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AHOTALIIS

KBanidikarniiina pod0ra OakamnaBpa Ha Temy «Po3pobka 3D-rpu nHa Unity»
HanucaHa Tkauykom Pomanom CepriiioBuyeM, CTYJE€HTOM TepHOMUIBCHKOTO
HallIOHAJIBHOIO TEXHIYHOro YyHiBepcutery iMmeHi IBana Ilymiosa, Qakynbrery
KOMIT I0OTepHO-IHPOpMALIMHUX CUCTEM 1 MporpamMHOi  1HXeHepii, Kadeapu
OPOrpaMHOi 1HXEHEpli, chelmiabHOCTI «lHXKeHepiss MPOrpaMHOro 3a0e3MeUeHHS,
rpynu CII-42.

Binomocti npo obcsr pobotu: cropiHok — 49, pucyskiB — 18, tabmunp — 0,
yacTuH — 4, noaatkiB — 4, mocunanb — 10, hopmyn — 0.

Meroro ganoi kBamigikaiiiHoi poOoTu OakanaBpa € TMPOEKTYyBaHHS Ta
po3podOka 3D-rpu JkaHpy «cTparterisi B peanbHOMY dYaci» mig HaszBoro «War of
Technique». BapTo HarojoCuTH 10 KIHIICBHUM pPE3yJbTaTOM POOOTH € juiine Oera-
BEpCis TP 1 B MOJAIBIIOMY BOHA MIJJIATaTHUME BEJIMKIA KUTBKOCTI JOOIpPAIllOBaHb,
ONTUMI3AI(/ Ta OHOBJICHb.

VY naHiii rpi KOPUCTYBA4 Ma€ MOXJIMBICTh CTBOPUTH BEJIUKY KUTBKICTh BIACHUX
BiIiChKOBHX 0a3, 3aXOIUIFOBATH BOPOXKi Oa3H, TEPUTOPIi, BUIOOYBHI TOUKH.

I'paBrieBi HEOOXiTHO MOOYBATH PECypCcH IJis PO3IMIMPEHHs BINCHKOBOI 0a3u Ta
MOJIEpHi3allil CIOpY/KEHb Ta TpaHCIopTy. [1o BCii Mami po3kuaaHi BUAOOYBHI TOUKH
BOpOTra, KOTPi MOTIOBHIOIOTH OallaHC PECypCiB Ta MaTepiaiB.

OcHoBHa OoiioBa ommumis rpu «War of Technique» - BiiicbkoBa TexHika
PI3HHUX THIIB, KOKHA 3 SKMX Ma€ CBOi MepeBaru Ta Hemodiku. BiiichbkoBa TexHika
TAKOX TIJIATA€ TOKPAIICHHIO ii BIACTUBOCTEH 3a PaxyHOK TEBHOI KUIBKOCTI
pecypcis.

[Tin wac BuKOHAHHS poOOTH OYJIO MPOHIAEHO KPi3h YCi OCHOBHI Ta HEOOXIiNIHI
eTanyu HKUTTEBOTO IMKIY MPOrpaMHOro 3a0e3nedyeHHs, OOpaHO METOJI0JIOTIO
MPOEKTYBaHHS, PO3POOKH, OMHCAHO 3B’A3KM MK KOMIIOHEHTaMH CHCTEMH 32
nonomoroto UML-miarpam, mpoBeieHO TECTYBaHHSI pe3yJIbTaTy BUKOHAHHS OJHOTO

CIIPHHTA 32 METOJ0JIOTiEr0 SCrum.



ABSTRACT

The bachelor's qualification thesis on the topic "Development of a 3D game on
Unity" was written by Roman Sergeyevich Tkachuk, a student of the Ternopil
National Technical University named after Ivan Pulyu, Faculty of Computer
Information Systems and Software Engineering, Department of Software
Engineering, specialty "Software Engineering"”, group SP-42.

Information about the volume of work: pages — 49, figures — 18, tables — 0,
parts — 4, appendices — 4, references — 10, formulas — 0.

The purpose of this bachelor's thesis is to design and develop a 3D real-time
strategy game called "War of Technique". It is worth emphasizing that the final result
of the work is only a beta version of the game and in the future it will be subject to a
large number of refinements, optimizations and updates.

In this game, the user has the opportunity to create a large number of his own
military bases, capture enemy bases, territories, mining points.

The player needs to extract resources to expand the military base and
modernize buildings and transport. Scattered throughout the map are enemy mining
points that replenish the balance of resources and materials.

The main combat unit of the game "War of Technique™ is military equipment
of various types, each of which has its own advantages and disadvantages. Military
equipment is also subject to improvement of its properties due to a certain amount of
resources.

During the execution of the work, all the main and necessary stages of the
software life cycle were passed, the design and development methodology was
chosen, the connections between the system components were described using UML
diagrams, and the results of one sprint were tested according to the Scrum

methodology.
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BCTVII

Temoro kBamigikaiiiiHoi poOoTu OakanaBpa Oysi0 0OpaHO MPOEKTYBAaHHS Ta
po3poOKy komm’toTepHoi 3D-rpu ’xkaHpy cTpaTeris Ha OCHOBI I'POBOTO JIBUT'yHa
Unity, ockisibku 1ie € IEPCICKTUBHUM BapiaHTOM ISl CTApTAIly Y BUKOHAHHI OHOTO,
ab0 JEeKUIbKOX pO3pOOHMKIB Yy BIJHOCHO KOPOTKI TEpMIHM Ta TMpU 3aTpari
MIHIMQJIBHOT KUTBKOCT1 PECYpCIB.

IrpoBUM JBUTYHOM IO CIYT'YE OCHOBOIXO JUisi JaHol rpu € Unity - moTyxHui i
HOMYJISIPHUH ABMKOK JIJIsL pO3POOKH irop, KUl Hajae po3poOHUKAM IHCTPYMEHTH Ta
CepeIoBHIIE AJIsI CTBOpEHHs iHTepakTUBHUX 2D 1 3D moaartkis, € JIETKUM B OCBOEHHI,
Ma€ BEJMKY KUTbKICTh HaBYAJIBHUX PECypCiB, IO CHPHUSIOTH TOJIMIIEHHIO HABUYOK
poOOTH 13 HUM Ta TOJOBHE — € OE3KOIITOBHUM, MPU YMOBI 11O MPUOYTOK 13 TPHU
CTBOPEHOT Ha WOTO0 OCHOBI He OyJie MepeBHIyBaTH BKa3aHy Mexy. Kpim toro, Unity
€ KpocIu1aTpOpMEeHHUM, 3 HOro JOMOMOTIOI0, 3 JIETKICTIO, Y KOPOTKI TEPMIHH, MOKHA
Oyne po3pobuTu Taky x Bimeorpy mis miaatdopmu Android um IOS 3acrocyBaBmiu
MIHIMaJIBHI 3MIHHU JI0 TIOTIEPEIHBOTO TIPOCKTY.

Pesynbpratom maHoi qurmuioMHoi podoTH € 6era-Bepcis rpu “War of Technique”
— cTpaTerii, CyTh KOTPOI MOJISITae y CTBOPEHHI CBOET BINCHKOBOI 0a3u, ii po3mMUpeHHs,
MOKpAIIEHHS, 3aXUCT Ta 3aXOIJICHHS BOPOXKHUX TEPUTOPiH, 0a3 Ta BUTOOYBHHX TOUOK
3a JIOTIOMOT'0F0 BIHCHKOBOI TEXHIKH PI3HUX BHUJIB Ta THIIIB.

VY xozi BukoHaHHs KBaniikamniifHoi poOoTu OGakanaBpa Oyino MPOMAEHO Kpi3h
BCl €TanM >KUTTEBOTO MUKy MPOTPAMHOTO 3a0e3nedeHHs, 3MIMCHEHO iX AeTalbHUN
OIHC Ta JOKYMEHTAIIIIO.

Buxonana kBamidikariiina po6ora 6akanaBpa nepeadadae coO0r0 neTaabHUMN
ONMHC aHaji3 Ta JOKYMEHTAIlll0 YCIX €TamiB >KUTTEBOTO IHKIY MPOrPaMHOTO
3a0€e3MeUeHHs], a caMe:

— aHaji3 yCciX BU3HAUYCHUX THUITIB BUMOT J0 CUCTEMH,

— BUOIp HAUOUIBII BIAMOBIAHOI ApXITEKPYTH MPOrPAMHOTO 3a0€3MEUEeHHS JIs1

KOPEKTHOr0 Ta KOM(OPTHOTO MPOEKTYBaHHS TPH;



ctBopeHHss UML-giarpam BapiaHTIB BUKOPUCTAHHS, IOCHIIOBHOCTI,
JiarpaMu KiaciB, A rpaiqyHoro BioOpa)X€HHs 3B’SI3KiB MK 00’€KTaMu
Ta KOMIIOHEHTaMU CUCTEMU;

OMHC Ta JOKYMEHTAIlisl YCiX KJIACiB CUCTEMHU, 110 € ii KOMIIOHEHTaMU;
BU3HAUEHHS HAaWOUIbII BUTIAHOI, 3p03yMLIOI Ta KOM(POPTHOI METOLOJIOTT
pO3pOoOKK MPOTrpaMHOrO 3a0e3MeueHHs] Il CTBOPEHHS TPU COJIO-
PO3POOHUKOM;

OMKC CIPUHTA Ha TMEBHIN cTajii po3poOKH MPOrpaMHOro 3abe3NeyeHHs,
NPOBEJICHHSA TECTyBaHHS (YHKIIOHATY pO3pOOJEHOro IMiJ 4Yac MHOro

IMPOBCACHHA.



1. AHAJII3 BUMOT TA IMPEMETHOI OBJIACTI

1.1 CnoBHUK peaMeTHOT 001aCT1

Unity - me kpocruiat¢hopMeHuii irpoBUid JIBUT'YH Ta PO3POOHHUIIBKA TUIAThOpMa,
AKa BHUKOPUCTOBYETbCS JJIi CTBOPEHHS IrOp, CUMYIIALIM, BIPTyajJbHOI PEaIbHOCTI,
aHIMaIl{ Ta IHIIMX IHTEPAKTUBHUX BI3yaJIbHUX MTPOEKTIB.

IrpoBuii neuryn (Game Engine) - crerianizoBaHe nporpamHe 3a0e3reueHHs JJs
CTBOPEHHSI Ta pPO3poOKM Bijgeoirop. Bxitouae B cebe IHCTpyMEHTH Al pPoOOTH 3
rpadikoro, Gi3UKO0, 3BYKOM, IITYYHUM IHTEJIEKTOM Ta IHITUMHU aCTIEKTaMH TPH.

Cuena (Scene) - BipTyalibHE CEpEOBHIIEC B IMPOBOMY JBHUIYHI, JIe BiOYBa€ThCs
rpa. Bxirodae 00'exTH, mepcoHaxiB, CBITJIO, KAMEPU Ta 1HIII €JIEMEHTH.

Accert (Asset) - rpadiuni, 3ByKOBi, a00 IHIII PECYPCH, 110 BUKOPUCTOBYIOTHCS B
rpi. Moxke BKJII0OYaTH MOJIEJ1 IEPCOHAXKIB, TEKCTYpPH, 3BYKOB1 €(heKTH TOIIIO.

Ckpunt (Script) - Koj, HanmMCaHWK MOBOIO TNporpamyBaHHsi C#, skuii BU3HaAYa€e
MOBEJIIHKY 00'€KTIB B Ipi. BUKOpUCTOBYETHCS I peaizallii JOTiKKM TPy Ta B3a€EMOII1
00'€KTIB.

[IIxoma (Damage) — KiIbKICTh OJMHHUIL 3J0POB’S KOTPi IEBHA il YU 00’ €KT
MO>KE€ HAaHECTH IHIIOMY 00’ €KTOBI.

@peiim (Frame) — xagp y rpadiunomy BimoOpaxkenHi rpu. Metoxg Update
BUKIIUKAETHCS KOKEH peiiM 11 OOHOBIICHHS JIOTIKH TPH.

Kommnonent (Component) - 6a3oBa oguHUIO (yHKIIOHATY B cuctemi rpu. Bei
o0'ektn B Unity € CyKyHHICTIO KOMIIOHEHTIB, SKi BHU3HAYAIOTh IXHIO TOBEHIHKY,
BJIACTUBOCTI Ta B3aEMO/IIIO 3 HABKOJIHUIITHIM CEPEIOBHIIICM.

Kypotuna (Coroutine) B Unity - 11 KOHIEMIS, IO JJO3BOJSE 3aIMyCKATH
ACUHXPOHHI TPOIIECH, SIKI BUKOHYIOTHCS MMapajeIbHO 3 OCHOBHUM ITOTOKOM BUKOHAHHS
Koay. BoHM 4acTo BUKOPUCTOBYIOTHCS /I BUKOHAHHS [, SIKI TPUBAIOTh MEBHHI Yac,
ajie He TIOBUHHI 3a0JIOKYBaTH BUKOHAHHS OCHOBHOTO KOZY TPH.

Komaiinep (Collider) - kommoneHT 00’€kTa 1110 BijoOpaxae Woro tBepAi (i3udHi

MeEK1 Ta 3a0e31euye BUSBICHHS KOMi31H (CTUKaHb) MK HUMHU.
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Mryunwnit Iarenext (Al - Artificial Intelligence) - cucrtema, sika peanmizye
IMITallII0 PO3yMYy Ta MPUHHATTA PilIeHb 00'€eKTaMH a00 MEepCOHaXaMH B Ipi. Y AaHOMY
MPOEKTI IITYYHUU IHTENEKT OyAe€ BHKOPHUCTOBYBATUCSA JI MOIIYKY ONTUMAaIbHOTO
MapuipyTy s TPAHCHOPTY WO 3a0e3nedynTb OOMUHAaHHA (I3UYHUX OO0’ €KTIB 110
PO3MIIlIEH] Ha CIIEH1

CnaBu (Spawn) - mpomec CTBOPEHHS HOBOro oO'ekta y TIpi, 3a3Buuaid
BU3HAYEHOTO MEBHUMH YMOBAMHU YU MOJISIMH.

[Tpedad (Prefab) - nepensusznaucHuit 00'€KT , IKUH MOYKHA BUKOPHUCTOBYBATH IS
CTBOpEHHs 1HIIMX 00'ekTiB B rpi. [lpedad € mabnoHom, sKuil MICTUTH B cOO1
KOMIIOHEHTH, MOJENi, KOoJjaijepu, CKPUINTH Ta IHIII PECypCH, IO BU3HAYAIOTh
KOHKPETHUM 00'€KT YU €JIEMEHT I'PH.

I'paBenp (Player) — kiHIeBHiI KOPUCTYBa4 TPH, TOW XTO KEpyBaTHME IrPOBUM

MPOIIECOM Y TOTOBOMY MPOAYKTI.

1.2 AHai3 BUMOT 10 CUCTEMU

Mo:xHa BU3HAYUTH TaKi OCHOBHI THUITM BUMOT JIO MPU PO3pOOIIi TAHOTO MPOEKTY:
— (yHKIIOHAJIbHI BUMOTH;

— HeyHKIIOHAJIbHI BUMOTH;

— BHMOTH JIO 3aXUCTY Ta JOCTYIIY;

— BHMOTH JI0 IHTEPPEHCY CUCTEMH,

— BHUMOTH JI0 IPOTPAMHOI0 3a0€3MEYEeHHSI.

1.2.1 ITocTanoBKa 3agaui

[IporpaMHMii  OpPOAYKT TMOBMHEH MPEACTABISATH  co000  OeTa-Bepciio

koM’ rotepHoi 3D rpu «War of Technique» po3pobitenoi s miatdpopmu Windows.
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1.2.2 OyukI110HAIBHI BUMOTH

VY naniii Bepcii rpu OyayTh peasizoBaHl HACTYITHI OCHOBHI1 MEXaHIKU:

a) aKTUBALlIs TEXHIKH 7 ii MOJANBIIOT0 KEPYBAHHS:

1)

oOpaHl OJMHHMIII TEXHIKM JOJABATUMYThCA Y MacHUB OO €KTIB IS iX

MOJIaNIbIIOT eKCIUTyaTallii.

0) nmepecyBaHHS TEXHIKHU MO KapTi:

1)

2)

PYX aKTUMBHOI TEXHIKM MO KapTl y BKa3aHl MUIIKOIO TOYKH OOMHHAIOYU
po3MilieHi Ha creHi (i3uyHI 00’€KTH, 10 OyJI0 peaai3oBaHO 3a
JIOTIOMOTOI0  PO3IIUPEHHSI 1110 BUKOPUCTOBYE IITYYHHM I1HTENEKT IS
MOILIYKY ONTUMAJILHOTO HUISXY;

MOKJIUBICTh BKa3yBaHHS [IJISi TEXHIKM JEKUIBKOX TOYOK MpPHU3HAYCHHS,

KOTPUX TPAHCTIOPT MOBUHEH JOCATHYTH Y IEBHOMY MOPSIIKY.

B) aTaka TEXHIKOIO BOPOXKUX OY/IBENIh Ta TEXHIKHU:

1)

2)

3aIyCK MPOIIECy 3HHUIICHHS BOPOXKOTO 00’€KTYy IO 3aBEPIIUTHCS JIUIIE
KOJIM WOTO 3II0pOB’Sl 3pIBHSETHCA 3 HylieM, abo BiH BHIJE 3 30HHU
TOCATHEHHSI;

MOXUIMBICTh 3allyCKy 3HHUINCHHS 13 TOJQIBIINM IEePECIiIyBaHHIM

BOPOXKOT0 00’ €KTY.

T') OIIPAIFOBAHHS 3/I0POB’ sl 00’ EKTIB:

1)

pi3HI irpoBi 00’ €KTH Taki K OYy/iBIIi Ta TEXHIKa MAlOTh TaKy BIACTHUBICTh
SK 370pOB’S 1110 3MEHIITYEThCS MPU HaHECeHH1 M mkoau. Komu 3m0poB’s

00’€KTy OPIBHIOE HYJIIO BiH aBTOMATUYHO BUIAISETHCS 13 CIICHH.

1) aBTOMaTUYHUHN BUOIP MPIOPUTETHOTO MPOTHUBHUKA:

1)

yCsl TeXHIKa 110 3aXOJIMTh y TIEBHHUH pajiilyc HAaBKOJIO IIEBHOTO TPAHCIIOPTY
MOMIMIAETHCA Y CIeHiallbHUA MacwB 1 Oyzne 3HUIIYBATHCS MO Mipi
HAJIXO/KCHHS SIKIIO JaHWUW TPAHCHIOPT HE 3aMHIATUA aTaKOK YOroch

IHIIIOTO.

