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UImane P. C. Komn'tomepua epa «Endlessy 3 6ukopucmaHHuam aneopummis
2eHepayii 3anie-pieHie ma IHMENeKMyaIbHO MOOeI0 NOBEOIHKU Helepoux
nepconasicig (bomis).

[TosicHroBanbHA 3amucka kBajidikaiiiiHol poOoTH 3a creriadbHICTIo 122 —
Kowmm’totepHi Hayku (ocBiTHA mporpama - Komm’rotepui Hayku) CO bakanasp. —
BH3 «VYuiBepcuter ekoHoMiku Ta npaBa «KPOK», HaBuaibHO-HAYKOBUM 1HCTUTYT
iHQopMaIIMHUX Ta KOMYHIKAI[IMHUX TEXHOJOT1M, Kadeapa KoM IOTEpHUX HayK,
Kuis, 2025.

VY naHiif po6OTI PO3MISIHYTO MPOOJEMH IHIYCTpii KOMI IOTEPHHUX Irop Ha
npukiaai po3pooku rpu «Endless». Po3pobneno xomm'torepny rpy «Endless» 3
BUKOPHCTAHHSM aJTOPUTMIB TeHepallli 3a11B-piBHIB Ta IHTEJIEKTYaJIbHOI MOAECILITIO
MOBEIIHKY HEIrPOBUX MEPCOHAXKIB (OOTIB).

KittouoBi ci0Ba: KOMIT I0TE€pHA T'pa, UIyTep, AITOPUTMHU TeHepallii, MOBEIIHKA
HEITPOBUX MEPCOHAXKIB.

Puc. 33. biomiorpad. 42.

Shmal R. S. Computer game «Endless» with the use of algorithms for
generating hall-levels and an intelligent model of non-playable characters (bots)
behaviour.

Explanatory note of the qualification work in the specialty 122 — Computer
Science (educational program - Computer Science) Bachelor's degree. — «KROK»
University, Educational and Scientific Institute of Information and Communication
Technologies, Department of Computer Science, Kyiv, 2025.

This work considers the problems of the computer game industry on the
example of the development of the game “Endless”. The computer game “Endless”
was developed using algorithms for generating level halls and an intelligent model
of the non-playable characters (bots) behaviour.

Keywords: Computer game, Shooter, generating algorithms, intelligent non-
playable characters behaviour.

Fig. 33. Bibliography. 42
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HHEPEJIIK YMOBHHUX IIO3HAYEHb, CKOPOYEHb, TEPMIHIB

Unity (Unity3d) — irpoBuii py1iriii, 1o J€XUTh B OCHOBI IIbOTO MPOEKTY [1].

C# (C-sharp) — ocHOBHa MoOBa MpoOrpamMyBaHHS, L0 BUKOPUCTOBYETHCS B
JTaHOMY TPOeKTi [7].

Config [34] — xoHbirypamiiinuii ¢gaitia abo 00'eKT.

SO (ScriptableObject) [35] — me 00'€kT, IO BHUKOPUCTOBYETHCS JIJIS
KOH(Iryparii CTaTUYHUX JAHUX 1 BUKOPUCTOBYETHCS JJIsI CTBOPEHHS KOH(ITIB.

UI (User interface) [32] — TepMiH, 1110 03HaYa€ KOPUCTYBALIbKUM 1HTEpdETcC.

DI (Dependencies injection) [31] — MeToauKka, 110 BUKOPUCTOBYETHCS B
apXxITEKTypl 3aCTOCYHKY [JIi KOHTPOJIIO Ta BIIPOBA/KEHHS 3aJICKHOCTEH [0
CYyTHOCTEM.

BT (Behavior Tree) [28] — marepH NpOEKTyBaHHSA, IO O3HAYA€E JIPEBO
MOBE/IHKH, 1[0 € MiAX0I0M J0 peai3allii KOMIUIEKCHOT OBEAIHKHU MEPCOHaXIB a00
IHITUX CYTHOCTEH, MOBEIHKY SIKMX MOXKHA OMTUCATH PO3TATYKEHOIO CTPYKTYPOIO.

FSM (Finite state machine) [27] — marepH npoeKTyBaHHS, IO OMHUCYE CTaH
CYTHOCTI KIHIIEBUMU CTaHAMHU 3 MOXJIMBICTIO MIEPEXO/TY 3 OJHOTO CTaHy B 1HIIUH.

Object Pool [30] — marepH mpO€EKTyBaHHS, 10 BUKOPUCTOBYETHCS 3 METOIO
onTHUMi3allii 3aCTOCYHKY HUISIXOM 3MEHIICHHS YacTOTH CTBOPEHHS 1 3HHIICHHS
00'€KTIB, SIK1 YaCTO 3yCTPI4arOThCS.

Movement [37] — TepMiH, IO 03HaYa€ MOJIEJIb EPECYBAHHS MTEPCOHANKA.

NPC (Non-playable character) [39] — HeirpoBuii mepcoHax (00T), IO
KOHTPOJIFOETHCS OBENIHKOBUMHM asiroputmamu (BT).

GA (Generation algorithms) [33] — TepMmiH, 10 O3Ha4a€ ajaropUTMHU
MPOIIEyPHOI TeHepallii, 0 BKa3yrTh Ha TEHEPaIlito B MPoIeci poOOTH MPOTPaAMHU.

Soundtrack (caynarpek) [38] — TepMiH, 110 O3HAYAE MY3UIHUN CYTIPOBIJIL.

Gameplay (reiimmuieit) [36] — TepmiH, 1110 03HaYa€ IFPOBUH MPOIIEC.



BCTVYII

AkTyanbHicTh TeMHu. OCTaHHI JECATWIITTS KOMITIOTEpHI Irpu €
HEBI1JI'€MHOIO YACTHHOIO JO3BULIA AJIs O€3:iul JTIoAeH 13 pi3sHUMH BIOJAOOAHHSIMH Ta
BIKOBUMH KaTETopisiMH, cepell SIKUX € TpaBIli, 110 Oa)karoTh BUIPOOyBaTH CBO1
3M10HOCTI B irpax, sIKi € BUMOIJIMBUMH 70 HaBHUOK, aje HaTOMICTh MPOMOHYIOThH
I[IKaBl BUKJIMKA Ta PI3HOMAHITHUM TEUMIUIEH, 10 OCOOJHMBO aKTyaJbHO IS
MIPOEKTIB 3 YHIKAJIbHUM HAOOPOM BIJTHOCHO NIMOOKO MPOAYMAaHUX ITPOBUX MEXaHIK.

IIpodaemua curyanisa. He3Bakaioum Ha Benukuii BUOIp pPI3HOMaHITHHX
ICHYIOUMX TPOJYKTIB, IrPOBa 1HIYCTPIs € MEPCIEKTUBHOIO Ta TAKOIO, IO IIBHJIKO
PO3BUBAETHCS 1 TOTOBA IO HOBUX 1HTEPHPETALIii 1 KOMOIHAIIN ICHYIOUHMX >KaHPIB, 10
Jla€ 3MOTY CTBOPIOBATH HOBI HIIIIl Ta 33/I0BOJIBHATH MOMUT HA HUX.

Merta pgocaimkeHHst € po3poOka komm'torepHoi Tpu  «Endless» 3
BUKOPUCTAHHSIM TE€HEPAaTUBHHUX aJTOPUTMIB Ta IHTENEKTYaJIbHOIO MOICILIIO
MOBEIIHKY HEIrPOBUX MEPCOHAXKIB (OOTIB).

3aBIaHHA J0CTIIKEHHS:

MPOAHAJII3YBAaTH CY4YacH1 TEHJEHI1i B po3po0Ll KOMIT FOTEPHUX ITOp Ta HasiBHI
MIPOEKTH 31 CXOKUM KAHPOM, MTO3HAYUTH iXHI CHUJIBHI Ta CJIa0Ki CTOPOHH;

BU3HAYEHI BUMOTM [0 MPOrPAMHOIO  3a0€3MEYEHHs CUCTEMHU Ta
aBTOMATU30BaH1 (PYHKIIIT;

PO3IMIISIHYTO aJTOPUTMH Ta IMiIXOIU 10 TeHEepallii JJOKaIliid Tpy Ta MOBEIIHKU
HEIrPOBHUX MEPCOHAXKIB;

CIIPOEKTOBAHO apXiTEKTypy MporpaMHoro 3ade3nedyeHHs rpu «Endless»;

po3pobuTtu mporpamHe 3abesneueHHs rpu «Endlessy», peanizyBaBmm Bci
aCIeKTH TPH 3T1IHO 3 TUIAHOM.

00'ekTOM J0CHITKEHHSA € ITPOBHI MPOIEC YMPABIIHHA MEPCOHAKEM Ta
MOBE/IIHKA HEIMPOBUX MEPCOHAXKIB, MPOLIECH TeHEepallii IrPOBUX JIOKALIIi.

IIpeameToM [OCHiXKEHHSI € KOMI'IOTEpHA TIpa 3 BHUKOPUCTAHHSIM
TeHEPATUBHUX AJITOPUTMIB Ta IHTEIEKTYaJbHOK MOJEIUTIO TIOBEIIHKU HEIrPOBUX

nepcoHaxiB(0O0TiIB).



Mertoau nmociigkeHHsi. J{ocnmiUKeHHS MPOBOAMWIOCS 3 BUKOPUCTAHHSIM
PI3HUX HAYKOBUX Ta JOCIITHUIBKUX METO/IB, SIK aHATITHYHI METOIU JIOCJIIKESHHS,
MOPIBHAJIBHUM aHai3. AHATITHUHI METOIU O/l BUKOPUCTAHI AJI1 BABUCHHS P13HUX
TEXHOJIOT1H Ta IHCTPYMEHTIB JJISI pO3POOKHU 1rop.

IIpakTnune 3HaveHHsi. Po3poOnena xomm'torepHa rpa «Endless» 3
BUKOPHUCTAHHSIM TIE€HEPATUBHUX QJITOPUTMIB Ta IHTEJIEKTYaIbHOI MOJIEIUIIO
MOBEJIHKH HEIrpoBUX TNEepCcOHaxiB (OOTIB), IO Ja€ 3MOTY Ypi3HOMaHITHUTH
BiJIMOYUHOK, TPOTIOHYIOYH TPABIISIM BUKJIMK TSI TIEPEBIPKHU BIACHUX HABUYOK.

Crpykrypa podoru. Ksamidikaiiiina podoTa cKiIaaaeTbes 31 BCTYIY, TPhOX
pPO3/UTIB, BUCHOBKIB Ta CHUCKY NocuiaHb (42 HaiimeHyBaHb). [losicHioBajibHa
3aMKCcKa MICTUThH 33 PUCYHKIB. 3arajibHUi OOCAT MOSICHIOBAJIbHO1 3aIMCKU CKJIAJIa€

66 CTOpPIHOK, OCHOBHUH 3MICT BUKJIQJICHO Ha 62 CTOpIHKAX.



PO31JI 1
INOCTAHOBKA 3ABJIAHHS 3 PO3POBKH KOMIT'IOTEPHOI I'PH
«ENDLESS»

1.1 Onuc Ta anaJji3 npeaMeTHOI 00J1acTi

OCHOBHOIO METOIO KOMITIOTEPHHUX ITOp € po3Bara rpaBIlsi, OIHAK 1€ KOTHUM
YHMHOM HE MEPELIKOPKae MOXKIMBOCTI HaBYaHHS B MPOILEC] I'pu ab0 TPEHYBAHHIO
MEBHUX HABUYOK — yCE 3aJICKUTH BiJl KOHKPETHOTO >KaHPY ab0 TiOpuay 3 KIJTBKOX,
10 MOXKE 3alpONOHYBaTH HE3BMYAMHMI JOCBIJ, IO MICTUTHh y cOo0l1 Halkpaiie
opa3y 3 KUJIbKOX HalpsAMiB, a Il Kpaloro po3yMiHHS >kKaHpiB. Po3MIsiHEMO KUIbKa
OCHOBHHX KaHIB.

[Ipuronnunpki irpu  (Adventures) — HajgaloTh IHepeBary  ICTOpIi,
JOCIIKEHHIO, PO3B'SI3aHHIO FOJIOBOJIOMOK Ta YIPABIIHHIO 3allacaMy, a HE EKIICHY.
['paBll pO3KPUBAIOTH CIOXKET y BJIACHOMY TEMIIl, TOCTIIKYIOUM ITPOB1 CBITH.
[070BOJIOMKM MEpEBIPSIIOTh JIOTIKY TpaBLIB Ta iXHI HABUYKH YIPaBIIHHS
oOMexxeHuMu pecypcamu [40].

[Tnarpopmepu (Platformers) — me 2D-irpum 3 6i4HOIO MPOKPYTKOIO, SIKi
3MYLIYIOTh TPaBI[iB OiraTu, CTpUOAaTH Ta JIA3UTH HEOEe3NeYHUMU TpacaMu. Boporis
Ta TAcTKU MOTPIOHO [dONAaTH 3 TOYHUM PO3PAXyHKOM 4Yacy Ta CIPHUTHICTIO.
[Tnargopmepu n1OMiHYBald B PAaHHbOMY T€MMIHTY 1 3QJIMIIAIOTHCS MOMYISIPHUMHU
noHuHi [40].

Crpareriuni irpu (Strategy) CHOHYKarOTh 1O PETEIHLHOTO TUIaHYBaHHS,
YIOPAaBIIHHS pecypcaMu Ta MPUNHATTI BaKJIMBUX PIIICHb, @ HE HA CIPUTHOCTI YU
pednexcax. BoHM 3a0x0ouyloTh aHayi3, TBOpYE BHPINIEHHSA MpoOIEM 1
JIOBrOCTPOKOBE cTpareriune 6adeHus [40].

Exmien-irpu (Action) nepeBipsAiOTh 1 BUHATOPOIKYIOTh pedieKCH TpaBliB,
MOTOPHY KOOpAMHAII}0 Ta MIBHIAKICTH peakuii. IrpoBuii mporec po3BUBAETHCS B
HIBUJKOMY TEMII, 3 aKIEHTOM Ha 005X, BUOyxax Ta emiuyHuX MoMeHTax. Jlo

NOMYJISIPHUX TPKaHPIB HAJIEkKATh IIyTepH, paiTuHru, Opoauiiku tomo [40].
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PonboBi irpu (RPG) 103BOJISIOTH TpaBIsiM CTBOPIOBAaTH TMEPCOHAXKIB 3
YHIKQTbHUMH HaBUYKaMH, TpeAMeTaMu Ta 3710HocTsasMu. Hacuyeni ictopii
PO3TOPTAIOTHCS Yepe3 JOCIHIIKCHHS, KBECTH Ta MOOiI4HI fii. BUTBM MO€THYIOTH
CTpaTeriyHe ynpapIiHHA XOJOM MOEJUHKY 3 €KIIEHOM 1 BUMararoTh JOTPUMYBATHUCh
TaKTHKH JJIS M IBUIICHHS epekTuBHOCTI [40].

yrepamu (Shooter) Ha3uBawTh OyIb-SKYy TPy, B sKid cTpuielbka 30pos
3aiimae 1eHTpanbHe Mmiciie. Ha Biaminy Big Tounux FPS-irop, myrep Moxe
3aCTOCOBYBATHCS JI0 PI3HOTO TEUMIUICIO Ta CTHJIIB ITPOBOTO MHUCTEITBA, B SKHUX
npucyTHs 30post [40].

Lle nexiabka OCHOBHMX >KaHPIB, KOKEH 13 KOTPUX MAa€ HEMAJIO MIJHKaHPIB Ta
MOKE€ KOMOIHYBaTHCh 3 1HIIMMH, IO JO3BOJII€E CTBOPIOBATU JIMCHO YHIKaJIbHUI
irpoBuii OCBi. JlaHui MpoeKT MOKHA OMUCATH T1I0PUIOM 13 KIJTBKOX JKaHPIB, CEPel
SKUX:

IIyTep — Y TPl € Pi3HI TUIIU JOCTYIHOT AJIsl TpaBIis 30poi;

€KIIIEH — Ipa € JTUHAMIYHOIO Ta JOCUTh BUMOIVIMBA JO HAaBHUYOK T'paBIls 1
BUHAropo/kKye 3a eQeKTUBHE MPOXOHKCHHS, BMIHHSA IIBUAKO pearyBaTd Ha
JTUHAMIYHY 3MIHY CHUTYaIlii, MTHOOKe PO3YMIHHS IrPOBUX MEXaHIK;

RPG (PonboBa ckiiajjoBa) — y rpl € MOJIMIIEHHS JJI IEPCOHAXKa, YHIKAJIbHI
MpEeIMETH, JesiKa BapiaTUBHICTD MPOXOKEHHS.

IIlo crocyeTbcsi MOHETHU3alll1, ICHYIOTh Pi3HI MIAXOAM Ta iXHI Bapiauli, 110
JAI0Th 3MOTY TIMiOpath HAWOUIBII MIAXOMAII KaHadd JIOXOAY BiJI TPOEKTY,
BIIIITOBXYIOUNUCH BIJ crenudiku Ipu. TakuM YUHOM, MOXKHA BHUIIJIUTH KiTbKa
OCHOBHUX MIAXO0IIB JO MOHETH3AIl].

[loBHa kymiBas rpu — 3a3BUYail mnepeadadae OIHOPA30BE MPUAOAHHS
KOPUCTYyBaue€M TpH, MICJIS YOTO BiH Ha3aBXIu Mae mocTym no Hei. Llei miaxin,
3a3BUYal, MOXE TMO€JHYBATUCS 3 IHIIMMU 1 HEPIAKO 3aCTOCOBYETHCS [0
MacIITaOHUX 1rOp, 110 BIApa3y MICTATh BEJIUKY KUIbKICTh KOHTEHTY [41].

MikpoTpaH3akiii — KymiBiIs NOpeaMeTiB ado BaJllOTH BCEPENUHI TpH,

HalfyacTimie 3ycTpiyaemo y free-to-play mpoekrax [42].
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JonatkoBuii KoHTEHT ab0 po3mmpenHs (DLC) — omHopa3oBa miiata 3a meBHe
po3mMpeHHst ad0 T0IaTKOBUN KOHTEHT, HEPIJIKO Ma€ Ha yBa3l SIKICHI JJOTIOBHEHHS
JUIsL TPHU, IO TPONOHYIOTh PO3IIMPEHHS IMPOBOrO JOCBIAY 1 YUMAajo HOBOTO
KOHTEHTY [41].

