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PE®EPAT

KBamidikariiina po0OoTa CKIaga€eTbcsi 3 TMOSCHIOBAJIBHOI 3alUCKU  Ta
POrpamMHOro MPOAYKTY - rpu. [losicHIOBanbHA 3amucKa CKJIAJA€ThCs 3 BCTYIY,
TPHOX PO3AUIIB Ta CHUCKY BHKOpUCTaHOI JiTeparypu. [loscHioBalbHA 3amucka J0
KBasi(iKaiiitHOI MaricTepchbkoi poOOTH MICTUTH 76 CTOpiHOK, 21 imrocTparito, 2
tabmuil, 1 1ogatok Ta 40 mocuiaHbk Ha 30BHIIIHI JKEpeEa.

Metoto poOoTH € po3poOKa MOKPOKOBOI TPU CTpATETii 3 BUKOPHCTAHHIM
HITYYHOTO 1HTEJNEKTY Bij mepiioi ocodu 3a pornomororo pyiis Unity3D.

B po6oTi BH3HAUYEHO OCHOBHI 3aBIaHHA Ha PO3pPOOKY CHUCTEMH,
MpoaHaII30BaHO aHAJIOTH po3pobieHoi cucteMu. HapeneHo creHapii poOoTu
IPOrpaMHOr0 KOMIUIEKCY, 3arajibHa CTPYKTypa MpOTrpaMHOro KOMIUIEKCY, OITUC
QITOPUTMIB B3a€EMOJIII OKPEMHUX MOJYIIB CHUCTEMH, ONUC OO ’€KTHOI CTPYKTypHU
cucTeMu (niarpama kiaciB). Takoxk HABOIATHCS pe3yabTaTH TECTYBAHHS CUCTEMHU.

KJIIOYOBI CJIOBA: I'PA, TIOKPOKOBA CTPATEIIS, Al, I'POBUI
PYLLINA.



ABSTRACT

The thesis consists of an explanatory note and a software product - a game.
The explanatory note includes an introduction, three chapters, and a list of
references. The explanatory note for the master's qualification thesis contains 76
pages, 21 illustrations, 2 tables, 1 appendix, and 40 references to external sources.

The aim of the work is to develop a turn-based strategy game with first-
person artificial intelligence (Al) using the Unity3D engine.

The work defines the main tasks for system development, analyzes analogs
of the developed system, provides scenarios for the software system operation,
describes the general structure of the software system, details the interaction
algorithms between individual system modules, and outlines the object structure of
the system (class diagram). Additionally, the results of system testing are
presented.

KEYWORDS: GAME, TURN-BASED STRATEGY, Al, GAME ENGINE.
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HEPEJIIK YMOBHHUX CKOPOYEHb

Unity — irpoBwuii pymriit Unity.
C# - moBa nporpamyBanHs C#.
JIKM — j1iBa KHOTIKA MHIIII.

Al - artificial intelligence

[T — mTydyHUi 1HTEIEKT



BCTYII

AkTyaabHicTb TeMu. IlITyanuit intenext (I1I) € BaxIMBOIO CKJIaJI0BOIO
0araTb0X Cy4acHUX Irop, 30Kpema CTpaTerii, e BaXKJIMBOIO € 3aTHICTh CHCTEMH
NpUAMaTH PIIICHHS HAa OCHOBI aHaji3y MOTOYHOI cHTyalii Ha moai 0or. VY
MOKPOKOBUX CTPATETIAX II€ CTa€ OCOOJMBO aKTyaJIbHHM, OCKITBKH TPaBUILHUN
BUOIp il KOXXHOTO IOHITA 3HAYHOK MIPOK BH3HAYa€ pe3yabTaT TPHU.
BukopuctaHHs METO/IB MAaIIMHHOTO HAaBYaHHS JMJIA TOKpAILEHHS CTpPAaTeriH,
aIaNTHBHOCTI Ta MPOTHO3yBaHHS IMOBEIIHKH OOTIB € KJIIOYOBUM HAIPSIMOM IS
MIJBUIICHHS I1HTEJICKTYyaJIbHOT CKJIQJHOCTI TaKuX irop. Takui Miaxia J03BOJISIE
CTBOPUTU OUIBII PEANICTUUHUX CYNPOTHUBHUKIB, 3JAaTHUX aJanTyBaTHCS 10 dii
TpaBIIS.

Meta pocaimkeHHss. MeTo JaHOTO JOCHIDKEHHS € po3poOka Ta
BIIPOBADKCHHS anropuTMiB HaBuaHHs Il g1 mokpokoBoi Tpu-cTpaTerii, 1o
JI03BOJIUTH OOTaM aJanTyBaTH CBOIO TMOBEAIHKY Ha OCHOBI aHalli3y €BPUCTUK Ta
0i1XelBilOpiB, a TAKOXK MPOTHO3YBATH CTpATErii IPaBIIsl.

JUIst TOCSTHEHHSI MOCTaBJIEHOI METH HEOOXIJHO BHPIIIUTU TakKl OCHOBHI
3aBJIaHHS:

1. Hocmiautu 0COOIMBOCTI MOKPOKOBHX CTPATEriYHUX IrOp Ta OCHOBHI

M1JIXO/IH 10 CTBOPEHHS IrPOBUX OOTIB.
2. PosrasnyTtn cydacHi meroau Hapuanus LI, 3okpema MeToan HaBUYaHHS
3 MAKPITJICHHSIM Ta TOBEIHKOBE MOJICTIOBaHHS.

3. Po3pobutu anropuTMu aJanTHBHOI MOBEIIHKH OOTIB, sIKI BPAXOBYIOTh

aHaJ13 eBPUCTUK Ta O1XEIBIOPIB.

00’exT pocaigkennsa. O0'€KTOM IOCTIKEHHS € IITYYHUH 1HTEIEKT, IO
BUKOPUCTOBYETHCS JIJII aBTOMATH30BAHOTO YIPABIIHHS IOHITAMHU B TTOKPOKOBIH
rpi-cTpaTerii, 30KkpemMa ajJirOPpUTMU HaBYAHHS Ha OCHOBI €BPUCTHK Ta O1XEWUBIOpIB.

Ipeamer pocaimkenns. [IpenMeToM HOCTIKEHHS € METOIM HAaBUYaHHS Ta

anroput™Mu NpuHHATTS pimens LI nmus mokpokoBHUX cTpaTeriii, 30KpeMa METOIU



encioH-xkanioHoi BuOIpKkM Ta Softmax, MmO 3aCTOCOBYIOTHCS MJIE BUOOPY
ONITUMAJIbHUX JiH FOHITIB.
Metoau anamizy. Jlns nocsarHeHHS MeTH OyIyTh BHUKOPHUCTOBYBATHUCS
HACTYITHI METOJU aHaJi3Yy:
1. Anamiz ajJropuTMiB MAaIIMHHOTO HAaBYAaHHS [JII TIOKPOKOBHUX
cTpaTerii.
2. MopemtoBanus moBefinku Il 3a momomororo eBpUCTHK Ta
O1xeiBiOpiB.
3. Anani3 e(peKTUBHOCTI aJTOPUTMIB HaBUYaHHS 4Yepe3 TECTyBaHHS Ha
peaIbHUX MPUKIIAJax.

Indopmaniiina 6a3a nocaigxkenns. [npopmarriitnoro 6a3010 TOCIIHKESHHS

1. JlokymeHTalisi 1OA0 aIrOPUTMIB MAIIMHHOIO HaBYaHHA Ta
aJIalITUBHOTO IITYYHOT'O 1HTENEKTY.
2. IrpoBi HBWXKKH Ta CHUCTEMH AJsi PO3POOKH MOKPOKOBHX CTpAaTerii,
3okpema Unity.
JlaH1 TeCTOBUX 1rop Ui TPEHYBaHHs Ta aHani3zy epexkruBHocTi LI,
HaykoBa HoBu3Ha. HaykoBa HOBH3HA JOCIHIJDKEHHS TIOJISITAE Yy
BIPOBA/DKCHH] 1HHOBAIIMHUX MeToaiB HapuaHHsA Il 18 moOKpokoBHX irop-
CTpaTerii, 30KkpemMa y BUKOPUCTaHHI MOAU(]IKaLli encijIoH-Ka10HOr0 MIIX01y Ta
Softmax nana amantuBHOrO BHOOPY [ii. 3ampoOINOHOBaHI METOAM JIO3BOJISIOTH
00TaM BpaxOBYBaTH HE JIMIIIE CUTYallll0 Ha MOJi 0010, a i MPOTHO3YBATH MOXKJIUBI
CTpaTerii rpaBlis, 110 MiABUIILYE PIBEHb IHTEPAKTUBHOCTI Ta CKIAAHOCTI TPH.
IlpakTuyHe  3HAYeHHS  JOCIDKCHHS  TMOJSITa€ |y  CTBOPEHHI
IHTEEKTYyaJIbHOI CUCTEMHU IITYYHOTO IHTEJEKTY AJiA MOKPOKOBOI TPU-CTpAaTerii,
sKa MOXe OyTH 3aCTOCOBaHA SIK B KOMEPIIMHUX MPOEKTAX, TAK 1y JOCIHITHAIIBKUX
iIsX 17151 po3poOku anantuBHoro LI B irposiit ingycTpii. PeanizoBani anroputMu
HAa OCHOBI €BpPUCTUK, OIXEHBIOPIB Ta HaBYAIbHUX JaHUX 3a0€3MeUyIOTh

1BUIIEHHS THYYKOCTI Ta aAalTHBHOCTI OOTIB.



Anpo6ania. 3a TemMoro kBamidikaiiHOT MaricTepchbkoi podotu OyIiio

oIy0J1iKOBaHO J1Bi Te3u KoH(pepeHii[ 1, 2].



PO3J1J1 1. AHAJII3 HAIIPSIMKIB BUKOPUCTAHHSA
THOOPMAIIMHUX TEXHOJIOIIH JJs CTBOPEHHSI IT'POBHX
JNOJATKIB

1.1. BukopucTaHHA IITYYHOI0 iHTEJIEKTY B irpoBiii iHxycTpii

[rygnuii 1aTenekt (Al) Bimirpae 3Ha4YHY poOJb y CydYacHId IrpoBid
ingyctpii. loro 3acTocyBaHHS O3BOJIIE CTBOPIOBATH BOPOTIB, COIO3HHKIB i ILIii
CHUCTEMH, SIKI BEAyTh ce0e peasliCTUYHO 1 pearyioTh Ha [ii TpaBlisd, 3aHYPIOIOYH
Horo y raubmui irpouit mpouec. Lle poouts Al BaXIuBHUM KOMIIOHEHTOM Y
0araTtboX *aHpax 1rop, 30KpeMa y CTpaTerisix, Hyrepax, IpUroJHUIbKUX 1rpax Ta
CUMYJISITOpaXx.

OpxHuM 13 KITI0YOBUX 3aBAaHb Al B irpax € CTBOPEHHsI CYIPOTHUBHHUKIB, 5K
MOXYTh aHaji3yBaTH Jli TpaBld Ta aJantyBaTH CcBOi crparerii. Hampukmnan, y
MOKPOKOBUX CTPATETisAX IITYYHUH I1HTEICKT 3JaTHUM PO3pOOJATH IIJIaHU, IO
BpPaxOBYIOTh JICKUJIbKA MOXJIMBUX CIIEHApIiB PO3BUTKY momii. Takuii miaxin
JO3BOJISIE MIABUIIMTH pIBEHb BUKIHUKY [UJIsl TpaBlsl Ta 3pOOMTH Tpy OUIBII
HAaCHYEHOIO 1 Herepea0auyBaHoIo.

s po3pobku Al B irpax icHye Kijbka OCHOBHHMX MeTOAIB. CKpUNTOBUMI
niaxia nependavyae BUKOPUCTaHHS (PiKCOBaHMX HAOOPIB MpaBWIl, SIKI BUSHAYAIOTh
MOBeIHKY BoporiB. Lle HalimpocTimuii BapiaHT peanizallli, aje BiH 0OMEXEHUN y
THYYKOCTi, aJkKe Jii BOPOTiB CTalOTh nependadyyBaHUMU. bBuUIbIl CKIAAHUM 1
eeKTUBHUM € TIJXiJ 13 BUKOPUCTAHHAM JCPEB NMPUUHATTA PIlICHb, A€ KOXKEH
BY30J1 IepeBa MPEJCTaBIsi€ YMOBY, a FJIKU BIANOBIIAIOTH AisM, IO iX BUKOHYE Al.
Takuii Meron 3a0e3nedye MIMPILY BapiaTUBHICTb, aj€ BHUMAarae ONTUMI3ALli 3
POCTOM KUIBKOCTI YMOB.

AJTOpUTMH TOILIYKY HUIAXIB, HAIPUKIAI, A*, IIMPOKO 3aCTOCOBYIOTHCS Y
CTpaTerifax s MIaHyBaHHS MEpeMilleHb 0HITIB. Bonn gomomaratots Al mBumaKo
3HAXOJUTH HAWKOPOTIIUH MUISX MK TOYKAMH, BPaXOBYIOUH MEPEIIKOIA Ha KapTI.
[Ile ogHUM TEPCIIEKTUBHUM ITiIXO/I0M € BUKOPUCTAHHS MAaITWHHOTO HAaBYaHHS Ta

IIKPITUTIOBAIBHOTO HaBYaHHS, Ko Al caMOCTIMHO BIOCKOHAIIIOE CBOT HABUYKH,
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aHaNi3ylouu pe3yabTaTH cBOiX aAid. Hampukman, y mokpokoBux crpateriax Al
MOJK€ 3 KOKHUM XOJIOM KOPHUTYBaTH CBOIO CTpaTeriio, BPaXOBYIOUHW Mporpaiii abo
MepeMOrH B MONEPEAHIX MapTisix.

JIis TOCSITHEHHST BHCOKOI €(DeKTHMBHOCTI 4YacTO 3aCTOCOBYIOTH TiOpHAHI
Mozeni. BOHM MO€MHYIOTh KIJTbKa METOMIB, HANpPUKIaJ, QJITOPUTMU TMOIIYKY
IIISXIB 3 MaIIMHHUM HaBYaHHAM, 00 3a0e3meuntd Al OUIbII KOMIIIEKCHHI
MiOXig A0  yxBajeHHS  pimeHb. HeWpoHHI  Mepexi, CBO€I  Yeproro,
BUKOPHUCTOBYIOTBCSI JIJI1 PO3II3HABAHHS IMAOJIOHIB 1 OUIBII CKJIAJHUX I1TPOBHUX
cuenapiiB. Hampuxman, y Bigomiii rpi "AlphaGo" mTy4Huil iHTENEKT 3aBISKH
HEHPOHHHUM MEpeKaM 3MIT NEPEBEPUINTH JIFOICBKUX YEMITIOHIB Y T'PI TO.

VY nokpokoBux ctpaterisix Al MOBHHEH BpaxOBYBaTH KuUJIbKa KIIFOUOBHX
acmekTiB. AHali3 PU3MKIB JIONOMAarae OLIHIOBATH WMOBIPHICTh YCIIXY KOXHOTO
X0y 1 BUOMpaTH HANOUIbI ehEeKTUBHUN BapiaHT Jid. AJANTUBHICTH J03BOIsIE Al
3MIHIOBaTH CBOIO TaKTHUKY, 3aJ€KHO BiJ TOTO, sIK Ipae kopucTyBad. Kpim Toro,
BAYKJIMBUM € MPOTHO3YBAaHHS A1H rpaBiis, ko Al Oyaye cBoi Iu1aHu, BpaxOBYIOUH
MOXJIMBI ClIeHapii OBEIHKU CyIICpHHUKA.

3aBasiku Al  TOKpPOKOBI cTpaTerii CTalOTh OUIBLI CKJIAJHUMH Ta
JUHAMIYHUMHU. PeanicTHYHICTh 1 BaplaTUBHICTh TMOBEIIHKH CYNPOTHBHUKIB
COPUSIIOTH  MIABUIICHHIO I[IKaBOCTI J0 Tpu. ['paBenb CTUKAETbCS 3
HemnependayyBaHUMH JisMU Al, 1110 BUMarae MOCTIHHOTO BJIOCKOHAJICHHSI CBOIX
HABUYOK 1 CTpaTeri. ¥ pe3ynbTari me 3ade3rneuye Ol 3aXOIUTIOIYHI IrpoBUi
JTOCBII.

I Ty4HMI IHTENEKT Y Cy4aCHUX MOKPOKOBUX CTPATETISAX BIAKPUBAE HIUPOKI
MOXJIMBOCTI JIJI peaii3allii CKIagHUX CIIeHapiiB, ajanTarmii 10 TpaBIiB 1
CTBOpEHHs peanicTHunux cumynsmiii [1]. Foro BmpoBakeHHs m03BONSE He
TIJIbKA aBTOMATU3yBaTH PYTHMHHI 3aBIAaHHS, ajle i CTBOPUTH CUCTEMY, KA MOXKE
e(eKTUBHO IMITYBaTH JIOJACHKY JIOTIKY Ta MOBeAiHKY. Takum umHOM, Al crae
KJIIFOYOBUM 1HCTPYMEHTOM Yy PO3pOOIll 1rop HOBOIO IOKOJIHHS, CIPHUSIOYH IX

YHIKaJIbHOCTI Ta MOMYJISPHOCTI.
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1.2. IcHyro4i aHaJI0r¥ MPOTPAaMHOIO MPOAYKTY Ta iX 0COOJIHUBOCTI

XCOM.

