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AHOTALIA

Bunyckna kBanidikaniiina 0akanaBpcbka podota MiCTUTh 87 CTOpiHOK, 50
PUCYHKIB, 5 Tabmuup, 18 mxepen ta 8 qonaTkiB 3araibHUM 00cAroM 18 CTOpIHOK.

Tema: Po3poOxka kommn'torepHoi 3/[ rpu xaHpy HIyTep 3 €I€MEHTaMU IITYYHOT'O
THTEJNEKTY

Meta po6oTu: J[oCHiIUTH METOIM MAIIMHHOTO HaBYaHHS MITYYHOTO 1HTEJIEKTY
Ta CTBOPHUTHU MPOTPAMHUN IPOAYKT — TPy 3 BUKOPUCTAHHSAM IITYYHOTO iHTEICKTY.

006’exTH nocaimkenns: [Haycrpis Bigeoirop ; Meroan CTBOPEHHS IITYYHOTO
THTEJNEKTY

IMpeameTn gocaigkeHnHs: Irpu 3i MTYYHUM IHTEICKTOM ; MallMHHE HAaBYaHHS
MITY9HOTO 1HTEIEKTY

3aBaaHHA 1JI JOCATHEHHSI MeTH POOOTH

e JlocmiauTu 0coOIMBOCTI PO3POOKH KOMIT FOTEPHUX ITOP

e [lpoananizyBatu Mmetoau ctBopenHs 11

e Po3poburu rpy 3 pearizoBanum I

Onep:xani pesyabratu: JlOCTiIKEHO OCOOIMBOCTI PO3POOKH BileOirop.
CTBOpEHO Ta peasi3oBaHO Y po3po0IeHil I'pl MATMHHO HABUCHHUH MM TYYHUN IHTEIICKT.

IIpakTuyHe 3HAYeHHsI oOJep:KaAHMX pe3yJbTaTiB. Jlana poOota Moxke
BUKOPUCTOBYBATHUCS U1 TMOKPAIICHHS aHalli3y METO/AIB MAaIlIMHHOTO HaBYaHHS 3a
JIOTIOMOTOI0 IFPOBUX CUMYIISIIIH.

OcHoBHa yacTHa po00TH po3aijieHa Ha 3 po3aiium.

VY nepuromy po3auti HaBeACHI pe3yabTaTH JOCIIKEHHS IPEIMETHOT 00IaCTi
Ta aHAJI3y METO1B PO3POOKHU Irop Ta MITYYHOTO IHTEIICKTY.

VY npyromy po3isi onmrMcaHi METOAN PO3POOKH OCHOBHOT YaCTHHH
MPOTPAMHOTO MPOAYKTY, a TAKOK BHCBITIICHI peaji30BaHi alTOPUTMHU.

VY TpeThoMy pO3/iJIi OMMMCAHMIA MPOIIEC PO3POOKH MAITUHHO HABUEHOTO
MITYYHOTO 1HTEJIEKTY Ta HOTO peaizaiis B Ipi.

Kmouosi ciosa: INTYYHUU IHTEJIEKT, AJITOPUTM, MAIITMHHE
HABUYAHH, BIJIEOI'PA, HEUPOHHA MEPEXA



AHHOTAIUA

BreinyckHas kBanu@ukanuroHHas OakanaBpckas padoTa coaepxkuT 87 cTpaHul,
50 pucyHkoB, 5 Tabnu, 18 ncrounukoB u 8 npuioxeHuit oobemom 18 ctpanui.

Tema: Pa3paborka kommbroTepHOW 3] Urphl KaHpa WLIyTEp C €JIEMEHTAMHU
HCKYCCTBEHHOI'O MHTEJJIEKTA.

Heas padorsi: MccnenoBaTh METOABI MAIIMHHOTO OOYYE€HHSI HCKYCCTBEHHOTO
UHTEJJIEKTa M CO3[aTh IOJHOLIEHHBIM MPOrpaMMHBIA TMPOAYKT - HUIPYy C
UCIIOJIb30BAaHUEM MUCKYCCTBEHHOTO MHTEIIEKTA.

O0bexThl uHccaenoBanms: Munyctpus Buzaeourp; Meronbl co3laHUs
MCKYCCTBEHHOT'O MHTEJJIEKTA.

IIpeamersl mucciaenoBanusi: Urpsl ¢ HCKYCCTBEHHBIM  HHTEJUIEKTOM;
MammHHoe 00y4eHne UCKYCCTBEHHOTO MHTEIIEKTA.

3agauu 1J151 JOCTHKeHMS eI padoThI:

* HccnenoBaTh 0COOEHHOCTH Pa3pabOTKH KOMITBIOTEPHBIX UTP

* [IpoananusupoBaTh MeTo1bl co3anus NN

* PazpaboTtaTh urpy ¢ peanuzopanabiM U

IMonyuennsie pesyabraThl: lccnenoBaHsl 0cOoOE€HHOCTH — pa3pabOTKu
Bugeourp. Co3maH M peanu3oBaH B WUIPE MAIIMHHO OOYYEHHBI HCKYCCTBEHHBIN
UHTEIJIEKT.

IIpakTHYeckoe 3HaUYeHUE MOJIYYEHHBIX Pe3yJbTaToB  JlaHHas paboTa MOXKET
UCMOJIb30BaThCS JJIS  YIAYYIIEHHWsS aHajdu3a METOJOB MAIIMHHOTO OOY4YeHHs C
ITOMOILBIO UTPOBBIX CUMYJIALIMIA.

OcHoBHas yacTh padoThI pa3ejieHa HA 3 pa3jeJia.

B mepBoMm pasznene NpHUBENEHBI PEe3yJbTaThl HCCIEAOBAHMS IPEAMETHOM
00J1acTy U aHaIu3a METOJI0B pa3pabOTKU UTP U UCKYCCTBEHHOTO MHTEJICKTA.

Bo BTopoMm pazzene onucaHbl METOJBl pa3pabOTKM OCHOBHOM 4acTu
IIPOrPaMMHOI0 MPOAYKTA, & TAK)KE OCBELIEHBI PEATU30BaHbl AJITOPUTMBI.

B Tperbem paznene omucaH Ipolecc pa3pabOTKM MalIMHHO OOYy4YE€HHOIO
HCKYCCTBEHHOI'O MHTEJIEKTAa U €r0 peaju3alys B Urpe.

KaoueBble ciaoBa: MCKYCCTBEHHBIM WHTEJUIEKT, AJICOPUTM,
MAIINMHHOE OBYUYEHUE, BUJIEOUI PbI, HEUPOHHBIE CETU



ANNOTATION

The final qualifying bachelor's work contains 87 pages, 50 images, 5 tables, 18
sources and 8 applications of total volume 18 pages.

Topic: Development of a computer 3D shooter game with elements of artificial
intelligence.

Goal: To study the methods of machine learning of artificial intelligence and
create a full-fledged software product - a game with artificial intelligence.

Research objects: Industry of video games; Methods of creating artificial
intelligence.

Research subjects: Games with artificial intelligence; Artificial intelligence
machine learning.

Tasks to achieve the goal:

* Investigate the features of the development of computer games

* Analyze methods of creating Al

* Develop a game with implemented Al

Results: Studied the features of the development of video games. A machine
learning artificial intelligence has been created and implemented in the game.

Practical significance of the obtained results: This work can be used to
improve the analysis of machine learning methods using game simulations.

The main part of the work is divided into 3 sections.

The first section presents the results of a domain research and analysis of game
development and artificial intelligence methods.

The second section describes methods for developing the main part of the
software product, and also highlights the implemented algorithms.

The third section describes the process of developing machine learning artificial
intelligence and its implementation in the game.

Keywords: ARTIFICIAL INTELLIGENCE, ALGORITHM, MACHINE
LEARNING, VIDEO GAMES, NEURAL NETWORK
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HEPEJIIK YMOBHHUX IIO3HAYEHb

IIpedad — irpoBuii 00’ exT, 30epekeHuit B paiinax mpoeKTy
I — mTy4Huil iHTENEeKT

Cxpunt — ¢aiin 3 KOJJOM OKPEMOro KIacy

RPG - Role Play Game — PoiboBa rpa

ATeHT - 00’€KT, KU SIBISIETbCSI HOCIEM ITYYHOTO THTEJIEKTY
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BCTYII

Irpu nmomomararoTh HaM MPOSIBUTH TO3UTHBHI €MOIIli, Taki SK IIKaBICTbh,
ONTHUMI3M Ta KpeaTUBHICTh. L1 eMoI1ii 3aIuIalThCs B CUJTi TPOTSITOM TPUBAJIOTO Yacy
nicast rpu. llpote, irpu Bxke AaBHO mNepecTaid OyTH MPU3HAYEHUMHU MPOCTO MJIA
po3Baru. CbOroJIH1 IFpH - 11€ CyYaCHHH C1oci0 B3a€MO/111 Ta HABYAHHS JIFOACH. A TaKOK
NOTYKHUHN IHCTPYMEHT ISl TOCHIIIKEHHSI HAYKOBHUX T€OPii, a00 ITYYHOTO 1HTEJEKTY.

Tema pobOTH € aKTyalnbHOI, OCKUIBKM B Hii OyJ0 JOCTIKEHO MpOILEC
CTBOPEHHS TpU Ta METOAM peamizalli IITYYHOro I1HTENeKTy. Takox OyIo
IpOaHaIi30BaHO 0COOJMBOCTI MammMHHOTO HaByaHHs LLII.

Metoro po6oTH OyI0 CTBOPUTH MOBHOIIIHHUH MPOTPaMHUN HPOAYKT — TPy 3
BUKOPUCTAHHSAM IITYYHOTO 1HTENEKTy. s mporo Oyno AOCHIIKEHO OCOOJIUBOCTI
pPO3pOOKH KOMIT IOTEpHHX Irop, TMpoaHanmizoBaHo Meroau crBopenHs Il Ta
po3po0JIeHO TPy, peati3yBaBIIy B Hii MammHHO HaB4ueHui [111.

O6’extu mocmimkeHHs : [HIycTpis Bifeoirop ; MeToau CTBOPEHHS MITYYHOTO
THTEJIEKTY

[Ipeamern mocaimkeHHs © Irpu 31 IITyYHUM 1HTEJIEKTOM ; MalnHHEe HaBYaHHS
IITYYHOTO IHTEJICKTY

["'oBOpsiuM TIPpO HOBH3HY OJIEpKAHUX PE3YIbTaTIB, MOTPIOHO CKa3aTH, 10 OyII0
CTBOPEHO a0COIIOTHO YHIKAJIbHY I'POBY CUCTEMY, 31 CBOIMU OCOOJMBUMHU MEXaHIKaMU
Ta HAlMOBHEHHSAM. A TakoX OyJi0 OFep>KaHO HaBUEHUW 3a JIOMOMOTOI0 HEHUpPOHHOT
MepeXi MITy4YHHUH IHTENEKT, Ta aHali3 MpOIEeCy WOro HaBYaHHS Ha MiAiOpaHux
napameTpax.

Pesynpratn poboTa MOXYTh OyTH BHKOPHCTaHI JJIsi TIOKpAIEHHS aHATI3y
METO/IIB MAIIIMHHOTO HaBYaHHS 32 JOIIOMOTOIO iIrPOBHX CUMYJISIIIH.

3a pe3ynbTaTaMu HAyKOBHUX JOCIIKEHB, IPOBEACHUX Yy OaKamaBpCchKiid poOoTi,
Oymo omy01iKOBaHO Te3H B 301pHUKY y3aranbHeHHX MaTepianiB koHpeperiii MSTIoE
2021-8 (8-ma CximHo-EBpomeiicbka koH(pepeHIs “MaTemMaTHyHi Ta NPOTrpaMHi

texHouorii Internet of Everything”)
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PO3JILI 1
OIJISIA NPEJAMETHOI OBJIACTI TA JOCJIPKEHHSI TEOPETUYHOI
BA3U

1.1. Amadqi3 inaycTpii Bineoirop

CbOrojiHi HEMOXKJIMBO YSIBUTU CBIT 0€3 MOOUIBHMX MPHUCTPOiB, KOMIT'IOTEPIB,
PO3YMHOI TEXHIKM Ta IHIIMX MPOSIBIB PO3BUTKY TEXHIYHOTO mporpecy. TexHiyHa
PEBOJIIONIS Ta BIPOBAIHKEHHSI KOMIT'IOTEPIB Ta TeIe(OHIB y KOXKEH JIIM Jiaja Mo4aToK
PO3BHUTKY IrpoBOi iHAYCTPii. JIF0ICTBO 3p03yMLJIO, 1110 MAIIIUHU, SIKi OyJIM CTBOPEH] JIJIst
MOJICTIIICHHS )KUTTEXISUTBHOCTI, MOXYTh OYTH YYJOBHMH irPOBUMHU MTPUCTPOSMHU.

Po3pobka koMm'toTepHHUX 1rop crajga OJHIEID 3 HAWOUIBIIUX Cy4YacHUX
IHAYCTpId, Mar4M CBOi HANpPSMKU Ta OCOONHMBOCTI. ICHye He3nmideHHa KUIBKICThb
JOOUTENIB TOrpaTH Yy Bigeorpy. Y HHUX TpalwTh JIOAH OyAb-iKOro BIKY Ta
HallioHaJabHOCTI. OTXKe, MOMUT Ha TaKy MPOAYKIIIIO POCTE 1 Ie 3a0e3nedye MITbHOHU
POOOUYNX MICIIb, Ta KOJIOCATbHI 000POTH KOIITIB y NaHIM 1HIYCTpii.

Po3poOkoro rpu Moxe 3aiiMaTHCs OJHA IIOJIMHA, a MOXE IIa KOMaHza
PO3pOOHMKIB 3 JACCATKIB, a OJCKYAH U COTeHb Jtojaeil. KoxkeH etanm B po3poOili rpu
MOXE BITOyBaTHUCSA BIJIACHUMH CHJIaMH 3 OOMEXEHUM OO/KETOM, a MOXe 1
criparounch Ha (iHaHcyBaHHS Bin BumaBil. Hepimko OyBae, 1o Tpy HaJaroTh
BUJIABIIIO BXKE Micis 11 po3poOKu, 3aaiis TOTO, 1100 BOHA HaOpaya MOMyJISPHOCTI Ta
rmoyasa IPUHOCUTH TPUOYTKH.

KosxHa rpa posnounHaeTbes 13 iei Ta KoHMenIii. Y Hill TaKOX BHU3HAYAIOTHCS
OCHOBHI MEXaHIKU TpH, peai3allis roJOBHOI 1/1e1, CFOXKET, PiBHI, METOIM B3aEMOJIII 3
rpaBieM Ta iHme. [licas mporo po3poOHUKHU irop OepyThCsl 3a BU3HAYCHHS CTHIIIO
IU3aliHy TpH Ta ii mporpaMHy 4acTUHY. | 0JIOBHA MIb TIPH PO3POOIIi TpH — SKICHO Ta
YITKO peari3yBaTH CIIPOCKTOBAHY MOJIENb TPH, CITIIYIOUH 1/1€1, 00 CTBOPUTH I[IKaBYy

Ta yHIKaJIbHY TPy, sika Oy/e 3a0X0UyBaTu rpaslisi TpaTy B HET.
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1.2. Meroam peanizanii INTY4HOr0 iHTEJIEKTY y irpax

OpHuM 3 HalCKIIQJHIIIMX Ta BOJHOYAC HAMAIEBIIIMX METO/IB 3pOOUTH Oy Ib-SIKY
rpy LIKaBIlIOIO Ta YHIKAJIbHOIO € peaji3allisd B Hii IITy4YHOro IHTENEKTy. Y cdepi
iHpOpMAaIITHUX TEXHOJOTrId CTBOPEHHS IITYYHOIO IHTEJNEKTY € OJHUM 13
HaWMEepCHEeKTUBHIMINX HampsAMiB. A came IrpoBa IHAYCTpIisS SBISEThCA HANHOLIbII
po3BuHyTOI0 cheporo 3 Bukopuctanusm LI. Bnposamxenns LI y rpy pobuts ii
OUTBII TOBHOIIIHHOIO, PO3LIMPIOIOYN MOKIIMBOCTI SIK pO3pOOHHUKIB, TaK 1 IPaBIIiB.

