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O0'exT po3poOKU: KOMIT IOTEpHA T'pa *KaHpy Auto battler.

Mera xBamidikaiiiiHoi poOOTH. peaiizallisi crpareriuHoi Bigeorpu Valhalla
Auto Chess na mnatdopmi Unity.

Y  BCTymi  pO3rsAaeThbcsi aHaui3 Ta CydYacHMM CcTaH  mpoOJemu,
KOHKPETH3y€ThCs MeTa KBamiikamidHoi poOOTH Ta Tamy3b 11 3aCTOCYBaHHS,
HaBEJCHO OOIPYHTYBaHHS aKTyaJbHOCTI TEMH Ta YTOYHIOETbCA TOCTAHOBKA
3aBJIaHHS.

Y mepmomy po3aili MPOBEACHO aHam3 TMPEIMETHOI Taily3i, BHU3HAYCHO
aKTyaJIbHICTh 3aBIJaHHS Ta TMPU3HAYCHHS PO3POOKH, PO3pOOJICHa TOCTAaHOBKA
3aBJIaHHS, 3a/laHl BUMOTH [0 MPOrpamMHOi peani3alli, TEXHOJIOTIH Ta MPOrpaMHHUX
3ac001B.

VY npyromy po3auli BUKOHAHO aHaji3 ICHYIOYHMX pillleHb, 00paHo Iuatdopmy
JUIsL pO3pOOKH, BUKOHAHO TMPOEKTYBAHHS 1 PO3pOOKa MpOrpaMu, HABEJEHO OIHC
QITOPUTMY 1 CTPYKTypu (DYHKIIIOHYBAaHHSI MPOTpPaMH, BU3HAUYEHI BXIJHI 1 BUXIJHI
JlaH1, HaBEJCHI XapaKTEPUCTUKU CKJIAJy MapaMmeTpiB TEXHIYHUX 3ac001B, ONMUCAHUN
BUKJIMK Ta 3aBaHTAXKEHHS [IPOTPaMu, OMKUCcaHa poOOTa MPOrPaMHu.

B exoHOMiyHOMY pO3[ili  BU3HAYEHO  TPYIAOMICTKICTH  PpO3pOOIIEHOT
1H(pOpMaIIiHOI CUCTEMU, TPOBENCHUN MIAPAXYHOK BAPTOCTI pOOOTH MO CTBOPEHHIO
porpaMu Ta po3paxoBaHO Yac Ha HOTO CTBOPEHHH.

[IpakTruHe 3HAYEHHS TOJISITA€ Y CTBOPEHHI MPOTPAMHOTO JOAATKA, B SKOMY
peai3oBaHO HAa OCHOBI PO3POOJIEHOrO aJrOpUTMY MNPUHHATTSA PIIIEHb JOCKOHATY
CTpaTerito BeJACHHS Ipu kaHpy Auto battler Ta 3anmpornoHOBaHO MpanecnpOMOKHUM
KIHIICBU TIPOIYKT JUIS HOTO BUKOPHUCTAHHS B PO3BAKAIBHUX IIUISIX

AKTyaJpHICTh JAHOTO TMPOTPAMHOTO TMPOAYKTY BHU3HAYAETHCS BEIUKUM
MOTMUTOM Ha MOJII0H1 pO3pOOKH, TOMY IIIOB HAIl Yac € JOIUIHHIM BUKOPUCTAHHS 1rop
JUTst po3Bar Jrojiei. Jlana mporpama - rpa Moke€ BUKOPHUCTOBYBATHCh KOPUCTYyBa4aMHU
JUISL PO3BAKAJIBHUX 3aXO0/IIB Ta MPHUEMHOTO BIIMOYHHKY.

Cmucox kmouoBux ciaiB: ['PA, IOHITH, KOMIIOHEHTHU, ﬂHBAﬁH,
ITIPOI'PAMA, ITPOBUI ITPOIIEC, AJITOPUTM, TPA®IKA, BI3VAJII3AILIIS.



ABSTRACT

Explanatory note: pp., fig., table,  appendix, ___ sources.

Object of development: computer game of the genre Auto battler.

The purpose of the qualification work: implementation of the strategic video
game Valhalla Auto Chess on the Unity platform.

The introduction considers the analysis and the current state of the problem,
specifies the purpose of the qualification work and the field of its application,
provides a justification for the relevance of the topic and clarifies the problem.

In the first section the analysis of the subject area is carried out, the urgency of
the task and purpose of development is defined, the statement of the task is
developed, requirements to software realization, technologies and software are set.

The second section analyzes existing solutions, selects a platform for
development, designs and develops the program, describes the algorithm and
structure of the program, determines the input and output data, provides
characteristics of the parameters of hardware, describes the call and download of the
program, describes the program.

The economic section determines the complexity of the developed information
system, calculates the cost of work to create a program and calculates the time for its
creation.

The practical significance lies in the creation of a software application, which
implements on the basis of the developed decision-making algorithm a perfect
strategy for the game genre Auto battler and offers a workable end product for its use
for entertainment purposes.

The relevance of this software product is determined by the high demand for
such developments, because nowadays it is advisable to use games to entertain
people. This program - the game can be used by users for entertainment and
recreation.

Keywords: GAME, UNITS, COMPONENTS, DESIGN, PROGRAM, GAME
PROCESS, ALGORITHM, GRAPHICS, VISUALIZATION.




IEPEJIIK YMOBHUX ITIO3HAYEHD

I'K — I'paciunmii inTepdeiic kopucTyBaya;
IC — indopmariiina cucrema;

OC - omepariiifHa cucTemMa,

[13 — mporpamue 3a0e3neueHHs;

[1K — nepcoHaIbHUN KOMIT FOTE.
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BCTYII

Ha cporoguimHii n1eHb PUHOK pO3Bar € OJHMM 3 HAUOpUOyTKOBIMIUX. 3
MOMEHTY TOYaTKy 1H(OpPMaliiHO-TEXHIYHOI PEBOJIOLII CBIT CTPIMKO PYXa€ThCS B
MaifOyTHE, CTBOPIOKOYH BCE OLIBII JOCKOHAI1 KOMIT FOTEPH.

3 MOSIBOIO MEPCOHAIIBHUX KOMIT FOTEPIB, 3 KOKHUM POKOM, iX POJIb B KHUTTI
JqroAeH mocTiiHO 3pocTae. Komm’ioTep cTaB HE3aMiHHUM MOMIYHHUKOM HE TUIBKH B
chepi eKOHOMIYHUX PO3PAXYHKIB, a i CTaB MOTYKHUM LICHTPOM PO3Bar.

Komm’rorepHi po3Bard poOJISTH SKUTTS JIIOJUHU OLIbII HACUYEHUM 1, SIK
HACIIJIOK — 1€ TTOTYKHAa €KOHOMIUHA cepa, sika MPUHOCUTH BETUYE3H1 T0XO0/IH.

Tomy He BUIIAJKOBO, 110 OCOOJIUBY POJIb Y JKUTI CY4acHOI JIOAUHU BiABOMSTH
KOMIT FOTEpHHUM Irpam, Mepuil 3 sIKMX ICHyBaJu Ha caMiil 30pi KOMIT FOTEPHOI TEXHIKH.

V cBITI iCHY€ HaJA3BUYaWHO BEJIUKA KUTHKICTh JTIOOUTENIB KOMIT FOTEPHUX 1TOP 3
PI3HUM JOCBiZIOM B il cdepi. € moyaTKiBIl, € HABYEHI JIOCBIIOM TpaBIili, TOMY Ha
IbOMY PUHKY 3aTpe0yBaHi irpoB1 MPOEKTU Pi3HOT CIPSIMOBAHOCTI.

bararo mporpamicTiB-1t0OUTENIB CTBOPIOIOTh HEBEJIMKI I'POBI IPOrpamu, sKi
HE BOJIOJIIOTh CYYAacCHOIO JOpPOTOI0 BHCOKOKIACHOIO Trpadikol 1 3BYKOBUM
CYNPOBOJIOM, fIK ITpU TOMYJISIPHUX KOMIIaHii, ajieé BOHU 4acTo abo HECYTh SIKICTh
1HHOBAIII{ B TeMIuiei, a00 BOJIOMIIOTH I[IKAaBUM CIOJKETOM, 1 B MIJICYMKY BOHU TaK CaMO
KOPHUCTYIOTHCSI BETUKOIO MOMYJIAPHICTIO 1 MPUHOCATH TBOPISIM AOCTATHI JOXOMAM.

VY ciuni 2019 poky rpyna kutaiickkux po3poOnukiB, Drodo Studio, Bumyctuia
Dota Auto Chess, BiacHy kactomMHy rpy ais rpu Dota2. [TonynspHicTs Mo, SIKHiA
1o TpaBHs 2019 poky MaB MoHaj BiCiM MUIBMOHIB T'PaBIliB, MPU3BIB 10 CTBOPEHHS
HOBOTO J>KaHPy, KM BUITYCTUB DS PSKUMIB JIJIi BXKE CTBOpPEHHX Bimeoirop. Ha
CHOTOJIHIIIHIN JeHb, kaHp Auto battler Hamidye BCbOro JuINE JB1I BCECBITHBHO
BIJIOMUX TPH, 110 POOUTH MW JKaHP AyKE aKTyaIbHUM JIJIsi PO3POOKH.

Mertoro kBamidikariiiHoi poboTu € peanizaiis crpaTteriunoi Bigeorpu Valhalla
Auto Chess Ha mardopmi Unity.

AKTyanbpHICTh pO3p00JIEHOT MporpamMu MOJSITa€ B TOMY, IO B HAIl Yac €

JOLIIBHUM BUKOPUCTAHHS 1rOp AJIs PO3Bar JIIOACH.
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Jlana mnporpama - rpa MOXE€ BHKOPHUCTOBYBAaTHUCh KOPHCTyBauaMH JIJIst
PO3BaXATBHUX 3aX0/11B Ta IPUEMHOTO BITIOYHHKY.

B pe3ynbraTi BUKOHAHHS KBali(iKaIliifHOi poOOTH CTBOPEHO JOAATOK, B IKOMY
pealli3oBaHO Ha OCHOBI PO3POOJICHOTO aNrOPUTMY MPHUHHATTS PIIIEHb JOCKOHATY
CTpaTeriio BEJICHHS TpU >KaHpy Auto battler Ta 3armpormoHOBaHO MpaIeCIpOMOKHUN

KIHIIEBHH MPOJYKT Il HOI0 BUKOPUCTAHHS B PO3BAKAIBHUX ITUISIX.



PO3JILI 1
AHAJII3 IPEJMETHOI TAJIV3I TA IOCTAHOBKA 3AJJAUI

1.1. 3araJuabHi BiToMOCTi 3 MpeAMeTHOI raay3i

1.1.1. OcHOBHI NOHATTSH KOMII’IOTEPHHUX Irop

OcTaHHIM YacoM BCE€ 4YacTillle MOXKHA MOYYTH MpO 30LIbIICHHA MaciiTadiB
PO3pOOKH MPOrPaMHOIO 3a0e3MeUeHHsT PO3BAXKAIBHOTO Xapakrepy. Jlo yucna Takux
NPOJYKTIB BIJHOCATHCA Biaeoirpu. Yepe3 HecATKH POKIB 1HAYCTpisS BlACOIrOp
3aifHsu1a  (piKCOBaHE MiICIle Ha PUHKY TOpsa 3 IHIIMMH po3BaraMu chepu
MyJIbTUME/I1a, TaKUX SIK KIHO, MYJbTHIUTIKaIs, My3uka. lle Oaratominabspani
KOMIIaHlii, 10 3aliMalOThCS PO3POOKOI0 PO3BAXKAIBHUX MPOAYKTIB Ta MPOTrPAMHHUX
3a0e3MeueHb, 0 CKIAMAIOThCS 3 MUIBHOHIB PAJKIB MPOrpPaMHOrO Koy 1 (haiisiB
MyJIbTUMEIA.

[rpu cTanu OXOMITIOBATH BEIUYE3HY ayIUTOPIIO IO BCHOMY CBITY, 3'SBIISIOUUCH
Ha pI3HUX IrPOBUX MPUCTPOsAX. BoHM cramum ckiuagdime 1 MacuTabHilIe:
nokparmiacsa o0poOKa Bi3yaJIbHOrO MPOCTOpPY, 00poOKa (i3uku 00'€KTIB 1 IITYYHUI
IHTEJIEKT. AJie HampsiMHa METOJ0JIOTisT po3poOku He 3MmiHminaca. CydacHi
KOMIT'FOTEpHI ITPU - BEJWKI 1 CKIJIaJHI MPOTrpaMHI KOMIUIEKCH. BUTpaTu TIIbKH Ha
MpOorpaMHy PO3pOOKY YacTO BUMIPIOIOTHCS COTHSIMHU JIFOJIMHO-MICSIIIB. 3a 00CATOM
3a[IITHUX TEXHOJIOTIN 3aJydeHHMX KOMITIB 1 PiBHA MpodeciifHOi MiATOTOBKU
PO3pOOHMKIB IrpOBa IHAYCTPISI TaABHO 3alHsIa aXK HISIK HE OCTaHHE Mmiclie B cBiTi IT.

Po3pobka anapaTHOi 0a3u B CEKTOPI MEPCOHATBHUX KOMIM'IOTEPIB BKE JOCHUTh
JIOBrO CTUMYJIIOETHCSI CaMe ITPOBOIO0 1HAYCTpi€r0. Po3BUTOK OaraThoX MpOrpamMHUX
TEXHOJIOT1M, 30KpeMa, BCIX MHCIUMHUX CIOCOOIB BIATBOPEHHS TPUBUMIPHUX
300pakeHb, WJIE caMe 3aBISIKH irpaM.

Knacudikariist koMmn'torepHuX irop Moxxe OyTy HaCTyMHa:

1. IlpurogHuLbKI IrpH.

2. ImiTatopu pi3HOMaHITHUX OUTB.

3. ImiTaTOpU KEpyBaHHS MPUCTPOSIMHU
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4. CnopTHUBHI IMITaTOPH.

5. ApkanHi irpu/irpu aii.

6. HactineHi irpu.

7. ImiTaTopu peanbHOCTI.

8. CtpaTteriuHi i BIiiCbKOBI IMITaTOPH.

9. Po3BuBatoui irpu Juist JiTei.

Cgit PC-irop 6arato B 4oMy CXOKHU Ha CBIT MOIYJAPHOI MY3HUKH 1 (iIbMIB:
CTBOPIOEThCS Oarato irop pi3HUX HaMEHYBaHb, JESAKl CTalOTh XITaMH 1 TPUMAIOTh
NOMYJSPHICTh MPOTITOM JIEIKOr0 4acy, 1HII 3HHUKaroTh. [locTymoBo Il XiTH cTae
BA)KKO BIJIIIYKaTH, 1 Majo-MIOMajay BOHH 3aMIHIOIOTHCS IHIIMMHU KpPAIIUMHU ITPaMH.
Hyxe mano PC-irop xuByTh Ounbiie 2-3 pokiB. 3 THUX, IO AIMCHO 3aJIUIIAIOTHCS,
0arato HaCTUIbKM T'apHi, IO CTAIOTh BIYHUMHU, 1 BOHHU 3aCIIyTOBYIOTh TOT0, I[00 B HUX
rpanu. Jleski, sik Flight Simulator a6o king's Quest, OHOBTIOIOTBCS Yac BiJl Yacy, Tak
10 iX MOKHA PO3IJISAAaTH SIK MPAKTUYHO HOBI Irpu. [HIIN 3anMIIatOThCS HE3MIHHUMU,
1 piBEHb MPOJAXIB Y HUX TaKWid, IO BOHM 3aJMUIIAIOTBCA B OO0ITYy, aje BXKE He
PEKIaMyIOThCSI aKTUBHO iX BUpoOHMKaMH. Lle irpu, sK1 He KUAAIOThCS B 04, «30JI0TI»
irpu - knacuuni PC-irpu.

OCHOBHUMU TIOHSTTSIMU B YCIX Bifieoirpax € HaCTYIHI TEPMIHHU:

1. Teiimrmuied - irpoBUid TIpoLieC 3 TOYKU 30pY rpaBld. | elMiuiell BKItOYaE B
cebe pi3HI 3MICTOBHI aCMEKTH KOMI'IOTEPHOI I'pH, B TOMY YHCIl TEXHIYHI, TaKi sIK
BHYTPIIIHHOITPOBA MEXAHIKa, CYKYIMHICTh IEBHUX METOIB B3a€MO/Iii TPH 3 TPaBIIEM 1
1H. CaMe MOHATTA redMIuies BKpal y3arajJbHEHO 1 3a3BUYail BUKOPUCTOBYETHCS IS
BUPAXEHHS OTPUMAHUX BIAYYTTIB B XOAl MPOXO/JKEHHS TPH, MiJl BIUIMBOM TaKHX
dakTopiB, sk rpadika, 3ByK 1 CIOKET.

2. IrpoBuii mepcoHax - MO3HAYEHHS MMEPCOHAXKAa B KOMI'IOTEPHUX Irpax, AKUN
yIpaBISETbCST a00 MOXKE YIPaBISITUCS JIIOJUHOIO-TPaBIEM. YTIPaBIiHHS JIIOJUHOIO
BIJIOKPEMJTIOE ITPOBI MTEPCOHAXKI B1JI HEITPOBUX, 5Kl YIIPABISIOTHCS ITPOBUM IITYYHUM
1HTENEKTOM. Y TMepeBaXKHIM OlIbIIOCTI BUMAJKIB ITPOBUM MEPCOHAX € TOJIOBHUM

repoEM 1 MPOTArOHICTOM TPH.

11



3. IrpoBuii GamaHc — B irpax (CHOPTHUBHUX, HACTUTbHUX, KOMM'IOTEPHUX Ta
IHIIMX) piBHOBara MK MEPCOHAXaMM, KOMaHIaMH, TAaKTHUKaMH TpU 1 IHIIUMHU
irpoBuMu  00'ekTamu. IrpoBuii OamaHc - OJHa 3 BUMOI JI0 «YECHOCTD» IpaBUIIL.
Oco0mmBo OanmaHC BaXKIMBHM Ui 0araTOKOPUCTYBALbKUX 1rop. Y KOMM'FOTEPHUX
irpax 1e 0ajaHc MK YUCJIaMH, 1110 OMHUCYIOTh Pi3HI XapaKTePUCTHKU B TPl - TakKi, K
Cuja TOMIKO/DKEHHS, MIBUAKICTh OIry, IIBHUIKICTH CHOPYAM OJMHHUIL 1 Oarato
iHmoro. lleit Gamanc Garato B YoMy BH3HA4Ya€ CKJIAIHICTh, IHTEPEC 1 IUIABHICTh
irpoBoro mnporiiecy. IrpoBuii 6anaHc - ogHa 3 HAUCKIQIHIIIMX CTOPIH PO3POOKH 1rop.
Po3poOHUK Tpu MNpU3BOAUTH TPy N0 CTaHy OanaHCy, 3MIHIOIOYM 1rpOBi
XapaKkTepUCTUKU B XOJ1 OeTa-TeCTyBaHHS. AJie OCTaTOYHO OaJlaHC MEPEXKEBOi I'pu
BIJITOUYETHCS MPOTATOM JESKOTO Yacy IMicis BUXOYy CaMOi I'pH, Tak SK 1€ CKJIaIHUN
MPOIIEC MIJTOHKY CaMHX HE3HAYHUX BIJIXUJICHB BiJ 30a71aHCOBAHOTO 3HAYCHHS.

OcHOBHOIO MPOOJIEMOIO ITPOBUX JOJATKIB, € HU3bKAa KPOCIUIATQPOPMOBICTD, €
0e31i4 TyKe XOpOIIMX Irop, SKi BHMAaraloTh yBard KOXHOTO, ajieé BOHU YacTo
MUIIYTBCA 1 PO3POOJSIOTBCA TUIBKKM MiA OAHY IaTdopMy. Mera CTBOPEHOTO

MPOJYKTY MOJSTaTUME B TOMY, 11100 pO3poOUTH KpoCIiiaThOpMOBUIA TOIATOK.

1.1.2. Onuc xxkanpy Auto Battler

Auto Battler - sxanp crpareriii, B sSskoMy TpaBellb pO3CTaBIIs€ TIEPCOHAKIB HA
IrPOBOMY TMOJI1, SIKI MOTIM O'FOTHCS MPOTH TMEPCOHAXKIB I1HIIOTO TpaBIl 0e3 HOro
yudacti. Cepell IpeICTaBHUKIB KaHPY MOXHa 3rajatu camocTiiHi irpu Auto Chess 1
Dota Underlords, a takox wmoaudikamii Teamfight Tactics 1 Hearthstone's
Battlegrounds s irop League of Legends 1 Hearthstone.

[Tpoobpazom sxanpy Auto Battler crama momudikaris Dota Auto Chess mis
Dota 2 Bin kutaiickkux po3pooHukiB 3 Drodo Studio, ctBopena B ciuni 2019 poky. ¥
TpaBHi 2019 poky B Hel rpasio Bxke 01M3bK0 8§ MUTBIOHIB 0Ci0.

Dota Auto Chess (2019): momiTHBIIM HEHMOBIPHOK ycmix Moaudikaii,
Benuki cTyii (Hanpukian, Valve 1 Riot Games) cTBopwin BiacHi irp, siki o(MimiitHO

CTaJIM MOPOKEHHSAM HOBOTO >kaHpy. Hanpukinan, Dota Underlords Bin Valve.
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VY koxxHOMy Matui OepyTh y4acTh KUIbKa IpaBliB. Martu siBisie co000 MiHi-
TYpHIp, B KO)KHOMY payHJl SIKOTO TPaBIli BHUITAJIKOBUM YHHOM BHOYIOBYIOTHCS B
mapd, B SKUX TMPOBOAATHCS 001 MDK KOMaHJAaMH TIEPCOHAXIB TPaBIIB B
aBTOMAaTUYHOMY peXHUMIi. Y MaTdi epemMarae OCTaHHIi 3aIUIIUBCS B )KHUBUX I'PaBELb.

Ha mouarky KoOXHOTO payHAy TpaBlll KyINylOTh IOHITIB, $KI MOXYTh
anrperanTUCS B CBOT IMMOCHJICHI BEPCii, 1 pO3CTaBISAIOTH X HA PO3MIYEHOMY ITPOBOMY
noJi. [IeBHI TUIIN IOHITIB OTPUMYIOTh OOHYCH MPHU 3HAXOKEHHI pa3oM Ha IrpOBOMY
TOJIL.

[Ticns ¢a3u po3CcTaHOBKM IOHITIB MNounMHaeThes (aza Ooro. Ilim yac Hei
PO3CTaBJIEHI IOHITH OOPIOTHCS MPOTH KOMAH/IU IOHITIB ONIOHEHTA, MPUYOMY I'paBll HE
MOKYTh BIUTMBATH Ha TMEPeOir 1, BIMOBIIHO, pe3ynbTaT 0010. biil 3akiHUyeThCS TpU
3HUIIEHHI BCiX OHITIB OJIHOTO 3 TPAaBIliB, IO MPU3BOAUTH IO YpPaKEHHS OJHE 3
rpaBIld B Ayeri.

[Ticist 3aBepiieHHs 6010 TpaBellb OTPUMYE IIIKOIH, IO 3aJICKUTh B1Jl KUTBKOCTI
1 SIKOCT1 3aJIMIIWIUCA B JKUBUX IOHITIB OINOHEHTA. SKIO y TpaBIsl 3aKIHUYETHCA

3JI0pOB'sl, TO BIH Mporpae i O1IbII HE Oepe ydacTi B 00SIX 1[bOTO MaTyy.

1.2. TlpusHa4veHHs PO3POOKH Ta 00J1aCTh 32CTOCYBAHHS

Komm’roTepHi irpu € HEBIJ €MHOI0 YAaCTUHOIO JIO3BULISI OUIBIIOCTI Cy4acHUX
MOJIOZIUX JIFOJIeH SIK B YKpaiHi, Tak 1 y BCbOMY CBITI

CydacHa KoOMIT'IOTepHa rpa — 1€ OararopyHKI[IOHAJIbHa Mporpama, sKy
BUKOPUCTOBYIOTh HE TUIBKM 3 pO3BAKAIBHMMHM, a 1 3 HaBYAJIbHUMU Ta
POMNaraHIuCTChKUMU IUISIMH.

