JEPYKABHUI YHIBEPCUTET TEJEKOMYHIKAIIIA

HapuanbpHOo-HaykoBUM IHCTUTYT [HPOpMAIIHHUX TEXHOJIOT1H

Kadenpa imxenepii mporpaMHOro 3a0e3MmeueHHs

IHosicHIOBAJILHA 3alINCKA

10 OakaaBpchbkoi poOoTH
Ha ctynins Bumoi ocBitu 6akanaBp
Ha TEMY:
«Po3pobka rpu xkaHpy cTpaTeris y pealbHOMY Yaci Ha MOBI IporpamyBaHHs C# 3a
JIOTTIOMOT0X0 irpoBoro aBuryHa Unityy»

Buxonas: crynent 4 xypcey, rpynu 11]1-44
CHEIiagbHOCTI

121  ImkeHepis OporpamMHOro 3ade3reueHHs
(umdp 1 Ha3Ba crieriaabHOCTI)

Coxkupko J1.0.

(npi3BHLIe Ta iHIiaMN)
KepiBauk Hi6piBuuii O.A.

(npi3BHLIe Ta iHIiaMN)

Penenzenr

(mpizBHIIE Ta iHIIaNN)

Kuis — 2022



JEP)KABHUI YHIBEPCUTET TEJEKOMYHIKAIIIA

HaB4yajibHO-HAYKOBUI IHCTUTYT iHGOpMALIHTHUX TEXHOJIOTIH

Kadenpa [mxeHepii mporpaMHoOro 3ade3neyeHHs
Cryninb BUIIOT OCBITH — «bakaixaBpy
Hampsim migroroBku — 121 — [HkeHepis mporpaMHOTO 3a0e31eUeHHS

3ATBEP/KYIO
3aBigyBau kadeapu
[mxenepii mporpaMHOTo 3a0€3MeUYeHHS

Heronenko O.B
¢ ” 2022 poky

SABAAHHA
HA BAKAJIABPCBKY POBOTY CTYAEHTY

Coxupky JImutpy OneKCaHAPOBUIY
(mpizBue, iM’s1, 10 OATHKOBI)

1. Tema pobotu: Po3poOka rpu skaHpy cTpaTeris y peaJlbHOMY 4aci Ha MOBI

nporpamyBanHs C# 3a jonomororo irposoro asuryna Unity
KepiBauk po6otu [iOpiBauii O.A., noktop dimocodii, 101eHT ,

(npi3BuLIe, iM’s1, MO OATHKOBI, HAYKOBHH CTYITIHb, BUCHE 3BaHHS)

3aTBEP/KEH1 HAKa30M BHUIIIOT0 HaBYAJIBLHOTO 3akiany Big “18” mrotoro 2022 poky Ne_ .

2. Ctpok noganHs ctynenTom poootu 03.06.2022

3. Bxigni gaHi 10 poOoTH:

3.1 TexHiyHa JOKYMEHTALIS
4.3MICT PO3PaxXyHKOBO-MIOSCHIOBAJILHOT 3alMUCKH (MEpeNiK MHUTaHb, $AKI MOTPIOHO

PO3pOOUTH):

4.1 Po3poOKa KOMIT'IOTEPHOI TIpU V JKaHpl CTpaTeris Yy peajlbHOMY dacl,
BUKOPUCTOBYIOUH MOBY niporpamyBanisa C# 3a qonomororo irposoro pyuris Unity
ta cepear po3podku Visual Studio mis poboTr 3 MOBOIO

4.2 Onuc ta xiacudikaiisg OpeaMeTHoi o0JacTi, BU3HAYEHHS (YHKIIOHAIY Ta
AJITCOPUTMY IPOEKTY

4.3 AHani3 ICHYIOYHX ITOp YV IILOMY JKaHpI1

4.4 JlocaimpKeHHs PYIIIIB

4.5 Busznauenns G yHKIIOHAIY Ta aJITOPUTMY IIPOEKTY

5. [lepenik rpadiuHoro marepiany:
5.1 CtpyrypHa cXeMa aJIrOPUTMY




5.2 Jliarpama KJjacis

5.3 BucHoBku

6. Jlata Bumaui 3aBgannas_11.04.2022

KAJEHJIAPHUMN IIVIAH
Ne | Ha3Ba eramiB OakanaBpcbKkoi poOOTH Ctpok BUKoHaHHS | [IpumiTka
3/m eTaniB poboTH
1 | I1ixOip HAYKOBO-TEXHIYHOI JITEpaTypH 11.04 - 14.04
2 BI/IBLIGHH}I. Ta  aHali3  ICHYIOYHX 15.04 - 17.04
IPOTOTHIIIB
3 | Po3poOka BUMOT Ta OIIHKA SIKOCTI 18.04 - 21.04
4 | Po3poOka rpu 22.04 - 25.04
5 | Beryn, BucHOBKH, pedepar 07.05 -10.05
6 | Po3poOka mpeseHrairii 11.05-15.05
7/ | [lonepenniit 3axuct podotu 16.05 — 02.06
8 | 3maua poboTu 03.06
CryneHr Coxupko J1.0.
(migmmc) (npi3BHLIE Ta iHIIAIN)
KepiBHuk poboTu Hi6piBHuit O.A

(migmuc) (npi3BHLIe Ta iHIiAIN)










PE®EPAT

TexcroBa yacTuHa 6akanmaBpchkoi podotu 71 c., 27 puc., 1 Tabmn., 18 mkepenn.

I'PA, UNITY, PO3POBKA, CTPATEI'TA, CTPATEI'TA ¥V PEAJIBHOMY YAC],
RTS, PYILIN, IBUT'YH, C#, VISUAL STUDIO.

O06’exT AOCTIIKEHHS —ITPOBUIA TIPOLIEC ITOp XKAHPY CTPATETiA y pealbHOMY Yaci.

[IpenmMer mociimpKeHHsT — MPOTpaMHi 3acO0H Il PO3POOKHU T'pU JKaHPY CTpaTeris y
pealbHOMY dYaci.

Meta poOOTH — NpPUBEPHYTU yBary HOBUX TPaBIB O Irop *aHpPy cCTpaTeris y
peasbHOMY Yaci.

VY X0/l BUKOHaHHA poO0TH OyJIO PO3IIIIHYTO Ta IPOBEACHO aHAJI3 BXKE ICHYIOUHUX 1TOp
naHoro jxkaHpy. CTBOpPEHO MOPIBHSUIBHY XapaKTEPUCTHKY, sIKa IMOPIBHIOE IEpEeBard Ta
HEJIOJIIKU JJAHUX MTPOAYKTIB.

JUist TOCSAATHEHHS TIOCTABJIEHOI METH AaHOi poOOTH OyIO0:

e [IpoBenmeHo aHaii3 irpoBoro pyiuist Unity, Horo KOMIIOHEHTIB Ta MOXKIIMBOCTEH, Ta

BCTAHOBJIEHO, 110 BUOIp caMe LbOT0 IrPOBOIO PYIIIS € BAAJIUM PIILICHHSM;

e Po3po0sieHO anropuTMHU A peaizallli KOMITIOTEPHOI TI'pu >KaHpPy CTpaTeris y
peaibHOMY Yaci 3a JOMOMOTroxo irpoBoro asuryHa Unity;
e BzsBumiM 10 yBaru yci NMpOBENEHI JOCTIHPKEHHS Ta MEPeBIpKU OyJio po3poOJieHO

KOMIT IOTEpHY TPy Y KaHpi CTPATETisl Y pealbHOMY 4Yaci.

["anmy3b BUKOPUCTAHHS — 3aBASKH BUIBHOMY JOCTYILY JO I'py OYb-XTO 3MOXKeE

BUNPOOYBATU JJaHy TPy Ta O3HAHOMUTHUCS 3 JOBOJII LIIKABUM >KaHPOM CTpaTerii.
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HNEPEJIIK YMOBHUX ITO3HAYEHD

Ul — user interface

GUI — graphical user interface
Ul — user interface

Al — artificial intelligence

RTS — real time strategy

OC — oneparriifHa cucteMa

[13 — nporpamue 3abe3eueHHs
[IK — mepcoHabHAI KOMIT FOTEP

FOHIT — MupHa abo BilicbKOBa OJIMHHUILIS 33/151HA y CTPATErIYHUX BIEOIrpax



BCTYII

AKTyaJbHICTh 10CTiI:KeHHs1. Ha cboroHinHIN 1eHb BAXKKO 3HANTH JIIOIMHY, sIKa O
HE YyJia 110 TaKe B1JICOIrpH, BOHU CTPIMKO YBIPBAIKCSA Y JIIOJICHKE )KUTTS Ta MOCUIN Y HOMY
BOXUIMBY Hilly. besniy irofeil BUKOPUCTOBYIOTh BIJIEOITPH JUIs 6araThoX MoTped, AEXTO
POCTO 1100 BIJIMOYUTH Ta PUEMHO IMPOBECTH YaC, IEXTO 100 MEepEeBIpUTH CBOT HABUYKH Ta
3M10HOCTI Y XapJIKOPHUX PEKHUMax, a 1HII HaBITh BIAIITOBYIOTh MDKHAPOAHI TypHipH a0
JIOKaJIbHI 3MaraHHs, 100 BU3HAYUTH XTO 3 HUX HaWKpammui y Til 4d 1HIIN cdepi.
Pi3HOMaHITTS >KaHPIB Ta CTUJIEH J03BOJIIE KOKHOMY 3HAWTH TE 10 MPUNIETHCS MOMY 110

JTYTII.

Hanexko Takox aidinuia 1 cdepa po3poOKU Bifgeoirop, Bce OuIbIIEe 1 OlIbIIE
PO3pOOHUKIB OakaroTh 3aliMaTHCs came BijieoirpamMu. Ha cboroHinHii geHb icHy€e 6araTo
BEJIMKHUX ITPOBUX KoMITaHii Takux sik Activision Blizzard, Ubisoft Entertainment, Electronic
AItS Ta iHIIUX, Ta 11e Habarato OUIbIIEe HEBEIUYKUX CTY/ 1M YU TPYII JIFOAEH, SIKI IPUCBSATUIH

cebe 11 IHIyCTpii.

TakoX BEIMKAM TOIITOBXOM JO PO3BUTKY I1HIYCTpli BiJIEOITOpP CTaB CTPIMKHUUN
PO3BUTOK KOMII FOTEPIB Ta iX KOMIIOHEHTIB, 1110 JJO3BOJIWIJIO BUBECTH I'PH HA HOBUM PIBEHb.
3apa3 6araTo irop MarOTh HACTUILKH JI€TANII30BaHy Bi3yallbHY CKJIAJ0BY, 1110 X HABITh 1HOI

Ba)KKO BIJIPI3HUTH BiJl peaIbHOCTI.

Mera Ta 3aBaaHHsi po6oTH. MeTo0 POOOTH SIBIIAETHCS PO3POOKA TPU KaAHPY
CTpaTeris y peaJbHOMY 4aci 3a JIOMOMOT00 MOBH TiporpamyBaHHsi C# Ta irpoBOTo JBUTYHA

Unity.
3aasst JOCSITHEHHS 11i€1 METH MOTPIOHO BUPIIIUTH JICSK]1 3aBIaHHS, a CaMe’

e [IpoBecTu MOPIBHSUIbHY XapaKTEPUCTUKY BXKE ICHYIOUHMX IrOp MOIIOHOTO >KaHpY,

BU3HAYWTH iX TIepeBaru Ta HEJIOIIKH,



e [lepernsiHyTH Ta BUBYUTH TEOPETUUHI BIJOMOCTI 11010 PO3POOKH IrOp AAHOTO KaHPY
Ta PO3pOOKH irop B IiJIoMy, oOpaTH HaWKpall NMUISIXA TOCATHEHHS MOCTABJICHHUX
LJIEH;

e Omnucaru 6a30Buii PyHKITIOHAT MaOYTHHOTO MPOAYKTY;

e Po3poOUTH OCHOBHI MOAYJI KOMIT IOTEPHOI TpH;

e [IpoBecTu TECTyBaHHS TOTOBOIO MPOAYKTY.

O0’exT Ta mpeameT AocjigxeHHsi. O0’€KTOM IOCHIIKEHHS BUCTyIae po3poOka

KOMII FOTEPHUX 1rop.

[IpeameToM AOCTIIKEHHSI € PO3po0Ka 1rop »KaHPy CTpaTeris y peaJbHOMY 4aci 3a

JIOTIOMOT010 irpoBoro pyris Unity.

Metoau nocaigxenns. [1i1 yac po3poOku JaHOTO NPOAYKTY OyJI0 BAKOPUCTAHO TaKl

METOJIM SIK: METOJI aHAJIOT1i, MOPIBHSHHS, €KCIIEPUMEHTY Ta aHATI3y.