[rpoBuil MWITY4HUI I1HTENEKT MOXXHA peanizyBaTh KUIbKOMa METOJaMH.
[IpocTiMHu BBa)KalOThCS METOAM, KOJM 3a Jii IITYYHOrO IHTEJEKTY BIAMOBiIA€
IporpaMHUiA KoJI, a00 TeBHA cXeMa, y AKii 4ITKO BU3HAUCHO, 3a KX 00CTaBUH SIK1 JIi1

Ma€ BUKOHYBATH ITPOBUM areHT, HaNpuKias Ha puc. 1.1

MaTpynoeaTtH

[paBeUb y
noni sopy?

;
\

igXoawMTy Ao rpaeugd

paeeub B
pafiyci aTaku

ATakyBaTW rpaBus

Puc. 1.1 Ipunnun podotu npoctoro irposoro I
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CxnagHIimmM X MeToJloM siBisieThess cTBopeHHs LI 3a momomororo meToniB
MalIMHHOrO HaByaHHA. [IpoTe mel MeTon 03BOJSE CTBOPUTH IITYYHUH IHTEIEKT
TakuM, HIOM BIH CIpaBli BMIE MHCIHUTH, KOXXEH areHT 3 TaKUM IHTEJIEKTOM Oyje
aHai3yBaTH CEPEIOBUIIE Ta BAKOHYBATH /i1 3aBJSIKM HEHPOHHIA Mepexi.

JUisi BUKOHAHHS 3aBAaHHS OyJO CTBOPEHO IITYYHHH IHTENEKT HaBYCHHUI 3a
normomororo Meroay Reinforcement machine learning. Jlanuii MeTox MOXKHA
oxapakrepu3yBatu sk ‘“HaBuanHs yepe3 momuiku 1 ycmix”. Ilpm HaBYaHHI areHTy
JAI0ThCS BKA31BKH, 1110 pOOUTH TOTaHO, a 110 aoope. Sk came poobuTu Te, 1mo “godpe”

areHT JI3HAE€TbCA CaM, aHaJII3YI0UM CBOI OMNepeIHl Ali 1 pe3yJabTaT 3a HUX.

l MawwnHHe HaB4YaHHA LI
1

1
l Reinforcement l Unsuperwsed l Supervised
l 3MeHLeHHA l l l
PO3MipHOCT Knactepu3sauia Perpecin Knacuoikauis

-Cermen -MporHo3y
Ta L|||ﬂ BaHHA

Puc. 1.2 Tunu mammmuasoro Hasuanus 1

[

- Pobort

-B
peanbHoMy
yaci

[

-3*KMMaHHA
3i
36epekeHH
AM 3MmicTy

-liarHocTuKa

- Irposuit LI

Knacudikaui
A 306parkeHb

-OTpUMmaHHA

1.3. JlocJizkeHHS KaHPY Ta aHAJIOTIB

1.3.1. %Kanp po3pob.1eHoi rpu

I'pa “Hexagon Keepers” — 1me TppOXBUMIipHA T'pa KaHPY NUIYTEP BiJl MEPIIOTO
nuist. B Hil MicTAThCs eneMmenTH xanpy Action-RPG (6oitoBa pospoBa rpa).

OCKITbKM Tpa TPHOXBUMIpPHA, II€ O3HA4a€, IO BCl MOJAII BiAOYBarOTHCS Yy
TPHOXBUMIPHOMY MIPOCTOPL, TOOTO TrpaBellb MOXKE IMEPEMIILyBaTH IEPCOHAXa IO

TPHOM OCSIM KOOpauHaT (X,Y,2).



14

[Iyrep Bix nepmroi ocoou, adbo FPS, mo o3nadae First-person shooter - me »xanp
BiJI€Oirop, mo sABISEThC miaBuaAoM >xkaHpy lllytep. B ocHOBI irpoBoro mpoiiecy
JICKUTh 3HUILEHHS BOPOTIB PI3HUMHM BHUJIaMU 30poi. XapakTEepHOIO OCOOJIUBICTIO TPU
BiJl MEPIIOro JIUIIS, € T, 0 IrpoBa KaMmepa po3TallloBaHa TaMm, A€ 3HAXOASAThCS Oyl
I'pOBOr0O MEpCOHaXka, Ta peayli3oBaHa TaK, IO MAa€ 3JaTHICTh BUIBHO pyXaTHCH,
IMITYIOYM PYyX TOJIOBU MEpcoHa)xa. TakuM 4YMHOM BiAOYBa€ThbCA IMITAllil BUIY «3
ouei» rojoBHoro reposi. Came Taky peanizaiiio 0yJ10 BUKOPUCTAHO MPU CTBOPEHHI
rpu “Hexagon Keepers”.

VY 1pi “Hexagon Keepers”, sik 1 B Oynp-sakiii FPS rpi rpaBeup kepye ogHuUM
MEPCOHAXKEM, II0 MOKE€ BUKOPHCTOBYBATH TEBHY KIUIBKICTh IrPOBHX MPEIMETIB Ta
30poi 1711 BUKOHAHHS OCHOBHOT'O 3aBJIaHHS - 3HHUIIEHHS BOPOTiB. Y IIyTepax IpaBIsiM
3a3BUYall IOSCHIOIOTh, KM € iTPOBH MEPCOHAXK, SIKa IOTO OCHOBHA I[UJTh 1 YOMY HOMY
noTpiOHO Oopotucs 3 mporuBHUKamMu. Y Tpi “Hexagon Keepers” Oyno pearnizoBaHO
10Jlayy CIOKETY MPSIMO ITiJ1 Yac TPH, Y KOPOTKHUX JI1aJiorax 3 iIrpOBUMHU MEPCOHAKAMH.

[leBHOIO MipoOIO TPy MOKHA BigHecTH 10 )aHpy Action-RPG (6oiioBa ponboBa
rpa). Action-RPG - 1ie Te s came, 1o i :xanp RPG, aie B Hilf OCHOBHA yBara 3arocTpeHa
caMe Ha TaKOMY €JIEMEHTI IrpOBOTO IPOIIECy, sIK 00pOThOA 3 MPOTUBHUKAMU.

Bci piBHI po3p006JieHOT I'pH ABISIOTH COOO0IO0 CYIiIbHE MMoJie 0010, Ha SIKUX Maihke
HIYOT0 KpiM BOPOXKHX MOHCTPIB HEMAE, a 0TKE OOPOTHCS MOTPIOHO MOCTIiHO. [CHYIOTH
JIUIIIE HEeBEJIMKI JIOKAIIii, Ha SIKUX I'paBellb MOKE MIEPEIOYHTH, 3aBEPIIYIOUYN BUKOHAHI
3aBJIaHHs, IPOCYBAIOUHUCH TIO CIOKETY.

PonboBa Bineorpa, abo RPG, mo o3nauae Role-Playing Game - sxanp Bineoirop,
JI¢ OCHOBHa YaCTHHA IrpOBOTO TPOIECY TOJATAaE B YNPaBIiHHI MEPCOHAXKEM, SKi
JOCIIPKYIOTh ITPOBHUM CBIT, BUKOHYIOTh PI3HOMAHITHI 3aBIaHHS, Ta PO3BUBAIOTHCS,
CITITYIOUH CIOXKETY.

VY 1pi “Hexagon Keepers” moTpiOHO KepyBaT OJHUM €IWHUM MEPCOHAKEM —
“brmykatounM MaHapiBHUKOM” , 10 Ma€ CBOIO pOjb Yy irpoBomy cBiTi. ['paBiesi
MOTPIOHO TOCHIIKYBATH CBIT, OOPOTHUCS 3 BEJIUKOIO KUIBKICTIO BOPOKUX CTBOPIHb, Ta

JI3HABATHUCA JIeAal OUTbIIE JeTaliei CIOKETY TPH.
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[Ile ontHI€r0 OCOOIUBICTIO CTBOPEHOI I'PH, 3a SIKOO Il MOXHA BIAHECTH J10 KaHPY
Action-RPG € Te, mo rpaBHIO JOBEICTHCS NPOTUCTOATH BEIUKIA KIJTBKOCTI
MIPOTUBHUKIB, KOXKEH 3 AKUX Ma€ 0COOJIMB1 aTpUOyYTH, IO POOJISTH iX Bpa3JIMBUMHU, a00

K HABITAKW 3aXUIIEHUMU BiJ BIAMOBIIHOI 30p0Oi IpaBIIs.

1.3.2. AnaJjioru

Hocnimpkyoun aHanoru, MoxHa B3atu 3a npukiaa rpy WARFRAME - 1e
0€3KOLITOBHUI HayKOBO-(DaHTACTUYHUU IIyTep BiJ TpeThoi ocobu. Jlana rpa Oyia
po3poobaena Digital Extremes y 2013 porri.

[Tonii B Warframe po3ropTatoTbcs B ajgekomMy MailOytHeomy, fe B CoHsuHIN
CUCTEM] BOPOTyIOTh ABI cTopoHu — “Kopmyc”, KynpT KyIliB-Merakopropaiii i3
NepeoBOI0 POOOTOTEXHIKOI Ta JIA3epPHUMM TEXHOJOTIAMHU 1 “3apakeHi” - Ha3Ba
XBOpOOH Ta ii )KEepTB, KA MOKUPA€ BCiX. ['paBIli BUCTYNAIOTh y POJIi APEBHHOT'O BOTHA,
CTBOPEHOTO JUIsl 00POTHOU 3 TAEMHUYUM BOPOTOM.

['paBIii 3aBXaM MPOTHUCTOATH BOPOTaM y OUTBININ KUTBKOCTI. 3 I[I€0 METOIO
I'PaBIll MAIOTh Y CBOEMY PO3IOPSKEHH1 PI3HOMAHITHUM apceHal 30poi, sk apxaiqHof,
Tak 1 cydacHoi. Takox, KOXKeH NMEePCOHaX IpaBlisi Mae MEBHUN HAOIp 3A10HOCTEH, 110
3HAYHO JoTmoMaraioTh B 6010. He3Bakaroun Ha Te, 1110 11€ B OCHOBHOMY Tpa-IIyTep,
reiMIIielt Mae neBuui pokyc Ha enementu RPG-rpu.

[Tpu po3pobii rpu “Hexagon Keepers” BUHUKIIO 3aBAaHHS 3POOUTH CXOXKHUH
IIyTep BiJl MEPIIOTO JIUIIS, aje 3 CKIAAHINIOI TeXHIKOI 00pOTHOM 3 MPOTUBHUKAMU.
Jlnst miporo, HaBiaminHO Bimx WARFRAME vy skiii y TpaBis 3 caMOTO MOYaTKy PIBHSA €
BCsl TOTpiOHA oMy 30posi, Oyino 3poOJieHO Tak, MO0 T'paBellb MaB MOXKIIHMBICTH
migoupatu 30poro 3 mosisi 0oro, Ta BHKOpUCTOBYBaB ii. lleWt mertom 3abesmeuye
MOCTIMHY TUHAMIKY ITPOBOTO MPOIIECY, MPHU SIKOMY TPaBIIEBi 3aBXKI MOTPIOHO IIyKATH
MpaBUJIbHUI TUIl 30poi, Ta BUPINIYBAaTH, BUKOPUCTATH ii B TOM K€ MOMEHT, YU
MOKPALIUTH, 11 OUTbIIO0T €(heKTUBHOCTI. Takox y po3po0iieHiit rpi Oyio0 peanaizoBaHO

manmmaao Hasuenuit 1.
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1.4. Amnaji3 npoTOTUIIB I'PU 110 PO3P00JIEHO

“Hexagon Keepers” Oyna cTBOpeHa KOMOIHAIIEI0O MEXAHIK JIBOX 1HIIMX pPaHIIIe
CTBOPEHUX Irop, 31 3HAYHUMHU JIONMOBHEHHSAMH. 3 OJIHI€I Ipu Oyna B3siTa OCHOBHA
MeXaHiKa po3MoLTy IPOTUBHUKIB Ha PI3HI KJacH Ta 30poi 3 pi3HUMU aTpUOyTaMHu, 110
10 CBOEMY BIUIMBAIOTh Ha BIANOBIAHI KJIACH MPOTUBHUKIB. 3 1HILIOT X I'pu Oyna B3sTa
MeXaHiKka TeHepalli MPOTUBHHUKIB Ta 30poi Ha IrPOBOMY IMOJi, a TaKOX CHOCIO
B3a€MO/I1i TpaBIIsl 31 30POEIO.

OnHiero 3 irop, 1o aana noyatok rpi “Hexagon Keepers” e rpa “Random War”,

IO CTBOpIOBajacs y BUIbHUU BiJ HaBYaHHS 4ac Ha 2 kypci. Llg rpa sBise coboro

TEKCTOBY Irpy kaHpy Roguelike Bci mofii sikoi BigOyBarOThCS B KOHCOJI.

WELCOME TO
FANDOM WAR

1-Posnoyatu rpy
2-BuiATn 3 rpu

Puc. 1.3 Bitansuuit Hanme nipu 3amycky rpu Random War

Roguelike, Tobto rogue-moiOHi irpy — 1€ TiPKaHP POJIHOBHX BilEoirop, y
SKUX MalbKe 3aB)KIW HasBHA BHUIIQJKOBa TeHepallis pPiBHIB Ta/ab0 MPOTHBHHKIB,
MOKPOKOBHI IrPOBHI1 IIpOLIEC, Ta SIKIIO NEPCOHAX MOMHUPAE, TO I'Pa PO3MOYNHAETHCS 3
camoro nouarky. Came Tak Oyna peanizoBana rpa “Random War”, y sikiii npOTUBHUKH

TEHEPYIOThCA Y BUMAJKOBOMY MOPSIAKY, a IFPOBHIl Mpouec BiI0YBAETHCS MOKPOKOBO,
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MICTsl KOKHOI 111 rpaBis. Y AaHii rpi € 6 TumiB 30poi, BOHU MPOJAEMOHCTPOBAHI Ha

pucyHky 1.4

Puc. 1.4 CkpiHIIOT rpH, IO IEMOHCTPYE PI3HOMAHITTS 30poi

Kosxen Tun 30poi Mae cBOi mapamMeTpu Ipu BUOOP1, HAMPUKITAT OYIb-sIKHH JTyK
OyJe MaTH MEHIITy IIBUJIKICTh aTaku, ajie OUIbITy CHIy, HDK Medi. Pi3H1 Medl Ta Tyku

TaKOX BIIPI3HAIOTHCA CBOIMHU XapaKTEPUCTHKAMH -

17 1:
sword = "6auMcKkaBUYHUN"; bow = "BorHaHun";
heroSpeed -= heroSpeed -=
> >
2: i
sword = "HagnoTyXHuu"; bow = "nbopoBun”;
heroDamage += 25; heroDamage += 20;

P ’

3: 3:

sword = "npoknAaTun"; bow = "cBAaweHun";
heroHealth += 200; heroHealth += 200;

heroMaxHealth += 200; heroMaxHealth += 200;

J 2

Puc. 1.5 Yactuna xoay rpu, 110 BiJIIOBia€ 3a 0a30B1 mapameTpu 30poi
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[Ile omHMM OCHOBHMM KOMIIOHEHTOM TpPHU € T€, 10 B HIM HasiBHI 9 TumiB
MPOTUBHHMKIB, KOXKEH 3 SKMX Ma€ 0cOOJMB1 aTpuOyTH, 1 BIAMOBIIHO KOHA 30posi O

PI3HOMY BIUTMBA€E Ha HUX.

