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PEDEPAT

JlurimomHa po6oTa BUKOHAHA Ha /3 CTOPIHKAX TEKCTYy, MICTUTh 24 pucyHku, 19
TabnuIk, 1 J0JaTOK Ta COMCOK BUKOPUCTAHUX JKepen 3 11 HaiimeHyBaHb.

Kirouesi cnoBa: ['pa-cTparerisi, KOMII IOTE€pHA CTpaTeris, CTpaTerisi B pealbHOMY
vaci, Unity, C#

06 ’exm 0ocnioxcenHs - TABUIICHHS 3aKIIKaBICHOCTI y MUILOBOT ayuTOpii [0
JKaHPY, Ta PO3BUTOK MKAHPY KOMII'IOTEPHUX CTpaTeriii 3a JIOMOMOTOK PO3pOOKHU
BJIACHOTO PO3BAXKaJIBHOTO MPOrPAMHOIO0 3a0€3MEeUEHHs - TPU-CTPATErii 3 YHIKAIbHUMU
0COOJIMBOCTSIMU

IIpeomem Oocnioxcennsi - po3BaKaJbHE MPOrpaMHE 3a0€3MEUCHHS] y BUIJISIL
Irop-cTpareriu.

Mema pobomu — po3poOKa pPO3BAKAIBHOTO MPOTPAMHOIO 3a0e3MeUYeHHS Y
BUTJISIZl TPU-CTpATETii 3 BAKOPUCTAHHAM TexHoJjorii Unity ta crBopenHoro Ha MoBi CH#.

AHani3z ocoOiMBOCTEd MpOUECy pOOOTH PO3BAXAIBHHUX IMOp Ta iX ICHYIOUHUX
CK3EeMJISIPIB  J103BOJIsSE  CHOPMYJIIOBATH BHMOTH JI0 MalWOYTHBOTO MPOrPamMHOTO
NpoayKTy. Po3BakambHa KOMMO'IOTEpHA CTpaTeriss MOBHHHA OyTH peani3oBaHa IS
JECKTOITHOI Tu1aTopMu, OYyTH peaM30BaHHOIO 3a JOMOMOI00 irpoBoro pyiris Unity ta
MOBH TiporpamyBaHHs C#. VY BIANMOBIAHOCTI 3 IMOCTABJICHOK METOIO JIJI BUPINICHHS
TEXHIYHOI 3a/1a4l B poOOTI BUPILIEHO TaKi 3aB/IaHHS:

- AHani3 JOCTYyMHHUX ICHYIOUMX PO3BaXaJIbHUX IrOp cTpaTeriii Ta ictopii ix

BUHMKHEHHS, a TAKOX aHaJli3 iX HEeIOJIKIB Ta IepeBar.

- AHai3 TeXHIYHHUX 3aCO01B JJIsl pO3POOKH PO3KaABAKATIBLHOTO MPOTPAMHOTO
3a0e3ne4eHHs Ta BUOIp ONTUMAIBHO 3pYYHOIO PIIEHHS AJI1 BUKOHAHHS
MOCTABJICHHOIO 3aBIaHHSI.

- AHaJi3 Cy4yacHOTO PHHKY 1Top Ta MOTpeOM B CTBOPEHHI HOBHUX CTpAaTETIYHUX

1rop, aHaJi3 3aliKaBJICHHOCTI ayIUTOPii.
- Ha ocHoBi pe3ynbTariB aHajizy IOCHIKEH pO3pOOJeHUN PpPO3BaKATBLHUN
JOIaTOK JJII TEPCOHAJBbHUX KOMIT'IOTEPIB Yy BUIJISAI TpPU-CTpATerii B

peanbHOMY Yaci.



PesynbraTom poboTH € po3poOKa po3BaKATHHOTO MPOTPAMHOTO 3a0€3MEYCHHS Y
BUTJISAJII TPHU-CTpATErii 3 OpIEHTAIIEI0 Ha ayJAuTOpil0 IOI[IHOBYBAuiB >KaHPY
KOMITBIOTEPHHX CTPATETiil B pealbHOMY Yaci.

Po3po6iene nmporpamue 3abe3neueHHs MOXKE (PYHKIIIOHYBATH i YIPaBIiHHIM

onepanidaux cucremu Windows 7, uu G6iibmn cydacaux OC.
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BCTYII

Ha 2021 pik 3riiHO CTaTUCTUYHUX JaHHUX KommaHii NEewz0o 1o 3aiiMaeTbcs
npodeciiHuM 300pOM Ta aHANI30M IFPOBOI CTATUCTUKHU, irpoBa iHIycTpis 3a 2021 pik
MOCTaBWJIa HOBUH peKkopa y Bupyuli, ska gocsria 180,3 mimmiapaa mosapis, 110
o3Hayae picT y 1.4% y NoOpiBHSHHI 3 MUHYJIUM POKOM, a 3arajbHa KUJIbKICTh I'DaBIIiB
csaTHyJa 3X MUnTiapiB. [HAycTpis MaBHO BXKE JABHO CTOITh MOPS 3 TAKUMH TiTaHTaMH
K KIHOIAYCTpIsl Ta 1HAYCTPisl CIOPTUBHUX PO3Bar, Ta HaBITh BUIEPEIKAE 1X Yy JACIKUX
aCIeKTax, Ta MOPOKY MIPUBEPTAE yBATy y BCE OUIBINOT ayTUTOPIi.

[TocTiiiHui picT irpoBOi 1HAYCTPIl CHOPUYMHEHHUW TMOCTIMHUM PO3BUTKOM
TEXHOJIOT1M POOUTH 1i OJIHIEIO 3 YK€ MEPCIEKTUBHUX Taly3e poOOTH, 3aB/ISIKU IbOMY
CBOTOJIHI CepeJl Irop ICHY€E YMMAaJIO PI3HOMAHITHUX >KAHPIB, TYT 3HANAETHCS Maii’ke BCE
HaBITh JUISI CaMOro BHOArJIMBOTO TPaBIld, HE OOIMIIOB 1 CTOPOHOIO Ied picT 1
KOMIT'FOTEpHI CTpaTerii M0 BXE JOCUTh JAaBHO MAlOTh CBOIO C(POPMOBAHYy ayaUTOPIIO,
TUM HE€ MEHII HE3BAXKAIOUM HA JOCUTh BEJIHMKUN PO3BUTOK YCIET 1HAYCTPIi B LIJIOMY,
YKaHP KOMIT IOTEPHUX CTPATETii HE Ma€ TAKOTO PO3KBITY Ha BIMIHY BiJ IEIKUX 1HIIHX,
e BiIOYBA€ThCA 4YEpEe3 YAaCTKOBY CTArHaullilio 1ed, TUM HE MEHbII ayAuTOopli J10Cl
NPUAUILAE IIbOMY JKaHPY yBary depe3 WOro B CBOEMY pPOJIl YHIKaJbHICTh Ta IIKACTh
ITPOBOTO TIPOLIECCY, CaM€ TOMY TPaBIli 3 HETEPIIHHAM YEKalOTh Ha HOBUW BUTOK
PO3BUTKY CTpATETii Ta 3 MWIbHICTHIO MPUIUBISIETHCS 10 BCHOTO HOBOTO IO 3’ SIBISIETCS
Ha PUHKY.

PesynbTaTomM poOOTH € po3poOKa po3BaKaILHOIO MPOrPAMHOTO 3a0€3MEUEHHS Y
BUIJISIAI  TpU-CTpATerii 3 OpIEHTAIIE0 Ha AayJUTOPII0 MOLIHOBYBAYiB >KaHPY
KOMITBIOTEPHHUX CTPATETI B PEAIbHOMY 4aci, 3aBISKH YOMY JI0 KaHPY KOMIT FOTEPHUX
CTpaterii Moke OyTH 3HOBY MPHUBEPHYTA yBara ii HIJIbOBOI ayAUTOPIi, IO TAKOXK MOXKE
CIPUYMHUATHA HOBUW PO3KBIT JKaHPY KOMITIOTEpHHX cTpaTerii. Po3pobnene rpa Oyne
GyHKIIOHYBATH IMiJT YIPABIIHHSAM KOMIT IOTepa Ha 0a3i omepailiiinoi cucremu Windows
7, un Outbin cyyacHux OC.

st peamizamii Oyylo BHUKOPHUCTAHO cepenoBuliiie po3podku Microsoft Visual

Studio 2019, moBa nporpamyBanHs C# , a Takox irpoBuii pymriit Unity 2021.3.1f1.



1 AHAJII3 IPEJMETHOI I'AJTY31 TA IOCTAHOBKA 3AJIAYI 3
PO3POBKU I'PU-CTPATET'Ii 3 BUKOPUCTAHHSIM TEXHOJIOTI'TI UNITY

1.1 Anani3 cTpyKTypH irp-crparerii

IrpoBa 1HAYCTpIsI AEMOHCTPYE PICT, 1 3 KOKHUM POKOM CTa€ Jeaali OUIbIIOLo,
0ocoONMBHI TIepiof ii pO3KBITY HpHHIIOBCA Ha TioOansHy mnangemito COVIDI19, B
NepioJT SKOi B 3B 3Ky 3 THM IO OLIBIIICTh JIFOJICH EPEUIITN HA TUCTAHIIIHHY POOOTY
Ta HaBYaHHS, a TAKOXK B 3B’SI3KY 3 3aKPUTTSAM OUIBIIOCTI PO3Ba)KaJIbHUX IEHTPIB BCE
OUIbllIe yBard CTaJdd NPHUBEPTATH CaME IIPU 4Yepe3 iX BHCOKY JOCTYIHICTh 1 JOCHUTH
neMoKpaTuyHi iHu. KoM’toTepHUX cTpaTeriii 3aiiMaroTh JAJIEKO HE OCTAaHHE MICLE B
IrpOBIM IHAYCTPIT B IIJIOMY, X0Y 1 HE MaIOTh TAKOTO IIBUAKOTO PO3BUTKY Ha BIIMIHY BiJT
JeSKUX 1HIIMX JKaHPIB. 3arajoM 1€ BiI0YBA€EThCS YEPe3 YACTKOBY CTArHaLIIO 171€d, TUM
HE MEHBII ayJuTOpii JOCI MPUILISE HOMY >KaHPY yBary depes3 Moro B CBOEMY POl
YVHIKQJIbHICTh, 1 CaM€ TOMY TpaBlll 3 HETEPIIHHAM Y€Ka€ HAa HOBUU BHUTOK PO3BUTKY
CTpaTerii Ta 3 MTWIbHICTHIO MPUANBISETHCS A0 BCHOTO HOBOTO IO 3’ SIBJISIETCS] HA PUHKY.

Bineorpa — 11¢ enekTpoHHa Trpa, B IrPOBOMY TIpPOIECi SKOi TrpaBellb
BUKOPHUCTOBYE 1HTEep(deiic KopucTyBaya, Jjsi OTPUMYBAHHS 3BOPOTHOI 1H(OpMalii 3
BiJICONPUCTPOI0. ENEKTpOHHI MPUCTPOi, M0 3a3BUYail BUKOPHUCTOBYIOTHCS IS 1rop,
HA3WBAIOTHCS ITPOBMMHU IUIATHOpMaMu, HAMPHUKIAA, 10 TaKux IIaThOpM HAJIEKUTh
MEepPCOHATBLHUNM KOMM'IOTEp Ta I1rpoBa KOHCOJIb. 3a3BHYail MPHUCTOEM JJi BBEICHHS
JTAHHUX B Irpax € IrpoBl KOHTPOJIEPH, JO SKUX HAJIEKaTh HAMPHUKIAA, JKOWUCTHUK,
KJIaBlaTypa Ta MMILIKa, redMIiaji abo CEHCOPHUI eKpaH.

Crpareriuna rpa — 1 XaHp BiJIeOIrop, B SIKOMY OCHOBHHM €JIEMEHTOM
MepeMOrd € CTpaTeriuHe MHCICHHS 1 TUTAaHYBaHHsS CBOIX MOJANbIIKMX [id. ICHYIOTH
YUMaJIo CTPATETil Ha Pi3HY TeMaTuKy, Hanpukiay € Bificbkosi(Total War, Command &
Conquer: Generals), exonomiuni(Factorio, Caesar, Planet Coaster)
cycrinbHo3HaByi(cepis irop Civilization) Torro.

3arajioM cTparerii MOAIISAIOTh Ha TaKi IBa OCHOBHI BUU:

IMoxkpoxosi crparerii (anrn. Turn-Based Strategy, a6o ckopoueno TBS) —



ITPOBUH MpoOLIEC Y HUX MOJAUIEHO HAa KPOKH, BIPOJOBXK SKUX KOXKEH 3 TPaBLIB Mae

MO>KJIUBICTh BUKOHATH 0OMEKeHY KuTbKicTh Aiii(Puc.1).

\—\ gamer2

l Gamer1 Step gamen/ Gamer2 Step \
—
\

®
Pucynok 1.1 - Jliarpama cTaHiB HOKPOKOBOI CTpaTerii.

Kpoxku B Takiii rpi Bi0yBalOTbCS MOYEPTOBO: CIEPIILY XOJIUTh OJMH 3 TPaBEIliB,
MOTIM 32 HUM HACTYMHHM, B JESIKUX BUMAJKAX KPOK 3aBEPIIYETHCS TUTBKHU TOJII, KOJIU
BCl rpaBll BUKOHanu cBoi [1i. [TokpokoBi cTparerii O0epyTh CBIM MOYAaTOK IIE BIJ
HACTIJILHUX 1TOp, JIE TPABIIl TAKOXK XOJIATh 10 Yep3i.

Crparerii B peanbHomy 4aci (anri. Real Time Strategy, RTS) — irposuit

Ipoliec TpUBa€e OE3MEPEPBHO 1 IPABII MOKYTh BUKOHYBAaTH oJHOYacH1 Aii(Puc.2)

gamer1 gamer2
l Gamer1 Step game Game game “| Gamer2 Step \
-~

Gamer3 Step

Pucynok 1.2 - Jliarpama cTaHiB cTpaTerii B peaJIbHOMY Yaci

[le#t >xaHp BiZPI3HSETHCS OUIBIIUM JUHAMI3MOM 1 YXHJIOM 10 TakTUKH. Yac y
caMiii rpi TyT MOXK€ HE BIAMOBIJATH peajbHOMY, a MacmTaOyBaTucs — Jii, 110 B
peabHOCTI 3alHsIM O TOMMHM YW JH1 (Hampukiaa OyMIBHUITBO YU TEPEMIIICHHS
BICHK), Y TPl MOXKYTh TPUBATH JIIUCH1 XBUJINHH.

TakoX 1HKOJMM 3YCTpIYa€TbCs iX KOMOIHYBAaHHS — TOKPOKOBE BUPIIICHHS
MEBHUX 3aJ1ay Ha CTPATETiuHId Mami 3 00sIMU y peaqbHOMY 4aci Ha TakTH4Hii. Okpim
JIJICHHST Ha JIBa OCHOBHI BHJM 3a Yac CBOTO PO3BUTKY CTpaTterii chopmyBanu aeKiibka

OKpEMUX IiJIKAHPIB:



I'1o0anbHa cTpareriss — miDKaHp CTpaTeriid, B sIKOMy TpaBelb Oepe Ha cebe
POJIb TIpaBUTENS Y BEIMKOMY MaciiTadi: iMmepii, KpaiHu, TUTAHETH Y1 HaBITh TaJIaKTHUKH.
AHTJIOMOBHA Ha3Ba IIbOTO >XaHpy — 4X, mo BijoOpaxae YOTUPU OCHOBHI CKJIaJIOBi
irpoBoro  mpormecy: explore, expand, exploit, exterminate. (mOCTiIKyBaTH,
pO3LIMPIOBATH, PO3POOJISTH, BUHUIILYBAaTH), TaKUM YHHOM TIpaBellb IOBUHEH
JOCTIKYBaTH CBIT, PO3BUBATH TEXHOJIOT1i, TOOYBaTH PECYpCH Ta BOIOBATH apMisIMH.

ApTmiepias — TyT 3a3BUYail BIATBOPIOIOTHCA HEBEJIMKI OWTBU, HANPUUKIAA
TaHKOBI, /¢ TPaBLIO CIIJ pO3paxyBaTH TPAEKTOPIIO MOJbOTY CHApsIy, BPaXxOBYIOUU
CUIIy BITpY Ta 1HIII (pakTopu. IlepeBaxkHO IrpH LBOTO MiJIKAHPY MOKPOKOBI.

Bapreiim — irpoBuii npoiec 30cepeKeHo Ha 00siX, BIH MOXKE B1IOYBaTHUCS 5K
MTOKPOKOBO, TaK 1 B peajlbHOMY Yacli.

bamroBuii 3axMCT — OCHOBHHM 3aBJAaHHSAM TIpPaBUA € TPOTUCTOSHHSA
HACTYMAalOYUM BIPOJOBXK JCKIJIBKOX XBWJIb BOpPOraM 3a JOIOMOIOI0 OY/iIBHHUIITBA
PI3HOMAHITHUX OOOPOHHUX CIIOPY/, 110 aTaKyIOTh MOB3 MPOXOJIAIII IOHITH TPOTUBHKHU B
cBOMYy edekTuBHOMY paiiyci. IrpoBuil mporec 3a3Buyail BiIOYBAETHCS B PEATHBHOMY
Jaci, a €KOHOMIYHa CKJIaJioBa MiHIMajibHa — OOOpPOHHI CHOPYAW CTBOPIOIOTHCS 3a
pecypcH, 0 HAAXOAATh aBTOMAaTHYHO a00 HapaxOBYIOTCS 3a 3HHUIICHHS BOPOTIB.

MOBA — rpaBellb KOHTPOJIIOE TIIBKH OJIHOTO BJIACHOTO IEPCOHAXa B CKJIAJI
OJNHIET 3 JBOX MpOTHOOpYMX KomaHA. OCHOBHUM 3aBJaHHSAM IIp TaKOro BHIY €
3HMILEHHS KIIOYOBOI IHPPACTPYKTYpH Ha 0a3i MPOTUBHUKA. ByIIBHUITBO MPHU LIOMY
BIJICYTHE, a00 OOMEKECHE HEBEJIMKUMH TUMYAaCOBUMU CIIOPYIaMH.

ABTO0iil 200 aBTOIIAXM — 30CEPE/KEHI Ha 005X, 10 BiIOYBaIOTHCA HA MO
MOJIJICHOMY Ha KJIITHHKHU, caM O1il BiIOyBa€ThCS aBTOMATHYHO 0€3 KOHTPOIIO 3 OOKY
TPaBIIiB, a HOTO pe3yJbTATH 3aJieXkKaTh BiJ TOTO, sIK1 00MOBI OgUHUII OyayTh 0OpaHi Ta

SK pO3TAILIOBaHI.