€) po3MmilieHHs OyAiBeab HABKOJIO MITalYy:
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1) po3MmillleHHS Ha CIEHI apCeHaTiB M0 3IMCHIOBATUMYTh CIIABH TEXHIKH
JUIs 11 TOAUIBIIOT eKCIUTyaTallii;

2) po3MilIeHHS Typeled mo OyAyTh 3A1MCHIOBATH CTPUIBOY TIO BOPOKOMY
TPAHCHIOPTI NOOIU3Y.

€) KOPUCTYBaHHS PI3HUMU OOHOBUMHU OJTUHUIISIMU

1) MOXJIMBICTH eKCIUTyaTalii pi3HUX OOWOBUX OJUHUIIb, KOXKHA 3 SKUX Ma€
CBO1 IepeBaru Ta HEJOJIKU 1 € JOLUIbHOIO y BUKOPUCTaHHI Yy NMEBHUX
cuTyanisiax. ¥ OynyTh peanaizoBaHl Takl OJUHUII TEXHIKH:

— Tadk T90 — OolioBa OOMHMIS 13 BEIUKOKI IIKOAOK Ta BIJHOCHO
HEBEJIMKOIO MIBUIKICTIO IEPECYBAHHS Ta CTPLILOM;
— OponeMammnHa — OoiOBa OJWHULS 13 BEJIUKOK IIBUIKICTIO
NepecyBaHHS Ta CTPUIbOU, ajieé HU3BKHUM YPOHOM Ta KUIBKICTIO
OJIMHUIIb 3JIOPOB 4.
) poOoTa 3 MaTepiajlaMu:

1) BHMKOPHCTaHHS MaTepialiB y IUIIX MO0YI0BH HOBHX OYHiBENb, 3aXUCHHUX
CIIOpPY/I, YU CTBOPEHHS HOBUX OJIMHUIIb TPAHCIIOPTY;

2) 3axOIUICHHS BOPOXXHUX BHIOOYBHHMX TOYOK JUIS OTPUMAHHS KOPHUCHHX
KomnajguH Ta rporiei. [loBuHHI OyTH peasizoBaHi Taki THIH BHIOO0YBHUX
TOYOK:

— ToMIa — ToYKa JiJis BUI0OyTKY HadTH, 110 Oy/1e MOMOBHIOBATH OalaHC
rpOLIEH:
— ImaxTa — BUA00yBHA TOYKA JUIs BUJIOOYTKY 3aji3a;
—  JCOMMWJIbHS — BUI0OYBHA TOYKA JJIsSI TIOTIOBHEHHS OaJaHCy JE€PEBUHHU.
3) peaizallisi «TyMaHy BIHI»

1) cTBOpEHHS, TaK 3BAaHOTO, «TyYMaHy BIHHW» - CIICMiaTbHOI MEXaHIKH KOTpa
O3HAYae, M0 TPaBelb HE Ma€ TIOBHOTO OTJISY BCiEl KapTH rpu ab0 PyXiB
npoTuBHUKA. ['paBenb Moke Oa4UTH TIIBKM 00JIACTh HABKOJIO CBOIX
BIiCbK Ta 00JIaCTh HAaBKOJO WHoro cropyia. TepuTopis mo3a UUM
00JIaCTSIMM 3HAXOJIUTHCS B «TyMaH1 BIMHW)» 1 HE BUIUMA IS TPaBIIs.

[Ipu cTBOpeHH1 HOBUX BepCi MPOJYKTY IUIAHYETHCSI BBECTH BEIUKY KUIBKICTb
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HOBOBBEJICHB Ta MOKPAIEHb, a CaMe:
a) 30UIbLLIEHHS PO3MIPY MalH:

1) 30inbIIEHHS MacIITabiB IrpOBOT TEPHUTOPII;

2) PO3MIIICHHS HOBHX BOPOXKHX 0a3;

3) cTBOpEHHS HOBHMX Mall, HAIPUKIIA/l: yCTENs, 3aCHDKEHA JOJIMHA 1 TI.

0) BIPOBA)KCHHSI HOBUX THUITIB Oy 11BEJIb;
B) MOXJIMBICTh €KCILTyaTallii HOBUX TUITIB TPAHCTIOPTY:

1) remikomrep —  TOBITpsHA  OoiOBa  OAMHHUI 13  CEpPEIHIMH
XapaKTePUCTUKAMU;

2) OpoHeTaHK — OoOWOBa OJWHHMI i3 BEIUKUMH IOKa3HHUKAMHU 310POB S,
BIJIHOCHO BHMCOKOIO IIKOJIOI0, BEJIMKHMM I1HTEPBAJIOM MDK IMMOCTpLIaMU Ta
Jy’Ke HU3BKOIO IMIBUIKICTIO PYXY;

3) 3eHiTHa yCTaHOBKa - OOWOBAa OJWHHIIA 13 BIACYTHICTIO MOKJIHBOCTI
NEPECYBaHHS, II0 Ma€ BEJIUKUN pajilyC Ypa’keHHS aje HEMOXKIUBICTh
3M1MCHIOBATH TTOCTPLIHM Ha OJIMKHIX JTUCTAHIISX.

r) 3a0e3Me4YeHHs] MY3UYHOTO Ta 3BYKOBOT'O CYNPOBOJY, aJkK€ Ha MOMEHT OeTta-
BEPCII0 y I'pl BIICYTHI OyAb SIK1 3BYKH UM MY3UKa;

1) BIIPOBAPKCHHS aHIMaIlii pyHHYBaHHS Oy11BeJIb, TPAHCIIOPTY;

€) BIIPOBAKEHHS HOBHX MOXKJIMBOCTEH 1HTEpdecy Ipu:

1) mo4aToK HOBOI I'pH;

2) 30epeXCHHS T'PH;

3) HamamTyBaHHS rpadigHOI CKIIAI0BOI.

€) 3A1MCHEHHS ONTUMI3AIii TpU IJis 3MEHIICHHS HABAaHTAXEHHS Ha CHCTEMY,
3HIDKEHHS KUTBKOCTI O0YUCITIOBAILHUX PECYPCiB.
) BIPOBAKEHHS MOIU(IKALIIN:

1) MOXIMBICTh OTPHMAaHHS HOBOTO THIIy PECypCciB — CIemiaJbHUX
MaTepiais,;

2) Moaudikallis XapaKTePUCTHK MIEBHUX THITIB TEXHIKH;

3) Mopwudikallis BIaCTHBOCTEH OyaiBEIIb.
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1.2.3 HedyHKIiI0HATBHI BUMOTH

I'pa sxaHpy ctparerii B peanpHomy uyaci «War of Technique» mnoBunHa
BI/IMOBIIATH BUCOKUM CTaHAApTaM SIKOCTI Ta MoTpedaM IIHUPOKOTro Koja TpabiliB. B
KIHIIEBOMY pe3yJbTaTi OeTa-Bepcii MNPOAYKTY IMOBHHHI OyTH peani3oBaHl Taki
He(DYHKI[IOHATBHI BUMOTH:

— TIPOAYKTUBHICTh - Ipa TOBMHHA 3allyCKaTHCS Ta TMpaIfoBaTH IUIABHO Ha

IPHUCTPOSIX CePEAHBOI MPOTYKTHBHOCTI,

— ONTHUMI30BaHICT, — Ipa BMIIIaTUME B ce0e JIMIIE acCeTH HEOOXIMH1 s
BUKOHAHHS TpU. Pecypcu B HHX, KOTpPi HE BHKOPHUCTOBYBAaTUMYTh, OYAyTh
BUJIAJICH] 13 TPOEKTY;

— MacmTaboBaHICTh - Trpa IMOBHHHA OyTH MacmTaboOBaHOK 1 37aTHOIO
NpalioBaTd Ha PI3HUX PO3IIUPEHHSAX €KpaHy Ta MPUCTPOAX 3 PI3HUMU
XapaKTepUCTUKaAMU;

— 3pYy4YHICTh KOPUCTYBAaHHS — KEpPyBaHHS TPOIO0 TMOBUHHO OyTH I1HTYiTMBHO
3pO3YMUIMM Ta 3pYYHHM ISl TPABIIIB PI3HOTO PIBHS JIOCBINY;

— Yac 3aBaHTaXCHHS - Yac 3aBaHTaXXCHHS TPU MOBHUHEH OYTH MIHIMAJbHUM,
100 rpaBlli MIBUJIKO MOTPAIUISIIA B TPY MICHS 3ayCKY;

— CTaOUIBHICTh - T'pa MOBUHHA OyTH CTaOUILHOKO 1 HaJIHOIO, 0€3 CHCTEeMHHUX

3001B UM BHJIETIB;

1.2.4 Bumorm a0 3axWcTy, IOCTyIy, iHTepdeiicy cucremu. Bumorm g0

MPOTPaMHOI0 3a0€3MECUCHHS

BpaxoByroun Bci paniiie HaBeJeHI 0COOJIMBOCTI JaHOI Ipyd MOXHa chopMyBaTH

HACTYITH1 BUMOTH JJI1 KOPEKTHO1 pOOOTH I'pH:
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— JocTyn J0 J0AaTKy Oyae 3AliCHIOBATHCS TMICAS MOro MNONEepeIHbOro
BCTAHOBJICHHSI HA KOMII FOTEpPHHUI MpUCTpii omnepaliiinoi cucreMu Windows
7, a00 BHUIIIC;

— OCKUIBKM T'pa Hi B SIKOMY IJIaHI HE B3a€MOJIIE€ 13 IHTEPHET MEPEKEI0 BOHA HE
notpedye 0coOIMBOro 3a0e3neueHHs KibepOe3nexu.

[Tepenik BuMor 10 iHTepdEicy T1aHOro N0JaTKY:

— 1HTepdelCc TMOBHHEH KOPEKTHO BiIOOpa)kaTUCAd HA NPUCTPOSIX 13 PI3ZHUM
PO3IIMPEHHSM €KpaHy;

— 1HTepdelc MOBUHEH MaTH MIHIMAJIbHY KIJIBKICTh KHOMOK Ta BKJIQJAOK JJis
MOBHOIIIHHOTO Ta 3pYYHOI'0 KOPUCTYBAHHS I'POIO;

— ycl KHONIKM MOBHHHI YITKO BiJ0Opa)»kaTUCh, HE MATH PI3KUX Ta HEMPUEMHHX

KOJIBOPIB.

1.3 TexHonorii cucreMu

Po3po6ka manoi 3D rpu «War of Technique» »anpy ctparerist BinOyBaTUMEThCS
3a JOMOMOroxo irposoro apuryda Unity [1].

Unity - e interpoBane cepemonuiie po3pooku (IDE) Ta irpoBuii ABUTYH, SKHii
BUKOPUCTOBYETHCS JUIsl CTBOPEHHS PI3HOMAHITHUX Iirop, IHTEPaKTUBHHUX MOJATKIB Ta
BipTyalibHOi peanbHOCTI. Po3poOnenmit  kommanieto Unity Technologies, tei
THCTPYMEHT HaJja€ po3pOoOHUKAM MIMPOKI MOKIMBOCTI IJIsl BTUICHHS TXHIX TBOPYUX 1€
y BIpTYaJbHUX MPOCTOPAX.

Unity BUKOPHCTOBYETHCA SIK HE3AJICKHUMH PO3POOHUKAMH, TaK 1 BEIUKUMH
CTyMiSMH JUIi CTBOPEHHS irop Ha pisHUX Iwatgopmax. MoOro mnomyIspHiCTh
BU3HAYAETHCA HE JIMINE 3PYYHHM IHCTPYMEHTapieMm, ajié i aKTUBHOIO CHITFHOTOIO
PO3pOOHHUKIB, SIKa HAJIa€ MIATPUMKY Ta OOMIH JTOCB1AOM.

IrpoBUM nBUTYHOM 11 PO3poOKH Oyiio oOpano came UNity depe3 BeauKkui psia

nepeBar. Och KiJIbka OCHOBHHX IIpH4uH, oMy Unity cTaB BiqMiHHUM BHOOpOM [2]:
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nocTynHicTh: IrpoBuii aBuryn Unity 3HaXOMUThCS y BIIKPUTOMY JTOCTYIII Ta
JAOCTYIHUN ISl 3aBaHTA)XCHHS Ta eKCIUTyaTtamii Oy/Ib KM Yy BIACHUX ILLUISAX.
KpiM Toro komicii moao npuOyTKy BiJ IPOEKTY CTBOPEHOrO 3a JOMOMOIOIO
JaHOTO JABUTYHAa OyIyTh BPaxXxOBYBATHCS JIHMIIE KOJIW MPUOYTOK 3a MPOIYKT
NEPEBUILINTH BKa3aHy CyMy IO JTOPIBHIOE JE€KUIIBKOM MUIBHOHAM B PIK.
kpocmatdopmeHHicTs: Unity J03BOJIsSlE CTBOPIOBATH IFPU  JUJIsL  PI3HUX
mwiatdopm, takux sk Windows, macOS, Android, i10S, xoncomi Xbox i
PlayStation. Ile o3Hauae, 10 BU MOXKETE JIETKO PO3MOBCIOKYBATH CBOIO TPY
JUISL PI3HUX ayAUTOPIi.

BEJIMKA CHUIbHOTA Ta JAoKyMeHTalis: Unity Ma€e BEJIMKY 1 aKTUBHY CHUIBHOTY
KopucTyBadiB. Lle o3Hauae, MO BU MOXETE JIETMIEe 3HAXOIUTH JOTOMOTY,
pecypcu Ta mopamu B IaTepHeri. [lokymenraris Unity Takox € myxe
JETaTFHOO Ta JOCTYITHOIO.

JerKicTh BUBYEHHS: Unity CTaBUThCA SK 1HTYITHBHO 3pO3YMUIMN ITpOBHH
JBUTYH, IO CIPOLIY€E MPOIEC BUBYEHHS i HOBaukiB. € Oarato OHJIaWH-
pecypciB  Ta HaBYAJbHUX MarepiajiiB, SKi JOMOMararoTb B OCBO€EHHI
maThopMu.

BEJIMKa KUIbKICTh TOTOBHX pecypciB: Unity mae BmacHWi OQiUiiHUIA CcaiT
Asset Store [3], me € MOKIUBICTH MOIMIYKY TOTOBUX PECYpCiB, TakuX sk 3D-
MOJIeN, TeKCTYpH, 3ByKM Ta iHme. lle Moke 3HaAYHO NPUCKOPUTH TMPOIEC
PO3pOOKH, OCOOTMBO MpU 0OMEKEHOMY OFOKET1 Ta Yaci.

MOKITUBOCTI po3imupenHs: Unity MiATPUMY€ BEJIHMKY KUTBKICTh PO3MIMPEHH 1
IUTariHiB, WIO JIO3BOJISIE PO3MIUPIOBaTH (YHKIIOHAJIBHICTh JBUTYHA 32

HEOOXITHOCTI.
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2 ITPOEKTYBAHHS ITPOIT'PAMHOTI'O 3ABE3IIEYHEHHA

2.1 O6panuii TUIT apXITEKTYpHU

Jlnst po3po6ku 3D-rpu kaHpy cTpateris Ha OCHOBI irpoBoro asuryHa Unity Oymo
00paHO KOMIOHEHTHHUH TUII apXiTEKTypH.

KommnoHeHTHa apXiTekTypa - 1€ MiAXia A0 MPOCKTyBaHHS Ta PO3POOKH CHUCTEM,
AKUU po30MBae iX Ha OKpeMi, CaMOCTIHHI KOMIIOHEHTH 3 YITKO BU3HAYE€HUMU
iHTepdeiicamu. Lli KOMIOHEHTH MalOTh BJacHI METOAM, MOJIi Ta BIACTUBOCTI, HIO
pOOUTH iX MOIYJBHHMHU Ta JIETKO KepoBaHMMHU. KOMIIOHEHTHA apXiTeKTypa MpPOIOHYE
BUIIIUN piBEHb aOCTpaKIlii, HDK 00'€KTHO-OpPIEHTOBaHA PO3poOKa, HE 30CEPEKYIOUNCH
Ha JIETAJISIX MPOTOKOJIB 3B'I3KY UM 3araJIbHOTO CTaHy CHCTEMHU.

KoMnoHeHTHUH TUNI apXiTEKTypH ileadbHO MiAXOIUThH Ui CTBOPSHHS TPU Ha
irpooMy aBurysi Unity, amke mpu po3poOIli 3 HOro JAOMOMOIO Bce 0a3yeThes Ha
KOHIICTIIIi KOMIIOHEHTIB, KOTpP1 CKJIQJarOTh TEBHUM OO0 €KT, BiIOOpakaroyu HOTo
30BHIIIHINA BUTIISLA, (PYHKITIOHAT, (P13UMYHI BJIACTHBOCTI, OCOOJIMBOCTI Ta OaraTo iHIIOTO.
Ckpuntu (Kjacu), KOTpl peali3oByHOTh (YHKI[IOHAJA, B CBOIO 4Yepry TeX €

KOMIIOHEHTaMH 00’ €KTiB, KOTPi B KIHI[CBOMY pe3y/bTaTi i popmyroTs camy rpy [6].

2.2 TlpoexkTyBaHHS BITHOIIECHb MK aKTOPaMH 1 MpereeHTaMu

[IpoBiBiu anami3 HeOOXiTHOTO (QYHKITIOHATY TPU MOKHA JIIATH 0 BUCHOBKY, IO
rpi AaHOI KOHIEMIi MOXKHA BHU3HAYUTH JIMIIE OJHOTO aKTopa — KOpHcTyBauda (abo kK
TpaBIIsl), OCKUTBKU MTPOTOTHI HE MAaTUME B3a€EMO/IIT Hi 3 IHTEPHET MEpexkero, Hi 3 0azamu
JaHUX, Hi 3 IHITUMHA KOPUCTYBaAYaMH.

