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Hawxoscokuu C.O. Komn'tomepua epa «Hex-Factoryy 3 euxopucmaHuim
2eKCa2oHANbHOL Manu ma GUKOPUCMAHHAM AN20PUMM) NOULYKY UWITAXY .
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Komm’torepHi Hayku (ocBiTHs nporpama — Komm’torepHi Hayku) CO bakanaBp. —
BH3 «VYuiBepcuret ekonoMiku Ta npaBa «KPOK», HaBuaibHO-HAYKOBUN 1HCTUTYT
1HGOPMALIITHUX Ta KOMYHIKALIIHUX TEXHOJIOTiH, Kadeapa KOMIT IOTEPHUX Hayk,
Kwuis, 2025.

Pospobneno rpy «Hex Factory», 3 BUKOpUCTaHHSM alrOpuTMiB A* s
NepeMillleHHs MK TOo4YkKaMu Ta cucreMmy JoOyBaHHs/KpadTy pecypciB Ta
IHCTpyMeHTy po3poOku Unity.

Kitto4oBi ciioBa: koM’ 10TepHi irpu, anroputM A*, Unity.

Puc. 32. bi6niorpad.: 35 Haiim.

Pashkovsky S.O. Computer game "Hex-Factory" with a hexagonal map and a
path-finding algorithm.

Explanatory note of the qualification work in the specialty 122 — Computer
Science (educational program — Computer Science) Bachelor’s degree. — Higher
Educational Institution “University of Economics and Law “KROK”, Educational
and Scientific Institute of Information and Communication Technologies,
Department of Computer Science, Kyiv, 2025.

The game "Hex Factory" was developed, using A* algorithms for moving
between points and a resource extraction/crafting system and the Unity development
tool.

Keywords: computer games, A* algorithm, Unity.

Fig. 32. Bibliography: 35 Items.
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BCTYII

Axkmyanonicmo memu. KoM’ 1oTepH1 irpd ChOTOHI € CY4aCHOIO PO3Baroro
JUIsl OUTBIIOCTI JIFOJAEH, 1 3 KO)KHUM POKOM aKTUBHUX T'PaBIIB CTa€ BCE OLIBIIE.
3aBAsIKM CTPIMKOMY PO3BUTKY TE€XHOJIOT1H, IrpoBa 1HAYCTPIs MPONOHYE BCE OLIBII
peanicTU4HI, IHTEPAaKTHUBHI Ta 3axXOIUTIOI0Yl HPOAYKTH, L0 NPHUBAOIIOIOTH SK
HIMPOKY ayAUTOPIIO, ajie Yepes3 1€ He BC1 IPaBlll MOXKYTh MOrPATH B HOBI IrpU TaK
SIK HOBI1 Irpu MOTPEOYIOTh Bce OuIbIlle Ta OUIbIIE pecypci caMoro KOMIT IOTepy.
Yepes 11e rpa «Hex Factory» € 0co0a1BO akTyalbHOIO, OCKUIBKH OpIEHTOBaHA Ha
ONTHUMI3AI[1I0 BUKOPUCTAHHS PECYPCiB KOMIT I0TEpa.

Mema ma 3aedanns Oociioxycenns. Meroo pobotn € po3polka
nporpamHoro 3abesneueHHsi rpu «Hex Factory», mo aemMoHcTpye miaxim a0
CTBOPEHHS JTUHAMIYHUX IrPOBUX ClieHapiiB. s JOCATHEHHS 11i€T METH ITOCTaBJICHO
HACTYITHI 3aBJAaHHS:

1. locaiauTu cydacHi METOAU PO3POOKH KOMIT FOTEPHHUX Irop.

2.1lpoaHanizyBaT aHajJOTH KOMIT FOTEPHUX IrOp IO peai3yloTh IrpOBUU
IpOoIIeC 3 BUKOPUCTAHHSM I'eHepallii irpoBOT0 CBITY Ta YIPABIIHHS MIEPCOHAXKY KU
no00yBae Ta npamre 00’ €KTaMu TPH.

3.CrpoekTyBaTH OCHOBHI MEXaHIKH Ta aBTOMATH30BaH1 (QyHKITIT TPH.

4.Po3pobutu mporpamue 3ade3neueHHs rpu «Hex Factory».

06’ckmom Oocnidxcenna € IrpoBUN TPOILIEC KEPYBAHHS TIEPCOHAKEM,
noOyBaHHS pecypciB Ta Kpadry.

Ilpeomem 0ocnioxncenna € KOMIT' FOTEPHI ITPH 13 3aCTOCYBAHHIM aJITOPUTMIB
MEepPEMIIICHHs] Ta TATePHIB MPOrpaMyBaHHA JJIS ONTHUMI3aIlii ITPOBUX MEXaHIK Ta
VIPABIIHHS PECYpPCaMH.

Memooonoziuna ocnosa 0ocnioxycennsa. Y poOOTI BUKOPUCTOBYIOTHCS
METOJIM aJITOPUTMIYHOT ONTUMI3allii, MTATepHU MPOTrpaMyBaHHS Ta Cy4acHI MIXOAH
110 po3poOku Ha iatdhopMmi Unity. OcobimBa yBara mpuauIse€ThCs TOCTIIKEHHIO Ta
BIIPOBA/PKCHHIO  allTOPUTMY A* 11  BUpINIEHHS 3aBAaHb ONTHMAIBHOTO

MEePEMIILCHHS] Y IrPOBOMY CBITI.
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Ilpakmuune 3nauennsa pooomu. Pozpodka rpu «Hex Factory» nemoHcTpye
MO>KJIMBOCTI 3aCTOCYBaHHS PI3HUX AJITOPUTMIB Yy chepl po3poOKH KOMIT FOTEPHUX
Irop Ta JEMOHCTPYE OAMH 3 MIAXOJIB BUKOPUCTAHHS PI3HUX AJTOPUTMIB IS
NOAANBIINX AOCHKeHb. OTpUMaHi pe3ylbTaTh MOXYTbh OYyTH KOPUCHUMHM IS
PO3pOOHMKIB IrOp Ta € HArJISJHUM MPUKIAJAOM aITOPUTMIB Ta SK MEXaHIKU
MPaIOI0Th 3 CEPEIUHHU.

Cmpykmypa pooomu. Kpamidikaiiiina poOoTa CKIIaIaeTbcsi 31 BCTYMY,
OJIHOTO PO3AUIIB, BHCHOBKIB Ta CHOHCKy TocwiaHb (35 HaliMeHyBaHb).
[TosicHIOBasIbHA 3aMUCKa MICTUTh 32 PUCYHKIB. 3arajibHUN 0OCST MOSICHIOBAJIBHOT

3aMUCKH CKJIagae 68 cTopiHIll, OCHOBHUIM 3MICT BUKJIAJIEHO HA 59 CTOpIHKAX.



PO3JI1J 1
INOCTAHOBKA 3ABJIAHHS HA PO3POBKY KOMIT'IOTEPHOI I'PH
«HEX-FACTORY»

1.1 Onuc npeameTHoi 06aacTi

3a maHumu JoCHiKeHHs Statista, sike aHanmizye posnoain PC-reiimepiB 3a
kareropismu [1] 2024 poky (puc. 1.1), ayauTopis KOMIT'IOTEpPHUX IrOp €
HaJ3BUYaHO pi3HOMaHITHOIO. Takuii po3noAll CBIAYUTH MPO 3POCTAIOUUNA MOMUT

Ha Cy4acHI MPOEKTH, K1 pO3poOJIIOI0Th CyYacHi CTY1l 1o po3poOiii irpo.

Number of PC gaming users worldwide from 2008 to 2025, by category (in
millions)

Number of PC gamers in millicns

® Pay-to-PlayLow End @ Pay-to-Play Premium GaaS Low-End @ Gaa$S Premium

Source Additional Information:
DFC Intzlligence C
@ Statista 2024 caleg sers of multiple

sers is not a sum of

- m

Pucynox 1.1 — Kinoxkicms kopucmyeauié Komn'romepHux i2cop y 6Cbomy c8imi 3

JFC Intelligence;

2008 no 2025 pixk, 3a kamezopisimu Jessica Clement 2024 poky
Iicepeno: [1]

[HTerpaniss cydacHUX pillleHb, TaKUX SK IITYYHUU IHTEJEKT, aJanTUBHI
QITOPUTMU Ta CHUCTEMH ONTHUMI3allli, J03BOJsIE PO3POOHHKAM CTBOPIOBATH

MPOAYKTH, 110 HE JIMILIE BIMOBIIal0Th OYIKYBaHHSM PI3HHUX CETMEHTIB reiiMepiB, a
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H CHOpUAIOTH MIJBUIICHHIO SKOCTI TeUMIUICI0 Ta I1HTEPAKTHUBHOCTI. 30Kpema,
BUKOPHUCTAHHS MEPEJOBUX TEXHOJIOTIN JO3BOJSE adanTyBaTH KJIACHUYHI €JIEMEHTH
rpUu 10 CydacHUX nOoTped, 3abe3nedyroud OUIbII NEPCOHATI30BAHMMA Ta
3aXOIUTIOI0YMI AOCB1 ISl KOKHOTO IpaBlis, ajle HaXallb HE KOXKEH IPaBelb 3MOXKE
MOrpaTH B Cy4YacHI BiIEO IFPU TaK SIK B HUX JYyXK€ BEJIUKa MOTpeda B MOTYKHOMY
3amizi komm’iorepa [14] (puc. 1.2), Ha wnpoMy rpadiky BHUIHO KUIBKICTh

KOPHUCTYBauiB sIKi BAKOPUCTOBYIOTh P13H1 MMOKOJIIHHS B1IEOKAPT.

OnutyBaHHA Steam npo obnagHaHHA Ta M3

DirectX 12 GPUs DirectX 11 GPUs DirectX 10 GPUs Direct¥ 9 Shader
Model 2b and 3.0
GPUs

50

0

DirectX 9 Shader Model DirectX 8 GPUs and

2.0 GPUs below

50

0 Ia n
[ [+] =T = = = w = = =
§ E g ° 2 § E & ° 2

Pucynox 1.2 — Kinvkicms kopucmyesauie Komn'romepHux icop y 6cbomy cgimi 3

2008 no 2025 pixk, 3a kamezopisimu Jessica Clement 2024 poky
Ilocepeno: [14]

SKII0 MpOUTIOCTPYBATH 1[I0 TEHJICHIIII0, MOXKHA BUKOPUCTAaTU Tpadiku Ta

niarpamu 3 pecypciB Statista Ta Steam, siki J€MOHCTPYIOTh JUHAMIKY 3pOCTaHHS
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IHTEpeCy 10 IHHOBAL[IMHUX 1rop Ta Te 10 HE BCIX IPaBLIB € 3MOra IOrpaTy B 111 irpH
yepe3 T€ II0 B HUX HE AYyXKEe MNOTYKHUW Komm'roTep 1. Taki urrocTparii
MIATBEPIXKYIOTh, 1110 CydacHa IHIYCTpisd BIAEOIrOp aKTHMBHO BIPOBAJKY€E HOBITHI
TEXHOJIOTIYHI PIIEHHS, IO JO03BOJIAE€ HE JIMIIE 3aly4aTH KOPUCTYBadyiB, ajie i
CTUMYJIIOBAaTH PO3BUTOK HOBUX PUHKOBUX HIIII.

Taxum ymHOM, aHali3 JaHux Statista Ta Steam miATBEpKYeE, 1110 3pocTaroya
PI3HOMaHITHICTh ayAMTOPIl Ta iX MOTPeO CTBOPIOE CIPUSTIMBE CEPEJOBUILE IS
BIIPOBA/PKEHHS 1HHOBAL[IMHUX TEXHOJOT1H y pO3pOOKY KOMII IOTEPHHX Irop, IIO

BIJIKpUBAE IITUPOKI IEPCIIEKTUBHU JIJISI MOJAJIBIIIOT0 PO3BUTKY rajysi.
1.2 Orasa aHaJjoris

[lepmr Hixk po3modatd po3pOOKY BIACHOT TPH, JOLLILHO BUBUUTH BIKE
ICHYIOY1 aHAJIOTH Ta MpOaHali3yBaTH, sIK caMe BOHH Peali3yloTh IrPOBI MEXaHIKH,
CUCTEMH TPOrpecy Ta B3aEMOIIIO 3 TpaBiieM. Takuil peTenbHUI aHali3 1a€ 3MOTy
IHOIIIE 3p03YMITH MEXaHIKH, 110 KOPUCTYIOTHCS MOMYJISIPHICTIO, BUSBUTH MOYKJIMBI
HEJOJIKA Ta, BPEIITI-PellT, 3aCTOCYBaTH OTpPUMaHl 3HAHHA ISl CTBOPEHHS IIIe
OUTBIII 3aXOIUIUBOI Ta SKICHOT TPH.

VY nporeci hopMyBaHHS KOHIICTIIIT HAIIOTO MPOEKTY OyJIO BUALUICHO TPU TPH,
SK1 B Pi3HI YacH CTaju JHKEPEJIOM HAaTXHEHHS ISl PO3pOOHUKIB yChoro CBITY. Lle
Minecraft, Satisfactory ta Sid Meier’s Civilization VI. Koxna 3 nux irop mae cBoi
VHIKaJIbHI €JIEMEHTH Ta MEXaHIKH, KOTPi CYTTEBO BIUTMHYIU Ha (opmMyBaHHS imei
HAIIO1 BJIACHOI IPH.

Minecraft (puc. 1.3) — 11e BcecBiTHRO BijjoMa I'pa B XKaHPi «ITiICOYHHUIIS», IO
MPOIIOHYE TPABISIM Maike HEOOMEKEHY CBOOOTY i Ta BETMYE3HUN MPOCTIpP IS
excriepuMeHTiB  [2]. Bona pgo3Bossie BHIOOyBaTH pecypcd, 3HUIIYBAaTH Ta

BCTaHOBJIIOBATH 6J'IOKI/I, a TaKOX CTBOPIOBATH IPCIMCTH 3a AOIMOMOI'OI0 CHCTCMH

Kpadrty.
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Pucynox 1.3 — I pa Minecraft
IDicepeno: [2]

[To3utuBHI acnexktn Minecraft:

1. Binkputicth Ta KpeaTuBHICTH. [ pa Hajia€ HEOOMEKEH1 MOXKIMBOCTI JJIs
TBOPYOCTI, J€ KOXXEH TrpaBelb MOXe OyAayBaTH VHIKaJIbHI KOHCTPYKIIIi,
EKCIIEPUMEHTYBAaTH 3 PECypcaMH Ta CTBOPIOBATH BIJIACHI CBITH 3a JOMOMOTOIO
IHTYITUBHOTO 1HCTPYMEHTY peJaryBaHHs.

2. [Mupoka aymutopis. 3aBASKM MPOCTOTI Ta HOCTYMHOCTI, Minecraft
3HAXOJIUTh BIATYK Yy TPaBIiB PI3HOrO BIKYy Ta IHTEPECIB, IO POOUTH ii OMHIEIO 3
HAWUTIOMYJSPHIIINX IrOp Y CBITI.

3. [Ipoctuii, iHTYiTUBHUI iHTEepdelic. 3po3yminuii iHTEpPEC M03BOISIE
JIETKO OCBOiTH 6a30B1 MEXaHIKH T'PH, HE TIEPEBAaHTAXKYIOUN KOPUCTYBa4ya HAIMIPHOIO
iHOpMAaITi€ro, 110 CIPHSIE MBUIKOMY BXOJKEHHIO Y TPY.

Henoniku Minecraft:

4., XaoTHYHICTh TehMIIICI0. BilICyTHICTH YITKOI CTPYKTypH MOXE
MPU3BOJUTH JO BIMUIYTTS O€3lmaaias, OCOOIMMBO ITJI Yac CIpoO OpraHizyBaTH

KOMIIJICKCHI IMPOCKTH 4YH YIIPABJIATHU BECIUKUMU CBITaMH.
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S. Cnalka cTpyKTypoBaHICTh. [[1s1 mIaHyBaJIbHUKIB TTTMOOKOI CTpaTerii,
BIJICYTHICTh BU3HAYEHOI CHCTEMH PO3BUTKY Ta OOMEXEHb MOXKE CTaTH MIHYCOM,
3MEHIIYIOUHN €JIEMEHT CTPATET1YHOTO IJIaHYBAaHHS Ta TAKTHKH.

