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PEDEPAT

[TosicHroBanibHa 3anucka: 86 ctop., 28 puc., 2 Tabnuui, 2 gonarka, 20 mxepen.

OOG'eKT MOCHIJKEHHST — MPAKTHYHE 3aCTOCYBaHHS METOIB Ta aJITOPUTMIB
IITYYHOTO iHTEJICKTY 3 METOIO IIPUCKOPEHHSI Ta MOKPAIICHHS PO3POOKH KOMITIOTEPHUX
nporpamy cepegouil Unity 3D.

[Ipeamer AocCHiPKEHh — METOAOJIOTII, aJTOPUTMU Ta CTPYKTYPH IITYYHOTO
IHTEJEKTY, SIKl BUKOPUCTOBYIOThCA y cepenoBuiili Unity 3D.

Mera kBanidikamiiinoi poOoTH - oriHKka €(eKTUBHOCTI MITYYHOTO IHTEIEKTY Y
IIPUCKOPEHHI Ta MOKpAaIIeHH] MPoleCcy po3pOoO0KH KOMIT'IOTEPHUX MPOrpaM Ta MOOLTBHUX
OJATKIB.

HoBu3na 3ampornoHOBaHUX pIlIEHb TOJIATA€ B 1HHOBAIIWHIM 1HTETparlii
ITOPUTMIB IITYYHOTO 1HTENEKTY B cepenoBuie Unity 3D it po3poOKu KOMI'TOTEPHUX
IporpaM Ta HOBI MIIXOH, 3ACHOBAHI HAa PO3IMIUPEHHI MEX TPAAUIIIHHOT PO3POOKHU irop
Ta JOJATKIB.

[IpakTuHa WIHHICTG JOCHIKEHHS TMOJSAra€ B MOJIMIIEHHI PO3pOOKHU
KOMIT'FOTEPHUX MPOrpaM IIISXOM BIPOBAKEHHS €(EKTUBHOTO IHCTPYMEHTY Y BUTJISIAI
CYy4YaCHOT'O WITYYHOI'O 1HTEJNEKTY Ta HaJaHHS pO3pOOHHMKAM MPAKTHYHI PEKOMEHJAIlIi,
JA04YX MOKJIMBICTh CTBOPIOBATH JOJATKU OLIBII IIBUIKO Ta SKICHO.

O0uacTh 3aCTOCYBaHHS OXOIUTIOE MMPOKUNA CIIEKTP rany3eil, BKIIOYat0uH IrPOBY
IHIYCTpIIO, BIPTYaJbHYy pPEealIbHICTh, CUMYJIALIT Ta HaBYaHHA. Pe3ynbratu noCiiKeHHs
MOKYTh MaTH MPAaKTUYHUH BILUTUB HAa PO3POOHUKIB KOMITFOTEPHHUX MTPOTPaM, CIIPUSIOUH
CTBOPCHHIO IHTEJEKTyaJlbHUX Ta aJalNTUBHUX IporpamM. KpiM TOro, BOHH MOXYTh
BUSBUTH 3HAUYUMICTh B cdepax BIPTyaJIbHOTO HaBYaHHS, MEIUYHUX CUMYIISINIAX,
apXITEeKTYpHOTO MOJICIIOBAHHS Ta IHIIUX O0JACTSX, JI€ 3aCTOCYBaHHS IITY4YHOIO
inTenekty B Unity 3D moske 3a0e3meunTu BIOCKOHAJICHHS (YHKIIOHAJIBHOCTI Ta
MPUIIBUAIIEHHS PO3POOKH.

Crmcok  kmogoBux  cmie:  LIITYYHUM IHTEJIEKT, KOMITIOTEPHA
[TIPOTPAMA, I'POBWH JIBUT'YH, UNITY3D, VISUAL STUDIO, C#.



ABSTRACT

Explanatory Note: 86 pages, 28 figures, 2 tables, 2 appendices, 20 sources.

The object of the research is the practical application of artificial intelligence
methods and algorithms to accelerate and enhance the development of computer
programs in the Unity 3D environment.

The subject of the study includes methodologies, algorithms, and structures of
artificial intelligence used in the Unity 3D environment.

The aim of the qualification work is to evaluate the effectiveness of artificial
intelligence in accelerating and improving the process of developing computer programs
and mobile applications.

The novelty of the proposed solutions lies in the innovative integration of
artificial intelligence algorithms into the Unity 3D environment for program
development and new approaches based on expanding the boundaries of traditional game
and application development.

The practical value of the research lies in improving computer program
development by introducing an efficient tool in the form of modern artificial intelligence
and providing developers with practical recommendations, enabling the creation of
applications more quickly and qualitatively.

The scope of application covers a wide range of industries, including the gaming
industry, virtual reality, simulations, and education. The research results can have a
practical impact on computer program developers, facilitating the creation of intelligent
and adaptive programs. Additionally, they may prove significant in areas such as virtual
learning, medical simulations, architectural modeling, and other fields where the
application of artificial intelligence in Unity 3D can enhance functionality and expedite
development.

Keyword list: ARTIFICIAL INTELLIGENCE, COMPUTER PROGRAM,
GAMING ENGINE, UNITY 3D, VISUAL STUDIO, C#.



INEPEJIIK YMOBHMUX ITO3HAYEHb

IC—-  indopmariitna cucrema;
CIII — cucremMu MITYYHOTO 1HTEIEKTY;
I —  mTy4YHUM IHTEJIEKT;

EOM — enekTpoHHO-004YHCIIIOBaJIbHA MAIIIMHA;

OC — omepariiiHa CHCTEMA;
[13—  mporpamHe 3a0e3NeUYeHHS;
ML — wmamuHHEe HaBYaHHS,
DL — riuOnHHE HaBYaHHS,

NLP — Natural Language Processing;

UL — camMoHaB4YaHHS.
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BCTYII

AKTyanbHicTb po0oTH. CydyacHa JuHaMiKa po3poOKH KOMIT'IOTEPHUX ITporpam
ICTOTHO 3MIHIOETBCSA TIJ BIUIMBOM 1HTerpamii mryyHoro intenekty (LLI). Ile
JOCIIIJKEHHST cipsiMoBaHe Ha BUBYeHHs B3aemonii LI Ta po3poOku mporpam, 3
dbokycoM Ha nonyssipHomy IBHKKY Unity 3D. 31 3011b1I€HHSIM CKIAAHOCTI U (PPOBUX
BpaXXE€Hb pocTe TMoTpeda B po3polii mporpam, sKi oOdagHaHI I1HTEICKTOM,
aJIANTUBHICTIO Ta JUHAMIYHICTIO. JlOCHIIP)KEHHS CPsIMOBaHE Ha OLIHKY €(heKTUBHOCTI
BukopucTanHs MeToiB LI B Unity 3D 3 MeTOr0 BUSBIICHHS HIOAQHCIB ITi€i B3a€MO/Iii Ta
il mepcreKkTuB AJsi MalOyTHHOTO MPOTPAMHOTO 1HKEHEPHOTO 3a0€3MeYeHHS.

Unity 3D, Ak yHiBepcaldbHUI IPAJIbHUN JABUTYH, CTA€ KIIOYOBUM €JIEMEHTOM y
CTBOPEHHI IHTEPAKTHUBHUX IUPPOBUX CIEHAPIiB. 3a MIpOIO0 PO3MIMPEHHS TPAAUIIHHOT
rainy3i po3poOku irop, BopoBamkeHHs LI B Unity o06insge BiaKpuBaTH HOBI TpaHi
GyHKIIOHATBHOCTI, peakKilii Ta B3aeMOJil 3 KopucTyBaueM. J[OCTiIIKEHHS PO3TaIIOBY€E
cebe B IEHTPl IOTO TEXHOJOTIYHOTO B3a€EMO/IIi, MpParHy4Yd 3BY3UTH PO3PUB MiXkK
TeopeTnuHuMuU acriektamu I Ta IXHIM KOHKPETHUM BHKOPUCTAHHSM Y CEPEIOBHUII
Unity 3D.

B ymoBax 3poctanns BukopuctanHHs LlI-opieHTOBaHWX HOAATKIB y Ppi3HUX
rany3sx, po3yMiHHs ToHkow(iB iHterpamii Il B Unity 3D mae BaxxkiuBe NmpakTU4yHE
3HaueHHA. Pe3ynbTaT 4OCHIHKEHHS BUXOASATh 32 PAMKH pO3pOOKH 1rop, BINIUBAIOYH HA
Takl ramysl, f[K BIpTyajJbHE HaBYaHHS, MEIWYHI CHUMYISIIlT Ta apXiTeKTypHE
MoxemtoBaHHs. [lInsxoMm mokparieHHsT (YHKIIIOHATFHOCTI MPOrpaM Ta MPUCKOPESHHS
MpoIieCy PO3POOKH JOCHTIDKEHHST POOUTh CBIW BHECOK B CBOJIOIIIO IPAKTUK
IpOrpamMHOi 1HXKEHEpli, HaJalo4yu pelenT A CTBOPEHHS I1HTENEKTyaJbHUX Ta
allalITUBHUX JIOJIaTKIB.

MeTta npociixkeHHsi noysirae B OiiHII eexTuBHOCTI BuKkopuctanus LI mpu
po3po061i komn'torepuux nporpam B Unity 3D. AHani3 METOAOJOTIH, aIrOpuTMIB Ta
ctpykryp LI B cepenosutii Unity cripsMoBaHU HA BUSBIICHHS IHHOBAIITHUX PIIIICHB,
K1 PUCKOPIOIOTH MPOLIEC PO3POOKU Ta MIABUUIYIOTh SIKICTh 1 aJaTUBHICTh IPOrPAM.
JlochipkeHHsT TakoK CTaBUTh 3a METY HAJaHHS NPAKTUYHUX DPEKOMEHIAIN s

PO3pPOOHMKIB, SIK1 MPAIIOIOTH B CKJIAJHOMY CBITI ITpoekTiB Ha ocHOBI LI B Unity 3D.
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O0'eKTOM JOCTiIKEHHSI € B3a€EMOJis aJTOPUTMIB IITYYHOTO I1HTEJIEKTY Ta
irpoBoro auryHa Unity 3D. 3okpemMa, MU KOHIIEHTPYEMOCH Ha PO3yMiHHI TOrO, SIK
METOMOJIOTIi IITy4HOTO IHTENEeKTY, IMOYMHAIOYM BiJl MAIIMHHOTO HABYaHHSI Ta
3aKIHYYIOUM TPOIEAYPHOIO TEHEpalli€lo, BIUIMBAIOTH HA PO3POOKY KOMIT'IOTEPHUX
nporpaMm y pamkax Unity. JlociimkeHHsT OXOIUT0€ 0e3J1id CleHapiiB: BijJ MOBEAIHKH
MEPCOHAXKIB Ta MPUUHATTS PIllIEeHb B ITPOBIM AWMHAMIIN O ONTHUMI3AIli yIpaBIiHHS
pecypcamMu Ta MpOoIEaypHOi reHepallii KOHTEHTY. YBaKHO BHBUYAIOYM III ACTIEKTH, MU
IIparHeMo 3anporoHyBaTH IUTICHE YsIBIEHHS Npo BIUIMB Il Ha pi3HI aclieKTH po3poOKHU
irop.

Metoau aocaigkeHnsi. J[Jis TOCATHEHHs LUIEH MaHOTO JOCHIIXEHHS OyIio
3MIMCHEHO pEeTENbHUN BHOIp METOMIB JOCHDKEHHSA. Y I[bOMY JIOCIIKEHHI
3aCTOCOBYETHCS 3MIMIAHMM MIAXIJI, 110 TOEAHYE SKICHUN Ta KUIbKICHUW aHami3, 100
3a0€3MeUYnTH T[OBHE PO3YyMIHHS IHTErpamii IITYYHOTO IHTEJIEKTY Y pPO3pOoOKy
KoMIT'foTepHux nporpam Unity 3D. OnuTyBaHHs Ta IHTEPB't0 3 podecionamamu ramysi
Ta po3poOHHKamu, siki BukopuctoBytoTh LI B Unity, nagyTs sikicHy iHpopMaiiito, a
KUIBKICHI J1aH1 Oy 1y Th 310paHi 3a JOMOMOTI'00 TOKa3HUKIB MPOyKTUBHOCTI, TOKA3HUKIB
e¢(eKTUBHOCTI Ta MOPIBHAJIBHOTO aHAi3y TPOIECIB PO3POOKH 3 BUKOPHCTAHHIM
HITYYHOTO 1HTEJIEKTY.

VY HacTymHHX pO3/iTax KOXEH 13 IUX aCMeKTIB OyJie PO3TISHYTHH JTOKIIATHO,
MPOIOHYIOYN CTPYKTYpPOBaHy Ta IIHMOOKY MOJO0POXK 10 Tamy3i po3podku Unity 3D 3
BUKOPUCTAHHSM IITYYHOTO 1HTEIEKTY. Y Mipy TOTO, SIK MU PO3KPHBAEMO CKJIAHOCTI Ta
MOTEHITIAJI IUX CUMOIOTHYHUX BIJIHOCHUH, JIOCJI/HKEHHS TparHe 3poOWTH BHECOK HE
TIIBKK B aKaJeMivuHy HayKy, a i y MpaKTUIHHUHA mporpec y cdepi po3poOkH irop, 1o
MOCTIITHO 3MIHIOETHCS.

Oco0ucTnii BHECOK 3100yBava.

Miii ocoOuctuii BHECOK B POOOTY MOJISIrae B KOMIUIEKCHOMY MiAXOAl [0

JOCIIKEHHS, CIPSIMOBAHOMY Ha OTPHMAaHHS MPAKTHYHUX PE3yJbTaTiB Ta peabHI
BJIOCKOHAJICHHSI B TaJly31 3aCTOCYBAHHS QJITOPUTMIB IITYYHOTO 1HTEJIEKTY B CEPEIOBHUIIT

Unity 3D.
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Ctpykrypa Ta 06csar poootu. PoOoTa ckiiaiaeThCs 3 BBEJCHHS, TPhOX PO3ALTIB
1 BUCHOBKIB. MicTUTh 86 CTOPIHOK IPYKapCbKOIO TEKCTY, Y TOMY 4ducil 49 CTOpIHKU
TEKCTy OCHOBHOI YacTWHHU 3 28 MaJllOHKamH, 2 TaOIMISMM, CHUCKY BUKOPUCTaHUX

mxepen 3 20 HallMEeHyBaHHSIMU Ta 2 TOJATKaAMH.
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PO3/LI 1
AHAJII3 ITPEJIMETHO{ OBJACTI TA IOCTAHOBKA 3AJIAUI

1.1 JdoBinkoBa ingopmauisa npo Unity 3D Tta orusija cepenoBuina

Unity 3D, noTyxHuii Ta yHIBEpCAIbHUI IHCTPYMEHT IS PO3POOKH irop, CTaB
CHHOHIMOM 1HHOBAII B Tally31 1HTEPAKTUBHUX LU(POBUX BOpoxkeHb. Llel po3min
Hajae rauboke gociiakenHs ictopii Unity 3D, Bka3yrouu Ha 11 €BOJIIOI110, BUAUISIIOUN
KITF0UoBl (QYHKIIT Ta HaJalOud KOMIUIEKCHUM OTJIs[ CepeloBHINA PO3POOKH.
Po3ymiHHS 111€1 OCHOBH € KpUTHYHUM JJIsI KOHTEKCTYalli3allli MOJaIbIIuX JOCTIKEHb
edexktuBHOCTI iHTerpari mryunoro iHtenekty (L) y cepemosume Unity 3D ms
PO3pOOKH KOMI'IOTEPHUX MPOTpam.

EBomtoriist Unity 3D

Unity 3D Oyna mpeacraBiena y 2005 pori, crmo4yaTky Opi€HTOBaHAa Ha
po3poOHukiB macOS. TlporsiroMm pokiB BOHAa NPOHILIA MOMITHY €BOJIOIIIIO,
PO3IIMPHUBIIH CBOIO JOCTYITHICTh Ha Pi3HI matdopmu, Bkitodaroun Windows, Linux,
10S, Android Tta iumi. Ycmix Unity monsirae y HOro iHTYITMBHOMY Bi3yallbHOMY
penakropi (Puc. 1.1.), sskuit monermrye ctBopenns sik 2D, Tak i 3D cepenopumia. Unity
3D rapanTye peanmicTu4Hi B3aemMoii, a rpadiyHUN KOHBEEP TO3BOJISIE PO3POOHUKAM
OTPUMYBATH 300pakeHHS BUCOKO] AKOCTi. [HCTpyMeHTH ynipaBiiHHs pecypcamu Unity
ONTHUMI3YIOTh POOOYl MPOLECH, MIATPUMYIOUYHM CIIBOPALIO MK XYyJAOXKHUKAMH Ta
nporpamictamu. 3okpemMa, aganTuBHICTh Unity 103BoJIsi€ PO3pOOHUKAM CTBOPIOBATH

PI3HOMAaHITHI MPOEKTH, BiJl MOOUIBHUX 1TOp A0 BIpTyaJIbHUX PEAIbHOCTEH.

—
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Puc. 1.1. Tntepdeiic penakropa Unity 3D
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Exocuctema Unity - 11e TUHaMIYHUN HEHTP IS PO3POOHHMKIB, IO MPOIIOHYE
HIMPOKUIA BUOIp IJIATIHIB, PECYPCIB Ta IHCTPYMEHTIB uepe3 mara3ul Asset Store. Lleit
PUHOK TOKpamrye po0odi TpOIech PO3pOOKH, TO3BOJSIOYH  PO3POOHUKAM
BUKOPUCTOBYBAaTH I'OTOBI KOMIIOHEHTU Ta MPUCKOPIOBATH Yac CTBOPEHHS MPOEKTIB.
[Ipongitatoua cninpHOoTa Unity Bijirpae BaKJIWBY poJib, 3 GOpyMamu, ypoKamu Ta
CHUIBHUMU TIPOCTOPAMH CTIpUSE€ OOMIHY 3HAHHSMU Ta BUPIIICHHIO TPOOJIEM.
Kpoc-mnardopmeHicts

Binznauenow pucoro Unity € i BMIHHS €(QEKTHBHO MpalLOBaTH HA PI3HUX
mwiatgpopmax. Po3poOHHKKM MOXYTh CTBOPIOBATH BMICT ISl PI3HMX TNPHUCTPOIB Ta
onepauiiHuX CUCTEM, YHUKHYBIIM HEOOXITHOCTI B PO3MIMPEHUX JMCTYBAHHIX KONY.
MOXITUBICTh €KCIIOPTY MPOEKTIB Ha TUIATPOPMH, TaKi K KOHCOJI1, MOOLIBHI IPUCTPOT
Ta HOBI TEXHOJOTii, Takli SK pO3MIMPEHAa PEANbHICTh, MIJKPECITIOE HOTro

YHIBEpPCAIbHICTb.

1.2 BaxJuBiCTh IITYYHOI'0 IHTEJIEKTY y Cy4acHIil po3po0dui NnporpaMHoro

3a0e3meYeHHA

VY TexHonoriyHoMy JdaHAmadTi, MO0 TMOCTIHHO PO3BUBAETHCA, IITYYHUH
iaTenexT (ILI) ctaB TpanchopMaiiifHOO CHITOT0, sTKa PEBOJIIOIIOHI3yBaja pi3Hi ramysi,
a po3poOKka mporpaMHOro 3abe3MeueHHs] CTOITh Ha MEepeIHhOMY Kpai 1€l 3MiHU
napaaurMu. IHTerpaiiss MTYYHOTO IHTEJIEKTY B MPOLIECH PO3POOKM MPOTrpaMHOTO
3a0e3MeUeHHs] cTae Bce OUTbIT HEOOX1JHOI0, MPOMOHYIOYH PO3POOHHMKAM MOTYKHI
IHCTPYMEHTH Ta METOJOJOTII JJIsi omTuMizaiii poOoYuX MPOIEeCiB, IiIBUIIICHHS
e(eKTHBHOCTI Ta CTBOPCHHS OUIBII IHTEJIEKTyaTbHUX Ta aJalTUBHUX Tporpam. Y
IbOMY €C€ JIOCHIKYETHCS BEJIMUE3HA BAKIIUBICTH IITYYHOTO IHTENEKTY B CydacHid
pO3po0IIi MpOrpaMHOro 3a0e3MedyeHHs, MPOJMBAalOYM CBITJIO HAa HOro BIUIUB Ha
1HHOBAL1i, TPOIYKTUBHICTb 1 3araJIbHUNA JOCB1J KOPUCTyBaya.

OpHa 3 TOJIOBHUX TEpeBar BIPOBAKEHHS IITYYHOT'O 1HTEJIEKTY B PO3POOKY
MIPOrPaMHOTO 3a0€3MeYCHHS TIOJIATAE B HOTO 3IATHOCTI 3HAYHO MPUCKOPHUTH KUTTEBUN
UK pO3pOOKHU. [HCTPYMEHTH Ha OCHOBI IITYYHOI'O 1HTEJIEKTY, TaKl K aBTOMaTHYHE
CTBOPEHHSI KOAY, MOKYTh 3HAYHO CKOPOTHUTH 4Yac 1 3yCHILJISl, HEOOXI1THI JIJIsl PYTUHHUX
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3aBJlaHb KOJYyBaHHsS. AJITOPUTMH MAIIMHHOTO HaBYaHHS MOXYTh aHaJli3yBaTu
BEJIMYE3HI HAOOpPW JaHUX 1 BUSABIATH I1a0JOHU, JOTIOMAararoyu po3poOHUKAM
OpUIMaTH 3BAXKEHI pPILIEHHS Ta MHCAaTH ONTHUMI30BAaHUM KOJA. ABTOMATH30BaHE
TECTYBaHHS 3 BUKOPUCTAHHSIM IITYYHOTO 1HTEJIEKTY 3a0e3neuye BceOlyHEe OXOIICHHS
TECTYBaHHSM 1 IIBUJKE BHIBICHHS TOMMHJIOK, 3a0€3Meuyloud BHUILY SKICTh

IIPOTPAMHOI0 3a0e3TICUCHHS.

Kpim Toro, cepenoBuina po3poOKH, KEPOBAHI IITYYHUM 1HTEIEKTOM, MOXKYTh
pO3yMITH Ta  aJanTyBaTHCS JI0 BHOJOOAaHb  PO3POOHMKIB, IPOIOHYIOUH
MEePCOHAIII30BaH] MPOIMO3HUIIii, 3aBEpUICHHSI KOJY Ta HaBITh MPOTHO3YIOUM MOMJIMBI
npobiemu. Lle He TIIBKU PHUCKOPIOE MPOIEC KOAYBaHHS, ajie U MiJBUIIYE 3arajibHy
MIPOJAYKTUBHICTh PO3POOHUKIB, JO3BOJISIOUN IM 30CEPEIUTHCS Ha OUTBIN CKIAAHUX 1
TBOPYHUX aCMEKTaX PO3POOKH MPOTpaMHOTo 3a0e3eyeHHs.

Jlani BIgITparOTh KJIIOYOBY pOJIb Y CydYacHid po3poOIll MpOorpamMHOro
3a0e3MeYeHHs, a INTyYHWH IHTENeKT Ja€ pO3POOHHKAM 3MOTY IOBHICTIO
BUKOPHCTOBYBAaTH iXHIil MOTEHIIad. AJTOPUTMU MAIIMHHOTO HABYaHHSI MOXYTh
aHaJi3yBaTH MacWBHI HAOOpW JaHUX, N[00 OTpUMATH KOPUCHY iH(MOpMAIIifo, IO
MOJIETIIY€E MPUUHSATTS pilleHb Ha OcHOBI naHux. Lli cratucTtuyHi naHi 1HGOPMYIOTH
PO3pOOHHUKIB MPO MOBEAIHKY KOPHCTYBadiB, IPOAYKTUBHICTh JOAATKIB 1 MOTEHIIHI
oOnacTi Juisi BIOCKOHaleHHS. Po3ymiroun mepeBaru Ta HIA0JIOHM KOPUCTYBadiB,
PO3POOHUKH MOXKYTh CTBOPIOBATH OLIbII IEPCOHATI30BaH1 Ta aJaNTUBHI IPOTPaMHU.