B pe3ynbTaTi BUKOHAHHS KBali(ikaiiifHOi poOOTH Oye CTBOPEHO A0JATOK, B
SKOMY  pe€aji30BaHO Ha OCHOBI PO3POOJICHOTO aJITOPUTMY MPHUHHSATTS pillleHb
TOoCKOHaMy cTpateriio BeneHHs rpu «Valhalla Auto Chess» na mnardopmi Unity Ta
3aMpPONOHOBAHO MPAIECIPOMOKHUI KIHIIEBUH TPOIYKT ISl HOr0 BUKOPUCTAHHS B

PO3BAKAIBHUX IIIISAX.
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1.3. IliacraBa aJs1 po3pooKu

[TincraBoro ns po3poOku  kBamidikaiiiHOT poOOoTH OakanaBpa Ha TeMy
«Po3poOka xomm’1oTepHoi rpu kaHpy Auto Battler na mnatgopmi Unity» € Hakas mo
HamioHaibHOMY TEXHIYHOMY YHIBEPCHUTETY «JIHITPOBCHKA MOJITEXHIKa» BIJT

2021p. Ne - .

1.4. IlocraHoBKa 3aBIaHHSA

Mertoro kBamidikamiitHoi poOOTH € peainizailis crpareriyHoi Bigeorpu Valhalla
Auto Chess sxanpy Auto Battler va miargopmi Unity.

[IpaBuna rpu HACTYIHI: y KOXHOMY MaTdi OepyTh ydacTh KiJIbKa IPaBIIB.
Martu siBnsie co00r0 MiHI-TYpHIp, B KOXXHOMY payHJl SKOrO TpaBlli BUIAJAKOBUM
YUHOM BHOYJOBYIOTBCS B IMapu, B SKHUX MPOBOJAATHCS 001 MDK KOMaHJaMu
NEPCOHAXKIB TPAaBIIB B aBTOMATHYHOMY pEXHUMI. Y MaTyl NepemMarae OCTaHHIN
3aJIMIIUBCA B )KUBHUX T'PABEILb.

Ha mnouarky KOXHOro payHJy TrpaBLl KYINYyIOTb IOHITIB, $KI MOXYTh
anrperINTUCS B CBOT IMIOCHUJICHI BEPCii, 1 pO3CTaBISAIOTH X HA PO3MIYCHOMY IT'POBOMY
nouti. [IeBHI TUTIK IOHITIB OTPUMYIOTh OOHYCH TIPH 3HAXOPKEHHI pPa3oM Ha iIrpOBOMY
OJIL.

[Ticns ¢a3u po3cTaHOBKHM IOHITIB TounmHaeThes (aza Ooro. Ilim uac wei
pPO3CTaBJIEHI IOHITH OOPIOTHCS MPOTH KOMAH/IU IOHITIB ONOHEHTA, MPUYOMY I'paBll HE
MOKYTh BIUIMBATH Ha MEpeOir 1, BIANOBIIHO, pe3ynbTar 0010. biif 3aKiHUyeThCs Mpu
3HMINECHHI BCIX IOHITIB OJTHOTO 3 TPABIB, IO MPU3BOAHUTH 0 YPAKECHHS OJHE 3
IpaBIls B Ayei.

[Ticns 3aBeprieHHST 000 TPaBEIh OTPUMYE IIKOY, IO 3aJE€KUTH BIJ KUTHKOCTI
1 SKOCTI 3QJIMINUJINCS B JKUBUX IOHITIB OMOHEHTAa. SKIO Yy TpaBIsd 3aKiHUYETHCS
3JI0pOB'sl, TO BIH Mporpae 1 OIbII HE Oepe ydyacTi B 00X bOTO MaTyy.

3aBgaHHsM  KBamiikamiifHOI pPOOOTH € CHPOEKTYyBaTH Ta PO3POOUTH

ctpareriuny Bifeo rpy «Valhalla Auto Chess» na mnatdopmi Unity, meToro gkoi €
14



PO3BUHYTH JIOTIKY Ta KMITJIUBICTH TPaBLIiB.

TemaTuka 1aHoi poOOTH € IyXKe aKTyaJdbHOIO B 3B’A3KY 3 aKTUBHUM PO3BUTKOM
1H(OpMaIITHUX TEXHOJIOTIH B yCIX cepax HAIIOTO KUTTS, B TOMY YHCIIl B HAaBUaHHI
Ta po3Barax.

JUisi BUKOHAHHS JAHOTO 3aBJaHHS pPO3POOUTH TIPOrpaMy — KOMITIOTEPHY
JIOT1YHY Tpy. B pe3ynbTaTi BUKOHAHHS JaHOI poOOTH PO3POOHUK 3aCBOIOE MPUIOMU
MPAKTUYHOTO BHUKOPUCTAHHA OO0'€KTHO-OPIEHTOBAHOTO IMIXOMYy JO CTBOPCHHS
KIHIIEBOTO IIPOrPAMHOIO MPOAYKTY:

- peaiizye oOpaHy KOMIT'IOTEpPHY TPY;

- BOJIOJIIE METOJIaMU MOOYAOBU TpadiuHOTO iHTEep(deiicy KopucTyBaya;

~  3aJI0BOJIbHSIE BUMOTY MEPEHOCUMOCTI Ha PiBHI BUXIJHOTO KOJy, MPOCTOTO
B YCTAHOBIII 1 0OCITYyrOBYBaHHI.

JIist BUpilIeHHS WX 3a7a4 Mpu po3poOlll IrpoOBOTO JOJATKY IMOBHUHHI OyTH
BUKOPHUCTAH1 HACTYTHI PIllICHHS:

1. Po3poOka JoriyHO1 CXEMHU JOAATKY.

Po3pobka anroputmy poOOTH T0JaTKY.
Po3pobka rpadiku noaatky.
Po3pobka inTepdeiicy kopuctyBaya.

Po3pobka irpoBoro mporiiecy.

o o r W

TecTyBaHHS po3p00JIEHOT TPOrPAMH.

v SKOCT1 BX1IHUX JaHUX MMPOTPaMU BUCTYNAIOTh:
— BUOIp dirypu Ta HanpaBIEHHS X0y JJIs HEl;

— BUOIp CTOPOHU 3MAaraHHs;

—  BUOIp peXXUMYy B TPi.

BuxigHauMu 1aHuMH €:

— BigoOpaxkeHHs iryp;

— TMPOTPaBaHHS MENOIT;

—  BIIOOpaXEHHS aHIMaIlli;

— BHUBIJ pe3yJbTaTy I'pu.
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1.5. Bwumormu 10 nporpamu ad0 NporpaMHoOro BUpooy

1.5.1. Bumoru 10 pyHKIiOHAJIBLHUX XaPAKTEPUCTHK

Jlo po3po0IIOBaHOTO MPOTPaAaMHOTO 3a0E3MEeUEHHS BHCTABIISIOTHCS HACTYIHI
(GyHKITIOHATBHI XapaKTePHUCTUKHU:

1. ®irypu. [lepemimenns ¢iryp Big0yBaTUMETbCS B TPUBUMIPHOMY IIPOCTOPI,
MO’KHA pyXaTucs BIiBO, BIPABO, BIEPE] Ta HA3A/I.

JI71s1 KOKHO1 YHIKQJIBHOT (hIrypHu HEOOX1THO pO3POOHUTH:

— cBoto 3D mopens;
— aHIMalIlii MPOCTOIO;
— CBOI TEKCTYPHU;

— 3BYKHU;

— YHIKaJbHI aTaKu.

2. Tlone 6oro. HeoOximHO po3poOUTH KapTy, sika Oyne BiloOpa)kaTd 3MICT
Ha3BU TPU, a CaM€ MOKa3yBaTH 1J€IbHUN TMeH3aX s BIKIHTIB TOro yacy. Takox
OpOAYMaTH KOHTpPOJIEp KaMmepH, 1100 TpaBelpb 3MIr 3HAUTHU Ui ceOe ONTHUMallbHE
MOJIOKEHHS, JUIsl OUIbII YITKOro COpUMHATTS 1H(opmaiii. IrpoBa nomika MmoBHHHA
OyTu po3paxoBaHa JIsl JIBOX TpaBIliB, TOOTO KOJU BIAOYBAa€TbCS Xij TpaBIls, BiH
MO>K€ B3a€EMOJIISITH TUIBKH 31 CBOIMH (Pirypamu.

3. I'padiunnii inrepdeiic. [lpm 3akiHdyeHi Tpu, HEOOXiAHO BimoOpa3zuTH
MEePEMOXKIIS, 3TIIHO 3 KOJhopy TpaBiisl. B Oyap-sikuii MOMEHT rpa Moxe OyTu
NpU3yNUHEHA JJI pearyBaHHsa KOpUCTyBadeM rpadiku Ta Ty4HOCTI 3BYKIB.

4. 'onoBHE MEHIO MICTUTUME KHOIKM BUXOJYy 3 TPU Ta IFPOBHX HAJIAIUTYBaHb.
JlonaTtkoBo, NIl O3HAMOMIJICHHS 3 MPaBWJIaMU TPU Ta OCOOJMBOCTAMH JOJATKY, B
TOJIOBHOMY MEHIO MICTUTUMETHCS KHOMKA I1HCTPYKIli, fKa MOBHMHHA 3allyCTUTH

3alIUCAaHUU TeMILIEH.
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1.5.2. Bumoru g0 inopmaniiinoi 6e3nexun

Jlns HagiiHOT poOOTH CUCTEMU HEOOX1THO:

— BHUKOPHUCTOBYBATH JiIEH31HHE MporpamMHe 3a0e3meueHHS;

—  3J1MCHIOBATH 3aXMCT B1Jl HECAHKI[IOHOBAHOTO JIOCTYIIY;

—  3aCTOCOBYBATH JDKEpesio Oe3nepeOiMHOro JKMBJICHHS JJIS 3aXUCTy BIJ

nepenaaiB Hanpyru abo 3001B y KUBJICHHI;

— BHiﬁCHIOBaTH KOHTPOJIb AaHUX, IO BBOAATHCA KOPHUCTYBAUCM.

1.5.3. Bumoru g0 ckiajay Ta napaMeTpiB TeXHiYHUX 32c00iB

Jist 3amycky Bineorpu HeoOxinHa koHdirypauis IIK He ripiie MiHIMaabHOI

(tabu. 1.1), mis koMpOPTHOI TPH HE Tipile peKoMeH10BaHo1 (Tad. 1.2).

Tabmuusa 1.1

MinimaabHa KoHIrypauisi 1J4 3a1ycKy rpu

Tun Mopenb XapakTepUCTUKU

[Tpornecop Intel Pentium c2400 4 snpa o 2.40GHz

BineokapTa Intel HD Graphics 2400 CF 550, GDDR3 128-bit 1024mb

O3I1 GR1600S3Vv64L11 DDR3, 2048MB, 1600 MHz

HakormmuyBau | WD7000AAS 320GB, 7200RPM, 8MB, 3.5

Tabmums 1.2

PexomennoBana kKoH}Irypauis 1Jis 3amycKy rpu

Tun Mogenb XapakTepUCTUKU

[Tporecop Intel Core i5-2500K 4 snpa o 3.3GHz

Bineokapra GeForce GTX750 Ti CF 1072, GDDRS5 128-bit2048mb

O3I1 GR2400D464L17S DDR4, 4096MB, 2400 MHz

HakormmmuyBau | WD10EZEX 1TB, 7200RPM, 64MB, 3.5
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Takuii BuOip KOMITIOHEHTIB € OMPAaBIaHUM TOMY, II10:

— TIpOLECOpHU MIATPUMYIOTH IHCTPYKIT SSE2, HeoOXimH1 i 3ammycKy;

— BIJICOKAPTH MATPUMYIOTH Bepcii DirectX, siki BUKOPHCTOBYIOThCS;

— kinpkocTi 1 mBuakocti O3I1 BucTavae ajis mporiecis;

— mnam’sti XKJ[ Buctauae ajist 30epiraHHs irpoBux ¢amiis.

Takoxx mms BBOAY NMaHuUX HeoOXiJHa MUIIKa Ta KiaBiatypa. s BuUBOAY

KapTHHKHU MOTPiOEH MOHITOP.

1.5.4. Bumoru 10 inpopmaniifHoOi Ta MPOrpaMHOL CyMiCHOCTI

J11st KopeKTHO1 poOOTH BIZIEOTPH MOTPIOH1 HACTYIIHI MPOTPAMHI 3aCO0HU:

— DirectX — nie HaGip kommoHeHTIB Windows, sSIKHI Ja€ 3MOTY IIPOIPaMHOMY
3a0€3MeUYeHHI0, B OCHOBHOMY i 0COOJIMBO 1rpam, MpaIitoBaTH HaMpsMy 3 BIJ€O 1 ayaio
yCTaTKyBaHHAM. BiH jgomomarae e(eKTUBHINIE BUKOPUCTOBYBATH  (YHKIIIT
MYJIbTUMEIIMHOTO aKcejaeparopa, BOyJ0OBaHI B YCTaTKyBaHHS, IO MOKpAIIy€e SKICTh
BIJITBOPEHHSI MYJBTUMEIIMHOTO BMICTY B 1usiomy [5]. s 3amycky rpu nmotpioHa 10
Bepcis Habopy;

— miatrdpopma .NET Framework — 1me cepemoBuille BUKOHAHHSI, SIKE KEpye
oaTkaMu, BOHO CcKiamaethesi 3 cepeposuma CLR, ske Hamae iHCTpyMeHTH
YOPABIIHHS MaM'sITTIO, 1HIII CIYXOM CHCTEMH, Ta BEJIMKY O10J10TeKy KJaciB, LIO
JI03BOJISIE TIPOTpamMicTaM BUKOPUCTOBYBATH CTIMKWM, HaIWHUN KOJ Y BCIX OCHOBHHUX
o0JiacTsax po3poOKH J0/1aTKIB;

— OC Windows 3a0e3nedye KOMIT IOTEp yciMa HEOOX1THUMHU JpaiiBepaMH, ajie
JIpaliBepa BiJICOKAPTH HEOOXITHO OHOBHTH JI0 OCTaHHBOI BEpPCii IS IOKpAIICHHS

POYKTUBHOCTI.
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PO3JILI 2
MMPOEKTYBAHHS TA PO3POBKA ITIPOTPAMHOI'O TPOJYKTY

2.1. @yHKUioOHAJTbHE NPU3HAYEHHS MPOTrPaMu

3aBgaHHsM  KBaliikamiifHOI pPoOOOTHM € CHPOEKTYyBaTH Ta PO3POOUTH
cTpareriuny Bifgeo rpy «Valhalla Auto Chess» nHa miatdopmi Unity, MeTor0 K01 €
PO3BUHYTH JIOTIKY Ta KMITJIUBICTb T'PABIIIB.

[lepemimennss ¢iryp BiOOYBA€TbCsI B TPUBUMIPHOMY MPOCTOPI, MOXKHA
pyxaTucs BIIIBO, BIIPaBO, BIEPE]T Ta HA3a/.

Ha po3po0:eniit kapTi Bi1oOpaskaeTbes 3MICT Ha3BU I'PU, € KOHTPOJIEP KaMepH,
00 rpaBellb 3MIT 3HAUTH AJisi ceOe ONTUMAaIbHE MOJOXKEHHS, JUIS OUIBII YITKOTO
CcpuiHATTS 1HpopMalii. [rpoBa momika po3paxoBaHa Jjisl IBOX I'PaBIliB, TOOTO KOJHU
B110yBa€ThCs X1/ TpaBIis, BIH MOYKE B3a€EMOJIISTH TUIBKU 31 CBOIMH (hirypamu.

[Ipu 3akiH4YeH1 rpu BiAOOpakaeTbCcsl MEpPEMOKElb. B Oynb-IKuii MOMEHT Ipa
MOke OyTH TpHU3yNUHEHA IS peJaryBaHHs KOpHUCTyBaueM rpadiku Ta TYYHOCTI
3BYKIB.

['onoBHE MEHIO MICTUTH KHONKHA BUXOJY 3 TpU Ta ITPOBUX HAJAIITYBaHb.
JlonatkoBo, NI O3HAMOMIJIEHHSI 3 MPaBWIaMU TPU Ta OCOOJMBOCTSIMHU JOJATKY, B

rOJIOBHOMY MEHIO MICTUTBCSI KHOIIKA 1HCTPYKIIIi, KA 3allyCKA€ 3alIMCaHUMN TeMILIEH.

2.2. Onmc 3aCTOCOBAHMX MATEMATHYHHUX METO/IiB

[Tix yac MpoeEKTyBaHHS Ta PO3POOKHU TOMATKY JKOJHUX MATEMATUYHUX METO/IIB

HC BUKOPHCTOBYBAJIOCh.
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2.3.  Onuc BUKOPHCTAHOI apXiTEeKTypH Ta IIA0JIOHIB MPOEKTYBAHHS

XKuTTeBuii HUKI MPOrPaMHOTO 3a0e3MeUeHHs - 1€ 0e3nepepBHUM Mpoliec, IKU
MOYMHAETHCSI 3 MOMEHTY NPUUHATTS PIIIEHHS MpO HEeoOXiAHICTh cTBopeHHsS I3 1
3aKIHYY€ThCS B MOMEHT MOTO TOBHOTO BUJIYYEHHS 3 €KCILTyaTallli.

[cHye nexinpka MIAXOMIB IMPH BHU3HA4YeHHI (a3 Ta poOIT KUTTEBOTO IHKITY
nporpamuoro 3abesneuenns (JKLII3), kpokiB mpoiiecy mporpaMmyBaHHs, KacKajaHa 1
cripaJibHa Mojedi. AJe BCl BOHM MICTATh 3arajlbHi OCHOBHI KOMITOHEHTH:
MOCTAaHOBKA 3aBJIAHHS, IPOEKTYBAaHHA PIIIEHHS, peali3allisi, 00CIyroByBaHHS.

B nmaHomy nWMMIOMHOMY MPOEKTI BHKOPHCTAIO IMPOILEC MPOTPaMyBaHHS II0
Paiini.

[Ipouiec mporpaMyBaHHs BKJIKOYAE YOTUPH KPOKH (puc. 2.1):

—IOCTaHOBKA 3a/ayli, TOOTO OTPUMAaHHs aJIeKBaTHOTO YSBIIEHHS IPO TE, SKE
3aBJIaHHS Ma€ BUKOHATHU NIPOrpama;

—MPOEKTYBaHHS pIIICHHS BXE TMOCTABICHOTO 3aBAaHHS (3arajioMm, Take
pilieHHS € MeHII (popMaIbHUM, HIXK OCTaTOYHA Mporpama);

—KOJyBaHHS TpOTpamMH, TOOTO TEpeKIaa CIPOCKTOBAHOTO pIIICHHS B
nmporpamy, sika Moke OyTH BUKOHaHa Ha MalllvHi,

—CympoBiJ mporpamu, TOOTO Oe3NepepBHUN MPOIEC YCYHEHHS B Mporpami

HCTIOJIaaA0K 1 J04aBaHHs HOBHUX MO>KJIMBOCTEH.

TIoCTAHOEKA SAETAHHT E
ﬂ JoxyneHT

[IpoeKTVERHHA pilleHHT E
ﬂ JoxymeHt

KonoyBaHHT anropHThY E
ﬂ JoxymeHt

CYIIpOBiT IpOTpan E

Puc. 2.1. Kpoku mporpamyBanHs no Paitmi

20



[IporpamyBaHHSI TOYMHAETHCS 3 TOTO MOMEHTY, KOJIU KOPUCTyBa4, TOOTO TOH,
XTO MOTpedye mporpaMu Ui BUPILICHHS 3aBJIaHHs, BUKIIAAA€ MPOOIEMy CUCTEMHOTO
aHamTuKy. KopucTyBau 1 CUCTEMHUN aHAIITHK CHUIBHO BU3HAYAIOTh MOCTAHOBKY
3amayi. OcTaHHS TIOTIM TIEPENAETHCS  ANTOPITMICTY, SIKWA  BIANOBIZaE 3a
MPOCKTYBaHHS pimeHHsA. PimienHs (abo ajaropuTM) MpeAcTaBis€ IMOCITOBHICTh
orepalliid, BUKOHAHHS SKHUX MPU3BOJUTH JO BHpIlIeHHA 3aBAaHHsA. OCKUIbKU
QITOPUTM YacTO HE MPUCTOCOBAHUH 0O BUKOHAHHS HA MalIuHi, HOTO CJIij] IePeBECTH
B MalllMHHY mporpamy. Lls omepaliis BUKOHY€TbCS KOJIYBaJbHUKOM. 3a HACTYIIHI
3MIHM B MOporpami Hece BIANOBIIAJIBHICT CYNPOBOKYIOUMM mporpamicT. |
CUCTEMHUH aHAJITHUK, 1 AITOPUTMICT, Ta KOJAEP, 1 CYIPOBOKYIOUHI IPOrpaMiICT - BCI
BOHU € MPOTPaMICTaMHU.

VY pa3i BEIUKOTO MNPOTrpaMHOIO MPOEKTY YUCIO KOPUCTYBayiB, CUCTEMHUX
AQHATITUKIB 1 QJITOPUTMICTOB MOXKE BHIBUTUCA 3HAa4yHUM. KpiM Toro, mosxke
BUHUKHYTH HEOOXIAHICTh TOBEPHYTHUCA IO TOMEpPEIHIX KPOKIB B  CHUITY
HenependaueHnx oocraBuH. Bee 1e ciyKuTh JOJATKOBUM apTyMEHTOM Ha KOPUCTh
peTEeNBHOTO MPOCKTYBAHHS MIPOTPAMHOT0 3a0€3MEUECHHS: PE3YIbTATH KOKHOTO KPOKY
MOBUHHI OyTH MOBHUMH, TOYHUMH 1 3pO3YMUIMMHU.

OnHuM 3 HaMOLTBIIT BAXKIMBUX KPOKIB MPOrpaMyBaHHs € IMOCTAHOBKA 3a/1adi.
Bona Bukonye ¢yHKIII KOHTpPaKTy MIDK KOPUCTyBadeM 1 TIPOrpaMicToM
(mporpamMictamu). 5K 1 FOpUIUYHO MOTAHO CKJIAJAEHUI KOHTPAKT, MOraHa MOCTAHOBKA
3amaul MapHa. [Ipu rapHiil mOCTaHOBII 3aBAaHHS SK KOPUCTYBad, TaK 1 MPOTPaMiCT
SCHO 1 HEJABO3HAYHO MPEACTABIAIOTh 3aBAaHHS, SIKY HEOOX1JHO BUKOHATH, TOOTO B
IbOMY BHIIQJIKy BpaxoOBYIOTbCSI IHTEPECH SIK KOPHCTyBaya, TaK 1 HIporpamicra.
KopuctyBau Moke TUTaHYBaTH BUKOPUCTAaHHS III€ HECTBOPEHOT'O MPOrPAMHOTO
3a0e3MeyYeHHs], CIUPAIOYUCh HA 3HAHHS TOTO, IO BOHO MOXe. ['apHa mocTaHOBKa
3aBJIaHHS CIY)KHUTh OCHOBOIO JJ1s1 (JOPMYBaHHS 1i pIllIEHHS.

[TocTanoBka 3aBmaHHs (cmerudikallis Mporpamu), Mo CyTi, O3HAYa€ TOYHE,
MOBHE 1 3pO3yMiJIe OMHC TOrO, IO BIAOYBAE€THCS MPU BUKOHAHHI KOHKPETHOI
nporpamu. KopucTtyBau 3a3Bu4ail TUBUTHCA HA KOMI'IOTEP, SIK HA YOPHUM SAIIUK: JJIs

HbOT'O0 HEBAXKJIMBO, SIK MPAIO€ KOMIT'IOTEP, a BAXKJIUBO, 1110 MOXKE KOMIT'FOTEP 3 TOTO,
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IO IIKaBUTh KopucTyBaya. [Ipm 1poMy OCHOBHa yBara (QOKYCyeTbCs Ha B3a€EMOJII1
JIOAWHM 3 MAILIUHOIO.

XapakTepuCTUKH MPABUIIbHOT TOCTAHOBKH 3aB/IAHHS:

1. TouHicTh, TOOTO BUKIIOYEHHS OyIb-sIKOI HEOJHO3HA4YHOCTI. He mOBHHHO
BUHHUKATH TUTaHb WI0JI0 TOr0, SIKUM OyJe€ BHUCHOBOK MpOrpaMu IMpH KONKHOMY
KOHKPETHOMY BBEJICHHI.