I'paBens (kopucTyBau) — JIOJIMHA 11O TPATUME Y TPy 1 BUKOPUCTOBYBAaTUME YBECH
¢dyHKIIoHAN po3p0obJieHuit y rpi. BiH cTBoproBaTrMe CBOIO BIMCHKOBY 0a3y, KEepyBaTUME

TEXHIKOI0, BeCTUME OOMOBI /i1 13 BOPOKUM TPAHCIOPTOM 1 TaK JaJIi:
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Mo>kHa HaBeCTH TaKl MPUKIAAU J1d 110 KOPUCTYBad 3A1MCHIOBATUME Tpalodu y

rpy «War of Technique»:

KOpPHUCTYBau OOMpa€e MEBHY TEXHIKY Ta POOUTH i aKTUBHOIO BUIUIMBIIM ii
CIellaJIbHUM TI0JIEeM KOTpe 3 ABJSIETHCS IMICHs HATUCKAHHS JIIBOI KHOMKH
mumi (nani JIKM) Ta 11 nepecyBanns. Ilicist poro Haj KOKHOIO OJMHMIICIO
TPAHCIOPTY 3 SIBIATUMETHCA CMYra 370pOB’S IO BimoOpakaTUME CKLIbKH
3I0pPOB’S 3aJIMIIMIIOCA y TIEBHOI TEXHIKW. B Takomy BUIamky Bcs oOpaHa
TEXHIKA TIOMIIIAETBCS Y MaCHB KOTPUM HaJall KOPUCTyBad Oyje
KOPHCTYBATHCS;

KOPHCTYBau OYHMIINYE MacWUB BHOpaHMX 00’e€kTiB HaTucHyBmu JIKM Ha
yCTOMY MICII1 Ha ClieHl. B TakoMy BUNaKy y BCi€i paHiiie 0OpaHoi TEXHIKU
3HHMKAIOTh CMYTH 3JI0POB’Sl Ta BOHH POOJIATHCS HEAKTUBHUMU Ta HE PEaryrTh
Ha JKOJHI KOMaHIM KOTpi OyJe HaJaBaTH TpPaBelb CBOEMY TPAHCIIOPTY,
JIOTIOKH BOHU HE OYIyTh MOBTOPHO aKTUBOBAHI;

KOPUCTYyBau HaKa3ye€ TEXHIIl TepecyBaTUCS Yy TEBHE MiCIle Ha KapTi
HATUCHYBIIM TIpaBoio kjiasimero muiri (gam [IKM) mHa morpiOHOMY MicIi.
Tomi Bcsg akTHBHA TEXHIKA PO3MOYHE PyX OO0 M€l TOYKM OOMHUHAIOUYU
MEePEIIKOAM JIOKM HE JOCSATHE BKa3aHOTO MicId, a00 HE OTpHUMae iHIII
BKa3iBKU. Y XOJIl pyXy TpaHCHOpT OyJe OCBITJIFOBATH TEPUTOPIIO0 HABKOJIO
cebe BiJ «TyMaHy BIHHHW», Y BUNAAKY HMOTPAIUISHHS BOPOXKOTO TPAHCIIOPTY Y
30HY JOCATaHHS TI€BHOI OJIMHUIII TPAHCIOPTY TPaBUsS BOHHU BIJKPHUIOTH
BOTOHB OJIMH T10 OJTHOMY;

KOPHCTYBau HaKa3ye TEXHIIl 3HUIIUTH BOPOXKY TEXHIKY HAaTUCHYBIIU Ha Hei
I[IKM. B takomy BHMNaAKy aKTUBYETHCS KypOTHHA 10 HAOJIMKYyBaTHUME YCHO
TEXHIKY 110 3HAXOJWTHCS y MAacWBi JO U (SKIO BOHA HAATO JAJIEKO) Ta
3aImycKaTuMe TPOIEeC CTPIIBOM MO I[iIi JOTOKH 3HAYEHHS WOTO 3J0pPOB’S HE
Oyne MopiBHIOBATH HY/I0. B 11l yac Bopoka TeXHIKa aHAJIOTIIYHO PO3IOYHE

CTPpLILOY O TEXHII TPABIIA 1110 HAOJIM3UIIACh HA TOCTATHIO JJI HEl BIJICTaHb;
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— KOpHUCTYBau Haka3ye TEXHIll aTakyBaTh OyJiBii HaTHUCHYBIIKM Ha Hei [TKM.
BinOyBaTumeTrbcsi aHaNOriyHUM TpolieC THUM, IO BiAOyBaBCS IMpH aTaili
BOPO’KOi TEXHIKH, TUTbKHU 0€3 aTaKH Yy BIIMOBI/b;

— KOpHUCTyBau OyAye HOB1 OyniBii HaBKosio ITa0y. HaTucHyBmm Ha mTabd
I[IKM wHan ocTaHHIM 3’SIBUThCS BIKHO, JI€ KOPHUCTyBau o0Oepe (yHKIIIIO
OynyBaHHs. Ilicig 1poro 3’sBUTHCS MEHIO BUOOpY 0a)kaHOro CIOPYIKEHHS
JUISL pO3MIILLEHHS Ta BiOOpa)K€HHs TEpUTOpIi M03BOJICHOI Mg OyayBaHHS
CIIOPY/IXKEHHS, TPaBellb pOOUTH BUOIp Ta PO3MIIILYE CIIOPYY;

— TexXHiKa 1[0 3HaXOAUThCS y CTaH1 0€3A1SUIbHOCTI MOXKE CaMOCTIIHO po3nmoyaTu
CTpUILOY MO BOPOXKIM TEXHIII 110 3aXOJIUTh y MEBHUM pajlyC HaBKOJO HET.
Bin Oyne 3aiiicHIOBaTH 3HUIIEHHS JIOMOKM KOPUCTYyBad HE JacTh i HOBI
BKa3iBKU a00 I1eil BOPOXKHUI TPAHCIIOPT HE BHIAIEC 13 11 30HM Ypa)KCHHS YW HE
3HHIIUTHCS;

— KOpUCTYBad BUXOAUTH 3 Irpu. HatucHyBmm Ha knaBimy “ESC” BiakpueTbes
rOJIOBHE MEHIO JIe¢ KOPUCTyBau oOupae MyHKT “BuiATh 3 rpu’”, MICIS YOTro
3aBEpIIYETHCS] BUKOHAHHS MPOTpamu;

— KOpHUCTYBau 3axOIUTIOE BOpPOXKY BUIOOYBHY TOYKy. Marouun axTHBOBaHI
OJIMHMIII TPAHCIIOPTY TpaBelb HaTUCcKae [IKM o Boposkiit BuIoOyBHIM ToYIIi
Haka3yroun arakyBaTu ii. Ilicims 3miliCHEHHS YCIIIIHOI aTaku 3HAYEHHS
3I0pPOB’S BOPOXkKOi BUOOYBHOI TOUKH OITYCKAETHCS IO HYJIS, MICIS YOTO Ha
fioro Micii 3’ SBISIETbCS TOYKA TAKOTO K TUITY IO HAJEKHUTh T'PABIEBI Ta
IPUHOCUTH HOMY MPUOYTOK.

JIns Iermoro CupHHHATTSA B3a€EMOJIT MK TpPaBIEM Ta MOXJIUBHMH CIICHAPIIMH
BUKOPUCTaHHS Tpu Oyllo CTBOPEHO jiarpamy mperneneHTiB. Ha mpencraBieHoOMy
300pakenHi nmogana UML-miarpama, sika UTFOCTpY€E B3a€MO3B'SI3KM MK YYaCHUKAMU Ta
CIIEHAPISIMU BUKOPUCTAHHS B CUCTEMI.

Jiarpama mpenenentis. UML - 1ie Bi3yajabHE MNpEJICTABICHHS B3a€EMOJIT
KOpHUCTyBauiB (akTopiB) 3 cucrtemoro. BoHa BimoOpakae ciieHapli BUKOPHCTaHHS
(mperieieHTH), MEXK1 CUCTEMHU, 3B'A3KM MDK aKTOpaMu Ta MpeleeHTaMH, a TaKoX iXH1

B3a€MO3B'SI3KU. JliarpaMu mMpeleIeHTIB BUKOPUCTOBYIOTHCS JJisl MOJEIIOBAHHS Ta
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JOKYMEHTYBaHHS (DYHKIIIOHATBHUX MOYJIMBOCTEH cuctemu [4].

B ocHOBI AiarpaMu NpeLeIeHTIB JEKUTh 1€ MOJEIIOBaHHS CUCTEMU K HA0Opy
aKkTopiB (KOpPUCTyBayiB) Ta iX B3a€EMOJIl 3 HEI 3a JOMOMOIOI YITKO BH3HAYEHUX
cueHapiiB Bukopuctanss. L1 cuenapii, abo "BapiaHTHM BHUKOPUCTaHHA'", OMHUCYIOTh
MOCIIYTH, SIKI CUCTEMa HaJa€ KO)KHOMY KOHKPETHOMY akTOpy. [HIIMMU clloBaMu, KOXKEH
CIIEHapii YITKO BU3HAYae HaOIp Mii, AKi CHCTeMa BUKOHYE ITiJl 4Yac B3a€MOJIIi 3 IEBHUM

KOPUCTYBayeM.

IpoGKUTH
BUOOOYEHY TOUKY
CEOEH

IMEHBLUEHHR

30iNbWeHHA v

npuoyTEY

ATakyeatu
EOPOMY TEXHIKY

ATaryeaTtu
BUAOGYEHI TOUKK

ATakyeatu
Gy aieni

ABTOaTAKE
BOPOMO] TEXHIKM

BKE3aTH TEXHIL
ETAKYBETH

BKE3aTH TEXHIL
pyxaTicA

PoaMicTiTH
TYpENk

AXTUBYBATH
TEXHIKY

PoamicTimi
apceHan

OMzaKTMBYBETH
TEXHIKY

JMIHE KiNBEOCT

KepysamH
TEXHIKOH

paeels

Pucynok 2.1 — Jliarpama BapiaHTIB BUKOPUCTAHHS
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2.3 AHaii3 B3aeMoaii 00’ €KTIB 3a YaCoOM

Jl1s1 BimoOpaskeHHs B3aeMO/1i 00'€KTIB 3 ypaXyBaHHSIM BIOPSIKOBAHOCTI 3a
gacoM OyJI0 CTBOPEHO JiiarpaMu MOC1JOBHOCTEN 110 BiJOOpaKaTUMYTh JIBA TUIIOBI
3pasku KopucTyBaHHs rporo «\War of Technique».

Jiarpama mnociaigoBHocti (Sequence diagram) - me Buag UML giarpam, 1o
Bi3yajli3y€e B3a€MOJII0 MK O0'€KTaMH CHUCTEMH B YacOBOMY IMOpPSAKY. BoHa dYiTko
MOKa3ye, 5Kl 00'eKTH OepyTh y4acTh y B3a€MO/I1i, sIK1 TOB1IOMJICHHSI BOHM HaJICUJIAIOTh
OJIMH OJTHOMY Ta B SIKI¥ IMOCIIITIOBHOCTI Ii¢ BiAOyBaeThes [4].

JliarpaMy  TIOCITITOBHOCTEH JOMOBHATH JliarpaMu  TMPEIEJACHTIB, HaJIal0un
JETAIbHUNA OMHC JIOTIKM CIeHapiiB BUKopucTaHHs. L{i nmiarpamu cTraHyTh LIHHHM
IHCTpYMEHTOM 11 JOKYMEHTYBaHHS IIPOCKTY, OCOOJIMBO B YaCTHHI CIICHApIiiB
BukopuctanHsi. Ha Hux OyayTh mnpeacraBiieHi 00'€KTH, sSKI B3a€MOIIIOTH B paMKax
KOHKPETHOTO CII€Hapilo, MOBIIOMIIEHHS, IO HAJCUIAIOTHCS MK HUMH, Ta PE3YJIbTaTH,
[I0B'13aH1 3 IUMH OBIJOMJIEHHSIMU.

PosristHemo /1Ba TUIIOB1 BUIAJIKK KOPUCTYBAHHS TPOIO:

1. Artaka BOpPOXOi TEXHIKH:

— TpaBelb AaKTUBYE TEBHI OJMHUII TEXHIKM BHIUISIOUH iX IIOJIEM IO
CTBOPIOETHCS Ta KepyeThCs HaTUCHYBIIM JIKM Ta mepeTsarHyBIM MUIIKY,
IICJISI YOTO BOHU CTAIOTh MPUAATHUMH JIJIS iX MOJANBINOT eKCIUTyaTallii;

— KOpHUCTyBa4 oOMpae BOPOXKY IiIh JJIs aTaku HaTUCHYBIIHM Ha Hel [TKM,
MiCJIsT YOT0 y AaKTHUBHOI TEXHIKM 3allyCKAa€ThCA TPOIEC 3HUIICHHS
BOPOKOTO TPAHCIIOPTY;

— SKMIO BIICTaHb MK aTaKyIOUUM Ta KEPTBOIO HEJOCTATHS JJIs 3AIMCHEHHS
CTpUTHOHM, OAMHUIII TEXHIKH T'PABI MOYHYTh HAOIIKATUCA JO BOPOKHUX
JIOKW TUCTAHIIISA HE Oy/ie 3aJ0BLIBLHOIO;

— KOJM BIACTaHb € JOCTaTHHOIO AaKTUBHI OAWHHUII  TPAaHCHOPTY
PO3MOYMHAIOTH CTPUIBOY MO BOPOKUX LUIAX 1 3IHCHIOBATUMYThH 1€ JTOKH

3HA4YEHHS iX 3/I0pOB’sl HY OyJie JOPIBHIOBATH HYIIIO.
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2. PosmimieHHs apceHany:

— TIpaBelb HAaTUCKAae Ha 1Tad, 00 BIIKPUTU OMILii BIMCHKOBOI 0a3u 110
noOy/10BaHa HABKOJIO JaHOTO MTady Ta 00upae PyHKIIiI0 Oy1IBHUIITBA;

— 3 SBJISETHCS MEHIO BUOOpY CHOPY/, BIAOOPaXKAETbCS TEPUTOPIS y Mexkax
SIKOT MOKHA PO3MIIITYBaTH OYJIIBII, IMICJISI YOTO TpaBellb 00upae OakaHUit
BUJ] CLIOPY/IH, Y TaHOMY BUIAJKy — apCeHa;

— Ttoal, OyAiBis Oyne CIIIKYBAaTH 3a MOJOKEHHAM MUII KOPUCTyBauya st
noiuryky BurigHoro micus. KopuctyBau MaTtume 3MOry KpyTUTH OyAiBIIIO
HATHUCKAaro4u Kiasimi “Z” ta “X”;

— kopuctyBad Hatuckae Ha JIKM Ha mo3BosieHOMY JiJisi OyMiBHUIITBA MICIII,
BUIBHOMY BiJl 1HIIMX 00’ €KTIB MicCJsl 4Oro OyAiBiIs pO3MILLYETHCS Y I
TOUIIl Ta IEPECTAE CIIAKYBATH 32 MUILICIO TPABIIS;

— KOJIM apCeHall BCTAHOBJICHUH, uUepe3 IMEBHI NMPOMIXKKM Yacy BiH OyJe
CTBOpPIOBATH O11s ce0e HOB1 OJMHUII TEXHIKH, MPUJIATHI JIJIs eKCILTyaTaIlii
KOPHCTYBaueM;

— TIpaBelb aKTUBYE HOBUHM TPAHCTIOPT JJIsl MOAAJIBIIOTO KOPUCTYBAHHS.

PosrnsiHemMo giarpamy MOCHiAOBHOCTEH MEPIIOro BapiaHTy KOPHUCTYBAHHS TPOIO

110 300pa’keHa Ha HACTYITHOMY PHUCYHKY.
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Tenep mpoBeneMo oOrIsLA JiarpaMu IOCTIAOBHOCTEH, KOoTpa 300pakeHa Ha

pUCYHKY 2.3, 110 BimoOpakae MOBEIIHKY TPH Y APYroMYy BUIIAJIKy KOPUCTYBaHHS HEIO.
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Pucynok 2.3 — Jliarpama mociaiioBHOCTEN APYyroro BUMAAKY

2.4 BusHadyeHHs KJIaciB CUCTEMU

[Ticns 3aBepuieHHS MOMEPEIHBOTO aHANI3y CHUCTEeMH Ta imeHTudikamii Bcix
MOTPIOHUX KIJACIB 1 CYTHOCTEH, SKi HEOOXiTHI NIl TOBHOIIIHHOI pOOOTH NTOAATKY,
MO>KHA MIPUCTYITUTH JI0 PO3POOKHU apXiTEKTYpH CUCTEMHU.

Bbyno ctBopeHo miarpamMu KiaciB NI Bi3yaJIbHOTO MPEICTABICHHS CTPYKTYpH
CUCTEMH 3a JOIOMOrOI0 300paXeHHS KJaciB, iX BIIACTHBOCTEH, METOIIB Ta
B3a€MO3B'A3KiB Mi>k HUMH [5].

JliarpamMu  KJlaciB € BaXJIMBUM 1HCTPYMEHTOM Yy TIPOIECI MPOEKTYBaHHS
MPOTPaMHOTO 3a0e3MEeUCHHS, CTBOPEHHS SKUX 3a0€3Medmiio JOCATHEHHS HACTYITHUX

LJIEN:
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— BI3yanmi3alis CTPYKTypH - JiarpamMu KJIaciB HaJajlud YiTKE Ta Bi3yalibHE
MOJIaHHS CTPYKTYpPH CUCTEMU;

— aHaJli3 B3a€MO3B'SI3KIB - JlarpaMM KJIaciB BKa3alu Ha 3B'SI3KU MK KjlacaMu,
10 J03BOJWJIO PO3YMITH, SIK JaHl Ta (DYHKI[IOHAT CUCTEMHU B3a€EMOJIIIOTH Ta
IHTErpyIOThCA MK CO0010;

— IUIaHYBaHHS pPO3pOOKM - 32 JOMOMOIOI0 JliarpaM KiaciB OyJlo CTBOPEHO
KOHKPETHUH TIUIaH pO3pOOKM, BH3HAYAIOUW, SKI KJIacH TOBUHHI OYyTH
peanizoBaHi Ta sIK BOHU OyJlyTh B3a€EMOJIISATH;

— aHaji3 Ta pedakTOpUHT - JlarpamMH KJIaciB CTaJld KOPUCHUM IHCTPYMEHTOM
JUTS aHaJi3y Ta MOJAAJBIIOTO BIOCKOHAICHHS KOIy. BOHM 103BOMMIM BUSIBUTH
MO>KJIIUBOCTI JJ1 pe(hakTOPUHTY Ta ONTUMI3allii CHCTEMH.

VY BUIIAAKy PO3pOOKH TpH 3a JONOMOrow irpoBoro jasuryna Unity nani xiacu
JOLLTHPHO HA3WBATH «CKPHUIITAMUY» - KOMIIOHEHTaMHU NIEBHUX 00’ €KTiB, IO peali3yloTh ix
MOBEIHKY Ta (PyHKITIOHAJL.