1.2 JocaigxeHnHsi Ta aHAJI3 iCHYIOUMX irop-crpareriii

IrpoBa 1HIYCTpist 3 KOKHUM POKOM PO3BUBAETHCS IIBUIIE Ta CTA€ BCE OUIbIIE,

ChOTOJIHI BXKE€ BAXXKKO YSIBUTU Cy4YacCHHUI CBIT 0€3 MOOUIbHUX TaJKETIB, KOMI'IOTEPIB,



ITPOBHUX TMPHUCTABOK Ta I1HINOI PO3BAXKAIBHOI TEXHIKH, sfKa (HOPMYy€E Halle JO3BULISA y
BiTbHUI 4ac. Ilicnsg TexHIYHOT peBOMIONIT Ta MPUXOAY KOMITIOTEPIB y KOXKEH JiM,
MOYaBCs MPOIEC aKTUBHOTO PO3BUTKY IFPOBOI 1HAYCTPIi, po3poOKa KOMII'FOTEPHHUX 1TOP
MEePETBOPUIIACH HA IITy 1HIYCTPiO 3 OE3/IU4I0 HAMPSMKIB, OTHAM 3 TaKUX HAIPSIMKIB
CTaJIM CTpaTeriyHi irpu, ado Irpu-cTpaTerii, K1 T03BOJISIOTh TPABISIM PO3BUBATH B COO1
CTpaTeriyHi HaBUYKH Ta JAI0Th 3MOT'Y PO3BUBATH KPUTUYHE MUCJICHHS. 3arajioM 1cTopii
BUHUKHEHHS CTPATETIYHUX iTp HAJIYy€e BXKE HE OJMH JECCITOK CTOJITh, JTIOACTBY 3aBXKIU
Oys0 1iKaBO POOUTH CBO€ JO3BULIS PI3HOMAHITHUM, OCOOJIMBOI MOIMYJISPHOCTI
HaO0yBaJIM PI3HOMAaHITHI 1HTENEeKTyalbHl irpu 1o tuny Illaxis, ['o, Hapa ta iHmmx ix
aHaJIOriB, caMe MOJIOHI IrpU MOXHO 3aCITy’KEHO BBA)KaTH IMEPIIMMH MPEICTABHUKAMU
MOAI0HOTO KaHDPY.

[lepmi came KOMIT'IOTE€pHI BiJ€OirpU-cTpaTerii moyanu 3’sBisituca y 80x 3
PO3BUTKOM MEPCOHATBHUX KOMIT FOTEPIB Ta MOPTATUBHUX MPUCTaBOK. Ha cboroaHimHii
Yac )KaHp KOMITIOTEPHOT cTparteriit po3noauiserbes Ha [Tokpokosi cTpaterii(TBS) Ta Ha
Crparerii B peanpHomy 4aci (RTS). ¥V 3B’53Ky 3 TUM IIIO MPOEKT AUIJIOMHOI poOOTH
OyB BuUKOHaHUH y sakocTi RTS cTparerii po3riissHeMo ix OUIbII AETAIBHO:

OpHuM 3 nepmmx poAoHavanbHUKIB kaHpy RTS MokHa 3acay’K€HO BBaXKaTH TPy
Herzog Zwei (I'epuor IlBeit), mo Buiinmia B 1989 pomi 3a BumaBHUIITBA Sega

Enterprises Ltd.

Wilem elFes SAnPaFEEED A Sl G

Pucynok 2.1 O6knaaunka rpu Herzog Zwei



Bona Oyma po3paxoBaHa Ha ABOX TIpaBIiB, OCHOBHOIO 33/Jau€i0 TpaBlsg OyJo
3HHINECHHS 0a3u Bopora. KokHOMy TpaBIl0 HajgaBajlach TOJIOBHA 0asza Ta JEKiibKa

MIJKOHTPOJIBHUX 0a3, a TAKOK Ha Marli OyJu NPUCYTHI HEUTpasbHi 0a3u

Pucynok 2.2 Helitpanbna 6aza
€uHuit miapo3/ai mo OyB Mmij KOMaHyBaHHSM rpaBlisg OyB oro 0o€lb, KOTpU
MOXe 3MiHIoBaTH (opMy (MIr CTaBaTh MOBITPSHUM TMiAPO3MIIOM YU HA3EMHHM).
OcHoBHUM (oKycoM IIi€l Tpu OyB came Oo€llb i KepyBaHHSAM TpaBIlsl, a BCl 1HIII

BUCTYTIANU Y PO MATPUMKH.

Pucynox 2.3 JIBa rpaBiist 0'FOTbCS OJIUH 3 OJHUM

I'pa sBmsmace TiOpuaoM  action/ctpaterii, ame imes  KOMaHIyBaHHS
1HIMBIIYaIbHUM T1IPO3/1JI0M B peaJbHOMY Yaci 3 BiJJJaUeto HaKa31iB 1 CIAKYBaHHSIM 3a
XOJIOM iX BHKOHAHHS JOCI HE 3ycTpidajiach B TaKOMY MaciuTabi. 3HaYHOIO YaCTHHOIO
rpu € Bam OoO€lb, B CBOili 00WOBIM ¢opmi BiH mOTpedye OunbIie pecypciB, aje
CpaXkaeThCs CHJIBHIIIE, TIEX0Ta Ta TEXHIKa KOIITYIOTh TpOIIEH, 1 Ha 3aJHbOMY IUIaH1

JIOBOJUTHCSI KEpyBaTH K PO3XOJIOM PECypCiB Tak 1 IpOIIOBUMHU IMOTOKamu. Herzog



Zwel BUSIBUB BEIIUKY KIJIBKICTh PHUC, SIK1 CTAJIM XapaKTEPHUMU ISl Cy4YaCHUX CTpaTerii
B peaJibHOMY 4aci, HanmpuKIajg OuTea 3a 6as3u.

AJe rpa MaJio TakoX 1 JIesiK1 BIIMIHHOCTI, HAIPUKJIaJ Ha BIIMIHY BiJl Cy4acHHUKIB
MicCIIe po3TalryBaHHs 6a3 Oyso (ikcoBaHe, 1 BOHU HE MOXKYTh OyTH Bi10y/10BaH1 3aHOBO

M BIJIPEMOHTOBAHI.

CrpaB:xHiM ke MoHepoM kaHpy koM torepHux RTS crpareriit crana rpa cryaii

Westwood Dune II, o Buiinia 3a BugaBauinTBa Virgin Interactive y 1992 porii.

The Building of A Dynasty

Pucynok 2.4 O6knagunka rpu Dune |1

Dune II ocHoBana Ha 3Haiiomiit mo pomany ®@penka Xepbepra MiCIIEBOCTI 1 Ma€ B
co01 yxe O6araro neraneit 3 kauru. ['pa nepesepinye Herzog Zwei B nesKuX acrnekTax,
KOTPi MOXYTb MOKa3aTHCh TPUBIAJTbHIUMHU 3apa3, ajle caMme IIi aCTMeKTH 1 JIETTU B OCHOBY
xaupy RTS. [To-nepmie Bu Mmoxete OymyBatu 0a3y /i€ 3aBrojgHo, Ta OyayBaTH y Oy/b-
SKOMY TIOPSZIKY, TO-ZIPyre XiJ TPHU 3aJICKUTh BiJ MOOYIOBAaHHMX CTPYKTYpP, TaK IS
noOyZI0OBM XapBEeCTEpOB 1 TaHKIB MOTpiOHO moOymyBatu Baxky ®adbupky(Heavy
Factory), ane mo6 30ynyBatu ii notpidoHo matu Jlerky ®abpuky (Light Factory), mo-

Tpete B Dune Il mpotuOopui CTOpOHU MalOTh PI3HOMAHITHI MIAPO3IUIH TaK 30pOI0.



Pucynox 2.5 ba3za rpaBiist 3 moOy10BaHHIUME CTIOPYIaMH

Ane He o0iHnIIoch 1 6€3 IeIKuX OCOOJUBOCTEH 110 OyJK BUIpaBJICHI B OLIBII
CYyYaCHHX CTpaTerisix, Tak Hanpukian B Dune Il € miMIT Ha KIJIBKICTh MiIPO3ALTIB B 25
OJIMHHIIb, 110 HE TUBHO JUBJITYNCH HA «3aJ1i30» TOTO Yacy. TUM He MEHIII B ITili TPi BKE
Oynu MOMITHI BCl XapakTepuctuku >xkaHpy RTS crpareriii Takux siki MU iX 3HA€EMO
3apas.

Hanpukinami 1994 poky po3poonuku 3 Blizzard sunycrunm Warcraft: Orcs &
Humans, mo mepeHic cTpaTeriro peajbHOTO 4Yacy 3 Tally3l HayKOBOI (paHTACTHUKU B

Ka3KOBHH CBIT eHTe31.

. -~ -

Pucynok 2.6 O6xnanuHka rpu

VYuukaroun ¢ytypuctudHoi TexHiku Dune, Warcraft BukopuctoBye OUTBH,

OpIEHTOBAaHI Ha PYKOMAIIHI MOEAUMHKU. TakuM 4YMHOM, Mepedir rpu KapAUHAIBHO



3MIHIOETBCS, TAKOTO III€ 0 OT0 HEe OYJI0 y CTpaTerisiX peaidbHOro vacy. Sk 1 paHirie,
HAWCWJIBHIIINMH MiIPO3AUIaMHU 3aIMIIAIOTECS Ti, 0 0'f0Th 3 BifcTaHi. EdekTuBHOIO
TAKTUKOIO B OJIMHOYHIA Tpi CTa€ CTBOPEHHS JOCTATHBOI KINBKOCTI PYKOMAITHUX
MIIPO3AUIIB IS 3aXUCTy THX MiAPO3AUTIB, SKI MOXKYTh 3JaJICKy 3aBIaBaTH CHJIBHHUX
VIIKOJKE€Hb. Y Tpl MPUCYTHI J[Ba PECypCU: JEPEBO 1 30JI0TO, a OUIBLIICTh OyAiBEIh
notpedye obupBa pecypcu. TyT Bce Ie YyJOBO MpaIOe€ MOJeNb '"30upait, CTpiH,
3aBOMOBYH", )KaHp MOBLIBHO, aJi€ BIPHO €BOJIOI[IOHYE.

Bilickka 000X cCTOpiH JOyXe CXOXI OJiHa Ha OJaHYy. Hampukianm, iXx MoxkHa
NOPIBHATU B OJHAKOBI KaTeropii (poOoumii, BOIH, HAi3HUK/IUUAp, Mar i T.J1.), a

CTPYKTYPH, XOU 1 Ha3UBAIOTHCS MO-PI3HOMY, MAIOTh OJIHAKOBY (DYHKI[IOHAJIbHICTD.

LUNBER:" 1000

Pucynok 2.8 Cenuie Jlroneit
AJie He TUBJISYKMCH Ha BCIO iHOBaIiiHICTh Ta mepeBaru \Warcraft Bce x He OyB
no30aBJIeHUN HENONIKIB, Tak Hampukian mryyawmid iHTenekt (Al) y Warcraft Oys
JaleKui BiJl JOCKOHAJIOCTI, BOPOTM HAOCHIN aTaKkylThb MPU OYyIb-IKOMY 31TKHEHHI,
TOMY iX Jierko Oyno BUMaHWUTH 1 3HWUIIMTU. [loHanm Te, MONIyK BipHOTO MUISAXY [0
oOpaHoi TO4YkM OyB 3pOOJIeHMI Iyke TocepenHbo. Uepe3 Taki HEAONMIKH K TUIBKU

rpaBellb po3yMiB poOoTy Al, IPOXOMKEHHS TPU B PEKUMI OJJHOTO KOPUCTYBaya CUIILHO



noJjeruryBaiocs. Arne He3Baxaroud Ha Bcei mi Hemmiku Warcraft minTtpumyBas
0araTOKOpPHUCTYBAallbKy TPy IO CEpiiHOMY MOpTy a00 MOJAEMHOMY 3'€IHAHHIO, MIO
3po0uI0 Horo mepiior OaraTokopucTyBambkoro RTS crpareriero Ha KOMITHOTEPI.
HeMoxmmBO Takoke HE BIA3HAYUTH ¥ TeHEepaTop BUMAJKOBUX KapT, IO BIEpIIE TYT
3'IBUBCA.

Ociubto 1995 poky Buitna rpa Command & Conquer (Komanyii Ta 3aBoiioByiA)
3a BuAaBHUIITBA Virgin Interactive, mo crtama KyapMiHamiero podotu Westwood, sika

TpUBaJIa KiJIbKa POKIB.

Pucynok 2.9 O6xmnaguaka rpy Command & Conquer

3BepHemocst a0 chiB Croeppi, «3aBepurytoun po3poOky Dune II, mMu Bxe
oOmipkoByBanmu faesiki i1ei Command & Conquer. Ctoproroun Dune Il, mu myxe
0arato 4oro HaBYMJIUCS, SIK, BTIM, II¢ 3a3BHYai BIIOYBAETHCA 1 3 Oy/b-SKOKO 1HIIOIO
rporo. Habmmxkarounch 10 KIiHI MPOEKTY, 3aBkau aymaem OCh HAaCTYITHOTO pa3y MU
000B's13k0BO 3poOuMoO 11€, 11e 1 11e. Command & Conquer ctana pe3yJbTaToM BTIJICHHS
Hammx nobaxkanby». 3apa3, ko C&C Bxke crtana cuHoHiMoM irop RTS, Oyne mikaBo
JI3HATUCS, 1110 BOHA MOTJla Ha3uBaTHCS 1 sKOCh iHakmie. Sk roBoputh Cheppi, "3
koMmepuiiauM ycmixoM Dune II, HactaB yac ctBoputu mpocyHyTtuil Bapiant RTS, sika
He Oyne ckyta minensiero sik Dune II, Tak 1 3'sBunacs Command & Conquer. S
¢anatnuHo BijacToOBaB Ha3zBy C&C, ToMy IO MEHI 37aBajiocsi, 110 TaKWil BapiaHT
HalKpale omucye 1ii TpaBisl Xoda MiJl 9ac po3poOKH BiIII MApKETHHTY Ta 1HII

ocoOu Oosmucs, 10 Taka Ha3Ba HarajJyBaTUME CEKCyallbHI CaJ0-Ma30XiCTChKi



3aXOIUICHHS. 3apa3 CKJIaJIHO OMKCYBAaTH Ty JIMXOMaHKY, siKy Bukinkana C&C y 1995
pori. [eski rpaBii nam'staroth SVGA Bepciro rpu miax Windows 95, ane Bona Oyna
"30710THM" BapiaHTOM, 10 BUIIIOB Ha pik mi3Hime. OpuriHanbHa C&C Oyna BUmyIieHa
nig DOS. Xoua B Hei He Oyio Takoro SVGA 6mwucky, sk y Warcraft, BoHa Bce X Taku
Maja Jqy’ke MpUCTONHY Tpadiky 1 3aXOIUTIOIYMM IrpoBUM mponec. 3 UUX MPUYUH TPy
MOXHa BBa)kKaTu cripapxHiM cuHoM Dune II, He 3a0yBaroun 1 GyTypUCTHYHY 30pOIO B
apceHasi KO>KHOTO TpaBIIs.

Y C&C BinOyBaethcst 6uTBa MixK ['obansHoto O6oponHoro [HimiatuBoro (GDI)
ta bparctBom Honis (Brotherhood of Nod). [TouaTkoBuii ponuk mpocto dhaHTaCTUYHUM,
a BiJI€03aCTaBKU MK OWTBaMU HaraayrTh KJIACHYHY OMTBY MiX qo0poM Ta 31mom. Ha
BiIMiHY Big Warcraft, koskHa cTopoHa Mae NiapO3AUIH 3 pi3HUME MOKUBOCTIMHU. GDI
OlnIbIIIe pO3paxoBy€e Ha BOTHEBY Millb, Tl sk bpatcTtBo HomoB craButh mBuakicts. o
HEJIOJIIKIB MOKHA BIJTHECTH T€ IO y TIpl HEMAa€E MOPCHKHUX OJMHUIb, ajie Iie
KOMIICHCYETHCSl PIZBHOMAHITTAM MIAPO3JUIIB SKUX BHUSBISETHCA JOCTATHBOIO JIJIS

peaizaiii pi3HUX CTpaTeTii.

Pucynox 2.10 baza Hoxis



Pucynok 2.11 baza GDI

Yenimnauit npogax C&C nepeBepuB yci ouiKyBaHHS, HACTUIbKH, 1m0 Westwood
HaBITh PO3pOOMIIa OHJIANH ToAaTOK, Sole Survivor, B K1 BUJAETHCS OJUH MIIPO3/ILI, 1
BU BHUKOPUCTOBYETE MOro mjis OWUTBM 3 IHIIMMHU TpaBIsiMU. Bu Moxere 3HaAWTHU
MOJICpHI3allli, TUIY 3J0POB'S, HEBUAUMOCTI, OPOHIO TOIIO. TaKoX MPOMOHYBAJIUCA 1
JIOJIATKOB1 PEXUMU T'pH (TUILY 3aXOIIEHHS Iparnopa uyu GyTOoiy), siki MOKYTh KOMYCh
3MaTHUCS IIKaBIMKUMHA. AJIe OCHOBHA 1]1es — I'pa OAHUM MIAPO3/IJIOM, TaK 1 HE yBiHILIa
no monu. Bpemri-perr Westwood Bunyctuiia Kuibka ycnimHux po3mupedbs C&C o
SKUX BXOJUTH 1 JIereHaapHe npoaoBxkeHHs: Red Alert.

OTxe aHalli3 ICHYIOUMX CTpaTEriil MoKasye, 10 ICHYI0Yl MTPOIyKTH HE 1M030aBIIeH1
HEJO0J1KIB, 00 HEMa€ HIYOro 1IcaJIbHO, a TAKOXK 1[0 BOHW HE MOBHICTHIO 3aJ0BIJIBHSIIOT
noTpeOu Cy4acHHUX rpasliiB, TOMY PO3pOOKa BIACHOI TpU-CTpaTerii 3 ypaXyBaHHIM BCIX
HEJIOJIKIB JOMYIIEHHUX Yy MHUHYJIUX Irpax, a TakoX YCIX IX IepeBar, € MOBHICTHIO
JOLIIBHUM Ta HEOOXITHUM [IJIsl PO3BUTKY JKaHPY KOMII'IOTEPHUX CTparerid y
peanpbHOMYy 4aci. CtBopeHa Tpa Oyae HagaBaTh HOBI MOKIIMBICTH TPABITIO, 3aBIISKH
HOBOMY YCYYaCHCHOMY T€HMIUICI0 TpaBellb 3MOXKE€ OTpPUMAaTH HOBUM YHIKAJIbHUN

JIOCBIJI, Ta IPOBECTU CBil BUILHUH Yac 3a 1IKaBUM 3aHSITTSM.



