlsl, ar€HTa, SIKUW KEPye rporo, abo CUCTeMHU, sSKa
OI[IHIOE TPY.

Takox Oyno BU3HA4YEHO HEOOX1HI MPOrpaMHi 0OOJIOHKU Ta THCTPYMEHTHU JIsI
peanizaiii MocTaBieHOI 3ajayi, BKa3aHi iX mepeBaru. Orisj J03BOJUB BUILIUTH

miatgopmy Unity 17151 IpOEKTY, IO CTBOPIOETHCS Ta MOBY NporpamyBaHHs CH.
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PO3/ILJI 2. MPOEKTYBAHHS TA PEAJIIBAIIS TIPOTPAMHOTO
TOJATKY

2.1. BusHaueHHsI BapiaHTIiB BUKOPHMCTAHHSI Ta 00’€KTHO-OPi€HTOBaHOI

CTPYKTYPH CHCTEMH.

2.1.1. iarpama BapiaHTiB BUKOPUCTAHHS

HMiarpama BapianTiB BukopuctanHsa (Use Case Diagram) BigoOpaxae
3QJIKHICTh MIXK aKTOpOM ab0 TPYyIOK aKTOpiB Ta MOpeleacHTaMu. Y HIA MOXXHa
BIJICTE)KUTH, AKI caMe Jli aKkTopa MNpHU3BEAYyTh JO BUKOHAHHS OJHUX UM IHLIMX
npoueciB. s po3pooku Use Case niarpamu Oyjio BH3HAYEHO OAHOTO aKTOpa -
rpasens. Ha pucynky 2.1 300paxeHo Jiarpamy BaplaHTIB BUKOPUCTAHHS T'OJOBHOTO

MCHIO.

Kamnania @
— &

AricTe rpadpikM

Actar

HanawTyeaHHA p——,

KinekicTe HERpoHIE
NpUXOEAHOMND LA DY

Puc. 2.1 — Jliarpama BapiaHTiB BUKOPUCTAHHS TOJIOBHOTO MEHIO
Ha ocHOBI copMOBaHMX JaHMX MPO AKTOPIB Ta BCIX MOXIJIMBHUX BapiaHTIB
BUKOPHUCTAHHS ITPOBOTO J101aTKy Oyiia po3po0iieHa niarpama BapiaHTiB BUKOPUCTAHHS

rino0anpHOl Mamu (uB. puc. 2.1), 6iit (puc. 2.2), TpeHyBanHs (puc. 2.3).
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MoGygysaTh Wock
33 HagBHOCTI pecypcis,
QLUTIE Ta MicLb 330y00EM

3pyiiHysaTH nodyaoBaHe
Mepexig Ha cueHy
TpeHyBaHHz —— TPEHYBaHHA
IOTO4HOMO NiApo3ai

ATaka MicTa/iHWworo GartanbAoHy

KynuTtu npeamer

B IHBEHTAPA MICTA

Topriens
0 NoGYAOBAHMIA PUHOK)

=
Jl

ponaru npeamet 3

IHBEHTADA MICTa

36epertu

@ SABAHTAKMTH

g
B00¢

Puc. 2.2 — Jliarpama BapiaHTiB BUKOPUCTAHHS II100aJIbHOI Maru
Ha pucynky 2.2 300pakeHa naiarpaMa BapiaHTIB BUKOPHCTAaHHS TpU Ha
rnobanbHii Mami. lle oxpema cieHa, Ha sKkiii OyayTe posmimieHi Qirypu,
M1KOHTPOJBHI TPABITIO a00 KOMIT IOTEpY.
DyHKIIIOHAJIBHI BUMOTH:

— MeHemKMEHT BIIACHMX HACeJICHHMX IyHKTIB: TpaBellb MOXE OyIayBaTh 4Yu
pyWiHyBaTH OY[iBii, Kl BIIKPHUBAIOTH Pi3HI MOXJIMBOCTI; TPEHYBaTH BIHCHKO
(HEeHpoMepexKy), IKe 3HaXOAUTHCS 3apa3 B MICTi; TOPTIBJIS.

— MeHemKMeHT 0aTablOHIB: MOXJIMBICTH CTBOPUTH Ta KEPyBaTH OKPEMOIO

¢biryporo Ha mari, 0 YOCOOIIO€ 3ariH, Ta eKimipyBaTH BIAMOBITHO JO0 PaHTY

O1HIIIB B HHOMY.
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— baranpiionn mnpOTMBHUKA aTaKyBaTUMYTh TpaBls, MOTPIOHA MOMKIIUBICTh
KepyBaTH OO€M ITi/1 Yac Harmasmy.

— MEHIO Tay3Hu: KOPUCTYBad Ma€ 3MOTY B MEHIO Na3yW BUMTU 3 IpH, BIIKPUTU
HAJAIITYBAaHHS Ta 3MIHUTHU HATAIITYBaHHS Tpagiku, 3ByKY Ta ACIKUX €IEMEHTIB

HelpoMepexi I KpalluX pe3yJIbTaTiB ado 3K MPOCTO MPOJOBKUTH IPY.

BCTaHOBNEHHA
IDIOPITETHOT TO4KY

MepeMilleHHA

ROMAHAYBaHHA
OﬁpaHHMH
NeDCOHaHa MM

MNepemilleHHnA

Mepeaapanka

it

Actor

MpAME KEpYBaHHA

Buxig i3 npAMoro
KepyBaHHA

BPATYBATUCA BTEYEH)

HanawryeaHHs

Il

Puc. 2.3 — Jliarpama BUKOPUCTAHHS Mij 4ac BIPpTYaJIbHOTO 0010
KomannyBaHHs — BaXXJIMBHM NPOLIEC HA NUIIXY 10 IepeMoru. [ paBens nOBUHEH
MaTh MOXJIMBOCTI BUOUpATH Pi3HMX O1HMIIIB MMija yac 00K Ha BijjaBaTH HaKa3u II0JI0

NPIOpPITETHOT TOYKH, & TAKOXK B3SITH M1l MPSIMUNA KOHTPOJIb OJTHOTO 13 MEPCOHAXKIB.
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2.1.2. liarpama kJjaciB

BaranpuuMu  kiaacamu € Applnstaller,  StorageDatabase, UlService,
AssetProvider ta IOHelper. Applnstaller — knac, sikuii iHiIiFO€ OCHOBHI KOMIIOHCHTH
TpU Ta PEECTPYeE iX B KOHTEWHepi 3anexHoctei DI.

UlService — kiac, skuii BiAmoBimae miie 3a iHTepdeic, sSKkui OauyuTh
KopHcTyBad. B miysgx onrtuMizarii e kinac qogaerbes B DontDestroyOnLoad ta mae
JIMIIE OJTMH KaHBAC Ha BIAOOpaXEHHS yCiX €IEMEHTIB.

AssetProvider — HeBenmukuii Kiac, KM 3aBaHTaXye€ PECypcH IO aapeci i3
Addressable Groups. ITinTpuMye acHHXpOHE 3aBaHTaKCHHS

IOHelper — ocHoBHI (yHKIIIT 3amKCy Ta 3aBaHTAKEHHS TaHHUX 3 JIOKAJTBHHX
GaiisniBp 3a AOMOMOror cepiamsaiii. TakoX Mae J0JATKOBI METOMA JJIsI CTBOPCHHS
iepapxii mamok Ta KOPEKTHE OIPAIIOBaHHS JCSIKUX BUKIIOUCHb.

Jnsa peanizanii Dependency Injection 6yino Bukopucrano Zenject. Bin mae
HeoOX1THUM HaOlp GYHKIIIN, 1eTanbHy JOKYMEHTAIIII0 Ta JEeKIJIbKa KOPUCHUX BIJEO 3
npHUKIagoM peanizamii Ha YouTube. I{s OiGmoTeka BUMarae CTBOpeHHs mpedady
ProjectContext B mamii Resources mpoekrty. lleit mpedad yocoOroe KOHTEHHEp
3aJIEKHOCTEH, AKI MOIIMPYIOTHCA Ha BCl KOHTEHHEpH MPOeKTy. s 1poro 4yaoBo
MiJOXOASTh, HANPUKIAN, CEPBICH JIOKami3alli, KepyBaHHS CXOBHIIEM, ayio-
MeHekepu 1 T.4. Le 3py4Ho 1 HafiitHO, TOMY 110 HEe MOTPIOHO BpYYHY BCTAHOBIIIOBATU
3aJIEKHOCTI MK KOMIIOHEHTaMHu npedadiB, OCKUIbKY Bce OyJie B KOHTelHepl. Huxue
HABEJICHUN PHUCYHOK Ha SKOMY NIPOJEMOHCTPOBAHO PEECTpAIlil0 KOMIIOHEHTIB B
ProjectContext.

Addressabless — onmna i3 myke kopucHux TexHojorii pymrs Unity3D, ska
JI03BOJISIE TIPAIIIOBATH 3 PECypcaMu T'pH uepe3 TeKCToBy aapecy. OCHOBHI MepeBaru:
MIATPUMY€E aCHHXPOHHE 3aBaHTAKCHHS, 3pYYHO COPTYBaTH PECypCH T'pH, Oe3leduHe
KOJyBaHHSI pecypciB B OiHapHi ¢aiimu. Jly’ke 4acTo JOBOIAUTHCS 3BEPTATUCH [0
Addressabless, Tomy xoporiM BUX0I0M i3 CUTYyaIlii OyJe CTBOPEHHS «IIPOBIIHUKAY,

KU Oyje 3a0e3neuyBaTH 3B’ I30K.
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IOHelper.cs Applinstaller.cs = X
£ Assembly-CSharp
= Diploma.Application.Providers;
UnityEngine;
Zenject;

Diploma.Application

Installer
[SerializeField] MonoBehaviour[] autoBind;

InstallBindings()

Container.
Bind<AssetPr er=().
FromNew() .
AsSingle().
CopyIntoAllSubContainers().
NonLazy();

For( x = B; x < autoBind.Length; x++)

Container.
Bind(autoBind[x] .GetType()).
FromInstance(autoBind[x]).
AsSingle().

NonLazy();

Puc. 2.5 — Applnstaller

Snpo HelipoMepexi peatizoBaHo B BianosigHomy kiaci NeuralNetwork, sikuii B
KOHCTPYKTOpI MpuitMae MacuB iNnt, mo BiAMoaae 3a KUTbKiCTh HEHPOHIB HA KOXKHOMY
mrapi. Ha ocHOBI 11b0T0 Kilacy peanizoBaHi 0a30Bi mexaniku B Neural AgentBehaviour.
Bin Oyaye mepexy, a0o  3aBaHTaXKye J1aHi, 30Mpae J1aHl BX1JHOTO Mapy Ta BUKIUKAE
OMpalOBaHHs JaHUX BUXIAHOro mapy. OaHa 13 HallBaxIMBIIMX (YHKIIN LBOTO
Kiaacy — Haropoga Hacrtymuuit mo iepapxii — ximac NeuralUnit: Bximrouae ¢yHKIii
HaBYaHHS HEHpoOMeEpeki, Mae 1HOPMAIII0 TIPO CTaH 370pPOB’S MEpPCOHaXa Ta HOMEP
KOMaH/{, a TaKOX 1H(opMallist Tpo BUaUMI 00’ €kTH (BOpoOT, ApyT, ciieHa). Came Bif
IIOTO KJIACy HACTIAYIOThCA BCl ITpOBI TMEpPCOHAXi, SKi MalOTh HABYATHCH.
TacticalNeuralUnit — me Texx nHacaimaumk NeuralUnit, Timeku BiH BpaxoBye IIie
pO3TaIIyBaHHS «IPIOPITETHOI TOYKWY, SIKY M1 Yac OUTBU CTaBUThH PEATbHUI TPaBEIlb

a00 K IITYYHHUI 1HTEJIEKT.

27



Clas:

RecruitUnit

SniperUnit

Class

= TacticalNeuralUnit

NeuralAgentBehaviour ¥

Abstract Clasz
= MoncBehaviour

RBMovableNeural...
Abstract Clasz

¥

+ NeuralAgentBehaviour

NeuralUnit
Abstract Class

¥

- RBMovableMeuralige..

TacticalNeuraiUnit

g8 Abstract Class

-+ MeuralUnit

MedicUnit
Class
=+ TacticalMeurzlUnit

JuggernautUnit ¥
Clasz

L4
= TacticalMeuralUnit

SergantUnit
Class
= TacticalNeuralUnit

Puc. 2.6 — Jliarpama kJ1aciB mepcoHaxiB

Kinac GeneticOptimisation motpiGeH [ist KepyBaHHS €BOJIIOLIIEI0 HEHPOMEpEKi.

EBoutoriiss — e mMero, sikuii oOupae mapu 3 Haiikpamum fitness ta cTBoproe HOBI

EK3EeMILISIPI MEPEki 3 MOAUGDIKOBAHUMH TaHUMU.

