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PE®EPAT

TekcToBa yacTuHa kBajidikaiiitHoi poOOTH Ha 3100yTTS OCBITHHOTO CTYTICHS

Oakamnaspa: 60 ctop., 1 Tabi., 43 puc., 37 mKepen.

Mema pobomu — 3HaiiIeHHs] KOHLEMLII moeaHaHHsS MexaHik kaHpiB RTS Ta
ro6anpHOi cTpaTerii B Mexax OJIHI€i IrpOBOi CHCTEMH Ha OCHOBI CTBOPEHOTO
MPOTOTHUITY TPH.

06’exkm OocnioxcenHss — TPOLEC B3AEMOJIII CTPATEriYHOTO Ta TAKTUYHOTO
IFPOBUX PEKUMIB y TiOpuaHuX irpax >kanpiB Real Time Strategy (RTS) Ta rino6ansHoi
CTparTertii.

IIpeomem Oocnioxcennsi — 1rpoOBI MEXaHIKU CTPATETIYHOTO Ta TaKTUYHOTO
PEXKUMIB, a TaKOXK apXITEKTypHI PILICHHS, 10 3a0€3MeUyloTh IXHIO 1HTErpaiio Ha
OCHOBI1 CTBOPEHOTO MPOTOTUITY T1OPUTHOT TPH.

Kopomxuu 3micm pobomu: B poOOTI mpoaHaai30BaHO BUIU Ta OCOOJMBOCTI
CTpATETIYHUX Irop MPEACTABICHUX HAa PUHKY, IMPOAHANI30BaHI TPEHAHM Ta LIIbOBA
ayIUTOPISI CTPATETTYHUX 1TOP, BU3HAYEHO CIIOCOOM 1 METOIU MO€IHaHHS KaHpiB RTS
Ta riao0anbHUX cTparterii. [IpoananizoBaHO 1HCTpYMEHTaIbHI 3aCO0HU JJIsi PO3POOKHU
IrpoBUX NPOAYKTIB. PO3po0iieHO Biieorpy 3 eeMeHTaMu JIBOX >KaHPIB Ta MPOrPaMHO
peanizoBaHl KIOYOBI (YHKI[IOHAJIBHI MOJKJIMBOCTI, 30KpeMa: 3aBaHTAXKCHHS 1
BUBAHTAXCHHS PIBHIB y pEaJbHOMY 4aci, OE3IIOBHUN TEpexii MiXK pPeKUMaMH,
CUCTEMHU EKOHOMIKM Ta OoioBux mid. IIpoBenmeno (QyHKIIOHATbHE Ta MOMIYJIbHE
TeCTyBaHHs N0AaTKy. B po0OoTi Bukopucrano irpoBuii npuryH Unreal Engine mns
OCHOBHOTO Tporiecy po3poOku, Blender nis penaryBanus 3D mopaeneit, Paint.Net mis
MaJTtoBaHHS rpadiyHUX KOMIOHEHTIB Ta Figma 1y1st mpoToTHyBaHHs iHTEpQEICy.

Cdeporo BUKOPUCTAaHHS BIICOTPH € 3a0€3MEUCHHS 1HTEICKTYaIbHOTO 03B

I'paBIIiB Ta MOJAJIbIIe BUBYEHHS MOXKIIMBOCTEN pealizallii CTpaTeriyHux irop.

KJIIOYOBI CJIOBA:, CTPATEITA, RTS, I'JIOBAJIbBHA CTPATEI'TA,
I'BPUAN3ALIIA KAHPIB, UNREAL ENGINE, BIAEOI'PA, C++, LEVEL
STREAMING.
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HEPEJIIK YMOBHMUX ITO3HAYEHb

[13 — IIporpamue 3abe3reueHHs

IDE — Integrated Development Environment
RTS - Real Time Strategy

4X - Explore, Expand, Exploit, Exterminate
MOBA — Multiplayer Online Battle Arena
RPG - Roleplay game

UE - Unreal Engine

Ul - User Interface

UX - User Experience

[T - I Ty4Huii IHTENEKT

HUD - Head-Up Display

RPC - Remote Process Call

BP - Blueprint

WBP - Widget blueprint

BPI - Blueprint interface

BPC - Blueprint component

BPT — Blueprint test



BCTYII

Axmyanvnicms: Po3poOka Bimeoirop sxanpy Real Time Strategy (RTS) 3
IHTerpaIli€r0 MeXaHIK TJI00alhbHOI cTparerii BIAMOBIAAE Cy4YaCHUM TEHJCHINSAM Y
rajxysi irpoBoi 1HAYCTpii, sSIKa JEMOHCTPYE CTAJIHMKA MOMUT Ha TJIWOOKI, KOMILJIEKCHI
ITpOB1 CHCTEMH, II0 TOEAHYIOTh TAKTUYHE YIIPABIIHHS Ta CTPATETIYHE IJIaHYBAaHHS.
3pocTaHHs MOMYJISIPHOCTI TIOPUIHUX ITPOBHUX >KAHPIB OOYMOBIIOETHCS MPAarHEHHSIM
IpaBUiB 0 PI3HOMAHITHOCTI JI0CB1lY, MOTPEOOIO Y PO3BUTKY AHAIITUYHOTO MUCJICHHS
Ta 3/aTHOCTI TpUMMaTH pillleHHS y JAuHamMiyHUX yMoBax [3]. BmpoBamxeHHs
eJIeMeHTIB rio0ansHOi cTpaterii 'y dopmari RTS nosBomnsie po3mmputu irposi
MO>KJIMBOCTI, 3a0€3MEYUTH BULIMN PIBEHb 3aHYPEHHA Y CHUMYJISLIIO CKJIaJHHUX
COILIIAJIbBHO-EKOHOMIYHUX 1 MOJITHUYHUX MPOIIECIB, a TaKOX 3aJ0BOJBHUTH BUMOTHU
KOPHUCTYBAauiB JI0 THYYKOCTI i BaplaTUBHOCTI T€MMILIEIO.

CyyacHl TexXHOJIOTil, Taki K TMOTY)XHI IrpOBl pylni Ta cHeriati30BaH1
bpeiiMBOPKH, HANAIOTh PO3POOHHMKAM 1HCTPYMEHTHU JUIsl CTBOPEHHS 1HHOBALIMHHUX
MPOJYKTIB, [0 MOKYTh BUKOPHUCTOBYBATHUCS SIK JUIsl OpraHi3auii 1HTEIEKTyalbHOIO
JIO3BULJIS, TaK 1 1711 MOJICJTIFOBAHHS CTPATETYHUX CIICHAPIiB Ta aHaJi3y B3aEMOIIT Mk
pI3HUMU piBHSIMU ynpaBiaiHHA. CaMe MO€eAHAHHS CTPATET1vyHO1 TIMOUHU W TUHAMIKU
RTS BigkpuBae HOBI MOXJIMBOCTI JJii PO3BUTKY IPOBUX MEXaHIK Ta MIABUIILYE
3aJTy4EHICTh TPaBIlIB Y ITPOBUI MPOIYKT.

06 ’exmom 00cniodxiceHHss € TIPOIEC B3a€EMOJIIi CTPATET1YHOrO0 Ta TAKTUYHOTO
ITPOBUX PEKUMIB y riOpuaHux irpax skanpiB Real Time Strategy (RTS) ta rino6anbHoi
CTpartertii.

Ilpeomemom Oocniddxcenus € IrpoBl MEXaHIKM CTPATETiYHOTO Ta TaKTUYHOTO
PEKHUMIB, a TAKOXK apXITEKTYpHI PIMICHHS, 10 3a0€3MeYy0Th IXHIO 1HTETpaIlilo Ha
OCHOBI1 CTBOPEHOTO MPOTOTHUITY T1OPUIHOI TPH.

Memotr pobomu € 3HaWACHHS KOHIIEMIIIT MOeHaHHs MexaHik kaHpiB RTS Ta
rJI00aJIbHOI cTpaTerii B MexXaxX OfHI€l irpoBOi CHUCTEMH Ha OCHOBI CTBOPEHOTO

IIPOTOTHUILY TPH



Memoou Oocnioxcenns: TEPIIAM KPOKOM OyJI0 MpoaHaTI30BaHO HAYKOBI
JOCIIJIKEHHSI 3 TEMH, JJis BU3HAYEHHS TMEPCHEKTHUBHOCTI Ta MOIIUPEHOCTI
riopuan3aiii irpoBux mimpkanpis. Jlam Oyyio mpoaHaii30BaHi JUHAMIKH PO3BUTKY SIK
RTS Tax i rmobansHuX cTpaTeriid. J{ani Oyo mpoBeeHO oI/ Ta aHalll3 ICHYIOYHX Ha
PHUHKY CTpaTeriii, 1o MalTh exeMeHTH sk RTS, rimobaibHux cTpaTeriit oqHO4YacHo, a
TaKOXK €TAJIOHHUX MPEJICTABHUKIB CBOIX JKaHpiB. Ha OCHOBI oTpuMaHOTO MaTepiaiy,
Oymo po3nouato GopmyiroBaHHS (YHKIIIOHATFHAX Ta HE()YHKIIIOHATEHUX BHUMOT JI0
CBOTO IPOrpamMHOro 3a0e3NeyeHHs, B TOMY YHUCII MPOAYMYBaHHS IrPOBOTO IUKIY,
OCHOBHHX ITPOBHUX MEXaHIK Ta IrPOBOTO CETUHTY.

Jami 6yJo mpoBeIeHO OTJIsA]] CTEKY TEXHOJIOT1H peai3allii irpoBOro 3aCTOCyHKY,
o OyIyTh BIANOBIIaTH BUMOTaM JI0 MPOTPaMHOTO 3abe3rneyeHHs, 1 Oyiao oOpaHO
irpoBuii pymnid Unreal Engine 5.5 mna 30ipku rpu, Blender nns pemaryBanusa 3D
mozenei Ta Paint.Net qiis ctBopenns 2D aceriB. Git OyB 3aCTOCOBaHMI JJIsi CUCTEMHU
KOHTPOJIIO BEpCiil mij] yac po3poOku nporpamu. JlocmimxeHHs peanizallli 3aCTOCYHKY
MIPOBOIMIIOCS ITiT Yac 0e3MoCepeIHhOI PO3POOKH.

Hayxosa nosusna po6omu monsrae y BUBUEHHI PI3HHUX PIBHIB YIIPaBIIHHS
I'POBMMH 3aBAAHHSIMU SIK 31 CTPATETr14YHOTO, TaK 1 3 TAKTUYHOIO PIBHIB MPUNHATTA
YOPABIIHCHKUX PIIICHb, SIKI € TMEPCHEKTUBHUM HANpPSIMOM JIOCTIIPKEHb B paMKax
IrpoOBOT IHAYCTPIi, HI00 YMOXKIMBUTH PO3POOKY OUTBII CKIIAIHUX 1 HAAIMHUX CTpaATErii
[15].

Ilpakmuuna  3nauywicme  pe3ynbmamie — TojsArae 'y  3a0e3MedyeHHl
1HTENEKTYaJIbHOTO JO3BIUISI TPABIIIB Ta MOJAJIbLIE BUBYEHHS MOKIMBOCTEHN peanizalii

CTpaTeTivYHUX Irop.



1 AHAJII3 RTS 3 EJTEMEHTAMM I'JIOBAJIBHOI CTPATETII

1.1 RTS 3 eteMmenTaMu 1;100a/1bHOI cTpaTerii

['Opuana crpareriuda Bigeorpa tumy Real Time Strategy 3 eneMeHTamu
robanpHOI cTpaterii (4X) — 1e cremiani3oBaHui ITPOBUH MPOIYKT, SIKAW TOETHYE
KJIFOUOBI MEXaHIKU JBOX CTPATEriyHUX MIKAHPIB 3 METOIO CTBOPEHHS TIUOIIOro U
OUTbII pI3HOMAHITHOro Teimmuiero. Y kimacuuHux RTS-irpax ocHoBHa yBara
NPUALIAETECS KEPYBAaHHIO IOHITAMU Ta PECypcaMH B PEAJbHOMY 4Yacl, IIBUAKOMY
OPUIHATTIO TaKTUYHHUX PIIIEHh Ta AMHAMIYHOMY PO3BUTKY MOJIA Ha Mojii O0ro.
Hartomicte irpu sxanpy 4X akUEHTYIOTh Ha TrJ00ajJbHOMY YIIPaBJIiHHI, PO3BUTKY
iMIiepii, JOCHIDKEHHI KapTdh, JUIUIOMATii, TEXHOJIOTIYHOMY TMporpeci Ta
JIOBFOCTPOKOBOMY CTPaTET1YHOMY IJIAHYBaHHI.

OO0'enHaHHS LMX ABOX MIAXOIB y MEXKaxX OJHOTO IrPOBOTO MPOEKTY J03BOJIE
peani3yBaTu YHIKaJIbHUM IrpoBUil UK. ['paBerb OTpUMy€e€ MOXKIWBICTH HE JIMIIE
CTPATETiyHO PO3BUBATH CBOK (PAKIII0 YU JIepKaBy, KEpyBaTU EKOHOMIKOI Ta
JTUIJIOMATIER0 Ha rI100aibHIN KapTi, ajie i 0co0ucTo OpaTH yyacTh y TAKTUYHUX OO0SX,
0 TPOXOMSTh y peajbHOMY 4Yaci. 3aBIsSKH Takid iHTerpaiii GopMyeTbcsi HOBUUN
piBEHb 3aHYpEHHS: r00ajbHI PIIICHHS TPaBls BIUIMBAIOTh Ha MepeOdir JIOKaJbHUX
OuTB, a pe3ysbTaTd OOIB y CBOIO Yepry BHU3HAYAIOTH MOJAJBIINI PO3BUTOK BCIET
MIiepii 4 ppaxiii.

OcHoBHa MmeTa noeHandsa RTS 1 4X-MexaHik — HaJIaTH IPaBILI0 KOMIUIEKCHUN
JOCBIJ] YTPaBIiHHSA $SK HA MakKpo-, Tak 1 Ha MikpopiBHi. lle cmpusie po3BUTKY
aHAJITUYHOTO MHCJICHHS, BMIHHS TIJIAaHYBaTH Ha 0arato XoJiB BIIEpe] 1 ONEepPaTUBHO
pearyBatu Ha 3MiHy cutyarlii [15, 24]. Jlo 0OCHOBHMX KOMIIOHEHTIB IpEJCTaBICHOI
riOpuIHOT CTpaTerii HaJIeXKaTh:

— rio0anbHa KapTa, J€ peali30BaHO JOCTIHDKEHHS CBITY, €KCHaHCII,

yHOPaBIiHHS pecypcaMu Ta TUIIJIOMAaTUYHY B3a€MOIIIO;



— TaKTUYHUM pEXKHUM pealbHOrO dYacy, SKUW [03BOJIAE€ Oe3MocepeHbO

yHOPaBIATH BiliCbKaMu Tij] yac OUTB;

— eKOHOMIYHa, HAyKOBa Ta colllajJbHa MOJENI, SIKi BIUTMBAIOTh HA CTPATETil0

PO3BUTKY JiepkaBu a00 (pakIlii;

— MEXaHI3MHU MEepPexXoay MiX CTPAaTEriuHUM 1 TAKTUUYHUM piBHAMU O€3 BTpaTu

[UJTICHOCTI TeHAMILIETO.

Taki irpu HajarOTh IpaBUsSM 3MOTY OOMpATH BJIACHUN CTUJIb IMPOXOJKEHHS,
KOMOIHYIOUM JTOBTOCTPOKOBE CTpaTETidyHEe MHCICHHS 3 MHUTTEBHUM TAKTUYHUM
pearyBaHHsM. 3aBIgku 1boMy TiOpuanuii xaHp RTS/4X 3maren 3aimikaBuTH SIK
HIaHyBaJIbHHUKIB Ki1acu4yHUX RTS, Tak 1 MNOLIHOBYBaudlB TIIMOOKUX TJI00aJIbHUX
CTpaTerif, a TaK0XX CTUMYJIIOE CTBOPEHHS HOBHUX CLEHapiiB JJs MOJEIIOBAHHS

CKJIQJHUX COI1aJIbHO-€KOHOMIYHHUX MPOIECIB Y BIPTyaJIbHOMY CBITI.

1.2 ’Kanp RTS

Kanp Real Time Strategy (RTS) — ue oauH 13 HalBU3HAYHIINIMX 1
HAWBIUTMBOBIIIKX TMIPKAHPIB CTPATETIUHUX BIJEOIrop, 1o chopmMyBaBCs HA TOYATKY
1990-x pokiB Ta AOCAT MKy HOMyJspHOCTI y KiHIl 1990-x — mowaTtky 2000-x. Knmacnani
RTS-irpu mepen0avatoTh ympaBiiHHS pecypcamu, OymiBHUIITBO 0a3, (hopmyBaHHS
apMiii 1 BeZieHHs OOMOBUX [I y peaJbHOMY Yaci, JIe YCMiX 3aJIeKUTh BiJ MO€IHAHHS
CTPATETiYHOTO MHUCJICHHS, TAKTUYHHX PIIICHB Ta ONEPATUBHOTO pearyBaHHs HA 3MiHY
cUTyalii Ha 1ol 00r0.

[Mepmri kynpTOBI MpenctaBHUKH sxkanpy — Dune 11 (1992), Warcraft: Orcs &
Humans (1994), Command & Conquer (1995), a takox StarCraft (1998) ta Age of
Empires (1997). Bonu 3amanu crangapTu xaHpy Ta chOpMYBaIId BEIUKY ayAUTOPIIO
MPUXUIIBHUKIB, & IXHI peMacTepH 1 CbOTOJIHI 3AIMILIAI0THCS B3IPISIMU OaaHCy IrpOBUX
MEXaHIK Ta TIMOMHM rermiuiero [26].

VYemix RTS OyB 3yMOBIEHMH 1X YHIKQJIbHUM TIOEIHAHHSIM JHUHAMIKH,



MUIaHYBaHHS 1 MOXJIMBOCTI IIBUJKO aJanTyBaTHCS O cUTyalli. ['paBlil 0lHOYacCHO
KEePYIOTh BEITUKOIO KIJIBKICTIO €JIEMEHTIB, PO3BHUBAIOTh EKOHOMIKY, BeAyTh 001 1
JOCITIIKYIOTh HOBI TexXHOJIOTi. [le BuMarae BUCOKOi KOHIICHTpaIlii, 6araro3agaqyHocTi
Ta 31aTHOCTI TUTAaHYBAaTH K KOPOTKOCTPOKOBI, TaK 1 JOBIOCTPOKOBI Jii.

Ha niky nmonynsipaocTi skanp RTS nominyBaB Ha puHKY CTpaTeTi4yHUX 1rOp, aje
3 4acOM 3IIITOBXHYBCA 13 CEpHO3HUMH BUKIUMKaMu. CydacHi cripoOu po3BUBATU abo
CIpOLIYBaTH (OKa3yallloBaTH) aHpP 4acTO HE BUIIPABIOBYIOTh OYIKYBaHb I'PABIIB.
[IpoBan Dawn of War 3, octannix Command & Conquer, Supreme Commander 2 i
MOI0HUX MPOEKTIB JIEMOHCTPYE, 0 3MEHIIECHHS MTHOUHU, CIIPOIICHHS MEXaHIK Ta
¢doKyc Ha MacoBOTO TpaBlid HE CHPHUIIOTH BIIHOBJICHHIO KOJHUIIHBOI MOMYJISPHOCTI
[25]. Ha nymMKy aHamiTHKIB, TOBEPHEHHS kKaHPY J10 "30J10TO1 €MOXHU" MOXKJIUBE JIUIIE
32 YMOBH NEPEOCMUCIICHHS T'eMMIUIEMHUX OCHOB Ta BIPOBA/PKEHHS 1HHOBAIll, a HE
IIPOCTOT0 MOBTOPEHHA a00 CHPOIIEHHS cTapux pimiens [ 13, 15].

BoaHowac nocnipkeHHs HIATBEPUKYIOTh, 110 irpu skaHpy RTS mo3utuBHO
BIJIMBAIOTh HA PO3BUTOK KOTHITMBHUX (PYHKIIH, 30KpeMa MOKPAIIYIOTh CTpAaTEriyHe
MUCJIEHHS, HABUYKHM BUPIIIEHHS MPOOJeM 1 HaBiTh KOMYHIKaliiH1 3010H0CT [24, 13,
15]. CucremaTU4HHil OTJSA] JTEpaTypu BKa3ye, IO CTPATETrivyHl IrPH MOXYThb
BUKOPUCTOBYBAaTUCA $IK I1HCTPYMEHT JUIsl MIJABUIIEHHS KOTHITMBHOI THYYKOCTI,
TpEHYBaHHSI MaM'siTl Ta TMOJIMIICHHS MIBUJIKOCTI MPUHHATTS PIlllEHb y CTPECOBUX
CUTYallisIX.

3aranom xaHp RTS mpogoBxkye po3BUBaTUCS, MONPH KOHKYPEHLIIO 3 OOKY
IHIMUX THMIB cTpaTteriyaux irop (Hampukman, 4X, MOBA) ta 3MiHy BnogoOaHb
aynutopii. [Ipo 11e CBITYUTh MOsiBa HU3KU CYy4YacHUX 1rop, sSIK1 HAMararoThCsl HE JIMIIIE
HACJIiTyBaTH KJIaCHKIB, ajie i 3aIIpONOHYBaTH BJIACHI yHIKaJIbHI irpoBi pimeHHs. Cepen
YCHIITHUX HOBITHIX MPOEKTIB MokHA BimsHaunTtH Age of Empires IV (2021), sika
OoTpuUMaJia MO3UTUBHI BIATYKH 32 30€pEKEHHS OIaHCY MK KJIaCUYHOIO (DOPMYJIO0 Ta
cydyacHuMH 1HTepdericamu i mexanikamu. Company of Heroes 3 (2023) nponoBxkye

Tpamuiii TakTuuHOi RTS 3 akieHToM Ha JIOTICTHKY, pealiCTU4YHICTh OOiB Ta



yAOCKOHaJNleHy cucteMy ykpuTTiB. Iron Harvest (2020) Bupi3HS€TbCS TO€EIHAHHIM
eneMeHTiB kiaacuuyHuX RTS 13 yHIKaJlbHUM Bi3yaJbHUM CTHJIEM albTEPHATUBHOI
icTOpii Ta MeXiB.

OxkpiM 3rajaHux irop, BapTo BUIIIUTH Taki cydacHl RTS, sk WARNO, sxka
IPOAOBXKY€E JIHIIO TAKTUYHUX BOEHHUX CHUMYJATOPIB 3 TJIHMOOKOIO CHCTEMOIO
yIpaBIiHHS BifiCBKaMH Ta Cepilo3HOI0 yBaroto jo peanizmy. Call to Arms — Ostfront
MpeCTaBiisg€ COO0I0 MPOJOBXKEHHS TPAAMIIINA TaKTUYHUX CTpaATErid 3 MOMKIUBICTIO
MPSIMOT0 KOHTPOJIIO OJIMHUIL Ta IIUPOKOIO MIITPUMKOI0 MOAU(IKALIIH, IO PO3IIUPIOE
irpoBuit  nmocia.  Starship Troopers: Terran Command (2022) mnpomnonye
ACUMETPUYHHUN TeiMIUIel y HayKOBO-(DAHTACTUYHOMY CETHHTY 3 aKIEHTOM Ha
000pOHY Ta BMYKMBAHHS MTPOTH XBUJIb TPOTUBHUKIB.

[TpoTe napanenbHO 3 UM Ha PUHKY 3 SIBIISIETHCS BEJMKA KUTbKICTh HOBUX RTS,
K1 HE 37100yBalOTh yBaru ayJIuToOpii 4yepe3 BTOPUHHICTD 1/1ei 00 HEAOCTATHIO SIKICTh
BUKOHaHHA. Cepel HMX UYMMAalOo MPOEKTIB, SIKI 3aJHMILAIOThCA MajOBIIOMUMH abo
IIBUJIKO 3a0yBarOThCS, OCKIJIBKU HE 37]aTHI 3alpONOHYBaTH IPaBIIEBl 1IOCh HOBE YU
nificHo 3axomumoroye. Ycenix RTS 0e3nocepeiHbo 3aneKUTh BiJl HASBHOCTI YHIKATbHUX
MEXaHIK Ta MIMOUHU TEeHMILIEI0, K1 CTBOPIOIOTH MOTHBAIIIO TOBEPTATHUCS 10 TPU
3HOBY 1 3HOBY 3apaJil HOBUX BUKJIMKIB Ta BIIUYTTA 33J0BOJIEHHS BiJ nepemoru. Came
T1 ITpH, K1 MPOIIOHYIOTH CB1XKI 171€1, OpUT1HAIBHI ITIAXOIU JI0 CTpATET1i UM 1HHOBAIIIHH1
CUCTEMHU YMPABIIHHI, (POPMYIOTHh JIOSJIbHY CHUIBHOTY TPAaBIIB 1 CTalOTh HOBUMU
eTaJIOHAMH KaHPY.