3aranmom, Minecraft € sickpaBuM TPHUKIAAOM YCHINIHOI «ITICOYHUII», SKa
3a0X0Yy€ TpaBIiB EKCIIEPUMEHTYBATH, OCIII)KyBaTH Ta pPO3BHBATH BIACHY
KpeaTuBHICTb. CaMe MOXUJIMBICTh CTaBUTH Ta PyHHYBaTH 00’ €KTH, CTBOPIOBATH
MpeaMEeTH, a TaKOXK HAasBHICTh 0a30BUX MEXaHIK BHXKHUBAHHS JIATJia B OCHOBY
0araThbOX MOMYJSPHUX irOp.

Satisfactory (puc. 1.4) — ie rpa B skaHpi OyAiBHUIITBA (haOPUK Ta JTOCIIHKCHHS
BIJIKpUTOTO CBITY BiJl nepioi ocodu [4]. OCHOBHA MeTa MOJISATAE B ONTUMI30BAHOMY
BUJI00YTKY pecypciB 1 MOOYI0B1 aBTOMaTU30BaHUX JIAHITIOKKIB IXHBOT TIEpEepPOOKH.
I'paBiii  po3MilmIyrOTh KOHCTPYKIIl, TMPOKJIANalOTh KOHBEEPHI CTPIUYKU Ta

HaJIaro/DKYIOTh CHUCTEMY BUPOOHHMIITBA, a0u e€deKTUBHO 30upaTu U 0O0poOIATH

pecypcu.

Pucynox 1.4 — I'pa Satisfactory
IDicepeno: [4]
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[To3utuBHiI acnektu Satisfactory:

1. [HHOBaNHICTE. [lepenoBi TEXHOIOT1T BUPOOHUIITBA Ta aBTOMAaTHU3alli1
CTBOPIOIOTH a0COJIIOTHO HOBHMM piBE€Hb T€MMIHIOBOrO JOCBIAY, BIPOBAKYIOUH
OpUTIHANbHI MIAXOAM 10 TOOYA0BH 0a3 1 BAPOOHUUMX JTIHIH.

2. TakTnyHa rMOWHA 1 CKIAIHICTh NPUUHATTS pilieHb. KoxkHe pilieHHs
B rpi Satisfactory BruiMBae Ha ONTUMI3allil0 BUPOOHUYUX MPOUECIB, JOTICTUKH Ta
PO3MOUTY pecypciB, IO CTAaBUTh MEPE] TPaBIEM YHUCICHHI BUKIUKUA Ta CIPHUSE
PO3BUTKY CTPATETIYHOTO MUCIICHHSI.

3. OpuriHanbHUNA AM3alH 1 MEXaHIKW, 10 BUAUISIOTH Ipy. YHIKaJbHa
Bi3yaJibHa €CTETHKA, IHHOBALlIKHI MEXaHIKM OOYI0BU Ta OoNTUMI3allii 0a3 Ha/1al0Th
Satisfactory HemoBTOpHY aTMochepy JTOCIiKEHHS, TBOPYOCTi Ta PO3BUTKY.

Henomiku Satisfactory:

4, Ob6mexena ayautopid. ['pa opieHTOBaHa Ha HIIIEBY TpyMy IPaBIliB,
3aIliKaBJIEHUX y CKJIQJHUX CUMYJISITOpaX BHUPOOHMIITBA, IO MOXKE OOMEXKYyBaTH i
HOMYJISIPHICTH Cepell MUPOKOi ayAUTOPii.

5. MeHima miaTpuMKa CHUIBHOTH Ta OHOBJEHb. [IOpiBHAHO 3 IHIIUMU
irpamu xkaHpy, Satisfactory Mo’ke MaTu MEHII aKTUBHY CIUIBHOTY Ta OOMEXKEH1
MOJKJITUBOCTI PETYJSIPHUX OHOBJIICHb, IO BIUIMBAE HA JIOBFOCTPOKOBY MIATPUMKY
POIYKTY.

Came OCHOBHa ifes 3 MOOYMOBH CKJIATHUX BUPOOHUUYMUX JIAHIFOKKIB Ta
BJIOCKOHAJICHHS CTPYKTYpH (paOpHKH cTaja BaKJIUBUM JKEPEJIOM HATXHEHHS AJIs
HAIIIOTO IPOEKTY, OCKUIBKU BOHA JJApy€E BIAUYTTS MPOrPECy M TOCSITHEHHS, a TAKOXK
320X0UYy€ /10 MJIAHYBaHHS T4 BUBAXXCHUX PIIICHb.

Sid Meier’s Civilization VI (puc. 1.5) — nie rimodanpHa MOKPOKOBA CTpaTETis,
y SIKifl TpaBellb Kepye IIOK IMUBLII3AIIEI0, PO3BUBAE HAYKY, KYJIBTYPY, PEIITito i
Bo€eHHY crpaBy [3]. OnHI€0 3 KIOYOBHX CKIIAJIOBHX TPH € CHCTEMa MEePEMIICHHS

IOHITIB TIO TEKCAarOHAJIBHIN CITIII, /1€ KOXKEH XiJl BUMarae peTeIbHOTO TUTAHYBAHHS.
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Pucynox 1.5 — I'pa Civilization VI
IDicepeno: [5]

[To3utusHi acnextu Civilization VI:

1. I'mibGokuit  redimrieli.  PosramykeHe — AepeBO  TEXHOJIOTiH,
JTUTIJIOMATUYHI  3B’SI3KM, TOPTIBISA Ta KYJbTYPHI OCOOJHUBOCTI CTBOPIOIOTH
OaraTomapoBuil IrpOBUN JOCBiJ, SKHM 3aHYpPIOE TpaBIsd y CKIAIHI CTpaterii
PO3BHUTKY ITMBLII3aIII].

2. [Iponymana cucrema nepemimieHss. JleTaibHa MexaHika epeMileHHs
OJIMHUIIb  JTO3BOJISIE  ONTHUMANbHO IUIAHYBAaTH TaKTU4YHI [ii, BpPaXOBYIOUH
0COOJIMBOCTI MICIIEBOCTI Ta 3a0€3Medyloun CTpaTeriuyny nepenary B 00sX.

3. PisHomaHiTTss mmBUTRAIA 1 MexaHIK. YHIKalbHI OOHyCHM Ta
IHAWBiMYyadbHI  OCOONMHMBOCTI KOXKHOI  HHMBLII3AMIT  PO3IIMPIOIOTH  apCeHall
MO>KJIMBOCTEH TpaBIlsl, pOOJITUM KOKHY MapTil0 HETIOBTOPHOIO 3aBASKHA HIHPOKOMY
BUOOpY CTpaTerii.

Henonikn Civilization VI:

4, CxkagHICTh 11l HOBUX I'paBIIiB. baraTorpaHHICTh MEXaHIK Ta BUCOKHM
MOPIr BXOIY MOXKYTh CTaTH BHKJIMKOM JUTSI THX, XTO TUTBKM TTOYMHAE 3HAWOMCTBO 3

’KaHPOM, BUMaralo4y 4acy Ha OCBOEHHSI BCiX HIOAHCIB I'PH.
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S. 3HauHUII 4Yac HAa HaBYaHHS 1 OCBOEHHS MOKauBocTed. [nmubOuna
CTpaterii Ta pi3HOMaHITTSA (QYHKIIM Irpu NOTPeOYIOTh 3HAYHUX 3YCWIIb Ta Yacy AJis
MOBHOI[IHHOTO PO3YMIHHS, 110 MOXE€ YCKJIQJIHUTH MOYATKOBUM OOCBIA TpU IS
HOBAYKIB.

BaxxnusuMm enementoM, y3atuM i3 Sid Meier’s Civilization VI, crana cucrema
nepemimieHHs (Jiorika «3 Touku A B TOuky b») Ta mokpokoBa B3aeMozis 3 IrpOBUM
CBITOM, ITI0 Y HAIlIOMY BUTIAJKY TpaHC(HOPMYBaJIacs y BAKOPUCTAHHS aaroputMy A*
IS TIepecyBaHHS TIEPCOHAXKA B TIPOCTOPI.

VY3aranbHeH1 iepeBaru po3riisTHyTHX aHAJIOTiB!

1. Binkputuii Ta/abo mnpoueaypHO 3reHepoBaHUM CBIT. YCi TpH IrpH
JA0Th BEJMKHUIA MTPOCTIpP JJIsl TOCHTIHPKCHHS Ta EKCIIEPUMEHTIB 13 CEpEIOBHUIIIEM.

2. CunbHa MOTHBAIl J0 PO3BUTKY. ['paBers BigdyBae mporpec: B
Minecraft — e OyaiBHHIITBO MacIITAOHUX CrOpy, y Satisfactory — HajmaromKkeHHs
CKJIAJTHUX BUpOOHUYUX mpotieciB, y Civilization VI — po3BUTOK 111101 ITUB1TI3AII1].

3. MoxnuBICTh BapiaTUBHUX HIIAX1B. KojkHa Tpa Mae CBOT MeXaHIKH, 1110
J03BOJIIIOTH TPABLISIM TBOPYO M PI3HOMAHITHO MIJXOJUTH J0 BUPIIICHHS 3aB/IaHb.

Henoniku B ananorax:

1. 3aBenukuii mopir Bxoxay. OcobmuBo 1e ctocyeThesi Satisfactory Tta
Civilization VI, ne HoBaukaM MO’K€ 3HAJIOOMTHUCS YMMAJO Yacy JJIs ONMaHyBaHHS
CKJIQHUX CUCTEM TPH.

2. Mo>xnMBa MOHOTOHHICTH TpPH BIJCYTHOCTI CaMOCTiiiHOI Metu. Y
Bimkputux cBitax (Minecraft, Satisfactory) um wmacmTabHHX CcTpaTeriix
(Civilization VI) rpaBets Ma€ caMm BU3HAYaTH HAIIPSIM PO3BUTKY.

3. TpuBamicts rpu. Y Bumnanky 3 Civilization VI gacom Bakko MIBHIKO
3aBEPIUTH MAPTIit0, 0 POOUTH TPy MEHII JOCTYITHOIO JIJISl TUX, XTO IIHY€E KOPOTKI
IrpoBi cecii.

Oco6mmBocTi Hamoi rpu. BmacHa rpa, 1mo po3po0nseTscs, moegHye y co0i

HatxHeHHs Big Minecraft, Satisfactory Ta Sid Meier’s Civilization VI:
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1. MoXuBICTh BUIOOYBATH Ta BCTAHOBJIIOBATH 00’ €KTH (32 MPUKIAIOM
Minecraft), a Takox 30epiratu Bci OTpUMaH1 pecypcu ¥ IMpeaAMETH B IHBEHTapl 3
MOTATTBIITUM KpadhTOM KOPUCHHUX PEUCH.

2. OcHoBHa i71es1 ToOyJ0BU BUPOOHUYNX €JIEMEHTIB (KOHBEED, TEHEPATOP,
MPOBOJIM), YCIaJKoBaHa Bij Satisfactory, mo3Bossie 30cepeauTrCs Ha IJIaHYBaHHI
JAHIIOKKIB IEpepOoOKHU Ta 3pyUHii JOTICTUILII BCIX MPOLIECIB.

3. Cucrema mepeMillleHHs Ta TeHepalisi OTOYEHHsS 3alo3uyeHa 3
Civilization VI, ame 3 anmanramiero mig amroputm A* (A-3iop), sikuii peanizye
e(eKTHBHUH TONIYK NMUIIXY 3 TOYKH A J10 Touku b y cepenoBuii.

3aBAsSKM TaKOMYy MIAXOAy TIpa Ma€ CTaTd BOJHOYAC 1 JHUHAMIYHONO, 1
JIOCTaTHLO TJIMOOKOIO 3a IrpOBUMHU MeXaHiKaMu. BoHa cTUMyTtOBaTUME TPaBIIiB 10
KPEaTUBHOCTI, VIPABIIHHI pecypcaMd Ta CTPATETiYHOTO MUCJICHHS, IPOTE
3aJIMIIUTH 1M JIOCTaTHIN MPOCTip, a0M CaMOCTIHHO BU3HAYATH BJIACHUH CTHIIH TPH.

TakuM YUHOM, PO3TISHYTI AHAJIOTH CTaIM TOTY)KHUM MIAIPYHTAM IS
dbopMyBaHHSA KOHIIEMIli, aJX€ BOHU MPOJAEMOHCTPYBAJIM PI3HI MIAXOIU O
1HTepakIii 13 cepenoBuIlleM, 3a0e3NedyeHHs MOTHBAIll TpaBIl Ta pearizalii
irpoBoro mporpecy. Hama rpa nparse o6’eqHaTu HalKpall i1ei, YHUKalo4u Mpu
IIbOMY YaCTHHHM HEJOJIKIB, 10 OyJlIM BHSBICHI B MpOIECi aHaizy HasBHUX

IIPOJIYKTiB.
1.3 ITocTanoBKa 3axau4i

VY mexax gaHoi poOOTH TUIaHYEThCS PoO3poOKa Komi roTepHoi Tpu «Hex
Factory», sika BKJIfo4a€e HacTyIHI KIFOUOB1 (DYHKIIIT:

1. Pyx mnepconaxa 3a nomomorow airoputmy A*: I'paBenp kepye
MepCOHaXeM, KU TMTOBUHEH MEPEeMIITyBaTHUCh Bif TOUkH A 10 Touku b. [l mporo
BUKOPHUCTOBYETHCS anroput™ A* (A-310p), 0 AO3BOJISIE 3HAXOAUTH HAUKOPOTIIUIA
Ta ONTUMAJIFHUN NUISX, BPAXOBYIOYM HasBHI mepemkoau. Llei miaxin 3abe3meuye
MJaBHUW 1 JWHAMIYHUM pPyX y TIpl, A€ KOXHA J€Talb MapIIpyTy pETEIbHO

MPOCYMOBYE pi3H1 PaKTOPH, TaKi SIK BIICTaHb, IEPEIIKOAN Ta MOTCHIIMHI PU3UKH.
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2. I'enepawis pecypciB 3a gomoMorow panaomy: Irposuii cBit «Hex
Factory» nocTiiiHO 3MIHIOETbCS 3aBAsIKU NpOLEAYpHII renepanii pecypcis. Pecypcu
PO3TAIIOBYIOTHCA B PI3HUX MICISIX BUTIAJAKOBHM YHHOM, 110 TAPAHTY€ KOKHOTO pasy
HOBUH YHIKaJIbHUI TOCBIA AJis rpaBlsl. Lle cripusie miABUIIEHHIO KPEaTUBHOCTI I'PH,
aJKe CBIT 3aBXK/IH 3AJIUIIAE€THCS HeTmlepe0auyBaHM.

3. MoxxnuBicTh BUAOOYTKY, BCTAaHOBIIEHHS Ta KpadTy pecypciB: ['paBeib
MOJKEe He JHIIe J00yBaTH PecypcH, ajie i BUKOPHUCTOBYBATH iX Ui MOOYIOBH Ta
CTBOpEHHs HOBHX 00’€kTiB. Lle BKiItouae MexaHiky BUJIOOYTKY — Mpoliec 30upaHHs
pecypciB, Mmojajbllie X BCTAHOBJICHHS B IrPOBOMY CEPEIOBHINI Ta MOMKIHUBICTH
KpadTyBaTH 3 HUX PI3HOMaHITHI mpenmeTu. Takui miaxin 3ade3neuyye TIMOOKHU
piBEHb B3a€MOJIIi 3 ITPOBUM CBITOM 1 CTUMYIIOE TBOPYICTb, OCKLIBKH KOXKEH
no0yTUii 00’€KT MOXKe cTaTh OyAiBeIbHHM OJIOKOM IS CTBOPEHHS 4YOroCh
YHIKaJIbHOTO.