OpHyuM 3 MPUKIAAIB YCIIITHOTO 3aCTOCYBaHHS CTpaTerid 3 eleMeHTaMu
mTyyHoro iHTeNnekty € cepig irop XCOM. Li irpu cTaam KIACHKOIO >KaHPY
TAaKTUYHUX CTpATerid, B SKUX MOEIHYIOTHCS €IEMEHTH YIPaBIiHHS BIHCHKOBUMU
HiAPO3IIaMH, pecypcaMyd Ta HAyKOBHUMHM JOCTIDKEHHSMH B yMOBax BIHHHU 3
1HOTUTAHETHUMHU CUJIAMHU.

Cepis irop XCOM € TakKTHYHOIO CTPATETIEI0 B PEATHbHOMY Yaci 3 May3o0lo,
Jie TpaBelb Oepe Ha cebe posib KOMaHIHUpa €IITHOTO MiIPO3/1Ty, 0 MPOTUCTOITh
1HOTUTAHETHIN 3arpo3i. ['0JI0BHOIO METOI0 € 00OpPOHA IJIAHETH BiJl 1HOILJIAHETHOTO
BTOPTHEHHS 3a JIONOMOTIOK PI3HOMAHITHUX BIMCHKOBUX IOHITIB, TE€XHOJOTIHA Ta
CTpaTETIYHUX PIIICHb.

OCHOBHMMHU aCTIEKTaMU I'PH € KIJIbKA KIOYOBUX €JIEMEHTIB, 5IK1 (POPMYIOTh
VHIKQJIBHICTh ITPOBOro mnpouecy. LIeHTpaJlbHUM KOMIIOHEHTOM € TaKTHYHUN
OoloBUl TIpoliec, A€ KOXKEH Oii peanizyeTbcs y GopMari MOKPOKOBOI CTpaTertii.
['paBenb OTpUMYy€E MOXIIMBICTh KEpyBaTH IOHITAMU Ha 1OJII 0010, OOMparoyM ixHi
Jii 3 ypaxyBaHHSM TO3UIlIHA BOPOTIB, pelibedy MICIIEBOCTI Ta JOCTYITHUX PECYPCIB.
Takuii miaxig A03BOJIIE MAKCUMAJIBLHO 3aHYPUTHCS B CTpaTEriyHe IJIaHyBaHHS Ta
CTBOPIOE BIUYTTSI KOHTPOJIIO HaJ KOKHUM acTeKTOM 0O¥0.

[HIII0FO0 BaXKIIMBOIO CKJIAJ0BOIO € 1HTEJIEKT BIPTyaIbHUX CYMpPOTHUBHUKIB. Y
rpi, moaiOHii 1o XCOM, Al mpoTHBHHMKIB Ji€ (K JAWHAMIYHA CHCTEMa, SKa
MOCTIIHO aHaui3ye nii rpaBiis. BipTyaibHi BOPOTH HE JIMIIIE pearyroTh Ha MOTOYHY
CUTYaIlil0, ajie¢ i MPUCTOCOBYIOTHCS J0 3MIH Yy CTpaTerii IpaBIisl, 3MiHIOIOYH CBOIO
MOBEJIIHKY B 3aJIE’KHOCTI Bijl PO3BUTKY MOAiM Ha moJii 60t0. [e 3a0e3neuye BUCOKY
BaplaTUBHICTh ITPOBHUX CIICHAPIiB 1 CTUMYJIIOE T'PABIIB NIYKaTH HOBI MIIXOIU IO
BUPIIICHHS TAKTUYHHUX 3aBJIaHb.

[Ile omHMM BaXKIMBHM AacleKTOM € PEeCypcHE ympaBiiHHA. ['paBers He
auie 6epe ydacTth y 005X, aje i 3aiimaeTbes moOy0BOIO Ta po3BUTKOM 0a3u. e
Ipolec BKIIOYAE JOCHIJKEHHS HOBUX TEXHOJIOTIM, 301p pecypciB, SKi €

HEOOXITHUMU JJIT BUPOOHHIITBA 30p0i, OOIaHAHHS Ta yTPUMAHHS 0a3H, a TaKOXK
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TpPEeHyBaHHS IOHITIB. ['paMOTHE ympaBIliHHS IIUMH PECYpCaMH BILUTUBAE HA YCIIX Y
MalOyTHIX 00sX, CTBOPIOIOUM JOJATKOBHH pIBEHb CKIIAJHOCTI Ta CTPATETiYHOTO

IJIaHYBAaHHA.

Puc. 1.1. Taktuunuii OooBuii iHTEpPEHC

Y XCOM mty4yHuil iHTEJIEKT MPOTUBHHUKIB PO3BUBAETHCS 3a JOMOMOTOIO
CKJIaJIHOI CHUCTEMM aJITOPUTMIB, 10 0a3ylOThCS Ha MONEPEIHbOMY JOCBIAl Ta
HaBeJleHUX clieHapisx. KoxkeH Bopor Mae CBOIO MOBE/IHKY, SKa BPAXxOBY€ KiIbKa
dakTopiB, TakuMX SK BIACTaHb JO I, HASBHICTh YKPHUTTIB, MOTOYHHMN CTaH
3M0pOB'st Ta 1HII 3MiHHI. Lle A03BoJis€ CTBOPUTH BIAYYTTS IHTEJIEKTYalbHOTO
OTIOHEHTA, 110 3MIHIOE CTPATETII0 3aJICKHO B1J I1i rpaBIIs.

Buxonaemo nopisasHHs XCOM Ta xBamidikamiinoi podboTH.

Ta6mums 1.1
[TopiBHSIHHS iTOp

XapaxkTepucTuka XCOM Kganidikariiina

pobora
Tun rpu TakTuuHa cTpaTteris Taktuuna crpaTeris

3 Al
Mexanika 6010 [TokpoBoa cTpareris IToxpokoBa

cTpaTeris
EBpectukn [Ipucytni B Al nus € cucrema eBpeCTHK

amanrarii VIS BUOOPY
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[MOBEIIHKHU

bixeiiBiopu AnanTuBHI s | BukopucTtoByroThCs
KO>KHOTO TUITy BOpOra JU1sl BUOOPY EKIITMHIB

[ TygHuii IHTEIEKT AnmanTuBHUU 10 A1 Hapuanus yepes
TpaBILst cepiamsaiiio  XOdiB

Ta IIPOrHO3YBAaHH:A

Pecypche ympaBiiHHs HayxoBi nocmimxennsi, | Hemae IPSIMOTO
pecypcu aHaiora, aie €
yOpaBJIiHHS FOHITaMH
Ta X

XapaKTCPUCTUKaAMHU

Gears Tactics.

Ile TakTnyHa ponboBa rpa B cepii Gears of War, sika moegnye eineMeHTH
MOKPOKOBOI CTpATErii 3 TIIMOOKUM CIOKETHUM HANIOBHEHHSIM 1 CKJIaIHOI0 OOHOBOIO
MexaHiko10. BoHa QokycyeThCcsi HA KOMaHIHIN TaKTHUIIl Ta B3a€MOJIIT MK IOHITaMU
B YMOBax MOCTAMOKAJIINITUYHOIO CBITY, J€ IpaBelb KEPYye TPYIIOI COJIATIB, IO
OOpIOTHCS 3 1HOIUIAHETHUMHU BOpOraMu. Y MOPIBHSHHI 3 IHIIUMH ITPaMu KaHPY
taktuku, Gears Tactics Mae 0coOIuMBY yBary 10 Jetajied 0010, KepyBaHHS
MEePCOHAKaMHU Ta peati3allli CI0’)KeTHUX €JIEMEHTIB.

Gears Tactics € MOKpPOKOBOIO CTpATEri€I0 3 €JIEMEHTaMH TaKTUYHOTO 0010,
Jie TpaBellb MAa€ KOHTPOJIIOBATH TPYIy MEPCOHaXIB, HAAIOUM M Pi3HI TaKTHYHI
3aBlaHHSA g OOpoThOM 3 Boporamu. I'pa akueHTye yBary Ha WIBUIKHX Ta
IHTEHCUBHUX 001X, JIe KOKEH X1JT Ma€ OyTH PETEIHHO MPOAyMaHUH.

I'pa moOymoBaHa Ha KITBKOX KIFOYOBHX acMeKTax, skl (PopMyroTh ii
OCHOBHY MEXaHIKy Ta 3a0e3reuyroTh riuOokuil irpoBuil goceia. Ilepmn 3a Bce,
TaKTHYHUN PIBEHb TPU Tiependadae yrmpaBiIiHHS Bipazy KUIbKOMa MEPCOHAXKAMHU,
KOXEH 3 SKUX BOJIOJI€ YHIKAJIbHUMHM HaBHUYKaMu Ta 3a10HocTsMu. Lle mo3Borsie

CTBOPIOBATH 1HAMBIAYaJbHI CTpATerii, 7€ KOXEH YJIeH KOMaHAM BIJIrpa€e CBOIO
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pOJIb, BIUIMBAIOYM Ha 3arajibHUM Xi7 0010. Take pi3HOMAHITTS CIpHUSE TIUOIIOMY
3aHYPEHHIO B TAKTUYHE IJIAHYBAHHS T4 IPUUHATTSA PIIICHb.

VYrpaBiaiHHS IEpCOHAXAMU € 1€ OJJHUM Ba)KJIMBUM acrekToM Irpu. Koxken
repoil Mae MOXKJIUBICTH OTPUMYBATH JOCBiJ, IO BIOKPHUBAE TOCTYIl JO HOBHX
3110HOCTEM, MOKpaIllye XapaKTePUCTUKHU Ta BIUIUBAE HA IXHIO €PEKTUBHICTH Y 00TO.
Kpim TOro, ciopsi/pkeHHs IEPCOHAXKIB MOKHA HAJIAIITOBYBATH, 3MIHIOIOUU 30pOI0,
OpOHIO Ta 1HIII MPEAMETH, IO J03BOJSE aganTyBaTH KOMaHAY I KOHKPETHI
BUKJIMKH Ta OOMOBI CUTYyaIIii.

BboiioBa mexaHika peanizoBaHa 4epe3 BUKOPHUCTAHHS TaKTUYHUX KapT, /€
rpaBelb ~ OTPUMYE  MOMJIMBICTb  [EpPEMIIIYBaTH  CBOiX  IIE€PCOHAXKIB,
BUKOPHCTOBYIOUM €JIEMEHTH HaBKOJIMIIHBOTO cepenoBuina. Hampuknan, yKpuTTs
JIOTIOMAaralTh 3HU3UTH PU3HK OTPUMAHHS TIOIIKOJDKEHb, a CTpaTeriyHe
po3TalllyBaHHS JO3BOJII€E aTaKyBaTH BOPOTiB 3 MaKCHUMAaJbHOIO €()EKTUBHICTIO.
MOXIMBICTh B3a€EMOJIII 3 CEPEIOBUIIEM J0Ja€ JUHAMIKA Ta BapiaTUBHOCTI
KO>KHOMY 0010.

CynpotuBHUKH, KepoBaHi Al, TakoX BIIIrpalOTh BaXIUBY poib. Bopoxi
IOHITH BUKOPUCTOBYIOTH Pi3HI TaKTUKH Ta CTpPATErii, CTBOPIOIOYM BUKIHMK HABITh
JUTSL TOCBIAYEHUX TpaBIliB. J{Jis 3a0e3neueHHs O0amaHCy Tpa MPOMOHYE MOXKIUBICT
HaJaIITyBaHHS CKJIAIHOCTI, IO JO3BOJSE aganTyBaTH TPy [JIs HOBAYKiB 1

JIOCBIYEHHUX CTPATETIB.
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Puc. 1.2. Taktnunuii 6iit

Gears Tactics BHpPI3HSETBCA KIUIbKOMa KJIIOYOBUMH AacCTEKTaMH, SKi
3a0€e3Me4uyroTh ii NOMYJSIPHICTh Ta MIHMOMHY irpoBoro mpouecy. Ilepur 3a Bce, rpa
MPOTIOHYE 3aXOIUIMBY CIOKETHY JIHIIO, 1[0 0a3yeThcs Ha OaraToMmy BCECBITI cepii
Gears of War. 3aBasiku 1IbOMY TPaBIli MOXYTh 3YCTPITH 3HaOMHUX IMEPCOHAXIB,
JI3HATHCS OUIbIIE PO MOJIT CBITY I'PH Ta BIAYYTH CHUJIbHE €MOI[IIIHE 3aTyYEeHHS 10
ctokery. lleit acmekt poOuUTh Tpy HE JUIIE TAKTUYHOIO CTpaTericro, aine M
IHTEPaKTHUBHOIO 1CTOPIETO, IO TPUMAE Y HATIPY31 BiJl OYATKY J0 KIHIIS.

Po3BUTOK TepCOHAXIB € I OJHUM BaroMUM €JIEMEHTOM TpH. | paBism
HAJIAETHCSI MOXKJIMBICTH (DOPMYBATH YHIKaJbHI KOMaHJIW, aJanTylo4yu iX MiJ CBid
CTUJIb TPU. BIoCKOHAIGHHS TepOiB BKIIOYAE PO3BUTOK iXHIX HaBHUYOK, JOCTYIT J0
HOBOT'O CHOPSPKEHHSI Ta CTBOPEHHSI 1HAWMBIAYaJbHUX TAKTUYHUX KOMOIHAIlIH.
Taka cuctema J03BOJISIE KOKHOMY TPaBIEBI EKCIIEPUMEHTYBAaTH 3 PI3HUMHU
CTpaTerisMM Ta MiAX0JaMH, 110 10Ja€ TIIMOWHU ITPOBOMY IIPOIIECY.

B3aemomiss 3 OTOYEHHSM TaKOX BINIrpa€ BAXIMBY pPOJIb Y TP
BukopucTaHHs YKpPUTTIB, CTpAaTETriyHE PO3TAIIYBAHHS Ha MOJ1 OO0 Ta BpaXyBaHHS
ocobsmBocTel NaHamadTy BIAKPUBAIOTH JOJATKOBI MOXJIMBOCTI ISl TAKTUYHUX

MaHeBpiB. ['paBenb Mae 3Mory mpoiyMyBaTH pO3TalllyBaHHS CBOIX IOHITIB HJIst
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JIOCATHEHHS! MaKCHMaJjbHOI €(QEeKTUBHOCTI B aTall 4u OOOpOHI, L0 JI0AA€ Ipi
IHTEJIEKTYJIbHOTO BUKJTUKY.

IntencuBuicte 00iB y Gears Tactics poOuth Trpy HaA3BUYANHHO
nuHaMiuyHOtO. KokHa OWTBa CIIOBHEHA HAIPY)KEHHS Ta BHUMAarae BiJ TpaBIlsd
MIBUJKUX 1 TOYHUX pimieHb. [loeqHaHHS BUCOKOI MIBHAKOCTI M Ta TaKTUYHOI
INIMOMHYU CTBOPIOE YHIKAJIBHUHN ITPOBUM JOCBIJ, SKUH TpUMae yBary TpaBlisd Ha

KOXKHOMY €TaIli OUTBH.

Bukonaemo nopiBasiaast Gears of War ta kBamidikariitHoi po6oTH.

Ta6muis 1.2
[TopiBHSIHHS iTOp

XapakTepucTuka Gears of War Ksamigikariiina
pobora

Tun rpu TaktuuHa cTpareris TakTtuuna crTpareris
3 Al

MexaHika 6010 IToxpoBoa crpareris [ToxpokoBa
cTpaTeris

EBpectukn Biacythi € cucrema eBpeCTHK
AL BUOODY
MOBEAIHKA

bixeliBiopu Biacythi BukopucroByroTscs

JUTsl BUOOPY EKIIMHIB

[ Ty4auii iHTENEKT Boporu  pmitore  3a | HaBuanus yepe3
CIICHApISIMU cepiamizaliilo  XOiB

Ta IIPOTHO3YBAHHA

PecypcHe ynpaBiiHHs OHOBJIEHHS Hemae IIPSIMOTO
CIIOPSAJKECHHS, HABUYKHU aHajiora, aje €

IOHITIB yIpaBJIiHHS IOHITAMU

Ta X
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XapaKTePUCTHKAMHU
Kacromizarris I'muboka kactromizauisa | Bimgcytas
TIEPCOHAXKIB CHIOPSKCHHS
[Iporpecis Cro)XeTHO Opl€HTOBaHI [Toctymose
Mmicii BaockoHaineHus Al 1
MEXaHIK gyepe3
aJanTario
['pacdiane odhopmiteHHS Bucoxwnit PIBEHb 3aexuTh BiJI
nerajizarii peaizarii

1.3. IlocTanoBKka 3agaui

['pa cTBOpeHa B ’XKaHpl MOKPOKOBOI CTpaTerii 3 TaKTMUHUMU OOSIMU Ha
cityacTii kapTi. OCHOBHOIO METOIO TPaBIl € 3HUIINCHHS BOPOTIB, KEPYHOUU
BJIACHUMHU TEPCOHA)KAMHU Ta BHKOPUCTOBYIOYM I1XHI YHIKAJIbHI MOKIIUBOCTI.
[aTepdeiic rpu BKIIOYAE THAMKATOPH 1M, Bi3yalli3allilo JOCTYITHUX PYXIB Ha CITII
Ta YITKY HOCIIJOBHICTh XO/IIB.