BapTto 3a3HaunTH, 10 YKpaiHChKI PO3POOHMKM MAlOTh BaroMuil BHECOK Yy
po3BuTok kaHpy RTS, mpo mo cBiguats npukianu cepii Cossacks Ta Man of War.
Knacuuna rpa Cossacks: European Wars me 3 mouatky 2000-x Oyna Bia3zHaueHa
IIMOOKOK0 €KOHOMIYHOK MOJCIUII0, MAacIITaOHUMH OWTBAaMH Ta BHCOKHM pIBHEM
ictopuyHoi goctoBipHOCTi. Pemactep Cossacks 3 (2016) mae cxBajbHI BIATYKH Y
Steam, a mepeBakHa OUIBIICTH HETATUBHHUX OI[IHOK TOB’Si3aHA HE 3 TEHMILICEM, a 3

TEXHIYHMMHU acriektamu rpu. [Hma Bimoma cepis — Man of War — Bin3Havanacs



TaKTUYHUM PI3HOMAHITTSAM Ta pealicTUIHOIO (13UKOI0, ajie HelloaBHIi peniz Man of
War 2 (2023) 3ycTpiB KPUTHKY CIIJIBHOTH Yepe3 CIPOIIEHHS MEXaHIK, BIJICYTHICTb
HU3KH (QYHKIIH Ta 3HWKEHHS TTUOMHU TEHMIUICI0 Y TMOPIBHSIHHI 3 OPUTIHAIBHOIO
rporo. lle BukiIMKamo XBWIKO OOypeHHs cepen (aHaTiB 1 € 1IIOCTPAIE€ TOTO,
HACKIJTbKA BaXKJIMBUMH € aBTEHTUYHICTb, YHIKAJIBHICTH 1 MPOAYMAHICTh MEXaHIK Y
cydacHux RTS, a TakoX MIATBEpIKYeE, IO TPaBIll 3AIUINAIOTHCS BIPHUMH THUM
MPOEKTaM, SIKI IPOMOHYIOTh CIIPABXHIO MTMOWHY Ta HOBI 171€1.

VYcenix pemacTepiB KJIAaCMYHHMX ITOpP Ta IMOSIBA HOBHUX IPOEKTIB CBIIYUTH IPO
CTaJIUi 1HTEpEC M0 TIMOOKOTO, CKIAAHOTO 1 JUHAMIYHOTO IrPOBOTO MPOILIECY, IO €

YHIKaJIBHOIO pucoro xaHpy RTS [27].

1.3 ’Kanp rinod6anbHa cTpareris

['moGanpHa cTpaTeris — I11e MiJKaHp CTPATeT1YHUX B1I€OIrop, y SIKOMY I'paBellb
OTPUMY€E KOHTPOJIb HaJ YNPABIIHHAM LUIOK JEpXkKaBOIO, IMIEPIEI0 YU 1HILOIO
MacIiITaOHOI OpraHizaiiero. BiIMiHHOIO pUCOI0 TIO0AIBHUX CTpATeri € 3HauYHUM
aKIIEHT Ha JIOBTOCTPOKOBOMY TIJIaHYBaHH1, 0araTopiBHEBOMY yIPaBIIiHHI €EKOHOMIKOIO,
MOJITUKOI, JUIUIOMATIEND, TEXHOJIOTISIMH, PO3BUTKOM CYCHIIBCTBA, a TaKOX
MIPOBE/ICHHSIM BIMCHKOBUX KaMMaHii Ha T7100aibHINA Malli CBITY.

Yacto nouarts "rnobanpHa crpateris’ nepeTuHaeThes 3 kaHpom 4X (explore,
expand, exploit, exterminate — moCIiKyH, PO3IIMPIONCS, SKCIUTyaTyH, 3HHILYH).
Knacuunuit npencraBank 4X — ue cepis Civilization, nme irpoBuii Tmpoiiec
chOKyCcOBaHMN Ha JOCIHIKEHHI KapTH, MOCTYIIOBOMY PpO3IIMPEHHI TEPUTOPIil,
PO3BUTKY PECypCiB Ta BeJeHHI BO€H abo nurutomatii. BomHowac rimobanbHi cTparterii
MOXXYTh MICTUTH HE TUIbKU 4X-MeXaHiK{, a ¥ 1HII eIeMEHTH, HAIPUKIaI, CKIIaIHI
CoIllajbHI YA €KOHOMIYHI CUCTEMH, THYYK] JUIIJIOMAaTHYHI CLIEHapil Ta MOJICTIOBAHHS
ICTOpUYHUX YW aJIbTEPHATUBHHUX TPOIECIB, IO mpuTamMaHHo irpam Paradox

Interactive.



['noGanwH1 cTpaterii BuHuKIM 1ie y 1980-1990-x pokax 13 mOsSIBOIO TaKuX 1rop
sk Balance of Power, Master of Orion, Civilization ta Europa Universalis. Ha Bigminy
Bim RTS, ocHOBHA yBara B rio0ankax 30cepekeHa Ha MaKpOpiBHEBOMY yTIPABIIiHHI,
a He Ha Oe3nmocepeHhOMY KOHTPOJI HaJ, OKPEMHUMHU IOHITAMU Y peajbHOMY Haci.
[TpoTe mimkaHp BiAPI3HAETHCS BEIMKOIO PI3HOMAHITHICTIO MIXOAIB /10 Yacy: YaCTHHA
irop (manpukian, Civilization VI) Mae mokpoKoBY CTPYKTYpY, /i€ KOKEH X1J1 O3Ha4ae
piK 4M JecAaTupiuds po3BUTKY jaepkaBu. B irpax Paradox (Hearts of Iron IV, Europa
Universalis IV, Crusader Kings III, Victoria 3, Stellaris) BuUKOpUCTOBY€THCS
JTUCKPETHUH abo Mailke pealbHUM dYac: rpaBelb Kepye MOAISIMH 3 MOXKIIMBICTIO
CTaBUTH TPy Ha May3y, a BHYTPIIIHIN KaJeHAap MOJICTIOE pealbHl ICTOPUYHI AaTH, SIK1
3MIHIOIOTHCSI KOXH1 JIeKUJIbKa CeKyHJ 4u aHIB. Jleski cywacHi irpu, Taki sk Terra
Invicta, moequyoTh (ha30Bi MOKPOKOBI PIIICHHS 13 CUMYJISIIEIO0 Yacy, 110 MUHA€E B
peanbHOMY MacmTadl MK OKpEMHUMH (Pa3zaMHu.

[IputamanHi pucu rIOO0ATBHUX CTpaTerii — 1€ KOMIUIEKCHICTh 1 TIuOuHa
MeXxaHiK, 0araToBapiaHTHICTh HUISIXIB PO3BUTKY, HEOOXIIHICTh MPUWMATH PIILICHHS 13
BIJIKJIAJICHUM €(EKTOM, THy4YKa JAMIUIOMATIsl, PO3BUTOK BHYTPIIIHBOI Ta 30BHIIIHBOI
MOJIITUKY, BINCHKOBA €KCIaHCis a00 OaiaHCYBaHHS 1HTEPECIB MK JiepiKaBamMu. Y CIiX
IPU YacTO BHUMIPIOETHCS HE IMIBHJKICTIO MEPEMOrd, a 3IaTHICTIO BHUOYJAOBYBATU
JIOBIOCTPOKOBY CTpPATETIIO 1 pearyBaTH Ha HerependadyBaHi 3MiHU B irpOBOMY CBITi.
Came el miJpKaHp XapakTepU3y€eThbCs OJIHIEI0 3 HAHOUIBIINX peirpadenbHOCTEN cepen
BIJICOITOP 3aBASKU MNPOUEAYpPHIA TreHepalii KapT, pI3HOMAHITTIO CLEHapiiB,
pO3rally’)KeHUM JiepeBaM MO, AUTUIOMATUYHUM 1 BIMCHKOBUM KOH(QIIKTaM Ta
0araTomapoBOCTI TeUMILIEIO.

Ha croroani cepii Total War (Creative Assembly) Ta rmo6anbHi cTparterii Bij
Paradox Interactive (Hearts of Iron IV, Europa Universalis 1V, Crusader Kings IlI,
Stellaris, Victoria 3) yTpuMyrOTh JiIEPCTBO 3a MaciITabaMu ayJauTopii Ta KiIbKICTIO
npoxaxiB [31-32]. 3a manumu aHamitukiB, goxim Paradox Interactive y 2023 pomi

NepeBUIIMB 2 MIPJ WIBEICHKUX KpoH, a rpaBuiB cepii Hearts of Iron IV, Europa



Universalis IV Ta Crusader Kings III cymapHo HapaxoByeTbcs JOECATKH MUIbHOHIB
[28]. Total War: Three Kingdoms, Hanpukiiaz, BCTaHOBHIIA pEKOP POJAXKIB cepii, a
1HII1 TJ100aTBHI CTpaTeTii yTPUMYIOTh CTa0lIbHO BUCOKY aKTHUBHICTB Y Steam [29].
3pocTaHHsl TOMYJISPHOCTI IHOTO MIPKAHPY MIATBEPKYIOTh HE JIMIIE
KOMEPIIiiHI pe3yJbTaTH, a i TEHJIEHIIi 0 MOsSBU HOBHUX MPOEKTIB, 30KpeMa y >KaHpi
sci-fi (Stellaris, Terra Invicta), ictopuunoi cumyssnii (Old World, Humankind) i
albTEPHATUBHUX CLIEHAPIiB pO3BUTKY cycnuibeTBa (Victoria 3). ['muboki mexaHiku,
NIATpUMKAa MOAu(IKaniid Ta akTUBHA CHUIBHOTA 3a0€3MeuyloTh TIJI0O0ATbHUM

CTpaTerisiM 3HAaYHHUM BIUIMB Ha PO3BUTOK 1HAYCTPIl CTpATETIYHUX I1rop.

1.4 llinboBa ayquTOpifA Ta aHAJII3 TPEHIIB

AHami3 Ccy4acHOr0 PHUHKY CTpaTeriyHUX Irop BKa3y€ Ha CYTTEBI 3MIHU Y
BIOJO0AHHAX 1 MOBEIHLI TPaBIiB. 32 OCTAHHE NECATWIITTSA KaHpP CTpATErid — SK y
KJIACHYHOMY, TaK 1y TIOpUIHOMY BUIJISIA1 — MOCTYNOBO BTpaya€e MOIMYJISIPHICT CEpen
MacoBOTO rpasiis. 3riiHO 3 nociimkeHHsM Quantic Foundry (2024), crpaTeriusi irpu,
30kpeMa RTS Ta rimobanbHi cTparerii, BTpaTUIM 3HAYHY YaCTHUHY CBO€EI KOJIUIIHBOI
aynuropii. lle moB’s3aHO 13 3arajJbHUM TPEHJIOM Ha 3MEHIICHHS POJIi CTPATET1YHOTO
MUCJIEHHSI B ITPOBOMY JIOCBIJI1, 3POCTAHHSIM TOIYJISIPHOCTI €KIIH-OPIEHTOBAHUX 1TOP
Ta CIPONICHHSAM I'eUMIUICI0 B MOOUTBHOMY cerMeHTi [33].

CydacHa peasbHICTh Taka, 10 PO3pOOHHMKAM CTpPATETIUHUX ITOP HEMAa€E CEHCY
OpPIEHTYBAaTUCSA HA IIUPOKI MacH. BIIbIIICTh YCHIIIHUX MPOEKTIB MPALIOIOTH 13
JOANBHOIO, ajie OUIbLI BY3bKOIO CIIJIBHOTOIO TpaBliB, SKi IIHYIOTh TIJIUOUHY,
CKJIQJHICTh, peirpabeNbHICTh Ta YHIKaIbHI MexaHiku. CaMe 115 IIJTb0Ba ayAUTOPIsT —
danatu RTS, 4X, robanbHUX Ta TaKTUYHUX CTpaTerii — ¢GopMmye sSIpo PHUHKY,
3a0e3Mnedyrour TOMUT Ha HOBI Ta 1HHOBAIliWHI TpoekTH. OpieHTAIlis HA €KCIEPTHY

CHUIBHOTY J03BOJISIE CTBOPIOBATU ITPH, SIKI CIpaBIl 3HAXOIATh BIATYK Y ILJIbOBOI



ayIUTOPIi Ta CTaIOTh YCIIIIHUMU Y CBOTH HIIIII.

Boanowac BapTo BiA3HAUWTH, IO HaBITh y MEPIOAW MaAiHHSA MOMYJSPHOCTI,
PUHOK CTpPATEriuHUX IMOp 3aJIMIIAETHCS JOCTATHHO BEIMKUM Ta CTa0UIBbHMM. 3a
ominkamu Verified Market Research, oOcsar punky crpareriuaux irop y 2023 porri
CTaHOBUB TOoHaA 14 MimbspaiB monapiB, a a0 2030 poky NIpPOTHO3YETHCS HOTO
3pocTaHHs 10 24 minbsapaiB gonapi [34]. Cratuctuka Statista TaKoX IIJITBEPIKYE,
10 CTPATErivHi Irpy MAOTh CTIMKUI MOMUT HA CBITOBOMY PUHKY, OCOOJIMBO Y CETMEHTI
MOOUTEHUX 4 X-CTpaTeriil, sIKi TeHEPYIOTh MUTbAP/IU J0JIapiB T0XO0AY IOPOKY [35].

JlocBig MOOLITBHOTO PUHKY JEMOHCTPYE, 110 CTBOPEHHS T1OPUIHUX CTpaTerii,
Kl TOEAHYIOTh €JIEMEHTH pI3HMX KaHpiB (Hampukiana, RPG, ekoHOMIKH,
rOJIOBOJIOMOK), € OJIHUM 13 KJIIOYOBUX TPEH[IB OCTaHHIX pokiB. Came riopuamsaris
CTaJla PYIIIEM JJig CTBOPEHHS YCIHIIIHUX MOOUIbHUX 4X-CTpareriid, o J03BOJIUIIO
3QJIy4YUTH HOBY ayJUTOPIIO Ta 3a0€3MeYUTH OUIbIIY PI3HOMAHITHICTh reimiuieto [11,
30]. I'iGpuani MoJel BIIKPUBAIOTH HOBI MOYKJIMBOCTI JIJIsl PO3POOHHKIB, TO3BOJISIOUN
MOEAHYBAaTH TJIUOWHY TPAAUIIMHUX CTpaTerii 13 JUHAMIKOIO Ta 3aly4EHHSM,
pUTAaMaHHUMU THIITUM KaHpPaM.

TakuMm 4MHOM, TIOTEHIIIMHA ayUTOPIsl 111 HOBOT T1OpUAHOI CTpATEriyHoI Ipu
— 1Ie HacaMmmepea JIOCBIAYEHI TpaBIll, SKI I[IHYIOTh KOMIUIEKCHUN MiAXI/,
OaratopiBHEBY B3a€EMOJII0 MEXaHIK Ta HOBHM3HY Yy reumiuiei. BoaHouac BapTto
BpPaxOBYBaTH, 1110 HaBiTh CEpe] IIAHYBAJILHUKIB JKaHPY HE BCl TOTOBI CHpUMMAaTH
EKCIIEpUMEHTH 3 MoegHaHHAM RTS Ta riobanbHUX CTpaTeriil: Jihile BUCOKA SIKICTb,
MpoayMaHa KOHIEMIS W IHHOBAIIMHUN MiAXiT MOXYThb IOCTYIOBO PO3IIMPUTH
ayJIUTOPIIO 3a MeX1 apa cniabHOTH. CTBOpEHHS (DEHOMEHATIBHO YCHIIIHOTO MPOAYKTY
y Iiif Hillll — T1€ 3aBJaHHs HE OJHIET TPH, a JOBTOCTPOKOBA CTPATET1, 0 TIepedavae

PO3BUTOK HOBHX ITIJIXO/IIB 1 HAKOITMYCHHS JOBIPH TPABIIIB.

1.5 JocaigaxeHHs iCHyIOUMX AHAJIOTIB



Punok RTS Tta ['moGanbHux ctpareriii (B Tomy uuciai 4X) mae UUTUN psj
JeTeHAapHUX TPEICTAaBHUKIB, 10 MOJIOONSIOTHCS TPaBLSIMH MPOTIroM pokiB. Bci
BOHH MOETHYIOTh B CO01 HE TUTBKU YHIKaJIbHI OCOOJIMBOCTI, aJie 1 CIUIbHY PUCH: TakKl
K CTpaTeriyHe IUIaHyBaHHs, MpaBWIbHE MPUUHATTS pIllIeHb, peirpadeiabHICTh Ta
PI3HOMAaHITHICTh ITPOBOrO IMpolecy. B pamkax nanoi kBamigikariitHoi poOoTu €

JOILUIBHUM PO3MISTHYTU HUYKYE ONMKUCAHUX MPEJICTABHUKIB KaHpy CTparterii.

1.5.1 Cepis Total War

Irpoma cepist Total War Bin 6purancekoi ctyii Creative Assembly € eragoHoM
noenHaHHs kaHpiB RTS Ta rmobanbHoi cTpaterii. CETUHT 1rop OXOIUIIOE 1CTOPUYHI
nepioJid, 30KkpeMa aHTHUHICTh, CepeiHbOBIUYS, ernoxy Hamomneona, a Takox ¢deHTesi-
BcecBiT Warhammer. Lle 103BoJIsi€ 3aIyYUTH LIUPOKY ayIUTOPIIO — SIK IPUXUIIbHUKIB
1CTOpIi, TaK 1 IIaHYBAJIbHUKIB (DAHTACTUKU. Y LIEHTPI TEUMILICIO — CKJIaIHA CTPYKTYpa,
Jie TpaBellb Kepye naepxkaBoio abo (pakiiero Ha CTpaTeriuHid KapTi, MJIaHYHOYH
€KOHOMIKY, JAMIUIOMATII0, PO3BUTOK MICT, & Y BM3HAUYEHI MOMEHTH MEPEXOIUThH 0

TaKTUYHUX OUTB Y pealibHOMY Yaci 3 TUCSYaMU IOHITIB Ha MOJI1 0010,
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Puc. 1.1 300paskeHHs CTpaTEriYHOro pexumMy: GpizuuHa Mara CBITY 3 BiI0OpaKeHHIM

apMmiit Ta MiCT

["eiimmedt cepii moOya0BaHO HABKOJIO JBOX TOJOBHHUX ITUKIIIB: CTPATEr14YHOTO
yOpPaBIiHHS IMIEPi€I0 Ta TAKTUYHOTO KOMaHIyBaHHS apMismu. Ha ctpareriunomy
PIBHI TpaBellb 3aliMA€ThCs PO3BUTKOM MICT, PEKPYTHHIOM BiHChK, BCTAHOBJICHHSM
JTUTUIOMATHYHUX BITHOCHH, 300pOM TMOJATKIB 1 MJIAHYBAaHHSM 3arajlbHOTO HAIPsIMY
po3BUTKY (pakiii. TakTHYHUI piBEHb peamizyeThcs depe3 MacuiTaOHiI OWTBH, 1€
rpaBelb KEPYE pO3TalTyBaHHSIM, PyXOM Ta B3aEMO/IIEI0 MIAPO3/ILIIB Y peaIbHOMY Yaci.
Oco01MBOIO PUCOIO cepii € HASIBHICTH JOTICTHKH PYXY apMiid, 3HAaY€HHSI MOPaJIbHOTO
CTaHy BIICBHK, TEPEHYy Ta MOTOJHHUX YMOB JUIs pe3ysbTaTy OuTB. [HHOBaliifHOIO
MEXaHIKOI0 € TaK0XX CHUCTEMa IOCHIIOBHOTO PO3BUTKY I€HEpaliB Ta iX BIUIMBY Ha

nepeOir 00iB.
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Puc. 1.2 300pakeHHsI TAKTUYHOTO PEXXUMY: KEpYyBaHHS 3aroHaMu apMii Ha 1oJii 0010

OcHoBHi MexaHiku Total War BKITI04atOTh TOKPOKOBE YIIPaBJIiHHS II100aJIbHOIO

KapTOI 3 MOKJIUBICTIO OyAIBHUIITBA, JMIUIOMATII Ta JOCTII)KEHHS TEXHOJIOTIH, a
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TaKoXX peasibHi OuTBU y pexkumi RTS, ge TakTuuHe po3TanryBaHHS BIHCHK 1
BUKOPUCTAHHA OCOOJWMBHX yMiHb KOMaHIMPIB YacTO BHU3HAYAE pPE3yibTar.
VYHIKaJIBHOIO TIEPEBAror0 Cepii € MOETHAHHS MACIITA0HOT €KOHOMIYHOT CUMYJIAIIT Ta
peanicTUUHuX OOiB, 1O POOUTH 1i OJHUM 13 HeOaraThboX MPEJACTABHUKIB TOPHIHUX
ctpateriii Takoro piBHs. Lle mpencrasieHo Ha pucyHky 1.2. ta 1.1. [5]

[{inboBa aymutopis Total War ckiamaeTsest 3 rpaBliiB, sIKi HIHYIOTh CKJIAJIHE
CTpaTeriyHe IUIAaHyBaHHA, ICTOpUYHUN a00 (QEeHTEe31MHUI aHTypaxX, a TaKoX
MO>KJIMBICTh KOHTPOJIIOBATH BEJMKI apMii B peasibHOMY 4daci. Came cuM0103 rrOoKoi

CTparterii Ta TAKTUKH € OCHOBHOIO YHiKajabHOO Tipornosuiiiero (USP) 1€l cepii.

1.5.2 Star Wars: Empire at War

Star Wars: Empire at War — 1ie rpa, sika mepeHOCHUTb IPaBIIiB y BCECBIT 30PSHUX
BIifH, JAIOTh 3MOTY YIpPaBJISATH IMIEPCHKUMU a00 IOBCTAHCHKUMHU CHJIAMU Y
MacIITaOHIM TalakTU4yHId KammaHii. CEeTTHHr TpH OXOIUIIOE KJIIOYOBI TOAIl
OPUTIHAJIBHOI KIHOTPUJIOT1, 11O MiICUIIFOE EMOLIIMHY 3aTy4eHICTh (paHaTiB (ppaHIIn3H.
Empire at War Biasio noegHye nokpoKoBe yIpaBlIiHHS rajJaKTUKOI Ha MaKpOpiBHI 3

peabHUMHU OUTBaMU Ha TIOBEPXHI TUTAHET a00 Y BIIKPUTOMY KOCMOCI.
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m Day 15 [ w 881
Tech 1 25170 337 103,667

Puc. 1.3 300paskeHHs CTpAaTEr14YHOrO PEKUMY: KapTa rajJakKTUKH 3 BIJOOpaKEeHHIM

OCHOBHMX CHUCTEM Ta HasiBHUX apMiil Ta QuioTy

['onoBHUI 1rpoBUM TUKI OYIye€ThCS HABKOJO CTPATEriYHOTO PO3MOILITY
pecypciB, 3axOIUICHHS IUJIaHET, NEepeMIlleHHs (JOTIB 1 MATOTOBKU J10 OWTB.
BaxxnuBoro 0COONMBICTIO € Te, 110 Npu 3ITKHEHHI (UIOTIB YW apMid rpaBelb
nepexoauTh y pexkum RTS-6010, ne B peanbHOMy yaci KOMaHIyeE MMiAPO3ILIaMH,
BUKOPHUCTOBYE T'€POIB 13 YHIKAJbHUMU 3410HOCTSAMH, BUPIIITY€E MTUTAHHS JIOTICTUKHU Ta
3axucty 0a3. Takum 4MHOM, Tpa J03BOJISIE MOEAHATH JIOBIOCTPOKOBE TIIAaHYBaHHS 13
TUHAMIYHUMH TaKTHUYHUMH JiSIMH, 1m0 poouth Empire at War mnpenctaBHUKOM
ribpuaHOro miaxoay Ao *kaupy. Lle mpeacraBneno Ha pucynkax 1.3 ta 1.4,

KimtouoBi mexaniku Empire at War BKJIIOYalOTH CHCTEMY KOHTPOJIIO Haj
pecypcamMyl TaJaKTHKH, JUIUIOMATiI0O 3 HEHTpaTbHUMH IUIAHETaAMH, PO3BUTOK
TEXHOJIOT1M Ta ONEPATUBHE BUKOPUCTAHHS T€POiB. 3HAYHOIO YHIKAIBHOIO TIEPEBATrOI0
I'pU € BUKOPUCTAHHS KYJIbTOBUX MEPCOHAXKIB 1 CEOKETHUX apokK, 110 popmyrots i1 USP

1 HaJalTh TPl XapaKTepHOI 1JIEHTUYHOCTI, fKa HEMOXXJIMBAa B I1HIIMX MPOEKTax.
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BigznauuTu cnig 1 npocty, ane eeKTUBHY CHCTEMY €KOHOMIKHM Ta B3a€EMOJIIi MiX

IJIaHeTaMu. [§]

| /<, MPTL-2a
‘ ﬁ{ Class: Artillery

Mobile Proton Torpedo Launcher armed
with 8 torpedo launchers capable of
very long range destruction. Must
deploy in order to fire. Accompanied by

{ spotter drold to ald In finding

| targets. 2 vehicles and 2 Spotters

| per company

Helper

Puc. 1.4 300pakeHHsI TAKTUYHOTO PEKUMY: KapTa caMoi IJIaHEeTH 3 OOSIMH FOHITIB HA

3eMJIl

[inkoBa ayauTopis — maHyBadbHUKK Star Wars, a TakoX TpaBili, sSKi IHYIOTh
MOETHAHHS CTPATETIYHOTO MUCJICHHS 3 TAaKTUYHUM KOMAHJYBaHHSM Yy 3HAHOMOMY
TeMaTUYHOMY cepefoBuIlll. ['pa npuBabItoe sIK BETEpaHiB CTPATET1, TaK 1 HOBAUKIB,

3aBJSIKU IHTYITUBHIN CUCTEMI YIPaBIIHHS Ta 3pO3YMIJIMM MEXaHIKaM.