Ha onHoMy 00’e€kTi MOke OyTH JNEKUIbKa CKpUITIB. Tak, HANPHUKIAI, Y 00’ €KTa
110 BijoOpakae NeBHY 00MOBY OJIMHUITIO TPABIIS € TaKi KJIAcH:

— Shooting — ckpunT 1m0 peani3oBye CTPiAb0y TEXHIKHM Ta OMHCYE OOMOBI

XapaKTePUCTUKH TPAHCIIOPTY;

— HealthManager — ckpunT 110 MOPOBOAWTH MOHITOPHHI PIBHS 3J0POB’s
00’ €eKTY;

— Triggering — CKpuIT IO MepeBipsie Yu HE 3HAXOIUTHCSA Yy paidiyci cTpinpOu
BOPOJKa TEXHIKA;

— Moving — ckpunT IO BiAIOBiIae 3a OpraHi3alilo IMepecyBaHHS OIUHHII
TPAHCTIOPTY, PO3CTaBICHHS MPIOPUTETIB Y pyCl.

Ha pucynky 2.4 300paxena giarpaMa KjiaciB M0 pearizyioTh QyHKIIIOHA TpU HA

JTaHOMY eTari OeTa-Bepcii:
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BuildChooser

Message

CameraController

BuildPrefs

OptionsManager

+ buildicons: List<GameObject=

+ buildChooserMenu: GameObject
+ moneyPriceField: Text

+ ironPriceFleld: Text

+ woodsPriceFleld: Text

+ specPriceField: Text

+ current: int

+ isRefreshing: bool

+ headBuilding: Building

+message: GameObject
- text Text
- coroutine: Coroutine

+ Show(): void
- ShowMessage(). IEnumerator

- Update(): void

+ SetNext(): void

+ SetLast(): void

+ RefreshPrice(): void
+ ActivateMen(): void

+ moveSpeed: float
+ rotateSpeed: float
+ runSpeed: float

+ currentSpeed: float
+ gcrollSpeed: float

+ max\Values: Vectord
+ minValues: Vecior3

+typeName: String

+ clasic. GameOhbject
+ allow: GameObject
+ deny: GameObject
+ price. Reciept

+ head: GameObject
+ fieldPref. GameObject
+ dist: float

- Update(): void

Building

HealthManager

+ health: float

+ healthBar: Transform

+ destroyesPref. GameObject
- destroyed: GameObject

+ GetDamage(): void

¢

SelfDestroying

+ time: float

- selfDestroying(): IEnumerator

EnemyTriggering

- player: Shooting
+ suspects: Collider]]
+ victims: List<GameQbject=

- Update(): void

EnemyMoving

+ destination: Vectord
+isMoving: bool

+ allowDistance: float
+ home: Transform

+ maxBorders: Vectord
+minBorders: Vectord

- Update(): void
+ ForgerAll: void
+ CreateDest: Vectord

—

Shooting

+ ShootingProcess: Coroutine
+ SecShootingProcess: Coroutine
+ TowerLooking: Coroutine

+ follow: Coroutine

+ victim: GameObject

+ secVictim: GameObject

+ bullet: GameObject

+ shootingDiapazone: float

+ shootingDistance: float

+ bulletSpeed: float

+ shootingDamage: float

+ towerRotateSpeed: float

+ tower: GameObject

+ fieldPref. GameObject

+ fieldWidth: float

+ rotateSpeed: float

- curRotation: Quaternion

+ buildPrefs: List<BuildPrefs=
- fields: List=GameObject=

+ allLayers: LayerMask

+ ground: LaterMask

+ placingBuilding: GameObject
+ ownBuildings: List=GameCbject>
+ buildChooser: BuildChooser
- isAllow: bool

| -isCreating: bool

- Update(): void

+ StartBuilding(): void

+ StopBuilding(): void

+ isEnoughGoods(). bool

?

+ OnBuild(): void
+ OnMiddle(): void
+ OnLast(): void

MenuQn

+ allLayers: LayerMask
+ currentMenu: GameObject

—| + currentBuilding: GameOhbject

+ headMenuPref. GameObject
+ buildChooserMenu: GameObject

- Update(): void

Spawner

+ StartDestroying(): void

- Destroying(): IEnumerator

- Follow(): Elnumerator

- TowerLook(): EInumerator

- TowerStraight(): EInumerator

Y

Selecting

+ gelectFieldPref. GameObject
+layer: LayerMask

+ allLayers: LayerMask

+ selectField: GameObject

- firstHit: Vector3

+ crossPref. GameObject

+ crosses: List<GameObject=
+ players: List=<GameCbject=

- Update(): void
+ CastRay: RaycastHit

+ CollectBuildBox: List=GameObject=
+ CollectField: List<GameCbject>

+isThere(): bool

Moving

CrossManager

+ platform: GameObject

- place: Vector3

+ AllTech: List=GameObject=
+ ownTech: List<GameObject=
+rd: GameQbject

+ |d: GameObject

+ diapazone: float

+ count: float

+ spawnProcess: Corouting
+fogWar: csFog\War

- Update(): void

- Spawning(): IEnumerator

- MoveToPoint(): IEnumerator
- OpenDoors(). IEnumerator
+ SetFightable(): void

Wallet

+wallet. Reciept
+ moneyField: Text
+ ironField: Text
+woodsField: Text
+ specField: Text

+ AddGoods: void
+isEnough: bool

+ LoseGoods: void

+ RefreshAllData: void

Sizing

+ size: Vector3

Reciept

+money: float
+iron: float
+woods: float
+ spec. float

Production

+ profit: Reciept
+ diapazone: float
- wallet: Wallet

- Product(): IEnumerator

MenuManager

BulletManager

+ destinations: List<Vectoras
+ isMaoving: bool

+ riders: List<GamaObjects
+ rotateSpeed: float

Triggering

+menu: GameQbject
+ hints: GameObject
+ hintsButton: GameObject
+ news: GameOhject

+ ShootBullet(): void
- TripOfBullet(): IEnumerator

- Update(): void
+ ForgetAll: void

- Update(): void
+ DeleteRider(): void

+ player: Shooting
+ suspects: Collider]]
+victims: List=GameCbject=

- Update(): void

- Update(): void

+ ExitGame(): void
+ ShowHints(): void
+ HideHints{): void
+ HideNews(): void

Pucynok 2.4 — Jliarpama kiacis

3a1MCHUMO AETAJIbLHUN OIJIS[ HAWCKIAOHIIMIMX Ta HAaMMACHBHIIIMX KJAaciB, IO

Bi1OOpakeH1 Ha JJaHii Jiarpami Ta 311MCHUMO OMUC KOKHOTO 13 HUX:

1. Selecting -

KJIaC, KOTpUH

3IIUCHIOE

eKCILTyaTallito

TPaHCIIOPTY

KOPUCTYBaueM, peaii3oBy€ aKTUBAI[IIO TPAHCIOPTY, Ja€ WOMY KOMaHAW s
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pyXy, aTaku, TOLIO:

Selecting

+ selectFieldPref. GameObject
+ layer: LayerMask

+ allLayers: LayerMask

+ selectField: GameObject

- firstHit: Viector3

+ crossPref. GameObject

+ crosses: List=GameOhbject=
+ players: List=GameObject=

- Update(): void

+ CastRay: RaycastHit

+ CollectBuildBox: List=GameObject=
+ CollectField: List=GameObject=

Pucynok 2.5 — Kitac Selecting

— selectFieldPref — mnpedad momns, KOTpUM 3IIHCHIOETHCS AaKTHBAIIis
(BUAUICHHS ) OJIMHUIIH TPAHCIIOPTY;

— layer — 3HaueHHs MacoK mIapiB, B3aEMOJIIS 3 SKMMH BiJICITIIKOBYETHCS,

— allLayers — 3HaueHHs MacoOK BCIX IIapiB;

— selectField — moste 11 BUaLIeHHS cTBOpEHE 3 mpedady;

—  firstHit — xopauHATH TOYKH 3 SIKOT KOPUCTYBAU PO3MIOYAB CTBOPCHHS OIS
JUISL BUIUICHHS

— crossPref — mpeda® xpecra mo po3TamyeTbcs y TOYIl 10 KOTPOIi
KOPHUCTYBay HaKa3aB PyXaTUCS TEXHIIIl;

— Cr0SSes — CIHCOK XPECTiB, 110 € 3apa3 PO3TAIlOBAHUMHU Ha CIIEHI;

— players — cnucok TpaHCHIOPTY, Ha JaHW MOMEHT € O0OpaHi (aKTUBOBaHI)
Ta TOTOBI JIO0 €KCILTYyaTallii;

— Update() — merom, moO BHUKOHYETHCS KOXEH (peiiM Ta BiICIIiTKOBYE
B3a€MO/II}0 KOPUCTYBaYa i3 TPAHCTIOPTOM

— CastRay() — cratuuHHi METOJ, 1O 3IIMCHIOE 3aIyCK MPOMEHIO Y TOUKY,
Ha KOTPY y JaHUW MOMEHT BKa3ye Kypcop Mwuiii, Ta 36ip iHdopmariii mpo
HET;

— CollectBuildBox() — 3milicHoe TOmyK O0’€KTIB BCEpeaHMHI OYIIiBII

BHUKOPHCTOBYIOUH KJ1ac Sizing, mio € KOMIIOHEHTOM OyIiBIi;
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— CollectField() — s3nificHioe moOIIYyK 00’€KTIB BCEPEAMHI OIS IS
BUJIUICHHS.
2. Shooting — xmac mo peani3oBye BeaeHHS OO KOXHOI OJUHUIICIO

TPAHCIIOPTY, JA€ MOXKIIUBICTh 3MIHUTU HOT0 OOHOBI BIACTUBOCTI: IIBUIKICTh

MOJIBOTY KYJI1, IIIKOJa Ta MIBUIKICTh CTPUILOU:

Shooting

+ ShootingProcess: Coroutine
+ SecShootingProcess: Coroutine
+ TowerLooking: Coroutine

+ follow: Coroutine

+ victim: GameObject

+ secVictim: GameObject

+ bullet: GameObject

+ shootingDiapazone: float

+ shootingDistance: float

+ bulletSpeed: float

+ shootingDamage: float

+ towerRotateSpeed: float

+ tower. GameObject

+ StartDestroying(); void

- Destroying(): IEnumerator

- Follow(): Elnumerator

- TowerLook(): Elnumerator

- TowerSiraight{): Elnumerator
+ isThere(): bool

Pucynok 2.5 — Kitac Building

— ShootingProcess — akThBHAa KypOTHHA IO 3IIMCHIOE MPOIECC BEACHHS
0010;

— SecShootingProcess — akThBHa KypOTHHA IO 3IIHCHIOE APYTrOPSIHUI
npolec BeJIeHHS 0010;

— TowerLooking — akTuBHa KypOTHHA IO 3IIMCHIOE TIPOIEC CIiIKyBaHHS
JyJia OJIMHULI TPAHCTIOPTY 32 BOPOKHUM 00’ €KTOM;

— follow — akTuBHa KypOoTHHA 110 3AIMCHIOE MPOIIEC PYXY 32 BOPOTOM;

— Victim — ocHOBHA BOpOXa I[LJIb KOTPY HEOOXITHO 3HHUIIHUTH;

— secVictim - apyropsiiHa BOpokKa IiJIb KOTPY HEOOX1THO 3HUIIIUTH;

— Dbullet — mpedab kymi faHOTO THITY TPAHCIIOPTY;

— shootingDiapazone — 3Ha4YeHHS BiJICTaHI Ha KOTPi JaHUH THUI TPAHCIIOPTY

MOJKe BecTH Oiif;
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bulletSpeed — 3HaveHHs MWBUIKOCTI TOTBOTY KYJIi;

shootingDamage — 3Ha4YeHHs K0!, KOTPY JaHUH THIT TPAHCTIOPTY MOXKE
HAHECTH BOPOT'OBI;

towerRotateSpeed — 3HaYeHHS MIBUIKOCTI 00EPTaHHS BEXKI 13 TyJIOM;
tower — Bexa 13 J1yJIoM KOTpa CIIJIKY€ 32 BOPOTOM;

StartDestroying() — gyHKIis 110 3amyckae mporec 3HUIICHHS BOPOTa;
Destroying() — kypoTuHa, 110 3/1HCHIOE MTPOLIEC 3HUIIICHHS BOPOTa;
Follow() — kypoTuHa, 1110 3/11HCHIOE TTPOIIEC TIEPECIiIyBaHHS BOPOra;
TowerLook() — kypoTuHa 110 3AIHCHIOE TPOIEC CIIIKYBaHHS Jyja 3a
BOPOXHUM 00’ €KTOM;

TowerStraight() — kypoTuHa, 1110 37IHCHIOE TIPOIEC MOBEPHEHHS ayia y
MOYaTKOBUH CTaH;

iIsThere() — dyHkIis 1m0 MmepeBipsie Yu JaHa OJMHHUIT TPAHCIIOPTY BXKE

AOCATHYJIa BKAa3aHOT'O MiCIl}I MMPU3HAYCHHA.

Building — kmac 1o peainizoBye OyayBaHHS HOBHX CIIOPY/ IS PO3IIHPEHHS

BIIChKOBOi 0asW, BIIKpUBAE pPeXUM OyTyBaHHS, BIAMOBIAAE 3a CIUCAHHS

KOIITIB 3a Oy IiBIi:

Building

+ fieldPref. GameQOhbject

+ fieldWidth: float

+ rotateSpeed: float

- curRotation: Quaternion

+ buildPrefs: List=BuildPrefs=
- fields: List=GameObject=

+ allLayers: LayerMask

+ ground: LaterMask

+ placingBuilding: GameObject
+ pwnBuildings: List=GameQObject=
+ buildChooser. BuildChooser
- isAllow: bool

- isCreating: bool

- Update(): void

+ StartBuilding(): void

+ StopBuilding(): void

+ isEnoughGoods(): bool

Pucynoxk 2.6 — Kitac Building

fieldPref — npedad monst mist po3mitneHHs (MOJIsT HABKOJIO yCiX OYIiBENb
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0asn);

fieldWidth — 3Hauenns po3mipy noseii 1Jist pO3MIIICHHS;

rotateSpeed — 3Ha4eHHS MBUIAKOCTI 0OEPTAaHHS MAKETIB OY/IIBEIb;
curRotation — ocranHe 3adikcoBaHe 3HAUCHHS O0CPTAHHS MAKETY;
buildPrefs — criucok npegabiB OyaiBenb Ta iX MaKeTiB,

fields — criricok moutiB ISt pO3MIIIICHHS, KOTP1 BXKE € Ha CIICHI;

allLayers — 3HaueHHs yciX MacoK IIapis;

ground — 3HaUEHHSI MAaCKH IIapy 3eMJTi, Ha KOTPil OyaAyrOTh OyIiBIi;
placingBuilding — maket, KoTpuii Ha JaHUH MOMEHT PO3MIIIY€ETHCS 1 € Ha
CIICHI;

ownBuildings — criircok ycix OyaiBeNb 110 € YaCTUHOIO JaHOT BIHCHKOBOT
0asu;

buildChooser — kommnonent, mo € xiacom BuildChooser, xorpwuii
BIJINOB1/1a€ 32 BUOIp TUITY OY/IIBII 110 OyJ1€ pO3TAIIOBYBATHCS;

ISAllow — 3HauYeHHS 1110 BigoOpakae 4u MOXe OyIiBJIS pO3TAIlyBaTUCS Ha
MICII1 MaKeTy;

isCreating — 3HaueHHs M0 BimoOpaXka€, 4Yd BIAOYBAETHCS IIPOIIEC
po3TairyBaHHs Oy/IiBJIi HA TaHUH MOMEHT;

Update() — BmamToBaHuMii METOA, IO BHKOHYETHCS KOKEH (DperM.
BigcninkoBye mii kopucTyBaya.

StartBuilding() — MeTon, mo akKTUBYe peXUM OYIIBHHUIITBA: PO3TAIIOBYE
Ha CICHI IO JUIS PO3MIIICHHS, aKTUBYe IiHTepdelc mis BHOOPY
Oy/iBEIIb.

StopBuilding() — metox, koTpuii 3akprBae peKUM OyTIBHHUIITBA,;
iISEnoughGoods() — mero, mo mepeBipsie Yu JTOCTATHBO MaTepiaiB s

pO3MiIeHHs OYy/TiBIIi JAHOTO THITY.

Spawner — kmac MmO 3IIACHIOE CTBOPCHHS HOBHUX OJWHUIG TPAHCIIOPTY

apceHanamu, 3a0e3nedye ix OO0€3MaTHICTh, N0JA€ iX JI0 CMHUCKY 00’ €KTIB 11O

MOXYTbh PO3CIIOBaTH TyMaH.
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Spawner

+ platform: GameObject

- place: Vector3

+ AllTech: List=GameObject=
+ pwnTech: List=GameOhbject=
+rd: GameObject

+ |d: GameObject

+ diapazone: float

+ count: float

+ spawnProcess: Coroutine

+ fogWar. csFogWar

- Update(): void

- Spawning(): IEnumerator

- MoveToFoint(): IEnumerator
- OpenDoors(): IEnumerator
+ SetFightable(): void

Pucynok 2.7 — Knac Spawner

platform — mnatdopma mnepen apceHaqoM, Ha KOTPY BHDKIKaTHME
TEXHIKA;

place — BumagkoBe wMicie a8 BHI3AY 13 apceHaldy 3HalaeHe Ha
maThopmi;

AllTech — cincok nipedabiB yciel TEXHIKHU 110 MOKE BUIXaTH i3 apceHay;,
ownTech — criucok TeXHiKM KOTpa yXKe BHixasia i3 apceHany;

rd — mpaBa yacTHHa BOPIT apceHay;

Id — miBa yacTHHA BOPIT apceHany;

diapazone — mepiog uepe3 sAKHII MOYE CTBOPHTHCS Ta BHIXaTH HOBa
OJIMHUIIS TPAHCTIOPTY;

count — 3HaYeHHS KUIBKOCTI OJWHHUIIb TPAHCIOPTY 13 apceHaiy, IO
OJTHOYACHO MOXKYTh OYyTH Ha CIICHI;

SpawnProcess — 3HaYeHHS AaKTHBHOIO KYPOTHHH TIPOIECY CTBOPCHHS
TPaHCIIOPTY;

fogWar — Tyman BiiiHu;

Update() - BrmamroBaHuid MeTOA, IO BHUKOHYETHCS KOXeH (peiim.
BincnigkoBye KiTbKICTh TPAHCIIOPTY 13 JAHOTO amOapy 110 € Ha CIIeHi,
Spawning() — KkypoTHHa 1110 Peali30BY€ MPOLIEC CTBOPEHHS TEXHIKH;
MoveToPoint() — kypoTuHa, MO0 3AIMCHIOE NPOLEC BHUI3AY OJUHHUII

TPAHCIOPTY 13 apceHaly;
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— OpenDoors() — KypoTHHA, IO 3AIMCHIOE TPOILEC BIAKPUBAHHS IBEpel
apceHaiy,

— SetFightable() — ¢yskmiga, mo BMuKae, ab0 BHMHKAE€ 3HAYCHHS

00€31aTHOCTI OJWHUII TPAHCHOPTY. YCs TEXHIKa TNOBUHHA OyTH

He00€3/1aTHOIO, TOTIOKHU TTOBHICTIO HE BUIJE 13 apCeHAIY.