2. TloBHOTa, TOOTO PO3TIAL BCIX BapiaHTIB [JIs 3alaHOTO BBEICHHS,
BKJIIOYAIOYM TOMWJIKOBUM abo HemepenOadyeHWii BBEICHHS, 1 BU3HAYEHHS
BI/IMOBIJHOTO BUCHOBKY.

3. ScHicTh, TOOTO BOHA MOBMHHA OyTH 3pO3YMIJIOI0 1 KOPHUCTYyBayeBl 1
CUCTEMHOTO aHAJIITUKY, OCKUIbKM MMOCTAaHOBKA 3aBJIaHHSA - 11€ €IMHUA KOHTPAKT MIXK
HUMU.

J1. Paiini mpomoHye Jjisi MOCTAHOBKU 3ajJjadyl KOPUCTYBATHCS CTaHIAPTHOIO
dbopmoto, ska 3abe3neuye MaKCUMalIbHy TOYHICTb, TOBHOTY, SICHICTD 1 BKJIFOYAE:

— HaliMeHyBaHHS 3aBJaHHS (CXeMaTHYHE BU3HAYCHHS);

— 3arajbHUM onuc (KOPOTKUM BUKIIA] 3aBIaHHS );

— BBEJCHHS,

— BHCHOBOK;

— TOMHWJIKHM (SIBHO TIepepaxoBaHl HE3BUYAlHI BapiaHTH BBEACHHS, 100
MOKa3aTH KOPHUCTyBayaM 1 MporpamicrtaM Ti [li, Kl 3p0OUTh MalllMHA B MOJIOHUX
CUTYyaIlisIX);

— TpuKIaja (XOpOoIIUi MPUKIIAA MOXKE MepeAaTH CyTHICTh 3aBIaHHS, a TAaKOX
MPOUTIOCTPYBATH Pi3HI BUMAJIKH).

[IpoekTyBaHHSI pIllIEHHS TPOrpaMyBaHHS € HaWOUTbII BakkuM. Ha maniit
CTa/ii MOCTAaHOBKA 3a/layl Ma€e OyTH MEpPEeTBOpPEHAa Ha aJIroputM. ToMy alropiTMicT
MOBUHEH BOJIOAITH JIOCTaTHIM JOCBIIOM MPOTPaMyBaHHS 1 MIIXOJUTH 10 KOXKHOI
HOBOI 3a/1a4l, CIIMPAIOYUCh Ha TBEPJO BCTAHOBJICHY METOJIUKY IpoekTyBaHHs. 11[00
YHUKHYTH TIOMWJIOK B TMporpaMax, airopiTMICTH TIOBUHHI BHUKOPHCTOBYBATH
pETENbHO PO3pOOJIEHI TPOLEAypU KOHCTPYIOBaHHS, 3aCHOBaHI Ha MpaBUJIaX

JIOTTYHOT'O BUCHOBKY.
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3aBaHHsl MPOEKTYBAJIBHUKA - CTBOPEHHS AJITOPUTMY, IO BUKOHYE (YHKIIT
CTHOJYYHOT JIJAaHKM MK TIOCTAHOBKOIO 3aBJIaHHS 1 TOTOBA JIJIsl BUKOHAHHS MTPOrPaMoIo.
[lepeBipKy CTBOpPEHOTO aJIroOpuTMy, TOOTO HACKUIBKM OCTaHHIM BijgoOpaxkae
MIOCTAHOBKY 3aBJIaHHS, 3[IHCHIOE CUCTEMHMI aHATITHK. Y CHIY IIbOTO 1 CHCTEMHHUHN
aHAJITUK, 1 MMPOCKTYBAIBHUK MOBUHHI BMITH YHUTATH 1 PO3yMIiTH anroput™M. KoxxeH
QJITOPUTM 3aIUCYETHCS Ha ACSKINA MCeBAOMOBA. AJITOPUTMHU, 3BaH1 TaKOXK MCEBIOKO/I,
HE MOXYTb OyTH BUKOHAHI HI Ha SKOMY KOMIT'IOTepI.

KonyBanHsi anroputmy mnosisirae B TEpeKial ajaropuTMy B mporpamy. Jlis
CTBOPEHHSI MOBHOI, TOYHOI Ta 3pO3yMLIOI MpOorpaMu HEOOX1JHI BIANOBIIHI METOIU
3anucy mnporpaM. Ha BiaMiHY BiJg OPUPOAHUX, MOBH NPOTPAMyBaHHS CTBOpEHI
CHELIaJIbHO ISl Takoro TOJAHHS PIIICHHS 3aBAaHHS, SKe MOXe OyTH BUKOHAHO
KOMII FOTEPOM.

[lepm HiX 3aBepmMTH POOOTY, KOJIPOBIIIK MOBHUHEH MEPEKOHATHUCS, IO
mporpama BIJIMOBIA€ TCEBAOKOA. [1oTiM CHCTEMHUN aHANITHUK, alrOPITMICT 1, IO
HANTOJIOBHIIIE, KOPUCTYBA4 IMOBUHHI NPOTECTYBATH 1 MIATBEPAUTH, 1110 BOHA MPALIO€
npaBuwibHO. [licias mporo MoHa BBaXkaTH, IO Mporpama roTtoBa IS Iepeaadl
KOPHUCTYBa4€Bl B KOMIUIEKTI 3 YCI€:0 HEOOXITHOIO JJOKYMEHTAIIIELO.

Onnak Ha IIbOMY TMIpOTpamMyBaHHS HE 3aKIHUYEThCS, Jalll CIIIYE KpPOK
cynpoBoay. CrpaBa B TOMY, III0 B IPOrpaMi MOXKYTb OyTH TTOMHJIKH, 3yMOBJIEH1 200
HEa/JIeKBATHOIO TOCTAHOBKOIO 3aBJaHHs, ab0 TWUM, IIO TMPOEKT HE 3aJ0BOJIbHSE
MOCTAHOBIII 3a7a4l abo mporpama He BIAMOBIAAE MPoekTy. SAka 60 He Oyna mpuyuHa,
KOPHCTYBa4 Ma€ MPaBO BUMAaraTd KOPUTYBAHHS MPOTPaMH, OCKUIBKH BiH HE YSBIISB,
1o mporpama Oyze MpamroBaTH TaKMM YWHOM. BUTpaBlIeHHS MOMHUJIOK € OJIHI€IO 3
TOJIOBHUX 3aBJlaHb CYMPOBOJY MporpaM. [HIIMI HE MEHI BaXKJIWBUM 3aBIaHHSIM
CynpoBoJly mporpam € ii moaudikaiis, TOOTO J0JaBaHHS B MporpamMy HOBHUX
MOKJIMBOCTEN abo 3MiHa icHyrouux. KopucrtyBau Moxke 3MIHUTH BUMOTH JI0 POOOTH
IporpamH, 110, Y CBOIO YepTy, Mpu3Bee A0 HeoOXiMHOCTI 11 mepenucaTi. CKIagHICTh
omeparlii 13 CymnpoBOJy MPOTPpaMH 3aJICKUTh BiJ TUIY 3MiH, SIKI TOBUHHI OyTH
3p00JIeHI: y TIpIIOMY BUIAAKY MOXKE 3HAJOOUTHUCS MOBHA MepepoOKa MporpaMu Bin

MOCTAaHOBKHU J0 KOJIyBaHHs. 3a3BMYail Ha CyNpOBIJ MPOrPAMH BUTPAYAETHCS OUIbIIE
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Jacy, HXK Ha 1i CTBOpEHHSI.

OCTaHHBOIO CKJIAJIOBOIO TMPOIIECY MPOTpPaMyBaHHS € TOKyMEHTyBaHHS. BoHO
BKJIIOYA€ HIMPOKUIN CHEKTP OIMUCIB, IO MOJETMyIOTh MPOILEC MPOTpaMyBaHHS 1
30aradyroTh pe3yiabTyrody mporpamy. IlocTiiiHe JOKYMEHTYBaHHS Ma€ CTaHOBUTHU
HEBIJI'€EMHY YacCTUHY KOXHOTO KpOKYy TmporpamyBaHHs. [locTaHoBka 3aBlaHHA,
MPOEKTHI JOKYMEHTH, aJITOPUTMHU 1 MPOrpaMU - BCE 1€ JOKYMEHTH. BHyTpiliHs
JTOKyMEHTAIlisl, 3a3Ha4eHa 0e3M0CcepeIHBO B MPOTPaMy, MOJIETTIYE YATAHHS KOTY.

BignoBigHo 10 Mojeni, MpeacTaBiIeHOI B LIbOMY IPOEKTI, MporpamMyBaHHS
MOXHAa PO3AUINTA HAa YOTHUPU KPOKHU: MOCTAHOBKY 3aJlayl, MPOEKTYBaHHS PIILIECHb,
KOJAyBaHHS TMpOTpamMH, CYyNpoOBix mporpamMu. JloJaTKOBO MOJENh BKIIIOYAE
JIOKYMEHTYBaHHSI MpOrpaMu SIK Aii, sKi HEOOX1HO BHUKOHYBAaTH MPOTSATOM BCHOTO

polecy IporpaMyBaHHS.

2.4. Onuc BUKOPUCTAHUX TEXHOJIOTiii Ta MOB MPOrpaMyBaHHSA

2.4.1. Onuc BUKOPUCTAHUX 3aC00iB MporpamMyBaHHs

Bineorpa mnoBuMHHA MOBHOIIHHO (YHKIIIOHYBaTU B ONEpaliiiHIi cucTemi
Windows.

OcHogH1 xapakTepuctuku Windows:

— rpadiuyHuil iHTepdeiic: BCl €IeMEeHTH, sIKI KOPUCTyBady OauuTh Ha €KpaHi
(BikHa, KHONKH, CMYTH CKpOJIHTY), 3HaxoasaThcs B (aitnmax OC. IcHye Oesmiu
010110TeK, SIKI MICTATh (YHKUII YNpPaBIIHHS LUMU €JIEMEHTaMH, WII0 J03BOJIE
MPOrpamicCTy HE BiJBOJIIKATUCS HA CTBOPEHHs 1HTep(elcy Mporpamu 1 CTaHAapTU3YE
30BHIIIHIN BUTISAA JOOATKIB,

— OaraTto3anauyHicTh: Windows MiATpUMYy€E OJHOYACHE BUKOHAHHS JEKUIBKOX
mporpaM Ha PpIBHAX TpoleciB (mporpam) 1 TMOTOKIB (BCEpeawHl MPOTpaMHUN
napanenizMm), 3a0e3neueHHsl KUX BiIOYBaeThCS 3a ydacTio amapaTHoro piBHs. OC
MICTUTh BEJIMKY KUIBKICTh (DYHKIIINA, 110 3a0€3MeuyroTh YMNpaBIiHHS MapajeabHO
BUKOHYBAaHMMH TPOTrpaMaMH, CHHXPOHI3AIlil0, MO aJpeCHOr0 MPOCTOPY Mam'siTi

MIXK JIOJaTKaMH TOIIIO;
24



— anapaTHO-HE3aJIeKHE MPOrpaMyBaHHs: BUKOPUCTAHHS (PYHKIIIM onepariitHoi
CUCTEeMHM B TMPHUKJIAIHIA Mporpami JO03BOJSE MPOrpaMiCTy HE MIKIyBaTHCS PO
CYMICHICTh mporpamu 3 anapatyporo. OC cama (3a 10moMOrorw japaiBepiB) BUKOHYE
y3TOJKEHHS BBEACHHSI-BUBEICHHSA. TakuM YWHOM, MPOTpaMa, CTBOPEHA Ha OJIHIM
KOH(irypaliii Oy/e rmpairoBaTi Ha 1HIIIHH;

— Tojil 1 MEXaHi3M IOBIJIOMJICHb: B OUIBIIIOCTI BUMIAJKIB IporpamMa MOYMHAE
MpaLoOBaTH TIIBKU MPHU CHPAlbOBYBaHHI JESKOI MOIl B CUCTEMI (3aIyCK MPOrpaMHu,
HEOOX1IHICTh MepeMaIbOBYBaHHS BIKHA MPOTpaMM, CUTHaN BiJ Taiimepa Toiio). B
IHIIMI yac mporpama a0o B3arajl He BUKOHYETHCS, a00 BUKOHY€ HEBEIMKHUUA KOJ B
¢oHoBomy pexumi. bimem Toro, OC He OpsIMO BHUKIMKAE JEAKY MPOLERYypY
porpaMu ISl BIAMpPAIFOBaHHS peakilli Ha SKyCh IOJIII0, a IMOCHJIA€ BIAIOBIIHE
MOBIJJOMJICHHS B IPOTpaMy, 1 BOHAa cama BUPIIIYE, O 1l poOUTH;

— BIKOHHE CEpEJOBHIIE: YacTillie BChOTO B KOXKHIM IIporpami € oaHe abo
JIEKUJIbKa BIKOH, SIKI MalOTh CTAaHJAPTHUN BUIJISA 1 MICTATH OOOB'SI3KOB1 €JIEMEHTH
(HampuKJIaJ, 1KOHKY, PSAJIOK 3arojioBKa, CX0XKe€ MEHIO, KHOMKH 3aKPUTTS, MIHIMI3aIlli
Ta MaKCHUMI3arlii).

st 3anmycky rpu HeoOxigHa Bepcis OC Windows He Hukue 7 SP1, ane s
Kpanioi cTabiIbHOCTI HEOOX1JHO BUKOPHUCTOBYBATH OUIBIII CydacHi BepCii.

Unity3d € cydacHUM KpoOcC-TUTaT)OPMHUM JIBIIKKOM JJISI CTBOPEHHS 1rop i
nonaatkiB, po3poosienuit Unity Technologies. 3a qonomororw JaHoro JBUAKKAa MOXHA
pPO3pOOIATH HE TUIBKK JOJIATKH JJIi KOMITIOTEPIB, ajie 1 1l MOOUIBbHUX MPUCTPOIB,
IrpOBUX MPUCTABOK 1 1HIMX AeBaiciB. [HTepdeiic mmargopmu 300pakeHO Ha puUC.

2.2.
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Puc. 2.2. Iarepdeiic mmatdopmu Unity

XapaKTepucTUKH IaTHOpMu:

— mo-mepie, B cepenoBuile po3podku Unity 1HTErpoBaHUN ITPOBUM JBHKOK,
3a JOTIOMOTOI0 SIKOT'O MOYKHA MPOTECTYBATH CBOIO TPy HE BUXOJSUU 3 PEIAKTOPA;

— no-apyre, Unity miarpumMye IMIOPT BEJIMYE3HO1 KIJTBKOCTI pi3HUX (POpMaTIB,
[0 J03BOJIIE PO3POOHHUKY T'PH KOHCTPYIOBATH caMi MOJIENi B OLIBII 3pYyYHOMY
nonatky, a Unity BHKOPHUCTOBYBAaTH 3a NPSIMHUM TPHU3HAYCHHSAM - PO3POOKH
IPOAYKTY;

— TIO-TpETE, HAMMCAHHA CIEHapiiB (CKPUNTIB) 3IHCHIOETbCS Ha HaANOUIBII
NOMyJISIPHUX MOBax mporpamyBanHs - C# 1 JavaScript [1].

Takum umnoMm, Unity3d € akTyanpHOIO MIaTGOPMOIO, 3a JIOMIOMOTOIO SIKOT
MO>KHa CTBOPIOBATH CBOI1 BJIACHI JOJIATKH 1 €KCIIOPTYBATH iX Ha Pi3HI MPUCTPOI, OyIb
TO MOOLTEHUM TenegoH ado npuctaBka Nintendo Wii.

JIyist Toro 1mo6 CTBOPUTH CBOIO TPy, MOTPIOHO BOJIOITH OJIHIEIO 3 JOCTYITHUX
(ua Unity) moB nporpamyBanHs: C #, JavaScript a6o Boo.

[X KOMIOHEHTM MalOTh psj BIACTHBOCTEH ab0 3MIHHHX, SAKi MOKHA

HaJIAIITYBATH SK y BikHI Inspector pexaktopa Unity, Tak 1 3a JOIIOMOTO0 CKPHIITA.
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Unity nHamae O6arato BIalITOBAaHUX KOMIIOHEHTIB, aje MOXKHAa CTBOPHUTHU
BJIaCHUM s peamizamii crenudiyHux anroputMiB. lle MoxknHa 3pobutH 32
JIOTIOMOT'OI0 CTBOPEHHSI KOPHUCTYBAlIbKOTO CKpHUIITa Ta MPUKPIIJIEHHS HOTO 10
HeoOXximHOTO 00’¢kTa. KokeH CKpUMNT 3B'A3Y€ThCS 3 BHYTPIMIHIMU MEXaHI3MaMu
Unity msixoM peadizaliii Kiacy, HOXiJIHOTO BiJl BOynoBaHoro kiacy MonoBehaviour.

KommnoHeHTH Ha OCHOB1 CKPHUNTIB JO03BOJISIOTH 3allyCKaTH IrpoBl TOAIi,
nepeBipsATH 00'€KT Ha NpeaMeT KOJ3id, 3acTOCOBYBaTH (i3WUHI BIACTHBOCTI,
IIpOTrpaMyBaTH PEaKilifo Ha yIpaBIiHHI KOPUCTyBaya 1 6araTo 1HIIIOro.

C# € 00'eKTHO-OPIEHTOBAHOIO MOBOIO, aJie MIATPUMYE TAKOX 1 KOMIIOHEHTHO-
Opi€EHTOBaHE MporpamyBaHHs. Po3poOka cydacHUX JOJATKIB BCe OUIbIIE TSDKIE J0
CTBOPEHHSI IIPOrPaMHUX KOMIIOHEHTIB y ()OpMI aBTOHOMHHX 1 CaMOOIHCYBaJIbHUX
MAKEeTIB, 0 PEaNi3ylTh OKpeMi (PYHKI[IOHAIbHI MOXIJIMBOCTI. I'0J10BHa 0COOIUBICTD
TaKUX KOMIIOHEHTIB B TOMY, 110 BOHM SIBJIIIOTh COOOIO0 MOJENIb MPOTpaMyBaHHS 3
BJIACTUBOCTSIMH, METOJaMH 1 MNOJIAMU. Y HHUX € arpuOyTH, IO HaJal0Th
JIEKJIApaTUBHI BIJJOMOCTI MPO KOMIIOHEHTI. BOHM BKIIOYalOTH B ce0€ BIACHY
nokymeHTanito. C # Hajlae MOBHI KOHCTPYKIIii, O€3MOCEPEIHbO MIATPUMYIOTh, TaKy
KOHLEMLII0 poboTu. 3aBasku oMy C # MiAXOQUTH AJI CTBOPEHHS 1 3aCTOCYBaHHS
MPOTPaMHHUX KOMITOHEHTIB.

Ocp mume kinbka ¢GyHkiidn mMoBu C #, mo 3a0e3nmeuyroTh HATIWHICTD 1
CTIMKICTh moaaTkiB. [IpuOupaHHs CMITTS aBTOMATHYHO 3BUIbHSIE MaM'siTh, 3aUHATY
HEJIOCSDKHUMHM ~ HEBUKOPUCTOBYBaHMMHU 00'ektamu. OOpoOka BHHSTKIB HaJae
CTPYKTYPOBaHH 1 pO3LUIMPIOBAHUNA MIAX1/ O BUSBJICHHS TOMUWIOK 1 iX B1JIHOBJICHHS.
Tumnobe3neyHa CTPyKTypa MOBH YHEMOKJIUBIIIOE YUTAHHS 3 HE 1HIMIaT130BaHUX
3MIHHUX, IHJCKCAIlll0 MacCHBIB 3a MEXaMH IX KOpPJIOHIB ab0 BUKOHAHHS
HEeMepeBIPEHUX MPUBHU/IIB THITIB.

v C# Bci TN TaHWX, BKJIIOYAIOYM THIH-TIPUMITHBH, Taki gk int i double,
YCIaJIKOBYIOTh B1JI OJHOTO KOpeHeBoro Ttuiy object. TakuM YWMHOM, BCl THUIHU
BUKOPUCTOBYIOTh 3arajbHuUM HaOip omepailiil 1 3HaueHHs OyAb SKOro TUITy MO>KHA
30epiratu, mepenaBaTtd 1 00pobnsaTH cxoxkum unHOM. Kpim toro, C# minrpumye

HpI/ISHa‘ICHi IJIs1 KOpHUCTyBada MOCWJIAIbHI THIIH 1 THIIN 3HAa4YCHb, HJO3BOJIAIOYU AK
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JUHAMIYHO BUAUIATU MaM'ATh JUIs 00'€KTIB, Tak 1 30epiratu CIpOLIeHI CTPYKTYpPH B
CTEK.

MoBa mnporpamyBaHHs 3a00OpOHSI€ 3BEpHEHHS 1O 3MIHHUX, [0 HE Oyiu
1HIIIOBaHI, M0 BUKJIIOYA€ MOYJIMBICTh BUKOHAHHS OE3KOHTPOJIBHOTO MPUBEICHHS
TUIIIB 200 BUXOJy 32 MEXi IIEBHOTO MAaCHBY JaHUX.

Jns poborn pomarkiB Ha C# HEOOXITHO BCTAHOBUTH 1 HalalITyBaTH
mwiatrpopmy NET Framework. Ilnmatdopma BOymoBaHa B IHCTAISIIMHMIA MakeT
Windows, mpu HeOOXiZHOCTI 1i TaKOX MOJYKHA CKa4yaTH Ta I1HCTAJIIOBAaTH OKPEMO.
IcHyroTh Takox Bepcii ans Linux 1 MAC.

B pamkax miargopMu A0 OOpOOKM BUKOHYBAHOTO KOAY I €IHYEThCS
cepenoBuiie CLR — enunmii o0'eqHanuii HaOip Oi0iioTek 1 KiaciB, sikuii OyB
po3pobiiennit MaiikpocodT 1 € peanizailiero CBITOBOTO CTaHAPTy

Common Language Infrastructure (CLI).

OcHoBuuii mexanizMm CLR wmae Burmsn 0i0miorexu mia Ha3Boro mscoree.dll
(Ha3MBA€THCS 3arajlbHUM MEXaHI3MOM BHUKOHAHHS BUKOHYBAaHOTO KOOy OO'€KTIB —
Common Object Runtime Execution Engine). I[Ipu nonaBaHHI ocHIaHHS Ha 30ipKy
Uit 11 BUKOPHUCTAHHS, 3aBaHTakeHHs O10miorekn mscoree.dll 3mificHIO€ThCA
aBTOMAaTHYHO 1 TOTIM, B CBOIO 4epry, MPHU3BOAMWTHL JO 3aBaHTaKCHHS HEOOXITHOT
301pKH B MTaM'sITh.

[Ilo6 3abe3neunTH CymicHICTH mporpam 1 0i0miotek C # mpu MoaaabIIoMy
pO3BUTKY, TIpu po3poOui C # Gararo yBaru Oysio MpUJIIJICHO YIPABIIHHIO BEPCISIMH.
baratro MoBM mporpaMmyBaHHS OOXOATh yBarow II€ MHTaHHI. B pe3ynbrarti
MporpaMy Ha ITUX MOBaXxX JaMarThCsA YacTille, HIXK XOTUIOCS O, MpU BUXOJA1 HOBHUX
Bepci 3anexxaux 0i0miorek. [lutanHs ympaBmiHHS BEpCISIMH ICTOTHO BIUIMHYJIU HA
TaKl acrekTu po3podku C#, sk po3auibHi Moaudikaropu virtual i override, npaBuiia
BUPIIIECHHSI TIEPEBAHTAXEHHS METOAIB 1 MIATPUMKA SIBHOTO OTOJIONICHHS YJICHIB
iHTepdency.

V¥ HenaBHix Bepciax C# Oyiu BUKOPHUCTaHI 1HII MapaJurMyA MpOTrpaMyBaHHA.
C# Brxmouwae  (QyHKIIl, 1O MTATPUMYIOTh TpUHOMH  (YHKIIIOHAIEHOTO

porpamMyBaHHS, Takl K JAMO1a-BUpa3u. [HII1 HOB1 MOKJIMBOCTI MIATPUMYIOTbH MOLT
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JAaHUX 1 AITOPUTMIB, HAPUKJIIAJ 31CTaBICHHS 11a0JIOHIB.