1.5.3 Hearts of Iron IV

Hearts of Iron IV — e ictopuuna riiodasibpHa ctpateris Bif Paradox Interactive,
10 BIATBOPIOE MO/I1i J[pyroi cBiTOBO1 BifiHM Ha 1100anbHOMY piBHI. CETHHT OXOILTIOE
nepiof 13 1936 no 1948 poku, 103BOJIAIOUN TPABLSAM B3SITH M1l KOHTPOJIb OyIb-SKY
Hallll0 CBITY W mepenucaTd XiJ iCTOpii 3a BiIacHUM clieHapieM. OcCOOJMBICTIO €

MaciTad CHUMYJIALIl — BiJl BUPOOHUIITBA TAaHKIB JO JUIUIOMATUYHUX IHTPUT Ta
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KEepyBaHHSA MOJITUYHUMH PEKUMAMHU.

Puc. 1.5 300paskeHHs CTpATErIYHOr0 PEKUMY: MOJITUYHA KapTa 3eMJI1 3 MOKITUBICTIO
KepyBaTHu BiiiCbKaMH ISl BECHHS TOBHOMACIITA0OHO1 BIHHU y MOBITPI, HA 3€MJI1 Ta

Ha Mopi

IrpoBmii nmkn Hearts of Iron IV cdokycoBano Ha riobanbHOMY ympaBiiHHI
BCIMa AacCHeKTaMH JIepKaBU: BIMCHKOBOIO TPOMUCIIOBICTIO, BepOyBaHHSIM 1
MOCTAYaHHAM apMiil, JUIUIOMATIEI0, HAYKOBUMH JOCIHIKEHHSIMHU, 1 HaBiTh
171€0JIOT14YHOI0 O00pOTH0010. ['0JIOBHMI BUKIMK MOJIATAE Yy CTBOPEHHI €(PEKTHUBHOI
CTpaTerii 3 ypaxyBaHHSIM OOMEKEHUX PeCcypciB, TUHAMIYHO 3MIHIOBAHOI CUTYyaIlll Ha
bpoHTI Ta HenependauYeHUX NOJITUYHUX NoAi. Cepea KIIFOYOBUX MEXaHIK — PO3MOILIT
BUPOOHUIITBA, JIOTICTHKAa 3a0e3MeyYeHHs] BIWCHK, BUOIp CTpaTeriyHUX HAaNpsMiB
PO3BHUTKY Ta 3aCTOCYBaHHS JOKTPHH. [9]

VuikaneHicTh Hearts of Iron IV mnposiBiserbcs y mmbokid aeramizaiii ta
0araTtonrapoBOCTi TJI00ATBHOT CUMYJISAIT: TpaBeIlb MOKE BIUIMBATH Ha Xi7 BIWHU HE
auie Oe3nmocepeHh0 Ha Toyi 00r0, a W 4Yepe3 AUIUIOMATIIO, IIMUTYHCTBO Ta

BHYTpILIHIO TOMITUKY. L{1IbOBa ayaAuTOpIs — 1€ TpaBlii, K1 3aXOIUTIOITHCS 1CTOPIEIO,
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IIHYIOTh CKJIaJIHI CHUMYJISAIIi Ta 0araTOBEKTOPHICTh PO3BUTKY, a TakKoX (haHaATH
Paradox Interactive, misi SKMX Ba)KJIMBa MOXJIMBICTH aJbTEPHATUBHOI ICTOpIi Ta
CKJIQIHOTO TJIaHyBaHHs Ha MakpopiBHi. Lle MokHa moGaunTu Ha pUCyHKY 1.5.

1.5.4 Age of Empires IV

Age of Empires IV — e nponoxenns kimacuaHoi cepii RTS, 3acHoBaHOT Ha
pO3BUTKY muBLIZaIid Big CepeaHboBIiUYs 0 paHHbOMOJepHOro mnepioay. CeTuHr
OXOIUTIOE PI3HI €NOXH, Yy SKUX IpaBelb KEpye OAHIEID 3 Halllil, pPO3BUBAIOYM i
TEXHOJIOT1i, EKOHOMIKY Ta BIIICbKOBY Millb. [ pa BUPI3HAETHCA aKIIEHTOM Ha 1ICTOPUYHIMI
JIOCTOBIPHOCTI Ta YBaror 10 JeTajel y NpelCTaBlIeHHI apXiTeKTypH, IOHITIB 1
KYJbTYPHUX OCOOJIMBOCTEN.

IrpoBuii MK 6a3y€eThCS Ha TPAAUILIIITHOMY JIJIS )KaHPY JAHITIOTY: 301p pecypcis,
PO3BUTOK 0a3M, TOCHIKEHHS TEXHOJIOT1M 1 HApOIIyBaHHS BIACHKOBOI MOTY>KHOCTI 3
HAaCTYIIHUM BEJCHHSIM OWUTB y peanbHOMy uaci. HaiiBaxxnusimi mexaniku Age of
Empires IV — ne cucreMa eKOHOMIKH, YHIKaIbHI TEXHOJIOTIYHI JepeBa IS KOKHOI
LMBUII3AIl Ta aCUMETPUYHICTh IrpoBHX (pakiiil. ['paBelb MycHTh BpaxoBYBaTu
CUJIbHI M ciabKi CTOPOHM OOpaHOl Hallli, OaJlaHCYBaTH €KOHOMIYHMM 1 BIMNCHKOBUM
PO3BHTOK Ta afanTtyBaTucs a0 aii cynpotuBHHKIB [10]. Lle BimoOpakeHO Ha pUCYHKY

1.6.
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Puc. 1.6 300paskeHHsI TAKTUYHOTO PEKUMY: MOJTITUYHA KapTa 3eMJIi 3 MOKJIHBICTIO

KepyBaTHu BiliCbKaMu JUIsl BEJCHHS TOBHOMACIIITA0OHOT BIHHU y MOBITPI, HA 3€MJI1 Ta
Ha Mopi
VHIKaNnbHOIO TIEPEeBarol0 rpu € TO€IHAHHA ICTOPUYHOI PEKOHCTPYKIIi 3
IHHOBAIIISIMM B MEXaHIKaX PO3BUTKY LUBLII3allll, 1110 3a0e3neuye rirudoke 3aHypeHHs
i peirpaGenbHicTh. LlinboBa ayautopis Age of Empires IV — ne manyBanbHUKH
kiacnyaux RTS, a Takoxxk rpaBii, SKI I[KaBJISATBCS 1CTOPIEIO, TMParHyTh

PI3HOMAHITHOCTI CTpATETii Ta BapiaTUBHOCTI MiXOIiB Y PO3BUTKY (PaKITii.

1.5.5 Supreme Commander

Supreme Commander — macmtadna RTS, mis sxoi BiAOyBa€eThcsl y HayKOBO-
(dbaHTaCTUYHOMY BCECBITI, JI€ JIFOJACTBO OOPETHCSA 3a KOHTPOJIb HaJ TaaKTHKOIO Y
nanexoMy MaiOyTHpoMy. ['pa BijomMa CBOIMH BEITWYE3HUMH KapTaMHu, MOKJIHBICTIO
KOMaHJyBaTH TUCAYAMM FOHITIB Ta PO3TATYKEHOK CHUCTEMOIO JIOTiCTUKH. CeTHUHT
BIJI3HAYA€TbCA (PYTypPUCTUYHUMHU TEXHOJOTISIMH, YHIKQJIbHUMHU (pakuisMd Ta
HAroJI0COM Ha MacCOBHMX OMTBaXx.

["eiimIielt Tpy noJisirae y KOMIUIEKCHOMY YTPaBIiHHI €KOHOMIKOIO, MAaCOBOMY
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BUPOOHMIITBI BIACBK Ta CTpaTeriuyHOMY BHUKOPHUCTAaHHI pecypciB. ['omoBHUMU
mexaHikamu  Supreme Commander € MacmrTaOyBaHHS ITPOBOTO  MPOIIECY
(MacmTaOyBaHHS BiJl PiBHS OKPEMOTO IOHITAa JO CTPAaTErivyHOI KapTH), iHHOBAIliliHA
cHUCTEeMa aBTOMAaTH3allil Haka3iB, a TaKOX MOJyJbHa MoOya0oBa 0a3 1 BUPOOHUUMX
nanmroriB. Koxna 3 ¢pakifiii Mae yHiIKaldbHI CUJIBHI CTOPOHH, IO 3MYIIY€ TpaBLs

alanTyBaTH TAaKTUKY JI0 CUTYyaIlil Ha moJii 0oro [4].

Puc. 1.7 300pakeHHs] TAKTUYHOTO PEXUMY: KapTa 3 BEJIUKOIO KUIbKICTIO FOHITIB Ta

OyZIiBelb PI3HUX CHeliani3aliid Ta po3Mipy

['omoBHOWO yHIKaIbHOIO TMepeBaror Supreme Commander € i1 iHXeHepHa
MacIITa0OBaHICTh: T'pa BIIEpIIE J03BOJWIA pealli3yBaTU JINCHO €MiYHI OWTBU 3
TUCSIYaMU IOHITIB 0€3 BTpaTh KOHTpoJto. LliboBa aynuTopis rpu — 1€ JOCBITUEHI
CTpaTerH, skl IIyKalTh IITHOOKOTO YIPaBIIiHHS pecypcaMu Ta MacIITabHOCTI, @ TAKOX
[IaHyBaJbHUKU HAYKOBOI (PaHTACTUKH, SIKUX PUBAOIIOIOTH (PyTYypUCTHUHI TEXHOJIOTI1

Ta BEJIMKE cTpaTeriyHe MUCIeHHs. BigoOpaxeHHs reimiuiero Ha pucyHky 1.7,

1.5.6 IlopiBHAILHUI aHAJII3 TPOrPAMHMX 3aC00IiB

BumienaBeeni npukiaan JeMOHCTPYIOTH Pi3HI MIIXO0IU 10 TOETHAHHS MEXaHIK
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RTS 1 rnoGanpHOi cTparerii y cydacHux Bigeoirpax. Total War 3abesneuye
KOMIUIEKCHHM 0ajaHC MK TOKPOKOBUM CTPATEriuHUM YIPaBIIHHAM 1 MacIITaOHUMHU
TaKTHYHUMH OuTBamu, Empire at War akiieHTye yBary Ha JuUHaMilll Ta TeMAaTUYHINA
rinbuHi, Hearts of Iron IV mpomnonye yHikanbHU#N MiIXiA A0 CUMYJISIII MOJMITHKH,
eKOHOMIKH # Bitinu, Age of Empires IV — kiacuyHy Mojellb PO3BUTKY IUBLII3allii, a
Supreme Commander — npukia TexHiuHOI pearnizarii rimepmacmradaux RTS-0uTs.
[TopiBHsuTbHA TaOUII Oy/1e pencTaBicHa Hkue (Tab. 3.1), 1e oCHOBHI mapamMeTpH,
MOB's3aHI 3 TEHMITICHHUMHU ITUKIIAMH, KIIOYOBUMH MEXaHIKaMH Ta OPIEHTAIIE€I0 Ha
[IJTBOBY ayAMTOPIIO, CHUCTEMATHU30BaHI JUIS BI3yaJlbHOIO aHai3y pe3yJbTaTiB

NOPIBHSHHS.
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Taomung 1.1

3Be/icHa TaOIHIIS aHATI3Y ICHYFOUMX BiZI€Oirop 3 TOUku 30py eneMeHTiB RTS ta

rio0anpHOI cTparterii

I'pa / cepis CerTn OcnoBuu | Kimrouosi YHikajgbHa HisboBa
HI i MeXaHiKu nepesara (USP) ayauTop
irpoBui ist
UK
Total War IcTopis ['mo6anp Crpareriu | [loegnanns aox | Jlrobuten
/ HE Ha piBHIB i
denTe3l | ympasiiH €KOHOMIK reNMILIEIO icropii/d
HS + a, (rmo0anpHMl+Ta eHTE31,
TaKTHYHI TaKTHUYHA KTUYHUN ) cTpaTeru
OUTBHU JIOT1ICTHKA ,
, AHAJIITHK
PO3BUTOK u
reHepaltiB
Empire at War Hayxos lManakTnu KonTpoib Cucrema repois daHaTtn
a Ha pecypciB Ta CIO’KETHUX Star
danTac cTparteris raJakTHK MO1H 3 Wars,
THKa + u, KYJbTOBUM IIaHyBaJT
(Star JIOKaJIbHI YHIKaJIbHI CETUHIOM / bHUKH
Wars) OHUTBU repot, IToeqnanHS 1BOX riOpuaHN
TaKTUYH1 piBHIB X
601 reimIuieto cTpareri
i
Hearts of Iron IcTopis ['moGanp BupoOuu ['muboka JIroburen
v (Hpyra Ha LTBO, MOJITHYHA 1 icTopii,
CBITOBA CUMYJIAII JIOTICTUKA CUMYJIAIIIS Ta dbanatu
BiifHA) s : aNbTepPHATUBHA CUMYJISII
yIpaBIIiH MOJIITUYHI icTopis 1#,
HS /ineosnori Paradox-
JIepKaBo YH1 CIILJIBHOT
10 CUCTEMU a




[Iponosxenns Tabmui 1.1

3BeneHa TabJHIIS aHAITI3Y MOMYJSIPHUX Bifeoirop 3 enemenTamu RTS Ta rimobanpHOT

cTparerii
I'pa / cepis CerTn OcnoBuu | Kimrouosi YHikajgbHa HisboBa
HI i MeXaHiKu nepesara (USP) ayauTop
irpoBui ist
UK
Age of IcTopis Kiracuun VYHIKaIbH IcTopruna danatn
Empires IV (Cepen a RTS: 1 A1epeBa JIOCTOBIPHICTbD Y RTS,
HBOBIY PO3BUTOK TEXHOJIOT1 KJIIACUYHOMY icTopii,
ysi/HoB , H, RTS-mkm HOBa4KU
Ui gac) E€KOHOMIK acUMeTpH Ta
a, BIMiHA YHICTh JIOCBII4E
dpakii, HI I'paBIIi
€KOHOMIK
a
Supreme ®daHTac Macmtad Macmtab InxenepHa Hocsique
Commander THKa Ha RTS: YBaHHS MacmTaboBaHICT H1
(maitdy Oy1BHHUII yIPABIIH b 1 KOHTPOJIb cTpaTeru
THE) TBO, HS, COTCHB FOHITIB :
pecypceu, aBTOMATH MOI[IHOB
MacoBI 3aris, yBaul
OUTBU MOZyJIbHA byTypuc
€KOHOMIK TUYHHUX
a creHapii
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1.6 BusHaueHHs1 BUMOT /10 Bieorpu

BusnaueHHss BUMOT 70 IrPOBOTO TPOAYKTYy TMOTpeOye TiIuMOOKOro i
0araTopiBHEBOI'O aHaJI3y SIK caMoi MPEIMETHOI rajgy3i, Tak 1 CydaCHMX TEHJICHINH Y
reimMan3aifHi, apXiTeKTypi irop, MeToJax oOpraHizamii MITy4YHOTO IHTENEKTy Ta
IHHOBAIIMHUX T1IX0/IIB 0 B3aeMojii 3 kopucTyBaueM. Ha nymky Epnecra Anmamca,
BUKJIAJeHy Y QyHaameHTanbHii npaimi "Fundamentals of Game Design" [1], came
IrpoB1 MeXaH1Ku (POPMYIOTh 1IEHTUYHICTh BIJI€OITPY — BOHU BU3HAYAIOTh CTPYKTYPY,
BHYTPIIIHIO JIOTIKY, B3a€MO3B’SI3KM MDK ITPOBUMHU CHUCTEMaMH, a OTXKE, Hampsmy
BILJIMBAIOTH HE JIMIIIE HA CaM FeMMILIEH, aje il Ha 3aJIy4eHICTh Ta JOsUIbHICTh ay IUTOPII,
a TaKOXk Ha 3/IaTHICTh MPOAYKTY BUAUIATUCS Cepe]l YUCICHHUX aHAJIOTIB HA PUHKY. B
CYyYaCHHUX yMOBaX PO3BUTKY 1HAYCTpPii KOMIT FOTEPHUX 1rOp MPOBIAHOIO TEHACHIIIEIO
cTae riOpuau3alisi — MOEAHAHHS MAKpO- 1 MIKPOPIBHS YHPAaBIIHHS, IO BIJKPUBAE
HOBI TOPU30HTH JIJIs TOTJIMOJICHHS TeHMILIEIO, 301JIbIIIEHHS BApIaTUBHOCTI 1 CTBOPEHHS
YVHIKaJIbHUX CIIeHapiiB [2]. YHIKAJIBHOI OCOOJIUBICTIO TIOPUAHUX CTPATETIYHUX 1TOP
CTae caMme Oe3IIOBHUI NepexiJl Mk CTPATErTYHUMHU 1 TAKTUYHUMH PEKUMaMU, 110 Ja€
3MOT'y TPaBII€Bl THYYKO 3MIHIOBAaTH PiBEHb JeTalli3allii yrnpasiiHHs, 30epiraloun npu
bOMY IIJIICHICTh IFPOBOTO CBITY Ta IrPOBOTO JAOCBIY B IIIJIOMY.

OxpeMa poJsib y [IbOMY HAJIEKUTh MUTAHHSM apXITEKTYpH irpoBOro pyimis. Sk
3azHauvae Jxecci I'peropit y kau3i "Game Engine Architecture" [6], cTBOpeHHS
MaclITaOHUX CTPATEriYHUX Irop NoTpedye TIPYHTOBHOIO MIAXOLY A0 MNOOYIOBU
BHYTpIIIHIX cHUCTeM: €QEeKTHBHE YMIPABIIHHS ITPOBUMH JaHUMH, OITHUMI3allis
MPOJYKTUBHOCTI HA PI3HUX €Tanax rpu, 3a0e3MeYeHHsl THyYKOCTI CUCTEM 30€peKeHb,
BiJIMOBOCTIHKOCTI, @ TAKOK CHHXPOHI13allii CTaHiB y 0araTOKOPUCTYBAIIbKOMY PEKHUMI.
He MeHI1 BaxIMBUM € BUKOPUCTAHHS aCHHXPOHHUX OOYHCIICHb, 0araTornoTOYHOCTI,
NIATPUMKHN ckiaaaHux anroputMis LI Ta po6otu 3 BenukuMu 00’ emamu 1iHpoOpMallii,
[0 CTa€ KIFOUYOBUM JUIsI ITOp, Y SKUX TPaBellb KEPY€E COTHSIMU IOHITIB, YACIEHHUMU

TEPUTOPISIMHU, PO3TATYKEHUMU TEXHOJOTTYHMMH 1 COLaJbHUMHU J€peBaMu Ta
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CKJIJITHUMH €KOHOMIYHHUMH 3B’ sI3KaMU MK 00’ €KTaMH IrpOBOTO CBITY.

Po3pobka cydacHHWX CTpaTeriyHUX Irop HEMOXJHMBa 0€3 BIPOBAIKCHHS
MePEeIOBUX TEXHOJOTIH y cdepi mrydroro intenekry. Jocmaimkenns Millington &
Funge ("Artificial Intelligence for Games", 2009) [7] 1 Yannakakis & Togelius
("Artificial Intelligence and Games", 2018) [14] HarojomyrTh Ha HEOOXITHOCTI
CTBOPEHHsI 0aratopiBHEBMX, aJanTUBHUX Ta peakTuBHUX cuctem I, 3matHux He
JIUIIe BIJMOBIIATH HA JI1i TPaBIs, a i CaMOCTINHO aHaIi3yBaTH 3MIHHM Ha I100aIbHOMY
Ta JOKAJIbHOMY PIBHSX, HIJJIAIITOBYBAaTH BJACHY CTPATErit0 A0 MOTOYHUX YMOB, 1
HABITh HAaBYATHCS BIJ IrPOBOTO JOCBiAY KopucTyBada. lle mo3Boisie 3pobutu
reiMIuviel copaBil AMHAMIYHUM, HenependadyyBaHUM, MIJBUILUTH PIBEHb BUKIIUKY
JUISL TOCBITYEHUX T'PaBIB Ta 3a0€3MEYUTH IITUPOKUN CIICKTP CTPATETIYHUX CLICHAPIiB.
CyuacHi niijgxoau 10 po3poOku LI BximrouaroTh riOpuaHi MOIEN1, EBPUCTUKH, JIepeBa
MPUIHATTS pillieHb, HABUYAHHS 3 IMiIKPIMUICHHSM Ta €JIEMEHTH MaITHHHOTO HaBYaHHSI,
10 MTOCTYIIOBO MPOHUKAIOTh Y MAaCOBI IMTPOEKTH Ta BIAKPUBAIOTH HOBI MOXKJIMBOCTI JJIsI
peamizaili CKJIaJHUX 1 OaraTOBUMIPHMX CHUCTEM T[OBEIIHKM CYIPOTUBHHKIB 1
COIO3HHUKIB Yy Ipi.

BaxnuBoro ckinagoBor ycmixy Oyab-sKOi Cy4acHOi TpU € TPOIyMaHHMA
1HTEpdeiic, skuil 3a0e3neuye npo3opy, THYYKy Ta IHTYITUBHY B3a€MO/I1I0 KOPUCTyBaya
13 cucteMaMH ympaBiiHHA. PO3poOHHMKM MarOTh BpaxoOBYyBaTH HE JUIIEe 0a30Bi
npuniunu UI/UX (Rogers, 2014 [11]), a 1 TenaeHuli 10 aBTOMaTU3amii pyTHHHUX
oreparliii, CTBOPEHHs] THYYKHWX HaJAIITYBaHb, BIPOBAKCHHS PO3YMHOI CHCTEMH
MiJKa30K, QJanNTUBHUX 1HGOPMAIlIMHUX TMaHeJIeH, IO JOMOMAararTh IIBHIKO
OpIEHTYBaTUCS B CKJIAJHUX CTPYKTypax naHuX. Hag3BuuaiiHO akTyajdpbHUM s
riOpuIHUX CTpaTeriii € 3abe3neueHHs aganTailli iHTepQeicy 10 pi3HUX PIBHIB JOCBIAY
TpaBIls: HOBAYOK Ma€ 3MOTYy INBUAKO BHUKHYTH y 0a30Bl NPUHIUIN TpH, a
JOCBIYEHUN KOPUCTYBaY OTPUMYE JOCTYII O PO3MIMPEHUX (YHKIIIHM, HAaJalITyBaHb
Ta aBToMaTHu3alii yacTuHW Aid. OKpeMo BapTO MIAKPECIHUTH POJIb MPOLETYyPHOT

reHepailii KonteHty (Sweetser, 2008 [12]), sika He JHIIIE MABUIILYE peirpabesIbHICTD, a
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i cpusie pOpMyBaHHIO HOBOTO JIOCBIly KO>KHOT'O pa3y — L€ MIATPUMKA YHIKAJIbHUX
CIIeHapiiB, TeHepallisi BHUMAJKOBUX KapT, MOii, 3aBlaHb Ta BHYTPIIIHBOITPOBHUX
BUKJIMKIB, 110 CIIPHSIE 3aJTyY€HHIO TPABIIIB JI0 TOBTOPHUX MPOXOKEHB TPH.