Bonys

((sword == "6auckaBuyHuin" && monster == "enbd") || (sword
heroSpeed

((sword "HagnoTyxHun" && monster == "Tpent") || (sword
heroDamage += 30;

((sword == "npoknatun" && monster == "NoONyMAHUWA MOHCTpP™)

enemySpeed += 10;
enemyDamage -=

Puc. 1.6 Yactuna xoxy rpu, 1o BiJiIIOBiIae 3a O0OHYCHI mapaMeTpu 30poi MpoTu

BIJIMOBIIHUX THUIIIB MPOTUBHUKIB

Hanpuxmnan, “enbd”, “TpeHt” 1 “rodmn” OyayTh ropiTH, SKIIO0 iX aTaKyBaTH
“BOTHSIHMM JIYKOM”, a SKIIO aTaKyBaTH ‘“‘TIOJyM’STHOTO MOHCTpa”, “memoHa” abo

99 ¢¢

“BOJITHOTO MOHCTpa” “IPOKJIATHM MEYEM”’, TO MBHJKICTh aTaKu MPOTUBHUKA 1 HOTO
cuia aTakv OyayTh 3MCHIIICHI.

Jpyra rpa, mo Jisiriia B ocHoBy “Hexagon Keepers”, e rpa “Colour Mage Arena”.
Jlana rpa Oyma cTBOpeHa misi ytaboparopHoi poOoTu 3 aucuumuiiak «Po3poOka

MYJIBTUMEIIMHUX Ta ITPOBUX CHCTEM» Ha 4 KypCi.
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Q unity WebGL Colour Mage Arena E

Puc. 1.7 Ckpinmor 3 reiimiuietro rpu Colour Mage Arena

Jlana rpa siBisie co06010 IBOXBUMIPHY I'py skaHpy Shoot 'em up, 1110 3 aHTTIHCHKOT
MEPEKIIATIAEThCS K «IepecTpuraTu ix ycix». lle »xaHp Bigeoirop, B SKUX T'paBellb,
KepyIO4YM TMepCOHaxkeM OopeThcs 3 OaraThMa MPOTUBHUKAMH 3a JOTOMOTOIO
CTPUISHMHM. 3a3BUYaili B TaKUX Irpax IMpoiec OOpoTbOM 3 TPOTUBHUKAMU
300paKy€eThCs y CTHIII30BaHO1 MaHepi. Lo rpu € momonanns ycix IpOTUBHUKIB HA
PiBHI, IIUISIXOM iX 3HUIIICHHS.

OcHoBHa MexaHika 1i€i rpu, sKy B TEBHIM Mipi HachigyBaia rpa “Hexagon
Keepers” € crmigyroua :

I'paBenrb Mae B paHili 1O JBI SYEHKH JJIA IMyJi KOKHOTO KOJBOPY, BIH MOXKE
30mparn iX, Hactynaroum Ha HuX. I[Ipm Hatuckanai kimapim Z, X, C — BiANOBITHO
CTBOPIOETHCS 3aKIIMHAHHS TOTO K KOJBOPY B PYIIi Mara, sIKIIIO TpaBellb CTBOPUB JBa
3aKJIMHAHHS, TO BOHHM Yepe3 3aTpuMKy | ceKyHAa, 3MIMIaloThCS B OJHWH KOJIp,
3a¢apOyrOTh Mara B HbOT'0, Ta CTBOPSITH CTPUIKY BiAMOBIAHOTO KOIKOpy. Komu cTpinka

CTBOpEHA, TpaBellb MOXE LITUTHUCA, PyXaloud MHIIEI0, Ta HAXATH Ha JIBY KHOIKY
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Muul, o6 BUCTPUINTH. 11l00 3HUIIUTH NPOTUBHUKA, TOTPIOHO BUCTPUIUTUA B HHOTO

MyJICIO TOTO X KOJIBOPY, IO i BiH.

1.5. BucHoBkH 10 1 po3ainy

OT1xe, B IbOMY PO3/1JI1 HABEJICH1 Pe3yabTaTH JOCIIKEHHS TPEIMETHOI 001aCTi
Ta aHaJIi3y METO/AIB PO3POOKH Irop Ta MITYYHOrO I1HTEIEKTY. byno JocCiiiKeHo
0COOJIMBOCT1 IrPOBOI IHAYCTpIi a TakoX METOAW peaji3alii irpoBOro IMTYYHOTO
1HTENeKTy. byo BUCBITIEHO aHAIOTH Ta TPOTOTUIIN PO3POOIEHOT IPH.

Irpu ctanu He mpocTo 3a6aBKamMM, a MacIITAOHOIO 1HIYCTpPIEO 3 MUIbHOHAMHU
KOPHCTYBayiB Ta PO3POOHUKIB.

Hexagon Keepers otpumarna cBiil mo4aTok 3 JBOX IHIIKUX paHille po3poOJIeHnX

NPOTOTHIIIB, 3 AKUX OYJIM B3STI KJIIOUOBI MEXaHIKU Ta IrPOB1 00’ €KTH.



PO3POBKA ITPOI'PAMHOI'O IPOAYKTY

PO3JILI 2

2.1. Apxitektypa rpu

.%’/F MeHro \,

Puc. 2.1 State diagram (/liarpama craHiB) irpoOBOro 3aCTOCYHKY

T
\__MokasyeTbcs mMeHto rpm_j

Haaro
kHOMKY "Start"

MoYaTox rpu w
|HIYianizyTbCA AaHi
e NiaroToBka 40 rpu
N

Mpa w{
J

Tpueac IrPOBUIA NpoUec

/;

1T

KHOMKY
xit Game

(e )

Qai,qﬁyaambcg BMXiOd 3 rpwj
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Ha niarpami craniB 300pa)k€HO CTaHW TPH, MOYMHAIOYM TOJOBHOTO MEHIO,

3aKIHYYIOUU BUXOJIOM 3 HEl.
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Combat.cs —» Player_Movement_2 cs
le—
Capsule Ground Check Ceiling Check
A h A
IMagnet.cs
Player » Magnet >
game Object
4 J'
.| Directional Light
ChestHolder » ul
WeaponHolder 71 CameraController
>
Point Light
Y A 4
A Y
Collector Chest
Main Camera UlCamera
v A 4
Collect.cs PowerController.cs €— v Mouse_Look.cs

Weapon_pivot

Puc. 2.2 [liarpama kommoHeHTiB 00’ ekTy Player

Jliarpama Ha puc. 2.2 300paxkye CTpyKTypy irpoBoro o00’exra Player —
nepcoHaxa rpasis. [IpsMokyTHUKaMU 300pakeHi irpoBi 00’ €KTH, IO € CKIATOBUMH
Player. 3HaukoM 3aMiTKH TO3HA4YCHI CKPHUITH BIAMOBIIHUX IrpOBHX 00’ €KTIB,
KOMITOHEHTaMU SIKHUX 111 CKPUIITU SBIISFOTHCS.

ChestHolder — wmictute y co6i Collector ta Chest, sxi y cBoro uepry
BIJIMOBIZAIOTH 32 30MpaHHs KyOUKiB, Ta Bi3yaJbHE BiTOOpaXEHHS I[HOTO MPOLIECY.

WeaponHolder — BinmoBigae 3a kepyBaHHs 30pO€r0 Ta HaJJaHHS 1il Bi3yaJIbHOTO
CYMPOBOIY y BHUTJISIZII BiIIOBITHOTO KOJIBOPY.

Magnet — BiamoBimae 3a TMpUTATYBaHHSA KyOWKIB JIsi 30MpaHHS 1O 00’ €KTY
Collector

CameraController — Bignosimae 3a kepyBamns Main ta Ul kamepamu Ta

po3mimeHHs mxepel ceitia Point Light ta Directional Light.
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36poA paseUk 3ibpae .
3'ABunaca y pyui ynamok 30pal

[ paBeub 3ibpas
e oqvH YNamok

30poa nokpawmMnaca

MpaEelUb HATUCHYE
KHOTIKY aTaku

pPaBeUb BNYy4WE
NPOTHBHMEKS

30poa dyna
nokKpalleHa

MpoTUBHKKY
HaHOCHTLCA
NiABWLLEHA LLUKOAA

MMpOTHBHMEKY
HaHOCHUTLCA
3BMYalHa WKoga

{ 3bpoa BTpavac ) Gﬁpc}g EHHLI_LYETbCﬂ)
NOKpaLeHHA

Puc. 2.3 Jliarpama gisuTbHOCTI, IO OMUCYE MEXaHIKy 30poi

Ha giarpami, mo Ha pucyHKy 2.3 ONUCYIOTHCS OCOOJMBOCTI MEXaHIKU 30poi.
Buxonsiau 3 Hei, MO)KHA 3pOOUTH BUCHOBOK, IIO Y T'PABIIS € KUTbKA BapiaHTIB Jii mpu
30upanHi 30pof :

e Bigpady X HEW aTaKkyBaTH MOTPIOHOTO TPOTUBHHKA Ta HAHECTH HOMY
3BUYAMHOT IITKOJIH, TTICIISI 9OTO 30pOs 3HUIIHUTHCS 1 MPUIAETHCS 3HOBY ITyKATH yIaMOK
e VYTpuMaTucs BiJi BUKOPUCTAHHS HETIOKPAIIEHO1 30poi, 310paTH 1m1e OA1H yJIaMOK,
o0 11 MOKpaNMTH Ta HAHECTH MiJBHINEHY IIKOAY MPOTUBHUKY Ta Ie i 30epertu

30pOI0 BiJl 3HUILICHHS.
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2.2. llpoeKTyBaHHSI reMILICIO TA CIOMKETY

2.2.1. Cuena 1 (Ilepie 3HalioMCTBO)

['paBens kepye mepcoHaxem — baykarounm MaHIPiBHUKOM, IO BUIAIKOBO
MOTpAIUB y IFPOBUM CBIT, MiJl YaC CBOEI MOJOPOXKI Y MOLUIYKAX MAariyHOro KaMeHIO
CTHXI1i. 3 caMOro Mmovatky BiH 3ycTpiuae HeBimoMoro — irpoBoro rnepcoHaxa, 1o cTae
JYXOBHUM HACTAaBHUKOM 1 TOMIYHMKOM biykatouoro ManapiBauka. HeBigommii
pO3IOBiJIaE, 110 iICHY€E 6 KpaiH, y SKUX KOJUCH MpaBuiin 6 obepiraviB MEeCTUKYTHUKA,
ajie crajacs »axJIMBa Heroja i Bci oOepiraui BTpaTwin cBoi cuiu. Ilicias doro, Ha
3eMJIIX KpaiH ocenmwiucst 371 cTBOpiHHA. HeBimomuii nae MannpiBHUKY 4apiBHY
CKPHHIO, Ta JIa€ 3aBJIaHHS 3HAWTHU CBill epmuii pparMeHT 30poi, 100 BUKOPUCTATH 11
Ha BOpora.

[Ticns Toro, sik TpaBells 30upae pparMeHT 30poi, 1151 30post 3’ ABISETHCS Y HOTO
mpaBiid pylli, Ta MpU HATUCKAHHI J1BOi KJIaBillll MUIII, I 30posi BUKOHYE yaap, abo
MOCTPIJI.

[Ipu BukopucTaHHi 30poi Ha MNPOTHBHUKA, MPOTUBHHUK 3HUIIYETHCS,
po3Iaiarourch Ha OaraTo Kyoukis. [Ipu HabMMKeHH1 70 KyOHUKiB, 110 JIeXKaTh HAa 3eMITI,
3 SIBJISIETBCS MaridyHa CKpHHS, IO BIIIKPUBAETbCs, Ta 30Mpae y cebe BCi KyOWKH

o6JIM3y IrpoOBOTO MEPCOHAKA.

2.2.2. Cuena 2 (ITosicHeHHsI MeXaHiK TPH)

[Ticns bOTO TpaBeIs 3HOBY MOBEPTAETHC 0 HeBimoMOro, 1 TOH MOSICHIOE, 110
KyOuku, sKi 3i0panma CKpuHS — 1€ IrpoBi pecypcH, MO0 HEOOXiTHI TpaBIeBi s
MIPOXOJKEHHS TPH.

HeBinomuii HaBua€ rpaBiisd TOMY, 0 Y KOXKHOTO MPOTHBHUKA € 4 aTpudyTH, 2 3
MO3UTUBHUMH €(PeKTaMu sl MPOTUBHUKA Ta 2 3 HETATUBHUMU JJISI HHOTO XK.

HeBigomuii Bkaszye rpaBlieBl, 1[0 AJig OPOOY/KEHHS CUJIM B KOXHOTO 3 6

o0epirayiB NIECTUKYTHHUKA, MOTPIOHO 310paTH MEBHY KUIBKICTh KyOHKIB KOJIBOPY, LIO
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BI/IMOBIIa€ KOJMBOPY CTHUXii obOepiraua. HeBimomuii Takox 3acTtepirae, 1o Mpu
KOXXHOMY MpoOy/KeHH1 oOepiraya OyJe BUKOPUCTAHO PIBHO MOJOBUHY BCIX 1HIIUNA

KyOHKIB, KOJIbOPIB, 1110 HE BIANOBIAAIOTH CIIECLIATILHOMY.

2.2.3. Cuena 3 (IlpoOya:kenHsi od6epiraua)

bnykarounii MaHApIBHUK MIAXOAUTH N0 oOepiraya, s SKOro BiH Ha30upas
JOCTaTHIO JIJISI IPOOY/KEHHS KUTBKICTh KyOWKIB BIAMOBIAHOTO KOJKOPY. Bigmarouun
noTpiOHI KyOWKH, TrpaBellb BTpaya€e IMOJOBUHY YyciX I1HIMMX KyOukiB. O6epirau
NpOoOYyIKY€ETHCSI, TOBEPTAIOUX CBOIO CHITY, Ta 3alAIIOE€ BIAMOBIAHUMN HUIIX 0 LEHTPY

BCJIMKOT'O MICCTUKYTHHKA.

2.2.4. Cuena 4 (Ilpo0ya:keHHsI OCTAHHBLOTO 00epiraya)

Axmo npoOyauTH CcwiIM BCiX o0OepiradiB, To Bci 6 oOepiradiB 3amaisiTh
BIJIMOBIJIHI IIJIAXUA 10 LEHTPY IIECTUKYTHHKA B CEPEAUHI SKOTO 3’SIBUTHCS KaMIiHb
CTUXI1H, IKUH 1 IITyKaB TOJIOBHUH TIEPCOHAXK TPHU.

Takox, rpaBIieBi cTane Bigomo, 1o HeBimoMuii HacipaBi — 11 BEpXOBHHM Mar
ycix 6 kpain. I mo came BiH cTBOpUB (POpMYITy KAMEHIO CTUXIM.

Ha npomy erami rpa BBaXKaeThCs 3aBEPIICHOIO, alie TpaBelb J0Ci MOXe

OOpOTHUCS 3 TPOTUBHUKAMH, HAKOITMYYIOUH IrpoBi 0anu 3a 30MpaHHs KyOHKIB.