Opranizaniiina ctpykrypa C# IpyHTYETbCSI HAa TaKMX TMOHATTAX, SIK: - TUIH 1

3MIHHI;

— KJacu € HaWBaxuBimMM TUOM B MOBI C#. OO'€KTH mNpeacTaBisiOTH
co0010 eK3eMILISIpH KiaciB. Kitacu CTBOPIOIOTHCS OMUCOM iX YJICHIB;

— MACHB - 1I€ CTPYKTYypa JaHUX, 1[0 MICTUTh KUJIbKa 3MIHHUX, JOCTYI JI0 SIKHX
3IIACHIOETHCS 3a KU O0YHCITIOETHCS 1HIEKCaM;

— 1HTepdeiic BU3HAYa€ KOHTPAKT, SIKUH MOe OyTH peai3oBaHUN Kilacamu i
cTpyKTypamu. [HTEpdeiic Moxke MICTUTH METOAM, BIACTUBOCTI, MOIi 1 1HAEKCATOPH.
InTepdeiic He Hamae peamizalilo 4WIEHIB, sIKI B HbOMY BH3HAueHl. BiH nwuie
nepepaxoBy€ WICHM, K1 MOBUHHI OyTH BHM3HA4YeHI B Kjacax a00 CTPYKTypax, IO
peanizyroTh el iHTepdeiic;

— delegate mpencraBisie mocuiaHHS HAa METOAM 3 KOHKPETHUM CIIHCKOM
mapaMeTpiB 1 THUIOM 3Ha4yeHHs, W10 MOBepTaeTbed. Jlemeratu  J103BOJISIIOTH
BUKOPUCTOBYBAaTH METOM SIK CYTHOCTI, 30€pIratouu ix y 3MiHHI 1 IepeJalouu B SIKOCTI
napameTpiB. [IpunHimn po6oTu enerariB OJU3bKUM 10 TOKAKYUKIB PYHKIIIN 3 ASSIKUX
MOB, aJie Ha BIAMIHY BI1Jl NOKaXYMKIB (PYHKLIHA Jeneratu € 00'eKTHO-OPIEHTOBAHUMH 1
CTPOTO THITI30BaHi;

— arpuOyTHU MO3BOJSIOTH MPOTpaMaM BKa3yBaTH JIOJAaTKOBI OIMUCOBI Ja-Hi
PO THUIIY, YIEHAX Ta IHIIKUX CYTHOCTI [2].

[aTerpoBane cepenonuine po3podku Visual Studio - e craproBuii MaiiaHUUK

JUTSl HaIllUCAaHHS, HAJIAroJKEHHS 1 CKJIaJaHHs KOy, a TaKOX MOJANbIIOl IMyOmiKamii
nonatkiB.  InterpoBane  cepemoBumie  po3podbku  (IDE)  sBisge  coboro
OaraTopyHKIIOHAIBHY TMporpaMmy, SIKy MOKHA BHUKOPHUCTOBYBaTH [UIsl PI3HHUX
acmeKTIB Po3poOKU mporpaMmHoro 3aodesneyeHHs. Kpim crangapTHOro pemakropa i
BiJITaUMKa, SIKi iICHYIOTh B OuUtbimocTi cepemouin IDE, Visual Studio Bkitouae B
cebe KOMIISATOPH, 3aCO0M aBTO-3aBEPIICHHS KOAY, TpadidHi KOHCTPYKTOPH 1 OaraTo

IHIIMX (YHKIIH IS CIpOINeHHs mpoliecy po3poOku. [aTepdetic cepenu (puc.2.3).
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Puc. 2.3. Intepdetic cepenosume Visual Studio

Ha pucynky moxaszano cepepoBuie Visual Studio 3 BIIKpUTHM IPOEKTOM 1
JEKUJIbKOMa BIKHAMH OCHOBHUX 1HCTPYMEHTIB.

Ornsgnay pimeHb (Bropi npaBopyd) H03BOJSE Meperyisanatd ¢aiiam Komy,
nepecyBaTucs 1O HbOMY 1 ympaBiaatd Humu. Orisgad  pilieHb  J03BOJISIE
BIIOPSAKYBATH KO IIJISIXOM 00'€eTHAaHHS (paililiB B PIILIEHHS 1 MPOEKTH.

VY BikHI penmaktopa (LIEHTp), BimoOpaxkaeThcs BMICT (aitmy. TyT MokHa
penaryBaTd Koj a00 po3poO0isTH MNpU3HAYECHUM JUIsi KOpUCTyBada i1HTepeiic,
HaIpUKIJIaJ BIKHO 3 KHOIIKaMU a00 TEKCTOBI1 TOJIS.

Team Explorer (mpaBuil HWXHIH KyT) J03BOJISIE BIJICIIAKOBYBaTH poOoUi
€JIEMEHTHU 1 BUKOPUCTOBYBATH KO/ CIIUJIBHO 3 THIIUMH KOPUCTYBa4yaMH 3a JIOMTOMOT OO
TEXHOJIOT1M YTpaBIiHHA BepcisiMu, Takux sk Git 1 cucTema ympaBlliHHS BepCisiMU
Team Foundation (TFVC).

OdynkiioHanbHICTh Visual Studio oxomttoe Bei etanu po3poOKH MPOrpaMHOTO
3a0e3neYeHHs], Ha/Ial0ul CY4acH1 IHCTPYMEHTH JJI HalMCAHHS KONy, MPOEKTYBaHHS
rpadgiyHux iHTeperciB, 301pKU, HATATOKEHHS 1 TECTYBaHHS MporpaM. MOKIMBOCTI

Visual Studio ™MoxyTh OyTH JOMOBHEHI MUISAXOM TMIAKIIOYEHHS HEOOX1THUX
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PO3IINPEHbD.

XBWISICTI JIiHIT TO3HAYAIOTh MMOMUJIKKA 200 MOTEHIIITHI Mpo0JIeMH KOy MPSMO
i yac BBeaeHHs. Ll Bi3yanbHI MigKa3Ku JO3BOJISAIOTh YCYBATH MPOOJIEMH HETalHO 1
HE YeKaTH, MIOKW TTOMIJIKa OyJ1e BUSBIICHA T1i]] Yac 30upaHHs ab0 3ammyCcKy MpOTPaMH.
S0 HaBecTH Kypcop MHUIINI HAa XBWIACTY JIHIIO, Ha €KpaH OyAyTh BHUBEICHI
JIOAATKOB1 BIJIOMOCTI Tpo MOMUJIKY. KpiM TOro, B Mol 3/1iBa MOXE 3'SBIISITHUCS
3HAYOK JIAMIIOYKH 3 IIBUAKUMH JIISIMH 1010 YCYHEHHS IIOMUJIKH.

MoskHa OJTHUM HAaTHCKaHHSM KHOMKHU BiadopMaTyBaTH KOJ 1 3aCTOCYBaTH JI0
HBOT'O BUIIPABIICHHS, 3aIIPOIIOHOBAaHI MapaMeTpaMu CTUJIIO KONy, SIKl BKa3aHi B (paiiii
EditorConfig. Ouumiennsi koay JaornomMarae yCyHyTH Oarato mpoOJjieM B KOl IIe J0
MEePEBIPKHU.

Pedakropunr Bkirouae B cebe Takl onepaiii, f[K IHTEJIEKTyaJlbHe
nepeiiMeHyBaHHs 3MIHHUX, BUTSATYBAaHHS OJIHIET a00 JEKUIBKOX PSIKIB KOy B HOBUM
METO/1, 3MiHa MOPSIKY TapaMeTpiB METOIIB 1 6araTo 1HIIOTO.

Penakrop kony Visual Studio miarpumye migcBIYyBaHHS CHHTAKCUCY, BCTaBKYy
dbparmMeHTiB Koay, BIJOOpaKeHHS CTPYKTypH 1 TOB's3aHuX (QyHKIIH. I[cToTHO
MPUCKOPUTH poOOTY nonomarae texHosoris IntelliSense — aBro3zaBepiieHHst KOy mija
Yyac BBEJICHHS.

BOynoBanuii Bimmaguuk Visual Studio BHUKOPUCTOBYETHCS ISl TOIIYKY 1
BUTIPABJICHHS TTOMUJIOK y BUXITHOMY KOZi, B TOMY YHCJIi HA HU3bKOMY arapaTHOMY
piBHI. [HCTpYMEHTH MIarHOCTHKHU JO3BOJISIIOTH OIIHUTU SAKICTh KOy 3 TOYKH 30Dy
MPOJAYKTUBHOCTI 1 BUKOPHUCTAHHS TTaM'sITi.

Visual Studio Hagae koMIUIeKC IHCTPYMEHTIB JJisi aBTOMAaTH3allli TECTyBaHHS
JONATKIB B  YacTHHI  TEpeBipKH  poOOTH  iHTepdeiciB, MOIyJIbHOTO 1
HAaBaHTAKYBaJbHOTO TCCTYBAHHS.

Cucrema HamaromkeHHs Visual Studio 103BoJise meperisaata Koj 3 KpOKOM B
OJIHY THCTPYKIIi0, TIEPEBIPAIOYH 3HAYCHHS 3MIHHUX. MOJKHA 3aaTH TOYKH 3yMHUHY,
SIKi 3yTUHSIOTh BUKOHAHHS KOJTy Ha TICBHOMY PSAAKY. TakuM YHHOM MO’KHA ITOOQUYUTH
SIK 3HAYEHHS 3MIHHOI 3MIHIOETHCS IO Mipl BUKOHAHHS Koy [3].

Blender — me Oe3komiToBHe mporpamMHe 3a0e3lMeueHHs IS CTBOPEHHS 1
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penaryBaHHs TPUBUMIPHOI Tpadiku.

B poOOTI BUKOPUCTOBYETKCS NI CTBOPEHHS MOJIeTICH OTOYCHHS TPH, 5Kl B
noAanbIioMy OyIyTh PO3MIIEHI Ha ITPOBUX PIBHIX 3a JOMOMOTOI0 1HCTPYMEHTIB
npoektyBaHHs atdgopmu Unity.

[linTpuMka  pi3HOMAHITHUX  TE€OMETPUYHUX  IPUMITHBIB,  BKJIIOYAIOYH
MOJIITOHAJIBHI MOJIeNl, CHCTEMY IIIBHUIKOTO MOJCIIOBaHHS B pekumi subdivision
surface (SubSurf), xpuBi be3re, moBepxni NURBS, metaballs (metachepn),
CKYJIBIITYpHE MOJICTTIOBaHHS Ta BEKTOPHI MIPUTH.

VYHiBepcanpH1 BOY/I0BaHI MEXaHI3MHM PEHAEPUHIra 1 IHTErpamis 3 30BHIIIHIMU
pennepep YafRay, LuxRender i 6ararbma iHITUMU.

[HCTpyMeEHTH aHiMallii, cepesl IKMX 1HBEpPCHA KiHEMaTHKa, CKeJIeTHA aHIMaIlis 1
CITKOBa JAedopMallisi, KJIOUYOBI KaJpH, HEIlHIHA aHIMallsd, pelaryBaHHS BaroBHX
Koe(DiIiEHTIB BEPIIMH, 0OMEXyBaui.

Blender Game Engine - mignpoekt Blender, 1110 Hagae iHTepakTUBHI QyHKIIIT,
TaKl SIK BU3HAYEHHS KOJI31i, IBM)KOK IMHAMIKHM 1 ITporpamMoBaHa Jiorika. Takox BiH
JI03BOJISIE CTBOPIOBATH OKpeMmi real-time-momaTku MOYMHAOYM BiJl apXiTEKTypHOT

Bi3yaumi3zallii 1o Bifeo irop. [HTepdeiic mporpamu 300paxeHo Ha puc. 2.4.
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User Persp

Set Origin

Puc. 2.4. Bikno nporpamu Blender

2.4.2. AHaxi3 aaropuTMiB pillieHHsI JOTTYHMX irop

2.4.2.1. OcHOBHI MeTOaH O0Y10BH AJTOPUTMIB

Meron «rpy6oi cunm» (Bia anri. Brute force; abo moBHuMI nepedip) - MeTO
pIIIEHHS 33/]1a4l MIJITXOM Mepedopy BCIX MOXIMBHUX BapiaHTiB. CKIAIHICTh TOBHOTO
nepedopy 3aJIeKUTh Bl KUTBKOCTI BCIX MOXJIMBHUX pillleHb 3aaadi. SIKII0 MpoCTip
pllIEHb AyX € BEJIUKUW, TO MOBHUW Mepedip MOXKE HE JaTh Pe3yJbTaTiB MPOTATOM
JEeK1TBbKOX POKIB a00 HaBITh CTOJITh.

Bynb-saxa 3amgada 3 kimacy NP Moxke Oyt BupilieHa moBHUM miepedopom. [Tpu
IIbOMY, HaBITh SKIIO OOYMCICHHS IIJILOBOI (DYHKIT BiJi KOXKHOTO KOHKPETHOTO
MOJKJIMBOTO pIIIEHHS 3aJadyl Moxke OyTH 3/iiiCHeHe 3a MOJIHOMIAJIbHUN dac, B
3aJIEKHOCTI BiJl KUIBKOCTI BCIX MOJKJIMBUX PIIICHb MOBHUN Mepedip MOXKe 3aKaaaTH
eKCITOHEHI1AJIbHOTO Yacy POOOTH.

Ha w™meromi rpy0oi cunm 0Oa3yeTbcs aTaka IOBHOTO Iepedopy - BHI

KPUNTOAHAITI3Y, SIKUM MOJIArae y nepedopl KJIH0YiB, 3 MHOKHUHU MOMKIJIHBHUX.
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Metoau onTuMizarlii TOBHOTO mepedopy:

1. Meron rinok 1 mex. i mpucKopeHHs mepebopy METOi TUIOK 1 MEX
BUKOPHUCTOBYE BIJICIB MIAMHOXHUH JIOMYCTUMHX PIllICHb, PO SKI HAIMlepe]l BIIOMO IO
BOHU HE MICTATh ONTHUMAIBHHUX PIIICHb.

2. PosmapanemoBanHs oOuuciaeHb. [l 30UIbIICHHS IMIBHUAKOCTI MiAO0pY
KJII0Ya BUKOPUCTOBYETHCS poO3MapayiesltoBaHHsl OO4YHMCIeHb. ICHye aBa miaxoau 10
po3mnapanentoBaHHs:

- moOyioBa KoHBeepa. Hexalt anroput™ CHiBBIIHOIICHHS MOXHA YSBUTH
y BUIUISA/L JIAHIFO’KKA HalmpocTimmx iid (omepauiid). BiseMemo N mpouecopis,
3a/1aMo X MOPSIOK, 1-Uid MPOIECOP BUKOHYE TPHU OJIHAKOBI 3a YACOM OIIEpallii:

a) OTpUMaHHS JaHWX BiX - I-1-ro mporecopa;
0) BUKOHaHHS omeparlii,
B) TMepeaada JaHux i+1-Mmy mporecopy.

Tonmi kouBeep 3 N TOCHIIOBHO 3'€HAHUX, MapaeNbHO 1 CHUHXPOHHO
MPaIOI0YMX MPOLECOPIB Mpaloe 31 MBUIKICTIO V/3, ne V - IIBUIKICTh
BUKOHAHHS OJTHI€ET orepartiii OJJHUM IPOIECOPOM;

- JOpyrui miaxig mnossrae mo MHoXMHa K BCIX MOXIIMBUX KITHOYIB
pO30MBaEThCS Ha HemepeciyHi miaMHoxkuHU. Cuctema 3 Q MamuH nepebupae
KJTFOUl Tak, IO 1-Ta MalllMHA 3MIIMCHIOE Tiepedip KiouiB 3 MHOXHUHH. CHcTema
MpUNUHSAE poOOTY, SKIIO OJHA 3 MalIMH 3HaWnula kiod. HaliBaxue - 1e
PO3UICHHS BUX1THOT MHOXUHU. AJIe SKIIO KOXKEH MPOIIeCOp MoYHe 00UUCICHHS
3 SIKOTOCh JJOBUTBHOTO KJIFOYa, TO Yac nepedopy 30UIbIINUTHCS, ajle CXeMa 3HAYHO
cupoctutbesd. CepeiHe YMCIIO KPOKIB y IboMy BUNaakKy ctaHoBUTH |K|/N, ne K|
- YUCJIO €JIEMEHTIB Yy MHOKHHI KJIFOUiB, a N - HCJIO TIPOIIECOPIB.

Camuii mpocTUit aaropuT™M PillIeHHS 3aja4i - [Ie METOJ ITOBHOTO Tiepedopy.

Crparerisi IOLIyKy HaWKpaIIoro Xoay 3I1HCHIOETHCS 3a TOIIOMOTOI0 PEeKypCii.
Pexypcis — 11e kosu GyHKITIS BU3UBAE cama ceOe, i KOKEH pa3 Mpu BXOA1 B (PYHKIIiTO
y CTEK IMpOorpaMu 3aMHUCY€ThCS KOMis 3MIHHUX. AJie HE BIJIHOCUTHCS 10 CTAaTUYHUX

3MIHHHX, CIIUTBHUX JUI YC1X BUKJIUKIB QYHKII.

34



Pexypcis no3Bossie omucaTH NESKl TPOIECH, JIMIE BU3HAYMBINM 3aKOHH iX
PO3BUTKY, a SIK B IIIJIOMYy OyJe PO3BHUBATHUCH aJTOPUTM, HE TaK BaXJIWBO. Jleski
3aBJIaHHS, SIK1 JIETKO BHUPIIIYIOTHCS 3a JOIMOMOIOI0 PEeKypcCli, 4aCTO HEMOKIUBO a0o
CKJIQJHO BUPIMIUTU I1HIIMM crnocoOoM. Tex came BITHOCUTBCA 1 JI0 TOUIYKY
3M1MCHEHHS HaWkpamioro xoay. s mporo morpioHO OTpUMAaTH BCl BapiaHTU XO/IiB
(mepemilieHHs1), 3pOOMTH OLIHKY JJ1 KOXKHOTO 3 HMX Ta 3HAWTH TEpeMIleHHS 3
MaKCHUMAaJIbHOIO OI[IHKOIO.

OCHOBHHMIA aJITOPUTM ONTHMI3aIli mepedopy € Tak 3BaHuU MeToj alpha-beta.
CeHc HOro nojisirae B TOMy, 110 JUIsl OTPUMaHHS OLIHKH TIi€l caMOi TOYHOCTI, SIK 1 IPU
MMOBHOMY Tiepe0opi, 30BCIM HEOOOB'SI3KOBO PO3TJISAIATH BC1 BaplaHTH.

Anbga-6eTa anropuT™m, MpU HAUKpaIIOMy MOPSAKY XOJIiB, MOOYIAy€e 3HAYHO
MeHIIe aepeBo nepedopy. Lle mpubaM3HO TOPIBHIOE KOPEHIO KBAJPaTHOMY 3 YHUCIa
MO3UIIIA, 1110 MEePEerIsIaloThCs MpU TOBHOMY Tiepebopi. Anb(ha-0era ayx e uyTIUBHMA
710 TIOpAIKY x0iB. ToMy MOTpiOHO BpaxyBaTH, IO MPU HAUTIPIIIOMY MOPSAKY XO/IIB,
TOOTO KOJM BIJCIYEHHsS 3a beta BHUKJIMKae OCTaHHIM XiJ, anb(da-Oera mporisHe
CTUIbKH K TMO3UIIIH, 110 1 MiHIMaKc. [IIBUIIKICTh MPOpaxyHKy TaKOX YK€ 3aJICKUTh
Ha MPAaKTHIl BiJ MOXJIMBOTO Jiana3oHy OLIHOK. Hampukmnaa, Konu BpaxOBYEThCA
TITBKH MaTepiaji, TO OIliHKAa BCIM XoJaM, KpiM y3sTTs, Oyzae nopiBHIOBaTH HyI0. Le
O3Ha4yae, M0 BiACIYeHb Oyae Jyxke OaraTo, OCOOJMBO  SIKIIO  B3SATTA

pPO3rIIAaTUMYTHCA IICPIINMHU.

2.4.2.2. Aaroputm «MiHiMaKc»

MiHiMaKC — MPaBWIJIO MPUUHATTS PIIICHb, III0 BUKOPUCTOBYETHCA B TEOPIi irop
JUIs MIHIMI3aIlii MOXKJIMBUX BTpaT 3 THX, K1 0co0a, sika MpUiiMae pilieHHS HE MOXKe
YHUKHYTHU IIPU PO3BUTKY MOJ1H 32 HAUTIPILIKUM I HEl CLIEHapIEM.

VY komOiHaTOpHINA Teopii irop € anropuT™M MIHIMAKCy IJis ITPOBUX PIIIEHb.
[IpocTuii BapiaHT aIrOpUTMy MiHIMAaKCy, 3a3HaYCHUIN HUXKYE, CTOCYETHCS 1rop, TAKUX
SK Tpa B XpPECTUKU-HYJIMKH, JIe KOXKEH IPaBeIlb MOXKE BUTPATH, IPOTpaTu ado 3irpaTu

B HiuMto. SIKio rpaBenb A MO)XKe BUTpaTH 3a OJIUH XiJI, TO I 1 € HOro HaWKpaIuii
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xig. Skmio rpasens b 3Ha€, 110 TEBHUI KPOK MPU3BEAE 0 CUTYAIlli, KOJU IpaBelh A
MOXE€ BHUTPATH B OJWH XiJl, B TOM Yac IHIMUN KPOK MPHU3BEIE O CHUTYaIlli, KOJA
rpaBellb A MOXe, 32 HaUCHPUSTIMBIIIMX OOCTAaBHH, NMPETEHJyBAaTH Ha HIYUIO, TO
Halikpamui xia rpaBusd b € ogun 3 Tux, 1m0 Bexe 10 HiuWi. HampukiHIi Tpu Jerko
no0aunTH, K KPOKU € «HAMKpammmmu». AJTOPUTM MIHIMAKCy JONOMarae 3HauTh
HaWKpalui Xij, Mpaiiodd B 3BOPOTHOMY MOPSAKY Bia KiHIM rpu. Ha koxHOMY
KpolLll BiH MpPHITyCKae, MO0 TpaBellb A HaMaraeTbCs MaKCHMI3yBaTH IIIaHCH Ha
nepemMory, a Ha HacTynHUM Xia rpaBelb b Hamaraerbcs 3BeCTH Il IIAHCH JI0
MIHIMYMY (TOOTO MaKCUMI3YBaTH BJIACHI IIAHCH HA IEPEMOTY).

VY Teopii 1rop MakCMMIH 4YacTO BIAPI3HSETHbCS Bl MiHIMakcy. MiHIMaKc
BUKOPUCTOBYETHCSI B Irpax 3 HYJBOBOIO CYMOIO, IIO0 MIJAKPECIUTH MIHIMIZAIIO
MaKCHUMAaJbHOTO BUTpAIy MPOTHBHUKA. Y TPl 3 HYJIBOBOIO CYMOIO, II€ IICHTUYIHO
Makcumizaiii cBoro Burpamryy. «MakcumiH» - 1€ TepMiH, SKUW 3a3BUYAil
BUKOPUCTOBYETHCS JJIA ITOP 3 HEHYJbOBOIO CYMOIO, 10O OMUCATH CTpaTeriio, sika
MaKCHUMI3y€ BJIACHY MIHIMaJIbHY BUHAaropoay. ¥ Irpax 3 HEHYJbOBOIO CYMOIO Li€ HE
T€ K came, 10 MiHIMI3allid MAaKCUMaJIbHOI BUHATOPOJIM MPOTUBHUKA, 1 HE CTpATETis
piBHOBaru Hemra.