1GeneticOptimiz... #
Interface

4 Properties

/" fitness

A optimizeableVaiues
a4 Methods
[F) Reproduce

SelectionMethod #

Enum

Competitive
Natural

Random_ForFun

GeneticOptimisation<T>

‘Generic

Clazs

4 Fields

@

mutateP robability

2 population

7 populationCount
2 d

9 selectionMethed
7 units

4 Methods

CreateRandomPopulation
Crossover

Evolve
GeneticOptimisation
GetPairs
GetRandomGen
Mutate

Randemize
RandomizePopulation
ReproduceAll

Restore

Puc. 2.7 — 3aransanii Burisig kinacy GeneticOptimisation
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VYcima mporecaMu Ha TpeHyBaHHI abo B 000 Kepye 0a3oBUH Kiac
ModeBaseBehaviour. Bin po3mimiye Bilicbka KOMaH7, 3aBaHTaXye€ a00 CTBOPIOE
CK3eMIUISIpH HeHpoMepexi 1 MIIKIoYaE iX A0 MEepcoHaXa, HaJAIITOBYE CIICHY
BIIMOBIHO 710 ciieHapiro. Ha ciieni Moxxe OyTH JIMIIIe OJIUH €K3eMIUISp IIbOTo Kiiacy,
TOMY € CEHC yHacliyBatu ioro Big Monolnstaller, o 1o3BonuTh 3apeecTpyBat 1

KOMIIOHEHT B KOHTeiHepi criern (SceneContext).

Team ModeBaseBehaviour #
Sealed Class Abstract Class
F =+ Monolnstaller
4 Fields
'@ TeamlD
€ Units 2 ModeSimulation
i . 2 PrefabsByRank...
4 Properties
/" @ Teams
HasLiveUnit
Method
/" UnitsCount ‘ :

4 Methods

4 Fields

[ ContainsTeam
By GetDeploymen...

0l Evolve T HasLiveEnenmy

T Load T OnSimulateTick

o RandomizeGen... Il PrepareCtherTe...

Il Restore 7 PreparePlayerT...

T Save
T SimulateTick

1 RemoveTeam

TeamGeneticOp... #
Class
BattleMode TrainingMode
. Class Class
4 Fields + ModeBaseBehaviour + ModeBaseBehaviour
@ Types
4 Properties
& AllUnits
4 Methods
T Evolve
By EvolveByEleme...
B FilterByTypes
) RandomizeGen...
@ TeamGeneticO...

Puc. 2.8. — 3aransnuii Burisin ModeBaseBehaviour

BattleMode posrarmioBye OiiilliB BIAMOBIIHO 0 BXITHUX JAaHUX 13 TJI00ATBHOI
Marnu Ta 3amyckae Oiif. [Ticis ioro 3aBepiIeHHs 3anucye aani (BTpaTu, TOPaHEeHl, XTO
MepeMir) Ta paxye AOCBII, SKHM oTpuMania apMis 3a 1ei yac. [ 3pydHOCTI
30epeXHHS JaHUX BOHM 3aMHCYIOThCS B KJIACH-MOJIENI, 1 MOTIM Cepilaii3yloThCs Y
daii.

Koxen rpaBenps Ha riao0anbpHI Mami Mae cBi KOHTpoJuiep. OCKIIbKHA Y BCIX
(WTyYHUI 1HTENEKT, PeaIbHUI TPaBeIlb) MOKIMBOCTI MatOTh OyTH OJIHAKOBI, TO BCS
0asoBa jorika nmotpanuia j0 kinacy GlobalMapPlayerBase. Pizuuns mixx GlobalPlayer

ta GlobalAlPlayer nonsirae B MexaHikax kepyBaHHs Ta y BigoOpaxeni Ul.
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Vi 00°ekTH, 3 SKMMHU MOXKHA B3a€EMOJIATH Ha Mari (HacejaeHl IyHKTH,

MIIPO3/17IM) HA3UBAIOThCA — IrpoBUMHU (pirypamu. Bonu MicTsaTh iHMOpMaLiO PO

BJacHHKA (IITyYHUH I1HTENEKT, pealbHUN TpaBellb), PO3MIp Ta PaHTH OCOOOBOTO

CKJIaJy.

GlobalMap
Class
=+ Monolnstaller

4 Fields
£ Players

4 Properties
& this

4 Methods
7 GetTeamColor
[T InstallBindings
) Start

SquadFigure
Class
b MavigableFigure

Puc. 2.9. — CtpykTypa KOHTpOJUIEPIB HA II00ATBHIN MaIll

GlobalPlayer
Sealed Class

—+ GlobzlMapPlzyerBase

Monolnstaller
Class

+ MonolnstallerBase
=

GlobaiMapPlayerB... #:
Abstract Class
=+ Monolnstaller

4 Fields
) Armies
=] PlayerData
) Selection
2 Settlements
l@ TeamColor
4 Methods
Contact
Firstlnit
GetSettlements...
HasSave
InstallBindings
Load
Save
Start
Mested Types

200028

GlobalAlPlayer
Sezled Class
—+ GlobzllMapPlzyerBase

Monolnstaller

Class

+ MonglinstallerBase
-

Figure
Abstract Class

=+ Monolnstaller

NavigableFigure A

i Abstract Class

 Figure

4 Fields
Qﬁ acceptlargetDi...
@ agent

4 Properties
/" CurrentPoint

4 Methods
) EndCurrent
B Movele (= 2 ov...
Fy SetupDataAnd...
Fy Update

# Nested Types

SettlementFigure A
Abaract Class 1 Class
- Figure = SettlementFigure

& Fields

4 Methods
7 CanBeginBuildi...
| CanCreateUnitF...
7 CreateRecruitS...
T InstallBindings
7 Start

TryCreateUnitFi...

VillageSettlement ¥
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3a moBeminky rpaBus Bignosimae kiac PlayerController. Bin mnepenae

KEepyBaHHS KOHKPETHUM MEPCOHAKEM Ha KJIaBlaTypy Ta MUIIKY.

2.2. Iu3aiiH TOKYMEHT

2.2.1. T'elimmiieit

['paBenib oTpuMy€e Ha CTapTi JBa HAceJIEHUX IMYyHKTU Ta OJMH OaraibioH
PEKpYTIB, SIKUX HEOOX1/IHO HaTpeHyBaTu. [[pOTUBHUKH, SIK1 KEPYIOTHCSI KOMIT IOTEPOM,
MarTh N0 3 HACEeJIeHMX MyHKTH Ta 2 0aTalbiOHH, ajie 3HAYHO CJIA0UIMX MO pPaHry.
[Tonii BinOyBatOThCsS HA BUTAJJaHOMY KOHTHUHEHTI, JIe TPaBellb IOBUHEH O0OPOHSTHUCH
BiJl IBOX MPOTHBHUKIB. 3aBEPIIUTH TPy MOXKHA JBA IUIIXaAMU:

1. 3axonuTu BCl HacelIeH1 MyHKTU CYNIEPHUKIB

2. 3HUIIMUTH BCl BICbKA CYTIEPHUKIB

Jlns mporo HeoOxigHO OyayBaTH B HACEICHUX NYHKTAaX 3aBOAM, >KUTJIOBI
OynuHKH, mianpuemMcTa. KokHe MICTO 4H cello Mae OOMEXKEHY KUIBKICTh MICITb JJIS
3a0y10BU. 3BICHO, 1110 Ha OYIIBHUIITBO MOTPIOEH Yac, rpoiri Ta pecypcu. OaHo9acHo
MOXke OyyBaTHCh HE O1IbIIE OJTHOTO 00’ €KTa B MEKax HACEJIEHOIO MyHKTY.

BaxxnuBo miakpecnuTH, Mo JIs 301IbIIEHHS YUCEILHOCTI 0COO0BOTO CKJIATy
noTpiOH1 mroau. s nporo motrpiOHO OyayBaTh KUTJIOBI OyAMHKH, SKI 3 4acoM
MOKPAIIyIOTh JIYWJIBHUK HACEJIeHHA B MicTax. B cemax 1ie mpaitoBaTUMe HE Tak
e(eKTUBHO.

[licns HamamTyBaHHS €KOHOMIKM MOXXHa TpeHyBaTH Bikcbka. Jljig 11bOro
NOTPiOHO OOpaTH MiAPO3/iT Ta BIANPABUTH HOTO B OY/Ib-IKUI CBIM HACEJICHUI MyHKT.
[Ipu Bxozi OiiiliB HA TEPUTOPIIO MiCTa OYJ€ MEHIO, B IKOMY JIOCTYITHO «TPEHYBaHHS.
B npoMy pexxumMi MU MOKEMO KEpyBaTH IIBUAKICTIO YaCy, MOJOKEHHSIM BIHCHK CBOIX
Ta BOporiB. MexaHIKi MEHEIPKMEHTY IOHITIB TOYHO TaKl X 5K 1 B 0010: TIEPEMIIICHHS,
BKa3aHHS NPIOPITETHUX TOUOK AJisi rpymn. OcoOIMBICTh MOJSATa€E B TOMY, IO KOXKEH
ITpOBUI TEPCOHAX — HEHpoMmepexka, SKiM moTpiOeH uvac Ha HaBuaHHA. [Iporiec
BiI0OYBa€ThCSl HACTYITHUM YMHOM: 3aITyCKaeThcs Taiimep Ha neBHui yac N (dac enoxm)

0 3aBEPIIEHHIO SIKOT0 Oy1e 0OpaHa Mepeska 3 HalKpaluM MOKa3HUKOM €(peKTUBHOCTI
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about:blank

JUTSL «CXpelryBaHHs» 3 1HIIO. [licis nporo BCl CTalOTh HA CBOE MOYATKOBE MiCIIE,
BIJIHOBITIOE€THCA JIYMIBHUK 3/I0POB’sl, 00EKOMILIEKTY 1 TOUUHAETHCS LIUKII 3aHOBO.

Sxmo 3maeThest, Mo 01l YOMYCh HABUMIIKICS, MOYKHA BUIIPOOYBaTH iX B 0010
MIPOTH OJHOTO 13 IBOX MPOTUBHUKIB. HamacTu MokHa Ha Biiichbka a00 0/1pa3y Ha MICTO.
PisHums B uumcenpHOCTI 0COOOBOTO CKiamy. MokHa CTBOPIOBATH JICKIJIbKa
OartasbiloHIB, 00 pallioHaNbHIIIIE BUKOPUCTOBYBATH pecypcu. lpu 3iTkHeH1 dirypok
Ha MaIli BIIKPUBAETCS HEBEJIMYKE MEHIO, B IKOMY Tpeba o0paTu pexum 00r0.

1. ABTO — 00paxoBye€ MOTEHIINHY CHITy 000X CTOPIH Ta MOKa3y€ pe3yJsbTar.
2. KepoBanuii — mepexiJi Ha BIJIMOBIJHY CIICHY, BMHKA€ThCS CTpaTerivyHa
KaMmepa, pPO3TallOBYIOThCS O1iIIi.

HaHi, siki Oyiu OTpUMaH1 Ha TPEHYBAHHSIX 3aBaHTAXKYIOThCA B HEMpoMepexi. Y
BUIAJIKY 3 OIMOHEHTOM IHIIA CUTYyaIlisl: BIH KOMIIOE JaHl 3 MEPCOHAXIB PEalbHOTO
rpaBls Ta BUNAJAKOBUM YMHOM 3MIiHIOE 3HaUeHHs. biil TpuBae JOMOKH OJIHA 13 CTOPIH
MOBHICTIO HE BTPaTUTh O0€37aTHICTh. KOXXEH MepCOHa)X OTpUMYE JIOCBIJ, SIKUAN
JIOPBIHIOE HAWBUINOMY 3HA4Y€HHI €(PEKTUBHOCTI 3a BeCh 4ac cyreuku. Komu BoHH
HAKOTIMYMJIN TOCTAaTHHO JIOCBIAY — BMHUKAETHCS KHOTIKA MIOKPAIICHHS.

[Tlin yac OO0 MOXHAa HATHUCHYTH Ha TEPCOHAXKa Ta TMEPEUTH 0 MPSIMOTO
kepyBaHHs. Lle pexuM, B SKOMYy MU MOXEMO CaMi KOHTPOJIIOBATU Ol Ta
BUKOPUCTOBYaTH HasiBHE B HbOTO 00JIalHaHHA 4 exinipyBaHHs. 11lo0 BuiiTH 3 HBOTO
JIOCTaTHHO HATUCHYTH KjaBinry «ESC». Bei 6anu edekTuBHOCTI, K1 OTPUMYE TPaBellb

3a 11e#l mepioa, OyayTh Mepeiani B IKOCT1 I0CBiAY.

2.2.4. Jlokauii / cuenu

[Tonii rpu BimoOpakeH1 Ha JEKLIBKOX JIOKAIlAX: TJIo0aibHA Mama, JBa BUIU
MICT, OJIUH THII CeJia, TPeHyBaHHs. TaKoX IIe € CIieHa TOJIOBHOTO MEHIO, B SIKiH JIHIIe
OJIUH CKPHIIT, IO BiJMOBIIA€ 3a BIJOOpaKeHHS TOTPIOHOTO €KpaHy.

Ha rmobGanpHiii Mami € CUMyJAIis MOroayd Ta 3MiHa AHsS/HO4i. Yac MokHA
MIPUCKOPHUTH B JCKIJIbKAX pa3, SKIIO MOTPIOHO, HATTPUKIIAM], JOUYEKATHUCS 3aBEPIICHHS

OyIIBHUTIIBA.
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Puc. 2.10 — I'moGanpHa Mana

Puc. 2.11 — MicTo nepiioro Tuiry

Ha koxHiil 13 ¢irypok HaceleHUX IyHKTIB MOXHa HaJallTyBaTH TaKWW
napametp, Ak «SceneTypey. Lle gae MOXIMBICTH MIBUIKO 3MIHIOBATU ITPOBY CLEHY,

sKa Oy/ie 3aBaHTa)KyBaTHCh IIPH Nepexoi B Oiil.