[Tlinmucka — cmocid MOHETH3alii, y MeXKax SKOTO KOPHUCTYBad KYyIye
TUMYACOBUN JOCTYI 70 PO3MIMPEHUX MOXKIMBOCTEH a00 M0JAaTKOBOTO KOHTEHTY.
Haifuacrimie e miaxia 3ycTpidaeTbes y BUITIAAI Bapialili « boioBuit mporryck», 1o
Jla€ MOXJIMBICTh B 0OMEXEHUI Tep10/] OTPUMATH YHIKaJIbH1 IPEIMETH 38 BUKOHAHHS
CE30HHUX 3aBJaHb [41].

SIK OCHOBHMI THUII MOHETHU3Allll, y TaHOMY IIPOEKTI BUKOPUCTOBYETHCS ITOBHA
KyHIBJIS TpU 3 OE3KOIITOBHOIO MIATPUMKOIO (BHXIJl YCIX 3arajibHUX OHOBJIEHB) Ta
NOJANbIIOK MOXKIIMBICTIO KyiBil IiIaTHUX po3mupens (DLC).

[HinboBumu miardopmamu aia auctpudyiii € Steam [5] 1 Epic Games [6],
OCKUIBKM 11 IJaTPOpMU HANUOUIBII TOMYJIAPHI Ta NPOMOHYIOTh MEXaHI3MHU
pEeKOMEHIalliii MPOAYKTIB i KOPUCTYBadiB 1 BHUPI3HSAIOTBCS KOPUCHUMU
IHCTpYMEHTaMH [JIsl pO3pOOHHMKIB, 3a JOMOMOTOI SIKMX MOMKHA aHaji3yBaTH
BIITYKH, OXOIUICHHS, IPOJa)i Ta 1HII Ba)KJIWB1 MOKA3HHWKHU, IO BIAHOCSATHCS JI0

MPOEKTY 1 BIOOpaxaroTh HOT0 MOTOYHUM CTaH 1 KOHKYPEHTOCIPOMOXKHICTb.
1.2 O anasoris

JIsist cTBOpEeHHsSI OUIbII YHIKAJIBLHOTO MPOAYKTY TMPOAHAI3yeEMO I1CHYIOUI
aHaJoru, MO0 PO3yMITH CUJIBHI Ta CIA0KI CTOPOHM, MOTEHIIMHI MOJIMIIECHHS Ta
HIITIT MOYKJTMBI KOPUTYBAHHS TIPOEKTY.

ULTRAKILL (puc. 1.1) — e AuHaAMiYHHUI PETPO-LIyTEp 13 TIIMOOKOIO Ta
SAKICHOIO peai3alli€l0 IrpoBUX MEXaHIK, HE3BUYAHUM CayHATPEKOM, IO
3aram'siTOBY€E€ThCS, CTHJIICTUYHO BIJICHIIA€ IO MEPUIOBIAKPUBAUIB JKaHPY, TAKUX K
Quake [3].

o crocyetnes reiimieto, B ULTRAKILL BiH myke pi3sHOMaHITHUM: Tpa, B

OCHOBHOMY, pO30HTa Ha piBHI, a MICJIs 3aBEPIICHHS PiBHS, T'PaBLEBI BUBOAATHCS
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HOTO pe3yibTaTu, AC BPAXOBYETHCA 4YaC INPOXOIKCHHA, BUKOHAHHA OJOAATKOBOIO

3aBJaHH 1 301p CEKPeTHHUX apTe(aKTiB.

Pucynok 1.1 —IIpeg 1o epu ULTRAKILL
Ircepeno: [2]

VY rpaBuiB € mMMpOKU BUOIp 30poi, € MOMXKIHMBICTH OOWUpaATH JOJATKOBI
MpeIMeTH, IO BINIMBAaTUMYTh Ha TMPOXOKCHHS (HANMPUKIAJ, Tak-KillKa, 3a
JIOTIOMOTOIO SIKOTO TpaBeIlb 3MOXE MPUTITYBaTH J0 cebe JIETKUX BOPOriB abo
CaMOMY TIPUTATYBATHUCSl O BaXXKUX BOpOTiB). TakoK € MOHATTA OOCIB, 3 SIKUMH
JIOBEJIETHCSI OMTUCS HAITPUKIHI IVIaBH, KOXKEH 3 SIKMX YHIKaJbHO Bese 01 3 rpaBlieM,
BUKOPHCTOBYIOUM PI3HI MPUHOMHU 1 XUTPOIIl. Takok CIiJ BiA3HAYUTH UYIOBUN
JICBENI-TN3aiiH, JIe KOJKHA 3 TJIaB HE TUTBKU MOJKE 3allPOIIOHYBATH YHIKaJIbHOTO Ooca
1 TeWMIIICiHI 0COOMMBOCTI, a W YHIKaJIbHUNA CTWJIb JIOKAI[N: BiJ JIAOIPUHTIB 110
BEJIMKHX BIJIKPUTUX MPOCTOPIB a0 OGaraTomapoBux Oy/IiBeb.

IlepeBaru:

- BHCOKa JWHAMIKA;

- 30pos uyiiHa 1 mepeadavyBaHa;
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- IIUPOKUH BUOIP CTUIIIO T'PH;
-  SAKICHHH JeBel-au3aiH;
- yHIKaJbHHUH CayHITPEK;

- HasBHICTb CCKPCTHHUX 3daBJdHb.

JPREME

MLTIPLIER X2, 99
FRESH UEAPON BN

Pucynox 1.2 —Ilpuxnao eevimnnero ULTRAKILL
Ircepeno: [2]

Henomiku:
- HeMae Xo0H01 30poi (melee);
- MOJCNb MEPECyBaHHS TEPCOHAXa JIOCUTH JIETKA ISl PO3YMIHHS, ajie
B1JIHOCHO TIOBEPXHEBA;
- 1HOAI MOXeE 37aBaTHCs 3aHAJTO MOHOTOHHUM;
- MOKe OyTH HE3pPO3yMUIUM JJIsl HE 3HAMOMHUX 3 MOJIOHUM >KaHPOM;

- BI3yaJIbHMH CTWJIb NIHCHO YHIKAJIbHHM, aje MiIXOAUTh HE BCIM.
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Pucynox 1.3 —Ilpuxnao eevimnnero ULTRAKILL
Ihicepeno: [2]

3aranom, ULTRAKILL € nyxe sikicHUM IPOAYKTOM, OJJHAK Hillla, Hapa3i, He
3aifHATa BEJMKOI KUIBKICTIO MOMIOHUX irop 1, mo BakiuBo, «Endlessy, mopiBHIHO
3 1HIIUMH TIpoekTamu, xod 1 € HahOommkuuM 1o ULTRAKILL, ane He € npsiMmum
aHaJIOroM, IO JOJATKOBO 3MEHIIYE IIAHC OyTH B TiHI OUIBIIIOTO MPOEKTY, aJiKe
HarpssMok Movement-Shooter TiJIbKH OYWHAE 3HAXOAUTH CBOIO ayIUTOPIO.

Doom Eternal (puc. 1.4) — KyabTOBHI JUHAMIYHUH IIyTEP BiJl MEPIIOT 0COOH,
110 TIPOTOHYE BapiaTUBHUN TeMILICH, € HAaWO1IbII BII3HABAHUM MPEICTABHUKOM
miaropmepa 1 TPUTOHUIILKOTO JKaHPiB, Ma€ BKpail AKICHUN CayHATPEKTa SKICHO
BUTPUMaHy MOXMYpPY CTHIICTUKY (puc. 1.5).

[TpoxomxkeHHs Mmojsrae B MOJOJaHHI BEJIUKOI KIIBKOCTI BOPOTiB, OWUTBI 3
pi3HOMaHITHUMU OocamMu (CYNMpPOTHUBHUKH TIJBUINEHOT CKJIAIHOCTI) Yy Mipy
MPOCYBAaHHS CIOKETOM, BIAKPUTTI 030poeHHs. Jlokamii € KOpUIOpHUMH, aje

NPUCYTHI allbTEPHATUBHI HIISAXU a00 CKOPOYEHHs, a apeHHu s 00iB 13 Oocamu
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3aBKAM  HAAUICHI YHIKaJIbHUMHU OO0'€KTaMH, $IKI MOXYTh BHKOPHCTOBYBATHCS

TpaBIEeM JUIs CIIPOLICHHS a00 ypi3HOMaHITHEHHs 0010.

Pucynox 1.4 —Jloecomun epu Doom Eternal

Icepeno: [4]

[IepeBaru:
- BHCOKa JWHAMIKA;
- SIKICHUM JeBeJI-IU3alH;
- PI3HOMAaHITHI BOPOX1 HEIFPOBI MEPCOHAXI;
- SKICHUW CayHITpEK;
- I[IKaBUH CIOXKET;
- mMpOoKui BUOIp 30poi.
Henomixu:
- IrpoBUH Mporec Moxe OyTH CKIaJHMM 1 3alUTyTaHUM JUIsli HOBUX
IpaBIB;
- 3araJibHa CTUJIICTUKA € BKpail MOXMYpPOIO, Y TPl MPHUCYTHS BEJIHMKA
KUTBKICTh )KOPCTOKOCTI, 110 MOKE HE MIAINTH JEIKUM IPaBLSsIM;

- MPSMONIHIAHICTB JOKAIIi.
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B minomy, Doom Eternal € qye sKiCHUM AMHAMIYHUM IIYTEPOM BiJI MEPIIOT
ocoOHW, TIPOTIOHYE BEIUKY KUIBKICTh I[IKaBUX JIOKAIlid 1 PI3HOMaHITHUX
CYNIPOTHBHUKIB, OJHAK HE € MPSMUM KOHKYPEHTOM PO3POOIIOBAHOMY MPOAYKTY,

OCKUTBKM TIOIPH CXOXKICTh >KaHPiB, MIIXOAM JO peajizailii Ta KopeHeBa OCHOBa

TeUMILICIO TyXK€E BiIPI3HIIOTHCS.

Pucynok 1.5 —Ilpuxnao eevimnnero Doom Eternal

Icepeno: [4]

BLOW-UP: AVENGE HUMANITY (puc. 1.6) — mytep Bia nepiioi ocoowu,
Jie TpaBlIEBl JIOBEJETHCS OOpOTHUCS 3 1HOIUIAHETHOIO pacol, Tparoud 3a
MIPOMHUCIIOBOTO poOoTa. ['pa ckiamaeThes 3 piBHIB, JIOKAIlIl MIPEACTABISIOTh COOOI0
JIOCUTH MPOCTI MEPEBAKHO KOPHUIOPHI TIJISHKH, 110 HAIIOBHEHI PI3HUMH BOPOTaMHU
(puc. 1.7). I'paBertb MOXE€ BHKOPHCTOBYBaTH OTOYCHHS JJIA €()EKTUBHOTO
MepeCcyBaHHS Ta YXWJICHHS BIJ] BOPOXXKMX aTak, a 3a IIBUJKE MPOXOKCHHS 3

BUKOHAHHSIM YCIX MOOIYHHUX 3aBAaHb (YEJEHIXKIB), MependayeHO OTPUMAHHS
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,Z[O,Z[aTKOBO.l. BHUHAropoan Ta MOKJIMBICTB 3MaraTucs 3 1HITUMH T'paBIsIMHU 34 MiCHC B

Ta0JINII JTiJEPiB.

/ 2 G'JENGE HUMONLTY,

Pucynox 1.6 —IIpes’to epu BLOW-UP: AVENGE HUMANITY
Icepeno: [23]

IlepeBaru:
- SKICHa MOJIeTIb TIEPECYBaHHS IMEPCOHAXA, HASBHICTh MPUUOMIB IS
IITBUITIIOTO TTPOXOKEHHS;
- yHIKaJbHa 30pos;
- BEJIMKa KUJIBKICTh PI3HUX CYMPOTUBHUKIB.

Henomniku:

HEBU3HAYEHU Bi3yalbHUI CTUIIb;

MPOCTHI MOBEIHKOBUM 1HTEJIEKT HEITPOBUX MEPCOHAXKIB;

MIPOCTOTA 1 IPAMOTIHIHHICTD JIOKAITIH;

MOHOTOHHICTh CayHATPEKY Ta PiBHIB.
3aranrom, BLOW-UP: AVENGE HUMANITY wMicTUTh JIWHAMIYHUHN
reiimiuiet (puc. 1.7) Ta yumano pIAKICHUX 1 YHIKaJbHUX MEXaHIK, aje He

11030aBJIeHUI MOBEPXHEBO PEATI30BAHUX ACMEKTIB. PO3MISIHYTHI IPOAYKT € BEJIbMU
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OJIM3BKUM 3a 3araJibHOIO i,Z[€€IO A0 MMPOAYKTY, 110 p03p06J'I}I€TBC$I ajie CTUJIICTHYHO

MoII0HOCTEH MPAKTUIHO HEMAE, Yepe3 0 MOTEHIIIHA ayTuTOPist aOCOTIOTHO Pi3HA.

(1] SHIELD OFFLINE (1) - -.

- -

Pucynox 1.7 — Ilpuxnao eetimnieio BLOW-UP: AVENGE HUMANITY
Icepeno: [23]

1.3 ITocTaHoBKa 3aBJaHHs HA KBaJiikaiiiiny poooty

OcCHOBHUM 3aBIaHHSM KBali(iKaliifHOI poOOTH € PO3poOKa KOMIT IOTEPHOL
rpu «Endless», 1110 HaneXHUTh 10 KUIBKOX »aHPIB, MOEJHYIOUM IIyTEp, €KILIEH 1
ponboBy ckiianoBy (RPG), mpomnonye mpocyHyTy MOJIENb MIEpeCyBaHHS MMEPCOHAKA,
aIrOPUTMHU TeHepallli 3aliB-pIBHIB Ta IHTEJCKTyaJIbHY MOJCIb ITOBEIIHKU
HeirpoBux nepcoHaxiB (NPC). Takox 10 000B'sI3k0BOTO (DYHKITIOHATY HAJICKUTH
peasizaiiist B Tpi 30poi, cucTeMu B3aeMo/Iii 3 00’ €KTaMu, CUCTeMa BUOOPY PiBHIB.

IrpoBuii mpouec Mae MICTUTH MOXIIMBICTH BHOOpPY MIXK 3a3fanierijib
CTBOPCHUMH 1 3r€HEPOBAHUMHU PIBHSIMHU, Ha KOXKHOMY 3 SKHUX TMPHUCYTHI BOPOXI

HEeIrpoBl TepcoHaxi, 30pos it 00, pecypcu st 300py, PO3XigHI MpeaMeTH
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(amTeuku I8 BITHOBJEHHS 3JI0POB'S TOIIO). Y pas3l mporpairy, I'paBlLEBl
MPOTMOHYETHCS CIPOOYBAaTH 3HOBY a00 BUITH J0 TOJIOBHOTO MEHIO, HOTO Iporpec
(310pani pecypcH Ta IpeaIMeTH TOIIO) PH IbOMY 30epiratroThes. Y pasi YCIHIIIHOTO
3aBEepILIEHHS PIBHSA, MPOMOHYETHCS MPOJOBKUTH MPOXOKEHHSI, MEPEHIIIOBIIH 10
HACTYITHOTO 200 BUHTH /10 TOJIOBHOTO MEHIO.
OyHKITIOHATBHI BUMOTHU:

- KOpHUCTYBallbKU 1HTEpPEHcC;

- TeHepallis irpoBUX PiBHIB;

- 1HTeJIeKTyaJIbHa MOBE/[IHKA HEIrPOBUX MEPCOHAXKIB;

- CHCTEeMa 1HBEHTaplo, MOXKIIMBICTh B3a€EMOMISATH 3 00'ekTaMu, 30MpaTh

peCypcH TOIIO;
- cucTtema 30epeKeHb.

HedynkuionanbHi BUMOTH:

cTtabuibHa po0OTa 3aCTOCYHKY — SIKICHA ONTHMI3allisl Ta BHUCOKa
KUIBKICTb KaJIpiB B CEKYH/Y;

- SKICHUM JeBeJI-IU3alH;

- 3po3yMije Ta nepeadadyyBaHe YIpaBiIiHHS;

- 1HTYITUBHHUI 1HTEpEC.

ABromaru3oBaHi (PyHKIII: 30€peKeHHsS TPOrpecy, CIaBH HEIrPOBUX
NEPCOHAXKIB 1 MPEAMETIB, OOpOOKa Ta IHTEpIIpETallisl BBEAEHHS, LIKajla 370POB'S,
aHIMaIlii IepCOHaXIB 1 MPEIMETIB.

Bxigni nani. HanamryBaHHS KOpHCTyBaue€M IpH, Aii TpaBls (BUKOHAHHS
JOJITATKOBHMX 3aBlaHb, 30ip apTedakTiB), 0OpaHUl KOPUCTYBa4eM pIiBEHb Ta HOTO
napameTpH.

Buxiani gani. Ouinka €(peKTUBHOCTI MPOXOMKEHHS, B1IOOpaKeHHS JaHUX
yepe3 iHTepdeiic (MeHto, iHTepdeiic y mpolieci Tpu, MO0 AEMOHCTPYE 3I0POB'S,

pecypcH ToII0), HapaxyBaHHsI iIrpOBOi BaJIFOTH T'PaBIIEBI, MPOTPEC MEPCOHAKA.
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BucHoBku 10 po3aiay 1

Po3rmisiHyTO Ta nmpoaHanizoBaHO Cy4acHY irpoBY 1HIYCTPIIO 3arajioM, OCHOBHI
YKaHPH Ta TXHI BIUIUB a00 BITHOIICHHS /IO MPOAYKTY, III0 PO3POOISIETHCS.

Byso npoBeeHo aHami3 CX0KUX HasIBHUX TIPOAYKTIB JJIS IIAPIIIOTO YSIBICHHS
IpO HAmpsMOK 1 PO3YMIHHS CHJIBHUX 1 CJHaOKMX CTOpIH IHIIUX TMPOEKTIB, IO
CKOpUTYBajio okpeMi ckiianoBi «Endlessy.

BusnaueHno ocHOBHe 3aBaaHHs, (PyHKIIIOHAIBHI Ta HE(YHKIIIOHAJIbHI BUMOTH,

aBTOMAaTH30BaH1 (DYHKIII1, BX1THI Ta BUX1JHI JIaH1 Ta IXHI CKJIa/I0BI.
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PO3JILT 2
MMPOEKTYBAHHSA IMTPOT'PAMHOI'O TPOAYKTY

2.1 MonesiroBaHHS NMOBEXIHKHU MPOAYKTY

Jlns BioOpakeHHS TOBEIIHKH TPOAYKTY B 3arajlbHOMy BHIJISL, CIIiJT

po3mIsHYyTH fiarpamy BapianTiB Bukopuctanus (Use Case Diagram) Ha puc 2.1.