IIpakTuHe 3HaYeHHsl. [IpakTHYHUM 3HAYEHHSM JTAHOTO JOCIHIKCHHS SIBJISETHCS
pPO3po0OKa T'PH CTpATETis y peabHOMY dYaci 3a JOIMOMOIO JOCTYITHUX TEXHOJIOTIM Ta 3

BUPIIIEHHSM OCHOBHHUX MPOOJIeM Ta HEAOIIKIB TAHOTO KaHPY.
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1 AHAJII3 OBJACTI JOCJIIAKEHb

1.1.Anadni3 irpoBux miardopm

[TapanenbHO 3 PO3BUTKOM BIACOITOpP PO3BUBAIOTHCS 1 INIATGOPMH Ha SKHX y HUX
rparoth. [lmarpopmu OyBaroTh SK Taki, SKi MOXKHa BHKOPHUCTOBYBAaTH B JOpPO3i, Tak i
CTaTU4YHI, AKI MalOTh 3aJUIIaTHCS Yy MeBHOMY Micli. Hapasi icHye 10BoJiI BeiuKa
KOHKYPEHIIiS M)XK KOMIT FOTEPHIUMH Ta KOHCOJIBHUMH IrpaMH, IO I11e O1JIbIIe MPUCKOPIOE iX
po3BUTOK. | x0ua 1K Ta KOHCOJI1 TPUMAaIOTh MEPIIICTh Y MOMYJISPHOCTI, ICHY€ TaKOX 1 6araTo
IHIIUX TUIaTGopM, sIKI BIEBHEHO TPUMAIOTh IUJIAHKY Ta MOXJIMBO Y MailOyTHROMY HaBITh

Ha3JI0’KEHYTh CBOiX KOHKYpeHTiB.(Puc. 1.1)

The Most Important Gaming Platforms in 2019

% of game developers most interested in/currently developing for the following platforms

B Most interested in B Currently developing for
N 0%
22 Q! ., 66%

: : e ——
Nintendo Switch - _ 18% 45%

==
PS4/ PO S — 1%

33%

Smartphones/Tablets ‘

I 5
i E—— 05

38%

.
VR Headsets (@D o 175

[E=—rauaa5a]
AR Headsets P — 20%

=
vac [ _M% 20%

Puc. 1.1 Tabnuiist momyJISIpHOCTI iTpOBUX TUIATHOPM
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1.1.1 MK

Haii6inpmn momynspHOlo maaThopMoro s irop Hapasi seasersea 1K, Ix
MONYJISIPHICT, 3yMOBJIEHa OaraThbMa IPUYMHAMM, ACSAKUMHU 13 HUX SBJISE€THCS OUIBII
«CHWJIBHIIIE) 3aJ1130, 10 JI03BOJISIE OTPUMATH Kpalle 300paKeHHS Ta MPOAYKTHBHICTb. TaKoX
OJIHIEIO 3 BAYKJIMBUX IIepeBar KOMIT IOTEPIB € MOXKIIUBICT OLIBII THYYKOT'O HaJIAIITyBaHHS
K caMol TPU TakK i akcecyapiB Jjis KepyBaHHA rporo. Takox mius IIK icHyrOTh JOCHTH

HOMYJIAPHI eKCKITI03uBHI npoekTH, Taki sik World of Warcraft ta League of Legend.

1.1.2 Koucoui

Benuky HonmynsipHicTh y iHAyCTpil BiZleoirop Tako) OTpUMAIHM irpoBi KoHcoui. IxHs
MOMYJISIPHICTh 3YMOBJICHA JIETKICTIO Y BUKOPUCTAHHI, HAABHICTIO 0araTbOX €KCKIIO3UBHHUX
irop Ta J0BOJI NpuBaOIUBUN au3aiiH. OjHI€0 3 HAWOLIBII MPUBAOIUBHUX KOHCOJIEH
SBIISIETBCS KOHCOITB Bia PlayStation, a came PlayStation 2, sxa mo 2019 poky Oyina npogaHa
y KUIbKOCTI 159 MinbiiOHIB oAMHUIL. BOHA ABISIETHCS HACTUIBKU MOMYJISIPHOIO 3aBASKA
OaraThbOM 1HHOBAIlISIM KOMIIaHIi SONY, a TaKOX MPUXUIBHICTIO 3aJI0BOJBHATH IOTPEOU

reimMepiB.

1.1.3 MobinbHi neBaiicu

OcTaHHIM TPEHJOM ChOTO/HI SBISETHCA PO3pOOKa MOOUTEHUX 1TOp, aJKE y HAIIl Yyac
CMapTPOHH CTaJTU HEBIJ €EMHOIO YACTHHOIO JKUTTS 1 MaiKe KOXKHA JIIOJIMHA KOPUCTYETHCS
HUMU. MOOUIBHI ITpU OTPUMYIOTH CBOIO MOMYJSIPHICTh 3aBISKH TOMY, IO Y HUX MOKHA

3irpaT y OyJib-IKOMY MICIIi Ta y OyAb-sIKU 4ac.
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1.2 7Kanpu koM’ 10TepHUX irop

Ha croroanimHiii eHb iCHye AOBOJII 6araTo >KaHpiB BiAEOIrop, Ta e OiIblie iX mif
KaHPiB, IIe 3yMOBJICHO THM, IO PO3POOHHMKH HAaMararoTbCs CTBOPUTH IIOCH HOBE Ta

yHiKanbHe. Ko)keH Moke 3HaHUTH TOH KaHp, SIKUM HOMY 710 BITOJOOH.
OCHOBHI kaHPH BIJICOITOP:

e [licoununs — 1e kaHp BiJEOIrOp, y SIKOMY TIpaBellb Ma€ MOBHY CBOOOAY i,
BIJIKDUTE CEPEIOBHILIE Ta HENIHIHHUHN ITpOBUI MTPOLIEC;

e (Crparerisi — 11eH JKaHp BiJ€OIr0op MIIIOB BiJl 3BUMHHUX YCIM HACTIILHUX 1TOp, TAKUX
SK 11aX¥, AIIKY Ta 1HIII1. BiH BUMarae BiJi rpaBIliB BUKOPHUCTOBYBAaTH PO3p00JIeHY
HUMU CTPATEril0 Ta TAKTHKY 3aJJ1sl JOCSATHEHHS MOCTaBlieHUX Lineid. Llen »xaHp
MOAUISETHCS HA TaK1 M1 KaHPU

o Crtpareris y peanmbnomy 4aci(RTS — real-time strategy)

o Takruka y peanbHomy 4daci(RTT — real-time tactics)

o baraTokopucryBanbka onnaiH-0oioBa apena(MOBA — multiplayer online
battle arena)

o 3axuct Bexi(Tower Defense)

o Ilokpoxoa ctpateris(TBS — turn based strategy)

o Wargame

e EkmH — 11e irpu Je rpaBellb 3HaXOUThCS y IIEHTPI TO/iH, Ta IOBUHEH MOI0IaTH
MOCTABJICHI TIepea] HUM TMEpPemIKOAu, Iled JKaHp Ha ChOTOJHI SIBISETHCS
HaWmonysipHiuM. BoHU MOAUISIIOTHCS Ha TakKi MipKaHPH:

o Ilnardopmep(Platformer)
o Ilyrep(Shooter)

o ®aittunr(Fighting)

o Beat-em up

o Crenc (Stealth)



O
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Put™m irpu(Rhythm)

Bmwxusanusa(Survival)

e [IpurogHuUIbKI Irpu — II€ KaHP Irop, y SIKOMY I'paBellb MOBUHEH B3a€EMOIIATH 31

CBOIM OTOYCHHSIM 3aaJI1 BI/IpiHIeHHH piSHOMaHiTHI/IX T'OJIOBOJIOMOK Ta PO3BUTKY

icropii. JKaHp monUIA€THCSA HA TaKi MiKaHPH:

O

O

O

O

O

Texcrori mpuroau(Text adventure)
['padiuni npuroau(Graphic adventure)
[arepakTuBHi dinsmu(Interactive movie)
Bizyanbhni HoBenu(Visual novel)

3D y pexxumi peanbHoro vacy(Real-time 3D)

e Ponrwosi irpu, abo x RPG — BenyTh cBoe moxomkenns Big Dungeon & Dragons,

Ta IHIIUX POJILOBUX 1rop Ha pyuili 1 manepi. [loainserbes Ha:

O

O

O

O

O

Action RPG
MMORPG
Roguelikes
Tactical RPG
Sandbox RPG

e CHOpPTHUBHI ITPU — IrpH, SIKI MOJEIIOIOTH PI3HI BUIU CHOPTY, Bl (yTOOIY 110

aBTOMOOUTHHUX TIeperoHiB. CKIaAa€eThCA 3 TAKUX IT1JKAHPIB!

O

O

O

O

[Meperonu(Racing)
Komanauauii ciopt(Team sport)
3marannsa(Competitive)

CnopruHi 60i(Sport-based fighting)

Ile#i criMcok MOXHaA TPOJOBXKYBATH 1€ JOCUTH JIOBro, ajieé ¥ Tak 3pO3yMLo, IO

PI3HOMaHITHICTH BiZICOIrOp HE MOXKE HE BPAXKATH.



1.3 Crparerii y peajibHoMy 4aci

Crpareriss y peanbHOMy uaci (real-time strategy, RTS) — me »xanp
CTpaTeriyHuX BIJCOITOp, Y SKUX TeHMILIeH He MOIJICHUN Ha OKpeMi 0OMeXeH1
y 4Yaci XoJH, SK y MOKPOKOBHX CTpAaTerisx, 1 BCl I'paBli JIIIOTh OJHOYACHO.
CrpaTteriuny Tpy B peXHUMI peaJpbHOTO 4Yacy TaKOX MOXKHA Ha3BaTH
CUMYJISIIEI0 B PEXKHMI pPEaIbHOrO 4acy abo BIHCHKOBOIO T'POI0 B PEXHMI

peagbHOro yacy.

Crparerii y peaqbHOMY 4Yacl TakoXX MOJUISIOTHCS 3a TeUMIUICEM Ha
r100anbH1, TAKTUYHI, EKOHOMIYHI Ta 1HII1. TOMY OKpIM BIJICYTHOCT1 YEProBOCTI
XOJ[IB Ta MOXJIMBOCTI TPABISIM JiSATU OJHOYACHO TMOIIYK SKUXOCH I1HIIMX
0COOMBOCTEH MOKe OYTH TOBOJII Cy0’ €KTUBHHUM. 32 4acTy BBAXKAIOTh, o RTS
MOKe OyTH JIMIIIE Ta rpa, sika 000B’S3KOBO BKIIIOUAE €JIEMEHTH OyJIIBHUIITBA
0a3u, 300py pecypciB Ta HalilMy IOHITIB, aJie 1[€ CTOCYEThCS JIUIIE KIACUYHUX
RTS, 3 wacoM BOHHM JOCTaTHHO BHIO3MIHIOBAJIWCS 1 TPUBHOCHIN Oarato
HOBOTO, BIJMOBJISIFOYMCH BiJl 3BUUHUX KaHOHIB. Hampukian y neskux irpax
MOTJIM B1JIMOBUTHUCS BiJl CUCTEMHU OYJIIBHUIITBA 0a3u, JTO3BOJISIOYM BUKIUKATH
IOHITIB O€3MocepeIHbO Ha ITPOBE IM0JIe, a00 XK B3araji OOMEXYIOUH iX KiJIbKICTh

JMIIC JOCTYIITHUMM Y ITOYAaTKYy 3aBAAaHHA.

AJie He TUBISYNCH HA YC1 HOBOBBEICHHS HAMOLIBII MOMYJISPHUMHU BCE K
3aJIMIIAIOTBCS CTpATerii, y SKUX rpaBelb MAa€ 30CEpe/KyBaTHUCh Ha 300pi
pecypciB, CTBOPEHHI OJMHUIL Ta MEPEMOTH HaJ CYNPOTUBHUKOM. Y TaKHUX
Irpax rpaBill MOBUHHI 30MPaTH PECYPCH, Ta PALIIOHATBHO iX BUKOPUCTOBYBATH

JIJIs1 PO3BUTKY 0a3u Ta HaiMy FOHITIB, 3317151 TOAAIBIIIOTO HaMa Ay Ha BOPOTiB.

binpuricTe KIIaCMYHMX CTpaTerii y peajlbHOMY dYacli MalTh Takl

CJICMCHTU.