2.3. Po3pooOka rpagiunoi cki1agoBoi rpu

OCHOBHOIO CTHIIICTHKOIO Tpadiku rpu O0ysa0 oOpaHO BOKCeNbHY Tpadiky. Aue
MOTIEPETHBO JIJIS IHOTO Oy CTBOPEHI 300pakeHHSI Y TIIKCEIIbBHOMY CTHIIL.

[TikcenpHa Tpadika, abo pixel art me ¢opma nuppoBoro MwucTeNTBa, €
300paKeHHS CTBOPIOIOTHCS Ta PEAryrOThCS Ha PIBHI MIKCENiB, TOOTO KOXKEH MIKCEIb
300paKeHHsI JIOJA€ThCA XYAOKHUKOM Bpy4HY, a00 3a JOMOMOIOI0 CIEliaIbHUX
MEH3JIMKIB, YA IHCTPYMEHTIB, IIO0 MICTATbCA Yy MNPOTPaMHOMY 3a0€3MEeUeHH1 MIJIs

penaryBaHHsa rpadiku. Ilpu mnpoekTyBaHHI BUIJISAY IFPOBUX OOEKTIB  OYJI0
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BUKOPUCTAaHO CaM€ TAaKy TEXHOJOTil0. JIBOXBUMIPHHUI BUIJISA NMEPCOHAXKIB Ta 30poi
CTBOprOBaBcs y Aseprite -6e3komToBHOMY rpadivHOMY peaakTopi s ctBopeHHs 2D
CIIpalTIB Ta aHIMaIlii.

OcHoBHOMW pucoro pixel art-y sBnsieTbcss HOro yHIKaIbHUEN Bi3yalbHUN CTUIIb,
JIe OKpeMI MIKCeNl CIyKaTh OyIiBeJIbHUMH OJIOKaMH, 10 CKJIaJIal0Th 300pakKeHHS.
CrtBopiotoun rpadiky B TaKOMY CTHJIL, AY>KE€ BaXKJIMBO 3BEPTATH yBary Ha KOXEH
MiKCelb, a/J)Ke YUM MEHILEe PO3IIUPEHHS 300pa)Ke€HHS B LUJIOMY, TUM 3Ha4yIIIIIUM
CTa€ KOXXEH IMiKCeIb. JIBOXBUMIPHUN BUTIJISA] MEPCOHAXIB Ta 30poi st rpu OyIio
BUKOHAHO y po3Mipi 32x32 mikcessi, TOMY, 3MIHUBIITN BChOT'O JICKLIbKA 13 HUX, MOXHA

OTPUMATH 30BCIM 1HIITUHN pe3yibTat (puc. 2.4 )

Puc. 2.4 JlemoHCTpallis 3HA9YIIOCTI KOKHOTO TIKCETs

Takuii miaxig K10 cTBOpeHHs rpadiku moTpedye BHCOKOI KOHIIEHTpAIlii Ta Ta
BMIiHHS BHJIUISITH OCHOBHI 3HAYYIIi PUCH CTBOPIOBAHOT'O 00pasy.

BaxxnmmBuM IHCTpYMEHTOM JJIsi BUIUIEHHS OCHOBHUX pUC Ta (hOopM 300pakeHHS
€ KoJip. Y miKcenbHi rpadiri, a 0co0JMBO MpU CTBOPEHHI HEBEIUKUX 300paKe€Hb
OPUMHATO BUKOPHUCTOBYBaTH 2-5 KOIbOpiB Ta 1iX BiaTiHku. lle mpaBuio

JTOTPUMYBAJIOCS 1 IPU CTBOPEHHI MEPCOHAXKIB TPH.
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2.2.1. CTBOpeHHs ABOXBUMIPHOIr0 cipaiiTy

Y rpadiuHomy penakropi Aseprite Oyio cTBOPEHO HOBHI CIIPANT 3 pO3MipaMu

32x32 mikceniB. 3 mpo30puM (HOHOM.

[E] characters.aseprite - Aseprite v1.2.9-x64 Hell Sprike
FE0 Edit Zprite Lader Frame Seld -Sizeiooo
WO E wiak: [ |
Qpen... CHHO [ it B2 ]
Open Becent 3
---------------------------------------------------- ~Calor Mode -
Saue CEFI+3
Saue As... ChFl+5hift+5 PLER | Eradseale ) indeved
E=port... CErl+Alt+5hifl+5 ﬁ - =
Ell:lﬁE' l:tl"l+h.-' -Eackgr’gund: .........................
Cloze Al CEFl+Shi FE+1d -
____________________________________________________ Transerarent Llhite Elack
Import Sprite Sheet CErl+] L1
Export Sprite Sheet Ciri+E
Repeat Last Export  Chrl+Shift+x || = Rdvanced Options

Puc. 2.5 CtBopeHHs HOBOTO cripaiiTy B Aseprite

Byno ctBopeHO nmamiTpy 3 KOJIbOPIB, M0 NIAINAYTh 11 300paxeHHS.

| #3Ta46D ]

Puc. 2.6 Bubip xonpopy Ta mamitpa

Kopuctyrounch iHCTpyMEHTaMU pejakTopa Ta MigiOpaHOI0 MaiTPOI KOIHOPIB

OyJ10 CTBOPEHO CIIPAKT IrPOBOTO TIEPCOHAKA.
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2.2.2. KonBepTyBaHHA CIIPANTY B TPLOXBHUMIipPHUI 00’ €KT

B rpadiunomy pemaktopi ansi BokcenbHOi rpadiku Magica Voxel Oymno
CTBOPEHO HOBUH ITyCTUH IIPOEKT.

30epexxeHuil crpailT nepcoHaxka y ¢GopMari KapTUHKH OyJ0 MEpEeMIIIEHO Yy
BIKHO MpOrpamu, 3 BIAKPUTUM IYCTUM HPOEKTOM, TaKUM YMHOM OYJIO CTBOPEHO
TPHOXBUMIPHUIA BOKCENbHUN OO0 €KT, KOXKEH BOKCEIb SIKOTO BIAMOBINA€E MIKCEIIO

cnpaiita nepconaxa. Jlanuit 00’ext 1 BOKcesb y BUCOTY.

Puc. 2.7 BokcenbHa MOACJIb IICPCOHAXa 3 BUCOTORO 1 BoKkcenb

Kopucryrouncs iHCTpyMeHTaMU pefakTopa OyJio CTBOPEHO 00’€M Ta pesbed

I'pOBOTO MEPCOHAXKA.

Puc. 2.8 O6’emHa BOKcesbHa MOJIEJIb IEPCOHAKA
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[HCTpyMEHTOM JUIsl €KCHOPTYBaHHSI BOKCEJIBHOTO O0’€KTy, MEpcoHaxka Oyio
exkcrioptoBano y ¢hopmati OBJ — dopmat daitiny onucy reoMerpii, 3aio4aTkoOBaHUM
Wavefront Technologies. Lleit hbopmaT sBISETBCS CTAaHAAPTOM Ui TPHOXBHUMIPHUX
0O€KTIB.

ExcnoproBanmii haiin ¢popmaty 0bj, pazom 3 (daiinom dopmary mtl - daiimom
HaJalTyBaHHS TEKCTyp 1y matepiany 3D-o00'exkta, Ta daitnom dopmaty png —
NAJITPOIO TEKCTYpH AJist MaTepiany 3D-00'ekta Oyio nepeMilleHo y BiIMOBIIHY MaNKy

npoekty B Unity.

elf-0-elf elf-0-elf default palette default elf-0-elf

Puc. 2.9 ExcrioproBani ¢aiinu mozaeni B Unity

2.2.3. CTBOpeHHSsI 3pyiiHOBaHOI MO/IeJIi MPOTUBHUKA

Opniero 3 MexaHiK rpu Oylio 3po0JI€HO 3/IaTHICTh 30UpaTH KyOWKH 3 SKUX
CKJIQJIa€ThCS 3pYHHOBAHA MOJCNIb NPOTHBHUKIB. JIsi 1boro Oyjo 3po0JieHO Taki
MOJIeIl I YCiX 9 MPOTHBHUKIB.

OcCHOBHI eTanu CTBOPEHHS 3pYHHOBAHUX MOJIeNIel TPOTUBHHUKIB !

1. V BokcensHOMY penakropi Magica Voxel 6yimo cTBopeHO HOBHU POCKT, B SIKUH
K 1 P KOHBEPTYBaHHI CIIPalTy B TPhOXBUMIPHUN 00’ €KT OyJI0 IMITOPTOBAHO CIIPANT
nepcoHaxka y popmati KapTUHKH

2. KouBepToBaHuii 00’ €KT MepcoOHaXka, M0 CKIAAAETHCS 3 BOKCEIIB, 1 Y BUCOTY |
BOKCEJIb 0YyJI0 eKCIIOpTOBaHO y hopmarti b

3. Y penakrop BokcenbHUX 00’ €kTiB GOXel OyIio iMImopTOBaHO 00’ €KT MPOTHBHHUKA

y ¢opmari gb.
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4. Goxel - me cxoxwuit 3a ¢yHkmionaniom jgo Magica Voxel pemakrop, aie 3

JOJTaTKOBUMH 1HCTpyMeHTaMH. OJHHMM 3 TaKUX IHCTPYMEHTIB OYyJI0 €KCIOPTOBAaHO

00’€KT MPOTUBHMKA y poT™maTi text

| elftxt: BaokHoT

Dain PeparysanHa Qopwmar Bwrnaa [osiaka
b Goxel 0.10.6

# One line per voxel

# X Y Z RRGGBB

-5
-4
-3

-5
-4
-3

A

-14
-14
-14
-14
-14
-13
-13
-13
-13

12

I v B o B B e T v B o B s I v R

RRREE
RAREE
RRREE
RAREE
£ff33
RRREE
RAREE
RRREE
RAREE

A A s s |

Puc. 2.10 BayTpimHs cTpyKTypa 00’ €KTY Y TEKCTOBOMY (hopmaTi

5. OcTaHHIM €TarnoM CTBOPEHHS 3pYHHOBAHOT MOJIEIi TPOTUBHUKA OYI10

HaMMCaHHS Ta BUKOPUCTaHHA CKpunTa (101aToK A), 3a I0MIOMOI0I0 SIKOTO MOYHA'!

YuraTtu psaku takoro popmary: <X Y Z color>

CtBoproBatu npedad 3 6araTbox KyOUKiB, BA3HAYCHUX 1X KOOpJIUHATAMU Ta

KOJIbOPOM.

J1J1st KO’KHOTO KOJIBOPY CTBOPIOBATH OKPEMHI MaTepiall y BIAMOBIIHOCTI A0

3aJIaHOTO LIEHIepa.

Tools Jobs Window Help

- 1,

ProBuilder

KoHeepTyBaTv BOKCENbHY CTPYKTYPY 3 text B npedab

Puc. 2.11 BukopuctanHs CKpuIiTa i KOHBEpTallli BOKCEIbHOI CTPYKTYPH B

npedad
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< P elf.ixt <) Scenes | Wpelf.txt v Auto Save

O vyelfn

ff) Cube
(1) Cube
f7) Cube
(1) Cube
fr) Cube
ff) Cube
f7) Cube
{7 Cube
{7) Cube
f7) Cube
(1) Cube
f7) Cube
f7) Cube
ff) Cube
ff) Cube
f7) Cube
ff) Cube

{7) Cube
A Mukha

Puc. 2.12 Burnsan npedaba Ta ioro ctpykrypa B Unity

OO0’ eKTH-KYOUKH, 110 CKJIaAar0Th pedad maroTh Ha3By Cube. KokHoMy TakomMy
Kyouky Oyno momano kommonentu Box Collider ta RigidBody, mo BiamoBizamoTs 3a
(G13UYHI BIACTUBOCTI IrpoBOTO 00 ’€KTa Ta WOTO B3a€EMOJiI0 3 IHIIMMH OOEKTaMHU.
Kyboukam OyB Hamanmii Tter Piece(anrn. IlImarok), Ta BHCTaBICHHUH pIBCHb
Pieces(anri. [lImaTkn).

Oxpemo, Oyio ctBopeno ckpunt Collectable (momatok b) Ta 101aHO 10 KOKHOTO
3 kyoukiB. Llei ckpunt mo3Bossie 30epiraTd 3HAYEHHS KOJIBOPY KOKHOTO OKPEMOTO

KyOuKa, Ta BIATIOBIAA€E 32 MEXaHIKY 30MpaHHs KyOUKIB TPaBIIEM.



v Cube

None (Physic Material)
0

MNone
Continuous

Puc. 2.13 Komnonentu 06’ exta Cube

32



2.4. Peanizanis irpoBux 00’€KTiB

2.4.1. O6epirayvi mecTUKyTHUKA

33

Koxen 3 6 o0epiradiB IIECTUKYTHUKA BIJIIOBIJIa€ MEBHINA CTUXIi Ta Ma€ KOJIp,

IO aCOLIIOEThCA 3 AaHOI cTuxiero. Takox, iMeHa obOepiradiB MOXOJATh 31 CIIB

aHTIICHKOI MOBOIO, 1110 MAlOTh JIOTIYHY BIAMOBIAHICTh A0 CTUXiM oOepirayis. Jlana

BIJIMOBIAHICTH BigoOpaxeHa B Tabmuii 2.1 .

Tabmung 2.1
BianoBigHicTh iMeH1 00epiradiB A0 iX CTUX1H
Komip Kostnit 3enenuit | Pionerosuit | YepBonuit | T'onybuit | binuit
Cruxis BinckaBska Semitst TempsiBa Borous Jlin Csimiio
IMst aHTTTICBKOIO Zap Chunky Obscure Blaze Gelid Holy
ImMs1 yKpaTHCHKOIO 3an Yanki OOGckyp brneiiz Iemin Xomi
3Ha4yeHH Croieck Kpemesnuit TeMIHUH, Cnanax, | JIcomosuii | Cearuii
iMeHi(TIepeKan) eHeprii TEMHHI oJTyM’ st

OOGepiraui 3agyMmyBaJIMCs SK aOCOJMIOTHO YOpHI IMEPCOHaXi, ajie 3 SBHUMU

Bi3yaJbHUMU BIIMIHHOCTSIMHU y (pOpMI TiJIa, @ TAKOXK 3 0COOIMBUM 3a0apBICHHSAM OUYeh

Ta OJHOTO CIHEIIAJIbHOTO aTpuOyTy ix oOpasy, IO TakoX 3a0apBIEeHUN B KOIIp

BiMOBIMHOT cTHXii oOepirada. Xoya IEepCOHAX1 CTBOPEHI 3 OJHOTO OCHOBHOTO

KOJIBOPY, Ta HE MAIOTh 3HAYHOI JeTai3allii, Oyio mepenano iXx OCHOBHI SKOCTI Ta PUCH

XapaKkTepy, BUKOPUCTOBYIOUM pi3HE PO3MIMICHHS PYK Ta HIr, GOpMy Tiia, a TaKoX

dbopmy Ta po3Mip oueil.
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Tabnuns 2.2
Oco0mnuBi aTpudyTH 00epirayis
Oo0epirau Zap Chunky Obscure Blaze Gelid Holy
ATpubyt [los’s3ka | Harpyaumii XBicT Komuan [Honom Kopona
HIUTOK JUTSL CTPLIT
Sxocri Bunkuit, | Cunphuii, | Crpamnuii, | 3anansauil | Cnokiinuid, | J{oOpuit
IIepCOHaXKa BECENINN cepio3Hui XUTPUN BIIEBHEHUN

Puc. 2.14 3]] Mogemi obepirauis 8 Unity

2.4.2. 3opon

Beworo y rpi 6 BuaiB 30poi. Koxkaa 30post Mae cBoro ctuxito. KoxeHn Bua 30poi

HaJIS)KUTh 00epirayy MIeCTUKYTHUKIB BiMMOBIAHOI CTHXIi Ta KOJbOpy. 30poro OyIio

HA3BaHO BIATOBIIHO JI0 MIEpeKIamy 1i CTUXIi1 Ha JIATUHCHKY MOBY. [laHa BiIMOBIAHICTh

MPOJIEMOHCTPOBaHa B Ta0iwi 2.3 .
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Ta6mwmis 2.3
BianoBigHicTh cTHxii 30poi 110 ii Ha3BU

Bun 36poi Meu Moutot Tpuzyo Jyk Apbaner [Tocox

Cruxis bnuckaBka 3emist TempsiBa | Borouns Jin Cgitiio

HasBa Fulminis | Terra-ton | Tenebris Ignis Glacies Lux-is
AHTJIIHCHKOTO

Tpancnireparis | @ynpminic Teparon TeneOpic Irnic I'nefici3 Jlakci3
YKpPaiHCBKOIO

[Mepexnan 3 bruckaeka | 3emua(terra) | Tempsiea | Borons Jin Caitio(lux)

JIATUHCBKOT

2
é
3
&
¢
03
é
é
&
’ 4
&

Puc. 2.15 3]] Mogeni 30poi B Unity

2.4.3. IIpoTUBHMKM Ta iX aTPUOYTH

B rpi Oyno ctBopeHo 9 BUIIB IPOTUBHHUKIB. Y C1 KOJIBOPH, IO OyJIM BUKOPHUCTAH1
TUTSE iX 300pa’keHHs MOKHA 3rpymyBaTé B 13 kompopiB. CaMe Takoi KUTBKOCTI € BUIU
KyOMKIB, fIKi BUNAJAalOTh NMPHU 3HHUIIEHHI MPOTUBHUKIB. Komip Ta KUIBKICTH KyOWKiB
3aBXK/JIM BIANOBIAAIOTH TIM KUIBKOCTI MIKCEJIB, 10 OyJIM BUKOPUCTAHI JJIi CTBOPEHHS

BiJIMIOBITHOTO IPOTHBHUKA.