Kpim 6a30Bux (yHKIIIH, CydacHI BUMOTH JO CTPATETiYHUX 1rOp OXOILIIOITH
OUTaHHS  ONTUMI3allli  pecypciB, THYYKOCTI  HaJlalmTyBaHb, CTaOUIBHOCTI
0araTOKOpPUCTYBALbKOI I'PU, 3aXUCTY BiJl HECAaHKIIIOHOBAHOI'O JOCTYIY Ta OpraHi3amii
HaJ1iHOrO 30epexeHHs nporpecy. Y riOpuaHux RTS 13 rmoGanpHUMH elleMEeHTaMu
0COOJIMBOrO 3HAYEHHA HaOyBae OE3IIOBHICTh NEPEXOAY MIXK CTPAaTETiYHUM 1
TaKTUYHUM PEXKUMAMU — 1€ YHEMOKJIMBIIIOE PO3PUB ITPOBOTO MPOILIECY, JAE 3MOTY
YHUKATH BTPAT Y JIOT1K1 i MOCIIAOBHOCTI MO1i, & TAKOXK JI03BOJISIE TPABIIEB1 OPTaHIYHO
MepeMIITyBaTUCS MK PI3HUMHU PIBHSIMH KEPYBaHHS.

VY3aranbHIOIOYM TPOBEJACHUM aHalli3, Ha OCHOBI CYYacHOi JITEpaTrypu 3
reiMaun3aiiHy, apxiTeKTypu IrpoBUX pyIIIiB Ta MNPOrpPaMHOI 1HXEHEepli, MOKHa
BUJIUVINTH TaKl BHUMOTH HEOOXiaH1 j0 mportotumy ridbpuaHoi RTS 3 emementamu

rJ100aJIbHOI CTpaTerti.

OyHKIIIOHAJIBHI BUMOTH:

1. Tlepemukanus pexuMiB rpu (crpareriunuii Ta taktuuHuii RTS-pexum) 3
BUKOPHUCTAaHHSAM naTepHy «CTany.

2. Peamizariiss cTpateriyHoro pexumy (ympaBiiHHS €KOHOMIKOIO, TEpEeMIICHHS
BIMCBK MO CTPATErivHii KapTi, pO3/1JI€HOI Ha P13HI MPOBIHLIIT).

3. Peanizanis TakTHYHOTO pexuMy: MOXIHUBICTh ynpasiiHHs Biicbkamu B RTS-
PEeXHMi 3a JOMOMOTOI0 MUIII (Biga4a HaKa31B JJis IEPEMIIICHHS 1 aTaKku).

4. PeamizyBatu pexxumu kamnanii (RTS + I'moGanpHa cTpareris).

5. BuzHauuTH 4iTKOTO CIIMCKY BUMOT IJIs1 OTPUMAHHS IICPCMOTH.

HedynkiionanbHi BUMOTH:

1. IlpoayxTuBHicTh: 3abe3neueHHs cTablabHOTO (PpeiimpeiiTy (He Hikue 60 FPS)
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Ha OLIBIIIOCTI KOMIT FOTEPiB (BIAMOBIAHO /10 aHATITUKH Steam).

2. HapiitHicTh: BiACYTHICTP KPUTHYHHUX TOMMJIOK (aBapiifHOro 3aBepIICHHS
MIPOTPaMHM) ITiJT 9Yac irpoOBOTO TMPOIIECY.

3. CywmicHicte: Ilpane3natHicTs nNpoaykry Ha cydacHux Bepcisix Windows (10-
11).

4. Jlokamizarisi: ykpaiHChbKa Ta aHTJIIMChKa MOBH.

2 3ACOBM PEAJII3ALII

2.1 IrpoBuii pyuuii

[rpoBuii py1iiit — 11e KOMITJIEKCHA IPOrpaMHa miaTgopMma, sika Hajiae Bci 0a30Bi
Ta CHellani30BaHl 1HCTPYMEHTH Il pO3pOOKH IHTEPAKTUBHHUX JOJATKIB, 30KpeMa
Bijieoirop. Jlo QyHKIN pyliis HAJIEKUTh YIOpaBiIiHHS rpadikoro, Pi3UKor0, 3BYKOM,
JIOT1KOIO B3a€MO/I1i, MEPEKEBOIO B3aEMOIIEI0, aHIMAIli€l0, a TakoxkK miaTpumka UI/UX,
CHUHXPOHI3allll 1rpoBOro mpoiiecy Ta onTuMmizaiii pecypciB. Came pyuriid J103BOJISE
KOMaH/Il PO3pOOHUKIB CTBOPIOBATH ITPOBUU CBIT 13 3a7aHOI0 (DYHKIIIOHAIBHICTIO,
3a0e3nedye KpocriaThOpMEHICTh, 1a€ 3MOT'Y MaclITadyBaTH MPOEKTH Ta IHTETPYBATH
HOBI TE€XHOJIOT1T 0€3 MOBHOTO MepenucyBaHHs Koxy. Bubip pymriss — 11e crpareriybe
pIlIEHHS, SIKE BIUIMBAE HA MPOAYKTHUBHICTb, THYUKICTb, IIBUAKICTh PO3POOKHU, a TAKOXK

MOXJIMBICTh aJanTallli rpy 10 BUMOT Cy4acHO1 1HyCTpii.

2.1.1 Buoip Unreal Engine 5.5 nis riopuanoi RTS

J11st po3poOKM iIrpoBOi JIOT1KK Ta MEXaHIK TOPUIHOT cTpaTerii y il po6oTi Oyso
oopano Unreal Engine 5.5. Unreal Engine — ue cywyacHuil pymnii i3 BIAKpUTUM
BUX1JIHUM KOJIOM, SIKHUM CTaB TATy3¢BUM CTaHIAPTOM st AAA-TIPO€EKTIB 1 BCE YacCTIIlIe
BUKOPHCTOBY€EThCS [UTs CKIAAHUX iHIi-po3po6ok. Moro Bubip 06yMOBIECHHIT HU3KOI0

KJIFOUOBUX TMepeBar: MIATPUMKOI CKJIAAHOI TPUBUMIPHOI rpadiku, MOTYKHOIO
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CHCTEMOIO BI3yaJIbHOr0 CKpunTUHTY (Blueprints), po3mmpeHum iHCTpyMEHTapieM IS
MEpEeXKEeBOI B3aEMO/Ii1, a TAKOXK HAWCyJaCHIMMUMH TeXHOJIOTiAMu onTumizarii (Nanite,
Lumen).

Unreal Engine no3Bossie po3po0situ sk 3D-, Tak 1 2D-irpu, eeKTUBHO Tpaltoe
3 BEJIMKUMH ITPOBUMHU CBITaMH, MIATPUMY€E TMPOLEAYPHY TEHEpaIlil0 KOHTEHTY,
Gb13u4HEe MOJICNIIOBAHHS, a TAKOX PO3BUHYTI MOKJIMBOCTI Ui CTBOPEHHS CKJIAIHUX
CIIEHApIiB B3a€MOMIl MDK MiJCUCTeMaMH (€KOHOMIKA, BIMChbKOBI MexaHiku, [I).
3HavHa yBara MpuAUIETHCS MUTAHHSIM MTPOTYKTUBHOCTI: PYIIiN JO3BOJISE TIPAIFOBATH
3 THUCAYaMH OJHOYACHUX OO0'€KTIB, JWHAMIYHO TMiJBaHTa)XyBaTH JIOKAIIii,

3a0e31e4yBaTH IJIaBHICTh aHIMALllid HAaBITh TP BUCOKOMY HAaBAHTAJKEHHI HA CUCTEMY.

2.1.2 llopiBussuas Unreal Engine i3 koukypenramu: Unity, Godot

Cepen anpTepHAaTHBHUX pPYLIIiB HalvacTime posrasaatotbes Unity ta Godot.
Unity € HalOUTBIIT PO3MOBCIOJKEHUM Cepe/l 1H11-pO3POOHUKIB 3aBIIKH JTOCTYITHOCTI,
JIETKOCT1 OCBO€HH$, BEJIMKIN KUIBKOCTI IUIATIHIB 1 MATPUMII MOOUIBHUX MIATHOPM.
OpHak, y KOHTEKCTI CKJIAQJHMUX TIOpUIIHUX CTpaTerid i3 MaclTaOHUMH IrpOBUMHU
CBITaMHU Ta BUCOKUMHU BUMOTaMH J10 Tpadiku Ta mpoayKTuBHOCTI, Unity mocTymnaeTscs
Unreal Engine. UES 3a0e3neuye Buily IKICTh Bizyanmizauli (3aBasku Nanite, Lumen),
cTabUIbHY pOOOTY 3 BETMKUMHU CLIEHAMH, KpaIly ONTUMI3aIlil0 PEHAEPY Ta Ma€ OUTbITY
mATPUMKY AAA-THCTpYMEHTapito, 10 MIATBEPKYIOTh UYMCIEHH! JOCTIIKEHHS ¢
NPaKTUYHI KeWCH 3 BAKOPUCTAHHS PYIIIiB y CydacHii irpoBii iHayctpii [16-17].

Godot, xouya i MBUIAKO PO3BUBAETHCS, OPIEHTOBAHUI epeayciM Ha 2D -nipoekTr
a00 HEBeJIUKI 1HAI-TPH. Horo MepeBarolo € MOBHICTIO BIAKPUTUN BUXIIHHUHI KO/, aJie
BiH He Moke KoHkypyBatu 3 Unreal momo omrummizamii 3D-rpadiku, rambuaH
iHcTpyMmeHTiB mis LI, 6araTrokoprcTyBalbKUX PEKHUMIB, a TAKOXK CTaOUTBHOCTI TIpH
poboti 3 Benukumu npoektamu [18]. Came Tomy BuOip Unreal Engine 5.5 €

onTuMabHUM 7151 cydacHoi RTS 13 enemenTamu rimo0ansHOT CTpaTerii.

25



2.2 Cepenosuie po3pooKu

Visual Studio — 1me ogHa 3 HAWUMNOTYXKHIMKUX I1HTETPOBAHHUX CEPEIOBHUII
po3poOku (IDE) mis nmporpamyBanHs Ha C++ Ta psaal iHmmmx MoB. BoHO 3a0e3meuye
rmboky inTerpaiito 3 Unreal Engine, miaTpuMKy aBTOIOMOBHEHHS, pe(akTOPUHTY,
IHTENIEKTYaJIbHOTO TIOIIYKY MOMUJIOK, MPO(QitoBaHHS Ta HAlAIITYBaHHS CKIIQTHUX
build-iporteciB.  Visual Studio mo3Bosisse opranizyBaT poOOTY 3 BEIHMKUMHU
POEKTaMu, MIATPUMYE pO3pOOKYy y 0araTOKOPHUCTYBallbKOMY pEXUMI, 3a0e3Ieuye
Ha/iiHy CUCTeMY TECTyBaHHS Ta HaJaro/»KEHHs KOy .

BaxxnuBoro mnepeBaror0 € MOMKIMBICTh PO3LIMPEHHS 32 PAaXyHOK IUIATIHIB,
30KkpeMa i iHTerpamii 3 Git, HajJamTyBaHHS KOMAaHJHOI poOOTH, aBTOMAaTH3allii
NMOBTOpIOBaHUX 3aBnaHb. Bubip Visual Studio mns po3poOku C++ knaciB rpu y
noenHanHl 3 Unreal Engine € mpakTUYHO CTaHAAPTOM Yy Cy4YacHIH IrpoBiil 1HAYCTPII,
aJKe 1€ PIIIEHHS MEepPEeBIpEeHe Y COTHSIX KOMEPIINHUX Ta JOCHITHULBKUX MPOEKTIB

[19].

2.3 PegakTop TpuBUMIpPHOI rpadiku

Blender — 1ie Ge3komToBHMIA Open-source peaakTop TPUBHMIPHOI rpadiku,
KU Ja€ 3MOTy CTBOPIOBATH, peAaryBaTH, ONTHUMI3yBaTH MOJENi, MpPAIIOBaTH 3
Marepianamu, TekcTypamu, UV-po3ropTkamu, CKEJIETHOI  aHIMalle€l  Ta
peHepHHroM. 1oro roioBHOIO mepeBaroo € moeaHanHs mpodeciiiHoro GpyHKIioHamy
3 JIOCTYMHICTIO JUIsl HE3aJeKHUX po3poOHUKiB. Blender akTMBHO BUKOPHCTOBYETHCS
JUISL CTBOPEHHS SIK IEPCOHAXIB, TaK 1 00'€KTIB CEpeJOBHINA, a TAaKOX JJII TeHeparlii
CTpaTeTiyHuX KapT Ta eleMeHTiB iHTepdeiicy. ['muboka interparis 3 Unreal Engine
JTa€ 3MOTY JIETKO MEPEHOCUTH KOHTEHT, YHUKAIOUM BTPAT SKOCTI, a BEIMKA KIJIbKICTh
JOAaTKOBUX CKPHUMTIB 1 aJJIOHIB PO3MIMPIOE MOKIUBOCTI MOJCIIOBAHHS Ta

aBTOMaTH3aIlii podounx mporecis [19-20].
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Y mnopiBusHHI 3 iHmMMH 3D-pepgaktopamu (3ds Max, Maya), Blender
BUJUISIETHCA BIAKPUTICTIO KOy, O€3KOIITOBHOIO JIIEH31€10, aKTUBHOIO CIIUIBHOTOIO Ta
IMIMPOKUMHU MOXJIHMBOCTAMHU g Kactomizauii. lle pobuth #oro onTumanbHUM
BUOOPOM JUIi HaBUAJIBHMX Ta MaJOOIOJDKETHUX TMPOEKTIB, a TaKOX s

NPOTOTUITYBAHHS MOJIEJIEH y CKIIAJJHUX ITPOBUX CHCTEMaX.
2.4 Pegakrop ABOBUMIPHOI rpagiku

Paint.NET — 1ie nerkwuii, 6e3k01TOBHUN TpadidHUil peIaKkTop, IKUH 11eanbHO
MIIXOAUTH JJIsl IBUAKOIT MIATOTOBKHU 2D-acceTiB, MaItoBaHHS CTPATErTYHUX KOPAOHIB,
penaryBaHHs TEKCTYp Ta CTBOPEHHS €IeMEHTIB iHTepdeiicy. Moro ronosHi nepesarn
— IPOCTOTa OCBOEHHS, HEBUOArTUBICTH 110 pecypci 1K, miarpumka mapis, MBHUJIKE
30epexxeHHs y popmaTax, CyMICHUX 3 IrpOBUMH pyluisiMu (Hanpukiana, PNG 3 aneda-
KaHaJIOM).

Ha BigMiHy BiJ Takux npodeciiHux 1HCTpyMeHTIB, ik Adobe Photoshop um
GIMP, Paint.NET opienToBaHMii came Ha NpOCTI 1 WIBUIKI 3a7adl, TOMY BiH CTaB
HEBIJI’EMHOI0 YaCTUHOIO TaWIUTaiiHy 1HAI-pO3pOOHMKIB, SIKI TPAIIOIOTHh 13
MiIrOTOBKOIO irpoBMX MatepianmiB s iHTerpamii y pymii. Moro BHKopucTaHHS
JT03BOJISIE CYTTEBO CKOPOTUTH Yac Ha MIATOTOBKY TpadiuyHUX pecypciB, 30epirarodu

OaslaHC MIXK SIKICTIO 1 IIBUAKICTIO po3poOkH [21].

2.5 CucteMa KOHTPOJIIO Bepciid

Git — e cyyacHa poO3MOJijeHa CHCTeMa KOHTPOJIO BEpCii, ska gae 3MOTry
e(eKTUBHO OpraHi3yBaTH KOMaHJHY poOOTYy HaJ MPOEKTOM, (pIKCyBaTH BCl 3MIHH Y
KOJIl Ta pecypcax, ynpaBisiTH TUIKaMU, CUHXPOHI3yBaTU BHECEHHS 3MiH Bij Pi3HUX
y4acHHKIB KomaHau. Git 03BOJISE€ BIJICTEKYBAaTH ICTOPIFO TIPOEKTY, IIBUIKO

BIIKOTUTUCS JO0 CTaOUIBHUX BEPCid, pealli3oByBaTH THYYKY CTpaTerito peii3iB Ta
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OpraHi30ByBaTH poOOUI MPOIECH 13 3aTyUCHHSIM BEJIMKOI KITBKOCTI PO3POOHUKIB.

B irposiit ingyctpii Git ctaB ctanmapToM s 30epiraHHs koay, blueprint-
daiiniB, TOKyMeHTallli, a TAKOK JUIsl YIPABIIHHS TECTYBaHHSIM Ta pellizamMu. Y Mexax
1poro npoekty Git BUKopucToByeThes 0e3 minkiouenns Large File Storage (LFS) —
BeJMK1 O1HapH1 (aiinu 30epiraloThesi OKPEMO, 110 J03BOJISIE YHUKHYTH HAJIUIIKOBOTO
HaBaHTAXXEHHS Ha CHCTEMY Ta 3a0e3neuye cTaOlIbHICTh POOOTH HABITH 13 BEITMKUMHU

oOcsiramu ganux [21].

2.6 IncTpyMeHT npo€eKTyBaHHSA iHTep(eiiciB

Figma € cyyacHMM XMapHHM CEpBICOM, OpPIEHTOBAaHUM Ha TMPOEKTYBAHHS
iHTepdeiciB KOPUCTyBaua Ta CTBOPEHHS 1IHTEPAKTUBHUX MPOTOTUIIB. Bim MomeHTY
3anycky y 2012 pori, cepsic, po3pobaenuii Jlinanom ®@ingom ta EBanom Bomiecowm,
3100yB BEJIMKY TOMYJISIPHICTh 3aBISKH JIOCTYITHOCTI uepe3 BeO-Opaysep, 6aratomy
(GyHKLIOHATY U 3py4YHOCTI JUIsl CIIUIBHOI pOOOTH u3aiiHepCchbKuX Komang [37].

BaxunmBoro mepeBaroto Figma € MOMUIIMBICTH TpalloBaTH HajJ MaKeTaMH Ta
nu3aiiHaMu  0e3 BCTAHOBJIEHHS JI0JaTKOBOIO MPOTPaMHOIO 3a0e3MedeHHs: JUis
JOCTYMNy JOCTaTHLO JIMIIE IHTEPHET-3’€QHaHHA 1 cydacHoro Opaysepa. Lle 3HauHO
MOJICTIIYE CHUIBHY PO3pOOKY 1HTEp(EHCiB, 0COOIMBO Y PO3MOAIICHUX KOMaHIaX,
OCKIJIbKH BC1 3MIHHU 30€pIratoThCs i CHHXPOHI3YIOThCS y peajibHOMY Yacl.

CepBic TakoX MICTHTh PO3BHUHEHI 3aCO0M /JII CTBOPEHHS 1HTEPAKTUBHHUX
MPOTOTHIIIB 13 PI3HOMAHITHUMU aHIMAIIHHUMH e(hEeKTaMH Ta MOJICTISIMU B3a€EMOI11, 110
JI03BOJIIE  TIPOBOAWTH IIBHAKE TECTyBaHHS Ta BJIOCKOHAJCHHS KOHIICTIIIHA
oe3mocepeHb0 B cepenoBuil Figma, 6e3 HEoOXiMHOCTI BUKOPUCTAHHS CTOPOHHIX
nporpam.

OkpeMo BapTO BIJBHAYUTH MIATPUMKY aAu3aiH-cucteM: Figma Hazgae
IHCTPYMEHTH JIJIS IIEHTPAJI30BaHOTO 30€piranHs CTHIIB, Bi3yaJbHUX KOMIIOHEHTIB Ta

IHIIMX €JIEMEHTIB, sIKI MOXKYTh OyTH 0araropazoBO BUKOPUCTAHI y PI3HUX MPOEKTaX.
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Ile cnopomrye craHgapTuzaiiio iHTepdEHCiB Ta NPUIIBUIIIYE PO3POOKY HOBHUX
(GYHKIIIOHATBHUX MOJYJIB, 3a0€3Meuy0UYH HUIICHICTh Ta YHI()IKOBAHUN BUIJIAJ yCIX

EKpaHiB JTOJATKY.

2.7 Opranxi3zauisi npouecy po3pooxu

3aBasgku THyukiil iHTerpamii Mk Unreal Engine, Visual Studio, Blender,
Paint. NET Tta Git, Bgaerbcst o0y 1yBaTu epeKTUBHUI MauIiaiiH po3poOku. Moaeii,
TEKCTypH Ta acceTu cTBOPIot0ThesA y Blender 1 Paint. NET, miciis 4oro eKcopTyroThest
y ¢opmarax, npugatHux aias iMnopty B Unreal Engine. Koam irpoBoi joriku
numyThest y Visual Studio, TecTyroTbesi 1 HanaropKyrOThCs 4epe3 IHTErpauiio 3
pyuiieM. [IpoekTyBanHs 1u3aiiHy 1HTEpdeiciB 0yIio 3a11CHEHO 3a fonomMororo Figma.
VYeci 3minn dikcytotbesa y Git, 1o J1ae 3MOry OpraHi3yBaTH SIK 1HAUBIIYalbHY, TakK 1
KOMaHJIHy po0oTy, 3a0e3meuuTu 30€peKEHHS MPOMIKHUX Ta PeNi3HUX Bepcii
npoekTy. Takuil MiaXia 103BOJISIE THYYKO MACIITa0yBaTH MPOEKT, MiATPUMYBATU
BHUCOKHM PIBEHb SIKOCTI Ta 3a0€3Ieuy€e MBUIKY 1TEPAIiI0 y UKl pO3POOKH.

3 MIPOEKTYBAHHSA

3.1 IIpoeKkTyBaHHS APXITEKTYPH 3aCTOCYHKY

bynp-sxkuii mpoekt Ha Unreal Engine mae chiibHy 0a30By OCHOBY, SKa
CKIIQJAETHCS 3 JEKUTBKOX YAaCTUH - aBTOPUTAPHOTO CEPBEPA, 10 KOHTPOJIIIOE JIOTIKY 1
pO3paxyHKH TpH, NMpaBWia SKUMU OyIyTh CIITyBaTH BCl NI €IHAHI KIIEHTH B
OararokopucTyBambkomy pexumi. CrierianbHi okpemi (yHKIT 1K1 HazuBatoThess RPC
GyHKLISIMU BIAMOBIAANBHI 32 TIEpeIavyy MK CEPBEPOM Ta KiIi€eHTaMH. Ta KIIEHT, 10
BIJINOBIJIAJILHUM 332 KOPEKTHY po0OTy 1HTep(deiicy Ta BiHOOpaKeHHsI CBITY I'pH, KU €
BiJIOOpaKEHHSM TOTO IO MIepeaac KIIEHTY CEPBED.

Takum ynHOM Bi10yBaeThcs €(DEKTUBHE PO3AUIEHHS MPOTrPamMHOi JIOTIKH, IO

JI03BOJISIE HE JIHIIE 3a0€3MeUnTH MYJIBTHILIEEP, alleé TAaKOX T03BOJsE €(PEKTUBHIIIE
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PO3MOAUIUTH MPOTPAMHUM KOJ, aJie TaKOXK yOe3MeuuTH irpoBYy CECIIO BiJl YITEpPCTBA 3
OOKy TpaBIIiB, TaK sIK cama Tpa Oye OpieHTyBaTHCS JIMIIE Ha JaHi SIKi CTBOPEHI Ha

ceprepi.

Server

AGameMode

AGameState

UUserWidget

UUserWidget

Client1 Client 2

Puc. 3.1 Jliarpama BiTHOIIIEHBb Mi TOJIOBHHMH KJlacaMH MPOTPaMH, 0 BiToOpake
B32€EMO/III0 MK CEpBEPOM Ta KJIieHTamu [22]

S BUIHO Ha PUCYHKY 3.1 KJjacu BIJDKETIB - CHEllalbHUX KJIACiB OPIEHTOBAHUX
Ha MaJloBaHHsS 1HTepdeiicy TpaBls, ICHYIOTh JuIle Ha KiieHTax. Kiac
APlayerController € 3B’I3HUM €1I€MEHTOM MIXK KJIIEHTOM Ha CEPBEPOM, BITHOCHO TaK
3BaHOTO MpaBa BrmacHocTi cepBep BU3HAYae, uu OyJie BUCIyXaHa KOMaH/Ia KI€HTa, 9i
MPOIrHOpoBaHa. TakuM YMHOM, HAMPUKIIA]T, 3TOYMHHA CIIPO0a BUKJIMKATHU MTO30aBUTH
BOpOTa PeCypciB BUKIMKOM KOMAaH/IM 3a JIOTIOMOT0OK0 MOJM(IKOBAHOTO KIIIEHTa Oye
BIIXWJICHA, SKIIO JIaHy KOMaH/y 3aCTOCYBaB KJIIEHT KWW HE Mae npasa BiacHocTi Ha
KJIacC 3 IEpP>KaBU JTAHHOTO IPaBLs.