[HCTpyMEHTH aHamITUKH Ha OCHOBI IITYYHOTO I1HTEJIEKTY TaK0X MOXYTh
nependayaTd MOTEHLIMHI MpoOjieMu Ta BY3bKI MICIE B TIpOLECI PO3POOKH,
3a0e3Mmeuyoun MPOaKTUBHE BUPIMICHHS TTpo0ieM. L[ MOXIHBICT, MPOTHO3YBAaHHS HE
TITBKH 3a100irae MaOyTHIM BUKIIMKAM, ajie ¥ JO3BOJISIE KpaIlle PO3MOILISATH PECYPCH
Ta IUIAHYBaTH, U0 MPU3BOAUTH JO OLIbII €PEKTUBHUX LUKIIIB PO3POOKHU MPOrPaMHOIO
3a0€3MeUeHHS.

[lITyyHnuii 1HTENEKT 3pOOMB PEBOJIONIID Y B3aEMOAII 3 KOPUCTYyBadeM,
JO3BOJIUBIIM  PO3pOOJISATH  IHTENEKTyalbHI W agantuBHl mnporpamu. OO6poOka
npupoaHoi MoBu (NLP) i anropuTMu MammuHHOTO HaBYaHHS CHPHUSIOTH CTBOPEHHIO
pO3MOBHUX 1HTep(deiciB, 4ar-00TIB 1 BIPTyaJIbHUX IOMIYHHUKIB, SIKI TMOKPAIIYIOTh
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3alTydeHHs] KOpUCTyBauiB. L1 mporpamu MOXKyThb pO3yMITH Ta pearyBaTH Ha BBEACHHS
KOpPHUCTYyBaua, 3a0e31euytoun OUIbII IHTYiTUBHO 3p03yMIIUH 1 3pyYHUN JOCBIA.

Kpim Toro, IIII pno3Bojsie BHOpOBaKyBaTH CHCTEMU PEKOMEHJAIlIM, sKi
aHATI3YIOTh TIOBEJIHKY Ta BIOJOOAaHHS KOPHCTyBadiB, 1100 MPONOHYBaTH
NEPCOHANI30BAHUIM KOHTEHT, NPOAYyKTH abo mnociyru. Lle He TUIbKM MIABUIILYE
3aJI0BOJICHICTh KOPUCTYBAYIB, ajie il CIIPHSIE BUIIOMY PIBHIO YTPUMaHHS KOPUCTYBaYiB.
1o cyTi, iHTErpallis TYYHOrO IHTEJIEKTY B pO3POOKY MPOrpaMHOI0 3a0€3MeUeHHS Ma€e
MOTEHI[IaJ 3MIHUTH T€, SIK KOPUCTYBaul B3aEMOJIIOTH 13 MPOrPAaMHUMHU JA0JATKAMH Ta
OTPUMYIOTH BiJl HUX BUTOIY.

[lincymoByrouM, CIiJ CKa3aTd, IIO0 BIOPOBAKEHHS WITYYHOIO IHTENIEKTY B
Cy4acHy pO3pOOKYy IpOrpaMHOTO 3a0C3lEUYCHHS € HE MPOCTO TCHJICHINE0, a
HEOOX1THICTIO B CYy4aCHOMY TEXHOJIOTTYHOMY JIaHAMIA(TI, 1[0 MIBUIKO PO3BHUBAETHCS.
[lepeBar 6arato, MOYMHAKOYY BiJ| MIABUIIEHOT MIBUAKOCTI Ta €PEKTUBHOCTI pO3POOKH
0 TIPUAHATTSA PINICHh HAa OCHOBI JaHMX 1 CTBOPEHHSA IHHOBAIIMHOTO JOCBITY
KopuctyBava. OCKiJIbKM TEXHOJIOTIT IITYYHOTO 1HTETIEKTY MPOJOBXKYIOTh PO3BUBATHUCH,
iXHS POJb y po3poOLIl MPOrpaMHOro 3ade3neyeHHs, OE3CyMHIBHO, CTaHE IIE OUIbII
MMOMITHOIO, TIPOKJIAJAI0uN IUISX J0 MalOyTHBOTO, Jie 1HTEJIEKTyallbHi, aJalTUBHI Ta
OpIEHTOBaH1 Ha KOPUCTYBayva MPOTrpaMu CTaHYTh HOPMOIO. Po3poOHMKM Ta opraHizaiiii,
K1 OXOIUTIOIOTh 1 BUKOPUCTOBYIOTH MOTYXHICTh IITYYHOTO 1HTEJIEKTY, TOTOBI CTAaTH

aigepamu y GopMyBaHHI MailOyTHROTO PO3POOKH TPOrpaMHOTO 3a0e3MeUeHHS.

1.3 IIpuxaaau Buxopucranus LI B cepexoumti Unity 3D

[arerparis Unity 3D i1 mryunoro inTenekty (ILI) crana peBostomiitHOO
CUHEPri€l0, M0 BIJKPUBAE HOBI BUMIPU B IHTEPAKTUBHOMY Ta 1HTEICKTyaJIbHOMY
BIPTyaJIbHOMY JIOCBIIl. Y IIbOMY €C€l pO3IJISIaloThCsl BapTl yBaru MPUKIAAN TaKoOi
iHTerpaiii, AeMoHcTpytouu, sik Unity 3D, moTyxHuil pyuniii ajas po3poOku irop, y
MOEAHAHHI 3 TEXHOJOTISIMU IITYYHOTO I1HTENEKTYy, TpaHcpopMmyBaB pi3HOMaHITHI
noaatku. Big irop 10 CUMYJSAMIM 1 HE TUIbKH, 11 NPUKIAAN TIIKPECIIOIOThH
YHIBEpCAIBHICTH 1 TpaHchopmariiinuii norenmian noeananas Unity 3D 31 mTydnum
THTEJIEKTOM.
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SckpaBum npukiagom inTerpamnii Unity 3D 1 I € po3pobka HeirpoBux
nepconaxiB (NPC) 3 mpocyHyTUM IITYy4yHUM iHTeNeKTOM. Taki irpu, sik "The Elder
Scrolls V: Skyrim" ta "Assassin's Creed", BukopuctoBytots Unity 3D my1st cTBOpeHHS
3axorutorouux cBitiB, e NPC, keposani LI, neMOHCTpYIOTh peaniCTUUHY MOBEIIHKY.
[{i mepcoHa)ki aJanTylOTh CBOi Jii BIAMOBIIHO 10 BUOOpPY TpaBlis, MPONOHYIOUU
JUHAMIYHY Ta PEaiCTUYHY B3a€EMOJII0 B ITPOBOMY CEPEIOBHIII. YHIBEpCaIbHICTh
Unity 3D pgo3Bosisie po3poOHMKAM BHOpPOBaKyBaTu pizHi anroputmu I s
NPUIHATTS pillleHb, NOIIYKY NUIAXIB Ta anantuBHOI noseaiHku NPC, nmokpaimryroun
3arajlbHUM IrpOBUIA JTOCBIJI.

[HCcTpyMEHTapiit Unity ML-Agents TUISL HaBYAHHS 3
HigKpiruIeHHAM: ATeHTH MammmHHOTO HapuaHHs Unity (ML-Agents) - me noryXHui
iHCTpyMeHT aiis iHTerpaiii Unity 3D 3 HaBYaHHAM 3 TIAKPITUICHHSIM, IM1IMHOXHUHOIO
IMITYYHOTO 1HTEJEKTy, OPIEHTOBAHOI HAa HABYaHHS AareHTiB 3a JIOTIOMOTOIO
MNO3UTUBHUX 1 HETAaTUBHUX 3a0X04eHb. JOCTIAHUKHN Ta pO3POOHUKH BUKOPUCTOBYIOTh
el IHCTpyMEHTapiil JUisi HAaBYAHHS 1HTEJNEKTYyalIbHUX areHTiB y cepenoBumiax Unity.
[IpuknagoM MOKe CIyryBaTH HaBYaHHS BIPTyaJbHUX areHTIB HaBiramii CKJIaJHUMU
nabipuHTamu abo po3B'A3yBaHHS IOJIOBOJIOMOK 32 JOTIOMOT'OI0 aIrOPUTMIB HaBUAHHS
3 migkpimieHHsM. Lg iaTerpariss nemonctpye, sik Unity 3D cioyrye ocHOBOWO IS
po3ButKy aociimkens LI, ocobmmBo y chepi aBTOHOMHOTO TPUAHATTS PIIICHb Ta
HABYaHHS.

[arerpanis Unity 3D 31 IITYy4HUM IHTEJIEKTOM 3HaWIlIa 3aCTOCYBAHHS 3a
MeXaMHu IrpoBOi IHIYCTpii, 30KpeMa B po3poOlll PEaTiCTUYHUX CHUMYISTOPIB 1
HaBUAJIbHUX cepeaoBull. Hampukian, y BidicbkoBux cumynaropax Unity 3D vy
MOETHAHHI 31 IITYYHUM 1HTEJIEKTOM J03BOJISIE CTBOPIOBATH PO3YMHUX CYNPOTHBHHUKIB,
K1 aJanTylThCS JIO PI3HMX CIEHapiiB, 3a0e3medyrodyu OUIbIl JUHAMIYHHHN 1
peaiCTUYHUN TpEeHyBaJIbHUM mpouec s ocoOoBoro ckiagy. lle 3acTtocyBaHHs
MOIIMPIOETHCS Ha Taki cepH, K 0XOpPOHa 37J0POB's, 16 MEAUYHI MPAIIBHUKH MOXYTh
MPAKTUKYBaTH MPOLEAYPU Y BIPTyaIbHHX CEpPEIOBMINAX, HACEJICHUX O00'eKTamu,
KEpOBAaHMMHU ITYYHUM IHTEJIEKTOM, SIKI pEATICTUYHO PearyroTh Ha BTPYYaHHS.

[arerpamis Unity 3D 3 NLP neMoHCTpye MOTEHIian ajisi CTBOPCHHS
BIpTyaJbHUX PO3MOBHHMX areHTIB Yy Jojaartkax. Yar-00Tu Ta BIpTyasibHI NEPCOHAXI,
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po3pobneni 3a gomomororo Unity 3D Tta interpoBani 3 NLP, mMoxyTh po3ymitu
NPUPOJHY MOBY Ta pearyBaTH Ha HeEi, MiJBUILYIOUU 3aIy4YEHICTh KOpUCTyBauiB. Ls
IHTEerpauis BUXOAMTH 3a MEXI1 IMOp, 3HAXOAAYM 3aCTOCYBaHHS B 1HTEPAKTUBHHX
OCBITHIX CE€pEIOBHUIIAX, BIPTyaIbHUX MPEACTABHUKAX CITY)KOU MATPUMKHU KITIEHTIB Ta
IHIIMX CIeHapisiX, /1€ B3a€MOJisl JIIOJAUHM 1 KOMI'IOTEpa 3aJIeKUTh BiJ PO3YyMIHHS
MIPUPOJIHOI MOBH.

[IpeacraBneni NpUKIAAM MIJKPECIIOOTh TpaHCHOpMALIHHUN BIUIUB
BUKOPUCTaHHSA HITYYHOrO 1HTENEKTy Ta cepeposuina Unity 3D. Bin mokpaineHHs
irpoBoro JocBiny 3 iHTenekryanbHUMM NPC 10 BUKOpPHCTaHHS HaBYaHHS 3
MIJKPIJIEHHSAM JJI1 aBTOHOMHHMX areHTtiB - cmiBnpausg Unity 3D 3 texHonorissMu
MITYYHOTO 1HTEJIEKTY BIJKpUIa HOBI TOPU30HTH Yy BIPTyalbHOMY CEPEIOBHIIIL.
3acTocyBaHHS 1Ii€i 1HTErpailii BUXOJIUTh 32 PaMKH PO3Bar 1 OXOIUTIOE CHUMYJISLIT,
TPEHIHTH Ta IHTEPAKTUBHY OCBITY.

OCKUIBKY TEXHOJIOT11 TPOIOBKYIOTh po3BUBaTHC, iHTerparlis Unity 3D Ta
I ob6imge mie OLIBIT CKIAAHI Ta 3axOIUTIOKOYl goAaTku. L{g chiibHa cHUHEpris
UTIOCTPY€ TOCTIMHO 3pOCTAIOYMIl MOTEHLan 00'€IHAHHS MEepPEeJOBUX IHCTPYMEHTIB
pPO3POOKH 1rOp 3 MOMKIMBOCTSMH INTYYHOTO I1HTENEKTY, NPOKIAJAI0ud MUISX Y
MailOyTHe, J€ BIpTyalbHI cepeAoBHINA OyIyTh HE TIIbKM  Bi3yaJIbHO
IPUTOJIOMIITUBUMH, ajleé ¥ JAMHAMIYHO 1HTENEKTyaJIbHUMHU Ta pearyloyuMu Ha il

KOpHUCTYBaua.

1.4. Icropnunuii koHTekcT BUKopuctanHs LI y po3po0ui irop

IaTerparnis mryunoro intenekty (III) B po3poOky irop i momarkiB - 1e
TpaHchOpMaIITHUI NUISIX, SIKUA CYTTE€BO BIUIMHYB Ha T€, SIK MH B3a€EMOJIIEMO 3
UQPOBUM CepeloBUIEM. Y IHOMY €cC€ JOCTIIKYEThCA ICTOPUYHUNA KOHTEKCT
BUKOPUCTAHHS IMTYYHOTO IHTEIEKTY B IIMX TATY35IX, TPOCTEKYETHCS HOTO €BOJIOIIS
B1JI paHHIX €KCIIEPUMEHTIB JI0 CKJIaJHUX JOJATKIB, 1Kl MU 0@YUMO ChOT'OJIHI.

Buxopucranns I B po3poO1ii irop MokHa OpOCTEXRUTH 1ie 3 cepeaunu 20-
ro cromrtrs. PaHHI eKkCcrepuMeHTH, Taki sIK CTBOPEHHS MEPINOi KOMITHOTEPHOI
nporpamMu i Tpu B maxu B 1950-x pokax, 3akiaiv OCHOBY JUIsl BHBUCHHS

17



MOTEHIIIAJly MAaIllMH JJIs iMITarii JIFOACBKOTO IHTEIEKTY. 3 IUIMHOM JECATHIIITH
IITYYHUH 1HTEJIEKT MPOHUKAB B ITPU Yepe3 CUCTEMH, 3aCHOBAHI Ha MpaBuiax, sKi
kepyBasid noBeAiHKo0 NPC (HeirpoBuX MepCOHAXKIB).

VY 1980-x pokax Taki irpu, sk "Kocmiuni 3arapOuuku" Ta "llakman", maau
cupouieHi anroputmu I, siki KoHTpoOIOBaIM pyxu Ta NOoBeAIHKY Bopora. L1 nepui
crpoOu, X04 1 MPUMITUBHI 32 CHOTOIHINITHIMU MIpKaMH, CTaJIA MEPITUMHU KPOKAMHU Y

BUKOPHUCTAHHI ITYYHOTO 1HTENEKTY JIJIsl OKPAILEHHS IrpOBOTO JI0CBITY.

P03BUTOK eKCIIEPTHUX CHCTEM i IITYYHOr0 iHTEJIEKTY

VY 1990-x pokax croctepiraBcs CIIECK BUKOPUCTAHHS €KCIIEPTHUX CUCTEM 1
IITYYHOTO 1HTEJIEKTY, 3aCHOBAaHOTO Ha MpaBWiIax, y po3pooil irop. Po3po6Huku irop
MOYajyd BUKOPUCTOBYBATH JI€peBa PIIIEHb 1 CKPUITOBI MOJENl MOBEAIHKH IS
cTBOpeHHs Outbi auHaMmiunux 1 gyiiHux NPC. Taki irpy, sk "F.E.A.R." 1 "Black &
White", mnpomeMOHCTpyBaJiu JOCATHEHHS B Tally3l IITYYHOTO I1HTEJEKTY,
NPEJICTAaBUBLIN TIEPCOHAXKIB 3 EBOJIOIIOHYIOUHMMH XapakTepaMy Ta aJalTHUBHUM
MPUHHATTSAM PIllICHb.

OpHax 3a7€XHICTh B/ 3a37aJI€T1[b BA3HAYEHUX MPABUJI 1 JEPEB PillIEHb MaJia
cBOi  oOMexeHHs. Irpm  Hamaramucs — 3a0€3MEUYUTH  MO-CHPABKHHOMY
HerepenodadyBaHy Ta peaiicTuuHy noBeAinky NPC, mo crnonykano po3poOHHKIB
IIyKaTH OUTBIN CKIaAHI TAXOIH.

IHosiBa MAIIMHHOIO HABYAHHA TAa HEHPOHHUX MEpPex

21 CTONITTS O3HAMEHYBANI0CA 3MIHOIO MAPATUTMH PO3POOKH 1rOp Ta JOJATKIB
3 BIIPOJKEHHSIM MAIIMHHOTO HaBYaHHS Ta HEMPOHHUX Mepek. Po3poOHMKY oyanu
BUKOPHCTOBYBATH TaKi METOM, IK HABYAHHS 3 MiIKPITUICHHSM, /Uit HaBuyaHHS NPC,
10 JO3BOJISIE iM aJanTyBaTUCS 1 BUMTHUCS Ha B3aeMOJI1 3 rpaBisiMu. Lleil mepexiz Bia
CUCTEM, 3aCHOBAaHMX Ha IpaBWJIaX, O CHUCTEM, 3aCHOBAHHMX Ha HaBYaHHI, MPUHIC
HOBUM PIBEHBb CKJIAJIHOCTI Ta peajli3My Yy BIPTYyalibHI CEpEIOBHIIIA.

Taxi irpu, sk "Half-Life 2" ta "F.E.A.R.", BUKOpUCTOBYBaan HEMpOHHI
Mmepexi asa ctBopenHs NPC, sxi HaBuanucs Ta aJanTyBaIucs A0 CTpaTeriil rpaBIis,
3a0e3neuyroun OUIbII 3aXOIUTIOYMN Ta CKIAQAHUI JOCBIA. 3AATHICTh IITY4YHOIO

IHTEJIEKTY PO3BUBATHUCS 3 YaCOM Ha OCHOBI JIAaHUX Y PeAIbHOMY 4Yaci BIAKpHUIIA JIBEpi
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JI0 TMHAMIYHHUX ITPOBUX CBITIB, 110 €BOJIIOMIOHYOTb.

Unity 3D i nemokparusauis LI B po3po0ui irop

B octanHi poku nosiBa MOTYXHUX PYUIiiB AJist po3po0ku irop, Takux sk Unity
3D, nemokparu3zysaina interparito LI B po3poOky irop. Incrpymenrapiit ML-Agents
st Unity, npencrasienuid y 2017 poii, 103BOAMB po3poOHUKAM BIIPOBAKYBAaTH
QITOPUTMH HABYAHHS 3 MIJAKPITUICHHSIM ISl HAaBYaHHS IHTEIEKTyalbHUX areHTIB Y
cepenopuiiax Unity. Lleit mpopuB BiAKpUB ABEP1 AJIs HIUPIIOTO KoJia PO3POOHHUKIB,
K1 MOXYTh €KCIIEPUMEHTYBATH 31 IITYYHUM 1HTEJIEKTOM Ta BIPOBAKYBAaTH HOTO Yy
CBOI ITpH.

VY cyyacHOMY CBITI IITYYHUH IHTEJNEKT - L€ HE MPOCTO IHCTPYMEHT IS
nokpaieHHs noseainku NPC; BiH cTaB TBOPYUM HapTHEPOM Y IMpPOLEC PO3POOKH.
[IpouenypHa resepaiiist KOHTeHTY Ha ocHOB1 anroputmiB LI no3Bossie po3podHUKaM
CTBOPIOBATH BEJIMYE3HI, JUHAMIYHI Ta MEPCOHAI30BaHI 1rpoBl cBITH. Taki irpy, siK
"No Man's Sky", BukopuctoBytoth L1 a1 cTBOpeHHS pi3HOMAHITHUX IJIAHET, ICTOT
Ta €KOCUCTEM, HAJIal0UM TPaBIsIM O€3MpelieICHTHUN JOCBI JOCII1IKCHHS.

Kpim irop, LI ctaB HeBig'€eMHOIO YacTUHOIO Po3poOKu noaaTkiB. O6poOka
npupoaHoi MoBu (NLP) Ta anroputMu MammHHOTO HAaBYaHHS BUKOPHUCTOBYIOTHCS
JUISL CTBOPEHHS IHTEJNEKTyaJIbHMX BIPTYyaJIbHUX TMOMIYHUKIB, 4aT-00TIB 1
PEKOMEHIAIIHHUX CUCTEM, MTOKPAILYIOYH TOCBIA y PI3HUX JAOJaTKaX.

BukJuKM Ta eTUYHI MIPpKYBaHHS

Xoya pO3BHTOK IITYYHOI'O I1HTENEKTY B po3poOlui irop 1 A0JaTKIB OyB
BpakalouuM, BiH He mo30aBieHuid npobOieM. ETudHi MipKyBaHHS, MOB'A3aH1 3
Bukopuctanuam LI, Bix kKoH(DiIEHIIHHOCTI JaHUX O YHIEPEIKEHOCTI alrOPUTMIB,
BUMAararoTh peTenbHOi yBaru. JloTpumanHs OajaHcy MK I1HHOBALisIMH —Ta
BiAMOBiAaTbHUM BUKopucTaHHsaM I Mae BupimansHe 3HaueHHs Tl 3a0€3MeUeHHS
MOJIAJTBIIIOTO TIO3UTUBHOTO PO3BUTKY LIUX TEXHOJOTIH.

IcTOprYHMIT KOHTEKCT 3aCTOCYBaHHS LITYYHOT'O IHTEJIEKTY B pO3po0ii 1rop 1
JTOJATKIB BiOOpakae MNUISAX, IMO3HAYEHUW 1HHOBAIISIMHU, EKCIEPUMEHTaMH 1
Oe3MepepBHOIO €BOJIIONIEID. Bin paHHIX CHUCTEM, 3aCHOBAHMX Ha MpaBUjaX, 10
Cy4acHO1 epy MAIlIMHHOTO HAaBYaHHs 1 HeWpoHHUX Mepex, LI craB HeBix'eMHOIO
cuio y (hopMyBaHHI BIpTyajabHOTO JOCBiAY. OCKUIBKH TEXHOJOTI MPOIOBKYIOTh
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PO3BUBATHCSI, CITIBIPALIS MIXK JIFOJICBKOIO TBOPYICTIO Ta IITYYHUM 1HTEJIEKTOM OO1IIsIE

e OUIbIIE 3aXOIUIFOI0UYUX MOKJIUBOCTEMN.

1.5 Kurwo4oBi MeTO10JI0Tii TA aJITOPUTMHU, III0 BAKOPUCTOBYIOTH B

IITY4YHOMY iHTeneKTi s Unity

1. Cucremu, 3aCHOBaHi HA MPaBWIAX:

Opniero 3 ocHoBHUX Meroaosorid B Al mns Unity € BUKOPUCTaHHSI CHUCTEM,
3aCHOBAHMX Ha MpaBuiax. Y 1bOMY MiAX01 po3pOOHUKH BUSHAYAIOTH HA01p MPaBUJI, K1
peryJioTh MOoBeAIHKY HeirpoBux nepcoHaxis (NPC) Ta irpoBux 06'extiB. L1 mpaBuia
mukTyioTh, sik NPC pearyioTh Ha TeBHI CTUMyNIH a0o [ii TpaBls, CTBOPIOIOYHU
CTPYKTYpOBaHe 1 nepedoauyBaHe cepeoBHIle. X0o4a CUCTEMH, 3aCHOBaH1 Ha MpaBUIIaXx,
3a0€3Meuy0Th MIIIHY OCHOBY, BOHM MarOTh OOMEXKEHHS B ajanTallii A0 CKIATHUX 1
JTUHAMIYHUX CIICHAPiiB.

2. Kinuesi aBromatu (FSM):

KiH1eBi aBTOMaTH MKXPOKO BUKOPUCTOBYIOThCS B Unity mnst npoexktyBanns 1.
[{s meromonoris opranizoBye mnoBeAiHky NPC y auckpeTHi cTaHu, a TMepexoau
B1IOYBaOThCSI HA OCHOB1 3a3jayieriib BuU3HaueHUX yMoB. FSM edextuBH1 as
MOJICITIOBAHHSI TIEPCOHAXKIB 3 UITKUMU TOBEAIHKOBUMH CTaHAMH, TaKUMHU SK
Oe3isUIBbHICTh, MATPYJIOBaHHA, aTaka Ta Biactyn. Onnak, FSM MoxyTh crtatu
TPOMI3JIKUMH, KOJIU MaloTh CHpPaBy 3 BEIUKOK KUIBKICTIO CTaHIB a00 CKJIAJHUMHU
MpoLleCaMy MPUUHATTS PIIICHb.