1.3 Bukxopucrasi nporpamui 3acoou

JlJis HamMCcaHHS TPU-CTpaTerii O0yJ0 BUKOPHCTAHO CEPENOBHUIIE MPOrpaMyBaHHS
Microsoft Visual Studio 2019, moBa nporpamyBanHs C#, a Takox irpoBuit pymrii Unity
Bepcii 2021.3.1f1,

Microsoft Visual Studio — mnpoaykr ¢ipmu MaiikpocodT, sSKHi BKIIOUaE
IHTErpOBaHE CEPENOBUINE PO3POOKH TPOTPAaMHOTO 3a0€3MEUYCHHS Ta PSIA  IHIIAX
IHCTpyMEHTaIbHUX 3aco0iB. Lleil MpoayKT J03BOJIAE PO3POOJSATH SK KOHCOJBHI
porpamu, Tak 1 mporpamu 3 rpaiyHuM 1HTEpPEerncoM, B TOMY YHCII 3 MIATPUMKOIO
texnouorii Windows Forms, a takox BeO-caliTH, Be0-3aCTOCYHKH, BEO-CIIy:)KOM SK B
PiIHOMY, TaK i B KEpOBAaHOMY KOJax JUIsI BCIX TIATGOPM, IO miaATpuMYyroThcs: Microsoft
Windows, Windows Mobile, Windows Phone, Windows CE, .NET Framework, .NET
Compact Framework ta Microsoft Silverlight, sike nparroe mig Microsoft Windows i
HiATPUMYE po3poOKyY 3aCTOCYHKIB Il onepartiitaux cucreM Microsoft Windows x86 Ta
x64, Mac OS x86, Apple iOS ta Android. Cepemosumie Visual Studio mosBoisie
PO3pOOJISITH TOJATKH, BUKOPHCTOBYIOUH Pi3HI MOBHU nporpamysanns: Visual C#, Visual
Basic, Visual F#, Visual C++, Python i t.1.

C# (BumosisieTbest Ci-1apri) — 00'€KTHO-OpI€EHTOBaHA MOBa MPOTpaMyBaHHS 3
oesneyHoro cucremoro tumizamii ana miargopmu .NET. Pospobnena Anaepcom
[etincoeprom, Crkorom Binramyrom Tta Ilirepom [onpne min erimoro Microsoft Re-
search (mpu dipmi Microsoft).

Cunrakcuc C# 6mmsbkuii 1o C++ i Java. MoBa mMae CTpory CTaTHYHY THITI3aIlito,
HNIATPUMYE TOJIMOP(I3M, TEPEBAHTAXKEHHS ONEPATOPIB, BKA31IBHUKU HA (DYHKIIII-UJICHU
KJlaciB, arpuOyTH, TMOJii, BIACTUBOCTI, BHUHATKHA, KoMmeHTapi y ¢dopmari XML.
[NepetinsBim Oarato mo Big cBoix momepenuukiB — moB C++, Delphi, Moayna i
Smalltalk — C#, cnuparounch Ha MPAKTHKY IXHLOTO BHKOPHUCTAHHS, BUKJIIOYAE JCSKI
MOJIeNTi, IO 3apEeKOMEHAYyBalii cede SK MpoOIeMaThyHl MpH po3poOill MporpaMHHX
CHCTEM, HAIIPUKJIAJ MHOKUHHE CIIaJIKyBaHHs KiaciB (Ha BiqMmiHy Big C++).

C# € myxe OMM3BKUM pOAMYEM MOBH MporpamyBaHHs Java. Mosa Java Oyina

CTBOpEeHa KommaHiero Sun Microsystems, komu TI00aJIbHUN PO3BUTOK 1HTEPHETY



MOCTAaBUB 3a/1ayy PO30CEpeKEHNX OOYHMCIIEeHb. B3sBIIM 3a OCHOBY MOIMYJSAPHY MOBY
C++, Java Bukiroumia 3 Hei MOTEHIITHO HeOe3ne4yHl peul (TUMY BKa3iBHHUKIB 0e3
KOHTPOJII0O BUXOAYy 3a Mexi). s posocepemkeHux oOuMciieHb Oyna CTBOpEHa
KOHIICTIIISI BIPTyaJIbHOI MAIlMHU Ta MAIIMHHO-HE3AJICKHOTO OalT-KOIy, CBOTO POIY
mocepeHUKa MK BHUXIJTHUM TEKCTOM IIporpaM 1 amapaTHUMH 1HCTPYKIISIMU
KOMI'IOTepa YW 1HIIOTO 1HTEJIEKTYaJlbHOrO0 TMpHUCTporo. Java Habyna dYumanoi
HOITYJISIPHOCTI, 1 OyJia JileH30BaHa Takox 1 kommaniero Microsoft. Ase 3 mummHOM Yacy
Sun noyana BunyBatutu MICrosoft, 1o Ta mpu CTBOpeHHI CBOro KJIOHY Java poOuTh ii
CYMICHOIO BHKIIIOYHO 3 ruiatdopmoro WIindows, gum cymnepeduTh camiil KOHIICTIIii
MAaIlIMHHO-HE3JIC)KHOTO CEPeIOBHINA BUKOHAHHS 1 MOpyInye JineHsiiiny yromy. Mi-
crosoft BimMoBwWiIacs MiTH Ha3ycTpidy BUMoram Sun, i TOMY 3'ACyBaHHS CTOCYHKIB
HaOyno ctatycy cymoBoro mporecy. Cyn BU3HaB MO3UII0 SUN CIpaBeAIUBOIO, i
30008B'13aB MiCrosoft BiMOBUTHCS BiJl O3AJIIICH31HOTO BUKOPUCTAaHHS Java.

VY it cutyanii B Microsoft Bupimmin, KOpUCTYIOYHCh CBOEIO Baror Ha PUHKY,
CTBOPUTHU CBIM BJIACHUI aHajor Java — MOBY, B SIK1il KOpHopauis cTaHe OBHOBJIAHUM
rocriogapem. Ll HoBocTBOpeHa MoBa oTpumala Ha3By C#. Bona ycnaakysana Bin Java
koHnemnii BipryanbHoi MamuHu (cepemoBuiie .NET), 6aiir-komy (MSIL) i Oimbmoi
0e3MeKku BUX1IHOTO KOAY Mporpam, TUTFOC BpaxyBalia JIOCBIJl BAKOPUCTAHHS pOrpam Ha
Java.

HosoBBenenusm C# cTaiia MOKIMBICTH JICTIIOT B3a€MOIi1, TOPIBHSHO 3 MOBAMH-
MoTepeTHUKaMH, 3 KOJOM IIPOrpaM, HaMCaHUX Ha 1HIIHUX MOBAaX, IO € BAXKJIUBUM TIPH
CTBOPEHHI BEJIMKUX IMPOEKTIB. SIKII0 MmporpamMy Ha pi3HUX MOBAX BHUKOHYIOTHCS Ha
matgopmi .NET, .NET 6epe Ha cebe kiomit moa0 cyMiCHOCTI nporpaM (ToOTO THITIB
JTAaHUX, 32 KIHIIEBUM PaXyHKOM).

Unity — Oararoriat¢)opMOBHUii IHCTPYMEHT IS pO3POOKH JIBO- Ta TPUBUMIPHUX
JOJATKIB Ta irop, 1110 mparifoe Ha onepamniiaux cucremax Windows i OS X. CteopeHi 3a
nomomororo Unity 3actocyBanns npamoroTh mix cuctemamu Windows, OS X, Android,
Apple i0S, Linux, a takox Ha rpansaux koHcosix Wii, PlayStation 3 1 XBox 360.

Pemakrop Unity wmae mpoctuit Drag & Drop intepdeiic, skuii Jerko

HaJIalITOBYBATH, IO CKJIAAA€TLCA 3 piBHI/IX BiKOH, 3aBAJAKN YOMY MOXHa IIPOBOAWUTHU



HAJIAroJKEHHs TPU MPsMO B peaakTopi. Pymniit minrpumye tpu crieHapaux MoBu: C #,
JavaScript (Mmommdikaris). ITpoext B Unity minmtbes Ha crueHu (piBHI) — OKpeMmi
¢daiiny, 1mo MICTITh CBOi IrpOBI CBITHM 31 CBOIM HabOpoM 00'€KTiB, cIlieHapiiB, 1
HajamrTyBaHb. CIIEHH MOXYTh MICTHUTH B €001 5K, 00'ekT (MOAEIi), Tak 1 TMOPOXKHI
IrpoBi 00'€KTH — TOOTO Ti, sIKI HE MaroTh Mojeni. O0'€eKTH, B CBOIO UEpPry MICTSThH
HA0OPH KOMIIOHEHTIB, 3 AKMMH 1 B3a€EMOIIOTh CKpUnTH. Takox y HUX € Ha3Ba (B Unity
JIOTYCKAETHhCS HASBHICTH JIBOX 1 OlnbIe 00'€KTIB 3 OJJTHAKOBUMH HA3BaMM), MOXe OyTH
Ter (MiTKa) 1 map, Ha IKOMY BIH IMOBUHEH BigoOpaxatucs. Tak, y Oyab-sSKoro mpeamera
Ha cIeHi OO0OB'I3KOBO TPHUCYTHIH KommoHeHT Transform — BiH 30epirae B co0i
KOOPJIMHATU MICLSI pO3TallyBaHHs, TOBOPOTY 1 PO3MIPIB IO BCIX TPHOX OCSIX. ¥ 00'€KTIB
3 BUJIUMOIO TCOMETPIEI0 TAKOXK 3a 3aMOBYYBAHHSIM NMPHUCYTHIH kommoHeHT Mesh Ren-
derer, mo poOUTH MOCITb BUIUMOIO.

Takox Unity miatpumye ¢isuky TBepaux Tl i TkaHuHH, (izuky tumy Ragdoll
(raHuipKoBa JIsIIbKA). Y pelaKkTopl € CUCTEMa YCIaJKyBaHHs 00'€KTiB; TOYipHI 00'€KTH
OyZyTh OBTOPIOBATH BC1 3MIHM MO3MIIii, TOBOPOTY 1 MaciuTady 0aTbKIBCHKOT0O 00'€KTa.
CkpunTu B peJakTOpi MPUKPITUIIOIOTHCA 10 00'€KTIB Y BUTIISIII OKPEMUX KOMITOHEHTIB.

[lpu imrmopTi TeKkCTypH B pymniii MoxkHa 3reHepyBatu alpha-kanam, mip-pisHi,
normal-map, light-map, kaprty BigoOpaxeHnb, MpoTe OE3MOCEPEAHBO HA MOCIb
TEKCTYpy TMPHUKPINMUTA HE MOXHa — OyJe CTBOPEHO MaTepiayi, 3 AKuM Oyne
NpU3HAYCHUN TIeWep, 1 MOTIM MaTepian MPUKPIMUTRCS J0 Mojeni. Pemakrop Unity
MIATPUMY€E HAMMCaHHA 1 pefaryBaHHs menaepiB. KpiM Toro BiH MICTUTH KOMITOHEHT
JUIsl CTBOPEHHS aHIMallii, Ky TaKoK MO>XHa CTBOPUTH momnepeaHbo B 3D-penakropi ta
IMIIOPTYBATH pa3oM 3 MOJEIUIIO, a OTIM po30UTH Ha (haiiu.

I'padiunuii pymii BukopructoBye DirectX (Windows), OpenGL (Mac, Windows,
Linux), OpenGL ES (Android, i0S), ta cnemianeae BimacHe APl mis Wii. Takox
niarpumyroteest bump mapping, reflection mapping, parallax mapping, screen space
ambient occlusion (SSAO), aunamiuni TiHi 3 BUKopucTanusm shadow maps, render-to-
texture ta moBHOekpaHHi ehekTH POSt-processing.

Unity migtpumye ¢aitnu 3ds Max, Maya, Softimage, Blender, modo, ZBrush,
Cinema 4D, Cheetah3D, Adobe Photoshop, Adobe Fireworks Tta Allegorithmic Sub-



stance. B irpoBwuii mpoekT Unity MoxHa iMIOpTyBaTH 00'€KTH X MPOTpaM Ta pOOUTH
HAJIAIITOBYBAHHS 3a IOMOMOTO0I0 TpadigHoro iHTepdeicy.

Jlis HamuMcaHHS IIEHIEpIB BUKOPHCTOBYeThes ShaderLab, mo miarpumye
mieiepai nporpamu Hanucadi Ha GLSL a6o Cg. lleiinep Moxke BKIIOYATH JEKIIbKa
BapiaHTIB peamsaiii, mo go3Boiste UNity Bu3HayaTk HaWkpaliumid BapiaHT s
KOHKPETHOI BimeokapTu.Unity Takox Mae BOymOBaHy MIATPUMKY (hi3HUHOTO PYIIIis
Nvidia PhysX (komumraboro Ageia), mATPUMKY CUMYJIAIT Oy B CHCTEMI peabHOTO
Yyacy Ha JOBUIbHIA Ta NPHUB'A3aHIi MOJIrOHAJBHIN ciTii (moumHaroun 3 Unity 3.0),
NIATPUMKY CUCTEMH fay CastS Ta mapiB 31TKHEHHS.

CkpunrToBa cuctema irpoBoro pyuiis 3podsieHa Ha MON0 — BUTbHUN BIAKPUTUI
npoekT 3 peamzamii .NET Framework. Ilporpamicté MOXyTh BHKOPHCTOBYBATH
UnityScript (BmacHa ckpurntoBa MoBa, moaioHa o JavaScript ta ECMAScript), C# a6o
Boo (moBa mporpamysanHs, nmoaioHa no Python).ITounnaroum 3 Bepcii 3.0, mo Unity
BXOJMTH repepobiieHa Bepciss MonoDevelop s 3HeBaKeHHsT CKPUINTIB. [3 BUXOI0M
Bepcli 5.2 nependavyaeTbcsi BOyOBaHAa MOXKJIMBICTh PEAAryBaTH CKPUIITH Y CEPEIOBUIIL
Visual Studio.

B Unity BximoueHo cucreMy KoHTpoJto Bepcin Unity Asset Server miis irpoBux
o0'ekTiB Ta ckpuntiB. Cucrema BuKOpucToBye POStgreSQL, poGoty 31 3ByKOM,
noOyaoBaHy Ha ocHoBi Oi0mioreku FMOD (3 moxiuBicTio mporpaBatu Ogg Vorbis
aymiodaiinm), Bieonporpasay i3 KojekoM Theora, pymriit mis moOyaoBu naHamadris
POCIIMHHOCTI, BOyJOBaHy cucTeMy KapT ocBiTieHHs (Beast), wmepexy mns

myneTuinieepy (RakNet) ta BOyoBaHi HaBiraiiiHi MeIn JUIsl MOIIYKY MIISAXY.

1.4 TlocraHoBka 3aJadi 3 PpoO3pOOKH PO3BAKAJIBLHOIO MPOrPaAMHOI0

3a0e3nme4YeHHs rPpU-cTpaTerii

AHani3 Bxe ICHYIOUMX CTpAaTeriil mokasye, 110 1CHyI041 IporpamMHi MPOAYKTH He
MOBHICTHIO 33JJ0BUTHHSIOT TOTPEOM Cyd4aCHUX TPaBIIIB, TOMY pO3pOOKa BIACHOI rpH-
CTpaTerii 3 ypaXyBaHHSM BCIX HEJIONIKIB TONYIIEHHUX Y MUHYJIHUX Irpax, a TAaK0X YCIX

iX TiepeBar, € TOBHICTBIO JOIUTHHUM Ta HEOOX1THUM JIJISl PO3BUTKY JKaHPY



KOMIT FOTEPHUX CTpaTeriil y peasibHoMy 4aci. CTBopeHa rpa Oy/ie HaJaBaTu HOBI
MO>KJIMBICTh TPABIIO, 3aBISKH HOBOMY YCYYaCHEHOMY T€MMILICIO TPaBellb 3MOXKE
OTpUMAaTH HOBUH YHIKAJIBHUMN JOCBIJI, T IPOBECTH CBiil BIILHUM Yac 3a I[IKaBUM

3aHATTAM.

B3aemois kopucTyBada(rpaBiis) 3 Iporo Oy/e Bi10yBaTHCh Yepe3 Bi3yalbHUN
3pyunuii iHTepdeiic, mo Oyae BiaiOpakaTu AJIT HOTO BC1 HOTO PeCypcH, HaJgaBaTH
MOXJIMBICTh 3aX0JUTH B PO3/11 Mara3uHy 3 sIKOro BiH OyJie y pa3i HasIBHOCTI
MOTPIOHUX PecypciB 3MOXKe OOy AyBaTH MOTPIOHY HOMY CIIOPYy Y BUOPAaHHOMY MICIII.
Po3poOnena rpa-cTpareris NOBUHHA MICTUTH HACTyIH1 (PYHKIIT Ta FeAMIUICITHI

0COOJIMBOCTI:
1) BynyBanHst o0cHOBHO1 0a3u y Oy/b-IKOMY MICTIII
2) MOXMBICTh HAKOMTMYYBAaTH Ta JOOYBAaTH P13HOMAaHITHI pecypcu
3) CipoMOXHICTh PO3BUBATH BXKE IOOY/I0BaHI CIIOPY/IH
4) leMoHTyBaHHS B)Ke TOOYJOBaHHUX PaHIIIE CIIOPY/T
5) 3maTHICTH rpaBIlsa OyayBaTH 3aXUCHI CIIOPYIH

Jns ycmimHoi 1 KOPEeKTHOI poOOTH MPOTrpaMHOro 3a0e3NneueHHs HeoOXITHUM
MEPCOHAILHUNA KOMIT'IOTEp 3 HACTYITHOIO CYKYIHICTIO amapaTHUX 1 MpPOTpaMHUX
3ac00iB:

MiHiManbHI CHCTEMHI BUMOTH

—  mpouecop Intel Pentium G4400;

— 4 GB onepaTuBHOi nam'ari;

—  Bineokapra piBus Nvidia Gtx 650 a6o kpaiie;

— 120 GB HDD;

—  OC Microsoft Windows 7 a0o Buiie

PexomeH10BaHi CUCTEMHI BUMOTH

— mnporecop Intel Core 15 6500, AMD Ryzen 1600;

— 8 GB oneparuBHoi nam'sri;



—  Bineokapra piBas Nvidia Gtx 960 a6o kpare;
- 240 GB SSD;
—  OC Microsoft Windows 7 a0o Buiie

2 PO3POBKA PO3BAXAJIBHOI'O IIPOT'PAMHOTI'O 3ABE3IIEYEHHA
Y BUIUISAJII TPU-CTPATEI'TT 3 BAKOPUCTAHHSM TEXHOJIOI'TI UNITY

2.1 Onuc nporpamm Ta ii aJIrOpuTMIB

Bynp-skuit mpoekt B irpoBoMy pymii Unity ckmamaeTscs 31 ClieH, Ha SKHX
posramoBani irpoBi 00'ektu(GameObject) 3 mnpukpituieHUMH 10 HHX TIEBHUMH
KOMIIOHEHTaMH, KOXXEH O00’€KT Mae O0OOB’SI3KOBHI KOMITIOHEHT [ransform, sxuii
BIJINOBIJIa€ 3a pO3TallyBaHHs 00'€KTa Ha CIIEHI, MOr0 KOOPJMHATH, PO3MIP O0’€KTY Y
BUTJISII MOTO CKeily, a TakoX MoBOpoT. Jlo Oyab SIKOTO 1rpoBOro 00'€KTy MOXKe OyTH
JO0AaH1 JOJAATKOBI KOMITIOHEHTH, 1€ MOXKYT OyTH SIK 3a3/1aJier1/ib BOY/I0BaHI KOMIIOHEHTH
mo Hajmarorcs pymiem Unity ams Oinbin 3pydHoi po3poOKH, Y SIKICh CTOPOHHI a0o
HaBITh CAMOITUCHI KOMITIOHEHTH.