17
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e 30ip pecypciB — II¢ HaKONMHMYEHHS CHELIaJbHUX PECYpCiB 3a
JIOTIOMOTOI0 IOHITIB, CIIOPYA a00 K CHEIlaIbHUX PECYPCHUX TOYOK,
3a/1J151 TOAATIBIIOTO X BUKOPUCTAHHSI.

e byaiBHUITBO 0a3u — 1€ CTBOPEHHS CHELIaJbHUX CIOPYH, 3aBISKU
SKUM MOXJIMBO BHHAWMaTH IOHITIB, NMPOBOJUTH AOCTIIKEHHS Ta
BJIOCKOHAJICHHs, abo 3 BujpoOyBatu pecypcu. OpHielo 3
0COOJMBOCTEH OY/IIBHUIITBA € BITHOCHICTh YaCy CTBOPEHHS CIIOPY/I,
sIKa MOYKE CKJIaJIaT JI4eHI CeKyHIHU. Y NEeSKUX CTPATEerisiX BiACYTHS
KOHIIETIIISI TO0Yy/I0BM 0a3u, aje 3a3BUYail 1€ SIBJISAETHCS OIHIEIO 3
OCHOBHUX MEXaHIK.

e CTBOpeHHs apmii — 1€ HalM CHEelIaIbHUX OJIUHMIlb, $KI B
nojanpuioMy  OyAyTh  BUKOPHCTOBYBATHCS ~— 3aJJIsi  aTaku
CYIIPOTHBHHUKA, 200 K 3aXHUCTy BIACHOI 0a3u.

e ATaka MpOTUBHUKA — 3a3BUYAl SBJISIETHCS OJHIEIO 3 OCHOBHUX 3aJ1a4
YKaHPY, KOJM TrpaBellb BUKOPUCTOBYE HAWHSTHX IM IOHITIB 3a7Is

HaItaly Ta 3HMIICHHS I0HITIB 200 6a3u Bopora.

1.4 Orasa irop anaJioris

XKaup cTpareriii y peaibHOMy 4aci rnovaB 3apojiKyBaTucs e y 1980-x pokax, 1 3a
BECh YacC iX ICHYBaHHS 3 SIBUJIOCS YUMAJI0O BUSHAYHUX MPEJCTABHUKIB JIaHOTO KaHpy. Jlaimi

OyIyTh TIpEJICTABIICH] HAWB1IOMIIII 13 HUX.

1.4.1 Dune Il
L rpa SBASETHCSA OJHUM 13 MEPUIMX NPEICTABHUKIB JAHOTO KaHPY B1A€OIrop, BOHA

Oyna po3pobiena Ta Bugana y 1992 pomi g MS-DOS.
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IrpoBwii nporiec ABISETbCA 3BUYHUM JIs1 KaHpy. Jig BinOyBaeTbcs Ha MPSIMOKYTHIM
KapTi, siKa BKpUTa TyMaHOM BiiiHH. OCHOBHOIO METOIO TPH € 3HHILEHHS BOPOXKOi 0a3w,
nonepeaHbo 310paBiiy OHITIB A 1i ataku.(Puc. 1.2) V rpi npucytHi 3 npoTubopcTBytoui
dpaxmii, a came mim ATpimiB, AiM XapkoHeHiB Ta AiM OpnociB, KOXHA CTOPOHA Mae
MPUOJIM3HO OJHAKOBUM HaOIp CIOPYA Ta IOHITIB, 32 BUKJIIOUEHHSIM ACIKHX YHIKAIbHUX.
Came 1151 Tpa NpUBHECHA Y KaHP OCHOBHI PUCH, a caMe KUJIbKa IPOOOPUYUX CTOPIH, «JIEPEBO

TEXHOJIOT1i», CTPYKTYpY KaMIIaHiil.
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Puc. 1.2 I'pa Dune 11

1.4.2 Ko3zaku

Kozaku — 11e cepis irop *xaHpy cTpateris y peaqbHOMY 4aci Bii YKpaiHCbKOi KOMMaHii

GSC Game World nepma gyactuna sikoi Buiinuia 'y 2001 pomi(Puc. 1.3).
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['pa mMae OCHOBHI pHUCH TpUTAMaHHI JKaHPY, ajle 3HAYHO BHIUISETHCS Cepea
KOHKYPEHTIB BEJIMKOIO KUIBKICTIO TUIIIB PECYPCIB, IrPOBUX CTOPIH Ta YHIKAIBHUX MEXaHIK.
VY rpi npucyTtHi 0au3bko 20 Hamiid 3 yHIKaJIbHUMHU IOHITaMU Ta cnopyaamu. OpHiero 3
I[IKaBUX MEXaHIK JTaHOi TPH SBISIETHCS MOKIIMBICTh 3aXOIUICHHS JCSKUX IOHITIB Ta CIIOPY.
BOpPOra, SIKIO BOHHU HE 3aXUILeHI O00MOBUMH OJJMHUIISMU, TAKOXK y Pl IPUCYTHS BUOIPKOBA
BPa3JIMBICTh JESKUX OJMHUIb J0 1HIIMX, TaK OyJIMHKU Ta CTIHU MOXJIMBO 3HUIIUTH JIUIIIE

TUMH IOHITaMU SIKI MOXYTb 1X aTaKyBaTH.

O_ffkcf, iﬂth: centary (Venies)

»

150

|

Puc. 1.3 Cossacks Back to War
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1.4.3 WarCraft 3 Reign of Chaos

WarCraft 3 — e rpa po3pobnena crynieto Blizzard Entertainment y 2002 pomi Ta
CIOXKETHO SIBIISIETHCSI MPSMUM TPOJOBKEHHSAM APYroi 4acTWHU. Y TOW dYac I rpa Oyia
OJIHI€IO 3 HAWOUIKYBaHIMHUX, OYyJI0 3p00seHo 6:m3bK0 4.5 MIUTBHOHIB MIpe 3aMOBJICHb Ta 3a
MICSIb MpoJiaHO ONM3bKO 1 MinmblioHa Komii. I'pa oTpumana BeNUKY KUTBKICTh TapHUX
BIJITYKIB, a JIeSIKi BUJABHUIITBA TAKOXX BIAMITHIIN TPy TaKUMHU Haropojamu sik «Kparra rpa

poky» Ta «Kpaia crpaTerist poky».

IrpoBuii mpouec sBuserbcsi 3BUYHUM s kaHpy(Puc. 1.4), ame BHIC nedki
HOBOBBEJICHHS TaKl, SIK MATPUMKA IOHITIB, 110 31 301JIBIICHHSAM KIJILKOCT1 OTMHHUIb 3MEHIITYE
KUIBKICTh BUI00YBAa€EMOTO 30J10Ta, TAKOXK OYJIO TOJAAHO CHELiaIbHUX IOHITIB «I epoiBy, sKI

MO>KYTb IIJTHIMATH CBiil pIBEHb Ta BAKOPUCTOBYBATH CII€L1AJIbHI PEMETH.

T Quests (F9) || Menu (f0) > ) Log(Fz) |

Uther's Return

= |

709 / 825

Puc. 1.4 Warcraft 3
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1.4.4 StarCraft 2

StarCraft 2 — e me oxna rpa Bix cryxii Blizzard Entertainment, sika siBisieTbest
TpHUJIOTi€l0, Tiepira yactuHa skoi Buinuia 2010 poky(Puc 1.5), npyra 2013, a tpets 2015,

Takox y 2016 pori BUHILIO 11e oHE O]illiifHEe TOTTOBHEHHS.

VY rpi npucCyTHI TPH IrPOB1 pacH: TEPpaHHU, 3€pTU Ta MPOTOCH, KOKHA 3 IKUX MA€ CBOI
MOBHICTIO YHIKaJIBHI CIIOPY/IM Ta OHITIB. L rpa yBiOpasa y cebe yci Halikpallli pyucu
CTpaTeriil y pealbHOMY 4aci Ta JJoBeJa iX 10 JOCKOHAIOCTI. Takok rapHUM JOMOBHEHHSIM
ctana 6i0mioTeka (pizuku Havoc amst 300pakeHHs TUHAMIYHUX TiHEW Ta B3a€MOJIINA MK

00’ eKTaMH.

Puc 1.5 StarCraft 2 Wings of Liberty



1.5 IlepeBaru Ta HeAOJMIKH

Ta6mui 1 IlepeBaru Ta HEOMIKU PO3TISTHYTHX 1ITOP
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Ha3sga rpu [lepeBaru Hemomixu
Dune 11 3BYyK BiacyTtHicTh MepexeBoi Ipu
[{ixaBuii rerMILICH 3acTaputicTh
Cossacks Pi3HOMaHITTS irpoBHUX BincyTHICTh MIATPUMKH

HaIN Cy4acHOTO 00JIaIHaHHS
Peanictuuna ¢izuka
MO>XJIMBICTh KEPYBATH BiacyTHICTh MIATPUMKH
BEJIMKOIO KUTBKICTIO OHITIB | cydacHoro I13
HasBHicTs 6aratbox THITB
pecypciB

WarCraft 3 Croxer 3acrapina rpadika
Benuka KimbKiCTh KapT
HasBHICTB peakTopy Kapt

StarCraft 2 Croxer Bucoka mina
BizyanpHa ckinagoBa
IrpoTeka, sika MICTUTb
KapTH BiJ] 1HIITUX TPaBIliB

1.6 BUCHOBOK Mepuioro po3aiiy

[TpogiBiK aHami3 06JacTi JOCIIHKEHHS, MOKHA JIUTH 10 BUCHOBKY, 110 X04a

NOMYJISIPHICTH AAHOTO >KaHPY JI0OBOJII HEBUCOKA MOPIBHIHO 3 MUHYJIUMHU POKaMHU, BCE XK

CTpaTerii 3aifHsUIM BaXKIIMBE MiCIIe Y irpoBiit iHaycTpii. Lleit sxaHp He 3HUK MOBHICTIO, a

JIMIIC YCKa€ CBOro 4acy.
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OT>xe MiABIBIIY MiICYMKH MOKHA AIMTH BUCHOBKY, 1[0 XOY KaHP MEPEKUBAE 1 HE
HalKpallli yacH, J0Ci 3HalyThcs 6arato aHariB, Kl 3 paaiCTIO 3aIIKABIATHCS HOBOIO

TPOIO TAHOTO KAHPY.
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2 APXITEKTYPA NPOEKTY

2.1 IrpoBmuii pyuuiii

3 PO3BUTKOM B1I€OITOp PO3BUBAIIHCS 1 cepeioBuIIa Isl iX po3poOku. Irposi pymrii —
1€ LIEHTpabHa MIPOTrpaMHa YaCTHHA BiJIEOirop, siKa BiANOBIga€ 32 ii TEXHIYHY CTOPOHY Ta
J03BOJIsIE Y Oarato pa3 MOJIETIUTH caM Tporiec po3poOku Bigeorpu. Ha choromuinmHin
JICHb 1CHY€E JIOBOJI1 6araTo irpOBUX PyIIiiB, HAHOUIBII MOMYISPHUMH 3 HUX SBIISIOTHCS

Unreal Engine, Unity, GameMaker, RPG Maker.

Kosken irpoBuii py1iiii Mae CBOi SIK epeBary Tak i HeJomiku. J{asi 6yie po3risiHyTo

JIEK1JIbKa OCHOBHUX ITPOBUX PYIIIIiB.

2.1.1 Unreal Engine

Unreal Engine — 1ie irpoBwuii pyiiii po3pobienuii kommnaniero Epic Games, skuii
Cro4aTKy OyB CTBOPEHUH ISl ITYTEPIB BiJl MEPIIOi 0COOH, ajie 3rojI0M MoYaB
BUKOPUCTOBYBATHUCS 1 JJIsI CTBOPEHHS 1TOP 1HIINX KaHPiB. BiH MOXe BUKOPUCTOBYBATHUCS
HE JIMIIIE JUTIsl CTBOPEHHS B1ICOITOP, a i JIJIs KIHO 1 TesiebaueHHs, a00 HaBITh SK BIPTyaJibHE
CepeoBHILE IS HOCHipKeHHs Ta npoekTysanHsa(Puc. 2.1). Horo mmocamu € migrpuMka
IIUPOKOTO CIEKTPY TIaTGOopM, BIIKPUTUN BUXITHUN KO Ta BIICYTHICTH POSUITI 32 IrpH

JIOKHU JOX1]] BiJ] HUX HE MIEPEBUIIUTE | MITH J0OJapiB.