2.2.5 Tekctypu, nepcoHaxi Ta pi3Hi reiimM-00’ekTH

Jlns  peanmizamii  penbedHOiI MOBepXHI MOKHa BuKopuctatd Terrain. Ile

BOY/IOBaHMI B PYIIii IHCTPYMEHT, 3a JIOMOMOTOIO SIKOTO MOXHA 3MiHIOBaTH (HOpMy,
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TekcTypu nanamadty. Ha pucynky 2.12 gaHo npukiaad TEKCTYp, IO 3aCTOCYOThCS

B Tpi st MicTa niepinoro tumy. [20]

Puc. 2.12 — Tekctypu nanamadTy MicTa NEpIIoro THUITY
OCKUTBKM Bi3yaJIbHO TIEPCOHAXKI MAIOTh BIIPI3HATHCH OJWH BiJl OJHOTO Ha
pi3HUX paHrax — OyB CTBOpEHMI 3arajibHHUi mpedad, sKui BKItoYae B cebe pi3Hi
YaCTUHU TUIa Ta BapiaHTH eKimipyBaHHs. BaxkiiMBO MigKpeciauTH, 1o OINIIB MOXe
OyTH Ha cIieHi oHOYacHO 10 50, ToMy MOAeIl He TOBUHHI MicTUTH Outbiie 50 THCSY

TPUKYTHUKIB.

Puc. 2.13 — BizyanbHuil BUTJISIA IEPCOHAXKIB PI3HUX PAHTIB

BapianTiB 30BHIIIHBOTO BHUIUIALY HabaraTo Oiibllle, HDK I[OKa3aHO Ha
MonepeHbOMY CKPIHIIOTI, aje JJjIsl JAOCSITHEHS METH BHUCTA4YMTh 1 I€T KUIBKOCTI.
BukopucTaHHS «KOHCTPYKTOpa» TOKpaIlye BpaKCHHS IIiJI 4Yac TPH, aje BapTo
nam’sITaTd TIPO OMTHMI3AII0 Ta KIJIBKICTh 00’ €KTIB, 10 3HAXOISATHCS OJHOYACHO HA

CIIEHI.
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B ta6nui 2.1 HaBeneHi aesiki 3D-mozerni, 1110 BUKOPUCTOBYOThCS Y Tpi. [20]
Tabmur 2.1

3D-mopemn

Citka 3D-monemni 3D-mopens 3 TeKCTypaMu
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[Tponowxenus Tabmuir 2.1

[Tponosxenus Tabmmmi 2.1
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Jlist inTepdeticy 3a3Bu4ail mOTpiOHA BETMKA KUTBKICTh TEKCTYP, TOMY XOPOIITUM
pileHHsM OyjJe CTBOPEHHs aTrjiacy TeKCTyp. lle Moxke 3Ha4YHO NPUIIBUIIINTH
3aBaHTaXeHHs TipedadiB. Ha pucynky 2.14 BimoOpaxeHuid ariac, 1o OyB

3reHepOBaHUH 3a JOMOMOI0I0 BOY0BaHUX MOXIIMBOCTEH pyIIIisl.
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Puc. 2.14 — Atnac Ul tekctyp
Amnimarrii mepcoHaKiB MOXKHa peallizyBaTH, BUKOPUCTOBYrOUM Animator. Bin
MIPOCTUH Y BUKOPHUCTAHI 1 TMOBHICTIO BijamoBigae BuMoram. 1100 aHimariii BUTIISI AN
rapHo Oyze 3acTocoBaHuii ceppic Mixamo, sikuit Ha rotoBy 3D-Moe1b HakIagae pir
Ta MPOMOHYE AECATKU ILIKaBUX aHiMmalii. OcoOJMBICTIO € T€, U0 BOHU 3alKCaHi 3a

texnosoriero Motion Capture.

% s ; 2

Center Block Talking On Phone

&£

Puc. 2.15 — [linroryBaHHs aHiMallii IEPCOHAXKIB

faco+d @

g
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2.2.6. KepyBanusi

Ha rno6anpHiit Marii rpaBerb MOKe BUAUISTH JIBUM KJIIKOM MHUIII CBOi (QirypKH.
Ha mipaBuii KitiK, SIKIIO BJAjJ0Ch BUIIIUTH OaTaIbiOH, MEPEMIIIICHHS BIMICBK Y BKa3aHy
touky. Konu Buinenns aktuBHe (AuB. puc. 2.16) — 10CTyIHA MaHe b B3aeMoii. B Hiit
MOJKHA TIEPETJITHYTH: OCOOOBHI CKJIaJ, paHT Ta PiBEHb KOKHOTO; IHBEHTap Ta HOTO
BMICT; 1 SIKIIIO BUIJICHO HACEJICHUHN MyHKT, TO MO>KHA TTOOY/TyBaTH IIOCh.

3Bepxy po3TalloBaHa MAaHENb PECypCiB, fKa BiAOOpaXka€ 3arajibHy KUIbKICTb
pecypciB neBHoro tuiy. Ha pucynky 2.16 BUIHO, 1110 HA TOH MOMEHT I'pH Yy TpaBIIs
Ooyso 28 pekpytiB, 52 oaunHuil gepeBa Ta 3 150 irpoBoi BamoTu. Tpoxu HuxK4YE

B1JI00paK€HUH BIPTyaJIbHHUI Yac Ta Jara.

j (G

02.01.2021
07:33

Army Inventory Building

,m People 8

’ Wood

s Currency 1900

Frontier
0

w

Puc. 2.16 — InTepdeiic nogaTky Ha riao0anpHINA Marll

KepyBanHns kameporo Ha rio0aibHii Marli BiI0yBa€THCS 32 JOTOMOTOR0 KJIaBIII
W, A, S, D — nnsa nepeminienns, Q, E — aist 3MiHM TOBOPOTY KaMepH.

[1ix yac 0010 MOKHA BUIUIMTH ABA PEKUMA KEPYBAHHS: CTPATETTUHUN Ta TIPsIME.
[Tepruii mpaifroe 3a aHAJIOTIEO 3 TII00ATBHOIO MAIIOI0, TIIBKH I JT0IaHa MOYKIIHBICTh
pPO3MIIIYBaTH TPIOPITETHY TOYKY Ha KIaBimy «l» Ta oOupaTu mepcoHaka s

HACTYITHOTO TUITY KepyBaHHs (KaBima «4y). Jns TpeHyBaHHs TOCTYIIHI 1Ie «2-3», 10
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BI/IMOBIAIOTh 3@ CIABH-TIOIHTH KOXKHOI 3 cTopiH. lle mns toro, mo6 mMoxkHa OyJio
TPEHYBaTH MEPEXKY B PI3HUX CUTYaIIisIX.

[Ipsime kepyBaHHsS BKJIIOUae B ceOe: MEpeMillleHHS TpaBIsi Ha CTaHAApTHI
kinapimm W, A, S, D; BUKOpUCTaTH TTOTOYHE CKIMIpyBaHHS NMEPCOHAXY — JIIBUU KIIIK,
nepesapsanka — R. 11106 moBepHyTHCS 10 CTPATETIYHOTO KEPYBaHHS MOKHA HATUCHYTU
Esc. Takox mnpsMe kepyBaHHS OyJe 3yNHHEHE, KOJHM IOHIT TOBHICTIO BTpayae

00€31aTHICTb.

2.3. Peauizauist anropuTmiB podoTu rpu

Y maHoMy poO3Aisli PO3TISHYTO YaCTHHY CTBOPEHOTO KOAY, IO JacTh OCHOBHI
YSBJICHHSI TIPO TIPOIeC po3poOKH. [leTaibHimie MOKHA O3HAHOMHTHCS 3 BaXKJIIMBOIO
YaCTHHOIO KOAY B JOJATKy A.

Jlani HaBeneHo peanizaitito Applnstaller, skuii ogpasy peectpye B KOHTEHHEpI
Dependency Injection naitneoOXiguimm kiaacu. Hanpukiazn, nposigauku (Providers),
aJ)Ke BOHM BUKOPUCTOBYIOThCS Maike Bcroau [14].

JlictuHr Koxy:

namespace Diploma.Application

{
public class AppInstaller : MonoInstaller
{

[SerializeField] MonoBehaviour[] autoBind;

public override void InstallBindings() { }

Hani HaBenenuit kox AssetProvider. 3ade3neuye 38’130k Tpu 3 11 aiinamu. B
HBOMY JIHIIE IB1 acCHHXpOHHUX GyHKIT: LoadASSetASyNnc — i 3aBaHTaKeHHS (aiiay
3a azipecoro. ReleaseAsset — nuist 3BiIbHEHHS TIaM’SITI IEBaNCy BiJ| paHilie

3aBaHTAXKEHOT0 00’ eKTy. JIICTUHT KOYy:

namespace Diploma.Application.Providers
{
public sealed class AssetProvider
{
public async UniTask<T> LoadAsset<T>(string address) where T : Object

{
}

return await Addressables.lLoadAssetAsync<T>(address);

public void ReleaseAsset<T> (T target) where T : Object
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Addressables.Release(target);

Hami posrimssaemo kox UlService. Knac mpamroe smme 3 emementamu Ul
Posmimnyerscst B ProjectContext mist goctymy 3 Oyab-sikoi Touku mpoekty. Ilpedad
IIbOTO cepBicy MicTuTh oauH Canvas. Bin i Oyae BimoOpakaTu Bci eneMeHTH|[6]

JlictuHr kony:

namespace Diploma.Application.Services.UI
{
public sealed class UIService : MonoInstaller
{
public ElementsContainer<UIScreen> Screens;
public ElementsContainer<UIPopup> Popups;
public Camera UICamera;
[Inject] AssetProvider assets;

[SerializeField] RectTransform screensParent;
[SerializeField] RectTransform popupsParent;

public override void InstallBindings() { }

Knac ElementsContainer<T> ininanizye HOBI 00’€KTH Ta 30epirae mocHIaHHs
Ha HUX B Mam’sTi, 00 MOXHa OyJI0 3BEPHYTUCH 1O HUX B MaOyTHOMY. ACUHXPOHHA
¢yukuis CreateElement 3aBantaxuts npedad mo, Bkazanomy B atpudyti AssetPath,
nuiaxy. I[lapamerp clear BigmoBimae 3a OYHCTKY BCiX IHIIMX EJIEMEHTIB IIHOTO

KoHTeWHepa. JlicTuHT Komy:

namespace Diploma.Application.Services.UI

{

public sealed class ElementsContainer<T> where T : UIElement

{
private readonly AssetProvider Assets;
private readonly RectTransform Root;
private List<T> Items;
public bool IsActiveShowRequest { get; private set; }

public ElementsContainer(AssetProvider assets, RectTransform root){ }

public async UniTask<U> CreateElement<U>(bool clear = true, bool findInCreated
= false) where U : T { }

public void RemoveElement<U>() where U : T { }
public void RemoveElement (Type targetType) { }

public bool Contains <U>(out U screen) where U : T { }
public bool Contains (Type targetType, out T element) { }

public U GetElement<U>(bool exception = true) where U : T { }
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I'pa nmounnaetscst Ha cueni GlobalMap, ne e BimnoBimuuii koHTponep. Bin
«CIIIKY€E» 3a TPaBLSIMH, 3allyCKae OUTBH a00 XK TPEHYBaHHs, 30epirae Ta KOPEKTHO
miJicTaBisie 3aBaHTaXeHi naHi. 30epirae mnumie 3HadeHHs 11CKS, oTpumane i3

BipTyajbHOI JaTu. JIICTUHT KOJy:

namespace Diploma.Game.Global

{
public class GlobalMap : MonoInstaller

{
public const int MAX_TIMESCALE = 15;
public GlobalMapData Data;
public GlobalMapPlayerBase[] Players;

public float Timescale

{

get => Time.timeScale;
set => Time.timeScale = Mathf.Clamp(value, 0, MAX_TIMESCALE);
}

public GlobalMapPlayerBase this[int teamID] { }
public Color GetTeamColor (int teamID) { }

public override void InstallBindings() { }
public override void Start() { }
private void Update() { }

#region IO

public void Save () { }

public void Load () { }

public bool HasSave() =>
File.Exists(WorldSavePath());

private string WorldSavePath() =>
UnityEngine.Application.persistentDataPath + "/World" +
NeuralNetwork.NN_FILE_EXTENSION;
#endregion

public async void InitializateBattle (Figure attacker, Figure defender) { }

}

[Serializable]
public class GlobalMapData

{
public long Ticks;

Hacrtynuuii kmac — GlobalMapPlayerBase. 1le 6a3oBuii kiac, sKuii oapasy
BKJIIOYa€ B cebe Bci HeoOXxiaH1 (PyHKII Ajisi poOOTH 3 rpaBueM. Big HbOTO € 1Ba
noxiguux kinacu GlobalPlayer ta GlobalAlPlayer. Iepuuit — BiamoBizae 3a BUaCHHMA

nokas inrepdeiicy, a Ipyruit — 3a aIrOPUTM KOMIT FOTepa Ha TJI00aibHINA Marti.
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Kowmm’toTep-rpaBelis Ma€e MeBHUM alropuT™M poOOTH: CIIOYATKY PO3BUTOK apmii,

MOTIM OYJIIBHUTBO HEOOIXTHUX IMIAMPUEMCTB Ta HallaJl Ha MPOTHUBHKA, ajie Pe3ysIbTaT

He 3aBXJu Oyje OHAJKOBHMH 13-3a IICEBIOBMITAJIKOBHX 3HaueHb Random.Range().