4, Po3poOka iHBeHTapss 3 aJanTUBHUMHU clioTamMu. [HBeHTap — 1€
KIIFOUOBHM €JIEMEHT, IO JIO3BOJISIE TpaBIIO 30epiraTd BCl J00yTI pecypcu Ta
npenaMeTd. Y rpi nepeadadyeHo CTBOPEHHS 1HBEHTapsl 3 JBOMA THIIAMHU CIIOTIB:
3BUYAHUMM Ta MIBUAKUMH, K1 MOKYTh OYTH aanToBaHi IS B3a€EMO/II1 3 IHIIUMHU
MexaHikamu rpu. Lle 3abesnedye 3pydHICTH YIpaBIiHHS pecypcamu, HIBUIKUN
JOCTYTI 10 HEOOX1THUX 00’ €EKTIB Ta JI03BOJIAE€ €PEKTUBHO OPTraHi3yBaTH BHYTPIIIHIO
€KOHOMIKY TPH.

o. MoxnuBicTh KpadTy MpeAMETIB 13 BHKOPHUCTAHHAM pecypciB: 3a
JOTIOMOIOI0 CHUCTEMH KpadTy TrpaBellb MOXE CTBOPIOBATH HOBI1 MpPEIMETH,
MOEHYIOUN J00YyTI pecypcu 3a MeBHMMHU peuentamu. lle He numie posmuproe
(GYHKITIOHATBHICTB ITPOBOTO MPOIIECY, a i CTUMYITIOE TPABIIIB 10 EKCIIEPUMEHTIB Ta
CTPATETIYHOr0 MUCJICHHS, OCKUILKH BOHU MOXYTh BIIKpUBATH HOBI KOMOIHAIIIT IS
MOKPAIIEHHS CBOIX MOXJIMBOCTEH Y Tpl.

6. MOXIUBICTh TIEPETUTABICHHS Pyl B 3MUTKH Ta 1HII mpenmetn: [[ms
OUIBIIOT TTMOMHU ITPOBOT MEXAHIKU BBEJEHO CUCTEMY IEpEIUIaBICHHS], 3aBISKU
SKIA TpaBelb MOXKE MEPETBOPIOBATH PYy Ha 3JIUTKU a00 1HIII1 KOPUCHI MPEAMETH.

[eit mporiec € BaXXIMBOIO YaCTHHOK €KOHOMIYHOT MOJIEJ TPU, OCKUIBKH JT03BOJISIE
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rpaBIsIM ONTHMI3yBaTH BUKOPUCTAHHS PECypCiB Ta BJOCKOHATIOBATH CBill apceHal
JUTSL IOAQITBIIOT POOOTH.

7. CrtBOpeHHst Oypy sl BUIOOYTKY pecypciB 13 rekcorony: OnHieo 3
KJIIOYOBUX IHHOBAllld TpU € cheuiagbHuil Oyp, SIKUA BUKOPHUCTOBYETHCS IS
BUJOOYTKY pecypciB 3 TIeKCOroHalbHUX KJITUH. Lleil eneMeHT 103BOJIsIE
aBTOMAaTU3yBaTU Mpolec A00yBaHHS, poOJsSUYM Horo OB e(pEeKTUBHUM Ta
IHTEPAKTUBHUM.

8. CtBOpeHHs reHepaTopa Ta KaOemno A aBToMaTtu3ailii podoTu Oypy:
[Ilo6 mnigBUIIUTH e(eKTUBHICTh BUIAOOYTKY pecypciB, y TIpl nependayeHo
IHTerpaiiro reHeparopa Ta kKabemro, ki 3’€IHYIOThCS 3 Oypom. Llg cucrema
3a0e3nevyye aBTOMaTHYHE KUBJICHHS Oypy, IO 03BOJIsiE€ OE3MEPEPBHO MPAILIOBATH
cucteMi BUIOOYTKY pecypcCiB 1 3HHXKYE HEOOXITHICTh PYyYHOT'O BTPYYaHHS.

Q. CTBOpeHHSs aJlaliTUBHUX KOHBEEPIB JJIs MEepeMilleHHsl pecypciB: s
ONTUMI3allii MPOIECy TPAHCTIOPTYBAHHS JOOYTHUX PECYPCIB BIPOBAKEHO CUCTEMY
afanTUBHUX KOHBeepiB. KoHBeepr aBTOMATUYHO MEPEMINIYIOTh PECypcH 0
BIJIMOBIIHMX TOYOK, IO 3a0e3mnedye Oe3mepediiiHy poOoTy Bcei€i BUPOOHUYOT
nanirora. e 103BoJisie rpaBleBi 30cepeAUTHCS HAa CTPATeTYHOMY TUTAHYBaHHI, a HE
BUTpayaTH 4ac Ha PYTUHHI omeparlii.

10. HamamryBaHHS aHIMAIIHOTO Ta 3BYKOBOT'O CYIPOBOJDKEHHS IS
MOKpAIleHHs SIKOCTI 1rpoBoro rmporecy. st CTBOpeHHS OUTBII TJIMOOKOTO
3aHypeHHS B IrpOBUI CBIT peaji30BaHO JETali30BaHI aHIMAIIIl Ta SKICHE 3BYKOBE
opopmieHHs. AHIMaIll MIKPECTIOTh IWHAMIKY ITPOBUX MEXaHIK, POOISYH
B3aEMOJIII0 3 OO0 ’€KTaMH OUTBII PEATICTHYHOIO, a 3BYKOBI €(EeKTH J0/al0Th
atMocdepu koxHii aii. lle crmpuse MOKpalIeHHIO 3arajJbHOTO JOCBIMY TpaBIif,
pOOIISIUM TpoIieC TPH OLTBII 3aXOMIMBUM Ta €MOLIIHOT HACHYEHHUM.

I'pa Hex-factory Oymyerhbcsi Ha yHIKaNbHIM TeKCAarOHAJIBHIA CITIIl, TIO SIKIH
rpaBellb MEpPEeMIMAEThC 3 TOYKM A 70 TOukH b, 00Xoasym mepemkonud Ta
B3a€EMOJIIOYM 3 HABKOJMIIHIM CBITOM. Y Tpi peani3oBaHi MEXaHIKA BUJIOOYTKY
pecypciB (HampuKiaa, KamMeHIo, JiepeBa Ta 1H.), CUCTeMa IHBEHTapIO, a TaKOX

KOMILUIEKCHUMN Tiporiec kpadTy 3 TUMYACOBUMHM 3aTpUMKaMu. J[0AaTKOBO MPUCYTHI
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€JIEMEHTH eHepro3ade3nedeHHs (TeHepaTop, AKUil BUMarae 3amnpaBKd, Ta JPOTH JIs
nepeayi eIeKTPUKH ), a TAKOXK MEXaH13MU BUA0OYTKY (Oyp, 1110 BUI00yBae pecypcu
3 rekca) Ta TPaHCIOPTYBAaHHS (KOHBEEP Il IEPEMILLIEHHS PECYPCIB).
OCHOBH1 MOKJIMBOCTI CUCTEMHU BU3HAYAIOTHCS HACTYMHUMH (PYHKIISIMM:
1. TlepemimieHHs Ta HaBiramis:
1.1.Pyx rpaBIs MO TEKCAaroHaIbHINM CITII 3 YypaxyBaHHSIM O00XO1y
TIEPEITKO/I.
1.2.BuOip onTUMallbHOTO MapUIpyTy MK 3aIaHUMH TOYKAMHU.
2. JloOyBaHHS pecypciB:
2.1.MexaHizM BUAOOYTKY pecypciB (KamiHb, JE€peBO TOIIO) 13
3acTOCyBaHHSIM 1HCTpymMeHTa (Oyp), sikuii 3abe3nedye BUITyUYEHHS
MaTepiany 6e3 pyiHyBaHHS CaMOTO I'eKca.
2.2.BeneHHs 001Ky 310paHuX pecypciB.
3. Cucrema iHBeHTapIo Ta Kpadry:
3.1.Iatepdeiic iHBEHTaApIO 3 MOMJIMBICTIO COPTYBaHHS Ta KEpyBaHHS
pecypcamu.
3.2.11pomec kpadTy 3 BIABEICHUM YacOM JIJIsI CTBOPEHHSI TIPEIMETIB.
3.3.IlincucremMu s poOOTH 3 TE€YaMH, IO BUKOPUCTOBYIOTHCS IS
00poOKM MaTepialliB, Ta TeHepaTopa, SIKUM MOTpeOye 3ampaBKH IS
BUPOOHUIITBA €JICKTPOCHEPT1i.
4. Enepro3abe3nedyeHHs Ta JOTICTHUKA!
4.1.T'enepatop, 110 TEHEPYE CIEKTPUKY, 3a YMOBH PETYJISIPHOTO
MIOTIOBHEHHSI TAJINBA.
4.2.CucreMa IpoBOJIB JIJIs TIepeadi eJIeKTPOCHEPrii Mk KOMITOHEHTaMHU.
4.3.KonBeep juisi opraHizaimii TpPaHCIIOPTYBaHHA pPECYpCiB  MIXK
BUPOOHUYUMU OJIOKAMH.
HedynkmionaneHi Bumorun 3a0e3medyroTh CTal0UIbHY, €(QEKTUBHY Ta
0e3neyny poOoTy I'pH:
1. IIpoayKTUBHICTS:

1.1.11IBunke 3aBaHTaX)EHHS 1 MJIaBHA poOOTa HABITH MPU BEIUKIN
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KUIBKOCT1 00’ €KTIB Ha CITIII.

1.2.0ntumizanist anropuTMiB pyxy, 0OpoOKHU pecypciB 1 Ppi3uKu st

MIHIMI13a1[ii HABAaHTaKEHHS HA CUCTEMY.
2. MacmTtaboBaHICTb:

2.1. MoxuBICTh po3MIMpeHHs (YHKLIOHATY I'pH (J0/1aBaHHS HOBUX
THUIIIB PECYPCIB, 00’ €KTIB Ta MEXaHIK) 0€3 KapAUHAIbHUX 3MiH
0a30BO1 aApXITEKTYPH.

2.2. ATanTUBHICTH J10 PI3HUX arapaTHUX MIATGHOPM, BKIIOYAIOUU MEHII
NOTYXH1 IPUCTPOT.

3. HapiiinicTs Ta Oe3neka:

3.1.CrabinbHa pobOTa CUCTEMH 3 MIHIMAJIbBHUMU 30059 IT1]T Yac
IHTepaKTUBHOI B3a€MO/III.

3.2.3axucT 30epexkeHb, KoH(DIrypailiil Ta irpoBUX JaHUX Bl
HECAHKI[IOHOBAHOT'O JIOCTYITY.

4. 3py4HICTh BUKOPUCTAHHS:

4.1.IaTyiTUBHO 3p0o3yMinuii iHTEpderic, 1o 3a0e3nedye NpocTy
HaBIraIlio Ta B3a€EMOJIII0 3 TPOIO.

4.2.Bucoka skicTs rpadigyHOro opopMIICHHS Ta aHIMAIlil, 110 CIPUSIOTH

3aHYpPEHHIO y TPY.
BucHoBku 10 po3aiay 1

VY 1poMy po3aiiai IpoBEASHO BCEOIYHMMA aHAMI3 MPEIMETHOI 00J1acTi, OrJIsa
aHAJIOTIB Ta MOCTAaHOBKY 3amadi 1jisi po3poOku rpu «Hex Factory». 3a manumu
JochipkeHHsT  Statista, ayauToOpiss KOMIT IOTEPHUX ITOp €  HaA3BUYAHHO
PI3HOMAHITHOIO, IO CTBOPIOE CHPHUSATIMBE CEPEIOBUIIC [JI BIPOBAKCHHS
IHHOBAIIHHUX TexHOJOTiH. [le miaTBepKye HEOOX1THICTh pO3POOKH MPOTYKTIB, SIKi
MOETHYIOTh KJIACUYHI IrPOB1 MEXaHIKH 3 TIEPEIOBUMHU TEXHOJIOTIYHUMU PIIICHHSIMHU,
30KpeMa, aJrOpUTMaMH ONTUMI3aIlii Ta aJaNTHUBHUMHU CUCTEMaMHU.

Ornsa aHanoriB mokasaB, IO Takl Irpu, sk Minecraft, Satisfactory Ta Sid

Meier’s Civilization VI, 3HauHO BIUTMHYIM HA Cy4acHUM irpoBui nu3aiiH. Minecraft
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HaJuXa€ CBOOOJOI TBOPYOCTI 3aBASIKA MOXJIMBOCTI BUJOOYTKY, BCTAHOBIICHHS
0o0’exTiB Ta cuctemi Kpadrty , Satisfactory nemoHcTpye mnepeBaru mnoOyaoBH
aBTOMATHU30BAHUX BUPOOHUYMX JAHIIOTIB Ta €PEKTUBHOTO YIIPABIIHHS peCypcaMu
, a Civilization VI 3anpoBajxye ckiagHy CUCTEMY MEpPEMILIEHHS Ta TeHEeparii
OTOYEHHSI Yepe3 TeKCaroHajJbHy CITKY, 10 OyJIO aJanTOBaHO B HAILIOMY MPOEKTI 3a
nornomororo anroputmy A*. [i aHaioru 1amm MOXKJIUBICTh BUSIBUTH CUJIBHI CTOPOHU
ICHYIOUHX iTOp, @ TAaKOK BU3HAYHUTHU 1X HEJOJIKH, IO JO3BOJSE HAM 30CEPEIUTHUCH
Ha CTBOPEHH1 OLIBII IHTYITUBHOIO, aJalTUBHOTIO T4 MOTHBAL[IHHOTO MTPOJYKTY.

[ToctanoBka 3amaui mependavae po3poOKy IHTETPOBAHOI CHUCTEMH, SKa
BKJTIOYAE:

edeKTUBHUHN pyX MEepPCOHAXKA 3a IOTIOMOTOI0 AITOpUTMY A*;

IpOIIeTyPHY TEHEPAIIi0 PeCypCiB i3 BUITaJKOBUM PO3TAITyBaHHSIM;

MeXaHiKH BHI00OYTKY, BCTAHOBJICHHS, Kpad Ty Ta TIepeIUIaBlIeHHS PECypCiB;

CTBOPEHHS aJIallTUBHOTO 1HBEHTApS;

1HTEerparlito BApoOHNYUX eJeMeHTIB (0yp, reHepaTop, kadeii, KOHBEEPH) IS
aBTOMaTH3allii MpOIEeCiB.

TakuMm 4YMHOM, PO3MJISHYTI B IIBOMY PO3IUTI JaHi JO3BOJISIIOTH CTBOPUTH
MIITHY OCHOBY JIJI MoJaibiinoi po3pooku «Hex Factoryy». Kommnexkcauii miaxin, mo
MOEHYE aHajli3 CyYaCHMX TEHJICHIIIN, JOCBiA YCIIIIHUX AaHAJIOTIB Ta 4YiTKO
chopmyniboBaHI (PYHKIIIOHAJIbHI BUMOTH, CIPUSATHME CTBOPEHHIO 1HHOBAIIMHOTO

MPOYKTY 3 BUCOKOIO KOHKYPEHTOCTIPOMOXKHICTIO Ha PUHKY KOMIT IOTEPHUX Irop.
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PO3JILII 2
MMPOEKTYBAHHS KOMIT'IOTEPHOI T'PU «<HEX-FACTORY»

2.1 IIpoexkTyBaHHS CTPYKTYPH

Jiarpama mpeuenentiB (puc. 2.1) y moBi UML BigoOpaxae B3a€MO3B'S3KH

MDK aKTOpaMH Ta KOHKPETHUMH J1IMH, SIKI BOHU BUKOHYIOTh Y CUCTEMI.