3MIHCHUMO KOPOTKMM ONHC pemTH KiIaciB, KOTPl TaKOX € HEB1I €MHOIO

YaCTUHOIO peanizallii QyHKI[IoHaTy TPH:

1.

BuildChooser — xiac, koTpuii Hajae MOXKIMBICTb OOMpaHHS THITY CIIOPYIH,
KOTpY KOpHUCTyBad Oaka€ pPO3MICTMTH Ha cleHl. JlaHuil kmac peasnizoBye
iHTepdeiic Mo 3’ ABASETHCS y pekuMi OyAyBaHHs Ta BigoOpaxkae 1iHy OyAiBil
o0paHoro THILy.

HealthManager — kiac, 1o 31idCHIOE MaHIMYJISIIT HAJl 3HAYCHHSIM 370POB’ s
neBHOro o0’exty. Kpim TOro BiH peanizoBy€ YHIKaJIbHY MOBEAIHKY AYSIKUX
00’ €KTiB, KOJIM 3HAYEHHS X 37J0pPOB’Sl OMMYCKAETHCS 10 HYJIA.

SelfDesroying — kmac, 1m0 € KOMIIOHEHTOM 3pyHHOBaHHX 00’€KTiB Ta
BIJINTOB1/Ia€ 3a 1X 3HUKHEHHS 13 CIICHH, Yepe3 NIEBHI MPOMDKKH Yacy.
EnemyTriggering — kiac. mo peasizoBye (GpyHKI[IOHAT BOPOKOTO TPAHCIIOPTY.
BiamoBizae 3a aBTOMaTHYHUN TOMIYK OO0’€KTIB T'paBlsd y MEBHOMY pajiyci
HABKOJIO ce0e Ta BiIaae KOMaHIX LIOAO0 X 3HUIIEHHS.

EnemyMoving — kiac, 1o peaiizoBye MepecyBaHHsS BOPOYKOTO TPAHCIIOPTY.
[lykae nmsg HUX MEBHI TOYKM HA Malli, KOTPiI 3HAXOIATHhCS HEIAJICKO Bij
apCeHAILy KOTPHM iX BUIIYCTUB.

BulletManager — xiac, 1o € KOMIIOHEHTOM KYJIi, KOTpa CTBOPIOETHCS KIIACOM
Shooting npu 3xaiiicHeHHI mocTpiny. BimmoBigae 3a A0CTaBKY KyJIi 10 TOYKH
NpU3HAYEHHS Ta HAaJaHHS KOMaHIU PO 3MEHILEHHS OJIMHUIb 370POB 4.
Moving — kiac, 110 KOHTPOJIIOE PYX OJUHUIL TPAHCIOPTY TpaBisd. 30upae
3HAYEHHS YCIX KOOPJWHAT JO0 KOTPUX MOBUHHA JICTATHCH OJUHUIIS TEXHIKH,
Ta HaJla€ KOMaH/IU MIOAO PyXy 10 HHX.

CrossManager — kmac 1mo peanizoBye (GyHKIIOHAT XpecTa Mo BimoOpaxae

TOYKY NPHU3HAYCHHS JJIsI TEXHIKW. 3AIMCHIOE MOHITOPUHI 00’ €KTIB, IO
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pyXarThcsl 10 HbOTO, BUJAJISE XPECT, Y BUIMAJKY iX BIICYTHOCTI. 3IIHCHIOE
aHIMaIil0 00epTaHHs XpecTa.

Triggering - kiac. Mo peanxi3oBye aBTOMATUYHHI MOIIYK BOPOKUX 00’ €KTIB
HABKOJIO OJWHMIIL TPAHCIIOPTY TPaBIls y TEBHOMY pajaiyci HaBKOJO HHX Ta
BiJiJIa€ KOMaH/IM MO0 iX 3HUIICHHS.

MenuManager — kmac, u peanizoBye ¢yHKIIOHAN 1HTepdeiicy Tpu.
BinnmoBinae 3a BuXiJ 13 TpH, KOPUCTYBAHHS IMiJKa3KaMH, BIAOOpakKeHHS
1HOopMaIlili PO OHOBJIEHHS I'PU MPU BXO/I1.

Production — xjac 1mo € KOMIIOHEHTOM BHJIOOYBHHX TOYOK, KOTpI
MOTIOBHIOIOTH 0ajaHC pecypciB TpaBisl Ha TMEBHY KUIBKICTh, 3a TEBHUMA
nepioJ.

Reciept — kmac, mo BimoOpakae HaOlp 3HAYCHb KOXKHOTO THIy PECYpPCiB.
3a3Buuall BUKOPHCTOBYETHCSA JUIsI BiOOpakeHHsS OalaHCy KOpPUCTyBada Ta
puOYTKY BiJ IEBHOI BUOOYBHOT TOUKH.

Sizing — kmac, mo BigOOpaXka€ PO3MIp MEBHOrO 00’€KTa IO BCIX TPHOX
KoopJuHaTaX. BUKOpUCTOBY€ETHCS ISl pO3paxyHKy pO3MipHOCTI OyiBeb Ta,
KOHTPOJILOBAHOTO 32 pO3MipaMHu, MOIIYKY 00’ €KTiB BCEpEIMHI HUX.

Wallet — xmac, mo peani3oBye «ramaHelb» KOPHCTyBada. BiamoBimae 3a
BIIOOpaKEHHS KUTBKOCTI KOKHOTO THITY pEeCypciB TpaBls Ta 3MIHH iX
KUTBKOCTI.

MenuOn — xjac, 110 BIANOBIZAE 3a BIIKPHUTTS OIIiN BIMCHKOBOI 0a3u mpu
HATHUCKaHHI Ha mTad Ta BimoOpakeHHs iHTepdeiicy Hax HUM.

OptionsManager — kiac, mo peaiizoBye (yHKITIOHAT OMIIii BiliCEKOBOi 0a3H.
Ha nanuii MOMEHT JOCTYITHOIO € JIMIIE OMIIisi OyIIBHUIITBA, a B MOAAIBIIOMY
TUTAHYETHCS CTBOPEHHS QYHKITIH MOKPAIEHHS TPAHCIIOPTY, 3aIyCKy paaapis i
/.

BuildPrefs — kmac, mo sBise coOorwo HaOip Mozenei OymiBii, IO Mae
PO3TAIIOBYBATHCS, & CAME:

— KJacM4YHa MOJIeNIb — MOJeNdb OY/iBIi, M0 B KIHIIEBOMY pPE3yJbTaTl

PO3MICTUTBCS Ha CIICHI,
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— MpO30pUN MAaKET — MAaKeT, 110 CIIIKY€E 3a MULIECIO rpaBlUs NpU OOMpPaHHI
MICIIsI, SIKIIO OT0 MOTOYHE MOJIOKEHHS 33/I0BLIBHE;
— UYEpPBOHHUM MaKeT — MAaKET, IO CIIJIKYE 32 MUIICIO TpaBls IpU OOMpaHHI
MICIIsI, SIKIIIO OT0 MOTOYHE MOJIOKCHHS HE3aI0BLIbHE;
30epirae 3Ha4€HHS LIHU PO3TAUIyBaHHS JAHOTO TUITY OyI1BIIL.
18. CameraController — xiac, koTpuii 341HCHIOE pyX OCHOBHOI KaMepH TPpaBcs 110
KapTi, il o0epTaHHs, MacIlITadOyBaHHs, TPUCKOPEHHS 1 T/I.
19. Message — kiac, 110 BiJNIOBiJIa€ 3a B1IOOpa)K€HHS IMOBIIOMJIEHb Ha €KpaHi.
BukopucToByeThcs s MOBIIOMJIGHP TpPU HECTadl KOIITIB, YW HEBAAIO

niA10paHOMYy MICITI JIsl pO3TalllyBaHHS OyiBIIi.
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3 PO3POBKA TA TECTYBAHH I'P1

3.1 Obpana MeTOAOJIOTISL PO3POOKU

Mertopoorieto po3poOKu JaHoi Ipu Oyiio oopaHo SCrum.

Scrum — me rHy4Yka METOAOJOTIA PO3pOOKH, KU BUKOPUCTOBYETHCS IS
YIPaBIiHHS MPOEKTaMH, OCOOJMBO B CEPENOBHUINAX, IO MMOTPEOYIOTH IIBHAKOI
ajanTarlii 10 3MiH. Scrum OpraHi3oBy€ BUKOHAaHHS pOOOTH y KOPOTKI, (DIKCOBaH1 IUKIIHU,
3BaHI COPHUHTAMHU, SKi 3a3BUYall TPUBAIOTH BiJl OJTHOTO JIO YOTUPHOX THXXHIB. OCHOBHI
OPUHLMIIK  Scrum TOJSAraloTh Yy TOCTIMHOMY BIOCKOHAJIEHHI, TICHIM cmiBOparii,
IIIBHIKOMY 3BOPOTHOMY 3B'SI3KY 1 aJaNiTUBHOMY ILJIaHyBaHH1 [7].

Merononoris Scrum miagxXoauTh st po3poOku rpu Ha Unity coso po3poOHUKOM
3aBJISIKA TaKUM HOTO (paKkTOopam:

a) ['HyukicTh 1 aJanTUBHICTH: Scrum JI03BOJISIE€ IIBUJKO aAalTyBaTHCS 10 3MiH
BUMOT 200 MPIOPUTETIB, 110 MOXYTh BUSABUTHUCH ITiJI Yac MPOIECY PO3POOKH, IO TyKe
BaXJIMBO JIJIS1 PO3POOKH TpH, € BUMOTH MOXKYTh 3MIHIOBATHUCS Ha OCHOBI HOBHUX 171eH;

0) MotuBaris 1 ¢pokyc: Po6oTa y KOPOTKHX CIPUHTAX JOMOMarae miaTpUMyBaTH
BHCOKY MOTHBAIIl0O 1 30CEPE/DKEHICTh Ha KOHKPETHHX 3aBAaHHAX. Hamaerscs
MOXJIMBICTh OauUTH PE3yJIbTaTH CBOEI poOOTH uUepe3 KOPOTKI MPOMDKKH dYacy, M0
HIATPUMYE BITIYTTS IPOTPeECy;

B) [lnamyBamHs 1 opranizamis: Scrum gomomarae CTPyKTypyBaTh poOOTy i
CTaBUTHU YITKI I HA KOXKEH crnpuHT. Lle 0coOIMBO KOPUCHO NSl COJIO PO3POOHUKA,
OCKUTBKU JOTIOMAara€ YHUKHYTH BIAUYTTS IEPEBAHTAXKEHOCTI 1 Xa0Cy;

r) CamoaHamni3 1 BIOCKOHAJCHHS: PerynspHi peTpOCHEeKTHBU 103BOJISIOTH
OIIIHUTH CBOIO POOOTYy 1 3HAWTH cmocoOW TmoKpameHHs mnporecy. lLle crpuse
MOCTIHHOMY BJIOCKOHAJICHHIO HABHYOK 1 ITPOIIECIB;

n) [pioputusamis 3aBnanbk: B posi BlacHWKa MPOAYKTY MOKHA BHU3HAYATH, SIKI
3aBJaHHA € HaWBaxJuBIMMHU 1 ¢okycyBatucs Ha HuUX. lle gomomarae edeKTUBHO
BUKOPHCTOBYBATH 4ac 1 peCypcHu;

e) 3BopoTHUM 3B's30K: OTrsd CIOPUHTIB JO3BOJSIOTH OTPUMATH 3BOPOTHUM
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3B'SI30K B1J MOTEHLIMHUX KOPHUCTYBayiB a00 TECTYBAJbHHMKIB Ha pPaHHIX €Tamax, LIO0
JoTioMara€e BUSIBUTH MPOOJIEMHU Ta MOKPALIUTU TPy N0 1i BUITYCKY.

Scrum nigxoauTs 11t po3poOku rpu Ha Unity coio po3poOHUKOM 3aBISKH CBOiN
THYYKOCTI, YITKIA  CTPYKTYypl, MOKJIMBOCTI  CaMOaHajidy Ta MOCTIHHOMY
BIOCKOHaJIeHHI0. Lleit ¢dpeliMBopk pgomomarae e(peKTUBHO OpraHizyBaTH poOoOTYy,
MIATPUMYBATH BHUCOKY MOTHBAIlI0 1 aJanTyBaTUCS JO 3MiH, II0 € KIIOYOBUMU

(akTopamMu ycHimHoi po3poOKH irop.

3.2 [IpoBeneHHS CIPUHTIB

Ockilbk  00paHOI0 METOAOJOTiEl0 € SCrum, TO Tpolec pPo3poOKu Tpu
3MIMCHIOBABCSI CIPUHTAMH, 13 TOCTaBJIEHUMH IUISIMU, IO HEOOXIHO BHUKOHATH 3a
BU3HAUCHUN TIepioJ dYacy, IIJABEACHHSIM IIJACYMKIB Yy KIHIII Ta TECTYBaHHSIM
PO3POOJIEHOTO KOMITOHEHTY.

Jlani Oyne HaBeIEHO MPUKIAA OJHOTO CIPUHTA 3a METOJO0JIOTIEr0 SCrum, aie i3
BIJICYTHICTIO 3YyCTpiueli Ta OOIrOBOPEHb, OCKUIBKH PO3pOOKa 3IIMCHIOETHCS COJIO-
PO3pPOOHHUKOM.

CrnpuHT npu3HAYEHUN JJIs1 pO3pOOKHU pekUMY OYIIBHHUIITBA Ta HOTO peatizaltii:

TpuBamicTs: 2 THXHI.

[TlinroTroBka nm0 copuHTa: OYB TPOBEACHHWA aHANi3 CHCTEMH Ta IOTOYHOTO
mporpecy, Oyno BU3HAYE€HO NPIOpUTETHI (DYyHKIIT TpH, MO HAWOLIBIIE TOTPEOYIOTH
pPO3pOOKM Ha JaHW MOMEHT, CTBOPEHO CIPHCOK 3aBJIaHb 1110 HEOOXiTHO BUKOHATH 3a
MMOTOYHUW CIIPUHT, PO3PAaX0OBAHO YAC JJIsl MO0 BUKOHAHHS.

3aBaaHHA COPUHTA:

a) po3poOWTH MEHIO ISl YBIMKHEHHS PEXHMY OyMIBHUIITBA 3a0€3MEUNTH
HOro yBIMKHEHHS Ta CIIIKYBaHHS 33 BEPIIMHOIO MITa0y;
0) cTBOpUTH YC1 HEOOX1AH1 MAaKeTH Oy 1iBEIb MaKeTH Oy/1BENb, a CaMe:

— KiIacuyHa wmopenb: lLlg monenp sBias€ CcO00K TOTOBE Bi3yallbHE
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npeAcTaBiIeHHs OyaiBIIi, ke OyJie po3MillleHe Ha CIEHI;

— nmpo3opuil MakeT: Lleii MakeT NMHAMIYHO 3MIHIOETHCS, CIIAYIOUM 3a
KypCcOpOM TpaBIlf, SKIIO HOTO TIOTOYHE TIOJIOKCHHS BBAXKAETHCS
3aJJ0BUILHHM;

— yepBoHMM Maker: Llell MakeT TakoX JAMHAMIYHO 3MIHIOETHCH,
CHIIYIOYH 32 KypCOPOM TPaBIls, ajie BI3yalIbHO IMO3HAYAE MICLIS, SIK1 HE
BIJIMOBIIAIOTh TIEBHUM KpUTEPIsIM (HAMpPUKIAZ, HEIOCTymHI abo
HeOe3MneyHi);

B) pO3pOOMTH KJac, 110 BMIIIaTUME YC1 HEOOXiJHI MOeili, Ha3By Ta I[IHY
OyiBIi;

I') peanizyBaTu BiqoOpa)XeHHs MOJIIB JJIs PO3MIIICHHS! HAaBKOJIO OyaiBenb 0a3u
pH YBIMKHEHHI1 PE&XXUMY OyIIBHUITBA;

1) peanizyBaTu (YHKI[IFO 3MIHU MOJIEJeH BITHOCHO TOT'0, MOYKHa PO3MICTHUTH
OyJiBJIFO B JAaHOMY MICIIi, UM Hi;

e) 3a0e3meuyuTH BiOOpPaKEHHS TIOBIIOMIICHh Yy BHUIAIKY HEIOCTATHBOI
KUIBKOCTI MarepiajliB il OymiBHUITBA OymiBii, abo Hecraudi Micus s
noOy10BH;

€) CTBOPUTH MOXKJIUBICTh PO3MIIICHHS KIHIIEBO1 OyiBiIl Ta J0JaBaHHS il 70
PO TIISAYiB «TyMaHy BIHHHY,

’K) 3a0e3MeunTH CIHCaHHSA MaTepiaidiB 3a MMoOyaoBYy II€BHOI OymiBii
BIJIMTOB1JTHO JI0 ii BapTICTIO;

[lonenuunii aHai3: KOXKHOTO JHS 3M1MCHIOBABCS aHalli3 (DYHKIIH Ta YaCTHH KOy
mo Oyly peani3oBaHi, BUCTABISUIUCS MPIOPUTETHI IUTI Ta MPOBOAMINACS PO3PAXYHKHU
JUTSI BU3HAYEHHST TIPOTPeCy pO3pOOKHU 1100 BU3HAYUTH YCHINIHICTh CIIPUHTA HA JAHOMY
eTarti.

Ornsan pe3ynbTaTiB CIPUHTA TECTYBAHHS PO3POOICHOTO (PYHKITIOHAITY:

a) Oymo po3poOJieHO MEHIO I YBIMKHEHHS OYIIBHHUIITBA, HaMaJIbOBaHO

1KOHKY KHOIIKH /ISl HOTO YBIMKHEHHS,
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Pucynok 3.1 — MeHnto mtaly, iKOHKa JJIsl peKUMY OyAIBHUIITBA

0) Oysi0 CTBOPEHO MakeTH OyAiBeNb, AJIs MPHUKIaAy Ha HACTYIHUX PUCYHKAX
OyJe 300pakeHO MaKEeTH apCeHaiB:

— KJIACUYHUI MAKET:

Pucynok 3.2 — KitacuyHa MoJiefib apceHany

— MPO30PUN MAKET:

Pucynok 3.3 — [Ipo3opa Mojienb apceHany
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— YEpPBOHUM MAKET:

Pucynok 3.4 — UepBoHa MOJieNib apceHaNy

B) OyJI0 CTBOpPEHO KJjac, IO sIBJIsS€ o000 HalIp yciX HEOOXITHUX MOJeIeH

OyniBii, 11 HA3BU Ta IIHU:

typeName;
t clasic;
allow;
deny;
.GameObject

iept price; S L
Base class for all entities in Unity Scenes.