JlictuHr koxy:

namespace Diploma.Game.Global.Players

{

public sealed class GlobalAIPlayer : GlobalMapPlayerBase

{

[Inject] UnitProductionLine units;
[Inject] BuildingsData buildingsData;
[Inject] GlobalMap global;

public int TargetSquadsAmount =
public int DefaultSquadSize = 5;
public int PatrolRadius = 15;
public float MinTrainRateInSec = 10;
public float MaxStayTime = 5;

public float BuildingRate = 15;
public float MinAssaultRate = 120;

3;

private SquadFigure targetFigure;
private SquadFigure assaultFigure;

protected override void Update() { }
private void CheckNeedStartAssault () { }

private float lastAssaultTime;
private bool canBeginAssault =>
Time.time - lastAssaultTime > MinAssaultRate;

private Figure GetRandomEnemy (bool squadOrSett) { }

private float lastTrainTime;
private bool canTrain =>
Time.time - lastTrainTime > MinTrainRateInSec;

private float lastIdleTime;
private float genStayTime;
private bool canPatrolNext =>
Time.time - lastIdleTime > genStayTime;

private void ComplectCurrentTarget (bool achivedCity) { }
private void FindAndFocusOnTarget () { }

private bool TryCreateNewSquad () { }

#endregion

private SettlementFigure GetRandomCity () { }

private SettlementFigure GetNearestCity (SquadFigure targetFigure, bool

includeRecruitPrice) { }

#region Settlements Controller
private float lastBuildingTime;
private bool canBuildByTimer =>
Time.time - lastBuildingTime > BuildingRate;

private void UpdateBuildings () { }

private bool TryBuild (SettlementFigure settlement, string buildingID) { }
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#endregion

SIK TUIBKH TpaBellb yBiie B CBOE MICTO 1 3aIyCTUTh TPEHYBaHHs, a00 MOTPiOHO

B1IOMBATUCH BiJ] HaIaay, TO KOHTPOJIb HAJ TPOI0 MEPEAAETHCSA JI0 1HIIIOTO CKPHUIITA Ta

Ha IHIIy CIIeHY, JIe 1 mpuiiMae ydacTh Heiipomepexka. ModeBaseBehaviour po3cramsie

MIePCOHAXI1B, 3aBaHTAXKY€E HEHpoMepeki B mpedadu cosiaaTiB, HAJAIITOBYE MapaMeTpH

KOMaHJ. Slapo HeWpomepeki BUTIAAAE HACTYMHHM dYuHOM. DyHKIIIO0 akTHBAaIlii

MO’KHA 3MIHUTH Ha KOKHOMY IIapi okpeMo a0o 3k Ha BCixX ojapa3zy. JIicTHHT Koxy:

namespace Diploma.Game.AI

[System.Serializable]
public class NeuralNetwork

{
public
public
public
public

int[] layers;

double[J[][] weights;
double[][] bias;
double[][] neuronsOutputs;

[System.NonSerialized]
IActivationFunction[][] activateFunctions;

public

public
public

public
public
func) { }

public
public
public
public

public

public
public
public
public
public
public
fileName) { }

public

public
funcType) { }
}

}

NeuralNetwork(NeuralNetwork copy) : this(copy.layers) { }
NeuralNetwork(params int[] layers) { }

void SetActivateFunction(IActivationFunction func) { }

void SetActivationFunctionForLayer(int layerNum, IActivationFunction

double[] Compute(double[] input) { }
List<double> Serialize() { }

void Deserialize(List<double> data) { }
NeuralNetwork Copy() { }

const string NN_FILE_EXTENSION = ".nd";

static
static
static
static
static
static

static
static

void ClearDirectory (string directory) { }

void PrepareDirectiory (string directory) { }

bool ContainsSave(string fileName) { }

string PathByFolderName (string directory) { }

string PathByFileName(string fileName) { }

void Save(GeneticOptimizeableNerualNetwork network, string

GeneticOptimizeableNerualNetwork Load(string fileName) { }
TIActivationFunction ActivationFuncByType(ActivationFuncType
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BuCHOBKM 10 APYIroro posaiiy

Jiarpama KJiaciB Ja€ 3arajbHe YSIBJICHHS MPO Te€, K Ma€ BiOYBATUCH MPOIIEC
I'pHU 3 TEXHIYHOI TOYKH 30py. Takok mpoBeeHa MiAr0TOBKAa HEOOXiTHOTO Bi3yallbHOTO
KOHTEHTY, a caMme: 3D-Moieri mepcoHaxiB Ta OTOYEHHS; C(DOPMOBAHO JTaHAIIAPTH SIS
KO’KHOI 13 IPOBUX CIIeH. B 1isx onTumi3aliii 3reHepoBaHi cripaiT-aTiacH, siki MiCTATb
HaO1p TEKCTyp NeBHOTO Npu3HaueHHs (inTepdeiic, UV-posroprka).

[IpoBeaeHo po3poOKy MporpaMHOTO 3a0€3MEUEHHs], sIKE CTBOPEHE Ha OCHOBI
J3aiiH JOKYMEHTY Ta TEXHIYHOTO 3aBJaHHs: pealli3oBaHa 0a3oBa JIOTiKa Tpu Ha
rJI00aJIbHIN KapTi Ta ii rpaBIliB, AKi B CBOIO YEPry KEPYyIOTh CBOIMHU (irypkamu. Bcei
cTaTU4H1 (Irypu T03BOJISIOTH Oy yBaTH B HUX I1I0Ch, & TUHAMIYHI MOXKYTh BCTYIaTH
B 01 3 1HmOW Qirypkoro Oynb-axoro tumy. Ilig 4Yac 0o 3aBaHTAXKYIOTHCA
HATPEHOBaH1 JaH1 Helpomepexi. B pe3ynbraTi po3poOiieHO TOTOBUM MPOrpaMHUINA
MPOAYKT, IO TOBHICTIO BUKOHY€ YMOBH TOCTaBJICHHUX 3aJad.

OnHuM 3 BaXXJIMBUX aCIEKTIB PO3POOKH IpH € OanaHc. Y rpi BaXIMBO, 0O BCl
Tun Pirypok Oyiu pIBHOCWJIBHUMH Ta 100 TpaBIll Majld MOXIIMBICTH BUOpaTu
CTparerito, sika Oyae Juisi HUX HalOuibm edekTuBHOW. [[ns nocsrHeHHs OanaHcy
HEOOXITHO PEeTeNThbHO MpOaHATI3yBaTH BCl ACMEKTH TPHU, TaKl SK XapaKTEPUCTHUKU

(GIrypox, iXH1 MOKJIMBOCTI Ta B3a€EMOAIT MK HUMHU.
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PO3/11 3. IHTEP®EIC TA IOPSJOK POBOTH 3 TOJIATKOM

3.1. InTepdeiic Ta NOPsAAOK PoOOTH 3 MPOrPAMHHUM J0IATKOM.

Onmuc poboTH 3 JOJATKOM BKIIOYae B cebe po3poOKy TEKCTOBOI Ta
UTIOCTpaliiiHOT 4YacTHHHU, SKI JEMOHCTPYIOTh 3OBHIIIHIA BHIJISAJ 3aKIHUEHOTO
OpoAyKTy. 3ycTpiuae rpaBlisd rOJIOBHE MEHIO rpu. B HhOMY € 3amnanoBaHi QyHKIII, a

came: CTBOPEHHS a00 MPOJOBKEHHS I'PH, HAJIAIITYBaHHs Ta BUXi. [Ipy HaTHCKaHHI Ha

kHOTIKY «Play» BinOymeThcs mepexia Ha CIieHy TI100aIbHOI MarlH.

Neural work

L pay |
——
| et |

Puc. 3.1 — I'osnoBHE MeHIO Ipu

[Ticnst neKiIbKOX CEeKYH]I 3aBaHTAXEHHS MOTIPAIUIIEMO Ha OCTPIB, A€ MOXKHA
3HAWTH HACEJIeH]1 MyHKTU CBOi Ta MPOTUBHUKIB (AUB. puc. 3.2). KoxeH 3 rpaBuiB mMae
NeBHUH Koutip (0ipr030BHI — MU; YEPBOHUH, 3€JICHHI - TPOTUBHHUKH).

Haiinepmie B woMy BHHMKae moTpeda mij yac rpu — e TpoIi Ta Jroan. Bapto
MOMIKJIYBaTUCS TMPO MOOYJOBY >XUTJIOBUX OYJIWHKIB (4ac BiJ vacy 30UIbIIYIOTH
HaceseHHs Ha 1 oxuHuIto) Ta miconuiku. 1106 me 3po6uTn moTpiOHO BUILITUTH MICTO
Ta MOOyAyBaTH J>KUTIOBHA KomIiuiekc. Ha mawnem indopmamii (quB puc. 3.3)
nepexoauMo B Bkiaaky «Building» ta Hatuckaemo Ha Oyab-sIKWH BUIbHUH CIOT. B
HOBOMY BiKHI oOMpaeMo Te, 110 BiamoBigae morpedam. [ToTpiOHO Takox 3BEpHYTH

yBary 1o Ha OyAiBHHUTIIO MOTPIOEH Yac Ta MeBHa KUIbKICTh PeCypCiB.
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Puc. 3.2 — [TouaTkoBe MOJIOKEHHS TPaBIs

Tenep MokHa MIATOTYBaTH apMito. s bOro oOMpaemMo MICTO, 1€ € PEKPYTH

Ta CTBOpEMO OaTtasbitoH. Komu 3arid B Mexax MicTa — BC1 HOBI peKpyTH OyyTh B HOTo

CKJIal, 1HAKIIIE 3aIMIIAThCS HAa 3aXUCTI MicTa (TapHi3oH). Ha maHomy etami BifiCBKO

MOK€ BEJIMYE3HUM, aine He epekTuBHUM. [oTpiOHO crepiy HaTpeHyBaTH MEpEXYy,

1HaKIIe BOHA MOJKE, HAINPHUKIAJ, BIIKPUBATH BOTOHb II0 CBOIM, IO, 3BICHO,

HEJ0MyCcTUMO B 0010. ToMy, BUIIITUBIIYN Oyb-sKH1il OaTaabiOH, BIAMPABIIEMO HOTO B

MICTO Ha TpeHyBaHHs. [lo mpuOyTTIO MepexoauMo B BIAMOBIAHUIA PEXUM (IUB. PHC.

3.4)

Army Inventory Building

_Empty / E
Click to build... N E
Sawmill Houses
A5 x1250 $ x5
A= x1000

Production Production

$ & x1
A x50 A x25

Em
Click to %tt_}{m J

Empt
Cli,ck,,tog ymL”

Empt
C,I,igk.tqg,t?.i/,l_c,i_._ui

Empt
Click to %Ll)illd... A

Puc. 3.3 — [Ta"ens OyaiBHUIITBA Ta MEHIO BUOOPY Oy IIBII
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Puc. 3.4 — PexxuM TpeHyBaHHS
B npomy pexxumi Mu MOKEMO KepyBaTH JIE€KiIbKOMa MapaMeTpaMHu:

1. KinpkicTh 4acy Ha OJIHY €MoXy

2. llIBuakicth yacy

3. BumangkoBi 3HaueHHS Mepexi

TakoX MOXHa 3MIHIOBaTH TIOJOKEHHS CIHABH-TIOIHTIB OYyIb-KOi 3 CTOpPIH Ta
MPOipITeTHOIO0 TOUKOI0. KOoXeH mepcoHaxk Haj co00I0 Mae MOKa3HUK €()EeKTUBHOCTI.
[leit mapaMeTp KIJIIOUEBHMI i BU3HAUEHHSI HaWKpalMX €K3eMIULIpiB Mepexi. Bci
3HAUYEHHA 30€pIiraroThes (B IbOMY 1 CEHC IIBOTO PEXKUMY) Ta BUKOPHUCTOBYIOTHCS B TI.
[Ipm BCiX HACTymHUX BXO/DKCHHSX B TPEHYBaHHS JaHI 3aBaHTAXYIOThCSA, a HE
TeHEPYIOThCS CIIOYATKY.

[Ticnst mekinbKOX MecATKiB iTepatiid o 70 ceKyH[ BCl 3p03yMIIH IO CTPENSATH T10
COIO3HHMKAM HE MOXKHa, a MO0 CILIeHI — He0axaHo, ajie BCe K HE 30BCIM PO3YyMIIOTh IO
pobutu. 1lporo piBHs, Ha mepiiuii yac, BucTtaunTh. Hatrckaemo kaonky “Back” Ta
MOBEPTAEMOCH JI0 TJIO0ATBHOT Mamu. AJpKe 00 MOKPAITUTH 030pOEHHS Ta paHT O1UIIIB

TaKuX TPEHYBaHb HE JJOCTATHHO: MOTPIOHI PECYpCH Ta IOCBi.
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[Tounimo 3 pecypciB. s mokpalieHHsl peKpeTiB 0aTalbiOHy YW TapHI30HY 10
ceprkaHTa nmoTpiOHa jierka OpoHs Ta 30pos. I e, 1 Te BUpoOIsie MpoCcTHil BIHCHKOBHIA
3aBOJI, SIKM MOKHA OyayBaTH i1 B cemax, i B Mictax. OnHaK, 1j1s1 BUPOOHHIITBA ITUX
pedeil moTpiOHEe 3ami30 Ta JAEpeBO (YK€ OTPUMYEMO 3 JIICONUIIKH). 3ajli30 MOXHA
KyInyBaTH B BKJIAIl TOPTiBIi, J€ € PHHOK, a MOXXHa MOOyAyBaTh B MICTI
MeTaypriiHui 3aBOJI, IKUI pa3 B IEKUTbKA XBUJIMH IPUHOCUTH | 3ami3HUMN 3MUTOK 0e3
BUTPAT IHIIHNX PECYPCIB.