Ha Bucokomy piBHi kommoHeHTH B Unity — 11e mpocto Habip ckpuntiB C#, siki
MokHa ngomatd jgo GameObject, Bonn MoxyTh OyTH po3poOJieHI Ta peasi3oBaHi
Oaratbma crnocobamu. TpaauuiiiHO, ycrnaJKyBaHHS BUKOPHCTOBYETHCS B OO0'€KTHO-
OpIEHTOBAHOMY TMIpOTrpaMyBaHH1 JJIi TOBTOPHOTO BUKOPUCTaHHA KOOy ©0e3 Woro
nepenucyBanHs, ogHak B Unity kpallie BUKOPUCTOBYBATH IiJIX1]l HA OCHOB1 KOMITO3UIIIi,
CTBOPEHHS ITPOBUX (DYHKIIIHA 32 JOMOMOTOIO MiJKOMIIOHEHTIB (a HE YCIaJKyBaHHS BIJ
o0’ekTa) 3a3BMYail € eQEeKTUBHIIIMM 1 JIETHIMM Yy CTBOPEHHI Ta MOJAJIbIIOMY
oOciyroByBaHHi, came 4epe3 1ie B UNity BUKOPHUCTOBYETHCS KOMIIOHCHTHHUH JIHM3aiiH.
Bei mpusHaueHi uis KOpUCTyBada KiacH TIOBMHHI YCHAIKOBYBATHCA BIJ KJacy
MonoBehaviour, abo ioro moximHux. TakoX 3aBAJKH HASBHOCTI TaKOro IHM3alHY
MOKJIMBE OUIbII TOYHE Ta 3py4YHE HAJAIITYBaHHI MEBHUX OO0 €KTIB MiJ NOTpeOu
BIJMIOBIIHO J0 reiMAM3aiiHy, a TaKoX Takui JU3aiiH HaJa€ MOXKIMBOCTI CTBOPIOBATU

U1 TeMMAu3aifHepiB 1HCTPYMEHTH 110 HaAaloTh iM MOMJIMBOCTI 3MIHIOBaTH Ta



HAJAITOBYBAaTH OO0 €KTH SIK iM MOTPIOHO 0€3 3alydeHHS OO0 IIbOTO IMPOIEeCCy
Oe3nocepeIHbO MPOrPaMICTiB.

OCHOBHUM 3aBIaHHSIM MO€i poOOTH OyJO0 CTBOPEHHS TpHU-CTpaTeris 3
ypaxyBaHHAM HEAONIKIB MHHYJIMX TPOCKTIB, a TaKOXX CTBOPEHHS MaKCHUMaJIbHO
KOM(OPTHUX YMOB JJi MOJANBIIOTO PO3MIMPEHHS MPOEKTY. TOX pO3TiIsHEMO OUIbII
neTanbHO (PYHKIIIT cucTeMH, 110 mpeacTanieH! y HoTtamii MmoBu UML y Bursiai giarpam
npeLeaeHTIB Ha pucynkax 2.1 ta 2.2.

[Tepmia miarpama MicTuTh HaO1p QyHkiM akTopa KopucryBau. KopucryBau — 1ie
JII0JIMHA, SIKa KOPUCTYETHCS MPOrPaMOI0 3a JI0MOMOrolo iIHTep(ericy KOpUcTyBaya.

1. 3axomutu B Tpy 3a JOMOMOIOI0 HATHCKaHHA MHIIEIO abo BUOOpY 3a
JIONIOMOTOI0 KJIaBiaTypH KHOIIKU TOJIOBHOTO MeHIo Play;

2. CraBuTH Tpy Ha Tay3y, 3HAXOASUMCh Yy caMiii Tpl 3a JOMOMOTOIO
HATUCKaHHS KHOMKHM EScape na kiaBiatypi, abo 3a JOMOMOrOI0 HATHCKAaHHS Ha
MYHKT MEHIO 1110 CUMBOJII3YE Tay3y Ha irpoBoMy iHTep(deiici;

3. 3HIMaTu may3y, 3HaXOASYMCh Y MEHIO May3u 3a JOMOMOTOI0 HATHUCKAHHS
MHUIIIeI0 a0 BUOOPY 3a JOMOMOIOI0 KJlaBiaTypHu KHOTIKA MEHIO Tlay3u Resume abo 3a
JIOTIOMOT'OX0 HATHCKaHHS KHONKK EScape Ha knaBiaTypi;

4. BUXOIUTH B TOJIOBHE MEHIO, 3HAXOASYNUCh Y MEHIO May3H 3a JIOIOMOIOIO
HATUCKAHHS MUIIEI0 a00 BHOOPY 3 IOMOMOT0I0 KJIaBlaTypu KHOIIKM MEHIO Tlay3u EX-
it to main menu;

5. Buxomutu 3 nporpamu, 3HaXOISUYHUCh Y FOJIOBHOMY MEHIO 32 JOTIOMOTOIO
HATHCKaHHS MUIIICI0 a00 BUOOPY 3a JOMMOMOTOI0 KJlaBiaTypH KHOIIKM MeHIo Quit abo
3a JOMOMOI'0I0 HATUCKaHHS KHOMKHK ESCape Ha kiaBiaTypi.

6. bynyBaTtu ocHOBHY 6a3y rpaBiisg BHOpaHHOMY MICIIi

7. byayBaTu HaCTYIIHI TUIIM CTIOPYA Y BUOPAHHOMY TI'paBIEM MICII:

e 3axWCHI CHOPYAH, SK aTaKyl4doro (Typeii, JOBYIIKH), TaK 1
3aXHUCTHOTO TUMY (CTIHU)
e Cnopyau ansi 1oOyBaHHS KOPUCHHUX pecypciB, Hanpukiaa [llaxtu,

4y 3epHOBI MOJIsA



e JlekopaTuBHI CHOpAW, IO CIYXKaTh IS JeKoparlii(HampuKiIam

BYJIMYHI JIIXTapi, JEKOPATUBHI IepeBa)

8. PyiinyBaTu Bke MOOYJOBaHI CHOPYAH, a TaKOXX 3aBa)Karoyl EJIEMEHTH

JeKoapirii

9. IlpoBoauTn MOAEpHi3allilo0 BXKe MOOYAOBAaHHUX CHOPY/[ 3a MEBHY KIIbKICTh
pecypciB(KIIbKICTh 3aJICKUTh BUJ TUITY OYIIBIISI, @ TAKOXK 11 piBHS)

10. PeMoHTYBaTH MOLIKOKEHI CIOPY U

OcHoexy Basy

Cnopyaw ansa

nofbyBaHHA pecypcie

’ 3axo4WuTH B Ipy

BuxoguTu B ronceHe

MEHHD

3axucHi cnopyau

CTtaeuty naysy

NekopaTWBHI cropyau

MNpoeoguTi
MaHinaynauir 3
ByaisnamMm

Kopuctysad

PylnysaTu cnopyau

BUXOAWTW 3 Nporpanmi

Mpoeoguti
Mo4epHIzaugio cnopya

PemonTtyBatTH
cnopyau

Pucynox 2.1 - UML niarpama npeuenentiB aktopa KopucrtyBau
Jpyra niarpama 300paxcye HaOip QyHKIIH, ki BukoHye sapo Unity. Snpo Unity
— 1€ BHYTPIIIHIN TIpoIiec, sIKWW BIAMOBIAA€ 32 MaJlfOBaHHS KaJapiB Ta oOpoOIIO€E MaHi,
10 HaaxoaaTh Bij KopucryBaua.
Snpo Unity Bukonye HacTymHi QyHKIIT:

o [lepemanboByBaHHS KaJpiB CIIEHU BIAMOBIAHO JO 3MIH IO

BiJI0yJINCB;



e  KepyBanns irpoBumu 00’ €KTaMu;
e  CTBOpEHHSI HOBHX 00’ €KTIB;
e  3aBaHTa)XEHHS ITPOBOI CICHH;

Onucany BHIIIE Jllarpamy MpeACTaBICHO HA PUCYHKY 2.7.

CTBOPEHHA irpoBux

0J'exTiB

Mepemans0ByeaHHs

KepyEaHHA iIfpoBmmK Kaapie

DE'EXTAMM \ % /
Agpo Unity \‘

JAEAHTAKEHHA
CLEHK

Pucynok 2.2 — Jliarpama niperieieHTiB aktopa Sapo Unity

2.2 Onuc iepapxii kiaaciB

Jiarpamu ki1aciB BAKOPUCTOBYIOTBCS JUIS MIPEACTABICHHS MPOTPAMHHIX MOJIEeH
10 MOXKYTb B1IOOpa’kaTu pi3HI BIIHOCHHU MIXK CYyTHOCTSAMHM Y TIPEIMETHIM 001acTi, a
TaKOX X BHYTPILIHIO CTPYKTYPY, 3B’SI3KM Ta iX Tumu. Jliarpama 3a3Buyail He MICTUTD
1H(dOopMaIrii mpo BUKOHAHHS TPOTPAMHUX OTEpaIliii, BOHA CKJIaIa€Thcs 3 6araTbox
CJIEMEHTIB, SIKi pa30M BiJIOOpaKaIOTh JICKJIApATUBHI 3HAHHS MIPEIMETHOI 00JIaCTI.

Jns peanizaitii JIoriku mporpamMu 0yJsio po3po0JieHo Hallp KJIaciB, Jaiarpamy

IPEJICTaBICHO Ha PUCYHKY 2.3.



4 Fields
@ AllowedObjects 'a Update

4 Methods
OnBackPressed
OnObjectPlaceP.

Pucynok 2.3 — Jliarpama kiaciB
J1yist OUTbII IETANIBHOTO CIIPUMHSATTS 1€papXii KJaciB MOTPiOHO 3BEpHYTHUCS 10
cnieruikalii KJ1aciB HaBeJICHHOI HIKYE. 3arajioM MPeICTaBICHI KIIACH MOXHA
MOAUIUTH Ha JACKUIbKA IPYII, OAHIEI0 3 HUX € KJIaCH 10 BiMOAIBIIaI0Th 32
KOPHUCTYBAIbKUI 1HTEp(DEIC, 10 HUX HATECKUTD:
1) Kiac Menu, npencrapiise co0010 aOCTpaKTHHUI KJTacC MEHIO, 1110 HACIITY€EThCS

Bi1 MonoBehaviour. Metoau Ta noss kiiacy npeicTaBiieHi y Taomuin 2.1

Tabnung 2.1 — Onucu MeToAiB Ta nosiB kiiacy Menu

DestroyWhenClosed [TyOniune OyseBe moJe, o BiAMOBIAAE 3a
BCTAHOBJIEHHS (hjary 4u 3HUIILYBATH 00’ €KT
MEHIO KOJIM BiH 3aKpPUTUN YU IPOCTO BUMUKHUTH
110T0

DisableMenusUnderneath [Ty6niure OyneBe moJe, mo BiAMOBIIaE 3a
BCTAHOBJICHHS (hylary Y1 BUMHUKATH BC1 MEHIO 110
3HAXOMASATCS MiJ] MM MEHIO TI0 1epapXii

OnBackPressed() [TyOniuamii aOCTPAKTHUN METO/T 110
BUKJIMKAETHCS KOJIM HAKUMAETHCS KHOIKA HA3a]l

2) Kiac Menu<T> mio siBjisie cO0010 aOCTPaKTHHI [PKEHEPIK KIIac, BiJl IKOTO

HACJIITyIOThCS] TUMIH MEHI0. MeTOo I Ta moJist KjIacy mpecTaBieH] y Ta0auii

2.2

Tabmuig 2.2 — Onucu MeToIB Ta MoJiB kiacy Menu<T>



Instance

CraTuvHe 1moJie JPKEHEPIK THUITY IO Bipakae
MOTOYHMM eK3eMIUIsIp kiacy Menu<T>

Awake()

3axuIeHHUH BIpTyaJIbHUM METO]I IO BIMIOBIIA€E
3a CTBOPEHHS ITOTOYHOTO CK3EMILTSIPY KJacy
Menu<T> ski11o BiH BiJICYTHIH, Ta 3a 3HUIIICHHS
y pasi Toro gkmio ix 3adbarato(Peamizaris
natrepuy Singleton g Unity)

OnDestroy()

3axuIIeHHUN BIpTyalbHUI METO/ 10 BUHUKAE
MIpH 3HUILEHH] 00’ €KTa

Open()

3axuIEeHHUI CTATUYHUNA METOT 1110 BIAIIOB1AA€E
3a BIAKPHUTTS ITbOTO MEHIO

Close()

3axuIEeHHUI CTATUYHUNA METOT 1110 BIAIIOB1AA€E
3a 3aKPHUTTS IbOI'O0 MEHIO

OnBackPressed()

HY6J'I1LIHI/Iﬁ MCTO 110 BUKJIIMKAE 3aKPUTTA MCHIO

y pa3i HaTUCKaHHS Ha3a]l

3) Kiac SimpleMenu<T> mio sBisie cO00r0 aOCTpaKTHHI PKEHEPIK Kilac,
yHaCJIiIyBaHHHH BiJ Ki1acy Menu<T>, BiJ IKOTO HACIIyIOThCS OCHOBHI

MeHI0. MeToau Ta mosist Kjacy npejcTaBieHi y Taoumii 2.3

Tabnuus 2.3 — Onmcu MeToiB Ta mouiB kimacy SimpleMenu<T>

Show() [TyOmiyHU CTATUIHUN METO/T ITI0 BiJIMTOBIIA€ 32
II0Ka3 MEHIO
Hide() [TyOmivyHUi CTATUIHUA METO/T 1110 BiMOBITAE 3a

CKPHUBAHHA MCHIO

4) Kiac StoreMenu o siBisie o000 Kitac, YHACTITyBaHHUH Bij KJ1acy
SimpleMenu<T>. MeTou Ta 1moJis KJiacy npejacTaBiieHi y Tadmui 2.4

Tabmuus 2.4 — Onucy METOIB Ta MOJiB Kiacy StoreMenu

OnObjectPlacePressed
(GameObject spawnObiject)

[TyOniuHMii cTaTUUHUI METOJ 110 BiANOBIA€E
3a TI0Ka3 MEHIO

OnBackPressed()

[TyOmiuyHui METOT IO BUKJIMKAE 3aKPUTTS
MEHIO Yy pa3l HATUCKAHHS Ha3aJ




5) Kinac PauseMenu 1o siBisie COO0F0 KJTac, YHACTITyBaHHUH Bij| KJ1acy
SimpleMenu<T>. Meroau Ta moJist Kjacy npeAcTaBieHi y Tadmmii 2.5

Tabmuig 2.5 — Onucu MeToaiB Ta MoJTiB Kiacy PauseMenu

OnResumePressed() [TyOiuHMI METOI 10 BUHUKAE SKIIO
KOPHCTYBa4 HATUCHYB KHOIIKY
«IIpomoBxkuTm»

OnEXxitPressed() [TyOmiuyHU METOJT IO BUKIUKAE SKIIIO

KOpPHCTYBa4 HATHCHYB KHOIIKY «Buiitn B
T'OJIOBHE MEHIO»

6) Kiac InGameMenu 1o siBiisie co00t0 Ki1ac, yHACiAyBaHHHUH BiJl Ki1acy
SimpleMenu<T>. Meroau Ta moss Kjiacy npejcTaBieHi y Taouuii 2.6

Tabmums 2.6 — Onucy MeTomiB Ta moiB kimacy InGameMenu

isGridEnabled

[IpuBatHe OyneBe mosie, o BiAMOBIIAE 3a
BCTAHOBJICHHS (Dy1ary 4u BIMKHYTA CiTKa B Tpi

qu Hi

OnPausePressed()

[TyOniuyHui METO 10 BUKIUKAE SKIIIO

KOPHUCTYBa4 HATUCHYB KHOIIKY Iay31

OnGridEnablePressed()

[1yGmiuHMi METO/ 1110 BUKJIUKAE SIKIITO
KOPUCTYBa4 HATUCHYB KHOIIKY

BMUKAHHS\BUMHUKAHHS CITKH

OnStorePressed()

[TyGniuHMi METO/ 1110 BUKJIUKAE SIKIITO

KOpPHCTYBAa4 HATHUCHYB KHOIIKY Mara3uHy

OnCameraRotatePressed()

[1y6miuHMi METO/ 1110 BUKJIUKAE SIKIITO




KOPUCTYBa4 HaTUCHYB KHOIIKY 3MIHU PaKypcy

KaMmepu

7) Kinac MainMenu 1o siBjsie cOO0F0 KJIac, YHACIiTyBaHHHN BiJ] KJIACy
SimpleMenu<T>. Metoau Ta noJisi Kjacy npejcTaBieHi y Tadmui 2.7

Tabnug 2.7 — Onucu MeToAIB Ta MoJiB Ki1acy MainMenu

OnPlayPressed() [TyOiaHMI METOT IO BUKIIMKAE CTApPT TPH Y
pa3i HaTHCKaHHs Ha KHOTKY Play

OnBackPressed() [TyOmiuHMI METOT IO BUKITMKAE 3aKPUTTSI TPH
y pa3i HAaTUCKaHHS Ha3a]

8) Kiac MenuManager 1o siBjisie cO0010 KJ1ac MEHEKEPY MEHIO, 110 3aiMa€eThCsI
KEpYBaHHAM YCI€1 CUCTEMHU MEHIO, YHACTIIYBaHHUH BiJ] KJIacy
MonoBehaviour. Metoau Ta 1oJjist KJiacy npeacTaBiieHi y Taoumuir 2.8

Tabmuis 2.8 — Onucu MeTOIB Ta OB KJIacy

Instance Craruune nosie Tuny MenuManager o
BiJIpaka€ MOTOYHUM €K3EMILIAP KIacy
MenuManager

menus [IpuBaTHUI CTEK MEHIO B IKOMY MICTATHCS

00’extu Tuny Menu

mainMenuPrefab [TpuBaTHE 10JIE TII0 TPECTABIISIE COO0IO0
ccuiiky Ha nipedad tumy MainMenu

inGameMenuPrefab [TpuBatHe 10JIe IO MPEACTABISAE COOOIO
ccuiky Ha npedad Tuny InGameMenu

pauseMenuPrefab [TpuBaTHE 1OJIE 1110 TPEACTABIISIE COOO0IO
ccuiky Ha npedad Tuny PauseMenu

storeMenuPrefab [TpuBaTHE 1OJIE 1110 TPEACTaBIIIE COO0IO




ccuiky Ha npedad tuny StoreMenu

Awake() [TpuBaTHUII METO/ IO BIAMOBIIAE 3a
CTBOPEHHS TIOTOYHOTO €K3EMIUISPY KiIacy
MenuManager sIKII10 BiH BiJCYTHIH, Ta 3a
3HHUIIEHHS Y pa3i TOTO SKIIO iX
3abararo(Peanizauis marrepny Singleton asns
Unity)