OCHOBHI pe:xumMH rpu:

1. Pyuynmii pexum (rpaBelb CaMOCTIHHO KOHTPOJIIOE NEPCOHAXKIB,

KOJKeH i3 IKMX Ma€ Hadip Jii):

e Pyx: mepecyBaHHS Ha MEBHY KUIBKICTh KJITHHOK 3a JOMOMOTOKO0 A*-

aJITOPUTMY.

e Crpinbba: aTaka Ha BIJICTaHI, 3aJIEKHO B1J JIIHIT BUITUMOCTI.

o KunanHs rpaHaTH: 3aBJIaHHS IPYIIOBOTO YPOHY Y pajiiyci BUOyXy.

e OOGeprtanns: FOHiT o6epraeTbes Ha 360 rpagycis.

e bmkHil 611 MeueM: TOYKOBa aTaka Bopora mopyH.

3aKiHYEHHSI OYOK JIi 3aBepIIye X1 IOHITA, 1 MICs HATUCKAHHSA Ha KHOIKY
“3aBepmnTy X1 1HIIIATHBA IEPEXOAUTH 10 CYPOTUBHUKA.

2. ABTOMATHYHHUIA peKUM:
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e [lITyyHuil 1HTEIEKT KOHTPOJIOE SIK MEPCOHAXIB TPaBIis, TaK 1 BOPOTIB.
[ToBeninka 6a3yeTbcs Ha aHaii3l IPOBUX YMOB, €BPUCTHK Ta MOJENEH

[MIOBEIIHKH.

OCHOBHI €TIEMEHTH:

1. Cityacta kaprta: 4iTKa CTPYKTypa MoJsi OO0 JoroMarae mpoTrHO3YBaTH
TaKTHUYHI MAHEBPH.

2. FOniTH: rpaBers Mae OuIbIIe Jid HIK BOPOT, TAKUM YMHOM Yy TpaBLs €
nepeBara HaJl Boporamu (KuJaHHS rpaHaTd, oOepranHs Ha 360
rpaayciB).

3. Bizyami3zanist X0/iB: aKTUBHI Jii MIJCBIYYIOTECSA, @ JIOCTYIHI MaplIpyTH

B1JIOOpa)KaIOThCS SIK KOMIPKH Ha Marti.

I'pa 3aBepiryeThCs KOJIM 3aTMHYJIM BC1 FOHITH rpaBls ado Bopora. OCHOBHA
MeTa I'pY 3HUIIUTUA BOPOXKI FOHITH.

1.4. OOrpyHTyBaHHsl BHOOPY IiHCTPYMEHTAJbHHUX 3aC00iB Ta BHUMOIM [0
anapaTHoro 3ade3ne4eHHst

ChoronHi cepel HaWMONMYJSPHIIIMX PYIIIB JJIsI PO3POOKHU Irop MOKHA
Buaumtn Unity3D, UE4, Marmalade ta Cocos2D, koxkeH 3 SKMX Ma€ CBOi
nepeBaru. OJHaK, BpaxoBYIOUM MOTPeOy B po3poOlili KpoccriathopMHOI Tpu 3
BUKOpUCTAaHHAM (¢i3uuHoro pymrs, Unity 3aiiMae niaupyrody TMO3UINI0 3a
aKTyaJbHUMH J0CIiDKeHHsIMU[ 15].

Pymiit Unity € nOOTy>)KHUM 1HCTPYMEHTOM [JIsi CTBOPEHHS 1rop Ta
IHTEpaKTUBHHUX JOJIaTKIB, HAJal04d PO3POOHHKAM MOXKJIMBOCTI JIJII CTBOPCHHS
Bpaxkarouoi rpadiku, (pi3uKu, aHiMallii, 3ByKOBUX €(PEKTIB Ta irpOBOr0 redMILIEIO.
Bin oco6nmBO moOmyisipHUM 3aBISKU CBOIM YHCJIECHHUM IepeBaraMm, cepei sIKUx
MOKHA BIJI3BHAUUTH XpecToMaTiiHicTh[16]. Unity Mae BenuKy Ta aKTHUBHY
CIUJIBHOTY, SIKa MIATPUMYE PO3POOHUKIB, HAJaO4YM JOKYMEHTAllll0, IJIariHu Ta
pecypcH, o poOUTh HOTO TOCTYITHUM JIJIs BUBYCHHSI Ta KOMAH/IHOT POOOTH.

[Ile onaHiel0 BaxJIMBOIW TiepeBaror0 € Kpocmiargopmenicts. Unity

NIATpUMY€E pi3HOMaHITHI mnatdopmu, Brimodaroun [IK, Mob6inbHI mpuctpoi,
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KOHCOJIBH1 Tu1atopmu, BeO-Opay3epu Ta BipTyalibHy peaibHIicTh[17]. Lle no3Bosse
PO3pOOHMKAM CTBOPIOBATH MPOEKTH, SIKI MOXKYTh OyTH 0€3 TPYAHOILIIB aJanTOBaHI
M1 pi3HI IPUCTPOi 0€3 mepenucyBaHHS KOTY.

Pymiiii Takox MmpomoHye MUPOKUI (HYHKIIOHAN, BKJIIOYAIOUM BOYJOBaHi
1HCTpyMeHTH i rpadiku, Gi3uKH, aHIMAIlll, IITYYHOTO 1HTEJIEKTY Ta 3BYKY, IO
JI03BOJISIE MBUAKO po3po0sTu Ta nmporotunyBatu irpu[39]. Oxpim mporo, Unity
Mae iHTeTpoBaHe cepenoBumie po3podku (IDE), saxe 3abesmeuye 3pyuHuid
iHTepdeic Ui HamMcaHHSA, HaJIaro/DKEHHs Ta YIpaBiiHHSA mpoekTamu[18].
3aBASKH 1IbOMY pPO3POOHHKH MOXYTh €(EKTHMBHO TNpalIOBaTH 31 CIIEHAMH,
00'eKTaM¥, KOMIIOHEHTAMH Ta CKPUITAMHU.

BaxxmBoro pucoro Unity e #ioro posmmproBanicts[40]. BukopuctoByroun
IUIariHA Ta CKPUIITHA, PO3POOHUKHA MOXKYTh JOJAaBaTH HOB1 (PYHKIIIOHAJbHI
MOXJIMBOCTI 70 cBoix mpoekTiB[19]. IlinTpumka moBu mporpamyBanHs C# nae
3MOTY CTBOPIOBATM BJIACHI CKPUIITH JUIsl ITPOBOI JIOTIKH, BHUKOPUCTOBYIOUHU
NOTYXHI IHCTPYMEHTH JIJIsl IPOrpaMyBaHHS.

Opniero 3 ronoBHux nepesar Unity € MBUIKICTh po3poOKu. [HCTpyMeHTH,
TaKl sSIK IEPETIATYBaHHS Ta PO3MILIEHHS 00'€KTIB, BI3yalbHUI PEAAKTOp aHIMalli, a
TakoX BOymOBaHI (I3UYHI JBUTYHH, JO3BOJISIIOTH PO3POOHUKAM €(EKTUBHO
IPOTOTHUITYBATH, TECTYBAaTH Ta BJIOCKOHAIIOBATH CBOI 1711, 110 OCOOIMBO BaXJIMBO

B KOHTEKCTI 1rpoBOi po3pooku[20].
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Puc.1.3. Unity Editor

InTerpoBane cepenoBuiie po3podku, Take sk Visual Studio Code (VS
Code), mae xinbka 3HauHuX rnepeBar. OJHIEI0 3 OCHOBHHUX € MOro 3pydHHid Ta
IHTYITUBHO 3po3yMinuii iHTepdeiic kopuctyBauda. lle mo3Bosisie po3poOHHUKaM
30CEepe/KyBaTUCh HA HANUCaHHI KOJy, HE BIJIBOJIKAIOUYUCh Ha CKJAJHI
HanamrtyBaHHs. [laHeni po3TaiioBaHi €proHOMIYHO, € IMIBUIKI TMEPEXOd MIXK
daiinamu, a TakoX 1HUI (QYHKIII, IO pOOJISATH MPOIEC PO3POOKH 3pYyUYHUM Ta
edexTuBHUM [21].

Oxpim 1poro, VS Code miaTpumye BENHMKY KUIBKICTh PO3IIUPEHb, SKi
JI03BOJISIIOTh  KOPUCTYBauaM HAJAIITOBYBAaTH PEAAKTOpP TiJ CBOI TOTpeOw.
Posmmpennss ngoctymHi IS pi3HUX MOB TpOrpamyBaHHS, (GPEHMBOpPKIB Ta
IHCTpYMEHTIB po3po0Oku, mo poouth VS Code yHiBepcaabHUM y BHUKOPHCTaHHI
[22].

Takoxx, BaxJMBOIO TMepeBarold € BOyJOBaHAa MIATPUMKA CHCTEMHU
KOHTpOJItO Bepciit Git, 1m0 A03BOJIsI€E PO3POOHUKAM BIJCTEKYBATU 3MIHM B KOJII,
BUKOHYBAaTH KOMITH Ta KepyBaTHu rijkamu. L{e 3HauHO criporye mpoiiec KOMaHIHO1
poOoTH Ta cmiBmpari [23].

[Ile onHI€0 3HAYYHIOK XapPaKTEPUCTHUKOIO € MOTY>KHI 1HCTPYMEHTH JUIs

Hanaro/keHHs: koxy. VS Code Hajgae MOXIMBICTH TOYKOBOTO 3YNHMHEHHS KOY,
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KPOKYBaHHS IO MpoTpamMax, MepeBIpKH 3HAYCHb 3MIHHUX, IO JO3BOJISIE IIBUIKO
3HaXOJIUTU Ta BUMPABJISTU MOMUIIKH [24].

VY penaktopi € ¥ iHIII KOpUCHI (YHKIIIi, Taki sIK aBTOJAOIOBHEHHS KOy,
MiJCBIYyBaHHS CHHTAKCUCY, IEPEXia 10 BU3HAUCHHS (DYHKIIIN Ta 3MIHHUX, & TAKOXK
IIBUJIKUH TOMIYK 1 3amiHa TeKcTy. Lli MOXIMBOCTI JomomararoTh pPO3pOOHHUKAM
MpaIoBaTy mBuiIIe Ta epextuBHime [25].

3aBagKM BeNWKIM Ta akTuBHIM chiabHOTI, VS Code oTpuMye moCTiiHY
MIITPUMKY, JOKYMEHTAIlF0 Ta HOBI IUIAriHW, IO 3HAYHO IIOJIETIIYE POOOTY 3
pemakTopoM. KopuctyBadi MOXKyTh JIETKO 3HAXOJWTH BINOBIII HA 3alUTaHHS Ta
BUKOPUCTOBYBATH KOPHUCHI pecypcH [26].

Takox VS Code Mo)KHa IHTETPYBATH 3 1IHIIUMH 1THCTPYMEHTAMU pO3pOOKH,
TaKUMH SIK CUCTEMHU KEpPYBaHHS MPOEKTAMH, JIHTEPU, TECTYBAJIbHI (PpEerMBOPKH,
110 J03BOJISIE CTBOPIOBATH €(PEKTUBHE CEPEOBUILIE ISl POOOTH HAJl IPOEKTaMHU.

Blender 3.5 — ne notyxuuii 3D-peaakTop, KUl Mae 0arato mepesar, 1o
poOATE HOro MNOMyJSIpHUM cepel MpodecioHalB Ta HOBAaudKiB y cdepi 3D-
rpadiku Ta aniMaii. OnHI€IO 3 KIIOYOBUX IepeBar € 6e3komToBHICTh. Blender €
MPOTPAaMHHUM 3a0€3MEUCHHSIM 3 BIAKPUTUM BUXIJTHUM KOJIOM, IO JO3BOJISIE
KOpHUCTyBadyaM O€3KOIITOBHO HOTO BUKOPUCTOBYBATH 0€3 0OMEKEHb Ha JIIIEH311 Ta
Butpatu. KpiMm TOro, KOpuUCTyBadyl MOXYTh 3MIHIOBAaTH Tporpamy Ta
HaJalITOBYBATU 11 TMiJ CBOI KOHKPETHI TMOTPEOH, OCKUIBKM BUXIAHUN KOJ
JOCTYIHUM 111 BCix [27].

[Ile onHI€IO BaXIMBOIO TNepeBaro € KpocriatdopMmeHictb. Blender
NIATPUMYE Pi3HI omepauiiiHi cuctemu, Taki sk Windows, macOS i Linux. Lle
7103BOJIsie BUKOpUCTOBYBaTH Blender Ha Oynp-sikoMy KOMI'IOTEpi, HE3aJIEKHO Bij
onepauiiHoOi CHUCTeMH, IO 3a0e3neuye IIHMPOKE OXOIJICHHS KOPUCTYBAdyiB IO
BCbOMY CBITY [28].

Blender Takox BigoMHii CBOE€IHO KOMIUIEKCHICTIO Ta (PYHKITIOHAJIBHICTIO.
Bin Hanmae Bpaxarounii HaOlp I1HCTPYMEHTIB JJisi CTBOpeHHs 3D-rpadiku,
OXOIUTIOIOYM TakKi AacMleKTH, SK MOJICIIOBaHHS, aHIMallisd, TeKCTypyBaHHS,

OCBITJICHHS, PEHJIEPUHT, CUMYJsLisl (I3UKM Ta 1HIII BaXKIUBI eineMmeHTd. Lle
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JI03BOJIIE KOPUCTYyBauaM BHKOHYBAaTH BCIO HEOOXiTHY poOOOTY B OJHOMY
nporpaMHOMY 3abe3neueHHi, 6e3 MoTpeOr BUKOPUCTOBYBATH JTOAATKOBI POrpaMu
[29].

[HmoI0O BaXJIMBOIO XapaKTEPUCTUKOIO € po3luproBaHicTh Blender.
KopucrtyBadi MOXyThb J0/1aBaTH PO3MIMPEHHS, K1 J10AAl0Th HOBI 1HCTPYMEHTH,
edexTr, madaoHM Ta iHIN pecypcu. Lle mo3posse HamamroByBaTu Blender min
1HAMBIAYaTbHI MOTPEOH KOPUCTYBAUIB Ta PO3UIUPIOBATH HOTO MOKIUBOCTI [30].

AxTuBHa crniyibHOTa Blender € 1mie onHiero nepeBaroro. Benuka Ta akTMBHA
CHUTBHOTA PO3POOHHUKIB, XYJOKHUKIB 1 KOPUCTYBAUiB Ha/la€ MiATPUMKY, BIATIOBIII
Ha MUTaHHS Ta PECYPCH IS HaBUAHHS, IO JI03BOJISIE BAOCKOHAIIOBATH HABUYKHU
BUKOPHUCTaHHA nporpamu [31].

Blender Takox Hamae po3mIMpeHi MOXKJIUMBOCTI IS MOAENOBaHHS. BiH
HNIATPUMYE PI3HI  MeToau CcTBOpeHHs 3D-mojeneil, Taki $K TIOJITOHOBE,
CKYJIBIITYpHE, peOepHe Ta MOBEpXHEBE MojentoBaHHs. Lle 103Bossie cTBOpIOBAaTH

ckJIagH1 (OpPMH 1 IeTaabHl TEKCTYPH JUJISl IPOEKTIB [32].

Puc. 1.4. Blender 3.5

C# € oani€ro 3 HaWOUIBII MOMYJISIPHUX MOB MPOrPaMyBaHHS 3aBJASIKA CBOIM
YHUCIIEHHUM TepeBaraM. OHIEI0 3 OCHOBHHUX € NMPOCTOTa BUBYCHHSI MOBH. 3aBISKU
JIOTIYHIA CTPYKTYypi Ta MPOCTOMY cCHHTakcucy, C# € BIIHOCHO JIETKUM JJis
OCBO€EHHS, 0COOJMBO I modaTkiBHiB[38]. baraTto acmekTiB 1€l MOBH CXOXi 3
IHITUMU TIONYJIIPHUMU MOBamH, TakuMmu sik C++ 1 Java, 1o pobuts ii BUBUCHHS

KOPUCHUM AJi1 poOOTH 3 HUMHU B MailOyTHROMY [33].
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e onHier0 BaxauMBOIO ocobnuBicTio C# € miaTpuMka o0O0'€KTHO-
opientoBaHoro  mporpamyBanHs (OOII). Ile  nmo3Bomsie  po3poOHHKAM
OpraHi30BYBaTH KOJI Y BUTJISA/I KJIAciB Ta 00'€KTIB, IO IMiJBHUIINYE MOAYJIBHICTh 1
CIpusi€e TIOBTOPHOMY BHKOPHCTAaHHIO KOAYy. Take CTPYKTYpYBaHHS 3HAYHO
TIOJIETTITY€E TPOIIEC PO3MIUPEHHS MPOTpaMH B MaiiOyTHbOMY, 3a0€3METyI0UN KpaIy
OpraHizalliro Ta miATPUMKY BEJIMKOTo koay [34].