30epexeHHA Ta
3aBaHTaXeHHs

nporpecy

BrvkopucTaHHA
> 36poi, B3aemoaif 3
ob'ekTamn

<< includes >>

30ip pecypcis,
MeHeMKMEHT
iHBEHTapH

YnpagniHHA
nepcoHaxem

<< includes >>

paBeupb

lMoseniHKka HeirpoBuUX
nepcoHaxie

<< extends >>

BuGip piBHIB MiX
3reHepoBaHUMM Ta

CTBOPEHUMU
3aspanerigb

<< includes >>

Pucynox 2.1 — iaepama sapianmis euxopucmanns (Use Case Diagram)

Iicepeno: pospobneno aemopom

[TosicHeHHs AlarpaMy BapiaHTIB BUKOPUCTAHHS.
- akTopoM (actor) € TpaBelb, B3aEMOJIS SKOIO 3 CHCTEMOIO

PO3ITIAAATUMETBCA,
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- mnpencrasneHi ¢yHkuioHanbHi yactuHu (Use Case), 1110 OMHUCYIOTh Y
3arajJbHOMY BHIJISIJII KOHKPETHY YAaCTHHY CHUCTEMH Ta ii (yHKIIOHAIT,
10 € BUJIUMUM JIJIs1 KOPUCTYBava;

- “<< extends >>" 3B'I30K BKa3y€ Ha JIPYTOPSJIHY, OMI[IOHAIBHY JIi0, Y
ToM vac sk “<< includes >>" Bka3zye Ha JOJATKOBY AiI0, IO 3aBXKIU
B1J10YBA€ETHCS 3 TIEIO, BT SIKOT BOHA 3aJIe)KHA.

[Ticns 3amycky nporpamu (Tpu), TpaBellb, MICIs 3aBaHTaKEHHsI, TOTPAIUISE 0
TOJIOBHOTO MEHIO, 3BIJIKM MOKE€ BUKOHATHU TaKi JIii:

- BLAKPUTH BIKHO HajallTyBaHb — MpPHU3BEAE [0 INOSIBU BIKHA 3
MO>KJTUBICTIO BUOOPY MOBH, KOPUTYBaHHS Yy TJIMBOCTI MUIII1 TOIIIO;

- BUITH 3 TP — JIOIaTOK 30eperke Mporpec 1 3aKpUeThC;

- odYarty BUOIp piBHS JUIs MPOXOKEHHS (3a3/1aJIeT1b CTBOPEHUHN PIBEHb
abo 3reHepoBaHUil) — Micas BUOOPY PO3MOYHETHCS ITPOBUM Mpolec
(refimrLeit).

[Ipu nepexoai 10 relMILIEI0, CIUCOK MOXKIIMBHUX A1 TaKUU:

- TPOXOMKEHHsSI PIBHS — TpaBellb JIOCHKYyE JIOKalii, OopeTbcs 3
BOpOTaMH, 30upae IiHHI MPEIMETH, B3aEMOJIE 3 00'€KTaMU;

- TIOBEpPHEHHS B FOJIOBHE MEHIO;

- BIAKPUTTS HAJIAITYBaHb TPH;

- mOporpam — MEePCOHaX TPaBlsd BMHUpAE a00 3HUILYE HEOOXITHUN IS
MPOXOKEHHS TPEAMET, IMICIIsi YOTO MOXE TIOBEPHYTHUCS 10 TOJIOBHOTO
MeHI0 a00 crpoOyBaTH MPOMNTH 11I€ pa3, IEPe3anyCTUBIIHN PIBEHb.

- BUTpaml — TpaBellb YCHINIHO MPOXOJAUTh PIBEHB, MICIS YOTO MOXKE
NepelTy B HaCTYNMHUI a00 MOBEPHYTHUCS 10 TOJIOBHOTO MEHIO.

PosrnsinyTa giarpama BigoOpaxae MmoBeIiHKY 3aCTOCYHKY Ta MOT0 peakilito Ha
OCHOBHI JIii KOpHUCTyBada (TpaBIlsi), aje JJjisi HAOYHOTO BITOOPaKEHHS «IOTOKY
T/ ynpaBiIiHHSY, llarpaMy BapiaHTIB BUKOPUCTAHHS BapTO CYNPOBOJUTH 1HIIUMH,
TOMY TaKOX MPEACTABICHO JiarpaMmy AiSUIbHOCTI, MO JEMOHCTPYE, KyIH BEIYTh

MIeBHI PiIlICHHS, IPUHHATI Oe3mocepeIHbo TpaBiieM (puc. 2.2).
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[ IcHyroui aaHi 3bep#eHHA nporpecy |

BilkpUTH rONoEHE
MEHIO

3aKTvpK Nporpamy
(EWiTH A0 poSovoro
CTONY)

Bif¥puTi BiKHO BigkpuTi BMEIp
HanalWTyBaHHA pisHA

[ PiBeHE EWOpaHD | BiaMIHKTW BWDIp piEHA

Mepexig Ao
reAMnner

[ MpaBeLs NpoMoE PiBeHs | [ CMepTL NepcoHaka rpaBuUs |

Mepe3anyCcTuTH
pigeHL

MepeiTv 0o
HACTYNHOM PIBHA

BuidiTi 10
TONOBHOTD MEHHD

Pucynok 2.2 — Jliaepama oisnvnocmi (Activity Diagram)

Licepeno: pospobneno agmopom

[TosicHenHst miarpamMu  JisyibHOCTI.  Jliarpama JIOMOBHIOE — TOMEPEHIO,
JEMOHCTPYIOUM BIUIMB PillIeHb, NPUUHITUX IpaBUEM, 1 T€, 0 YOro Hallp MEBHHUX

pillieHb BeJIe.
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[IpencraBneno miarpamy nociigoBHOCTI (Sequence Diagram) (puc. 2.2), 1o

JIEMOHCTPY€E TOCTIIOBHY B3a€EMOII0 MI>K OCHOBHUMHU CYTHOCTSIMH, TIOKa3yIO4H 1€

SK TOBIOMJICHHS, SIKE IMOCIIIOBHO MPOXOAUTH Yepe3 ycl CYTHOCTI, sIKI OepyTb

y4acTb y Horo oOpoOii (MOCHIIOBHICTE BHKJIUKY OYIYyeThCS 3aJIeKHO BiJ

KOHKPETHOTO MOBIJOMJICHHS).

InputHandler PlayerMovement Enemy LevelService
| T T T T
Mpageus I | I I
| I | I I
| Ipasels HAaTUCKAE Ha | | | |
| KnagiLi NEPECYBatHA ! 3uWTaHi KNasilui NepeaanTsca 4o | I 1
T gl MoJeni NepecyBaHHA | | |
| I > I I
1 1 | |
AnsTepHaTHBA ! | i ! !
| Po3paxyHOK pyXy Ta OHOBNEHHS noauLyii | |
| AKwo rpasele Moke | , | ,
pyXaTucs | I‘""I """"""""""""""""""""" | ,
________ [ | 1
0 : | PO3paxyHoK pyxy He BIN0YBAETLCA, (EPCOHAK 3ANHIIAETLCA HA NOTONHIR NO3MUI | ,
HaKwe
oo L Bt [ |
T T I 1
| I | I |
| | Bopor cTapasTbA 3HaTH rpasys, Gasylounch Ha ioro | |
| | NOTOHHIi NP3MUIT T2 MOKNMBOCTI "0a4nTh” | |
»
1 1 1 [ 1
| I | I
! ! AnkTepHaTUEA ! !
1 1 | Boper po3ancyMHac nepecnigysaTi rpasla 1
» | [ TpaBUs BOAETLCA 3HAWTM] | |
| | et i i | I
| ’ | Bopor NOBEPTAETLCA A0 CTaHY |
| | [ TPaBUA He BAAETbeA sHaiiTh | | NATPYNIOBARKA, Ta He nepecniaye rpasua |
- et [ |
| I t |
| I | | I
| I | | |
! ! ! ‘ 3aBeplIeHHA piBHA !
1 1 1 I »
| I | | |
| I | |
| I | AnsTepHaTMBa |
| I | |
| | | [Tpasuesi BAAcThea 3aBepumti | paBueLb nepexone A0
| X | piBeHb, AOWLIOBLUK A0 KIHLA | | HACTYMHOTO PiBHA
% s
| I I e e - - = e
! ! ! [ IHaKwe | IMpaBLEB] NPOMOHYETLCA CTIPOOYBATH LWe pa3
[ R ECTTLEEEER LI qrommmn e e oo
I |
I |
I |

Pucynox 2.3 — Jliaepama nocnioosnocmi (Sequence Diagram)

IDicepeno: pospobnero agmopom

[TosicHenHs miarpamu mociigoBHOCTI. [liarpama AeMOHCTpPY€E TOCTIAOBHOCTI

B3aeMO/1ii Mi>k OCHOBHUMHU cyTHOCTSIMU B Endless. Ockinbku 11e# MPOIyKT MiCTUTh

0e3i4 pI3HUX CYTHOCTEW, W0 3a0e3MeuyroTh poOOTy KOHKPETHOI YAaCTUHU

GbyHKITIOHATY, KJIACH, IO TIPEICTABJICH] Ha JlarpaMi, € y3arajJbHEHHSIM 1 HacaMIiepe/
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B1I0OpakaloTh CTPYKTYpY B3aeMojii, o0'eHyr0YM B €001 O€3/iy 1HIIUX, OTXKeE,
KOKEH 13 HUX MOKHA OTIMCATH SIK:

Player (rpaBerp) — I1f0 CyTHICTH MPEACTaBICHO B 3arajlbHOMYy BHIVISIL,
JEMOHCTPYIOYHM BIUIMB KOPUCTyBada HAa «IOBIJOMJICHHS» (I TOBIAOMIICHHSIM
MaeTbCcsl Ha yBa3l MO, IO IHIIIIOE TOCTIJOBHICTh B3aEMOAIl  MIXK
00pOOJIIOBAILHUMH CYTHOCTSIMH), IO OOpOOJISATUMYTBHCS CYTHOCTSIMH, SKI €
YYaCHHKaMU CUCTEMHU (TpH);

InputHandler (0OpoOHUK BBEIEHHS) — CYyTHICTh, IIIO PETMPE3EHTYE CHCTEMY
BBOJY, CIIPOEKTOBaHy B IIbOMY JOJIaTKy, HE 3auillaioud JeTayi peanti3aiii, Ha
JiarpaMi MOKa3aHO MPOIIEC 3YMTYBaHHS KJIaBIII 1 MepefaBaHHs 1H(opMaIlli mpo
BBEJICHHS 3aIliKaBJICHUM CyTHOCTSIM;

PlayerMovement (cuctema nepecyBaHHsS MEPCOHAXKA) — TAKOXK HE € OJHUM
KJIACOM, a CKOpIIlIe OMUCY€E POOOTY KIJTBKOX, 1110 IHTEPHPETYIOTh JaH1, OTpUMaHi BiJ
oOpoO:roBaya BBOJY 1, HA IXHIH OCHOBI, MPOPAXOBYIOTh MEPECYBAHHS MEPCOHAXKA,
SIKIIO 1€ MOKJTUBO;

Enemy (Bopor) — y3arajibHIO€ OHSTTS CYIIPOTHBHHKA, BKa3yIOUU Ha CIIpoOOy
BOPOXKMX HEITPOBUX MEPCOHAXIB 3aBAJUTH I'PABLIEBl HA MPUKJIA/1 3MIHU CTaHY, 110
OIHCYE MOBEIIHKY 00Ta y KOHKPETHU B1IPI30K 4Yacy;

LevelService (cepBic piBHIB) — CYTHICTh, III0 3aliMa€TbCs 3araJibHUM
MEHEPKMEHTOM PiBHIB, OMPAILbOBYE JOTIKY MOOYIOBH 3aJIEAKHO B pEXKUMY 1 THITY
pIBHS, MOXE KEpyBaTH CYTHOCTSAMHM, IO Oe3mocepeaHbO CTBOPIOIOTH JIOKAIlli,
peanizyloTh CIIaBH BOPOTIB 1 MPEAMETIB, MEPEBIPSIOTh YMOBH JJIsi MPOXOKEHHS
TOIIIO.

PosrnsiHyTi giarpamMu ONMUCYIOTH TMOBEMIHKY MporpamMu (Tpu) 3 MOMISAY
KOpHCTYyBaya, 110 J1a€ PO3YMIHHS, K 3aCTOCYHOK (Tpa) pearye Ha pi3Hi Jii TpaBiis, a
TaKoX B1JI00pakaloTh JIAHITIOKKH B3a€EMOJIIT JESKUX 13 CUCTEM, IO MICTATHCS B

IIOMY TIPOTYKTI.
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2.2 Mone/il0BaHHSI CTPYKTYPH NPOAYKTY

Ha puc. 2.4 mpencraBieHo miarpamy KiaciB, IO TOKa3y€ BIIHOCHHH Ta
3aJIe)KHOCTI MK KJIacamH, sIKi CTOCYIOThCSI TPaBlisf, BOPOTIB 1 POOOTH CHUCTEMHU
piBHiB. BijbIa yacTuHa 3 ITUX KJIaciB HaJIeXKaTh 0 relMInIero (irpoBoro mporecy),
ajie BOHU MOXYTh BUKOPHCTOBYBATH CEPBICH, K1 HE CTOCYIOTbCA O€3M0CEPEIHBO /10
remiuiero, Hanpukiaa, StaticDataService(uepes iatepdeiic [StaticDataService) —
Hajae KoHpirypariitai (aitmm 1st BCIX CyTHOCTEH, sIKi bOTO MOTpeOyroTh. Jlai,
MiJ] 9ac OTMHCY apXiTEeKTypH, Oy/e IeTaabHO OMUCaHO POOOTY BCHOTO 3aCTOCYHKY, a

Hapa3l pO3MISIHYTO KJIKOYOBI CyTHOCTI.

Player CharacterEntity Enemy .
+ PlayerName: string l + Health: HealthBase - _enemyAl: EnemyAl
+ PlayerLevel: int + Teleport(Vector3, Quatemion): void - _navAgent: NavieshAgent
+ PlayerDied: event Action + SetHasOrder(bool): void
HealthB 1
+ Reset(): void ea ase
1 | + CurrentHealth: int = EnemyAl
+ TakeDamage(int). bool + _enemyAl. EnemyAl
+ Heal(int): bool + SetupBehaviourTree(): BehaviourNode

LevelService LevelPicker

;-1 - _staticDataService: |StaticDataService ' + TargetLevel: string

- tevelPicker LevelPicker [T + SetTargetLevel(string): void

- _sceneloader: ISceneloader SEEELECE LT
= V + StartLevel(): void

- _environmentService: EnvironmentService =~ pesssesesses i
i

+ AutoSetuplLevel(): void E : ScenelLoader

- HandleProceduralGeneratedLevel(): void ' - _staticDataService: |StaticDataService

- Generatel evel(int seed): void
+ LoadScene(string): void

+ LoadAdditiveScene(string): void

+ UnloadAdditiveScene(string): bool

StaticDataService

- _singleConfigs: Dictionary<Type, object> . = EnvironmentService
.............. [

+ InitializeAsync(): void - _staticDataService: IStaticDataService

+ GetLevelsList(): LevelListSO - _factory: EnvironmentFactory

+ GetLevelConfigByLevel(string): LevelConfig + CreateRoom(string): LevelRoom

+ LoadSingleConfigByPath<TConfig=(string): TConfig + CreateElevator(string) Elevator

+ ClearAllEnvironment(): void

Pucynox 2.4 — Jliaepama xnacie (Class Diagram)

IDicepeno: po3pobneno agmopom
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Kitacu, po3misiHyTi B 1aHii Jiiarpami, He OIMCAaHO MTOBHICTIO, OCKUIBKH KOYKEH
13 HUX JeJierye BUKOHAHHS JIOTIKM Ha KUIbKa 1HIIMX CYTHOCTEH, MOBHUN PO3IIIAL
SKUX Ha JJAHOMY eTarri Oy/ie CKJIaJHUM JIJIs IIOBHOIIIHHOTO PO3yMiHHS — HATOMICTb,
MPUCYTHI iXHI OCHOBHI YaCTUHU (WIECHHU KJIACIB), 3aBISKHU SKUM IPAITIOE BiIMOBITHA
yacTuHa nporpamiu. [lepin HiX po3mIsiIaTi KOXKEH 13 KJIaciB, BAKIUBO YTOUHUTH, 10
Player i Enemy ycnagkoByIOTbCS Biji OTHOTO 0a30BOTO KJacy, AKUW OJpa3y HaJae
METOJ JUIsl TeJenopTalii mepcoHaka 1 Mojie, Y TUN JaHUX OMHCYE 30POB'A
MEePCOHaXKa 1 METOJl OTPUMAaHHS IIKOAW a00 BIAHOBIEHHS 370POB'S, MICIS YOTO
PO3LIMPIOIOTECSA 1 AOMOBHIOIOTHCS HEOOXIAHUMU IM 4YjieHaMHU Kjacy (Harpukiaj,
kiac Enemy orpumye 101aTKOBUI YjieH KJIacy y BUIISL OIS, 10 MOCHIIAE€THCA Ha
KOMITOHEHT, SIKMI OITUCYE 1HTENEKTyaJbHY MOBEIIHKY I[OTO HEIrPOBOTO MIEPCOHAKA
— EnemyAl, Tomio). binpin neTanbHO Ipo KOKHY CYTHICTb 13 llarpamu:

kinac rpaBus (Player) € makcMMalbHO BHCOKOPIBHEBOIO OOTOPTKOIO HAJ
KJIaCaMH, 110 pealli3yloTh OCHOBHY YacTHHY (PYHKI[IOHATY — Y IIbOMY KJaci HeMae
0e3rocepeIHbOl JOTIKM BUKOHAHHS YOTOCH, aji¢ BiH, MalO4M IMOCHJIAHHS Ha 1HII
KJIACH/KOMIIOHEHTH, MOXKE 3BEpTaTHCsl A0 IHIIUX KJIACIB, YMsS BIJMNOBIIAIBHICT
MOJIATAE B HAJaHHI IEBHOTO (PYHKITIOHAITY;

kinac Bopora (Enemy) TakoX BelbMH BHUCOKOPIBHEBHUH 1 HPOCTO HAJa€e
nyOIiYHI YI€HH KJacy Uil «IIepeHanpaBiIeHHs» BUKOHAHHS JIOTIKU 1HIIMM KJlacaM,
0 peai3yloTh IEBHY YaCTUHY pPOOOTH BOPOXKHUX HEIrPOBUX IEPCOHAXKIB,
Harnpukiaz, EnemyAl, Health Tomo;

kiac 3a0poB's (HealthBase) — cyTHicTh, 1o Hagae myOmiuHi METOAU 1
BJIACTUBOCTI JUIsI MOXJIMBOCTI HAHECEHHSA IUKOAW TpaBleBl ab00 HEIrpoBUM
MepCOHaKaM, BUKIMKAae Tomii (events) MmiJ dYac 3MIHM 3I0pOB'st abo cMmepTi
MEPCOHAXKA;