Hex-factory

NobyBaHHA
pecypcis

Mpa

MepemilleHHA

MpaBelb

IHBEHTapE

0008

Kpadt

Pucynox 2.1 — Hiaepama npeyedenmis (Use Case Diagram)

Iicepeno: po3pobaeno asmopom

Hiarpama mperienenTiB — e inctpymeHT UML, sxuit BimoOpaxae B3a€EMOII0
KOpPUCTYBadiB (aKTOpiB) 13 CHCTEMOIO depe3 TICBHI cIeHapii BUKOPHUCTAHHS
(mpenienentn) [10]. Hanpuxman, y Tpi cuctemMa mpoOIMOHY€E TpaBIEBl 3allUTaHHS, a
rpaBellb Ha HUX BiAMOBima€. SIKIIO 3amUTaHHS BiJICYTHE, CHCTEMa CTBOPIOE HOBE,

aHaji3ye BIANOBIAL 1, 3a HEOOXIAHOCTI, MIABUIIYE CKIAIHICTh HACTYIHOTO
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3anutanHd [11]. 3a mpaBuibHY BIANOBIAL rpaBelb oTpumye Oanu. Takuil miaxina
J03BOJISIE€ YITKO OMKMCATH MOBEIHKY CUCTEMH Ta ii peakiiio Ha Jili KOpUCTyBaya.
HMiarpama mnocnigoBHOCTI (puc. 2.2) BigoOpaxkae B3aemojli 00'€KTIB

BITOPSIIKOBAaHUX 3a yacom [12].

]
Ut pok SelectionManager | Resource | Inventory | Hex

| OnLeftMouseDown(hit: Resource) ‘_:

>

| IsObjectinRangeOfPlayer(Resource) |

| StartGather()

L
>

i | | 3anycTuTe aHnMauuio u 3eyk (DOScale) | |

| | l l
|DDE ): [Moka GatherTimer < gatherTime [Kﬂ*{nhlﬁ Update)] : :

| GatherTimer += Time.deltaTime

alt / [GatherTimer >= gatherTime (ycnewHan nobbiua)l
| | CompleteGather()

|
L.
=

| GeneratelLoot()

| Addltem(item, count)

Y

| isWalkable = true

| | | Destroy() | |

fiirppK oy KM [npep W
| OnLeftMouseUp()

| | |
!
>

| CancelGather{) | | |

L
>

| OcTaHoBWTE aHMMaunio 1 3eyk (DOScale back) |

WI,E?K SelectionManager | Resource | Inventory | Hex

Pucynok 2.2 — Jliaepama nocnioosnocmi onsi 0obuui pecypcie (Sequence Diagram)

Iicepeno: po3pobneno asmopom

3anmpomnoHOBaHi JiarpaMu Bi3yami3ylOTh CTPYKTYpPY B3aemomii o0'eKTiB Ta
MOCITITOBHICT OMepaIrii mix gac 30opy pecypciB y rpi [13]. Ha npuknazai mexaniku
30UpaHHs JEMOHCTPYEThCS TpaHCHOPMAITisi TEUMIUTIEHHUX NI Y CHCTEMH] BUKITUKH
METO/IIB.

OcHoBHuii Metor Workflow:

1. Imimiamis aii: JTIBO-KJIABIIIHUK KJIIK TPaBId HAa PECypc IeHepye MOJii0
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OnLeftMouseDown, sika nepenae koopauHaTu 10 SelectionManager.
2. Banipaiis yMoB: cucTteMa nepeBipsie TUCTaHIlio 10 pecypey. [Ipu ycmixy
aktuByeThes StartGather(), mo:
2.1.3amyckae aHiMairito 360py
2.2.BiaTBOPIOE BIAMOBITHUM 3BYKOBUM CYIIPOBIL

3. Ilporpec BUKOHAHHS:

3.1.V uukii oHOBIIeHHS KaapiB iHKpeMeHTyeThest GatherTimer

3.2.1lpu [OCATHEHHI TOPOTOBOTO 3HAYCHHS BHKJIMKAETHCS KacKal
METO/IIB:
3.2.1. CompleteGather() — dikcye 3aBepiieHHs mporecy
3.2.2. GenerateLoot() — rerepye npeameru
3.2.3. InventoryManager.Addltem() — iaTerpye 310014 y iHBEHTap
3.2.4. OHOBITIOE CTaH rekca Jijisl MOAIbIIOr0 TEPEMIIICHHS

Cuenapiit mepepruBaHHS: SKIIO rpaBellb Bijmyckae kHonky (OnLeftMouseUp)

710 3aBEPILCHHS Yacy:
1. BinOyBaetncs ckua GatherTimer
2. 3ynuHSAIOTHCA Mefia-eheKTH
3. Pecypc 3anuiaerscsi akTUBHUM JJIS IOBTOPHOT'O BUKOPUCTAHHS

Hiarpamu minkpeciiooTh sk high-level refiMmauzaiin (B3aeMoiis TpaBIs 3
OTOYEHHSM), Tak 1 low-level iMmmemeHnTalito (JaHIIOKKA BUKIIMKIB, CTaH 00'€KTIB,
yrapaBiiHAs noAisiMu). OcoOnuBY yBary NpUIIIJIEHO YAaCOBUM 3alIeKHOCTAM Ta
00po011i KOPUCTYBAILKHUX IHITYTIB.

Hiarpama gismbHOCTI (pHc. 2.3) 1ie BI3yaJbHHH IHCTPYMEHT SIKHMA
npeactasise rpady ASUIBHOCTE Ta BiOOpa)kae MOCTIIOBHICTH i Ta TIPOIECIB C
CUCTEMI, aKI[EHTYIOUM yBary Ha MOTOIl YIpaBIiHHA MK akTUBHOcTsMmH [15]. B
CEpPEIOBHII 1O CTBOPEHHSM BIi€O irop BO OINKCYE MEXaHIKy Iporeci 300py

pECYpCiB Ta LIIOCTPYE B3AEMOJIIIO MiXK TPABIEM Ta CHCTEMOIO TPH.
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b

.’ !
| FpaBeus HaTUCKaE Ha pecypcK |
Y

Tak .o HI
¢ PeCypWCKH B 30HW DOCATAEMOCTI? ¢
r Y / \
| Mo4unHae 36ip (animauia) | | Hivoro He BinbysaeThes
h. vy p A
Hi L Tak
¢ IHEEHTEPE 33N 0EEHWAT ¢

y v ™y
| DonaTw pecypc go iHeeHTapo | | MokasaTi NosigomneHHA "IHEEHTap NOBHUA" |
L A

i
| . |

-
r\('\

Y
A

Pucynox 2.3 — Jliacpama oisnenocmi 0obysanns pecypcis (Activity Diagram)

icepeno: po3pobneno asmopom

3a0opoHOBaHa JiarpaMa Moka3ye sk MpaIroe cucTeMa J00yBaHHS PeCypcCiB.
OCHOBHUH TIpOIIeC T0OYBaHHS PECYPCIiB CKIIAIA€ThCS 3 TAKMX €TaIliB:

1. [TowaTok ii: TpaBelb HATUCKAE JIIBY KHOIIKY MHUIII1 Ha 00’ €KT pecypcy,
3amyckaroun nofito OnLeftMouseDown. Le iHimiroe mporiec 300py.

2. [TepeBipka yMOB: cuCcTeMa OIIHIOE, YW JOCTYIMHUN pecypc s 300py
(HampuKJIa, 9 iepeOyBae BiH y 30H1 JOCSKHOCTI rpaBIis). Ko yMOBH BUKOHaHI,
MpoLieC TPUBAE; SKINO Hi — Jisl TPUIHHIETHCS, 1 TPaBellb OTPUMYE MOBITOMIICHHS
PO MTOMUJIKY.

3. Bukonansns 360py:

- 3aITyCKA€ThCS aHIMAIlis MPOIIECy 300py pecypcey.

- BIATBOPIOETHCS 3BYKOBUH €(EKT, M0 MATBEPIKYE IIFO.

- muniabHUK Yacy (GatherTimer) BiicTexye mporpec 300py.

- TICJIS 3aBEpIICHHS TaitMepa 310paHi pecypcH J01al0ThCsl 10 IHBEHTAPIO
TpaBIIsl.

4, 3aBepIICHHS MPOILIECY:
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I'POBUI CBIT OHOBIIFOETHCS: PECYPC 3HUKAE a00 3MIHIOETHCA MOTr0 CTaH
(HampuKJaa, AepeBO NEPETBOPIOETHCS HA MEHb).

CUCTCMa IOBCPTAECTHCA N0 MMOYATKOBOIO CTaHy, roroBa 10 HaCTYHHO'l'

.

Sxuo rpasens Bignyckae kHonky mumii (OnLeftMouseUp) no 3aBepiueHHs

300py:

1
2
3.
4

[Ipouec 3ynuHs€eTHCS.
JIIYUNBbHUK Yacy CKUJAETHCS.
AmniMairist Ta 3ByKOB1 €(DEeKTH NPUTTHHSIOTHCS.

Pecypc 3anuiaeTscst JOCTYITHUM ISl TOBTOPHOI CIIPOOH.

2.2 MoaeTIoBaHHA JAHUX

Hiarpamu kiaciB — CTpyKTypHa aiarpama MoBu mojemtoBanHs UML, mio

JEMOHCTpY€E 3arajbHy CTPYKTYpY Ii€papXxii KIaciB CHUCTEMH, iX KOomeparlii,

aTpuOyTiB, METO/IB, iIHTEp(dEliCciB Ta B3aEMO3B'13KIB MK HuMH [13].

Ha 300paxeni (puc 2.4) 300paxeni knacu Hex, HexGrid, PlayerMovement

BOHH BIJIMOBIAAIOTH 3a KapTy Ta MEepEeMilllCHHS.

Knac Hex — npeacTaBisie OMMHUYHUHN TEKC HA KapTi TPH.

Ampubymu:

coordinates: Vector2Int — koopauHaTH reKca B ABOBUMIPHIH CITIIL.
iIsWalkable: bool — mpamopens, mo Bka3ye, 4u MOXHa TPOUTH IO
IIOMY TEKCY.

occupyingObject: GameObject — nocunannst Ha 00’ €KT, SIKUI 3aiiMae

rekc (Hampukiaza, OyaiBiato abo pecype).

Memoou:

Equals(obj: object): bool — mepeBipsie piBHICTH TeKCiB 3a
KOOPIMHATAMH.

GetHashCode(): int — moBeprae XemI-KOJ, 3aCHOBaHMI Ha

KOOpAWHATAX.
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@ PlayerMovement

© HexGrid o moveDuration: float
o footstepClip: AudioClip

o hexPrefab: GameObject o audioSource: AudioSource
o gridwWidth: int o path: List<Hex=>
o gridHeight: int o currentStep: int
o hexSize: float o isMoving: bool
e GenerateGrid(): void B¢ e A i
o GetHexAt{coordinates: Vector2Int): Hex o MoveToHex(targetHex: Hex): void

o GetCurrentHex(): Hex
m FollowPath(): IEnumerator

contains moves on

© Hex

o coordinates: Vector2int
o isWalkable: bool
o occupyingObject: GameObject

@ Equals(obj: object): bool
o GetHashCode(): int

Pucynox 2.4 — Hiaepama xnacie (Class Diagram) xapma i nepemiuyerHsi

Licepeno: po3pobneno asmopom

Hex inkamncymoe 0a30Bi BJIAaCTUBOCTI KJIITHHKH TE€KCAaroHajabHOI CITKH,
JI03BOJISIFOYH TIEPEBIPSTH 11 MPOXITHICTE 1 30epiraTu MOCUJIAHHS Ha 3alHATI HEHO
00’ €KTH.

B3zaemooie:

- kiac HexGrid mictuth MHOXUHY ek3eMIuisapiB Hex (arperartis).
- PlayerMovement nepemimtyeTscst o 06’ extam Tumy Hex.

Knac HexGrid — BinmoBiznae 3a reHeparlito Ta ympaBliHHA FeKCaroHAIbHOO
CITKOIO.

Ampubymu:

- hexPrefab: GameObject — mpedad mns CTBOpeHHS Bi3yaJbHOTO
MIPEICTaBIICHHS TeKCa.
- gridWidth: int — KiTBKICTh TE€KCIB ITO TOPU30HTAITI.

- gridHeight: int — KiTBKICTh TEKCIB IO BEPTHKAJTI.
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hexSize: float — po3mip oHOTO TeKca y CBITOBUX KOOPIWHATAX.

Memoou:

Onuc:

GenerateGrid(): void — cTBOplo€e CITKy TEKCiB 3a 3aJlaHUMHU
napameTpaMHu.

GetHexAt(coordinates: Vector2Int): Hex — moBeprae mocuiiaHHS Ha
reKc 3a Moro KoopauHataMu abo null, SIKIIO BiH HE ICHYE.

HexGrid renepye IBOBMMIpHY KOJIEKI[IIO TeKCiB 1 30epirae ix y

BHYTpiH_IHBOMy CJIOBHHUKY JIJId MIBUJIKOI'O OOCTYITY 3a KOOpAHWHATAMMU.

Knac PlayerMovement — peanizye nepeMillleHHs] TIEpCOHaXka MO TeKcax 13

aHIMaIlI€l0 Ta 3ByKOBUMU e(eKTamu.

Memo

Onuc:

moveDuration: float — yac mepemimieHHs MIX CYCIAHIMH FeKCaMHU.
footstepClip: AudioClip — aymiokin 3ByKy KpOKiB.

audioSource: AudioSource — KOMIIOHEHT JJ1s1 BiATBOPEHHS 3BYKIB.
path: List<Hex> — crnucok rekcis, 1o CTaHOBJISTh MapLIPYT PYXY.
currentStep: int — iHgeKC MOTOYHOT LI B MapIIPYTi.

iIsMoving: bool — mpanoperip, un BigOyBa€eThCs 3apa3 MepeMilIeHH.
animator: Animator — KOMIIOHEHT JUIsi KEepyBaHHS aHIMAIli€l0
HepCOHaXa.

ou:

MoveToHex(targetHex: Hex): void — 3amyckae MOMmyK HUISXY Ta
KOPYTHHY PYXY JI0 BKa3aHOT'O T'eKca.

GetCurrentHex(): Hex — moBeprae rekc, Ha SKOMY 3apa3 3HaXOIUTHCS
TIEPCOHAX.

FollowPath(): IEnumerator — BHyTpinrHS KOpyTHHA, IO IOETAITHO
nepeMilye nepcoHaxa B3JI0BXK MapIIpyTy.

PlayerMovement BuxopuctoBye anroputm A* ams moOymoBu

MapHipyTy MK T€KCaMmu, a MOTIM aHIMyE PyX MEPCOHa)Kka 3 BIITBOPEHHSM 3BYKY

KpOKIB.

Ha 300paxeni (puc 2.5) 300paxeni ximacu Resource, Generator,

IEnergyConsumer, Auger, ConveyorBelt , Crate BoHu ynpaBIliHHS peCypCcaMHu.
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Knac Resource — kepye mpoiiecom 300py pecypciB y rpi.