VY komOiHaTOpHINA Teopii irop € aJropuT™M MIHIMAKCY JJISl ITPOBHUX PIllICHb.
[Ipoctuii BapiaHT anropuTMy MIHIMAKCy, 3a3HAYEHUI HIKUE, CTOCYETHCS 1r0p, TAKHX
SK Tpa B XpPECTUKHU-HYJIUKH, JIe KOXKEH IPaBeIlb MOXE BUTPATH, POTpaTh abo 3irpaTu
B Hiumio. SIKio rpaBerb A MO)Ke BUTpaTH 3a OJIMH XiJI, TO I 1 € HOoro HaMKparui
xia. SIkio rpaBeub b 3Hae, 1110 MEBHUM KPOK MpHU3BEAE A0 CUTYallli, KOJIM TpaBelpb A
MOX€ BUTPATH B OAWH XIiJ, B TOM 4Yac IHIIUM KPOK MPHU3BEIEC 10 CHUTYaIlll, KOJH
rpaBerlb A MOXe, 32 HAUCHPHUSATIMBIIKNX OOCTAaBUH, NMPETCHIyBAaTH HA HIYHIO, TO
HalKkpamuil xiJ rpaBusg b € onuH 3 THX, 1m0 Beae A0 Hiuui. HampukiHii rpu jerko
no0aunTH, K1 KPOKU € «HAUKparuMmuy. AJNTOPUTM MIHIMAKCy JOTOMAara€e 3HaWTh
HaWKpanui Xija, MpaIodd B 3BOPOTHOMY MOPSAKY Bil KiHIM Tpu. Ha koxHOMY
KpOIll BiH MpPHUIyCKae, MO0 TrpaBellb A HaMara€TbCs MAaKCHUMI3yBaTH IIAHCU Ha
nmepeMory, a Ha HacTymHUW Xia rpaBenb b HamaraeTrbcs 3BECTH Il IIAHCH JIO

MIHIMYMY (TOOTO MakCUMI3yBaTH BJIACHI IIAHCHU TpaBllsd b Ha mepemory).
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ANropuT™M MIHIMAKCy 3 aJbTEPHATUBHUM PYXOM: MIHIMAaKCHUH aarOpUTM
PEKypCUBHUN alrOpUTM Ji1 BUOOPY HACTYMHOT'O KPOKY JIA IrOp 3 N TPaBISIMH, SIK
MpaBujo, ABOX IpaBIliB. EBpUCTHYHA OIliHKA MOB'sI3aHA 3 KOXKHUM IOJIOKEHHSIM a00
ctaHoM Tpu. lle 3HAaUEHHS 00YHCITIOETHCS 32 JOTIOMOTOI0 €BpUCTUYHOT (PYHKIIIT, 1 11e
nokasye, sk g00pe Oyno O A rpaBilsd JOCATTH i€l mo3uilli. [ToTiM rpaBerb poOUTh
XiJ, SKUW MaKCHUMI3y€ MiHIMajdbHE 3HAYCHHS IMO3MIIi B pe3yJbTaTl MOKJIHMBHUX
HACTYITHUX XOMIB cymepHuka. SIkmo uepra A poOUTH XiA, TO A [da€ OLIHKY HJs
KOKHOT'O 31 CBOTX XOJIIB.

Mo>xJMBHI €IOCIO pPO3pI3HEHHS MOJSAra€ B MPU3HAYEHHI JUIsl MEBHOI T'pH
xapakTepucTuk st A sk +1 1 gng b sk -1. AJabTepHaTHBOIO € BHKOPHUCTAHHS
npaBwia, IO SIKIIO B pe3yibTari pyxy A € Oe3mocepenHss mepemora A, TO
MPU3HAYUTH TIEBHY JI0JATHY OLIIHKY, a SKIIO MPU3Beae 10 0e3MocepeIHhOl MepeMoru
b , meBHy Big'eMHYy OIIIHKY. 3HAYeHHS A JUIsl OyJIb-SIKOTO 1HIIIOTO XOJy € MIHIMYM
3Ha4YeHb, OTPUMAHUX BIJ KOXXKHOTrO 3 MOXJIMBUX xoAiB b. 3 miei nmpuumnu, A
HA3MBalOTh MAKCUMI3YIOUHM TpaBlieM 1 b Ha3uBaOTh MIHIMI3yIOUMM T'PaBILIEM, 3B1JICH
1 Ha3Ba aIrOpuUTMy MiHIMakcy. AJITCOPUTM MpPU3HAUYUTH MEBHE JOAATHE YU Bil'€MHE
3HaUEHHA sl OyJb-SKOrO CTaHy, OCKUIbKM 3HAY€HHS KOXKHOI Tmo3uuii Oyne
3HAaXOJUTHUCH 13 3HAYEHb JAESIKUX OCTATOYHMX BUTPALIHMX YH MPOTPAIIHUX MO3ULIHN.
YacTo 1€ cTae MOKIIMBUM TUIBKH B CAaMOMY KIHIII CKJIAJIHUX 1TOP, TAKUX SIK IIaXu a00
0, TaK SIK I1e He OOYHMCIIOBAIILHO TUBUTHUCS B MaOyTHE aXk 710 3aBEPILIECHHS T'PH, 32
BUHSITKOM CHUTYalliid, OJIM3bKHUX 70 KIHIIS TPU.

Ane ue Moxxe OyTH 3HANMIIEHO, SAKIIO MU 3MOXXEMO MOCTABUTH €BPUCTUYHY
(GYHKLIIO OILIHKM, fKa Ja€ 3HAYEHHS JJI1 HEKIHUEBUX CTaHIB rpu 0e3 ypaxyBaHHS
BCIX MOXJIMBUX HACTYMHUX CTaHiB. Toal MM MOXEMO BBECTH OOMEXKEHHS IS
MIHIMAKCHOTO aJIrOpUTMY - AMBUTHUCS TIIbKHM HA MEBHY KUIbKICTH X01B Brepen. Lle
YUCJIO HA3UBAETHCS "TIMOMHOIO MOITYKY".

BuxopuctanHas ajaropuTMiB €BPHCTHYHOTO TMOIIYKY JUIsi TONIYKY Ha Tpadi
BUTPAILIHOI CTPATETii B CKIAAHIIIMX 3aJlayax Ta irpax (LIAIIKW, [Iaxu) HE peajbHUuil.
3a nesKUMH OIlIHKaMH IrpOBE JEPeBO TPU B Mk MictuTh 1040 BepiivH, B maxax

10120 BepmmH. KO0 Mmpu Tpl B IIAIIKK A7 OAHIET BEpIIMHM MOTpiOHO 1/3
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HAHOCEKYHJHM, TO BCHOTO IrpoBoro dacy Oyme motpiono 1021 cromiTe. Y Takmx
BUITAJIKaX BBOASATHCS INTYYHI YMOBHM 3YIMHKH, 3aCHOBaHI Ha TakuX (hakTopax, SK
HaWO1IbIIa JOMYCTUMA IITMOMHA BEPIIUH Y JIEPEB1 MOIIYKY a00 0OMeKeHHS Ha Jac 1
oOcsir mam'sati. Hanpukinaz, maxoBuit komm'totep Deep Blue (sxuit Burpas y Iapi
KacnapoBa) nis rmubuHu y 12 XomiB mepeOpaBIId yci MOXJIMBI CTaHH, TOJII
3aCTOCYBaB €BPUCTUYHI (DYHKIIIT OI[IHKH.

ANTropuTM MOKE PO3IIIAJATHCS SIK JOCHIJKEHHs By3Jia JiepeBa BapiaHTIB.
DakTOpOM pO3rayKEHHs JIEpEBA € CEPETHE YUCIIO TITEH JJIsl KOKHOTO By3Ja (TOOTO
cepeaHs KUIbKICTh MOXKIIMBUX XOJIIB JUIsl OyIb-SIKOTO CTaHy). YHCio By3J1iB 3a3BUYAi
3pOCTa€ €KCHOTEHIIIMHO 3 MIMOMHOK MOMIYKY. UHCIo BY3IIB, SIKI aHAJI3YIOTHCS, €
NpUOIM3HUN KOE(IIIEHT pPO3rady>KEHHS 3BEJACHUN B CTYIIHb TJIMOMHH MONIYKY.
ToMy HENpakTUYHO TOBHICTIO MPOAHANI30BYBaTH Takl 1Irpu, fAK LIAXH,
BUKOPUCTAHHAM MIHIMAaKCHOTO aJITOPUTMY.

[IpoIyKTUBHICTh MPOCTOTO aNTOPUTMY MIHIMAKCY MOX€ OyTH 3HAa4YHO
MOKpAIICHO, HE BIUIMBAIOYM Ha pe3yJbTaT, 3@ JOMOMOIrOI0 BIJICIYEHHS anb(a-0eTa.
TeopeTnuHO, 11€ €KBIBAJEHT AJTOPUTMY MIHIMAKCY, 32 JOMOMOTOIO SIKOTO 3aBXIU
BUXOJUTh TaKUil ke pe3ynbTaT, aje MOMITHO MIBU/IIE, TaK SK I[iJIl YACTHMHU JepeBa
BHUKJIIOUAIOTHCS 0€3 MPOBEICHHS aHaji3y. B ocHOBI miel mporeaypu JexuTh iaes k.
MakxkapTi mpo BUKOPHUCTAHHS JBOX 3MIHHUX, o3HadeHux o 1 B (1961 pik).

[HII1 METOIM €BPUCTHUYHUX BIJICIKAHb TAKOXK MOXYTh OyTH BUKOPHUCTaHI, aje
HE BCI 3 HUX TapaHTOBAHO JIAI0Th TOM K€ Pe3yJIbTart, 0 i anroputM 0e3 BiJCIKaHb.

[Ipoctuii anropuT™M MIHIMAKCY MOXXE OYTH TpUBIAIBHO 3MIHEHHH, 11100

JI0AATKOBO MOBEPTATU CaMy CTPATETIIO pa30oM 3 pe3yJIbTaTOM MIHIMAKCy.

2.4.2. 3. 3acrocyBanus teopii lllnpar-I'panai

[lepeiinemo Temep A0 HAWTOJIOBHIMIOTO B JaHId pPoOOTI - Teopemi Tpo

€KBIBaJICHTHICTh HIMY Oy/b-sIKOi PIBHONPABHOI I'PH IBOX TI'PaBIIIB.
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Teopema [lmnpar-I'panai. Po3rasiuemo Oyab-sikuii cTaH v IesSK0i piIBHOIPABHOI
rpu ABOX TpaBiiB. Hexail 3 Hboro € mepexoau A0 Aeskux cra"y Vv(i=1.k),k>0.
CTBepmKy€eTbCs, 110 CTAHOM V 1€ TP MOXHA MOCTABUTH y BIAMOBIAHICTD KYIKY
HUMa JIEIKOTO PO3MIpy X (ska Oy/ie TOBHICTIO OMMCYBAaTHU CTaH V HAIIOi TpU - TOOTO
Il IBa CTaHW JBOX Pi3HUX irop OyayTh ekBiBajeHTHi). Lle uncio x - Ha3uBaeTbCA
3HaueHHaM lllnpar-I'panai crany v. Binabin Toro, me 4uciio X MOXKHa 3HAXOJIUTU
HACTYTHUM PEKYpCUBHMM YHMHOM: Topaxyemo 3HaueHHa [lmpar-I'panml Xi 1o

KOXXHOMY Tepexoay (V,V,), 1 TOAl BUKOHYEThCS:

X =mex{X,,..., X }, (2.1)

ne GyHKIis Mmex Big 6e3714l yucea noBepTae HalMeHIIe HeB1l'€eMHE YUCIIO, 10
HE 3yCTpIYa€eThCs B 11 MHOXHMHI (Ha3Ba "mex" - 11e CKOpOYEeHHsS BiA "minimum
excludant").

TakuM YMHOM, MU MOEMO, CTapTyIOUd BiJ BEpLIMH O€3 BUXIAHHX pedep,
MOCTYIOBO nopaxyBatu 3HaueHHs [npar-I"panai 11t BCiX cTaHiB Hamioi rpu. AKio
3HaueHHa [Inpar-I'panal  Oyab-sIKOTO CcTaHy JAOPIBHIOE HYJIO, TO L€ CTaH
MPOTPAIIIHO, 1HAKIIE - BUTPAIITHO.

HoBenenns. [l BepmnH, 3 SKHUX HEMAa€ OJHOTO IMEPEXOJy, BEIUYMHA X
BI/IMOBIHO JI0 Te€OpeMU OyJie BUXOAUTH SIK MeX BiJ MOPOKHBOrO 0€3114l, TOOTO X =
0. Ane, ctipaBi, ctan 0e3 Mepexo/IiB - 1€ MporpaliHa cTaH, 1 HoMy A1HCHO MOBUHHA
BIJINOBIJIATH HUM-KynKa po3mipy 0. PosrisitHemo Tenep Oyab-sIKWid CTaH Vv, 3 SIKOTO €
nepexoad. 3a IHAYKI[T MH MOXEMO BBaKaTH, IO I BCiX craHiBVI, B SKI MH
MOKEMO TIEPEHTH 3 MOTOYHOTO CTaHy, 3HaueHHs X BJKe IMiIpaxoBaHi.

IMopaxyemo Benmuuuny P =mex{X,..., X }. Toxi, 3rigHo 3 BU3HAYECHHIM ()YHKIIiT

mex, MU OTPUMYEMO, IO NIl OyJb-SKOTO 4yucia 1 B mpoMikKy [0; p) 3HameThCs
Xo4ya O OaMH BIAMOBIAHMU Tepexia B skech i3 Vi-ux craH. KpiM Toro, MoxyTh
ICHYBaTH TaKOX JOAATKOBI MEPEXO/U - B CTaHy 31 3HaYEHHSAMU ['paHi, BETUKUMHU .
Ile o3Havae, MO0 MOTOYHHMM CTaH EKBIBAJEHTHO CTAaHOM HIMY 31 30UIbLICHHSIM 3

KyIIKOIO PO3MIpy p: CHpaBil, y HAC € NEPEXOoau 3 IMOTOYHOIO CTaHy B CTaHy 3
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KyIKaMH{ BCIX MEHIIKX PO3MIPIB, @ TAKOXK MOXKYTh OyTH MEPEeXOJy B CTAHU BEIMKHUX
PO3MIpIB.

Otxe, BenmnunHa MexX{X,..., X, } AIMCHO € mrykaHuM 3HadeHHsM [llnpar-I"panmi
JUIS IOTOYHOTO CTaHy, 110 i Tpeda Oyo 1oBeCTH.

3actocyBanns tTeopemu Ilmpar-I'panmi: HaBegemMo HapemTi IUTICHUH
aNTOPUTM, SIKUHA MOKHA 3aCTOCOBYBATH JI0 OY/Ib-SIKOi PIBHOMPABHIN I'pl IBOX I'PABIIIB
JUIS BU3HAYEHHsSI BUTPAIIHOCTI / MPOTpamiHy MOTOYHOTO cTaHy v. DyHKIsA, sAKa
KO>)KHOMYCTAHOM TPU CTaBHUTh Y BIJIMOBIIHICTh HUM-YHUCJIO, HA3UBAETHCS (PYHKIIIEIO
[mnpar-I"panmi.

Otxe, mo6 nopaxysatu (yHkiito [npar-I'panal 11 NOTOYHOTO CTaHy T'pH,

NOTPiOHO:
1. BunucaTty BC1 MOKITUBI IEPEXOU 3 TIOTOYHOTO CTaHYy.
2. Koxen Takuii mepexin Moxke BecTd abo B OJHY Tpy, abo B CyMy

HEe3aJICKHUX 1rop.

3. VY nepuoMy BUIAAKY - MPOCTO MopaxyeMo (yHKIit0 ['paHi peKypCUBHO
JUISL IbOTO HOBOT'O CTaHy.

4, Y apyroMy BUNAAKy, KOJIM NEPEXiJl 3 MOTOYHOTO CTaHy HAaJae Cymy
JEKUTBKOX HE3aJIeKHUX IrOp - PEKYPCUBHO IMOPAXyeEMO ISl KOXKHOI 3 IUX 1rop
dynkuiro ['panml, a motiM ckaxemo, mo ¢yHkiis ['panai cymu irop nopiHioe XOR-
CyMi 3HAa4€Hb IIUX 1rOp.

S. [Ticns Toro, sk wmu mopaxyBanu GyHKIIO ['paHmi uisi KOXKHOTO
MO>KJIMBOTO TMEPEXOJy - BBAKAEMO MEX BiJ IMX 3HAYEHb, 1 3HAWJIEHE YHUCIO - 1 €
HIyKaHe 3HayeHHs ['paH/l A1 MOTOYHOTO CTaHy.

6. Axmo orpuMane 3Ha4YeHHs ['paHzl JOPIBHIOE HYJIO, TO TOTOYHHUMN CTaH
MPOTpPAILHO, 1HAKIIE - BUTPALITHO.

Takum ynHOM, y MOpiBHAHHI 3 Teopemoro Illnpar-I'panal TyT Mu BpaxoByeMo
TE, 1[0 B TPl MOXKYTh OyTH MEPEXOJU 3 OKPEMHUX CTaHIB B CyMHU KiIbKoX irop. I1]o6
IpaitoBaTi 3 CyMaMu Irop, MM CIOYaTKYy 3aMIHIOEMO KOXKHY Tpy ii 3HaYEHHSIM

['panni, TOOTO OHIED HUM-KYIIKOIO JESIKOTO po3mipy. Ilicas 1ip0ro Mu mpuxoauMo
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70 CyMH JEKUTbKOX HHUM-KYIOK, TOOTO J0 3BHYAaWHOTO HIMY, BIMOBIIL JUISl SKOTO,
BiZMOBITHO 10 TeopeMu byrona - XOR-cyma po3mipiB KyToK.

Jlye 4acTo MpH BHPIIICHHI KOHKPETHUX 3aBllaHb, KOJU MOTPIOHO HABUMUTHUCS
paxyBatu (ynkiito [lnpar-I'panai amsa 3amanoi rpy, JomoMarae BUBYEHHS TaOJHIb
3Ha4eHb 1€ (QPYHKIIIT B MONTyKaxX 3aKOHOMIPHOCTEH. Y 6aratbox irpax, siki 31al0ThCsl
BOXKHMH JUISl TeopeTuyHoro aHamizy, ¢ynkmis Ilnpar-I'panai Ha mpakTui
BUSIBISIETHCS TIEPIOANIHOI, 200 X Ma€ Ay)Ke MPOCTUN BUTIISI, KU JIETKO TTOMITHTH
"Ha ok0". Y mepeBakHiil OUIBIIOCTI BUIMAJIKIB M0OAUYEHI 3aKOHOMIPHOCTI € BIpHUMH, 1

npu OakaHH1 JOBOAUTH 32 JIOMTOMOTOI0 MAaTEMAaTHUYHOI 1HAYKIIIi.

2.5.  Onmc CTPYKTYpH NPOrpaMu Ta ajaropuTMiB ii pyHKIiOHyBaHHSA

2.5.1. 3araJpHuMi ONIMC CTPYKTYPH NPOrpamMu

I'pa po3paxoBana st 1Box rpasuiB. OJuH rpaBelb Ipae 3a J0OPY CTOPOHY, a
1HIIUN 32 BOpOXKY. JJIsl KOSKHOTO TpaBIls BU/IIJIEHA CBOS MOJIOBUHA 1TPOBOI JOIIKHU Ta
cBoi (irypu. OCHOBHa M€Ta IpH MOJSATa€E B TOMY, 1100 3aXUCTUTH CBOTO KOPOJS Ta
BOUTH BOPOXKOTO.

B3aemoniro xopuctyBauiB 3 cHCTEMOIO TpadiuHO BIAOOpaXeHO Ha Jiarpami

BUKOpHUCcTaHHs (puc.2.5 Ta 2.6).

O

JanEa

['papamm
HATAI TYE 38R

Puc. 2.5. Jliarpama BUKOpUCTaHHS
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Puc. 2.6. liarpama missibHOCTI
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Cxnan (aitmoBoi cucTeMH po3poOJIEHOTO MIPOEKTY 300paKeHO Ha puc. 2.7:

config.xml

data.unity3d

Browscap.ini

AN

gameresources

HaTaITYBAHHA

T

pecypcH

Valhalla Auto Chess.exe

UnityEneine dll" s e /_J
—&B 010110TeKH

System dll's

Puc. 2.7. ®aitnoBa cucremMa NpoeKTy

JliarpaMu KJ1aciB MPOEKTY HaBEAEHO Ha puc. 2.8 ta 2.9.
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2.5.2 Onuc 0OCHOBHHUX KOMIIOHCHTIB

B mnardopmi Unity koxkeH o0’ekT mpencrasiisie coboro GameObject, sikuii
30epirae  aTpuOyTH KOPHUCTYBAallbKUX Ta BIAIITOBAHUX KOMIIOHEHTIB. Tak,
HaIpUKIaJ, cTaHaapTHUM KomnoHeHToM GameObject, KUl He MOKJIMBO BUIAIUTH
€ «Transform» (puc. 2.10). Bin 30epirae mapamerpu Position, Rotation, ta Scale

BIJIMOBITHO TMO3UIIisA, TOBOPOT 1 po3Mip 3a Tproma ocsimu (X,Y,Z) BITHOCHO MOYATKY

KOOpOHWHAT.
V oo Transform @ i+
Position 1.5 YO 0.5
Rotation X 0 O Z 0
Scale X1 Y 1 = 1

Puc. 2.10. Komnonent «Transform

1106 B1100pa3uTH ABOMIPHI 300paKE€HHS B TPUBUMIPHOMY 1FPOBOMY ITPOCTOPI
BUKOPUCTOBYEThCSI KOMIMOHEHT «Sprite renderer» (puc. 2.11) Ilicns BkaziBku y
BJIACTUBOCTI Sprite MOCUJIaHHS HAa IMIOPTOBAHE B MPOEKT TI'pU Haa 300pa)KEHHS
MO>XHAa TMPOBOJUTH PI3HI MAaHIMYJALII, Takl sIK OOepTaHHs, MEpPEeMIUIECHHS, 3MiHa

KOJIbOPY TOWIO.
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Puc. 2.11. Komnonent «Sprite renderer»

CrpoekToBaHy aHIMAIIIO TPH PO3TIITHEMO Ha TpHKIami Girypu, s SKOi B
MPOEKTI 3aCTOCOBAHO KOMIOHEHT «Animator» (puc. 2.12). Bin 3B’s3ye 00’€kT 3

¢aitnamu aHiManii (.anim), 0 CTBOPIOIOTHCS Y BIKHI «Animationy.

None (Runtime Anin ®

Puc. 2.12. KommoseHT «Animator»
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Koxen ¢aitn .anim MNOBMHEH MICTUTH OJHY [110, TaKUM YHUHOM MiCIIs
CTBOPEHHS BCIX MOMJIMBHX Ji 00’€KTa HEOOX1AHO mofaTH (aity aHimarii 10 BiKHA
«Animatory (puc. 2.13) 1 cTBOPUTH 3B’SI3KM MDK HUMH Ta HaJAIITyBaTH TPUTEpPU

NEepexo Iy 10 HACTYIMHOI aHIMAIIi1 A7 KOXKHOTO 3B s3Ka.

Puc. 2.13. BikHo «Animator»

I'pyna kommonenTiB «Collider » momae komizito, ToOTO (Hi3UYHY B3aEMOJIIO 3
iHmmMu 00’ extamu. Posrisinemo kommoHeHT «Box Collider» (puc. 2.14) — BiH He Aae

¢birypi npoBanuTucs yepe3 KyO irpoBoOi AOIIKH.
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v ¥ v Box Collider Q@ i+ :
Edit Collider P

Is Trigger L |
Material None (Physic Mater ©

Center

X 0 Y O Z0
Size

X 10 Y 2.220446¢ Z 10

Puc. 2.14. Komnonent «Rigidbody»

CTBOpeHUi KOPUCTYBaYEM KOMIIOHEHT MOYKE€ KEPYBAaTH BIACTHUBOCTSIMU IHILUX
KOMITOHEHTIB, J0JaBaTh HOBI, 3MIHIOBAaTH IrPOBY CLIEHY Ta BHKOPUCTOBYBAaTH BCl
MOKJIMBOCTI MOBH C#. JIICTUHI BCiX KOPUCTYBAlIbKUX CKPHUITIB 3HAXOAUTHCA Y

OJATKy A.
2.5.3. Peanizamisi irpoBux ejieMeHTIiB

Jlu3aiiH Tpy CTBOPEHMM y CTWJIl (QeHTe3l, o Habupae 4yuManoi MOmyJIspHOCTI
cepen cydacHoi Mmosoi. Cepel BUKOPUCTAHUX 3aCO01B 0OpaMIICHHST MICTSIThCS:

— 3HAMOMI Ta MPUBAOJIMBI AEKOpallii )kaHpy PeHTe31;

— IIKaBi Ta CTHIII30BaHI TIEPCOHAXI;

— 3aTHIITHA, 3aCTIOKIAIMBa aTMocdepa.