3. AIropuT™MH NOMyKYy HIISIXY:

[Tomryk nuisxy € KpUTHYHO BaxJIMBUM acriekToM Hagiranii NPC y irpax, i Unity
BKJIIOYAE PIi3HI aNTOPUTMU MONIYKY NUIAXY s onTuMizaiii pyxy. A* (A-3ipka) -
NOMYJIIPHUUM aITOPUTM, KUK €()eKTUBHO 3HAXOAUTh HAUKOPOTIUUH HUISIX MIXK JBOMA
toukamu Ha citii. Cuctema NavMesh (Puc. 1.2.), y Unity BUKOPHCTOBYE ISl IOIIYKY
HNUIIXIB Yy peanbHOMy uaci, fo3Bosisitoun NPC 0Oe3nepemkonHo OpieHTyBaTHCS Y

JTMHAMIYHOMY CE€PEJIOBHIIII.
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NavMeshObstacle — 9 __— NavMeshAgent

Puc. 1.2. Cucrema NavMesh y penakropi Unity 3D

4. JlepeBa noBeIiHKM:

HepeBa moBeAiHKM 3a0€3MEUyIOTh 1€papXidyHUW Ta MOIYJIBHUN MIAXIT [0
npoektyBanHs I B Unity. Lls metononorisa ctpykrypye noseainky NPC y Burmsai
JepeBa 3aBaHb Ta yMOB. KoKeH By3071 y IepeBi MPEICTABIISE MEBHY JIit0 a00 pillIeHHS,
a CTpyKTypa JepeBa J03BOJISE JIErko MOAu(iKyBaTH Ta pO3MIMPIOBaTH HOTO. JlepeBa
NOBEIIHKM YYJOBO CHPABJISIOTHCSA 31 CKJIAJHUMHU IPOLIECAaMU MPUHHATTS PILIEHDb 1
HIMPOKO BUKOPUCTOBYIOTHCS JIJISl MPOEKTYBAHHA aAalTUBHOI Ta IMHAMIYHOI OBEIIHKU
NPC.

5. Mamunne HaB4yaHHsi (ML) ta ML-arentu Unity:

MamunHe HaB4yaHHS Binkpwio HoBy epy LI B Unity, ocobiuBO 3 mosiBOO
iHcTpymenTtapito Unity ML-Agents. Hapuanns 3 migkpimiennsm (RL) - me
nigMHO)KUHAa ML, sika (QokycyeThcsi Ha HaBYaHHI areHTIB MPUUMATH IOCIIIOBHI
pimenHs wnusixoM npo0 1 momuiok. Unity ML-Agents BHKOpHUCTOBYE TIMOOKe
HABYaHHS 3 MIAKPIIUICHHSAM JJIsi CTBOPEHHS I1HTEJICKTyaJbHUX AareHTiB, 3JaTHHUX
HABYATHUCS HAa OCHOBI B3a€MO/I11 3 HABKOJIUIIIHIM cepeioBuieM. Lle BiikpuBae nuisx 10
ckianHoi Ta amanTtuBHOI moBeninku NPC, cTBOproroum BIpTyadbHI CyTHOCTI, SIKi
EBOJIIOI[IOHYIOTh 3 YaCOM.

6. O0poOka npupoanoi mosu (NLP):

OxkpiM TpaguIIHHUX ITPOBUX JOJATKIB, MOXKJIMBOCTI IITYYHOTO 1HTEIEKTY

Unity nmommprooTbes Ha 00poOKy mpupogHoi MoBu. NLP no3Bossie po3pobHHKaM
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CTBOPIOBATH BIPTYyaJIbHUX MEPCOHAXKIB, 3JaTHUX PO3YMITH 1 pearyBaTv Ha MPUPOIHY
MOBY KopucTtyBauiB. lle BigkpuBae MOMXJIMBOCTI JJIsi IHTEPAKTUBHOTO OMOBIJAHHS
1CTOPi#, OCBITHIX CLIEHAPIIB Ta OUIBII 3aXOIUTIOIOYOr0 KOPUCTYBALIBKOTO JOCBIY.

7. 'eHeTHYHI AJITOPUTMM:

['eHeTHuYH1 aArOPUTMH BHUKOPHUCTOBYIOThCS B Unity a1 €BOMIOLIAHUX
nporieciB. Y koaTekcTi LI reHeTHYHI aaropuT™MH MOHA 3aCTOCOBYBATH JIJIS1 €BOJTFOITIT
noBeliHkd NPC mpoTsArom KidbKOX IMOKOJIHB. 3a JOMOMOTOI IpoIecy Biadopy,
KPOCUHTOBEpY Ta MyTallli MOXHa BHUBECTH BIPTyaJbHlI CYTHOCTI 3 YCHIIIHOIO
MOBEIHKOIO, 110 MPU3BEE /10 MOSIBHU OUTbII po3yMHHX Ta aaantuBHuX NPC.

8. HeiiponHi mepexi:

Heliponni Mepexi, HaTXHEHHI OyJOBOIO JIIOJCHKOTO MO3KYy, HaOyu
nonyisipHocti B Unity s npocynytux ponartkiB I, ['mubGoke HaBuaHHS,
i IMHOKMHA MAllTMHHOTO HAaBUaHHS, TMepe0ayac BUKOPUCTAHHS HEUPOHHUX MEPEXK 3
JeKiTbkoMa Immapamu (TIMOOKI HEHUpOHHI MEpeki) IS MOJENIOBAaHHS CKJIATHUX
B32€MO3B'A3KIB 1 3aKOHOMIpHOCTEH. Po3pobHuku Unity MOXKYTh 1IHTErpyBaTH HEUPOHH1
Mepexi I TaKuX 3aBJaHb, SIK pPO3MI3HABaHHSA 300pakeHb, OOpoOKa MOBH Ta
ctBopenHs [1II-areHTiB 3 OUTBII CKIAAHUMHU MOKIUBOCTSIMU IPUIHATTS PIIICHb.

Xoua 111 MeToA0JI0T11 Ta anroputMu 3HavHo npocynyiau LI B Unity, npoGiemu
3aMuIIalThes. ETHaHI MipKyBaHHS, KOH(IACHIIIWHICTS TaHUX Ta 1HTEPIPETOBAHICThH
CKIaAHUX Mojened - ne cdepu, ski moTpeOyroTh mocTiHoi yBaru. Kpim Toro,
maioytne III B Unity moxke mnependadatd MNOJajiblly IHTErpalil0 HaBYAHHA 3
MIIKPITIIICHHSM, BJOCKOHAJICHHS apXITEKTypu HEUPOHHUX MEpEeX 1 MOCUICHHS
criBnpari Mk Il Tta po3poOHUKAMHU-TIOABMU JIJIS TIJIBUIICHHS KPEaTUBHOCTI Ta

1HHOBAIIII.

1.6. KoMiuiekcHuUii Orysii iHCTPYMEHTIB TAa TEXHOJIOTii, 1110

BUKOPHUCTOBYIOThCH st po3podku Unity 3D

Unity 3D crtaB motyXHUM pymiieM y cdepi po3poOKH irop, HaJar4u
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PO3pPOOHUKAM MOMJIMBICTH CTBOPIOBATH 3aXOIUIIOIOYI Ta Bi3yalbHO MPHUTOJIOMIILIUBI
irpu Ha pizHux miatrpopmax. EdexkrusHicts Unity 3D rpyHTyeTbCA Ha CKIaJHOMY
Ha0Op1 IHCTPYMEHTIB 1 TEXHOJIOT1H, SIK1 CIIPOLLYIOTh IIpoLec po3pooku. Lleit ece mae Ha
MeT1 HaJaTH BCEOIUYHUM OIS IUX IHCTPYMEHTIB 1 TEXHOJIOT1M, TIPOIIOHYIOUH YSIBJICHHS
po iXH1 GyHKIIIOHAIBHI MOXJIMBOCTI, 3HAUCHHS Ta BILIMB Ha po3poOky Unity 3D.

B ocHoBi po3poOku Unity 3D jeXUTh HOr0 KOMIUIEKCHE CEPEIOBHIINE, SKE
3abe3rneuye yHipikoBaHy MmiIaTGopMy A MPOSKTYBaHHS, CTBOPEHHS Ta pO3TOpTaHHs
nonatkiB. Pepaktop Unity Editor € ocHoBHMM iHTepdeiicoM, IO A03BOJISAE
pPO3pOOHUKAM CTBOPIOBATHM Ta MAaHIMYJIOBAaTH ITPOBUMHU PECYpCaMH, MPOEKTYyBaTH
CLICHHU Ta peaii3oByBaTH IrpoBy JIOTIKY. Lle cepenoBuie po3poOku miarpumye sk 2D,
Tak 1 3D po3poOKy irop, CIpusrOYH YHIBEPCATHLHOCTI MPOIECY CTBOPEHHS.

Unity 3D miaTpumye Aexiibka MOB IPOrpaMyBaHHS, OCHOBHOIO MOBOIO IS
HanucaHHa creHapiiB € C#. C# oOpaHo yepe3 ii uMTaOENbHICTh, €PEKTUBHICTh Ta
Oe3goranHy iHTerpamilo 3 cepenoBuiieM po3pooku Unity. Bukopucranns C#
3a0e3nedye CTaHAAPTU30BAaHUN Ta €(QEKTUBHMU JIOCBiJ KOMYBaHHS, JO3BOJISIOUN
pPO3pOOHMKAM CTBOPIOBATH MacIITa0OBAaHUI Ta MIATPUMYBAHHUM IrPOBUI KOJ.

Xoua Unity 3D cam ciyrye cepeioBHILEM pO3pOOKH, 30BHIIIHI 1HTETPOBaH1
CepeIoBUIAa PO3POOKH MOKPAIIYIOTh JOCBIA KoayBaHHsA. Visual Studio, mmpoko
PO3MOBCIOKEHE CEPEOBHIIE PO3POOKH, JIETKO iHTerpyeThes 3 Unity 3D, mpornonyrodn
PO3IIMPEHI MOMKIIMBOCTI peJaryBaHHs, HAJIAro/KEHHs Ta MPOQUIIOBAHHS KOIY.
Cunepris mix Unity 3D Tta Visual Studio Hanae po3poOHMKaM MOTYKHHUIA HaOIp
THCTPYMEHTIB JiJ1s1 €()EKTUBHOTO CTBOPEHHSI Ta ONTUMI3AIIIl KOAY.

Unity 3D Bkitouae B ce0Oe psifi IHCTPYMEHTIB JJIs YIIPaBJIiHHS pecypcaMu Ta ix
CTBOPCHHSI, HEOOXITHUX IS TPOCKTYBAHHS 3aXOIUTIOIYHUX ITPOBUX CEPEIOBHII.
MarasuH pecypciB CIyrye IEHTPali30BaHHUM PUHKOM, IO JI03BOJISIE PO3POOHUKAM
OTpUMATH AOCTYH /10 O€3I114l TOTOBUX PECYpCiB, MIIAriHIB Ta IHCTpyMEHTIB. Kpim Toro,
cucrema Unity's Terrain (Puc. 1.3.) mosnerurye cTBOpeHHs pealicTUYHHUX JaHAma(TIB,
a Taki IHCTpyMeHTH, sK ProBuilder, n03BoJst0TH MOJAENIOBAaTH Ta CTBOPIOBATH

MPOTOTUIIU B PEIAKTOPI.
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Puc. 1.3. Intepdeiic Unity mig yac pegaryBanss JaHamadTy

di3zuka Ta aHIMallis BIITPaOTh KIFOYOBY POJIb y CTBOPEHHI PEaTiCTUYHOIO Ta
JTuHaMi4HOTro irpoBoro naocsiay. Unity 3D mpornonye BOyqoBaHuil hi3udHUN pyIIii,
AKUi 3a0e3medye peaiCTHYHY B3a€EMOJII0 MDK ITpOBUMHU 00'ekTamu. [HCTpyMeHT
Animator 103BOJsiE pO3pOOHMKAM CTBOPIOBATH CKJIQJTHI aHIMaIllii 3a JOMOMOTOIO
BI3yaJIbHOTO 1HTEp(eiicy, CIpOoIIylourd MPOUEC aHIMallil Ta MiJABUILYIOUM 3arajibHy

Bi3yaJbHY NPHUBAOIUBICTH 1rOP.

Unity Collaborate Ta Unity Teams HagatoTh KoMaHAaM pO3pOOHHUKIB BaXJIHB1
IHCTpYMEHTH JUIsl CHiBOpami Ta KoHTpoito Bepcidh. Ili  QyHkmii copustors
Oe3MepelKoIHIN CIiBMpalli, J03BOJISIIOUM 4YJe€HAM KOMaHIM OJHOYACHO MpallloBaTu
HaJ OAHMM MpoeKkToM. KOHTposb Bepciii rapaHTye, IO 3MiHU BIACTEXKYIOTHCS, IO
MOJICTIIY€E YOPaBIIHHSA IT€paIliiMA Ta BIJKOTAMHU, CIPUAIOYA CHUIBHOMY Ta
OpraHi30BaHOMY IPOIIECY PO3POOKHU.

Unity 3D no3wumionye cebe Ha mepeanbomy kpai po3pooku VR i AR. Taki
iHctpymentu, sk Unity XR Tta XR Interaction Toolkit, matoTe po3poOHHKam
MOJKJIMBICTh CTBOPIOBATH 3aXOIUTIOIOYl MpOTrpaMu BIPTyajdbHOI Ta JIOMOBHEHOT
peanbHOCTI. BKITFOUeHHS IUX TEXHOJIOT1H po3mmproe chepy 3actocyBanus Unity 3D 3a
MeX1 TpaJULUIMHKUX 1rOp, BIAKPUBAIOYM LUISIXH JJIsl IHHOBALIMHUX JOJATKIB Y PI3HUX
ramys3sx.

Unity 3D namae HaOip IHCTPYMEHTIB IJisg ONTHMI3aIlii Ta IIiJBUILCHHS

NPOAYKTUBHOCTI, 100 3abe3neuntu Oe3nepeliliHy poOOTy 1rop Ha PI3HHUX
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wiatpopmax. [ncrpyment Profiler qo3Bossie po3poOHUKaM aHaIi3yBaTh By3bKi MICIIs
B IPOJYKTUBHOCTI, 110 A€ 3MOTY MPOBOAMTH LJIECHpsIMOBaHy onTumizaiito. Kpim
toro, komnumitop Burst Compiler Ta cucrema 3aBganp Unity NIIBUIIYIOTh
MPOIYKTUBHICTh, BHUKOPUCTOBYIOYM OaraTos/iepHi MPOIECOPU Ta ONTUMIZYIOUU
BUKOHAHHS KOY.

Kinmnerorw MeTor po3poOku irop 4acto € KoMmepilidHuii ycmix, a Unity 3D
NoJIETHIye cTparerii po3ropranHs ta Mmonetusanii. Unity Cloud nagae minardopmy s
po3mnoBctokeHHs irop, a Unity Ads ta Unity IAP (In-App Purchases) no3Bonsitoth
pO3poOHMKaM Oe3MepenIkoIHO BIIPOBAKYBATH (PYHKIIIT peKJIaMy Ta MOHETH3aIlii.

Unity 3D Hapmae mnpioputer Oe3memi Ta BIANOBIAHOCTI BUMOraM, IO €
BOXJIMBUMU B CydacHOMYy mmdpoBoMy mnanmmadri. Pymniii Bkitodae B cebe Taki
dbynkuii, sk Unity Analytics Privacy Dashboard, o 3a6e3neuyioTs BiANOBIAHICTH
HOpMaM 3axUCTy AaHuX. 3axonu Oesneku Unity, BKIO4arouu oOQyckaiiro Koay Ta
mdpyBaHHs, CIIPUSIOTH 3aXUCTY 1HTEIEKTYalIbHOT BJIACHOCTI Ta TAHUX KOPUCTYBAYiB.

Taxum ynnom, Unity 3D € cBigueHHAM O€3/10raHHOI 1IHTerpallii IHCTPYMEHTIB i
TEXHOJIOT1H, Kl B CYKYIHOCTI YTBOPIOIOTh KOMIUIEKCHY €KOCHUCTEMY JJI PO3POOKHU
irop. CepenoBuiie po3pobku, MoBuU mnporpamyBanHs, IDE, iHcTpymeHnTn s
CTBOPEHHsI pecypciB Ta 0e3ii4 J0JaTKOBUX (YHKIINA 00'€IHYIOThCS, 100 HagaTu
pPO3pPOOHWKAM MOXJIHMBICTh CTBOPIOBATH IHHOBAIIMHI Ta 3aXOIUIIOOYl  ITPH.
[Mpuxunehicte Unity 3D 10 yHIBepCcaJbHOCTI, CHIBHpali Ta ONTHMI3aIi
MPOJAYKTUBHOCTI 3MIIHIOE HOTO MO3UIIIi SIK MPOBIAHOTO PYIIIS I pO3POOKHU irop, 110
dbopmye nanamadT IHTEPAKTHUBHOTO IM(GPOBOTO JOCBIy B CydacHOMYy Oi3Hec-
cepenoBuill. 3 po3BuTkoMm TexHoiorid Unity 3D 3anuinaerbcs Ha MepeoBii,
aIanTylOunch 1 pPO3BUBAIOYMCH, IWIO0 BIAMOBIAATH BHMOTaM JIWHAMIYHOTO 1

KOHKYPEHTHOTO CBITY pO3pOOKH irop.

1.6.1. Anauni3 ixuboi poui B inTerpanii III

IIpouenypHa reHepaniss KOHTEHTY 3i IITYYHUM IHTEJIEKTOM:
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[Ipouenypua renepaitis KoHTEHTY (PCG) € KpUTHYHO BaXKJIMBUM AacTEKTOM
pPO3pOOKH irop, 110 BIUIMBAE HA JAMU3alH PIBHIB, CTBOPEHHS JIaHAWAPTy 1 F€HEPALi0
pecypciB. Interpytounm amroputmu I B Unity 3D, po3poOHUKH MOXYTb
aBTOMaTU3yBaTu Ta onTuMizyBatu mpoiec PCG. ¥V 11poMy po3auii po3risgaeTbes, K
Al-kepoBanuii PCG Moxe mpu3BeCTH 10 CTBOPEHHS AMHAMIYHOTO Ta HECKIHYEHHO
PI3HOMaHITHOT'O IFPOBOT0 CEPENIOBHINA, CKOPOYYIOYHM Yac 1 PEeCypcH, TPaIUIIIHO
HEOOX1H1 JJI1 CTBOPEHHS! KOHTEHTY .

Takox MITydYHHUH 1HTEJIEKT MOXKHA BUKOPHCTOBYBaTH Ui CTBOPEHHS
HECKIHUEHHMX Bapialliil IrpoBUX piBHIB pa3oM 3 iHcTpyMeHTamu Unity. 3amicTh TOTO,
00 CTBOPIOBATH KOKEH pPiBEHb BPYYHY, PO3POOHHUKH MOXYTh BIPOBAIKYyBaTH
cuctemu I, sxi TeHepylOTh HOBI 3aBHaHHsA Ta oToueHHs "Ha Jpory". Taka
aJJaNTUBHICTh TapaHTYy€ TPABIIM YHIKQJbHHUM 1rpOBHUI TpoIleC y KOXKHIM cecii, 1o
CHpUsi€ perpadeTbHOCTI Ta MOJAOBKYE KHUTTS TPH.

InTenexkryanbHa noBeginka NPC:

OpHuM 13 BUKJIMKIB Y po3po0lii irop € cTBOpeHHs HelirpoBux nepcoHaxin (NPC)
3 peasliCTUYHOIO Ta TUHAMIYHOIO oBeAiHKO0. 11 MO’kHa BUKOPUCTOBYBATH JIJIsl TOTO,
00 HagimuT NPC ananTHBHUMH MOXJIUBOCTSMH 1 3JJaTHICTIO 10 HABYAHHS, 3pOOUTH
iX YyTJIMBUMHU JI0 1M rpaBLs 1 CTBOPUTH OUIBII 3aXOIUTIOIYMMA IrpoBUil AocBiA. Mu
posrisiaeMo, sik inTerparis I 8 Unity 3D go3Bossie po3po6uukam ctBoproBatt NPC,

SIK1 HaBYAIOTHCSI, €BOJTFOIIIOHYIOTh 1 IAIOTh TPaBIISIM YHIKAJIbHI 3aBIaHHS.

IlokpamnieHe TecTyBaHHs irop Ta 3a0e3ne4eHHs AKOCTI:

3abe3nedeHHs IKOCTI - BAXKJIMBHM eTan y po3pooiti irop, 1 LI moxe BinirpaBatu
KITFOUOBY POJIb B AaBTOMATHU3AIII1 Ta ONMTUMI3AIlil MPOIIECIB TECTYBAaHHS. Y IIOMY PO3LUITI
posrnsanaetscs, sk Unity 3D 3 iHTErpoBaHUMHU 1HCTPYMEHTAMH IITYYHOTO 1HTEJIEKTY
MO>Ke 3a0e31eunTH O1bll e(heKTUBHE 1 BCEOIYHE TECTYyBaHHS, 3MEHILIUTH HUMOBIPHICTh
MOMMJIOK 1 300iB, a TaKOK 3a0€3MeYUTH OUIBII TUIABHUNA ITUKIT PO3POOKH.

BukopucTtoByroun anropuTMu MamudHHOro HaByaHHs, Unity 3D moxe
nependayaTd MOTEHLIMHI NOMHJIKK a0o 3001, aHANI3ylOuM MaTepHU 3 MONEPEIHIX
eTamiB TecTyBaHHSA. L[4 MOXIMBICTP TPOTHO3YBaHHS JOMOMAara€ po3poOHUKaM
BUPIINIYBAaTH MPOOJIEMH 10 TOTO, IK BOHM CTaHYTh KPUTHYHUMHM, MIHIMI3YIOUH 4Yac 1
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pecypcy, BUTpadeHI Ha BUIIPABICHHS IICHs penizy. SIK pe3ynbTar, irpd MOKHA
3aMyCcKaTu 3 OUIBIIOK CTAOUIBHICTIO Ta HAIIWHICTIO.

Peanicrnyna animanis Ta pyx:

Peanmictuuna aHimaliisi MEpCOHaXIB 1 OO0'€KTIB - CKJIagHE 1 TPYIOMICTKE
3aBlaHHs. TeXHONOrIT ITYYHOTO 1HTENEKTY, TaKl IK IHCTPYMEHTH aHIMallii Ha OCHOBI1
MaITMHHOTO HABYAHHS, MOKYTh 3HAYHO MPUCKOPUTH T1eH mporiec. Mu 00roBopumo, siK
iaTerpauis I B Unity 3D moxke mpusBecTd A0 OUIbLI PEeaiCTUYHOI Ta YyTIUMBOT
aHIMalIlii, COPUSIOUN OUTBII 3aXOIUIIOI0UYOMY Ta BI3yallbHO MPUBAOIMBOMY irPOBOMY
JIOCBI]TY.

AnanTHBHUM T0CBiJ rpaBus:

[lepconanizariisi Bce OLIbINE CTa€ KIIOYOBUM elleMeHTOM B irpax. LI moxHa
BukopuctoByBatd B Unity 3D nans CTBOpeHHS aJanTHUBHOTO IrPOBOTO JOCBIAY,
MIJJAIITOBYIOUYM TeUMIUIeH, PIBHI CKJIAJHOCTI Ta €JIEMEHTH PO3MOBIAl Mif
1HIUB1TyalIbHI BIIOI0OAHHS Ta TOBEAIHKY I'PABIIA. Y MBOMY PO3ILIi TOCTIIKYETHCS, K
aJanTUBHICTh, KEPOBAaHA IITYYHUM IHTEJIEKTOM, MOXE IMIJBUIIUTH 3aJIyYEHICTh 1

3aJI0BOJICHICTh IPaBLIIB.