(© Resource

ai ger: Inventon,

Y
o gatherTime: float
oisPlaced: bool

oisSpawned: bool @© Generator (© conveyorgeit
o currentHex: Hex -
o possibleDrops: List<Dropinfo> o maxEnergy: float ° zﬁc:;;?:‘tﬁf::;?:r"m

o retumSpeed: float

o isBeingGathered: bool o energyTransferRate: float
o originalScale: Vector3

o _scaleTween: Tween
o _wasGathered: bool

o gatheringSound: AudioClip
o gathering ce ce

o currentEnergy: float o directionPoint: Transform

o energyRechargeRate: float 2 ;;ﬁt;‘;ei;;;?';',oat
o possibleFuelltems: List<Fuelinfo> o mta(im'fs(ep'. float
o energyConnections: List<EnergyConnection> o defaultT: float

© UseFuel(fuel: InventoryScriptableObject): void

e ChangeDirection(): void

© StartGather(): void

© CompleteGather(): void

o CancelGather(): void
© GeneratelLoot(): void

located on \adds to has ltransports

(© Auger

o inventoryManager: InventoryManager

o possibleDrops: List<Dropinfo>

o timeBetweenDrops: float

o energyCostPerDrop: float

o energyBuffer: float

o cratePrefab: GameObject © Crate

‘©Hex ‘@InvenmryManager

o conveyorDetectionRadius: float
o accumulatedResources: Dictionary <InventoryScriptableObject, int> o item: InventoryScriptableObject

©Energndnnecnnn
e — o _isMining: bool o amount: int

o _dropTimer: float o possibleDrops: List<Dropinfo>
o connectionPoint: Transform

© FeedEnergy(energy: float): void
o GetConnectionPoint(): Transform
 StartMining(): void

© StopMining(): void

o GenerateLoot(): void

o TransferResourcesTolnventory(): void

’
connectsto  /implements
,

L

@) tenergyConsumer

© FeedEnergy(energy: float): void
o GetConnectionPoint(): Transform

Pucynox 2.5 — Hiaepama xnacie (Class Diagram) ynpaesninus pecypcamu

icepeno: po3pobneno asmopom

Ampubymu:

inventoryManager: InventoryManager — mocujaaHHS Ha MEHEIKEP
IHBEHTAps IS 10JIaBaHHs JOOYTUX MPEIMETIB.

gatherTime: float — yac, HeoOXimHuUl I 3aBEPIICHHS 300py pecypcey.
IsPlaced: bool — ym GyB pecypc po3MirieHui rpaBIeM.

IsSpawned: bool — 4 OyB pecypc ClaBHECHHI CHCTEMOFO.

currentHex: Hex — rekc, Ha IKOMy 3HaXOJUThCS pecypc.
possibleDrops: List<Dropinfo> — cnucok iadopmariii mpo MOKIHBI
IIPEeIMETH, 1[0 BUIAIOTHCS TIpU 300Di.

returnSpeed: float — mBUAKICTF TMMOBEpHEHHS MacmTaly TMIpH
CKacyBaHH1 300py.

iIsBeingGathered: bool — npanopenp akTHBHOCTI mpoliecy 300py.

originalScale: Vector3 — nouatkoBuii po3mMip 00’ €KTa.
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_scaleTween: Tween — Tween-aniMaris st 3MiHH MacITaly.
_wasGathered: bool — mpanopers, un 0yB pecypc 3i10paHHid.
gatheringSound: AudioClip — 3Byk mporecy 360py.
gatheringAudioSource: AudioSource — mKepeno 3BYKY Ul IPOIECY

300py.

Memoou:

StartGather(): void — inimitoe aHimariiro Ta 3ByK 300py.
CompleteGather(): void — 3aBepiirye mporiec, reHepye JIyT Ta BUAAIISAE
00’ €KT.

CancelGather(): void — ckacoBye 30ip Ta moBeprae 00 €KT 0
I0YaTKOBOT'O CTaHy.

GenerateLoot(): void — o6unciroe Ta 104a€ MPEIMETH 10 IHBEHTaps 3a

HIaHCOM.

Onuc: Resource BiIMOBITA€ 32 )KUTTEBUH IIUKJI 00’ €KTa-pecypcy: BiJ aHIMaIlii

pyHHYBaHHS 10 TeHepallii JoOyTUX MpeaMETIB.

Bzaemooie:

Resource po3zramoBanuii Ha Hex.

ITicna reneparnii goOyTky BuKIuKae InventoryManager s aoJaBaHHS

IIPEIMETIB.

Knac Generator — pxxepeno eHeprii Juist IHIINX TPUCTPOIB.

Ampubymu:

maxEnergy: float — makcumanpHMIT 3amac eHeprii.

currentEnergy: float — morounuii piBeHb €HEPTIii.

energyTransferRate: float — mBunkicTh Iepenadi eHeprii crioxuBayam.
energyRechargeRate: float — mBuaKiCTh BiTHOBJICHHS €HEPTIi.
possibleFuelltems: List<Fuellnfo> — crimcox TumiB manusa.
energyConnections: List<EnergyConnection> — crucok 3’€aHaHb i3

CIIOKMBa4YaMH.
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Memoou:

UseFuel(fuel: InventoryScriptableObject): void — nomae enepriro 3

BKAa3aHOI'O ITaJIMBaA.

Onuc.: Generator akyMyJIlI0€ €HEPTil0 Ta PO3MOAUISLE 1i MK MiIKIIOUEHUMHU

criokuBauaMu uepes 00’ exktu EnergyConnection.

Krnac Auger — OypoBa ycTaHOBKa JUIsl aBTOMaTHYHOTO BUJIOOYTKY peCYpCIB.

Ampubymu:

inventoryManager: InventoryManager — mnocujaHHS Ha MEHEIKEp
IHBEHTApsI.

possibleDrops: List<DropInfo> — mnepenik MoXIMBUX 100yTHX
IIPEIMETIB.

timeBetweenDrops: float — inTepBam MiX CTBOPEHHSIM OJMHHIIb
pecypcey.

energyCostPerDrop: float — BapTicTh eHeprii 3a OJUHHIIIO BUIOOYTKY.
energyBuffer: float — makonnyenwuii 3amac eneprii.

cratePrefab: GameObject — npedab simuka 11 30epekeHHsT PeCypCiB.
conveyorDetectionRadius: float — pazgiyc moiryky KOHBeepa.
accumulatedResources: Dictionary<InventoryScriptableObject, int> —
HAKOIMMYCH1 PECYPCH.

_isMining: bool — uu BinOyBaeThes 3apa3 OypiHHSL.

_dropTimer: float — BHyTpinIHii TalimMep JUIS TeHepaIlii.

connectionPoint: Transform — Touka nigK/IrOYeHHS Ka0elro.

Memoou:

FeedEnergy(energy: float): void — mpuiimae enepriro Bijx reHeparopa.
GetConnectionPoint(): Transform — moBepTae TOUKy MiIKIFOYCHHSI.
StartMining(): void — 3amyckae niporiec BHIOOYTKY.

StopMining(): void — 3ynuasie Bu100yTOK.

GenerateLoot(): void — cTBoproe pecypcr Ha OCHOBI IIIAHCIB.
TransferResourcesTolnventory(): void — nepenae HakOUYEHI pecypcu

B IHBEHTAap.
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Onuc: Auger aBTOMaTu3ye 30Ip pecypciB, CHOXHBAIOUYM EHEPrito Ta
nepeaardu 100yTi MPeIMETH B IHBEHTAp.
Bzaemooic:
- peanizye inTepdeiic [EnergyConsumer.
- migkmodaethes 10 Generator uepe3 EnergyConnection.
Knac ConveyorBelt — koHBeep 117151 TpaHCTIOPTYBaHHS SIUKIB 13 pecypcamu.
Ampubymu:
- startPoint: Transform — mouatkoBa Touka pyxy SIIHKa.
- curvePoint: Transform — Touka BUTHHY TPa€eKTOPII.
- directionPoint: Transform — touka HanpsAMKY pyxy.
- isCurved: bool — un Mae KOHBeep KPUBOIHINHY AUISHKY.
- moveSpeed: float — mBUAKICTD PyXy SIIUKIB.
- rotationStep: float — kpok MOBOPOTY MpU 3MiHI HATIPSIMKY.
- defaultT: float — mouaTkoBuit mapameTp as kpuBoi besbe.
Memoou:
- ChangeDirection(): void — 3miHIO€ HAIIPSIMOK PyXy Ha MPOTHIICIKHHUI.
Omnmuc: ConveyorBelt Tpancioptye 06’ extu Crate y370Bk 3a1aHOT TPAEKTOPIi,
HiATPUMYIOUHN TIPSAMI Ta KPUB1 TUISHKH.
Bzaemooice:
- Tpancnoprtye Crate y310BX MapIipyTy.
Knac Crate — xonTelinep sl pecypciB Ha KOHBEEDI.
Ampubymu:
- item: InventoryScriptableObject — tTum pecypcy.
- amount: int — KUTBKICTh OJMHHIIL PECYPCY.
- possibleDrops: List<DroplInfo> — indopmariist mpo mMoxmBi O0OHYCHI
JPOTIH.
Onuc: Crate 30epirae pecypcu Ta mepemae iXx HaCTymHUM OOpPOOHHMKaM Ha
KOHBEEPI.
[atepdeiic [EnergyConsumer — KOHTpPakT Mg KJIACIB, 110 CHOXXHBAIOTh

EHeprio.
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Memoou:
- FeedEnergy(energy: float): void
- GetConnectionPoint(): Transform
Onuc:
Iurepdeiic Bu3Hauae MeTOAM, sIKI MOBHUHEH pealli3yBaTH OyIb-IKUM Kilac-
CIIO’KMBAy €HEPrii.
Ha 306pasxeni (puc 2.6) 306paxkeHi kinacu InventoryManager, InventorySlot,

InventoryScriptableObject inBenTap i npeameTy.

@ InventoryManager

o inventoryPanel: Transform
o craftPanel: GameObject

o furnacePanel: GameObject
o UIBG: GameObject

o slots: List<InventorySlot=
o isOpened: bool

e Additem({newltem: InventoryScriptableObject, newAmount: int): void
o Removeltem({itemToRemove: InventoryScriptableObject, amountToRemowve: int): bool
o GetAllSlots(): List<InventorySlot=

contains

© InventorySlot

o item: InventoryScriptableObject
o amount: int

o isEmpty: bool

o iconGO: GameObject

o itemAmountText: TMP_Text

@ Setlcon(icon: Sprite): void

o UpdateSlotVisual(): void

e NullifySlot(): void

holds

@Inuentorysariptableobject

o itemName: string

o maxAmount: int

o itemPrefab: GameObject
o icon: Sprite

o itemType: ItemType

o itemDescription: string
o canMelt: bool

Pucynok 2.6 — [liacpama xnacis (Class Diagram) ineenmap i npeomemu

Iicepeno: po3pobreno asmopom

Knac InventoryManager — kepye ocHOBHUM iHBeHTapeM Ta Ul.
Ampubymu:
- inventoryPanel: Transform — konTeitaep Ul-c0TiB iHBeHTapsI.
- craftPanel: GameObject — manens kpadTy.

- furnacePanel: GameObject — manens neui.



34

- UIBG: GameObject — ¢on Ul inBeHTaps.
- slots: List<InventorySlot> — crircok cioTiB.
- isOpened: bool — yu BigkpuTHii iHBEHTAP.
Memoou:
- Addltem(newltem: InventoryScriptableObject, newAmount: int): void
— JI0J1a€ MPEIMET Y CJIOT a00 00’ €IHYE 3 ICHYIOUHUM.
- Removeltem(itemToRemove: InventoryScriptableObject,
amountToRemove: int): bool — Bunanse BkazaHy KiTbKICTh IPEIMETIB.
- GetAllSlots(): List<InventorySlot> — moBeprae cnmMcok yciX CIOTIB,
BKJTFOUAIOYH MITBUIKI.
Omnuc: InventoryManager peainizye nmarepH Singleton juisi IeHTpaIi30BaHOTO
yIpaBJliHHS MpeaMeTamMu Ta BigoopaxenHs Ul.
Bzaemooice:
- Micruts InventorySlot.
Knac InventorySlot — npeacTaBiisie OJUH CJIOT 1HBEHTapSI.

Ampubymu:

item: InventoryScriptableObject — npeamer, 110 30epiraeTbcst B CIOTI.

amount: int — KiIBKICTh IPEIMETIB.
- ISEmpty: bool — uu € ciot mopokHiIM.
- iconGO: GameObject — GameObject 1is BioOpaXKeHHS IKOHKH.
- itemAmountText: TMP_Text — TekcToBe moyie I BiToOpaKeHHs
KUTBKOCTI.
Memoou:
- Setlcon(icon: Sprite): void — BcTaHOBITIOE CIIPANT IKOHKH.
- UpdateSlotVisual(): void — oHoBIIO€ BiTOOpaXKEHHS CIIOTA.
- NullifySlot(): void — ounmiye ciIoT Bix IpeAMETIB.
Onuc: InventorySlot BignmoBigae 3a Bi3yasi3allito Ta BHyTPIITHIA CTaH OJHOTO
CJIOTA.
Bzaemooic:

30epirae nocuinanHs Ha InventoryScriptableObject.
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Knac InventoryScriptableObject — nauni npeaMeTa Jjisi iIHBEHTapsl.
Ampubymu:
- itemName: string — Ha3Ba npeaMeTa.
- maxAmount: int — MakcUMasbHa KUTBKICTh B OJJTHOMY CJIOTI.
- itemPrefab: GameObject — npedad as po3mitieHHS B CBITI.
- icon: Sprite — ikoHKa mpeaMeTa.
- itemType: ItemType — kaTeropis mpeaMera.
- itemDescription: string — onuc npeameTa.
- canMelt: bool — un moxe mpeaMeT mIaBUTHCS.
Onuc: InventoryScriptableObject ciyrye KOHTEMHEpOM JaHUX s
KOH(Iryparii npeaMeTiB y rpi.
Ha 300paxeni (puc 2.7) 306paxeni kiacu CraftingManager, FurnaceManager

KpadT 1 TUIaBKa.

@ FurnaceManager
© CraftingManager o closeFurnaceButton: KeyCode
o furmacePanel: GameObject
o openCloseCraftButton: KeyCode o inventoryPanel: GameObject
o craftingPanel: GameObject o craftPanel: GameObject
o inventoryPanel: GameObject o isOpened: bool
o furnacePanel: GameObject o UIBG: GameObject
o isOpened: bool o allFurnace: List<FurnaceSriptableObject>
o UIBG: GameObject o fumaceltemPanel: Transform
o allCraft: List<CraftSriptableObject= o fumaceltemButtonPrefab: GameObject
o craftitemPanel: Transform o fumaceBtn: Button
o craftitemButtonPrefab: GameObject o currentFurnaceltem: FillFurnaceltemDetails
o craftBtn: Button o currentFurnaceObject: GameObject
o currentCraftitem: FillCraftiternDetails o processeditems: Dictionary <IlnventoryScriptableObject, int=
o craftitemmName: TMP_Text o fumaceltemmName: TMP_Text
o craftitemDescription: TMP_Text o fumaceltemDescription: TMP_Text
o craftitemimage: Image o fumaceltemimage: Image
o craftitemDuration: TMP_Text o fumaceltemDuration: TMP_Text
o craftitemAmount: TMP_Text o fumaceltemAmount: TMP_Text
o LoadCraftitem{craftType: string): void o OpenFurnace(furnaceObject: GameObject): void
o AddProcessedltem(item: InventoryScriptableObject, amount: int): void
o LoadFumaceltem(furnaceType: string): void

uses uses

A
|© CraftSriptableObject |© FumaceSriptableObject
! !
; I

Pucynok 2.7 — liaepama knacie (Class Diagram) kpagm i niaexa

IDicepeno: po3pobneno asmopom

Knac CraftingManager — xepye intepdeiicom kpadTy Ta CTBOPEHHSIM

MPEIMETIB.



36

Ampubymu:

openCloseCraftButton: KeyCode — kmaBima asisi BIAKPUTTS/3aKPHTTS
Ul xpadry.

craftingPanel: GameObject — nanens kpadry.

inventoryPanel: GameObject — manens iHBeHTApsI.

furnacePanel: GameObject — manens neui.

iIsOpened: bool — uu BinkpuTHit iHTepdEiic KpadTy.

UIBG: GameObject — ¢on UI.

allCraft: List<CraftSriptableObject> — criucok penenTis.
craftitemPanel: Transform — xonTeliHep A1 KHOMOK PEIETTIB.
craftitemButtonPrefab: GameObject — npedab kHomku perenty.
craftBtn: Button — kHomka [yis 3ammycky KpagTy.

currentCraftltem: FillCraftltemDetails -  kommoHeHT 1A
BiJIOOpaKeHHS JieTajeit 00paHOro pelenTy.

craftitemName: TMP_Text — na3Ba pemenry.

craftltemDescription: TMP_Text — onuc penenry.

craftitemimage: Image — 300paxeHHs npeaMeTra.

craftitemDuration: TMP_Text — uac kpadry.

craftitemAmount: TMP_Text — kiJIbKICTb pe3yJIbTaTy.