3a I0NOMOTr0I0 I[LOT'0 IrPOBOT0 pyIIisl OYJI0 CTBOPEHO TaK1 MOIMYJISIPHI cepii irop fK:

Bioshock, Mass Effect, Gears of War, ta 6araro iHImmx.
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Puc. 2.1 Iarepdeiic Unreal Engine

2.1.2 Unity

Unity — e 6araroriaTopMOBHUi irpOBUi Pyl Ta IHCTPYMEHT ISl PO3POOKH
BiZicoirop pospobienuit kommnaniero Unity Technologies y 2005 pori. 3aBasku IpocToTi
OCBOEHHS € JTy’K€ MOIMYJISIPHUM cepeJl pO3pOOHUKIB MOYATKIBI[IB, Ta IS PO3POOKH 1HA1
irop. Sk i Unreal Engine BiH Moke BUKOPHUCTOBYBATHUCS HE JIMIIIE JIJIsI CTBOPCHHS

BIJIEOITOp, a M y ITHIIMX raimy3sX.

Takox BaksmBuM 1iTrocoM Unity € Te, 1110 BiH Ma€e 0€3KOIITOBHY Bepciro. Yci 11
nepeBaru i pooJIsITh HOTo JOBOJII MPUBAOIMBUM, K ISl BETUKUX CTYI1H, TaK 1 1JIs

caMOCTiiHUX po3poOHUKiB. Unity Mae Taki (GyHKIIOHATbHI MOKIIUBOCTI:

* Pob6ora 3 pecypcamu — y Unity iHTepdeiic ckinamaeTbes 3 6araTbox BIKOH, KOKHE
31 CBOIM (D)YHKIIIOHAJIOM 1 IPU3HAYEHHSAM, K1 JONOMAraloTh Hajlaro{pKyBaTu rpy

Ta 00’ €KTH OE3MOCEPEIHRO Y PEAAKTOPI.
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*  Penpgepunr - BinOyBaeThCs uepes BIpTyalabHy KaMmepy orisiay. Irposa cieHa y
pobodiit 001aCTi peaKTOPy MOXKE PO3MIIITYBATUCS K 3aBTOHO, a TIPH

PEHAEPUHTY — TaK, SK 11 BUIHO 3 KaMEpPHU.

*  Ckpuntu — po3poOHUKH MOXYTh BUKOPHUCTOBYBATH JICKiJIbKa MOB, a CaMe
UnityScript, C# a6o Boo 117151 HanmucaHHs CKPUIITIB, SIKi 3aCTOCOBYIOTBCS IS

30UTBITIEHHS (DYHKITIOHATBLHOCTI IOAATKY.

3a 10OMOro10 I[LOT0 ABUTYHA OYyJI0 po3p00JIEHO TOCUThH Oarato MOOUILHUX 1TOD,
takux sk Azur Lane, Call of Duty: Mobile, Fate/Grand Order, Tako cTBOpEHO 1 HEMaJIO

xomrt totepHux irop: Enter the Gungeon, Superhot, Raft ta 6araro iHmmx.
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Puc 2.2 Tarepdeiic Unity

2.1.3 GameMaker
GameMaker — e kpocmnatdopMoBi irposi gBuryHu pospobieni YoYo Games. Horo
OCOOJIMBICTIO € Te, IO JJII CTBOPEHHS BIJCOIrOp BUKOPHUCTOBYETHCS CIICIIaIbHA MOBA

Bi3yaJbHOro mnporpamyBaHHs. Crodatky s MoBa Oyna po3poOsieHa 3alisi TOro, 1100
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JIO3BOJIMTH TOYATKIBI[SIM CTBOPIOBATH BIJIEOIrpM HaBITh 0€3 OCOOIMBUX 3HaHb 3
nporpaMyBaHHs, ajie MailOyTHI Bepcli OyJn TaKoX 30CEpe/PKEHI Ha PO3BUTKY B CTOPOHY
IPOCYHYTHX pPO3poOHMKiB. Mloro MiHycoM € Te, 0 GE3KOMITOBHA Bepcis OGMexeHa
kommisiiero ume mig Windows ta nexinbka oOMekeHnd (QyHKITIOHAJ, ajie y IUIATHIH

BepCii CTalOTh JOCTYIHI YC1 IHCTPYMEHTH Ta KOMIIUISLIS ISl IHIIUX MIaTPOpM.

Xou cepen irop ctBopenux Ha pyinii GameMaker i He Tak 6arato BiIOMHX, TaKUX, 5K
Hotline Miami ta Super Crate Box, Bce * 1 cepell HUX MOXJIHMBO 3HAWTH TPy 3a

MPOXOJIPKEHHSAM SIKOT BU BECEJIO MPOBEETE CBIM Yac.

Puc. 2.3 CtBopenns 2D rpu 3a nonomororo GameMaker

2.1.4 RPG Maker

RPG Maker — 1ie cepist mporpam i po3po0ku RPG, cTBOpeHHX SIOHCHKOIO TPYIIOI0
ASCII. Lleit nBUryH 103BOJIsIE CTBOPIOBATH Irpy HaBiTh 0€3 3HaHb 3 MPOrpaMyBaHHS, 110
POOHTH ii 17€aTbHOIO JIJIS MTOYATKIBIIB, a MOYKIMBICT BHOCHTH 3MIiHU 3aBasku JavaScript

poOuTH oro mpuBabIMBUM 1 17151 POECITHIX PO3POOHHUKIB.
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Puc. 2.4 Inrepdeiic RPG Maker

2.2 CepenoBuiiie po3pooku

Cepenosuiiem i po3poOku 0yi10 oopano Visual Studio Big kommanii Microsoft. Le
CepeIoBHIIE JOCUTH TOMYJISIPHE cepell pOo3pOOHHUKIB 3a Horo npoctuii iHTepdetic(Puc 2.5),
HiATPUMKY OJU3bK0 36 pi3HUX MOB MPOTPaMyBaHHsI, Ta 32 HAsBHICTH O€3KOIITOBHOI BEPCii.
Came 1y1s1 MOTO TIPOEKTY BiH OyB 0OpaHMii uepe3 Horo CyMiCHICTh 3 MOBOIO MPOTpaMyBaHHS

C#, sxa y CBOIO 4epry 4yJJ0BO MiIXOUTh JIJIsl MPOTpaMyBaHHs KOMIIOHEHTIB TP y IFPOBOMY

pymurii Unity.



30

00 oain Opama Bun Gt MNpoer CBopa Omasa  Awaney  Cpeactea  Pacuvpewws  Owxwo  Cnpamea % (Ct P Myproject @ - X
® - g-£88 Debug ~ AnyCPU - P Mogenouns x Unity + [> B B [n] - B
§ « T.od s Types.cs i % % BasicUnitcs PlayerManager.cs UnitHandler.cs ¥ @ Mpeacrasnenwe kraccos 3 x

§ E3Assembly-Csharp - | & DIMABuildings.BasicBuilding.buildingType - & Barracks 1+ e @ -
g 1 using UnityEngine; -
£ 2 9 yEng <Momce> - P
3 3 namespace DIMA.Buildings 4 (3] Assembly-CSharp -
8 4 b Ceunku npoexra
5 [CreateAssetMenu(fileName = "Building”, menuName = "New Building/Basic")] b %3 BuildingManager
. b #3 BuildingsBody
=t 6 public class BasicBuilding : ScriptableObject b *3 BuildingSelection
7 b *#g CameraMovementController
b *#3 CheckPlacement
8 public enum buildingType B {} DIMABuildings
9 B {} DIMABuildings Player
10 Barracks B {} DIMAlnputManager
11 } =L P {} DIMAPayer -
12
13 [Header("Building Settings")]
14
15 public buildingType Type;
16 public new string name;
17 public GameObject buildingPrefab;
18 public BuildingActions.BuildingUnits units;
19
20 public BuildingStatTypes.Base baseStats;
21
22 }
23 } o
e -
108% -] @ Npobama ne nafiapa ¥ G2l Gl Mpotems  CALE
BuiBog * 0 x

[okasaTe BaixoAHEeE A3HHbe w3 OTraaka - ==

Loaded: Module: C:\Program Files\Unity\Hub\Editor\2020.3.32f1\Editor\Data\MonoBleedingEdge\1ib\nono\unity]it\System, Xal. Ling.d11 -
Loaded: Module: C:\Program Files\Unity\Hub\Editor\2826.3.32f1\Editor\Data\Managed\Unity. Cecil.dl1

Loaded: Module: C:\Program Files\Unity\Hub\Editor\2029.3.321\Editor\Data\Msnaged\Unity. ConpilationPipeline . Common. d11

Loaded: Module: C:\Program Files\Unity\Hub\Editor\2620.3.321\Editor\Data\MonoB leedingEdge\1ib\nano\unityjit\System, Configuration.dll

Loaded: Module: C:\Program Files\Unity\Hub\Editor\2029.3.321\Editor\Data\MonoBleedingEdge\ 1ib\nona\unity it\Mone. Security. d11

Mporpassa "Unity” aasepumnace ¢ koaam @ (9x0).

a | 3axnagon

4 foBasnte arerns sepcuamn + € Buibp

Puc. 2.5 Intepdetic Visual Studio

2.3 MoBa nporpaMmyBaHHs

Moga nporpamyBaHHs — 1€ Ha01p MpaBuJl, KUK 3 pAIKiB a00 rpaiyHUX €IEMEHTIB
MIPOTpaMH MEPETBOPIOE iX Y pi3HI BUIU BUBOIY MAIIMHHOTO KO, i BHKOPUCTOBYIOTHCS JIJISt
peanizaiii anroputMiB. Ha choroHiiIHIM A€Hb ICHY€E BeWYe3Ha KIIbKICTh PI3HOMAaHITHUX
MOB TMpPOrpaMyBaHHs, HAWMOMyJSApHIIMMU 3 HUX 3rigHo iH;ekcy TIOBE(Puc 2.6)

sBisatoTbes Python, C, Java, C++, C#.
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2.3.1 Python
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Puc. 2.6 Innexc TIOBE

Python

Java

C++

C#

Visual Basic

JavaScript

Assembly language
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Ratings

12.74%
1.59%
10.99%
8.83%
6.39%
5.86%
212%

1.92%

Ha cwroromui Python BBakaeThcsi HAMMOMYJISPHIIIO MOBOIO MpOrpaMyBaHHs. Bix

BUKOPUCTOBYETHCSI JUISI PO3POOKM TMakeTiB 300pakeHb Ta aHiMarlili,

HAayKOBUX 1

O0UHCITIOBAILHUX TpOTrpaM, po3poOKu Bijgeoirop Ta Oaratro iHmoro. OCHOBHUMH MOTO

repeBaraMu sSBJISIOTHCS YNTAOCIbHICTD Ta BeJIMKa KIJIbKICTh MOCIOHMKIB, 110 POOHTH i1 AyKe

NpuBaOJMBOIO JJIsl MOYATKIBIIIB, O€3KOIITOBHA OCHOBA Ta BIAKPUTUN KOA. BiH sBIISIETHCS

NOMYJISIPHUM SIK Y TEXHIUHIN cepi, Tak 1y O13HECI.

232 CrtaC++

Moga mnporpamyBanHsi C, SIBISEThCS OAHIEIO 13 HAWCTapilIUX MOB, Ta € KOPEHEM

OaraThOX IHIIUX MOB, Takux sk Java, JavaScript, C#, a C++ sBIA€TbCS PO3MIMPEHOIO

Bepciero MoBu C. Pi3HHIICI0O MDDK HUMH SBIS€TbCcS Te, o C OuIbIIe BITHOCHUTHCS JI0

CTPYKTYpPHOT'O Ta MpOIEAypHOro mporpamyBaHHs, a C++ 10 00’€KTHO OpIEHTOBAHOTO.

HC}IOJ’IiKaMI/I MUX MOB IIPpOrpaMmyBaHHA ABJISACTHCA )IOBOJ'Ii BaXXKKe 1X OIIaHYBAaHHA.
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2.3.3 Java
Takox SIBIASETHCS OJIHIEIO 3 HAWOLIBII MOMYJISIPHUX MOB IMPOTPaMyBaHHS, Ta Mae

JIOBOJII BUCOKMH TIOMUT Ha PHUHKY. SBIseTbcs O0’€KTHO OpPIEHTOBAHOI MOBOIO
nporpaMyBaHHs, a ii BeNIHMKOI TiepeBaroto sBiserbes ¢ynkmiss Write One, Run
Anywhere(WORA), 1m0 [03BOJIsi€ BHKOPHUCTOBYBATH JOAATKH HAIMCaHI II€EI0 MOBOIO
He3aIe)KHO Bix matdopmu. Ll MoOBa BHUKOPHUCTOBYETBCS Yy po3poOI mporpam, BeO-

po3podiii, Ta y big data.