KJIac MocTayaldbHUK cTaTMuHMX AaHux (StaticDataService) OyB omnucanwmii
BUIIIE — WOTO BIAMOBIAAIBHICTIO € «po3/aBaTu» KoHpirypariiti ¢aiim BCiM, XTO

IILOTO MOTPEOYE;
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3aBaHTaxyBad clieH (Sceneloader) BiamoBigae 3a MEHEIKMEHT CIEH Y
MPOEKTI, MEPEXiJ MK OCHOBHIUMH 1 3aBaHTAXCHHS/3HUILICHHS TOYIPHIX CIICH, HA/1a€
CIICHY 3aBaHTAXCHHSI, 3aITyCKy MMPOTPaMHU TOIIIO;

cepBic otoueHHs (EnvironmentService) Oepe Ha ceOe ympaBiiHHS BCIMa
eJIEeMEHTaMH OTOYCHHS (BC1 00'€KTH, 110 € OyAiBIsIMH ab0 1HII CTaTUYHI 00'€KTH) —
CJIJIKY€ 3a TPaBUIILHUM 3HUIIICHHSIM HETOTP1OHUX 00'€KTIB, 3aBK/IU Ma€ TIOCUIIAHHS
Ha KO)KCH CTBOPCHUM 00'€KT I MOXKIIUBOCTI TIOBHICTIO KEPYBaTH HOTO KUTTEBUM
nukiioM. CTBOpeHHS KOHKPETHHUX HOBHX OO0'€KTIB Jelerye Ha CYTHICTb
EnvironmentFacotry, mo 0e3nocepeqHbo 3aliMaeTbcs MPOLIECOM CTBOPEHHS
€JIEMEHTIB OTOYCHHS;

LevelPicker € cyTHicTIO, 110 MPUXOBYE JeTalll peai3allii crapTy irpoBOTroO
nporecy 3a mnyomiuHuMm MetomoM StartLevel(), Takox Bkasye cepBicy pIBHIB
(LevelService) Ha miI0BUI piBEHB IIiJ] Yac MEPEXOAy B reiMIUiei, 30epirae aaHi
PO TIOTOYHUN pPIBEHb, BUKOPUCTOBYETHCA I TIEPE3alyCKy piBHS, HAIAI0UH
He0OX1/IHY 1H(OpMaIIitO 1151 TOBTOPHOTO 3aBAaHTAXKECHHSI;

cepBic piBHiB (LevelService) BiamoBigae 3a 1oOygoBYy piBHS, €
BHCOKOPIBHEBUM cepBicoM, 1110 BUkopuctoBye LevelPicker (s oTpuManHs jaHux
npo UUTbOBUKA abo0 TOTOYHHWM piBeHb 1 moOynosu), StaticDataService
(BIAIITOBXYIOUMCH Bil KOHQIrypamiHux ¢aimiB, y pa3l moOymnoBH pIBHS, IIIO
TEHEPYETHCSI B peajbHOMY Yaci, MO-pPI3HOMY MiAXOAUTHh A0 O€3MocepeHbOl
redeparnii),  SceneLoader  (mnsi  moBaHTaXeHHS  JIOYUIPHIX  CIEH 13
JokaisMu(piBHAMH)), EnvironmentService (a5 neieryBaHHs MpOIECy CTBOPEHHS
Jokarii abo kiMHaT), SpawnService (i1 CMaBHY HEITPOBUX TMEPCOHAXKIB Ta
OpEeIMETIB Ta KOHTPOJIO iX J>KUTTEBOTO IUKIY), peali3ylodd 3arajbHy JIOTIKY
KOHTPOJIIO KUTTEBOTO IMKIY PIBHS, IMpoIEeCc TeHepaiii abo 3aBaHTAKCHHS
CTBOPEHOTO 3a3MaJieTifib PIBHSA, HE BIAIOYHNCH JO JeTajel peamizallii KOXKXHOTO 3
BUIII€3a3HAYCHUX CEPBICIB.

Ha puc. 2.5, posmisayTto aiarpamy posroprants (Deployment Diagram), 1o

BiJI0OpaXkae€ BUMOTH JIJIsl POOOTH 3aCTOCYHKY Ha KOPUCTYBAIIbKOMY MPUCTPOT.
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[lonatok (rpa)
Endless

dainosa cuctema
- dann 36epexeHHd
- ®ann HanawTyBaHb

Pucynox 2.5 — liaepama pozeopmanns (Deployment Diagram)

IDicepeno: po3pobneno agmopom

Posropranns Hapasi 10BOJIi HECKIIAJIHE, OCKUIBKU 3aCTOCYHOK (Tpa) mpaiftoe
JIOKaJbHO, YC1 CEPBICH, 110 BIJMOBIIAIOTH 32 (DYHKIIIOHATBHI YACTUHU, MICTATHCS B
caMoMy OuIIl Tpu, a A 30epiraHHs (ailniB 30epekeHHsT IrpOBOro Mporpecy Ta
HaJallITyBaHb MOTPIOEH JHIle AOCTYN 10 (ailyioBoi cucteMu. Xodya Hapasl MpolLec
pPO3rOPTaHHS MPOCTUM, HAAAM TUIAHYETHCS JOJAaBaHHS OMIIIOHATEHOT MOXKIUBOCTI
Ipy 4epe3 Mepexy (MYJIbTUIUIEED), UIsl YOTO BXXKE 3HAJOOUTHCS MITKIIOYEHHS 10
IHTEpPHETY Ta MOJIMBICTh KOMYHIKallli 13 30BHIIIHIM CEpPBEpOM, a TaKOX, 10
HAsSIBHUX CEPBICIB Oy/ie pO3MISHYTO JOJaBaHHS 30BHINIHIX, HA TMPUKIA/ll aHTUIUTA
(mporpama, 10 37aTHA PO3Mi3HATH CIPoOy OTPUMAHHA MEPEeBaru KOPUCTyBaueM

4yepe3 3MiHy Koy a00 OKpeMHX KOMITOHEHTIB T'PH).
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2.3 Onuc apxXiTeKTypH NPOAYKTY

Yepes BeNMHMKYy KUTBKICTh CKJIAIOBUX, OMUC apXITEKTYPH MPOIYKTY MOALICHO
Ha MIMYHKTH, Y MEXaX SKUX JETaJbHO PO3IISHYTO JETalli pOOOTH KOKHOTO Iapy
apXITEKTypH, Y TOPSAKY BiJl MOSICHEHHS 3arajbHUX, 00'€IHYIOYMX CYTHOCTEH, 10
HU3BKOPIBHEBUX (THX, IO 3AIMCHIOIOTh KOHKPETHY JIOTIKY).

[lepen moyaTkoM po3misily KOHKPETHUX CYTHOCTEH, HEOOX1JHO OMUCATH Ta
MOSICHUTH MaTePHU, 1110 BUKOPUCTOBYBAJIMCA JIJIsl IXHBOI peasizaliii.

Singleton — 11e maTepH NpPOEKTYBaHHS, IO JA€ 3MOTY OOMEXHUTH KUIbKICTh
EK3EMIUISAPIB MEBHOTO KJacy N0 €IMHOro (3a3BW4ail), y Mexkax SIKOro Ha PiBHI
CYTHOCTI BIICYTHI{ ITyOJIYHHUI KOHCTPYKTOP, aJie € METO/I, SIKUii, BAKOPUCTOBYIOUH
MPUBATHUI KOHCTPYKTOP, CTBOPIOE €K3EMIUISIP I[LOTO KJIACy, SIKIIO HOTo HeMae, a B
IHIIOMY BUIAKy — CTBOPIOE HOBHI 3aMICTh BUX1JIHOTO a00 MOBEPTAE MOCHIIAHHS Ha
BXke cTBOpeHuil. JlocTynm 10 ek3eMiuispa JaHOi CYyTHOCTI 3HIHCHIOEThCSA 4epe3
nyOiyH1 cTatuyHi nojigs abo BiacTuBOCTI. Lle¥ migxij BTpadae akTyalbHICTh 13
nosiBoto Service Locator abo Dependencies Injection marepHiB (po3misHyTI Aaui),
OCKLUJIbKY BOHU HE BUMAaraloThb CTBOPEHHSI IUTYYHUX 1 HEOOOB'I3KOBUX OOMEKEHB Ha
piBHI CYyTHOCTI.

Dependencies Injection (BBeaeHHS/IH'€KIIiS 3alle)KHOCTEH) — I MaTepH
MPOEKTYBAaHHSA, 110 BHUKOPUCTOBYEThCSI B YCIX HampsMKax po3poOJIeHHS
MPOTrpaMHOro 3a0e3MeueHHs, 3a0e3neuye 10/1aTKOBY MOAYJIbHICTh, TECTOBAHICTh 1
MIATPUMYBAHICTh PI3HUM KOMIIOHEHTaM CHCTEMH IUIIXOM HaJIaHHS 3aJIeKHOCTEH
(mocuiaHp Ha 1HIII CYTHOCT1) KO)KHOMY 3 KOMIIOHEHTIB, SIK1 IIbOTO TOTPEOYIOTh. Y
OMY MPOJYKTI BAKOPUCTOBYETHCSI KOHTEIHED 15 3anekHocTel Zenject [14], mo
B mapi 31 cBoiM anamorom VContainer [15] € mpoMuUCIOBUM CTaHAApTOM ISt
po3po0eHHs irop 13 Bukopuctanuam pyuriss Unity [1]. Jlanuii konteiinep Hanae 3
KoHTEeKCTH: Project Context (KoHTEHHED, )KUTTEBUIA IIUKJ CYTHOCTEH SKOTO — YBECH
gac poOOTH 3acTOCYHKY), Scene Context (KOHTEHHEp, KUTTEBUMA UK CyTHOCTEH
SIKOTO 301ra€eThCs 3 4aCOM ICHYBaHHs Horo akTuBHOI ciieHn) Ta GameObject Context

(CKUTTEBUMN IUKJI HOTO CYyTHOCTEH 301ra€Thes 3 00'€KTOM, J10 SIKOTO BITHOCHUTHCS CaM
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koHTelHep). KoHTeliHep, 4yl piBeHb MIO0ATBLHOCTI HIDKYMUM 3a 1HIIMH, 3aBXKIU
MOYKE OTPUMYBATH MMOCUJIAHHS Ha CyTHOCTI, sIK1 TepeOyBaroTh y KOHTEHHEP1 O1IbIIOT
ro0anbHOCTI, Hampukian: koHTewHep 13 GameObjectContext 3aBKau MOXKe
orpuMatH 3anexkHocti 31 SceneContext abo ProjectContext, ane ProjectContext
KOHTEHHEp HE Ma€ JOCTYIy 10 3alie)KHOCTEH, 3apeecTpOBaHUX y KOHTEHHepi
Humx4doro nopsaaky (GameObjectContext, SceneContext). Takox 1eil marepH nae
3MOTY BIJMOBUTHUCS BiJ] BHUKOPUCTaHHs marepHy Singleton, Ta peecTpyBaru
EK3eMIUTSIPY BAXJIMBUX CYTHOCTEH B OJTHOMY 3 KOHTEKCTIB, 110 3HIMAa€ HEOOX1THICTh
Ha PIBHI CYTHOCTI OOMEXYBaTH CTBOPEHHS €K3EMIULIpIB. 3arajioMm, MarepH
BIPOBAPKEHHSI 3aJICKHOCTEU € JyKe€ MPOCYHYTHM CEpBIC-JIOKaTopoM (Service
Locator), koTpuii, y CBOIO YEPTY, € MAaTEPHOM, 1110 MPOIOHYE 30epiraTu NOoCUIaHHs
Ha BaXJWBI JUISI CHUCTEMH KOMIIOHGHTH B OJHIN CyTHOCTI (IS MOXJIMBOCTI
3BEPHYTHUCS 10 HET /ISl OTPUMAHHS TOTO UM 1HIIIOTO CEPBICY), @ €K3EMILISIPU EBHUX
CEpPBICIB CTBOPIOBATH IIPH MEPIIOMY 3BEPHEHHI.

ObjectPool (marepH mymy 00'€eKTiB) — MmarepH MPOEKTYBaHHS, IO YacTo
BUKOPHUCTOBYEThCSI JUISI ONTHMI3allii POOOTH 3aCTOCYHKY ILISIXOM 3MEHIICHHS
YaCTOTHM CTBOPEHHS Ta 3HUINCHHS OO0'€KTIB, $KI 4YacTO 3yCTPIYAIOThCH, IO
nepeadayae 3aMiCTh 3HMINCHHS TIEBHHX OO0'€KTIB, IOMIMIATH I1X 0 CIHUCKY
HEAKTUBHUX, IMICIIS YOTO MiJI YaC HACTYIMHOTO 3alUTy Ha CTBOPEHHS BUJIaBaTH OJIUH
13 HEaKTUBHHUX OO0'€KTIB 3alMTyBaHOTO THUIY, 3MEHIIYIOYM 3aTPUMKH Ta
BUKOPHUCTAHHS PECYPCIB MPUCTPOIO JIJIsi CTBOPEHHS Ta 3HUIIICHHS 00'€KTIB.

Finite State Machine (maTtepH MaimmHa KIHIIEBUX CTaHIB) — TMaTepH
MPOEKTYBAHHS, KUl BUKOPUCTOBYIOTH ISl CYTHOCTEH, y AKUX MOXE OyTH TUIbKH
OJIUH CTaH y KOHKPETHUN MOMEHT 4acy 1, BIIIITOBXYIOUHUCH BiJl IEPEBIPOK YMOB IS
3MIHM CTaHIB, MOXJIUBICTh TEPEXOAy B IHINI CTaHW. SIK TpPaBUIIO, CYTHICTH,
CIPOEKTOBAHA 3a I[UM MaTEPHOM, Ma€ MyOJI1YH1 METOIU JIJIsl PEECTPYBAHHSA HOBHX 1
3MIHH CTaHiB BPY4HY, & CaMi CTAHU € TUIIOM JaHUX, L0 OMUCYE JIOTIKY I1]] Yac BXOAY,
BUXOMY 1, OMIIIOHAJILHO, OHOBJICHHSI TTOTOYHOTO CTaHy, a BUKJIUK IIMX METOIIB €
BIIMOBIJAIBHICTIO MalllMHU cTaHiB. Ha puc. 2.6 mpeacraBieHo giarpamy 3

MIPUKJIIAJ0M BUKOPUCTAHHS TAaTEPHY MAIlTMHU KIHIIEBUX CTaHiB. Xo4a 1eH MiaxiJ 1ae
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MOXJIMBICTh TIOBHICTIO PO3AUIMTH JIOTIKY KOHKPETHMX CTaHIB, MOTO TOJIOBHUM
HEJIOJIIKOM € 3MIIITyBaHHS BUKOHAHHS KOHKPETHOT JIOT1KH 200 JI1i Ta epeBipKU yMOB

JUTSI TIEPEXOY B 1HII CTaHHU.

IF

Patrol PRSI — Chase
line of sight
state decision state
v v
Patrol Action Chase Action

Pucynox 2.6 — Jliaecpama npuxiady suxopucmanHs namepHy Mawluty KiHyesux

cmatie (Finite State Machine)

Ircepeno: [8]

Behaviour Tree (mepeBo mMOBEAIHKM) — MarepH MPOEKTYBaHHS, IO
BUKOPUCTOBYETbCSA U ONHUCY CKJIQJHUX TOBEIIHKOBUX MOZENEH, OIMUCYIOUH
MOBEJIHKY CYTHOCTEH SK JCpEeBO 3 HAOOPOM TUIOK, IO CKJIATAIOTHhCS 3 BY3IIB
(Node). Koxen 13 By3/1iB MOXKe MOBEpTaTd TpU CTaHU: ycmix (Success), mpoai
(Failure), By3on y mporeci BukoHaHHsi (Running). By3nu MoxxkHa momiivtd Ha
nepeBipouHi (CheckNode) 1 1i, mo BukoHytoTh neBHy aito (TaskNode), Takum
YUHOM, TMIE€PEBIPOYHI BY3JIM HE MICTATh JIOTIKM BUKOHAHHS Oyab-4oro, a
KOHTPOJTIOIOTH TOTIK, MoBepTatoun Success adbo Failure, mo 3pemroro npussene 10
NEBHOI /111 a00 IXHLOTO HAbOpY, a BY3JIH, SIKI BUKOHYIOTh KOHKPETHY 110, HE MICTSTh

MEPEeBIPOK YMOB BHKOHAHHS, a MPOCTO BIAMPAIbOBYIOTH CBOIO YACTHHY JIOTIKH,
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3aBXAM TMOBEpPTAIO4M TUIbKM Running — Takuil migxix nae 3MOry BiJOKPEMHUTH
NEePEeBIpKYy yMOB BiJl 0€3MOCEepeTHHOT0 BUKOHAHHS /i, JO3BOJSIOYH MOBTOPHO
BUKOPHCTOBYBATH BY3JIM B aOCOJIIOTHO PI3HUX KOHTEKCTaxX 1 MOETHAHHSX, IO 1 €
OCHOBHOIO BiMIHHICTIO BiJi MallWHU KIHIIEBUX CTaHIB 3 ii craHamm. [Ipuximan

JiepeBa MOBEIIHKY JJIsl HEIFPOBOTO MEPCOHaXKA B1j0OpakeHo Ha puc 2.7.

Agent Function

Behaviour Tree

Team is on Offense Team is on Defense

Agent does not have Agent not Closest to

Agent has Ball - Agent Closest to Ball Ball

Offensive Free Ball Opponent has Ball Defensive Formation

Can | Shoot? Formation Manoeuever
Manoeuver

T Approach Ball
an | Pass?
Close Enough for Tackle

Teammate

open? Move towards

Tackle Opponent
opponent

Clear path to

Turn to teammate goal?

Dribble to goal

Pucynoxk 2.7 — Ilpuxknao nepesa noeninku (Behaviour Tree)

Icepeno: [9, 28]

Ockinbku 1HTEp(dENC € ayXke BaKJIMBOK YaCTHHOK, a MOro THYYKICTh 1
MOJYNBHICTb € AY’K€ BaXKJIMBUMHU B KOHTEKCTI TECTYBaHHS 1 MOXJIMBOCTI MIHITH a00
peaaryBaTH BiI0Opa)keHHs, HE 3a4ilaroyuu JIOT1KYy pOOOTH TUX UM IHIIUX CYyTHOCTEH,
BUKOpHCTOBYBaBcss MVP marepn — marepp MVX cimeiicTBa, 1O CTOCYEThCS

MPOEKTYBaHHA 1HTepdeicy, sKuil nependadyae TMOAIA KOHKPETHOTO €JeMEHTa
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iHTepdeicy Ha TPU KIIFOYOBI CYyTHOCTI, IO JIOTIOMArae MoBHICTIO PO3JIUIUTH O13HEC-
JOTiKy Ta JIOTiKy BimoOpaxeHHsa: moaenb (model), Bumuma wyactuHa (Vview),
npencraBHUK (presenter). Ha puc. 2.8 mpeacraBieHo miarpamy, 10 JI€MOHCTPYE

3B'130K KOMITOHEeHTIB M VP.