Memoou:

LoadCraftltem(craftType: string): void — 3aBanTaxxye 1aHi BUOpaHOTO

peuenry B Ul

Onuc: CraftingManager BimoOpaskae CIIMCOK pEIENTiB, 103BOJIsiE 0OUpaTH X

1 3aITyCKaTH MPOIIeC CTBOPEHHS MPEIMETIB.

Bzaemooie:  BuxopuctoBye CraftSriptableObject nams  3aBaHTaKeHHS

pELICTITIB.

Knac FurnaceManager — xepye MIaBKOIO B TIe4i Ta OTPUMAHHIM PE3YJIbTATIB.

Ampubymu:

closeFurnaceButton: KeyCode — xnagima jis 3akputtst Ul meyi.

furnacePanel: GameObject — manenpb medi.
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inventoryPanel: GameObject — nanens iHBeHTApSI.

craftPanel: GameObject — nanens kpadry.

iIsOpened: bool — uu BigkpuTHii iHTepdelic meyi.

UIBG: GameObject — ¢on UL

allFurnace: List<FurnaceSriptableObject> — criucok perienTiB TUIaBKH.
furnaceltemPanel: Transform — xoHTeliHEp KHOMOK TUIABKH.
furnaceltemButtonPrefab: GameObject — npedab kHomkw.

furnaceBtn: Button — kHomKa /s MOYATKY ITABKH.
currentFurnaceltem: FillFurnaceltemDetails — BimoOpaxae paerani
00paHoro perenTy.

currentFurnaceObject: GameObject — nmorouna neui y cieHi.
processedltems:  Dictionary<inventoryScriptableObject, int> -
CJIOBHUK 0OpOOJIEHUX MIPEAMETIB.

furnaceltemName: TMP_Text — Ha3Ba MIaBHILHOTO PEIETY.
furnaceltemDescription: TMP_Text — onuc penenry.
furnaceltemlmage: Image — 300pakeHHs pe3yIbTary.
furnaceltemDuration: TMP_Text — gac miaBxu.

furnaceltemAmount: TMP_Text — KiIbKicTh TOTOBOT'O IIPEAMETA.

Memoou:

OpenFurnace(furnaceObject: GameObject): void — Biakpusae Ul mms
3a7aHOi I1eYi.

AddProcessedltem(item: InventoryScriptableObject, amount: int): void
— J0J1a€ pe3yabTaT IJIaBKU B IHBEHTAp.
LoadFurnaceltem(furnaceType: string): void — 3aBaHTaxye naHi

00paHOro perenTy.

Onuc: FurnaceManager kepye iHTepdeiicoM medi, J03BOJsE€ 3aBaHTaKyBaTU

IHTPEIEHTH Ta OTPUMYBATH PO3ILIABICHI MaTEpiaIH.

Bsaemooie:

BuxopucrtoBye FurnaceSriptableObject nist oTprmMaHHs JaHUX PELIETITIB.



Ha 300paxeni (puc 2.8) 300pakeHi Kiacu

YIpaBJIiHHS CTAaHOM.

tontrols %racts with /ses
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SelectionManager iHTepdeiic i

@ SelectionManager

o furnaceUl: GameObject

o inventoryManager: InventoryManager
o craftingManager: CraftingManager

o furnaceManager: FurnaceManager

o quickslotinventory: Quickslotinventory
o ghostMaterial: Material

o jumpHeight: float

o jumpDuration: float

o jumpEase: Ease

o selectedGenerator: Generator

o wirePrefab: GameObject

o IsGatheringActive: bool

o ActiveResource: Resource

o GatherTimer: float

o _selectedCharacter: GameObject

o _selectionTween: Tween

o _ghostObject: GameObject

o _cumrentHexUnderMouse: Hex

o _rotationindex: int

o currentState: [InputState

o SelectCharacter(character: GameObject): void

o MoveCharacterToHex(targetHex: Hex): void

o TryStartResourceGathering(resource: Resource): void
o CancelResourceGathering(): void

o ResetGatherState(): void

o DecreaseSlotAmount(): void

o IsObjectinRangeOfPlayer{obj: GameObject): bool

e IsHexInRangeOfPlayer(targetHex: Hex): bool

o GetNeighbors(hex: Hex): List<Hex>

o IsAnyMenuOpened(): bool

o ConnectGeneratorAndAuger(generator: Generator, auger: Auger): void

\\§595

uses

&5

@PlayerMuvement

©Resource

©InventuryManager @CraﬂingManager

©FurnaceManager ©Quickslutlnventury

Pucynok 2.8 — Jliaepama xnacis (Class Diagram) inmepgpetic i ynpaeninmns cmanom

Iicepeno: po3pobneno asmopom

Knac SelectionManager — xoopauHye BBEIEHHs T'paBIlsi, BUOIP 00’ €KTIB 1

B3a€EMOJIIIO 31 CBITOM.

Ampubymu:

- furnaceUl: GameObject — UI meui.

- inventoryManager: InventoryManager — MmeHeKep iHBEHTapsI.

- craftingManager: CraftingManager — meremxep kpadTy.

- furnaceManager: FurnaceManager — meHexep meui.

- quickslotinventory: QuickslotInventory — mBuaKi cIoTH iHBEHTapSI.

- ghostMaterial: Material — matepian ais peB’r0 00’ €KTIB.

- jumpHeight: float — BucoTa animairii BHOOpY rmepcoHaxa.
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jumpDuration: float — TpuBasicTh aHiMarrii.

jumpEase: Ease — Tum iHTepronsii 11t cTpuoKa.

selectedGenerator: Generator — oOpanuii reHepaTop AJs MiAKITFOYSHHS.
wirePrefab: GameObject — npedad apoTy s Bizyamizaltii 3’ € 1HaHHI.
IsGatheringActive: bool — uu TpuBae 36ip pecypcy.

ActiveResource: Resource — moto4ynuii pecypc st 300py.
GatherTimer: float — ratimep 300py.

_selectedCharacter: GameObject — BuOpanuii mepcoHax.
_selectionTween: Tween — animariist BUOOpY.

_ghostObject: GameObject — npeB’to 00’ ekTa nepe PO3MIIIICHHSIM.
_currentHexUnderMouse: HeX — rekc mig KypcopoM.

_rotationIndex: int — iHaeKC MOBOPOTY MPEB’IO.

currentState: lInputState — moTounuii cTaH BBOJY.

Memoou:

SelectCharacter(character: GameObject): void — Bubip mepcoHaxa ta
3amycK aHiMarii.

MoveCharacterToHex(targetHex: Hex): void — mnepewmimieHHs
BUOPaAHOTO MEepCOHaXKA.

TryStartResourceGathering(resource: Resource): void — mouatok
3060py pecypcy.

CancelResourceGathering(): void — ckacyBanHs 300py.
ResetGatherState(): void — ckumanHs ctaHy 300py.
DecreaseSlotAmount(): void — 3MeHImIeHHS KUTBKOCTI B IIBHIKOMY
CJIOTI.

IsObjectinRangeOfPlayer(obj: GameObject): bool — mnepesipka
JOCSIKHOCTI 00’ €KTa.

IsHexInRangeOfPlayer(targetHex: Hex): bool — mnepesipka
JOCSKHOCTI TeKca.

GetNeighbors(hex: Hex): List<Hex> — orpuMaHHs CyCiHIX I'eKCIB.

IsAnyMenuOpened(): bool — nepesipka, un BigkpuTHuii sikuiics Ul
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- ConnectGeneratorAndAuger(generator. Generator, auger: Auger):
Void — BCTaHOBJICHHS 3’ €THAHHS MK TEHEPAaTOPOM 1 OypoM.

Onuc: SelectionManager peanizye mamuny craniB BBoay (Idle Ta Placement),
o0poOJisie KIIIKM MUIIl JJIs BUOOpY MEpCOHaXxka, pyxy, 300py pecypciB Ta
PO3MillleHHS] 00’ €KTIB.

Bzaemooic:

- Kepye PlayerMovement, B3aemomie 3 Resource, BHKOPHUCTOBYE
InventoryManager, CraftingManager, FurnaceManager Ta

QuickslotInventory.
2.3 MonesioBaHHS npolieciB

VY naHiif poOOTI OCHOBHUM anroputMoM € A* (A-3ipka) — 1e oauH i3
HAWTIOMIMPEHIIINX aJTOPUTMIB TIOIIYKY IIIAXY, SKAH BHKOPHCTOBYETHCS B
KOMIT IOTEPHUX Irpax g 3HAXO/JKEHHS HaWKOPOTIIOTO MaplIpyTy MiX JIBOMa
TOYKAMH Ha KapTi 3 ypaxyBaHHIM mepemkoa [16]. Bin noennye miaxia aropurmy
JleiikeTpu, 110 TapaHTy€e ONTUMANIBHICTB, 13 KaJI0HUM TOIIYKOM, SIKHI PUCKOPIOE
OoOUYHCIIeHHsI 3aBIsKU €BpUCTHUYHINA ¢yHKIl. EBpucTHka oIiHIOE TpUOIU3HY
BIJICTaHb JI0 1111, IO JIO3BOJISIE AITOPUTMY €(EKTUBHO CIIPSMOBYBATH TOIIYK.

VY xomm’oTepHUX irpax A* 4acTo 3aCTOCOBYETHCS ISl HABIrallii MepcoOHaXiB
a00 00’€KTiB, OCOOJMBO Ha KapTaxX 13 HETPUBIATBHOIO CTPYKTYpPOIO, TaKHUX SK
rekcaroHasibHi  citku. Y rpi "Hex-factory" amropurm A* (puc 2.9)
BUKOPUCTOBYETHCS JUISI TIEPEMIIICHHS TIEPCOHA)Xa M0 TeKCAaroHaJNbHIA KapTi,
JIO3BOJITIOYM HOMY OOXONWTH HEMPOXIAHI 30HM, HANpPHKIaA, OYIIBIl YW 1HIII

MEPEITKOIH, 1 3HAXOAUTH ONTUMATBHHUM IIJIIX 0 MUTHOBOT TOUKH.
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? pvenRowOffsets : oddRowDffsets;

Pucynox 2.9 — Yacmuna ancopummy A*(A 3ipouka)

icepeno: po3pobneno asmopom

[Tpunnun po6otu anroputMy A* 6a3yeThCs Ha KOHIISIIIT BY3JIiB (IMTO3UITIN Ha

KapTi) Ta pedep (3B’sA3KiB Mixk HUMHK). KOKeH By30J1 OIIHIOETHCS 3a hopMyitoro (1).

f(n)=g(n)+h(n) 1)

ae:

g(n) — BapTiCTh MIIAXY Bijl TOYATKOBOI TOYKHU JO MMOTOYHOTO TEKCAroHa.

h(n) — eBprcTHYHA OITiHKA BiJICTaHi BiJl IOTOYHOI'O T'€KCaroHa Jo Iii.

OCKiTbKY TIpaBUIIBHUN TeKCaroH Ma€ OJTHAKOBY JIOBXKHHY CTOPIH, a TAKOXK
paziyc BIHCAHOTO Ta OINKMCAHOTO KT, BIJCTaHb MDK IIEHTpAMH BCiX CYCITHIX
TeKCaroHiB € ctanor. lle 3HauHO crpoirye 00YUCICHHS Ta M03BOJISIE €(hEKTHBHO
pearizyBaTH MOMIYK MUISXY, OCKUTBKH BC1 MMEPEX0IU MK CYCIIHIMU TeKCAMU MAatOTh

OJTHaKOBY BapTicTh (puc. 2.10).
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o B ST
rrent, nelghbor) ;

2[neighbor])

. :neighhﬂ“]

Pucynox 2.10 — Buxopucmanus arcopummy A*

icepeno: po3pobneno asmopom

Posrnssuemo cutyamito B Tpi "Hex-factory": rpaBemp oOupae TOYKy Ha
reKcaroHajgbHIA KapTi, KyAu MEPCOHaX Mae JicTatucs. AnroputMm A* anHaizye
MMOTOYHE TIOJIOKEHHS TEPCOHa)Xa Ta IUJIbOBY TOYKY, BPAaXOBYHOYH MPOXITHICTH
KOXHOTO Trekca (Hampukian, arpuOyt isWalkable kmacy Hex). Sxkmo wmix
MTOYATKOBOIO Ta KIHIIEBOIO TOYKAMHU € HEMPOXiIHI TeKcH, A* o0uuciItoe 00XimHuH

[IUISIX, BAKOPUCTOBYIOUH €BPUCTUKY, TaKy 5K BIICTaHb MK T€KCAMH.
BucnHoBku 10 po3ainy 2

VY pesynbTaTi mpoekTyBaHHS CTpyKTypu rpu Hex-factory Oyno Bu3HadeHO
YiTKy Ta MacIITabOBaHy apXiTEKTypy, IO TOEIHYE TeKCaroHaJIbHY CITKY 3
MOJYTPHUMHU KOMIIOHEHTAMHU JUISI KEPYBaHHS pPyXoM, J0OyBaHHSM pECYpCiB,
€HEepro3ade3neueHHsIM Ta JIOTICTUKOIO.

Peanizanis UML-giarpam  (mpeneneHTiB, MOCTIAOBHOCTI, AISUTBHOCTI)
no3Bojuia ¢GopmanizyBaT B3a€MOJIII0 TPaBIsl Ta CUCTEMH HA PI3HUX PIBHAX

a0OCTpakuii: BiJ BHUCOKOPIBHEBHX CILIEHApPIiB BHUKOPUCTAHHSA [0 JETAIbHUX
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JAHIIOKKIB BUKIMKIB MeToAiB. Lle cmpusie 3po3ymMuIoMy JAOKYMEHTYBaHHIO
IIPOLIECIB Ta MOJIETIIYE MOAAIBITY PO3POOKY.
PosrnsHyto anroputM A* and  HaBiramii NepcOHaXKIB Ha KapTax 13

HETPUBIAIBHOIO CTPYKTYPOIO.
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PO3JLI 3

PEAJIIBAIISA KOMIIIOTEPHOI T'PU «<HEX-FACTORY »

3.1 Peauizanis Ta KOHCTPYIOBAaHHS NPOrPaMHOI0 3a0e3ne4YeHHs

I'pa «Hex factory» po3poGieHa Ha MynbTHILIATGOPMHOMY ITPOBOMY PYILIii

Unity Engine [7] 3 BukopucTtaHHsM MoBU nporpamyBanHs C# [6]. Takuii BUOIip

oOymoBnenuit TicHOto 1HTerpauiero C# 13 Unity, i miaTpuMkoro o00’€KTHO

OpIEHTOBAHOrO MIAXOAY Ta 0araTor0 eKOCUCTEMOIO 010J110TeK 1 IHCTPYMEHTIB, IO

3HAYHO CIIPOIIYE€ CTBOPCHHA CKIAJHUX iI‘pOBI/IX MEXaHIK.