Puc. 2.16 3]] Mogaem npotuBHukis B Unity

Koxen nmpotuBauk Mae 4 atpubyTH, 2 3 SIKUX MalOTh MO3UTUBHHUM ePeKT s
MPOTUBHMKA, Ta 2 — HeratuBHUM edekT. Komip atpulyTiB BKazye Ha e(EeKTHUBHICTb
BUKOPUCTaHHS TPOTH MEBHOTO MPOTUBHUKA 30por0 BiAmoBigHOI ctuxii. Koxen
NO3UTUBHUI aTpUOYT Ma€ CBOIO Mapy cepe/] HeraTUBHUX aTpHOyTIB 1 BOHA 000B'SI3KOBO

IHIIOT cTHUXil.

Puc. 2.17 ATpubyTr NpOTUBHUKIB

ATpuOyTH B 3€JICHOMY NPSIMOKYTHUKY Ha PUCYHKY BKa3ylOTh Ha Te€, III0 BOHU

Jal0Th MPOTUBHUKY MO3UTHUBHUM €(PEKT, a came — 3axHUCT BiJ 30poi CTUXIS SIKOT
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BIJIMOBIZAE KOJBOPY AAHUX aTpuOyTiB. ATpUOYTH X B YEPBOHOMY MPSIMOKYTHUKY
BKa3ylOTh Ha T€, [0 MPOTUBHUK Ma€ MIBUIIEHY BPa3iauBICTh 0 30poi BIAMOBIIHHUX
CTHUXIH.

Bceboro € 12 arpu0yTisB :

ITo3uTuBHI:

e ChopurHicTh

e Hespa3ausicTsb 10 BOrHIO
e YacrkoBa 0e3TijIeCHICTD
e AHTH NPOKJIATTH

e Pyna 3axmcTy BiJ cBiTJIA

e XO0J0AHOKPOBHICTH
HerarusHi:

e (Cialka Opons

e 3IaTHICTH 3aMOPO3UTHCS
e IloroiiGiuHicTh

e HenoBopoTHIiCTH

e BpasausBicTh 10 BOTHIO

e BpasausicThb 10 cBiTJ101 Marii

Ha pucynky 2.18, 3BepXy KOXXHOTO MIPOTUBHUKA 300pakeH1 HOTO MO3UTHBHI Ta
HeraTuBHI aTpuOyTH. Po3monin aTpuOyTiB BigOyBaBCS METOAOM IHTYITUBHOTO
YSIBJICHHS KO’KHOT'O IIPOTUBHUKA Ta MPOTUCTABJICHHS HOMY Pi3HO1 30p0i 3 0COOTMBUMH

CTUXIAMH.
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W &
:5 o

= ar

Puc. 2.18 BianoBigHicTh aTpUOYTiB KOXXHOMY IPOTUBHUKY

Hampuknan, y nporuBHukiB “Tpent”’, “I'obomin” ta “30M01” € aTpubyr
“HEMOBOPOTHICTE”, MO TOSICHIOETHCA THM, IO I TPU TEPCOHAXKA 3aBKIU
XapaKTepU3yBAINCA SIK TIOBUTHHI Ta HETIOBOPOTKi CTBOPIHHSI.

VY npotuBHUKIB “BorasHa Bigpma” , “Boasauii MoHCTp” Ta “BOrHsHMiI MOHCTP”
€ aTpuOyT “HEBPA3MBICTH JO BOTHIO, /K JIBOE 3 IHUX MEPCOHAXKIB HAJICKATH 0
CTHXii BOTHIO, a “BoasHuii MOHCTp” — 11€ HIIIO iHINIE, SIK CTBOPIHHS, SIKE Maike Ha
100% ckmamaeTbCs 3 BOJAM, TOMY HISKE ITONyM’'sl HOMYy HE Mepemkoaa. A oOT
npoTuBHUKY “TpeHT”, sikuil sBisie COOOI KHMBE JI€pEBO, BOTOHb CaM€ 1 3aBlae

MaKCHUMAJIbHOI KO, TOMY Y HbOI'O aTpUOYT “Bpa3iauBICTh A0 BOTHIO”
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VYci mpoTHBHMKHM, IO MarOTh MO3UTUBHUNA aTpuUOYyT ‘“‘CIPUTHICTH’, MaIOTh
HeraTUBHUM aTpuOyT ‘“ciiabka OpoHs™, aJpKe 4YacTille BChOro iM BOHA HE MOTPiOHAa,
aJke BOHU MOKJIAJal0ThCSl HAa CBOIO IIBUIKICTh Ta CIIPUTHICTD.

VY tabnuni 2.4 HaBEIEHO SKUM BHUIOM 30poi MOKHA 3aBIaTH MaKCUMAaJIbHOT

IIKO/M MPOTUBHUKY, a BIJ SIKOTO BUJY Y IPOTUBHUKA OyJ€ MIABUILIEHUIN 3aXUCT.

Tabmuug 2.4

EdextuBHICTh THITY 30pOi MPOTH MEBHOTO MPOTHUBHUKA

MpoTneHUK\36pos

Enbd

BorHfAHa BigbMa

Bamnip

robniH

BOrHAHWA MOHCTP

BoaAHWIA MOHCTP

3eJICHMM KOJIbOPOM IT03HAYCHI MO3UTUBHI JJIS BIAMOBITHOTO THITY 30poi, aie

HEraTHBHI Il MPOTUBHUKIB aTpuOyTH, Ta BIIMIUYEHO fKa 30p0si Ma€ MaKCHMAJIbHY
e(eKTHBHICTh IPOTH BIAMOBITHOTO TPOTUBHHUKA

YepBOoHUM KOJIHOPOM TMO3HAUEHI HETATHBHI I BIAMOBIAHOTO THITY 30pOi, aie
MO3UTUBHI JJII MPOTUBHUKIB aTpuOyTH, Ta BiAMiUeHO sKa 30posi Mae MiHIMaJIbHY
€(eKTHBHICTh IPOTH BiJMOBITHOTO TPOTUBHUKA.

XKoBTHM KOIBOPOM BiAMIUEHO, sIKa 30pOsl HE Ma€ HIIKOTO 0COOIUBOTO e(heKTy

MPOTH BiJMTOBITHOTO MPOTHBHUKA.
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OTtxe, MOXHAa 3pOOUTH BHCHOBOK,

M1CYMOBYIOYH, oo JJs KOXXHOTO
MPOTUBHMKA ICHYE 2 e(peKTUBHUX BUAA 30p0i, 2 HEUTpanbHUX BUJA 12 BUAM 30pOi, Bl
AKUX Y IPOTUBHHKA € 3aXUCT. B CBOIO uepry, y KOKHOro BUY 30poi € 3 MpOTUBHUKA,
MPOTHU SKUX LIeH BUJ 30p0i eheKTUBHUM, 3 MPOTUBHUKA, IPOTHU SKHUX 1151 30p0si 30BCIM
HEe e(eKTHBHA, Ta 3 MPOTHUBHUKA, NPOTU SKUX Led BHUI 30poi Mae cepeaHto

€()EeKTUBHICTb.

2.5. Peanizanis TeXHIiYHOI YACTUHH ITPH

2.5.1. KepyBaHHs IepcoHaXkeM rpaBlsi

@ v | Player (1) Static =
M Tag Player ¥ | Layer Player A
» ). Transform e
v & - Character Controller e
Slope Limit 45
Step Offset 1
Skin Width 0.08
Min Move Distance 0.001
Center X 0 YO Z0
Radius 0.5
Height 2
¥ # v Player_Movement_2 (Script) e
Script Player_Movement_2
Move Speed 20
Gravity -50
Jump Height 30
Slope Force 6
Slope Ray Length &l
Ground Check A GroundCheck (Transform) (O]
Ceiling Check s« CeilingCheck (Transform) (O]
Ground Mask Mixed... -
Ceiling Mask Mixed... v
Post Pros # Box Volume (Volume) ®
Main Cam miMain Camera (Camera) ®
Animator = CameraController (Animator) ®

Puc. 2.19 KommnoneHnTu 00’ €KTy TpaBiist
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Pyx irpoBoro o0’ekta — TmepcoHaxka rpaBusg Oyjlo  peali3oBaHoO,
BukopuctoByroun  kommoHeHt  Character ~ Controller.  Ileii  koMmmoHEHT
BUKOPUCTOBYETHCS JIJIsl YIPABIIHHS Bl TPeThOi ab0 mepiioi ocodu, Ae He MmoTpiOHa
¢i3uKa, MOPIBHSHO 3 YIPABIIHHAM peaizoBaHuM 3a gonomoror Rigidbody.

[Tapametp Slope Limit Gyno BucTaBieHo Ha 45, 1100 TpaBellb Mir IepecyBaTHCSI
0 MOBEPXHSX, 3 HaxuioM J1o 45 rpaaycie. Step Offset Bigmosinae, 3a HaHOULIBITY
BUCOTY 00’ €KTa, HACTYNAIOYH Ha KU, TIEPCOHAX MOKE MiTHATUCS HA HHOTO XK. Takox
BOXJIMBUMH TapameTrpaMu siBisitoThest Radius ta Height — mapamerpu, 1o
BIJIMOBIIAFOTH 32 PO3Mip Karcynu camoro kommnonenty Character Controller.

Jliis pyxy nepconaxkem Oyito Harucano ckpunt Player Movement 2 ( Jlogatok
B), mo Hanpsimy B3aemogie 3 kommnonentom Character Controller rpasiis.

Ckpunt Mae myOaiyHI MOJsl, SKUM MOXKHA 3MIHIOBAaTH 3HAUYCHHS y PEIAKTOPI.
Move Speed Bu3Hauae MIBUIKICTH PyXy Tpalld i 3a 3aMOBYYBaHHAM JopiBHIOE 20. Y
noji Gravity 3amaeTscs cuiia, sika Oy/e JiITH Ha MepCOHaa, KOJU BiH 3HAXOAUTHCS Y
HoBiTpi, iMiTyroum rpaBitamito. ITapamerp Jump Heigh Busnauae, sika cuia Oyje
HpUKJIaJIcHa JI0 TpaBIlsl BEPTUKAIBHO, MIPU HATHCKaHHI KHONKK cTpuOka. Slope Force
ta Slope Ray Length — mapamerpu, mis meromy OnSlope(), mo mnepesipsie, um
3HAXOJUTHCS TPaBellb Ha CXHTI, MO0 3amo0iraTd HETUIIIYHOMY PYXY 31 CXHUJIIB.

private bool OnSlope() // Akwo Ha cxuni

{
if (!isGrounded)
{
return false;
}

RaycastHit hit;
if (Physics.Raycast(transform.position, Vector3.down, out hit,
controller.height / 2 * slopeRaylLength))
{
if (hit.normal != Vector3.up)
return true;

}

return false;
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Puc. 2.20 JlemoncTtparis po6otu metoay OnSlope()

ITons Ground Check ta Ceiling Check micTsate y co06i mocuianHs Ha MicCIs

PO3MIIIICHHS CHEeliaIbHUX KOJalIepiB, 10 JO3BOJISIOTH 3a()iKCyBaTH, 3HAXOIUTHCS
rpaBellb Ha I11J1031, JIETUThH Y TTOBITPI, YU BJIAPSETHCS TOJIOBOIO 00 CTEIIO.
ITons Ground Mask ta Ceiling Mask sBasttotbest GinbTpaMu, 11100 BU3HAYUTH

00’ €KTH Ha SIKUX piBHS[X 6YI[YTB BBaXaTHC: l'IiIlJ'IOFOIO, a Ha JKHUX CTCJICIO OJIA I'paBLA.