[ToTpiOHO He 3a0yBaTH, IO KOMIT IOTEP TE€X PO3UBUBAETHCS 1 Oyle HamajaTh Ha
iHmmx rpasuiB. Ha pucynky 3.5 moMiTHO, 1110 HaceneHu# myHKT Froud nepeitimos 1o
3€JIEHOTO TpaBIisl. Y BUMNAJIKY, SKOM BiH arakyBaB Oipr030BOro, TOOTO peaybHOrO,
rpaBlis, To kaMepa cokycyBangach OM Ha MiCIll MOJIIi Ta OYB MOKAa3aHUM BIJMIOBIIHUMA

Ul (muB. puc. 3.6)

Puc. 3.5 — 3aBoroBaHHS MICT MPOTUBHUKOM
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*Contact!*

Puc. 3.6 — Hanman npoTUBHUKA HA MOCEIEHHS IPaBLIs
3a HasIBHICTIO Oa)KaHHS MO>KHA MEPENUTH B PYUYHUN PEKUM KEPYBAHHS OUTBOIO.
VY BUmnajaxy, IKuii BiioOpakeHMI Ha MTOTIEPETHHOMY PUCYHKY 11€ O3HaYa€ aBTOMATUYIHY
Mopa3Ky, aJKe B TapHI30HI Hemae BikichbKa. bymo 6 TaM X0d4 JeKiJibKa COJIJIATIB —
B1J1I0YJIOCh OM 3aBaHTaXEHHS MalK HACEJIeHOro MyHKTy. KepyBaHHS TaMm maiike Take
K, SIK 1 Ha TpeHyBaHH1. Ha HACTYTHUX pUCYHKaX pO3TIISTHEMO CUTYAIIiI0, KOJIU TapHI30H
He mycThil. Bel 1aHi 3aBaHTa)KeH1 Ta MPUCTYHS MTOMITHA CXOXKICTh MOCTIA0BHOCTI 11

HEUPOMEPEK.

Puc. 3.7 — Intepdeiic mig gac 6010
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Yac B 6010 BimoOpaxae yac, skuii OyB Ha ryio0anbpHIM Mari. ToOTo, SKIIO Ha
Marr Hid — B 6010 Tex Oyje HiuHuM yac. TeXHIYHO 1€ HISIK HE BIUIMBAE HA MOBEIIHKY

MIEPCOHAXIB.

Puc. 3.8 — Ilpsame kepyBaHHs

UYepes Te, 1m0 Mepeka MOxe OyTH MOTraHO HATPEHOBAHA, MPSME KEepyBaHHS —
Jy’)Ke€ KOPUCHA MEXaHIKa, SKa JI03BOJISI€ 3MIHUTH CUTYAIll0 B CBOIO KOPUCTh. 3BICHO,
10 YUM Kpallle HaTpeHOBaHa Mepexa — TUM Baxkde Oyze olirpatu ii. Ane 1jist 1[boro
noTpiOHO Iyke Oarato yacy, aJke TPEHYBaHHS BiIOYBa€eThbCsd B PEXXKHMMI CUMYJISALIT
0010 1 BCI Il — IUHAMIYHI, & OCKIJIBKM KapT MOXKe OyTH JEKUIbKa, TO MOJIOKEHHS
HEPELIKO PI3HOTO THUITY — TEX.

[Ticns 3aBepiieHHsT 6010 3’ ABJISETHCS BIAMOBIIHUN €KpaH, SKUH 1HPOPMYE PO
BTpATH Ta HAKOMUYEHUN T0CBi (quB. puc. 3.9) [loMiTHO, 1110 JI€SIK1 MEPCOHAXK1 TOTOBI
10 mepekBatidikarii (ToMy 1110 Mepexxy MOoTpiOHO OyJie HaBYATH CIIOYATKY) Ha 1HIITHIMA
panr. Moxkemo oOpaTu JAeKUIbKa BapiaHTIB PO3BUTKY. Jlami HaBeIEHO CHHCOK
MOXJIMBUX PaHTIB Ta CIIUCOK PECYPCIB HEOOXITHUX IS «IT1ABUIIICHHS)

1. Cuaiiniep (36pos - 1)

2. Cepxant (yierka Opons — 1, 30post - 1)

o1



3. Menuk (nerka Opons — 1)
4. Imxenep (Jerka Opons — 1, minu - 1)

5. JIxarepHayT (TskKa OpoHs - 1, 30pos - 2)

|
You Enemy

(R)Jack: +120 exp
(R)Roman: +20 exp (up
(R)Leon: dead

(R)Test: +10 exp (R)Ronie: +120 exp
(R)John: dead
(R)Jack: +120 exp (up) (R)John: +15 exp
(R)Ronie: dead
(R)Bard: +5 exp
(R)Jack: dead

(R)Test: +10 exp

(R)Leon: +35 exp

Puc. 3.9 — Expan 3aBepiueHHs 0010

3.2. TecryBaHHsI pOOOTH MPOTPAMHOI0 KOMILIEKCY.

TectyBaHHS  mporpaMHOro  3a0e3Me4YeHHs -  IpoIec  JOCHIDKCHHS,
BUMPOOYBAHHS MPOTPAMHOT0 IPOAYKTY, IO MA€ JIB1 Pi3HI LI1JIi:

- TIEPEKOHATHCS, 1110 TIPOrpaMa BIAMOBI A€ BUMOTaM;

- BUSIBUTH CUTYaIlii, B AKMX MMOBEiHKA MPOTPaMH € HEMPABUILHUM, HEOKaHUM.

TecT-kelic — 11e OnmuC MepeBipKH POOOTH CHUCTEMH, BIH OINHUCYE IMapaMeTpH,
KpPOKA Ta YyMOBH, sIKi NOTpiOHI 1isi mepeBipku. [IpoBegemo (QyHKIIOHATBHE
TECTYBaHHS JJIsl TIEPEBIPKU I'pH Ha 1i poOOTO 3/1aTHICTH Ta BIAMOBIAHICTH OCHOBHUM
GbyHKIIIOHATEHUM TTOTpeOaM.

TectyBanHs Oys10 poBeaECHE MOIYJIBHE.

Cnouatky OyB nepeBipenuil iHTepdeiic rpu. ['pa Mae ekpaHu: rOJOBHE MEHIO,
rII00aNBbHUM PEeXUM, CTPATETIYHUI PEKUM, PEKUM Bl TPETHOTO JIHIIS.

HCpIHI/IM 6y.]IO IMPpOTECTOBaHa Icpia CreHa roJiIoBHOro MCHIO.
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about:blank

HOBY)

e Tect Ne 1. Inimiam3aris DI konTeinepa:
[TepexymoBu: ['paBenib NOBUHEH 3aIlyCTUTH IpY;
Kpoxku: 3anyck rpu;
OuixkyBanuii pe3ynbTaT: BimoOpakeHHs rOJI0BHOTO MEHIO;
®daxTuHui pe3yabpTaT: BigoOpaskeHHs TOJI0BHOTO MEHIO;
TecT mpoiaeHO yCHiNIHO.

e Tect Ne 2. Knomka «Play» Ha ekpaHi MeHIo:
[TepexymoBu: BinobpaxeHe roioBHE MEHIO

Kpoku: Hatrckaemo Ha KHOTIKY «Play»

OuikyBaHU pe3yNbTaT: MEpexiJ Ha eTanm BUOOPY (3aBaHTaXUTH/CTBOPUTHU

DakTUYHUI pe3ybTaT: Iepexija Ha eTan BUOOPY (3aBaHTaKUTH/CTBOPUTH HOBY)

TecT npoiieHO yCHIIITHO.

e Tect Ne 3. BuGip cBoix piryp Ha riobanbHii Mami:
[lepenymoBu: AKTUBHA ClIeHA II100abHOI Mau
Kpoxu: JliBuii ki mutii Ha Oyab-sKy GIrypKy 3 O1pr030BUM KOJIBOPOM
OuikyBanuii pe3yabtar: [losiBa manen B3aemoii/indopmaririi
®daktuunuil pesynbrar: [losiBa manesni B3aemoii/indopmariii
TecT npoieHO YCHIITHO.

o Tect Ne 4. BinnpaBka o0paHoi pirypku B IEBHY TOUKY
[TepenymoBu: Mae OyTu 0OpaHuii miapo3ai
Kpoxu: [IpaBuii ki mutii no gasamadry
OuikyBaHuii pe3ynbTar: Oirypka mnounHae pyx y BiANOBIIHOMY HANPSIMKY
®daxTnunuit pe3yaprar: dirypka nournHae pyx y BiANOBITHOMY HANPSMKY
TecT npoieHO yCHIIIHO.

e Tect Ne 5. ITouaTok TpeHyBaHb
[TepenymoBu: Mae 6yTu 0OpaHuii miapo3 AL

Kpoxku: IIpaBuii K1k MUIII IO COFO3HOMY MOCEIEHHIO
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OuikyBaHui pe3ynbTaT: PIrypka NOUYMHAE PyX y BIANOBIIHOMY HAIPSIMKY Ta
nepexij Ha CIeHY TPeHYBaHHS MICHIS TPUOYTTS
®daxTrunuit pesynbrar: Dirypka moynmHae pyxX y BIAMOBIAHOMY HANpSMKY Ta
nepexij Ha CIeHy TPeHYBaHHS MICIs TPUOYTTS
TecT mpoiaeHO yCHiNIHO.
e Tect No 6. 3miHa MIBUJIKOCTI Hacy
[TepexymoBu: ['paBernib NOBUHEH 3HAXOAUTUCH HA CLIEHI TPEHYBAHHS
Kpoxu: 3MiHUTH 3HaYeHHs claiiepa 371iBa 3BepXy.
OuikyBaHuii pe3ynbTatr: [lomiTHa 3MiIHAa IIBUIKOCTI Yacy
®daxTnuHuit pe3yapTar: [IoMiTHA 3MiHA MIBUIKOCTI 4acy
TecT npoieHo yCHIIIHO.
e Tect Ne 7. 3MiHa CIaBH-TIOIHTY CBOIX BIMCBHK
[TepexymoBu: ['paBelib MOBUHEH 3HAXOAUTUCH HA CLIEHI TPEHYBaHHS
Kpoku: Hatrckaemo Ha kHOMKy «My spawn point» ta [IKM mo OaxxaHomy
MOJIO’KEHHIO
OuikyBaHuii pe3ynbtar: Ha HacTynHy enoxy Oiifili OyAyTh B 1HIIINA MO3UIIIT
®daktuyHui pe3ysbTar: Ha HacTynHy enoxy O1i1[l CTBOPUIIUCH B 1HIIN NO3MUIIT
TecT npoieHO YCIIITHO.
e Tect Ne 8. 3MiHa CIIaBH-TIOIHTY BIWNCHK TPOTHBHHUKA
[TepemymoBu: ['paBenib MOBUHEH 3HAXOAUTHCH HA CIICHI TPEHYBaHHS
Kpoku: Hatuckaemo Ha kHOTIKy «Enemy spawn point» ta [IKM mo 6axkaHomy
MOJIO’KEHHIO
OuikyBaHuii pe3ynbrar: Ha HacTynHy enoxy Oiiii OyAyTh B 1HIIIH MO3UIIIT;
®daxTnunuii peynprart: : Ha HacTynHy ernoxy 6111l CTBOPMIINCH B 1HIIIIHM MO3HILIIT
TecT npoieHO yCHIIIHO.
e Tect Ne 9. HaHeceHHS IIKOAU CYIIPOTUBHUKY
[TepemxymoBu: I'pa mae OyTu B cTaHi 6010 a00 TPEHYBaHHS
Kpoxu: Kyns, BumyiieHa 30po€ro nepcoHaxy, Ma€ Bi3yajabHO NOTPANUTH B LILIb

OuikyBaHuli pe3yabTatr: BilHIMaHHS X€I3-TI0IHTIB
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®daktuyHuil pe3ynbTar: [[poTUBHUK OTpUMAaB IIKOY, siKa JOPIBHIO MapaMeTpy
Damage Ttoro, XTo BiJIKPUB BOTOHb
TecT mpoiaeHO yCHiNIHO.
o Tect Ne 10. 3axormieHHs MicTa MPOTUBHUKA:
[TepenymoBu: I'pa Mmae OyTH B cTaHi ri00aapHOT Mamy
Kpoxu: O0upaemo mia3poaia i BIAMPaBIsIeMO HOTO Ha BOPOXKE MOCETICHHS
OuikyBaHuii pe3ynbTaT: BikHO BUOOpY peKuMy OUTBU Ta B BUIAJIKY [IEPEMOTH
— mepexiJ MicTa MiJ KOHTPOJIb IPaBLs
®daktuyHui pe3ynbTar: BikHO BUOOpPY pexkuMy OWTBHU Ta MeEpexiJ MicTa i
KOHTPOJIb TPaBIIs
TecT npoieHO yCHIIIHO.
e Tect Ne 11. 3axorieHHs MiCTa IPOTUBHUKOM:
[TepenymoBu: I'pa mMae OyTu B cradi rio0anbHOI Manu Ta TPOTUBHHUK MA€E
N1IPO31J1, PO3MIpOM OljIbIlIe, HIK 7 BOIHIB
Kpoxku: OuikyBaHHS TOYATKY MITYpMY
OuikyBaHuii pe3ynbTar: KoMm’torep atakyBaB peaibHOro rpasls ado 1HIIOTO
OMOHEHTA
@akTruHUil pe3ynbTaT: Kommn’toTep aTakyBaB peaqbHOIO IpaBLis
TecT npoieHOo yCHIIIHO.
e Tect Ne 12. IlepeBipka HapaxyBaHHS OUYKIB 32 MMOMAJaHHS:
[TepenymoBu: I'pa moBuHHA OyTH B cTaHi 0010 a00 TpEeHyBaHHS
Kpoxu: Harnocutu mkoay OyIb-IKUM YHHOM ITPOTHBHUKY
OuikyBaHuUii pe3ynbTat: +2 10 €heKTUBHOCTI
dakTuyHUM pe3ynbTar: +2 10 ePeKTUBHOCTI
TecT npoieHO yCHIIIHO.
Jlane TecTyBaHHs TOKa3ye, IO Tpa BiAMOBiAac (YHKIIIOHAJTLHUM BHUMOTaM,
BUJIUICHUX Ha €Tarll MOCTAaHOBKH 3aBJIaHHS, MMPAIIO€ KOPEKTHO, TOMUJIOK Mij 4ac rpu

HC BHABJICHO.
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BucHOBKM 10 TPETHOI0 PO3aiLy

Bci irpoBi mijcucTeMy MOBHICTIO pPeai3oBaHi 1 YCIIIIHO 1HTETPOBaHI B €UHY
ITPOBY CHUCTEMY, SIKa JJO3BOJISIE 3aMTyCTUTH ITPOBHII MpoIIeC.