O0poOka npupoaHOI MOBM /ISl irPOBHUX AiAJIOTIB:

Bxmrouennst 06po6ku npupoaroi moBu (NLP) B Unity 3D moske mokopiHHO
3MIHUTH croci6 00poOku irpoBux mianmoriB. NLP Ha ocnosi LI moxe 3a6e3neunTtu
OUIbLI pEATICTUYHY Ta KOHTEKCTHY B3a€MOJII0 MK TIpaBIsIMH Ta IEPCOHAXaMH,
MOKpPAIIyIoUr PO3MOBIJL 1CTOPIi Ta PO3BUTOK MEPCOHAXIB. MU PO3TISIHEMO, SIK IS
IHTErpalis MOKe CIPUSATH CTBOPEHHIO OUIBII 3aXOIUIMBOrO Ta €MOIIITHO HACHYEHOTO

IrpOBOTO JOCBIiY.

1.7. Businennst npodjemMuux odaacreid Bukopucranus LIy po3pooui

ETuyni MipkyBanHs npu po3po0oui HII:
[aTeTrparis TexHoorii po3ni3HaBaHHA OOJIMY B irpax MOXe BUKIWKATH €THYHI
npoOsiemMu, MOB'sI3aHi 3 MPUBATHUM SKUTTSIM. PO3pOOHUKM MOBHUHHI JIOTPUMYBATHCS
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OalaHCy MDK TOKpAIEHHSM KOPUCTYBAllbKOTO JOCBIAY Ta JOTPUMaHHSIM IpaB Ha
OpUBaTHICTh. Bumanku, Koiau AaHi npo oOnuyysi 30uparoTbes 0€3 SBHOI 3roau
KOpHCTyBauda a0o 30epiratoTbCsi HEHaIIMHO, MOKYTh IIPU3BECTU 0 CEPHO3HUX ETHUHUX
HACJ1IKIB.

[Iporpamu, sixi BukopuctoBytoTh LI st ananizy qaHux i NpUHRHATTA PIlICHb,
MOXYTh OyTH Bpa3JMBHUMH J0 BHUTOKY AaHUX. OcOONMBO 1€ CTOCYEThCS OOpPOOKU
KoH(piAeHIIMHOT 1HpOpMaIllli, Takoi SK MeIWYHi 3amucu abo (iHAHCOBI JaHI.
Po3poOHUKN TOBUHHI BIPOBA/KYBAaTH HAAINMHI 3aX0aud O€3MEKH MJig 3aXUCTy BIJ
HECaHKIIIOHOBAHOTO JIOCTYITY Ta MOTEHI[IHHOTO 3JIOBXKMBAHHS JTAHUMHU, 3T€HEPOBAHUMU
IITYYHUM THTEJIEKTOM.

Ynepen:xkenicts i cnpaBeuBicTs aaropurmis HI1:

B irpax 1 mporpamax, 1o BHKOPHCTOBYIOTh CUCTEMHU PEKOMEHAAIIN, MOXYTh
BUHUKATH YIEPEIKCHHs, 3aCHOBaHI Ha ICTOPUYHMX JaHUX KOPHUCTyBauiB. KO
HaBYAIbHI J]aH1 HE € pi3HOMaHITHUMU, anropuT™ LI mMoxe yBIYHUTH cTepeoTHUNH Ta
OOMEXHTH JOCTYyI KOPHCTYBadiB 1O BY3bKOTO KoJia KOHTeHTy. Lleil mnpuknan
MiAKPECTIOE BAXKIUBICTh AKTUBHOTO YCYHEHHS YIEpEeKEHb B alropuTMax is
3a0€3IMeUeHHS CIIPaBe/IJIMBUX Ta IHKIIO3UBHUX PEKOMEHAAITIH.

VYnepemxkeHicTb, iputamanHa o0poOii npupoHoi Mo (NLP):

O6poOka TPUPOJHOI MOBH, KIIOYOBHH KOMIIOHEHT 0OararboX JOJATKIB 31
MITYYHUM 1HTEJIEKTOM, MOKE JEMOHCTPYBATH YIIEPEIKEHICTh, IPUCYTHIO B HABUYATILHUX
nanux. Hampukman, MOBHI MOJenl MOXKYTh HEHABMUCHO 3aCBOIOBATH 1 BIATBOPIOBATH
COILIJIbHI  YMIEPEKEHHSI, 10 TMPU3BOAWTH JI0 JAUCKPUMIHAIIAHUX pE3yJIbTaTIB.
Po3po0HUKM TIOBHHHI aKTHBHO TPAIIOBATH HAJ BHSIBICHHSM 1 TOM'SKIICHHAM ITUX
yIepeKeHb, M00 3a0e3MeUnTH CIpaBeJIUBICTh Ta 1HKIIO3WBHICTh y MPOTPAMHINA Ta

IrpoBil B3aeMOIII.

IHosicHIOBaHiCTh Ta MPO30PiCTh:

B irpax 3 mepconaxamu, kepoBanumu IIII, Hempo3opi mporiecu NpUAHATTS
pilieHb MOXKYTh po34yapoByBatu rpasuiB. Axkuo aii Il HegocTaTHRO PO30p1, TpaBLSIM
MO>K€ OyTH CKJIQJHO 3p03yMITH, YOMY BIIOYBAIOTHCA MEBHI MO/IIi B T'i, 10 TPU3BOAUTH
JI0 MEHIII 3aXOIUTI0IY0ro J0CBiay. PO3pOoOHMKY MOBHUHHI 30CEPEIUTUCS HA CTBOPEHHI
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CUCTEM IITYYHOTO IHTEJEKTY, Kl MPOMOHYIOTh YITKI MOSCHEHHS CBOIX pIllleHb, 1100
I1BULIUTH PIBEHb PO3YMIHHS Ta 3a10BOJICHHS T'PaBIIiB.

VY ¢inancoBux mnporpamax, mo BuxkopuctoBytoTh I anga amropurmivnOi
TOPTiBII, Opak MPO30POCTI y MPUIHATTI PillICHb CTBOPIOE 3HAUHI Mpoosiemu. Tperiaepam
1 PEeryJsiTOpHUM OpraHaM Mo)Ke OyTH CKJIAHO 3pO3YMITH OOIPYHTYBaHHS TOPTOBHUX
pillieHb, MO0 BUKJIMKAE 3aHEMOKOEHHS IMOJ0 MAaHIIMyJIIOBAaHHSI PHUHKOM 1 CHCTEMHHX
pusukiB. [Ipo3opi anroputrmu LI MaroThk BUpilaibHe 3HAaUSHHS 17151 30€pEKEHHS T0BIpH
Ta JOTPUMAHHSI HOPMATUBHUX BUMOT.

TexHiuHi 00MeKeHHS 1 CKIATHICTD:

Irpu, sxi moTpeOyroTh pecypcHOMICTKUX mpoueciB HaBuanHs LI, MoxyTh
3ITKHYTHCS 3 TMPoOJieMaMH, TMOB'SI3aHUMH 3 TepMiHaAMU po3poOku. TpuBamuii yac
HaBYaHHs ckiagaux wmoxenedt Il Moxe mnepemkomxaTH 1TEpaTUBHIA Po3poOIl,
YCKJIQJHIOIOUN PO3pPOOHHKAM MOKJIMBICTh €KCIIEpUMEHTYBaTu 3 ¢yHkuioHaigom LI Ta
BYACHO MOT0 BJOCKOHAIKOBATH.

Inrerpamis LI B icHyroui mporpamHi apXiTeKTypH, OCOOJMBO B 3acTapilii
CUCTEMH, MOX€ OyTH TeXHIYHO ckiaaaHor. Crapi CHUCTEMH MOXYTb OyTH He
IIPUCTOCOBAHI JO0 OOYHCTIOBAIBHUX BUMOT anroputMmiB LI, mo BuMarae 3HayHHUX
moaudikarii. I{e cTBoproe auiieMy s po3pOOHHMKIB, SIKi IParHyTh BUKOPUCTOBYBATH
nocsiraenns 1111, 36epiratoun mpu IbOMY CyMICHICTB 3 ICHYIOUMMHU CUCTEMAaMH.

IIpo6semu cniBnpauni Mix Jwoaunoro i HIT:

VY nporpamax, ne 1 BnpoBaKy€eThes 111 aBTOMAaTH3allii IEBHUX 3aBJlaHb, OMIP
MPAIiBHUKIB-JTIOACH MOKE MEPEIIKoKAaTH yCHilmHIi criBmparii. [IpamiBHUKH MOXYTh
0OSITUCS BTPATUTH poOOTY ab0 HE MAaTH HEOOX1AHUX HABUYOK JJIsi pOOOTH 31 IITYYHUM
iHTeNeKTOM. PO3pOoOHWKHM TOBWHHI BHUpINIyBaTH IIi TPOOJEMH 32 JOTOMOTOIO
e(eKTUBHOT KOMYHIKAIIii, Tporpam MiIBUIIEHHS KBaniQikailii Ta opMyBaHHS KyJIbTYpPH
CIIBIpAIll.

VY xomannaax po3poOHuKkiB irop interpais LI moxxe BuMaratu HOBUX HaBHUOK.
Po3poOHuKH, sKI 3BUKIM 10 TPaAUIIMHUX METOMOJOTIM, MOXYTh B3ITKHYTHCS 3
TPpyAHOIIAMM TMiJ dYac ajanTauii J0 poOOYMX MPOIECIB, KEPOBAHUX IITYYHUM
iHTenexkToMm. [lomonanHs 1bOT0 pO3pUBY B HABUYKAX BUMArae CTpaTeriuHuX HaBYAIbHUX
HIIIATUB 1 CIPUSTIIMBOTO CEPEIOBUINA, SKE 3a0X0Uy€ OOMIH 3HAHHSIMHU MDK 4YJICHAMU
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KOMaH/IH.

BipryanbHi acucTeHTH B Iporpamax 4acTo MOKJIAJaroThCsi Ha Oe3nepepBHE
HABYaHHS, 100 amanTyBaTUCA A0 ymHoaobanb KopucTyBadiB. OmHak mpoOieMu
BUHHMKAIOTh, KOJIM 3aCTapijii MOJIe/l He 37aTHI BpaxXyBaTH MOBEIHKY KOPUCTYBaYiB, 1110
3MIHIOETHCA, 400 HE BPaXOBYIOTh HOBI TeHIeHI1i. PO3pOoOHMKY TOBUHHI BOPOBAI)KYBaTH
e(eKTUBHI MeXaHI3MH OHOBJICHHS Ta BIocKoHaeHHS moxenen 111, mo6 3abe3neuntu
NOCTIMHY aKTyaJbHICTh BIpTyaJlbHUX ACUCTEHTIB.

IIpobaemu aganranii B irpax 3i IITYyYHUM IHTEJIEKTOM:

Irpu, siki BUKOPHCTOBYIOTH aanTuBHY MoBeaiHKY LI, MOXyTh 31TKHYTHCS 3
TPYJIHOIIIAMH Yy pearyBaHHI Ha IIBUAKY 3MiHY cTparerii rpasiiB. Akmo I ve 3naTHUM
MIBUAKO aJanTyBaTHUCS, ITPOBHM MPOIEC MOXKE CTaTH TNependadyBaHUM 1 MEHII
3aXOIUIMBUM. PO3pOOHMKYM MOBUHHI BIIPOBA/KYBAaTH MEXaHI3MU HABYaHHS Ta afanTarlii
B PEXKHUMI peajbHOro 4acy, o0 3abe3neyuTH JMHaMiYHE Ta CKJIaJHE IrPOBE
CEpEIOBUILLE.

3aHenoKO€HHS 1010 0e3MeKu:

37I0BMHUCHI aTaku Ha Ki0epOe3neKy 31 ITYYHUM IHTEJIEKTOM:

[Iporpamu ki6epOe3neKku 31 MTYYHUM THTEIEKTOM MOXKYTb OYyTH BPa3ITUBUMH JI0
BOPOXUX aTak. 3TIOBMUCHUKH MOXXYTh BUKOPHUCTOBYBATH CIaOKI MICIISl B ajJropuUTMax
I, oOMaHIOIOYM CHCTEMHU Ta KOMIIPOMETYIOUH 3axoau Oe3neku. Po3poOHMKY MOBUHHI
NOCTiiHO BIockoHamoBatu wmojaeni LI ngnmg 3axumcTy Big HOBUX 3arpo3, o0
3a0€e3ne4YnTH HalIHHICTh TOAATKIB JIsl KI0EpOe3neKH.

Buxopucranns Bpasausocreii I B irpax:

B onnaitn-irpax 3J10BMHCHUKH MOXYTh CIPOOYBaTH BUKOPUCTATH BPA3IMBOCTI
anroputmiB 11, mo6 orpumatu HecnipaBeuHBY nepeBary. [llaxpalicbki mporpamu, mo
BukopuctoBytoth I,  MOXyTh  mOCTaBUTH  TiJ  3arpo3y  IUIICHICTb
0araToKOpUCTYBaLIbKOTO JIOCBITy. PO3pOOHMKM TOBHMHHI BHOPOBAIKYyBaTH HAaJIiHI
MexaHi3MH OOpOTHOM 3 IIaXpaillcTBOM 1 peryiisipHo oHoBitoBatu mogeni HII, mo6
BUIIEPEHKATH MOTEHIIAHI 3JI0BKUBAHHSI.

BianmoBigHiCcTh peryjisiTOpHUM HOPMaM i IPABOBI MUTAHHSA:

[Iporpamu 31 MITYy4HUM I1HTEIEKTOM MOBUHHI BIAMOBIIaTH HOPMaM 3aXHUCTy
JTaHUX, TAaKUM K 3arajlbHui pernameHT mpo 3axucT nanux (GDPR). Ilporpamu, mio
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BukopuctoBytoTh Il mms oOpoOkM maHWX KOpPUCTYBayiB, IMOBHUHHI BUPIIIYBaTH
npoOnemMu  3a0e3NeueHHs MpPO30pOCTi, OTPUMAHHS 1HGOPMOBAHOI 3rogu  Ta
BIIPOBA/PKEHHSI MEXAHI3MIB, 1110 J03BOJIIIOTh KOPUCTYBayaM KOHTPOJIOBATH CBOI JaHI.
HenorprumanHs X BUMOT MOK€ NMPU3BECTH 10 IOPUIUIHUX HACTIIKIB 1 pemyTaliiHuX
BTpaT.

Irpu, siki BukopuctoByrOTh LI 117151 CTBOPEHHS! KOHTEHTY, MOKYTh 31ITKHYTHCS 3
npobieMaMu iHTEJIeKTyalbHOI BIAaCHOCTI. BU3HaueHHs mpaB BIACHOCTI Ta aBTOPCHKUX
npaB, MOB'I3aHUX 13 KOHTEHTOM, CTBOPEHUM 3a nonomororo LI, BUKIMKae 10pUANYHI
ckyagHoIIl. Po3poOHUKY MOBHHHI OPIEHTYBATUCS B IUX IOPUIWYHUX TOHKOIIAX, I100
3a0€3IMeUNTH HAJICKHY aTPUOYIIiI0 Ta 3aXUCT MPaB IHTEJICKTyalbHOT BJACHOCTI.

CrpuiiHATTA i OMip KOPUCTYBAYiB:

VY nporpamax, ne LI BruimBae Ha mpolecH NMPUHHATTS PIllIeHb, CKENTHIIM3M
KOPHUCTYBadiB MOXE TIEPEIIKOHKATH MPUHHATTIO. KopucTyBadli MOXYTh HE JOBIPATH
pexkoMeHpaIisaM abo pimenssM, 3reHepoBanum 111, gepes Opak moBipu a60 po3yMiHHS.
Po3poOHMKN MOBHHHI BUKOPUCTOBYBATH 3pYy4HI 1HTep(deicH, YITKYy KOMYHIKAIIIO Ta
OCBITHI 1HILIATUBH, 10O MOAOJATH OIIpP 1 COPUATH TPUUHSTTIO.

Irpu, B sikux peanizoBaHi PyHKINT 31 IITyYHUM 1HTEJIEKTOM, MOKYTh HEHABMHUCHO
CTBOPIOBATH HETAaTUBHUM KOPUCTYBAIlbKUH JOCBiA, SKIIO INTyYHHA 1HTCIICKT
MOBOJIUTHCS HemependadyBaHo abo nmectpyktuBHO. Bumanku, komu 1T mpwmitmae
pIIIEHHS, SIKI CIIPUHUMAIOTHCS SIK HECTIPABEIJTUBI a00 HEMPUEMHI, MOXYTh MPU3BECTH 0
HE3aJI0BOJICHHSI IPpaBLiB. PO3p0OHNKHN MOBUHHI JOTPUMYBATHUCS OalaHCy MIXK CKIaJHUM
ITPOBUM TIPOIIECOM 1 3a0e3MEUeHHSM T[MO3UTHBHOTO 3arajlbHOTO JOCBiAY, 11100
3a0€3MeYNTH MPUHHATTS KOPUCTYBadyaMH.

[IpoGnemu, mos'szani 3 iHTerpaimieto I B po3pobky mporpam Ta irop,
pi3HOMaHITHI Ta OaratorpanHi. BpaxyBaHHS €TUYHUX MIpPKyBaHb, 3MEHIICHHS
yHOepeHKEHOCT], 3a0€3MeUeHHs] MPO30pPOCTi, TMOJOJAHHS TEXHIYHUX OOMEKEHb,
COpHsiHHS e(peKTHBHIN criBrpauni Mk JroauHoro 1 LI, a Takox moaosaHHsS NPaBOBUX
CKJIQJHOI[IB MAIOTh BUpINIAJIbHE 3HAYEHHS JJIi PO3KPUTTS CIPABKHBOIO MOTEHIIATY
1. Po3poOHMKM TMOBUHHI MiAXOAUTH 10 [IUX BUKJIUKIB 3 MPOAKTUBHUM MHCIICHHSIM,
BUKOPUCTOBYIOUM 1HHOBAIIWHI PIMICHHS 11 CTBOPEHHS €TUYHUX, 1HKIIO3UBHUX 1
TEXHOJIOT1YHO MIPOCYHYTHUX JOJATKIB, SIKI BU3HAYAIOTh MaOyTHE PO3POOKH MPOTpam Ta
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irop.

1.7.1 IlponoHoBaHi pimeHHs Ta cTpaTerii A1s epexTuBHol inTerpauii I

BrnpoBajkeHHSl IITYYHOr 0 IHTEJIEKTY B IU3AMH:
Po3po0ka irop 1 mporpaMHoro 3a0be3nedeHHsl, siki 6e3nepenkoiHo inTerpyots LI,
BHMarae BIyMJIMBOTO ITiIX0Iy 3 CaMOTO To4yaTky. Jlu3aiiHepu MOBUHHI BpaXxOBYBaTH
KOPHUCTYBAIIbKUM TO0CBiA, TuHaMiKy rpu Ta moxkauBocTi III. OxnHa 31 cTpareriii mojsrae B
TOMY, 00 IPUIHATH NIAX1 JO AU3aiiHy, OpIEHTOBAHUN Ha KOpUcTyBaua, kKoiu L1II
MOKpaIIye, a He TOMIHY€E HaJl KOPUCTYBAIlbKUM OCBiToM. Hampukiasn, B irpoBoMy
JIM3aiiH1 IepCOHaX1, KEPOBAHI IITYYHUM 1HTEJIEKTOM, MOXKYTh aJaliTyBaTUCS A0 MOBEIIHKH
rpaBlis, CTBOPIOIOYHN OUIBII MEPCOHATI30BAHMI 1 IIIKaBUM JTOCBiJL.
Kpim Toro, BUKOpUCTaHHS TeHEPATUBHOTO IU3aiHy - MeToay, Koiu anroputmu 1
JIOTIOMAararoTh y CTBOPEHHI Ta PO3BUTKY JU3aWHY - MOYKE CIIPHATH i ABUIIICHHIO
KpeaTuBHOCTI Ta edeKkTuBHOCTI. Llei miaxia 103BoJise pO3pOOHIKAM JOCIIIKYBaTH Oe3mid
MO>KJIMBOCTEH AM3aiiHy, BAOCKOHAIIOYH Ta ONTUMI3YIOUM HOTO HA OCHOBI 1HCAMTIB,

3reHepOBAaHUX MTYYHUM iHTEenekToM (Puc. 1.3.).

Puc. 1.3. 3renepoBane 300paxeHHsI 2] IepcoHaxa
IIII B mpouecax po3pooku:

Ha erami po3po0Ky IITyYHHI IHTEIEKT MOXKE 3HAYHO CIIPOCTUTH POLIECH, CKOPOTUBIIN
yac 1 pecypcu. BrnpoBajkeHHs aBTOMaTH30BaHMX IHCTPYMEHTIB reHepalli KoJxy Ha
ocHoBi IIII mMoxe npuckoputy HUKIKW Po3poOKU. LI 1HCTpyMEHTH, TakKi K CUCTEMU

3aBEpIICHHS KOy Ta MiJKA30K, JOTMOMAaraloTh pPO3pOOHMKAM MHCATH YUCTIIIANA Ta
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edextuBHIMI Koa. KpiM Toro, iHCTpyMeHTH HajarokeHHs Ha ocHOBI I mMoxyTh
BUSBJISITH 1 BUIPABIIATH POOJIEMH, MIABUIIYIOUH 3arajibHy CTaOUIbHICTh IPOTPAMHOTO
3a0e3MeYeHHs.
[InarpopmMu nmng  crminbHOI  PO3POOKH, OCHAIICHI IHCTPYMEHTAMHU  yIIPaBJIiHHS
npoekTamMu Ha ocHOBi IIII, MOXyTh MOKpaIIUTH KOMaHAHY poOOTy, Mepeadavyaroyu
MOTEHIIIITHI By3bKi MICIl, ONTHMI3YIOUM PO3MOJII 3aBlaHb 1 HaJIaloud 3BOPOTHUI
3B'S30K y peanbHOMY 4aci. Takui Miaxij A0 CHUIbHOI poOOTH HAa OCHOBI IITYYHOTO
IHTEJNEKTY CHpHUSE CTBOPEHHIO OUIBII THYYKOrO Ta €(QEKTUBHOIO CepeaoBUIIa
PO3pOOKHU.

IIII B TecTyBaHHi Ta 3a0e3Me4YeHHI AKOCTI:
TecTyBaHHS - BaKIMBUN aCMEKT PO3POOKH MPOTPaMHOTO 3a0€3MEUCHHS Ta irop, SKui
rapaHTye, 0 KiHIIEBHI MPOIYKT BIIMIOBIa€ CTaHAapTaM SKOCT1. [HTerpalis mTy4Horo
IHTEJICKTy B TIPOIECH TECTYBAaHHS MOXXE PO3MIMPUTH TOKPUTTS TECTIB 1 BUSIBUTH
MOTEHIIHI mpobyieMu OUTBII KOMILIEKCHO. [HCTpyMeHTH TecTyBaHHsA Ha ocHOBI 11
MOXYTh IMITYBaTH B3a€MOJII0 3 KOPHCTYyBadeM, BHUSBIISATH BY3bKI MICIS B
NPOAYKTUBHOCTI Ta aBTOMATH3yBaTH pETpeciiiHe TECTyBaHHS, JO3BOJISIIOYH
PO3pPOOHUKAM 30CEPEIUTUCS HA OUIBII CKIIATHUX 1 TBOPYMX ACIIEKTaX MPOEKTY.
AJTOPUTMHU MalTUHHOTO HABYAHHS TaKOX MOXKYTh aHAJIi3yBaTH BiT'YKH Ta TMOBEAIHKY
KOPHUCTYBaUiB JJI MPOrHO3YBaHHS MOTEHIIIHHUX MPOOJIEM, IO J1a€ 3MOTY TTPOAKTHUBHO
ycyBatu mnoMuiku. BuxopuctroByroun Il B TecTyBaHHi, pO3pOOHHUKH MOXKYTh
CTBOPIOBaTH OUIbIII HaJlliHE MporpamMHe 3a0e3MeyeHHs 31 CKOPOYCHUMHU TEpMIHAMHU
TECTyBaHHS.