- - I —— Nothing L
@v ~ Player (1) Everything Static =
Tag Player Default M
» ). Transform TransparentfX o
r— Ignore Raycast -
v 8 v Character Contr o
Water
Slope Limit ul
Step Offset ~  Ground
Skin Width Player
Min Move Distance Pieces
Center MyUI k 0 '
Radius Sun |
Height Collectable
— Weapon
¥ # v Player_Moveme [ 7 i
Chest
Script +~  Object
Move Speed Enemy
Gravity +  Environment
Jump Height Ladder
Slope Force Ledge
Slope Ray Length Vault
Ground Check Weapon_Power ) ®
Ceiling Check Projectile ®
Ground Mask Target ]

JUUTS TPABLISI

Puc. 2.21 O6’extu Ha piBHax Ground, Object Ta Environment BBaxkaroTbcst 3eMIICIO
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Tak sx Oyna po3poOJsieHa rpa BiJ MEPIIOTO JHI, TO IrpoBa Kamepa Oyna
po3MillleHa y BEpXHINA YacTHHI MEepCOHaXka IpaBls, iMiTyrouu Horo oui. [ns pyxy
KaMeporo OyJio CTBOpeHO okpemuii irpoBuit 06’ekt CameraController, no sikoro Oyio
cTBOpeHO Ta npuenHano ckpunt Mouse_Look. Ckpurnt MicTUTB y 001 €IMHUI KJ1ac 3
aBoma metomamu. Y meronai Start() BigOyBaeThcsi OJIOKyBaHHS Kypcopy B ILICHTpI
eKpaHy, Ta BIH poOuThcs HeBuaumuM. Y wmeroai LateUpdate() mnokaaposo
Bi/I0YBA€THCSI 3UYUTYBAHHS TOJIOKEHHS MUIIKH, Ta BIJMOBIHE OOEpPTaHHS IrPOBOTO
0o0’exkty. KepyBaHHS dYyTIHMBICTIO TOBOpPOTY 3a0€3MEUYEThCS — MapamMeTpoM

mouseSensetivity.

public class Mouse Look : MonoBehaviour
{
public float mouseSensetivity = 100f;
public Transform playerBody;
float xRotation = of;
void Start()

{
Cursor.lockState = CursorLockMode.Locked;
Cursor.visible = false;

}

void LateUpdate()

{

float mouseX = Input.GetAxis("Mouse X") * mouseSensetivity ;

float mouseY = Input.GetAxis("Mouse Y") * mouseSensetivity ;

XRotation -= mouseY;

xRotation = Mathf.Clamp(xRotation, -90f, 90f); // 3amaemo noporwu
BUCOTK Mnornsgy

transform.localRotation = Quaternion.Euler(xRotation, of, of);

playerBody.Rotate(Vector3.up * mouseX);

IrpoBuii 00’ektr CameraController takoxx BiamoBimae 3a aHiMalii cTpuOKa,
MpU3EMJICHHSI Ta PyXy Kamepu IpH Xoas01 mepcoHaxka. Jns mporo Oyno momaHo
KoMIoHEeHT Animator ta cTBOpeHo Kijibka aHimarliii. ¥ ckpunti Player_Movement_2
npu BUKIHKY MeToga Jump(), Land() abo »x nipu pyxy rpaBIis BigOyBa€eThCsl 3BEPHECHHS

710 BIATIOBIAHMX OyJIeBUX 3MIHHUX B KoMmoHeHTi Animator o6’exta CameraController.
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jumped ;

animator.SetBool("jump”, )ﬂ
Log("Landed");

Puc. 2.22 3BepHenHs 10 OyiieBOi 3MIHHOT JUMP MpH IpU3eMIICHH]

@@ AssetStore i Scene  oeGame  omGame Animator 2 i
—Irayers | Parameters ‘ & | Base Layer '_ d Auto Live Link
[ar Name ] +~

= jump

= land

= swing

New State

Puc. 2.23 Jlepeso animariii 00’ exta CameraController

3 pucyHKa BUJIHO, ITI0 HEMAE MEPEX0Ty BiJ aHIMaIlii cTpuOKa, 10 aHamarlii pyxy,
Ta 10 B aHIMAIII0 MPU3EMJICHHS MOYKHA TTOTPAMUTH TUIBKHU TICISA aHaMallii cTpruoka.
Le 3pobneno must Toro, mod He OyJIO AUBHUX MOXUTYBaHb KaMepH MPH HATHCKaHHI
KJIaBIll XOAKOM y TIOBITPi, TAa MPU3EMIICHHSI BiOYBAJIOCS TUTBKH IICIs CTpUOKA, a HE
MICJIST KOKHOTO pasy KOJIH MEPCOHAXK MEPecTae WTH.

Amnimariss move_buffer sBise codoro Oydep, 1110 HEe Ja€ BKIFOUMTHCS aHIMAIIii
MOKAYyBaHHS KaMepu MpH pyxy Move_swing mporsrom 15 wimicekynn. lle
peasi3oBaHO Uil TOTO, 00 HE BMUKaJacs aHIMAIlis pyXy, SKIIO MEPCOHAX PyXaBCs

MeHIlEe 15 MUTICeKYH]I.



[Monagatv no

Artakysaty Extends
Y = MPOTUBHIKY

36upaTu ky6rkK

MpobymxyBaTn
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[paBeup

Include Include
Butpayartu

[vsutnca HaBkono
KyOmKm
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BOveatu
NPOTUBHKKA

Cxoautn no cxuny

Puc. 2.24 Use case aiarpama (Jiarpama npeneieHTiB) TOJOBHOTO MEPCOHaXa rpaBIls

2.5.2. Peaqizanisi po3najiaHHsi NPOTUBHUKIB HA KyOMKH

Koxnomy mpotuBHUKY Oyio momano ckpunt Destructible, Bin O0yB cTBopeHuii

JUIsL pearizalii cMepTi IPOTUBHMKA, 3 PO3NaJAaHHSIM TUIa MPOTHUBHUKA HA KyOUKH. Y

nmapamMeTpax CKpHUIITa y KOKHOI'O IIPOTUBHUKA BKA3YE€THCA Horo 3pyﬁHOBaHa MOACIb,

0 BXKE CKJIAJa€ThCs 13 KyOwKiB. Pamiyc Ta cuma BuOyXy, Npu sKoMy OyayTh

po3nagatucs Kyouku. Takox 3MiHHa N BH3Hauae Ha CKUIBKM BUIAJKOBHUMH OYIyTh

HAIPSIMKHU PO3JTITaHHS KyOUKIB.

Y # Destructible (Script) 7]
Script Destructible
Destroyed Version ¥ zombie.txt
Radius 10
Force 5000
N 1

Puc. 2.25 IMapamerpu ckpunta Destructible

VY ckpunti Destructible 6yiio marmmcano ommua meton DestroyEnemy(), mpu

BUKJIUKY SIKOTO, Ha MICI[i IPOTUBHHUKA BiOYBAETHCS CTBOPEHHS EK3EMILISIPY HOTO

MOjIelli 3 KyOWKiB, MOTIM 3 TOYKH BHOYXY, 1[0 BKa3aHa B JaHIA MOJeNi BiIOyBa€EThCsS

BUOYX, 3 BKa3aHOK CHUJIOI0 Ta pajilycoM. BuOyx BIUIMBa€ Ha KOXEH 3 KYOWKIB,

BpPaxOBYIOUH BHUIIQJKOBE 3MIIIEHHS, IO 3a7aeThes 3MiHHO boomRand. B camomy

KIHI[I pOOOTH METOy OCHOBHHUH 00’ €KT MPOTUBHUKA 3HUIIYETHCS.
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public void DestroyEnemy()
{
GameObject dv = Instantiate(destroyedVersion,
transform.position+new Vector3(0,0.5f,0), transform.rotation);
dv.transform.Rotate(90, 0, 0);
Transform bp = dv.GetComponent<FadeAway>().boomPoint;
Collider[] colliders = Physics.OverlapSphere(transform.position,
radius);
Vector3 boomPoint = new Vector3(bp.position.x+Random.Range(-
n,n),bp.position.y+0,bp.position.z+Random.Range(-n,n));
foreach (Collider piece in colliders)
{
Vector3 boomRand = new Vector3(Random.Range(-n, n),
Random.Range(-n, n), Random.Range(-n, n));
Rigidbody rb = piece.GetComponent<Rigidbody>();
if(rb!=null)
{

}

rb.AddExplosionForce(force,boomPoint+boomRand, radius);

}

isDestroyed = true;
Destroy(gameObject);

2.5.3. Peanizanisi MexaHiku 30MpaHHs KyOUKiB

Jls1 Toro, o0 pealnizyBaTH MOKIIMBICTB TPaBIIs 30MpaTH yIaMKH TPOTUBHHUKIB,
Oyno HamucaHo ckpunt FadeAway, skuii Oymo npuegHaHO 10 00’€KTa 3HHIICHOT
Mojiei mpoTuBHKKa. JlaHuit cKpuriT Bigmosigae 3a BMuKkanus npamnopii isCollectable
B KO)KHOMY 3 KyOHKIB, JUIsl TOTO, 1100 TpaBellh Mir ixX 310path. SKio yBIMKHYTH JaHUN
mparnoper 3 caMoro Mo4YaTKy Ha BCiX KyOWKaxX, TO TpaBellb, NMPU 3HUIICHHI
MPOTHUBHHKA BiApa3y K MOYHE 30MpaTH iX, e IO TOTO SK BOHH BIAyTh HAa 3eMJTIO, IO
poOUTH JapeMHHUM CTBOPEHHH paHiiie edeKT po3iiTaHHs KyOukiB Bij BHOyxy. Came
ToMy y ckpunTi Fade Away pearnizoBaHO YBIMKHEHHS ITPAIOPIs Yepe3 MeBHUIA 9ac BiJl

CTBOPEHHS €K3eMIUTSAPY 3HUIICHOT MOEIi MPOTUBHUKA.
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zombie.txt (Prefab Asset) o

Open Prefab

! Open Prefab for full editing support.

Root in Prefab Asset

.“'"v v | zombie.txt Static =
Tag Untagged ¥ Layer Default v
» ).  Transform e 3t
¥ # « Fade Away (Script) 0 F
Script FadeAway
Fade Speed 2
Fade Delay 30
Collect Delay 3
Boom Point J~boomPoint (Transform) ®
Particle ¥ Particle System (Particle System) @

Puc. 2.26 3uumieHa mozens 3 ckpuntom FadeAway

3minna Collect Delay BignoBinae 3a yac, sKuii Ma€ IPONTH, 100 KYOMKH MOKHA
Oyro 36upatu.

3minni Fade Speed Ta Fade Delay BimmoBimaroTh 3a TOCTYIOBE 3HHUKHEHHS
KyOHKiB, SIKi TpaBellb He 30MpaB MPOTATOM IeBHOTO yacy. Fade Delay Bu3nauae micis
CKIJIBKOX CEKyHJ KyOWKHM TOYHYTh 3HHMKaTH, a Fade Speed Bu3Hauae mBHIKICTH
3HUKaHHS KyOuKiB. [Ipy 3HMKHEHHI KOXKHOTO 3 KyOWKiB Oyje CTBOPIOBATHCS €eKT
MmigHIMAHHA OYyJBOAIKM TOTO K KOJIBOpPY, o 1 KyOowk. KyOWku 3HUKAIOTH Y
BUIIAJIKOBOMY TIOPSAKY, TMOKA HE 3HUKHYTh YCI KYOWKH OKPEMOTO 3HHIIEHOTO
MPOTUBHUKA. SIKIO moYyaTH miAOUpaTH KyOUKH, TO Ti KyOWKH, IO B JAHUA MOMEHT
MII0UPaOThCsl, HE MOXYTh 3HUKHYTH, ajieé MpPU HEBAAIOMY MIAOUpPaHHI L1 KyOUKH

3HUKHYTb 3 OUIBIIO0 MIBUAKICTIO, TAK SIK IHIIMX KYOUKIB CTaJIO MEHIIIE.
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Puc. 2.27 JlemoHcTpallisi 3HUKHEHHSI KYOUKIB 3 4acOM

31 cTopoHU TrpaBlLs peanizallis 30upaHHs KyOUKIB TOJIATa€ B TOMY, IO OYJI0
ctBopeno irpoBi 00’exktu Magnet ta Collector ([lomatox E). O6’extr Magnet
3HAXOJIUTHCS B LIEHTP1 TOJIOBHOTO NIepcoHaka. Bin Mae onHoitmennuit ckpunt Magnet
Ta Kojaiinep y dopmi cepu. [lanuii CKpunT BiAMOBIAAE 32 MPUTATYBAHHS KyOHKIB,

110 IOTPANKIN y paaiyc konaiaepa g0 00’exty Collector.

private void OnTriggerStay(Collider other)

{
if (other.gameObject.tag == "Piece")
{
if
(other.gameObject.GetComponent<Collectable>().isCollectable == true)
{

other.gameObject.layer = 13;

other.GetComponent<MeshRenderer>().shadowCastingMode =
UnityEngine.Rendering.ShadowCastingMode.Off;

other.GetComponent<Rigidbody>().useGravity = false; //
Bipgknwyaemo rpasiTauitw

other.GetComponent<BoxCollider>().isTrigger = true; //
CTaBuMMO Konnawgep Ak Tpirrep
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other.GetComponent<Collectable>().isDestructable = false;
// 3ab6OpPOHAEMO 3HUWEHHSA

other.GetComponent<Rigidbody>().velocity = Vector3.zero;
// OBHYNSIEMO MPUCKOPEHHA

other.transform.position =
Vector3.MoveTowards(other.transform.position,

collector.transform.position , collectspeed *
Time.deltaTime); // nputAryemo Ao marHira

}
}
}

B metoai OnTriggerStay() ckpunra Magnet BinOyBaeThCs epeBipka TOro, 4u
00’€KTH SIKI B3a€EMOJIIIOThH B JJaHMH MOMEHT 3 KOJIalaeJIoM MaroTh Ter “Piece”, sIKIIO
Tak, TO 1le 00’ekT — KyOuk. Ilicms 1pOro NpPOBOAMTHCS MEpeBipKa Mpanopus
isCollectable xoxxHoro xyouka. J{ist KyOuKiB, siKi BXKEe MOXHA 30UPATH BiJKITFOYAETHCS
3/IaTHICTh KUJATH TiHb, BIAKIIOYAETHCS T'paBiTallisi, KOJalJep CTaBUTHCS y PEXKUM
isTrigger, 3abopoHsieThes 3HUIIICHHS TTpanopiieM isDestructable, o6uynsieTbes Munya
IIBUIKICTh PYyXy KyOHKa Ta BIIOYBAETHCSA MOTO TTOKAIPOBE MIEPEMIIIICHHSI Y HAIPSIMKY

10 00’exty Collector 3i mBuaKicTIO BU3HaueH0 B 3MiHHiH collectspeed.

2.6. BucHoBKH 10 2 po3ainy

Otxe, y Apyromy po3aiur Oynu omucaHi eranmd po3poOKH OCHOBHOI YaCTUHH
IIPOTrPaMHOTO MPOAYKTY, a TAKOK BUCBITJICHI peali30BaH1 aJITOPUTMHU.

Bbyno crnpoekroBaHo 4 clieHH, SIKI ONMUCYIOTh SK CIOKET TP, Tak 1 ii irpoBHii
nporec. JlaHi ciieHn OyayTh MOKa3yBaTHCS TPABIEB] MO Mipi HOTO MPOXOKEHHS TPH.

Bcro rpagiuny ckiamoBy, KpiM 00’€KTiB OTOYEHHS OyJIO CTBOPEHO BIACHOPYY
Ta JICTAJILHO OMKCAHO MPOIIEC CTBOPEHHS.

byno po3pobneno ¢yHKIiOHAT IrpOBUX OOEKTIB, BH3HAYEHO CIOCOOM 1X
B3a€MOIi1, IO BiATIOBINAIOTh MEXaHIKaM TPH.

TexuiuHy yacTHHY OyJ0 peani3oBaHO 3a JOMOMOTror ckpumtiB s Unity

moBoro CH#.
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PO3JILI 3
PO3POBKA TA BIIPOBAI’KEHHS IITYYHOT'O IHTEJEKTY

3.1. Po3pobka cuctemMu Uit MAIIMHHOT0 HABYAHHSA IITYYHOI0 IHTEJIEKTY

3.1.1. HanamryBanus python ra ycranoBka 6idmiorex

[Tepmmm kpokom Oyna ycraHoBka Python ma komm’rorep. Ilicns ycraHOBKH
noTpiOHO 3alTH B KOMAaHJIHUI PSIOK Ta HAITUCATH TaM KOMaHIy “py’”, ISl TOTO, 1100
HEePECBITYMTHCS B IPAaBWIIBbHIN ycTaHOBII Python

HactynHum kpokom, 3a 1omoMoror koManau “cd” Oyno BUKOHAHO Mepexif] y
nanky Unity npoekrty, B sikoMy Oyje MPOBOJMTUCS MAIIMHHE HABYaHHS IITYYHOT'O
THTEJEKTY

[Ticas wporo, B marmii MpoekTy OYyJ0 CTBOPEHO BIPTyalibHE CEpEJIOBHILE 3
Ha3Boio VirtualEnv xomanmgoro “py -m venv virtualEnv”. Ile Oymno 3pobGieno, mod
IHKATCYJIFOBaTH BC1 3MIHU Ta J]JaH1 B MEXKax OJIHOTO MPOEKTY.