OnDestroy() 3axXUIICHHUN BipTyaIbHUN METOJ IO
BUHUKAE MIPU 3HUILEHH] 00’ €KTa

Createlnstance<T>() [TyGivHMI METO/T 110 CTBOPIOE CK3EMILISP
00’€KTy 3aJ]aHOTO TUITY MEHIO

OpenMenu(Menu instance) [TyGivyHMI METOT 110 BiIKPUBAE TIEPEIaHUNA
CK3EMILISIP MCHIO

GetPrefab<T>() [TpuBaTHUiI MeTOA IO TIOBepTae mpedad
00’€KTy 3aJJaHHOTO TUITY MEHIO

CloseMenu(Menu menu) [TyOiuHMI METO/T 1110 3aKPUBAE 3aaHE MEHIO

CloseTopMenu() [TyOiuHMI METO/T 1110 3aKPUBAE BEPXHE MCHIO

Jlo HacTynmHOT TpynH BIAHOCATCS KJIacH KEPYBAHHS KaMeporo:

1) Kiac CameraNormalMode 110 siBiiste co0000 KjIac 110 OMHUCYE MOBEIIHKY
KaMepH B CTaHIapTHOMY MO/, Kiac peatisye intepdeiic ICameraBehavior.
MeTonu Ta o Kjiacy mpejcraBiieHi y Tadmaui 2.9

Tabmuis 2.9 — Onucu metoniB Ta moiiB kiacy CameraNormalMode

mainCamera [IpuBaTHE T0JIE, 110 MICTUTH CCUJIKY Ha
o0’exT Tury Camera

touchStart [TpuBathe nmosie Tunmy VECtor3, 1o MiCTUTh B
co01 TOYKY IMOYaTKOBOTO HATUCKAHHSI TIPU
nepeMileHH1 KaMepu




zoomMin [IpuBatHe nosie Tumy float, o 36epirae
MiHIMaJIbHE 3HAaYeHHAs 3yMy

zoomMax [IpuBaTHe nosie Tumy float, o 30epirae
MaKcUMaJibHe 3HaYeHHast 3yMy

CameraNormalMode [TyGmiaHMi METO KOHCTPYKTOP Kjacy, B
(Camera camera, float SKOMY BifOyBaeTCs iHiIliai3alis Kiacy
zoomMuin, float zoomMax) CameraNormalMode, npuiimMae Tpu 3MiHHI
MoveCamera() [TyGmiuHMi METO/, 1110 BIAMOBIAAE 32 3MIHY

MO3HUIIIT KaMepHu

ZoomCamera() [IpuBaTHuUii METO, 110 BIAMOBIAAE 32 3yM
KaMepu
Zoom(float increment) [TpuBaTHMIA METOI, 1110 BiATIOBIIA€ 3a 3yM

Kamepu, puiimae 3minny tuny float, mo
XapakTepu3ye HACKUIbKU MOTPIOHO
NPUOIU3UTH YU BIAJAIUTH KaMepy.

GetCameraMovePosition() [TpuBaTHHIT METO/I, 1110 BIAMOBIIAE 3a
IIOBEPHEHHS BETOPY PyXy KaMepH

2) Knac CameraObjectPlacingMode 1110 siBisie co0010 Kiiac 1o Omucye
NOBEAIHKY KaMepH MpH po3TallyBaHH1 00’ €KTa Ha MO, KJ1ac peani3ye

inTepdeiic [CameraBehavior. Meroau Ta moJist kj1acy npeacTaBieHi y Tabuii
2.10

Ta6muig 2.10 — Onuen meToiB Ta moiB kiaacy CameraObjectPlacingMode

mainCamera [TpuBaTHe moie, 110 MICTUTH CCUJIKY Ha

00’ext Tury Camera

touchStart [TpuBatHe nmosie Tumy Vector3, 110 MiCTUTh B
co01 TOUKY IMOYaTKOBOTO HATUCKAHHS MPU

nepeMilieHH1 KaMepu

zoomMin [TpuBatue mosie Tumy float, mo 36epirae

MIHIMaJIbHE 3HAYeHHAs 3yMy




zoomMax [IpuBatHe nosie Tumy float, 1o 36epirae

MaKCUMaJIlbHE 3HaYeHHast 3yMy

CameraNormalMode [TyGmiaHMit METO KOHCTPYKTOP Kjacy, B
(Camera camera, float SKOMY BifOyBaeTCs iHiIliami3amis Kiacy
zoomMin, float zoomMax) CameraNormalMode, npuiiMae Tpu 3MiHH1
MoveCamera() [TyGmiuHMi MeTO, 110 BIJMOBIAAE 3a 3MIHY

MO3UIIIT KamepH

ZoomCamera() [TpuBaTHMIT METON, 1110 BIATOBIIAE 32 3yM
KaMepu
Zoom(float increment) [TpuBaTHMIT METO, 1110 BIATOBIIAE 32 3yM

KaMmepu, mpuitmae 3MiHHy Tuny float, mo
XapaKTepU3y€e HACKUIbKU MOTPIOHO

NPUOIU3UTH YU BIAJAIUTH KaMepy.

GetCameraMovePosition() [TpuBaTHMIA METOI, 1110 BiATIOBIIAE 32

MTOBEPHEHHS BETOPY PyXy KaMepu

Jlo HacTymHOT KaTeropii BiIHOCATCS KJIACH IO BIAMOBIIal0Th O€3MOCEPETHRO 32

reiimmeneil, Ta KepyrTh IFPOBUM MPOIECOM:

1) Kiac GameManager 1110 sBJIsi€ COOO0 KJIac 110 BiAIOBiAa€ 3a OCHOBHUI
MOTOK TPH, MICTUTh T€ KEPYE OCHOBHUMH 00’ €KTaMH, YHACI1TyBaHHUM Bl
kiaacy MonoBehaviour. Meroau Ta mosist kitacy npencrasiieHi y Tabmmii 2.11

Tabmuus 2.11 — Onucu meToiB Ta mosiB kiaacy GameManager

CurrentGameState [Ty6miuna BnactuBicTh Tuiry GameStates, o
30epirae MOTOYHUN CTaH TPU

Grid [Ty6niuna BiactusicTh THILy GameObject, mo
MICTUTh CCUJIKY Ha CITKY

GameField [Ty6niuna Biactusicth Tty GameFieldGrid,
110 MICTUTb ITOCHUJIAHHS Ha IrPOBE IMOJIe




Instance [Ty6miune cratuune nosie Tumy GameManager
110 BiJpakae MOTOYHUHN EK3EMILISP KIIacy
GameManager

Awake() [TpuBaTHMIA METOI 1[0 BIAIOBIIAE 3a
CTBOPEHHS TIOTOYHOTO €K3eMILISAPY Ki1acy
GameManager skio BiH BIJICYyTHIH, Ta 3a
3HHUIIEHHS Y pa3i TOTo SKIIO 1X
3abararo(Peanizanis narrepny Singleton asns

Unity)

Initalization() [TpuBaTHUII METO IO BiAMOBIAAE 3a
CTBOPEHHSI 1HIIIai3all1i0 KJIacy
GameManager.

PauseGame() [TyGniuaMif METOT 1110 BiATIOBiIaE 3a

MOCTAaHOBKY I'pH Ha May3y.

StartGame() [Ty6niyHuit METOM 110 BIAMOBIIAE 3a 3aIyCK
TpH.

2) Knac InputManager o siBjisie co00¥0 KjIac o BiJIMOBIAA€ 32 OTPUMAHHS Ta
00poOKy Mili KOpUCTYBaYa B I'pi, yHACIiAyBaHHU# Bix kiacy MonoBehaviour..
Metonu Ta o Kjiacy mpeacTaBieHi y Tabnuii 2.12

Tabmums 2.12 — Oncu MeToIiB Ta mmoutiB kiaacy InputManager

mainCamera [TpuBatre mone Ty Camera, o MiCTUTh
CCHUJIKY Ha OCHOBHY Kamepy

ObjectToPlace [TyOaiuna BnactuBicTh THITY GameObject, 110
MICTUTh CCUJIKY Ha 00’ €KT ISl pO3TallyBaHHs

zoomMin [TpuatHe moste Tumy float, mo 30epirae
MIHIMaJIbHE 3HAaYeHHAs 3yMy

zoomMax [IpuBatHe nosie Tumy float, o 36epirae
MaKCUMaJlbHE 3HaUCHHas 3yMy

CameraRotationSpeed [TyGiuna BnacTuBicTh THITy float, 1o




30epirae MIBiIKICTh MOBOPOTa KaMepH

isODbjectPlacing

[TyGmiuna BnacTuBicTh THITY DOOI, 110 MiCTHTB
Gbrar uu icHye 00’ €KT JIs
posramyBanus(ObjectToPlace)

iIsCameraRotating

[TpuBaTHa BracTuBicTh THITY bOOI, 1110
MICTHTH (hJIar TOBOPOTY KaMepH

Instance

[Ty6miune ctatuune nosie Tuny InputManager
110 BiJpakae MOTOYHUHN EK3EMIUISP KIIacy
InputManager

Awake()

[IpuBaTHUif METO/ 110 BIAMOBIAAE 32
CTBOPEHHSI IOTOYHOTO €K3EMILISIPY KJ1acy
InputManager sikmio BiH BiJICYTHIM, Ta 3a
3HHIICHHS Y pa3i TOTO SKIIO 1X
3a0araTo(Peamnizaris narrepny Singleton s
Unity)

Start()

[IpuBaTHUI METOJ IO BIATIOBIIAE 32
1H1I1aJI13a11F0

Update()

[IpuBaTHUI MeTO/ IO BIATIOBIIAE 32
NepeBipKy Ha HAsIBHICTH 1HIYTY, BiOYBa€ThCS
KOHHM KaJp

CameraBehaviorChanger()

[TpuBaTHUI METO 11O BIATIOBIAE 32 3MIHY
MOBEIIHKK KaMepH

RotateCamera
(RotationDirection direction)

[Ty6niuyHuit METO 110 BIATIOBIAA€E 32 TOBOPOT
KaMmepu, puitMae B cebe 3MIHHY THITY
RotationDirection B sikiit MiCTUTBCSI HAPSMOK
B KWW MOTPIOHO MOBEPTATH KaMepy

RotateCamera
(RotationDirection direction,
float inTime)

[IpuBaTHUiI METO 110 BIATIOBIAAE 32 TOBOPOT
KaMmepu, mpuitmae B cebe 3MIHHY THITY
RotationDirection B sikiif MiCTUTBCSI HAIPSMOK
B IKUH NOTPIOHO MOBEPTATH KaMepy, a TAKOXK
sminHy Tuny float mo Biamosinae 3a Te
CKIJIbKU Yacy Tpeba Ha 110 Ji10




3) Kimac MapGenerator mio siBiisie COO0F0 KJTac 10 BiJIIIOBITa€ 3a TeHEpaIlito
KapTH B Tpi. MeTou Ta moJis Kjacy npeacTaBieHi y Tadmuii 2.13

Tabmums 2.13 — Onmcu meToiB Ta mmosiB kiaacy MapGenerator

spawnZones [IpuBaTHUif MacKB OB TUITY SpawnZone,

110 30epirae CraBH 30HU

cellPrefab [TpuBaTHE MoJie IO peaCTaBIIsiE cO00I0

ccuwiky Ha npedad tuny GameObject

backgoundObjectsByType [TpuBaTHHIA CJIOBHHK IO ITOJIC IO MIiCTUTh
THUII 00’ €KTY 5K KIIIOY, Ta CIIUCOK TUITY

BackgroundObject sik 3HaueHHs1.

Generate() [TyOiuHMI METOT 110 BiATIOBIIa€ 3a

reHepaito 00’ eKTiB

LoadAssetsFromResources() [TyOniuHMif METO 110 BiATIOBiTaE 3a

3aBaHTaXEHHS! HEOOX1HUX PECYPCIB

FillIBackgoundObjectByType [TpuBaTHMIA METOJI IO BiJMIOBiTA€ 32

3aII0BHEHHS 00’ €KTaMU

CreateGameField() [TpuBaTHMIA METOJI IO BiJMOBITA€ 32

reHepalliro iIrpoBOro MoJs

SpawnBackgroundObjects() [TpuBaTHMIA METOJI 110 BiJNIOBi/a€ 32 CIaBH

OekrpayHa 00’ €KTiB

OverlapBackgroundSpawnCheck| ITpuBaTauii OyieBuii METO IO BiMOBIIa€E 3a
MepeBipKy iICHyBaHHS 00’ €KTa y 3a1aHii
toulli, moBeptae false skimo 00’ekT € y
MIEBHOMY paJiiyci, Ta true skmo o0’ eKTiB

HEMAE

4) Kmac Gameltem mro siBiiste co00r0 Kj1ac 110 BiAMOBiAA€ 3a irpoBi 00’ €KTH Ha
Marii, yHaciiyBaHHuit Bij kinacy MonoBehaviour. Metou Ta mosnst kiiacy
mpeacTaBiieHi y Tabmuii 2.14



Tabmur 2.14 — Onucu MeToiB Ta nomiB kinacy Gameltem

Id [TyOiuHa BIacTHBICTH THITY INt, 1110 30epirae

YHIKaJIbHUH 11eHTH(IKaTOp 00’ €KTa

Name [TyGmiuHa BIacTuBicTh THITY String, mo

30epirae Ha3By 00’ €KTa

Contacts [Ty6miunmii cimcok 06’exriB Tumy Cell, mo
30epirae CrUCoOK STUYEHOK JI0 STKUX

JTIOTOPKAETHCS MIOTOYHUN 00’ €KT

SizeOnGrid [TyGniuna BnacTuBicTh TUIy Vector2Int, mo

30epirae po3Mpip 00’€KTy Ha IrpOBii Marti

OnDrawGizmos() [TpuBaTHMIT METO/ 110 BUHUKAE TIPU
nepeMaTiOBaHH1 1HIUKATOPIB, MOTPIOEH IS

nebary

FixedUpdate() [TpuBaTHHIA METOJT III0 BUHUKAE TIPH KOKHOMY
Tiky (izuku B Unity, Bukinukaerbes 60 pasis

Ha CEKYH]Y

CellCollisionCheck() [TpuBaTHUMII METO/ IO BIAMOBIAE 3a

nepeBipKy KOi3ii 00’ €KTy

5) Knac LevelLoader 1110 siBIIsse cO000 KJTac [0 BiAIOBIAA€ 3a 3aBaHTaKEHHS
PI1BHIB, YHacigyBaHHUH BiJ kjacy MonoBehaviour. Metonu ta nosis kiacy
npejacTaBiieHl y Tabmuui 2.15

Tabmuus 2.15 — Onuicu MeToAiB Ta noJiB kiacy LevelLoader

templndex [TpuBatHe mosie THIry INt 110 MpeICTaBIIsAE

CcO0O0I0 1HJEKC CLICHU IJIS1 3aBaHTAKEHHS

progressBar [IpuBaTHE TOJIE IO TIPEACTABIISIE COOOO

ccuiky Ha npedad tuny Slider

progressPercentage Text [TpuBatHe nosie Tunmy TMP_ Text mio




MpeaACTaBIIsIE co00r0 CCHJIKY Ha TCKCTOBY

3MIiHHY 10 BIATIOBiAA€ 3a BiCOTOK

3aBaHTAKEHHS

Awake() [TpuBaTHMIA METOJI 1[0 BIAIOBIIAE 3a
1HIITaTi3a1Ii 0

LoadLevel(int scenelndex) [TyOiaHMI METOT 110 BiATIOBIIAE 3a

3aBAHTAKECHHS BIAIIOBIIHOI CIIEHU 11O

nepeIaHoMy 1HACKCY

LoadSceneAsync(int [TyOiuHMI METOT 110 BiATIOBIIA€ 3a
scenelndex) ACHHXPOHHE 3aBaHTAKEHHS B1IOBIIHOT

CIICHH T10 TIepeIaHOMY 1HIEKCY

6) Kmac SpawnZone 1o siBiiste co0010 Kjac 10 BiAMOBIAA€E 3a HAJAIITYBaHHS
30HU criaBHY 00’ €KTiB, yHACi{yBaHHUM BiJ Ki1acy MonoBehaviour. Meroau
Ta MOJIA KJIacy IpeacTaBlieHl y Tadmauul 2.16

Tabmuus 2.16 — Onucu METOIIB Ta MOJIB Kiacy SpawnZone

GizmosColor [Ty6miuna Bnactuicts THITy Color, 1110

BIJIMOBIIa€ 3a KOJIIP B1IOOpaKeHHS 30HU

AllowedObjects [Ty6miunuit macus Tuny ObjectType, 1o

MICTUTh JO3BOJIEHI TUIIH 00’ €KTIB JJIsl CHABHY

minObjectCount [TyGiuHa BIaCTUBICTh THITY INt, 1110

BIJIMOBIIa€ 32 MiHIMAJIbHY KUJIBKICTh 00’ €KTIB

maxObjectCount [TyOmiuHa BIacTUBICTh THITY INt, 1110
BIJINOBIJIa€ 32 MAaKCUMAJIbHY KUIBKICTh

00’€KTIB

Size [Ty6niyna BnacTuBicTh TUITY VecCtor3, mo

BIJIMOBI A€ 3a PO3Mip 30HH

OnDrawGizmos() [TpuBaTHMIT METOJT III0 BUHUKAE TIPU

nepeMaTtoBaHHI 1HIUKATOPIB 30HU




7) Kiac BackgroundObject o siBjisste CO00F0 KJ1ac M0 BiIOBIAA€ 32 00 €KT
3aJIHBOTO TIJIaHY, YHACHTITyBaHHHH Bia Kiacy MonoBehaviour. Metoau Ta
TOJISL KJTacy IpeacTaBiieHi y Tabmuiri 2.17

Tabnuus 2.17 — Onucu MeToiB Ta noiB kiacy BackgroundObject

layerMask [Ty6miuna BiaactuBicTh THIY LayerMask, mio

BIJITTOBIIa€ 32 MacKy

ObjectType [TyOiuna BnactuBicTh Ty ObjectType, mo

BI/IMOBIJIA€ 32 TUI 00’ EKTY

MinSize [TyGniuna BnacTuBicTh TUITy Vector3, mo

BIJINOBIJIA€ 32 MIHIMQJILHUM PO3MIp 00’ €EKTY

MaxSize [TyGniuna BnacTuBicTh TUITy Vector3, mo

BIJINIOBIJIA€ 32 MAaKCUMAJIbHUI po3Mip 00’ €KTY

8) Kiac GameFieldGrid mo siBnsie co00¥0 KJTac 110 BiJIMIOBIIA€ 3a CITKY irpOBOTO
noJist. Metoau Ta mosist Kiacy mpeacTaBieHi y Tabmuii 2.18