Po3ropranHst 10AaTKiB 31 IITYYHUM iHTEJIEKTOM:
Posropranns irop i mporpaMHOTO 3a0€3MEUYeHHS 31 MITYYHUM IHTEJIIEKTOM BHUMAarae
PETENBHOTO aHaNI3y MacmTa0OBaHOCTi, MPOAYKTUBHOCTI Ta aJanTUBHOCTI IS
KopucTyBada. PO3poOHMKHM NOBUHHI ONTUMI3YBaTH CBOi MPOTPaMU JIJisi pO3rOpTaHHS B
xmapi, BukopuctoByroun I 11 quHaMiyHOro MacmtaOyBaHHS PECYpPCIB HA OCHOBI
NOMUTY KopucTyBayiB. Kpim TOT0, BKIIIOUEHHS peKOMEHJaliiHuX cucteM Ha ocHoB1 T

MO>K€ IMIJBUILMTHU 3a]Ty4€HICTh KOPUCTYBAYiB, HAJAI0UH M MEPCOHATI30BaHUN KOHTEHT

1 pyHKIIi.
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3abe3nedenns: etuyHoro posroptans LI mae BupimanbHe 3HaYEHHS, OCOOJIMBO B
Jo/IaTKax, SIKi B3a€EMOJIIOTh 3 KOpPUCTyBauamu. PO3pOOHMKM MOBUHHI 3a0€3MEUUTH
npo3opicte 1 cnpaBeuBicTh anroputMiB IIII, yHuKarounm ynepemxeHoCTi Ta
3a0e3neuyrourd TO3WTUBHUM KOPUCTYBAaIlbKUl JOCBiA. PerynspHi OHOBIIEHHS Ta
TEeXHIYHE OOCIyroByBaHHss Ha ocHOBI aHamitukun I  gomomoxyTh 30epertu

aKTyaJbHICTH 1 6€3MeKy MporpamMu 3 TUTMHOM 4acy.
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PO3/LT 2
MMPOEKTYBAHHSI TA PO3POBKA MOBLIBHOI'O JIOJIATKY 3A
JOMOMOI'OIO IITYYHOTI'O IHTEJIEKTY

2.1. ®yHKuHioHAJIbHE IPU3HAYEHHS MPOTrPaMu

3aBaaHHAM KBai(iKaiiiftHOT pOOOTH € CIPOEKTYBATH Ta PO3POOUTH BiI€O TPY B

xanpi Action/RPG Ha miardopmi Unity, METOIO SIKOi € CTBOPEHHSI ONTUMAIBHUX YMOB

npaili, sIKl CTBOPIOIOTh Y JIFOAWHH BIAUYTTS 33]I0BOJICHHS] BUKOHAHOT pOOOTH.

MEePEMIIIIEHHS TOJIOBHOTO Ireposl BIIOYBAETHCS B ABOMIPHOMY IIPOCTOP1, MOKHA
pyXaTtucs BIIiBO Ta BIIPaBoO.

Ha MOl 0O TOJIOBHOMY Tepol0 MOTPIOHO BOIOBATU 3 PI3HUMHU IOHITAMH Ta
no0yBaTH MPEIMETH SIKi TpaBellb 3MOKE€ BUKOPUCTATH JIJIsl BITHOBJICHHS CBOIX
xapaktepuctuk (Kinpkicts xxuttiB, Butpusanicts, ['onoa, Crpary).

OpU 3aKiHYEHI TpU BiJoOpa)kaeThbCsl TaHENb MepeMoru abo mporpairy Ta
CTaTUCTHUKY MPOBEJCHOTO IpaBIlieM yacy B 0010. B Oyab-sikuii MOMEHT Tpa MOXKe
OyTH pU3yIUHEHA JIJIS pe/laryBaHHS KOPUCTYBayeM YIPaBIIiHHS MTEPEMIIICHHS
Ta TY4YHOCTI 3BYKIB.

TOJIOBHE MEHIO MICTHTh KHOIKM BHXOAY 3 TPH Ta IrPOBUX HAIAMITYyBaHb.
JlonaTkoBO, /U1 03HAHOMIICHHS 3 PAaBUJIAMH T'PH Ta OCOOJIMBOCTAMHU JIOJIATKY,
B T'OJIOBHOMY MEHIO MICTHUTBCS KHOTIKA IHCTPYKIlli, SIKa MOBWHHA BKJIIOYUTHU

M1JKa3Ku JJIsl TPaBIIS.

2.2. Onmc 3aCcTOCOBAHUX MAaTEMATHYHUX METOIIB

[lix 4Yac nDpOEKTyBaHHS Ta PO3POOKM JOJATKY MM BHKOPHUCTOBYBAaJIU

MaTreMaTHIHuN MeTo 1 JleKkeTpu Juis BU3HAUCHHS HalKkopoTmoro nuisxy. Llei miaxin

OyB JOMOBHEHHI METOJaMHU OINTHMI3alili 3 BUKOPUCTAHHSM HITYYHOTO IHTEJIEKTY.

Cucremu TONIYKY HUISIXIB HAa OCHOBI INTYYHOTO IHTENEKTY YacTO MOTPeOyIOTh

onTuMizalii sl 3a0e3neueHHs e(QEeKTHUBHOI poOOTHM B peanbHOMYy daci. I[la

ONTHMI3alllsl MOXE€ BKJIOYaTH METOAM IPOCTOPOBOrO PO3OUTTH, 1€papXiyHl
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NPEICTaBICHHS Ta PI3HI CTparerii, CIpsSMOBaHI Ha 3MEHIICHHS OOYMCIIOBAIBLHOT

CKJIQJHOCTI MpH 30€peKeHH]1 TOYHOCTI.

Anroputwm JleitkeTpu Oynye HaWKOPOTIII MIJITXH 3 TOYATKOBOI BEpIIMHU rpada
70 1HIIMX BepUIMH Tpada, SKIO TakKl ICHYIOTb. AJITOPUTM MPALIOE, MOCTIAOBHO
M03HAYAI0YH PO3TIIAHYTI BepinHU rpada. OcTaHHs MO3HAYEHA BEPUITNHA 3HAXOUTHCS
OJbK4Ue 710 MOYaTKOBOI BEPIIMHY, HIXK BC1 HEMO3HAYCH1 BEPIIMHU, aje Jajl, HiXK BCI
nonepeHl MO3HaYeH1 BEPIIHHH.

Cnouatky anropuT™M IIO3HAYa€ TOYATKOBY BepmMHY. HactynHoro
MO3HAYAETHCS Ta BEPIINHA, sIKa € HAHOIMKUOI0 J10 TTOYaTKOBOI 1 CYMIKHOIO 3 HEIO.

VY Bumajkax, Kojid Ha MEBHOMY KpOIIl BKE MO3HAYEHO JEKUIbKa BEPIIUH,
QITOPUTM BUKOPUCTOBYE B1JIOM1 HAMKOPOTIII NUISIXU BiJl TOYATKOBOT BEPIIMHU JI0 IIUX
MO3HAYCHUX BepHIUH. {15 KOXKHOI HEMO3HA4YeHOI BEPIIMHU BUKOHYIOTHCSI HACTYIIHI
KpPOKH:

OLiHIOIOTHCA BCl IyTH, IO BEAYTh 3 MO3HAUYCHUX BEPIIMH JO HEMO3HAYEHOI
BepiinHU. KoxkHa Taka qyra € KiHIIEBOIO JJAHKOIO Ha NUISXY Bijf TOYaTKOBOI BEPIIMHU
J10 HEO3Ha4YeHOI.

BubepiTh HaKOpOTIINHI NUISIX cepel IUX AYT.

BubepiTh HAMKOPOTIIHI NIISAX CEPE YCiX HETTO3HAUYCHUX BEPIITNH 1 TO3HAUTE
BIJIMTOBITHY BEPILIKHY.

ANTOPUTM  3aBEpUIYETHCS, KOJMM BCl JOCSDKHI BEPIIMHHA IO3HAYEHI.
Pesynbratom pobotu anroputmy Jlelkctpu € moOyaoBa AepeBa, IO CKIAIAETHCA 3

HAWKOPOTIIUX IIJISAXIB.

2.3. Onuc BUKOPUCTAHUX TEXHOJIOTi Ta MOB IPOrpaMyBaHHS

2.3.1. Onuc BUKOPUCTAHUX 32C00iB MPOrpaMyBaHHS

Jns 3amycky rpu Ha nk HeoOxigHa Bepcist OC Windows He Hmkue 7 SP1, ane
JUTSL Kpanoi cTab1IbHOCTI HEOOX1JHO BUKOPHUCTOBYBATH OUIBII Cy4acHI BEpCii.

Unity3d € cygyacHUM Kpoc-Tu1aT(POpMHUM JBHXKKOM JJIsI CTBOPEHHS 1T0p 1
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JABUTYHA MOXKHa PO3pOOJISITH HE TIABKW OAATKH JJI KOMITIOTEpIB, aie 1 A
MOOUIBHMX MPUCTPOIB, ITPOBUX MPHUCTABOK 1 IHIIKMX JeBaiiciB. [HTepderic

maTdopmMu 300paxeHo Ha puc. 2.1.

Bl 02iR Project - Village - Android - Unity 2019.4.36(1 Personal <DX11> - o X

Plastic SCM § & [ Account ~ | Layers  ~ | Layout  ~
© Inspector s

L All Models + Assets
[
|

mAsses
2 EOCO bbb b
[ Audio

’=::;u Anims. Audio Fonts. FPS  Joystick. Materials  Prefabs  Scenes  Scripts  Sprites.

» B Packages ~ ~ Assets/Sprites/items/Spriteitems.psd r=—

Puc. 2.1. Tnrepdeiic mnardhopmu Unity

XapakTepUCTUKH MIaTPOPMHU:

- mo-mepiue, B cepeAoBuile po3poOku Unity iHTErpoBaHUM IFpOBHIA
JBWKOK, 32 JIOMOMOTOI0 SIKOTO MOKHA MPOTECTYBATH CBOIO TPy HE BUXOISMYH 3
penakTopa;

- mo-apyre, Unity miaTpuMye IMIIOPT BETWYE3HOI KITBKOCTI PI3HUX
dbopmaris, 110 103BOJISIE PO3POOHUKY T'PpU KOHCTPYIOBATH caMi MOJIEIi B OUIbIII
3pydyHOMY n0AaTKy, a Unity BUKOpPHCTOBYBATH 3a MPSAMHUM MPU3HAYEHHSIM -
PO3POOKH MPOYKTY;

- TIO-TPETE, HAMTMCAHHS CIICHAP1iB (CKPUNTIB) 3/A1MCHIOETHCSI HA HAMOUIBIII
MOMYJIIPHUX MOBax nmporpamysanHs - C# 1 JavaScript.

Takum unnom, Unity3d € akTyanbHOIO miiatopmoro, 3a TOMOMOTO0 SKOi
MO>KHA CTBOPIOBATH CBOI BJIACHI JOJATKH 1 €KCIIOPTYBATH iX HA Pi3HI MPUCTPOI,

Oynp To MOOUTHHMI Tenedon abo mpuctaBka Nintendo Wii.
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[I{o6 po3pobutu BiacHy rpy B Unity, Bam 3HaJ0OUTHCS 3HAHHS OJTHIET 3
MOB mporpamyBaHHs - Ha BuOip: C#, JavaScript a6o Boo. Komnonentn B Unity
MaroTh Pi3HI BIACTUBOCTI 200 3MiHHI, K1 MO’KHA HaJamTyBaTH abo Yepe3 BIKHO
iHCcTekTopa B penaktopi Unity, aGo 3a 10MTOMOTOIO CKpPUIITY .

Xoua Unity mnpormoHye psii TOTOBUX KOMIIOHEHTIB, BU TaKOX MAETe
MO>KJIMBICTh CTBOPIOBATH BJIACH1 JUIS pealti3allii IeBHUX aaropuTmiB. st iboro
NOTPIOHO CTBOPUTH BIACHUM CKPUIT 1 IPUKPIIUTH MOT0 J0 MOTPIOHOTO 00'€KTA.
KoxeHn ckpunt B3aemojie 3 BHYTpIIIHIMH MexaHi3mMamu Unity, peanizyrouu
KJI1ac, MoXiAHUI Bix BOynoBaHoro kiaacy MonoBehavior. KomnoneHT cuenapito
MOJICTIIY€E 1HIIIIOBAHHS ITPOBUX MOJIN, TaKUX SK TECTYBAaHHS 31TKHEHb MIXK
o0'eKkTamMu, BUKOpPUCTAaHHA (I3UYHMX BJIACTHBOCTEM Ta pearyBaHHS Ha il
KOpHUCTYBaua.

C# - ue oO0'eKTHO-OpIEHTOBaHAa MOBA, sIKa MIATPUMY€E KOMIIOHEHTHO-
opieHTOBaHe mporpamyBaHHs. CydacHa TEHJACHIS B pPO3pOOIl J10JaTKIB
CXWJIIETBCA JI0 CTBOPEHHS MNPOTrpaMHUX KOMIIOHEHTIB K CaMOJOCTaTHIX 1
CaMOOIHMCYBAaHUX MAKETIB, SIKl BTUIIOIOTh OKpPeMi (DYHKI[IOHAJIbHI MOKJIUBOCTI.
[li xommoHeHTH (YHKIIOHYIOTh SK MpOrpaMHa MOJEIb 3 BIACTUBOCTSIMH,
METO/JIaMH Ta TMOJiSIMU, IO CYIMPOBOKYIOTHCS aTpuUOyTaMu, SIKIi MICTSTh
JeKIapaTuBHY iHPOpMaIIiI0 Ta JoKyMeHTalito. C# BKIII04a€ MOBHI KOHCTPYKITIi,
K1 0e3MocepeHbO MIATPUMYIOTH 10 poOOUYYy KOHIIEIIIiI0, 1110 pOoOUTSH ii J00pe
NPUIATHOIO SK JJIsi CTBOPEHHS, TakK 1 JUIS BHKOPUCTAHHS TMPOTPaAMHHUX
KOMIIOHEHTIB.

Hexinpka ocobmuBocTedt C# cOpusitOTh HAAIMHOCTI Ta CTa0lLIBHOCTI
N0J1aTKiB. 301p CMITTS aBTOMaTUYHO 3BUIbHSE NIaM'ATh, 3aHIATY HEJOCTYITHUMH,
HEeBUKOpUCTaHUMHU 00'ekTamu. OOpoOKa BUHATKIB 3a0e3Medye CTPYKTYpOBaHUN
Ta PO3MIMPIOBAHMM MIAXiJ JO BUSBICHHA Ta BIJIHOBIEHHS MICJSI MOMMIOK.
besneuna crpykTypa MOBH 3a1100ira€ YMTaHHIO 3 HEIHIIIa130BaHUX 3MIHHUX Ta

1HIeKcalll MacuBiB 3a IX MEKaMU.
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VYV C# Bci TuIM JaHUX, BKIOYarouu 0a30Bi, Taki sk int Ta double, MarOTh
CHUJILHUM KOPEHEBUHM THM, AKUN Ha3uBaeTbes "00'ekt". Ile o3Hauae, 110 BOHU
YCIaJKOBYIOTh CTaHJAapTU30BaHUN HaOlp orepalliii, 1o 103BoJise 30epiraru,
nepenaBaTi Ta 0OpoOISATH 3HaUCHHS Oy/Ib-sIKOTO TUITY B OAHaKOBUH croci0. C#
TaKOX MIATPUMY€E KOPUCTYBallbKi THUIHM TMOCWIAHb 1 3HAY€Hb, IO J0O3BOJISAE
JTUHAMIYHO BUJUIATU MaM'ATh JIJIs 00'€KTIB 1 30epiraTtu CIpoIeHi CTPYKTYpHU B
CTEKY.

Moga 3a0e3rneuye qOTpUMaHHS MpaBuUjia JOCTYIYy 10 HEIHII1aJ130BaHUX
3MIHHHUX, 3al00Iral0ul HEKOHTPOJbOBAHOMY NPHUBEACHHIO TUIIIB Ta BUXOIY 32
MEK1 MacCUBY JaHUX.

3amyck nopaTtkiB Ha C# BHMarae BCTAHOBJICEHHS Ta HaJalllTyBaHHS
miatdopmu .NET Framework, sika 3a3Bu4ait BXOJIUTH JI0 IHCTAJISALIMHOTO MTaKeTy
Windows. Kpim Toro, ii MokHa 3aBaHTaKUTU Ta BCTAHOBUTU OKpeMO. Takox
noctymHi Bepcii juist Linux ta macOS.

B pamkax mmatdopmu cepenouire Common Language Runtime (CLR)
Kepy€ BHUKOHaHHSIM BHKOHYBAaHOTO Koay. BoHO ckiagaeTrbcs 3 yH1(piKOBaHOTO
Habopy 010110TeK 1 KJ1aciB, po3podsieHnx Microsoft BiAMOBIHO /10 TJI00aIBHOTO
crangapty Common Language Infrastructure (CLI). OcHOBHUM MexaHI3MOM
CLR € 616m10Texa mscoree.dll, sika Takox HazuBaeTbest Common Object Runtime
Execution Engine. Ilpu 3BepHenHi n0 30ipku s BUKopucTanHsa, mscoree.dll
aBTOMATUYHO 3aBAaHTAXKYETHCS 1, B CBOIO UEPry, 3aBaHTaXXKy€ HEOOX1AHY 301pKy B
Mam'sTh.

1006 3abe3meynTy CyMiCHICTD y MallOyTHIX po3po0Kax, mig yac po3pooKu
C# ocobnuBy yBary OyJio NpUIIJIEHO KOHTPOJIIO Bepciil. L5 yBara 10 KoHTpoJito
Bepciii BiApI3HAE 1i Bijg OaraThbOX IHIIMX MOB IpOrpamMyBaHHS, SIKI 4acTo

ITHOPYIOTh LIl BaXKIMBUM aCIEKT.
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SIk HACMIIOK, MOBH, SIKUM Opakye e()eKTUBHOTO KOHTPOJIIO BEPCiii, 4acTo
3a3HAIOTh YaCTUX 3001B Y poOOTI Mporpam, KOJIH 3'ABIISIOTHCS HOBI Bepcii
3asiex)kHuX 010110TeK. Y cepi po3pooku C# npoOiaeMu KOHTPOJIIO Bepciit
CYTT€BO BIUTMHYJIA Ha Pi3HI aCTIEKTH, TaKi K BBEJCHHS OKPEMHUX BIpTyaIbHUX
Ta NepeBU3HAYAIBLHUX MOJIM(IKATOPIB, PEKOMEH 1allii 100 YCYHEHHS
MEPEBAHTAXKEHHS METOIB Ta CXBAJICHHS SBHOT'O OTOJIOIICHHS YJICHIB
iHTepdeiicy.

OcranHi 1Teparii C# OXOIUIIOIOTh PI3HOMaHITHI NapagurMH
nporpamyBaHHs. MoBa Temnep BkItouae GyHKIII, 0 MATPUMYIOTh
(GyHKL10HAJIBHI METOIM MPOTrpaMyBaHHs, 30KpeMa JsiMOaa-Bupasu. Kpim toro,
HOBI (DYHKITIOHAJTbHI MOJIMBOCTI MOJIETITYIOTh PO3AUICHHS JaHUX Ta
ITOPUTMIB, IPUKIIATIOM YOT'O MOKE CIIyT'YBaTH BBEJICHHS MIA0JIOHHOT
BIJITOBITHOCTI.

C# 6a3yeTbcst Ha TaKUX (PYH/IAMEHTAIBHUX TOHSTTSIX, SIK TUITH Ta 3MIHHI:

Knacu, napixxauii Tun y C#, nopoKytoTh 00'€KTH, SIKI € €K3EMIUISIpAMHU
kiaciB. CTBOpEHHS KJIAaciB niependayae BU3HAYCHHS 1X YJICHIB.

Macusu, ik CTpyKTypH faHux y C#, MICTATh IEKUIbKa 3MIHHUX,
JOCTYITHUX Yepe3 00UMCITIOBaH] 1HIACKCH.

[aTepdelicn BCTaHOBIIOIOTH JOTOBIPHI PaMKH, 10 Peali3yIOThCs
KJIaCaMHU Ta CTPYKTypaMu. BoHU MOXKyTh MICTUTH METOJH, BIACTUBOCTI, TIO i1
Ta 1HJIEKCATOPH, BU3HAYAIOUW HEOOX1AH1 WieHn 0e3 HaJaHHS IXHBOI peati3allii.

Heneratu B C# - 11e OCUJIaHHS HA METOJIM 3 IEBHUMU ITapaMeTpaMHU Ta
TUTIAMU 3HAYEHb, 110 MIOBEPTAIOTHCS. [leneratu yMoKIUBIIOIOThH BUKOPUCTAHHS
METO/IIB SIK CyTHOCTEM, JO3BOJISIIOUM 30€piratu ix y 3MIHHUX Ta MepeaaBaT K
napaMmerpu. Ha BigMiHy BiJl BKa3iBHHKIB Ha (DYHKIIIT B ICSIKUX MOBaX, JCJICTaTH
B C# € 00'€KTHO-OpIEHTOBAHUMH 1 CTPOTO THII30BaHUMU. ATpUOYTH
J03BOJISIIOTH ITpOorpaMam mepeaaBaTy JOAaTKOBI OMKUCOBI AaH1 II0J10 THUIIIB,

YJICHIB Ta IHIIUX CYyTHOCTEH.
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IarerpoBane cepenosuine po3podku Visual Studio [11] - me craproBuit
MaWJaHYMK JJIs HAlWCAHHS, HAJaro/UKeHHS 1 CKJIQJaHHS KOOy, a TaKOX
nojaIbInoi myOikarmii goaarkiB. [HTerpoBane cepenoBuine po3pooku (IDE)
sByIsie cO00I0 OaraToyHKIIIOHAIBHY Mporpamy, sIKy MOKHa BUKOPHCTOBYBATH
IUTSL P13HUX aCHEKTIB PO3pOOKH MporpaMHoro 3adesneueHHs. Kpim ctanaapTHOro
penakTopa 1 BiAJlaguMKa, sKi iICHYIOTh B OunbmocTi cepepouin IDE, Visual
Studio BKiIIO4a€e B cebe KOMILISATOPH, 3aCO0U aBTO-3aBEPILICHHS KOAY, rpadivHi
KOHCTPYKTOpHU 1 6araTo 1HIIKUX (PYHKUIA ISl CIIPOILEHHS MPOILECY PO3POOKH.

InTepdeiic cepenu (puc.2.2).

o euin
°

e

Puc. 2.2. Tarepdeiic cepenosumie Visual Studio

Ha pucynky nokazano cepenosuiie Visual Studio 3 BIZIKpUTUM TPOESKTOM
1 IEK1JTbKOMa BIKHAMU OCHOBHUX 1HCTPYMEHTIB.

Ornanay pimeHb (Bropi mpaBopyu) A03BOJISIE Meperisaatu (aitiu Kony,
nepecyBaTUCs MO HbOMY 1 ympaBidatd HUMH. Orisgad pillleHb J103BOJISIE
BIIOPSIIKYBATH KO/ LIIISIXOM 00'€/THaHHA (DailliB B pIlLICHHS 1 TPOEKTH.

V¥ BikHI penakTopa (LIEHTp), BimoOpaxkaeTbcsa BMICT (aiiny. TyT MoxHa
peaaryBatu Koj a0o po3poOJiATH MpU3HAYEHUH JJi1 KOpUCTyBada iHTepgeiic,

HaIpUKIJIaJ BIKHO 3 KHOIIKaMU a00 TEKCTOBI MOJIS.
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[TpoBigHMK KOMaH, PO3TAIIOBAHUNA Y TPABOMY HIKHBOMY KYTi, T03BOJISIE
BIJICTEKYBATH pOOOUl €IEMEHTH Ta IMOJIETUIY€E CMUJIbHE BUKOPUCTAHHS KOy 3a
JIOTIOMOTOI0 TEXHOJIOT1H KOHTPOJIto Bepcii, Takux sk Git Ta Team Foundation
Version Control System (TFVC). MosxkuocTti Visual Studio oXoImoo0Th BeCh
npolec po3poOKH  TPOrpaMHOro  3a0e3MeueHHs, MPOMOHYIOUM CydYacHi
IHCTpYMEHTH [UIsi KOAYBaHHS, TPOEKTyBaHHS rpadiuyHuX 1HTEp(deiciB,
CTBOPEHHSI, HaJaro/UKEHHsI Ta TeCTyBaHHs mporpaM. PosmmuproBanicts Visual
Studio 103BoJIIE KOPUCTYBaYaM PO3MIUPIOBATU ii (PYHKIIOHAIBHICTH IIISXOM
iHTerparii HeoOX1JHUX PO3IINPCHb.