234 C#
3a OCTaHHIN pIK PEUTHHI MOMYJSPHOCTI I[I€] MOBU MpOrpaMyBaHHs 3piC Mailke Ha

2%. C# aBIsETHCS OJIHIEIO 3 HAW3PUIIIMX MOB IMPOrpaMyBaHHS, sika MIATPUMYE OaraTo
CydacHUX TapaaurM. /[aHa MoBa mporpaMyBaHHsI SIBISE€THCA 00 €KTHO OPIEHTOBAHOIO, Ta
HaifKkpale IiJXOJUTh IS CTBOpeHHs noxaTkie Ha Windows, Android Tta iOS. Horo
nepeBaramMu SIBJISIIOTHCS MIBUAKICTD, JIETKICTh BUKOPUCTAHHS, BEJIMKA KUIBKICTh 010J110TEK

Ta CyMICHICTb 3 IHIIUMHU KOJIaMHU.

2.4 Amnani3z aynuTopii rpu

HeBix’€eMHOIO YaCTMHOIO CTBOPEHHS OyIb-sIKOT TP € aHali3 MalOyTHHOI ayAUTOPIi,

1€ AoroMarae o0paTu HUISIX PO3BUTKY MailOyTHBOTO MPOEKTY.

Aynutopieto rpu Oysno 0OpaHO TPaBIlB, AKI TUIBKM BUPIIIIA TMO3HAHOMHUTHUCS 3
YKaHPOM 1Top CTpaTeriil y pealbHOMY 4aci, Ta JOCBIJ IKUX y TJAHOMY >KaHP1 € MiHIMaJIbHUM.
Jl71st TOro 111006 MPUTrOPHYTH yBary Li€i ayauTopii OyJI0 BUPIIIEHO MOHU3UTH CKIAIHICTh 10
MIHIMAJIBHOI, a MBHUJKICTh TPU 3pOOUTH TaKOI0, 100 y TpaBIliB OyJIO JOCTATHHO Yacy , 00

o0ymMaTH CBOi MaiOyTH1 KPOKHU.
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2.5 AKTyajbHICTh IPOEKTY

AKTyallbHICTh IPOEKTY BKa3ye Ha T€, YOMY CaMe CTBOPIOETHCS MPOAYKT, Ta JJIsl 4OTO

fioro moTpiOHO CTBOPIOBATH caMe 3apas.

AXTyaJbpHICTIO JaHOT pOOOTH SIBIIIETHCS TE, 110 B OCTaHHI POKH MOIMYJISIPHICTD KaHPY
noyana 3HM)KYBAaTUCS 1 KUIBKICTh HOBHMX ITOp TAaKOXX 3MEHIIWIACS, TOMY L€ MPOEKT
CTBOPIOETHCS 331l TOrO, 100 MPUTOPHYTH yBary HOBHX TpaBIB 10 JAHOTO >KaHPY

B1JI€OIrOp, MOKA3aBIIMN M MEpEeBaru y 3p03yMUIOMY Ta JIETKOMY CTHIII.

2.6 @yHKUiOHAJ IPH

Jlanuit IpOEKT MOBUHEH BKJIIOYATH Y ceOe Takui (QyHKIIOHAI:

e BuijgeHHs IOHITIB,

o [lepecyBaHHS IOHITIB;

e Artaka Bopora abo BOpOTOM;

e byniBHUNTBO CIOpY;

e HakonwdeHHs Ta BUTpaTa pecypcis;
e CTBOpEHHS IOHITIB,;

e Jlouarok Ta KiHEIb TPH.

2.7 Jiarpammu

2.7.1 Jliarpama kJjaciB
Jiarpama Kj1aciB BUKOPUCTOBYETHCA JIsl BIOOPAXKEHHS CTPYKTYPH MEBHOT CUCTEMU

IIUIIXOM MOJIEITIOBaHHS 11 KJIaciB, OTMepailiii, aTpuOyTiB Ta 3aB’s13KiB. [|J1st 1TaHOTO MTPOEKTY
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miarpama kiaciB Oyne crBopeHa 3a qoromoroto Visual Studio. [{ns Toro, mo6 orpumaru
MO>KJIMBICTh CTBOPHUTH JliarpaMy KJIaciB MOTPIOHO CIIOYATKY 3aBAaHTAXKUTHU JOJATKOBHIA
1HCTpYMeHT, a came KOHCTpyKTOp Ki1aciB, OTIM JI0 MPOEKTY JOJAETHCS HOBUN €JIEMEHT
1171 HA3BOIO Jiarpama kiaciB. JlJis BimoOpaKeHHS JilarpaMu TIOCTaTHRO MEPETATHYTH BaIll

npoekt 3 Solution Explorer no miarpamu xiacis.

[Ticyst BUKOHAHHS BCIX [l Oyje CTBOPEHO JliarpaMy KJIaciB, sSika BKJIIOYaTUME yCi

KJIaCH, K1 3HAXOAThCs y JaHoMy pitnenHi(Puc. 2.7)

Interactable v Action ¥ ActionFrame ¥ ActionTimer ¥ BasicBuilding ¥ BasicUnit ¥
Knacc Knacc Knacc Knacc Knacc Knacc
b MonoBehaviour b MonoBehaviour + + b ScriptableObject “ ScriptableObject
 BuildingHandler ¥ ¥ ypes ¥ C ¥ a ¥
Knacc Kna Knacc Kna Knas
p p  Monogehaviour  MonoBehaviour  Sariptableobject  Monogehaviour + MonoBehaviour
( 1Buildings v ( 1units v
K K.
= Interactable = Interactable P P P . p - P .
[ EnemyUnit v [ GameMenu ¥ [ GameResources ¥ [ InputHandler v [ MainMenu ¥
Knace Knace Knacc Knace Knace
+ MonoBehaviour + + -+ MonoBehaviour ¥ MonoBehaviour
,’ MultiSelect v [ PlayerActions ¥ [ PlayerBuilding v [ PlayerManager ¥ [ Playerunit ¥
| Static Knacc Knacc Knacc Knacc Knacc
'\ = ScriptableObjact = MonoBehaviour = MonoBehaviour “ MonoBehaviour
( unitHandler ¥ [ uni ¥ ( uni ypi v
Knacc Knacc Knacc
b MonoBehaviour = MonoBehaviour b ScriptableObject

Puc. 2.7 Jliarpama kiaciB

2.7.2 Jliarpama BapiaHTiB BUKOPHCTAHHS
Jliarpama BapiaHTIB BUKOPUCTaHHS — Lie rpadiuHe 300pakKeHHsI MOKIIMBOI B3aEMO/II]
KOPHUCTYyBaya 3 CUCTEMOI0. Y Hiif BKa3yIOThCS Pi3H1 TUITU KOPUCTYBayiB, Ta BaplaHTU

BUKOPHUCTAHHS, K1 Ma€ CUCTEMA.

Ha Puc. 2.8 300paskeHo miarpamy BapiaHTiB BUKOPUCTAHHS TSI TAHOTO TIPOCKTY.
Cucremoro sIBISIETCS cama Tpa, ACtOr — 11e MonHa, sKa rpae y 1o TPy, a BapiaHTaMH

BUKOPHUCTaHHS ABJISIIOTHCS (DYHKIIIT, SIKI TPpaBellb MOKE€ BUKOHYBATH Y TPI.
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%Mn Buxia y %““

|nr|udo mrludo mr\ud?
\nrlude

% |nr|udo
“"include ... KepysaHHs Actor
Byaisnamn

\nrludv
MepecyBaHHs
HOHITIE

mrludr mrlude

. mrh“je

Puc. 2.8 Jliarpama BapiaHTIB BUKOPUCTAHHSI

¥

3apepleHHn

poboti rpr

ATaka Ha Bopora

2.8 BucHOBOK 10 IpYyroro po3aiiay

[IpoBiBIIM aHAMI3 ICHYIOYMX ITPOBHX pYIIIiB, CEPEAOBHIL PO3POOKHM Ta MOB
nporpaMyBaHHS JUJII TPOEKTy Oyso oOpaHO JeKiabka HaWOUIbII  IIXOJSIINX
NpeICTaBHUKIB. A came, irpoBuUM pyinieM Oyino oopano Unity, cepenoBuiiiemM po3poOKu
Visual Studio, a moBoto mporpamyBanus C#. Takox OyJio mpoBEACHO aHATI3 ayAUTOPIi TPH

Ta BU3HAYCHO aKTYaJIbHICTh MPOEKTY Ta HOTO (DYHKIIOHAT.
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3 PEAJIIBALIA NPOEKTY

3.1 BukopucraHi nporpaMHi iHCTpyMeHTH

3.1.1 Paint
Paint — sBIETHCS TPOCTUM PACTPOBHM TpadiqHUM PEIaKTOPOM, PO3POOIICHUM

xommaniero Microsoft. Bin BxoauTs 10 ycix Bepcii Windows. BiH siBIISI€ThCsI TOBOJII JISTKUM
y BUKOPHCTaHHI Ta O€3KOIITOBHUM. Y MPOEKTI BiH OyB BHUKOPHCTAHUN JJIsI CTBOPEHHS

(doHOBHX 300pakeHb Ta neskux exeMmentiB GUI(Puc. 3.1)

— y
upHa  Usera Msmennts ©
® NOMOWRIO Paint 3D

Menu

Bydep  VioBpaxenme VIMCTpyMenT™ Kncw | onrypw Tor®
omena = - - - -

L 3 (=} 1211152 x 648nke

Puc. 3.1 CTBOpeHHs MaIIOHKIB 3a Jormomoroo Paint

3.1.2 Blender
Blender — me Habip mporpaMHuX 3aco0iB 3 BIAKPUTHM BUXIJTHAM KOJOM JUIs

ctBopeHHst koM roTepHoi 3D rpadiku(Puc. 3.2). BiH BUKOPUCTOBYEThCS I CTBOPEHHS
BI3yalbHUX €(]eKTiB, aHIMamiiHuX ¢UIbMIB, aHiMaliiHOI Tpadiku Ta iHmoro. Horo
0COOJIMBOCTSIMU  SIBJISIFOTHCS  MOJICJIIOBaHHS, CUMYJISIIliSA, aHIMallsl Ta BIIATBOPEHHs. Y

MPOEKTI BiH BUKOPUCTOBYBABCS JJisl CTBOpeHHs 3D Mojeneit 00’ eKTiB.



2 Blender* [C\Users\dima\Desktop\Unitylmage\House blend] X

Puc. 3.2 Iarepdetic Blender

3.2 IIpoekTyBaHHs rpH

[Ticnss oOpanHsl cepenoBuIia po3poOKH Ta JAOJATKOBUX MPOTPAMHHUX THCTPYMEHTIB
NEPEXOIMMO caMe J0 CTBOPEHHS TPH.

3.2.1 T'o10BHE MeHI0 Ta MEHIO NAY3H
[Tepiie, o 3ycTpivae rpaBis Micis 3amycky rpu — 1e rosoBHe menro(Puc. 3.3).

["onoBHE MEHIO BKIIOYae y cede (DOH Ta KHONKH JJI1 BUKOHAHHS IEBHUX [11. [ 0JIOBHE MEHIO

BKJIIOYA€ y ceOe JeKIbKa KHOIOK, a came:!

e Start — posnmouuHae rpy 3 MOYATKY;
e Load — 3aBaHTaxxye 30€peKEeHY IPY;
e Settings — nepekitoyae y MCHIO HaJIaIITyBaHb,

e Exit — 3aBeprye poboTy rpu.
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Start

Load

Settings

Exit

Puc. 3.3 'ooBHE MeHIO Tpu

ApXITEeKTypa roJIOBHOTO MEHIO Moka3aHa Ha Puc. 3.4

Towarn nosy rpy O Tlowatn rpy

o m
O Tlouarst rpy

Opatt
P y Py Buganuri Hazap
_

E— g
.
.

ToN0BHE MEHIO TpH KaHpY

crpateria y peanbHoMy uaci
v wosi nporpauysasuua C#t [—] start/ 1O
33 JLONIOMOTOI0 {FpoBOro

meurysa Unity

)
(s

Puc. 3.4 ApxitekTypa roJoBHOTO MEHIO



39

[Ile omHi€0 BAXJIMBOIO YaCTHHOIO TpH € MeHIo may3u( Puc. 3.5). Mento nay3u mae

CXO0MI (PYHKITIOHAT 70 TOJIOBHOTO MEHIO, ajie OKpIM LbOTO BKIIOUa€E y cebde KHOMKU

30epertu rpy(Save) Ta moBepHyTHCS 10 TosioBHOTO MeHIo(Main Menu).

Build Barrack
Build Farm
Build Market

4 |

Menu

 Resume

Save Load
Settings
Main Menu
Exit
A V
-

Puc. 3.5 Mento nay3u

3a po6OTy TOJIOBHOTO MEHIO Ta MEHIO May3H BIAMOBIAAIOTh TaKi CKPUITH SIK

GameMenu ta MainMenu.