Passive View

user events updates view

Fresenter
(Supervising Controller)

updates model state-change events

Model

Pucynok 2.8 — Jliacpama MVP namepmy
Icepeno: [10]

JloknanHiiie mpo KoXKHY 3 cyTHocteit MVP:

MOJIeTIb — MA€EThCS Ha yBa3l CYTHICTb, IO MICTUTh TMEBHY O13HEC-JIOTIKY
(mampukian, kiac abo Habip KiaciB, MO0 OMHCYIOTh 1HBEHTAp) 3 MyOTIYHHMHU
YJIeHaMH KJacy, HampuKiIaja, MmoaisMu (event), Ha aKkTUBALIIO SIKUX pearyBaTUMe
npencTaBHUK (presenter) abo myOIIYHUME METOJIaMU, IO MOKYTh OyTH BHKJIMKaHI
PEICTaBHUKOM;

BHUJIMMAa YacTHUHA — caM 00'eKT iHTep(deiicy (Hampukiaa, BIKHO 1HBEHTapIO),
110 BUKJIMKAE CBOi MyOiyH1 MoAli (event) micis HATUCKAHHS HA KHOMKW abo0 1HIII

€JIEMEHTH, SIKI BIIHOCATHCS O HHOTO — SIKIO KOHKPETU3YBAaTH, TO MATEPH, KUl
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BUKOPHCTOBYETHCS JJIsl opraHizaiii intepdeiicy, € MVP Passive-View pi3HOBUIOM,
OCKITbKM BUJMMa YacTHHA HIKOIM HE ‘“‘3Ha€” Mpo Te, M0 BiAOyBa€TbCA MICTS
B3a€MOJII 3 1i eJeMEeHTaMu — BOHA TIJIbKH aKTHUBYE TOJIi, 110 O3HAYAIOTh IEBHY
B3a€MO/1110 (HATUCKAHHS Ha KHOIIKY TOIIO), a Oy/Ib-SKOIO JIOT1KOI0 0OpOOKH Aiif miciis
HATUCKaHHS 3aiiMaeThCs MpeICTaBHUK (presenter);

MPENCTaBHUK — CIOJMyYHA JIAaHKA MK MOJIEJUTIO 1 BUIUMOIO YAaCTHHOIO, SKa
MTOBHICTIO KOHTPOJIIOE BUJIUMY YaCTUHY (KPiM TOTO, Oy/Ib-sIKa B3aEMO/IISI 3 BUIUMOIO
YaCTUHOIO 3aBXKH BiOYyBAETHCS Uepe3 MPeACTaBHUKA). SIKIO MOTIEPEIHI CYTHOCTI,
y BUIVISAI MOJIENl Ta BUJMMOI YacTHUHHM, € MACUBHUMHU 1 HE IOBIJIOMJICHI IPO
ICHYBaHHS TIPEACTABHUKA, TO MPEICTABHUK — II€ TOW, XTO MTEBHOIO MipOIO 3HAE MPO
JieTalll peamizaliii MoAe Ta BUIUMOI YaCTHHHU, MOXKE caM IIIMHUCYBATUCS HA O]
MOJIETIi 3 METOIO TOHOBJICHHS JaHWX BUAMMOI YaCTUHU a0o0, HANPUKIIAM, Ha Ol
BUJIMMO1 YaCTUHU, 100 pearyBaTu Ha HATUCKAHHS KHOIOK, BUKJIMKAIOYU IEBHI
METOAM MOJIEN1 TOILIO.

®abpuka (Factory) — maTepH NpPOEKTYBaHHS, 110 BUKOPHUCTOBYETHCS IS
CYTHOCTEH, YU pOJib, 32 JOMOMOTOI0 MyOIIYHUX METOAIB, 10 MPUXOBYIOTh AETalll
CTBOPEHHSI, JIEJEeTyBaTH MPOIeC Oe3MOCepeHbOT0 CTBOPEHHS 00'€KTiB, HAJAI0UYH
MOJKJIUBICTh 1HIIIUM CYTHOCTSIM CTBOPIOBATH 00'€KTH 0€3 HEOOX1THOCTI BIAaBaTUCS
710 IXHIX MOAPOOHIIb peati3allii, HATOMICTh MPOCTO MOBEPTAOYU CTBOPEHHI 00'€KT.
KOHTEKCT BUKOpHCTAHHS IHOTO TATEPHY TMOJSATAE B IIEHTpAi3alli CTBOPECHHS
00'€KTiB, 110 J1a€ 3MOTY BHOCUTH 3MIHU B IIe¥ TIPOIIEC JUIIIE B OJHOMY MICIII.

TakoX Ba)KJIMBO MOSICHUTH MOHSATTS KOHTEKCTIB IMPOEKTY B PO3YMiHHI IXHbOI
100JIBHOCTI — Y MOJAJBIINUX MOSICHEHHSX, 1] IMTOOAIBHICTIO MalOThCsl HAa YBasl
paMKH KHUTTEBOTO IUKITY Ti€l UM 1HIIOI CYTHOCTI, OT)K€, CYTHICTb, 110 TIepeOyBac B
koHTeiHepi ProjectContext, TOOTO, B IT100aIbHOMY KOHTEHHEP1 SISl BCHOTO IMMPOEKTY,
€ €TMHUM €K3EMIUTSIPOM IIHOTO KJIACy B yChOMY MPOEKTI, CTBOPIOETHCS PA30M 13 ITUM
KOHTEHHEpOM (He 000B'SI3KOBO 0/pa3y, 3a3BHYaii 3a MEPIITNM 3alIUTOM Ha OTPUMaHHS
3aJIEKHOCTI Ha CYTHICTh IIEBHOTO THUITY IAHKMX) Ta ICHYE JI0TH, TIOKH 1i 0aTbKIBCHKUI

KOHTEHHEep He Oyae 3HUIIEHO (MPUHIIMM 3aJEKHOCTI PAMOK JKUTTEBOTO ITUKITY BIJ
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ICHYBaHHS O0aThbKIBCBKOTO KOHTEWHEpa OJHAKOBHM IS BCIX KOHTEHHEPIB Ta
CYTHOCTEH, fKi JO HHUX BITHOCSTBCS, PI3HHUI TUIBKH y pPIBHI TIOOAIBHOCTI
KOHTEHHEpy, a OTKe, MOro CyTHOCTEeH), a fKImOo po3nisiHyTH SceneContext
KOHTEHHEp — BIH 1JCHTHUYHUHN NEpUIOMY, TITbKUA ICHYE JOTH, OKM HE 3HHUIICHO
CIIEHY, Jie BIH mepeOyBae, BIAMOBIIHO, >KUTTEBUM LUK CYTHOCTEH, IO O HHOTO
HaJjeXaTrb, OOMEXKEHUN ICHYBaHHSIM CIEHH, 1m0 ¥ MicTuTh cam SceneContext
koHTeHep. J[ns GameObejctContext kOHTeWHEpa BCe T€ K caMe, TUIBKU HOTO
piBEeHb IMOOATLHOCTI — 00'€KT Ha CIIeH] (MIHIMATBHUHN 3 PO3TIISTHYTHX ).

Po3rsiHyBIIIM OCHOBHI MIAXOAM Ta MAaTePHU MPOEKTYBaHHS, Jalll MPUCYTHIH
OIKC KOXHOTO 3 IIApiB apXITEKTypH Ta MOr0 CyTHOCTEH.

Cnovarky po3mIsSiHyTO OCHOBHI IIAPH, MICIS YOro OUIBII JAETAIBHO OMHUCAHO
KOKEH 13 HMX, OJHAK 3Ba)KalOYM Ha YMMaJly KUJIbKICTh PI3HUX CYTHOCTEH, IO
BIIHOCSITHCSI 1O POOOTH J0/1aTKa, 3/€01IbIIOT0, MOSICHEHHSI CTOCYEThCSI OCHOBHOT
CyT1 poOOTH Ta HAMOLIBII BAXKJIMBUX YYACHHUKIB KOXKHOTO HIapy.

OCKUIBKM B TPOEKTI BUKOPUCTOBYETHCS MIAXiA 1H'EKIIT 3aJeKHOCTEN
(Dependencies Injection), cmoyaTky pO3DISIHYTO  [IOOAJbHUM  KOHTEKCT
(ProjectContext) 1 #ioro KOHTEHHEp, 1€ CTBOPIOIOTHCSA TaKi CYTHOCTI (CHHCOK He
TTOBHUI):

ApplicationStateMachine — mo0anpHa MaimivHa KIHIIEBUX CTaHIB PiBHS
MporpamMu, 110 AUKTY€E MI00ATLHUM CTaH Mporpamu, JAesiKl 31 CTaHiB:

- ApplicationGameplayState — m100anbHUN CTaH TeUMILICIO, IO
BIJIKpUBAa€ KOPEHEBY CIIEHY TE€UMILICI0, JI€ I1HIIIIOEThCS JIOKAIbHUM
KOHTEMHEp PIBHS CIIEHHU, 10 CTBOPIOE JIOKAJbHY MAIIMHY CTaHIB
SceneStateMachine (3 ii cTanamu, 110 HE BIUIMBAIOTh HA MIOOATBHUN
CTaH 3aCTOCYHKY, a HAaTOMICTbh peaii3yloTh JIOTIKYy KOXKHOTO CTaHy B
MeXax TeMMIUICI0) — MEXaHI3M, JIé B MEXaxX KOXKHOTO TI00anibHOTO
CTaHy CTBOPIOETHCS JIOKajdhbHA MaIlllMHA KIHIIEBUX CTaHIB PIiBHSA
MOTOYHOI KOPEHEBOT CIIEHU, € OHAKOBUM JIJIsI BCIX TIIOOAIbHUX CTaHIB

3aCTOCYHKY;
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- ApplicationMainMenuState — mo6aibHU CTaH TOJIOBHOTO MEHIO;

- ApplicationBootstrapState — mnepmuii moOanbHUNA CTaH, Yy SKUN
MepexoauTh T00albHa MAallliHA KIHIIEBUX CTaHIB, 3aBAaHTAXYIOUU
HaJIAITyBaHHS J0JaTKa Ta 1HIIIAII3yI0UH JesKl 3 OCHOBHUX CEPBICIB,
Hanpukiana, InputService, StaticDataService Tomo;

- ApplicationLoadingState — ro6anbHUI CTaH, IO OMUCY€E TEPEXiJl A0
CIIEHH, JIOKaJhbHAa MAaIllMHA KIHIIEBUX CTaHIB $KOI 3alMa€eThCs
3aBaHTAXKCHHSIM JIaHUX, SIKI HE CTOCYIOThCS HaJallTyBaHb J0jaTKa,
ICJISl 4OTO TIepe/iae JaH1 BCIM 3alliKaBJICHUM CEPBICaM.

GameProgressProvider — cyTHicTh, 10 Hagae 30€peKEHHA TpU Ta
HaJTAIITYBaHHS 3aCTOCYHKY;

ScenelLoader — 3aBaHTa)xyBay, MEHEIP)KEP OCHOBHHX 1 JOUIPHIX CLEH;

StaticDataService — cepBic, 1110 Hajjae KoHDIryparliitai dhaiu;

ApplicationBootstrapper — BiJlOBiJla€ 3a peecTpallilo CTaHIB TO0aIbHOL
MallMHU CTaHIB IIiJ] Yac 3alyCcKy TMporpaMu, IICJIS YOro 3alycKae CTaH
ApplicationBootstrapState, ae Bi10yBa€eThCs 1HiIiaTi3a1lisi OCHOBHHUX CEPBICIB;

ApplicationRunner — cyTHiCTh, M0, BHUKOpPHCTOBYrHOYHM Sceneloader,
3aBaHTa)Xy€ OCHOBHY CIIEHY IHIIIaMi3aIlii B MOMEHT 3allyCKy 3acTOCYHKY Ta
nepeBipsie HasiBHICTh ApplicationBootstrapper;

InputService — cepsic, 110 HaJa€ BBEACHHS, HA SIKE MOXKYTh pearyBaTH 1HIII
YYaCHHMKHU CUCTEMHU, MICTUTh Pi3HI CXEMH BBOAY (MEHIO, FeiMILIEi) Ta MOKIUBICTh
HUMH KepyBaTH (IEPEeMHUKATH aKTUBHY CXEMY TOIIO);

LevelPicker — BHCOKOpiBHEBUM cepBIC, 110 MICTUTh 1H(POPMAIIIIO PO
ITLOBUH 7151 TIEpexoay abo MOTOYHUHN PiBEHB, MPUXOBYE 3aMUT 3MIHH TTI00aJTEHOTO
CTaHy 3aCTOCYHKY Ha I'€MMIUIEH TOILIO;

UlIRootView — kopeHeBuit inTepderic piBHS 3aCTOCYHKY 3 PI3HUMHU IIapaMH:
map Ui eKpaHiB a00 CIUIMBAIOYMX BIKOH PIBHS 3aCTOCYHKY, IIap KOPEHEBOIO

iHTepdeicy piBHA TIEBHOTO KOHTEKCTY (TeWMIUIEH, OCHOBHE MEHIO, Jieé € CBOl
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KOHTEHHEpH JJIsl eKpaHiB a00 CIIMBAIOUMX BIKOH), IIap €KpaHiB 3aBaHTa)keHHs. Ha

puc. 2.9 BigoOpakeHa iepapxiuyHa CTPYKTypa iHTep(deicy JaHOTO MTPOIYKTY.

Pucynoxk 2.9 — Iepapxiuna cmpyxmypa inmepgheticy (npuknao 3 eetimniero)

IDicepeno: po3pobneno agmopom

Ha 300pakeHH1 MpPOIEMOHCTPOBAHO 1€pAPXIUHY CTPYKTYpYy I1HTEpdeEHcy,
xopeHeM sikoi € UIRootView (ma3zBa camoro o0'ekta — UIRoot), a GameplayUl e
KOPEHEBUM KOHTEHHEPOM [IJIi TOTOYHOTO KOHTEKCTYy (TeMMIuIei) 31 CBOIMHU
ekpaHamu (Screens) 1 cruBatounMMu BikHamu (Popups), y pozaini 3.1 Ounbii
KOHKPETHO PO3TIISIHYTO TPOIIEC CTBOPEHHSI Ta JIOJIaBaHHS €JIEMEHTIB 1HTEpQeEIicy,
iXHIA MEHEDKMEHT 1 JIesKi JAeTalll peasizaiiil caMux eJIeMeHTIB IHTepdeicy.

[Ticnst po3misiy OUIBIIOT YaCTUHU OCHOBHOTO IIApy apXiTEKTypH, Jaji, Ha
MPUKJIIA1 IFPOBOTO MPOIIECY, OMKUCAHO POOOTY B MEKAX KOHKPETHOTO TIOOAITBHOTO

ctany (y LbOMY BHUMaJKY, MOSICHEHHS TOro, IO BIAOYBAETHCSA MICIS IMEPEXOTY
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robanpHOI MamuHu cTaHiB 'y ApplicationGameplayState). Kpim cnerudiunnx
CHCTEM I ITPOBOTO Tpolecy (TeHeparlist piBHIB, MOJENIb MOBEIIHKH HEITPOBUX
MEPCOHAXIB), TYT TAKOX OMMCYIOThCS 3arajbHi MporecH (Hampukiag, podora
iHTepdeiicy, oOpoOKH Ta iHTEpIpETAaIlli BBOIY TOIIIO).

VY momanbmivX MOSCHEHHSX (IrypyBaTHMeE MOHATTS KOPEHEBOI CIIEHH, IO
BKa3ye Ha MIJAX1J, 3T1IHO 3 IKUM, peajizallis iIrpoBOTo MPoIecy MOBHICTIO PO3ILILE
CIICHM 3 JIOKAaIlisiIMU (piBEHb, TOIIO — iX MoOxke OyTu Oararo) Ta CIEHY, SIKa €
dbynnamenTom irpoBoro mporecy (GameplayCore — maHa ciieHa ofHa), O SKO1
BIJIHOCUTBCS KOHTEHHEP, 1110 MICTUTH BC1 IHPpacTpykTypHi cyTHOCTI (SceneContext
KOHTEMHEp, 1110 onucanuii nani). Tenep chokycyemocst Ha TOMY, 1110 BIIOYBAETHCS B
MeXax OJHOTO II00aJbHOro cTaHy (y JaHOMY BUMAJKY, Ha PIBHI KOPEHEBOI CLICHH
IrPOBOTO MPOILIECY), TAK CaMO SIK 1 JUIsl NTOOAJTBHOTO KOHTEKCTY BChOTO 3aCTOCYHKY,
TyT nepmuM po3nisiHeMo SceneContext KOHTEWHEpP 1 CYTHOCTI, IO B HBOMY
CTBOPIOIOTHCS (CIUCOK TaKOXK HE MOBHUH, aJie pO3IISIHYTO yC1 KIIFOYOBI CYyTHOCTI):

SceneStateMachine — malMHa KiHIIEBUX CTaHIB PIBHA KOPEHEBOI CLIEHH, €
npakTU4YHO imeHTuuHO0 ApplicationStateMachine, ane Hwx4Y0I0 3a piBHEM
1100aJbHOCTI BITUBY, HUKYE MPEICTABICHO AESIKI 31 CTaHIB:

- GameplaylnitializationState — ctan iHiIiamizaIli iIrpoBoro mporecy, y
MeXax SIKOTO BIIOYBa€ThCs CTBOPEHHS Ta «miAB's3yBaHHD» 10 UIRoot
KopeHeBoro iHTepdeiicy 1poro koutekcry (GameplayUI konTeiinep Ha
puc. 2.9), CTBOPIOETHCS ITPOBUM IEPCOHAXK, 1HIIIATI3YIOThCS HEOOX1/T1H]
MOCTIMHI (JIeTaJIbHIIIE MOSICHEHHS POOOTH B p0o300pi 3arajabHO1 poO0TH
iHTepdeiicy) enemenTH iHTepdeiicy (1Kana 3M10poB's, MPUIILT TOIIIO);

- GameplayPreparationState — craH, 1m0 OmHICy€e €Tam MiJATOTOBKUA JI0
mouatky Oe3mocepenHporo irpoBoro mporecy, Ae LevelService
BUJIAJIsiE TIOTIEPEIHINA pIBEHb (SIKIIO0 Takuid €) 1 Oyaye HOBUI (omuc
pobotu LevelService 1 cepBiciB, K1 BiIH BUKOPUCTOBYE, y po3iii 2.2),
HAHOBO CIMAaBHUTH OOTIB (BIJJa€ Haka3 CepBIiCY AJiA CTBOPEHHS 1

PO3MILIEHHS HEITPOBUX MIEPCOHAXKIB);
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- GameplayState — cTan camoro irpoBoro npoiecy, 1o aKTUBye 00pOOKy
irpoBoi cxemu BBemeHHs (GameplaylnputHandler depes cepsic
InputService), poOUTh MOXIMBUM BHUKIUK 1HTepdeicy, sKui
0e31MmocepeIHhO CTOCYEThCS TeUMIUICIO (IHBEHTAp, CTAaTUCTHKA 1 T.1I.),
BiJIJIa€ HaKa3 JISATH HEIMPOBUM IIEPCOHAKAM.