BuildPrefs typeName, Ga C ct allow, Ga

-typeName = typeName;
.clasic = clasic;
.allow = allow;

.deny = deny;

.price = price;

Pucynok 3.5 — Jlictunr knacy BuildPrefs

r) OyJmo peandi3oBaHO BiMOOpaKCHHS TIONIB IO IOMIYAarOTh MICHS JUIs

OyayBaHHS HOBUX CIIOPY/L:
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Pucynok 3.6 — BinoOpakeHHs 1oJtiB Jyisi Oy1IBHUIITBA

1) peanizoBaHa JUMHAMIYHA 3MiHA MOJENEH OYIiBIi, BIJHOCHO 13 J03BOJIOM

HOro pO3MIIICHHS y TAHOMY MICIIi:

Pucynok 3.7 — Mogenb apceHany y 3aJJOBUIBHOMY ISl PO3MIIIIEHHS MICITi

Pucynok 3.8 — Mogenp apceHany mpu HecTadi MicIisl i1l HOTO PO3MIIIICHHS

e) 3nificHeHe 3a0e3meueHHs] BIAOOpa)KEHHS MOBIIOMIICHb NPH BIAXHWICHHI Y



41

pO3MillleHH1 Oy T1BIi:

Pucynok 3.9 — IloBigomiieHHS TIpO HECTady MPOCTOPY ISl PO3MIIIIEHHs OY/iBIi

€) Oyn0 peanizoBaHO PO3MIIIEHHS KIHIIEBOi MOJel OyaiBil Y 3aJ0BUILHOMY

JUTA 1IHOT'O MICIII:

Pucynok 3.10 — Pe3ynbpTaT po3mimieHHs apceHany Ouis mraly

K) OyIo 3a0e3meueHo CiCcaHHs MaTepially 3TiIHO 13 MIHOK OymiBii
[Tinpenenns miacymkis: [lix yac po3poOku maHOro (GyHKIIOHATY OYJIO CTBOPEHO
MOJIEIi JUTsl PO3MIMIeHb YCixX THIiB OynaiBenb. OCHOBHI Mojeli Oyj0 3aBaHTaXEHO 13
Asset Store — odimiiiHoro caiity i3 3aroroBkamu ta 3D-mozensmu Bin Unity. [Ipo3opa
Ta YEpPBOHA MoOJeNi Oyiau CTBOpeHi y pemaktopi Unity, BCTaHOBHUBIIM IMPO30OPHHA Ta

MIPO30PO-UYEPBOHUI MaTepiaau sl MOJIEICH BiAMOBITHO.
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30BHIIHIA BUrs] OyAiBenb HE 3aBXAU BIANOBIIAE iX CYTHOCTI OCKUIBKH
KUIbKICTh O0€3KOIITOBHUX Mojelnei y Asset Store e myxe oOMexXeHOwo Ta BUOIp € qykKe
MaguM. Y TOJaJbIIOMY IUIAHYETHCS 3alydyuTUCs HiaTpuMKoro 3D-nuzaitHepiB s
CTBOpPEHHS OUIBbII BIATIOBIAHUX MOJEIIEN CIIOPYA Ta TPAHCIIOPTY.

[xoHKa /ISl KHONIKU pexuMy OyIIBHUIITBA Oyjla HamalbOBaHa BPYUYHY Y Mporpami
Adobe Illustrator y BexrtopHoMy QopmaTi [ Kpamoro BiIOOpaXKCHHS y Mallux
po3Mipax.

[Tonst nyis po3MillieHHsST BiOOPaKarOThCS HABKOJIO KOYKHOT OY/1BII1 IO HAJIEKHUTh
1o nieBHoi 0a3u. Ilpu TecTyBaHHI Oyl0 MOMIYEHO IO MPO30PICTh MOTIB HAKIATAETHCS
OJlHA HAa OJHY Ta BUIJSAAE OUTBII HACHYCHUMH y MICHSAX CTHKIB. Y TMOAAIBIIOMY
IUTAHYETHCS MTOKPAIICHHS MaTepialiiB Mo 1100 3armo0irTd TakoMy iX BiTOOPaKEHHIO.

3MIACHIOBAJIOCh TECTYBaHHA Yy BHIJISAI COpoO po3TamlyBaHHS OylliBesib B
HE3aJ0OBUIBHUX MICISIX Ta IpPH HECcTadl pPecypciB, PO3MIIMICHHS BEIMKOI KUIBKOCTI
OyniBeslb Ta 3J1MCHEHa TMepeBipKa MPOJYKTHBHOCTI Ta KUIBKOCTI OOYHCITIOBAIBHUX
pecypciB y TaKuX BUMAJIKAX.

3aBepIIeHHS pO3pOOKM yCiX TOCTAaBICHUX LIJEH CHpUHTA, TPOBEIEHHS
TECTYBaHHS Ta 3IMCHEHHS aHaJi3y CIPUHTA OyJIO 3M1MCHEHO BYACHO, BIAMOBITHO JO

BUJIJICHOTO Yacy.
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4 BE3IEKA XUTTEAISIIBHOCTI TA OCHOBU OXOPOHMU TIPALII

4.1 HapnzBuuaiiHi cuTyallii: BU3SHAUEHHS IPUYMHU, KIacu(ikallis.

Hanzeuuaiini cutyanii MOKYTh BUHUKHYTH y Oyb IKUII MOMEHT, TOMY MOTPIOHO
BMITH KJIacU(1KyBaTH iX Ta BUPI3HATU NPUYMHUA BUHUKHEHHS HAJ3BUYAWHUX CUTYyalld
o0 3amo0irTu iX YTBOPEHHIO, SKIIO II€ MOXJIMBO, Ta 3HATH €JICMEHTApHI INpaBHIIa
MOBEJIIHKU B TAKUX CUTYaIIsIX.

Han3Bu4aiiHOIO CUTYaIli€r0 BBAXKAETHCS TaKa, IO HEce 3a CO0O0I0 3arpo3y KUTTIO
Ta 3JI0POB'T0 3HAYHOI KUIBKOCTI JIFOJICH, MOKE TPU3BECTH JI0 CYTTEBOTO TMOPYIICHHS
€KOJIOT1UYHO1 PIBHOBAru, 3ynMUHUTH 200 YaCTKOBO OOMEXHUTH TOCIOIAPCHKY MISUIbHICTB,
a TaKOXX 3aBJaTH 3HAYHUX MaTepiajbHUX Ta EKOHOMIYHUX 30UTKIB [8].

[cHYIOTH Pi3HI TUIIKM HAI3BUYAHHUX CUTYAIlll, SIKi PO3PI3HAIOTHCS 32 X CYTHICTIO
Ta MPUYMHAMU BUHUKHEHHS [8]:

— TMPUPOAHI HAJI3BUYAWHI CHUTyaIlii. TMOB’S3aHl 3 NPHUPOJHUMU IIpollecaMu
KOCMi4HOTO, JiTocepHoro, riapochepHoro, armochepHoro, 0OiochepHOro
XapakTepy abo KUTbKOX IMPOIIECIB OJHOYACHO 1 BiIOYBAIOTHCS HE3AJEHKHO Bl
y4acTi JIIOAUHY;

— coliajbHI HaJ3BUYAlHI CHUTYyaIlli: BiAOYBAIOThCS B CYCIUIBCTBI: BOEHHUU
CTaH, 3JOYMHHICTH, PEBOJIOII], MDKHAIIOHAJIbHI KOHQJIIKTH, IMOUTAPEHHS
JIOJWHOHECHABUCHUIILKUX 171€0/I0T1H Ta 1H;

— TEXHOTCHHI HaJ3BUYalHI CHUTYyaIlli: IMOB’s3aHi 3 MaTepiabHOIO Cheporo, IO
CTBOpEHA JIIOJIUHOIO.

3a macmtabom ta riubunoro HC moainsioTs Ha:

— sokansHa HC — 3arpo3a i BUHMKHEHHSI Ta PO3IMOBCIOIKEHHS HACTIIKIB

— 00OMexeHa BUPOOHHYNM MPUMIIICHHSIM.

— 00’extoBa HC — 0OMexxeHa TepuTopiero 00’ €KTa.

— wMicieea HC — oOMexxeHa TEpUTOPIEI0 HACEIEHOr0 NYHKTY, pallOHy 4Yu
o0JacrTi.

— perionanbHa HC — oOMexkeHa TepuTOpi€r0 AEKUIbKOX 00JsiacTeil, Kparo 4u



44
CYMDKHHX KpaiH.
— HarioHasibHa HC — HacHiIKKU OXOIUTIOIOTH BEIMKI TEPUTOPIi AEpiKaBH, ajie HE
BUXOJSATH 32 11 KOPJIOHMU.
— riobanmbna HC — 3arpo3a ii BUHHUKHEHHsSI Ta TIOMIMPEHHS HACIIIKIB -
KOHTHHEHT a00 3HayHa HOT0 YacTHHA UM TUTAHETA B IIJIOMY.
Y KO)KHOMY KOHKPETHOMY BHUTIAJKy HaJ3BUYANHI CUTYaIlil BAHHKAIOTh Yepe3 P
NPUYKH, SKI MOXHA y3araJbHUTH sK [9]:
a) MPUPOJIHI HAJ3BUYAKHI CUTYyalli Ta HeOe3eyH1 SBUIIA:
— 3aKOHOMIpHI NMPUPOJIHI MPOLIECH;
— HETaTUBHUU aHTPOIIOTCHHUH BIUIMB HA PO3BUTOK MPUPOTHUX MPOIICCIB;
—  BWIIQJIKOBICTB y PO3BUTKY MPUPOTHUX TPOIICCIB.
0) colianbH1 HaA3BUYAHI CUTYAIIIi:
—  IIOJIITHUYHI;
—  €KOHOMIYHI;
— HaI[lOHaJbHI;
—  peJiridHi.
B) TEXHOTCHHI HaA3BUYAHI CUTYAITIi:
— HeJoJepKaHHS MpaBuI O€3MEeKH Ta HEOOCPEIKHICTD;
—  HEJOCKOHATICTh y MPOEKTYBaHHI,;
— KpUMIHAJIbHI;
— EIEMEHTH Ta TePOPU3M;
— BOEHHI 1ii;

— TMPUPOJHI SBUIIA.

4.2 3aranpHi BUMOTH 0€3MEeKH 3 OXOPOHH Tpaitli 11t kopuctyBadis [1K.

Po3pobka 3D-irop, 30kpema Ha Mmiatrgopmi Unity, BuUMarae TpUBaJIOTroO

nepeOyBaHHs 3a Komm'torepoMm. lle BkiIrouae mnporpamyBaHHS, TECTyBaHHS,
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MOJICJIFOBaHHS Ta 1HILI €Tanu CTBOPEHHs I'pu. Taka JISIBHICTH MOB'SI3aHA 3 MEBHUMU
pU3MKaMu I 310pPOB'sl, SIKI MOXKHA MIHIMI3YBaTH, JOTPUMYIOYUCH 3arajlbHUX BHUMOT
0e3MeKH 3 OXOPOHU Mpalll.

EdekruBHicTh Ta Oe3neka mpail 3HAYHOIO MIpOIO 3ajeXaTb Bl BHAJIOr0
po3noAuly (yHKIIA MDK JIOJAMHOK Ta MamuHoi. KOHCTpyKIlisi BUPOOHUYOTO
oOnaHaHHS Ma€ BIANOBIIATH €ProOHOMIYHUM MPUHLHKIIAM, 1100 CTBOPUTU CHPUATIUBI
YMOBH Tpailli, 3HU3UTH PIBEHb 1 BAXXKKOCTI Ta HAMPYKEHOCTI, a TAaKOX 3a0e3MeYuTH
BUCOKY MIPOAYKTHBHICTh CHUCTEMH.

Jist poro oOnaHaHHS Ma€ BIANOBIATH AHTPONOMETPUYHHUM, (i310JIOTTUHUM,
NICUXOJOTTYHUM Ta MCUXO0(]i310J0TTYHUM XapakTepucTukaMm iroauHu. Lle o3nauae, 1o
BOHO Mae OyTHU 3py4YHHM Y KOPHCTYBaHHI, BIANOBIAATH po3MipaM Ta CHJIl M'S3iB
JIOAWHHA, HE CHPUYUHITH HAJAMIPHOTO HAaBaHTA)XCHHs Ha OMOPHO-PYXOBHUH amapar,
OpraHu 4yTTs Ta HEPBOBY cuctemy [9].

Epronomiuno cnpoekToBaHe 00JIaJIHaHHS HE JIMIIE MOKpaIlye YMOBHU Tparli, aje
I cropusie 3HIWKEHHIO TpaBMaTU3MYy, MIIBUIIEHHIO SKOCTI MPOAYKII Ta 3arajibHOI
pare31aTHOCTI MPaIliBHUKIB.

EdextuBHicTh, Oe3mexka Ta kKoMdopT mpami O6araTo B 4YOMY 3alieKaTh BIJl
€PrOHOMIYHUX XapaKTePHUCTHK TPYIO0BOTO Tporiecy. Jlo KIOYOBHUX MOKA3HMKIB, 5K 1X
BU3HAYAIOTh, HajIeKath [10]:

— TITIEHIYHI TTOKA3HUKHW: XapaKTepU3yIOTh BIUIMB 30BHINIHLOTO CEPEAOBHINA Ha
NpaIiBHUKA, BKIIOYAIOYU TeMIeEparypy, (Hi3uKo-xXiMIYHUN CKJIaj TOBITPA,
OCBITJICHICTH, PIBEHb LITyMY Ta iHIII ()aKTOPH.

— aHTPOINOMETPHYHI Ta OIOMEXaHIYHI TOKA3HWKHU: OI[HIOIOTH BIIMOBIIHICTH
3HApAIb Tpalll po3mipam, ¢GopMi Ta Maci Tia JOJUHU, CUJIl Ta HAMPIAMKY ii
PYyXiB.

— (diziosoriuHi Ta 1cUx0(Qi3i0I0TIUHI MOKA3HUKU: BU3HAYAIOTHh BiIIMOBITHICTH
TEMITy, €HEPTrOBUTPAT, 30pOBUX Ta IHMMX (i310OTIYHUX XapaKTEPUCTUK
JIOAMHU BUMOTaM TEXHOJIOTTYHOTO TPOIIECY.

— IICUXOJIOT1YH1 TMOKAa3HWKU: OLIHIOTh BIIMNOBIAHICTG 3aKpIJIEHUX Ta

chopMOBaHUX HABUYOK, MOKJIMBOCTEH CHPUUHATTS, MaM'siTi Ta MHCICHHS
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JIOAVHY 3aBJIaHHSAM, SIKI BOHA BUKOHYE.

— ©CTeTUYH1 TIIOKa3HUKHU: BHU3HAYAIOTh BIAMOBIAHICTE €CTETHUYHUX MOTPEO
JTIOAUHU XYI0KHBO-KOHCTPYKTOPCHKUM PIIIEHHSIM pOOOYUX MICLb, 3HAPSAIb
npaili Ta BAPOOHUYOTO CEPETOBUIIA.

KoMmmnekcHuil aHasii3 HUMX MOKA3HUKIB JI03BOJISIE CTBOPUTHU ONTHUMAJbHI YMOBHU
mpaii, fKi MIHIMI3yIOTh PHU3MKM TpaBMaTU3My, NIABUIIYIOTh NPOAYKTUBHICTh Ta
MOKPAIYIOTh 3arajibHe CaMONOYYTTsI MPalliBHUKIB.

OnTtumanbHa opraHizaiiss poOoYoro Micis, IO TIPYHTYEThCS Ha MPUHLMIAX
€pProHOMIKHM, € 3aloOpyKOI0 BHCOKOI TMpale3faTHOCTI Ta KOMQOpTy NpalliBHUKA.
BaxnuBy ponb y bOMy Biflirpae KOHCTPYKIliE poOOYOro MicCIs, siKa Ma€ BiAIMOBIIATH
NEBHUM €proHOMIYHUM BUMOTAaM, OCOOJIHMBO KOJIH HIETHCS MPO POOOTY 3 KOMI'TOTEPOM

y cuasiuoMy nosioskeHHi (puc. 4.1) [9].
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Pucynok 4.1 — Bumoru 1o koHCTpyKIlii po6oyoro micis kopuctyBaua [1K

Jlyist onepatopis, sIKi IPOTATOM TPUBAJIOTO YaCy BUKOHYIOTh POOOTY B CHIASYOMY
MOJIOKEHH1, BAXKIMBO 3a0€3MEUUTH ONTUMalbHy pobOouy mosy. lle mocsraerbest 3a
JIOTIOMOT OO PETYJIIOBAHHS BUCOTH pOO0OYOi TOBEPXHI Ta CHJIIHHS.

Ilim wac oOmamHaHHs poOoumx Micos 3 komm'otepamu  (IIK) abo
BiIeOTEpMIHAJIaMH  BaXXJIMBO BPAaXOBYBAaTH CAHITAPHO-TITIEHIYHI HOPMH,  SIK1

BCTAHOBJIIOIOTH MIHIMaJIbHI PO3MIpHU POOOUYOT 30HH.
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3rifHO 3 UMMM HOpMaMmHu, IUIOIIA, BHUJIJIEHA Ha OJHE Take poboye Micile, Mae

CTAaHOBHUTH HE MeHIIe 6 KBaJpaTHUX METPIB, a 00'eM - He MeHIIe 20 KyOlUHUX METPiB
[8].

Po3Mip po6OYOro CcTONy Mae CyTTeBe 3HAYEHHS. LOro BHCOTA IIOBHHHA
CTAaHOBHTH 725 MM, IO J03BOJISIE TPUMATH PYKH B 3PYYHOMY ITOJIOXKEHHI TiJ Yac
pobotu 3 KkiaBiatypoto Ta muiier. [llupuna cromy Mmoxe BapitoBatucsa B Mexax 600-
1400 MM, 1106 MOXHaA OyJI0 PO3MICTUTH BCe HEoOXimHE oOJiaJHAHHS Ta JIOKYMEHTH.
OnTtuMalnibHa rIMOMHA CTONY 3HaxoAuThes B Aianazoni 800-1000 mM, 3abe3nedyroun
J0CTaTHIM mpocTip st podotu [9].