Tabnuus 2.18 — Onucu MeToiB Ta noiB kiacy GameFieldGrid

GameFieldGrid(int size) [TyOmiyHU METOX KOHCTPYKTOPY
MIPU3HAYEHUH JJIT CTBOPEHHS KJIacy, 10
npuiiMae 3MiHHY TUITY INt, 110 BiAMOBIAA€ 3a

pPO3MIp CITKHU 110 Oy/ie CTBOpEHA

GameFieldGrid(int width, [TyOmiyHUi METOT KOHCTPYKTOPY
int height) NpU3HAYCHUH I CTBOPEHHS KJIacy, 10
npuiimMae Bl 3MiHHI TUITY int, 110
BI/IMOBIAIOTH 32 PO3MIp CITKH 110 Oyjie

CTBOpEHA

Height [TyGiyHa BIacTUBICTh THITY INt, 110

BIJINTOBIJIA€ 32 BUCOTY 00’ EKTY




Width [TyOmiuHa BIacTUBICTh THITY INt, 1110

BIJIMIOBI/Ia€ 32 MIUPUHY 00’ €KTY

Cells [TyOmiunmii qeomipuuii macus Tumy Cell, o

MICTHTh CITKY

CellSize [Ty6umiuna Bnactusicts THIy float, mo

MIOBEPTAE PO3MIpP ITPOBOT KIITUHKHU

9) Kuac Cell mio siBiisie co60t0 Kiac o BiAMOBIAA€E 32 KIITHHKY irpOBOTO TTOJISL.
MeTonu Ta o Kitacy mpectaBiieHi y Tabmuiri 2.19

Tabmu 2.19 — Onmcu meToxiB Ta mosiB kinacy Cell

Cell(int x, int y) [TyOniuaMiA METOT KOHCTPYKTOPY
NpU3HAYCHUI 1 CTBOPCHHS KJTacy, 110
npuiimMae 1Bl 3MIHHI TUITY 1nt, 110

BIJIMOBIAAIOTH 33 MICIIEPO3TaITyBaHHS

KJIITUHKU

Awake() [TpuBaTHMIA METOT IO BiIIOBiTA€ 32
1HIIT1aJT13a111 10

ISEmpty [TyOiuna BnacTHBICTh THITY DOOI, 1110

noBepTae true y pasi Ko B il KJIITHHII
Higoro Hema, Ta false sikmro Tyt

PO3TaIlIOBAHHUM SIKHICh 00’ €KT

GameFieldPossition [Ty6niuna BnacTuBicTh THITY Vector2Int, mo

BIJINOBIJIA€ 32 MICLIEPO3TAlTyBaHHS KIIITUHKH

Contains [Ty6miyna BnactuBicTh Tuiy Gameltem, mio
BIJIMOBI1a€ 3a 30epexeHHs 00’ €KTY 1110

3HAXOOUTCA B KJIIITUHII

Size [Ty6miuna Bnactusicts THIy float, mo

BiJIMOBIIa€ 32 (DI3UYHUN PO3MIP KITITUHKU

OnTriggerStay(Collider [TpuBaTHUIT METO/I IO BUHUKAE KOJIU 00’ €KT




collider) 3HAXOUTCS BCEPEIUHI KOJLIalaepy

OnTriggerExit(Collider [TpuBaTHUI METO/ 110 BUHUKAE KOJM 00’ EKT
collider) BHUXOJIUTH 3 KOJUIAiaepy
OnDrawGizmos() [TpuBaTHMIT METOJI 1110 BUHUKAE TIPU

nepeMaioBaHHI 1HIUKATOPIB

3AKICTb TA TECTYBAHHSA TPOI'PAMHOI'O 3ABE3IIEYEHHSA

3.1 TectyBanHs KJaciB rpu-crparerii
[Tix gyac po3poOKM rpa MpOXOUTh ACKIIbKA CTaJI1i, BC1 BOHU BiJIOOPaXKIOTh

KUTTEBUN ITUKIT PO3POOKHU TpH, 110 300paskeHU Ha PUCYHKY 3.1.

R
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Pucynox 3.1 XXutTteBuii iuki po3poOKu rpu

ITinroroBKa: Ha IILOMY €Talll BUKOHYETHCA 171€ TPH, PO3KaIPOBKa, QYHKIII],
aHaji3 BUMOT Ta JokyMmeHTallis. Lleit eTan BKiIrouae TeXHIYHUN MTPOEKT 1 crierudikariii
GyHKLIHA, apXITEeKTypy I'pH, HaKJIaJACHHS KaJapiB, aHIMAI110, pO3IJISIal0ThCS HACTYIIHI

IIyHKTH!

J PoGoTa Hat My3HKOI0, KaMeporo (HaJlalTyBaHHS 3yMY,

KiHemaTorpadigyHOi KaMepH 1 T.11.), TpaBIleM Ta HOTO JisIMHU.

L Jlorika Xo4y rpu, nmpaBujia Ta YyMOBH AJId JOCATHCHHA HACTYITHOT'O

piBHS



o Tpurepu 00’€KTiB 1 TOIN, pe3ynbTaTH, IEPEMILICHHS Ta

HO3I/IHiOHYBaHH$I rpaBOst, CTATUCTHUKA I'paBLIA.

o HeinTepakTuBHA NOCTIIOBHICTD, CIIeialbH1 €)EKTH, TUTYIIbHI

eKpaHu, 6araTOKHOIKOBI JTii

o Cnocobu kepyBaHHsI, (PyHII1I0HAT KHOTIOK, po0OTa HaJl KEpyBaHHSIM
reiimmany, epextu yaapy/Biopaiiii, opopMICHHS IOPUANYHOI CTOPOHH MUTAHHS,

KOPUCTYBAILIbKOI yroau

BupoOHHMITBO: Ha ILOMY €Tari BUKOHYETbCS (pakTHUUHE KoayBaHHs. Lleit eTan

BKJIIOYA€E KOJTyBAaHHSA Ta IHTETPALi0 PI3HUX MOJIYJIB.

TecTtyBaHHsI Ta PO3rOPTAHHS: HA ILOMY €Talll BAKOHYIOThCS (DYHKIIIOHAJIBbHI
TECTH, perpeciiiHe TecTyBaHHsl, ajbda, OeTa TecTyBaHHs. TecTyBaHHS HOKPUTTS 1
MOTOKIB, IIUTICHOCT1 JJAHWX, TECTYBaHHSI HA OCHOBI aJITOPUTMY, TECTYBaHHS IIUISXY, a
TaKOK IHKPEMEHTHE T€CTyBaHHS, 110 IPOBOJIUTHCS 32 IOMIOMOT0I0 IHCTPYMEHTIB

TECTyBaHHS MOOUIBHUX 1TOP.

TecTyBaHHS 1rOp — 1€ IPOLIEC TECTYBAHHS B1I€OITP JUIsl KOHTPOJIIO SKOCTI.
OcHOBHaA MeTa TeCTyBaHHS 1rop MOJIATAE B TOMY, 11100 BUSIBUTH Ta BUSABUTU Je(EKTU Ta
MOMUWJIKH Y B1JIEOTP1 Ta MOKPAIIUTH CTAOUTBHICTD T MPOJYKTUBHICTh. Te€CTyBaHHS 1rop
€ KOMIIOHEHTOM PO3POOKH 1rop, SKUH JOTIOMarae nmepeKoHaTHCs, 110 BiJICOITPH, SIKi
Oy1yTh OmyOJIIKOBaH1, HE MalOTh KPUTUYHUX TTOMUJIOK Ta HEAOJIKIB. Takox
TECTYyBaHHS 3 TOBTOPIOBAHUM IPOLIECOM, Yepe3 T€ IO KO’KHA HOBA 301pKa MOXKe

MICTUTH HOBI TIOMUJIKH, 1 cCaMe TOMY KOKHOTO pasy ii MOTpiOHO peTeNbHO MEePEBIPITH

Yce TectyBaHHS TpU Ma€ 6a30By CTPYKTYPY, HE3AJICKHO BiJl pO3MIipy I'pH Ta Yacy,
HEOOX1THOTO /I CTBOpPeHHS Tpu. DaxiBerh 13 3a0e3neYeHHs SKOCTI TOBUHEH BUBUYUTU
npaBuia Ta BAMOTHY T'pU, PO3YMINTH 3arajibHy apXIiTeKTypy KOMIIOHEHTIB I'pU Ta
apxIiTEeKTypy (pailiniB, MOTIKIB, @ TAKOX (PailJIOBI CTPYKTYpH Ta 3aJICKHOCTI, ITOB’s13aHi 3
I'pOIO, 3 KO’)KHUM HOBUM MPOTOTUIIOM T'PU OTPIOHO YACTO MEPErJIsIaTh TECTOBI

JIOKYMEHTH, 11100 OHOBUTH OY/Ib-sIK1 3MIHM B crieliudikariisix, HOBl T€CTOB1 MPUKIAIN



I'pU Ta MATPUMKY HOBOI KOH(pirypartii. Tectep Bifeoirop NOBUHEH NEPEKOHATHUCS, 11100
KOJITHUX HOBUX IMpoOsieM He Oy, a Ti Akl OyJv BUSBIIEHI TOBUHHI OyTH PETEIHHO
3aJlyKOMEHTOBaHi, 1100 HaAaTH MOKJIUBICTh PO3POOHUKY IIBUKO BUSBHUTH Ta

BUIIPABUTH MPOOJIEMHE MiCIIE.

Ha choroanimHiii 1eHb ICHY€E JOCUTh 0araTo pi3HOMaHITHUX BHIB TECTYBaHb,

HMXYC HABCACHO HOHy.HHpHi MCTOJU TCCTYyBaHHA iFOp:

1)  ®yuknioHajibHe TecTyBaHHsS - Tectepr QyHKIIOHAIBHOCTI
IIYKalOTh 3arajibHi mpobiemu B rpi abo B iHTEepdeiici KopucTyBayda Ta rpadii,
HaIPUKIa], MPoOJIeMH 3 IPOBOI0 MEXAHIKO0, MPOOJIeMH 31 CTaOUIBHICTIO Ta
IUJTICHICTIO ITPOBUX aKTHUBIB. TecTyBaHHs 1HTepPeiicy KopucTyBaua 3abe3reuye

3pYYHICTH TPH.

2)  TectryBanHs Ha cyMicHicTBb - [lepeBipka CyMiCHOCTI TPH Ha Pi3HHX
IPUCTPOSX 1 HA PI3HUX KOHPIryparisix o0alHaHHS Ta TPOTrPaAaMHOTO
3a0e3neueHHs. [Ipukiaa: BCTaHOBIEHHS Ta IPU Ha BCIX MIATPUMYBaHUX
KOHCOJISIX/HACTUIBHUX KOMIT F0T€pax/MOOUTbHUX TeleOHaX Ta MepeBipKa ii

paIe3aaTHOCTI

3) TecryBaHHs MPOAYKTHBHOCTI - [IepeBipseThcst 3aranbHa
OPOAYKTUBHICTb I'PH, HANAIUTYBAHHS IPOyKTUBHOCTI BUKOHYETHCS JISI
ONTHUMI3alli 'PH Ta MOKPALIEHHS 11 IBUAKOALI. Baxnusi napamerpu

MEePEBIPSAIOTHCS M1/ YaC TECTYBaHHS MPOYKTUBHOCTI:

o Yac BIAMNOBI/I HA KIIIEHTI Ta CEPBEPAX, Yac 3aBEPLICHHS
TpaH3aKIlii, MAKCUMaJIbHA MTPOTYKTUBHICTh, IOBTOBIYHICTh, ITOKPUTTS
MepeXi, BUTIK 1TaM’sIT1, HU3bKUH PIBEHB MaM’SITi, HU3bKUW PIBEHB 3apsTy
aKyMYyJIATOpa, 4ac 3aBaHTXKCHHS TPOTpaM, OJTHOYACHUH JTOCTYII JI0
cepBepa Mporpamu, MBHUAKICTh, TPOITYCKHA 3/1aTHICTh, HAIWHICTD,

MacmTaboBaHICTh TOIIO.



o CrnioxxuBaHHs OaTapei Ta MPOAYKTUBHICTD Ipadiky -
BUMIPIOETHCS CIIOKUBAHHS OaTtapei MOOUIBHOT TpH, CTIOKUBaHHs OaTapei
Mae OyTH ONTHMAaJIbHUM MPOTITOM JOBTHX TOJAMH, a PEAKIIisi Ipu Mae OyTH

BaILOBiJ'ILHOI-O Ipu pi3HI/IX 3HAaYHHX HaBAHTAXXCHHIX Ha piBHHX MMPpUCTPOAX

o OOMexeHHs Tpoliecopa Ta Mam’sITi - JIYUITbHUKH

HpOI[YKTI/IBHOCTi BHKOPHUCTOBYIOTBHCA JIA BI/IMipI-OBaHHSI HaBaHTa>XCHHAA

Ipoleccopa Ta CIOKUBAaHHA MaM’ SIT1 MPOTPaMH.

o [TigkroueHHs 10 MEepeXkKl - BUMIPIOETHCS Yac BIATYKY
MOOUTBHUX irop y pisHuX Tunax mepex (Wi-Fi, 2G, 3G, 4G), ne nae
3arajbHe YsIBJICHHS IPO T€, HACKUIBKH 100pe rpa Oyne mpaitoBaTu B

HEHAJINHUX MEpekax, TAKOXK MepeBipKa 3B’ 3Ky MK MOOLITbHUMU

IPUCTPOSMHU, EHTPaMU OOPOOKH JTaHUX, TYT OUIbIIE TPUAUIAIOUTD yBary

yacaMm MiK, HeCTaOUTbHUM 3’ €HAHHSM, JyOJIFOBaHHIO TaHUX, BTpaTi

MAKEeTIB Ta ()parMeHTalis TaHuX.

4) TecTyBaHHSI HA BiIMOBIAHICTH - BIAMOBIIHICTH BUMOTaM PUHKY

(manpukian, npasmiam Apple App Store, abo Google Play Market),

BIJIMOBITHICTh KOPIIOPATUBHIM MOJITHUII (HATIPUKIIA MepEeBIpKa Ha 3a00POHECHHUIA

BMICT). BiZIMOBIHICTh TaKOK MOXE CTOCYBATHCS PETYJISITOPHUX OPraHiB, TAKUX

sk PEGI ta ESRB ToMy 110 K0’Ha rpa HalliJieHa Ha IeBHUI PEUTHHT, SIKILO €

HECTIPUSTIMBUIN BMICT, IKMI HEBIAMOBIIHI 111 0a)KaHOTO PEUTHHTY, TOJ1 BC Il

MICLS IOBUHHI 1IEHTU(]IKYIOTUCA Ta PO HUX HEOOX1AHO MOBIIOMUTH IS
BUIIPABJIEHHS, 00 HaBITh OJJHE MOPYIICHHS M1/ Yac NOJaHHS HAa CXBaJCHHS
JiIIeH31i MOKe MPU3BECTH JI0 BIIXUJICHHS I'PH, 110 CIIPUYUHUTH JT0JATKOBI

BUTpATH Ha MOJAJIbIIC TCCTYBAHHSA Ta IIOBTOPHY IMOJa4y.

5) TectyBanus JiokaJizauii - TecTyBaHHs JoKam3ali crae
HAJ3BUYAHO BaXKJIMBUM, KOJIM rpa Opi€HTOBaHA Ha rjao0aibH1 PUHKU, HA3BU

1rop, BMICT 1 TEKCTH MOTPIOHO TIEPEKIaIaTh Ta TECTYBATH 3a JOIIOMOTOIO



IPUCTPOIB KIIBKOMa MOBaMH, TaKl TUIIH TECTIB 3a3BUYall BUKOHYIOTHCSI IIBUKO

3a JOTIOMOTOI0 XMapHOTO JOCTYITY 10 IPUCTPOIB 1 aBTOMATH3AIlil TECTYBaHHS.

6) TecryBanHs Ha 3aMO4YyBaHHs - [le TecTyBaHHs aBTOMATH3AIll TPH
nependayvae BIATBOPEHHS TPU MPOTATOM TPUBAJIOTO Yacy B CAMHUX PI3HOMAaHITHUX
pexxuMax poOOTH, HAPUKIIaA, poOOTa KOJIM MEPCOHAX MPOCTO CTOITh SIKHIChH
IPOMIXKOK 4Yacy, IepeBipka rpu Ha nay3i abo Ha TUTYJIBHOMY €KpaHi. 3aBIsSKU
IIbOMY TECTYBAaHHIO MOXXHA BUSIBUTH JIOCUTh KPUTUYHI HEIOJIKH, TaKi sIK BUTIK

nam’siTi a00 MTOMUJIKA OKPYTJICHHS.

7)  TecTtyBaHHS Ha BiTHOBJIEHHS - Y MporpaMHOMY 3a0e3MeUYeHHI
TECTyBaHHs B1JIHOBJIEHHS NIEPEBIPS€ HACKUIBKH 100pe Mporpamy MOXHa
BIJIHOBUTH TIiciIs 3001B 00OJ1ayHaHHs Ta 1HIIMX 3001B. [Iporpamy crermiaibHO
BUBO/JISATH 3 JIAJTy, @ TIOTIM CIOCTPET1IOTh, SIK BOHA BIJIHOBIIIOETHCS MMICIJISI YMOB
300t10. Le#t Bu TeCcTyBaHHS JA0MIOMArae MpoTeCTYBAaTH MPOTpaMy Ha PaXyHOK

BTpaTH IUTICHOCTI JAaHHUX MPU PI3HOMAHITHUX 30051X.

8) IlepeBipka 0e3meKku — poOJIATHCS TaKi IEPEBIPKH TSI TOTO, 100
NEepPEeBIPUTH HACKUIIBKH MPOTpaMHe 3a0€3MeUeHHsI 3aXUIICHE Bl PI3HUX
30BHIIIHIX 3arpo3. CI0[i1 BXOAATh MEPEBIPKHU HA 3aXUCT TaHUX B1J 30BHILIHIX
3arpo3, MOKJIMBICTh HEKOHTPOJIBOBAHUX OOMEXEHb IOCTYIY IO CUCTEMH,
NOPYILLIEHHS JaHUX, TIOMUJIOK ONepalifHOI CUCTEMH, CUCTEM 3B'SA3KY Ta MepeBipKa

ITOPUTMIB IIH(PPYBAHHS.