Penaxrop koay y Visual Studio BUKOpUCTOBYE Bi3yalibHI IHAUKATOPH, TaK1
SIK XBHJISICTI JIiHIT, 100 BUAUTMTH TMOMHWJIKHA a00 MOTEHIIIHHI MPoOJIeMH i Jac
BBEICHHS TeKCTy. [li Bi3yanbHI MiJIKa3KU JO3BOJISIOTH HETaifHO BUPIIMIUTU
npobsieMy, 3amooirarouyd HEOOXI1JHOCTI YeKaTH, MOKH TMOMUJIKA BHUILIMBE Ha
MOBEPXHIO TiJ] 4ac 301pKu a00 BUKOHAHHS MPOTrpamMu. SIKIIO0 HABECTH BKa31BHHUK
MUIIT Ha XBUJISICTY JIiHII0, BU TOOAYUTE TOAATKOBY 1H(POPMAIIIIO PO MMOMUJIKY, a
MIKTOrpaMa JaMIOYKHM 3allpoNoHye MIBHAKI Aii s 11 ycyHeHHd. JlocTymHe
dbopmaryBaHHs KOJIYy B OJMH KJIIK 1 3aCTOCYBaHHS BHUIIpaBJICHb HAa OCHOBI
napameTpiB CTUI0 Koxy, BkazaHux y ¢aiimi EditorConfig. Ouumenns xomy
JoTIoMara€e BHUPIMIMTH YUCIEHHI MpoOJieMH 3 KOAOM Ie A0 (opMaabHUX
MEePEBIPOK.

Omneparii pedakropunary y Visual Studio BKIIOYAIOTH 1HTEICKTyaTbHE
neperMeHyBaHHS 3MIHHUX, BUTATYBAaHHS KOAY B HOBI METOJIU, 3MIHY MOPSIKY
napameTpiB METOJY TOIIO.

Penaktop xoxy Visual Studio mae ¢yHKIIT miICBIYyBaHHS CHHTAKCHUCY,
BCTaBKHU (PparMeHTIB KOy, BIIOOPaKEHHSI CTPYKTYpPHU KOAY Ta MOB'SI3aHUX 3 HUM
¢dbyukmid. Texnomoris IntelliSense mpuckoproe pobdoTy, 3abe3nedyrdu
aBTO3aBEPIICHHS KOy ITi/T YaC BBEICHHSI.

Jlns HamaromkeHHs BOyaoBaHui Bimmamuuk Visual Studio BusBisie Ta
BUIIPABJISI€ TIOMUJIKM Y BUX1THOMY KOJIi HaBiTh Ha HU3bKOMY arapaTHOMY PiBHI.

3aco0u A1arHOCTUKH OLIHIOKOTH SKICTh KOAY 3 TOUYKH 30pY MPOJYKTUBHOCTI Ta

42



BUKOpHUCTaHHA nmam'sati. Visual Studio miaTpumye aBTOMaTH30BaHE TECTYBAaHHSA
JI0JIaTKIB, BKJIIOYAKOYM TEPEBIPKY 1HTEepdeiicy, MOIynbHE 1 HaBaHTaKYyBaJIbHE
TECTyBaHHS.

Cucrema HanaroJKEHHs JO03BOJISIE MEPEBIPATH KOJ 3 KPOKOM B OAHY
THCTPYKIIIIO, 3 MOXJIMBICTIO BCTAHOBJIFOBATH TOYKH 3yIMUHKH 1 CIIOCTEpPIraTH 3a
3HaueHHAMH 3MiHHUX. JlogaTku Ha ocHoBi Il mMoXxHa nerko iHTerpyBatu B
CTaHJapTHE CEPEJOBUIIE, MPOIMOHYIOUM TaKi MOXIHUBOCTI, SIK aBTOMAaTHYHA
reHepailis Koy mis ¢pparMeHTiB a00 (GyHKIH Ha OCHOB1 OMKCIB MPHUPOIHOT
MOBH, 1HTEJIEKTyaJlbHA TeHEepallis TECTIB 1 pO3CTaHOBKA MPIOPUTETIB, a TaKOXK
pedakTopunr koay Ha ocHoBi Il ngng migBUIEHHS TPOAYKTHBHOCTI,
YUTa0ENBbHOCTI Ta TIOTPUMAHHS KpaIIUX MPaKTHUK.

Adobe Photoshop — 6GararodyHkIiioHansHUN TpadidHUil perakTop, Mo
pO3pOOIISIETHCSL  Ta  PO3MOBCIOJIKYEThCA ~ KoMmmaHiero  Adobe  Systems.
31e01IBIIIOTO MPAIIOE 3 PACTPOBUMH 300paKCHHIMH, OJJHAK MA€ JICSIKI BEKTOPHI
iHcTpyMeHTU. [IponyKT € JnijiepoM pHUHKY B 00JacTi KOMEPUIMHMX 3aco0iB
penaryBaHHg  pacTpOBUX  300pakeHb Ta  HaWBIJOMINIOW  MOPOrpamoro
PO3pOOHHMKA.

B nanwmit wac Photoshop (puc. 2.3) gocrynnuii Ha miargopmax macOS,

Windows Ta iPadOS. Ins Windows Phone ta Android goctymua cmporeHa

Bepcis mporpamu mija HazBoro Adobe Photoshop Touch.

Puc. 2.3. Bikno nporpamu Photoshop
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Takox icHye Bepciga Photoshop Express nins Windows Phone 8 ta 8.1. Y
2014 pomi y CHIA npoxoauino 6eta-TecTyBaHHS TOTOKOBOI BEPCii MPOAYKTY s
Chrome OS. Panni Bepcii pemaktopa Oynu moproBani mig SGI IRIX, ane
odiuiiiHa mATpUMKa IpUIMHEHA 3 TPEThOi Bepcii nmpoaykry. s Bepcii 8.0 Ta
CS6 moxnuBuii 3amyck mia Linux 3a qomomororo ansTepratuBu Windows API
— Wine.

VY 2023 poui 3'sBHIIacS MOKJIMBICTh T€HEPYBATH 300PAKEHHSI Y HOBOMY
penaktopi Al Photoshop. IITy4yHuii iHTEIEKT yMOXJIMBHUB aBTOMAaTH30BaHE
penaryBaHHS Ta BJIOCKOHAJICHHS, IO JIO3BOJISIE KOPUCTyBadaM JOCSTaTH
npodeciiHuX pe3yNbTaTiB 3 MIHIMATBHUMH 3yCWJUIAMH. Taki (QyHKIL, sK
"ABroMatnuyHui TOH" 1 "ABTOoMarnuHuil KOHTpacT" Ha 06a3i Adobe Sensei,
BUKOPHUCTOBYIOTh alNTOPUTMHM MAIIMHHOTO HAaBUaHHS [JIs aHaji3y BMICTY
300pa)X€HHsSI Ta I1HTEJNEKTyaJIbHOTO 3aCTOCYBaHHS KopuryBaHb. Lle He mnwume
€KOHOMHUTh Yac, aje W Jae 3MOTy KOpHCTyBauyam, BiJI MOYATKIBIIB 10

npodecionaiB, CTBOPIOBATH Bi3yaJIbHO MPUTOJIOMIIIUBI PE3YIbTATH.
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2.4. Onuc CTPYKTYPH CHCTEMH TA aJIrOPUTMIB ii PyHKIIOHYBaHHSA

2.4.1. 3arajnbHuMi ONMC CTPYKTYPH NPOrpamMu

I'pa po3paxoBana Ha oaHOro rpasis. ['paBers rpae 3a 100py CTOPOHY,
BOpPOT 3a BOpOXYy. € Kkapra Ha sAKiii TpaBerb Ta Bopor [l2] BuIBHO
nepemimaroTbesa. OCHOBHA MeTa TPHU MOJSITaE B TOMY, OO MEPEeMOTTH BCiX
3alpONOHOBAHUX BOPOTIB.

B3aemoniro koprcTyBada 3 cucteMoro rpadigHo BigoOpakeHo Ha Jaiarpami

BUKOpHUcTaHHA (puc.2.4 ta 2.5)

TTomryk MapmpyTy | |
710 METH
Bubip |
oM |
; : ATtaka .%
. Bubip |
30poi |
Butip
no3uu
. 3mna
| HATAIITYBaHb

I'paBenib Bopor

Puc. 2.4. Jliarpama BUKOPUCTaHHS
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I'paBens I'pa

3anyck rpa
Broip cuesn 3apanTamenns
(none 6ox0) cuesH (noxe 6010)
Posramysansas
soporis
v I Iom\_-; MapmpyTy
BrO1p moznmn 11X BOPOMiB
Buit
Brbip 1Hmoi cuesHs, Iincymox
abo BExiY PesyasTaTis

Puc. 2.5. Jliarpama nisuibHOCTI

Cknan ¢aimoBoi CHCTEMH pO3pOOJICHOTO TIPOCKTY 300pakeHO Ha pHC.

2.6:

Browscap.ini app.info config.xml

data. unity3d
game resources

HanamryBaHHA
Pecypca
Unity Project.exe
UnityEngine.dll bioniorexH
Unity.dil
' System dll
UnityPlayer.dll

Puc. 2.6. ®daitnoBa cucteMa npoeKTy
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2.4.2. Onuc OCHOBHHUX KOMITIOHECHTIB

B mnardopmi Unity koxen o0’ext mpexactaBisie coboro GameObject,
KU 30epirae aTpuOyTH KOPUCTYBAI[bKUX Ta BIAIITOBAHWX KOMIOHEHTIB. Tak,
HANpUKIald, CTaHIApTHUM KommoHeHTOM GameObject, skuii HE MOMXINBO
BunanuTH € « Transformy» (puc. 2.7). Bin 36epirae napamerpu Position, Rotation,
Ta Scale BIAMOBIAHO MO3WIliA, MOBOPOT i po3mip 3a Tphoma ocsimu (X,Y,Z)

BIJIHOCHO MOYaTKy KOOPAUHAT.

Puc. 2.7. Komnonent «Transformy»

o6 BimoOpa3uTH ABOMIpHI 300pak€HHS B TPUBUMIPHOMY IFPOBOMY
MPOCTOPI BUKOPHUCTOBYETHCS KOMIOHEHT «Sprite renderer» (puc. 2.8) Ilicns
BKa3iBKM Y BJIACTUBOCTI Sprite MOCUJIAHHS HAa IMIOPTOBAaHE B MPOEKT T'PU HAJl

300paK€HHSI MOXHA TPOBOJAUTH pI3HI MaHINyJAMii, Takli SK O0OepTaHHs,

MepPEeMIITICHHS, 3MiHa KOJILOPY TOIIIO.

Q Sprites-Default

Puc. 2.8. KommonenT «Sprite renderer»
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CripoekToBaHy aHIMaIlil0 IPU PO3MIISTHEMO Ha MPUKIAAl GIrypH, s IKOi

B NPOCKTAAAREQSOBAHO KOMIIOHEHT «Animator» (puc. 2.9). Bin 38’43y g@oGiekT

3 Qamtraiier animaiii (.anim), mo*eBsoptBrm@ics y BikHI « Animationy. O]
Avatar None (Avatar) @:
Apply Root Motion ]

Update Mode Normal v
Culling Mode ‘ Always Animate v

. Clip Count: 0
© | CurvesPos: 0 Quat: O Euler: O Scale: 0 Muscles: 0 Generic: 0 PPtr: 0
_* | Curves Count: 0 Constant: 0 (0.0%) Dense: 0 (0.0%) Stream: 0 (0.0%)

0

Puc. 2.9. KomnoneHT «Animator»

Puc. 2.10. BikHO «Animator»

I'pyna xomnonentiB «Collider» noaae komizito, TOOTO (Pi3UYHY B3aEMO/IIIO
3 iHmmuMu 00’ ektamu. Posristnemo kommnonent «Capsule Collider» (puc. 2.11) —

BiH HE JIa€ TOJIOBHOMY Teposi a00 1HIIOMY O0'€KTY MPOUTH KPi3b 1HIINI TBEPAUN

00'eKT.
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Puc. 2.11. Komnonent «Capsule Collider»

CTBOpeHU KOPHCTYBaueM KOMITOHEHT MOYXE KEPYBAaTH BIIACTUBOCTSIMH
IHIIMX KOMIIOHEHTIB, JI0JlaBaTH HOBi, 3MIHIOBaTH IrpOBYy CIIEHy Ta
BUKOPHUCTOBYBaTH BCi MOXJIHUBOCTI MOBU C#. JIICTHHT BCiX KOPHCTYBaIbKUX

CKPHITIB 3HAXOJUTHCS y TOAATKY A.

2.4.3. Peanizanisi irpoBuX ejieMeHTIB

Huzaitn rpu crBopenuit y ctuii pixel-art [10], mo wabupae ummanoi
MOMYJIIPHOCT1 Y cydacHidl irpoBiil iHmyctpii. Cepesl BUKOPUCTAHUX 3acC001B
oOpaMJICHHS MICTSATHCS:

- mpuBa0IMBi AeKopallii xxaupy sci-fi;

- IIiKaB1 Ta CTWIII30BaH1 IEPCOHAKI.
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30BHIIHINA BUTIAA 1HTEpEHCY TICHO TMOB’S3aHUN 13 CaMOI0 TPOI0 Ta
CYTHICTIO IrpoBOro Imporecy. B OCHOBHOMY BiH acOIIIOEThCA 3 TpadiKoro
Bigeoirop 80-x Ta 90-x pokiB. Tomi XymoXXKHHKaM JOBOJMIIOCS BpPaxOBYBaTH
oOMEKEHHs Mam'siTi Ta HU3bKOTO J103BOJdY. [lepcoHaxi, 1110 OTOUYIOTh I'paBILd,
CTBOPEHI Ta CTWII30BaHl BIAMOBIAHO 0 »xaHpy. Ilpukiagum mnepcoHaxiB

HaBEJICHO Ha puc. 2.12.

Puc. 2.12. Tlepconaxi rpu

Cawme irpose moJe, o Oyje 3HaXOAUTHCH TIEPE]T TPABIIEM OUTbIITY YACTHHY
IrPOBOTO MPOIIECY, TAKOXK CTUIII30BAHE M1 3aJaHUM CTWIb. JIIBOpyY Ta mpaBopy4
B1JI TIOJIs1 HAsIBHI TTaHEJ1 3 OCHOBHUM (PYHKITIOHATIOM. Y ce rpadiune opopMieHHs
OyJ10 CTBOpPEHE CHEIiaIbHO IS TPH.

Jlnst mokartiii OyJio CTBOPEHO HACTYMHHI 00’ €KTH 1 KOMIIOHEHTH (Tad. 2.1).
CyTb 1i€l OKallii NoJsirae B TOMy, 11100 rpaBellb Ha Hili BOIOBAB 3 BOPOTraMHU.

Burnsn noxkaiii BimoopakeHo Ha puc. 2.13.
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Taoauusa 2.1

KommnoHneHnTu ciienu

O06’exT Komnonent [TpuzHaueHHs
3emist Sprite Renderer BisyanpHa kapTHHKa

Box Collider 2D Kounizis

KonTtpomas yciMa 06’ ekTaMu y

Script (Ground) JOMi
don Sprite Renderer BisyanpHa kapTHHKa

Script (Parallax) KoHTposs B3aemoii 3 rpaBiiem
Coor X [To3wuris nmo koopauHaTi X
CoorY Transform [To3umis mo koopauHati Y
Coor Z [To3wurtis mo koopauHaTI Z

Puc. 2.13. Konnenr cuesn
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s enementy kamepa OyB ctBopeHuid ckpunt «SlowCameray». CyTh
KaMepu TMOoJsrae y ToMmy, o0 IMOCTIHHO CIIJKYBaTH 3a TOJIOBHUM T€POEM,
BiIoOpaXkaTu irpOBY CIIEHY 1 3MIHHM sIK1 Ha Hil B110YBaIOThHCS.

Ckpunt «SlowCameray 1a€ MOXJIHMBICTh IUIABHOTO CTEXKEHHS 3a
rpaBiieM, 0OMEKEHHsI 32 BKa3aHUMH KOOpJMHATAMU 11100 Kamepa He BUMIILIA 3a
YMOBHI MEX1 Ta 3MiHa po3Mipy KaMepH JIJIsl TOBHOTO 3aXOIJICHHS Pi3HUX 00'€KTiB

y moJti 30py rpasiisg. Kamepa Ta ii Kop/IoHH Ha ClLIeH1 Bi1oOpakeHi Ha puc. 2.14.

JI71s1 TOJIOBHOTO Teposi OyJ0 CTBOPEHO HACTYIHI 00’€KTH 1 KOMIIOHEHTH

(Tabm. 2.2). Burnsiz i mist TOJIOBHOTO Tepost BitoOpakeHo Ha puc. 2.15.
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Taomung 2.2

KoMnoHeHTH roJI0BHOI0 reposi

O0’exT KoMmnoneHT [Tpu3HaueHHs
Player Sprite Renderer BisyanpHa kapTHHKa
Capsule Collider 2D Komizis
Trigger Komizist 3 06'ekTamu
Script (Player) KOHTpOJIb TOJIOBHUM TepOeEM
Shadow Tinb
PlayerHighlight [TincBiuyBaHHS
Rigidbody 2D KonTpous dizuku
Animator KonTponnep animarismMu

Puc. 2.15. Konuenr rogoBHOTo repost

Ckpunt «Player» npusHaueHuit s IepeMilIeHHs TOJIOBHOTO Teposi

r'paBLCM, BBaEMO,[[iIO 3 Ipe€aMeTaMin Ta KOHTPOJIO BCIX XapaKTCPUCTUK I'paBLs.
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2.5. OOrpyHTYBaHHSI Ta OpraHi3aiisi BXi/JHUX Ta BUXITHHX

JaHUX IporpamMm

3riJIHO 3 MOCTAHOBKOIO 3aBJIaHHS Y SIKOCTI BX1IHMX JIAHUX MTPOTPAMHU

BHUCTYNAIOTh:

NEPEMIIICHHS IEPCOHAXKY;
- B3A€EMO/IIS 3 PI3HUMHU 00'€KTaMU;

- HaJlaITyBaHHSA I'PU.

- Buxiggumu maHnuMu

- B1I00pa)KEHHS MOJIOKEHHS TOJIOBHOTO Te€pOs;
- MpOrpaBaHHs 3BYKIB;
- BigoOpakeHHs aHIMaIIii;

- BUBIJ pe3yJbTaTy I'pH.

2.6. Onuc podoTH po3p00/1eHOr0 MPOrPaAMHOI0 MPOAYKTY

2.6.1. Bukopucrasi TexHi4Hi 3aco00u

Jl1st po3po0OKM 1aHOi I'pY BUKOPHUCTOBYBAIMCS HACTYIIHI TEXHIYHI 3aCO0U:
- TIpouecop: Intel(R) Core(TM) i15-8300H CPU @ 2.30GHz 2.30
GHz;
- Bineokapra: Nvidia GeForce 1080 Ti;

- OmnepaTuBHa 1aMm’sThb: & 10;

- OC: Windows 10.
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2.6.2. BukopucraHni nporpamsi 3acoou

Peanizamiss Bukonana na tatdgopmi Unity, MOBa mporpaMmyBaHHS IS
HaIMKUCaHHs CKpUMTIB Ta irpoBoi Joriku — C#. O0’€eKTHO-Opi€HTOBaHA KOHIICTIITS
MOBH TporpamyBanHsi C# Halmimniie miAXOAUTh U ONMHUCAHHS ITPOBOI JIOTIKU
00’€KTIB 3a JOMTOMOT'OI0 CHCTeMU KiaciB y penakropi Visual Studio.

BuOpane nporpamue 3a0e3neuenHss Ai Photoshop [6] mimiiinuio s
CTBOPEHHS Ta F'eHEepyBaHHS JBOMIPHUX 00’ €KTIB.

I Ty4yHHil IHTEIEKT Y BUIJISIAL IUIATIHY JUIsl ONITUMI3allil MOITYKY
Halikopormoro nuaxy aias NPC Ha 6a31 NavMesh.

Ityunmii iHTENEeKT y BUDIIAAL qoaatky s Visual Studio.

2.6.3. BUK/IMK Ta 3aBaHTaKeHHSI IPOrpPaMHu

Ha movatky poGoTu 3 rporo, HEOOX1AHO 3aBAaHTAXKUTH ii Yy BUTIISAII rar/zip
apxiy. [licis 3aBanTaxeHHs (aiiiny, He0OX1JHO PO3MAaKyBaTH BECh HOTO 3MICT B
KoM(OpTHE i KOpPUCTyBadya Miclle B JOKYMEHTax mpuctporo. [licis
pO3MaKyBaHHS apXiBY, BIAKpUTH .exe (aiti (puc. 2.16). ITicus miporo BinOyneTbes
3anyck rpu. Jusa anapoin [9] motpiOHO nuiie BCTaHOBUTH Ha cMapT(oH daiin

.apk ta BcranoButu rpy (puc. 2.17).

l MonoBleedingEdge 01.06.2022 18:12 Manka c davnamm
[ | O2jR Project_BurstDebuglinformation_Do.. 01.06.2022 18:12 Manka c dannamm
[ | O2jR Project_Data 01.06.2022 18:12 Manka ¢ darnnamm
£ Ds_Store 01.06.2022 18:09 O®avin "DS_STORE" 9 Kb

@ Unity Project.exe 01.06.2022 18:00 lMpunoxeHuve 639 Kb
& UnityCrashHandler64.exe 01.06.2022 18:00 [MpunoxeHue 1099 Kb
B UnityPlayer.dll 01.06.2022 18:00 Pacwmpenwue npu... 28 163 Kb

Puc. 2.16. BcTaHOBIEHHS TPy Ha IIK
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(‘ Unity Project

YCcTaHOBUTb 3TO NpUIoXKeHune?

OTMEHA  YCTAHOBWUTD

Puc. 2.17. BcTaHOBIEHHS TPy HA aHIPOiN

2.7. Onmuc inTepdeiicy kopucryBaua

[Ticns 3amycky Tpu, mepea KOpHUCTyBaueM 3’sIBISEThCS [ OJOBHE MEHIO
(puc. 2.18), axe mpeacTaBieHE NEKUIbKOMa KHOIKAMHU B3a€MOJII 3 MPOCKTOM:

rpaTy, 0JATKOBI OMLIi Ta BUXII.

FrLou

OF+ions

Puc. 2.18. I'otoBHE MEHIO
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ITpu BuOOp1 kHOMKM Options KOpUCTyBay MOTPAILISAE B BIKHO pearyBaHHs
rpadiku Ta 3ByKy. ¥Yci 3MiHU 30epiraloTbcs aBToMaTuuHo MeToioM Player Prefs

[4] (puc. 2.19).

15%:

nlll lIHr- |J_II;{|||u—-+—o

R
i

FUFhiCs o————— 1%

Puc. 2.19. BikHO HanamrtyBaHHs My3UKHU Ta rpadiku

[Ipu 3aBaHTa)KE€HH1 T'OJIOBHOI CLIEHH, 32 IOIIOMOT'00 HAIIMCAHUX CKPHUIITIB,
BUKOHYETBCSI CKPUIIT BijlJIaJieHHs1 KamepH Bij ciieHu. Kamepa ctabini3yeThest Ha
rojioBHOMY repoi (puc. 2.20). 3aBaHTa)keHHS BCIX 00'€KTIB Ha CLIEHI BiI0yBanocs
B MEpIlIl CEeKYHIM MICHs 3alyCKy IpH IiJl Yac BIATBOPEHHS aHIMallli 3racaHHs

CKpaHy.

Inventory

Pexum
CTPOMKU
L TN
u(
TuxasaX

imbGa

Puc. 2.20. [TonoxxeHHsT KaMepH TIC/Is 3aBaHTAKCHHS CIIEHU
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Ha cueni y JmiBOMy BEepXHbOMY KyTi pO3TalllOBaHA [MaHEIb 3
XapaKTepUCTUKAMU TOJI0BHOTO repos (puc. 2.21) Ils manens MicTuth y co0i Taxi
MOKa3HUKU: KUIbKICTh UTTIB, BUTPUBAJICTh TOJOBHOI'O Teposi, IIKajla CIparu,

IKaJjia rojaoay.