Mosa C# € OCHOBHOIO /I PO3POOKH MPOTpamMHOrO 3a0e3MedyeHHs Ha
matdopmi .NET. NET mpononye 6e3niu 0i1610TeK 1 (GpelMBOPKIB, SAKI 3HAYHO
MOJICTIIYIOTh  pO3poOKy momatkiB[37]. 3aBasku miid miatdopmi, po3poOHUKHU
OTPUMYIOTH JOCTYH JI0 MOTYKHHX THCTPYMEHTIB 1 MOXJIMBOCTEH ISl CTBOPEHHS
PI3HOMAHITHUX MPOTPAMHHUX MPOAYKTIB, IO PO3UIUPIOIOTH (YHKIIIOHATBHICTD
CTBOpEHUX J0JaTKIB [35].

Takox BaximBor mepeBaroro C# € iloro mynbrumuiargopmenicts. Moa
HIATPUMYE pO3pOOKYy JOJATKIB, SKI MOXYTh MPAIfOBATH HAa PI3HUX OINEpariiHuX
cucremax, Takux sk Windows, macOS 1 Linux. Ile mo3Boiisie po3poOHUKam
CTBOPIOBATW IMporpamMu, SKi € CYMICHUMH 3 PI3HUMH I[U1aTGopmamu,

BUKOPHUCTOBYIOYM €JUHY MOBY IporpaMmyBaHHs [36].

BucHOBKHM /10 IepHIOro po3airy

[IpoBenenuii aHamiz mpeaMeTHOi O0JacTi JO3BOJUB BHU3HAYUTH OCHOBHI
aCMeKTU TPU y KaHPl TaKTUYHUX cTpaTeriii. Orisa HasBHUX aHAJOTIB, a TAKOXK
BUSIBJICHHSI MIPOTUPIY MK ICHYIOUMMHM PIIICHHSIMH Ta MOTpeOaMM, MOKa3aB, IO
TOJIOBHUMHU (PYHKITIIMA MaOyTHHOI CUCTEMHU MAIOTh OyTH: aJaliTUBHUIA IITYYHUN
IHTEJIEKT, KWW 3MaTHUN TMPOTHO3YBAaTH il TPaBIsd; MOKPOKOBA MexaHiKa 00r0;
IHy4YKa CHCTEMa €BPUCTHK JJI1 BUOOPY MOBEIIHKH IOHITIB; a TAKOXK 3pO3yMUIHH 1
3pyuHuii rpadiaHuil iHTEpdEiic.

Oco06nuBy yBary mpujauieHO MexaHi3mMaM HaB4yaHHs Al, siki 3a0e3neyaThb
BUCOKHUIU PiBEHh aBTOHOMHOCTI Ta aJlanTailii 10 TAKTUYHUX CLIeHapiiB. baxxanumu

GYHKIISIME  TaKOK € MOMKJIMBICTh YIPaBIIHHS XapaKTEPUCTUKAMU FOHITIB,
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J0JlaBaHHsI HOBUX OIXEWBIOPIB [JIs1 BOPOTiB, a TaKOX MIATPUMKAa TpaBLEM
CKJIQIHUX CTpaTeriii uepe3 AOCTYIHI i IHTYITUBHO 3p0O3YMiJIi IHCTPYMEHTH.
BusHauuBIIMCh 3 ONTHMAIBHOIO apXITEKTYpOr0, 0OpaHO HeOOX1AHUN HabIp
MpOrpaMHUX I1HCTPYMEHTIB IS peaii3allii IOCTaBIE€HUX 3ajad: pymid 3
MIATPUMKOIO Al-aaropuTMiB, peIakTOp PIBHIB JJIi CTBOPEHHS ITPOBOTO CBITY, a
TakoX O10710TeKM I Bi3yamizamii Ta poOOTH 3 aJroOpuTMaMHu IITYYHOTO

IHTETIEKTY.
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PO3AIT 2. MPOEKTYBAHHSI TA PEAJIIBALIS TPOTPAMHOIO
MPOJIYKTY

2.1. BudHayeHHs1 BapiaHTIB BUKOPUCTAHHS TA CTPYKTYPH CHCTeMH

Cucrema MOKpOKOBOi TPHU-CTPATET1i CTBOPIOETHCS 3 METOI0 MaKCUMaJILHOTO
3aHYpEHHS TPaBIlsd y MPOIEC CTPATETIYHOrO MJIAHYBAaHHS, aHAJ3y Ta B3aeMOIl 13
NPOTHUBHUKAMH, SIKI KEPYIOTHCSI IITYYHUM iHTeIeKToM[3].

Bumozu kopucmysauis:

KopucrtyBadi MaroTh 10CTYI A0 HACTYIMHUX (PyHKITIH:

1. Crapr rpu;

. [Taysa rpu;

. Pyx o xapri;

. Ctpinb0a;

. Yaap Meuem;

. Kunanns rpanaru;

. OGepT HaBKOJIOTO TiJIa;

. SHUIIIEHHA MEPEIIKO]I FPaHaTOlO;

O© &0 N O »n K~ W DN

. boi mpotu Al Boporis.

QDYHKYIOHATBHI BUMOCU.

1. Temmueili: kopuCTyBau MaTUME MOXJIMBICTh 3HHILYBaTH BOpPOTiB B
MIOKPOKOBIHM I'pl cTpaTerii Juisl LbOr0 MOKHAa BUKOPUCTOBYBATH CTPLILOY, KUAAHHS
IpaHaTy, y1ap Me4eM, TaKOK IPAHATON MOYKHA 3HUIIYBATH ITEPELIKOAM.

2. He mnotpibHO mnepeOyBaTh OHJIAH: KOPUCTyBad MOXKe rpath 0e3
NIJKIFOYEHHS 10 [HTepHEeTy B TOBIJIbHUN MOMEHT 4acy.

Hegyuxyionanvui sumoeu:

1. CripuiinaTTS:

— Yac, moTpiOHMii a7i1 HaABYAHHHSA pOOOTH 3 MPOTPaAMOIO IS
3BUYAaHUX KOpHUCTyBauiB — 40 XBWJIMH, AJs AOCBiAYeHHMX — 15

XBHJIUH.
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— Yac BIOmoBial CHUCTEMH [UISL 3BHYAWHAX 3alMTIB HE IIOBEH
nepeBuntyBatd 0.016 cexyHau, a juisi OUTBII CKJIQJHHUX 3aIUTIB —
0.03 cexyHu.
— IHrepdeiic cumynsTopa MOBUHEH OyTH IHTYITUBHO 3pY4YHUM IS
KOpHCTyBaya Ta HE BUMAraty BiJl HbOT'O JOJATKOBOI IMiITOTOBKH.
— JIOCTYIHICTh - 4Yac, MOTPIOHUI 1J1s1 OOCIYyroBYBaHHS CHUCTEMU HE
noBuHeH nepesuirysatu 10 % Bij 3araibHOrO yacy poOoTH.
— Cepenniii yac 6e3mepepBHOT poOOTH — 6 TOIUH.
— MakcuManbHa HOpMa NOMHJIOK Ta Ae(eKTiB B poOOTI nmporpamu - 1
nommika Ha 1000 3anuTiB KOpUCTyBaya.
2. IlpoayktuBHicTh. I'pa moBUMHHA TiATpUMYyBaTU Oe3nepediiiHy poboTy
KOpHCTYyBaya.
3. MOXJIMBICTh €KCILTyaTallii:
— MacmraOyBaHHsl — MICs OHOBJICHHSI BCE TOBUHHO MpaloBaTu 0e3
300iB, HE MalOTh BUHUKATH OJIHI IOMUJIKU [TPU PO3LIMPEHHI TPH.
— OHoBJIEHHSI BEpCiil — OHOBJICHHS BEPCii MOBUHHO 3/[1HCHIOBATHUCS 32

JOTIOMOT OO MaTyy.

Pyx no kapri

Ctpineba

boi npoTtu Al Boporis ;
Yaap medem

[SHULLLEHHA NepeLwwKo
rpaHaTo

KnpanHa rpaHaTu

06epTeHHA HAaBKONO
Tina

Puc 2.1. BapiaHTu BUKOpUCTaHHS
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Po3sristHeMO Ki1acH Ta 3a 1[0 BOHU B1AIIOBIIAIOTh:
Ha puc 300paxeHo miarpaMmy KJaciB, IO MICTUTh Pi3HI KJIACH MOBEIIHKU
st Al-mepconaxiB. KokeH @aiin omucye TMeBHY MOJCHD ITOBEIIHKH IS

HepCOHaXa.

BaseBehavior £
Abstract Kaace

4 Noan
T unit RushBehavior A
Kaaco

HideBehavior 4 Metoa -+ BaseBenavior

Kamacc

T BaseBehavior
< BasaBehavior

T GetValue
HitClosestEnem... # Y 4 Memqu
4 Meroge Kaace i T T
R ) RushBehsvior

T GetValue

4 IMerage
T GetValue
7 HitC

HuntBehavior R
Knace
~ BaseBehavior

* Metogs:
T GetValue
“ Hunt3ehavior

Puc.2.2 [liarpama kiaciB noBeainku st Al — mepcoHaxis.

BaseBehavior.cs — ba3oBuii kj1ac NOBENIHKH:

GetValue() - abctpakTHHIT METOJ, SIKHH NMOBHHEH OYTH peaji30BaHUN y
BCIX MOXIJTHUX KJIacax

HideBehavior.cs — IloBeminka, sika g03BOJIIE€ IEPCOHAXKY XOBATHUCS.
Mosxxe BHKOpUCTOBYBaTucCs, Koiau Al Bupilmrye, 1O HEOOXITHO YHUKHYTHU
KOH(JTIKTY:

GetValue() - BusHauae 3HaveHHs (TMpiopUTeT) il Ta BUOMpAE HAWOLIBII
H1IXOSULY J10, IKY MOTPIOHO BUKOHATH

HitClosestEnemyBehavior.cs — TloBeaiHnka aTakd HaHOJMKYOrO BOpoOra.
[linxomute gyst  arpecuBHOrO Al, sKMii  (QOKyCyeTbcs Ha HAMOIMKIMX
cynpoTtuBHHKax[12]:

GetValue() - Busnauae, HaCKUIbKHY MiAXOIAIIA JaHA MTOBEAIHKA Y TIOTOYHIH
cuTyallii (mpioputeT y aiana3oni Bija 0 g0 50) 1 BuOupae BiAMOBIAHY Ait0 (action).

HuntBehavior.cs — TloBexinka mepeciinyBaHHs. BUKOpUCTOBYETbCS JUIs

Al, sxuif aKTUBHO IITyKa€ BOpora abo MeTy JIJisl Hamay:

28



GetValue() - BwusHawae mnpiopuTeT IMOTOYHOI IOBEIIHKA Ta BUOHpAE
BIANOBIAHY Aito a7 00'exta Unit

RushBehavior.cs — IToBeninka mBHIKOI aTakd a00 puBKa a0 Bopora. Lle
MO3Ke OYTH arpecuBHUI CTUJIb, e Al MIBUAKO HAOIMKAETHCS 10 LTI

GetValue() - Busnauae mpiopuTeT MOTOYHOI MOBEAIHKU B Aiarna3oHi Big 0
10 50 1 BuOupae BiAMOBIAHY Aito (action).

Ha puc 300pakeHo miarpamy KiaciB, IO BiAMMOBiIAa€ 32 €BPUCTHYHI METOIU

— PIi3HI CMOCOOH OIIHKHU cUTYyaIlli, o6 gomoMorta Al mpuitHATH pilieHHs

AverageTeamat... #
Knacc
-+ BaseHeuristic

AverageEnemyD... #
Knacc
= BaseHeuristic

4 MeToabl

7 AverageEnemy...
T GetValue

TotalHealthHeu... #

4 MeTogbl

7 AverageTeamat...
" GetValue

BaseHeuristic
Abstract Knacc

4 Mons

ClusterHeuristic A
Knace
= BaseHeuristic

4 [Mona

<% detectionRadius

4 MeTogs

> ClusterHeuristic
~ GetValue

CoverHeuristic
Knacc
= BaseHeuristic

Knace
= BaseHeuristic

4 MeTogsl
% unit H

T CoverHeuristic

4 MeTtogsl
4 = Getvalue

4 MeTogsl < BaseHeuristic

? Getvalue 7 GetValue

i A
> TotalHealthHeu... ClosestEnemyDi...

Knacc

. A
HealthHeuristic = BaseHeuristic

Knace
= BaseHeuristic

SuperiorityHeur... #
Knace
= BaseHeuristic
4 MeToabl
7 ClosestEnemyD...
T GetValue

4 MeTojsl

T GetValue
= HealthHeuristic

4 MeTogsl

= Getvalue
= SuperiorityHeur ...

Puc 2.3. Jliarpama kJ1aciB €BpUCTUK

AverageEnemyDistanceHeuristic.cs — Orinka cepeaHboi BijacTaHi 0
BOpoOriB. Mo)ke BUKOPUCTOBYBATHCS, 11100 Al po3ymiB, HACKUIBKYU BiH OJIM3bKUI 10
rpymu[10]:

GetValue() - TIloBeprae cepemHr0 BiJCTaHb 10 BCiX CYNPOTUBHUKIB Yy
BHTJISA/II IILJIOTO YKClia

AverageTeamatesDistanceHeuristic.cs Cepennss  BiacTanb [0
coro3HMKIB. Jlonomarae Al OLIHUTH, HACKUILKH JaJEKO BIH BiJl CBOE€T KOMaHIU:

GetValue() - IToBeprae cepefHiO BiACTaHb 10 BCIX COIO3HMKIB y BHIJISII
JIOTO YHcia

BaseHeuristic.cs — ba3oBuii kmac mas €BpPUCTHYHHMX MIXOMiB. [

€BPUCTUKU MOXYTh YCTIQJAKOBYBATH IIeH KJiac, 1100 yYHi1(iKyBaTH METOU OI[IHKH.
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ClosestEnemyDistanceHeuristic.cs —  Buwusnauvae BiJICTaHb hio)
HaAHOJIMHKIOT0 BOPOTa, IO KOPUCHO IS PIillIeHb PO Hanaa 9u BTeuy[11]:

GetValue() - IloBeprae BifcTaHb 10 HAMOIMKYOTO0 BOPOIa, OKpYIJCHY 10
I1JI0TO YHCIIA.

ClusterHeuristic.cS — oIIIHIOE CKYITYEHHS BOPOTIB y IEBHOMY paiiyci.
BUKOpHUCTOBYETBCS /U1l pO3YMiHHS TOTO, UM BUTIHO aTakyBaTu rpymny[9]:

GetValue() - oOumcnioe KiTbKiCTh BOPOTIB, SIKi 3HAXOASTHCS B IIEBHOMY
pajiyci OAuH BiJl OJHOTO.

CoverHeuristic.cs — BwusHayae MOXJIMBICTh 3HAHUTH YKPHUTTSA, 100
CXOBATHCS Bl BOPOTIB:

GetValue() - mepeBipsie, 4i 3HAXOUTHCS FOHIT MiJ YKPUTTAM (TOOTO UM €
Mepenkoa MK HUM 1 HaHOJM>KYMM BOPOTOM), IIO MOXKE 3aXHCTHUTH HOTO BiJl
MOCTPLTY

HealthHeuristic.cs — BpaxoBye piBenb 310poB's Al, 11100 BU3HAYUTH, UM
BapTO PU3HMKYBATH a00 Xk 3aJIUIIUTHCS Y Oe3Ieri:

GetValue() - oOuucitoe 310pOB's IOHITA SIK BIJICOTOK BiJl HOTO
MaKCUMAaIIbHO MOKJTMBOTO 37I0POB'S.

SuperiorityHeuristic.cs — OriHIO€ KiJIbKICHY YM CHJIOBY TepeBary. SIKIio
Al mae nepeBary, BiH MOXKe aTaKyBaTH, a MPH ii BIACYTHOCTI — YXUJISTUCS:

GetValue() - omiHrOE CYyNepHUIITBO MiX JPY>KHIMU Ta BOPOKUMH FOHITAMH
Ha 1oy OO, TIOBEpTAIOYM YHCIIOBY BEIMYHMHY, SKa BKa3dye Ha IepeBary 4
MEHIIIUHY OJHIET 3 KOMaH]I.

TotalHealthHeuristic.cs — BpaxoBye 3arainbHe 370pOB'St COIO3HUKIB YU
BOpOTiB, 00 Al Mir oIiHUTH HMOBIPHICTH yCHiXy B 000:

GetValue() -po3paxoBye cymapHe 3I0pOB'Sl BCiX IPYKHIX FOHITIB, SIKE
MO’K€ BUKOPHCTOBYBATHCS JIJIS OIIHKH 3araJibHOI BUTPUBAIOCTI KOMaHTH.

Ha puc 300paxeno miarpamy kiaciB, Juisi HaB4aHHs Al-mozeneii Ta 300py

TaHUX.
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HeuristicData *
Knact

4 Maan
Database <* heuristic
Stalic Knac <] o value

a Mons TrainingDataWr... #

= Enacc
%h baseFilePath

T filePath TrainingData
4 Metoge Kracs

7 Imit

“*  LoadTrainingDa...

T SaveTrainingData = behaviorChosan

© beha =" TrainingDataWr,
behaviorDatas 2 Matoge

a Mans
& botTitle
4 TMens TrainingDataCre... ¢ trainingDatalist

Knace a MeTogu

£ heuristicDatas ~
7 Generate
22 pesition s
= reward
=¥ tum
4 Mateds
1 Setfeward
7 TrainingData

' CetBahaviorData
5 GetdehaviarDat.
7 GetBehaviorType
=y GetHeuristicData

L uristicDa

& GetHauristicType

Puc. 2.4. liarpama kiaciB aist HaBuaHHs Al — Mojeneit Ta 300py JaHux.