BaxxnuBuM (akTopoMm € TakoX BUIBHMM mpocTip aig Hir. Bucora mig cronom
mae Oytu He MeHiie 600 MM, mupuHa - He MeHmie 500 mMm. 'muOuHa Ha piBHI KOJIIH
NOBMHHA CTAaHOBHTH He MeHIe 450 MM, a Ha PiBHI BUTATHYTOI HOTH - He MeHmIe 650
mM. Lle 103BOIUTE BaM CHJIITH B 3pYy4HIil 1031, He BiguyBatouu auckomdopry [9].

SKI110 HOTHM HE JICTAIOTh JI0 MIJJIOTH, TIPY CUJIHHI B ONTUMAJIBHIN poOoUiil 1Mo3i,
PEKOMEH/YE€TbCSI BHKOPHCTOBYBATH TiJcTaBKy s HIr. lle gomomoxke 3HATH

HAaBaHTXKEHHS 3 XpeOTa Ta MOKPAITUTH KPOBOOOIT.

BaxnuBo Takox mNpaBWIIBHO OpraHizyBaTH poOody 30HY. MoHiTOp Mae Oytu
po3ramoBanuii Ha Bifgctani 50-70 cM Big BalIMX OYEH, TPOXU BHUIE PIBHSA OYCH.
KiaBiaTypa Ta MwuIIa MOBHMHHI 3HAXOJIUTHCS Ha Takiil BHUCOTI, 100 3am'scTs Oynu Ha
OJIHIH 1iHiT 3 mepeaHiM Kpaem croy [10].

JloTpuMaHHs X MPOCTUX MPABUII €PrOHOMIKH JO3BOJIUTH CTBOPUTH KOMGPOPTHE
Ta 3/I0pOBE poOoUe MicCIe, SKe TOMOMOXE 3a0e3MeunuTd OUThITy TMPOIYKTHUBHICTH Ta

3MEHIIIUTH BTOMJIIOBAHICTh IMPpOTATOM OHA.
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BHUCHOBKUA

VY pe3ynbTari HanucaHHd KBajdigikaniiHoi podotu OakanaBpa Ha Temy «Po3pobOka
3D-rpu Ha Unity» Oyno po3pobieno Oera-epcito 3D-rpu skaHpy «cTparteris» mif
nasBoro «War of Technique».

['pa po3po0Oisiiacs Ha OCHOBI irpoBoro asuryHa Unity, koTpwuii, sk i ouikyBaocs,
BUSIBUBCS 17IeaJIbHUM BaplaHTOM I PO3pPOOKH TPH COJIO-PO3POOHHKOM. 3 HOTO
JIOTIOMOTOI0 Y BIIHOCHO KOPOTKI T€PMIHU OyJIO PO3pOOJIEHO rapHO ONTHMI30BaHy Ipy
0€3 BUCOKHMX BUMOT JIO ITPOTPAaMHOT0 3a0e3MeUeHHs KiHIIEBOTO KOPUCTyBaya. bulbmicTh
3D-moneneit 00’€KTiB, 10 € YaCTUHOK Tpu, Oynu 3aBaHTaxkeHH1 13 Asset Store —
o(imiiHOro caiTy i3 3aroropkamu ta 3D-moxensmu Big Unity, Benuka KibKIiCTh SAKHX €
a0COJIFOTHO O€3KOIITOBHUMH.

VY mporeci npoekTyBaHHA T'pu OYyJI0 MPOBEACHO aHali3 BUMOT JO MPOrPAMHOIO
3a0e3IeueHHs, 00paHO BIATIOBIAHUN THIT apXiTeKTypHu Ta cTBopeHo UML-niarpamu 1o
BIJOPAXKaIOTh 3B’SI30K MIDK KOMIIOHEHTaMH CHCTEMHM, a caMme: Jiarpama BapiaHTIB
BUKOPUCTAHHS, Jiarpama IMOoCIIiIOBHOCTEH, JiarpaMa Kiacis.

Byno 3xgiificHeHO neTanbHHI OMUC Ta JOKYMEHTAIlII0 YOTHPhOX HAaWMAaCHBHIIINX
KJIaCiB CHCTEMH Ta OUIBII 3arajlbHUM ONMUC PENITH KJIAaciB, IO TAKOX € HEB1I €MHOO
JaCTHUHOIO peaizallii pyHKIioHaTy TpH.

3MiiCHEHO OMHKC MPOBEJACHHS CIPHHTA IO CTBOPEHHIO (YHKIIIT MOOYTI0BU HOBUX
CHIOPY/IPKEHb HAaBKOJIO MITa0y Ta BIIOOPaKEHO PE3yNbTaTH BUKOHAHOI poboth. byio
OMKMCAaHE TPOBEJCHHS TECTyBaHHA (YHKI[IOHATY TMPOTPaMHOTO  3a0e3MeUeHHS
PO3POOIICHOTO MMiJT YaC BUKOHAHHS [IBOTO CIIPUHTA.

3aI0KyMEHTOBAHO PO3AUIT O€3MEKH >KUTTEMISITLHOCTI Ta OCHOB OXOPOHM Tparli
PO 3arajbHi BUMOTH O€3MEKH 3 OXOPOHM Tpari sl KOPUCTYBAdiB TMEPCOHATBLHOTO
KOMIT'IOT€pPY, MI0 € HEBI EMHO TIOB’S3aHUM 13 PO3POOHMKAMU MPOTPaAMHOTO
3abe3nedeHns. byno ommcano kareropii Ta NPUYMHW BUHUKHEHHS HaA3BUYAWHUX
cUTyallii, aj>ke BOHU MOXXYTbh BUHUKHYTU y OyJb SIKUIl MOMEHT, B TOMY YHCJI MiJ 4ac

PO3pPOOKH TPH.
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JIOJATOK A

JlicTuHTH KOJly KJaciB CUCTEMU

Jlictunr 1 - Kimac Selecting:

using
using
using
using
using
using
using
using
using

System.Collections;
System.Collections.Generic;
Unity.VisualScripting;
UnityEngine.ATI;
UnityEngine;

System;

UnityEngine.UI;
UnityEngine.Animations;
UnityEngine.EventSystems;

//using TreeEditor;
// using UnityEditor.PackageManager.UI;
// using UnityEditor.AI;

public class Selecting : MonoBehaviour

{

public GameObject selectFieldPref;

public LayerMask layer;

public LayerMask alllayers;

[NonSerialized] public GameObject selectField;
private UnityEngine.Vector3 firstHit;

public GameObject crossPref;

[NonSerialized] public List<GameObject> crosses
List<GameObject> () ;
[NonSerialized] public List<GameObject> players

List<GameObject> () ;

private void Update ()

{

if (Input.GetKeyUp (KeyCode.K))
{
//TlepeBipuTU CJIOM
Debug.Log(CastRay(alllLayers) .transform.gameObject.
}
if (players.Count!=0)
{
//Bupmanaru yci sMiHH1 y MacuBy 13 3HauennaMm null
players.RemoveAll (item => item == null);

}

51

= new

= new

layer);

if (Input.GetMouseButtonDown (0) &&!selectField&&CastRay (layer) .transform.game
Object.layer==7)

{
//CTBOPUTU T[10OJIE
firstHit = CastRay(layer) .point;
selectField = Instantiate (selectFieldPref,

new

UnityEngine.Vector3 (firstHit.x, 0.5f, firstHit.z), transform.rotation);
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}
if (selectField)

{

//3MiHnuTHM po3Mip mnojss

UnityEngine.Vector3 first =
transform.InverseTransformPoint (firstHit) ;

UnityEngine.Vector3 current =
transform.InverseTransformPoint (CastRay(layer) .point);

UnityEngine.Vector3 newScale = new
UnityEngine.Vector3((first.x - current.x)*-1, 1, (first.z - current.z)*-1);

selectField.transform.localScale = newScale;

}

if (Input.GetKey (KeyCode.LeftShift) &&Input.GetMouseButtonUp (0) &&selectField)
{
//OonaTy BUOI1JIEHWIM TPAHCIOPT OO AKTUBHOTO
foreach (GameObject el in CollectField(selectField))
{

if (el.layer==6&&el.CompareTag ("Tech") &&!players.Contains (el))

{
players.Add(el) ;

el.transform.GetChild(0) .gameObject.SetActive (true);
}
}
Destroy(selectField) ;
}
else
if (Input.GetKey (KeyCode.LeftControl) &&Input.GetMouseButtonUp (0) &&selectFiel
d)
{
//BUOAINTU BULIiJIEHUM TPAHCIOPT 3 aKTUBHMX
foreach (GameObject el in CollectField(selectField))
{

if (el.layer==6&&el.CompareTag ("Tech") &&players.Contains (el))
{

players.Remove (el) ;

el.transform.GetChild (0) .gameObject.SetActive (false);
}
}
Destroy(selectField) ;
}
else
if (Input.GetMouseButton (0) &&Input.GetMouseButtonUp (1) &&selectField)
{
//CkracyBaTy BUIOIlJIEeHHHI
Destroy(selectField);
}
else
if (Input.GetKey (KeyCode. Space) &&Input.GetMouseButtonUp (0) &&selectField)
{
//TNlepeBipka sxi o6'exTu e BCcepenuHl nosns
Debug.Log ("There is —-—————=—————-—- ")
foreach (GameObject el in CollectField(selectField))

{
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Debug.Log(el.name) ;
;estroy(selectField);
;lse if (Input.GetMouseButtonUp (0) &&selectField)
{ //OUuMuCTUTY MacuMB 1 OOHATY TPAHCIOPT
foreach (GameObject el in players)
{ el.transform.GetChild (0) .gameObject.SetActive (false);
élayers.Clear();
foreach (GameObject el in CollectField(selectField))
{ if(el.layer==6&6&el.CompareTag ("Tech"))

{
players.Add (el) ;

el.transform.GetChild (0) .gameObject.SetActive (true);
}
}
Destroy(selectField);
}

if (Input.GetMouseButtonUp(l) &&!selectField&&CastRay(alllayers) .transform.ga
meObject.layer==7&&players.Count!=0)
{
//TlepeMicTUT TpPaBlliB
UnityEngine.Vector3 destination =
CastRay(allLayers) .point;
if (! Input.GetKey (KeyCode.LeftShift))
{
foreach (GameObject el in crosses)
{
Destroy(el);
}
}

crosses.Add (Instantiate (crossPref, destination,
transform.rotation)) ;
foreach (GameObject el in players)
{
if (el.GetComponent<Shooting> () .victim!=null)

{
Shooting shooting = el.GetComponent<Shooting> () ;

if (UnityEngine.Vector3.Distance(el.transform.position,
shooting.victim.transform.position)>shooting.shootingDistance)
{
//StopCoroutine (shooting.ShootingProcess) ;
shooting.ShootingProcess = null;
shooting.victim = null;
}
}
crosses[crosses.Count-
1] .GetComponent<CrossManager> () .riders.Add(el);
if (!Input.GetKey (KeyCode.LeftShift))
{
el .GetComponent<Moving> () .ForgetAll () ;
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)

el .GetComponent<Moving> () .destinations.Add (destination);
}
}

if (Input.GetKey (KeyCode.LeftShift) &&Input.GetMouseButtonUp (1) &&!selectField
&&CastRay(layer) .transform.gameObject.layer==8&&players.Count!=0)
{
//ATakyBaTU Mepecyliayoun
RaycastHit hit = CastRay (layer):;
foreach (GameObject el in crosses)
{
Destroy(el);
}
foreach (GameObject el in players)
{
if (hit.transform.gameObject!=null)
{
el .GetComponent<Moving> () .ForgetAll () ;

el.GetComponent<Shooting> () .StartDestroying (hit.transform.gameObject,
true);

}
}

else
if (Input.GetMouseButtonUp(l) &&!selectField&&CastRay (layer) .transform.gameOb
ject.layer==8&&players.Count!=0)
{
//ATakyBaTu o6'eKT
RaycastHit hit = CastRay (layer):;
foreach (GameObject el in crosses)
{
Destroy(el);
}
foreach (GameObject el in players)
{
if (hit.transform.gameObject!=null)
{
el .GetComponent<Moving> () .ForgetAll () ;

el.GetComponent<Shooting> () .StartDestroying (hit.transform.gameObject,
false);

}

}
public static RaycastHit CastRay(LayerMask layer)
{
//3anycTury OpoMiHb Ha neBHi cyol
Ray ray = Camera.main.ScreenPointToRay (Input.mousePosition);
Physics.Raycast (ray, out RaycastHit hit, 3000, layer);
// if (EventSystem.current.IsPointerOverGameObject())
/7 A
// return new RaycastHit(); // T[oBepHyTM [OyCTUA
pes3ybTaT, He ODOpOoOJsnnYM HaTMCKaHHA Ha UL
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/7 }

return hit;
}
public static List<GameObject> CollectBuildBox (GameObject field)
{
//3ibpatn BCi o0B6'ekTM mwWO € Yy Kkojanmepi OyniBial oOTpUMYRUM
BPYYHY BKazaHmMy posMip 31 ckpunrta Sizing

UnityEngine.Vector3 size = field.GetComponent<Sizing> () .size;

Collider selectFieldCollider =
field.GetComponent<Collider> () ;

Collider ] collidersInside =
Physics.OverlapBox (selectFieldCollider.bounds.center, new
UnityEngine.Vector3(size.x/2, size.y/2, size.z/2),

field.transform.rotation);
List<GameObject> objs = new List<GameObject>();
foreach (Collider el in collidersInside)
{
if (!objs.Contains (el.gameObject))
objs.Add (el.gameObject) ;
}
return objs;
}
public static List<GameObject> CollectField(GameObject field)
{

//3ib6paTtu BCi 00'ekTM WO € y KoOJaMmepl MoJisd

Collider selectFieldCollider =
field.transform.GetChild (0) .GetComponent<Collider> () ;

Collider ] collidersInside =
Physics.OverlapBox (selectFieldCollider.bounds.center, new

UnityEngine.Vector3 (MathF.Abs (field.transform.localScale.x) /2,
MathF.Abs (field.transform.localScale.y) /2,
MathF.Abs (field.transform.localScale.z)/2), field.transform.rotation);

List<GameObject> objs = new List<GameObject>():;

foreach (Collider el in collidersInside)

{

if (!objs.Contains (el.gameObject))
objs.Add (el.gameObject) ;
}

return objs;

Jlictuar 2 — Kirac Shooting

using System;

using System.Collections;

using System.Collections.Generic;
using Unity.VisualScripting;

using UnityEngine;

using UnityEngine.PlayerLoop;

using UnityEngine.AI;

using System.Runtime.CompilerServices;

public class Shooting : MonoBehaviour

{
[NonSerialized] public Coroutine ShootingProcess;
[NonSerialized] public Coroutine SecShootingProcess;
[NonSerialized] public Coroutine TowerLooking;
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[NonSerialized] public GameObject victim;
[NonSerialized] public GameObject secVictim;
[NonSerialized] public Coroutine follow;
public GameObject bullet;

public float shootingDiapazone;

public float shootingDistance;

public float bulletSpeed;

public float shootingDamage;

public float towerRotateSpeed;

public GameObject tower;

public void StartDestroying(GameObject victim, bool isFollow)
{
if (victim!= victim)
{
victim = victim;
if (ShootingProcess!=null)
{
if (gameObject.CompareTag ("Tech"))

gameObject.GetComponent<NavMeshAgent> () .SetDestination (gameObject.transfor
m.position);
StopCoroutine (ShootingProcess) ;
}
if (isFollow)

ShootingProcess = StartCoroutine (Destroying (true));
else

ShootingProcess = StartCoroutine (Destroying(false));
if (gameObject.layer == 8&&gameObject.CompareTag ("Tech"))

{
GetComponent<EnemyMoving> () .ForgetAll () ;

gameObject.GetComponent<NavMeshAgent> () .SetDestination (gameObject.transfor
m.position);
}
}

else if(isFollow&&follow == null)
{
follow = StartCoroutine (Follow());
}
else if(!isFollow&&follow != null)

{
StopCoroutine (follow) ;
follow = null;
}
}
IEnumerator Destroying (bool isFollow)
{
if (TowerLooking!=null)
StopCoroutine (TowerLooking) ;
TowerLooking = StartCoroutine (TowerLook (victim));
String status = "Out";

if (gameObject.CompareTag ("Tech") &&UnityEngine.Vector3.Distance (gameObject.
transform.position, victim.transform.position)>shootingDistance)

{

UnityEngine.Vector3 direction =
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(victim.transform.position - gameObject.transform.position) .normalized;
UnityEngine.Vector3 newposition =
victim.transform.position - direction * (shootingDistance-5);

gameObject.GetComponent<NavMeshAgent> () .SetDestination (newposition) ;
}
if (isFollow)
follow = StartCoroutine (Follow());
GameObject amo;
while(victim!=null)
{
if (status == "out"&&
UnityEngine.Vector3.Distance (victim.transform.position,
gameObject.transform.position)<shootingDistance+3)
{
if (TowerLooking!=null)
StopCoroutine (TowerLooking) ;
TowerLooking = StartCoroutine (TowerLook (victim));
}
else
if (secVictim&&status=="0ut"&&UnityEngine.Vector3.Distance (secVictim.transf
orm.position, gameObject.transform.position)<shootingDistance+3)
{
if (TowerLooking!=null)
StopCoroutine (TowerLooking) ;
TowerLooking = StartCoroutine (TowerLook (secVictim)) ;
}
yield return new WaitForSeconds (shootingDiapazone);
if(victim!=null)
{
if (status == "Oout" &&
UnityEngine.Vector3.Distance (victim.transform.position,
gameObject.transform.position)<shootingDistance)
status = "In";
if (status . "In" &&
UnityEngine.Vector3.Distance (victim.transform.position,
gameObject.transform.position) >shootingDistance)
{
if (follow == null)
status = "Gone";
else
status = "Out";
}
if (status=="1In")
{
amo = Instantiate(bullet,
tower.transform.GetChild (0) .position, Quaternion.identity);

amo.GetComponent<BulletManager> () .ShootBullet (victim, amo, shootingDamage,
bulletSpeed) ;
}

if (status == "Gone")
break;
}
if (secVictimé&&status=="0ut"&&UnityEngine.Vector3.Distance (secVictim.transf

orm.position, gameObject.transform.position)<shootingDistance)