GameplayCoreBootstrapper — CYTHICTb, 11(0) Ha KIITAJIT
ApplicationBootstrapper, 3amoBHIO€ MaIllMHY CTaHIB, aje BXKE€ HE IJ100aJbHOTO
piBHS, a B MEKax KOPEHEBOI CIIEHHU IrPOBOTO MPOIIECY 1 3aMyCKa€E MEPIIHii 31 CTaHIB
— GameplaylInitializationState;

LevelService, EnvironmentFactory, EnvironmentService Oyau po3misiHyTI B
posmaimi 2.2;

SpawnService — cepBic, 10 BIAMOBITA€ 3a CIaBH HEITOBUX IEPCOHAXKIB 1
MPEIMETIB, BIJICTEXKY€E 1XHE KOPEKTHE 3HMINEHHS a0o0 motparuisiHas B ObjectPool 3
METOIO ONTHUMI3allli, KOHTPOIIETHCS cepBicoM piBHIB (LevelService);

UlViewlnstantiator, UlFactory, UIManager<TSceneRootUI>, SceneRootUI
CYTHOCTI, 110 3a0e3Meuy0Th poOOTYy KOPUCTYBAILKOTO 1HTEP(ENCy, KOHTPOIIOIOTh
YKUTTEBUH IIUKJI KOXKHOTO 31 CTBOPEHUX €JIEMEHTIB 1HTep(deiicy;

InventoriesService — cepBic iIHBEHTAapIB, 1110 00pOOJISIE Tepeady MpeaMETIB 3
OJTHOTO 1HBEHTAPIO B 1HIIIHMA, HA/IA€ IMBUAKUHN MOUTYK KOHKPETHOTO 1HBEHTAPIO TOIIIO
(iHBeHTapeM Moxke OyTH, HallpUKJIaJ, TOProBellb, CXOBHILE, CAM 1HBEHTAp TPABILIs).

[Ticns onucy pobotu kopeHeBoi ciieHu reimiuieto (GameplayCore), MmoxxHa
neperTH 10 TOSICHEHHS POOOTHM CHUCTEMM pIiBHIB: IOO po3moyaTd Iepexia y
reiimruieit, HeoOxiaHo, BukopucToByrouu LevelPicker, 3amyctutu piBeHb uepe3 Moro
nyomunnii metop StartLevel(string levelName), mepenaBmm Ha3By piBHS, MICTsS
4oro 1IeH cepBic, 3BepHYyBIIHCH 10 ApplicationStateMachine, 3MiHUTE m00aTEHUN
ctaH Ha ApplicationGameplayState, a mami BinOyaeThCs epexia Ha KOPEHEBY CIIEHY
IrpoBOro mporecy (MOTiM, SIK OMHCYBAJIOCA BHINE, PO3MOYHYTH CBOIO POOOTY
koHTelHep SceneContext pa3oM 3 yciMa CyIyTHIMHM CyTHOCTSIMH, 10 3a0€3MeUyI0Th

po0OOTy TeMILICIO).
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endless//

Select Level
Settings

Quit

m-ui-sample

Pucynox 2.10 — Menio Endless 3 naseoenum xypcopom na kHonky eubopy piems

Iicepeno: po3pobneno agmopom

Ha3Bu piBHIB (Ha3Ba a1 BiIOOpaK€HHA MOXe OyTH $IKOIO 3aBTOJHO,
TOJIOBHUM MYyHKT — Ha3Ba BIANOBIIHOI CUEHU) 30€epiraroTbcs B KOHQITYypalliHUX
(haiiyiax KOXKHOTO 3 PIBHIB, @ CIIUCOK PIBHIB, IO BiIOOPaXXarOThCS SIK O JJIsI
poxoKeHHs (pucyHok 2.10) micis HaTUCKaHHS Ha BUOIP PiBHS B TOIOBHOMY MEHIO
(pucynok 2.11) dopmyeTbes, BIIIITOBXYHOUMCH BiJl 1HIIOTO KOHQIrypamiiHOTOo
daiiny, MmO MICTUTh TMEpeNiK pPIiBHIB, $KI MarTh OyTH JOCTYIHUMH JUIS
npoxomkeHHs. [licis Bubopy piBHs, 1oBaHTaxyeThbes nodipHs (additive) cuiena, mjo
ICHy€ 10 MOMEHTY 3HMIIEHHS ocHOBHOI (GameplayCore), a BCl mpuCyTHI Ha Hii
CYTHOCTI MarOTh JIOCTYI JO BCIX 1H(PpacTpyKTypHUX 00'€KTIB 3 KOPEHEBOI CIICHU
(HampuKIan, cepBiC ISl CHABHY MEPCOHAXIB, CEPBIC JJII CTBOPEHHS OyiBelsb
TOIII0), aJie JOYIpHS CII€HA, OKPIM YHIKaJIbHOI JIOTIKU JIJI1 KOHKPETHOTO PIiBHS, HE
MICTUTbh TPAKTUYHO HiSIKMX CYyTHOCTEH, a HATOMICTh, TUM CAMUM IIPOIIECOM CIIaBHY,
SK MPaBUIIO, 3alIMAIOTHCSI CYTHOCTI 3 KOHTEHHEpa KOPEHEBOI CIIEHU Y BiAMOBIIHUX

cranax (GameplayPreparationState), oCKUTbKM i€sl TOJAUTY WX CIIEH TOJIATaE B
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TOMY, 11100 JIOTiKa Ta BCS 1H(PPACTPYKTypa YacTHHA MICTUJIACA B paMKax 3aBXK]IU
€TMHOI KOPEHEBOI CIIEHU (SKIIO KOHKPETH3YBaTH, TO B CYTHOCTSIX, UM JKUTTEBHUMA
IIUKJI 3 HEIO 30iraeThcsi), a JOYIpHS CIIEHA 3 pIBHEM 3aBXIU Oylla TUTBKH CaMUM
pIBHEM, Ha SIKOMY, KpiM JIOKaliid, MOXYTh OyTH TOYKMU cHmaBHY (Spawnpoint
(mpuknang Ha puc. 2.12) — Todka, IO BKa3ye€ Ha Miclie, JIe MOTPIOHO CTBOPUTH,
HaNpUKIaj, HEIrpOBOTO TMEpPCOHaXka, KPiM I[bOTO, BKa3y€e Ha THIT CTBOPIOBAHOTO
o0'exTa, ajge HE KOHKPETHUH THII, a TOH, IO Mi3HIIIE IHTEPIPETYETHCA CEPBICOM
CrlaBHa, 1 BIH YXe oOupae, SKUW KOHKPETHO O0O0'€eKT CTBOproBaTH) abo 1HII

BKa31BHUKU IS CEPBICIB, 1110 TAK YU 1HAKILIE PearyloTh Ha IXHIO HASBHICTb.

endless//

Level 1

Level 2

Select Level

Settings -
AI Environment

Quit

Procedural
Generated Level

mm-ui-sample

Pucynoxk 2.11 — Bixno eubopy pisHie

IDicepeno: pospobnero agmopom

Sxio o6paHo 3a3maneriib CTBOPEHUI PIBEHb, TOBAHTAXKYETHCS BIAMOBITHA
oMy MOUipHS CIIeHa, a B pa3l BUOOpPY pIBHA, IO BUMAJIKOBO TEHEPYETHCS 13
3aroTOBJICHUX AUISTHOK, 3aBaHTaXy€eThCs 1oUipHs ciieHa ProceduralGeneratedLevel,

a LevelService He nuine Haka3zye SceleLoader 3aBaHTaXUTH piBEHb, a i TEHEPYE caM
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piBeHb (TIporiec TreHepallli Ta MPUHIUMIY POOOTH MOJEINI MOBEIIHKH HEIrPOBHX
NEPCOHAXIB OMUCAaHO B po3aiii 3.1), micis 4oro BiOyBarOThCS Ti %K cami MPOIECH,

o ¥ JUTIsl 3BUYAHUX PIBHIB: claBH OOTIB (3aBasku SpawnService), YBIMKHEHHS

OIIparOBaHHA BBOAY, TOIO.

Pucynoxk 2.12 — Ilpuknao mouxku cnasHy ecepeouti pedakxmopy cyeH pyulis
UnityEngine [1] (Spawnpoint)

IDicepeno: po3pobneno agmopom

Ha nipomy 300paskeHH1 MOKa3aHO MPUKJIa] TOYKH CIIaBHA Ta ii KOMIIOHEHT 3
MOJIMBICTIO BUOpatu Tun 00'ekTa (30Kpema Bopora), mo Oyae cTBopeHo. Takoxk
ICHYIOTh TOYKM CHaBHa JJId MPEAMETIB, IO MIAOUPAIOTbCA, Ta OKPEMHUX
TeHEPOBAaHUX Oy/IiBEIb.

Ha puc. 2.13 mnpexncraBieHo BiKHA 1epapxii Ha PI3HUX pPIBHAX, IO
JEMOHCTPYIOTh, L0 JJIA KOKHOTO 3 PIBHIB KOPEHEBA CIIEHA 3aBXKIU € OJIHOIO
(GameplayCore), a Bipi3HA€THCA TUIBKU AOYIpHS (B JaHOMY TIpuKiadi, e Levell,
Level2, ProceduralGeneratedLevel Ta EndlessHub), mo 6e3nocepenHbo MiCTUTH

piBeHb (JI0Karlii, TOYKU CIIaBHY TOIIIO).
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PiseHb 2 Pigens 1

3reHepoeaHuil pieeHb Pieenb "EndlessHub™

Pucynox 2.13 — Jlemoncmpayin iepapxii 06'exmis, wjo, 30kpema, 8idoopadicac

CMpPYKmMypy pI6HI8

Iicepeno: pospobneno agmopom

Byno po3misiHyTO OCHOBHI IIapH Ta 1€papXit0 apXITEKTypH, OTUCAHO OCHOBHI
MiAXOAW 0 MPOEKTYBAHHS Ta CTPYKTYpH3allii MPOEKTy. Y HACTYIHOMY PO3Jii,
cekiist 3.1 y TOMy YHCIl HAalOBHEHA MOSICHEHHSM peaii3allii KOpHUCTYBaI[bKOTO
iHTepdeiicy B AaHOMY MPOAYKTI, 1€ PO3KPUTO MiAXIJT 10 CTBOPEHHS OKPEMHUX
CJIeMEHTIB 1HTepdeiicy, IXHhOTO MEHEKMEHTY Ta BHUKOPHCTaHHS B PI3HUX

KOHTEKCTaXx.
BucHoBku 10 po3ainy 2

VY mpoMy po3aim Oys0 pO3MISTHYTO Ta OMUCAHO MIAX1A 0 MPOEKTYBaHHS i
CTBOPEHHSI CTPYKTypH NPOAYKTYy Komm'torepHoi Tpu Endless 13 mnosicHeHHSM

3arajJbHOl TIOBEAIHKMA 3aCTOCYHKY, PI3HHMX MIapiB 1 MPUHIUIIB apXIiTEKTypH,
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NaTepHiB, 10 BUKOPUCTOBYIOTHCS. Y paMKaxX MOJEIIOBAHHSA MPOAYKTY OIHUCAHO
Jiarpamu, KOJKHa 3 SIKMX TOSICHIOE TIEBHY YAaCTHHY 3arajbHOi OBEIIHKH IPU.

[lin yac ommcy mporecy MOJCNIIOBaHHS CTPYKTYpU TpU PO3IISHYTO Ta
MPOJAEMOHCTPOBAHO 32 JIONIOMOIOIO JllarpaM B3a€MOJIII0 MK JESIKHUMH 3 OCHOBHHX
CYTHOCTEM MporpamMu, IXHii 3B'130K Mik 00010, 1€papXifo.

BigHocHO AeTanbHO PO3MISHYTO apXITEKTYPy 3aCTOCYHKY, il IMIapu Ta iXHIO
1€papXito, MOSICHEHO JIESIK1 3 OCHOBHUX MATEPHIB MPOEKTYBAHHS Ta MPUYMHU iIXHBOTO
BUOOpPY, HABOAWJIMCS KOHKPETHI MPUKIAAUA (PYHKIIOHATHHUX MOIYJIIB 3 OMHCOM

iXHBOT pOOOTH.
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PO3/LT 3
PEAJIIBALIISI MPOTPAMHOTI'O TPOJIYKTY

3.1 Peanizanisi Ta KOHCTPYIOBaHHS POTPAMHOIO NMPOXYKTY

Onuc TeXHOJOTiH, 10 BUKOPUCTOBYIOTBCS [IJIs peaiizailii po3poOieHOro
TIPOIYKTY.

Bubip irpoBoro pyiis: Ha JaHUH MOMEHT € KiJIbKa OCHOBHUX ITPOBUX PYIIIiB,
10 MAXOMATH JIs peaizallii TaHOTO MPOIYKTY.

Unreal Engine [25] (;orotun Ha puc. 3.1) — irpoBuii pymiiii, po3poOiaeHuit
xommnaniero Epic Games [6], € oHi€0 3 HAMOUTBII AKICHUX MPOMO3UIIA Ha PUHKY,
MICTUTD BEJIMKY KUIBKICTh SAKICHUX BOY/IOBaHUX 1HCTPYMEHTIB, MIATPUMYE OCTAaHHI
TeXHoJorli B ramy3l rpadiku. B sKoCTI HAaTUBHOI MOBH MpPOTrpaMyBaHHs
BUKOPHCTOBY€EThCSI 3MiHEHa Bepcia C++, 1m0 BUKOPHCTOBYE MEXaHI3M 30HMpaHHs
CMITTS (KOHTpOJIb BHUKOPUCTAHHS TMaM'dTi, IIJISXOM BIJCTEKEHHS HAsSBHOCTI
NOCWJIaHb Ha O0'€KTH Ta iX 3HMILEHHS B pa3l, SKUIO MOCHJIAHb HE 3HAWJEHO) 1

pedrnekciro.

UNREAL

ENGINE

Pucynok 3.1 —Jlocomun pywiro Unreal Engine

Icepeno: [25]

Godot Engine [26] (morotun Ha puc. 3.2) — irpoBuil pylIiil 3 BIIKPUTUM
BUXIJTHUM KOJOM, MICTUTh HEMOTaHWi Halip BOyJOBaHHMX 1HCTPYMEHTIB, IPOTE B
koHTeKCTI 3D irop, moctynaerbes MmoxiauBocTs MU Unity Engine 1 Unreal Engine,

TOMY YacTillle BAKOPUCTOBYEThCS AJid ObI nmpoctux 3D npoektiB ado 2D irop.
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GODOT
w Game engine

Pucynox 3.2 —Jlocomun pywito Godot Engine
Icepeno: [26]

Sk irpoBuUii pyIIiH, 110 JISKUTH B OCHOBI I[LOTO MPOAYKTY, BAKOPUCTOBYETHCS
Unity Engine [1] (mororun ©Ha puc. 3.3) — oauH 3 HaMOUIBINI
KOHKYPEHTOCITPOMOXKHHMX PYIIIiB Ha JaHUH MOMEHT, BUOIp SIKOTO 3aCHOBaHMM Ha
MOCTIMHIN MIATPUMII Ta HOBOBBEICHHSX BEJIMKIM KUIBKOCTI SKICHMX BOYIOBaHHUX
IHCTPYMEHTIB, BKpail cTaOUIbHINA poOOTI (LIei pyIiii BXKe HE OJIUH JECATOK POKIB
3apeKOMEH/IyBaB cebe sIK YylAOBHM BUOIp MJisi MOOYOBH HA HHOMY IMPOEKTY OyIIb-
SKOro Maciutady), akTyaJdbHOCTI TEXHOJIOT1HM, IO MICTATHCA Y HbOMY, MIATPUMII
pizaux API pennmepinry Ta omepamiiiHMX CHUCTEM, 3aBISKH YOMY BIH 3a0e3meuye
0e370raHHy poOOTy J0/aTKa Ha HAWPI3HOMAHITHINIMX cuUcTeMax (0COOIMBO Ha
HUTbOBUX I 11b0T0 npoekTy: Windows [11], Linux [12], MacOS [13]), w10 1 poOuTh

HOro 9yTI0BUM KaH/IMJIATOM JISKATH B OCHOBI ITPOEKTY.

@ Unity

Pucynok 3.3 —Jlocomun pywiro Unity Engine
Ihrcepeno: [1]
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MoBowo mnporpamyBaHHs, 110 HAaTUBHO MIATPUMYETHCA TaHUM PYUIIEM, €
po3poliieHa kommaHiero Microsoft MoBa, 110 HaeXUTh 10 cimericTBa C-momiOHUX,
C# [7] (;oroTun nmokaszaHo Ha puc. 3.4) — Bnepiie npe3eHtoBana 2001 poky, cyyacHa
00'€eKTHO-OpIEHTOBaHA BHUCOKONPOAYKTUBHA MOBA TIPOTPaMyBaHHS 3arajbHOTO
MPU3HAYEHHS], SIKa MOCTIMHO PO3BUBAETHCS U MIITPUMYETHCS TA BUKOPUCTOBYETHCS
MPaKTUYHO B yCiX chepax po3poOiieHHs (Bi1 BEOCAUTIB JO KOMITIOTEPHUX 11op). Y

kos0Ba 0a3za mpoaykty Endless cTBopeHa 11i€t0 MOBOIO.

Microsoft

NET

Pucynox 3.4 —Jlocomun Microsoft .NET (C#)
Icepeno: [7]

CepenosuiiieM po3pobku Oyino o6pano Microsoft Visual Studio 2022 [20]
(puc. 3.5), mo Hamae Oe3114 I1HCTPYMEHTIB 1 3py4yHOro (yHKIIOHATY IS
€()EeKTUBHILIOTO MPOLIECY HANMCAHHA KONy, MOCTIMHO MIATPUMYETHCS, AA€ 3MOTY
BUKOPDHCTOBYBAaTH IUIArIHU Ta € OJHHUM 13 HAWOUIbII TEpPEeBIPEHHX YacoM
IHCTPYMEHTIB PO3pOOHHUKA Ta 0COOIMBO 100pe MiAX0aUTh Y 3B's13111 3 C#, 1110 1 cTajIo

OCHOBHOIO IIPUUMHOIO BUOOPY IILOTO CEPEAOBUIIIA PO3POOKH.