3.2.2 Kamepa

Kamepa — 11e enieMeHT 3aBAsSKH SKOMY T'paBellb 0aunuTh CBIT rpu. BoHU SIBISIOTHCS

JTy’K€ BOKJIMBOIO YACTUHOIO, TA MOXYTh OyTH 3MIHEHI, 3aCKPUIITOBaH1, a00 IPUB’s13aH1 10

SIKOTOCH €JIEMEHTY, 1110 MOXKE JIOJATH TPl CBOET YHIKAJIBHOCTI Ta MapMy. Y irpax kaHpy

CTpaTeris y peaJbHOMY Yaci KaMepa 3HaXOJAUTHCS HaJ/l IrPOBUM TIOJIEM Ta MOXKE

MOKa3yBaTH BUJI BEPTUKAIBHO 3BEPXY, a00 MiJ JeIKUM KyToM. Y AaHiil Ipl kKamepa

3HAXOAMUTHCS Mig KyToM 60 rpamyciB 0 irpoBoro mossi. BoHa kepyeThes 3a 10OMOTOI0

KJIaBiII 31 cTpiakamu, abo knasimamu WASD:



float hsp = transform.position.y * speed * Input.GetAxis("Horizontal");
float vsp = transform.position.y * speed * Input.GetAxis("Vertical");
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float scrollSp = Mathf.Log(transform.position.y) * -zoomSpeed * Input.GetAxis("Mouse

ScrollWheel");

if((transform.position.y >= maxHeight) && (scrollSp > 0))

{
scrollSp = 0;
}
else if ((transform.position.y <= minHeight) && (scrollSp < 0))
{
scrollSp = 0;
}

Vector3 verticalMove = new Vector3(0, scrollSp, 0);
Vector3 lateralMove = hsp * transform.right;
Vector3 forwardMove = transform.forward;
forwardMove.y = 0;

forwardMove.Normalize();

forwardMove *= vsp;

Vector3 move = verticalMove + lateralMove + forwardMove;
Vector3 newPosition = transform.position += move;
transform.position = Vector3.Lerp(transform.position, newPosition,

Time.deltaTime * 0.5f);

A00 3a JOIIOMOT0F0 MUIIII:

if (Input.mousePosition.x >= Screen.width - 2.25f)

{

transform.position += new Vector3(movementSpeed * Time.deltaTime, 0.0f, 0.0f);
}
else if (Input.mousePosition.x <= 2.25f)
{

transform.position —= new Vector3(movementSpeed * Time.deltaTime, 0.0f, 0.0f);
}

if (Input.mousePosition.y >= Screen.height - 2.25f)
{

transform.position += new Vector3(0.0f, 0.0f, movementSpeed * Time.deltaTime);

}
else if (Input.mousePosition.y <= 2.25f)
{
transform.position —= new Vector3(0.0f, 0.0f, movementSpeed * Time.deltaTime);
}

A mBUAKICTS i1 pyXy BU3HAYAETHCS MI00ATBHOIO 3MiHHOO MovementSpeed.

3.2.3 KOHiTn

IOHITH € 0HICI0 3 HAWBAXKIMBIIIKUX YacTHH 1rop xaupy RTS, e irposi 00’ ekTH, K1
y )

MOKYTb MEPECYBATUCS Ta BUKOPUCTOBYIOTHCS JJI IEIKUX LIIEH, TAKUX SIK aTaka BOpora,

BUJI00YBAaHHS peCypCiB, pEMOHT a00 3IJICHHS 1HIIUX IOHITIB a00 cropya. BoHu MOXyTh

HaJIeXXaTH K TPaBLIEB], TaK 1 OyTH HEUTpAIIbHUMH 200 BOPOKUMHU JI0 HBOTO.
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VY KOKHOTO IOHITa MPUCYTHINW HaOip 6a30BUX XaPAKTEPUCTHUK, K1 MPUCBOIOIOTHCA iM
micJIsl MOYaTKy TpH, abo 1X 6e3mocepeiHiM CTBOPEHHA(KYIIBICI0, HAMHATTAM). [[71s1 ToTO,
11100 IPUCBOITH IOHITaM X XapaKTepUCTUKHU, OyJI0O CTBOPEHO ACKiIbKa KJIaciB, a caMe: Kiiac

UnitStatTypes, y sskomy 30€piratoTbCsi Taki XapaKTEPUCTUKH SIK:

e ArTaka — BKa3ye CKUIbKH 370pOB’sl 3a0epe IOHIT y BOpora Npu MpOBEACHHI
aTaku.

e JlucTaHIis aTaku — 11 AUCTAHIIS Y MEKax SKOi IOHIT MOXE aTaKyBaTy BOpora

e [lIBuaKicTh aTaku — 1€ Yac /10 HACTYITHOI aTaKH.

e 370pOB’sl — 116 OCHOBHA XapaKTEPUCTHUKA, sIKa MOKa3ye IIJTICHICTh IEPCOHAXKA,
KOJIM BOHA OITycKaeTbes 10 0 IOHIT MOMUPAE.

e Mana — XapakTepHUCTUKA IPUCYTHS HE Yy BCIX IOHITIB, 3MEHILIYEThCS MIPH
BUKOPHUCTaHHI CHEI[IaJIbHUX HABUYOK.

e 3axHCT — OKa3ye Ha CKUJIbKH 3a0€peThcsa OAUHULL 3/I0POB’S IPU OTPUMAHHI
aTakKH B1J] BOpora.

e Jlucraniis arpecii — BeTWYMHA, sIKa TTOKa3y€e HACKUIBKHU JaJIeKO Ma€ OyTH

BOpoOT, 11100 JTaHWI FOHIT HamaB Ha HHOro 0€3 KOMaH/IH IPaBIIs.

Hacrynmaum O0yzae knac BasicUnit, sikuit siBiseTnest ScriptableObject.
ScriptableObject — e ko kimacy, 110 xo3Bossie crBoproBatu B Unity Scriptable Objects

JUTs1 30€piraHHs BEJIMKUX 00’ €MIB TAHHUX, HE 3aJI€KHUX B1Jl €K3EMILISIPIB CKPUIITIB.

public class BasicUnit : ScriptableObject
{

public enum UnitTypes

{
Worker,
Swordsman,
Archer,
Healer,
Defender

}
[Header("Unit Settings")]

public UnitTypes type;

public new string name;

public GameObject playerUnitPrefab;
public GameObject enemyUnitPrefab;
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public GameObject icon;
public float spawnTime;
public float goldCost;
public float foodCost;

public UnitStatTypes.Base baseStats;
}

Le# kmac 36epirae y cobi:

e Tun roHITIB — BKa3ye A0 SIKOTO TUITY BIIHOCUTHCS JAHUM FOHIT.

e [M’s — Ha3Ba IOHITA.

o [lIpedad mis roHiTiB TpaBIst Ta Bopora — Prefab — me accer, sxuit siBnsieTbes
mrabiioHoM sikoro GameODbject. Otxe npedad i roHiTa rpaBis abo Bopora —
e 00’€eKT sIKUil 1 Oyze BioOpakaTucs Ha IrpOBOMY TTOJI Ta MaTu y co01
OCHOBHI CKPHITH.

e [KOHKa — 11e KapTUHKA, sIKa B1JOOpaXXyeThCAd Ha KHOMKAaX HailMy OHITa, a00
IpY MOTO BUJILICHHI.

e Yac cTBOpeHHs — 1€ Yac 3a sSKUH IOHIT Oy/ie CTBOPEHUI Ha IrpOBOMY IO
MICIISl TOTO, SIK HOTO IOYHYTh HaiiMaTH.

o [lina — 1e KITBKICTh peCypciB, sika Oy/ie BUTpayeHa Ha HalM IOHITA.

e D)a — 1e KibKiCTh MicCIs, SIKe Oyne 3aiiMatu naHuii roHIT. [1ix miciiem
BBAXKAETHCS JICSIKE YUCIIO0, SIKE BU3HAYAE KUTBKICTh IOHITIB JOCTYIHY IS

PO3MIIIICHHS.

HactynHum 3aBaaHHsM OyJie IPUCBOITH 3HAYEHHSI FOHITAM y I'pi, 3a 1
BianosigaroTh ckpuntu UnitHandler, y komy 3Haxomutbest QyHKIIIs, sKa M0 epeIaHOMY

THUITY IOHITa 0OUpaE SKi came XapaKTePUCTUKHU HOMY MPUCBOITHU

private BasicUnit worker, swordsman, archer;

public UnitStatTypes.Base GetBasicUnitStats(string type)
{
BasicUnit unit;
switch (type)
{

case "worker":
unit = worker;
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break;
case "swordsman":
unit = swordsman;
break;
case "archer":
unit = archer;
break;
default:
return null;
}
return unit.baseStats;

}

Ta xiac PlayerManager, sxuii came i oOupae skoMy 00’ €KTY sIKi 3HaUCHHS OYAYTh

MIPUCBOEHI

public void SetBasicStats(Transform type)
{

foreach (Transform child in type)

{
foreach (Transform tf in child)
{
string name = child.name.Substring(®, child.name.Length - 1).ToLower();
if (type == playerUnits)
{

Units.Player.PlayerUnit pUnit =
tf.GetComponent<Units.Player.PlayerUnit>();

pUnit.baseStats =
Units.UnitHandler.instance.GetBasicUnitStats(name);

}
else if (type == enemyUnits)

Units.Enemy.EnemyUnit eUnit =
tf.GetComponent<Units.Enemy.EnemyUnit>();

eUnit.baseStats =
Units.UnitHandler.instance.GetBasicUnitStats(name); ;

}
else if (type == playerBuildings)
{

Buildings.Player.PlayerBuilding pBuilding =
tf.GetComponent<Buildings.Player.PlayerBuilding>();

pBuilding.baseStats =
Buildings.BuildingHandler.instance.GetBasicBuildingStats(name);

}
}

Jam moTpibHO SKOCh BiIOOPA3UTH XapaKTEPUCTUKH TIEPCOHAXKIB y camiit Tpi. Jls
1poro Oyno crBopero ckpunt UnitStatDisplay, skuit Biamnosigae 3a BigoOpaykeHHS TOJOCH
3JI0POB’s IEPCOHAXKIB Ta CIIOPY/I, @ TAKOX 11 3MIHY Ta 3HUIIICHHS TIepcoHaxiB. s

noyatky Oyno crBopene npedad UnitStats(Puc. 3.6), sikuit Bkimtouas y cebe asa Ul



eJIEMEHTH IMage, siKi BiJIIOBIIajIH 3a MOJI0CY 3JI0POB s IOHITIB Ta JI0 SKOTO OYII0

nigkaroueno ckpunt UnitStatDisplay.

es | i@ UnitStats

Puc. 3.6 Ilpedad UnitStats

Hani y ckpunti UnitStatDisplay 6yno nomano ¢yHkiii, ki BiAMOBIgaIH 32 Taki

3aBJIaHHs, IK IPUCBOECHH IIOYAaTKOBUX 3HAYCHb.

public void SetStatDisplayBasicUnit(UnitStatTypes.Base stats,bool isPlayer)

{
maxHP = stats.HP;
armor = stats.armor;
isPlayerUnit = isPlayer;

currHP = maxHP;

}
OTpumaHHs ypOHY:

public void TakeDamage(float b)
{

Debug.Log(b);
float totalDamage = b - armor;

44
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currHP -= totalDamage;

}
[IpaBuibHe BioOpakeHHS HA €KPaHi:

private void HandleHeath()
{
Camera cam = Camera.main;
gameObject.transform.LookAt(gameObject.transform.position +
cam.transform.rotation * Vector3.forward, cam.transform.rotation =*
Vector3.up);

hpBarAmount.fillAmount = currHP / maxHP;

if(currHP <= 0)
{

}

Die();

}
Ta 3HMILICHHSA IOHITA.

private void Die()

{
if (isPlayerUnit)
{

InputManager.InputHandler.instance.selectedUnits.Remove(gameObject.transform.parent);
Destroy(gameObject.transform.parent.gameObject);
}
else

{

Destroy(gameObject.transform.parent.gameObject);

Ta Ha kiHeup OyJ0 CTBOPEHO OCHOBHI CKpPHUNTH IOHITIB, a came PlayerUnit ta
EnemyUnit mis mepconaxiB rpaBis Ta Bopora BimmoBimHo. Lli ckpuntu Bimmosimamu 3a
BUKJIMK (DYHKIIIH 13 1HIIMX CKPUIITIB, IEPECYBAHHS TIEPCOHAXKIB, MEPEBIPKY HA HASIBHICTh

BOPOTIB y IUCTaHIIII arpecii Ta 3a pyx J0 BOPOra, sIKIO BiH MOMIYEHHUH.