BpaxoBytoun 111 0cOOJMBOCTI po3poOKH, TMporpaMmy MOKHA PO3AUIMTH Ha
HACTYTHI BaXJIMB1 KOMITOHEHTH:

1. ApXITeKTypa IrpoBOro peXuMy, IO BIAMOBiJaJibHA 3a JOTIKY Ta
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00paxyHKH 1IrpOBOTO MPOIIECY .

2. ApXiTeKTypa CTaHIB TpU, NEPEMUKAHHS SKUX BH3HAYA€ MPOTIKAHHSA
ITPOBOTO MPOIIECY.

3. Cucrema irpoBOro 4yacy, II0 BHM3HA4a€ BCl TEMIl MPOXOJKEHHS Ta
cnenndiky eKOHOMIKH, OOHOBUX fiil Ta OyIBHUIITBA.

4, ApxiTekTypa 6a3u JaHuX, JIe BII0yBa€ThCs 30€peKeHHS BCIX HEOOX1THUX

3HAYEHb ISl MOJANBIIOI POOOTH T'PH.

3.2 ApXiTeKTypa irpoBOro pe:kumy

“CepBepHi”, a00 BHYTpIIIHI KJIACH MMPEJICTABIISIIOTH COOO0IO T1 KJIACH, 10 1ICHYIOTh
BUKJIIOYHO Ha cepBepi, ad0 MOXYTh OyTH pellaroBaHi BUKIIOYHO cepBepoM. Taxi
KJIaCH, 4Yepe3 IX 3aXUUIEHICTh BiJ HeO0aXaHOro BTPY4YaHHsS € (PyHJIaMEHTaJIbHUM
CJIEMEHTOM IMpOTpamMH, aJKe BOHH, Oyay4dd TOCTYMHUMH 3 YCIX IHIIMX KJIACIB,
JO3BOJISIIOTh OTPUMATH OCTAaHHIO aKTyalbHY 1H(GOpPMAIIIO 3 MIHIMyMOM HENOTPIOHUX

00paxyHKiB a00 IHCTPYKIIH.
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Puc. 3.2 Jliarpama 3B’s3kiB 6a3oBux kinaciB y Unreal Engine [23]

Krac irpoBoro pexxumy rpae KJIro4oBYy poiib y MPOrpaMi, aJi’ke caMme BiH Kepye
CUCTEMHU MYJIBTUILICEPY, CTBOPEHHSAM TIEPCOHAXKa/aKTopa TPaBIld Ta BU3HAYAE SKi
KIIFOUOBI Kiacu OyayTh 3actocoBaHo - Takux sik HUD, PlayerPawn, GameState,

PlayerState ta Gamelnstance. 3nauenns PlayerController, To6ro mnpencraBineHHs

IpaBIlsl B OJIMHOYHIN Ta 0araTOKOPUCTYBALBKIHN TPl BIIOOPaXKEHO HA PUCYHKY 3.2.



ABP_HybridPiayerState ABP_HybridGameMode

+UBPC_AiController_C* AiController
+UBPC_WarfareController_C* WarfareController
+UBPC_NavigationManager_C* NavigationController
+USceneComponent* DefauliSceneRoot

+E_G:i MyState

+E_GameSpeed CurrentSpeed

+double AccumulatedTime

+int32 CurrentDay

+ABP_HybridGameState_C* MyGameState
+ABP_HybridPlayerSiate_C* PlayerStates]]

+USceneComponent DefaultSceneRoot
+ABP_HybridGameMode_C GameMode
+ABP_HybridGameState_C GameSiate
+int32 MyCountryld e 1
+AActor* ToUpdateOnMonth
+AActor* ToUpdateOnDay
+ABP_StrategicMap_C StrategyMap

+void BeginPlay

+void GetGameMode

+void RPC_Self_CS_UpdateOnMonth
+void FillActors ToUpdateOnionth
+void FillActorsToUpdateOnDay
+void OnDayUpdate

+void OnMonthUpdate

+void RPC_StratMap_SS_Askinit
~void RPC_StratMap_SS_Startinit
~void RPC_StratMap_CS_Startinit

+void CalculateSumsOfProvinces
+void GetCountry

+void CalcCountriesincome
+void CalcProvincesGrowth
+void AskToStratBuild

+void DataTablesInitialise

+void TryToStartBuild

UBPC_Piayer

+UBPC_AskPlayerState_C* BPC_AskPlayerState
+UBoxComponent* Box
+USpringArmComponent™ SpringArm
+UStaticMeshComponent* Cube
+UCameraComponent® Camera

oasm
ool IsA ~void RPC_CS_GetMyCountry -void ArmyExist?

+void RPC_SS_AskProvinces
~void RPC_CS_AskProvinces
+void RPC_SS_AskCountriesData
~void RPC_CS_AskCountriesData
+void BeginPlay() +void RPC_SS_AskBuildBuilding
+void IA_Move() ~void RPC_CS_AskBuildBuilding
+void IA_MouseScrol() +void RPC_SS5_AskBuildUnit
-+void IA_LeftMouse() ~void RPC_CS_AskBuildUnit

+TArray<AActor> SelectedActor +void CreateNewArmy

+void ProvinceBelongToCountry?
+void CanCountryAfford?

+void HowManyCostUnits?

+void HireNewUnit

+void SpendCountryResources
+void MoveArmy

UBPC_NavigafionManager

[+ABP_HybridGameState_C GameState
+ABP_HybriaGameMode_C GameMode
+FS_ArmyldsArray ProvinceWithArmies
[+bool TwoArmiesinProvince?

N - +void RemoveArmy
+vu!d I1A_RightMouse() 1 +void RPC_SS_FindPath void BeginPlay 1 1
+void OnDayUpdate() ~void RPC_CS_FindPath - void Tick +void CalculateProvincePath

+void OnMonthUpdate()

+void KeyBoardEventOnKeyPressed_E()
+void KeyBoardEventDebugKey_T()
+void KeyBoardEveniDebugKey_Y()
+void KeyBoardEventDebugKey_1()
+void KeyBoardEveniDebugKey_2()

+void RPC_SS_ShowVisibleProvinces
~void RPC_CS_ShowVisibleProvinces
+void HappenedMovement

+void RPC_CS_HappenedMovement
+void CreatedArmy

+void RPC_CS_CreatedArmy

[+void FindPath

+void FindVisibleProvinces
[+void HandleMovement
+void AddArmy

[+void RetrieveActualArmy
+void GetArmiesinProvince

+void OnDayPassed

+void OnMonthPassed

+void OnStrategicMaplnit

+void TwoArmiesinOneProvince
+void MovementHappened
+void ChangeGameMode

+void KeyBoardEventDebugKey_3() +void AskChangeGameMode void OnArmyRemove
1
! 1
0.* 1 1
1 UBPC_AskPlayerstate ABP_HybridGame State

UBPC_AiController
ABP_StrategicMap

+ABP_HybridPlayerstate_C MyPlayerstate
+UBP_Country_C MyCountry
+FS_Province Provinces

[+USceneComponent D oot
[+ABP_HybridGameMode_C GameMode
+int32 TotalDaysCounter

+UBPC_UnitManager_C* BPC_UnitManager +void CalculateAction

+UBPC_AskPlayerState C* BPC_AskPlayerState 1 1

UStaticMeshC: i+ underplate3 | «[+FS_Country Countries 1 +FS_Province Provinces
Iua:t:ﬁmiincgﬂﬁgﬁiﬂr 5202%2121 +bool DidIEuild +Fs_StratBuildingData StratBuildingData
+bool DidIHire +FS_UnitsEconomy UnitsEconomy

+UStaticMeshComponent* borders_map
+UStaticMeshComponent* political_map
+UStaticMeshComponent* province_map
+USceneComponent* DefaultSceneRoot
+ABP_HybridPlayerState_C* MyPlayerState

+bool AnyProvinceSelected

+int32 SelectedProvince

+ABP_HybridGameState_C* As_BF_Hybrid_Game_State

+FS_Army TempArmy
+int32 VisibleProvinces

+UBP_Country_C* Countries
+ABP_StrategicMap_C StrategicMapRef
+FS_Country CountriesData

+void GetMyCountry
[+void RetrieveCountriesData
[+void UpdateExposedVariables

UBPC_UnitManager

-TArray<FS_Province= ProvinceData
-TAmmay<FS_Country= CouniriesData

+ABP_StrategicMap_C As BP Strategic Map|
+ABP_StrategicMode]_C* StrategicModels

+void GetProvMat

+void EditorSetProvinceMapMaterials()
+void EditorSetPoliticalMapMaterials()
+void SetProvinceMapMaterials()
+void OnProvinceSelect()

+void SetPoliticalMapMaterials()

+void CS_InitStrategicMap()

+void BeginPlay()

+void HandleRightClick()

+void GetMyCountry
+void RetrieveCountriesData

T T

0.r

[+void BeginPla:

1

0.

UBP_Country

=" [+double Resources

ABP_Strategichiode!

+int Id
+FS_Country Country

+double Population
+double Technologies
+double CurrentManpower

+void OnDayUpdate()
+void OnMonthUpdate()
+void DrawMarkers()
+void DeleteMarkers()

+FS_ArmyGroup Armies

+USceneComponent DefaultSceneRoot
+int ArmiesCounter

+int MyCountrylndex

+E_Culture MyCulture

+FS_Armyld Army
+ABP_HybridPlayerState_C As BP Hybrid
Player State

Puc. 3.3 Jliarpama kJ1aciB 3 HAalBaIMBIIIMMU KJIaCaMU T'pU Ta 1X YJIeHaAMU

Came Tomy GameMode € nepioueproBUM MICLIEM JI€ B1IOYBAIOTHCS 00paXyHKU
HEOOX1TH1 JJ1s1 pOOOTH TpH, 110 BUHECEHI B OKpeMi GyHKIIIT, Kiacu abo mo/ii (0coOauBi
¢bynkuii UE, o He moBepTaroTh 3Ha4eHb). HaliBaXXJIMBIIIMM aCTIEKTOM € BIJICYTHICTb
perutikalii, TOOTO KOIMiIOBaHHS BCiX 3HAUY€Hb KJIACY Ha BC1 KOIIi IIbOTO KJacy y 1HIIMX
rpasiiB. Jliarpama Ha pucyHky 3.3 BimoOpaxae 1ieHTpasibHe 3HaueHHs: GamMode.

Sk enune micue s 30epekeHHs BCiX HEOOXITHUX JaHUX JUIS KJ1aciB Irpu OyJio
Bukopuctano kimac GameState, amke 3 OJHIET CTOPOHH OO’€KT IBOTO KJacCy
PEIUTIKYEThCST HA BC1 00 €KTH IHINIMX KJACiB, B TOM 4Yac SK 1HIN KJacW HE 3/1aTHi

3MIHIOBaTH MOTr0 BEPCII0 HAa CepBepl - TAKUM YMHOM 3a0e3MedyeTbcs JOCTYI 0
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CHUJIBHUX JaHUX 0€3 pU3HKY HeOaKaHWX 3MIH KpUTUYHUX JAHUX.

OcTanHiM BaXJIUBUM KjacoM € PlayerState, mo mpeactaBisie perIikOBaHHI
cTaTyc rpasiis y rpi. Lle 103BoIs€ pi3HUM KITI€EHTaM MaTH CITUTBHE PO3YMIHHS BiTHOCHO
JAHUX 1110 MalTh OyTH MyOJIYHUMHM - SIKOMY TPaBIO SKa KpaiHa HAJICKHUTh, K1 1l
KOPJIOHH, TOIIIO.

B3aemonia mibxk GameMode, GameState Ta PlayerState € ki1r040BUM aceKTOM

poOOTH MPOEKTY.

3.3 ApxiTeKTypa CTaHiB rpu

Tax K IpO€eKT Mae Ha MeTI 3'€JTHATH OJJHOYACHO FeMIUIEH I100aIbHOT CTpaTerii
ta RTS, 1e o3Hadae cepiio3Hy 3MIHHY HEOOXITHOI JIOTIKM, aJKE PI3HI PEKUMHU
NOTpeOyIOTh PI3HUX OOYMCIEHb. Y TAaKOMY BHMAJKy BEJIMKA KUIBKICTH MPOBIHLIM,
IOHITIB Ta €EKTIB MOXKYTh CEpPHO3HO HABAHTAXKUTH KOMIT IOTEp IrpaBlis, 110 OyJie MaTH
HalCepMO3HIII HACHIIKKM - aJKe caMe TEXHIYHI OOMEXKEHHS BIUIMBAIOTH Ha
KOHLIETLII0 OUIBIIOCTI  aHANOTIYHUX TiOpuaiB. 3a3Buuail aisg  30epe’KeHHA
MPOYKTUBHOCTI B1I0YBA€THCS BUBAHTAXKEHHS TJ100aJbHOT KapTH Ta 3aBaHTAKEHHS
takTuyHO1 (Hanpukian Total War abo Empire At War).

[Ipote 3acnmyroBye Ha yBary KOHIENTYaJdbHO IHIIE PINICHHS - 3aMiCTh
BUKOPUCTAaHHS KapAWMHAJIBHO PI3HO pEali30BAaHUX Ta ICHYIOUMX YacTHUH IpH, OyJ0
MPUIHATO PILIEHHS y TaHOMY IPOEKTI peanizyBaTh B paMKax OAHOTO piBHS OOMJBa
PEXKUMU 32 JJOTIOMOTOI0 BUKOpUCTaHHS natepHy “Cran”. [IpuHIun BimoOpaxeHuit Ha

pucyHky 3.4.
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IrpoEMiA Npouec CnoBinbHEHWA TakTHHHHA PEXMM

MMoSansHWA pexnm

(KOHTEKCT) MoSansHWA pesMm (RTS)
T T T
| | | |
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i
i
i
: FoBEpHEHHA NoBHOTO - JaBeplueHHA GUTEK
' rMoGansHOND peExMMy <
i

JaBEpLUEHHRA KaMnaHil

i
-

Puc. 3.4 Jliarpama mociiIoBHOCTI 3MiHHM CTaHIB

[lounHaroun Ha pIBHI apXiTEKTypu pO3JAUIEHHA (QYHKUIOHATY s
CTPATETIYHOTO Ta TAKTUYHUX PEXKUMIB, OYJIO pO3pOOJIEHO KOHIIEMIIIIO, € B paMKax
MIEBHOT'O CTaHy BIJI0OYBAETHCS MEBHUI HAOIp IHCTPYKIIH. Y BUNAJKY 3MIHHU CTaHy, rpa
MOYMHAE MISTH 3a IHIIUMH aJITOPUTMOM, IO JO3BOJISIE €KOHOMHUTH PECYpCH Ha
0e3mevyHOMY 3YITMHEHHI HEeTTOTPIOHUX TIPOIIECIB.

OaHOYaCHO 3 TUM 3aIIaHOBAHO BUMUKAHHSI PEHIEPUHTY HEMOTPIOHUX YaCTUH
piBHs 3a nonomoroto TexHosorii Level Streaming. [Ipu 3MiH1 cTaHy 3 TAKTUYHOTO Ha
CTpaTeriyHuil, TO rpa mnepectaec oOpaxyHKu Ta npomanboByBatu RTS mamy. [lpu
3BOPOTHOMY OOMiHI BiAOyBa€TbCs 3BOPOTHIA Mpolec - OOpaxyHOK CTpaTeriyHoi

JIOTIKHU MMPU3YIIUHAECTHCA.
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3.4 Cuctema irpoBoro 4acy

Kir04oBUM aciekTOM TakoX € PO3paxyHOK Ha BJIACHY CHUCTEMY 4dacy. Y OyJib-
sakomy kiaci UE icuye ¢ynkmis Tick, 1mo BHUKIMKaeThCs KOXHHUN (peiiMm (kaap).
[IpoGiema monsirae B TOMy, 10 B 3aJIEKHOCTI BiJ BeIMYMHU (YHKIIIi, BOHA JOBIIE
nouynHae oOpaxoByBarucs. Tak 3MEHIIEHHSI KaJpiB B CEKYHJy MOXKE MPU3BECTH 0
HEIPUITY CTUMOIO 3MIHEHHS JIOT1KH. Tak MOKIMBOCTI IPaBIIs BIOOPAKEHI HA PUCYHKY
3.5, 1e 1oro MOKIIMBOCTI BUKOPUCTAHHS MTPOTPAMHU 3aJIeKaTh BiJl CTaHy TPH.

[Io6 3amo0irtv TakoMy PO3BUTKY MOAiM, OyJjia CIlaHOBaHa BJIACHA CHCTEMA
BHYTpIIIHBO ITPOBOTO YaCy, SIKa J03BOJIIE BCEPEIWHI TPU OPIEHTYBATUCS Ha Te€,
CKUIBKM Yacy Ma€ TPOMTH, B HE3aJeXKHOCTI BiJ KUIBKOCTI KaapiB. Lle 3pydHO
HEOOXITHO I peaiizaiii (QyHIaMEHTaJIbHUX MEXaHIK, TaKuX SIK TEpeMIIICHHS,

OyIIBHUIITBA YU OUTB.
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Puc 3.5 Jliarpama BapiaHTiB BUKOPUCTAHHS

Tomy pa3 B KOXHY YITKO BHU3HAYEHY KUIBKICTh PEAJIBHOTO 4Yacy MPOXOJUTH
YyMOBHA OJMHHIIS 4acy, B IIbOMYy KOHKPETHOMY BHIIQJIKy - JeHb. KOXHY NEBHY
KUIBKICTh JHIB B1OyBa€eThcsl Micsih. KokKeH IeHb 1 MICSIb BU3HAYCHH1 3HAYEHHS
MarTh OHOBJTFOBATHCS.

3aBIsKU TUCKPETHOCTI ITPOBOIO 4acy € MOKJIMBICTh TUIAHYBaTH, Ta HaJajl

peali3yBaTu 4iTKy 1 3p03yMUTy CUCTEMY €KOHOMIKH, OyAIBHUIITBA Ta OOMOBUX JIiH.
3.5 Apxirektypa 0a3u JaHUX
B UE icuye BnacHa cuctema DataTables 1o 31atHa 3a10BOJIBHUTH OTPEOH Y

0a3ax IaHUX HEBEJIMKOro po3Mipy. BukopucToByrouM 1o cuctemy Oyjio BHPILICHO

3aMmyrcaTy HAMBaKJIUBIII JIaH1, III0 BUKOPUCTOBYIOTHCS JIJIsi pOOOTH TPH.
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DT Country
RowMame
DT Province Player?
Mame
RowMName CountryColor
Mame Culture
Color | HH OwnedProvince
DefaultData
Mavigation

DT _StratBuildingData
» RowMName DT UnitStratStats DT UnitsEconomy
~ Type
Cost RowMame RowMName
Upkeep Type H HH Type
BuildingTime Damage ResourceCost
MativeHP PeopleDemand
Armor TimeToDone

Puc. 3.6 Monenb «CyTHICTh — 3B'I30K» 0a3u JaHUX
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Ha pucynky 3.6 MOXHa Mo0auuTh CHUCTEMY 3B S3KIB MIXK CTPYKTYypaMu SIK1
BUKOPUCTOBYIOTbCS B mporpami. Ha crapti rpum mani 3 jgaHoi 0a3u  JaHUX

3aBaAHTAKYIOTBHCA B KJIIaCH I'PU JJIA TOAAJIBIIOI0 BUKOPHUCTAHHA.



4 3ACOBH PEAJIIBALIL

4.1 m3aiin inTepdeiicy

Figma e cyuacHO0 m1aTgopMOIO ISl CTBOPEHHS KOPHCTYBAIbKUX 1HTEp(EHCIB
1 MPOTOTHUIIIB, IO 3a0e3leuye 3pydyHe CEpPEeAOBHUIIE I PO3POOKH IHTEPAKTUBHUX
MaKeTIB 1 KOJICKTUBHOT poOOTH HaJ au3aitHoM. Hibkue moiaHo Omuc TUIIOBHUX €TaIliB
nigroropku Ul y Figma.

1. [ToyaTox poboTU 3 TIpOEKTOM: — 3apeecTpyitech y Figma: HeoOXiaHO
CTBOPUTH OOJIIKOBUI 3amuc ab0 BUKOHATH BXif, SKIO MpoduIb yXe ICHyE. —
Biakputtst HOBOTO (paility: Ha CTapTOBOMY €KpaHi 00epiTh OIMIliI0 CTBOPEHHS HOBOTO
npoekty («New File») nns iHimiamizanii pododoi cecli.

2. Po6ora 3 ¢dpeiimamu. Y Figma ¢peiimu BUKOHYIOTh POJIb KOHTEHHEPIB
JUISL PI3HUX €JEMEHTIB, BHU3HAYAlOUM CTPYKTYpYy OKPEMHUX €KpaHIB 4 OJIOKIB
iHTepdeiicy. — JlonaBanHsa ¢peiimy: ckopucTaiitecs iHcTpymeHToM Frame (abo
kiasimero F) 1 okpecrniTe dpeiim y pobouiit 30H1. — HanamtyBanHs mapameTpiB: y
BJIACTUBOCTAX (peiiMy MOXKHA BCTAaHOBHTH CTaHIAPTHHH PO3MIp MJIS THIOBHUX
npUCTPOiB (cMapTdOH, MIIAHIIET, AECKTOM) a0d0 3a7aTH BIACHI 3HAYEHHS IIMPUHU 1
BHCOTH.

3. CtBOpeHHsl eneMeHTIB 1HTepdeiicy: — 3a J0MOMOrol I1HCTPYMEHTIB
Rectangle, Line, Ellipse Ta iHmmx moxxHa ¢opmyBatu ocHoBHI Ul-koMmoneHTn —
KHOTIKH, T0JIs1, TTaHesl, MeHIO ToIo. — [ Jo1aBaHHs TEKCTY BUKOpUCTOBYHTE Text
Tool (T) 1 po3mimyiiTe TEKCTOBI OJIOKM Ha TOTPIOHHMX [INSHKaX ¢permy. —
JlonaBaiite 300pakeHHS Ta IKOHKH IIUIAXOM IMHIOPTYy i3 JokameHoro I[IK a6o
BUKOPHUCTOBYIITE BOyI0BaHy 010110TeKy pecypceiB Figma.

4, Bukopucrtanus komnonenTiB: — KomnonenTt y Figma cTBoprotoTbes 3

Ipyl €JEMEHTIB, Kl OyayTh MOBTOPIOBATUCA Y PI3HUX yYacTuUHax iHTepdeicy. 1106
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3pOOUTH KOMIIOHEHT, BUJILIITh MOTPIOHY TpyIMy, HATUCHITH MpaBy KHOMKY MUII H
06epith «Create Component» (abo natucHith Ctrl+Alt+K). — [[ns 6aratopasoBoro
BUKOPHUCTAHHS TMEPETAryiTe KOMIOHEHTH 3 O10JI0TeKHM y TOTOYHHUU MPOEKT,

OHOBIIIOIOYH X 32 MOTPEON — BC1 €K3EeMIUISIPU OyAyTh CUHXPOHI30BaHi.

Main Screen

Puc. 4.1 IIporotun HUD rpaBusg y Figma

3aBASKM BHUKOPUCTaHHIO Figma m03BONMIO KpaTHO IIBUIIIE peaii3yBaTH
iHTepdeiic s kopucryBaua. B Unreal Engine intepdeiicu peamizyroThes 3a
JIOTIOMOTOI0 1HTETPOBAaHOTO y pymIiid ¢peiimopky Slate, sikuii 37aTHHIA MIBUIKO Ta
e(peKTUBHO CTBOPIOBaTH CKJaaHI iHTepdericu. CTBOpEeHUIl MPOTOTUIl € HA PUCYHKY

4.1. Ha pucyHky 4.2 BUIHO sIK OyJI0 peai30BaHO BIIKET y pyLIii.
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Puc. 4.2 300paxenns intepdeiicy y camomy Unreal Engine

Jlst roro o6 B Unreal Engine nogaTtu Bi/pKET Ha eKpaH KOPUCTyBaya, B
nepury OyB crBopenuii knac BP. HUD, sikuii € wactunoro PlayerController mpu
CTBOPEHHI, Ta JJO3BOJISIE TPUMATH JIOTIKY 1HTEP(EHCIB 11032 OCHOBHOTO KJIacy
PlayerController, mo 1 3a0e3nedye Bci (yHKIIT HOTPIOH1 AJIA NPEACTABICHHS T'PaBLIs.

B BP_ HUD mu nogaemo ¢yHKIii He0OX1/1H1 JIs TOTO 1HII{ami3arii
KOMITOHEHTIB, a TAaKOX B MoJIaibIlioMy OyeMo BukopuctoByBaTu ki1ac BP. HUD st

3B’SI3KY MIXK BIJIDKETaMU Ta OCHOBHOIO rpoto. Peamizauis BP_HUD na pucynkax 4.3

Ta 4.4.