CrtBopeHy rpy Oyj0 IMOBHICTIO MpoTecToBaHO. BoHa mpairtoe crabiipHO, 0€3
300iB Ta KopekTHO. JlaHi 30epiraroThCs Ta 3aBaHTaXYIOThCA. Bci momii, ski
MOTpeOyIOTh JACKITBLKOX TEPEeXOJliB MK CIIEHaMH, KOPEKTHO OOpOOJSIOTHCS Ta
B1100pakaroThCs Ha TJIO0ATBHINA Mari.

Helipomepeka peanizoBaHa Ta noTpedye yacy Ha HaByaHHA. [luM mponecom
MOXHa KEpyBaTH, 3MIHIOIOUM CHaBH-TIOIHTH OYJb-KOi 3 CTOpPiH, BCTaHOBIIOIOYH
NpiopiTETHI TOYKM Ta 4ac emnoxu. [Hrepdelic aomaTKy BIiAMNOBIAae moTpedam Ta

BiIoOpakae pealibHi AaHi.
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BUCHOBKHA

B pesynbrari BHKOHAaHHA KBamidikauiiHOi poboTM  Marictpa  OyJo
CIIPOEKTOBAHO Ta CTBOPEHO TPy CTPATEril0 3 €JIeMEHTaMM IIyTepa, sfiKa MOBHICTIO
BIJIMIOBI/1a€, MOCTABJICHUM Ha MOYATKY MPOCKTYBAHHSI, BAMOTaM.

byno npoananizoBaHo irpu, SiKi € aHajoraMud MPOTPAMHOTO MPOIYKTY, IO
po3po0nsieThes. [Ipu aHamizi po3riasHyTO OCHOBHI €EMEHTH TpH, iX redMIuiel Ta
TeMaTuKy. Po3i0paHO OCHOBHI €JIEMEHTH Ta XapaKTePUCTHKU >KaHpy. Takox
OTPUMAHO TEOPETUYHUM (PYHIAMEHT /JIs MOAABIIOI pOOOTH 1 MOBHICTIO CHOPMOBAHO
YSIBJICHHSI TIPO TPY, 1[0 CTBOPIOETHCA.

B xox1 ananizy 0yJsio BU3HAYEHO METOJ HaBYaHHS HEUPOMEPEkKi Ta peaaizoBaHe
PO, SIKE € KIIOYEBUM €JIEMEHTOM TeMMILICIO, ajKe BiJ HEl 3aJIeKUTh pe3ysbTar
BIPTyaJIbHOI OUTBHU.

Bci MexaHiku mpaiioroTh HaJIeKHUM YMHOM 0e3 300iB. ['pa po3polisiiaca Ha
pyurito Unity3D, sikuit 1o0pe cede mokasas i yac poOOTH. [HTYiTUBHO 3p03yMmiuii
1HTEepQeic, MBUAKICT, POOOTH Ta BEJIMYE3HA KUIBKICTh JOKYMEHTAI(li 1 MOBYAIBHHUX
poaukiB Ha YOouTube monmomaraioTs B Oyab-SKOMY IHUTaHHI. BelInKi MOKIMBOCTI ISt
MOBTOPHOTO BUKOPUCTaHHS KOAy Ta BOyJOBaHa onTumizauis rpadiku, ¢pi3uku. Bin
MOBHICTIO 33/I0BOJIbHSIE HAC 3a CBOIMU 0a30BUMHM XapaKTEPUCTUKAMH IO TOTO XK Mae
NOTYXHY HIATPUMKY TOBApUCTBA, 110 3HAYHO 3HMKYE MOPIT BXOIKEHHS.

Jlokanii Oynu po3po0IieH] 3a 0MOMOr0I0 CTAHIAPTHUX MOKIIMBOCTEN pyIis 3
BUKOPUCTAaHHAM JI0JIATKOBUX (hailiIiB, HAMPUKIIAJI, TEKCTYp 3 odimiHoro AssetStore.
CueHn MarTh OXallHUMM Ta 3aBEpIICHUI BUIJISAA, 30€epiralouu 4ucTy Ta €(PEeKTUBHY
apXITepKTypy 00€ KTiB.

Bci irpoBi migcucTeMu MOBHICTIO peaji3oBaHl 1 yCHIIIHO IHTETPOBaHI B €UHY
CHUCTEMY, sIKa JO3BOJISIE 3allyCTUTH KEpyBaTH IrpoBHM mporecoM. Po3pobieHo
TEKCTOBY Ta UIIOCTpAlliiHy YaCTUHHU, SKI JEMOHCTPYIOTh 3OBHIIIHIA BUIJIS
3akiH4eHoi Tpu. B pesymbrari poboTH OysI0 CIPOEKTOBAaHO MPOTPAMHUN MPOAYKT,
KWW BIANOBIAA€ BCIM IOCTaBJICHUM BUMOTAM, MpPAILlO€ KOPEKTHO Ta BUKOHYE

[IOCTAaBJIEH] 3a/1ayi.
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Homatoxk A

Figure.cs:

using Diploma.Game.Models;
using Sirenix.OdinInspector;
using TMPro;

using UnityEngine;

using Zenject;

namespace Diploma.Game.Global

{
public abstract class Figure : MonoInstaller
{
public static string GetRandomID(int length = 25)
{
var symbols = new char[] { 'a', 'b', 'c', 'd', 'e', 'f', 'g', 'h' };
var result = string.Empty;
for (var x = 0; x < length; x++)
result += symbols[Random.Range(®, symbols.Length)];
return result;
}
[ReadOnly]

public string UniquelD;

public string Title;

public ArmyModel Army;

public InventoryModel Inventory;

public int TeamID =>
Army.TeamID;

[SerializeField] protected GameObjectContext goContext;
[SerializeField] protected TextMeshPro titleText;

[FoldoutGroup("Selection"), SerializeField] GameObject selectionHighlight;
[FoldoutGroup("Selection"), SerializeField] GameObject altHighlight;

[Inject] protected GlobalMap global;

public bool SelectionActive

{
get => selectionHighlight != null ?
selectionHighlight.activeInHierarchy :
false;
set => selectionHighlight?.SetActive(value);
}
public bool AltSelectionActive
{
get => altHighlight != null ?
altHighlight.activeInHierarchy :
false;
set => altHighlight?.SetActive(value);
}
public override void Start()
{
UpdateTitle(Title);
}

public void RegenerateUniqueID()
{



if (UniqueID == string.Empty)
UniqueID = GetRandomID();

}
public override void InstallBindings()
{
goContext.
Container.
Bind(GetType()).
FromInstance(this).
AsSingle(Q);
}
public void UpdateTitle() =>
UpdateTitle(Title);
protected void UpdateTitle (string text)
{
titleText.text = $"{text}\n{Army.Units.Length}";
}
public void UpdateColor (Color teamColor)
{
titleText.color = teamColor;
}
public virtual void UnregisterFromData ()
{
}

GlobalPlayer.cs:

using Cysharp.Threading.Tasks;
using Diploma.Application.Services.UT;
using Zenject;

namespace Diploma.Game.Global.Players

{
public sealed class GlobalPlayer : GlobalMapPlayerBase
{

[Inject] UIService ui;
private GlobalPlayerControllerScreen screen;
public override async void Start()
{ base.Start();
screen = await ui.Screens.CreateElement<GlobalPlayerControllerScreen>();
) screen.SetupPlayer(this);

public override async UniTask<bool> AnswerContactMode(Figure other)

{
}

return await screen.WaitAnser();

}
GlobalAlPlayer.cs:

using Diploma.Game.Global.Settlements;



using System.Collections.Generic;
using System.Linq;

using UnityEngine;

using UnityEngine.AI;

using Zenject;

namespace Diploma.Game.Global.Players
{
public sealed class GlobalAIPlayer : GlobalMapPlayerBase
{
[Inject] UnitProductionLine units;
[Inject] BuildingsData buildingsData;
[Inject] GlobalMap global;

public int TargetSquadsAmount = 3;
public int DefaultSquadSize = 5;
public int PatrolRadius = 15;

public float MinTrainRateInSec = 10;
public float MaxStayTime = 5;

public float BuildingRate = 15;
public float MinAssaultRate = 120;

private SquadFigure targetFigure;
private SquadFigure assaultFigure;

protected override void Update()

{
base.Update();

CheckNeedStartAssault();
if (targetFigure == null)

if(PlayerData.createdSquads != null &&
PlayerData.createdSquads.Count > 0)
FindAndFocusOnTarget();

if (targetFigure == null &&
TryCreateNewSquad())
FindAndFocusOnTarget();

PatrolOtherFigures();
}

else

{
if(targetFigure.Army.Units.Length >= DefaultSquadSize =*
Mathf.Clamp(PlayerData.Settlements.Length, 1, 10))
{

targetFigure = null;
return;

}

if(targetFigure.CurrentPoint != null)

PatrolOtherFigures();
}
else
{
var nearest = GetNearestCity(targetFigure, true);
if(nearest == null || canTrain == false)
{

if (canPatrolNext)
{

nearest = GetNearestCity(targetFigure, false);
if(nearest == null)

{



//find and assault nearest or
//find and assault city with low def
}
var targetPos = nearest.transform.position + new
Vector3(Random.insideUnitCircle.x * PatrolRadius, 0, Random.insideUnitCircle.y =*
PatrolRadius);
NavMesh.SamplePosition(targetPos, out var hit, 900, -1);
targetFigure.MoveTo(Chit.position,
(res) =>
{
lastIdleTime = Time.time;
genStayTime = Random.Range(0, MaxStayTime);

B
}
}
else
{
targetFigure.MoveTo(nearest.transform, ComplectCurrentTarget);
}
}
}
UpdateBuildings();

}

#region Squads Controll
private void PatrolOtherFigures ()
{
foreach (var squad in PlayerData.createdSquads)
{
if (squad == targetFigure ||
squad.CurrentPoint != null ||
squad == assaultFigure)
continue;

var near = Random.value > 0.5f ?
GetRandomCity ()
GetNearestCity(squad, false);
var targetPos = near.transform.position + new
Vector3(Random.insideUnitCircle.x * PatrolRadius, 0, Random.insideUnitCircle.y *
PatrolRadius);
NavMesh.SamplePosition(targetPos, out var hit, 900, -1);
squad.MoveTo(Chit.position);

}
}
private void CheckNeedStartAssault ()
{
if (canBeginAssault == false || assaultFigure != null)

return;

foreach (var squad in PlayerData.createdSquads)

{
if (squad.Army.Units.Length >= DefaultSquadSize)
{

assaultFigure = squad;

var randomEnemy = GetRandomEnemy(Random.value > 0.5f);
if (randomEnemy != null)
{

Debug.Log($"{squad.Title} begin assault on {randomEnemy.Title}

(Team: {randomEnemy.TeamID})");
assaultFigure.MoveTo(randomEnemy.transform, (result) =>
{
if (result)



global.InitializateBattle(ActionSceneName.City_First,
assaultFigure, randomEnemy);

Debug.Log($"Begin battle with: {randomEnemy.Title}");

assaultFigure = null;
B;

return;

}

private float lastAssaultTime;
private bool canBeginAssault =>
Time.time - lastAssaultTime > MinAssaultRate;

private Figure GetRandomEnemy (bool squadOrSett)
{
var enemiesID = new List<int>();
for (var x = 0; x < global.Players.Length; x++)

{
var otherPlayer = global.Players[x];
if (otherPlayer == this)
continue;
enemiesID.Add(x);
}

var result = global.Players[enemiesID[Random.Range(0,
enemiesID.Count)]].GetRandomFigure(squadOrSett);

lastAssaultTime = Time.time;

return result;

}

private float lastTrainTime;
private bool canTrain =>
Time.time - lastTrainTime > MinTrainRateInSec;

private float lastIdleTime;
private float genStayTime;
private bool canPatrolNext =>
Time.time - lastIdleTime > genStayTime;

private void ComplectCurrentTarget (bool achivedCity)
{
if (achivedCity)
{
var city =
targetFigure.CurrentPoint.Target.GetComponent<SettlementFigure>();
if (city != null)
{
city.CreateRecruitSquad();
lastTrainTime = Time.time;