[lpuknang ¢yHkuli, ska BIAMNOBIAAE€ 3a MEPEBIPKY Ha HASBHICTH BOpOra y 30HI

JOCSTHCHHA.

private void CheckForEnemy()
{

rangeColliders = Physics.OverlapSphere(transform.position, baseStats.aggroRange,
UnitHandler.instance.pUnitLayer);

for (int i = 0; i < rangeColliders.Length;)
{
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aggrTarget = rangeColliders[i].gameObject.transform;

aggrUnit = aggrTarget.gameObject.GetComponentInChildren<UnitStatDisplay>();
if (aggrUnit)

{

isAggr = true;

break;

3.2.4 Cnopyaun

Cnopyau — 11e cTaTH4HI 00’ €KTH, sIKI MOXKYTh BUKOHYBATH J€sIKi (PYHKIII1, BiJ HAaltMy
IOHITIB Ta 300py pecypciB, 10 aTaku Bopora. B 0OCHOBHOMY CKpHUNTH $IKi BIAMOBIIAIOTH 32
MIPUCBOEHHS XapaKTEPHUCTUK CIOpyAaM OyK€ CXOXKI Ha Taki JUIisl FOHITIB, PI3HUIICIO €
KUIBKICTh XapaKTepuUCTUK. OCHOBHI XapaKTEPUCTHUKH, sIKI IPUCBOIOIOTHCS CIIOPYAaM TakKi:

3JI0POB’s, 3aXUCT Ta aTaKa(AKIIO MOTPiOHO).

3.2.5 Pecypcn

IrpoBi pecypcu Takok BBa)KalOThCSl BAXKIIMBOIO YaCTUHOIO irop xkanpy RTS, y naniit
Tpi pecypciB € ABa THIH, 1€ 30JI0TO Ta i’Ka. 30JI0TO — 1€ Pecypc KUl BHIOOYBa€ThCS 3a
nomnomororo cropyau Market, i BUKOPHUCTOBY€EThCS ISl CTBOPEHHS HOBHX IOHITIB abo
OyMiBHMIITBA CIOPY/I. [ka — I1e pecypc sAKuii BiNOBiAae 3a KiIbKICTh JOCTYITHUX JUIS HAMY
MEPCOHAXIB, 1IE Pecypc Mae CBOE MAaKCHMAJIbHO JOCTYITHE, JOCTYITHE Ta BHUKOPHCTAHE

snavenHs(Puc. 3.7).

@ 1000 S,

Puc. 3.7 Burasg naneni pecypciB
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3.2.6 KepyBaHHs rporo

KepyBanns Bkitodae y cebe Taki QyHKIIIT sIK, BUALICHHS IOHITIB, KEPYBaHHS

IOHITaMH, BUIUIEHHS Oy/AiBesb, OyAIBHUIITBO Oy 1iBENb, KEPYBAaHHS OYIiBISIMH.

Taxi ckpuntu sk InputHandler Ta MultiSelect BignoBinaroTh 3a BUAIICHHS CIIOPY/
a00 FOHITIB [T IoJaNbIIOro KepyBanas Humu. Oynkuis HandleUnitMovement
BIJIMOBIIa€ 3a BUAUICHHS CIIOPY/IU, a00 IOHITA 3a JOTIOMOTOXO JI1BOi KJIaBillll MHIII, Ta 3a
PYX IOHITIB 3a JIOTOMOTOIO MPABO1 KJIABIII MUIII, TIPH IIbOMY BiIOYBA€THCS MEPEBIPKA YU €
xo4a 0 oxauH BuaineHwui oHIT. @ynkmis DeselectUnit cipankoBye To1, KOJIM TpaBelb
HATHUCKAE JIIBY KJIaBIIy MHUIII MPHU [[bOMY HE HaBIBIIU KypCcOp HA IrpOBOTO IOHITA YU
OymiBITIO, SIKi HaJIeXKaTh oMYy, Ta BinqMminse ix Buninenns. Oynkimii AddedUnit ta

AddedBuilding BiamoBizaoTh 3a J01aBaHHSA 0OpaHUX 00’ €KTIB JIO CIHCKY.

if (iUnit)

{
if (!canMultiselect)
{

DeselectUnits();

}
selectedUnits.Add(iUnit.gameObject.transform);
iUnit.OnInteractEnter();
return iUnit;

}

else

{

return null;

}

Knac MultiSelect Binmosinae 3a MamtoBaHHs crierianbHoro npsMokyTHuka(Puc. 3.8),

KU BKa3ye 00J1acTh Ha AKiM IpaBellb XO4€ BUAUIATH IOHITIB.
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Puc. 3.8 O0nacts BUILIIEHHS

Bin Buximkaetbes y kiaci InputHandler y ¢pynakmii OnGUI:

private void OnGUI()
{
if (isDragging)
{
Rect rect = MultiSelect.GetScreenRect(mousePosition, Input.mousePosition);

MultiSelect.DrawScreenRect(rect, new Color(0f, Of, 0f, 0.25f));
MultiSelect.DrawScreenRectBorder(rect, 3,Color.blue);

}

}

A cam BuOIp toHITIB BinOyBaethes y pynkiii ISWhithinSelectionBounds:

private bool IsWhithinSelectionBounds(Transform obj)

{
if (!isDragging)
{

return false;

}

Camera cam = Camera.main;

Bounds vpBounds = MultiSelect.GetVPBounds(cam, mousePosition,
Input.mousePosition);

return vpBounds.Contains(cam.WorldToViewportPoint(obj.position));

}

Taxox 11 BUIIJIEHHS BUKOPUCTOBYIOThCS cKpunTH Interactable, IBuildings, [Units,
SIK1 BiJIMTOBIZIAl0Th 3a MIACBIYCHHS BUIIJICHUX FOHITIB Ta OyauHKiB, a ckpunT [Buildings

TaKOX BIAMOBIZa€ 3a BinoOpaxenHs nosuiii(Puc. 3.9) y sy miayTh FOHITH TICIIs HAMY.
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Puc. 3.9 Touka 360py 10HITIB

ByniBHUIITBO Oy/1iBEH BIAOYBAETHCS 3a JOIOMOIOIO IBOX CKPHITIB, a caMe

BuildingManager ta CheckPlacement, Ta kHomnok Ha rosoBaomy ekpani(Puc. 3.10).

Puc. 3.10 Knonku st OyIiBHHIITBA CTIOPYT

[Tpu HaTUCHEHHI OJHIET 3 KHOTIOK SIKIIIO TPABIIEBi Oy/Ie TOCTaTHRO peCypciB, Oyae
o0OpaHo criopyy Jutsl moAasbIoro ii OyaiBauiTBa. [licus nporo Ha ekpani Oyzae
BiJIOOpaKEHO CHITYET, SIKAW CIIAKyBAaTUME 32 KypCOPOM MHUIII TPaBIIA 1 MOKa3yBaTUME UM

MOJKJIMBO MOOYAYyBaTH CIIOPYLy Y TOMY UM iHIIOMY MicIli. SIKIII0 CTBOPEHHIO CIIOPYIU
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HIYOTO HE 3aBa)KaTHMe, TO KOJIp cuiayeT Matume 3enenuit konip(Puc. 3.11), a sikuio Ha
MICIIi TOOYTOBY 3HAXOUTHMETHCS STKMICH 1HIIWA 00’ €KT TO BIH 3MIHUTH CBil KOJIIp Ha
yepBoHuii(Puc. 3.12). ko rpaBers 3axoue BIAMIHUTU CIIpoOy OyAIBHHUIITBA CIIOPY/IH, TO

BiH MO’K€ HATHUCHYTH MpaBy KiaBinry muiii, abo kaHonky ESC.

Puc. 3.11 CrpoGa Oy niBHUIITBA O€3 TIEPEIIKO,T

Puc. 3.12 CnpoGa OyAiBHUIITBA 3 HASIBHOIO MEPEIIKOJI00



o1

[Ticnst cTBOpEHHS CIOPYIM TPaBEIlh MOKE BUIUINTH ii, 32 1€ BIIMOBIIa€ TOW CaMHIA
CKPHIT, IO BIAMOBIAAE 1 32 BUALICHHS I0HITIB. [Ipy BUALIEHH] CIOPYAH Y IPaBOMY
HUKHBOMY KYTI €KpaHy BiJI0Opa3UThCs MaHelNb, IKa MoKa3yBaTUMeE JIEsKy 1H(QOopMaIio mpo
CropyAy Ta BKIIIoUatuMme y ceoe kaomnku 3 mismu(Puc. 3.13). Ha manen 3HaX0a9ThCS Taki

CJICMCHTU.

e Ha3sga ciopynu;
e 3710pOB’4;
e [KoHKa,

e Kwnomku 3 mismu.

pui LIRS

&

Puc. 3.13 [Tanens kepyBaHHS CIOPYAOIO

3a HaiiM cropy/ 1010 FOHITIB BiAMOBiAar0Th ckpuntu Action, ActionFrame Ta
ActionTimer. Ckpunt Action mae y co6i ¢yrkitito OnClick(), sika mia’eqHyeThes 10
KHOTIOK, SIKi BiZITIOBIZA0Th 32 CTBOPSHHS IOHITIB, Ta 3amyckae StartSpawnTimer, sika
3HAXOIUThCs y Kiaci ActionFrame, ta sika BiZIMOBIIa€ 3a 3amycK TaliMepy 10 TOsSBU

HOBOT'O IOHITa, T€HEpallilo 4epru nmoOy10BHU IOHITIB Ta 3a MOSIBY IOHITIB HAa IrPOBOMY MOJIL.

public void OnClick()
{
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ActionFrame.instance.StartSpawnTimer(name);

}

public void StartSpawnTimer(string objectToSpawn)

if (IsUnit(objectToSpawn))

{
Units.BasicUnit unit = IsUnit(objectToSpawn);
spawnQueue.Add(unit.spawnTime);
spawnOrder.Add(unit.playerUnitPrefab);
}
else
{
Debug.Log($"{objectToSpawn} is not a spawnable object");
if (spawnQueue.Count == 1)
ActionTimer.instance.StartCoroutine(ActionTimer.instance.SpawnQueueTimer());
}
else if (spawnQueue.Count == 0)
{
ActionTimer.instance.StopAllCoroutines();
}

Takox micist BUAUICHHS CIIOPYIX Oy/ie BUTHO «IIPANOPEeIby, IKHH BKa3yBaTUMeE

Kyau OyJie pyXaTHCs IOHIT IIC/Isl CTBOPCHHS(CHHIN 00’ eKkT Ha Puc. 3.14)

Puc. 3.14 Touka 300py IOHITIB



BUCHOBKH

VY pamkax BUKOHAHHS ITi€1 TUTIIIOMHOT pOOOTH OyJI0 3/IIHCHEHO 32 JOTIOMOT OO
irpoBoro aeuryHa Unity po3poOKy Ipu >kaHpY CTpATerisl y peabHOMY Yaci JIs

KOMIT FOTEPIB.

[TpoanamnizoBaHo kaHp IrOp CTpATEris y pealbHOMY Yacl Ta JeIKUX irop
MPEICTAaBHUKIB 1IHOTO JKaHPy. BUsBIEHO mepeBaru Ta HeIOMIKH KOKHOI rpu. Takox OyIo
MPOBENICHO aHai3 3ac001B PO3POOKH, SIKI BUKOPUCTOBYBAIUCS JIJIi BUKOHAHHS JIaHOT
poOOTH, TaKOK OYJIO BUSIBJIEHO X OCOOJIUBOCTI, SIKI BUPI3HAIOTH 1X Cepell AIbTEPHATUBHUX

BapiaHTIB.

Bu3zHaueHo anropuT™ po3poOKu IpH, ii MOTEHIIIITHA ayJUTOPIsl, aKTYaJbHICTh Ta

HeoOx11HUH (yHKI10HAT. CTBOPEHO Ta PO310paHo AESKI JlarpaMH.

VY nactynmHOMy eTarni Oys0 peTenbHO po3i0paHo (GyHKIIOHAT TPU, CTBOPEHI METOIH

Ta KJIaCH, 00 €KTH.