{
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amo = Instantiate (bullet,
tower.transform.GetChild (0) .position, Quaternion.identity);

amo.GetComponent<BulletManager> () .ShootBullet (secVictim, amo,
shootingDamage, bulletSpeed);
}
}
ShootingProcess = null;
victim = null;
follow = null;
secVictim = null;
if (TowerLooking!=null)
StopCoroutine (TowerLooking) ;
TowerLooking = StartCoroutine (TowerStraight ()):;

}

IEnumerator Follow ()

{

while(victim!=null)

{

if (UnityEngine.Vector3.Distance (victim.transform.position,
gameObject.transform.position) >shootingDistance)

{

UnityEngine.Vector3 direction =
(victim.transform.position - gameObject.transform.position) .normalized;
UnityEngine.Vector3 newposition =

victim.transform.position - direction * (shootingDistance-5);

gameObject.GetComponent<NavMeshAgent> () .SetDestination (newposition) ;

}

yield return new WaitForEndOfFrame () ;

}

IEnumerator TowerLook (GameObject wvictim)
{

while( victim!=null)

{

Quaternion rotation =
Quaternion.LookRotation( victim.transform.position -
tower.transform.position, UnityEngine.Vector3.up):;

tower.transform.rotation =
Quaternion.RotateTowards (tower.transform.rotation, rotation,
towerRotateSpeed*Time.deltaTime) ;

yield return new WaitForFixedUpdate() ;

}
}
IEnumerator TowerStraight ()
{

while (tower.transform.rotation!=transform.rotation)

{

tower.transform.rotation =
Quaternion.RotateTowards (tower.transform.rotation, transform.rotation,
towerRotateSpeed*Time.deltaTime) ;
yield return new WaitForFixedUpdate() ;
}
}
public bool isThere (UnityEngine.Vector3 target)

{
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if (UnityEngine.Vector3.Distance (target, transform.position)
< gameObject.GetComponent<NavMeshAgent> () .stoppingDistance)
return true;
else
return false;

Jlictunr 3 — Kirac Building

using System;

using System.Collections;

using System.Collections.Generic;
using FischlWorks FogWar;

using Unity.VisualScripting;
using UnityEngine;

public class Building : MonoBehaviour
{
public GameObject fieldPref;
public float fieldWidth;
public float rotateSpeed;
private Quaternion curRotation;
public List<BuildPrefs> buildPrefs = new List<BuildPrefs>();
private List<GameObject> fields = new List<GameObject>();
public LayerMask alllayers;
public LayerMask ground;
[NonSerialized] public GameObject placingBuilding;
[NonSerialized] public List<GameObject> ownBuildings = new
List<GameObject> () ;
[NonSerialized] public BuildChooser buildChooser;
private bool isAllow;
private bool isCreating;

void Start ()
{
buildChooser =
GameObject.Find ("EventSystem") .GetComponent<BuildChooser> () ;
buildChooser.headBuilding = GetComponent<Building>();
isCreating = false;
if (!ownBuildings.Contains (gameObject))
ownBuildings.Insert (0, gameObject);
}
void Update ()
{
if (isCreating&&Input.GetMouseButtonUp (1))
{
//3ynnHaeEMO OyInyBaHHS
StopBuilding () ;
}
if (buildChooser.isRefreshing)
{
//OHOBJIIOEMO 3aTOTOBKY HAa 1HIMMI TUII
Destroy(placingBuilding) ;
buildChooser.isRefreshing = false;
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if (isCreatingé&&!placingBuildingé&&Selecting.CastRay(alllayers) .transform.ga
meObject.name == "PlacingField(Clone)")
{

//TloCTaBUTU BaroTOBKY SKIIO BOHA B I[IOJ1 po3TamyBaHHS

placingBuilding
Instantiate (buildPrefs[buildChooser.current].allow,
Selecting.CastRay(ground) .point, curRotation);

isAllow = true;

}

if (isCreatingé&&placingBuildingé&&Selecting.CastRay (alllLayers) .transform.gam
eObject.name != "PlacingField(Clone)")

{

//BUIammMTM 3aroTOBKY SKIIO BOHA I[103a I[IOJIEM PO3TallyBaHHS
Destroy(placingBuilding) ;
}
if (isCreatingé&é&placingBuilding)
{
//TlepeMimaTit 3arOoTOBKY
placingBuilding.transform.position =
Selecting.CastRay(ground) .point;
//KpyTuUTH 3aroTOBKY
if (Input.GetKey (KeyCode.Z))
{
placingBuilding.transform.Rotate (new
UnityEngine.Vector3(0f,1f,0f)*Time.deltaTime*rotateSpeed) ;
curRotation = placingBuilding.transform.rotation;
}
if (Input.GetKey (KeyCode.X))
{
placingBuilding.transform.Rotate (new
UnityEngine.Vector3(0f,-1f,0f) *Time.deltaTime*rotateSpeed) ;
curRotation = placingBuilding.transform.rotation;
}
//TepeBipka unm € 06'ekTu BCepemmHli OymibBiil
isAllow = true;
foreach (GameObject el in
Selecting.CollectBuildBox (placingBuilding))
{
if(el.layer!=11)
{
isAllow = false;
break;
}
}

//BCTAHOBJIEHHS MPAaBUJILHOTO KOJILOPY
if (!isAllow&é&!placingBuilding.name.Contains ("Deny"))
{
//dkmo €, ajle He UepBOHE
UnityEngine.Vector3 pos =
placingBuilding.transform.position;
Destroy(placingBuilding) ;
placingBuilding =
Instantiate (buildPrefs[buildChooser.current].deny, pos, curRotation);

}

else if(isAllowé&é&placingBuilding.name.Contains ("Deny"))

{

//Skmo Hemae, ajie He IIpo30ope
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UnityEngine.Vector3 pos =
placingBuilding.transform.position;
Destroy(placingBuilding) ;
placingBuilding =
Instantiate (buildPrefs[buildChooser.current].allow, pos, curRotation);
}
}

if (isCreatingé&&placingBuildingé&&Input.GetMouseButtonUp (0) &&!'isAllow)
{

GameObject.Find ("EventSystem") .GetComponent<Message> () . Show ("HemocTaTHbEO
npocTopy IJig po3MimenHsa Oynmismni", 3);

}

if (isCreatingé&&placingBuildingé&&Input.GetMouseButtonUp (0) &&isAllow)
{
//NinTBepanTy PO3MilEeHHS
if (!isEnoughGoods ())
{

//BlOoxuiieHHS IpM HecTadl pecypcin

GameObject.Find ("EventSystem") .GetComponent<Message> () . Show ("HemocTaTHBO
MaTepianiB nyus po3Mimenus Oymisni", 3);
return;

}

GameObject.Find ("EventSystem") .GetComponent<Wallet> () .LoseGoods (buildPrefs
[buildChooser.current] .price);

GameObject building =
Instantiate (buildPrefs[buildChooser.current].clasic,
placingBuilding.transform.position, placingBuilding.transform.rotation);

GameObject.Find ("FogWar") .GetComponent<csFogWar> () .AddFogRevealer (building
.transform, 50, true);
Destroy(placingBuilding) ;
ownBuildings.Add (building) ;
//PosMmicTury mnosie 6is8 HOBOI Oymimii
if (building.CompareTag ("Base"))
{
fields.Add (Instantiate (fieldPref,
building.transform.position, building.transform.rotation));
Sizing sizing = building.GetComponent<Sizing> () ;
fields[”1] .transform.localScale = new
UnityEngine.Vector3(sizing.size.x+fieldWidth, 0.5f,
sizing.size.z+fieldWidth) ;
}
}
}
public void StartBuilding/()
{
// YBiMKHeHHS pexuMy OyIoiBHUILITBA
for(int 1 = 0; i<ownBuildings.Count;i++)

{

if (ownBuildings[i] .CompareTag ("Base") | |lownBuildings[i].CompareTag ("Head"))
{
fields.Add (Instantiate (fieldPref,



ownBuildings[i].transform.position,
Sizing
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ownBuildings[i] .transform.rotation));
sizing

ownBuildings[i] .GetComponent<Sizing> () ;

fields[”1l].transform.localScale
UnityEngine.Vector3(sizing.size.x+fieldWidth,

sizing.size.z+fieldWidth) ;
}
}

isCreating

true;

new
0.5%,

buildChooser.ActivateMenu (true) ;

}

public void StopBuilding()

{

// BYMKHEHHS pexumy OyniBHULTBA

isCreating false;
foreach (GameObject el

{

Destroy (el) ;

}
fields.Clear () ;

in fields)

Destroy(placingBuilding) ;
curRotation = Quaternion.identity;
buildChooser.ActivateMenu (false) ;

}

[System.Serializable]

public class BuildPrefs

{
public
public
public
public
public
public

GameObject allow, GameObject deny,

{

Wallet.Reciept

this.typeName
this.clasic
this.allow
this.deny

this.price

deny;

}
}

BuildPrefs (String

String typeName;
GameObject clasic;
GameObject allow;
GameObject deny;

price;
typeName, GameObject clasic,

Wallet.Reciept price)

typeName;
clasic;
allow;

price;

public bool isEnoughGoods ()

{

return

GameObject.Find ("EventSystem") .GetComponent<Wallet> () .isEnough (buildPrefs|

buildChooser.current] .price);
}
}

Jlictunr 4 — Kiac Spawner

using System;
using System.Collections;

using System.Collections.Generic;

using FischlWorks FogWar;
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using Unity.VisualScripting;
using UnityEngine;
using UnityEngine.AI;

public class Spawner : MonoBehaviour
{
public GameObject platform;
private UnityEngine.Vector3 place;
public List<GameObject> AllTech;
[NonSerialized] public List<GameObject> ownTech = new
List<GameObject> () ;
public GameObject rd, 1d;
public float diapazone;
public float count;
[NonSerialized] public Coroutine spawnProcess;
public csFogWar fogWar;

void Start ()
{

place = platform.transform.position;

fogWar = GameObject.Find ("FogWar") .GetComponent<csFogWar> () ;
}

void Update ()
{
i1f (ownTech.Count!=0)
{
ownTech.RemoveAll (item => item == null);
}
if (ownTech.Count<counté&&spawnProcess==null)
{
spawnProcess = StartCoroutine (Spawning()) ;
}
}

IEnumerator Spawning ()
{

//3acnaBHUTU TPAHCIOPT

yield return new WaitForSeconds (diapazone);

GameObject tech =
Instantiate (AllTech[UnityEngine.Random.Range (0,Al11Tech.Count) ],
transform.position, transform.rotation);

ownTech.Add (tech) ;

if (fogWar&&gameObject.layer == 6)

fogWar.AddFogRevealer (tech.transform,
Mathf.RoundToInt (tech.GetComponent<Shooting> () .shootingDistance+5), true);

if (gameObject.layer == 8)

tech.GetComponent<EnemyMoving> () .home = transform;

SetFightable (tech, false);

StartCoroutine (MoveToPoint (tech, new
UnityEngine.Vector3 (place.x+UnityEngine.Random.Range(-2.9f,3f),0,
place.z+UnityEngine.Random.Range (-2.9f£,3f)), 20));

spawnProcess = null;

}

IEnumerator MoveToPoint (GameObject obj, UnityEngine.Vector3
point, float speed)

{



64

//BuBesTN onm.Tp. 3 ambapy

UnityEngine.Vector3 relativePos = point -
obj.transform.position;

Quaternion rotation = Quaternion.LookRotation (relativePos,
Vector3.up) ;

obj.transform.rotation = rotation;

StartCoroutine (OpenDoors (rd, 1d, true)) ;
while (obj.transform.position!=point)
{
obj.transform.position =
UnityEngine.Vector3.MoveTowards (obj.transform.position, point,
speed*Time.deltaTime) ;
yield return new WaitForSeconds (0.01f);
}
SetFightable (obj, true) ;
StartCoroutine (OpenDoors (rd, 1d, false));
}
IEnumerator OpenDoors (GameObject rd, GameObject 1d, bool status)
{
//BiokpuTn/3aKpUT OBEPi1
if (status)
{

while (transform.InverseTransformPoint (rd.transform.position).x > -2.5)
{
rd.transform.Translate (new UnityEngine.Vector3 (-
1f,0£,0f)*20*Time.deltaTime) ;
ld.transform.Translate (new
UnityEngine.Vector3(1f,0f,0f)*20*Time.deltaTime) ;
yield return new WaitForSeconds (0.01f);
}
}
else

{

while (transform.InverseTransformPoint (rd.transform.position).x < -1)
{
rd.transform.Translate (new
UnityEngine.Vector3(1f,0f,0f)*20*Time.deltaTime);
ld.transform.Translate (new UnityEngine.Vector3 (-
1£,0£,0f)*20*Time.deltaTime) ;
yield return new WaitForSeconds (0.01f);
}
}
}
public static void SetFightable (GameObject tech, bool status)
{
//BBiMKHYTU/BUMKHYTM 60€30aTHICTL OI.TP.
if (!status)
{
tech.GetComponent<NavMeshAgent> () .enabled = false;
tech.GetComponent<Collider> () .enabled = false;
tech.GetComponent<Shooting> () .enabled = false;
if (tech.GetComponent<Triggering>())
tech.GetComponent<Triggering> () .enabled = false;
if (tech.GetComponent<EnemyTriggering>())
tech.GetComponent<EnemyTriggering> () .enabled =
false;



tech.GetComponent<HealthManager> () .enabled =
}
else{
tech.GetComponent<Collider> () .enabled = true;
tech.GetComponent<Shooting> () .enabled true;
if (tech.GetComponent<Triggering>())
tech.GetComponent<Triggering> () .enabled =
if (tech.GetComponent<EnemyTriggering>())
tech.GetComponent<EnemyTriggering> () .enab
tech.GetComponent<HealthManager> () .enabled =
tech.GetComponent<NavMeshAgent> () .enabled = t

false;

true;

led =
true;
rue;
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true;
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Hiarpama 4 — [liarpama KkiaciB

BuildChooser

Message

CameraController

BuildPrefs

OptionsManager

+ buildicons: List<GameObject>

+ puildChooserMenu: GameObject
+ moneyPriceField: Text

+ ironPriceFleld: Text
+woodsPriceFleld: Text

+ gpecPriceField: Text

+ current: int

+ isRefreshing: bool

+ headBuilding: Building

+message: GameObject
- text: Text
- coroutine: Corouting

+ Show(): void
- BhowMessage(). IEnumerator

+ RefreshPrice(): void
+ ActivateMen(): void

+moveSpeed: float

+ rotateSpeed: float
+ unSpeed: float

+ currentSpeed: float
+ scroliSpeed: float

+ maxValues: Vectord
+ minValues: Veector3

+typeName: String

+ clasic: GameObject
+ allow: GameObject
+ deny: GameObject
+ price: Reciept

- Update(): void

Building

HealthManager

+ health: float

+ healthBar: Transform

+ destroyesPref. GameObject
- destroyed: GameObject

+ GetDamage(): void

’

SelfDestroying

+time: float

- selfDestroying(): IEnumerator

EnemyTriggering

- player. Shooting
+ suspects: Collider[]
+victims: List<GameObject=

+ fieldPref: GameObject

+ fieldWidth: float

+ rotateSpeed: float

- curRotation: Quaternion

+ buildPrefs: List<BuildPreis=
- fields: List<GameObject=

+ allLayers: LayerMask

+ ground: LaterMask

+ placingBuilding: GameObject
+ ownBuildings: List=GameQbject=
+ buildChooser: BuildChooser
- isAllow: bool

__| -isCreating: bool

- Update(): void

+ StartBuilding(): void

+ StopBuilding(): void
+isEnoughGoods(): bool

[

+ head: GameObject
+ fieldPref: GameObject
+ dist: float

+ OnBuild(): void
+ OnMiddle(): void
+ OnLast(): void

MenuOn

+ allLayers: LayerMask

+ currentMenu: GameObject

+ currentBuilding: GameObject

+ headMenuPref. GameObject

+ puildChooserMenu: GameObject

- Update(): void

Spawner

- Update(): void

EnemyMoving

+ destination: Vector3
+ isMoving: bool

+ allowDistance: float
+ home: Transform

+ maxBorders: Vector3
+minBorders: Vector3

- Update(): void
+ ForgerAll: void
+ CreateDest Vectord

:

Shooting

+ ShootingProcess: Coroutine
+ SecShootingProcess: Coroutine
+ TowerLooking: Coroutine
+follow: Corouting

+ victim: GameObject

+ secVictim: GameObject

+ bullet: GameObject

+ ghootingDiapazone: float

+ shootingDistance: float

+ bulletSpeed: float

+ ghootingDamage: float
+towerRotateSpeed: float

+ tower: GameObject

+ StartDestroying(). void

- Destroying(): IEnumerator

- Follow(): Elnumerator

- TowerLook(). Elnumerator

- TowerStraight(): EiInumerator

Y

Selecting

+ selectFieldPref: GameObject
+ layer. LayerMask

+ allLayers: LayerhMask

+ zelectFisld: GameObjact

- firstHit- Vector3

+ crossPref: GameObject

+ crosses: List<GameObject>
+ players: List=<GameObject=

- Update(): void

+ CastRay: RaycastHit

+ CollectBuildBox: List=GameObject=
+ CollectField: List<GameObject=

+isThere(): bool

Moving

CrossManager

+ platform: GameQObject

- place: Vectord

+ AllTech: List=GameObject=
+ gwnTech: List=GameQbject=
+ rd: GameObject

+Id: GameObject

+ diapazone: float

+ count: float

+ spawnProcess: Coroutine

+ fogWar. csFogWar

- Update(): void

- Spawning(): IEnumerator

- MoveToPeint(): IEnumerator
- OpenDoors(): IEnumerator
+ SetFightable(). void

Wallet

+wallet: Reciept
+ moneyField: Text
+ironField: Text
+woodsField: Text
+ specField: Text

+ AddGoods: void

+ isEnough: bool

+ LoseGoods: void

+ RefreshAllData: void

Sizing

+ destinations: List<Vector3>

BulletManager

+isMoving: bool

+ riders: List<GameObject=
+ rotateSpeed: float

Triggering

+ ShootBullet(): void
- TripOfBullet(): IEnumerator

- Update():. void
+ ForgetAll: void

- Update():. void
+ DeleteRider(): void

+ player: Shooting
+ suspects: Collider]]
+ victims: List=GameCbjeci=

- Update(): void

+ size: Vector3

Reciept

+money: float
+ iron: float
+woods: float
+spec float

Production

+ profit. Reciept
+ diapazone: float
- wallet: Wallet

- Product(): IEnumerator

MenuManager

+menu: GameObject
+ hints: GameObject
+ hintsButton: GameObject
+news: GameObject

- Update():. void

+ ExitGame(): void

+ ShowHints(): void
+ HideHints(): void

+ HideMews(): void
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