Puc. 2.21. [Tanens 3 XapakTe€pUCTUKAMU T'OJIOBHOTO T€POSI

VY npaBoMy BEpXHbOMY KYTI1 PO3TAIIOBAHI KHONKMU: 3yIIUHUTHU TPy,
BIJIKDUTH IHBEHTApP, PEXKHUM OIJISITY JIOKAIIl]l Ta THXa X0ap0a. HaTucHyBIIM Ha
KHOIIKY - 3yIIUHUTY I'PY, BIAKPUBAETHCS MaHelb (puc. 2.22) 13 KHOIKaMHU:

MIPOJOBXKUTH TPy, HAJIAIITYBAHHSI, BUWTH 3 IPU.

Pray

SETTINGS

-

.‘_
EHIT

Puc. 2.22. ITanens nay3u rpu
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[Ipu HaTHCKaHHI HA KHONIKY 1HBEHTApIO, BIIKPUBAETHCA MAHETb 3
. o . :
IHCTpYMEHTaMH Ta TipeMeTaMu rpaBiis (puc. 2.23). Yci 00'ekTu B iHBEHTapi

iHTepaKkTHBHI. [X MOXHa NepeTAryBaTH Ta BUKUIATH 13 iHBEHTApIO.

AELLOOD,

Puc. 2.23. [Tanens iHBeHTaps rpaBIst

VY HWXKHI 4YacTHHI €KpaHy, PO3TAILIOBYIOTHCA E€JIEMEHTH YINPaBIIHHSA
TOJIOBHUM T€pO€EM. 3ITiBa - JHKOUCTUK YIIPaBIiHHSA X0150010. CripaBa - IpUILLI Ta
KHOTIKa 3MiHH 30poi B pykax. [Ipm HaTMCKaHHI Ha KHOMKY MPUITY TPaBEIlh
BUCTpLTIOE (puc. 2.24) y 61k HanpsiMy 30poi 3a YMOBH, 1110 B pyKax y TpaBl €

30posi, a B IHBEHTap1 € MAaTPOHHU JIJIs IIF04O1 30poi.

Puc. 2.24. [IpunimoBadHs Ta cTpiiabOa
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PO3JILI 3
3ATAJIBHUI AHAJII3 EOEKTUBHOCTI PO3POBKH I'PU B
UNITY 3D 3 BAKOPUCTAHHS 11

3.1 Ilokpamena TUHAMIKA pouecy po3podKu

[Tix yac po3poOKU MITYYHUI THTENEKT BIAITPaB KIOYOBY POJIb Y POPMYyBaHHI Pi3HUX
acreKTiB MpoeKkTy. BrpoBamxenHs ckiaagnux anroputmis LI nmonermmno HroaHCyBaHHSA
NOBEAIHKA NEPCOHAXIB, CHPHUSAIOYM MIJABUIICHHIO BIAYYTTS peajli3My B IFPOBOMY CBITI.
3aBasku Bukopuctanaio LI mpoexT gocsr Oe3mpereneHTHOTO PiBHA JWHAMIYHOCTI, a
Heirposi nepcoHaxi (NPC) po3yMHO pearyBaiu Ha 3MiHY ITpOBUX CTUMYIiB. MHTerparis
TEXHOJIOT1 IITYYHOrO IHTENEKTy Ta cepenoBuia Unity nana MOMXIMBICTh MAaKCUMAJIbHO

MIBUAKO HAXOAUTH PILIEHHS MPOOJIEM sIKi BAHUKAJIU Yepe3 JI0JIChKUI dakTop.

3.2 EdpexTuBHMI MOIIYK NUISAXiB Ta HABiramis

Opniero 3 ronoBHux mnepesar iHterpaiii LI B Unity 3D € 3HayHe 3HMKEHHS
00YHMCITIOBAJILHOTO HABAaHTAKEHHS Ha MPUCTPIH, 110 TeCTyeThesl. TpanuiiitHa po3pooka irop
4acTO BUMaraja CKJIAJHUX CIICHapiiB 1 CHCTEM, 3aCHOBAHHMX Ha IMpaBWjaXx, 10 HAKJIAJao
3HaYHE HABAaHTAKCHHS HAa OOYMCIIIOBAJIBHI MOKJIMBOCTI IIJILOBOTO MPHUCTPOIO. 3 TOSBOIO
pimens Ha ocHoBi LI B Unity 3D po3poOHUKH MOXYTh TMEPEKIACTH TEBHI MPOIECU
OPUUHATTS  PIIEHb Ha 1HTEJICKTyalbHI aQJIrOPUTMH, THM CaMUM [OJICTIIYIOYH

oOumncirroBaiibHe HaBaHTaXeHHS HAa DUT.

3.3 OnTuMizoBaHe BUKOPHCTAHHS pecypciB

[arerpamis I B Unity 3D mnonermye auHaMiuyHe YIpaBIiHHSA pecypcamu i
CTpAaTeris MU OINTHUMI3allli, TOJAATKOBO CHPUSIOYM 3HMKEHHIO HABAHTAXEHHS Ha MPUCTPIH.
AnantusHi anroputmu I MoxXyTh aHani3yBaTH 1aHi Ipo MOBEAIHKY TPABIIB Y PEaIbHOMY
gaci Ta BIATIOBITHO KOPHUTYBATH PO3IOILT pecypciB. Hanmpukitan, npyropsjiHi pecypcu ado

OpOLECH MOXYTh OYyTH THUMYACOBO JENPIOPUTE30BaHI B MEPIOJUM HHU3bKOI aKTHMBHOCTI
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KOPHUCTYBauiB, 30epiratoun 00YMCIIOBANIbHI peCypcH sl OUTbIN BaXKJIMBUX 3aBllaHb. Takuii
JUHAMIYHUN TIAX1A 0 YHPaBIiHHSA pecypcaMM IMiJIBUILYE 3arajbHy MPOAYKTUBHICTH 1
MIBUAKICTh pEaryBaHHs, OCOOJMBO Ha HIPUCTPOSAX 3 OOMEKEHHMH OOYMCIIOBAIbHUMU

MOXJINBOCTAMMU.

3.4 BucHoBkHu 3 po3ainy

Orxe, i1HTErpalis mryyHoro iHTenekty B 3D-pymriit Unity 3HaMeHye co0o0to
BOXJIMBY BiXy B eBOMIOIIi po3poOku irop. Cum6io3 II Ta Unity 3D He Tinbku
BIIKpUBa€ Oe3Mpere/IeHTHI TBOPYl MOMIIMBOCTI, ajie i BUPIIIYE KPUTHUHY MPOOIeMy
00YHMCITIOBAIBHOTO HABAHTAKEHHSI HA TECTOBAHUM MPUCTPIN. 3aBASKA JUHAMIYHOMY
YIpaBIiHHIO pecypcaMH, €(EKTUBHOMY PEHIEPUHTY Ta CTpaTeriyHid omTumizalrli,
pimieHHss Ha ocHoBi LI B Unity 3D miABUIIYIOTH 3arajibHy HpPOIYKTHUBHICTH 1
MIBUKICTh BIATYKY IrOp HaBiTh Ha OO0JaJHAHHI 3 OOMEKCHUMHU MOMKIUBOCTSIMH.
OcCkUIbKM 1rpoBa 1HAYCTpPiS MPOAOBKYe po3BuBaTuCcs, noeaHanHs I ta irpoBux
pyuiiB, Takux sk Unity 3D, o0iusge 3MiHUTH Ja”amwadT, HaJalO4d PO3pOOHUKAM
MOTYXH1 IHCTPYMEHTH JIJIsl CTBOPEHHS OTBII 3aXOILTIOI0YNX, €PEKTUBHUX 1 TPUEMHUX

IM(PpoBUX BPAKEHB.
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BUCHOBKH

Bbyno nocmimkeHo eeKTUBHICTh 3aCTOCYBAaHHS METO/IB IITYYHOTO 1HTEICKTY
(ILT) nist BHOCKOHANIEHHS KOMIT'FOTEPHUX MPOrpaM y KOHTEKCTI irpoBoro pyurist Unity
3D. 3aBasku BCeOIUHOMY JOCHTIIKEHHIO Ta €KCIIEPUMEHTaM MU OTPUMAaIM HACTYITHI
KJIFOYOB1 BUCHOBKH Ta 1]1€1:

IHokpamena GpyHKIIOHAJBHICTH TA CKJIAJHICTD:

[HTerpanis MmTYy4yHOTO I1HTENEKTY MPOJIEMOHCTPYBaJia CYTTEBE IMOKPAIICHHS
(GYHKIIIOHATBHOCTI Ta CKJIAHOCTI KOMIT'FOTEPHUX ITPOrpaM, po3po0JICHUX Ha IPOBOMY
pymiro Unity 3D. AArOopuT™MH IMITYYHOTO 1HTEIEKTY TOBEIH CBOIO €(DEKTUBHICTH y
HaJaHH1 BIPTYaJIbHUM 00'€KTaM 1HTEIEKTyallbHOI MOBEIIHKH, CIIPUSAIOYA TUM CaMUM
OUIBIII 3aXOIUIIOI0YOMY Ta JUHAMIYHOMY ITPOBOMY JIOCBiY.

EdexTuBHICTH | aBTOMATH3ALlISA:

BukopucTaHHsS IITY4YHOTO 1HTEJNEKTY B TIpOLECi pPO3POOKH IOKa3ayio
0araToo0IIAI0Yl Pe3yIbTaTH 3 TOUKH 30py €(HEKTUBHOCTI Ta aBTOMAaTH3aIlii. 3aBAsSKA
aIrOpUTMaM MAIIMHHOTO HaBYaHHS CHUCTEMa MPOAEMOHCTpyBaja 3/IaTHICTh
aIaNTyBaTHCS Ta ONMTHMI3YBAaTHUCS, 3MCHIIYIOUN TOTPeO0y B PyYHOMY BTPYYaHHI Ta
TIPUCKOPIOIOYH YKUTTEBUH UK PO3POOKH.

AJanTUBHE HABYAHHA TA NPUNHATTS PilieHb Y PesKUMI peaibHOI0 4acy:

Hocmimkenass BusBuiao mnorTeHmian Il ans monermeHHs amanTHBHOTO
HABYaHHS y BIPTYaJIbHUX CepelloBUIaX. BritoueHHs MOienei MalliMHHOTO HaBUYaHHS
J03BOJISIE MPUKWMATH PILIEHHS B PEAIbHOMY 4aci IrpoBUMHU OO'€KTamH, 10 POOUTH
ITPOBHIA TIPOTIEC OLIBIIT THYYKUM 1 I[IKAaBUM JJISI KOPUCTYBAYiB.

Buxkiauku Ta MipKyBaHHS:

He3Bakatoum Ha MO3WUTUBHI pe3yJbTaTH, CJIJI BU3HATH, IO ICHYIOTH TaKl
npobsieMu, K iHTeprnperoBaHicTh Mozenei I, ernuni MipKyBaHHS Ta MOTCHIIIHHI
yrnepekeHHs B Habopax JaHuX aJisi HaB4aHHs. JlocsrHeHHs 6anaHCcy Mixk CKIIAJIHICTIO
anroputMiB Il Ta IXHBOIO NPAKTUYHOK peai3alliel0 3ATUIIAETHCS KPUTUYHO
BOKJIMBUM acCIIEKTOM Yy 3a0€3MEeUCeHHI €THYHOIO Ta BiJMOBIIAJIBHOTO BUKOPHUCTAHHS

I B irpoBiit iHAYCTPIi.
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Maii0yTHI HAPAMKH:

[TpoBeneHe MOCHIAKEHHS BIAKPWIO LUIAXU JUIsL MOJAJbIIOrO BUBYEHHS Ta
BIOCKOHaNIeHHs. [lomaneini jociipkeHHss HoBux Metonosorid LI, iHTerparis
ETUYHHUX PaAMOK 1 BUPIIIEHHS MpooJieM, MoB's3aHuX 13 3actocyBanusm 1 B po3po0iri
1Irop, € )KUTTEBO BaXJIMBUMU chepaMu st MallOyTHIX JociixkeHb. KpiM Toro, BapTo
nocmiauty noreHmian I ang onTumizaiii BUKOPUCTaHHS PECYpCIB 1 MOCHIICHHS

aCIeKTIB CITIBIIpaIll B po3poOIli irop.

[lincymoByroum,  pe3ynbTaTd  IbOTO  JOCTIDKCHHS  MIJAKPECIIOI0ThH
TpancopMaIiiiHui TOTEHIlIA IITYYHOTO I1HTENEKTy y cdepi po3podku 3D-irop
Unity. BukopuctoByroun moxiuBocTi III, po3poOHUMKH MOXYThb HE TUIBKH
CTBOPIOBATH OUIBII CKJIaJHI Ta 1HTEPAKTUBHI ITPH, ajie W CHPUITH MOCTIHHOMY
PO3BHUTKY IHTEJIEKTYaJbHUX CHCTEM Y HMIUPIIIN raxy3i KOMI'toTepHUX HayK. OCKITbKH
nepetud Il Ta po3poOku irop MpoaOBXKY€E PO3BUBATHUCS, II€ TOCIHIKEHHS CIYTYy€E
OCHOBOIO TSI TOJABIITUX JOCTIIKEHb Ta 1HHOBAIIA y MM JTUHAMIYHIN Tamy3i, 10

CTPIMKO pPO3BUBAETHCHA.
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JOJATOK A. Kox nporpamu

Item.cs - KonTpoiib mpeaMeTiB Ha CIieH1

using UnityEngine;

using UnityEngine.Ul;

using System.Collections;

using UnityEngine.EventSystems;

public class Item : Item, IPointerDownHandler, IPointerUpHandler, IDragHandler
{

public MainController mainController;

public Point_Starship point_Starship;

[Space]

public Image SpriteBlock;

public Animator Anim_SpriteBlock;

[Space]

public bool Central_Block; //

[Space]

public int IndexBlock = -1; //

public int Index_Category = 0; //

[Space]

public int Index_Point_Block =-1; //

[Space]

public bool move_Block = false; //

public Btn_Item Btn_Spawner_This_Prefab_Block;

Vector3 diff;

void Start()
{

}

public void OnPointerDown(PointerEventData eventData)
if (Central_Block)

diff = point_Starship.transform.position -
mainController.Cam.ScreenToWorldPoint(Input.mousePosition);

point_Starship.Move_Starship = true;
}

else

{
Invoke("Start_Move_Block", 0.2f);

3
¥

public void OnDrag(PointerEventData eventData)

{
if (Central_Block)

point_Starship.transform.position = mainController.Cam.ScreenToWorldPoint(Input.mousePosition) +
diff;
}

public void OnPointerUp(PointerEventData eventData)

if (Central_Block)
point_Starship.Move_Starship = false;
else
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if (Imove_Block)

{

Cancellnvoke("Start_ Move_Block™);
Cancellnvoke("MoveToPointBlock");
Cancellnvoke("Move_Block_Act1");

mainController.Scroll_Items[mainController.Current_Panel_Scroll_Iltems].vertical = true;
StopCoroutine(Move_Block(new Vector3(0, 0, 0)));

Pos_PointBlock = point_Starship.point_Block[Index_Point_Block].transform.position;
Invoke("MoveToPointBlock™, 0.35f);

mainController.Off_AreaToMove_Scrollltems();

¥
¥
¥

void Start_Move_Block()
{

Cancellnvoke("Start_Move_Block™);
Cancellnvoke("MoveToPointBlock™);
Invoke(*Move_Block_Actl", 0.25f);
mainController.Scroll_Items[mainController.Current_Panel_Scroll_ltems].vertical = false;
StartCoroutine(Move_Block(mainController.Cam.ScreenToWorldPoint(Input. mousePosition) + new
Vector3(0, 0.7f, 0)));
}
IEnumerator Move_Block(Vector3 Pos)
float t = Of;
while (t <= 0.5f)
{
t += Time.deltaTime / 0.6f;

transform.position = Vector3.Lerp(transform.position, Pos, 15f * Time.deltaTime);

yield return null;

3
¥

void Move_Block_Actl()
{

Cancellnvoke("Start_Move_Block™);
Cancellnvoke("MoveToPointBlock");

mainController.On_AreaToMove_Scrollltems();

Point_Block point_Block = point_Starship.point_Block[Index_Point_Block];
point_Block.Active_Point_Block = true;

point_Block.Current_Index_Block = -2;
point_Starship.Index_AlIBlocks[Index_Point_Block] = -2;
Check_Neighboring_Point_Blocks(point_Block);
point_Starship.On_Active_Point_Blocks();

move_Block = true;
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void Check _Neighboring_Point_Blocks(Point_Block point_Block)
for (inti=0;i<4;i++)

if (point_Block.Neighboring_Point_Block[i] &&
point_Block.Neighboring_Point_Block[i].Active_Point_Block)

{
Point_Block neighboring_Point_Block = point_Block.Neighboring_Point_Block([i];

bool Check = false;
for (intj=0; j <4; j++)
{

if (neighboring_Point_Block.Neighboring_Point_Block][j] &&
neighboring_Point_Block.Neighboring_Point_Block[j].Current_Index_Block >= 0)

{
Check = true;

break;

}
¥

if (Check)

neighboring_Point_Block.Active_Point_Block = true;
else

neighboring_Point_Block.Active_Point_Block = false;

RaycastHit2D Ray;
Point_Block point_Block;

void Update()
if (move_Block)
if (Input.touchCount == 1 || Input.GetMouseButton(0))

Vector3 MousePos = mainController.Cam.ScreenToWorldPoint(Input.mousePosition);
Ray = Physics2D.Raycast(MousePos + new Vector3(0, 0.7f, 0), Vector2.zero, 1, 1 << 6);

if(Ray.collider != null)
if (point_Block != Ray.collider.gameObject.GetComponent<Point_Block>())
point_Block = Ray.collider.gameObject. GetComponent<Point_Block>();

transform.position = point_Block.transform.position
}
}

else

if (point_Block)
point_Block = null;

transform.position = mainController.Cam.ScreenToWorldPoint(Input.mousePosition);
transform.position = new Vector3(transform.position.x, transform.position.y, 0) + new Vector3(0,
0.7f, 0);

¥
¥
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else
move_Block = false;
if (Btn_Spawner_This_Prefab_Block)
if (point_Block)

transform.parent = point_Starship.transform;

point_Block.Current_Index_Block = IndexBlock;

point_Block.Active_Point_Block = false;

point_Starship.Index_AlIBlocks[point_Block.Index_Point_Block] = IndexBlock;

PlayerPrefs.SetInt(*Index_AllBlocks_Key" + "/* + point_Block.Index_Point_Block.ToString(),
IndexBlock);

Index_Point_Block = point_Block.Index_Point_Block;

for (inti=0;i<4;i++)
{
if (point_Starship.point_Block[Index_Point_Block].Neighboring_Point_Block[i] &&
point_Starship.point_Block[Index_Point_Block].Neighboring_Point_Block][i].Current_Index_Block == -2)

point_Starship.point_Block[Index_Point_Block].Neighboring_Point_Block][i].Active_Point_Block = true;
}

Btn_Spawner_This_Prefab_Block.Destroy Btn_Item();
point_Starship.Off_All_Point_Blocks();

point_Block = null;
¥

else

{
Btn_Spawner_This_Prefab_Block.StopAllinvoke();

Btn_Spawner_This_Prefab_Block = null;
}

else / TleperackmBaeMblif OJIOK OBLT B3ST U3 TOYKH OI0Ka KOpabist

{
Vector3 MousePos = mainController.Cam.ScreenToWorldPoint(Input.mousePosition);
Ray = Physics2D.Raycast(MousePos, Vector2.zero, 1, 1 << 7);

bool destroy = false;
if (Ray.collider != null)

Btn_lItem Prefab_Btn_Item = Instantiate(mainController.Prefab_Btn_Item, transform.position,
transform.rotation, mainController.Scroll_Items_Content[Index_Category].transform);

Prefab_Btn_Item.Indexltem = IndexBlock;

Prefab_Btn_Item.prefab_Block = GetComponent<Block>();

Prefab_Btn_Item.Image_Btn_Item.sprite = mainController.Sprite_Image_Btn_Item[IndexBlock];

mainController.All_Btn_Items.Add(Index_Category +" " + IndexBlock);

Prefab_Btn_Item.IndexInListAllBtnltems = mainController.All_Btn_Items.Count - 1;

point_Starship.SaveAll_Btn_ltems();

Prefab_Btn_Item.gameObject.SetActive(true);

if (mainController.Current_Panel_Scroll_Items == Index_Category)

Prefab_Btn_Item.Activate Btn_ltem();

point_Starship.point_Block[Index_Point_Block].Current_Index_Block = -2;
point_Starship.point_Block[Index_Point_Block].Active_Point_Block = true;
point_Starship.Index_AlIBlocks[Index_Point_Block] = -2;
PlayerPrefs.SetInt("Index_AlIBlocks Key" +"/" + Index_Point_Block.ToString(), -2);
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Check_Neighboring_Point_Blocks(point_Starship.point_Block[Index_Point_Block]);
Anim_SpriteBlock.Play("SpriteBlock_Anim");

if(mainController.Current_Panel_Scroll_Items == Index_Category)
mainController.CheckNumltems();
else

mainController.Btn_ChangePanel_Categoryltems[Index_Category].GetComponent<Animator>().Play("Btn_Ch
angePanel_Categoryltems_Anim");

destroy = true;

}

else if(point_Block) // IlepeTacknBaembIii 670K TPUMarHHINBaeM K HOBOW TOUKE
PlayerPrefs.SetInt("Index_AlIBlocks_Key" + "/" + Index_Point_Block.ToString(), -2);
Index_Point_Block = point_Block.Index_Point_Block;

point_Block.Current_Index_Block = IndexBlock;
point_Block.Active_Point_Block = false;

for (inti=0;1<4;i++)

if (point_Starship.point_Block[Index_Point_Block].Neighboring_Point_Block[i] &&
point_Starship.point_Block[Index_Point_Block].Neighboring_Point_Block][i].Current_Index_Block == -2)

point_Starship.point_Block[Index_Point_Block].Neighboring_Point_Block[i].Active_Point_Block = true;
}

point_Starship.Index_AlIBlocks[Index_Point_Block] = IndexBlock;
PlayerPrefs.SetInt("Index_AlIBlocks_Key" + "/" + Index_Point_Block.ToString(), IndexBlock);

else // HepCTaCKI/IBaeMHﬁ 010K BO3BpallacM B MO3UIHUIO OTKYa MbI €TI0 B3I

{

StartCoroutine(Move_Block(point_Starship.point_Block[Index_Point_Block].transform.position));

Pos_PointBlock = point_Starship.point_Block[Index_Point_Block].transform.position;
Invoke("MoveToPointBlock", 0.25f);

point_Starship.point_Block[Index_Point_Block].Current_Index_Block = IndexBlock;
point_Starship.point_Block[Index_Point_Block].Active_Point_Block = false;
point_Starship.Index_AlIBlocks[Index_Point_Block] = IndexBlock;

for (inti=0;1<4;i++)
{
if (point_Starship.point_Block[Index_Point_Block].Neighboring_Point_Block[i] &&
point_Starship.point_Block[Index_Point_Block].Neighboring_Point_Block[i].Current_Index_Block == -2)

point_Starship.point_Block[Index_Point_Block].Neighboring_Point_Block][i].Active_Point_Block = true;

¥
}

mainController.Scroll_Items[mainController.Current_Panel_Scroll_Items].vertical = true;
mainController.Off_AreaToMove_Scrollltems();
point_Starship.Off_All_Point_Blocks();

if(destroy)
Destroy(gameObiject, 0.2f);
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¥
¥
}
¥