30BHINIHIN BUTIIAL iHTepdENcy TICHO TOB’SI3aHUM 13 CaMOIO TPOIO Ta CYTHICTIO
IrpOBOTO MpOIECy. 30KpeMa, CTAPOBUHHICTh TpU BIUIMHYJA Ha BUOIp CTUIIIO
oroueHHs: enoxu CepennboBiyus. [[omTOBXOM 10 BHUKOPUCTAaHHSA y Kymi 13 I[UM
denTe3i-nexkopariiii ctansa 3HaYHa MOMYJISIPHICTD IIHOTO YKaHPY cepell ayIuTOpii B HAIIl
gac. IlepcoHaxi, 110 OTOUYYIOTHh TPaBIls, CTBOPEHI Ta CTUII30BaH1 BIAMOBIIHO 0

xaupy. [Ipuknaan nepconaxiB HaBeaeHO HA puc. 2.15.
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Puc. 2.15. Tlepconaxi rpu

Came irpoBe mojie, mo OyJe 3HAXOAUTUCH Mepej] TpaBlEeM OUIbILY YaCTHHY
IrpOBOTO TpOILIECy, TaKOXK CTHIII30BaHE MiJ 3aJlaHy €MoXy, Ta Mae€ BTSN, BIAcHE,
CTojia 3 JIUCTOM TMamepy, Ha SKOMY pO3KpecleHe IrpoBe Mojie, a Tpa BEAETHCA
dimkamu. JliBopyd Ta mpaBopyd BiJi MOJIsl HASIBHI MaHEN 3 OCHOBHUM (DYHKIIIOHAJIOM.
VYce rpadiune oOpamiieHHs 0yJI0 CTBOPEHE CIICIIIBHO IS TPH.

Jliist enemenTa maTdopMa CTBOPEHO HACTYMHI 00’ €KTH 1 KOMIOHEHTH (Taldl.
2.1). Cyrp mi€i mnatdopMu TMOJsArae y TOMy, 00 po3minryBatu ¢Iirypu Ta

pO3paxoByBaTH ix mo3uiii. Burmsn 1 aist maatgopmu BigoopaxkeHi Ha puc. 2.16.

Tabmums 2.1
KomnoneHnTH irpoBoi 101K

O0’exT KomnoneHt [Tpu3HaueHHs

Mesh renderer BizyansHa Mojenb

Box Collider Mogens koumi3ii 0J10KiB
Spikes Hill (Script) BinoOpakeHHs MapTUKITIB

Mesh renderer Moaens komi3ii miarhpopmu
Platform Box Collider ®i3udHa MOJEIb TIATPOPMHU
Key TextMeshPro BinoOpaxennst Bubopy miatdopmu
Posy Transform [To3uris 1
Pos x Transform [Mozumis 2
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Puc. 2.16. Konment irpoBoi 101IKH

JIns eneMeHTy Kamepa CTBOPEHO HACTYITHI 00’€KTH 1 KOMIIOHEHTH (Tabi. 2.2)
Ta OCHOBHMI ckpunT «pRotated». CyTp kamepu nossrae y Tomy, mo0 BigoOpaxaTu

I'pOBY CILIEHY 1 3M1HHU, SIKI Ha H1i B1I0yBaOTHCS.

Tabmums 2.2
Baacrusocti ckpunra «Camera
BnactusicTh Tun [Ipu3HaueHHs
X Float KopanHatu xamepw 1o x
Y Float KopaunaTtu xamepu 1o y
Button KeyCode KHornka 3MiHH Kajipy
Key TextMesh Pro BimoOpaxeHHsI KHOIIKH IIaTPOPMHU
BrnactusicTh Tun [Ipu3naueHHs
Platform Transform Koopaunatu mnatdopmu
CameraAnimator | Bool BimoOpakeHHst 3a1aHOi aHiMaIIii

Jlns enementy ¢irypa cTBOpeHO HAcTyIHI 00’€KTH 1 KOMIOHEHTH (Tabu. 2.3).
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Burmsn 1 ais girypu Binobpaxeni Ha puc. 2.17.

Taomurs 2.3

KomnonenTu ogHiei 3 giryp

O0’exT

KommoueHt

[Ipr3HayeHHs

Player

Chess (Script)

VYrpasninus Giryporo

Sprite Renderer

Bizyanbna moaens girypu

Box Collider Monens komizii pirypu
Rigidbody 2D dizuka dirypu
Animator Amnimartis ¢irypu

Particle System

Cucrema MapTUKIIB, K1 BIIOOPaXKYIOTHCS

3TiAHO cTaHy (irypu

Ckpunt «Enemy» npusHaueHuid aJisi pO3MI3HABAHHS YEPrd XOJy TIpaBlis.
ToOTO KOMM XiA MEPIIOro TPpaBIls, TO APYTMW TpaBellb HE MOXKE B3aEMOJISTH 3

¢irypamu mOKH HEpUINil rpaBelb HE 3aKiHYUTh CBIM X1/, Ta HaBMaku. BrmacTuBocTi

Puc. 2.17. Konrent irpoBoi ¢irypu
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ckpunrta «Enemy» HaBeneHo B Ta0. 2.4.

Taomurg 2.4
BaacruBocti ckpunra «Enemy»
BrnacTtusicTsb Tun [Ipu3HayeHHs
Player Player [Tocunanus Ha MepcoHaKa
Type Float [Tonoxenust Ha qoIIL
King Bool [lepeBipka Ha HasBHICTb OCHOBHOI irypu
Result Bool Pesynbrat rpaBus

2.6. OOrpyHTyBaHHsl Ta OpraHizamis BXiIHMX Ta BHXiIHHX [JaHHUX

NporpamMu

3Fi,Z[HO 3 IIOCTAHOBKOIO 3aBJJaHHA Y SIKOCTI BXiI[HI/IX JaHUX IIporpamMu

BHUCTYNAIOTh:

— BUOIp dirypu Ta HarpaBIEHHS X0y JIJIsl HE;

— BUOIp CTOPOHU 3MAaraHHs;

—  BHUOIp peXUMYy B Ipi.

BuxigauMu 1aHuMH €:

— BlAOOpakeHHs Piryp;

— TIporpaBaHHS MEJIOII;

—  BIIOOpaKEHHS aHIMaIlli;

—  BUBIJ pe3yJIbTaTy Irpu.

2.7. Onuc po6oTH po3pod/IeHOr0 NMPOrPaMHOIr0 MPOAYKTY

2.7.1. Buxopucrani TexniuHi 3acodu

J71st po3p00OKM 1aHO1 TPY BUKOPUCTOBYBAIMCS HACTYIIHI TEXHIYHI 3aCO0U:

— nporiecop: Mobile DualCore Intel Core 13-350M, 2266 MHz ;
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— Bigeokaprta: ATI Mobility Radeon HD 5650;
— maM’ste: 700Mb;
- OC: Windows 7.

2.7.2. BukopucrtaHi nporpamsi 3acoou

Peanizamiss Bukonana Ha miatgopmi Unity, MoBa mporpamyBaHHS Jis
HAIlMCaHHS CKpUITIB Ta 1rpoBoi Jioriku — C#. OO ’€KTHO-Opi€EHTOBaHA KOHLIETIIIIS
MOBH TmporpamyBaHHs C# Halminme miAXOAUTh JJisl ONUCAHHS ITPOBOI JIOTIKH
00’€KTIB 3a JOMOMOTOI0 CUCTEMH Ki1aciB. Bubpane nporpamue 3a0e3nedenns Blender

IIJIKOM TIINIIUIO I MOACIOBAaHHS TPUBUMIPHUX 00’ €KTIB, IO CKJIA/Ial0Th PIBHI.

2.7.3. BUKJIMK Ta 3aBaHTaKeHHS MPOrpaMu

Ha nmouatky po0oTH 3 Irporo, HEOOX1THO 3aBaHTAKUTH 1i y BUTJISAI1 rar apXiBy.
[licnss 3aBaHTa)KeHHsSI apXiBy, HEOOXIJIHO pO3IMAaKyBaTH BECh MOro 3MICT B
KoM(pOpTHE Mg KOpucTyBada Mmicie. [licias po3nakyBaHHS, HATUCHYTH TOABIMHUM

kiaikom o Valhalla Auto Chess.exe mist ctapty rpu (puc. 2.18).

&3 vaihalla Auto ... — O X I‘ .
* v ynpasnenue
Dain  Komawast  Onepaumn
Wsbpannoe Hactpoiixm Cnpaexa m fnasnan | NogeanTed | Bua | Cpeacrea paboTel ¢ NPHAOKEHHAMM 0

-

ﬁ“;['“ X ¢ BB

AoGaeute Wseneus.. Mposepurs Mo» [BYPep Ynopsaoumts Cozpate OTkpute Buigeants

Bmena~ v ” . v
"

Nna ‘ Pasmep (e t » diplom... > Aunnom v O omec: 1. P

“ o (%IXT

MonoBleedingE... 6420184 182 # BricTpeiit aocTyn

Valhalla Auto Ch... 464184725 14318 MonoBleedingEdge

I B Pabouwit cron /

UnityPlayer.dil 25833928 916 Valhalla Auto Chess_Data
(5| Valhalla Auto Ch... 650 752 23] ¥ 3apyn | UnityPlayer.dil
< >| 4 Aoxymento: Al vathalia Auto Chess
- D Bcero: 2 nanox, & Wsobpaxenns

diplom t«t v < >
3nementos: 4  Boibpan 1 3nemenT: 635 Kb 3| &

Puc. 2.18. Po3nakyBaHHs Ta 3aIlyCK Tpu
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2.7.4. Onuc intepgeiicy kopucryBaya

[Ticns 3amycky Tpu, Tepea KOPUCTyBadeM 3’ SIBISETHCSA 1 0J0BHE MEHIO (pHC.
2.19), sxe mpencTaBiIeHE ACKITLKOMAa KHOMKAMH B3a€EMOJII 3 MPOEKTOM: TpaTH,

Bi3yasrizallisi IpH, 10AATKOBI OIIIii, BUXI1].

Wam Peny

Puc. 2.19. I'osi0BHE MEHIO

[Ipu BuOOp1 kHOomKK Options KOPUCTyBau MOTpAIUIsi€ B BIKHO pearyBaHHS

rpadiku Ta 3ByKy (puc. 2.20-2.21).

Audio

Puc. 2.20. BikHO HamamryBaHHs My3UKU
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Graphics

_—- spm r rre o rmr——--m

Puc. 2.21. BikHo HanamTyBaHHA rpadiku

[Tpu BubOpi kHOMKK Visualize Game KopucTyBada 03HAHOMITIOIOTH 3 TEUTIIICEM
rpu. SKimo HaTuCcHYTHM Ha KHONKY Exit, To BinmOyBaeThcs Buxin 3 rpu. Komu
KopuctyBau BuOHpae kHonky Play Game, BiH moTparuisie B roJIOBHY CIIEHY, B SIKIH

3aBaHTAXXYIOThCS BC1 00’€KTH, 3 SKUMHU BIH MOKE B3a€MOJISTH B IpoIlieci Tpu (puc.
2.22).

Left

Puc. 2.23. I'onoBHa crieHa rpu
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[Ipu 3aBaHTa)XEHH1 TOJIOBHOI CIICHHM, 3a JIOTIOMOTOI0 HAMHMCAHWX CKPUITIB,
BUKOHYETKLCS 3a7jaHa aHimarlis kamepu (puc. 2.24) Ta 3aBaHTaXeHHS BCiX ¢iryp Ha

rmoJie 00¥o.

Puc. 2.24. Kamepa TeMHOi CTOpOHU

[Ticns crabumi3yBaHHS KamMepu MOXKHA MOOAYWTH, IO KOXKHIA (irypi 3amgaHa
aHiMalliss TpocToro. Y BCiX (Giryp NpONUCAHO 1HAMBIAYaJbHUW CTHIIb aTaKW.
[lepeminieHHs BIIOYBA€ETHCS MO KIITUHKAM B 33JIaHOMY IPOCTOPI MACUBY YUCEI.

B mpolieci rpu KokHa 3 (piryp mMae CBOIO yHIKaJIbHY aHiMaliwo (puc. 2.25-

2.27)

S7



Puc. 2.25. Animaris dirypu 1

Puc. 2.26. Animariis ¢irypu 2

Puc. 2.27. Animaris ¢girypu 3
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Ha rosioBHiif crieH1 po3TalioBaHi JBI KHOIKH, SKi JOMOMAraroTh B3a€MOISTH
rpaBIEeBi 3 mosmiiero kamepu (puc. 2.28-2.29). lle peamizoBaHo, 1 Mig00py

1HIMB1TyaJIbHOTO KyTa COPUUHATTS 1HGOpMaIlii.

Puc. 2.29. 3mina no3uiii kamepu (J1iBa CTOpOHA)

Koxna ¢irypa pyxaerbcs 3a mnpaBwiamu MmaxoBux ¢iryp. B mporpami

59



nepeadayeHa A0moMora (Bi3yasibHa MiAKa3Ka) I 300paKeHHS MOMKIMBHUX XOJIIB

1oHiTiB (puc. 2.30).

pféff’ ol > f“‘ﬁ’ N Y\
0/ o s SN R ) s YD A

Left Right

-
o

Puc. 2.30. ITixka3ka X0y IOHITY

Ha puc. 2.29 306pakeHo irpoBuii mpoiiec.

B3]

2N

¥ - 4{ ;W - b
) 0 v N
e ‘f?"m‘ @: o

Puc. 2.29. IrpoBuii nporec
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[TapTukii abo cucTemMa 4aCTUHOK - 1€ YaCTO BUKOPHUCTOBYBAHUH Y BiJeoirpax
IHCTPYMEHT Il To1aHHsA 00'€éeMHUX e(EeKTiB, SKI HE MAIOTh YITKHMX T'€OMETPUUHHX
kopaoHiB. Ha puc. 2.30 300paxeHo NpuKiIaa MapTUKIA ITPOBUX MOMIHN, K1 Oyiau

po3po0OIeHi B 1aHii Tpi.

Puc. 2.31 IMaptuxni irpoBoro nporiiecy 2
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PO3JILI 3
EKOHOMIYHMIA PO3ILI

3.1. Po3paxyHOK TPYAOMICTKOCTIi Ta BapTOCTi PO3pOOKH NMPOrpPaMHOIO

NPOAYKTY

Buxigni nani po3poOKu MporpaMHOro 3a0e3MeYeHHS

— mepeabdadyBaHe 4yHcio onepaTopiB — 860;

—  KoeilieHT CKIaIHOCTI mporpamu — 1,2;

—  KoeilieHT KOpeJsIii mporpamu B xoi ii po3pooku - 0,1;

—  cepeaHs ToJuHHA 3apo0iTHA IJ1aTa mporpamMicta, rpa/rog — 40;

—  BapTicTh MamuHo-roguau EOM, rpa/ron — 5.

HopmyBanust mpaii B mporeci crBopeHHs [13 1CTOTHO yCKIaAHEHO B CHITY
TBOPUYOIO XapakTepy mparli nporpamicra. Tomy TpyaomicTkicTh po3poOku [13 moxe
OyTH po3paxoBaHa Ha OCHOB1 CUCTEMHU MOJIeJIeH 3 PI3HOIO TOYHICTIO OLIIHKH.

TpynomictkicTh po3pooku 113 MoxkHa po3paxyBaTu 3a GOPMYJIOLO:

t=1t,+ t,tt,+t, + to; + 1, TFOAMHO-TOAMH, (3.1)
ne t,, — BUTpaTH Mpaili Ha MIATOTOBKY ¥ ONKWC TMOCTaBJICHOI 3ajadi
(mpuiimaetbes 50);
tu — BUTPATH Mpalll Ha JOCIIKEHHS aJITOPUTMY PIILICHHS 3a/1aui;

t.— BUTpaTu mpaii Ha po3poOKy OJOK-CXEMHU aJTrOpUTMY;
ty — BUTpATH Mpalli Ha TporpamMmyBaHHs 10 TOTOBIM OJIOK-CXeMmi;
tors — BUTpATH Mpalll Ha HajaropkeHHs nporpamu Ha EOM;

t,— BUTpATH mpalll Ha MATOTOBKY JOKYMEHTAIII1.

CkazioBi BUTpaTH Mpalll BU3HAYAIOTHCA Yepe3 YMOBHE YMCIO onepaTtopiB y 113,
K€ pO3POOIIIETHCA.

YMOBHE 4KCIIO oniepaTopiB (MiAmporpam):
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Q=q-ClL+p) (3.2)
neq — mependadyBaHE YHCIIO ONIEPATOPiB;
C— xoe(iieHT CKIaAHOCTI MPOTpaMH;

P — kKoedilleHT KopesLii mporpaMu B Xo1 11 po3poOKH.
Q=860-1,2-(1+0,1) =1135;

ButpaTtu mpaii Ha BUBYEHHS OMHCY 3a/adl t, BHU3HAYAETHCS 3 ypaxXyBaHHSIM

YTOYHEHHS ONUCY 1 KBasi(ikalli mporpamicra:

t, - QB JFOIMHO-TOVH (3.3)
(75...85)K”’ ’
ne B — koedimieHT 301IbIIEHHS] BUTPAT Tpallli BHACIIIOK HEIOCTATHHOTO OIMHUCY
3amadli, B=1.2 ... 1.5;
K — koedimieHT kBamidikalii nmporpamicra, 00yMOBJIEHUN Bl CTaxy poOOTH 3

nmaHoi crremiaigpHocTi. o2 — 0,8;

113512
"~ 85.08

=20, nroquHO-TOTUH.

Butpatu npaiii Ha po3poOKy anropuTMy pilIEHHS 3a/aui:

0
ta= ————
(20..25)K (34)
_ 13
a 25 ] 0,8 , JEIOOAUHO-TOAHH.

BuTtpartu Ha ckiiagaHHs IPOrpaMu 1O TOTOBINA OJIOK-CXEMi:
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o Q
" (20..25)K

1135

ft =——= -
"~ 25.08 , JIIOJUHO-TOMH.

(3.5)

Butpatu npartii Ha HanaromkeHHs nporpamu Ha EOM:

- 34 YMOBH aBTOHOMHOI'O HAJIAIrOJPKCHHA OJHOI'O 3aBJaHHA:

t = Q
" (4.5)K

1135
" 5.08

(3.6)

t =284 | moMHO-TOINH,

34 YMOBHU KOMIIJICKCHOI'O HAJIAroA>KCHHs 3aBAaHHA:

t =12t - (3.7)

omiu 1

t =12-284 =340, mroquHO-TOINH

omij
Butparu mparii Ha miAroOTOBKY JTOKYMEHTAITIT:

to = top+too; (3.8)

1€ ty, — TPYAOMICTKICTh MIATOTOBKU MaTeplajiB 1 pyKOIUCY

0

" 15.20K ° (3.9)

1135 71, omiHO-To
= = JI HUHO-TOJHWH.
op 20 . 0,8 s pit pil

t10— TPYJAOMICTKICTD pearyBaHHs, eYaTKu i 0OpMIIEHHS JOKYMEHTAIIi1
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too= O,75‘t0p; (310)
t,, =0,75-71=53, moauHO-roauH.

t, =71+53=124 monuHo-roauH.

OTpumaemMo TPyIOMICTKICTh PO3POOKH MPOTPaMHOTO 3a0€3NCUCHHS:

t =50 +20 + 57 +57 + 284 +124 = 592, nroAMHO-TOVH.

B pesynpraTi po3paxoBaHO, IO B 3arajbHId CKJIAJHOCTI HEOOX1gHO 592

JIIOJIMHO-TOJIMH JIJ11 PO3POOKHU JJAHOTO MPOTPAMHOTO 3a0€3MECUEHHS.
3.2. Po3paxyHoKk BUTPAT Ha CTBOPEHHS MPOrpaMu
Butpatu nHa ctBopenns I13 Ko BKIOYarOTh BUTpAaTH Ha 3apoOITHY ILIATy

BUKOHABIl TMporpamMud 33/m 1 BUTpaT MAUIMHHOIO 4Yacy, HEOOXIJIHOro Ha

Hajaro/ikeHHs nporpamu Ha EOM.

Ko = 331+ 3ms | TpH, (3.11)

ne 33 — 3apo0iTHA MJ1aTa BUKOHABIIIB, SIKa BU3HAYAETHCS 32 POPMYIIOI0:

3s3m =t-Cnp, rpH, (3.12)
7e t — 3arajgbHa TPYAOMICTKICTD, JIFOAUHO-TOJINH;

Crnp — cepenHs roIMHHA 3apo0iTHA TUIaTa MPOrpamicTa, TpH/TOIMHA

G =592-40 = 23680 ,rpH.

3mB — BapticTh MammHHOTO Yacy, HEOOXITHOTO JJIs HAJIAro/HKEHHS MpOorpaMu

Ha EOM:
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3mB =tomr- Cym , TpH, (3.13)
1€ tor — TPYAOMICTKICTD HaJIaropkeHHs nporpamu Ha EOM, rop.

Cwmu — BapTicTs MammHO-Togquan EOM, TpH/TOI.

3,5 =283-5=1419, rpH.
E; =23680+1419 = 25100 , rpH.

OuikyBanuii nepioa crBopenus I[13:

T= ' Mic. (3.14)

ne By - 4nciio BUKOHABIIIB;
Fo - micsunuit gong poboyoro yvacy (npu 40 ronuHHOMY poOOUYOMY THXKHI

Fp=176 roaun).

592
1.176

T= =34 wmic.

TakuM 4MHOM, OYIKyBaHa TPUBAIICTh PO3pOOKHM ckiane 3,4 micaus, a

BUTPATH Ha CTBOPEHHS MporpamMHoro 3adesneueHns 25100 rpH.

66



BUCHOBKHA

3aBgaHHsAM  KBaliikamiifHOI pPOOOTHM € CHPOEKTYyBaTH Ta PO3POOUTH
cTpareriuny Bifeo rpy «Valhalla Auto Chess» na mmatdopmi Unity, MeToro sKoi €
PO3BUHYTH JIOTIKY Ta KMITJIMBICTb T'PABIIIB.

[Tepemimennss ¢iryp BigOyBaeTbcs B TPUBHUMIPHOMY TIPOCTOPI, MOXKHA
pyxaTucs BIIiBO, BIIPaBO, BIEPE]T Ta HA3a/.

Ha po3po6ieniit kapTi BimoOpaxaeTbcs 3MICT HA3BU I'PH, € KOHTPOJIEP KaMepH,
00 rpaBellb 3MIT 3HAUTH AJisi ceOe ONTUMAabHE MOJOXKEHHS, JUIS OUIBII YITKOTO
cpuiiHatTs iHGopmailii. [rpoBa joiika po3paxoBaHa Jjisi ABOX IpaBIliB, TOOTO KOJIU
B110yBa€ThCS X1/ TpaBIis, BIH MOYKE B3a€EMOJIISTH TUIBKU 31 CBOIMH (hirypamu.

[Ipu 3akiH4YeH1 Ipu BIAOOpaKaeTbCcsl MEpPEMOXKeElb. B Oylb-IKUii MOMEHT Ipa
MOke OyTH TpHU3yNUHEHA IS peJaryBaHHsS KOpHUCTyBaueM rpadiku Ta TYYHOCTI
3BYKIB.

['omoBHE MEHIO MICTUTh KHONKH BUXOIy 3 TPH Ta IrPOBUX HAJAMITyBaHb.
JlonaTtkoBo, NI O3HAMOMIJICHHSI 3 MpaBUJIaMU TPU Ta OCOOJMBOCTAMH JOJATKY, B
rOJIOBHOMY MEHIO MICTUTBCSI KHOIIKA 1HCTPYKIIIi, KA 3allyCKA€ 3alIUCAaHUMN TeMILIEH.

Peanizamiss Bukonana Ha tuiatrgopmi Unity, MoBa mporpamyBaHHS st
HAIMMCaHHSA CKpUMNTIB Ta irpoBoi Jioriku — C#. O6’€KTHO-Opi€EHTOBaHA KOHIICTIIIIS
MOBH TmiporpamyBaHHs C# Halminme MmiAXOAUTh JJisl ONUCAHHS ITPOBOI JIOTIKH
00’€KTIB 3a JOMOMOTOI0 CUCTeMH KiaciB. Bubpane nporpamue 3abe3neuenns Blender
[UJIKOM HIAIHAIUIO JJIsl MOJACTIOBAHHSI TPUBUMIPHUX 00’ €KTIB, IO CKJIaJal0Th PIBEHb.