[1ix yac po3poOKM rpu-cTpaterii AJid BiAJIaroKEHHs poOOTH Ta MOUTYKY OariB

Oy BUKOHaHI (DYHKIIIOHAJIbHI TECTYBaHHS, HEBEJIMKE TECTYBAHHS Ha CYMICHICTb(3a

paxyHOK T€CTyBaHHs Ha HOYTOYII1, @ TAKOX eMYJISITOP1), a TAKOXK TECTYBAHHS

MPOYKTUBHOCTI JUIsl MOLIYKY Ta BUMPABIICHHS KPUTUYHUX HENOMIKIB. TecTyBaHHS

HAKIITAJIT TECTYBAaHHS Ha BIAMOBIIHICTh, O€311€KOBE TECTYBAHHS, TECTYBaHHS

JoKai3aiii BAKOHAH1 He OyJIM yepes3 Te 0 MpeAcTaBiIeHa 1 po3pobdena mporpama €

TEXHIYHUM MPOTOTUIIOM JJIsl IEMOHCTpAI[li OCHOBHUX MOXIJIMBOCTEU PO3pOOIEHOI

CUCTEMU. Y MOJATBIIIOMY PO3BUTKY i yac (IHATBHUX CTaAii pO3pOOKH 3a3HAUCHUX



BUIIIE 111 TECTYBaHHs OyIyTh BUKOHAHI y pa3i HeoOxiaHocTi. Konx po3pobaeHoi

nporpamu MicTuThes y Jlogatky A
3.2 JleMoHCTpAallisi NPOrpaMM Ta NMePCNeKTUBH PO3BUTKY MPOEKTY

Ha nonepennboMy etarii po3poOKH Ha MiACTaBl TEXHIYHOTO 3aBJIaHHS, OYJI0
CTBOPEHO MOBHICTIO p0oO0Yy porpamy rpy-CTpaTerito Ajs IeCKTOMHUX KOMIT IOTEPIB.
[Iporpamue 3a6e3nedeHHs 0ysi0 po3pobIIeHE 3 ypaxyBaHHSIM HOBITHIX TEXHOJIOT1H, sSIK1
3HAYHO 3MEHIIYIOTh HABAHTAKEHHS Ha CEpPBEP, Ta MOKPAILYIOTh BPaXKCHHS
KOPHUCTYyBaya BiJl KOPUCTYBaHHS Mporpamoro. [Iporpama moBHICTIO BiIOBIa€ BUMOTAM
710 PYHKIIIOHAIBHUX XapaKTEPUCTUK, BUMOTAM JI0 OpTaHi3allli BXITHUX Ta BUX1THUX
JaHUX, BUMOTraMm J10 HajiiHocTi [13, Ta 1HIIMX BUMOT, 3a3HAYEHUX B TEXHIYHOMY

MIPOEKTI.

['pa-cparerisg B pexuMi peaibHOr0 4Yacy MOXKe OyTH 3aBaHTakKeHa 3 CaluTy
aucTpuO’10TOpa, Marasuny irop(takomy sik Steam, Epic Games Store uum nozioHux) abo
KyIuieHa 06e3mocepeIHbO Y AKOCT1 (PI3UYHOT KOMii y Mara3uHa Ha JIUCKY, UM 1HIIIOMY
Hocii. Po3Mmip nporpamu He nepsuiye 200 meradaitt . [l noyatky podotu 3
IIpOTrpaMoro ii He0OX1THO BCTAHOBUTH 3a JIOTIOMOT0F0 iHCTanepa. st KopeKTHOi poOoTH
MporpaMu KOMIT I0T€p KOPUCTyBavya MOBUHEH BIAMOBIIATH MiHIMAJIbHUM
PEKOMEHIOBAaHUM BUMOTaM, a TaKOK Ha KOMIT F0Te€pl TOBUHHI OYyTH BCTAHOBIIEHI BCi

nOTPiOH1 JApaiiBepa Jisi poOOTH 3 armapaTHO YaCTHHOIO, Ta Hallp 3arajibHUX 010J110TEK.

Hwxue Ha pucynkax 3.2-3.8 npecraBieHnii OCHOBHUH 1HTEpdeiic Ta

MO>KJIMBOCTI TPH.
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BUCHOBKU

B xoni BHKOHaHHS AWIUIOMHOI pOOOTH TMPOBEACHO aHaTI3 MPEAMETHOI Tamysi
po3poOKu irop-ctparerii. KirouoBi mpoOiemu, ski MOXHA BHULIWATH, IIOB’sA3aHI 3
BIJICTYHICTIO 1Ie# y ’kaHpi Ta HOTO 4YacTKOBOMY 3acToro. Lle mpu3BoauTh 10 BTpaueHHs
[IJIbOBOI ayauTopii. Takox Oyio MpoBEIEHO aHaji3 3ac00iB Po3pOOKH PO3BAKAIBHOTO
POrpaMHOTro 3a0e3MeUYeHHs, B pe3yibTaTl SIKOro y SIKOCTI MOBH MpPOTpaMyBaHHS OyIio
obpano C#, mo 3a0e3mnedye peasi3oBaHO MOBHY MIATPUMKY 00’ €KTHO-OPIEHTOBAHOTO
IporpaMyBaHHs, Ma€ MOTYXHI BOY/10BaH1 (PyHKIIIT /1t 0OpOOKH TEKCTOBOI 1H(pOpMaIIii,
a TaKOX IIUPOKY MIATPUMKY Ta PO3MOBCIOPKEHHS, & TAKOXK Y SKOCTI IFPOBOrO PYIIis
Ooyno o6pano Unity, mo 3a0e3neuye MPUCKOPEHHS PO3POOKU 3aBISKH 3PYUYHOMY
iHTepdeiicy, BOyIOBaHHUM (YHKI[ISIM Ta HaJalITyBaHHSIM, a TaKOX MOKIIMBICTIO
30MpaTH TOTOBUHM MPOEKT MiJT Pi3HI MIATHOPMH.

B pesynbTaTi BUKOHAaHHS JUIJIOMHOI POOOTH OyJIO JOCATHYTO MOCTaBICHUX
[iJIed 1 BUKOHAHO PO3POOKY PO3BAKAIBHOIO MPOIPAMHOTO 3a0e3MeUYCHHS y BHIJISII
rpU-CTpATETi, SIKE MOXE€ OyTH BHUKOPUCTAHO A PO3BAXKAIBHUX IIIEH Mia 4ac
cynpoBoay no3Bimia. [Iporpamue 3abe3nedeHHs: peaizoBaHe y BUIJISAL MPOrpaMu Ta
3aJI0BOJIbHSIE BUMOraM, MOCTABJICHUM B TEXHIYHOMY 3aBJIaHHI 1 BUKOHY€E BCl OCHOBHI
byHKITI.

[Iporpamue 3abe3nedyeHHs MOXKE MPAIIOBATH Tij YMPABIIHHIM OMEPaliifHOl
cuctemu Windows 7 Ta Bulle, Ta ToTpeOye HasBHICTh KOMIT IOTE€pa IO BIJMOBIAAE SIK
MIHIMYM MIiHIMaJbHUM CUCTEMHUM BHMOTraM. TecTyBaHHs Ta BHMIpPOOYBaHHS JaHOTO
IpPOrpaMHOTO  MPOAYKTY TMOKa3ajlo, M0 TMporpaMHe 3a0e3lmeueHHs  YCIIITHO
CIIPABISIETHCS 3 TIOCTABIICHUMH TIEpe HUM 3aJladaMH, Ta HE Ma€ KPUTHIHUX HEIOJIKIB
Ta OariB. BukopucTtanHs mporpaMHOTrO 3a0€3MEUYEeHHS] Yepe3 BUKOPUCTAHHS THUITOBOTO

JU1s Tpatis iHTepdeiica He moTpedye 101aTKOBOTO HaBYaHHS.
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JOJATKH
Joparoxk A
Koxa nporpamu

Menu.cs
using UnityEngine;

namespace Menu

{

public abstract class Menu<T> : Menu where T : Menu<T>

{
public static T Instance { get; private set; } = null;

protected virtual void Awake()

{
if (Instance == null)
Instance = (T)this;
else
Destroy(this.gameObject);

}

protected virtual void OnDestroy()

{
¥

Instance = null;

protected static void Open()
{

if (Instance == null)
MenuManager.Instance.CreateInstance<T>();
else
Instance.gameObject.SetActive(true);

MenuManager.Instance.OpenMenu(Instance);

}

protected static void Close()
{

if (Instance == null)

{
Debug.Log("Instance is null");

return;

}

MenuManager.Instance.CloseMenu(Instance);

}

public override void OnBackPressed()

{
}

Close();

}

public abstract class Menu : MonoBehaviour

{

[Tooltip("Destroy the Game Object when menu is closed (reduces memory usage)")]
public bool DestroyWhenClosed = true;

[Tooltip("Disable menus that are under this one in the stack")]
public bool DisableMenusUnderneath = true;

public abstract void OnBackPressed();



MenuManager.cs

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

namespace Menu

{

public class MenuManager : MonoBehaviour

{

public static MenuManager Instance { get; private set; } = null;
private Stack<Menu> menus = new Stack<Menu>();

[SerializeField]

private MainMenu mainMenuPrefab;
[SerializeField]

private InGameMenu inGameMenuPrefab;
[SerializeField]

private PauseMenu pauseMenuPrefab;
[SerializeField]

private StoreMenu storeMenuPrefab;

private void Awake()

{
if (Instance == null)
Instance = this;
else
Destroy(this.gameObject);
MainMenu.Show();
DontDestroyOnLoad(this);
}
private void OnDestroy()
{
Instance = null;
}
public void CreateInstance<T>() where T : Menu
{
var prefab = GetPrefab<T>();
Instantiate(prefab, transform);
}

public void OpenMenu(Menu instance)

{

// De-activate top menu
if (menus.Count > 0)

{
if (instance.DisableMenusUnderneath)
{
foreach (var menu in menus)
{
menu.gameObject.SetActive(false);
if (menu.DisableMenusUnderneath)
break;
}
}

var topCanvas = instance.GetComponent<Canvas>();
var previousCanvas = menus.Peek().GetComponent<Canvas>();
topCanvas.sortingOrder = previousCanvas.sortingOrder + 1;



}

/17
/17
/17
/17
/17

menus.Push(instance);

<summary>

Get prefab dynamically, based on private fields set from Unity
</summary>

<typeparam name="T"></typeparam>

<returns></returns>

private T GetPrefab<T>() where T : Menu

{

// You can use public fields with too, but need to change BindingFlags
var fields = this.GetType().GetFields(BindingFlags.NonPublic | Bind-

ingFlags.Instance | BindingFlags.DeclaredOnly);

}

foreach (var field in fields)

{
var prefab = field.GetValue(this) as T;
if (prefab != null)
{
return prefab;
}
}

throw new MissingReferenceException("Prefab not found for type " + typeof(T));

public void CloseMenu(Menu menu)

{

if (menus.Count == 0)

{

Debug.LogErrorFormat(menu, "{0} cannot be closed because menu stack is empty",

menu.GetType());

return;
}
if (menus.Peek() != menu)
{

Debug.LogErrorFormat(menu, "{@} cannot be closed because it is not on top of

stack™, menu.GetType());

}

return;

}

CloseTopMenu();

public void CloseTopMenu()

{

var instance = menus.Pop();

if (instance.DestroyWhenClosed)
Destroy(instance.gameObject);

else
instance.gameObject.SetActive(false);

// Re-activate top menu
// If a re-activated menu is an overlay we need to activate the menu under it
foreach (var menu in menus)

{
menu.gameObject.SetActive(true);
if (menu.DisableMenusUnderneath)
break;
}



}
SimpleMenu.cs

namespace Menu

{
/// <summary>
/// A base menu class that implements parameterless Show and Hide methods
/// </summary>
public abstract class SimpleMenu<T> : Menu<T> where T : SimpleMenu<T>
{
public static void Show()
{
Open();
}
public static void Hide()
{
Close();
}
}
}

StoreMenu.cs
using UnityEngine;

namespace Menu

{
public class StoreMenu : SimpleMenu<StoreMenu>
{
public void OnObjectPlacePressed(GameObject spawnObject)
{
InputManager.Instance.ObjectToPlace = GameObject.Instantiate(spawnObject);
GameManager.Instance.StartGame();
InGameMenu.Show();
}
public override void OnBackPressed()
{
GameManager.Instance.StartGame();
base.OnBackPressed();
}
}
}

InGameMenu.cs
using UnityEngine;

namespace Menu

{

public class InGameMenu : SimpleMenu<InGameMenu>

{

private bool isGridEnabled = true;

public void OnPausePressed()

{

PauseMenu.Show();



GameManager.Instance.PauseGame();

}
public void OnGridEnablePressed()
{
isGridEnabled = !isGridEnabled;
GameManager.Instance.Grid.SetActive(isGridEnabled);
}
public void OnStorePressed()
{
if (InputManager.Instance.ObjectToPlace != null)
Destroy(InputManager.Instance.ObjectToPlace);
GameManager.Instance.PauseGame();
StoreMenu.Show();
}
public void OnCameraRotatePressed(int direction)
{
switch (direction)
{
case O:
InputManager.Instance.RotateCamera(InputManager.RotationDirection.Left);
break;
case 1:
InputManager.Instance.RotateCamera(InputManager.RotationDirection.Right);
break;
}
}

MainMenu.cs

using UnityEngine;
using UnityEngine.SceneManagement;

namespace Menu

{
public class MainMenu : SimpleMenu<MainMenu>
{
public void OnPlayPressed()
{
MainMenu.Hide();
InGameMenu.Show();
SceneManager.LoadSceneAsync(1);
}
public override void OnBackPressed()
{
Application.Quit();
}
}
}

PauseMenu.cs

using UnityEngine;
using UnityEngine.SceneManagement;

namespace Menu



public class PauseMenu : SimpleMenu<PauseMenu>

{

public void OnResumePressed()

{

GameManager.Instance.StartGame();
PauseMenu.Hide();

}

public void OnExitPressed()

{
GameObject.Destroy(MenuManager.Instance.gameObject);
SceneManager.LoadSceneAsync(0);

}

}

}
ICameraBehavior.cs

public interface ICameraBehavior

{
}

void MoveCamera();

CameraNormalMode.cs
using UnityEngine;

public class CameraNormalMode : ICameraBehavior
{

private Camera mainCamera;

private Vector3 touchStart;

private float zoomMin;

private float zoomMax;

public CameraNormalMode(Camera camera, float zoomMin, float zoomMax)
this.mainCamera = camera;
this.zoomMin = zoomMin;
this.zoomMax = zoomMax;

}

public void MoveCamera()

¢ if (Input.GetMouseButtonDown(9))
{ touchStart = mainCamera.ScreenToWorldPoint(Input.mousePosition);
1F (Input.touchCount == 2)
t ZoomCamera();
else if (Input.GetMouseButton(9))
{ mainCamera.transform.parent.position = GetCameraMovePosition();
}

}

private void ZoomCamera()

{
Touch touchZero = Input.GetTouch(9);
Touch touchOne = Input.GetTouch(1);

Vector2 touchZeroPrevPos = touchZero.position - touchZero.deltaPosition;
Vector2 touchOnePrevPos = touchOne.position - touchOne.deltaPosition;



float prevMagnitude = (touchZeroPrevPos - touchOnePrevPos).magnitude;
float currentMagnitude = (touchZero.position - touchOne.position).magnitude;

float difference = currentMagnitude - prevMagnitude;

Zoom(difference * 0.01f);
}

private void Zoom(float increment)

{

mainCamera.orthographicSize = Mathf.Clamp(mainCamera.orthographicSize - increment,

zoomMin, zoomMax);

}

private Vector3 GetCameraMovePosition()

{
Vector3 direction = touchStart - mainCamera.ScreenToWorldPoint(Input.mousePosition);
Vector3 cameraParentPos = mainCamera.transform.parent.position;
Vector3 value = new Vector3(cameraParentPos.x + direction.x, cameraParentPos.y + di-

rection.y, cameraParentPos.z + direction.z);

float coefxz = 15f / mainCamera.orthographicSize;
float coefy = 7f / mainCamera.orthographicSize;

return new Vector3(Mathf.Clamp(value.x, -coefxz, coefxz), Mathf.Clamp(value.y, -coefy,

coefy), Mathf.Clamp(value.z, -coefxz, coefxz));

}

CameraObjectPlacingMode.cs

using UnityEngine;
using System;

public class CameraObjectPlacingMode : ICameraBehavior

{

private GameObject objectToPlace;
private Camera mainCamera;

private float gridCellSize;
public CameraObjectPlacingMode(Camera mainCamera, GameObject objectToPlace)
{

this.objectToPlace = objectToPlace;

this.mainCamera = mainCamera;

gridCellSize = GameManager.Instance.GameField.CellSize;
objectToPlace.GetComponent<GameItem>().InPlacingMode = true;

}

public void MoveCamera()

{
Vector3 position = GetObjectSpawnpoint();
objectToPlace.GetComponent<Rigidbody>().position = position;
if (Input.GetMouseButtonUp(@) && ItemCanBePlaced(position))
{

PlaceObject(position);

}

¥

private Vector3 GetObjectSpawnpoint()
{

var groundPlane = new Plane(Vector3.up, Vector3.zero);



Ray ray = mainCamera.ScreenPointToRay(Input.mousePosition);

if (groundPlane.Raycast(ray, out float position))
{

Vector3 worldPosition = ray.GetPoint(position);
Vector3 currentPos;

float x
float z

Mathf.Round(worldPosition.x / gridCellSize) * gridCellSize;
Mathf.Round(worldPosition.z / gridCellSize) * gridCellSize;

currentPos = new Vector3(x, 9, z);

return currentPos;

}

throw new ArgumentOutOfRangeException();
}

private void PlaceObject(Vector3 position)

{
GameItem gameItem = objectToPlace.GetComponent<GameItem>();
gameItem.InPlacingMode = false;
gameItem.transform.position = position;
InputManager.Instance.ObjectToPlace = null;

}

private bool ItemCanBePlaced(Vector3 position)

{

GameItem gameItem = objectToPlace.GetComponent<GameItem>();

if (gameItem.Contacts.Count < (gameItem.SizeOnGrid.x * gameItem.SizeOnGrid.y))

{
}

else

{

return false;

foreach (Cell cell in gameItem.Contacts)

{
if (!cell.isEmpty)

{
}

return false;

}
}

return true;

GameManager.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public class GameManager : MonoBehaviour

{
public enum GameStates
{
InGame, Pause,
¥

public GameStates CurrentGameState { get; set; }

[field: SerializeField]
public GameObject Grid { get; set; }



public GameFieldGrid GameField { get; set; }

public static GameManager Instance { get; private set; }
private void Awake()

{
if (Instance == null)
Instance = this;
else
Destroy(this.gameObject);
Initalization();
}

private void Initalization()

{
MapGenerator mapGen = new MapGenerator();
mapGen.LoadAssetsFromResources();
mapGen.Generate();
Menu.MenuManager[] menuManag = Resources.FindObjectsOfTypeAll<Menu.MenuManager>();
if (menuManag.Length > 9)
{

menuManag[@].gameObject.SetActive(true);

}
StartGame();

}

public void PauseGame()

{
CurrentGameState = GameStates.Pause;
Time.timeScale = 9;

}

public void StartGame()

{
CurrentGameState = GameStates.InGame;
Time.timeScale = 1;

}

InputManager.cs

using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public class InputManager : MonoBehaviour