Database — baza manux st 36epiranss iHpopmailii, SKy BAKOPHCTOBYIOTh
JUTsl HAaBYaHHS MOJIETI.

TrainingData — Micture HaOip maHux i HaB4daHHg Al, 1mo0 BiH Mir
MOKPAIIyBaTH CBOIO MTOBE/IIHKY.

TrainingDataCreator — Kutac, sikuii 30upae abo CTBOpPIO€ HaBYaJbHI JaHi.
BuxopucroByerbes st miaroroBku Al 10 poOoTu, mo0 BiH MIr HaBYaTHCS Ha
HOBHX cHUTYyaIlisx[8].

Ha puc 300paxeHo miarpamy KiaciB i KEpyBaHHS IOHITaMH Ta

noBeniHky Al Bopora.
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Uil
Enmacs

+ MoroBahuriar Enemyai

Enacs
n + MorcE e i
4 Mo

ACTICR POINT o

i O P i T
¢ ot i o e o

qridFositamn

healths Lellia

a Metoam

o o

Py Awaka

o

& Bahavicohotion
-."I":. training[atalizt ' Behaviorictic
%y Caloulata
4 CRoACTEA i
L9

sCnemy

4 MaTa s

™ Amake
5 Amake

CanSpandActic

% Update

& Cohiure
OnactianFinizh
OndstianSlaris:

p BnoEernme THON

4 CobuTHa

Ohadun s tian P

Puc. 2.5. Jliarpama kiaciB ajisi KepyBaHHs IOHITaMu Ta noBeninku Al Bopora.

Knac EnemyAl Bu3Havyae moBeAiHKY IUITYYHOI'O 1HTEJNEKTY BOPOTIB Y Ipl,
BUKOPUCTOBYIOUM CTpaTerii MPUUHATTS pIlIeHb JUIsi KOKHOTO IOHITa BOpOTa
3aJIe)KHO BIJ] CUTYyallii Ha moJii 0oro. BiamoBimae 3a oOpoOKy YeproBUX XOJIiB
BOpOTa Ta BUOIP ONTUMAIBHUX AiHl [JIS TOCATHEHHS IT1JICH:

Awake() - HiIIAmi3ye MOYAaTKOBHUI CTaH o0'ekTa Ha
WaitingForEnemyTurn,

Start() - BusHauae, um axtuByBatd Al JUII BOpOTiB, mepeBipsie
ABTOMATUYHHUM PEKUM TPaBIs, MIAMUCYETHCA HA TOJAIl 3MIHM X0y Ta 3HHIICHHS

BOPOTIB.
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Instance_OnAllEnemiesDead() - Bummkae Al Ta 30epirae craH ycix
JPYKHIX FOHITIB, SIKIIIO BC1 BOPOTH MEPTBi[5].
Update() - peamnizye j0riky cTaHiB:
e O4iKyBaHHS CBOTO XOY.
¢ B3saTTs X0y (cripo6a BUKOHATH JTif0 200 3aBEpIICHHS X0y ).
e 3aiHATICTh (OYIKYBaHHS BUKOHAHHSA [ii).
SetStateTakingTurn() - 3aBepiiye aito Al-ioHiTa, OHOBIIIOE HAaropoay 3a
CTaH Ta NEPEXOUTH JI0 HACTYITHOTO XO.Ty.
CalculateReward() - o6unciroe "Haropoay" sik 3arajbHHN PiBEHb 3I0POB'S
BOPOT'B.
TurnSystem_OnTurnChanged() - Bcranosmioe cran TakingTurn i 3amae
TaiiMep, SKIIO 3apa3 XiJi BOPOTIB.
TryTakeEnemyAlAction(Action onEnemyAlActionComplete) - obupae
IOHITa JJ1s1 111, SIKI10 Basio, akTUBYE MOTO /1110, 1HAKIIIE 3aBEPIIYE X1,
TryTakeEnemyAlAction() - Bu3Ha4yae HaWKpally it i KOHKPETHOTO
IOHITa Ta BUKOHYE 1i.
DefaultActionChoosing() - Bubupae Haiikpally air0 Ui IOHITa cepel ycix
JOCTYITHHX, IIOPIBHIOIOUH 1X 3HAYCHHSI.
BehaviorActionChoosing() - oOupae miro 10HITa Ha OCHOBI MOBEIIHKOBHX
cTpaTeriii 1 BuOMpae Halkpaiui BapianT[4].
ChooseBehaviorUsingSoftmax() - BukopuctoBye Softmax mis BuOopy
MOBEJIIHKY Ha OCHOB1 KMOBIPHOCTEH.
ChooseBehaviorUsingEpsilonGreedy() - BukopuctoBye epsilon-greedy
HiAX1T 1711 BAOOPY MOBEIIHKH: BUIAIKOBO a00 HalKparuii BapianT[6].
CompareAggressiveness() - MOpIBHIOE MOTOYHHH PIBEHb arpeCHBHOCTI
rpaBIld 31 CIIPOTHO30BAaHUM CepeHIM piBHEM|7].
Knac Unit npencrariisie OCHOBHY JIOTIKY FOHITA:
Awake() - imimianmizye xommnoneHtn (HealthSystem, nii, eBpucTHKH,

MTOBEIHKH) IS IOHITA.
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Start() - BcTaHOBIIIOE MOYATKOBY TO3MIIIIO HA CITII, JOAA€ IOHITA JO CITKH
Ta MIAMHUCYETHCS HA MOJIIT 3MIHH X0y 1 CMEpTI.

Update() - oHOBITIO€ TO3MIIIIO IOHITA HA CITII, SKIIO BiH IEPECYHYBCS.

HealthSystem_OnDead() - Bunaise 1oHita i3 CiTKH, 30epirae WOro JaHi Ta
3HUIIYE 00'€EKT MICIISI CMEPTI.

GetAction<T>() - moBeprae ito, sika BiAMOBiAa€ 3agaHnomMy TUiy T.

GetHeuristic<T>() - moBepTae eBpUCTHUKY, SKa BIAMOBIIAE 3aJAHOMY THITY

TrySpendActionPointsToTakeAction() - mepeBipsie Ta BUTpayae OYKH Miid
JUUIs BUKOHAHHS 33]]aHO1 Jii.

CanSpendActionPointsToTakeAction() - mepesipsie, 4u BUCTa4a€e OYOK ikt
JUUIs BAKOHAHHS 337]aHO1 Jii.

SpendActionPoints() - BuTpavae 3amaHy KiJIbKICTh OYOK il Ta BHKJIUKAE
MOJIIF0 3MIHHM OYOK JIii.

GetGridPosition() / GetWorldPosition() - moBepTae mo3wWIO IOHITA Ha
CiTIIl 200 B CBITOBUX KOOPJIMHATAX.

GetClosestEnemy() - 3HaxoauTh HAWOJIMIKIOTO BOPOTA HA CITIII.

GetEnemiesList() - moBepTae CIUCOK BOPOTIB (3aJ€KHO Bif TOTO, YH €
IOHIT BOPOTOM).

GetFriendsList() - moBepTae crimcok COIO3HUKIB (3aJI€)KHO BiJ] TUITY IOHITA).

GetActionPoints() - moBepTae MOTOYHY KiJbKICTh OYOK JIiM.

GetHealthNormalized() - moBepTae HopMaii3oBaHe 3HAYCHHS 37J0POB'S (Bif
0 mo1).

Damage(int damageAmount) - 3aBxae MONIKOMKCHHS IOHITY uYepes
CHUCTEMY 3/10POB'sl.

Log(int turn, BaseBehavior behavior) - 36epirae mani mpo BuOpaHy
MOBEIIHKY JUIs TpeHyBaHHs Al.

SetReward(int reward) - mpuCBOIOE BHHAropoAy OCTaHHIM 310paHUM
JTAHUM.

Save() - 30epirae Bci 310paHi JaHi TPeHYBaHHS y 0a3y JaHHX.
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DebugAllBehaviors() - BHBOIUTH Yy KOHCOJIb 3HAYEHHS BCiX ITOBEIIHOK

IOHITa JJIA HAJ1arOAKCHH.

TurnSystem_OnTurnChanged(object sender, EventArgs €) - BimHOBIIIOE

OYKH JIi HA TTOYATKy X0y IOHITA.

Ha puc 300paxeHo giarpamy KiaciB JijIs i OHITA.

SpinAction
Knacc
+ BaseAction

a [Mana
Th totalspinAmeunt
4 Cmoicrea
A [sPlayerPlayable
a MeToge
1 Gethctianame
7 GetActionPoint...
T GetEnemyAlAct..
T GetvalidAction..
7 Takedction
Zy Update

p BrokeHHE TSI

Grenadedction #
Kracc
+ Basehcton

a [Maona

i grenadelrojecti..
& maxThrowDista_.
a Cacicraa

L |sPlayerPlayable

4 Memegs
7 GetActionMame
T GetEnermyAlAct..
71 GetValidAction.
T OnGrenadeBeh
1 Takedction

T Update

SwordAction
Knacc
+ Basedction

a [Meas
& maxSwordDista..
%5 state
Tk stateTimer
h targetUnit
a CaoficTea
L |sPlayerPlayakle
& MaoxSwordDista...
4 Memoae
1 GethctionMame
T GetEnemyflAc...
T GetTargetCount
T GetvalidAction
Py MewtState
1 Takahetion
T Update
a Cobermua

& OnAnySwardHit
OnSwardfetinn

EnemyAlAction &
Knaco

4 Maan

< actionValue
= gridPosition

Busedction
Abstract Eaace
= MoneBehaviaur

B . noas

2 ishctive
T anActianCampl
Gy unit
s Ceofcraa
& tPimyer Playoble

a Memogm

Ty Actionlomplete B

Ty ActionStart
T Awake

a CobwTia
i OnAnyActionC..
45 Oniryhctionst
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Puc. 2.6. Jliarpama knaciB Jijis i IOHITa

BaseAction.cs - Bu3Havyae 0a30By CTPYKTYpYy JUId [id, SIKIi MOXYTh
BUKOHYBATH IOHITH (SIK BOPOTH, TaK 1 TPABEIIb):

Awake() - imimiamidye FOHIT, SKOMY HAJIEXKHTh [is, 3a JOIMOMOTOI0

GetComponent<Unit>().

GetActionName() — moBeprae iMmeHa Jiii.

TakeAction() — peani3ye JIOTiKy BUKOHAHHS Jii JJ1s1 KOHKPETHOI IMO3HUIIIT Ha
CITIII.

IsValidActionGridPosition() — nepeBipsie, uu € oOpaHa MO3UIlSA JIHCHOIO

TS il
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GetValidActionGridPositionList() — moBeprae crmucok yciX MOMYCTHMHX
IMO3UIIA I BUKOHAHHS Jil.

GetActionPointsCost() — moBepTae BapTicTh 1ii B OUKax Aiif

ActionStart() — curaaitizye mpo moJaTok il Ta BUKIHKAE TII00aIbHY MO0
OnAnyActionStarted

ActionComplete() — curmamizye npo 3aBeplICHHS Jii Ta BHKJIHKA€E
rirobaneHy moairo OnAnyActionCompleted

GetBestEnemyAlAction() — aHai3ye CIIMCOK JOCTYIHUX MO3UIIN I i
Coprye ix 3a 3Ha4eHHAM e(DeKTHUBHOCTI Ta MOBepTa€e Halkpaiy airo st Al

GetEnemyAlAction() — moBepTae koHkpeTHY Aito Al s 3a1aHOT TO3MIIIT

GetUnit() - moeprae 00'ext Unit, SIKHii BUKOHYE JTiFO

EnemyAlAction.cs - crpykTypa MAaHUX, [0 BHKOPHUCTOBYETHCS JIJIS
MpEACTaBICHHs TMOTeHIIHHOT nii Bopoxkoro Al y rpi. [Jlomomarae 30epiratu
MO3UIII0 Ta IIHHICTG nii, mo6 Al Mir o0patu Halkpamumii XiJiT cepel ycix
MO>KJIMBHX BaplaHTIB.

GrenadeAction.cs - BiamoBimae 3a peaiizaiiio Ail KMIAHHS FPaHATH B TPl
115 toHiTa. Kitac Bu3Havae ymMmoBH, 3a SAKUX 1151 i MOXKJIUBA, 1 BUKOHYE aHIMAIIil0
Ta JIOTIKY CTBOPEHHS IPOEKTUBY I'PAHATH:

GetActionName() - moBepTae Ha3By il.

GetValidActionGridPositionList() - po3paxoBye CHHCOK JOIMYCTUMHX
MO3UIIINA JIIT KUJAKa TpaHaTh Ha OcHOBI maxThrowDistance (MakcumanbHOT
BiJicTaH1 kujka).llepeBipsie KOKHY KIITUHKY Ha BadiaHIcTh yepe3 Level Grid.

TakeAction() - cTBOprO€E MPOEKTHB I'paHATH Ha OCHOBI mpedaldy, mepeaae
oMY IIIIbOBY MO3HIIIIO Ta (GYHKIIIFO, III0 BUKOHYETHCS MICIIs 3aBEPILICHHS.

GetEnemyAlAction() - moeeprae 00'ekt EnemyAlAction, mo MiCTUTh
L1IOBY MO3MIIIIO 3 HYJbOBOIO LIHHICTIO.

OnGrenadeBehaviorComplete() - BUKIMKAeTbCsA TMICs 3aBEpPIICHHS il
IpaHaTy Ta 3aBepIye aKTUBHY Mit0 BUKIUKOM ActionComplete.

Update() - oroBmr0€ cran aii miie, KO BOHA aKTHBHA.
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MoveDefenciveAction.cs - peani3ye 3aXHCHY MOBEMIHKY JJIsi IOHITIB TiX
KoHTposieM Al, 06UHCTIOI0YN ONTUMAabHI il AJIs TEepeMIIeHHs 3 ypaXyBaHHSIM
B1JICTaH1 710 BOPOT'iB.

MoveOffenciveAction.cs - BigmoBigae 3a peami3amild  arpecuBHOI
MOBEJIIHKY IOHITIB Ha 101 0010, JO3BOJISIIOUN 1M MEPEeMIIaTUCA A0 MO3UIIHN IS
aTaku a00 HaOJIMKEHHS J10 BOPOTIB:

Update() - 0Opo0uisie mepeMillieHHst IOHITa 10 3a3/1aJerib PO3paxOBaHOMY
nuIAxy. BpaxoBye mMBUAKICTE pyXy Ta 00epTaHHS IOHITA.

TakeAction() - po3paxoBye NIIIAX JIO MO3HMIIT 3a JIOTIOMOTOIO AJITOPUTMY
Pathfinding.IHimiroe pyx 1oHITa B3I0BXK IBOTO HUIXY.

GetValidActionGridPositionList() - reHepye CHHCOK TOCTYIMHHX IO3MUIIH
JUTSL TIEpEMIIIEHHS(MAKCUMalbHa BIJICTaHb PYXY,IPOXIAHOCTh KIIITHHOK,HASIBHICTD
IHIIUX FOHITIB).

ShortestPathToEnemy() - o6uunciIr0e HARKOPOTIIHIA MIIAX 10 HAHOIMIKIOTO
BOpOTa.

GetEnemyAlAction() - po3paxoBye 1iHHICTb il 11 AI(KUTbKICTH BOPOTIB
y 3aJjaH1i O3MU11i,BIICTaHb JI0 IJIEH 110 HAKOPOTLIOMY HUISXY).

GetActionName() - moBepTae Ha3By il.

ShootAction.cs - Biamosigae 3a 00poOKy il CTPiaLOM FOHITA:

Update()- o0po0Oisie Tpu ctanu il

TakeAction() - iHimiroe Jif0 CTpUILOM MO [l HA  BKa3aHIid
no3uuii.llepexouTh y cTaH NpULILITIOBaHHS.

Shoot() - 3aBmae 25 oaMHUIL IMIKOAM LITLOBOMY IOHITY.BUKiIMKae momii
OnAnyShoot Ta OnShoot ayis animariit a6o oOpoOkH HIIHMX e(EeKTiB.

GetValidActionGridPositionList()- moBepTae CUCOK TOCTYIMHUX IMO3UIIIH
JUTSL CTPLTEON

GetEnemyAlAction() - po3paxoBye miHHiCTb 1ii 1711 Al Ha OCHOBI 310pOB's
IJILOBOTO FOHITA.

GetTargetCountAtPosition() - moBeprae KiMbKICTh JOCTYIMHUX IUJICH IS

CTp1IKOM 3 BKa3aHOI MO3UIIIi.
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GetActionName()- moBepTae Ha3By ii.

SpinAction.cs - Biamosimae 3a o6epTaHHs I0HITa Ha Micii Ha 360 TpamyciB:

Update() - o6eptae roniTa mo Y-oci Ha 360 rpaayciB. 3aBepliye Ait0 Micis
MOBHOI'O O0EpTaHHS.

TakeAction() - iuimitoe ait0 oOepTaHHs Ta OOHYJISIE€ KiIBKICTh BUKOHAHUX
o0epTiB.

GetActionName() - moBepTae Ha3By Aii.