[IpakTiuHe 3HaYeHHS JOJATKy TIOJSATae B TOMY, IO CHCTEMa MOXKE
BUKOPHCTOBYBATUCh KOPUCTYyBadaMHU JUIsl PO3BAXKAIBHUX 3aXOJIB Ta MPHEMHOTO
BIJIMMOYMHKY, & TAKOXK TPCHYBAHHS JIOT1YHOT'O MHUCJICHHS.

AKTyanbHICTH PO3POOJCHOT0 TMPOEKTY TOJIsSiTa€ B TOMY, IO B POOOTI
pearizoBaHO Ha OCHOBI PO3POOJICHOTO aJTOPUTMY MPUHHATTS PIIICHb JTOCKOHATY
CTpATETii0 BEJCHHS TPU Ta 3alPOIIOHOBAHO IMPAIIECIIPOMOKHUN KIHIIEBUN TPOTYKT
JUTSl MOTO BUKOPUCTAHHS JJI PO3Bar Ta TPEHYBAHHS JIOTTYHOTO MUCJICHHS, PO3BUTKY

IHTENEKTYalIbHUX, aHAJIITUHYHHUX 3110HOCTEH 3a JOMOMOTOIO0 1r0p IIAMKOBOTO THUITY.
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B pesynbTaTi po3paxyHKiB, BUKOHAaHHUX Y €KOHOMIYHOMY pPO3[ii, BU3HAYEHO,
IO B 3arayibHid CKJIQJHOCTI HEOOX1THO 592 MOIWHO-TONMH AJsi PO3POOKH JAaHOTO
MIPOTpaMHOro 3a0e3IMeUeHHs], OUiKyBaHa TPUBAJICTh pO3pOOKH ckiane 3,4 micsrs, a
BUTPATU Ha CTBOPEHHS JAHOTO MPOrPaMHOro 3abe3nedeHHs ckiaaaatumyTth 25100

IPH.
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JIOJIATOK A
KOJI TPOTPAMM

using UnityEngine;

using System.Collections;

using System.Collections.Generic;

public class BoardHighlights : MonoBehaviour {
public static BoardHighlights Instance { get; set; }
public GameObject selectedPref;

public GameObiject highlightPrefab;

public GameObject hoverHighlightPrefab;
public GameObiject killerHighlighPrefab;

private List<GameObject> highlights;

private GameObject parent;

private GameObject selectedHighlight;

private GameObject hoverHighlight;

private GameObject killerHighlight;

private GameObject checkedHighlight;

private void Start()

{

Instance = this;

highlights = new List<GameObject>();

parent = new GameObject("Highlights");

selectedHighlight = Instantiate(selectedPref); selectedHighlight.SetActive(false);
hoverHighlight = Instantiate(hoverHighlightPrefab); hoverHighlight.SetActive(false);
killerHighlight = Instantiate(killerHighlighPrefab); killerHighlight.SetActive(false);
checkedHighlight = Instantiate(killerHighlighPrefab); checkedHighlight.SetActive(false);

}
public GameObject GetHighlightObject()

{

GameObject go = highlights.Find(g => !g.activeSelf);
if (go ==null)

{

go = Instantiate(highlightPrefab);
go.transform.parent = parent.transform;
highlights.Add(go);

}

return go;

}
public void HighlightAllowedMoves(bool[,] moves)

{
for (inti=0;1<8; i++)
{
for (intj=0;] <8; j++)
{

if (movesi, j])
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{

GameObject go = GetHighlightObject();
go.SetActive(true);

go.transform.position = new Vector3(i + 0.5f, 0, j + 0.5f);

}

}

}

}

public void HideHighlights()

{

foreach (GameObject go in highlights)
go.SetActive(false);
selectedHighlight.SetActive(false);

¥
public void HighlightSelected(Vector3 position)

selectedHighlight.transform.position = position; selectedHighlight.SetActive(true);

}
public void ShowHoverHighlight(Vector3 pos)

{

hoverHighlight.transform.position = pos;
hoverHighlight.SetActive(true);

}
public void HideHoverHighlight()

{
hoverHighlight.SetActive(false);

}
public void ShowKillerHighlight(Vector3 pos)

killerHighlight.transform.position = pos;
killerHighlight.SetActive(true);

}
public void HideKillerHighlightAfter(float seconds)

{
Invoke("HideKillerHighlight", seconds);

¥
public void HideKillerHighlight()

{
killerHighlight.SetActive(false);

}
public void ShowCheckedHighlight(\VVector3 pos)
{

checkedHighlight.transform.position = pos;
checkedHighlight.SetActive(true);

}
public void HideCheckedHighlight()

{
checkedHighlight.SetActive(false);

¥
¥
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using UnityEngine;

using System.Collections.Generic;

using System;

public class BoardManager : MonoBehaviour

{

private const float DELAY_TIME = 1.5F;

private const float ROTATE_TIME = 0.1F;

private const float TILE_SIZE = 1.0f;

private const float TILE_OFFSET = 0.5f;

private int selectionX = -1;

private int selectionY = -1;

public List<cGameObject> ChessmanPrefabs;

private List<GameObject> activeChessmans;

public Chessman[,] Chessmans { get; set; }

private Chessman selectedChessman;

private bool isWhiteTurn = true;

public static BoardManager Instance { get; set; } private bool[,] allowedMoves { get; set; }

public int[] EnPassantMove { set; get; }

public ButtonManager buttonManager;

public AudioClip cellHoverAudio;

public AudioClip pieceSelectedAudio;

private void Start()

{

Instance = this;

Chessmans = new Chessman[8, 8];

EnPassantMove = new int[2] { -1, -1 };

SpawnAlIChessmans();

ShowPowerEffectAllChessmans();

GameObject.Find("MainGameManager").GetComponent<MainGameManager>().HideWin
Text();

}

private void ShowPowerEffectAllChessmans()

{

foreach (GameObject piece in activeChessmans)

{
piece.GetComponent<Chessman>().PlayPowerEffectFor(5.0f);
}

}

private void Update()

{

UpdateSelection();

DrawChessBoard();

HighLightMouseHoverCell();

if (Input.GetMouseButtonDown(0))

i{f (selectionX >= 0 && selectionY >=0)

i{f (GameManager.Instance.GameMode == GameManager.MODE.PLAYER_VS_PLAYER)
i{f(selectedChessman == null)

/{/ select the chessman SelectChessman(selectionX, selectionY);
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else

{

if (Chessmans[selectionX, selectionY] && Chess-mans[selectionX,selectionY].isWhite ==
isWhiteTurn) //The same team, reselect

{

SelectChessman(selectionX, selectionY);

ks

else

{

I move the chessman MoveChessman(selectionX, selectionY);

S e e e e

private void PlayCellHoverSound()

{
GetComponent<AudioSource>().PlayOneShot(cellHoverAudio);

}

private void PlayPieceSelectedSound()

{
GetComponent<AudioSource>().PlayOneShot(pieceSelectedAudio);

}

private int oldSelectionX, oldSelectionY;
private void HighLightMouseHoverCell()

{

if (GameManager.Instance.GameMode != GameManager.MODE.VISUALIZE)
{

if (selectionX != -1 && selectionY 1= -1)

{

if (oldSelectionX != selectionX || oldSelectionY != selectionY)

{

BoardHighlights.Instance.ShowHoverHighlight(new Vector3(selectionX + 0.5f, 0,
selectionY + 0.5f));

PlayCellHoverSound();

oldSelectionX = selectionX;

oldSelectionY = selectionY;

¥
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else

{
BoardHighlights.Instance.HideHoverHighlight();
}
}
}
private void UpdateSelection()
{
if (1Camera.main)
return;
RaycastHit hit;
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if (Physics.Raycast(
Camera.main.ScreenPointToRay(Input.mousePosition),
out hit, 25f,

LayerMask.GetMask(""ClickMask™)))

{

selectionX = -1;

selectionY = -1;

//Debug.Log("Click on mask™);

}

else if (Physics.Raycast(
Camera.main.ScreenPointToRay(Input.mousePosition),
out hit, 25f,

LayerMask.GetMask(""ChessPlan™)))

{

selectionX = (int)hit.point.x;

selectionY = (int)hit.point.z;

//Debug.Log(""Click on Chessboard");

}else {

selectionX = -1;

selectionY = -1;

}

}

private void DrawChessBoard()

{

Vector3 widthLine = Vector3.right * 8;
Vector3 heightLine = Vector3.forward * 8;
for (inti=0;i<=8;i++)

{

Vector3 start = Vector3.forward * i;
Debug.DrawL.ine(start, start + widthLine);
for (intj =0; j <=8; j++)

{

start = Vector3.right * j;
Debug.DrawLine(start, start + heightLine);

¥
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/I Draw selection

if (selectionX >= 0 && selectionY >=0)

{

Debug.DrawLine(Vector3.forward * selectionY + Vector3.right * selectionX,
Vector3.forward * (selectionY + 1) + Vector3.right * (selectionX + 1));

Debug.DrawLine(Vector3.forward * (selectionY + 1) + Vector3.right * selec-

tionX,

Vector3.forward * selectionY + Vector3.right * (selectionX + 1));

}

}

public List<cGameObject> GetAllChessmans()

{

return activeChessmans;

¥

private void SpawnChessman(int index, int x, int y)

{
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GameObiject obj = Instantiate(

ChessmanPrefabs[index],

GetTileCenter(x, y),

ChessmanPrefabs[index].transform.rotation) as GameObject;

obj.transform.SetParent(this.transform); Chessmans[x, y] =
obj.GetComponent<Chessman>(); Chessmans[x, y].SetPosition(x, y); activeChessmans.Add(obj);

}

private Vector3 GetTileCenter(int X, int z)

{

Vector3 origin = new Vector3();

origin.x = TILE_SIZE * x + TILE_OFFSET;

origin.z = TILE_SIZE * z + TILE_OFFSET;

return origin;

}

/lprivate Vector3 AdjustChessmanPosition(Vector3 pos)

1{

I return pos + new Vector3(dx, dy, dz);

I}

private void SpawnAllChessmans()

{

activeChessmans = new List<GameObject>();

1 White team

I King SpawnChessman(0, 4, 0);

I Queen SpawnChessman(1, 3, 0);

I Rooks SpawnChessman(2, 0, 0); SpawnChessman(2, 7, 0);
I Bishops SpawnChessman(3, 2, 0); SpawnChessman(3, 5, 0);
I Knights SpawnChessman(4, 1, 0); SpawnChessman(4, 6, 0);
1 Pawns

for (inti=0;i<8;i++)

SpawnChessman(5, i, 1);

1 Black team

I King SpawnChessman(6, 4, 7);

1 Queen SpawnChessman(7, 3, 7);

I Rooks SpawnChessman(8, 0, 7); SpawnChessman(8, 7, 7);
1 Bishops SpawnChessman(9, 2, 7); SpawnChessman(9, 5, 7);
I Knights SpawnChessman(10, 1, 7); SpawnChessman(10, 6, 7);
1 Pawns

for (inti=0;i<8;i++)

SpawnChessman(11, i, 6);

public void SelectChessman(int x, int y)

{

if (Chessmans[x, y] == null)

return;

if (Chessmans[x, y].isWhite != iswhiteTurn)
return;

PlayPieceSelectedSound();
bool hasAtLeastOneMove = false;
allowedMoves = Chessmans[x, y].PossibleMove();
for (inti=0;i<8;i++)
for (intj=0;j <8; j++)
if (allowedMovesli, j])
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{

hasAtLeastOneMove = true;

break;

}

if (ThasAtLeastOneMove)

return;

selectedChessman = Chessmans|x, v];
I change chessman material

/lpreviousMat = selectedChess-

man.GetComponentInChildren<MeshRenderer>().material; //selectedMat.mainTexture =
previousMat.mainTexture;
//selectedChessman.GetComponentInChildren<MeshRenderer>().material = selected-

Mat;

BoardHighlights.Instance.HideHighlights();
BoardHighlights.Instance.HighlightAllowedMoves(allowedMoves);
BoardHighlights.Instance.HighlightSelected(new Vector3(x + 0.5f, 0, y + 0.5f));

public void MoveChessman(int x, int y)

{
if (allowedMoves[X, y])

{

if (chessMate != null)

{

BoardHighlights.Instance.HideCheckedHighlight();
chessMate.HidePowerEffect();

chessMate = null;

}

Chessman ¢ = Chessmans|[x, y];

float delays = 0f;

I Check EnPassantMove ProcessEnPassantMove(c, X, y, out delays);

1 Eat chessman

bool isEatChess = false;

if (¢ '=null && c.isWhite != isWhiteTurn)

{

delays = DELAY_TIME;

c.RotateEach(ROTATE_TIME);

c.DestroyAfter(delays);

BoardHighlights.Instance.ShowKillerHighlight(new Vector3(x + 0.5f, 0, y+ 0.5f));
BoardHighlights.Instance.HideKillerHighlightAfter(delays); isEatChess = true;
if (c.GetType() == typeof(King))

{

EndGame();

return;

}

}

BoardHighlights.Instance.ShowHoverHighlight(new Vector3(x+0.5f, 0, y+0.5f));

I check if pawn step on final line ProcesslfPawnStepOnFinalLine(X, y);

I Move selected chessman to X, y position MoveSelectedChessmanTo(X, y, delays);

// Checkmate

if ("IsCheckmate(Chessmans|x, y].PossibleMove()) && isEatChess)
{

selectedChessman.PlayPowerEffectFor(DELAY_TIME);

77



¥

ProcessCheckmate(x, y);
I/l Change turn
isWhiteTurn = liswWhiteTurn;

}
BoardHighlights.Instance.HideHighlights();
selectedChessman = null;

ks

private void ProcessIfPawnStepOnFinalLine(int X, int y)

{
if (selectedChessman.GetType() == typeof(Pawn))
{

I check if pawn steps on final line, it becomes Queen if (y == 7) // white team

{

int currentX = selectedChessman.CurrentX, currentY = selectedChess-

man.CurrentY;

1 remove selected chessman
activeChessmans.Remove(selectedChessman.gameObject);
Destroy(selectedChessman.gameObiject);

I spawn new chessman

SpawnChessman(1, currentX, currentY); selectedChessman = Chessmans[currentX,
currentY];

I rotate the chessman selectedChessman.RotateEach(ROTATE_TIME);

else if (y == 0) // black team

{

int currentX = selectedChessman.CurrentX, currentY = selectedChess-

man.CurrentY;

1 remove selected chessman
activeChessmans.Remove(selectedChessman.gameObject);
Destroy(selectedChessman.gameObiject);

I spawn new chessman

SpawnChessman(7, currentX, currentY); selectedChessman = Chessmans[currentX,
currentY];

1 rotate the chessman

1 selectedChessman.RotateEach(ROTATE_TIME);

}

}

}

private void MoveSelectedChessmanTo(int x, int y, float delays)

{

Chessmans[selectedChessman.CurrentX, selectedChessman.CurrentY] = null;
selectedChessman.MoveAfter(delays, GetTileCenter(X, y));
selectedChessman.SetPosition(x, y);

Chessmans][x, y] = selectedChessman;

}

private Chessman chessMate;

private void ProcessCheckmate(int x, int y)

{

bool[,] allowedMoves = Chessmans[x, y].PossibleMove(); if (IsCheckmate(allowedMoves))
{

Chessman kingPos = GetKingPos(liswhiteTurn);
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BoardHighlights.Instance.ShowCheckedHighlight(new Vector3(kingPos.CurrentX +0.5f, 0,
kingPos.CurrentY + 0.5f)); selectedChessman.ShowPowerEffect(); chessMate = selectedChessman;
OnChecked();

[if (IsWhiteTurn)

I Debug.Log("Black team is checkmated");

Ilelse

I Debug.Log("White team is checkmated™);

}

}

private void OnChecked()

{

GameObject mainGameMangerGO = GameObject.Find("MainGameManager"); if
(mainGameMangerGO != null)

{
mainGameMangerGO.GetComponent<MainGameManager>().OnChecked();
}

}

private void ProcessEnPassantMove(Chessman c, int x, int y, out float delay) {
delay = 0;

if (x == EnPassantMove[0] && y == EnPassantMove[1])

{

if (isWhiteTurn)

¢ = Chessmans[x, y - 1];

else

¢ = Chessmans[x, y + 1];
c.RotateEach(ROTATE_TIME);
c.DestroyAfter(DELAY_TIME);
//selectedChessman.RotateEach(ROTATE_TIME);
delay = DELAY_TIME;

}

EnPassantMove[0] = -1;

EnPassantMove[1] = -1;

// EnPassant

if (selectedChessman.GetType() == typeof(Pawn))

if (selectedChessman.CurrentY ==1 && y == 3)
{

EnPassantMove[0] = x;

EnPassantMove[l] =y - 1;

}

else if (selectedChessman.CurrentY == 6 && y == 4)
{

EnPassantMove[0] = x;

EnPassantMove[l] =y + 1;

}
}
}
private Chessman GetKingPos(bool isWhite)
{
for (inti=0;i<8; i++)
{
for (intj=0;j <8; j++)
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{

if ( Chessmansl[i, j] '= null && Chessmans|i, j].GetType() ==
typeof(King)

&& Chessmansli, j].isWhite == isWhite)

{

return Chessmansi,j];

}

}

}

return null;

}

private bool IsCheckmate(booll[,] allowedMoves)

{

if (allowedMoves.Length == 0)

return false;

for (inti=0;1<8; i++)

{

for (intj=0; ] <8; j++)

{

if (allowedMovesli, j] && Chessmans]i, j] != null && Chessmansl[i, j].GetType() ==

typeof(King))

{
return true;
}
}
}

return false;

hy

private void EndGame()

{
if (isWhiteTurn)
GameObject.Find("MainGameManager").GetComponent<MainGameManager>().EndGame

(1); else

(-1);

GameObject.Find("MainGameManager").GetComponent<MainGameManager>().EndGame

foreach (GameObject go in activeChessmans)

{
Destroy(go);

}
BoardHighlights.Instance.HideHighlights();
SpawnAllChessmans();

}

public Location Find(int turn, char ¢, Location dst, string disam)

{

Location lo = new Location();

bool isWhite = (turn == 0);

foreach (GameObject chessObj in activeChessmans)

{

Chessman chess = chessObj.GetComponent<Chessman>();

if ((chess.isWhite == isWhite) && (chess.Annotation().Equals(c. ToString())))

{
if (chess.CanGo(dst.x, dst.y))

80



{

if (disam.Length == 1) //Disambiguating moves

{

if (disam[0] >="1" && disam[0] <="'9") //rank have to the same {
if (chess.CurrentY == (disam[0] - '1"))

{

return new Location(chess.CurrentX, chess.CurrentY);

}

}

else if (disam[0] >="a" && disam[0] <= 'z) //file have to thesame
{

if (chess.CurrentX == (disam[0] - 'a"))

{

return new Location(chess.CurrentX, chess.CurrentY);

}

}

else

{
Debug.Log("Unexpected result! " + disam);
}
}

else

{
return new Location(chess.CurrentX, chess.CurrentY);
}
}
}
}

return lo;

public void KingSideCastling(int turn)

{

bool isWhite = (turn == 0);

int rank = isWhite 70 : 7;

if (Chessmans[7, rank] && Chessmans|[7, rank].Annotation().Equals("R")
&& Chessmans[4, rank] && Chessmans[4, rank].Annotation().Equals("K"))
{

MoveFromTo(7, rank, 5, rank);

MoveFromTo(4, rank, 6, rank);

Chessmans|[5, rank].PlayPowerEffectFor(2.0f);

Chessmans|[6, rank].PlayPowerEffectFor(2.0f);

}
}
private GameObject GetChessmanObj(int x, int y)

{

foreach (GameObject pieceObj in activeChessmans)

{

Chessman piece = pieceObj.GetComponent<Chessman>(); if (piece.CurrentX == x &&
piece.CurrentY ==y)

return pieceObyj;

¥

return null;
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}
private void MoveFromTo(int srcX, int srcY, int dstX, int dstY)

{

Chessman chess = Chessmans[srcX, srcY];

Chessmans[srcX, srcY] = null; chess.transform.position = GetTileCenter(dstX, dstY);
chess.SetPosition(dstX, dstY);

Chessmans[dstX, dstY] = chess;

}
public void QueenSideCastling(int turn)

{

bool isWhite = (turn == 0);

int rank = isWhite 70 : 7;

if (Chessmans[0, rank] && Chessmans|[0, rank].Annotation().Equals("R")
&& Chessmans[4, rank] && Chessmans[4, rank].Annotation().Equals("K"))
{

MoveFromTo(0, rank, 3, rank);

MoveFromTo(4, rank, 2, rank);

k
¥
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using UnityEngine;
using System.Collections;
public class ButtonManager : MonoBehaviour

{
Animator cameraAnimator;
int index = 0;

private string[] cameraTrigger = { "WhiteTurn", "RightMotion", "BlackTurn", "LeftMo-
tion"};

Animator pauseMenuAnimator;

GameObiject clickMash;

bool isShowPauseMenu = false;

1 Use this for initialization void Start()

{

cameraAnimator = GameObject.Find("Main Camera™).GetComponent<Animator>(); if
(cameraAnimator == null)

{

Debug.Log("Can't find camera animator.");

¥

pauseMenuAnimator = GameObject.Find("Pause Menu").GetComponent<Animator>();
if (pauseMenuAnimator == null)

{

Debug.Log("Can't find pause menu animator.");
}
clickMash = GameObject.Find("ClickMask™");
if (clickMash == null)
{
Debug.Log("Can't find ClickMask.");
} else
{
clickMash.SetActive(false);
}
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}
void Update()

{
if (Input.GetKeyDown(KeyCode.Escape))

{

if (YisShowPauseMenu)

{

pauseMenuAnimator.SetTrigger("ShowPauseMenu"); isShowPauseMenu = true;
clickMash.SetActive(true);

} else

{

pauseMenuAnimator.SetTrigger("HidePauseMenu"); isShowPauseMenu = false;
clickMash.SetActive(false);

¥
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}

/I side: left, right, white, black
public void MoveCamera(string side)
{

if (side == "left")

{

index--;

if (index < 0)

index = 3;

} else

{

index++;

if (index > 3) index = 0;

}

cameraAnimator.SetTrigger(cameraTrigger[index]);

}
public void ExitGame()

{
LevelManager.QuitRequest();

public void LoadMainMenu()
{

LevelManager.LoadLevel("MainMenu");
¥
¥

using UnityEngine;

using System.Collections;

public class CameraController : MonoBehaviour {

I Use this for initialization void Start () {
transform.RotateAround(new Vector3(4, 0, 4), Vector3.right, 90);

}

I Update is called once per frame
void Update () {

}

}

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

public class GameManager {

private static GameManager _instance = null,
public static GameManager Instance
{

get

{

if (_instance == null)

_instance = new GameManager();
return _instance;

ks

k
public enum MODE { PLAYER_VS_PLAYER, VISUALIZE, PLAYER_VS_Al }

public MODE GameMode = MODE.PLAYER_VS_PLAYER;
public string VisualizePath = null;

public void StartGame()

{

LevelManager.LoadLevel("MainGame");

}

}

using UnityEngine;

using System.Collections;

using UnityEngine.SceneManagement;
public class LevelManager : MonoBehaviour {
public static void LoadLevel(string name) {
//Debug.Log

("Level load requested for: " + name);
/[Application.LoadLevel (name);
SceneManager.LoadScene(name);

}

public static void QuitRequest(){
//Debug.Log

("1 want to quit!");

Applica-

tion.Quit ();

}

}

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public struct Location {

public int x;

public inty;

public Location(int x, int y)

{

this.x = X;

this.y =y;

}

public override string ToString()
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{
return x + """ +vy;
}
}

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class MainGameBGM : MonoBehaviour {

public Animator animator;

private bool isFirst = true;

public AudioClip preAudio;

public AudioClip backAudio;

I Use this for initialization void Start () {

GetComponent<AudioSource>().clip = preAudio; GetComponent<AudioSource>().Play();

}

I Update is called once per frame
void Update () {

if (isFirst)

{

if (animator.IsInTransition(0))