Pe3ynbTaToM BUKOHaHHS JaHOT KBaTl(PiKaliifHOI pOOOTH SIBISETHCS pealli3oBaHa rpa
YKAHPY CTpaTerisl y peaibHOMY 4aci, sika BKJtouae y cede ¢yHkiionan kacuaaux RTS, ta
sKa y MaliOyTHhOMY MOYE BUKOPHUCTOBYBATHCS SIK IMIAOJIOH ISl CTBOPEHHS HOBUX irOp

MOAI0HOTO KaHDY.
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TfonoBHE MeH rpu
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IrpoBe nane MMemHo nayai
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Nobyaopa cNopya s NepewHoao Mabynosa cnopyd Ges nepewxoaM
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Anpobauia pe3ynbTaTiB A0CNIAKEHHS

Cokupro 0.0, LTyyHWiA iHTENEKT v Bigeoirpax /HaykoBo-TexHi4HA
KoHdepeHUia «3acTocyBaHHA NporpamHoro 3abesneyeHHA B
iHboKOMYHIKaUiAHKWX TexHonoriaxy. 36ipHuK Tes 20.04.2022, OYT, m.Kuis — K.:
avT, 2022, C. 58-59

BUCHOBOK

[popeaeHo aHATS JEKLTBKOX TOMYTAPHIN Fop NpeIcTABHHKIR SHAHPY CTPATeril ¥ peaTbHOMY
Hacl, BIARIEHO iX MepeBart Ta HeIomikl,

Pozpodieno marpaMy OpeleIsHTIE TA CXeMY APXITEKTYPH FOTOBHOND MEHED.

38 TOTOMOTOHD IrpOBOTO pyung Unity, ta cepegoenma nporpasayeasss Visual Studio Gymo
CTBOPEHD Takl 0CHOBH] KOMITOHEHTI TPH HK:

1. MommmeicTs ToUaTi HoByY TPy, S IPOIOEKIITH 31 30epeieHHA,

2. MogmHBICTE IMIHI OCHOBHITY HATATITYBAHE;

3. MomTHBICTS KepVEBAHHA IOHITAMI TA CTIOPVIAMIL X CTBODEHHAM, SHITIIEHHAM, TA TUMIT;
4. MomnusleTs KepyEaHHA IPOBIMI PecyPoaMiL, X BILI00YBAHHA Ta peailsalli.
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OARYHO 3A YBATY!



JIOJIATOK B

JlesiK1 3 CKpUIITIB:
using UnityEngine;

namespace DIMA.Units
{
[CreateAssetMenu(fileName = "New Unit", menuName = "New Unit/Basic")]
public class BasicUnit : ScriptableObject
{
public enum UnitTypes
{
Worker,
Swordsman,
Archer,
Healer,
Defender

H
[Header("Unit Settings")]

public UnitTypes type;

public new string name;

public GameObject playerUnitPrefab;
public GameObject enemyUnitPrefab;
public GameObject icon;

public float spawnTime;

public float goldCost;

public float foodCost;

public UnitStatTypes.Base baseStats;

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

namespace DIMA.Units

{
public class UnitStatTypes : ScriptableObject
{
[System.Serializablel
public class Base
{
) public float attack, attackRange,atkSpeed, HP, MP, armor, aggroRange, speed;
}
}

using UnityEngine;
using UnityEngine.UI;

namespace DIMA.Units

{

public class UnitStatDisplay : MonoBehaviour

{



public float maxHP, armor, currHP;
[SerializeField] private Image hpBarAmount;
private bool isPlayerUnit = false;

public void SetStatDisplayBasicUnit(UnitStatTypes.Base stats,bool isPlayer)

{
maxHP = stats.HP;
armor = stats.armor;
isPlayerUnit = isPlayer;
currHP = maxHP;

3

public void SetStatDisplayBasicBuilding(Buildings.BuildingStatTypes.Base stats, bool

isPlayer)

{
maxHP = stats.HP;
armor = stats.armor;
isPlayerUnit = isPlayer;
currHP = maxHP;

}

void Update()

{
HandleHeath(Q);

}

public void TakeDamage(float b)

{
Debug.Log(b);
float totalDamage = b - armor;
currHP —-= totalDamage;

}

private void HandleHeath()

{

Camera cam = Camera.main;
gameObject.transform.LookAt(gameObject.transform.position +
cam.transform.rotation * Vector3.forward, cam.transform.rotation *
Vector3.up);

hpBarAmount.fillAmount = currHP / maxHP;

if(currHP <= 0)
{

}

Die();
}

private void Die()

{
if (isPlayerUnit)
{

InputManager.InputHandler.instance.selectedUnits.Remove(gameObject.transform.parent);
Destroy(gameObject.transform.parent.gameObject);
}

else

{



Destroy(gameObject.transform.parent.gameObject);

using UnityEngine;
using UnityEngine.AI;

namespace DIMA.Units.Player

{
[RequireComponent (typeof(NavMeshAgent))]
public class PlayerUnit : MonoBehaviour

{

private NavMeshAgent navAgent;

[HideInInspector]
public UnitStatTypes.Base baseStats;

public BasicUnit unitType;
public UnitStatDisplay statDisplay;

private void Start()

{
baseStats = unitType.baseStats;
statDisplay.SetStatDisplayBasicUnit(baseStats, true);
navAgent = GetComponent<NavMeshAgent>();
navAgent.speed = baseStats.speed;

}

public void MoveUnit(Vector3 destination)
{
if(navAgent == null)

navAgent = GetComponent<NavMeshAgent>();
navAgent.speed = baseStats.speed;
navAgent.SetDestination(destination);

else

{
}

navAgent.SetDestination(destination);

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.EventSystems;
using DIMA.Units.Player;

namespace DIMA.InputManager

{

public class InputHandler : MonoBehaviour

{

public static InputHandler instance;



public List<Transform> selectedUnits = new List<Transform>();
public Transform selectedBuilding = null;

public LayerMask interactableLayer = new LayerMask();

private bool isDragging = false;

private RaycastHit hit;
private Vector3 mousePosition;

void Awake()

{
instance = this;
}
private void OnGUI()
{
if (isDragging)
{
Rect rect = MultiSelect.GetScreenRect(mousePosition, Input.mousePosition);
MultiSelect.DrawScreenRect(rect, new Color(0f, 0f, 0f, 0.25f));
MultiSelect.DrawScreenRectBorder(rect, 3,Color.blue);
}
}

public void HandleUnitMovement()

{
if (Input.GetMouseButtonDown(0) &&
IEventSystem. current.IsPointerOverGameObject())

{
mousePosition = Input.mousePosition;
Ray ray = Camera.main.ScreenPointToRay(Input.mousePosition);
if (Physics.Raycast(ray, out hit, 100, interactablelLayer))
if (addedUnit(hit.transform, Input.GetKey(KeyCode.LeftShift)))
{
}
else if (addedBuilding(hit.transform))
{
}
}
else
{
isDragging = true;
DeselectUnits();
}
}
if (Input.GetMouseButtonUp(0))
{

foreach (Transform child in Player.PlayerManager.instance.playerUnits)

{

foreach (Transform unit in child)
{
if (IsWhithinSelectionBounds(unit))
{
addedUnit(Cunit, true);



}
}

isDragging = false;

if (Input.GetMouseButtonDown(1l) && HaveSelectedUnits())
{
mousePosition = Input.mousePosition;
Ray ray = Camera.main.ScreenPointToRay(Input.mousePosition);
if (Physics.Raycast(ray, out hit))
{
LayerMask layerHit = hit.transform.gameObject.layer;
switch (layerHit.value)
{

case 9:

break;
case 10:
//attack
break;
default:
foreach(Transform unit in selectedUnits)
{
PlayerUnit pUnit =
unit.gameObject.GetComponent<PlayerUnit>();
pUnit.MoveUnit(Chit.point);
}

break;

}
}
else if(Input.GetMouseButtonDown(l) && selectedBuilding != null)
{

selectedBuilding.gameObject.GetComponent<Interactables.IBuildings>().SetSpawnMarkerLocation(
);
}

}

private void DeselectUnits()
{

if (selectedBuilding)

{

selectedBuilding.gameObject.GetComponent<Interactables.IBuildings>().OnInteractExit();
selectedBuilding = null;
}

for (int i = 0; i < selectedUnits.Count; i++)

{

selectedUnits[i].gameObject.GetComponent<Interactables.IUnits>().0OnInteractExit();
}
selectedUnits.Clear();
}

private bool IsWhithinSelectionBounds(Transform obj)
{

if (!isDragging)

{

return false;



}

Camera cam = Camera.main;

Bounds vpBounds = MultiSelect.GetVPBounds(cam, mousePosition,
Input.mousePosition);

return vpBounds.Contains(cam.WorldToViewportPoint(obj.position));

3
private bool HaveSelectedUnits()
{
if (selectedUnits.Count > 0)
{
return true;
}
else return false;
3
private Interactables.IUnits addedUnit(Transform tf, bool canMultiselect = false)
{
Interactables.IUnits iUnit = tf.GetComponent<Interactables.IUnits>();
if (iUnit)
{
if (!canMultiselect)
{
DeselectUnits();
}
selectedUnits.Add(iUnit.gameObject.transform);
iUnit.OnInteractEnter();
return iUnit;
}
else
{
return null;
}
}

private Interactables.IBuildings addedBuilding(Transform tf)
{
Interactables.IBuildings iBuilding =
tf.GetComponent<Interactables.IBuildings>();

if (iBuilding)

{
DeselectUnits();
selectedBuilding = iBuilding.gameObject.transform;
iBuilding.OnInteractEnter();
return iBuilding;
}
else
{
return null;
}



using System.Collections.Generic;
using UnityEngine;
using UnityEngine.UI;

namespace DIMA.UI.HUD
{
public class ActionFrame : MonoBehaviour

{

public static ActionFrame instance = null;

[SerializeField] private Button actionButton = null;
[SerializeField] private Transform layoutGroup = null;

private List<Button> buttons = new List<Button>();
private PlayerActions actionslList = null;

public List<float> spawnQueue = new List<float>();
public List<GameObject> spawnOrder = new List<GameObject>();

public GameObject spawnPoint = null;

private void Awake()

{
instance = this;
}
public void SetActionButtons(PlayerActions actions, GameObject spawnLocation)
{
actionsList = actions;
spawnPoint = spawnLocation;
if (actions.basicUnits.Count > 0)
{
foreach (Units.BasicUnit unit in actions.basicUnits)
{
Button btn = Instantiate(actionButton, layoutGroup);
btn.name = unit.name;
GameObject icon = Instantiate(unit.icon, btn.transform);
buttons.Add(btn);
}
}
if (actions.basicBuildings.Count > 0)
{
foreach (Buildings.BasicBuilding building in actions.basicBuildings)
{
Button btn = Instantiate(actionButton, layoutGroup);
btn.name = building.name;
GameObject icon = Instantiate(building.icon, btn.transform);
buttons.Add(btn);
}
}
}

public void ClearActions()
{
foreach (Button btn in buttons)

{
Destroy(btn.gameObject);



buttons.Clear();

}
public void StartSpawnTimer(string objectToSpawn)
{
if (IsUnit(objectToSpawn))
{
Units.BasicUnit unit = IsUnit(objectToSpawn);
spawnQueue.Add(unit.spawnTime);
spawnOrder.Add(unit.playerUnitPrefab);
}
else if (IsBuilding(objectToSpawn))
{
Buildings.BasicBuilding building = IsBuilding(objectToSpawn);
spawnQueue.Add(building.spawnTime);
spawnOrder.Add(building.buildingPrefab);
}
else
{
Debug.Log($"{objectToSpawn} is not a spawnable object");
}
if (spawnQueue.Count == 1)
ActionTimer.instance.StartCoroutine(ActionTimer.instance.SpawnQueueTimer());
}
else if (spawnQueue.Count == 0)
ActionTimer.instance.StopAllCoroutines();
}
}
private Units.BasicUnit IsUnit(string name)
{
if (actionsList.basicUnits.Count > 0)
{
foreach (Units.BasicUnit unit in actionsList.basicUnits)
{
if (unit.name == name)
{
return unit;
}
}
}
return null;
}

private Buildings.BasicBuilding IsBuilding(string name)

{
if (actionsList.basicBuildings.Count > 0)
{
foreach (Buildings.BasicBuilding building in actionsList.basicBuildings)
{
if (building.name == name)
{
return building;
}
}
}

return null;



public void SpawnObject()
{
GameObject spawnedObject = Instantiate(spawnOrder[0], new
Vector3(spawnPoint.transform.parent.position.x,
spawnPoint.transform.parent.position.y,
spawnPoint.transform.parent.position.z), Quaternion.identity);

Units.Player.PlayerUnit pu =
spawnedObject.GetComponent<Units.Player.PlayerUnit>();

pu.transform.SetParent(GameObject.Find("Player " + pu.unitType.type.ToString() +
"s").transform);

spawnedObject.GetComponent<Units.Player.PlayerUnit>().MoveUnit(spawnPoint.transform.position
i
spawnQueue .Remove(spawnQueue[0]);
spawnOrder.Remove(spawnOrder[0]);