GetValidActionGridPositionList() - moBepTae Mo3uIlil0 FOHITAa, OCKIIBKH
sl BAKOHY€ETHCS Ha MICITI.

GetActionPointsCost() - moBepTae BapTicTh 1ii y 1 04Kko mii.

GetEnemyAlAction() - moBeprae HyJIb0Be 3HaYCHHs actionValue, OCKiIbKH
I HE Ma€ TaKTUYHOTO 3HaueHHs 1ig Al

SwordAction.cs - Bu3HaAvae Jif0 aTakk MeE4YeM, SIKy MOYKEe BHKOHYBAaTH
IOHIT:

Update() - Bukonye ympaBiiHHA cTaHamu aHimamii ymapy medem. HOHIT
CIMOYATKy HaBOJAMTHCS Ha IiJIb, @ MICJIS IOTO 3aB/a€ IIKOIM Ta 3aBEPIIYE JiFO.

NextState() - 3minroe cTan mii:

GetActionName() - IToBepTae Ha3By ii.

GetEnemyAlAction() - Tloseprae mito mis Al 3 actionValue = 200, 1o
BKa3y€ Ha BUCOKY MPIOPUTETHICTh aTAKH.

GetValidActionGridPositionList() - BusHauae BCi MOXIIMBI MO3HUIT 1715
ataku MeyeM (paxiyc 1 kmituHa). IlepeBipsie HasBHICTH BOPOXKHMX IOHITIB Ha
CYCIAHIX KJIITUHAX Ta JOJAA€ Il MO3UIIIi 10 CIIUCKY JTOCTYITHHUX.

TakeAction() - Ininiroe miro ataku, 3ajae b U YAapy Ta 3MIHIOE CTaH
Ha SwingingSwordBeforeHit. Buxnukae mnoaito OnSwordActionStarted s
BIJICTEKEHHS MTOYATKY ii.

GetTargetCountAtPosition() - IToBeprae KiIBKICTh MOKJIMBHX I[UICH IS

aTakd MEYeM y MeKax il IOHITa.
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2.2 Peanizanis GpyHKUIiOHATY T10JATKY.

Posrnsaemo kinac EnemyAl, sikuii BU3Ha4a€e MOBEIIHKY IITYYHOTO
1HTEJIEKTY BOPOTIB y Ipi:

Meton Update() kortposroe xia Bopora. SKIo 3apas uepra rpasiis, TO

BOPOT HE pOOUTH Hivoro. JIICTHHT KOAY:

private void Update()

if (TurnSystem.Instance.lsPlayerTurn() == isEnemy)

{

return;

switch (state)

{

case State.WaitingForEnemyTurn:
break;

case State.TakingTurn:
timer -= Time.deltaTime;
if (timer <= 0f)

if (TryTakeEnemyAlAction(SetStateTakingTurn))

{
state = State.Busy;

}

else

{

TurnSystem.Instance.NextTurn();

}

/ITurnSystem.Instance.NextTurn();

}

break;
case State.Busy:
break;
}

}
Merton SetStateTakingTurn():

OGuucmroe pizuunio BuHaropoa preReward - CalculateReward() nns
OIIHKH YCITIIITHOCTI JTiH.
Buxkmukae OnActionFinished mmicna 3akiHuyeHHS [ii Ta BCTAHOBIIIOE

3aTpUMKY B timer. JIiCTUHT KOJy:

private void SetStateTakingTurn()
{

currentUnit.SetReward(preReward - CalculateReward());
OnActionFinished?.Invoke();
timer = 0.5f;
state = State.TakingTurn;
}

Merton CalculateReward():
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OmiHroe BUHAropoIy Ha OCHOBI 370poB’st BoporiB (enemiesHealth), mo

MO’K€ BUKOPHCTOBYBATHCS JIJIsl ONTUMI3allli MOBEAIHKH. JIICTUHT KOAYy:

private int CalculateReward()

{

var enemies = currentUnit.GetEnemiesList();

float enemiesHealth = enemies.Sum(x => x.GetHealthNormalized() * 100f);
int reward = (int)enemiesHealth;

return reward;

}

Meroa TurnSystem OnTurnChanged():
SIkmo 3apa3 uepra Ha Xia JUis BOpOTa, METOJ BCTAHOBIIOE State B

TakingTurn Ta inimiami3sye timer. JIicTUHT KOJy:

private void TurnSystem_OnTurnChanged(object sender, EventArgs e)
if (1("TurnSystem.Instance.IsPlayerTurn() ” isEnemy))

state = State.TakingTurn;
timer=2f, } }

Meron TryTakeEnemyAlIAction():
[Ipamtoe 3 roHITaMH, OO 3HAWTU ONTUMANbHY J1i0. SIKIIO 3HAXOAUTHCS

nist, BUKIMKkaeTbes OnActionStarted. JlictuHr xoxy:

private bool TryTakeEnemyAlAction(Action onEnemyAlActionComplete)

/IDebug.Log("Take Enemy Al Action™);
List<Unit> teamates = isEnemy ?
UnitManager.Instance.GetEnemyUnitList() :
UnitManager.Instance.GetFriendlyUnitList();
foreach (Unit unit in teamates)

{

currentUnit = unit;
preReward = CalculateReward();
if (TryTakeEnemyAlAction(unit, onEnemyAlActionComplete))

OnActionStarted?.Invoke(unit);
return true;

¥
}

return false;

}
Meroa BehaviorActionChoosing():

Buxonye BuOip noBeaiHku Ha ocHOBI MeToy Softmax abo EpsilonGreedy.
BukopucroBye 3HaueHHs Softmax 1y BU3HAUYE€HHS WMOBIPHOCTI BUOOPY

i BIIMOBITHO /10 OIIHKU. JIICTHHT KOJy:

private void BehaviorActionChoosing(Unit enemyUnit, ref EnemyAlAction bestEnemyAlAction, ref
BaseAction bestBaseAction, out BaseBehavior choosenBehavior)

{
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enemyUnit.DebugAllBehaviors();

choosenBehavior = ChooseBehaviorUsingSoftmax(enemyUnit.GetBaseBehaviorList());

int value = choosenBehavior.GetValue(out bestBaseAction);

bestEnemyAlAction = bestBaseAction.GetBestEnemyAlAction();

Debug.Log(">>> CHOOSED BEST: " + choosenBehavior.GetType() + " - " +
bestBaseAction.GetType() + " - " + value);

MeTton ChooseBehaviorUsingSoftmax():
OG6uucaroe UMOBIPHOCTI I KOYKHOT TOBEIHKM Ta BUOUpAE MOBE/IIHKY 3a

JOTIOMOT'OX0 BUTIAAKOBOT BUOIpKH. JIICTHHT KOTy:

public BaseBehavior ChooseBehaviorUsingSoftmax(List<BaseBehavior> baseBehaviorsList, float
temperature = 1.0f)
{

float[] probabilities = new float[baseBehaviorsL.ist.Count];
float sum = Of;
for (inti = 0; i < baseBehaviorsList.Count; i++)

probabilities[i] = Mathf.Exp(baseBehaviorsList[i].GetValue(out _) / temperature);
sum += probabilities]i];

}
for (int i = 0; i < probabilities.Length; i++)

probabilities[i] /= sum;

}

float randomValue = UnityEngine.Random.value;
float cumulative = Of;
for (inti = 0; i < baseBehaviorsList.Count; i++)

{
cumulative += probabilities[i];
if (randomValue <= cumulative)

{
by

return baseBehaviorsList[baseBehaviorsList.Count - 1];

}
MeTton ChooseBehaviorUsingEpsilonGreedy():

return baseBehaviorsList[i];

[Hoa1 0OMpae BUIaIKOBY MOBEAIHKY /Jis 3a0€3Me€UeHHs] Bap1aTUBHOCTI.

JlictuHr KOy:

public BaseBehavior ChooseBehaviorUsingEpsilonGreedy(List<BaseBehavior> baseBehaviorsList, float
epsilon = 0.1f)
{
float randomValue = UnityEngine.Random.value;
if (randomValue < epsilon)

{
int randomindex = UnityEngine.Random.Range(0, baseBehaviorsList.Count);
return baseBehaviorsList[randomIndex];

}

else

BaseBehavior bestBehavior = baseBehaviorsList[0];
int bestValue = bestBehavior.GetValue(out _);
for (inti =1; i < baseBehaviorsList.Count; i++)
{
int value = baseBehaviorsList[i].GetValue(out _);
if (value > bestValue)
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{

bestBehavior = baseBehaviorsList[i];
bestValue = value;

}

return bestBehavior;

¥
¥

Meton CompareAggressiveness():
O1iHI0€ piBeHb arpeCUBHOCTI IPaBIIs, MOPIBHIOIOYU TIOTOUHE CEPETHE

3JI0pOB’sI BOPOTiB 3 miependaueHnM. JIICTUHT KOAY:

public int CompareAggressiveness()

{
int predictedAverageHealth =

Prediction.Instance.GetAverageTotalPlayerHealth(TurnSystem.Instance. Turn-1);
var currentAverageHealth =

UnitManager.Instance.GetFriendlyUnitList()[0]. GetHeuristic<TotalHealthHeuristic>().GetValue();
return predictedAverageHealth - currentAverageHealth;

}

BucHOBKH 10 APYroro po3miiy

Cucrema cumymsnii B MOiil Tpl peani3zye (pyHKI[IOHaI IOKPOKOBO1 CTpaTerii
3 €JIEMEHTaMHU IITYYHOTO IHTEJNEKTY, IO BKJIIOYAE YOPABIIHHSA IOHITAMH Ta
B3a€EMOJIII0 3 Boporamu. Cumyssiis 3a0e3nedyyeTrbcs HaOOpaMHu CKPHINTIB IS
0OYHCIICHHS PIIICHB Ta i Ha KOXEH XiJI.

Byno po3riasHyTO anropuTMHM = OCHOBHHMX IHPOLECIB CUCTEMH Ta
MIPOAHAIII30BAHO B3aEMO/III0 KJIACIB CUCTEMHU II1J] YacC MPOILIECIB IPH.

B ocraHHbOMY TIyHKTI HaBOJAWUTHCS JACTAIBHHUM pO3TJs  peanizarlii

HITYYHOT'O 1HTEJIEKTA FOHITA.
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PO3/1J1 3. IHTEP®ENC TA TOPSIJIOK POBOTH 3 JIOJATKOM
3.1. InTepdeiic Ta NOPAAOK poOOTH 3 MPOrPAMHUM J0AATKOM

Onuc poboTH 3 NOAATKOM BKIIOYaE B ceOe po3poOKy TEKCTOBOI Ta
UTIOCTpaIifHOl YacTHHHU, SIKI JEMOHCTPYIOTh 3O0BHIIIHIM BUIJIS 3aKIHUEHOTO
OPOAYKTY.

ITicas 3aBaHTaKEHHS KOPUCTYBay OIMHSETHCS Y TOJIOBHOMY MEHIO (pHC.

3.1).

PYUHUIA PEXXUM

ABTO PEXKNM

Puc. 3.1. 'onoBHe MeHIO
300pakeHO J1Ba €JEMEHTH KEPYBaHHS, IO MPEACTABJICHI y BUIJISAIL

KHOMOK: ‘‘Pyunuii pexxum’” Ta “ABTO pexum”. [Ipun HaTHcKaHHI KHONKY ‘‘PyuyHuii
pexuM’’ TIOYMHAETHCS Tpa, Je KOopucTyBau Moxke rpatu (puc. 3.2). Skmio
HATUCHYTH KHOTIKY ‘‘ABTO peXuM’’ HE MOTPIOHO HIYOro pOOUTH, Ipa caMa MOYHE
I'paTH 3 BAKOPHCTAHHAM IIIl SIK 33 COFO3HHUX IOHITIB TaK 1 32 BOpOXuX (puc. 3.3).
3aranbHe kepyBaHHs. Ha expani rpaBiis 3’ sBISIETbCS CLIEHA MPOXOIKEHHS
rpu, aBTOMATHYHO BUOWpaeThes nis “Pyx”, us nigs 7o03Boisie  TpaBIEBi
MepeMIIlIaThCh M0 KapTi 3a JOMOMOTOI0 CITKH, rpaBellb HaTuckae JIKM 1o citii 1
IOHIT MOK€ BHKOHYBAaTH II€PEMIIICHHA Ha HOBY moO3uIit0. [loTOYHUN IOHIT

MIJCBIYYETHCS 3€JIEHUM KPYroM, JJi TOro 100 3MIHUTH KepyBaHHS Ha 1HILOIO
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IOHITa MOTPIOHO HA HHOT'O HATUCHYTH. 3@ OJMH XiJ KOKEH IOHIT MOK€ BUKOHATHU 3
XOJTY, KOJIM BC1 IOHITH TPaBLsl BUKOHATU XOH, TO MOTPIOHO HATUCHYTH HA KHOIKY

“End turn”, o6 3aKiHYUTH XiJ TPABII 1 XiJ MEPESHIIOB 0 IiIi BOPOTiB.

3aeepluTH Xig

i
(] (]

T
N ]

~ o N

Osm gl 3

B 7 T o

Puc 3.2. [loyaTtok rpu npu pyqyHOMY pexUMI

Buxig MNaysa

Puc 3.3. [loyaTtok rpu npu aBTO PEeKUMI
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Jl5ig Toro, mo0 MpOIUBISATUCH BCIO KapTy KOPUCTYBAay HATHCKAE KJIAaBIIIN
WS ADQ E (puc. 3.4), ne:

e W — pyx Bepes;

e S — pyx Hazaj;

e A — pyX BIIBO;

e D — pyx BnpaBo;

Q — obepranns Bix 0 1o 360 rpaxyciB B ipaBuii Oik(puc. 3.4);

Buxig MNaysa 3aeepliMTH Xig

E — o6epranns Bix 0 10 360 rpaais B JiBui OiK.

Puc. 3.4. O6epranns Big 0 10 360 rpaayciB HaTUCKaO4H KiaBiaTypy “Q”
3aunieHas Boporis. [lepecyBarodnch 1o JIOKaIlii TpaBerb MOXKE HATPATTUTH
Ha BOPOTiB, TOMY iX MOTPIOHO 3HUIIUTH, JIJII TOTO MO0 3HUIIUTH BOPOTra MOKHA
BUKOpUCTATH 3 ii:
— Crpinsba (puc. 3.5, puc. 3.6)
— I'panarta (puc. 3.9, puc. 3.10)
— Meu (puc. 3.7, puc. 3.8)
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Buxig MNayzsa 3aBepliuTH Xig

Puc.3.5. [ligroroBka /10 CTpuIbOU IOHITA

Buxig L EVETT 3aeeplunTH Xig

BUKOHYeTbCA finA

Puc.3.6. Ctpins0a roHiTa




Buxig

Buxig

Naysa

Naysa

BUKOHyeTbCA fis

Puc.3.8. Yiap medem roHiTa

3aBeplinTH Xig,

3aBeplwiuTH Xig
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Buxig EVEEY 3aBepliuTH Xig

Puc.3.9. [linroroBka 10 KUJIaHHS IPaHATH

Buxig EVEEY (i 3aeeplinTH Xig

BUKOHYETLCA AiA

Puc.3.10. Kuganss rpaHatu 10HITOM
Takox rpaBenb Moke BUKOHATH fito “OO0epTaHHs”, sIKa TIPOCTO
BUKOPHUCTOBYE OJWH XiJI, SIKIIO HE MOTPIOHO WTHU B aTaky, abo MepecyBaTUCh IO

nokarii (puc. 3.11).




R EVET:] i 3aeepluMTH Xig

Puc.3.11. Obepranus oHITa
I'paBentb MOK€E 3yNIMHUTHU I'Py HATHUCHYBIIM Ha KHOMNKY “Ilaysza”. J{ms Toro,
100 po3noyaTH Ipy, COYaTKy I'paBellb MOXE HaTUCHYTU KHONKY “Buxin”. Ilicis
bOT'0 BiH MEPEXOAUTH JO FOJIOBHOI'O MEHIO.
3.2. TecryBaHHA po0OTH CHCTEMHU
ITepeBipka Ha mpane3fgaTHICTh — HEB1A €MHUN MPOIEC MiJ 4ac pO3pOOKH
nporpamHoro koxy cucremu[20]. IrpoBe TecTyBaHHS B TEBHUX acleKTax
BIJIPI3HSIETHCS BIJ| TECTYBaHHS IHTEPHET-PECypCiB, MOOUTBHUX JOJATKIB Ta THIIMX
npoaykTis[21].
TecTyBaHHS ITPOBUX CUCTEM MICTUThH TaKi OCHOBH1 BUJIH:
— T€CTyBaHHA (DYHKI[IOHAJIBHOCTI;
— T€CTYBaHHS KOHTEHTY;
— TECTYBaHHS IeUMILICIO;
— KOPHUCTYBAIbKE TECTYBaHHS.
TecryBanns ¢yHkuioHampHOCTI. Hikue HaBeAeHO TecT-Keicu 1o

OCHOBHHUM JIi5IM TPAaBIIA.
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Tect Ne 1. Knonka «Manual Play» Ta «Auto Play»

ITepenymoBu: I'paBenib nepedyBae y roJIOBHOMY MEHIO T'PH.

Kpoxu:

1.3anmycTutu rpy.

2.Hatucnytu xHonky «Manual Play» a6o «Auto Playy.