OCHOBHI IHCTPYMEHTH Ta TEXHOJIOTi:

C# — ocHOBHa MOBa PO3pOOKHU. 3aBASKU YITKIH CTPYKTYpl KJaciB 1
KOMITIOHCHTIB, a TaKOX TOTY»XHUM 3acobam Hanarojxenns, C#
171eaTbHO MIAXOIUTD JIJIsl peajizallii irpoBUX CUCTEM;

Unity Editor — Bi3yanbHe cepemoBuile po3poOKH, IO 3abe3reuye
THCTPYMEHTH JIJIsi CTBOPEHHSI CII€H, HaJlallTyBaHHs (13UKH, aHIMAIIIH 1
pennepunry. Moro THYYKicTh 103BOJISE LIBUAKO TECTYBATH irpoOBY
JIOTIKY B peJIbHOMY Yaci;

mipoBa tiatgopma — IIK (Windows). OOpana uepe3 MIUPOKY
ayJIUTOPII0 KOPUCTYBAYiB Ta MOXKJIMBICTh BUKOPUCTOBYBATH MOTYXKHE
amapatHe 3a0e3meyeHHs IS CKJIaJHUX ITPOBUX IMpOIECiB. Y pasi
notpe6u Unity 103BoJIsIE€ EeTKO MOPTyBaTH rpy Ha macOS un Linux;
Unity Standard Libraries — crangaptai 6i0mioTtexu pymris Unity, mo
3a0e3meuyoTh JOCTYI J0 OCHOBHHMX (YHKIIH: peHAepHHT, (i3uKa,
aHiMaIlis, KepyBaHHS CIICHAMH TOIIIO;

DOTween [17] — 3oBHimHsA 0i0mioTeka IJIi CTBOPCHHS ILIABHUX
aHiMaImii 1 TepexoaiB. BHKOPHUCTOBYETBCS I TIOKpaICHHS
Bi3yanbHUX €(EeKTIB y rpi, 30Kpema I aHiMarliii 300py pecypciB Ta
nepeMilieHHs 00’ekTiB o kKoHBeepy. DOTween 3abe3neuye BUIIUN

pIBEHb KOHTPOJIIO, HIXK CTaHAapTHI iHCTpyMeHTH Unity;
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Blender [19] — iHcTpyMeHT Juisi CTBOpEHHs Ta penaryBanHs 3D-
Mojenell. BUKOpUCTOBYETHCS 1151 CTBOPEHHS YHIKAIbHUX 00’ €KTIB, SIK1
noTiM iMIopTyroThes 10 Unity;

Rider [18] — inTerpoBane cepenosuie po3podku (IDE), opienToBane
Ha MoBY C#. BoHO Mae pO3MIMPEHI MOKJIMBOCTI aBTOJIONIOBHEHHS,
IHTEJIEKTYaJIbHOTO aHalli3y KoAy Ta MoBHY iHTerpamito 3 Unity, 1o
3HAYHO MiABUINYE €(EKTUBHICTh PO3POOKH;

Meshy.ai [20] — onnaiiH-cepBic 1ist reHepaitii 3D-moenneli Ha OCHOBI
300paxeHh a00 TEKCTOBHX OMHUCIB. Jlae 3MOry IIBHIKO OTpUMYBaTH
sakicH1 3D-Mopeini 0e3 riInOoKUX 3HaHb MOJISITIOBAHHS

Unity Asset Store [21] — odiuifinuit mapketiuieiic 1yt Unity, 3 sKoro
BUKOPUCTOBYBaJIMCS O€3KOIITOBHI Ta IUIaTHI pecypcu (Mojedi,
TEKCTYPH, CKPUTITH) JIJIsl IPUCKOPEHHS PO3POOKHU Ta MPOTOTHITYBAHHS

IpU.

OOGrpyHTyBaHHSs BHOODY:

C# — ontumanpHa moBa st Unity, mo miatpumye OOII 1 moGpe
MAXOIUTh JIJIE CTBOPEHHSI IrPOBUX KOMIIOHEHTIB;

Unity Editor — motyxuuii BisyalbHHI peIaKkToOp 3 IHCTPYMEHTAMU IS
IIBUIKOT pO3pOOKH irop;

I[IK (Windows) — Hagae HaWKpally NpPOIYKTUBHICTh 1 OXOILIIOE
HaWOLIBINY KIIBKICTh TPABIIIB,;

DOTween — nmo3Bosisie pealidyBaTH CKIIQJHI, JHHAMIYHI Ta IUIaBHI
aHiMaIriiai epexry;

Rider — cygacue IDE 3 rimmboxkoro iHTerpamiero 3 Unity, sike ToJierurye

HAIKCAaHHS, Pe(PaKTOPUHT 1 HAJIATOJI)KEHHSI KOAY;

Blender — Oe3komToBHMH 1 THYYKHWA IiHCTpyMeHT g 3D-
MO/ICITFOBAaHHS,
Meshy.ai — cydacne Al-pimieHHS I MIBHAKOTO CTBOpeHHs 3D-

KOHTEHTY;
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- Unity Asset Store — eKOHOMHTH Yac, JO3BOJIIE 30CEPEIUTHUCS Ha
YHIKaJIbHOMY IreiMIUIe], a He pyTUHHHX 3a]layax.

Peanizanis rpu posmoyanacss 3 JOCHIPKEHHS TE€KCAaroHAJIbHOI CITKU Ta
noOyA0BH rekcaroHasibHOi Manu. [IpaBuIbHUN TeKCaroH MOKHA OXapaKTepHU3yBaTH
K 0araTOKyTHUK, CTOPOHU SIKOTO IOTUKAIOTHCS 1O BIIMCAHOTO Ta OIIMCAHOTO KPYTY.
[cHYIOTH 1Ba OCHOBHUX THUIIA OpPI€HTALlli F€KCArOHIB: 3 BEPUIMHOIO, CIPSIMOBAHOIO

JI0TOpH (3aTOCTPEHMI BEPX), Ta 3 TOPU30HTAIIBHOIO BEPXHBOIO TPAHHIO (TYNUMI BepX,

puc 3.1).
™  Flat-top orientation “™~  Pointy-top orientation
o w
i =
X X
> . . h
h size 2
W o0
A 5
width = 2 X size width = v3 X size

Pucynok 3.1 — Buou ecexcazonis

Joicepeno: [9]

Jlist peanizarii rpu Oyino oOpaHO TEKCAroH i3 3aroCTPEHUM BEepXoM (pointy-
top orientation). 3aBASKM BUKOPHCTAHHIO 3BUYAWHOTO JBOBHUMIPHOTO MAaCHBY
BIa’0CS €(PEKTUBHO MOOYAyBaTH TEKCaroHajdbHy KapTy, IO JISITJIa B OCHOBY
irpoBOTO CBiTY. BUOip caMe rekcarony 3 rocTpUM BEPXOM BiH € OLIbIIIE ECTETHIHUM

110 MIAXOAUTH MiJ 3aAYMKY rpu (puc. 3.2).
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Pucynok 3.2 — Jlemoncmpayis 6 epi eexcazonoi manu

IDicepeno: pospobneno asmopom

Jlist peanizaiii nepeMimieHHs M0 reKcaroHaJlbHii Mari 0yJl0 BUKOPUCTAaHO
anroput™ A* (A-3ipka) — OJUH 13 Hale(EKTUBHIMIUX AITOPUTMIB ISl TOIIYKY
nUIIXy B rpadax, KUl IIMPOKO 3aCTOCOBYETHCS B po3pooOIli irop. [IpuHIMn nporo
anroputMy OyB po3Ka3aHUM B MyHKTI 2.3.

Tak sk mepcoHak BkKe BMIi€ 3HAXOAUTH €(PEKTUBHHUI HUISIX 32 JOMOMOTOI0
anroputMy A*, HACTYITHUM €TarioM CTajia peajizailis Horo nmepeMilieHHs 10 bOMY
nusaxy. st mporo O6yno Bukopuctano 0i6miotreky DOTween, sika Hagae 3pydHi
THCTpYMEHTHU Jisi aHiMallii o0’ekTiB Oe3nocepenubo y koai. 3okpema, DOTween
JI03BOJIsIE€ TIEPEMIIIIYBAaTH 00’ EKTH 3 OJHIET ITO3HIIIT B IHITY 3 TUTABHOIO aHIMAIII€0 32
3alaHii TPOMDKOK dYacy. 3aBASKHA I[bOMY TEPCOHAX TEMep MOXKE HE MPOCTO
MUTTEBO ‘‘TEJIEMOPTYBAaTUCS , a MPHUPOJHO PYyXaTHCAd MO TeKCAaroHaJbHIM CITII

3rigHO 3 M0OymoBaHUM MapmpyToMm (puc. 3.3).
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‘entStep < path.Count)

Quaternion.Euler(« 0, targetAngle, 3) moveDuration / 2);

tion, moveDuration).SetEase(Ease.Linear);

oveDuration);

Pucynox 3.3 — l[lepemiwenns nepconasicy

icepeno: po3pobneno asmopom

Hactymaum kpokxom Oymu nepemkoau, a came 3D-mozeni pecypcis (puc. 3.4,
JiepeBa, KaMmiHHS ToOI0), Oynau 4yacTkoBO 3aBaHTaxkeHi 3 Unity Asset Store, a
YaCTKOBO 3T€HEpPOBaHi 3a JIONIOMOTOK IITy4HOro iHTenekty Meshy.ai. Jlns
3a0e3MeueHHs] B3aeMOJIIi 3 UMM 00'€kTamMu (I0OyBaHHS peCcypciB, B3aeMOis 3
00’exTamu, B3aemojis 3 mepcoHaxkeMm, «Placement Preview» (puc. 3.5) OyB
peanizoBaHUM CKPUIIT, 1110 Tpaioe 3a mabdaoHoM maprepa "Cran" (State Pattern).

[Tatepu State [23] mo3Bosisie 00’ €KTy 3MIHIOBATH CBOIO TOBEIHKY 3aJICKHO
BiJl HOT0 BHYTPIITHBOTO CTaHY. 3aMiCTh TOTO, 100 BUKOPUCTOBYBATH BEIUKI OJIOKHU
ymMoBHHX omeparopiB (if/else abo switch), morika B3aeMomii poO3NMOAUISETBCA MIXK
OKpEMHUMHU KJIacaMH — KOKEH 3 SKHX BiJIIOBi/Ia€ 32 KOHKPETHUH cTaH (puc. 3.6).

HactynmHuM KpokoM y po3poOiri Tpu CTaio CTBOPEHHS CUCTEMHU 1HBEHTApS
(puc. 3.7). 3aBasku BOynoBanum Ul-kommonentam Unity, 30kpema Grid Layout
Group, peanizariisi 6a30B0Oi CTPYKTYpH 1HBEHTapsI BinOymacs MBUIKO Ta €EeKTHUBHO.
[eli KOMIIOHEHT J103BOJIIE ABTOMATUYHO PO3MIITYBATH €JIEMEHTH (CIIOTH) Y BUTIISII

CITKH, 3a0€3Me4yI0uH aJanTUBHICTh 1 3pY4YHICTh MaclITa0yBaHHS.
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Pucynox 3.4 — 3D mooeni siKi gukopucmosyromucsi 8 epi

Iocepeno. [24]

Pucynox 3.5 — [lemoncmpayis Placement Preview

IDicepeno.: po3pobreno asmopom
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Pucynok 3.6 — Ilpunyun pobomu namepuna «Cman»

Jlicepeno: [23]

Pucynok 3.7 — Inmepgetic insenmaps

Licepeno: po3pobaeno asmopom
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JUist yrpaBiiHHS BCIEIO CHCTEMOIO 1HBEHTaps OyJio peasi3oBaHO OKpeMUi
kinac InventoryManager, sikuii BUKOPUCTOBYE IIA0JIOH MPOEKTYBaHHS Singleton
(OnuHak).

[Tarepn Singleton (OauHak)[25] — 1ie m1a0JI0H MPOEKTYBAHHS, SIKUM TapAHTYE,
10 y MporpaMi iCHY€ TUIBKHU OJMH €K3eMIUISp KJIacy, 0 SIKOr0 MOXKHa TJI00aibHO
3BepTaTtucs 3 Oyab-IKOi YacCTHHU KOAay. BiH 4YacTo BHKOPHUCTOBYETBHCS IS
KepyBaHHS peCcypcaMi, HAJIAIMTYBaHHAMH 200, K y ITbOMY BUTIAJAKY — II00ATbHUMHU
cuctemamu rpu (iHBeHTap, 3ByK, Ul To1no).

HactymHuM KpokoM y po3poOIli TpH CTaJI0O CTBOPSHHS CHCTeMH KpadTa Ta
nedi (puc. 3.8). Lli cucremu maiixke ieHTuyH1, ToMy iX Ul peaizoBano o1HaKOBO —
3a nonomororw Grid Layout Group Ta npedabiB KHOMOK 1 TaHENeH, 10 J03BOJISE
IIBUIKO MacIITa0yBaTH ¥ HAJIAITOBYBAaTH MakKeT O3 JTOJaTKOBOT'O KOJTY.

Jlns omucy peuentiB Oyno Bukopuctano ScriptableObject, mo peanizye
mabsion Prototype: koxxuuit penent (CraftSriptableObject) 36epirae mani mpo
KIHIIEBUI TIpeIMET, HEOOXI1/IHI PECYpCH i Yac BUTOTOBIIEHHS, TOXK JI0/Ial0Yd HOBHI
pELeNT y MPOEKT, HE TOTPIOHO 3MIHIOBATU KOJI

Jlns ynpaBiiHHs Jorikoto kpadra ctBopeHo kimac CraftingManager, skuit
BIZIITOBIgAc 3a:

- BIAKPHUTTA/3aKpHUTTS NaHesl kpadTa;
- JIMHAMIYHE 3aBaHTaXEHHS KHOIOK perenTiB y craftitemPanel;
- peakIlito Ha HaTUCKaHHs KiaBim Ta oHoBineHHs Ul.

UYepry xpadra peanizye CraftQueueManager, 1o mepeBipse HasSBHICTh
pecypciB, ciucye ix i3 InventoryManager.Instance (matepn Singleton nmst moctymy
710 TJIOOAIBHOTO IHBEHTAPS), IOJA€ YU OHOBJIIOE €IIEMEHTH YePTH Ta BIMIIYy€E dac
BUTOTOBIIEHHS Yepe3 InvokeRepeating

OcTaHHIM KPOKOM Y po3poOIli TpU CTaJO CTBOPEHHS KOHBeepy (puc. 3.9),
aKuil (I3MYHO MITOBXa€ pecypcH 3a jgomoMororo kommoneHta Rigidbody. Uepes
0COOJMBOCTI I'€KCAaroHAJIbHOT Manu KOHBEEP Ma€ 3aKpPYTJIEHI CErMEHTH, a pyX IO

HHX OIIMCYETHCA KBAAPATUIHOIO KPHUBOIO besbe.
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Pucynox 3.8 — Inmepdpetic kpagpmy

icepeno: po3pobneno asmopom

Pucynox 3.9 — Konseep

IDicepeno: po3pobneno asmopom
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Jlj1st OTprMaHHS HalpsIMKY pyXy 00’ €KTa MO KPUBIi CIOYATKY OOUYMCIIIOETHCS
napaMeTp t Ha OCHOB1 MOTOYHOTO TONOKEeHHS sinuka (MeToll GetTFromPosition).
Jaii 3a TppoMa KoHTposibHuMHU Toukamu (PO — startPoint, P1 — curvePoint, P2 —
directionPoint) 0OUMCIIOETHCS KacaTeIbHUN BEKTOp — Meplia noxigHa Kpuboi besre
B't)=2(1-t)(P1-P0)+2t(P2—PI1),t€]0,1][26]. B xoxi me 300paxkeHo Tak (puc.
3.10)

tangent = (2 * (1 - t) 4 vePolnt.position startPoint.position) +

ion)).normalized;

Tangent

Pucynox 3.10 — Ilpuxnao 6 koodi kpugoi bezve

Iicepeno: po3pobreno asmopom

3.2 TecTyBaHHSI IPOrPAMHOIO MPOAYKTY

TectyBanns mporpamaoro mnpoaykry "Hex-factory" € BaxnuBuM erarnom
PO3POOKH, IO TO3BOJISIE TIEPEBIPUTH BIATIOBIIHICTH TPH 3aBICHOMY (PYHKITIOHAITY,
BHSIBUTH IMIOMMJIKH Ta 3a0€3MEUUTH CTa0IbHY po0oTy. [l mboro Oyi1o mpoBeaeHO
GyHKITIOHAIPHE Ta MOMYJIbHE TECTYBaHHS, SKI OXOIUTIOIOTH KJIFOYOBI AaCTEKTH
poOOTH TpH.