Pucynok 3.5 —Jloeomun Microsoft Visual Studio
Icepeno: [20]
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Jlns ctBopeHHs Ta penaryBanns 3D mogneneit BukopuctoByBapcst Blender [19]
(puc. 3.6) — Hacammepen, BKpail motyxHuil 3D-pegakrop, SKUil BUKOPHUCTOBYETHCS
B yCIX HampsMKax, aje KpiM IIbOTro, BOJIOAIE OaraTUM HaOOpOM MOXKJIMBOCTEH,
30KpeMa CKYJIBITYpYBaHHSM, TEKCTYPYBaHHSM, peAaryBaHHAM BiZ€O TOIIO.
[TocTiiHO TOKpAIIYETHCS 1 3arajoM Jy>K€ 3pYYHUM y BUKOPHUCTAHHI, a B IIbOMY
NPOAYKTI BUKOPHUCTOBYBABCS JUIsl CKJIAIHIIIMX MOJENeH, TOAl SK BOyIOBaHUM
penakrop ProBuilder y pymiit Unity [1] uacto npobpe migxomuTh AJis
HaWpI3HOMAHITHIIIOTO OTOYCHHS, HAJAl0Yd TaKOXK Jy)Ke€ BEJIIMKUM HaOIp Pi3HHUX

3pYYHHUX THCTPYMEHTIB JIJIsl CTBOPEHHS MOJIEJIEN TOILIO.

@blendef

Pucynox 3.6 —Jlocomun Blender

Icepeno: [19]

[Ipu cTBOpEeHH1 JBOBUMIPHUX 300pake€Hb (CIPANTH TOIIO) BUKOPUCTOBYBABCS
Aseprite [21] (puc. 3.7) — penakrop sl MKCeNb-apTy, OJUH 13 HAWNOIHUPEHIIINX,
3BaKar04uu Ha KUIBKICTH 1 AKICTh IHCTPYMEHTIB, 110 HAJIAIOThCS, @ TAKOXK IIPOCTOTY Y

BUKOPHUCTaHHI.

et

Pucynox 3.7 —Jlocomun Aseprite

Iocepeno: [21]
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[TosicHeHHsT anropuTMy TeHepallii piBHIB: IMMiJ 4Yac 3allyCcKy piBHS, IO
TeHEepYeThCS 3 MEBHUX AUISHOK (KiMHAT), cepBic piBHIB LevelService orpumye
paHaoMHE (OTpUMyBaHE IICEBIOBHUIAJKOBHMM YWMHOM) 3HadeHHs (seed),
BI/IIITOBXYIOUUCH BIJ] IKOTO T€HEPYE HAOIp KIMHAT Pi3HUX THIIIB:

- TepiIa it ocTaHH1 KIMHATH BIAPI3HSIOTHCS BiJl PEILTH, OCKUIBKH BOHU €
KiHIIeBUMH (X HEMOXJIMBO MPOWTH, OCKUTBKH BOHHU «3aredaTaHi») —
KIMHAT TaKoTo TUITy MO)ke OyTwm 0araro, ajie Ha OJHOMY DiBHI iCHYE
JUIIe OJHa TMOoYaTkoBa MW OCTaHHSA KIMHATH, SKI OOHparoThCs
BHITAIKOBUM YHUHOM 13 TOCTYITHUX;

- MPOMDKHI  KIMHAaTH  MOXYTb  BIJIPI3HATHCS 32  CKJIAQJHICTIO
MIPOXOJKEHHS, BUMAraTu BiJl TPaBIsl PI3HOTO HAOOPY BMiHb (TaKTHKY,
AKIIO CETMEHT P1BHS MEPEBAXKHO MOJIATAE B OUTBI 3 BETMKOIO KUIBKICTIO
BOPOT'iB; MaHEBPEHICTh, SKIIO € CKJIAIHI JUISHKHU, SKI MOTPEOyIOTh
0COOMMBOI aKypaTHOCTI MiJl Yac MPOXOKEHHS TOIO.) — KIMHATH
TaKOTO TUITY 3aBXJU MArOTh BXiJ Ta BHXIJ, KOKHA HACTyITHA KIMHATa
o0MpaeThCcsl BUMAJKOBUM YHMHOM (200 3a CKIIAJHICTIO) 13 Habopy
CYMICHUX 3 TIONICPEIHBOIO Ta 3'SBISIETBCA Ha CIEMiaNbHIA MITII
(ConnectorOut), 1mo po3MillleHa Ha BUXOJ1 3 MOMEPEIHbOI KIMHATH,
MIPUKIIAJT HA puc. 3.8;

- 3 Iy)K€ HU3BKUM IIIAHCOM, Ha PiBHI MOXKE 3'sIBUThCA OOHYCHA KiMHara 3
CEeKpeTHUM apTedakToM ado0 1HIIMMH pecypcamu.

[Ticnss reHeparii JOKalid piBHS PO3MOYMHAETHCS CHaBH BOPOTiB, 30poi i
MpPEAMETIB, 3 SKMMH MOXHA B3aEMOJISTH, a 3aJICKHO BiJ HalalITyBaHb, iXHI
MOYATKOBI1 MO3HUIIIT MOXYTh OyTH 3aITaHUMU 3a3/1aJ1€T1/1b, BUITAIKOBUMHU a00 B MEXKax
3aJTaHO1 BIJICTaHI BiJ 3a3/1QJI€T1Ib PO3CTABICHUX TOYOK.

Came TakMM YMHOM IMpaLIOE€ TeHepalis 1, J0 TOro X, y MalOyTHbOMY
IJIAHYEThCS JIOJaBaHHS BUIIAQJKOBOI TEHepalllii MpeAMEeTIB Ta BOPOTIB Ha BCIX
JUISTHKAX, 00 OKPIM 3aBXKJIU YHIKAJIBHOTO TMOPSAKY 1 KUTBKOCTI KIMHAT piBHS,
nopa3y OyB pi3HUN HaOip BOPOTiB, CTATUYHUX MPEAMETIB 1 THUX, 3 SKUMH MOXHa

B3aEMO/IISITH.



Pucynoxk 3.8 — Ilpuxnao mouxu euxooy i3 KiMHamu

Iicepeno: po3pobneno agmopom

[TosicHeHHSs MiAXOY 10 peastizallii Mojiesi MOBEAIHKY HeIrPOBUX MEPCOHAXKIB!
3 METOI0 CTBOPEHHS KOMIUIEKCHOI, MOJYIhHOI Ta JIETKO PO3IMIMPIOBAHOI MO
MOBEIHKHU, YyAOBO MIiAINAAE MiAX1A 13 BUKOPUCTAHHSAM IaTE€pHY IMOBEIIHOKOBOIO
nepeBa (Behaviour Tree). ['onoBHa #ioro nmepeBara B MOXJIMBOCTI PO3AUIATU BY3JIH,
10 BI/AMOBIIAIOTH 32 NEPEBIPKY MEBHUX YMOB, By3JIH, 1110 KOHTPOJIIOIOTh 3arajibHUAN
MOTIK, 1 BY3JIM, $IKI peaii3yloTh JIOTIKy BUKOHAHHS KOHKPETHOI Iii, a TaKoX
BUOY/IOBYBATH, SIK CBIIYUTH cama Ha3Ba, JIEPEBO MOBEIIHKH, € MOXKe OyTH Oararo
TUIOK (KOJKHA 3 IKUX MOXKE PO3Tally’KyBaTHUCh), sIKI OMUCYIOTh CKJIAJIHY MOBEIHKY
HEITPOBHX MEPCOHAXKIB (aJIe MOXKE 3aCTOCOBYBATUCS HE TIJILKU JI0 TIEPCOHAXKIB, a 10
OyIb-sSIKMX CYTHOCTEH, Hepigko € 3amiHoio marepHy Finite State Machine,
OTMCAHOIO PaHIIIIe).

JIJist TosicHEHHST MOJIETTi THTEJEKTYaIbHOI MOBEIHKH HEIrPOBUX MEPCOHAXKIB
(o omucana y 2.3), 6yB CTBOpeHHU OOT 1 OTOUEHHS JJI1 HOTO (JIOKaIlisi, BOPOTH),

100 y netaysx po3ioparu npuHun Horo podotu. Ha puc. 3.9 nokazaHo CKpiHIIOT
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Horo iepeBa MOBEAIHKH, Ha PUKIIA/IL SIKOTO MOSICHIOETHCSI KOXKEH €JIEMEHT (BY3011),

HOTO BiAMOBIAAIBHICTH 1 BIUTHB Ha MiJICYMKOBY TTOBEIIHKY.

(transform, _animator, _agent, _safeDistance),
(_animator, _agent, _health)

cape(transform, _animator, _agent, _speed, _safePlace)

(transform, _animator, _attackingRange),
_animator, _agent, _damage)

rm, _animator, _agent),
rm, _animator, _agent, _speed)

ol(_animator, _agent, transform, _waypoints, _speed)

Vector3(-25f, @f, 15), _agent)

return rootNode;

Pucynoxk 3.9 — Jlepeso, wo onucye nogedinky Heicpo8020 nepcoHa;ica

Iicepeno: pospobneno aemopom

Meton SetupTree() moBepTae caMe A€peBO MOBEIIHKH B TIOJIE JIJIs1 KOPEHEBOTO
By3ia (y HBOMY K 3aJa€Tbcid 1epapXis BY3JiB), € UIEHOM 0a30BOro
kiacy(repeBusHadae (override) JIOTIKy IIbOTO METOMY 3 TOYATKOBOTO Kjacy) JJis

KOMIIOHEHTA, 110 ONucye moBeAiHKy 00'ekta BehaviourTree.
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UnityEngine;

if (_root !=
r

_ro ot.Evaluat

Pucynox 3.10 — baszosuii knac BehaviourTree

Iicepeno: pospobneno aemopom

Ha puc 3.9 mpomemoncTtpoBano, mo komMnoHeHT SampleBotAl (mo €
cnagkoemiieM BehaviourTree, mo mnpencrabieno Ha puc. 3.10) HamoOBHIOETHCS
HAaOOPOM BY3IIIB, 1110 ONMUCYIOTh HOTO MOBEAIHKY, a MEPII HI’K PO3MISIHYTH KOXKEH 13
HUX, BapTO 3a4eIMUTH KJIac, 10 JISKUTh B iXHIM ocHOBI — BehaviourNode, a xpim
HbOT'O, OITUCaTH KOHTpoJtoroul Selector 1 Sequence By3u:

Kiac BehaviourNode (puc. 3.11) € 6a30BuM 1151 BCiX By3J1iB, MICTUTh TaKl
YICHH KJIACY:

- moJe, o 30epirae Horo MOTOYHUM CTaH;

- CIIMCOK JIOYIPHIX BY3JiB;
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- CJIOBHHMK, Kyau 3a jgoromororo MeroniB SetData(string key, object
value), GetData(string key) ta ClearData(string key) woxHa
3aMMCyBaTH, OTPUMYBATH W BUAAISATH JIaHl, 110 € BKIUBUMHU IS
IILOTO BY3Ja, & TAKOX OTPUMYBATH JOCTYII IO aHUX 3 OaThKiBCHKUX
BYy3J1iB (ajie He HA00OPOT);

- wmeton Attach(BehaviourNode node) mis 1omaBaHHS 1HIIUX BY3JiB 10
CITUCKY MOTO JIOYIpHIX;

- Ta xmouoBuit meton, Evaluate(), sikuii moBepTae cTan By3na (110 MOXKe
oytu Success, Failure, Running — omucysanocs B po3aimi 2.2), ae
BiJIOYBa€ThCS cama JIOT1Ka KOHKPETHOTO By3Ja, SIKHM 1 BUKIUKAETHCSA

BahaviourTree, 10 SIKOro BiH HaJIC)KUTh.

system.Collections.Generic;
GetData(
BehaviourTree

yeetValue(key, walue})

Farent = = ; return value;

node = node.Parent;
Be childnodes)
foreach ( childiode in childnodes)
1

Attach{childNode};

ClearDatal(

de. Parent = 2
_childnodes . add(node);

= Parent;
]

‘Evaluate() i

ed = node.ClearData(key)
return Nodestate. FATLURE; )

_dataContext[key] = value;

Pucynox 3.11 — baszosuii krac BehaviourNode

IDicepeno: po3pobneno agmopom
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[TOHATTA KOHTPOIIOIOUHX BY3JI1B — BY3JIM IILOTO THUITY HE € MIEPEBIPOYHUMHU Ta
HE OMHUCYIOTh KOHKPETHY JI110, @ KOHTPOJIOIOTh BUKOHAHHS JOUIpHIX By3JiB. J{o ix
YuCJia Ha JaHUW MOMEHT BXOJsATh Sequence 1 Selector By3iu:

Sequence — 1eil By301 KOHTPOJIIOE BUKOHAHHS JOYIPHIX 32 MPUHIUIIOM
JIAHITIOKKA: SKIIO OJWH 13 TOYIpHIX BY3JIiB moBepHe cTaH nmposaiy (Failure), To mei
By30J1, Oyay4du OaTbKiBCBKUM, TAaKOK HETAWHO MPUIIMHUTH BUKOHAHHS JIOTIKU B
JOYIpHIX By3Jax, IO 3aJIMIIWJIUCS, 1 MOBEpHE CTaH MpoBaiy. [Hakiie Kaxydw,
MPUHLIKI HOr0 poOOTH MOXKHA OIHCATH K 0 MEPIIOTro MPOBay» OJHOIO 3 HOTO
JIOYIpHIX BY3IIiB;

Selector — 3/11iiCHIO€ BUKOHAHHS KOYKHOTO 3 JIOHIPHIX BY3J]iB AOTH, JOKH X04a
0 omHUM 13 HUX He Oyjle MOBEPHYTO CTaHy ycCIiXy abo «B mporeci» (Success /
Running), micist 4oro KOHTPOJIb MOTOKY MOBEAIHKH Oyzie epeaaHo 1[bOMY BY3Iy, a
SKIO Takux Hemae — Selector momepHe craH mpoBanmy. I[Hakme Kaxyuyw,
BIJILITOBXYIOUMCH B1J] HHOTO Bi1I0YBa€ThCA BUOIP HACTYMHOI I'JIKM MOBEIIHKOBOIO
JiepeBa.

[Ticnst onmuMcy OCHOBHMX CKJIQJIOBUX CYTHOCTEHM, IO € OCHOBOK IS
1HTENEKTYaJIbHOI MOJIEI, 1aJll PO3IIAHYTO KOXKEH 13 BY3JIIB MOBEIIHKOBOIO JEpeBa
JeMOHcTpariitHoro 6ora (puc. 3.9):

- CheckHasOrder — By30u1, 1110 iepeBipsi€, 4u € HaKa3 AiSITH B HEITPOBOTO
MEPCOHAXKA;

- TaskGoToBase — By3011, 1110 OnMCy€ 3aBaHHS TIOBEPHEHHS Ha 0a3y;

- LowHealthCheck — By3ou1, 110 nepeBipsie, Y1 HU3bKUN OTOYHUHN 3a1ac
310pOB'S;

- CheckSafeDistance — By301, 10 TepeBipsie, YU JOCTATHHO JAJICKO
BOpor (11iJ1b) BiJ 00Ta;

- TaskUseHealthltem — By3o;m, 1m0 omUCye BIAHOBIEHHS 3A0POB'S
IIJISTXOM BHKOPHUCTAHHSA MIpeIMeTa ISl pereHepaltii;

- TaskEscape — By3011, 1110 onucye mpoiiec BTedi BiJ i1
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- CheckEnemylInAttackRange — By307, sikuii iepeBipsie, Ud JOCTaTHHO
ONMM3bKHI BOPOT, 100 IMOYaTH MOT0 arakyBaTH;

- TaskAttack — By3o0m, 1110 onucye aTaky 1o IIIi;

- FindEnemyInRange — By3o:m, mo mnepeBipsie, un 0a4uTh HEIrPOBHIA
MIEPCOHAXK IT1JTh;

- FollowTargetTask — By30:, 1110 onucye npoiiec nepeciiayBaHHs 1Tl

- TaskPatrol — By3om, mo omucye mnaTpydrOBaHHS 3a 3a37alieridb

3aJaHUMH abo OTPUMAHHUMH BUITAJIKOBO TOUYKAMM.

3B'A30K, WO BKa3ye HA NOSMTUBHWA cTaH
BYy3na

3B'A30K, WO BKa3ye HA HEFAaTMBHWA CTaH
Byana

[
-

3B'A30K, Wo BKa3ye Ha BUBip HacTynHoI rinkn
(nepwwi By30N, AKWA NOBEPHYE NO3MTUBHUIA CTaH)
MpiopuTeT - Big Nepwore Ao ocTaHHLOMO

.
L

Vv no B6asm

YW HU3bKWIA 3anac Bopor goctatHbo
300poB'A? bnmn3abko?