OuikyBanuii pe3ynbrar: BuOpaHuii pexuM axkTUBYEThCS, 1 TpaBellb
MEPEXOAUTH JI0 BiJIMOBITHOTO CIICHAPIIO TPH.

dakTuyHUN pe3ynbTaT: BuOpaHuil peXuM aKTHUBYETbCS, 1 TpaBellb
MEPEXOAUTH JI0 BiJIMOBITHOTO CIIEHAPIIO TPH.

Tect Ne 2. Knonka «llay3a» (Ilix gac rpn)

[TepenymoBu: I'paBens aktuBye rpy Ta nounHae 6iit (TURN 1).

Kpoxku:

1.Hatucuytu kHonky «[lay3za» y BepXHbOMY JIIBOMY KYTi.

OuikyBaHuii pe3ynbratr: ['pa 3ynuHse BCi i, IOHITH NPUIUHAIOTH PYyX, a
iHTepdeiic mMoBiOMIISE TIPO May3Yy.

daktuuHui pe3ynbTar: ['pa 3ynuHse BCl All, IOHITH TPUIHHSIOTH PYX, a
iHTepdeiic mMoBiJOMIISIE TIPO May3y.

Tect Ne 3. IlincBiuyBaHHS KHOIIOK JIiil IOHITA

[TepenymoBu: I'paBers akTuBYye 10HITa B O0HOBIH cecli.

Kpoxku:

1.06paru roHITa y TPi.

2.IlepeBiputn kHONKH HIKHBOTO iHTEpdeicy: «PYX», «CTPLIbBBAy,
«'PAHATA», <MEY».

OuikyBanuii pesynpraT: OOpaHa KHOMKa [Jii MIJACBIYYETHCS UITKO
(HampuKJIaJI, 3eJICHOI0 PaMKOIO a00 1HIIUM KOJIbOPOM).

@daktuunuit  pesynabTaT: OOpaHa KHOMKA [ii MIACBIYYETHCS HITKO
(HampuKIIal, 3eJICHOI0 PAMKOIO 200 1HIIIUM KOJIEOPOM).

Tect Ne 6. PoGota aBTorpu (Auto Play)

[TepenymoBu: I'pasers oOupae pexxum «Auto Play» y ronoBHOMYy MeHFO.

Kpoxku:
50



1.3anyctutu pexxum «Auto Play».

2.CrioctepiraTd 3a JisIMU IOHITIB.

OuikyBanuii pesynapTaT: FOHITM aBTOMATHYHO NPUKHMAIOTH PILLIEHHS Ta
BUKOHYIOTH X171 6€3 BTpyUaHHs I'paBL.

®aktuyHui pe3ynbrar: FOHITH aBTOMAaTUYHO MNPUWMAIOTH PIIICHHS Ta
BUKOHYIOTb X1J1 0€3 BTpyUYaHHs IPaBIIs.

TecTtyBaHHs reWmIuier0. bylno DpoOBEAEHO TECTyBaHHSA TI'€UMILICHHHAX
0COOJIMBOCTEM, BKJIIOYAIOYM OCHOBHY — KEPYBAaHHS TpaBlieM HOro pyx, CTpuin0a i
ta. Ilig gac tectyBaHHs HOCTymHOTO (YHKIIOHATY Y HHOTO HE OYyJI0 BUSBIICHO

YKOJHUX HEIOJIKIB UM TOMUJIOK Y pOOOTI.

BucHOBKH 10 TPETHOr0 PO3aiILy

B nmanomy po3nuni  OyJd0 HaBEeIEHO TMOPSIOK BCTAHOBJIECHHS Ta
HaJallITyBaHHS JOAATKy Ta BU3HAYEHO MIHIMAJIbHY KOH(Irypariio CUCTEMH IS
KOM(OPTHOI TpH.

PeanizoBana cucremMa cumyJsisiii MICTUTh 1HTEp(EHCH TOJIOBHOTO MEHIO,
MEHIO May3u Ta OCHOBHUU IrpoBWil 1HTepdeiic, podoTa Ta (yHKLII €JIEeMEHTIB
AKOoro OyiM HaBeleHi. Takok OyJio MpOBEACHO (PYHKI[IOHAJIbHE Ta TeUMILUICHHE
TECTYBaHHS NIOJATKy. 3HaMIeH] MOMUIKHK OYyJI0 BUIIPABIEHO, CHUCTEMa IPaItO€

KOPEKTHO Ta BUKOHYE MMOCTaBJIEH] 3a1a4l.
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BUCHOBKH

VY paMmkax BUKOHaHHs KBadi(ikaiiiHoi poOOTH OyJI0 po3pOoOICHO CUCTEMY
QIaNTHBHOTO IITYYHOTO IHTENEKTY I TOKPOKOBOI TpH-CTpaTterii, sKa
BUKOPUCTOBYE METOM MAIIMHHOTO HaBYAHHS JIJIsl ONTUMI3allii MOBEIIHKU O0Ta.

Byno npoanainizoBaHo irpy, fiKi € aHaJIOraMH MPOTPAMHOTO MPOAYKTY, IO
po3pobsieThes. [Ipu aHamizi po3riasiHYTO OCHOBHI €JIEMEHTHU TpH, iX TeUMIUIeH Ta
TeMaTuky. Po310paHO OCHOBHI €JIEMEHTH Ta XapaKTEPUCTUKH KaHpy. Takoxk
OTPUMAHO TEOPETUYHHA (PYHIAMEHT IS TMOAANBIIOI POOOTH 1 TIOBHICTIO
c(hOpMOBAHO YSIBJIEHHS PO TPy, 1110 CTBOPIOETHCS.

OCHOBHUM pE3yJbTaTOM € BIPOBA/DKEHHS 1HTEJIEKTYaJIbHUX aJITOPUTMIB,
30KpeMa ercuIoH-X)aai0HoTo miaxoAy Ta Softmax, s BUOOpPY ONTHUMaIbHUX J1H
Ha OCHOBI €BpHUCTHK 1 OixeiiBiopiB IoHITIB. lLle mo03Bojise OGoTamM HE TUIBKU
pearyBaTy Ha MOTOYHY CHUTYyaIlll0 Ha MoJii 000, alie ¥ MPOTHO3YBaTH Jii rpaBlif,
IIBUIIYIOYH PiBEHb CKIaJHOCTI TPH.

Po3pobinieni  anroputMu MarwTh BHCOKY MPAKTUYHY IIHHICTH IS
BUKOPUCTAHHS B TIOKPOKOBHUX CTpaTeTisX, OCKUIBKM 3HAYHO IOKPAIIYIOTh
B3aEMOJIII0 TpaBlsd 3 KOMITIOTEPHUM CYNPOTHUBHUKOM, pOOJIAYM HOTO OLIBII
peaNiCTUYHUM 1 aJanTUBHUM. BOHM MOXyTh OyTH IHTETpPOBaHI B 1HIII I1rpOBI
MPOEKTHU, 30KpeMa B CTpATETiuHi Irpu, J€ BaXJIMBE MepeAdaueHHs 1 amanTalis
MMOBEMIHKHA 00Ta. YIOCKOHAJIEHHS METOIB MAIIMHHOIO HAaBYaHHS JO3BOJIUTH IIE
Ounble MOKpaMUTH epeKkTUBHICTH cuctemu LI, migBUIIYIOYM 1HTENEKTyalbHY
CKJIQJHICTh ITPOBUX CYNIPOTHUBHUKIB.

Bci MexaHIKy TIpaIiorTh HAJICKHUM YHMHOM 0e3 300iB. I'pa po3pobisiacs
Ha pymiro Unity3D, saxuii goOpe cebe mokaszaB Tl 4ac poOOoTH. [HTYITHBHO
3po3yminuii iHTepdeiic, MBUAKICTh POOOTH Ta BEIMYE3HA KUTBKICTh JOKYMEHTAIIIT
1 MOBYaJIbHUX POJUKIB Ha YouTube nonomaratots B Oy/ib-sikoMy nUTaHH1. Benuki
MOJKJIMBOCTI JIJII MOBTOPHOI'O BUKOPUCTAaHHS KOAY Ta BOyJOBaHa ONTHUMi3allis

rpadiku, ¢i3uku. BiH TOBHICTIO 3al0BOJIBHSE HAC 3a CBOIMH 0a30BUMU
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XapaKTEPUCTHKAMHU JI0 TOTO K Ma€ MOTYXKHY MIATPUMKY TOBapHCTBA, IO 3HAYHO
3HIDKYE TIOPIT BXOHKCHHS.
[TonaneIm OCHTIKEHHS MOXXYTh OyTH CIIPSIMOBAHI Ha:
1. PosmupeHHs aqrOpuTMIB HABUAHHS IS BKIIOUCHHS OUTHIN CKIATHHUX
cTpaTerii 1 aganTalii 10 HerepeadadyyBaHUX /il TpaBIls.
2. OnTuMizaliiss yacy oOpoOKH il 3a0€3MEeUeHHS IIBUAKOI peakiii B
peasibHOMY Yaci 0e3 BTpaTH €(peKTUBHOCTI.
3. Iurerpamist 3 iHIIMMH METOJAaMH MAIIMHHOTO HAaBYAHHS, TaKUMHU SK
ITMOMHHE HABYaHHS, JUIS MIABUIICHHS TOYHOCTI TMPOTHO3YBAHHS 1

aJalTUBHOCTI.
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JlonaTok A

BaseAction.cs

using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public abstract class BaseAction : MonoBehaviour
{
public static event EventHandler OnAnyActionStarted;
public static event EventHandler OnAnyActionCompleted;
protected Unit unit;
protected bool isActive;
protected Action onActionComplete;
public abstract bool IsPlayerPlayable { get; }
protected virtual void Awake()
{
unit = GetComponent<Unit>();
}
public abstract string GetActionName();
public abstract void TakeAction(GridPosition gridPosition, Action onActionComplete);
public virtual bool IsValidActionGridPosition(GridPosition gridPosition)
{
List<GridPosition> validGridPositionList = GetValidActionGridPositionList();
return validGridPositionList.Contains(gridPosition);

public abstract List<GridPosition> GetValidActionGridPositionList();
public virtual int GetActionPointsCost()
{
return 1,
}
protected void ActionStart(Action onActionComplete)
{
isSActive = true;
this.onActionComplete = onActionComplete;
OnAnyActionStarted?.Invoke(this, EventArgs.Empty);
}
protected void ActionComplete()
{
isActive = false;
onActionComplete();
OnAnyActionCompleted?.Invoke(this, EventArgs.Empty);

}
public Unit GetUnit()
{

return unit;

public EnemyAlAction GetBestEnemyAlAction()
{

List<EnemyAlAction> enemyAlActionList = new List<EnemyAlAction>();
List<GridPosition> validActionGridPositionList = GetValidActionGridPositionList();
foreach (GridPosition gridPosition in validActionGridPositionList)

EnemyAlAction enemyAlAction = GetEnemyAlAction(gridPosition);
enemyAlActionList. Add(enemyAlAction);

if (enemyAlActionList.Count > 0)

enemyAlActionList.Sort((EnemyAlAction a, EnemyAlAction b) => b.actionValue - a.actionValue);
return enemyAlActionList[0];
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¥

}
else

{
¥

public abstract EnemyAlAction GetEnemyAlAction(GridPosition gridPosition);

return null;
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GrenadeAction.cs

using System;
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class GrenadeAction : BaseAction
{
[SerializeField] private Transform grenadeProjectilePrefab;
public override bool IsPlayerPlayable => true;
private int maxThrowDistance = 5;
private void Update()
{
if (lisActive)
{

return;

¥

public override string GetActionName()

{

return "I'panata";

public override EnemyAlAction GetEnemyAlAction(GridPosition gridPosition)

{

return new EnemyAlAction
{
gridPosition = gridPosition,
actionValue = 0,
j3
}

public override List<GridPosition> GetValidActionGridPositionList()

{

GridPosition unitGridPosition = unit.GetGridPosition();
for (int x = -maxThrowDistance; x <= maxThrowDistance; x++)

{

for (int z = -maxThrowDistance; z <= maxThrowDistance; z++)

{

GridPosition offsetGridPosition = new GridPosition(x, z);

List<GridPosition> validGridPositionList = new List<GridPosition>();

GridPosition testGridPosition = unitGridPosition + offsetGridPosition;
if ('LevelGrid.Instance.IsValidGridPosition(testGridPosition))

{

continue;

}
int testDistance = Mathf.Abs(x) + Mathf.Abs(z);

if (testDistance > maxThrowDistance)

{

continue;

validGridPositionList. Add(testGridPosition);
// Debug.Log(testGridPosition);

}

return validGridPositionList;

public override void TakeAction(GridPosition gridPosition, Action onActionComplete)

{

Quaternion.identity);

Transform grenadeProjectileTransform = Instantiate(grenadeProjectilePrefab, unit.GetWorldPosition(),

GrenadeProjectile grenadeProjectile = grenadeProjectileTransform.GetComponent<GrenadeProjectile>();
grenadeProjectile.Setup(gridPosition, OnGrenadeBehaviorComplete);
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¥

//Debug.Log("GrenadeAction");
ActionStart(onActionComplete);

¥

private void OnGrenadeBehaviorComplete()

{
ActionComplete();

¥
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MoveDefenciveAction.cs

using System.Collections;

using System.Collections.Generic;
using System.Ling;

using UnityEngine;

public class MoveDefenciveAction : MoveOffenciveAction
{
public override bool IsPlayerPlayable => false;
public override EnemyAlAction GetEnemyAlAction(GridPosition gridPosition)
{
int actionValue = 0;
int targetCountAtGridPosition = unit.GetAction<ShootAction>().GetTargetCountAtPosition(gridPosition);
var bestPath = ShortestPathToEnemy();
GridPosition bestPathEnd = bestPath.LastOrDefault();
actionValue = (int)bestPathEnd.DistanceTo(gridPosition);
if ('unit.IsEnemy) actionValue = -actionValue;
return new EnemyAlAction
{
gridPosition = gridPosition,
actionValue = actionValue,
3
}
}
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MoveOffenciveAction.cs

using System;

using System.Collections;

using System.Collections.Generic;
using System.Ling;

using UnityEngine;

public class MoveOffenciveAction : BaseAction

{
[SerializeField] private int maxMoveDistance = 4;
public override bool IsPlayerPlayable => true;
private float moveSpeed = 10f;
private float rotateSpeed = 10f;
public int MaxMoveDistance => maxMoveDistance;
public event EventHandler OnStartMoving;
public event EventHandler OnStopMoving;
private List<Vector3> positionList;
private int currentPositionindex;
private void Update()

if (lisActive)
{
return;
}
Vector3 targetPosition = positionList[currentPositionIndex];
Vector3 moveDirection = (targetPosition - transform.position).normalized;
transform.forward = Vector3.Lerp(transform.forward, moveDirection, Time.deltaTime * rotateSpeed);

float stoppingDistance = .1f;
if (Vector3.Distance(transform.position, targetPosition) > stoppingDistance)

{

transform.position += moveDirection * moveSpeed * Time.deltaTime;

}

else
{
currentPositionIndex++;
if (currentPositionindex >= positionList.Count)
{
OnStopMoving?.Invoke(this, EventArgs.Empty);
ActionComplete();
}
}

public override void TakeAction(GridPosition gridPosition, Action onActionComplete)
{
List<GridPosition> pathGridPositionList = Pathfinding.Instance.FindPath(unit.GetGridPosition(), gridPosition,
out int pathLength);
currentPositionindex = 0;
positionList = new List<Vector3>();
foreach (GridPosition pathGridPosition in pathGridPositionList)

{
positionList.Add(LevelGrid.Instance.GetWorldPosition(pathGridPosition));

¥
OnStartMoving?.Invoke(this, EventArgs.Empty);

ActionStart(onActionComplete);

public override List<GridPosition> GetValidActionGridPositionList()
{

List<GridPosition> validGridPositionList = new List<GridPosition>();
GridPosition unitGridPosition = unit.GetGridPosition();
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for (int x = -maxMoveDistance; x <= maxMoveDistance; x++)
{
for (int z = -maxMoveDistance; z <= maxMoveDistance; z++)
{
GridPosition offsetGridPosition = new GridPosition(x, z);
GridPosition testGridPosition = unitGridPosition + offsetGridPosition;
if (LevelGrid.Instance.IsValidGridPosition(testGridPosition))
{

continue;

if (unitGridPosition == testGridPosition)
{

continue;

}
if (LevelGrid.Instance.HasAnyUnitOnGridPosition(testGridPosition))

{

continue;

if ('Pathfinding.Instance.lsWalkableGridPosition(testGridPosition))
{

continue;

if (IPathfinding.Instance.HasPath(unitGridPosition, testGridPosition))
{

continue;

}

int pathfindingDistanceMultiplier = 10;

if (Pathfinding.Instance.GetPathLength(unitGridPosition, testGridPosition) > maxMoveDistance *
pathfindingDistanceMultiplier)

{

continue;

validGridPositionList. Add(testGridPosition);
// Debug.Log(testGridPosition);

}

return validGridPositionList;

}
protected List<GridPosition> ShortestPathToEnemy()

{
GridPosition unitGridPosition = unit.GetGridPosition();
List<List<GridPosition>> pathes = new List<List<GridPosition>>();
foreach (var enemy in unit.GetEnemiesList())