OdyHKIIOHATBHE TeCTyBaHHA [27] Oyno TIpOBEJACHO IS TEPEBIpKH
BIAMOBIAHOCTI 3asiBieHOro (dyHkioHany rpu "Hex-factory". Merowo Oyno
MEePEeKOHATHCS, 110 BCl IrPOBI MEXaHIKM MpPallOlOTh KOPEKTHO. TecTyBaHHS

npoBoauiiocs Bpyuny B Unity Editor.
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Ilepemiwenns epasysi:
1. [lepeBipeHo, 110 TrpaBelb MOXKE BUOUpaTH TE€KC Ha KapTi Ta
MepeMIIIATUCS O HHOTO 32 JIOMOMOTOI0 aJirOpUTMy A*,
2. [lepeBipeHO KOPEKTHICTb O0XOAY HEMPOXITHUX TIeKCiB (HANpUKIA,

3aUHATUX OYIIBIISAMH).

3. [lepeBipeHO BIATBOPEHHS aHIMAIlil Ta 3ByKOBUX €(EKTIB M1 Yac pyxy.

36ip pecypcig:

1. [lepeBipeHo, 10 TpaBellb MOXE pO3MOYATH Ta 3aBEPIIUTH 301p
pecypcy.

2. [lepeBipeHO NPABWIBHICTH JAOJABaHHS 310paHUX TMpPEAMETIB [0
IHBEHTAapIO.

3. [lepeBipeHo aHiMallil0 3MEHIIEHHS MaclTady pecypcy Ta 3BYKOBI
eeKTH.

Cucmema ineenmapio:

1. [lepeBipeHo momaBaHHS Ta BUAAJICHHS MPEIMETIB 3 iHBEHTAPIO.

2. [TepeBipeno BimoOpaxeHHs npenmeTiB y Ul Ta kKopekTHICTH poOOTH
IIBUIKUX CJIOTIB.

3. [TepeBipeHO 0OMEKEHHS MICTKOCT1 IHBEHTAPIO.

Cucmema kpagpmy:

1. [lepeBipeHo BimoOpaskeHHs noctymaux perentiB y Ul
2. [lepeBipeHO MpaBUIBHICTH MEPEBIPKU HASBHOCT1 HEOOXITHUX PECYPCIB.
3. [lepeBipeHO CTBOPEHHS MPEAMETIB MICIsI 3aBEpIICHHS Kpadry.

[Tpu anwda TecTyBaHHI Oysn0 BHSIBICHO Oar 3 MIYKOIO, a caMe€ HEKOPEKTHE
BimoOpakeHHs iHTEpPeiicy meyi, e 6ar Oy/e BUPIMICHO B MailOyTHIX BEpCisX TPH.

MopaynbHe TecTyBaHHS [28] mpoBOAMIIOCS JUIS 130JIAMii Ta IEepeBIpKU
OKpPEeMHX KOMIIOHEHTIB KONy TpH, MO0 TEpeKOHAaTHCs B iX e(EeKTUBHOCTI Ta
KOpeKTHOCTI. TecTyBaHHS BUKOHYBajocs 3a mormomoror Unity Test Framework,
SIKUW JJ03BOJISIE CTBOPIOBATH aBTOMATHU30BaH1 TECTH JJIsl IEPEBIPKU JIOT1IKA OKPEMHX
KJIaciB.

Knac AStarPathfinding:
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Tect 1: [lepeBipka 3HaXOMKEHHS LIJIAXY MK JJBOMA MPOXITHUMU T€KCaMHU.

1. Bxigni pani: IlouyatkoBuii rexc (0,0), ninmpoBuii rexc (2,2), citka 6e3
MEPEIIKO/I.

2. OuikyBaHuii pe3ynpTaT: CHHCOK TEKCIB, 10 (OopMye HAUKOPOTILHMA
HUISIX.

3. Pesynprar: Tect npoiaeHo, LIIAX KOPEKTHUH.

Tect 2: [lepeBipka 00p0oOKM HEMPOXIAHUX FEKCIB.

1. Bxinni nmani: CiTka 3 HEOPOXITHUM TE€KCOM MDK IMOYAaTKOBUM 1
I[1JIbOBUM.

2. OuikyBanuii pesynbrar: OOXigHuUM nuAX abo null, koo HUIIAX
HEMOKJIMBUH.

3. PesynpraT: TecT npoiiieHo, adropuT™ MoBepTae OOXIAHUHN IILIISX.

Knac Resource:

Tect 1: IlepeBipka meTony StartGather.

1. Bxinni nani: Pecypc 13 3ananum gatherTime.

2. OuikyBaHu# pe3ynbTaT: 3aMycK aHiMaIlli Ta BCTAHOBJICHHS MParopis
isBeingGathered.

3. PesynbTat: TecT mpoiiieHo, aHIMaIlisg 3aIyCKaeThCsl KOPEKTHO.

Tect 2: [lepeBipka metogy CompleteGather.

1. Bxinni gani: 3aBepiieHHs 300py pecypcy.

2. OuikyBaHuii pe3ynbTat: JlogaBaHHs MpeaMETIB 10 IHBEHTAPIO.

3. Pesynprar: Tect npoiieHO, NpeAMETH 10JaF0ThCS.

Knac InventoryManager:

Tect 1: [lepeBipka metomxy AddItem.

1. Bxinni mani: [Ipeamer i3 3a1aHO0 KITBKICTIO.

2. OuikyBanuii pesynprar: [IpenMer nomaerbess mo0 iHBeHTapro, Ul
OHOBITIOETHCS.

3. PesynbTat: TecT mpoiiieHO, IHBEHTAP OHOBJIIOETHCS KOPEKTHO.

Tect 2: IlepeBipka nepenoBHEHHS 1HBEHTAPIO.

1. Bxigni gani: JlomaBaHHs MpeaMETIB MOHA JIMIT.
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2. OuikyBaHuii pe3ynbrat: BigmoBa y 1o1aBaHH1 3 MOBIJOMIICHHSM.

3. PesynpraT: TecT npoiiieHo, JIMIT JOTPUMYETHCS.

Yci Tectm Ay KIOYOBUX MOAYJIB OynM YCHIIIHO NOPOMAEHI MICHSA
BUIIPABJICHHSI HE3HAYHUX IMOMUJIOK, TaKMX SIK HEmpaBUiIbHa 00poOKa HYJIbOBUX
3HaueHb y Mmeroil FindPath kmacy AStarPathfinding. MogyneHe TtectyBaHHS
MIITBEPNIIO HAMIMHICTh OKPEMHX KOMIIOHEHTIB 1 iX TOTOBHICTH /IO 1HTErpailii B

3arajibHy CUCTEMY.
3.3 BUKOpHMCTAHHS IPOTPAMHOI0 MPOAYKTY

I'pa "Hex-factory" — ne 3axoruttoroua mico4Huils, po3podseHa Ha miatdopmi
Unity, mo J03BOJISIE€ TPaBLSIM JOCHIKYBaTH, T00yBaTH pecypcH, OyayBaTh Ta
aBTOMAaTHU3yBaTU BUPOOHUYI MMPOIECU HA TeKCAaroHAJIbHIN KapTi.

[HCTpyKIIiS KOpUCTYBaya:

- KJIALHITh JIIBOIO KHOIMKOIO MUIII1 TI0 CaMOMY MEPCOHAXY ISl TOTO 11100
rioro BuOpartu.

- BHOEpITh TEKCAaroH Ha SKUK OakaeTe MEPEMICTUTH MEPCOHAXKA, SKIIO
JI0 TOTO TeKcaroHa HEMa€ MepelIkoj TO MEePCOHaX e Ha el
T'eKCaroH.

- mOiigiTe 10 pecypcey (Hampukiad, KaMeHI0) 1 HATUCHITH JIiBY KHOIIKY
MHuIli, o6 moyaTtu 301p.

- yTpUMYHTE KHOIIKY, TMOKH 30ip HE 3aBEpIIUTHCA. SKIO BIAMyCTHUTE
pawiue, mpoiec Oyie cKacoBaHo.

- I TOro moO pPO3MICTHTH OO0’€KT Ha TEKCaroHi HMOro moTpiOHO
NEPEMICTUTH B MIBUJKHUI CIOT Ta BUOpATH WOTO TaM HATHCHYBIIW Ha
KJaBinry Bix 1 70 5 Ta moTiM HaTHCHYTH Ha BUTbHUM rekcaron [TKM
(MpaBy KHOMIKOIO MMIII1).

- HaTuCHITH knainry "E", o0 BiAKpUTH iHBEHTAp.

- s 3akputtsa Ul iHTepdeiicy, noTpiOHO Oyje HATUCHYTH Ha KJIaBilly

ESC.
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- IeperIsJanTe Ta KEpyUTe CBOIMU pecypcaMu, EPETATYIOUH NIPEIMETH
MDK CJIOTaMHU.

- HatucHITh kiaBimy "F", mo6 BiAKpuTH MaHenb Kkpadry.

- BuUOepiTh peuent 1 HaTucHITh "Craft", skmo y Bac € Bci HEOOXiJTH1
pecypcu.

- JoueKaiftecs 3aBeplieHHs KpadTy, 00 OTpUMAaTH HOBUW MPEAMET.

- PO3MICTITh MiY Ha KapTi Ta HaTUCHITH Ha Hel [IKM (mpaBy KHOTIIKOIO
MHUIII).

- JIojaiTe IHTPEIEHTH Ta 3aMyCTiTh MPOIIEC TUIABKHU.

- MICJs 3aBEpUIECHHS Mpolecy 3a0epiTh TOTOB1 3IMTKH 3 IHBEHTAPIO Meul.

- pO3MICTITh Oyp Ha rekcarosi, Ta 3paxkasiuu uei 0yp Ha I[IKM (mpaBy
KHOITKOIO MHUIII1) pa3 B 5 CeKyH/ BiH OyJi€ 1aBaTH PECYPCH.

- MIIKIIOYITH TeHepaTtop A0 Oypy 3a JOMOMOTor Kalemto, a came,
HaTUCHITH [IKM (mmpaBy KHOIKOO MUIII1) HA T€HEpaTop, a MOTIM Ha caM
oyp.

- PO3MICTITh KOHBEEP JIJIsi TPAHCTIOPTYBAaHHS TOOYTUX pecypciB A0 medi
abo /10 rpaBlid, A 3MIHA HaNpsSIMKYy KOHBEEpa HATHCHITH Ha HHOTO
I[TKM (1ipaBy KHOIIKOIO MHIII1).

- SKIIO B TEHEPATOP1 MAJIO TOTJIMBA BU MOXKETE€ HATUCHYTH JIEPEBOM SIKE
noTpiOHO 1OOYTH Ha caM TeHEepaTop.

- 3 JiepeBa BHUMAJAIOTh CAXKAHI[l AKI MOXXHA MOCATUTH Ta BUPOCTUTHU

JIEPEBO
BucHoBok 10 po3ainy 3

Y pesympraTi po3pobku rpu "Hex-factory" Oymo peanizoBaHO IiTiCHHI
MpOIIeC CTBOPEHHS MPOAYKTY — Bil BUOOpPY TEXHOJIOTiM MO MIATOTOBKH JI0
Bukopuctanus. Unity tTa C# 3a0e3neuniiy 1HTErpalliro, THy4KICTh 1 BUCOKY SKICTh
po3poOku, a noaatkosi iHcTpymeHTu (DOTween, Blender, Meshy.ai) npuckopunu

pooory.
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I'excaronanpHa CiTKa, pyx uepe3 A*, iHBeHTap Ha OCHOBI natepHy Singleton,
kpadt uyepe3 ScriptableObject 1 aBTOMaru3amisi BUPOOHMIITBA KOHBEEPAMH 3
(13UKOI0 CTBOPUIIU TTIMOOKUH ITPOBUIA MTPOLIEC.

OyYHKI[IOHAJIIBHE Ta MOJAYJIbHE TECTYBaHHA MIITBEPAWIM CTAOUIBHICTH TPH.
[uryiTuBHMI 1HTEepdelic 1 AeTalibHA IHCTPYKUIA 3a0€3Me4yloTh 3PYUHICTb IS
IpaBIIiB.

[Ipoext "Hex-factory" gocsr mocTtaBieHHX i€l 1 TOTOBHI 0 3alycKy 3

MOTEHI[1aJIOM PO3BUTKY.
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BUCHOBKH

[TpoBeneHo NOCHIIKEHHSI Cy4aCHUX METO[IB PO3POOKH KOMIT FOTEPHUX 1TOp.
[IpoananizoBaHO aHAJIOTH KOMIT IOTEPHUX IrOp IO peai3yioTh IrpOBUI MpoOIEC 3
BUKOPHUCTaHHSAM T'€Hepallii IrpOBOTO CBITY Ta YIPABIiHHS MEPCOHAXY SIKUN 100yBae
Ta MpAaLOE 00’ EKTaMU TPU.

CrpoekToBaHO Ta po3po0JIeHO MporpaMHe 3a0e3MeUeHHs KOMIT FOTEPHOI Ipu
"Hex-Factory" 3 ukopuctanus Unity, C#, DOTween, Blender 1 Meshy.ai, mo
JTI03BOJIUJIO CTBOPUTHU MPOJYKT 13 TUIABHUMU aHIMAIlIIMHU Ta CTa0UTLHOIO POOOTOIO.
TecTyBaHHsS MIATBEPAUIIO KOPEKTHICTh MEXaHIK, X04a BUSABJICHI APiOHI MOMUIIKH,
AK-OT 3 1HTepdercoM Nedi, MIaHyEThCs] BUTTPABUTH.

Po3po6xka rpu "Hex-Factory" peanizyBana CTBOpEHHS TUHAMIYHOI ITICOYHMITI
Ha TeKCaroHaJbHIM KapTi, ONTHMI30BaHOI /UIA MIMPOKOi ayauTopii. I'pa moennye
anroput™ A* 1 eeKTHUBHOTO TEpEeMIIlIeHHs, CHUCTEMHU I1HBEHTaplo, Kpadry,
NeperiaBiieHHsT Ta aBTOMaTu3aiii uyepe3 Oypu, reHepaTopu W KOHBEEpH, IO
3a0€31euyI0Th IITMOOKUN IrpOBUI MTPOIIEC.

"Hex-Factory" neMoHCTpye 3aCTOCYBaHHS CydyaCHHX aJrOPUTMIB 1 MaTepHiB
y TeHMeBi, € TOTOBUM J0 3alyCKy HPOJYKTOM 13 TOTEHIIAJOM JJIi PO3BHUTKY,
30KpeMa JI0JJaBaHHA HOBUX MEXaHIK 4M 0araToKOpHUCTYBAILKOTO pexumy. [IpoekT

JOCST METH, CTBOPHUBIIM 3aXOILUIIOIYY TPy, IO BIAINOBiAa€ CTaHAApTaM IrpoBOi

HAYCTpii.
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JOJATOK A

Pucynox A.1 — @paemenm xknaca «AStarPathfinding»

Licepeno: pospobneno asmopom

Pucynox A.2 — @paemenm knaca «Hex»

IDicepeno: po3pobneno asmopom



Hex6rid :

t Action

elbject hexPr

gridWidth = 10;

1.5f + xOffset,

iate(hexPrefab, position, Quaternion.

Pucynok A.3 — ®pacmenm xnaca « HexGrid»

Iicepeno: po3pobneno asmopom
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Pucynox A.4 — @paemenm inmepghetica «lInputState»

Iicepeno: po3pobieno asmopom
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newAmount)

ext = newAmount.T

Pucynox A.5 — @paemenm xnaca «InventoryManager»

Iicepeno: po3pobreno asmopom

Pucynox A.6 — @®paemenm xnaca «CraftingManager»

IDicepeno: po3pobreno asmopom
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n, Quaternion.identity);

Pucynox A.7 — @paemenm xnaca «PlayerSpawner»

Iicepeno: po3pobreno asmopom
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