# Add to Viewport
& Event BeginPlay £ Sequence [ Create WBP Main Screen Widget

P — P Then0 B —— B N P—bp
enl B C Return Main Screen Target
Add pin ®
Owming Player
F GetGame State

Return Value
»# Cast To BP_HybridPlayerState » Cast To BP_HybridGameState

& =R P

Failed D BP Hybrid Player ¢ Object
f Get Player State As BP Hybrid Player State As BP Hybrid G

Player State Index Return Value

Puc. 4.3 300paxkenns noxii BeginPlay Bcepeauni BP. HUD
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[4 Components
+Add  Q

[ BP_HUD (Self)
L. DefaultSceneRoot
[*] BPC_AskPlayerState

M My Blueprint
+Add Q
¥ GRAPHS
w % EventGraph
&> Event BeginPlay
€ Event ActorBeginQOverlap
& Event Tick
& Event OnDayUpdate
<> Event OnMonthUpdate

W FUNCTIONS ( ERRID ) Override v @

~*£ Construction Script
J PickFlag

w INTERFACES
& OnDayUpdate
& OnMonthUpdate
MACROS ®
¥ VARIABLES ®

» Components
MainScreen WBP Main Screen

BP Hybrid Player State BP Hybrid Player S »«
BP Hybrid Game State BP Hybrid Game S1 »«

EVENT DISPATCHERS @

Puc. 4.4 300paxkeHHs] KOMIIOHEHTIB, MO1H, GyHKIIIN, peanizaiii iHTepdeiciB Ta

3miHHUX kiacy BP. HUD

Koxen 3 enementiB ki1acy WBP_MainScreen - 11e okpemi BIJKETH, 1110 MalOTh

BJIACHY CTPYKTypy Ta wmeroau. lle HeoOXimHO nJis opraHizaiii Komay, Ta HOro
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NEePEeBUKOPUCTAHHSL 3a TNOTpeOu. 3aBIsSKM pO3JAUICHHIO Ha MEHIII CyOKiacH,
3 ABIIAIOTHCS THYUKIIII MOXJMBOCTI Y BUKOPHCTAaHHI TapHO MPOAYMaHUX OKPEMHX
eJIEMEHTIB Koay. BimoOpakeHHs 3alTOBHEHOTO BIKETY IMiT 9ac poOOYOro mporecy €

Ha pucyHkax 4.5, 4.6, 4.7

CountryName ProvinceNam

Resources

Puc. 4.5 3006paxkenns cyoBimkera WBP ProvinceView y nu3aitHepi BipKeTiB
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Puc 4.6 3o6paxenns noaii ShowProvince, 1110 3aoBHIOE BIIPKET MPU HATUCKAHHI Ha

MIPOBIHINIIO CTPATETIYHOT Mau
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Ardan Province

Development 2

Population 2

Resources 2

Puc 4.7 306paxxenns WBP_ProvinceView nipu oOpaHiii mpoBiHIIiT i Yyac Tpu

Opna 3 HaiBaxnuBimmx (yHKUIA y Bimkerax € SetVisibility, mo mo3Bomsie
oOpaTh TpaBWJa MO SKUM OyJie MallloBaTH CJIEMEHT Bipkera. Lle Moxe OyTh sk
Hidden, mo npubupae MaaroBaHHS €JICMEHTY, aje 3ajIMIIaE B PO3MITII MICIC i
Hporo. Ile moxe Oytu Collapsed, mo nmpubupae emeMeHT 3 po3mitku, abo Not Hit-
Testable - e o3Havae 1110 eneMeHT Oy BioOpakaTHCs, ajle 3 HUM HEMOXKJIMBO Oyj1e
B3aEMOIIATH.

Ha npuxknani 3 Puc 4.5 ta 4.7 - MOXHa 1MOOAYUTH IO TaK-sIK MPOBIHIlSA HE €
CTOJIUIICI0, HEMAE BIAMOBIIHOTO TEKCTY MO iMeHTU(iKye ii sk Taky. To6TO Hemae
HEOOX1THOCT1 CTBOPIOBATH OKPEMHUI BIJDKET, UM 3MIHIOBATH HABITh HAMKC - JOCTATHbO
JIMIIIE MOTO MPUOPATH SKIINO BiH HE 3a/I0BOJIbHSIE (PAKTUUYHOMY CTaHY pEueH.

Lle pobutsb cuctemy iHTEp(EICIB THYUKOIO Ta IHTEPAKTUBHOIO.



4.2 CtpareriyHa kapra

Bracaigok TpuBaiux po3ayMiB, Ta aHAII3y aHAJIOTIB, OyJI0 MPUMHATO PIIICHHS
MOBTOPUTH JTOCBIJ TI00ATBHUX CTPATETIYHUX ITOP 3 KApTOIO M0 MAa€ 3MiHYy Yacy y
peanbHOMY 4Yaci. MoBa He mpo cucteMy IpoBiHIii 3 irop Paradox Interactive, siki 1
HAJMXHYJM Ha KOHIICTIII0 BUKOpHUCTaHy HMxk4e. [Ipore peamizaris Oyia BUKOHAHA
aOCOJIIOTHO CaMOCTIMHO, BPaXOBYIOUM KapIMHAIBHO 1HIIWKA JBUTYH BiJ iX 1rop.

[TepmmM kpokoM po3poOku Oyio HamanoBaHHS KapTu y Paint.Net, ne micins
3aBJSIKA THCTPYMEHTaM PEAAKTOpa 300pakeHb OYB HAMAJIbOBAHUW CIIOYATKY KOHTYP
MaiOyTHBOI KapTu. [ani BiH OyB po3aiuieHHI Ha O6araTo pi3HOMAaHITHUX MPOBIHIIINA
HEeMpaBWIbHOI (OpMHU, JUISI MOMKJIMBOCTI CKJIAIHOTO TEPECYBaHHS, a 3HAYUTh
VHIKQJIBHUX CTpaTeriyHuX MaHeBpiB. Jlami k0>KHIM MpoBiHIIT OyB HaJaHU BIACHHMA

KOJIp JUJIS X MOJabiinoi oOpoOku. ApredakT po3poOKku Ha pUCYHKH 4.8.

Puc. 4.8 300paxkenns kapTu npoBiHiii y Paint.Net
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Hactynnaum kpoxom O6yno ctBopenns 3D moaeni kaptu y Blender, ne couatky
OyB B3aTuii 3Buyaitnuii Plane, a micns meroanuno B pexumi Edit 6y BukapOyBaHi
HeoOXx11H1 Mexi cTtopiH (faces). [y K0KHOT CTOpOHU OyB CTBOPEHUN OKPEMUI MeEIl,
1o Oyne kinouoBuM Ha HacTynmHoMy eTari B UE. Takox y baennep Oynu HanamroBaHi
MaTtepiajiy JJisi KOPEKTHOTO BiJ0Opa)KeHHs MpOBIHIINA. TakuM 4MHOM OYyJI0 CTBOPEHO
158 marepianiB i IPOBIHIIN, KOKHA 3’ €JHAHA 3 IHIIUMU, Ta KOKEH MA€ BIACHUM KOJIP.

Pucynok 4.9 BimoOpakae monens y Blender.

Puc. 4.9 Monenb kaptu nposiniii y Blender

Hanani B camomy Unreal Engine OyB Bukopuctanuii DynamicMateriallnstance
- BIH JI03BOJISIE CTBOPIOBAaTH BEJIMKY KUIBKICTh MaTepialliB y runtime, MO €

HAJ[3BUYAHO KOPHUCHO I po3po0Kku. B Kitac camoi cTpareriuyHoi kaptu 0yJio 107aHO
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JIB1 MOJIeJIl KapTH - OJIHA IIe KapTa MPOBIHIIH, 1HIIA 11e BXKE IMOJITUYHA KapTa, SKy

0auuTh TpaBellb, Ta Ha SAKIK 1 BITOYBatOThCS 3MIiHU Tij] yac mporecy rpu. Static Mesh

BigoOpakeHo Ha pucyHKy 4.10.

Parent Socket

w Static Mesh
Static Mesh

Materials

Element 0
Element 1
Element 2
Element 3
Element 4
Element 5
Element 6

Element 7

B X

Colored_plane

Gl 3

M_Country

GHl 3

M_Country

€k

M_Country

Gl 3

M_Country

€k

M_Country

Gl 3

M_Country

€Kk

M_Country

€k

M_Country

€k

v

Mater

v

Mater

v

Mater

v

Mater

v

Mater

v

Mater

v

Mater

v

Mater

Puc. 4.10 300pakeHHs1 MaTepiaiiB MOJITHYHOI KapTH - BCE CTBOPEHA 3aBISKU

M_Country

B Ttoii e yac mns mpaBUIIbHO BiMOOpa)KE€HHS IOHITIB HA MPOBIHINI, MOJEIb

KapTW OTpUMajia TaK 3BaHl COKETH - 1€ TOYKU y MPOCTOPI SIKI MAIOTh MEBHE 1M sl Ta

BUKOPHUCTOBYIOTh BIJIHOCHE TOJIOKEHHSI BiJl IIEHTPY MOJEI, JJIsl JIETIIOl OpIEHTAIlll B

npoctopi. COKETH BUKOPUCTOBYIOTHCSI KOJIM MOTPIOHO MOCTABUTH MEBHOTO aKTOpa Y

MEBHE MicCIle, Ta 1100 aKTOp KOPEKTHO 3HAXOAMBCS y CBITI. 300pa)K€HHSI COKETIB Ha

pucysky 4.11.



Puc. 4.11 300paxkeHHs BCiX COKETIB Ha static mesh cTpareriyHoi kapTu

Jamni peanizaiiito Oyi0 3apoBaKEHO Yepe3 BUKOPUCTaHHS line traces, siKi npu
3HAXO/DKCHHI 3ITKHCHHSIM 3 TEBHMM aKTOPOM HaMararloThCsS BHUKIUKATH (DYHKIIiO
inrepdericy BPI HandleMouseClick. ¥V pa3i BamydeHHs 1o mari, BOHa BUKOHAE CBOIO
IMILIEMEHTAIIi10 3rajlaHoro iHTepdeicy, Ta Bipearye BiIMOBIAHO - 00epe MPOBIHIIIIO
Ta nepeaacTs AaHi 10 Bimpkety Provincelnfo. [Taitmiaitn o6po0ku KiTiKy Ha pUCYHKAX

4.12, 4.13. PesynbTaT 300pakeHO Ha pUCYHKY 4.14.
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S Get Player Controller

O Player Index [0] Return Value Target

Trace Channel
Visibility

Trace Complex

sor by Channel

Hit Result

Return Value

= Break Hit Result

Hit Blocking Hit
Initial Overlap
Impact Point @

Hit Actor

v

¢ EnhancedinputAction IA_LeftMouse
Triggered D
Completed B

Action Value
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Jf Handle Left Click

B
Target Province Id @~ N

— @- Input Point Result

Puc. 4.12 3acrocyBanns inrepdetricnoi ¢pynkuii HandleLeftClick

Puc. 4.13 ImmnemenTanis intepdeiicy HandleLeftClick y BP_StrategicMap



Artisia Empire Province

Development 37 Capital

Population 37

Resources 37

Puc. 4.14 306paxxenHs BuUOOpY MpoBiHILT Ta iHGOpMaIlii y BiKETI
Takum unHOM OyJiO peasli3oBaHa 'Hy4YKa Ta rIMOOKa cUCTeMa MPOBIHLIN, 10

JI03BOJIWJIO peali3yBaTH 1HIII (PyHIAMEHTaIbH1 MEXAHIKM HA TBEPA1l OCHOBI.

4.3 Exonomika, 0y1iBHUIITBO

Byab-sika nepkaBa CKIala€eThCsl 3 BIACHUX MPOBIHIIIH, IO TIPUHOCITH MEBHUX
JOX1JT KOKEeH Micslb. KokHa NpOBIHIS Ma€ TpU PI3HUX TUIM BJIACTUBOCTEH - i
pecypcH, HaceJIeHHsI Ta PO3BUTOK, KOKHA 3 HUX HECE BJIAaCHY (DyHKLIIO:

- Pecypcu BU3Ha4aroTh CKUIBKU B MICSIb IEPKaBa OTPUMYE PECYPCIB.

- Hacenennst BU3Hauae MaKCUMaJIbHUN pO3MIp apmii JOCTYIHHUHA s
CTBOPEHHSI.

- P03BUTOK BU3HAYa€ HACKUIBKM KOXKEH MICSIb Oy/1€ 3pOCTaTH MPOBIHIIIA

3 iH1I0TO OOKY, SIK MOYKHA TTOOAYUTH 3 TIOTIEPETHIX PUCYHKIB, KO’KHA TTPOBIHITIS
Ma€ JIeK1IbKa PI13HUX THUIIIB OY/IBElb, KOXKHA 3 SIKMX BIJIMBA€ HA TIEBHUM YMHOM Ha
MPOBIHIIIIO KOKEH Micslb. Cepen OyiBesb ICHYIOTh HACTYIIHI:

- CTOJIMILISA 1€ YHIKaJbHa OY/iBJIs, SIKa ICHY€ JIMIIE OJHAa Ha KpaiHy. SKIIo

CTOJIMI[IO BTPAY€HO TO BTPAUCHO 1 KpaiHy. TakoxX CTOJHUIISI Hala€ BEJIUKE 3POCTaHHS
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MIPOBIHIIIT JIc BOHA 3HAXOUTHCS;
- KazapMH 11e OyAiBIs 110 301IITY€E 3pOCTaHHS HACEICHHS KOJKEH MiCSITh;

- dabpuka 11e OyaiBIIs M0 30UTBIITYE 3pOCTAaHHS PECYPCIB KOKEH MICSIIb.

Ha pucynky 4.15 300pakeHe BioOpakeHHs iHTepdericoM

Expedition Province

Development 19 Capital

Population 14,7 _

Resources 12,7 -

Puc. 4.15 Binobpaxenns moOyA0BaHUX Ka3apM y TIPOBIHIIIT

Koxna OyniBiis Mae KOIITye pecypciB Ha MoOyAoBYy Ta Ha yTpuMmaHHS. Bci
eKOHOMIYHI 1ii BiOyBarOThCs 3a jomoMoror paximie 3raganunx RPC dynkmiil y
BP_HybridPlayerState, sikuii 1 Bignosinae 3a 38’530k 3 BP_HybridGameMode, ne 1

B110yBatOTHCSI BHYTPIIIHI PO3PaXyHKH.
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Puc. 4.15 ®yHK111s po3paxyHKy 3pOCTaHHS MPOBIHIIN

VY Bunajaky fKIIO KpaiHa HamaraeThCsl MOOYyBaTH IIOCh Ha 1HILUINA TepUTOpIi,
a00 SIKIIO BOHA HAMAaraeThCs 1IOCh MOOYyayBaTh 0€3 MOTPIOHUX PECYpCIB - LIS KpaiHa

He Moxe 11boro 3podutn, 60 BP HybridGameMode nipoirHopye Toji ii komaHy.

4.4 Apmii

ApMii 1ie neBHe 310paHHs BIMCHK 1[0 MOXHA OOMpaTH Ta NepEeMillaTh B3A0BXK
KOpAoHIB. [Ipu 3ITKHEHH1 3 CYNPOTUBHUKOM ITOYHMHAETHCS O1il, 1€ BU3HAYAETHCA

MepEeMOKellb KOJIM OJIHA 3 apMiil MOBHICTIO THHE. Jlorika 60iB 300pakeHa Ha PUCYHKY

4.16.



Puc. 4.16 ®yHK1Iis po3paxyHKy OUTBH MK apMISIMH

Uepe3 Benmukuit 00°eM, MexaHiku OOWOBHUX I Ta MepeMilieHHs Oyiu
nepeminieH1 B OKpeMmi KOMIIOHEHTH: BPC_WarfareController Ta
BPC MovementController. Kommonentn B UE BimirparoTh BaxJIHBY poOib Y
oprasizaiii Koy Ta y GyHKI10HaIbHOCT. MOXIIMBICTh OAATH KOMIIOHEHTH 110 Oy 1b-
SKOTO KIJIaCy HaJa€ MOXJIMBICTh iX TOBTOPHOTO BHKOpUCTaHHs. Ilpukian

nepeminieHHs Ha pucyHkax 4.17 ta 4.18.



Puc. 4.17 HoBocTBOpeHa apMmis rpaBLIs

Puc. 4.18 Ilepemiriena apmis micjisi HATUCKaHHS MPaBOi KJIaBillll MUIII
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JIns cTBOpEeHHS NUIAXY apMiii OyB BUKOPUCTAaHUN anroputMm A*, skuii obupae
NEPEeMIIEHHS B CETMEHT SIKUW HaWOIMK4Mid 10 TOYKU Mpu3HadeHHs [36]. B Hamomy
BUIAJKy BUKOPUCTOBYIOTHCS MO3UIIlT COKETIB Y CBITI, SIK1 1 BU3HAYAIOTh BIJICTaH1, MIXK
AKUMH oOupae anroputMm. Baprto, 3rajatu mo B J1aHiil peanizalilii aJroputM odupae
OyIp-sKy TPOBIHIIIO OKPIM TMOMEPENHbOI Ta 00paHoi. TakuMm YMHOM apMii 37aTHI
00XOAUTH BIPHO OOXOJIUTH HEMPOXOIUMY MICIEBICTh, @ BATUHM MalH HE TIPUBOISATH
PYyX A0 HECKIHUEHHOT'O TOBEPHEHHS BIepes 1 Hazaa. CaM meTo1 OyB 3po0JIeHHI uepes

pekypcito. Peanizaitist anroputmy Ha pucyHky 4.19.

Puc. 4.19 300paxkeHHs1 aITOpUTMY MOIITYKY HUISIXY

4.5 3miHa cTaHIB Ta cucTEMA Yacy

3MiHa cTaHiB Ta cuctema 4acy 3aB’si3aHa Ha Tick BP HybridGameMode, sk
LEHTPY SIKUI BU3HAYAE 1110 B1IOYBA€ETHCA Y TPl y IEBHUM MOMEHT yacy. LIIBuakocTi Bix
0 10 5 BU3HAYAIOTh MIBUIKICTH 3 IKOIO MPOXOAUTH 0J1UH JeHb. Koxkni 30 nHIB HacTymae

HOBUU Micsib. KoxeH Micsip O03HAa4a€ pPO3PaxXyHKW 3POCTAaHHS MPOBIHIIIMN,
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HAKOIWYEHHS PecypcCiB JepkaB, Tomlo. Peamnizariis 300pakeHa Ha pucyHky 4.20.

Puc. 4.20 300pa>keHHs JIOTIKH Yacy Ta 3MIHU CTaHy TPU

[Tomii OnDayPassed Ta OnMonthPassed BuxinkaioTh meBHHI HaOIp
YVHIKQJIBHUX (YHKIIN, SKI MOTPi1OHI JUIsl TPUBAJIUX PO3PAXYHKIB, TAKUX K 001 MiX
apMisiMH, TIEpEMIIIICHHS Yu 3BUYaiiHe oHOBJIeHHA 3MiHHUX y BP HybridGameState.
Koxwne 3 icuyrounx PlayerState Boyiogie MacBOM €JIEMEHTIB SIKi BOHA Ma€ OHOBUTH
pazoM 3 co0o10. Sk BHIHO, B 3aJI€KHOCTI BiJI TPUBAIOUOIO CTaHYy IFPOBOTO PEXUMY,

BU3HAYAETHCS sIKA JIOT1Ka 00paxoBYy€EThCs, a AKa - Hi. [Ipuknan Ha pucynky 4.21.

- —-=
DUNIQ == R DUNIQ!

Puc. 4.21 Onosnenns aktopiB Bcepenuni BP_HybridPlayerState



B pe3ynbraTi BUXOAUTH CUCTEMA JIe OHOBIICHHS JJAHUX BiJ0YBA€ThCS CTAOLIBLHO
1 TIOCTIHHO, O3BOJISIIOYM TPABISIM B PeaTbHOMY 4Yaci OauuTu 3MiHH B Tpi. Takox
BAXJIMBUM € BUKOpHCcTaHHsA Level Streaming, 1mo mpu BHKOpPHCTaHHI MpUOUpae 3
00paxyHKy HemoTpiOHI yacTHUHU piBHs. PoOoTa TexHoorii BijoOpakeHa Ha pUCYHKaX

4.22 Ta 4.23. Peanizaris Ha pucyHKy 4.24.

Puc. 4.22 Csit rpu 6e3 Bukopuctants Level Streaming
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Puc. 4.22 Cgit rpu npu pexxumi Global Strategy - KiIbKiCTh 00’ €KTIB BIUTMBAIOYHMX Ha

HpaHCBI[aTHiCTB 3MCHIINWJIOCS B JiBa pa3u

f Set Actor Location
7 Unlad Stream Level (by Object Reference) ©

> ChangeGameMode
£ Switch on £_GameModeState
»-P

Mew Param Selectior

Should Black on Load

 Load Stream Level (by Object Ref

Puc. 4.24 Peanizanis Level Streaming Bcepenuni BP. HybridGameMode

TakuM 4MHOM JOCSTaeThCa OE3MIOBHUM Mepexiy MiXK PeKUMaMH, OB’ I3aHUMU



B JIOCTaTHIA Mipl JUIsl BIUIMBY Ha MOJIi OJWH HA OJIHOTO, ajie HEAOCTaTHHO 100
MOCTPaXKJAATH BiJl 3aHAATO BHCOKMX TEXHIYHWX BUMOT. lle o3Havae 3HaWgeHHS

KOHIIeNIii riopuaHoi cTparerii 3 enementamu RTS Ta rimo6anbHOi cTpaTerii.
4.6 3aBanTaxeHHs NpoekTy Ha Github

Unreal Engine miarpumye Ui psii pi3HOMaHITHUX CUCTEM KOHTPOJIIO BEPCIil.
JInst BeNMKHMX TPOEKTIB HaWOUIbII MIAXOASTH IUIATHI PIIIEHHS, MPOTE Biaeorpa
po3pobIIeHa B paMKax IIi€l JUIIIOMHOI pOOOTH Ma€ JI0CTaTHIM BUKOpUCTaHH Git 1y1s
KOHTPOJIIO BEpCid Ta aBapiHOIO CXOBHIIA MOMEpPENHIX Bepcid. B xomi po3poOku
npoaykty Git 103BOJIMB BITHOBUTH JIeKiJIbKa HAA3BUYATHO BOXIUBUX (haiiiiiB, 110 HA
MPaKTUIll MIATBEPPKYE HOro 3HAYYIIICTh JUIsi PO3POOKH TOJMIOHUX TMPOEKTIB.

InTepdeiic Ha pucyHky 4.25.

(1) Submit Files

Changelist Description

" Ending cleanup

Asset & File

BFC_UnitManager /Game/Blueprints/Components/BFC_UnitManager.|
BPC_WarfareController /Game/Blueprints/Components/BPC_WarfareContr:
BPI_HandleUnitControl /Game/Interfaces/BPI_HandleUnitControl. BPI_Hant
BPI_MouseClickHandle /Game/Interfaces/BPI_MouseClickHandle.BPI_Mou
DT_Countries /Game/Blueprints/Country/DT_Countries.DT_Count
Floor_400x400 /Game/StarterContent/Architecture/Floor_400x400.
HDRI_Epic_Courtyard_Daylight /Game/StarterContent/HDRI/HDRI_Epic_Courtyard.
JoinedMap /Game/Level/JoinedMap.JoinedMap

SK_Flag_A /Game/Plugins/StylizedArmyPackA/Flags_Actors/S
SK_Flag_B /Game/Plugins/StylizedArmyPackA/Flags_Actors/S

v
v
v
v
v
v
v
v
v
v
v

Submit Cancel

Puc. 4.25 Turepdeiic konTposto Bepciit y Unreal



Uepes te mo npoektu Unreal Engine Benmki 3a po3MipoM Ta MarOTh BEIHKY
KUTBKICTh JTOTIOMDKHHUX JPYyrodeproBux ¢aiiiB, HaI3BHUYAWHO BAXKIUBUM € (Qailn
.gitignore, 1110 Ma€ JUIst JaHOT MPOrpaMy HACTYITHUN BUTIIS:

- Binaries

- DerivedDataCache

- Intermediate

- Saved

- .vscode

- VS

- *VC.db

- *.opensdf

- *.opendb

- *.sdf

- *sIn

- *.sU0

- *.xcodeproj

- *.xcworkspace

- Content/StarterContent
[Ipoiiec 3aBanTa)»keHHs TPOEKTY Ha ['1TXab 300pakeHo Ha pUCyHKY 4.26.