}

private void FindAndFocusOnTarget ()

{
if(PlayerData.createdSquads.Count > 0)

foreach(var squad in PlayerData.createdSquads)

{
if(squad.Army.Units.Length < DefaultSquadSize)



targetFigure = squad;
break;

}

private bool TryCreateNewSquad ()

{
if (PlayerData.Armies.Length >= TargetSquadsAmount +

PlayerData.ownedSettlements.Count)
return false;

if (PlayerData.EmptySettlementList == false) {
foreach (var sett in PlayerData.ownedSettlements)
{
if
(sett.Inventory.CanTakePrice(units[Models.UnitRank.Recruit].Needed))

sett.CreateRecruitSquad();
return true;

}
}
}
return false;
}
#endregion

private SettlementFigure GetRandomCity ()
{

return PlayerData.ownedSettlements[Random.Range(0,
PlayerData.ownedSettlements.Count)];
}

private SettlementFigure GetNearestCity (SquadFigure targetFigure, bool
includeRecruitPrice)

{
SettlementFigure best = null;
if (PlayerData.EmptySettlementList == false)
foreach (var sett in PlayerData.ownedSettlements)
{
if (includeRecruitPrice)
{
if
(sett.Inventory.CanTakePrice(units[Models.UnitRank.Recruit].Needed) == false)
{
continue;
}
}
if (best == null)
best = sett;
else
{

var bestDist =
Vector3.Distance(targetFigure.transform.position, best.transform.position);
var currDist =
Vector3.Distance(targetFigure.transform.position, sett.transform.position);
if (currDist < bestDist)
best = sett;



}

return best;

}

#region Settlements Controller
private float lastBuildingTime;
private bool canBuildByTimer =>
Time.time - lastBuildingTime > BuildingRate;

private void UpdateBuildings ()
{
if (canBuildByTimer == false)
return;

for(var x = 0; x < PlayerData.ownedSettlements.Count; x++)
{
var sett = PlayerData.ownedSettlements[x];
if(sett.Buildings.HasAnyFreePlace(out _) &&
sett.Buildings.HasBuildingProcess() == false)

{
if (sett.Buildings.HasBuilding("Houses") == false)
{
TryBuild(sett, "Houses");
}
else
{

var variants = buildingsData.Items.Where((x) =>
x.CanBuildIntoVillage && sett.IsVillage && sett.Buildings.CountBuildings(x.StorageID)
< 2).ToArray();
if (variants.Length > 0)
{
var randomBuildID = variants[Random.Range(0,
variants.Length)];
TryBuild(sett, randomBuildID.StorageID);

}

private bool TryBuild (SettlementFigure settlement, string buildingID)
{

lastBuildingTime = Time.time;

if (settlement.Buildings.HasAnyFreePlace(out var slot) &&
settlement.CanBeginBuilding(slot, buildingID))

{
Debug.Log($"Bot {name} begin build: {settlement.Title},

{buildingID}");

settlement.Buildings.TryBuild(slot, buildingID);
settlement.Inventory.TakePrice(buildingsData[buildingID].Price);
return true;

}

return false;

}

#endregion
}
TrainingMode.cs:

using Diploma.Application.Services.UI;
using Diploma.Game.Models;

using System.Collections.Generic;
using Unity.Burst.Intrinsics;



using UnityEngine;
using Zenject;

namespace Diploma.Game.Modes

{

public class TrainingMode : ModeBaseBehaviour

{

public const float MAX_TRAINING_SEC = 300;
[Inject] UIService ui;

[Range(0®, MAX_TRAINING_SEC)] public float EpochTime = 5;
[SerializeField] float physicsSimulateStep = 0.02f;

public int Epoch { get; private set; }
public List<GameObject> AutoclearObjects = new List<GameObject>();

private float lastEpochTime;
private Transform enemySP;
private Transform playerSP;

public ArmyModel LeftSide;
public ArmyModel RightSide;

public override async void Start()

{
base.Start();
playerSP = GameObject.Find(LEFT_SP_NAME).transform;
enemySP = GameObject.Find(RIGHT_SP_NAME).transform;
PrepareLeftTeam();
if (leftTeam.Load() == false)
leftTeam.RandomizeGenerations();
var dupArmy = StartData.LeftSide;
dupArmy.TeamID = 1;
PrepareTeam(dupArmy, enemySP);
if(rightTeam.Load() == false)
rightTeam.RandomizeGenerations();
BeginNewEpoch();
Physics.simulationMode = SimulationMode.Script;
var screen = await ui.Screens.CreateElement<TrainingScreen>();
screen.Mode = this;
3

protected override void OnSimulateTick()

{
Physics.Simulate(physicsSimulateStep);

if(Teams.Count > 0)

{
if(timeFromLastEpoch >= EpochTime)
{
leftTeam.Evolve(Epoch);
leftTeam.Save();
rightTeam.Evolve(Epoch);
BeginNewEpoch();
}
}

base.OnSimulateTick();



}

private float timeFromLastEpoch =>
Time.time - lastEpochTime;

private void BeginNewEpoch ()

{
for(var x = AutoclearObjects.Count - 1; x >= 0; x—-)
if (AutoclearObjects[x] != null)
Destroy(AutoclearObjects[x]);
AutoclearObjects.Clear();
Epoch++;
lastEpochTime = Time.time;
}
private void OnDestroy()
{
Physics.simulationMode = SimulationMode.FixedUpdate;
Time.timeScale = 1;
}
protected override void HandleControllValues(RaycastHit pos, Vector3 dir)
{
base.HandleControllValues(pos, dir);
if (Controlled == NowControlled.MySpawnPoint)
SetMySpawnPoint(pos.point, dir);
else if (Controlled == NowControlled.EnemySpawnPoint)
SetEnemySpawnPoint(pos.point, dir);
}
public void SetMySpawnPoint (Vector3 pos, Vector3 dir)
{
playerSP.transform.position = pos;
playerSP.transform.rotation = Quaternion.LookRotation(dir);
var deployment = GetDeploymentByType(LeftSide.Deployment);
for (var x = 0; x < Teams[0].Units.Length; x++)
{
var data = deployment.CalculateUnitPosition(Teams[0].Units.Length,
playerSP);
Teams[0].Units[x].InitialPos = data.Iteml;
Teams[0].Units[x].InitialRot = data.Item2;
}
}
public void SetEnemySpawnPoint(Vector3 pos, Vector3 dir)
{
enemySP.transform.position = pos;
enemySP.transform.rotation = Quaternion.LookRotation(dir);
var deployment = GetDeploymentByType(RightSide.Deployment);
for (var x = 0; x < Teams[1].Units.Length; x++)
{
var data = deployment.CalculateUnitPosition(Teams[1].Units.Length,
enemySP) ;
Teams[1].Units[x].InitialPos = data.Iteml;
Teams[1].Units[x].InitialRot = data.Item2;
}
}

}
GameResultScreen.cs:

using Diploma.Application;



using Diploma.Application.Services.UI.Elements;
using Diploma.Game.Models;

using TMPro;

using UnityEngine;

using UnityEngine.SceneManagement;

namespace Diploma.Game.Modes

{
[AssetPath("UI/Screens/Result")]
public class GameResultScreen : UIScreen
{
[SerializeField] SideInfo left;
[SerializeField] SideInfo right;
[SerializeField] GameObject winTitle;
[SerializeField] GameObject defeatTitle;
public void SetupInfo (bool isPlayerWin)
{
winTitle.SetActive(isPlayerWin);
defeatTitle.SetActive(isPlayerWin == false);
left.ShowInfo(ModeBaseBehaviour.ResultData.Left);
right.ShowInfo(ModeBaseBehaviour.ResultData.Right);
}
public void BackToGlobalMap ()
{
SceneManager.LoadScene("GlobalMap");
UI.Screens.RemoveElement<GameResultScreen>();
}
[System.Serializable]
public class SideInfo
{
[SerializeField] TextMeshProUGUI title;
[SerializeField] RectTransform parent;
[SerializeField] TextMeshProUGUI linePrefab;
public void SetTitle (string text)
{
title.text = text;
}
public void AddText (string text)
{
var instance = Instantiate(linePrefab, parent);
instance.text = text;
}
public void ShowInfo (ArmyModel army)
{
foreach(var unit in army.Units)
AddText($"[{unit.Rank.ToString()[0]1}] {unit.Name}:
{Cunit.WasKilled ? "dead" : "+" + (int)unit.Experiense)}");
}
}
3
3
}
GlobalMap.cs:

using Diploma.Application.Services.UI;
using Diploma.Game.AI;

using Diploma.Game.Global.Players;
using Diploma.Game.Global.Settlements;



using
using
using
using
using
using
using

Diploma.Game.Modes;

System;

System.IO;
System.Runtime.Serialization.Formatters.Binary;
UnityEngine;

UnityEngine.SceneManagement;

Zenject;

namespace Diploma.Game.Global

{

public class GlobalMap : MonoInstaller

{

[Inject] UIService ui;

public const int MAX_TIMESCALE = 15;
public GlobalMapData Data;

public GlobalMapPlayerBase[] Players;
public float AutoSaveRate = 15;

public float Timescale

{

get => Time.timeScale;
set => Time.timeScale = Mathf.Clamp(value, 0, MAX_TIMESCALE);
}

private long lastSaveTime;

public GlobalMapPlayerBase this[int teamID]

{
get
{
foreach (var team in Players)
if (team.PlayerData.TeamID == teamID)
return team;
return null;
}
}
public Color GetTeamColor(int teamID)
{
for (var x = 0; x < Players.Length; x++)
if (Players[x].PlayerData.TeamID == teamID)
return Players[x].TeamColor;
return Color.white;
3
public override void InstallBindings()
{
Container.
Bind<GlobalMap>().
FromInstance(this).
AsSingle().
NonLazy();
3

public override void Start()

{

lastSaveTime = DateTime.Now.Ticks;

if (HasSave())

{
Load();
HandleLastBattle();



}
else
{
foreach (var player in Players)
player.FirstInit();

}
}
private void Update()
{
CheckAutosave();
if (Input.GetKeyDown(KeyCode.F5))
Save();
else if (Input.GetKeyDown(KeyCode.F6))
Load();
}
private void CheckAutosave()
{
var lastSaveDate = new DateTime(lastSaveTime);
var diff = DateTime.Now - lastSaveDate;
if (diff.TotalSeconds > AutoSaveRate)
{
Save();
lastSaveTime = DateTime.Now.Ticks;
}
}

#region IO

public void Save()

{
Debug.Log($"Saving");
Data.Ticks = EnviroSkyMgr.instance.GetDateAsDateTime().Ticks;
using (var fs = File.Open(WorldSavePath(), FileMode.OpenOrCreate))
{

var bf = new BinaryFormatter();
bf.Serialize(fs, Data);
}

foreach (var player in Players)
player.Save();
Debug.Log($"Saving completed");
}

public void Load()
{
using (var fs = File.Open(WorldSavePath(), FileMode.Open))
{
var bf = new BinaryFormatter();
Data = (GlobalMapData)bf.Deserialize(fs);
EnviroSkyMgr.instance.SetTime(new DateTime(Data.Ticks));

}

foreach (var player in Players)
if (player.HasSave())
{

//player.ClearCurrentSquads();
player.Load();

}

public bool HasSave() =>
File.Exists(WorldSavePath());



private string WorldSavePath() =>
UnityEngine.Application.persistentDataPath + "/World" +
NeuralNetwork.NN_FILE_EXTENSION;
#endregion

private void HandleLastBattle()

{
if (ModeBaseBehaviour.HasBattleInfo == false ||
ModeBaseBehaviour.StartData.IsTraining)
return;

var resultData = ModeBaseBehaviour.ResultData;
var startData = ModeBaseBehaviour.StartData;

if (resultData != null)
{
var leftTeamID = resultData.Left.TeamlID;
var rightTeamID = resultData.Right.TeamID;
var leftFigure = FindFigure(leftTeamID,
resultData.Left.FigureUniquelID);
var rightFigure = FindFigure(rightTeamID,
resultData.Right.FigureUniqueID);

if(resultData.IsLeftWin)

{
if(rightFigure is SettlementFigure)
{
rightFigure.UnregisterFromData();
var sett = rightFigure as SettlementFigure;
this[leftTeamID].PlayerData.AddSettlement(sett);
sett.UpdateColor(this[leftTeamID].TeamColor);
sett.Army.Units = new Models.UnitModel[0];
}
else
{
this[rightTeamID].PlayerData.RemoveSquad(rightFigure as
SquadFigure);
}
}
else
{
leftFigure.UnregisterFromData();
}
ModeBaseBehaviour.ClearBattleDatas();
}
Save();
3

private Figure FindFigure(int team, string figureUniqueID)

{
foreach(var player in Players)
if(player.PlayerData.TeamID == team)
{

for(var x = 0; x < player.PlayerData.createdSquads.Count; x++)

{
var element = player.PlayerData.createdSquads[x];
if (element.Army.FigureUniqueID == figureUniqueID)
return element;
}

for(var x = 0; x < player.PlayerData.ownedSettlements.Count; x++)