[Ticns Toro, K 0yJI0 CTBOPEHO CEPEIOBHIIE, HOTO OYIJIO 3alyIIeHO, BAKOHABIIH

KOMaHy, [0 3aIycKae CKpunT activate.

D:\programs\Unity\Projects\3D Mage Diploma>virtualEnv\Scripts\activate

(virtualEnv) D:\programs\Unity\Projects\3D Mage Diploma>

Puc. 3.1 Komanna, mo 3amyckae ckpurrt activate.

VY BIpTyallbHOMY CEpEIOBHINI OYyJI0O YCTAaHOBJIECHO Ta OHOBJICHO I1HCTAJSATOP
naketiB Python, a6o pip. s mporo Oyna BukopucTaHa komanaa “py -m pip install —
upgrade pip”

byno ycranorieno maker PyTorch — 6i0mioTeKy Juisi MAIllMHHOTO HaBUYAHHS
mTy4yHoro iHtenekty. Jlana Oi0mioTeka 3acHoBaHa Ha Oibmioreni Torch. Bona

BUKOPHCTOBYETHLCS IS peasizallii KOMIT'IOTEPHOTO 30py Ta OOPOOKH IPUPOIHUX MOB.
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(virtualEnvironment) ograms\Unity\Projec ) Mage Diploma>»pip3 install torch~=1.7.1 -f https://download.pytorch.org/whl/torch_stable.html
Looking in links: htt download.pytorch. /torch_stable_ html
Collecting torch~=1.7.1
Using cached http download.pytorch.org/whl/cull8/torch-1.7.1%2Bcull@-cp37-cp37m-win_amd64_whl (2050.2 MB)
Collecting typing

Downleoading typing_extensions-3.10.@.0-py3-none-any.whl (26 kB)
Collecting numpy
Downloading numpy-1.20.3-cp37-cp37m-win_amd64.whl MB)

Installing collected package s, torch
Successfully installed numpy @.3 torch-1.7.1+cull® typing-extensions-3.10.0.0

Puc. 3.2 Pe3ynbTat BcTaHoBieHHs 0i0mioTeku PyTorch

OcraHHIM eTaroM YCTaHOBKH HEOOXITHUX 010J110TEK JJisl CTBOPEHHS CUCTEMU

JJ11 MalIMHHOTO HaB4yaHHs I aBnsiacs ycTaHOBKa MakeTy ml-agents.

(virtualEnvironment) D:\programs\Unity\Projects\3D Mage Diploma>py -m pip install mlagents==0.26.0
Collecting mlagent ). 26
Downloading mlagents @-py3-none-any.whl (16@
| I | 5o kB 939 k
Collecting h5py>=2.9.0
Using cached h5 .1-cp37-cp37m-win_amd64.whl (2.7 MB)

Collecting attrs>
Downloading attrs-21.2.0-py2.py3-none-any.whl (53 kB)
| I | 53 kB 797 kB/s
Collecting tensorboard>=1.15
Downloading tensorboard-2.5.0-py3-none-any.whl (6.0
I | 1.4 mB 819

Puc. 3.3 Ilpouiec ycTaHOBKU MakeTy JiJi1 MalIMHHOTO HaB4yaHHs [T

Jlns Toro, mo0 MepecBiMUMUTUCS, IO MAaKeT OYB YCITIIIHO BCTAaHOBJICHUU OyIi0
BUKOHaHO KomaHay ‘“mlagents-learn —help”, npu BukoOHaHHI AKOi OyJIO BHBEICHO
JTOTIOMDKHY 1H(OpMAIIit0 TPO KOMaH/IH, IO CTOCYIOTHCS MAITMHHOT'O HABYaHHS Ta iX

napameTpHu.

3.1.2. HanamryBaHHs areHTa B UNity mpoekTi

ATEHTOM Ha3UBAIOTh 00’ €KT, SIKHH SABISETHCS HOCIEM IITYYHOTO 1HTEICKTY, IO
Oyzne HaByatucs. B poni arenra Oymno B3TO irpoBuil 00’ €KT OJHOTO 3 MPOTHUBHUKIB,
skoMy Oyito nomano kommoneHT Character Controller, ais peanizanii pyxy arenra.

s peamnizariii B3aeMo/ii areHTa 3 010J10TeKaMH MAIlTMHHOTO HAaBYaHHS, HOMY
Oynu goaaHi 2 OCHOBHMX Ta 2 JOMOMIKHHUX KOMIIOHEHTA, 110 Oe3MocepeIHbO OEPYyTh

yuacTh y HaBuaHH1 111,
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OnHuM 3 OCHOBHUX KOMITOHEHTIB € cTBopeHuit ckpunt MLAgent (Jlonatok I).

¥ # v ML Agent (Script) e 3+
Max Step 1000
Script MLAgent
Target Transform A fire (Transform) @
Win Mat Qwin ®
Loose Mat Qlose ®
Render B Plane (Mesh Renderer) ®
Spawner @ GameHandler ®
Move Speed 12
Gravity -9.81

Puc. 3.4 Tlapamerpu xomnonenta MLAgent

Januii CKPHIIT BIJINTOB1/1a€ 3a 30upaHHsA arentoM(Agent)
cnocrepexens(Observations) y  cepenosutri(Environment), BUKOHYBaHHS
nii(Actions), Ta orpumanns Haropoja(Rewards) 3a ceoi aii. lle BigmoBimae metomy

reinforcement learning, mo Ha pucyHky 3.5

OBSERVATIONS

. REWARDS I

ENVIRONMENTS

>

ACTIONS

Puc. 3.5 Meron mammuaHOTO HaBuaHHs reinforcement learning

VY ckpunti MLAgent mictuthes 7 METOAIB !

o Merton Initialize() BignoBigae 3a iHiliaai3amio IEBHUX 3MIHHHX.
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o Meton OnEpisodeBegin() BHKJIMKA€TbCS 1O 3aKIHUCHHIO KOKHOTO
emi30/y, Ta 3aJja€ HAIAIMTyBaHHS HACTYITHOTO.

o Meron CollectObservations(VectorSensor sensor) Biamosimae 3a
HaJallITyBaHHS TOTO, 3BIIKM areHT MOe OpaTu CBOT CLIOCTEPEKEHHS.

o Merox  OnActionReceived(float[] vectorAction) Bigmosimae 3a
HaJIAIITyBaHHS TOTO, SKi JIi1 areHT MOYKE€ BUKOHYBATH.

o Meton Heuristic(float[] actionsOut) BixmoBizae 3a KOHTPOJb HaJ
areHTOM, OKpPEMO BiJI HaBYaHHS. BiH J03BOJISIE MPOTECTYBATH MPABUIBHICTh POOOTH
IHIIMX METO/IB, 0€3 3alyCKy NMpoLecy HaBYaHHS.

o Meronu OnTriggerEnter(Collider other) ta OnTriggerStay(Collider
other) HeoOXimH1 A BiACTIAKOBYBaHHS B3a€MOJIi KOJAWAEpiB areHra 3 1HITUMH

ITpOBUMU 00’ €KTaMH.

HacTymuum He MeEHII BaKJIMBHM KOMIIOHEHTOM sBIIsS€ThCs  Behavior
Parameters. Y apomy OyJ10 3aaHO Ha3BY MOBEAIHKM areHTa. Bkazano 3naueHHs Vector
Observation Space Size, 110 BiamoBigae yciM MOKIMBUM 3MIHHHM, 3 SIKHX ar€HT MOXKE
Opatu CHOCTEepe)KCHHS. Y JaHOMY BHUIAAKY Iie¢ 3HaueHHsS 10, OCKUTBKH y METOi
CollectObservations(VectorSensor sensor) ckpunta MLAgents ©Oymno momaHo

BijicainkoByBaHHs 10 3MIHHUX, a came :

e X, Y Ta Z mo3uIlii caMoro areHra
e X, Y Ta Z no3uiii mimi
® 3HAYCHHS IMOTOYHOI MBUAKOCTI PyXy arcHTa y HampsiMKax X, Y Ta Z

e BIJCTaHB BIJ areHra JI0 Il

VY mapametpi Vector Action 6yio Bka3aHO CKUTBKH i MOKE BHKOHYBATH arcHT.
A came 2 rinku mo 3 3HauyeHHs, Tomy mo B Mmertoxi OnActionReceived(float[]
vectorAction) Oyio BKa3aHO, III0 areHT Ma€ 3MOTY PyXaTHCs TUIBKH 10 oci X T1a Z (2
TUIKK) , Ta BIH MO€ BUPIIIYBaTH, PyXaTUCS MO KOXHIA OC1 B CTOPOHY 30UIbILICHHS
3HAQYEHHS KOOPJAMHAT, 3MEHIIEHHS 3HAa4eHHsS, a00 X MPOCTO CTOSATH Ha Micti (3

3HAYCHHS)
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. AE Behavior Parameters e 3

Behavior Name  AgentBehavior
Vector Observation
Space Size 10

Stacked Vector @ 1
Vector Action
Space Type Discrete v

Branches Size 2
Branch O Size 3
Branch 1 Size 3

Model None (NN Maodel) ®
Inference Devic CPU

1

Behavior Type Default A
TeamId 0

Use Child Sensors +

Puc. 3.6 ITapamerpu kommnonenTa Behavior Parameters

JIBOMa 101aTKOBUMH IapameTpamu 0yio gogano Decision Requester ta Ray
Perception Sensor 3D, mepmiuii 3 skux 3a0e3ledye 3alMMTH HAa BUKOHAHHS PIllICHb
arcHTOM, a JIPYTUi SBJISE€ COOOI0 CHUCTEMY 3 IPOMEHIB 3 TEBHOI JOBXHHOIO, SIKi
MOXXYTh MOBIIOMJISITA areHTy, PO HOTO MPUOIUKEHHS 0 TeBHUX irpOBUX 00’ €KTIB.
Ray Perception Sensor 3D 3abe3reuye CXOXKY 3 METOI0M
CollectObservations(VectorSensor Sensor) poiib, JO3BOJSIOYM areHTy pPOOUTH

CIIOCTEPEKEHHS y CEPEIOBUIIII.

3.1.3. CTBopeHHsI cepe1OBUIIA 1JIsI HABYAHHSA

st Toro, mo0 MaTh 3MOTY HAaBYAaTH areHra, Oyyno 3po0JICHO cheliayibHe

CEPEAOBHIIIE, CIIITYIOUH TAKUM HEOOXITHUM OCOOIMBOCTSM |

o CepenoBuille Mae OyTH JOCUTH MPOCTHUM, 1100 HAaBYAHHS MPOXOAWIO 3
OUTBIIOK MBHAKICTIO. [ 11boro cepenoBwuiie Oyso 3po0JEHO 3 BUKOPUCTAHHIM

nuuie 19 mecTuKyTHUKIB, BUCTABICHUX Y (POPMI BEJIMKOTO MIECTUKYTHUKA.
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o KitouoBi MOMEHTHM y CEpEeAOBHILI MAalTh MICTUTH  €JIEMEHTHU
BunaakoBocTi. Ile 3a0e3neuye Bminns LI agantyBaTucs no pisHux ymoB. JJist iboro
Oyno crtBopeHo momatrkoBuii ckpunt GameHandler2, meron Restart() sxoro
BUKIHKaeThCs y Metoai OnEpisodeBegin() ckpunta MLAgents. Ilpu ##oro BUKIHKY,
B1JI0YBA€THCS BUIMAJKOBE PO3MIIICHHS €JIEMEHTIB MPOCTOPY, TAKUX SIK MEPEIIKOMH,
L1JIb areHTa Ta caM areHr.

o CepenoBuiiie Mmae OyTH po3po0OIieHe Tak, 100 YHEMOXKIMBUTH HEOaKaHy
ta HenepenaOauyBany moBeminky LI Jlns nporo OyB oOMeXeHUM pyX areHra, 3a

JIOTIOMOT'O0 PO3MILIEHHS JJOJIaTKOBUX MEPEIIKO/ 110 IEPUMETPY CepeIOBUIIIA.

I'otoBe CCPCAOBHIIC CKIIAAAETLCA 3 0OMEKEHOT0 TOJIS 3 IHCCTI/IKYTHI/IKiB, arcHra

Ta Horo 1, 10 skoi LI Oyae BuuTHCS mIykaTH muisx.

Puc. 3.7 CepenoBuie s HaBuanus 1



3.2.  AHaJui3 mapaMeTpiB Ta HABYAHHS IUTYYHOI'0 IHTEJIEKTY

3.2.1. Anani3z napametpiB Paiiny kondirypauii

56

Jlist Toro, mo0 MamKrHHE HaBYaHHS OyJio €(peKTHUBHUM Ta B3arajil Majio sIKICh

pe3yabTaTu, 0yJio JOCHIIIKEHO apaMeTpu s (painy kKoHdiryparii.

Tabmuis 3.1
[Tapamerpu koHirypaiii
[Tapamerp Onuc Hianazon | 3nauenH | OOpane
3HaYEHb s 3a JUTS
3aMOBYY | HaBYAHHS
BaHHSAM | 3HAYCHHS
trainer_type Tun HaBYaHHS ppo/sac/ ppo ppo
poca
summary_fre | Kinbkicts qocBiny, sikuii moTpiOHO 3i0patn _ 50000 10000
q repes CTBOPEHHSIM Ta BiIOOpaKEHHIM
CTaTUCTHKHM HaBYAHHS.
time_horizon | Ckinbku KpoOKiB 10CBixy, moTpibHO 3i0patn | 32-2048 64 128
KO’)KHOMY areHTy, Mepil HiX J10/1aBaTH HOTO
B Oydep mocBiny.
max_steps 3aranbpHa KUTBKICTh JOCBIAY, KU Oyze 5e5 - 1e7 | 500000 500000
3i10paHo mepe 3aKiHYEeHHSIM HaBYAJIbHOTO
IpoIIecy.
keep_checkp MakcuMaibHa KiTbKiCTh KOHTPOJIBHUX _ 5 5
oints MYHKTIB, SIK1 CITiJ] 30epiraTu.
checkpoint_i | KinbkicTh 10CBixy, 310paHOTO MK KOKHUM _ 500000 500000
nterval KOHTPOJILHUM MTyHKTOM
init_path HInsx mo Mozeni, 3 K0T BiIOYyBaTHMETHCS _ None None
HaBYaHHS
hyperparamet [IBuIKiCT, HABYAHHS JJISl TPAJAIEHTHOTO le- 3e-4 2.0e-4
ers -> crycky. BinmoBizgae cuiti KOKHOTO KPOKY 5-1e-3
learning_rate OHOBJIEHHS TPA/IIEHTHOTO CITYCKY.
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hyperparamet KinbKicTh 1OCBiMy Ha KOXKHIH iTepartii 32-5120 256 512
ers -> IPaTIEHTHOTO CITYCKY.
batch_size
hyperparamet | Kinbkicts gocBiny, sikuii cii 3i0patu nepen | 2048 - 10240 4096
ers -> OHOBJICHHSIM MOJEJI. 409600
buffer_size
network_setti | KiibkicTh OMHUIB Y IPUXOBAaHUX mapax | 32 - 512 128 128
ngs -> HEHPOHHOI Mepexi.
hidden_units
network_setti | KinbKicTh NpUXOBaHUX IIAPIB y HEWPOHHIH 1-3 2 2
ngs -> Mepexi
num_layers
hyperparamet | Cuna perynspusaitii eHTpOIIii, o0 POOUTH le- 5.0e-3 5.0e-4
ers -> beta MOJIITUKY "OUITBII BHITaIKOBOIO" . 4-le-2
301IbIIEHHS IILOTO JO3BOJUTEL areHTaM
B)KMBATH OUIbIIIE BUITAJAKOBUX JIiH, THM
CaMHM Kparlle JOCIKYBaTH CepPeIOBHIIE
hyperparamet | BmuBae Ha Te, sik mBuaKO mojitnka moke | 0.1-0.3 0.2 0.2
ers -> epsilon | possuBatHcs Mg yac HaBuaHHs. Bignosinae
JOTYCTUMOMY TIOPOTY PO30DKHOCTI MIXK
CTapOIO Ta HOBOIO MOJITUKOIO MiJT Yac
OHOBJICHHSI TPAJIIEHTHOTO CIYCKY. SIKIIIO
BCTAHOBUTH 1€ 3HAUYCHHS HEBEIIMKHM, 11¢
NIPU3BEJIE 10 OUTBIN CTAOUTLHUX OHOBJICHD,
aJie TAKOX YIIOBUIBHUTH HaBYAIbHUN
npoiiec.
hyperparamet [le MOXHa PO3TIIAIATH K T€, HACKUIbKH 0.9-0.9 0.95 0.95
ers -> lambd areHT MOKJIAJIAETHCS Ha CBOO MOTOYHY 5
OIIIHKY TIPU OOYMCIICHHI OHOBJICHOT OLIIHKH.
hyperparamet | KinbkicTb npoxoaiB uepe3 Oydep A0cBiLy 3-10 3 3
ers -> IpY ONTUMI3allii IPpaAieHTHOTO CIYCKY.
num_epoch 3MeHIIIeHHS I[bOT0 3a0e3MeYUTh

CTaOUIBHIII OHOBJICHHS, 32 PaXyHOK

HOBUIBHILIIOTO HABYAHHS.
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[lepen camuM mnpouecoM HaBuaHHA OyJ0 CTBOpEeHO (Qain KoH(iryparii
AgentConfig.yaml, sxkuii MicTHTh HaJaTyBaHHS i1 MaliMHHOTO HauauHs IIII.