Matpymosati
MICLEBICTb

S 2 i BaunMo Bopora? S 2

Bo por 4oCTatHbO

naneko? Artakysami MNepecnigysartu

\

BigHoBMOBaTH ) .
Tikatu B BOpOra

3NOpoB'A (anTe4ka)

Pucynox 3.12 — Jliaepama, wo onucye cmpyxmypy iHmenexmyanipbHoi mooeii boma

IDicepeno: po3pobneno agmopom
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BiamToBXxyrourch BiJl OTUCY BY3JiB, MOJKHA 3pOOUTH BUCHOBOK, 110 KOKEH 13
HUX € MaKCUMaJbHO CaMOCTIMHMM 1 MO)X€ BUKOPHUCTOBYBATHUCS HEOJHOPA30BO Y
PI3HHX KOHTEKCTaX, OCKUILKH MK HUIMH HEMA€E MPSIMOTO 3B'SI3KY, ajie CKIIAIAl0uH 3
HUX TOBEAIHKOBE JEPEBO, MOXKHA OTPUMATU YK€ PO3IIMPIOBAHY 1 MOAYIbHY
1HTENIEKTyaaIbHy MOJIEb.
Omnuc mnoBeAiHKM 00Ta, YMIO CTPYKTYPY IHTCJIEKTyaJIbHOI Mojaenl 3
BUIIICONTUCAHUX BY3JIiB B1IOOpaXeHO JiarpaMoro Ha puc 3.12:
SIKII0 B 1TaHOTO HEIrPOBOTO MEPCOHAKA HEMA€E HaKa3y JIATH, BiH MPOCTO Mijie
Ha 0a3y, a 1HakIie Oyae BUOIp OJIHIET 3 T1JIOK MOBEAIHKY (0OMpa€eThCs Mepliia rijka,
yuii 6a30BUI BY30JI MOBEPHE ycIixX (Success), B IHIIOMY pa3i, IIYKA€ThCsl HACTYITHA
rijKa):
- CnouaTky nepeBipsi€ThCs, YA HU3bKUI 3arac 370poB's 1, B pa3l sIKIIO 11e
TaK, BIJOYIEThCS MEPEBIPKA, YU JOCTATHO BEIMKA BIICTaHb BiJ LI
(nnst Gesmexku OoTa) ISl BUKOPUCTAHHS MPEIMETa, IO BiJIHOBIIOE
3I0POB'S, MICJIA YOTO MEPCOHAX MOYHE BUKOPHUCTOBYBATH ANTEUKOIO
(mpenMer st pereHepailii), a iHaKie — TIKaTH JOTH, JIOKU He Oyne
JIOCTaTHHO JAJIEKO Bl BOPOTa;
- Tlorim Oynme mepeBipka, Y JOCTATHHO OJIM3BKO BOPOT JJIS TOTO, 11100
HOTO0 aTaKyBaTH Ta SIKIIO 1€ TaK — BUKOHYBAaTUMEThCSI 3aBIaHHS (B30,
1110 OIKCY€ KOHKPETHY [I110) 3 0€3M0CePETHBOI0 aTaKOI0;
- Mani iine nepeBipka, yn 0aYUTh HEITPOBUI MEPCOHAXK LIJIb 1 AKILIO 1€
TakK, BIH TIOYMHAE 11 mepeciiiIyBaTH;
- JSkmo >komHAa 3 TOMEpPenHIX TIJOK HE BHKOHAlacs, TO OOT
naTpyat0BaTUME MICLIEBICTb.
Ha npuknaai mporo HEirpoBOTo mepcoHaka MOSICHEHO MiJIX1J] 10 CTBOPEHHSI

1HTeNeKTyaIbHO1 MojieNi moBeIiHKY B Endless.
3.2 TecTyBaHHSI MIPOrPaAMHOTI0 MPOAYKTY

OyHKITIOHATBHE TECTYBaHHS € BKpail BaXXJIMBUM €TaroM, MEpPEeBipKa SIKOCTI

poboTH 1ae 3MOTY BUSBUTH HasiBHICTH Ae(EKTIB a00 HEOJHO3HAYHUX PIIICHB ITi]T
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4yac KOHCTPYIOBAHHA Ta YCYHYTH iX 10 BUITYCKY Ha PUHOK, 1110 KPUTUYHO BAXKIIUBO,
OCKITBKM J]a€ 3MOTY 3amoOIrTH BHUIYCKY MPOAYKTY B HEHAJIEKHOMY CTaHi.
[Tporpamuuit mponykt Endless Oymno mpoTecToBaHo sIK BpY4YHY TakK i 3a JOMOMOT'OIO
aBTOMaTH3allii Ha KOXKHOMY 3 €TaIliB pO3pOOKH:

- JUIS TECTYBaHHSA KOXXHOTO 3 MOAYJIB 3aCTOCYHKY, OyJ0 BIITBOPEHO
creniajbHl YMOBH, III0 aBTOMAaTU30BaHO MEPEBIPUIIU HOTO Ha MPEIMET
HEKOPEKTHOI poOOTH O€3J11Y4I0 MOBTOPEHB 1 PI3HUX BBITHUX JAHUX;

- pydYHE TeCTyBaHHS MPOBOIUIIOCS K I OKpeMHX (DyHKIIIOHATBLHUX
YacTUH, TaK 1 JJIA JACKIIBKOX, IO IOB'SI3aHI MK co00r0, 100 He
nonycTuTu AedeKTiB ado HenepeadauyBaHO1 MOBEIHKY JOJATKa;

- MOJENIb  IHTEJNEKTyaJbHOI  IMOBEAIHKM  HEIrPOBUX  IEPCOHAXKIB
NEepPEBIPEHO Ha TPEIMET SKOCTI MPUUHATHX OOTOM pilllieHb, HOTO
KOHKPETHUX [J1{ y PI3HUX CUTYaLlisX;

- 3araJibHa JIOTiKa 1 MEXaHi3MU pPOOOTH TPU MPOTECTOBAaHI B PI3HUX
yMOBax — Hapasi 3a0e31euyroTh CTaOlIbHY 1 AKICHY pOOOTY IIpOTpaMH:
rpa HE 3aKPUBAETHCS HECTIOA1BAHO, B IFPOBOMY IIPOLIEC] TIATPUMYETHCS
BHCOKA 4acTOTa KaJIpiB;

- TeHepallisl piBHIB TaKOX MPONIILIA HU3KY TECTYBaHb — aBTOMAaTU30BaHI,
B paMKax SKHX COTHI THCS4 pa3iB CTBOPIOBAJIMCS Pi3HI PIBHI Ta
OIIHIOBAJIMCS QJITOPUTMOM 1, KpiM TOTo, OyJ0 TEpeBIpeHO KpaitHi
BUMAKH, 1110 MiATBEPIUIIO MOBHOLIHHY MPaIe3/1aTHICTh I[bOTO MOIYJISI.

Takox, 17151 TECTYBaHHSI MPOIYKTUBHOCTI Ta MOXKJIMBOCTI HAOYHO MOOAYUTH
KOHKPETHY MPOOJEMHY YaCTHHY, BUKOPHUCTOBYBABCS BOYIOBAaHWUW IHCTPYMEHT Y
pyuriii Unity Engine [1] — Profiler, 3a momomororo sikoro MokHa BiJICTe)KyBaTH JaHi
CTIIO’KUBAaHHS CUCTEMHHUX PECYPCIB 3aCTOCYHKOM 1 BUSBUTH MOMEHTH ITiJIBUIIICHOTO
CIIOKMBaHHS a00 BHUTOKY MaM'siTi, pi3Ke MaJlHHA KUIBKOCTI KaJpiB 3a CEKYH.IY,
HU3bKY UyHHICTh TOIIIO.

VY npoueci TectyBaHHs Oy/0 3HAUIEHO Ta YCYHYTO HU3KY TOMUJIOK, 1€(EKTIB

Ta 1HIIUX MPUKIIAIB HEKOPEKTHOT pOOOTH Ta Hapasl KOXKEH 13 MOYJiB 3aCTOCYHKY
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npaitoe KOPEKTHO 1 0e3 HEPO3PUBHHUX 3aJIEKHOCTEH, 3aBIASKH YOMY MPOIYKT

THYYKHUH 1 JIETKO PO3IIUPIOBAHHIM.
3.3 BUKOpMCTAHHA POIPAMHOIO NPOAYKTY

Onuc MOXIMBOCTEH pO3pOOICHOr0 mporpaMHoro nponykry(Iacrpykiis
kopuctyBauesi). Po3pobnenuit mpoxykt Endless Moske 3ampononyBaTi yHIKaIbHAN
ITpOBUMA JOCBIJ AMHAMIYHOTO IIyTepa, IO KUJA€ BUKIUK BIPABHUM TPaBIISIM,
BUMAararo4M MIBUAKOCTI IPUHHSATTS PIilICHb 1 3HAHHS MEXaH1K Ipu A1 €()eKTUBHOTO
MIPOXO/DKEHHS 3a3[aJIeTib CTBOPEHUX ab0 3reHepOBAHMX JIOKAIlill, HATOBHEHUX
MPOTUBHUKAMHU 3 IHTEJIEKTYaJIbHOI MOJICILIIO TOBEAIHKH.

Jlanuii NpOaYKT NOIIHUPIOETHCS Yepe3 MIaTPOopMu €IEKTPOHHOI AUCTPUOYIIii
Steam [5] 1 Epic Games [6], pa3oBo KymyeTbes Iu(poBa Komisi 0a30BOTO BUIAHHS,
0 BKJIIOYa€ OE3KOIITOBHI OHOBJICHHS 3arajlbHOrO MpU3HAYEHHS Ta IUIaTHI
PO3IIMPEHHS, SIK1 JOJIal0Th HOBI TeMMILICHHI MEXaH1KH, BOPOTiB Ta JIOKAIIii.

[licnss BCTaHOBJIEHHS T'pH, MiJ Yac MEPIIOTO 3aIycCKy, JUIs KOPHCTyBauda
CTBOPHUTHCS (ailn 30epeKeHHs, Ky[! 3alMCyBaTUMETHCS BECh MONAJBIINIA POTPEC
rpaBIIs.

[Tin gac 3amycky, TCis 3aBaHTAKEHHS, KOPUCTYyBau MOTPAIUIsiE€ B TOJIOBHE
MEHIO, 3BIJIKH MOJXKE:

- BIAKPUTH HAJIAINTYBaHHS — BIAKPUETHCS MIOBHUM CITMCOK HaJAIITyBaHb
3aCTOCYHKY, BKJIIOYHO 3 MOXJIMBICTIO 3MIHU MOBH;

- BMUTH 3 TPU — IPOrpec 1 MOTOYHI HAJAIITyBaHHSA MPOrpamMu OynyTh
30epekeHi, Miciis Yoro BiAOYNEThCs 3aKPUTTS TPU;

- TOoYaTH irpoBHl Mpolec, HATUCHYBIIM Ha BIAMOBIIHY KHOIKY, MiCJIA
YOro BIIKPUETHCS MEHIO BUOOPY PiBHIB, TOCTYMHUX JIJISl IPOXOKEHHS,
7ie ToTpiOHO Oyze BHOpaTH MK CTBOPEHUMH 3a37IaJIeTib PIBHAMH 200
3TeHepOBAaHUMH B peaIbHOMY Yaci.

[lepexonauun B reMMIIEH, TIEpEN TPaBLEM CTOITh NOJIOBHA META 3aBEPIIUTH
piBEHb, TIPOTE € ¥ IPYTOpsaHi: 301p MPEIMETIB 31 CXOBAHOK, IITBUJIKE MTPOXOI>KEHHS.

VYBech mporpec (ypaxeHi BOporu, 310paHi NpeaMeT ) 30epiracThCs 38 yMOBH BUXOY
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3 piBHS, ajie HaOUIbIIIa Haropojaa YeKae Ha TPaBld B pa3i MPOXOMKEHHS PIBHS 10
KIiHI[SA. SKII0 mepcoHak TPaBIlsl TIOMUPAE, HOMY TIPOIIOHYETHCS CIIPOOYBATH 3HOBY
a00 BUITH B TOJIOBHE MEHIO, a B Pa3i YCHIITHOTO MPOXOKCHHS 3apaxOBY€ETHCS
BUHAropojia, MpomnopiiiHa eheKTUBHOCTI MPOXOHKEHHS (BPaXOBYEThCS KUIBKICTh
HEUTpaNTi30BaHUX BOPOTIB, MIBHIKICTh TMPOXOMKECHHS TOMO) 1 3'SIBISETHCS
MOJIMBICTh MEPEUTH 0 HACTYymHOro piBHA. IIpu mpoxomkeHHI ABOX 1 Oliblie

PiBHIB 6€3 TOpPa30K, HAropo/ia 3a 3aBEPILECHHS HACTYITHUX PIBHIB M1BUILLY€ETHCS.

gp-ui-sample

Pucynox 3.13 —Ilpuknao eeiimniero Endless

IDicepeno: po3pobneno agmopom

JUis MigBUIICHHS MIBUIKOCTI NPOXOIKEHHs, Ha JESKUX MAUISHKAaX PpIBHIB
nepeadayeHi aJbTepHATUBHI KOPOTKI NUISIXM, a KpiM TOro, B JTaHOMY MPOIYKTI
MOJIeTh TIepeCcyBaHHs TMepcoHaxa cuiabHO Haraaye Apex Legends [17] / Valorant
[18], mpomoHyrouMm pi3HI TEXHIKM [JIsi TPUCKOPEHHS MepcoHaXka (CBO€YacHe
BUKOPUCTAHHS CIIAMIIHTY Y 3B'sI311 31 CTpUOKaMu) Ta BKpail 4yWHUN KOHTPOIb Y

MOMEHT mepeOyBanHs y moBiTpi (Air Strafing [22]), Takox € qyKe MaJjeHbKE
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TUMYACOBE «BIKHOY, y paMKaX SIKOTO, SKIIIO I'PaBellb BCTUTHE HATUCHYTH Ha CTPUOOK
miJ 9ac MPU3EMIICHHS, BIH HE OTPHMAa€ YIMOBUIbHEHHS BiJ TE€PTA 00 MOBEPXHIO 1
3MOXK€ MIATPUMYBATH BHCOKY INBUIKICTh TMepecyBaHHS (11 TEXHIKa dYacTo
iMeHyeTbes ik BunnyHope), 3aBasiku oMy, BUBYarOYM TOHKOIL TPH, € MOXKJIMBICTD
MIBU/IIE MPOXOAUTH PiBHI, PO3yMilOud KOMOIHAI] HAasBHUX ITPOBUX MEXaHIK Ta

iXH€E 3aCTOCYBaHHS B PI3HUX CUTYallisX.
BucHoBku 10 po3ainy 3

VY 1poMy po3aiai MICTUTBCS ONMKMC IHCTPYMEHTIB JJII CTBOPEHHS MPOAYKTY
Endless, mosicHeHHSsI iIXHBOTO BHOOPY:

- PpO3DISHYTO OWIBII JETaJbHUM OMHMC MIAXOAIB A0 Oe3mocepeaHboi
peanizaiii MoJeNl IHTEIEeKTyalbHOI MOBEIIHKY HEITPOBUX MEPCOHAXKIB
13 PO3KPUTTSAM  KIIOYOBUX  CKJIQJOBUX, HAaBEAECHO IpPHUKIA]
MOBEAIHKOBOIO JiepeBa 00Ta, M0 $BHO JIEMOHCTPYE CTPYKTYpYy
OPUUHATTS PillIeHb 1 TPIOPUTET IXHHOTO BUOODY.

- OIMCaHO AJITOPUTMHU T'EHEpalliil PIBHIB, PO3NIAHYTO MPOLEC MOOYAOBH
P1BHSI, IOTO €Taly Ta OCHOBHI CYTHOCTI, 110 O€PYTh y4acTbh;

- TOSICHIOETbCS NPOLEC TECTyBaHHS TI'pU Ha TNPUKIAAl PYYHOrO Ta
ABTOMAaTU30BAaHOTO MIIXOMIB, 3TrAaJyEThCS BHCOKA PE3YJbTaTUBHICTH
IPOBEICHHS TECTYBaHHS Ta BUSBIICHHS JIe(PEKTIB y poOOTI Mporpamu;

- PO3MIAJAETHCS BUKOPUCTAHHS IMPOTPAMHOTO MPOAYKTY, ILIO OIHCYE
MO>KJIMBOCTI MTPOTPaMHU Ta KOHTEKCTH BUKOPHCTAHHS,

- 1HCTPYKIIiSI KOPUCTYBaua — PO3IIsLIa€ OCHOBHI Jii, SIKI MOXX€ BUMHUTHU
rpaBellb, MOYMHAIOYMA BiJ BCTAHOBJICHHS 3aCTOCYHKY 1 3aKIHUYIOUH

MUISXaMU TOJIIMIICHHS SKOCT1 MPOXOKSHHS TPH.
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BUCHOBKH

B xox1 po3po0ienHs mporpaMHOro nNpoAyKTy KoMl torepHoi rpu Endless Oyio
MPOaHATI30BaHO AHAJIOTU Ta iXHI CHJIbHI a00 cia0Ki CTOPOHH, aKTyaJlbHICThH 1
MEPCIEKTUBU LILOTO MPOAYKTY, 3aBJSKH YOMY BIAJIOCS MiIOpaTh Ta CKOPUTYyBaTH
mporec peaizarii.

Po3rsinyTo MozieNtoBaHHS 3arajibHOT MOBEAIHKY MPOIYKTY, 110 3a0e3MeUnsio
PO3yMiHHS OYiKyBaHb 1 BUMOT. ONMKCaHO CTPYKTYPY MPOIYKTY, MOSICHEHO OCHOBHI
naTepHU MPOEKTYBaHHS Ta ixHI aHanoru a®o Bapiaiii, MOKa3aHO MPAKTHKH, IO
3aCTOCOBYIOTBCS, BIJUITOBXYIOUHCh BiJ] YOrO CIIPOEKTOBAHO OaraToiapoBy
apXiTEeKTypy 3aCTOCYHKY, 10  3a0e3nedyye  MOJYJAbHICTh, THYUYKICTh 1
PO3LIMPIOBAHICTh PO3POOIEHOT TPH.

PeainizoBaHo Ta onrcaHo THYYKHH IIPOIIEC TeHepallii piBHIB, JIOTIKY IEPEXoay
MIK HUMH, HaBEJICHO TTPUKJIA]IH.

PeanizoBaHo iHTENEKTyalbHY MOJIENh MOBEAIHKH HEITPOBUX MEPCOHAXIB, B
OCHOBI SIKO1 JIKUTb IMiJIX1]T TOBEIIHKOBUX JiepeB [28].

OnucaHo IHCTPYMEHTH, IO BHKOPHCTOBYIOTHCS I PO3POOKH JTaHOTO
NPOAYKTY, 1O SKUX HalexuTh IirpoBuii pymiid Unity Engine [1], moBa
nporpamyBandst C# [7], cepemoBuiie po3poOku Microsoft Visual Studio [20],
penaxtop 3D moneneit Blender [19] ta penakrop s mikcenb-apT (2D) 300paskeHb
Aseprite [21].

[IpoBeneHo aBTOMaTU30BaHE Ta pyYyHE TECTYBaHHS BCIX MOAYNIB MPOrPaMH,
3HAWJIEHO Ta YCYHYTO Je(ekTd B poOoTi (PyHKIIOHATBHOI YaCTUHM MPOTPaMH,
MPOKOHTPOIBOBAHO PIBEHb MPOAYKTUBHOCTI Ta CTa01IbHOCTI poOOTH Ipr. CTBOPEHO
THCTPYKIIIIO JUIsl KOPUCTYBaya.

3a pe3yapraraMu BHKOHAHHS KBaJli(iKaliifHOT poOOTH OmyOJIIKOBaHO TE3H
nonoBige B marepianax V MikHapoaHoi HaykoBOi KoH(epeHiii «CyuyacHui
MEHE/DKMEHT OpraHi3allii: BUTOKH, peatii Ta MEepCIeKTHUBU PO3BUTKY 2025», (M.

Kwuis, 2-3 tpaBusa 2025 p.) [24].
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