{



var element = player.PlayerData.ownedSettlements[x];
if (element.UniqueID == figureUniqueID)
return element;
}
}

return null;

public async void InitializateBattle (ActionSceneName scene, Figure attacker,
Figure defender, bool forceManual = false)
{
Save();
Timescale = 0;

var leftPlayer = this[attacker.TeamID];
var rightPlayer = this[defender.TeamID];

var focusPoint = attacker.transform.position;
FocusIfPlayer(attacker.TeamID, focusPoint);
FocusIfPlayer(defender.TeamID, focusPoint);

void FocusIfPlayer (int teamID, Vector3 point)
{
if (this[teamID] is GlobalPlayer)
this[teamID].transform.position = point;

}

var leftPlayerAnswer = forceManual ? false : await
leftPlayer.AnswerContactMode(defender);

var rightPLayerAnswer = forceManual ? false : await
rightPlayer.AnswerContactMode(attacker);

if (defender is NavigableFigure)
(defender as NavigableFigure).EndCurrent(false);

Timescale = 1;
if(leftPlayerAnswer && rightPLayerAnswer)
{

var leftForce = attacker.Army.CalculateForce();
var rightForce = defender.Army.CalculateForce();

var rightIsSett = defender is SettlementFigure;
var diff = Mathf.Abs(leftForce - rightForce);
var max = Mathf.Max(leftForce, rightForce);

var percent = (float)diff / max;

if(leftForce > rightForce)

{
defender.UnregisterFromData();
if(rightIsSett)

leftPlayer.PlayerData.AddSettlement(defender as
SettlementFigure);

attacker.Army.Damage(percent);
attacker.UpdateTitle();
defender?.UpdateColor(leftPlayer.TeamColor);

}

else

{

attacker.UnregisterFromData();
defender.Army.Damage(percent);
defender.UpdateTitle();



Debug.Log($"Autobattle end ({attacker.TeamID}, {attacker.Title} vs

{defender.TeamID}/{defender.Title}): {(leftForce > rightForce ? "attack sucess"
"attack failed")}");

}

else

{
ui.Screens.RemoveElement<GlobalPlayerControllerScreen>();
ModeBaseBehaviour.StartData = GenerateData(scene, attacker, defender);
RunManualBattle(scene);

}

}

public void InitTraining (Figure squad, SettlementFigure settlement)

{

InitializateBattle(ActionSceneName.Training, squad, settlement, true);

}
private void RunManualBattle (ActionSceneName scene)
{
SceneManager.LoadScene(scene.ToString());
}

private ModeStartData GenerateData (ActionSceneName scene, Figure attacker,

Figure defender)

{
var result = new ModeStartData
{
SceneName = scene.ToString(),
IsTraining = scene == ActionSceneName.Training,
LeftTitle = attacker.Title,
LeftSide = attacker.Army,
RightTitle = defender.Title,
RightSide = defender.Army,
IsRealPlayerLeft = attacker.TeamID == 0
3
return result;
}
}
[Serializablel
public class GlobalMapData
{
public long Ticks;
}
public enum ActionSceneName
{
City_First,
City_Second,
Village,
Forest,
Field,
Training
}

}

NeuralUnit.cs:

using
using
using
using
using
using

Diploma.Game.Animations;
Diploma.Game.Equipement;
Sirenix.OdinInspector;
UnityEngine;
RaycastPro.RaySensors;
System.Collections.Generic;



using UnityEngine.Events;

namespace Diploma.Game.AI

{

public abstract class NeuralUnit : RBMovableNeuralAgent

{

public const int UNIT_MAX_HEALTH = 100;
public const int CIVILIAN_TEAM_ID = -1;

public int Health = UNIT_MAX_HEALTH;
public int Team;

[FoldoutGroup("Animations")]

public UnitAnimation Anims;
[FoldoutGroup("Animations")]

public float AnimValueSmooth = 0.15f;

[FoldoutGroup("Vision")]

public RadialRay VisionRays;
[FoldoutGroup("Vision")]

public bool WriteDistanceInInputVision = true;

public Vector3 InitialPos;
public Vector3 InitialRot;

public UnityEvent OnKilled;

public bool IsDead =>

Health <= 0;
protected virtual void Start ()
{

InitialPos = transform.position;

InitialRot = transform.eulerAngles;
}
public override void Move(float axisX, float axisY)
{

base.Move(axisX, axisY);

Anims.Moving = Mathf.MoveTowards(Anims.Moving, axisX, AnimValueSmooth);
}

protected override List<double> Inputs()

{

var result = base.Inputs();

for(var x = 0; x < VisionRays.raycastHits.Count; x++)

{
var ray = VisionRays.raycastHits[x];
var targetInVision = GetFromGO(ray.collider);
result.Add((int)targetInVision);
if (WriteDistanceInInputVision)
{
var distance = targetInVision != DetectedTargetType.Empty ?
ray.distance :
0;
result.Add(distance);
}
}

return result;



protected bool HasIntoView (DetectedTargetType target, out GameObject result)
{

result = null;

for(var x = 0; x < VisionRays.raycastHits.Count; x++)

{
var type = GetFromGO(VisionRays.raycastHits[x].collider);
if (type == target)
{
result = VisionRays.raycastHits[x].collider.gameObject;
return true;
}
}

return false;

}

protected virtual DetectedTargetType GetFromGO (Collider result)

{
if (result != null)

{
if (result.TryGetComponent<NeuralUnit>(out var otherUnit))
{
if (otherUnit.Team == CIVILIAN_TEAM_ID)
return DetectedTargetType.Civilian;
else if (otherUnit.Team == Team)
return DetectedTargetType.Freind;
else
return DetectedTargetType.Enemy;
}
else
return DetectedTargetType.Scene;
}
else
{
return DetectedTargetType.Empty;
}

}

public virtual void DamageFromProjectile (Projectile projectile)

{
if (IsDead)

return;
Health —= projectile.Owner.Damage;
if(IsDead)
OnDead();
}
protected virtual void OnDead ()
{
gameObject.SetActive(false);
OnKilled?.Invoke();
EnabledAIControll = false;
}

public virtual void Restore ()
{
SetScore(0);
Health = UNIT_MAX_HEALTH;
EnabledAIControll = true;
gameObject.SetActive(true);

transform.position
transform.rotation

InitialPos;
Quaternion.Euler(InitialRot);



}

public enum DetectedTargetType

{
Civilian = -2,
Empty = -1,
Freind = 0,
Enemy = 1,
Scene = 2,
}
}
RBMovableNeuralAgent.cs:

using System.Collections.Generic;
using UnityEngine;

namespace Diploma.Game.AI

{

public abstract class RBMovableNeuralAgent : NeuralAgentBehaviour

{
public float SpeedRotate = 3f;
public float SpeedMove = 3f;
protected Rigidbody body;

protected override void Awake()

{
base.Awake();
body = GetComponent<Rigidbody>();
}
protected override List<double> Inputs()
{
var result = base.Inputs();
result.Add(body.velocity.magnitude / SpeedMove);
return result;
}
public virtual void Move(float axisX, float axisY)
{
axisX = Mathf.Clamp(axisX, -1, 1);
axisY = Mathf.Clamp(axisy, -1, 1);
var velocity = transform.right * axisY + transform.forward * axisX;
velocity.y = 0;
body.velocity = velocity * SpeedMove * Time.deltaTime;
}

public virtual void Rotate(float axisX)
{
//body.angularVelocity = Vector3.up * axisX * speedRotate;
transform.rotation *= Quaternion.Euler(@, axisX * SpeedRotate =*
Time.deltaTime, 0);

}

protected override void ImplementOutput(double[] output)

{
Move((float)output[(int)NeuralAgentOutputOption.MoveForward] - 0.5f, 0);
Rotate((float)output[(int)NeuralAgentOutputOption.Rotate] - 0.5f);

}

}
TacticalNeuralUnit.cs:



using
using
using
using
using
using

Diploma.Game.Equipement;
Diploma.Game.Modes;
Sirenix.0dinInspector;
System.Collections.Generic;
UnityEngine;

Zenject;

namespace Diploma.Game.AI

public abstract class TacticalNeuralUnit : NeuralUnit

{

.25¢;

}

[Inject] protected ModeBaseBehaviour mode;

[FoldoutGroup("Operation")] public Transform CenterOperationZone;
[FoldoutGroup("Operation")] public float CorrectZoneDistance = 3f;
[FoldoutGroup("Neural Rewards-Penalty")] public float OperationFollowReward =

public EquipementController Equipement;
public float DistanceToCenterZone =>

mode.PriorityEnabled ?
Vector3.Distance(mode.GetPriorityPoint(), transform.position)

;
protected override List<double> Inputs()
{
var result = base.Inputs();
result.Add(DistanceToCenterZone/CorrectZoneDistance);
return result;
}
public override double CalculateFitness()
{
if(CenterOperationZone == null)
return base.CalculateFitness();
else
{
var result = base.CalculateFitness();
if (DistanceToCenterZone <= CorrectZoneDistance)
result += OperationFollowReward;
else
result —= (DistanceToCenterZone / CorrectZoneDistance);
return result;
}
}

BattleMode.cs:

using
using
using
using
using
using
using
using
using

Diploma.Application.Services.UI;
Diploma.Game.ATI;
Diploma.Game.Cameras;
Diploma.Game.Equipement;
Diploma.Game.Models;
Sirenix.OdinInspector;
UnityEngine;

UnityEngine.Events;

Zenject;

namespace Diploma.Game.Modes

{

public class BattleMode : ModeBaseBehaviour

{

[Inject] UIService ui;



public UnityEvent<bool> OnWinnerSetted;
[ShowInInspector, ReadOnly]
public bool IsGameEnded { get; private set; }

[SerializeField]
private GameObject crosshair;
private BattleScreen screen;

public override void Start()

{
base.Start();
PrepareUI();
PreparelLeftTeam();
PrepareRightTeam();
}
private async void PrepareUI ()
{
screen = await ui.Screens.CreateElement<BattleScreen>();
screen.SetupMode(this);
}

protected override NeuralUnit PrepareUnit(ArmyModel army,
int unitIdx,
Vector3 pos,
Vector3 lookDir,
Transform parent = null)

var result = base.PrepareUnit(army, unitIdx, pos, lookDir, parent);
result.OnKilled.AddListener(() => UnitDead(result));
return result;

}

private void UnitDead (NeuralUnit unit)

{
if (unit == CurrentControlledUnit)
OutOfControll();

if (leftTeam.TeamID == unit.Team)
leftTeam.Army.Units[unit.UnitArmyIdx].WasKilled = true;

if(rightTeam.TeamID == unit.Team)
rightTeam.Army.Units[unit.UnitArmyIdx].WasKilled = true;

if (leftTeam.LiveUnitsCount <= 0)
{

}
else if (rightTeam.LiveUnitsCount <= 0)

{
}

GameEnded(false);

GameEnded(true);

}

protected override void Update()

{
base.Update();

if (CurrentControlledUnit)
{
ControllCurrent();
if(Input.GetKeyDown(KeyCode.Escape))
OutOfControll();



}

private void ControllCurrent ()

{
var fwd = Input.GetAxis("Vertical");
var side = Input.GetAxis("Horizontal");

CurrentControlledUnit.Move(fwd, side);
CurrentControlledUnit.Rotate(Input.GetAxis("Mouse X"));
var equipped =
CurrentControlledUnit.GetComponent<EquipementController>().Contains[0];
if (Input.GetMouseButtonDown(0))
equipped.TryUse();

crosshair.transform.LookAt(Camera.main.transform);
crosshair.transform.position = equipped.GetForwardPoint();

}
private void GameEnded (bool winnerLeftSide)
{
if (IsGameEnded)
return;
var result = new ModeResultData()
{
IsLeftWin = winnerLeftSide,
Left = null,
Right = null
3
foreach (var team in Teams)
{
var targetPlace = result.Left == null;
foreach (var unit in team.Units)
{
team.Army.Units[unit.UnitArmyIdx].Experiense += unit.Experiense;
team.Army.Units[unit.UnitArmyIdx].LastBattleExp = unit.Experiense;
team.Army.Units[unit.UnitArmyIdx].WasKilled = unit.IsDead;
}
if (targetPlace)
result.Left = team.Army;
else
result.Right = team.Army;
}
ResultData = result;
ModeSimulation = false;
OnWinnerSetted?.Invoke(winnerLeftSide);
IsGameEnded = true;
}

protected override void HandleControllValues(RaycastHit pos, Vector3 dir)

{
base.HandleControllValues(pos, dir);

if(Controlled == NowControlled.DirectControll &&
pos.collider.TryGetComponent<NeuralUnit>(out var unit) &&

unit.Team == 0)
{
TakeControll(unit);
HandleCurrentControllType = false;
}



public NeuralUnit CurrentControlledUnit;

private void TakeControll (NeuralUnit unit)

{

CurrentControlledUnit = unit;
CurrentControlledUnit.EnabledAIControll = false;

EnabledTPSCameras(true);
screen.SetupControll();
crosshair.gameObject.SetActive(true);

}

private void OutOfControll ()

{
if(CurrentControlledUnit)

{
}

CurrentControlledUnit.EnabledAIControll = true;

screen.ClearControll();
crosshair.gameObject.SetActive(false);
EnabledTPSCameras(false);
HandleCurrentControllType = true;
CurrentControlledUnit = null;

}

private void EnabledTPSCameras (bool enable)

{
Camera.main.GetComponentInParent<StrategyCamera>().enabled = !enable;
var tpsCamera = Camera.main.GetComponentInChildren<ThirdPersonCamera>();
tpsCamera.Target = CurrentControlledUnit.transform;
tpsCamera.enabled = enable;
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