Peno3uTopiit 300pakeHo Ha pUCYHKY 4.27.
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D:\Diplom\StellarCampaign>git push origin main

Uploading LFS objects: 100% (322/322), 163 MB | 941 KB/s, done.
Enumerating objects: 377, done.

Counting objects: 100% (377/377), done.

Delta compression using up to 12 threads

Compressing objects: 100% (370/370), done.

Writing objects: 100% (377/377), 57.63 KiB | 1.80 MiB/s, done.

Total 377 (delta 1), reused 0 (delta 0), pack-reused 0 (from 0)
remote: Resolving deltas: 100% (1/1), done.
To https://github.com/Goodwin251/InvaisionCampaign.git

* [new branch] main -> main

D:\Diplom\StellarCampaign>|

Puc. 4.26 3aBanTtaxenns npoekty Ha GitHub

i StellarCampaign

<> Code ~ About

Diploma project
$ Goodwin251 r O 1 Commit

B Config
B Content
M Source
Y gitattributes Releases
oo
L] .gitignore
-
vsconfig

Packages
[ stellarCa mpaign.uproject

] README

Languages

[ o cos
Add a README

Suggested workflows

Add a README

Puc. 4.27 Ilpoekr na GitHub

Sk MOKHa TOOAYMTH, CUCTEMA KOHTPOJIIO BEPCii 103BOJIsIE O€3MeYHO 30epiratu

Ta PO3POOIISITH MPOTPAMHI TPOEKTH.



4.7 TectyBaHHs1 Bineorpmu

TecTyBaHHs BENMKMX IPOEKTIB 3a3BHUYall BUMAra€ KOJIOCAJIbHY KUIBKICTb
JIOACHKOTO 4acy, o0 MepeBipUTH BCI MOXIMBI cuTyamii Ta (yHkuii. 3 MeToro
E€KOHOMJIEHHSI 4acy pO3pOOHUMKH MPOrpaMHOro  3a0e3NE4YeHHS CTBOPIOIOTh
(yHKIIOHAJIBHI Ta IHTETPOBAHI TECTH, SIKI IO3BOJSIOTh BUBHAYUTH HACKILIBKH BIPHO
IpaIoTh PYHKIII, K1 ClieHapii HEOOX1THO IEPEBIPUTH.

3 niero metoro 0yB 3acTocoBadi iHCTpyMeHTH Unreal Engine niis aBromaTtu3zaiii
MPOEKTY TECTyBaHHA. Y OKPEMO CTBOPEHOMY CBITI OyJIM MIATOTOBJIEHI YMOBH, SIKI
J03BOJISIIOTH MIPOBECTU TECTYBaHHS y pI3HUX clueHapisx. [Ipuknan peanizoBaHOro

TECTY Ha pUCYHKY 4.28.

Puc. 4.28 TecroBuii knac BPT TestUnitSelection

V¥ BCIX TECTIB ICHYIOTb CIIUIbHI NIO11 - Prepare Test BUkiinkaeTbest nepes; caMmum

MOYaTKOM 3aITyCKy TecTy. Moro Mo>kHa BUKOPUCTATH JUTsl 1HIIIANI3aIli]l IHITUX KJIaciB
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MIArOTOBJICHHS TpuBatouoro. HacrymHoro momiero € StartTest - BoHa 1q03BOJISIE
3aImyCcTUTH JIOTIKY (yHKIIi ska Hac IikaBuTh. Ha Puc. 4.28 mpencraBieHo sk
IMITy€eTbCA KITIK 1O TTPpoBiHLii uepes line trace, qani Bukopuctanus otpumanoro ID s
cTBOpeHHs apMii. KiTbKICTh HEOOX1THUX pecypcCiB I IepKaBU 11100 CTBOPUTH apMito
B)K€ 3aJjaHa 3aBUacHa y TECTOBOMY piBHI. Y BHIIaKy SKIIO BCE MPaBUIILHO,
BUKJIMKAETHCS 1HTEpPEhc KIIKYy M0 IOHITY - SKIIO (QYHKIIS IMOBepTae true, TO
BIIMOBIAHUM (DYHKIIIS 31HCHIIIA TIEPEBIPKY MPABUIILHO.

ExpaH aBTOMaTUYHOTO TECTYBaHHS 300paxKeHU Ha pUCYHKY 4.29.

& Duration I

]
]
<
]
]
]
<
V]

Puc. 4.29 Expan aBTOMaTH4HO1 IEPEBIPKU TECTIB

Ha Puc. 4.29 Bugno intepdeiic SessionFrontend, mo BignmoBigae 3a gedar Ta
TECTyBaHHS NMPOEKTY. TecT BUBIB YCHIIIHI pe3yJbTaTH, YaC BUKOHAHHS BCIX TECTIB

3aifHsAB 4 CeKYH/IH, 1110 O3HAYa€ MPaBUIbHY poOOTY pOrpamu.
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BUCHOBOK

VY pe3ynbTari BAKOHaHHS KBamidikaiiiHoi podotu 0ysio po3po0aeHo IPOTOTHII
BiJIeOrpH, 110 MOeAHYye MexaHiku >kaHpiB Real Time Strategy (RTS) Tta rmoGanbHoi
ctpaterii. OCHOBHOIO METOI JOCII/DKEHHS OyJio 3HaiIeHHS e(EeKTUBHOT KOHIICTITIT
MOEHAHHS CTPATETIYHUX 1 TAKTUYHUX MEXAHIK Y MEKaxX €JUHO1 IrPOBOi CUCTEMHU, 110
JIO3BOJIIE CTBOPUTH OUIBII TIUOOKWM, PI3SHOMAHITHUM 1 AMHAMIYHUM TeUMIUICH.
[Ipotsirom po6oTu Oysiv BUpIIIEH] HACTYTHI 3a/1a4i:

— NPOBEICHO IPYHTOBHUM aHall3 MPEAMETHOI 00JIacTl: BH3HAYEHO
cnenu@iKy CTpaTeriyHuX Irop, po3MISHYTO BiAMIHHOCTI Ta cnuibHi pucu RTS Ta
rJI00AJIbHUX ~CTpaTeriii, MpoaHaTI30BaHO Cy4YacHI TEHJCHINI PO3BUTKY JKaHPY,
OCOOJIMBOCTI IIIBOBOI ayIUTOpii Ta TpeHAM pUHKY. OKpeMmy yBary MNpuIiiIeHO
JTOCITIJIPKEHHIO TIEPCTIEKTUB TOpUAN3allli iIrpoOBUX MiKaHPIB Ta BUBHAYEHHIO BUMOT JI0
CYyYaCHHUX CTpPATEriYHMUX 1IrOp Ha OCHOBI aHAJI3Y JITEpaTypH, HAYKOBUX MyOIKaIln 1
OrJISIAY YCHIIIHUX KOMEPUIHHUX MPOEKTIB.

— MIPOAHAJI30BaHO 1CHYIOU1 3aC00M peaizallii MporpaMHUX MPOIYKTIB s
pPO3pOOKH CTpaTEeriyHuX 1rop, 30KpeMa nposeieHo nopiBHaHHs pyuiiB Unreal Engine,
Unity ta Godot, a Takox rpadiuHuX peIaKTOPIB 1 CUCTEM KOHTPOITIO Bepciii. Ha ocHOBI
JOCIIIJIKEHHSI OOTPYHTOBAHO BHOIp TEXHOJIOTIYHOTO CTeKy it po3poOku: Unreal
Engine 5.5 six ocHoBHMIA irpoBuii pyunid, Visual Studio nis ctBopenns C++ kiacis,
Blender ms po6otu 3 3D-Monensmu, Paint. NET nnsa miarorosku 2D-accetiB ta Git
JUUISL OpraHi3allii KOHTpoJIto Bepcii. Buxignuii koj 3aBantaxenuii 10 GitHub.

— BUKOHAHO TMPOEKTYBAHHS AapXITEKTypH MalOyTHBOI TpHU: BU3HAYCHO
KIIFOUOBI KOMIIOHEHTH, C(OpPMYyIIbOBAaHO MIHIMAJIbHI BUMOTH JI0 TPOTPAMHOTO
MPOAYKTY, PO3pOOJICHO OCHOBHUM ITPOBUM IMKJI Ta OOIPYHTOBAHO JOIJIBHICTH
BUKOPUCTAHHS YHIKAJTLHUX ITPOBUX MEXaHIK JIst 3a0e3nedeHHs 0e3I0BHOI 1HTerpaiii

CTPATETIYHOTO 1 TAKTUYHOTO PIBHIB.
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— peainizoBaHO (DYHKI[IOHAJTBHUA MPOTOTHUIT I'PH, IO MICTUTh CTPATETIUHY
KapTy 3 MOXJIMBICTIO YIIPABIIHHSA TEPUTOPIAMU M pecypcamMu, EKOHOMIUHY CHUCTEMY,
MOJYJIi TAKTUYHOTO YIIPaBIIiHHS OOMOBUMH TT1IPO3A1IaMH Ta OE3MIOBHUN TIEPEX1]] MK
CTPATETIYHUM 1 TAKTUYHUM PEKUMaMU. 3IIHCHEHO TPOrPaMHY 1HTErPalliio KIOYOBUX
ITpOBUX MEXaHIK Ta MPOBEACHO (PYHKI[IOHATbHE TECTYBaHHS OCHOBHHX CIIEHApIiB
TEUMILIEIO.

— MPOBEJCHO TECTYBaHHS Ta aHali3 Mpale3JaTHOCTI PO3pOOJIEHOrO
MPOTPaMHOr0 MPOAYKTY. BHUSABIEH! HENOMIKM Ta CKJIQJHOILI peai3allii J03BOJIWIN
YTOYHUTH BUMOTHU JO apXITEKTypH Ta BU3HAYUTU HANPSIMKUA I TOJAJIBIIOrO
PO3BUTKY.

Po6ora npoiinuia anpoOarrito. 3a ii pe3ysibTaTaMu 0ysi0 OImy0IIKOBaHO HACTYITHI
TE€3U JOTMOBIACH:

1. Conogkuit A.T., HiopiBauii O.A. KoHuenimiss MmoenHaHHsS CTparerii
peallbHOTO 4Yacy 3 eJeMEeHTaMM TJoOalbHMX cTpaTerid. Marepiain yeTBepTol
BceykpaiHcbkOoi HayKOBO-TEXHIYHOI KOH(epeHiii KoH(epeHuii “3acTocyBaHHS
nporpaMHoro 3a0e3nedyeHHs B 1H(QOpPMALIHHO-KOMYHIKAIMHUX TEXHOJOTIAX”,
24.04.2025, AVIKT, m.Kuis. K.: IVIKT, 2025. C. 236-238

2. Conoakuii  A.T. 3axuct naHMxX Mg Yac IrPOBOTO MpoOIECy Y
OaratokopHCTyBallbKili cTpaterii y peaabHoMy vaci Ha Unreal Engine Bif 3710BMHCHHX
BTpyYaHb. Marepianu  JaBaHaauAToi  BceykpaiHChKOi  HAyKOBO-TIPAKTUYHOL
KoH(epeHmii mMomonux yueHux «lHdopmariiini texHomorii — 2025», 15.05.2025,
VYuiBepcurer I pinuenka, M. Kuis. K.: YuiBepcurer ['pinuenka, 2025. C. 328-330

3. Conoakuii S1.T. [HTerpaiis aaropuTMiB ITYYHOTO 1HTENEKTY Y TOpUIH1
CTpaterii peaJibHOTO 4Yacy Ta TI00aibHI cTpaTrerii s MABUIICHHS HaBYAIBHOI
e(eKTUBHOCTI M 3allydeHHs KOpUCTyBauiB. Martepiaau mIOCTOi HAyKOBO-TEXHIYHOI
koHpepeHIli «CyyacHuid cTaH Ta nepcrnekTuBu po3BuTky loTy», 15.04.2025, IVIKT,

M. KuiB, c¢. (mogaHo 10 APYyKY).
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JOJJATOK A. IEMOHCTPAIIMHI MATEPIAJIA

JEPKABHHHA YHIBEPCUTET IHOOPMALTHHO-KOMYHIKAIIIHHHUX

' ‘ TEXHOJIOTTi

HABYAJIBHO-HAYKOBHH IHCTHTYT IH®OPMAIIHHNX

‘ El ! : I I [ T TEXHO.IOTTil
KA®E/PA IHAKEH EPIi IPOTI'PAMHOI'O 3ABE3INEYEHHSA

Po3pobka Real Time Strategy 3 enemeHTamu rnobanbHoOI
cTpaTeril

BukoHae cTYOEHT 4 Kypcy
rpynu Ma-42

Conogkuii Apocnae Tapacoeud
KepiBHWK poBoTu

O.d. (PhD), aou, npoueHT kadenpw IMN3, AibpieHnin Onecs AHApPIROBY
Kunis — 2025

META, OB'€EKT TATIPEOMET OOCNIOXXEHHA

e MeTa pOﬁOTH - 3HaNQEHHA KOHUENUIl NOegHaHHA MexaHik xaHpie RTS Ta
rmobankHoI cTpaTerii B MexXax OaHiI€l irpoBOi CUCTEMM HA OCHOBI CTBOPEHOIO
NPoOTOTUNY FPW.

e 0OO6’eKkT gocnipXeHHN - npouec B3aemogii cTpaTerivyHoro Ta TakTUMHOTO irpoBKMX
pexumie y ribpungHux irpax xadpie Real Time Strategy (RTS) Ta rnobaneHol cTpareril.

e [lpeameT AOCNIOXKEHHSA - irposi MexaHikv cTpaTeriYHOro Ta TakKTUYHOMo
PEeXMMIB, a TAKOX apXiTeKTYPHI pilleHHs1, Wo 3abe3neyyoTb IXHI iHTerpaui Ha
OCHOBI CTBOPEHOI0 NpOTOTUNY riGpUAHOI rpu.
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Coilbe B <R o F ol ol B

O3znaitomuTHCh 3 cutyailiero Ha puHky RTS Ta [moGanbHuX cTpareriii.

3AOAYI ONMNOMHOI POBOTU

[TpoBecTu NOPIBHUIBHUI aHAII3 3 AHAJIOTTYHUMHU MPOYKTAMHU.
BusnaunTtu (yHKIIOHATBHI Ta HE(DYHKIIIOHATIbHI BUMOTH TIPOAYKTY.

CripoekTyBaTH apXiTeKTypy IpOTPaMHOTO MPOAYKTY.
PeanizyBaru Moyib 17100a1bHOT cTparerii.

PeanizyBaru Moay/ib cTpaTerii B peajJbHOMY 4Yaci.
Po3poOuTu inTerpaiiro 000X OCHOBHUX MOIYIIB.

HepeBipmn HpaHCBIIaTHiCTB p03p06JIeHOI‘0 IIPOAYKTY
BI/ITTOBITHICTh BU3HAYEHUM BHMOTAM.
AHATI3 AHANOTIIB
Xapaktepuctmnka | KepyeanHsa | HasBHicTb KepyeanHHa | Cuctema Yac
4YacoMm rpu | TakTUYHOrO | EKOHOMIKOW | NPOBIHUIK | nepexony Mix
pexumy pexumamu
Cepis Total War + + + + 2-5xB
Empire At War - + - + 1xB
Europa + - + + -
Universalis IV
Stellar + + + + <1c
Campaign

Ha
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BUMOTM OO NMPOIMPAMHOIO 3ABE3INEYEHHA

DyHKUiOHanNbHi BUMOrK:

MepeMUKaHHA PEXMUMIB rpy (CTpaTEriyHMIA Ta TaKTUYHMIA RTS-pexumM) 3 BUKOPUCTaHHAM natepHy «CTaH».
Peanisauia cTparteriyHoro pexumy (ynpasniHHA eKOHOMIKOK, NepemillleHHA BIMCLK NO cTpaTterivHii KapTi, poagineHoi
Ha pi3Hi NpoBiHLi).

Peanizauis TakTUYHOrO pexumMy: MoxnUBICTE yNpaeniHHA BickKamKu B RTS-pexumi 3a gonoMororo MyuLi (Bigaada
HaKasiB Ansa nepemilleHHs | ataku).

Peanizyeatu pexwvmu kamnawil (RTS + MmobaneHa cTpareria).

BW3Ha4YMTH YiTKOrO CNWCKY BUMOT ANA OTPUMAHHA Nepemori.

HedyHKuioHanbHi BUMOru:

L.

W

MpoaykTBeHICTE: 3abeanedeHHn cTabineHoro hpempenTy (He Huxye 60 FPS) Ha GinblocTi KoMn'toTepie
(BignosigHo 0o aHaniTukkM Steam).

HaginHicTs: BigcyTHICTE KPUMTUYHWMX NOMMNOK (aBapiMHOIMo 3aBepLUeHHA NporpamMun) nig Yac irpoBoro nNpouecy.
CymicHicTe: MNpayesgaTHIiCTe NpoayKTy Ha cydacHux Bepciax Windows (10-11).

Nokanisauin: ykpaiHcbka Ta aHrmikcbka MOBW.

KoHuenT rpu

L]

HaaBa - Stellar Campaign.
Yanp - ri6pua rnobankHoi cTparterii Ta RTS.

LlineoBa ayauTopisa — nepwo4yeproBo daHatk irop Paradox Interactive Ta Empire At_
War,_BOHWM e Monogi fitoau 18-25 pokis, OPIEHTOBAHWX Ha BUKIWK Ta NNaHyBaHHSA Bif,
rnobanbHUX cTpareriin, ane Takox 6axarunx guHamikm RTS.

CeTTUHI — BUragaHi nogii Ha iHLWIW NNaHeTi 3 TeXHONoriYyHnM pisHeM lMNepLuoi
CaiToBOI BiiHW. [ paBeLb Kepye ekcneguuieto, sika BTOPraeTbCs Ha IHLWNK
KOHTUHEHT, 3 YOro i NoYMHaKTbLes noail rpw.

KnroyoBi ocobnuBocTi — BepTnkanbHa 6e3woBHa CUHXPOHI3aUia ABOX peXxumis
rpu - CTpaTeriyHa Ta TakTU4Ha CKNaAoBi BNNUBAKTL HA OAMH-O4HOIO B peansHOMY
Yaci, 6e3 foaaTKOBUX 3aBaHTaXEHb Ta OYiKyBaHb.

Mnardcopma - Windows.

IHLui_xapalrregucmlm - KepyBaHHS 3aBASKW KNagiaTypi Ta MULLI, HU3bKi BUMOTY 40
TEXHI4HOro 3abeaneyeHHs.
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KopoTkun ornsg igel rpu

paBeLb rpae 3a 3aBOMOBHUKA, LLIO BTOPra€eTbCA Ha iHLWUA
KOHWUHEHT 3 iHLLOK KYNbTYpPOH.

Bopoxi kpaiHu € po3apibneHi Ta pi3Hi 3a cBOIM NOTEHLLianom -
rPamMoTHE PO3LUMPEHHS € KITHYOBUM A1 BINHW 3 HANCUITBHILLMM
3 BOpPOTriB.

paBeLb Mae NpuMMaTh agekBaTHi cUTyauil pilleHHs ans
BWXWBAHHSA, afyKe BOPOXi CUNU € YUCINEHHUMWN, HexXawn rpaBeub i
Ma€ HanBaXXnuBilly nepeBary - BiaCHU PO3yM.

paBeub abo nepemarae nicns 3axonneHHs BCiX CTONULb
NPOTUBHUKA, abo rMHE KONKn BTpayae BNacHy.

paBeLb MOXe BUPiLLYBaTK SIKi OBUTBK BiH BOIOE OCOBDUCTO, a SKi
003BONSAE NPOBECTM NOKaNbHUM KOMaHaupam - B PidHUX
CUTyauisax pisHe pilleHHs Moxe ByTn AoUiNbHUM.

USP (Unique Selling Points)

beswoBHa IHTerpauis cTpaTterivyHoro Ta TakTUYHOro PexuMis.
Peani3auis HanuikaBiluMX eneMeHTIiB 000X nimpkaHpis
cTpareriv (TakTU4Hi, cTpaTerivyni 6uTeun, ByaiBHULTBO,
eKoHoMiKa)



[emnnen, irpoOBUN LUK

Melmnnei: opieHTOBaHUIN Ha Be4EHHS BilHW 3 KiNbKoma KpaiHamu Ha ChiflbHOMY KOHTUHEHTI,
[a 3apaya rpasusd € IX NepemorTi, HE3BaXKaloun Ha X nepesa)arodi KinbKicTe pecypcis.
MaHeBp#, po3bygoBa apMii Ha cTpaTeriyHiii Ta TaKTUMHWX Manax BUM3HaYyakTb sKi ByayTb
pesynsrati BiHN.

IrpoBui umkn: MNpaeeub po30yaoBye KpaiHy OyadiBnaAMK, 36iNblye PO3BUTOK BNACHUX
NpoBiHLiNA, po3bynoBye apMilo Ta BOKE 3 BOPOroM, 3ax0nske NposiHLii.

[Mpuknaan irpoBUX MexaHIK

MpoBiHUINHI XapaKTepUCTUKM - KOXXHA NPOBIHLUIA Mae BracHy KOPUCTb, Y BUIMAAI
pobysaeMux pecypcis Ta 1l HaceneHHs. He BCi NpOBIHUIT PiIBHOLiHHI, WO pobuTb Aeski 3
BaXNMBIiLLE 3a iHLUI.

MexaHika 6yaiBHMLUTBA - BCi NPOBIHLIT rpaBLs MaloTb MOXNUBICTL ByaysaTu chabpuku Ta
Kazapmu, ans 36inbLweHHs BupobneHHs pecypcis Ta 30inbweHHs NoTeHUINHOT apMii B
ManbyTHLOMY.

Hanm BIMCbK - KiNbKICTb HAceneHHs B KpaiHi Ta HasiBHICTb pecypciB BU3HA4YaE MOXIIMBICTb
HaWHATK BaxkaHy KinbKICTb BINCBK.

TunNKU BINCbK - KOXXHA apMist MOXXe MaTK YHiKanbHWIA TUN BIACLK - NiXOTa He piBHO3Ha4YHa
BpOoHLOBAaHIM MALUWHI, WO BioobpaxaeTbea K Y po3paxyHKy Ha rrnobanbHi mani, Tak i npu
buTBi Ha noni 6oto.

TymaH BilHM - rpaBeub Moxe BaumTh 3emMni TiINbKKM HABKONO BrnacHMxX apmiin abo cycigHix 3
BNacHWMK NPOBIHUiAMHK
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MPOrPAMHI 3ACOBM PEANI3ALII

W Y 1

ENGINE
IrpOBKIA ABUIYH, CCHOBHE Onsa peparysaHHa 3D
cepenosuLLe pozpobku Moaenen

AnA HanucauHa knacie Ha C++

B git

paint.net
[nA cTeOpeHHA cTpaterivHol KouTpone sepciit UPWKT?B&H_H“
o KapTi npoemyp iHTepesicis 1 1

[iarpama BapiaHTiB BUKOPUCTaHHSA

System
TaN0ME wassd
Cracpesn
e D
]
Nosarae sw Jo e aps.
\v/ o
Croarersns nooTews

=

”-'(L‘L""‘_“‘i‘ o 1 2




Hiarpama knaci

iiiil

MocnigoBHa giarpama 3MiHU CTaHIB

Irposwit npoyec CnosinsHesui Tacmwaoni pexov
(xoWTeECT) ToDasmiedh pemns TnoSansist pexomt (RTS)
TaKTINHO! BuTaN 3anycx PTC
TioBepHes-A NOBHOM
foGansHoo pexsy | fe——RDSReIen Curan |
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EKPAHHI ®OPMIA

EkpaH cTparteriyHoro

EKpaH TaKTU4YHOIo pexXnmy
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ATNPOBALIA PE3YINBTATIB OOCHIIXEHHA

Cononkuii S.T., ibpieauii O.A. KoH1eniis moe1HaHHs CTPATETIH peaqbHOTO Yacy
3 eJIeMeHTaMu Io0anbHUX cTpareriii. Marepiann yeTBeprol BeeykpaiHcbkoi
HAYKOBO-TEXHIYHOT KOH(epeHIIT KOHDEpeHILii “3aCTocyBaHHH TpOrpaMHOro
3a0e3rneueHHs B IHQOpMAIlIfHO-KOMYHIKAUIHHUX TexHomoriax”, 24.04.2025,
JVYIKT, m.Knis. K.: JIVIKT, 2025. C. 236-238

Conoakuii S.T. 3axucT gaHuX 1111 9ac IrpoBOro npouecy y 0ararokopucTyBalbKii
cTpaterii y peanbHoMy 4daci Ha Unreal Engine BiJ 3TOBMHCHUX BTPY4YaHb.
Marepianu aBanaauaToi BeeykpaiHcbkol HayKOBO-TIPaKTHYHOT KOH(epeHIii
MOJIOIHX yueHHX «IHpopmartiiini Texnomnorii — 2025», 15.05.2025, Yuisepcuter
I'pinyenka, M. Kuis. K.: Yuisepcurer I'pinuenka, 2025 C. 328-330

Conoaxwii S1.T. InTerpartis anropmmm ITYYHOTO IHTENEKTY y rlﬁpnﬂm cTparerii
peasbHOro 4acy Ta riodabHi CTpaTerii AUl M ABHILCHHS HABYAILHOT e(DEeKTHBHOCTI
i 3aJ1y4eHHs KopUcTyBadiB. Marepiaiu mocToi HayKOBO-TEXHIYHOT KOH(pepeH i
«CyyacHuii ctad Ta nepcrekTuBu po3BuTKy [0T», 15.04.2025, AVIKT, m. Kuis, c.
(momaHo a0 OpykKy).
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BUCHOBKW

lMpoaHanizoBaHo cUTyaUil0 Ha PUHKY CTpaTerii, Wo nokasano BenvKuii noTeHuian Ha
rnodanecHi cTparerii 3 eneMeHTamMm iHLWKX XaHpiB.