Vector3 Pos_PointBlock;

void MoveToPointBlock()
{
transform.position = Pos_PointBlock;
}
}

InventorySlot.cs - Kortposs 010KiB iHBEHTapIO

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

public class Point_Starship : MonoBehaviour
{
public MainController mainController;
[Space]
public int[] Index_AllBlocks; // Ecnu -2, To 61oka Hety. Ecmu -1, To 670K eCTh HO COCeIHIE K HEMY HEb3s
npucoenuHuTh. Ecim 0, To MecTo mos 670K 3aHATO 9acThio Oomnbioro 0ok. Ecim 1 To Tam HaxomuTcest 610k
public Point Block[] point Block; // Touku kyma ctaneT 010k
[Space]
public Block[] Prefab_Blocks; // TIpedaOs1 6;10k0B
[Space]
public float Scale_Starship;
[Space]
public bool Move_Starship;

public void Load_Starship()
{
Scale_Starship = transform.localScale.x;
for (inti=0; i < Index_AlIBlocks.Length; i++)
Index_AlIBlocks[i] = PlayerPrefs.GetInt("Index_AlIBlocks_Key" + /" + i.ToString(), -2);
point_Block[i].Current_Index_Block = Index_AlIBlocks[i];
if (Index_AlIBlocks][i] > 0)
Block prefab_Block = Instantiate(Prefab_Blocks[Index_AlIBlocks[i]],
point_Block[i].transform.position, transform.rotation, transform);
prefab_Block.transform.localScale = new Vector3(1, 1, 1);
prefab_Block.Index_Point_Block = i;

prefab_Block.gameObject.SetActive(true);

¥
}

for (inti=0; i < Index_AlIBlocks.Length; i++)
if (point_Block[i].Current_Index_Block == -2)
{

for (intj =0; j < 4; j++)
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if (point_Block]i].Neighboring_Point_Block][j] &&
point_Block[i].Neighboring_Point_Block[j].Current_Index_Block >= 0)

point_Block[i].Active_Point_Block = true;
break;

}
¥
¥
3

Load_All_Btn_Items();
}

void Load_All_Btn_Items()

if (IPlayerPrefs.HasKey("FirstLoad_Key"))

{
PlayerPrefs.SetInt("FirstLoad_Key", 0);

mainController.IndexAll_Btn_Items = 1;
PlayerPrefs.SetInt("IndexAll_Btn_Items_Key", mainController.IndexAll_Btn_Items);

mainController.All_Btn Items.Add("0_1"); // Kareropus Nunexcbioka
for (inti =0; i < mainController.IndexAll_Btn_ltems; i++)

PlayerPrefs.SetString("IndexAll_Btn_lItems_Key" + "/" + i.ToString(),
mainController. All_Btn_ltems[i]);

}

mainController.All_Btn_Items.Clear();

}

mainController.IndexAll_Btn_Items = PlayerPrefs.GetInt("IndexAll_Btn_ltems_Key");
for (int i = 0; i < mainController.IndexAll_Btn_ltems; i++)

{
mainController.All_Btn_Items.Add(PlayerPrefs.GetString("IndexAll_Btn_ltems_Key" + "/" +
i.ToString()));

string[] Current_Btn_ltem = mainController.All_Btn_Items[i].Split(char.Parse("_"));

Btn_Item Prefab_Btn_Item = Instantiate(mainController.Prefab_Btn_Item, transform.position,
transform.rotation, mainController.Scroll_Items_Content[int.Parse(Current_Btn_Item[0])].transform);
Prefab_Btn_ltem.Indexltem = int.Parse(Current_Btn_ltem[1]);
Prefab_Btn_ltem.prefab_Block = GetComponent<Block>();
Prefab_Btn_Item.Image_Btn_Item.sprite =
mainController.Sprite_Image _Btn_Item[int.Parse(Current_Btn_ltem[1])];
Prefab_Btn_Item.IndexInListAllBtnltems = i;
Prefab_Btn_ltem.gameObject.SetActive(true);

}
¥

public void SaveAll_Btn_ltems()
{
mainController.All_Btn_Items.RemoveAll(string.IsSNullOrEmpty);

mainController.IndexAll_Btn_Items = mainController.All_Btn_Items.Count;
PlayerPrefs.SetInt("IndexAll_Btn_Items_Key", mainController.IndexAll_Btn_Items);

for (int i = 0; i < mainController.IndexAll_Btn_ltems; i++)

{
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PlayerPrefs.SetString("IndexAll_Btn_Items_Key" + "/" + i.ToString(),
mainController.All_Btn_ltems[i]);

}
¥

WO T T T T ]
M

public void On_Active_Point_Blocks()

{
for (inti=0; i < point_Block.Length; i++)

if (point_Block[i].Active_Point_Block)
{

point_Block[i].gameObject.SetActive(true);
point_Block[i].Anim_Point_Block.Play(*"Point_Block_Anim");
}
}
}

public void Off_All_Point_Blocks()

{
for (inti=0; i < point_Block.Length; i++)

if(point_Block[i].gameObject.activeSelf)
{

point_Block[i].Off_Point_Blocks();

ItemsController.cs - Kontposb iHBeHTapto

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul;

public class MainController : MonoBehaviour
{

public Camera Cam;

public Canvas canvas;

public ScrollPages ScrollPages;

[Space]

public GameObject Panel_Workshop;

public Point_Starship Point_Starship;

public GameObject Panel_Items;

public int Current_Panel_Scroll_Items;

public Button[] Btn_ChangePanel_Categoryltems;
public ScrollRect[] Scroll_Items;

public RectTransform[] Scroll_Items_Content;

public GameObject AreaToMove_Scrollltems;
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public Button Btn_Hide_Panelltems;
public bool Panel_Items_Hidden = false;

public Btn_Item Prefab Btn_Item; // IIpedab xkuHonku npeamera. OHa yHHBEpcaibHa IS BCEX MPEAMETOB
public int IndexAll_Btn_ltems;

public List<string> All_Btn_ltems;

public Sprite[] Sprite_Image_Btn_ltem;

void Awake()

{
Point_Starship.Load_Starship();

}

MO T T ]
M

public void HideOrOpenPanelltems()

{
if (1Point_Starship.Move_Starship)
{
if (Panel_Items_Hidden)
{
Panel_Items_Hidden = false;
Scroll_ltems[Current_Panel_Scroll_Items].vertical = true;
Panel_ltems.GetComponent<Animator>().Play("Panel_Items_Anim");
Move_Point_Starship(new Vector2(0, 390));
}
else
{
Panel_Items_Hidden = true;
Scroll_Items[Current_Panel_Scroll_Items].vertical = false;
Panel_ltems.GetComponent<Animator>().Play("Panel_Items_Anim_Reverse");
Move_Point_Starship(new Vector2(0, 0));
}
// Cmenuts cripaidT kaonke Btn_Hide Panelltems
}
}

public void Move_Point_Starship(Vector3 Pos)
{
if (Mathf.RoundTolnt(Point_Starship.transform.localPosition.x) = Mathf.RoundTolnt(Pos.x) ||
Mathf.RoundTolnt(Point_Starship.transform.localPosition.y) '= Mathf.RoundTolnt(Pos.y))
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{
StopCoroutine(move_Point_Starship(new Vector2(0, 0)));
StartCoroutine(move_Point_Starship(Pos));

}
¥

IEnumerator move_Point_Starship(Vector2 Point)

{
float t = Of;

while (t <= 1.0f)
{
t += Time.deltaTime / 0.6f;

Point_Starship.transform.localPosition = Vector3.Lerp(Point_Starship.transform.localPosition, Point,
15f * Time.deltaTime);

yield return null;

}
¥

public void CheckNumItems() // [IpoBepuTh KOJIM4ECTBO OOBEKTOB U H3MEHHUTH pa3Mep
Scroll_Items Content 1o 3T0 KOJIMYECTBO
{
if (Scroll_Items_Content[Current_Panel_Scroll_Items].gameObject.transform.childCount > 15)

{

int i = Scroll_Items_Content[Current_Panel_Scroll_Items].gameObject.transform.childCount - 15;

intt=1;
if(i%5!=0)
t=2;

Scroll_ltems_Content[Current_Panel_Scroll_Items].sizeDelta = new Vector2(0, ((i / 5) + t) * 205 +
800);

3
¥

public void On_AreaToMove_Scrollltems()

{

AreaToMove_Scrollltems.SetActive(true);

}

public void Off_AreaToMove_Scrollltems()
{

AreaToMove_Scrollltems.GetComponent<Animator>().Play("AreaToMove_Scrollltems_Anim_Reverse");

Invoke("Off_AreaToMove_Scrollltems_Act1", 0.2f);
}

void Off _AreaToMove_Scrollltems_Act1()
{

AreaToMove_Scrollltems.SetActive(false);
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}

public void Change_Panel_Scroll_Items(int Index)

{
if (Current_Panel_Scroll_ltems != Index)

{

Current_Panel_Scroll_Items = Index;

for (inti=0; i < Scroll_Items.Length; i++)

{
Scroll_ltems[i].gameObject.SetActive(false);

}

CheckNumltems();

Scroll_Items_Content[Index].anchoredPosition = new
Vector3(Scroll_Items_Content[Index].anchoredPosition.x, 0, 0);
Scroll_Items[Index].gameObject.SetActive(true);

}
¥
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M

}

Player.cs - CkpurT yrpaBiiHHs FOJIOBHUM FepOEM

using UnityEngine;

using UnityEngine.Ul;

using System.Collections;

using UnityEngine.EventSystems;

using static UnityEngine.RuleTile. TilingRuleOutput;

public class Player : MonoBehaviour, IDragHandler, IPointerDownHandler, IPointerUpHandler
{
public MainController mainController;
public Point_Starship Point_Starship;
public Canvas canvas;
[Space]
public GameObject[] Pages;
[Space]
public GameObject Panel_Account_Resources;
bool Panel_Account_Resources_Up = false;
bool Panel_Account_Resources_Hidden = false;

[Space]

public RectTransform[] Btn_Change_Pages;

[Space]

public int CurrentPage = 0; / Texymias cTpaHuIa B MEHIO
[Space]

public Vector2[] ScalePage0;
public Vector2[] PosPage0;
[Space]

public Vector2[] ScalePagel;
public Vector2[] PosPagel;
[Space]

77



public Vector2[] ScalePage2;
public Vector2[] PosPage2;
[Space]

public Vector2[] ScalePage3;
public Vector2[] PosPage3;
[Space]

public Vector2[] ScalePage4;
public Vector2[] PosPage4;
[Space]

public float[] Bias_CoorX;

bool CanBeMoved = false;
bool isDragging = false;

Vector2 diff;
Vector2 StartPos;

void Start()

{
Btn_Change_Pages[CurrentPage].gameObject.GetComponent<Animator>().Play("Btn_PageAnim");

¥
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public void ChangePage(int IndexPage) // CMeHHTB cTpaHHIly MEHIO

{
if (fisDragging && !Point_Starship.Move_Starship)
{

if (CurrentPage != IndexPage)
{

Btn_Change_Pages[CurrentPage].gameObject.GetComponent<Animator>().Play("Btn_PageAnim_Reverse");
CurrentPage = IndexPage;

/lisDragging = true;
/Nnvoke("IsDraggingFalse”, 0.5f);

Move(true);

}

else

{

Btn_Change_Pages[CurrentPage].gameObject.GetComponent<Animator>().Play("Btn_PageAnim_Press");

}
}

public void OnPointerDown(PointerEventData eventData)

{
if (fisDragging && !Point_Starship.Move_Starship)
{

RectTransformUtility.ScreenPointToLocalPointIinRectangle(canvas.transform as RectTransform,
eventData.position, canvas.worldCamera, out VVector2 localPoint);
diff = new Vector2(transform.position.x, 0) - new Vector2(localPoint.x, 0);

StartPos = transform.localPosition;

}
¥
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public void OnDrag(PointerEventData eventData)
if (lisDragging && CanBeMoved && !Point_Starship.Move_Starship)
{

RectTransformUtility.ScreenPointToLocalPointinRectangle(canvas.transform as RectTransform,
eventData.position, canvas.worldCamera, out Vector2 localPoint);

transform.position = canvas.transform.TransformPoint(new Vector2(localPoint.x + diff.x +
Bias_CoorX[CurrentPage], 0));

}
public void OnPointerUp(PointerEventData eventData)
{
if (lisDragging && !'Point_Starship.Move_Starship)
{

/lisDragging = true;
/lInvoke("IsDraggingFalse", 0.5f);

float dist = StartPos.x - transform.localPosition.x;
StartPos = new Vector2(0, 0);

bool MoveStarship = false;

if (dist > 200)

if (CurrentPage < 4)
{

Btn_Change_Pages[CurrentPage].gameObject.GetComponent<Animator>().Play("Btn_PageAnim_Reverse");
CurrentPage++;

MoveStarship = true;

}
}
else if (dist < -200)

if (CurrentPage > 0)
{

Btn_Change_Pages[CurrentPage].gameObject.GetComponent<Animator>().Play("Btn_PageAnim_Reverse");
CurrentPage--;

MoveStarship = true;

}
}
if(MoveStarship)
Move(true);
else
Move(false);
}
}
public void PointerDown() // [IpoBepka Ha Ha)xaTHe KMEHHO Ha CKPOJLI [IAHEIb
{
if('Point_Starship.Move_Starship)
CanBeMoved = true;
}

public void PointerUp() // [IpoBepka Ha OTITyCKaHHE CKPOJLT TaHEIH

{
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if('Point_Starship.Move_Starship)
CanBeMoved = false;

o
T

/*

void IsDraggingFalse()

isDragging = false;
}
*/
void Move(bool MoveStarship)

{
Btn_Change_Pages[CurrentPage].gameObject.GetComponent<Animator>().Play("Btn_PageAnim");

if (MoveStarship)
{

if (mainController.Panel_ltems_Hidden)
mainController.Move_Point_Starship(new Vector2(0, 0));
else
mainController.Move_Point_Starship(new Vector2(0, 390));
}

if (CurrentPage <= 0)

{
CurrentPage = 0;

for (inti=0; i < Btn_Change_Pages.Length; i++)

Btn_Change_Pages][i].sizeDelta = ScalePage0[i];
Btn_Change_Pages[i].anchoredPosition = PosPage0[i];
}

Cancellnvoke("Panel_Account_Resources_Anim_Up");
Cancellnvoke("Panel_Account_Resources_Anim_Down");

if (IPanel_Account_Resources_Hidden)
Panel_Account_Resources_Hidden = true;
if(Panel_Account_Resources_Up)

Panel_Account_Resources.GetComponent<Animator>().Play(*Panel_Account_Resources_Anim_Up_R");
else

Panel_Account_Resources.GetComponent<Animator>().Play("Panel_Account_Resources_Anim_Down_R");

}

StartCoroutine(SmoothMoveTest(3000));

else if (CurrentPage == 1)

{
for (inti=0; i < Btn_Change_Pages.Length; i++)

{
Btn_Change_Pages][i].sizeDelta = ScalePagel[i];
Btn_Change_Pages[i].anchoredPosition = PosPagel[i];
}

Cancellnvoke("Panel_Account_Resources_Anim_Up");
Cancellnvoke("Panel_Account_Resources_Anim_Down");
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if (Panel_Account_Resources_Hidden)
Panel_Account_Resources_Hidden = false;
Panel_Account_Resources_Up = true;
Panel_Account_Resources.GetComponent<Animator>().Play("Panel_Account_Resources_Anim_Up");
else if (Panel_Account_Resources_Hidden && !Panel_Account_Resources_Up)

Panel_Account_Resources_Up = true;

Panel_Account_Resources.GetComponent<Animator>().Play("Panel_Account_Resources_Anim_Down_R");

Invoke("Panel_Account_Resources_Anim_Up", 0.2f);

}

StartCoroutine(SmoothMoveTest(1500));

else if (CurrentPage == 2)

{
for (inti=0; i < Btn_Change_Pages.Length; i++)
{
Btn_Change_Pages][i].sizeDelta = ScalePage2[i];
Btn_Change_Pages[i].anchoredPosition = PosPage2[i];
}

Cancellnvoke(*"Panel_Account_Resources_Anim_Up");
Cancellnvoke("Panel_Account_Resources_Anim_Down");

if (Panel_Account_Resources_Hidden)
Panel_Account_Resources Hidden = false;
Panel_Account_Resources_Up = false;
Panel_Account_Resources.GetComponent<Animator>().Play("Panel_Account_Resources_Anim_Down");
else if ('Panel_Account_Resources_Hidden && Panel_Account_Resources _Up)

Panel_Account_Resources_Up = false;

Panel_Account_Resources.GetComponent<Animator>().Play(*Panel_Account_Resources_Anim_Up_R");

Invoke(*Panel_Account_Resources_Anim_Down", 0.2f);

}
StartCoroutine(SmoothMoveTest(0));

else if (CurrentPage == 3)
{
for (inti=0; i < Btn_Change_Pages.Length; i++)
{
Btn_Change_Pages][i].sizeDelta = ScalePage3][i];
Btn_Change_Pages[i].anchoredPosition = PosPage3[i];
}

Cancellnvoke("Panel_Account_Resources_Anim_Up");
Cancellnvoke("Panel_Account_Resources_Anim_Down");

if (Panel_Account_Resources_Hidden)
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{

Panel_Account_Resources_Hidden = false;
Panel_Account_Resources_Up = true;
Panel_Account_Resources.GetComponent<Animator>().Play("Panel_Account_Resources_Anim_Up");
else if (Panel_Account_Resources_Hidden && !Panel_Account_Resources_Up)

Panel_Account_Resources_Up = true;

Panel_Account_Resources.GetComponent<Animator>().Play(*Panel_Account_Resources_Anim_Down_R");

Invoke("Panel_Account_Resources_Anim_Up", 0.2f);

}

StartCoroutine(SmoothMoveTest(-1500));

else if (CurrentPage >= 4)

{
CurrentPage = 4;

for (inti=0; i < Btn_Change_Pages.Length; i++)
{
Btn_Change_Pages][i].sizeDelta = ScalePage4[i];
Btn_Change_Pages[i].anchoredPosition = PosPage4([i];
}

Cancellnvoke(*"Panel_Account_Resources_Anim_Up");
Cancellnvoke("Panel_Account_Resources_Anim_Down");

if (IPanel_Account_Resources_Hidden)
Panel_Account_Resources Hidden = true;
if (Panel_Account_Resources_Up)

Panel_Account_Resources.GetComponent<Animator>().Play("Panel_Account_Resources_Anim_Up_R");
else

Panel_Account_Resources.GetComponent<Animator>().Play("Panel_Account_Resources_Anim_Down_R");

}

StartCoroutine(SmoothMoveTest(-3000));

}
¥

IEnumerator SmoothMoveTest(float PosX)
float t = Of;

while (t <= 1.0f)

{
t += Time.deltaTime / 0.6f;

transform.localPosition = Vector3.Lerp(transform.localPosition, new Vector2(PosX, 0f), 15f *
Time.deltaTime);

yield return null;

}
}
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public void Panel_Account_Resources_Anim_Up()

{

Panel_Account_Resources.GetComponent<Animator>().Play("Panel_Account_Resources_Anim_Up");

}

public void Panel_Account_Resources_Anim_Down()

{

Panel_Account_Resources.GetComponent<Animator>().Play("Panel_Account_Resources_Anim_Down");

¥

i
T

}

Btn_lItem.cs - CkpunT ynpaBiiHHS IPEAMETaMH Yepe3 KHOIKY

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul;

using UnityEngine.EventSystems;

public class Btn_Item : MonoBehaviour, IPointerDownHandler, IPointerUpHandler

{

public MainController mainController;
public Point_Starship point_Starship;
[Space]

public Image Image_Btn_ltem;

public Animator Anim_Image_Btn_ltem;

public Animator Anim_Btn_Item;
[Space]

public int IndexItem = -1;

public int IndexInListAllBtnltems = -1;
[Space]

public Block prefab_Block;

bool BlockBtn = false;

public void OnPointerDown(PointerEventData eventData)

{
if (IBlockBtn && !prefab_Block)
{
Invoke("Start_FillAnim", 0.2f);
}
}

public void OnPointerUp(PointerEventData eventData)
if (prefab_Block && !prefab_Block.move_Block)
StopAllinvoke();

else

{
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Cancellnvoke("Start_FillAnim");

}
¥

public void StopAllinvoke()

{
Cancellnvoke("Start_FillAnim");

Cancellnvoke("StopMove_Prefab_Block™);
Cancellnvoke("StopMoveBack_Prefab_Block™);

Anim_Image_Btn_Item.Play("Image_Btn_Item_Anim_Reverse");

if(prefab_Block)
prefab_Block.Anim_SpriteBlock.Play("SpriteBlock_Anim");

point_Starship.Off_All_Point_Blocks();

StopCoroutine(Move_Prefab_Block(new Vector3(0, 0, 0), 0));
StartCoroutine(MoveBack_Prefab_Block(transform.position));
mainController.Scroll_Items[mainController.Current_Panel_Scroll_ltems].vertical = true;

Invoke("StopMoveBack_Prefab_Block", 0.25f);
}

void Start_FillAnim()

{
BlockBtn = true;

GetComponent<Button>().interactable = false;
Anim_Image_Btn_ltem.Play("Image_Btn_Item_Anim");
/[Anim_Btn_Item.Play("Btn_Item_Anim");

mainController.Scroll_Items[mainController.Current_Panel_Scroll_ltems].vertical = false;

prefab_Block = Instantiate(point_Starship.Prefab_Blocks[IndexlItem], transform.position,
transform.rotation, mainController.Panel_Workshop.transform);

prefab_Block.transform.localScale = new Vector3(3, 3, 1);
prefab_Block.Btn_Spawner_This_Prefab_Block = GetComponent<Btn_Iltem>();
prefab_Block.transform.position = transform.position;
prefab_Block.gameObject.SetActive(true);
prefab_Block.Anim_SpriteBlock.Play("SpriteBlock_Anim_Reverse");

StartCoroutine(Move_Prefab_Block(mainController.Cam.ScreenToWorldPoint(Input.mousePosition) +
new Vector3(0, 0.7f, 0), point_Starship.Scale_Starship));

Invoke("StopMove_Prefab_Block", 0.25f);
}

IEnumerator Move_Prefab_Block(Vector3 Pos, float Scale)

float t = Of;
while (t <= 0.5f)
{

t += Time.deltaTime / 0.6f;
if (prefab_Block)

prefab_Block.transform.position = Vector3.Lerp(prefab_Block.transform.position, Pos, 15f *
Time.deltaTime);
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prefab_Block.transform.localScale = Vector3.Lerp(prefab_Block.transform.localScale, new
Vector3(Scale, Scale, 1), 15f * Time.deltaTime);

}

yield return null;

}
¥

void StopMove_Prefab_Block()
StopCoroutine(Move_Prefab_Block(new Vector3(0, 0, 0), 0));
point_Starship.On_Active_Point_Blocks();

prefab_Block.move_Block = true;

}

IEnumerator MoveBack_Prefab_Block(Vector3 Pos)
float t = Of;

while (t <= 0.5)

{
t += Time.deltaTime / 0.6f;

if (prefab_Block)
{

prefab_Block.transform.position = Vector3.Lerp(prefab_Block.transform.position, Pos, 15f *
Time.deltaTime);

prefab_Block.transform.localScale = VVector3.Lerp(prefab_Block.transform.localScale, new
Vector3(3, 3, 1), 15f * Time.deltaTime);

}

yield return null;

3
¥

void StopMoveBack Prefab_Block()

{
StopCoroutine(MoveBack_Prefab_Block(new Vector3(0, 0, 0)));

Destroy(prefab_Block.gameObject);
BlockBtn = false;

GetComponent<Button>().interactable = true;
[[Anim_Btn_ltem.Play("None");

mainController.Scroll_Items[mainController.Current_Panel_Scroll_Items].vertical = true;
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public void Activate_Btn_Item()

{
StartCoroutine(DecreaseBtn(0, 1));

}

public void Destroy_Btn_Item()

Cancellnvoke("Start_FillAnim");
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Cancellnvoke("StopMove_Prefab_Block™);
Cancellnvoke("StopMoveBack_Prefab_Block™);

StopCoroutine(Move_Prefab_Block(new Vector3(0, 0, 0), 0));
StopCoroutine(MoveBack_Prefab_Block(new Vector3(0, 0, 0)));
GetComponent<Button>().interactable = false;
StartCoroutine(DecreaseBtn(1, 0));
mainController.CheckNumltems();

mainController.All_Btn_Items[0] = "";
point_Starship.SaveAll_Btn_ltems();

Destroy(gameObject, 0.4f);
}

IEnumerator DecreaseBtn(float StartScale, float FinalSize)
float t = Of;
transform.localScale = new Vector3(StartScale, StartScale, 1);
while (t <= 0.4f)
¢ t += Time.deltaTime / 5f;

transform.localScale = VVector3.Lerp(transform.localScale, new Vector3(FinalSize, FinalSize, 1), 15f *
Time.deltaTime);

yield return null;

3
¥
¥
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