GridPosition enemyPosition = enemy.GetGridPosition();
List<GridPosition> pathGridPositionList = Pathfinding.Instance.FindPath(unitGridPosition, enemyPosition,
out int pathLength);
if (pathGridPositionList != null) pathes.Add(pathGridPositionList);
}
List<GridPosition> shortest = pathes.OrderBy(x => x.Count).FirstOrDefault();
if (shortest == null) return new List<GridPosition>();
return shortest. Take(maxMoveDistance * 10).ToList();

¥

public override string GetActionName()

{

return "Pyx";

public override EnemyAlAction GetEnemyAlAction(GridPosition gridPosition)
{

int actionValue = 0;



¥

¥

int targetCountAtGridPosition = unit.GetAction<ShootAction>(). GetTargetCountAtPosition(gridPosition);
if (targetCountAtGridPosition == 0)
{
var bestPath = ShortestPathToEnemy();
bestPath.Reverse();
int index = bestPath.IndexOf(gridPosition);
if (index 1= -1)
actionValue = (int)(10 * (bestPath.Count / index));
else
actionValue = 0;
}

else
{

actionValue = targetCountAtGridPosition * 10;
}

return new EnemyAlAction

{
gridPosition = gridPosition,
actionValue = actionValue,

¥
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ShootAction.cs
using System;
using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class ShootAction : BaseAction
{
public override bool IsPlayerPlayable => true;
public static event EventHandler<OnShootEventArgs> OnAnyShoot;
public event EventHandler<OnShootEventArgs> OnShoot;
public class OnShootEventArgs : EventArgs
{
public Unit targetUnit;
public Unit shootingUnit;
}
private enum State
{
Aiming,
Shooting,
Cooloff,

[SerializeField] private LayerMask obstaclesLayerMask;

public LayerMask ObstaclesLayerMask => obstaclesLayerMask;
private State state;

private int maxShootDistance = 7,

public int MaxShootDistance => maxShootDistance;

private float stateTimer;

private Unit targetUnit;

private bool canShootBullet;

private void Update()
{

if (lisActive)

{

return;

}

stateTimer -= Time.deltaTime;

switch (state)

{

case State.Aiming:
Vector3 aimDir = (targetUnit.GetWorldPosition() - unit.GetWorldPosition()).normalized;

float rotateSpeed = 10f;
transform.forward = Vector3.Lerp(transform.forward, aimDir, Time.deltaTime * rotateSpeed);
break;
case State.Shooting:
if (canShootBullet)

Shoot();
canShootBullet = false;

}
break;

case State.Cooloff:
break;
}

if (stateTimer <= 0f)

NextState();
¥
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private void NextState()
{
switch (state)
{
case State.Aiming:
state = State.Shooting;
float shootingStateTime = 0.1f;
stateTimer = shootingStateTime;
break;
case State.Shooting:
state = State.Cooloff;
float coolOffStateTime = 0.5f;
stateTimer = coolOffStateTime;
break;
case State.Cooloff:
ActionComplete();
break;

¥

private void Shoot()
{
OnAnyShoot?.Invoke(this, new OnShootEventArgs
{
targetUnit = targetUnit,
shootingUnit = unit
b
OnShoot?.Invoke(this, new OnShootEventArgs
{
targetUnit = targetUnit,
shootingUnit = unit

ok
targetUnit.Damage(25);

public override string GetActionName()

{

return "Crpins6a";

public override List<GridPosition> GetValidActionGridPositionList()
{

GridPosition unitGridPosition = unit.GetGridPosition();

return GetValidActionGridPositionList(unitGridPosition);

public List<GridPosition> GetValidActionGridPositionList(GridPosition unitGridPosition)
{
List<GridPosition> validGridPositionList = new List<GridPosition>();
/I GridPosition unitGridPosition = unit.GetGridPosition();
for (int x = -maxShootDistance; x <= maxShootDistance; x++)
{
for (int z = -maxShootDistance; z <= maxShootDistance; z++)
{
GridPosition offsetGridPosition = new GridPosition(x, z);
GridPosition testGridPosition = unitGridPosition + offsetGridPosition;
if (ILevelGrid.Instance.IsValidGridPosition(testGridPosition))
{
continue;
}
int testDistance = Mathf.Abs(x) + Mathf.Abs(z);
if (testDistance > maxShootDistance)

{
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continue;

}
if (ILevelGrid.Instance.HasAnyUnitOnGridPosition(testGridPosition))
{

continue;
}
Unit targetUnit = LevelGrid.Instance.GetUnitAtGridPosition(testGridPosition);
if (targetUnit.IsEnemy == unit.IsEnemy)
{

continue;
}
Vector3 unitWorldPosition = LevelGrid.Instance.GetWorldPosition(unitGridPosition);
Vector3 shootDir = (targetUnit.GetWorldPosition() - unitWorldPosition).normalized:;
float unitShoulderHeight = 1.7f;
if (Physics.Raycast(
unitWorldPosition + Vector3.up * unitShoulderHeight,
shootDir,
Vector3.Distance(unitWorldPosition, targetUnit. GetWorldPosition()),
obstaclesLayerMask))
{

continue;

validGridPositionList. Add(testGridPosition);
/I Debug.Log(testGridPosition);
}
}

return validGridPositionList;

public override void TakeAction(GridPosition gridPosition, Action onActionComplete)
{

targetUnit = LevelGrid.Instance.GetUnitAtGridPosition(gridPosition);

state = State.Aiming;

float aimingStateTime = 1f;

stateTimer = aimingStateTime;

canShootBullet = true;

ActionStart(onActionComplete);

}
public Unit GetTargetUnit()
{

return targetUnit;

public override EnemyAlAction GetEnemyAlAction(GridPosition gridPosition)

{
Unit targetUnit = LevelGrid.Instance.GetUnitAtGridPosition(gridPosition);

return new EnemyAlAction

{
gridPosition = gridPosition,
actionValue = 100 + Mathf.RoundTolnt((1 - targetUnit.GetHealthNormalized()) * 100f),

b
public int GetTargetCountAtPosition(GridPosition gridPosition)

{
return GetValidActionGridPositionList(gridPosition).Count; }}
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SwordAction.cs

using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public class SwordAction : BaseAction
{
public override bool IsPlayerPlayable => true;
public static event EventHandler OnAnySwordHit;
public event EventHandler OnSwordActionStarted:;
public event EventHandler OnSwordActionCompleted;
private enum State
{
SwingingSwordBeforeHit,
SwingingSwordAfterHit,
}
private int maxSwordDistance = 1;
public int MaxSwordDistance => maxSwordDistance;
private State state;
private float stateTimer;
private Unit targetUnit;
private void Update()
{
if (lisActive)
{

¥

stateTimer -= Time.deltaTime;

return;

switch (state)
{
case State.SwingingSwordBeforeHit:
Vector3 aimDir = (targetUnit.GetWorldPosition() - unit.GetWorldPosition()).normalized,;
float rotateSpeed = 10f;
transform.forward = Vector3.Lerp(transform.forward, aimDir, Time.deltaTime * rotateSpeed);
break;
case State.SwingingSwordAfterHit:
break;
}
if (stateTimer <= 0f)
{

}

}
private void NextState()

{

switch (state)

{

NextState();

case State.SwingingSwordBeforeHit:
state = State.SwingingSwordAfterHit;
float afterHitState Time = 0.5f;
stateTimer = afterHitStateTime;
targetUnit.Damage(40);
OnAnySwordHit?.Invoke(this, EventArgs.Empty);
break;

case State.SwingingSwordAfterHit:
OnSwordActionCompleted?.Invoke(this, EventArgs.Empty);
ActionComplete();
break;
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public override string GetActionName()

{

return "Meu";

public override EnemyAlAction GetEnemyAlAction(GridPosition gridPosition)

{

return new EnemyAlAction

gridPosition = gridPosition,
actionValue = 200,

public override List<GridPosition> GetValidActionGridPositionList()

{
List<GridPosition> validGridPositionList = new List<GridPosition>();
GridPosition unitGridPosition = unit.GetGridPosition();
for (int x = -maxSwordDistance; X <= maxSwordDistance; x++)

for (int z = -maxSwordDistance; z <= maxSwordDistance; z++)

GridPosition offsetGridPosition = new GridPosition(x, z);
GridPosition testGridPosition = unitGridPosition + offsetGridPosition;
if ('LevelGrid.Instance.IsValidGridPosition(testGridPosition))
{

continue;
}
if ('LevelGrid.Instance.HasAnyUnitOnGridPosition(testGridPosition))
{

continue;

}
Unit targetUnit = LevelGrid.Instance.GetUnitAtGridPosition(testGridPosition);
if (targetUnit.IsEnemy == unit.IsEnemy)

{

continue;

validGridPositionList. Add(testGridPosition);
/I Debug.Log(testGridPosition);

return validGridPositionList;

public override void TakeAction(GridPosition gridPosition, Action onActionComplete)

{
targetUnit = LevelGrid.Instance.GetUnitAtGridPosition(gridPosition);
state = State.SwingingSwordBeforeHit;
float beforeHitStateTime = 0.7f;
stateTimer = beforeHitStateTime;
OnSwordActionStarted?.Invoke(this, EventArgs.Empty);
ActionStart(onActionComplete);

public int GetTargetCountAtPosition()

{
¥

return GetValidActionGridPositionList().Count;
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EnemyAl.cs

using System;

using System.Collections;

using System.Collections.Generic;
using System.Ling;

using UnityEngine;

public class EnemyAl : MonoBehaviour
{
[SerializeField] bool isEnemy;
public event Action<Unit> OnActionStarted,;
public event Action OnActionFinished;
private enum State
{
WaitingForEnemyTurn,
TakingTurn,
Busy
}
private State state;
private float timer;
private Unit currentUnit;
private int preReward;
private void Awake()

{
state = State.WaitingForEnemyTurn;

private void Start()
if ('isEnemy)

if (PlayerPrefs.GetInt("isAuto") == 0)
{

enabled = false;

return;

}

else

{
TurnSystem_OnTurnChanged(null, null);
}

}
TurnSystem.Instance.OnTurnChanged += TurnSystem_OnTurnChanged,;

UnitManager.Instance.OnAllEnemiesDead += Instance_OnAlIEnemiesDead:;

¥

private void Instance_OnAllEnemiesDead(bool obj)

enabled = false;

List<Unit> teamates = isEnemy ?
UnitManager.Instance.GetEnemyUnitL.ist() :
UnitManager.Instance.GetFriendlyUnitList();

foreach (var unit in teamates)

unit.Save();

¥

}
private void Update()

if (TurnSystem.Instance.IsPlayerTurn() == isEnemy)
{

return;

switch (state)
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case State.WaitingForEnemyTurn:
break;
case State.TakingTurn:
timer -= Time.deltaTime;
if (timer <= 0f)
{
if (TryTakeEnemyAlAction(SetStateTakingTurn))

{
state = State.Busy;

¥

else

{

TurnSystem.Instance.NextTurn();

}

[[TurnSystem.Instance.NextTurn();
}
break;
case State.Busy:
break;

}
private void SetStateTakingTurn()

{

currentUnit.SetReward(preReward - CalculateReward());
OnActionFinished?.Invoke();

timer = 0.5f;

state = State.TakingTurn;
}
private int CalculateReward()
{

[Ivar friends = currentUnit.GetFriendsList();

var enemies = currentUnit.GetEnemiesList();

//float teammatesHealth = friends.Sum(x => x.GetHealthNormalized() * 100f);
float enemiesHealth = enemies.Sum(x => x.GetHealthNormalized() * 100f);

/I calculating for 3 vs 3

int reward = (int)enemiesHealth;

return reward,;

}

private void TurnSystem_OnTurnChanged(object sender, EventArgs e)
if (('TurnSystem.Instance.IsPlayerTurn() ~ isEnemy))

state = State.TakingTurn;
timer = 2f;
}

}
private bool TryTakeEnemyAlAction(Action onEnemyAlActionComplete)

//Debug.Log("Take Enemy Al Action™);
List<Unit> teamates = isEnemy ?
UnitManager.Instance.GetEnemyUnitList() :
UnitManager.Instance.GetFriendlyUnitList();
foreach (Unit unit in teamates)
{
currentUnit = unit;
preReward = CalculateReward();
if (TryTakeEnemyAlAction(unit, onEnemyAlActionComplete))
{
OnActionStarted?.Invoke(unit);
return true;



}
¥

return false;
private bool TryTakeEnemyAlAction(Unit enemyUnit, Action onEnemyAlActionComplete)
if ('enabled) return false;

EnemyAlAction bestEnemyAlAction = null;
BaseAction bestBaseAction = null;
//DefaultActionChoosing(enemyUnit, ref bestEnemyAlAction, ref bestBaseAction);
BehaviorActionChoosing(enemyUnit, ref bestEnemyAlAction, ref bestBaseAction, out BaseBehavior
choosenBehavior);
if (bestEnemyAlAction != null && enemyUnit. TrySpendActionPointsToTakeAction(bestBaseAction))
{
enemyUnit.Log(TurnSystem.Instance.Turn, choosenBehavior);
bestBaseAction.TakeAction(bestEnemyAlAction.gridPosition, onEnemyAlActionComplete);
return true;

¥

else

{
return false;
}

}
private void DefaultActionChoosing(Unit enemyUnit, ref EnemyAlAction bestEnemyAlAction, ref BaseAction

bestBaseAction)

foreach (BaseAction baseAction in enemyUnit.GetBaseActionArray())

{
if (lenemyUnit.CanSpendActionPointsToTakeAction(baseAction))

{

continue;

}
if (bestEnemyAlAction == null)

bestEnemyAlAction = baseAction.GetBestEnemyAlAction();

bestBaseAction = baseAction;

if (bestEnemyAlAction != null) Debug.Log(baseAction.GetType() + ": " +
bestEnemyAlAction.actionValue);

}

else

EnemyAlAction testEnemyAlAction = baseAction.GetBestEnemyAlAction();
if (testEnemyAlAction != null) Debug.Log(baseAction.GetType() + ": " +
testEnemyAlAction.actionValue);
if (testEnemyAlAction != null && testEnemyAlAction.actionValue > bestEnemyAlAction.actionValue)
{
bestEnemyAlAction = testEnemyAlAction;
bestBaseAction = baseAction;
}
}
/I baseAction.GetBestEnemyAlAction();

}
//Debug.Log("BEST: "+ bestBaseAction.GetType() + ": " + bestEnemyAlAction.actionValue);

//Debug.Log("-----------=--=-=--=----- ");

private void BehaviorActionChoosing(Unit enemyUnit, ref EnemyAlAction bestEnemyAlAction, ref BaseAction
bestBaseAction, out BaseBehavior choosenBehavior)
{
enemyUnit.DebugAllBehaviors();
choosenBehavior = ChooseBehaviorUsingSoftmax(enemyUnit.GetBaseBehaviorList());
//BaseBehavior choosen = ChooseBehaviorUsingEpsilonGreedy(enemyUnit.GetBaseBehaviorList());
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int value = choosenBehavior.GetValue(out bestBaseAction);

bestEnemyAlAction = bestBaseAction.GetBestEnemyAlAction();

Debug.Log(">>> CHOOSED BEST: " + choosenBehavior.GetType() + " - " + bestBaseAction.GetType() + " -
" + value);

¥

public BaseBehavior ChooseBehaviorUsingSoftmax(List<BaseBehavior> baseBehaviorsList, float temperature =
1.0f)

float[] probabilities = new float[baseBehaviorsL.ist.Count];
float sum = 0f;

for (inti = 0; i < baseBehaviorsList.Count; i++)

probabilities[i] = Mathf.Exp(baseBehaviorsList[i].GetValue(out ) / temperature);
sum += probabilities[i];

}
for (int i = 0; i < probabilities.Length; i++)

probabilities[i] /= sum;

}
float randomValue = UnityEngine.Random.value;
float cumulative = Of;

for (inti = 0; i < baseBehaviorsList.Count; i++)

{
cumulative += probabilities][i];
if (randomValue <= cumulative)

{

return baseBehaviorsList[i];

}

return baseBehaviorsList[baseBehaviorsList.Count - 1];

¥
¥

public BaseBehavior ChooseBehaviorUsingEpsilonGreedy(List<BaseBehavior> baseBehaviorsList, float epsilon
=0.1f)

float randomValue = UnityEngine.Random.value;

if (randomValue < epsilon)
{
int randomindex = UnityEngine.Random.Range(0, baseBehaviorsList.Count);
return baseBehaviorsList[randomIndex];

}

else
{
BaseBehavior bestBehavior = baseBehaviorsList[0];
int bestVValue = bestBehavior.GetValue(out );

for (inti =1; i < baseBehaviorsList.Count; i++)

int value = baseBehaviorsList[i].GetValue(out );
if (value > bestValue)
{
bestBehavior = baseBehaviorsList[i];
bestValue = value;
}
}
return bestBehavior;
}
}
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/I greater value means player plays more aggressive now in conparison to average
public int CompareAggressiveness()
{
int predictedAverageHealth = Prediction.Instance.GetAverageTotalPlayerHealth(TurnSystem.Instance. Turn-1);
var currentAverageHealth =
UnitManager.Instance.GetFriendlyUnitList()[0]. GetHeuristic<TotalHealthHeuristic>().GetValue();
return predictedAverageHealth - currentAverageHealth;
}

¥

76