BHacnigok nopiBHANBHOrO aHania KOHKYPEHTIB Ha PUHKY, BU3HAYEHO HanbinbLy
cnabkicTb ribpuaie - posipBaHui irposMK npoLec, po3pobHUKKM He 34aTHI ogHoYacHo
peanizyBartu noTeHuian Yyepes TeXHiYHI npobnemu.

byB cnpoekToBaHa apxiTekTypa, BU3Ha4YeHi HeobxigHi TexHomnorii NpoayKTy, WO OMUHae
obmexeHHs 3aBaskM peanisauii pisHWUX CTaHiB rpy Ta LWBUAKNX Nepexoais Mix ii
YacTUHAMMN.

B pesyneraTi po3pobkn Baanoca 3pobutu 4OCKOHaNMM irpOBMA NPOAYKT 3 BENMKOH
KiNbKIiCTIO peanizoBaHUX CKNagHUX MexXaHik, Aki Bganock peanisyBaTi B pamkax
KoHuenuii.

ABTOMaTM30BaHe (PyHKLIOHANbHE Ta py4yHe TeCcTyBaHHA nokasano ycniluHe
AOTpUMaHHA M3 BCiX BU3HAYEHUX BUMOT.
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JOIATOK b. JICTUHI MIPOIT'PAMHUX MOJAYJIIB
Buxiguuii Koy GhaiiaiB MPOeKTy:

StellarCampaign.uproject:

{

"FileVersion": 3,

"EngineAssociation": "5.5",

"Category™: "™,
"Description™: "",
"Modules™: [
{
"Name": "StellarCampaign",
"Type": "Runtime",
"LoadingPhase": "Default"
¥
I
"Plugins": [
{
"Name": "ModelingToolsEditorMode",
"Enabled": true,
"TargetAllowList": [
"Editor"
]
h
{

"Name": "ElectronicNodes",
"Enabled": true,
"MarketplaceURL":
"com.epicgames.launcher://ue/marketplace/content/5cb2a394d0c04e73891762be4chd7216™
3
{
"Name": "DarkerNodes",
"Enabled": true,
"MarketplaceURL":
"com.epicgames.launcher://ue/marketplace/content/4b3441f0228a40ec9ca986489a5bd682"



"Name": "AutomatedPerfTesting",
"Enabled": true

"Name": "AutomationDriverTests",

"Enabled": true

"Name™": "CQTest",

"Enabled": true

"Name": "EditorTests",
"Enabled": true

"Name": "CQTestEnhancedInput”,
"Enabled": true

"Name": "FbxAutomationTestBuilder",

"Enabled": true

"Name": "Functional TestingEditor",

"Enabled": true

"Name": "Gauntlet",

"Enabled": true

"Name": "PythonAutomationTest",

"Enabled": true
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"Name": "RHITests",
"Enabled": true

"Name": "TestFramework",

"Enabled": true

"Name": "RuntimeTests",

"Enabled": true

"Name": "TestSamples",
"Enabled": true

"Name": "WidgetAutomationTests",
"Enabled": true

"Name": "AdvancedSteamSessions",

"Enabled": false

"Name": "AdvancedSessions",

"Enabled": false

"AdditionalPluginDirectories™: [

"Content/Plugins”

StellarCampaign.Build.cs:
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using UnrealBuildTool;

public class StellarCampaign : ModuleRules

{
public StellarCampaign(ReadOnlyTargetRules Target) : base(Target)

{
PCHUsage = PCHUsageMode.UseExplicitOrSharedPCHs;

PublicDependencyModuleNames.AddRange(new string[] { "Core", "CoreUObject", "Engine",
"InputCore", "EnhancedInput" });

PrivateDependencyModuleNames.AddRange(new string[] { });

// ' Uncomment if you are using Slate Ul
I PrivateDependencyModuleNames.AddRange(new string[] { ""Slate", "SlateCore" });

/' Uncomment if you are using online features
I PrivateDependencyModuleNames.Add("OnlineSubsystem™);

I/l To include OnlineSubsystemSteam, add it to the plugins section in your uproject file with the Enabled

attribute set to true

}

StellarCampaign.cpp:

#include "StellarCampaign.h”

#include "Modules/ModuleManager.h"

IMPLEMENT_PRIMARY_GAME_MODULE( FDefaultGameModulelmpl, StellarCampaign,
"StellarCampaign" );



StellarCampaign.h:

#pragma once

#include "CoreMinimal.h"

StellarCampaign. Target.cs:

using UnrealBuildTool;
using System.Collections.Generic;

public class StellarCampaignTarget : TargetRules

{
public StellarCampaignTarget(Targetinfo Target) : base(Target)

{
Type = TargetType.Game;

DefaultBuildSettings = BuildSettingsVersion.V5;
IncludeOrderVersion = EnginelncludeOrderVersion.Unreal5_5;

ExtraModuleNames.Add("'StellarCampaign™);

StellarCampaignEditor.Target.cs:

using UnrealBuildTool;

using System.Collections.Generic;

public class StellarCampaignEditorTarget : TargetRules
{
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public StellarCampaignEditorTarget( Targetinfo Target) : base(Target)

{
Type = TargetType.Editor;
DefaultBuildSettings = BuildSettingsVersion.V5;
IncludeOrderVersion = EnginelncludeOrderVersion.Unreal5_5;
ExtraModuleNames.Add("StellarCampaign™);
}
}
brmonpuHTiB:

HybridGameMode.h:

/** Please add a class description */
UCLASS(Blueprintable, BlueprintType)
class ABP_HybridGameMode : public AGameMode
{
GENERATED BODY()
public:
/** Please add a function description */
UFUNCTION(BlueprintPure, Category="Units")
void ArmyExist?(int32 Countryld, int32 Armyld, bool& Result);

/** Please add a function description */

UFUNCTION(BlueprintPure, Category="Provinces")

void CalculateSumsOfProvinces(UPARAM(ref) TArray<int32>& Indexes,
double& ResourcesSum, double& PopulationSum, double& DevelopmentSum,
double TempResourcesSum, double TempPopulationSum, double
TempDevelopmentSum);
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/** Please add a function description */
UFUNCTION(BIlueprintPure, Category="Country")
void GetCountry(int32 Countryld, UBP_Country C*& Country);

/** Please add a function description */
UFUNCTION(BIlueprintCallable, Category="Country")

void CalcCountriesincome();

/** Please add a function description */
UFUNCTION(BIlueprintCallable, Category="Provinces")

void CalcProvincesGrowth(FS_Province Temp);

/** Please add a function description */
UFUNCTION(BIlueprintCallable, Category="Building")
void AskToStratBuild(int32 Countryindex,

TEnumAsByte<E_StratBuildingType> BuildingType, int32 Amount, bool& Build
possible?);

/** Please add a function description */
UFUNCTION(BIlueprintCallable, Category="Data")

void DataTablesInitialise(TArray<FS_Province> DefaultProvinceData,
TArray<FS_Country> DefaultCountriesData, TArray<FS_StratBuildingData>
DefaultStratBuildingData);

[** Please add a function description */
UFUNCTION(BlueprintCallable, Category="Building")
void TryToStartBuild(int32 Provinceld, int32 CountryIndex,

89



90

TEnumAsByte<E_StratBuildingType> BuildingType, int32 Amount, bool& Success,

FS_Province TempProv);

/** Please add a function description */
UFUNCTION(BIlueprintCallable, Category="Units")
void SetArmy(FS_Army Army, bool& Result);

/** Please add a function description */
UFUNCTION(BlueprintPure, Category="Units")
void GetArmy(FS_Armyld Armyld, FS_Army& Army);

/** Please add a function description */

UFUNCTION(BIlueprintCallable, Category="Units")

void CreateNewArmy(int32 Countryld, int32 Provinceld, bool& Result,
int32& NewlD, FS_ArmyGroup NewLocalVar_0);

/** Please add a function description */

UFUNCTION(BIlueprintPure, Category="Provinces")

void ProvinceBelongToCountry?(int32 Countryld, int32 Provinceld, bool&
Result);

/** Please add a function description */

UFUNCTION(BlueprintPure, Category="Country")

void CanCountryAfford?(int32 Countryld, double ResourcesAmount, double
PeopleAmount, bool& Result);

/** Please add a function description */
UFUNCTION(BlueprintPure, Category="Units")
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void HowManyCostUnits?(TEnumAsByte<E_UnitType> UnitType, int32
Amount, bool& Possible?, double& ResourcesAmount, double& PopulationAmount,
double& TimeAmount);

/** Please add a function description */

UFUNCTION(BlueprintCallable, Category="Units")

void HireNewUnit(int32 Countryld, int32 Provinceld, int32 Armyld,
TEnumAsByte<E_UnitType> UnitType, int32 Amount, bool& Result,
FS_ArmyGroup NewLocalVar_1);

/** Please add a function description */
UFUNCTION(BlueprintCallable, Category="Country")
void SpendCountryResources(int32 Countryld, double ResourcesAmount,

double PeopleAmount);

/** Please add a function description */

UFUNCTION(BIlueprintCallable, Category="Units")

void MoveArmy(int32 Countryld, int32 Army, int32 EndProvince,
TArray<int32>& Path);

/** Please add a function description */
UFUNCTION(BIlueprintCallable, Category="Units")
void RemoveArmy(FS_Armyld Armyld);

/** Please add a function description */

UFUNCTION(BlueprintPure, Category="Provinces")

void WhoHaveProvince?(int32 Provinceld, int32& Countryld);
public:
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/** Please add a variable description */
UPROPERTY (BlueprintReadWrite, EditDefaultsOnly, Category="Date")
TEnumAsByte<E_GameSpeed> CurrentSpeed,;

/** Please add a variable description */
UPROPERTY (BlueprintReadOnly, VisibleAnywhere, Category="Default™)
TODbjectPtr<UBPC_WarfareController C> WarfareController;

/** Please add a variable description */
UPROPERTY (BlueprintReadOnly, VisibleAnywhere, Category="Default")
TObjectPtr<UBPC_NavigationManager_C> NavigationController;

/** Please add a variable description */
UPROPERTY (BlueprintReadOnly, VisibleAnywhere, Category="Default™)
TODbjectPtr<USceneComponent> DefaultSceneRoot;

/** Please add a variable description */

UPROPERTY (BlueprintReadWrite, EditDefaultsOnly,
Category="GameData")

TEnumAsByte<E_GameModeState> MyState;

/** Please add a variable description */
UPROPERTY (BlueprintReadOnly, VisibleAnywhere, Category="Default™)
TObjectPtr<UBPC_AiController_C> AiController;

[** Please add a variable description */
UPROPERTY (BlueprintReadWrite, EditDefaultsOnly, Category="Date")

double AccumulatedTime;



93

/** Please add a variable description */
UPROPERTY (BlueprintReadWrite, EditDefaultsOnly, Category="Date")
int32 CurrentDay;

/** Please add a variable description */
UPROPERTY (BlueprintReadWrite, EditDefaultsOnly, Category="Default")
TODbjectPtr<ABP_HybridGameState C> MyGameState;

/** Please add a variable description */
UPROPERTY (BlueprintReadWrite, EditDefaultsOnly, Category="Default™)
TArray<ABP_HybridPlayerState C*> PlayerStates;
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HybridGameState:

/** Please add a class description */
UCLASS(Blueprintable, BlueprintType)
class ABP_HybridGameState : public AGameState
{
GENERATED_BODY()
public:
[** Please add a function description */
UFUNCTION(BlueprintCallable)
void GetMyCountry(ABP_HybridPlayerState C* PlayerState,
UBP_Country_C*& Country);

/** Please add a function description */
UFUNCTION(BlueprintCallable)
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void RetrieveCountriesData(TArray<FS_Country>& CountriesData,
TArray<FS_Country> NewLocalVar);
public:
/** Please add a variable description */
UPROPERTY (BlueprintReadWrite, EditDefaultsOnly, Category="Default")
TArray<FS_UnitsEconomy> UnitsEconomy;

/** Please add a variable description */
UPROPERTY (BlueprintReadWrite, EditDefaultsOnly, Category="Default™)
TODbjectPtr<ABP_HybridGameMode C> GameMode;

/** Please add a variable description */

static_assert(false, "You will need to add
DOREPLIFETIME(ABP_HybridGameState, TotalDaysCounter) to
GetLifetimeReplicatedProps");

UPROPERTY (BlueprintReadWrite, EditDefaultsOnly, Category="Default",
Replicated)

int32 TotalDaysCounter;

/** Please add a variable description */

static_assert(false, "You will need to add
DOREPLIFETIME(ABP_HybridGameState, Provinces) to
GetLifetimeReplicatedProps");

UPROPERTY (BlueprintReadWrite, EditDefaultsOnly, Category="Default",
Replicated)

TArray<FS_Province> Provinces;

[** Please add a variable description */
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static_assert(false, "You will need to add
DOREPLIFETIME(ABP_HybridGameState, StratBuildingData) to
GetLifetimeReplicatedProps");

UPROPERTY (BlueprintReadWrite, EditDefaultsOnly, Category="Default",
Replicated)

TArray<FS_StratBuildingData> StratBuildingData;

/** Please add a variable description */
UPROPERTY (BlueprintReadOnly, VisibleAnywhere, Category="Default™)
TODbjectPtr<USceneComponent> DefaultSceneRoot;

/** Please add a variable description */
UPROPERTY (BlueprintReadWrite, EditDefaultsOnly, Category="Default")
TArray<UBP_Country_C*> Countries;

/** Please add a variable description */
UPROPERTY (BlueprintReadWrite, EditDefaultsOnly, Category="Default™)
TODbjectPtr<ABP_StrategicMap _C> StrategicMapRef;

/** Please add a variable description */

static_assert(false, "You will need to add
DOREPLIFETIME(ABP_HybridGameState, CountriesData) to
GetLifetimeReplicatedProps");

UPROPERTY (BlueprintReadWrite, EditDefaultsOnly, Category="Default",
Replicated)

TArray<FS_Country> CountriesData;

[** Please add a variable description */



UPROPERTY (BlueprintReadWrite, EditDefaultsOnly, Category="Default™)
int32 Current Day;

/** Please add a variable description */
UPROPERTY (BlueprintReadWrite, EditDefaultsOnly, Category="Default")
TEnumAsByte<E_GameSpeed> Current Speed;

}3

/** Please add a class description */
UCLASS(Blueprintable, BlueprintType)
class ABP_HybridPlayerState : public APlayerState
{
GENERATED_ BODY()
public:
/** Please add a variable description */
UPROPERTY (BlueprintReadWrite, EditDefaultsOnly, Category="Default")
TObjectPtr<ABP_HybridGameMode C> GameMode;

/** Please add a variable description */
UPROPERTY (BlueprintReadWrite, EditDefaultsOnly, Category="Default")
TODbjectPtr<ABP_HybridGameState C> GameState;

[** Please add a variable description */

static_assert(false, "You will need to add
DOREPLIFETIME(ABP_HybridPlayerState, MyCountryld) to
GetLifetimeReplicatedProps");

UPROPERTY (BlueprintReadWrite, EditDefaultsOnly, Category="Default",
Replicated)
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int32 MyCountryld;

/** Please add a variable description */

static_assert(false, "You will need to add
DOREPLIFETIME(ABP_HybridPlayerState, ToUpdateOnMonth) to
GetLifetimeReplicatedProps");

UPROPERTY (BlueprintReadWrite, EditDefaultsOnly, Category="Default",
Replicated)

TArray<AActor*> ToUpdateOnMonth;

/** Please add a variable description */

static_assert(false, "You will need to add
DOREPLIFETIME(ABP_HybridPlayerState, ToUpdateOnDay) to
GetLifetimeReplicatedProps");

UPROPERTY (BlueprintReadWrite, EditDefaultsOnly, Category="Default",
Replicated)

TArray<AActor*> ToUpdateOnDay;

/** Please add a variable description */
UPROPERTY (BlueprintReadWrite, EditDefaultsOnly, Category="Default")
TODbjectPtr<ABP_StrategicMap_C> StrategyMap;

/** Please add a variable description */
UPROPERTY (BlueprintReadOnly, VisibleAnywhere, Category="Default")
TObjectPtr<USceneComponent> DefaultSceneRoot;
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NavigationManager:

/** Please add a class description */
UCLASS(Blueprintable, BlueprintType)
class UBPC_NavigationManager : public UActorComponent

{
GENERATED_BODY/()



public:

/** Please add a function description */

UFUNCTION(BIlueprintCallable)

void FindPath(int32 StartProvince, int32 EndProvince, TArray<int32>& Path,
TArray<int32>& DaysOfPath);

/** Please add a function description */
UFUNCTION(BlueprintCallable)
void FindVisibleProvinces(int32 Countryld, TArray<int32>&

VisibleProvinces, TArray<int32> TempVisibleProvinces);

/** Please add a function description */

UFUNCTION(BIlueprintCallable)

void HandleMovement(int32 TempProv, TArray<int32> TempPath,
TArray<int32> TempDays, TArray<int32> Delete?, TArray<FS_Armyld> Temp);

/** Please add a function description */
UFUNCTION(BIlueprintCallable)
void AddArmy(int32 Provinceld, FS_Armyld ArmyID, FS_ArmyGroup

NewLocalVar);

/** Please add a function description */

UFUNCTION(BlueprintPure)

void RetrieveActualArmy(FS_Armyld ArmyID, bool& Result,
UBP_Country_C*& Country, FS_Army& Army, int32& Index);

/** Please add a function description */
UFUNCTION(BlueprintPure)
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void GetArmiesinProvince(int32 Provinceld, FS_ArmyldsArray& Armylds);
protected:

/** Please add a function description */

UFUNCTION(BlueprintCallable)

void CalculateProvincePath(int32 StartProvinceld, int32 EndProvinceld, int32
PreviousProvinceld, TArray<int32>& OutPath, TArray<int32>& DaysOfPath, bool&
RightPath?, double Distance, int32 CloserProvid);
public:

/** Please add a variable description */

UPROPERTY (BlueprintReadWrite, EditDefaultsOnly, Category="Default")

TObjectPtr<ABP_HybridGameMode C> GameMode;

/** Please add a variable description */
UPROPERTY (BlueprintReadWrite, EditDefaultsOnly, Category="Default™)
TMap<int32,FS_ArmyldsArray> ProvinceWithArmies;

/** Please add a variable description */
UPROPERTY (BlueprintReadWrite, EditDefaultsOnly, Category="Default")

bool TwoArmieslinProvince?;

/** Please add a variable description */
UPROPERTY (BlueprintReadWrite, EditDefaultsOnly, Category="Default")

bool NewVar;

/** Please add a variable description */
UPROPERTY (BlueprintReadWrite, EditDefaultsOnly, Category="Default")
TObjectPtr<ABP_HybridGameState C> GameState;
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/** Please add a class description */
UCLASS(Blueprintable, BlueprintType)

class UBPC_AskPlayerState : public UActorComponent
{

GENERATED BODY()
public:
/** Please add a variable description */
UPROPERTY (BlueprintReadWrite, EditDefaultsOnly, Category="Default")
bool DidIHire;

/** Please add a variable description */
UPROPERTY (BlueprintReadWrite, EditDefaultsOnly, Category="Default™)
TObjectPtr<UBP_Country_C> MyCountry;



/** Please add a variable description */
UPROPERTY (BlueprintReadWrite, EditDefaultsOnly, Category="Default")

TArray<FS_Province> Provinces;

/** Please add a variable description */
UPROPERTY (BlueprintReadWrite, EditDefaultsOnly, Category="Default™)
TArray<FS_Country> Countries;

/** Please add a variable description */
UPROPERTY (BlueprintReadWrite, EditDefaultsOnly, Category="Default")
bool DidIBuild;

/** Please add a variable description */
UPROPERTY (BlueprintReadWrite, EditDefaultsOnly, Category="Default™)
TODbjectPtr<ABP_HybridPlayerState C> MyPlayerState;

/** Please add a variable description */
UPROPERTY (BlueprintReadWrite, EditDefaultsOnly, Category="Default")
FS_Army TempArmy;

/** Please add a variable description */
UPROPERTY (BlueprintReadWrite, EditDefaultsOnly, Category="Default")

TArray<int32> VisibleProvinces;

/** Please add a variable description */
UPROPERTY (BlueprintReadWrite, EditDefaultsOnly, Category="Default™)
TObjectPtr<UBP_Country C> Country;
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/** Please add a variable description */
UPROPERTY (BlueprintReadWrite, EditDefaultsOnly, Category="Default")

FS_Province Province;
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Country/Province

/** Please add a class description */
UCLASS(Blueprintable, BlueprintType)
class ABP_StrategicMap : public AActor
{
GENERATED BODY()
public:
/** Please add a function description */
UFUNCTION(BIlueprintPure)
void GetProvMat(int32 Elementindex, bool Political?,
UMateriallnstanceDynamic*& AsMaterial Instance Dynamic, bool& Result);
public:
/** Please add a variable description */
UPROPERTY (BlueprintReadOnly, VisibleAnywhere, Category="Default™)
TObjectPtr<USceneComponent> DefaultSceneRoot;



/** Please add a variable description */
UPROPERTY (BlueprintReadOnly, VisibleAnywhere, Category="Default")
TODbjectPtr<UBPC_AskPlayerState C> BPC_AskPlayerState;

/** Please add a variable description */
UPROPERTY (BlueprintReadOnly, VisibleAnywhere, Category="Default™)
TODbjectPtr<UStaticMeshComponent> underplate3;

/** Please add a variable description */
UPROPERTY (BlueprintReadOnly, VisibleAnywhere, Category="Default")
TObjectPtr<UStaticMeshComponent> underplatel;

/** Please add a variable description */
UPROPERTY (BlueprintReadOnly, VisibleAnywhere, Category="Default™)
TODbjectPtr<UStaticMeshComponent> borders map;

/** Please add a variable description */
UPROPERTY (BlueprintReadOnly, VisibleAnywhere, Category="Default")
TObjectPtr<UStaticMeshComponent> political map;

/** Please add a variable description */
UPROPERTY (BlueprintReadOnly, VisibleAnywhere, Category="Default")
TObjectPtr<UStaticMeshComponent> province map;

/** Please add a variable description */
UPROPERTY (BlueprintReadOnly, VisibleAnywhere, Category="Default™)
TObjectPtr<UBPC_UnitManager C> BPC_UnitManager;
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/** Please add a variable description */
UPROPERTY (BlueprintReadWrite, EditDefaultsOnly, Category="Default")
TODbjectPtr<ABP_HybridPlayerState C> MyPlayerState;

/** Please add a variable description */
UPROPERTY (BlueprintReadWrite, EditDefaultsOnly, Category="Default™)

int32 SelectedProvince;

/** Please add a variable description */
UPROPERTY (BlueprintReadWrite, EditDefaultsOnly, Category="Default")

bool AnyProvinceSelected?;

/** Please add a variable description */

UPROPERTY (BlueprintReadWrite, EditDefaultsOnly, Category="Default™)

TODbjectPtr<ABP_HybridGameState C> As BP Hybrid Game State;
private:

/** Please add a variable description */

static_assert(false, "You will need to add
DOREPLIFETIME(ABP_StrategicMap, CountriesData) to
GetLifetimeReplicatedProps");

UPROPERTY (EditDefaultsOnly, Category="Default", Replicated)

TArray<FS_Country> CountriesData;

/** Please add a variable description */

static_assert(false, "You will need to add
DOREPLIFETIME(ABP_StrategicMap, ProvinceData) to
GetLifetimeReplicatedProps");

UPROPERTY (EditDefaultsOnly, Category="Default", Replicated)
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TArray<FS_Province> ProvinceData;
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Material initialisation
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