{

GetComponent<AudioSource>().clip = backAudio;
GetComponent<AudioSource>().Play();

isFirst = false;

}

}

}

}

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class Visualizeltem : MonoBehaviour {
public string filePath;

public string fileName;

1 Use this for initialization void Start () {

}
1 Update is called once per frame void Update () {

public void StartVisualize()

{

Debug.Log("StartVisualize" + filePath); GameManager.Instance.GameMode =
GameManager.MODE.VISUALIZE; GameManager.Instance.VisualizePath = filePath;
GameManager.Instance.StartGame();

¥
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using System.Collections;
using System.Collections.Generic;
using System.lO;
using UnityEngine;
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using UnityEngine.Ul,

public class VisualizeList : MonoBehaviour {

public GameObject itemGO;

public GameObject listGO;

public ScrollRect scroll;

I Use this for initialization void Start () {

Debug.Log("VisualizeList!"); string path = "Data/";

var info = new DirectorylInfo(path); var fileInfo = info.GetFiles(); foreach (var file in
filelnfo)

{

GameObiject item = (GameObject)Instantiate(itemGO, listGO.transform);

item.transform.localScale = new Vector3(1, 1, 1); item.transform.localPosition = new
Vector3(0, 0, 0); item.GetComponentIinChildren<Text>().text = file.Name;
item.GetComponent<Visualizeltem>().filePath = file.DirectoryName + "\\" +

file.Name;

item.GetComponent<Visualizeltem>().fileName = file.Name;

scroll.verticalNormalizedPosition = 1; using System; using System.Collections;

using System.Collections.Generic;

using System.lO;

using System.Security.Cryptography;

using System.Text;

using UnityEngine;

public class VisualizeMatch : MonoBehaviour {
List<String> data;

int step = 0;

int result = 0;

MainGameManager gameManager;

public VisualizeMatch(MainGameManager gameManager)

{

this.gameManager = gameManager;

}
public void LoadMatchData()

{

data = new List<string>();

string fileName = GameManager.Instance.VisualizePath;
try

{

string line;

StreamReader theReader = new StreamReader(fileName, Encoding.Default);
do

{

line = theReader.ReadLine();

if (line 1= null)

{
Debug.Log(line);
if (line.Length > 0 && line[0] !="1")
continue;
String[] parts = line.Split(" ");
foreach (String part in parts)
{
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if (!part.Contains("."))
data.Add(part);

}

String strResult = data[data.Count - 1];
data.RemoveAt(data.Count - 1);
if (strResult.Equals("0-1"))
result = -1; //Black win

else if (strResult.Equals(*'1-0"))
result = 1; //White win

else

result = 0; //Tie

} while (line !'=null); theReader.Close();
}

catch (Exception e)
{
Debug.Log("{0}\n" + e.Message);

}

public void Visualize()

{

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

Move(i%2, data[i]);

¥

public void VisualizeNextStep()
{

if (step == data.Count)

{

Debug.Log("End of game!™);
Debug.Log("Result: " + result);
gameManager.isVisualize = false;
gameManager.EndGame(result);
return;

}

Move(step % 2, data[step]);
step++;

}

public String Normalize(String move)

{

return move.Replace("+", "").Replace("x", ™);

¥

public void Move(int turn, String move)
{
move = Normalize(move);
char f = move[0];
if (move == "0-0")
{
gameManager.KingSideCastling(turn);
}
else if (move == "0-0-0")
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{

gameManager.QueenSideCastling(turn);

}

else

{

int n = move.Length;

int rank = move[n - 1] - '1'; //hang

int file = move[n - 2] - 'a'; //cot

Location dest = new Location(file, rank);
Location src;

if ("KQBNR".Contains(f.ToString())) {
Stringdisam ="";

if (n==4)

disam += move[1];

src =gameManager.Find(turn, f, dest, disam);
} else { //Pawn

String disam =",

if (n==23)

disam += move[0];

src =gameManager.Find(turn, 'P', dest, disam); //Find Pawn

}

gameManager.Move(src, dest);

I Update is called once per frame void Update () {

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public class CustomCursor : MonoBehaviour {
[SerializeField]

Texture2D yourCursor;
[SerializeField]

int cursorSizeX;

[SerializeField]

int cursorSizeY;

void Awake()

{
DontDestroyOnLoad(transform.gameObiject);

¥

I Use this for initialization void Start()

{

Cursor.visible = false;

}
/! Update is called once per frame void Update()
{
}
void OnGUI()
{
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GUI.DrawTexture(new Rect(Event.current. mousePosition.x, Event.current.mousePosition.y,
cursorSizeX, cursorSizeY), yourCursor);

¥
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using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.EventSystems;

using UnityEngine.Ul,

public class MenultemHandler : MonoBehaviour, IPointerEnterHandler {
[SerializeField]

AudioClip soundEffect;

public void OnPointerEnter(PointerEventData eventData)

{
GetComponent<AudioSource>().PlayOneShot(soundEffect);
}

}

using UnityEngine;

using System.Collections;

using System;

public class Bishop : Chessman {
public override string Annotation()

{

return "B";

}
public override bool[,] PossibleEat()

{

return PossibleMove();

}

public override bool[,] PossibleMove()

{

bool[,] moves = new bool[8, 8];

Chessman c;

inti, j;

1 Top Left i = CurrentX; j = CurrentY; while (true)
{

I--; J++;

if (i<0]lj>7)break;

¢ = BoardManager.Instance.Chessmansli, j];
if (c==null)

movesi, j] = true;

else if (c.isWhite 1= isWhite)
{

moves(i, j] = true;

break;

}

else

break;

}
I Top Right i = CurrentX; j = CurrentY’; while (true)
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{
i++; J++;
if (i>7]j>7)break;

¢ = BoardManager.Instance.Chessmansli, j];

if (c==null)

movesli, j] = true;

else if (c.isWhite = isWhite)
{

moves|i, j] = true;

break;

}

else

break;

¥

I Bottom Left i = CurrentX; j = CurrentY’; while (true)

-
i -
if (i < 0| j < 0) break;

¢ = BoardManager.Instance.Chessmansl[i, j];

if (c ==null)

moves(i, j] = true;

else if (c.isWhite 1= isWhite)
{

movesli, j] = true;

break;

}

else

break;

¥

I Bottom Right i = CurrentX; j = CurrentY’; while (true)

{
i++; -
if (i>7]j<0) break;

¢ = BoardManager.Instance.Chessmansli, j];

if (c==null)
movesli, j] = true;
else if (c.isWhite = isWhite)
{

moves(i, j] = true;
break;

}

else

break;

}

return moves;

}

}

using UnityEngine;
using System.Collections;
using System;

public abstract class Chessman

: MonoBehaviour { public int CurrentX { get; set; }
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public int CurrentY { get; set; }

public bool isWhite;

public abstract string Annotation();

private Quaternion originRotation;

private float speed = 1f;

private float incSpeed = 1.0f;

private Animator anim;

private bool startMove = false;

private AudioSource _audioSource = null;

private AudioSource AudioSource

{

get

{

if (_audioSource == null)

{

this.gameObject. AddComponent<AudioSource>(); return
this.gameObject. GetComponent<AudioSource>();

}

return _audioSource;

}

}

private static AudioClip _manDeadAudio;
private static AudioClip ManDeadAudio

{

get {

if (_manDeadAudio == null)
{

_manDeadAudio = Resources.Load<AudioClip>("Sound/Game/dead_man");

}
return _manDeadAudio;
}

}
private static AudioClip _femaleDeadAudio;

private static AudioClip FemaleDeadAudio
{

get

{

if (_femaleDeadAudio == null)

{

_femaleDeadAudio = Resources.Load<AudioClip>("Sound/Game/dead_female");

}
return _femaleDeadAudio;
}
}

private static AudioClip _moveSurfAudio;
private static AudioClip MoveSurfAudio
{

get

{

if (_moveSurfAudio == null)

{

_moveSurfAudio = Resources.Load<AudioClip>("Sound/Game/move_surf");
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}
return _moveSurfAudio;
}

}
private static GameObject VFX_ParticlePath;

private static GameObject VFX_ParticlePath
{

get

{

if (_VFX_ParticlePath == null)

{

_VFX_ParticlePath = Re-
sources.Load<GameObject>("Prefabs/VFX/VFX_ParticlePath™);
}

return _VFX_ParticlePath;

}

}
private GameObject _particlePathGO = null;

private GameObject ParticlePathGO

{

get

{

if (_particlePathGO == null)

{

_particlePathGO = Instantiate(VVFX_ParticlePath);
_particlePathGO.transform.parent = gameObject.transform;

if (isWhite)

{

_particlePathGO.transform.localPosition = new Vector3(0, 0.5f, -
0.2f);

} else

{

_particlePathGO.transform.localPosition = new Vector3(0, 0.5f,0.2f);
}

}

return _particlePathGO;

}

}

private void Start()

{

originRotation = transform.rotation;

/[Animator[] anims = GetComponentsinChildren<Animator>();
/lanim = anims[0];

//if (anims.Length >= 2)

I anim = anims[anims.Length - 1];

/it (anim == null)

1{

I Debug.Log("Chessman's animator is null™);
I}

}

private void Update()

{
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if (startMove)

{

float step = speed * Time.deltaTime;

transform.position = Vector3.MoveTowards(transform.position, newPosition,step);
speed += incSpeed;

if (transform.position == newPosition)

{

newPosition = Vector3.zero;

startMove = false;

speed = 1f;

HideMoveEffect();

}

}

}

private void HideMoveEffect()
{
ParticlePathGO.SetActive(false);
}

private void ShowMoveEffect()
{

ParticlePathGO.SetActive(true);

public void SetPosition(int X, int y)
{

CurrentX = x;

CurrentY =y,

}

public virtual bool[,] PossibleMove()

{

return new bool[8, 8];

}
public virtual bool[,] PossibleEat()

{

return new bool[8, 8];

public bool CanGo(int x, int y)

{

bool[,] possible = this.PossibleMove();
return possible[x, y];

¥

internal void RotateEach(float seconds)

{

InvokeRepeating('Rotate”, Of, seconds);

¥

private GameObject _powerEffect;
private GameObject PowerEffect

{
get

{
if (_powerEffect == null)

{
_powerEffect = gameObject.transform.GetChild(2).gameObiject;
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¥

return _powerEffect;

¥

public void PlayPowerEffectFor(float seconds)

{
if (PowerEffect == null)

{
Debug.Log(CurrentX + ;" + CurrentY + " " + Annotation());

}
PowerEffect.SetActive(true);
Invoke("HidePowerEffect", seconds);

}
public void ShowPowerEffect()

{
PowerEffect.SetActive(true);

public void HidePowerEffect()

{
PowerEffect.SetActive(false);

}

private intt=5;

private int dt = 5;

private void Rotate()

{

transform.Rotate(Vector3.up * t);
t +=dt;

}

internal void DestroyAfter(float seconds)

{
PlayDieSound();
Invoke("DestroyGameObject"”, seconds);

}
private void PlayDieSound()

{
if (this.Annotation() !="Q")

{
AudioSource.PlayOneShot(ManDeadAudio);

}

else

{
AudioSource.PlayOneShot(FemaleDeadAudio);
}

}

private void DestroyGameQObject()

{
BoardManager.Instance.GetAllChessmans().Remove(gameObject); Destroy(gameObject);

¥

private Vector3 newPosition = Vector3.zero;
internal void MoveAfter(float seconds, Vector3 position)

{

newPosition = position;
94



Invoke("Move", seconds);

;})rivate void PlayMoveSoundEffect()
{AudioSource.PIayOneShot(MoveSurfAudio);
;})rivate void Move()

itartMove = true;

ShowMoveEffect();

PlayMoveSoundEffect();
[[transform.position = newPosition;

I stop rotation

I Cancellnvoke("Rotate");

I restore origin rotation //transform.rotation = originRotation;
I restore rotate speed //t = 10;

}

}

using UnityEngine;

using System.Collections;

using System;

using System.Collections.Generic;
public class King : Chessman {
public override string Annotation()

{

return "K";

public override bool[,] PossibleMove()

{

bool[,] moves = new bool[8, 8];

int[ldx=4{-1,0,1,1,1,0,-1,-1};

intfldy=4{1,1,1,0,-1,-1,-1,0 };

intx,y;

bool[,] enemyMoves = GetAllEnemyMoves(BoardManager.Instance.GetAllChessmans());
for (inti=0;i<8;i++)

{

X = CurrentX + dx[i];

y = CurrentY + dyf[i];

if(x<0||x>7||y<0]|ly>T7]| enemyMoves[x, y] == true)
continue;

Chessman ¢ = BoardManager.Instance.Chessmans[x, y]; if (c == null)
moves|[x, y] = true;

else if (c.isWhite 1= isWhite)

moves|[x, y] = true;

}

return moves;

¥

private bool[,] GetAllEnemyMoves(List<GameObject> enemies)

{

List<bool[,]> listMoves = new List<bool[,]>(); foreach (GameObiject go in enemies) {
if (go !'=null)
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{

Chessman chessman = go.GetComponent<Chessman>(); if (chessman.isWhite != isWhite) {
listMoves.Add(chessman.PossibleEat());

¥
¥

bool[,] result = new bool[8, 8];
for (inti=0;i<8;i++)

{

for (intj=0;j<8;j++)

foreach (bool[,] moves in listMoves)
{

if (movesi, j])

{

result[i, j] = true;

break;

}

}

}

}

return result;

public override bool[,] PossibleEat()
{

bool[,] moves = new bool[8, 8];
intfldx=4{-1,0,1,1,1,0,-1,-1 };
inf[Jdy=4{1,1,1,0,-1,-1,-1,0 };
intx,y;

for (inti=0;i<8;i++)

{

X = CurrentX + dx[i];

y = CurrentY + dyf[i];
if(x<0|Ix>7]y<0]y>7)
continue;

Chessman ¢ = BoardManager.Instance.Chessmans[x, y]; if (c == null)
moves[X, y] = true;

else if (c.isWhite 1= isWhite)
moves[X, y] = true;

}

return moves;

}

}

using UnityEngine;
using System.Collections;
using System;
public class Knight : Chessman {
public override string Annotation()
{
return "N";
}
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public override bool[,] PossibleEat()
{

return PossibleMove();

public override bool[,] PossibleMove()

{

bool[,] moves = new bool[8, 8];

/I UpLeft

KnightMove(CurrentX - 1, CurrentY + 2, ref moves);
/I UpRight

KnightMove(CurrentX + 1, CurrentY + 2, ref moves);
// RightUp

KnightMove(CurrentX + 2, CurrentY + 1, ref moves);
// RightDown

KnightMove(CurrentX + 2, CurrentY - 1, ref moves);
// DownLeft

KnightMove(CurrentX - 1, CurrentY - 2, ref moves);

// DownRight

KnightMove(CurrentX + 1, CurrentY - 2, ref moves);
/I LeftUp

KnightMove(CurrentX - 2, CurrentY + 1, ref moves);
// DownRight

KnightMove(CurrentX - 2, CurrentY - 1, ref moves);

return moves;

}

private void KnightMove(int x, int y, ref bool[,] moves)
{

If(x>=0&&x<8&&Yy>=0&&Yy<8)

{

Chessman ¢ = BoardManager.Instance.Chessmans[x, y]; if (c == null)
moves[X, y] = true;

else if (c.isWhite 1= isWhite)

moves[X, y] = true;

}

}

}

using UnityEngine;

using System.Collections;

using System;

public class Pawn : Chessman {
public override string Annotation()

{

return "P";

}
public override bool[,] PossibleEat()

{
bool[,] moves = new bool[8, 8];
Chessman c1;
I white team moves if (isWhite)
{
// Diagonal left
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if (CurrentX =0 && CurrentY !=7)

{

cl = BoardManager.Instance.Chessmans[CurrentX - 1, CurrentY + 1];
if (c1 ==null)

{

moves[CurrentX - 1, CurrentY + 1] = true;

}

}
// Diagonal right

if (CurrentX =7 && CurrentY 1=7)

{

cl = BoardManager.Instance.Chessmans[CurrentX + 1, CurrentY + 1];
if (c1 ==null)

{

moves[CurrentX + 1, CurrentY + 1] = true;
}

}

}

else

{

// Diagonal left

if (CurrentX 1= 0 && CurrentY !=0)

{

cl = BoardManager.Instance.Chessmans[CurrentX - 1, CurrentY - 1]; if (c1 == null)

{
moves[CurrentX - 1, CurrentY - 1] = true;
by

}
// Diagonal right

if (CurrentX =7 && CurrentY !=0)

{

cl = BoardManager.Instance.Chessmans[CurrentX + 1, CurrentY - 1];
if (c1 ==null)

{

moves[CurrentX + 1, CurrentY - 1] = true;

}

}

}

return moves;

public override bool[,] PossibleMove()

{

bool[,] moves = new bool[8, 8];

int[] e = BoardManager.Instance.EnPassantMove; Chessman c1, c2;
I white team moves if (isWhite)

{

// Diagonal left

if (CurrentX != 0 && CurrentY !=7)

{

if (e[0] == CurrentX - 1 && e[1] == CurrentY + 1)
moves[CurrentX - 1, CurrentY + 1] = true;

cl = BoardManager.Instance.Chessmans[CurrentX - 1, CurrentY + 1];
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if (c1 !'=null && !cl.isWhite)
{

moves[CurrentX - 1, CurrentY + 1] = true;
}

¥
/I Diagonal right

if (CurrentX =7 && CurrentY !=7)

{

if (e[0] == CurrentX + 1 && e[1] == CurrentY + 1)

moves[CurrentX + 1, CurrentY + 1] = true;

cl = BoardManager.Instance.Chessmans[CurrentX + 1, CurrentY + 1];
if (c1 !'=null && Icl.isWhite)

{

moves[CurrentX + 1, CurrentY + 1] = true;

}

¥
/Il Middle

if (CurrentY 1=7)

{

cl = BoardManager.Instance.Chessmans[CurrentX, CurrentY + 1];

if (c1 ==null)

{

moves[CurrentX, CurrentY + 1] = true;

}

}

1 Middle on first move if (CurrentY == 1)

{

cl = BoardManager.Instance.Chessmans[CurrentX, CurrentY + 1];

c2 = BoardManager.Instance.Chessmans[CurrentX, CurrentY + 2];

if (c1 == null && c2 == null)

{

moves[CurrentX, CurrentY + 2] = true;

}

}

} else

{

1 Diagonal left

if (CurrentX I= 0 && CurrentY !=0)

{

if (e[0] == CurrentX - 1 && e[1] == CurrentY + 1)

moves[CurrentX - 1, CurrentY - 1] = true;

cl = BoardManager.Instance.Chessmans[CurrentX - 1, CurrentY - 1]; if (c1 != null &&
cl.isWhite)

{

moves[CurrentX - 1, CurrentY - 1] = true;

}

}
// Diagonal right

if (CurrentX =7 && CurrentY 1=0)
{
if (e[0] == CurrentX + 1 && e[1] == CurrentY - 1)
moves[CurrentX + 1, CurrentY - 1] = true;
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cl = BoardManager.Instance.Chessmans[CurrentX + 1, CurrentY - 1];
if (c1 !'=null && cl.isWhite)

{

moves[CurrentX + 1, CurrentY - 1] = true;

}

¥
/Il Middle

if (CurrentY 1=0)

{

cl = BoardManager.Instance.Chessmans[CurrentX, CurrentY - 1];
if (c1 ==null)

{

moves[CurrentX, CurrentY - 1] = true;

}

}

1 Middle on first move if (CurrentY == 6)

{

cl = BoardManager.Instance.Chessmans[CurrentX, CurrentY - 1];
c2 = BoardManager.Instance.Chessmans[CurrentX, CurrentY - 2];
if (c1 == null && c2 == null)

{

moves[CurrentX, CurrentY - 2] = true;

}

}

}

return moves;

}

}

using UnityEngine;

using System.Collections;

using System;

public class Queen : Chessman {
public override string Annotation()

{

return "Q";

}
public override bool[,] PossibleEat()

{

return PossibleMove();

public override bool[,] PossibleMove()
{

bool[,] moves = new bool[8, 8];
Chessman c;

inti, j;

I/l Right

i = CurrentX;

while (true)

{
i++;
if (i >= 8)
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break;

¢ = BoardManager.Instance.Chessmans[i, CurrentY];
if (c==null)

{

moves[i, CurrentY] = true;

ks

else

{

if (c.isWhite = isWhite)
moves[i, CurrentY] = true;
break;

ks

by
Il Left

i = CurrentX;

while (true)

{

i--;

if (i<0)

break;

¢ = BoardManager.Instance.Chessmans[i, CurrentY];
if (c==null)

{

moves[i, CurrentY] = true;

¥

else

{

if (c.isWhite != isWhite)
moves[i, CurrentY] = true;
break;

}

}
/' Up

i = CurrentY;
while (true)

{

i++;

if (i>=8)

break;

¢ = BoardManager.Instance.Chessmans[CurrentX, i]; if (c == null)

{

moves[CurrentX, i] = true;

¥

else

{

if (c.isWhite = isWhite)
moves[CurrentX, i] = true;
break;

¥
¥

// Down
i = CurrentY;
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while (true)

{

1--;

if (i<0)

break;

¢ = BoardManager.Instance.Chessmans[CurrentX, i];
if (c==null)

{

moves[CurrentX, i] = true;

ks

else

{

if (c.isWhite = isWhite)
moves[CurrentX, i] = true;
break;

}

}

I Top Left i = CurrentX; j = CurrentY’; while (true)
.

i) j++

if i<0]j>7) break;

¢ = BoardManager.Instance.Chessmansli, j];
if (c==null)

movesli, j] = true;

else if (c.isWhite = isWhite)

{

moves(i, j] = true;

break;

}

else

break;

}
1 Top Right i = CurrentX; j = CurrentY’; while (true)

{
i++; j++;
if (i>7]j>7) break;
¢ = BoardManager.Instance.Chessmansli, j];
if (c ==null)
moves(i, j] = true;
else if (c.isWhite = isWhite)
{
moves(i, j] = true;
break;
}
else
break;
}
I Bottom Left i = CurrentX; j = CurrentY;
while (true)
L
== )
if(i<0]j<0)
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break;

¢ = BoardManager.Instance.Chessmansi, j];
if (c==null)

movesli, j] = true;

else if (c.isWhite = isWhite)
{

moves|i, j] = true;

break;

}

else

break;

}
I Bottom Right i = CurrentX; j = CurrentY’; while (true)

L

i++; -

if (1>7]j<0) break;

¢ = BoardManager.Instance.Chessmansi, j];
if (c==null)

moves(i, j] = true;

else if (c.isWhite 1= isWhite)
{

movesli, j] = true;

break;

}

else

break;

}

return moves;

}

}

using UnityEngine;

using System.Collections;

using System;

public class Rook : Chessman {
public override string Annotation()

{

return "R";

}

public override bool[,] PossibleEat()
{

return PossibleMove();

}

public override bool[,] PossibleMove()
{

bool[,] moves = new bool[8, 8];
Chessman c;

/Il Right

int i = CurrentX;

while (true)

{

i++;
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if (i>=8)

break;

¢ = BoardManager.Instance.Chessmans[i, CurrentY7]; if (¢ == null)
{

moves[i, CurrentY] = true;

} else

{

if (c.isWhite !'= isWhite) moves][i, CurrentY] = true;

break;

}

by
Il Left

i = CurrentX;

while (true)

{

i--;

if (i<0)

break;

¢ = BoardManager.Instance.Chessmans[i, CurrentY];
if (c ==null)

{

moves[i, CurrentY] = true;

¥

else

{

if (c.isWhite != isWhite)
moves[i, CurrentY] = true;
break;

}

}
/' Up

i = CurrentY;

while (true)

{

i++;

if (i>=8)

break;

¢ = BoardManager.Instance.Chessmans[CurrentX, i];
if (c==null)

{

moves[CurrentX, i] = true;

¥

else

{

if (c.isWhite = isWhite)
moves[CurrentX, i] = true;
break;

¥
¥

// Down
i = CurrentY;
while (true)
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{

i--;

if (i<0)

break;

¢ = BoardManager.Instance.Chessmans[CurrentX, i]; if (¢ == null)

{

moves[CurrentX, i] = true;

ks

else

{

if (c.isWhite = isWhite)
moves[CurrentX, i] = true;
break;

¥
k

return moves;

¥
k
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