{

public enum RotationDirection

{
}

[SerializeField]
private Camera mainCamera;

Left, Right

[field: SerializeField]
public GameObject ObjectToPlace { get; set; }

[field: SerializeField]
private float zoomMin { get; set; }
[field: SerializeField]



private float zoomMax { get; set; }
[field: SerializeField]
public float CameraRotationSpeed { get; set; } = 1f;

public bool isObjectPlacing

{
get {
if (ObjectToPlace == null)
return false;
else
return true;
}
}

private bool isCameraRotating { get; set; } = false;
private ICameraBehavior cameraBehavior;

public static InputManager Instance { get; private set; }
private void Awake()

{
if (Instance == null)
Instance = this;
else
Destroy(this.gameObject);
}
private void Start()
{
StartCoroutine(CameraBehaviorChanger());
}
private void Update()
{

if (!isCameraRotating && GameManager.Instance.CurrentGameState == GameManag-
er.GameStates.InGame)
cameraBehavior.MoveCamera();

if (Input.GetKeyDown(KeyCode.F))

{
Debug.Log("F pressed");
Debug.Log("Camera rotation: " + isCameraRotating);
RotateCamera(RotationDirection.Left);
}
}
private IEnumerator CameraBehaviorChanger()
{
while (true) {
cameraBehavior = new CameraNormalMode(mainCamera, zoomMin, zoomMax);
yield return new WaitUntil(() => isObjectPlacing);
cameraBehavior = new CameraObjectPlacingMode(mainCamera, ObjectToPlace);
yield return new WaitUntil(() => !isObjectPlacing);
}
}

public void RotateCamera(RotationDirection direction)

{

if (!isCameraRotating)

{

isCameraRotating = true;
StartCoroutine(RotateCamera(direction, CameraRotationSpeed) );



}

private IEnumerator RotateCamera(RotationDirection direction, float inTime)
{
Quaternion fromAngle = mainCamera.transform.parent.transform.rotation;
int angles = 90;
switch (direction)

{
case RotationDirection.Left:
angles = 90;
break;
case RotationDirection.Right:
angles = -90;
break;
}

Quaternion toAngle = Quaterni-

on.Euler(mainCamera.transform.parent.transform.eulerAngles + new Vector3(@, angles, 0));

for (var t = Of; t < 1f; t += Time.deltaTime / inTime)
{

mainCamera.transform.parent.transform.rotation = Quaternion.Slerp(fromAngle, toAn-

gle, t);

}

yield return null;

}

isCameraRotating = false;

MapGenerator.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using System;

using System.Ling;

public class MapGenerator

{

private SpawnZone[] spawnZones;
private GameObject cellPrefab;
private Dictionary<SpawnZone.ObjectType, List<BackgroundObject>> backgoundObjectsByType;

public void Generate()

{
SpawnBackgroundObjects();

CreateGameField();
}

public void LoadAssetsFromResources()

{

spawnZones = Resources.LoadAll("SpawnRestrictions"”,

typeof (SpawnZone)).Cast<SpawnZone>().ToArray();

cellPrefab = Resources.Load("Cell", typeof(GameObject)) as GameObject;
GameObject[] backgroundObjects = Resources.LoadAll("BackgroundObjects",

typeof (GameObject)).Cast<GameObject>().ToArray();

FillBackgoundObjectByType(backgroundObjects);
}

private void FillBackgoundObjectByType(GameObject[] gameObjects)

{
backgoundObjectsByType = new Dictionary<SpawnZone.ObjectType,

List<BackgroundObject>>();

foreach (SpawnZone.ObjectType objectType in

Enum.GetValues(typeof(SpawnZone.ObjectType)) )

{



backgoundObjectsByType.Add(objectType, new List<BackgroundObject>());

}

foreach (GameObject gameObject in gameObjects)

{
BackgroundObject bckgrObject;
gameObject.TryGetComponent<BackgroundObject>(out bckgrObject);
SpawnZone.ObjectType objectType = bckgrObject.ObjectType;
backgoundObjectsByType[objectType].Add(bckgrObject);

}

}

private void CreateGameField()
{
int fieldSize = 20;
GameManager.Instance.GameField = new GameFieldGrid(fieldSize);

Vector3 center = Vector3.zero;

Vector3 startPos = new Vector3((center.x + GameManager.Instance.GameField.Width/2f) -
0.5f, 0.5f, (center.z + GameManager.Instance.GameField.Height / 2f) - 0.5f);

Vector3 pos = startPos;

GameObject grid = new GameObject("Grid");
grid.transform.position = Vector3.zero;

for(int i = @; i < GameManager.Instance.GameField.Cells.GetLength(0); i++)
{
for (int j = ©; j < GameManager.Instance.GameField.Cells.GetLength(1); j++)
{
GameManager.Instance.GameField.Cells[i, j] = GameOb-
ject.Instantiate(cellPrefab, pos, Quaternion.identity, grid.transform).GetComponent<Cell>();
GameManager.Instance.GameField.Cells[i, j].GameFieldPossition = new Vec-
tor2Int(i, j);

pos = new Vector3(pos.x - 1f, pos.y, pos.z);

}

pos = new Vector3(startPos.x, pos.y, pos.z - 1f);

}

private void SpawnBackgroundObjects()

{
GameObject backgroudParent = new GameObject("BackgoundObjects");
backgroudParent.transform.position = Vector3.zero;

foreach (SpawnZone spawnZone in spawnZones)
{
int objectCount = UnityEngine.Random.Range(spawnZone.minObjectCount,
spawnZone.max0ObjectCount);

Vector3 origin = spawnZone.transform.position;
Vector3 range = spawnZone.transform.localScale / 2.0f;

for (int i = @; i < objectCount; i++)
{
//Getting the random object type to spawn form the allowed object types
SpawnZone.ObjectType objectTypeToSpawn =
spawnZone.AllowedObjects[UnityEngine.Random.Range(@, spawnZone.AllowedObjects.Length)];

//Getting the random object to spawn specified by its object type from the
dictionary



var spawnObject = backgoundOb-
jectsByType[objectTypeToSpawn][UnityEngine.Random.Range(@, backgoundOb-
jectsByType[objectTypeToSpawn].Count)];

int attempts = 0;
bool canSpawn = false;

Vector3 randomRange = new Vector3(UnityEngine.Random.Range(-range.x, range.x),

9,
UnityEngine.Random.Range(-range.z, range.z));
Vector3 randomCoordinate = origin + randomRange;
Vector3 randomRotation = new Vector3(@, UnityEngine.Random.Range(0f, 360f),
0);

Vector3 randomScale = new Vec-
tor3(UnityEngine.Random.Range(spawnObject.MinSize.x, spawnObject.MaxSize.x),
UnityEngine.Random.Range(spawnObject.MinSize.y, spawnObject.MaxSize.y),
UnityEngine.Random.Range(spawnObject.MinSize.z, spawnObject.MaxSize.z));

canSpawn = OverlapBackgroundSpawnCheck(randomCoordinate, 1);

while (!canSpawn)

{
randomRange = new Vector3(UnityEngine.Random.Range(-range.x, range.x), 9,
UnityEngine.Random.Range(-range.z, range.z));
randomCoordinate = origin + randomRange;
attempts++;
if (attempts > 60)
{
randomCoordinate = Vector3.zero;
attempts = 0;
break;
}
}

if (canSpawn)

GameObject gm = spawnObject.gameObject;
gm.transform.localScale = randomScale;
GameObject.Instantiate(gm, randomCoordinate, Quaterni-
on.Euler(randomRotation), backgroudParent.transform);
}
}

}

private bool OverlapBackgroundSpawnCheck(Vector3 center, float radius)
{
int layerMask = 1 << 6;
Collider[] hitColliders = Physics.OverlapSphere(center, radius, layerMask);
if (hitColliders.Length > @)
return false;
return true;

}
LevelLoader.cs

using System.Collections;

using UnityEngine;

using UnityEngine.SceneManagement;
using UnityEngine.UI;

using TMPro;

public class Levelloader : MonoBehaviour



[SerializeField]

private int tempIndex;

[SerializeField]

private Slider progressBar;
[SerializeField]

private TMP_Text progressPercentageText;

private void Awake()

{
GameObject.FindObjectOfType<Menu.MenuManager>().gameObject.SetActive(false);
LoadLevel (tempIndex);

}

public void LoadlLevel(int sceneIndex)

{

StartCoroutine(LoadSceneAsync(scenelIndex));

}

private IEnumerator LoadSceneAsync(int scenelndex)

{

AsyncOperation operation = SceneManager.LoadSceneAsync(scenelndex);
while (!operation.isDone)
{
float progress = Mathf.Clamp@l(operation.progress/0.9f);
progressBar.value = progress;
progressPercentageText.text = progress * 100f + "%";
yield return null;
}
}
}
BackgroundObiject.cs

using UnityEngine;

public class BackgroundObject : MonoBehaviour

{
[field: SerializeField]
public LayerMask layerMask { get; set; }
[field: SerializeField]
public SpawnZone.ObjectType ObjectType { get; set; }
[field: SerializeField]
public Vector3 MinSize { get; set; }
[field: SerializeField]
public Vector3 MaxSize { get; set; }

}

Cell.cs

using UnityEngine;

public class Cell : MonoBehaviour

{
public Cell(int x, int y)
{
GameFieldPossition = new Vector2Int(x, y);
}

private void Awake()



{
}

Size = 1f;

public bool isEmpty {
get {
if (Contains == null)
return true;
else
return false;

}

[field: SerializeField]
public Vector2Int GameFieldPossition { get; set; }

public GameItem Contains { get; set; }
/// <summary>

/// The cell size in Unity units

/// </summary>

public float Size { get; set; }

private void OnTriggerStay(Collider collider)

{
if (collider.TryGetComponent(out GameItem gameItem))
if(!gameItem.InPlacingMode)
Contains = gameltem;
}
}
private void OnTriggerExit(Collider collider)
{
if(Contains != null)
{
Contains = null;
}
}

private void OnDrawGizmos ()
{
if (isEmpty)
Gizmos.color = new Color(®, 1f, of, 0.3f); //Green
else
Gizmos.color

new Color(ef, of, 1f, 0.3f); //Blue

Gizmos.DrawCube(new Vector3(this.transform.position.x, this.transform.position.y-0.5f,
this.transform.position.z) , new Vector3(if, 0.1f, 1f));

}
}
GameFieldGrid.cs
using UnityEngine;

public class GameFieldGrid

{
public GameFieldGrid(int size)
{
Height = size;
Width = size;
Cells = new Cell[Height, Width];
}

public GameFieldGrid(int width, int height)



}

Height = height;
Width = width;
Cells = new Cell[Height, Width];

}

public int Height { get; private set; }
public int Width { get; private set; }

public Vector2Int Size
{

}

public Cell[,] Cells { get; private set; }

get => new Vector2Int(Height, Width);

public float CellSize
{

}

get => Cells[@, 0].Size;

SpawnZone.cs

using UnityEngine;

public class SpawnZone : MonoBehaviour

{

}

/// <summary>

/// The type of the object by size
/// </summary>

public enum ObjectType

{
}

[field: SerializeField]

public Color GizmosColor { get; set; } = new Color(e.5f, ©0.5f, 0.5f,
[SerializeField]

public ObjectType[] AllowedObjects;

[field: SerializeField]

public int minObjectCount { get; set; }

[field: SerializeField]

public int maxObjectCount { get; set; }

Small, Medium, Large

public Vector3 Size

{
get => this.transform.localScale;
set => this.transform.localScale = value;
}
private void OnDrawGizmos()
{
Gizmos.color = GizmosColor;
Gizmos.DrawCube(transform.position, transform.localScale);
}

Gameltem.cs

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

0.2f);



public class GameItem : MonoBehaviour
{
/// <summary>
/// Returns the uniq game item id based on Unity.GetInstanceID()
/// </summary>
public int Id { get => this.gameObject.GetInstanceID(); }

[field: SerializeField]
public string Name { get; set; }

[SerializeField]
public List<Cell> Contacts = new List<Cell>();

/// <summary>

/// Object size on grid, by default 1x1

/// </summary>

[field: SerializeField]

public Vector2Int SizeOnGrid { get; set; } = Vector2Int.one;

public bool InPlacingMode { get; set; }

private void OnDrawGizmos()
{
Gizmos.color = Color.cyan;
BoxCollider coll = this.gameObject.GetComponent<BoxCollider>();

Vector3 collCent = transform.TransformPoint(coll.center);

Vector3 center = new Vector3(collCent.x, 0, collCent.z);

Vector3 halfExtends = new Vector3((coll.bounds.size.x / 2) - 0.025f, 0.25f,
(coll.bounds.size.z / 2) - 0.025f);

Gizmos.DrawWireCube(center, halfExtends * 2);

}
private void FixedUpdate()
{

CellCollisionCheck();
}

private void CellCollisionCheck()
{

float cellSize = GameManager.Instance.GameField.Cells[@, 0].Size;

BoxCollider coll = this.gameObject.GetComponent<BoxCollider>();

Vector3 collCent = transform.TransformPoint(coll.center);

Vector3 center = new Vector3(collCent.x, 0, collCent.z);

Vector3 halfExtends = new Vector3((coll.bounds.size.x / 2) - 0.025f, 0.25f,
(coll.bounds.size.z / 2) - 0.025f);

Collider[] hitColliders = Physics.OverlapBox(center, halfExtends,
this.gameObject.transform.rotation);

Contacts.Clear();
if (hitColliders.Length > @)

foreach(Collider collider in hitColliders)

{
Cell cell;
if(collider.TryGetComponent<Cell>(out cell))
Contacts.Add(cell);
}
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META, OB’€KT TATIPEOMET OOCHIOXEHHA

e MeTa po6oTu: po3pobka po3BaXasibHOro nporpamHoro
3abesnedeHHs y BUMMSAAI rpu-cTpaterii 3 BUKOPUCTaHHAM TEXHOMOrii
Unity Ta ctBopeHHoro Ha moBi C#.

e OO’eKT pocnigXeHHA: nNiABULLEHHS 3aKUiKaBNeHOCTi Yy UinboBol
ayauTopil 0o XaHpy, Ta PO3BUTOK XaHpy KOMM'IOTEPHUX CTpaTerin 3a
gonomMorod  po3pobkn  BrnacHoro posBaXkanbHOro MNporpamMHoro
3abesneveHHs - rpu-cTpaTerii 3 YHikanbHUMKU 0COBNMBOCTAMM

o [MpeomeT gocnigXeHHA: po3BaxarbHe nporpaMmHe 3abesneyeHHs y
BUrNA4I irop-cTparerin.
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TEXHIYHI SABOAHHA

BiamoriiHO 110 3aBAaHHS MOTPIOHO PO3POOUTH KOMIT IOTEPHY CTPaTETIuHY TPy B
pealbHOMY Yaci ska OyJae MaTH HACTYITHI TOJIOBHI (PYHKITIT Ta 0COOIHBOCTI:

e 3parHicTh OyayBaTH OyIb-sIKi CIIOPYIH Ta caMy 0a3y y OyIb-sKOMY MICITl

e MOoXITHBICTh HAKOTIMIYBATH Ta J00yBaTH PI3HOMAaHITHI peCypcH

e MoxHuBICTE anrpeiiy BXKe iCHYIOUHX MOOYTOBaHHUX CTPYKTYP

e MoxIHBICTh OyayBaTH JOJATKOBI 3aXUCHI CIIOPYIH

e bBes BHeceHHS SKHXOCh KapAHHAIBHUX 3MIH MOKIMBICTH ICPCHECTH I'PY Ha

1HIII1 TTaTopMH(TOCSTaeThCS MIISIXOM BUKOpHCTaHHS py1rist Unity)

[MPOIrPAMHI SACOBW PEANISALLII

[Onsa pospobku rpu-cTpaterii y SKOCTi MOBM nporpamyBaHHs 6yno
obpaHo C#, wo 3abesnevyye peanisoBaHO MOBHY MiATPUMKY 0O’€KTHO-
OpiEHTOBAHOIo nNporpamMyBaHHs, Mae MOTYXHi BOyaoBaHi dyHKLUiT Ans
0Bpobkn TekcToBOl iHopMaLil, a TakoX LWWUPOKY MiATPUMKY Ta
PO3MOBCIOAKEHHS!, @ TAKOX Y AKOCTI irpoBoro pyulis 6yno obpaHo Unity,
o 3abesneyye NPUCKOPEHHSI  po3pobKM  3aBASIKM  3pYyYHOMY
iHTepdency, BOygoBaHHUM YHKLiISM Ta HanawTyBaHHAM, a TaKoX
MOXXIMBICTIO 30MpaTK roTOBUI NPOEKT Nifd PisHi nnatopmu.
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BUCHOBKW

B pesyanTaTi BHKOHAHHSI IHIITOMHOI poOOTH OVIO JOCATHYTO IIOCTABISHHUX IiIel i BHKOHAaHO
PO3pOOKY PO3BaXKAIBHOI'O IIPOIPAMHOIO 3a0€3MeUeHHA Y BHIJIAAI I'PH-CTpaTeri, AKe MOXe OyTH
BHKOPHCTAHO JUIS PO3BAXKANBHHUX IUISH IJ| 4ac CyHporojy o3Biuisi. [Iporpamue zadeznedeHHs
peaizoBaHe y BUIILI POTPAMH Ta 3a/I0BOJBHSE BHMOraM, MOCTABIEHUM B TEXHIYHOMY 3aB/AHHI 1
BHKOHYe Bci ocHOBHI ¢yHkmii. IIporpamue 3a0e3medeHHs MOMKe MPAIIOBATH Tif YIPABTIHHAM
omepartifinol cucteMn Windows 7 Ta BHIIE, Ta DOTpeOye HASBHICTL KOMIT IOTEpa IO BIMIIOBINAE AK
MiHIMYM MIiHIMaJIbHHM CHCTEMHHM BHMOTaM. TecTyBaHHA Ta BHIPOOYBaHHA AAHOIO IPOrPaMHOTO
MPOJIyKTY MOKA3aJ0, N[0 NporpaMHe 3ade3ledyeHHs YCHINIHO CHPABISEThCS 3 [MOCTABIEHHMH Iepe]
HHM 33JadaMd, Ta He Mac€ KPHTHYHHX HEJOTiKiB Ta ©OariB. BHKOpHCTaHHA HOpOrpaMHOIO
3a0e3neveHHs Yepe3 BHKOPUCTAHHS THIIOBOTO JUIs Tpars iHTepdelica He morpedye [10/IATKOBOTO
HABYAHHSI.

PoGota mpofimma ampobamiio ma HaykoBo-TexHiuHa KoH(epeHITis «3acTOCYBaHHS IIPOTPaMHOIO
3abesmeuenas B IKT», M. Kuis, JIVT, 20 kBitEs 2022 poky. 3a pesynsTaTaMd ampooOartii

OIyOIIiKOBaHO TE3H JOMOBifeil: po3poOKa rpu-cTpaTerii 3 BHKOpHCTaHHS TexHonorii Unity.
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