®aiin koH}iryparlii 0yj0 CTBOPEHO Ha OCHOBI IPOAHATI30BAHUX TAPAMETPIB.

AgentConfig.yam| X

D: > programs 2> Unity > Projects > 3D Mage Diploma » config > AgentConfig.yaml

: .99
: 1.8
: 500000
: 128
: 10068

Puc. 3.8 ®aiin koundirypanii AgentConfig.yaml

3.2.2. 3anyck Ta HAJIaro/>KeHHs Mpolecy HABYAHHSA

3anns eheKTUBHOCTI HaBYaHHS OYyJO CTBOPEHO IME€ 5 KOMid pPo3poOJICHOTO
CepelloBHIIa, 130IbOBAHUX OJHA Bif omHOi. /[y Toro, MO0 po3moyaTd HAaBYAHHS, Y
BIpTyaJIbHOMY CEPEIOBHUIII B KOMAaHAHOMY PSIKY OyJI0 BBEIEHO Ta BAKOHAHO KOMAaHTY
“mlagents-learn config/AgentConfig.yaml --run-id=Test_1". /lana xomaH/ma 03Ha4ae,

110 OyJI0 pO3MOYaTO HABYAHHS 3 Ha3BOK [€St 1 Ta BUKOPHUCTOBYIHOYM HallAlITyBaHHS
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3 daitny koudirypanii AgentConfig.yaml. ITicas mporo y Unity Oymo HaTtucHyTO

KHOIIKY NTOYaTKy cuMyJsiiii Ta HaByaHHs LI po3nouanocs.

Time ' ean Re of Rew . Training.
Time
Time
Time
Time g.
Time ed: 18 4 5. Mean Re d: 1.228. f Reward: 952. Training.
Time 2 5 S. { 1. . of r 7. Traini
Time
Time
). Time
). Time
Time
). Time
Time
). Time
Time
). Time
Time
Time
). Time
Time
). Time
Time
. Time
). Time
). Time
Time

I ]

N

Puc. 3.10 Burnsan HaBuanHs y BikHI UNity (3eeHIM MO3HAYCHI cepeIOBUIINA, Y SKUX
areHT YCHINTHO IIATIOB JI0 I[iJTi, YePBOHUM — Y SIKHX areHT TOPKHYBCS 10

NEPENIKOIN)
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Ak 6aunmo 3 puc. 3.9, cepeHe 3HAYEHHS HArOPOJAM 3a €Mi30]l 3MIHWIO CBOE
3Ha4YeHHS 3 HaiimeHmoro - 0.832, no HaitbubIIoro 6.363, a B camiii cUMyJIsIIiil CTaIo
BUJTHO, 1110 3aMICTh XaOTUYHOTO PYXY areHTiB BOHU HABYMIIMCS IPSIMYBaTH J10 I[LTI.

[Ilo6 HaBuaHHA OyJ0 MAaKCUMaJIbHO €(PEKTUBHHUM, MOTPIOHO CIIOCTEPIraTH 3a
MOBEAIHKOIO areHTiB, Ta KOPEryBaTH 3HAUEHHS HAropoau 3a pi3Hi aii. Hanpuknan, npu
MEePIIOMY 3allyCKy areéHTH HE MaloTh YSBIICHHS, 110 iM pOOUTH, BOHU TOPKAIOTHCA /10
NEPEIIKO/, Ta 1HOJI, BMIAJKOBO 3HAXOAATh UUIb. JlJIs 1IbOro, OKpIM HETraTUBHOL
HAropoJy 3a AOTUKH JO MEpPEeUIKod, Ta MO3UTUBHOI 3a 30MpaHHs 1u1i, OyJIO J0JaHO
CHeljaJibHy Haropojly 3a 3MEHILIEHHS BIJICTaHI MDK areHtom Tta uuuio. llpore,
TpPamuBCsl BHUMAJOK, KOJW areHTH PO3MOYMHAIMA CTOSTH BiJl Il HAa MIHIMaJIbHIN
BiJICTaH1, OTPUMYIOUH BiJl IIOTO OUTBIIY HAropoay, HK BiJ TOpKaHHs A0 mim. J{is
BUPIIICHHS J1aHOi NPOOJIEMH, 3 KOKHHM HACTYMHUM HaBYaHHSAM OYJI0 3MEHIIEHO
3HAYEHHS Haropoju 3a BIJCTaHb.

JUis CHOHYKaHHS areHTIB WBU/IIE IPSIMYBATHU 10 11, OyJI0 JOJJaHO HEraTUBHY

Haroponay, 3a KOKCH MOMCHT 4acCy, KOJIM aIrCHTH HABYAaIOTbCs

3.3. AHaJi3 pe3yJbTaTiB Ta BIPOBAKEHHSI HABYEHOT0 iHTEJIEKTY Y Ipy

Jlns ananmizy ycenimaocTi HaBuaHHs LI, y BipTyansHOMY cepeIoBHIIE Y KOHCOJT1
Oyno BukoHano komany “tensorboard --logdir results --port 6006, sika BignoBinae 3a
BioOpakeHHs1 iH(oOpMaIlii 1moa0 HaBYaHHSA Yy BUIIISAI TpadikiB, BUKOPUCTOBYIOUHU
cepsic TensorBoard.

Ha puc. 3.11 300paxeno rpadik, Bich Y SIKOTO BiJIITOBIZA€E 32 CEPeIHE 3HAYCHHS
HAKOMMYyBaHOI HArOpOJW areHriB, a BiCh X — 1€ KUIBKICTh KPOKIB TPEHYBaHHS
areriB. ['padik BimoOpakye Te, mo 31 30UTBIIIEHHSM KUTBKOCTI KPOKiB TPEHYBaHHS,
s0urpmyBanacs i epektuBHicTs IIII. BoHm mowanwm dacrime micraBaThcs Iim, Ta
MEHIIIE TOPKATHUCS A0 TepemKko . I'padik CHHBOTO KOJIBOPY, 110 BIATOBITAE 32 IPYTUi
3aIyCK HaBYAHHS 3HAXOAWTHCS HUKYE BIAHOCHO Tpadika Mmeprioro HaBYaHHS, TOMY

110 OyJia 3MEHIIIEHA Haropoja 3a BiJICTaHb J0 1111, IPY CTaJIIil HABYEHOCTI areHTIB.
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Cumulative Reward
tag: Environment/Cumulative Reward

( 100k 200k 300k AD0k 500

Smoothed Value Step Time Relative

Test_1\AgentBehavior 0.4587 0.4303 500k Tue May 18,18:37:57 21m 17s
() Test_2\AgentBehavior 0.296 0.3764 500k Tue May 18,22:19:16 19m 10s

Puc. 3.11 I'padiku HaKOMM4UyBaHOI HATOPOJIM MEPIIUX JBOX TPEHYBaHb

He menm BaxnuBuM rpadikoM s aHATI3y YCIIIIHOCTI HAaBYaHHSA, € rpadik
TPUBAJIOCTI €Ii30/11B HaBYaHHs areHTa. Emi3o/ BBaXXaeThCs 3aBEPIICHUM, KOJIU areHT
TOpKaeThCs 110 111, a6o uepe3 1000 kpokiB HaBuaHHS. [Ipu TOTUKY 10 MEpemIKoaH,
emi30]l He 3aBepInyeThcs. SIk BUIHO Ha rpadiky, 31 30UTBIIEHHSIM KITBKOCTI KPOKiB
(Bice X), 3MeHIIyeThCS Yac emi3omiB (Bick Y) , Il CBiIYWTH MPO TE€, IO arcHTH
MOYMHAIOTH Kpallle CIPABISATUCS 3 3aBJIJaHHSM, a CaMe - IMIBUIIE JICTAIOThCS LTI

[Towarok cuHboOTO Tpadika, HIOW MPOAOBXKYE MOMapaHdeBUi Tpadik, TOMY IO
MDK TEpIIMM Ta JAPYTUM 3allyCKoM He Oyno 3MiH, IO MOIIM O TOBIUIMBATH HA

TPUBATICTH €MI30/iB.
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Episode Length
tag: Environment/Episode Length

runt

Smoothed Value Step Time Relative
Test_1\AgentBehavior 151.7 155.1 500k Tue May 18,18:37:57 21m17s
O Test_2\AgentBehavior 97.01 93.12 500k Tue May 18,22:19:16 19m 10s

Puc. 3.12 I'padiku TpuBangoCTi €mi30/1iB NEPIIUX ABOX TPEHYBAHb

[Ipu TperbomMy TpeHyBaHHI Oyjia 3HayHO 30UIbIlIEHa HEraTMBHA HAropoja 3a
JTOTHKH J0 TIEPEIIKO/], TOMY MOPIBHSIHO 3 TpadikaMu MepIinx ABOX TPeHYBaHb, Tpadik
TPETHOIO0 TPEHYBAaHHS 3HAXOAUTHCS Ha0araro HUXK4YE, Mar4d JOCUTh HHU3bKI

IMOKa3HUKH HAropoau.

Cumulative Reward
tag: Environment/Cumulative Reward

50k 100k 150k 200k 250k 300k 350k 400k 450k 500k

run to

Smoothed Value Step Time Relative

Test_1\AgentBehavior 0.4587 0.4303 500k Tue May 18,18:37:57 21m 17s
Test_2\AgentBehavior 0.296 0.3764 500k Tue May 18,22:19:16 19m 10s
(© Test 3\AgentBehavior -2.785 1.982 500k TueMay 18,22:50:03 21m 37s

Puc. 3.13 I'padiku Haropoau ycix TpbOX TPEHYBaHb
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[Ipore, meTor0 Oyno0 3poOUTHM Tak, MO0 MEPCOHAXKI MEHILIE TOPKAJUCA 10
MEepenIkol, a 4Yu 1€ BAAJIOCAd BHUJIHO 3 rpadika TpuBajocTi emnizoniB (puc.3.14),
MOPIBHSHO 3 MEPIIUMHU JBOMA TPEHYBaHHIMH. bylo JOCATHYTO TOTO, IO TPUBAJICTH
€MI30/11B 3pOciia, a OTXKE 1€ 3HAYUTh, 1110 ar€HTH MMOYald BUTpAdYaTH OUIbIIE Yacy Ha

O6XOII)KGHH$I MCPCIIKO/I, 3aMICTh MEpECyBaHHA, TOPKAIOYNUCH 1O HHUX.

Episode Length
tag: Environment/Episode Length

Smoothed Value Step Relative

Test_1\AgentBehavior 154.2 155.1 500k Tue May 18,18:37:57 21m17s
Test_2\AgentBehavior 98.69 93.12 500k Tue May18,22:19:16 19m 10s
O Test_3\AgentBehavior 104.6 98.61 500k Tue May 18,22:50:03 21m 37s

Puc. 3.14 I'padiku TpuBajIoOCTI €Mi30/1iB yCiX TPEHYBaHb

[lo 3akiHueHHIO TpeHyBaHHS, ¢aliau HEUPOHHOI MOjeNi 30epiraroThCsi y

nanka mpoekTy \ results \ HazBa TpeHyBaHHS.

3D Mage Diploma » results » Test_3
I’
AgentBehavior
run_logs
| AgentBehavior test_3.onnx
@ configuration.yaml

Puc. 1.15 po3milieHHst HEUPOHHOT MEPEXK1
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Jl1st Toro, 1100 BUKOPUCTOBYBATH ii JJIs peani3alli ITy4HOIro 1HTEJIEKTyY Y Ipi,
ii motpiOHO mepemictutu y noine Model kommonenTa Behavior Parameters arenra, Ta
y nojii Behavior Type su6Gpatu Inference Only, mo Bkasye Ha Te, 1110 MU HE X0YEMO
HABYaTH IIbOTO arcHTa, a OyJeMO BUKOPUCTOBYBAaTH TOTOBY HEWPOHHY MOJIEIb

MOBEIIHKH.

Y |# Behavior Parameters o0 i

Eehavior Name  AgentBehavior
Vector Observation
Space Size 10

Stacked Vector @ 1
Vector Action
Space Type Discrete v

Branches Size 2
Branch 0 Size 3
Branch 1 Size 3

| Model &y AgentBehavior test_3 (NNN ©
Inference Devic CPU v
| Behavior Type [Inference Only \
TeamId 0

Use Child Sensors +

Puc. 3.16 HamamryBanHs areHTa sl TOTOBOT HEHPOHHOT MOJIeTi

Jlnst peanizaiii BiICTiIKOBYBaHHS TPaBLs MPOTUBHUKAMH, TPOTUBHUKAM OYJI0
JI0JTaHO KOMITOHEHTH areHTa, a KarcyJlbHUN Kojaijep rpaBiisg OyJio MOCTaBJICHO Ha

piBeHb Target, Ta qomano ter Target, skuit OyB y IIiTi JIJIs1 ar€HTIB.

3.4. BucHoOBKH 10 3 po3aiay

OTxe, y TpeTbOMYy pO3AUTI OyJ0 ONHCAHO MPOIEC PO3POOKH MAITUHHO
HABYEHOTO IITYYHOTO IHTEJIEKTY Ta HOTo peai3ailis B Tpi.

Byno ycraHoBneHo HeoOXimH1 I HaBUYaHHS O10J1O0TEKM Ta HAJIAIITOBAHO
BipTyasbHe cepenoBuiie B Python. Takox Oysio cTBOPEHO Ta HAJAIITOBAHO arcHTa Ta

cepenoBwile Uil HaBuaHHs B Unity.
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Bbyno mnpoananmizoBaHO 3HAYE€HHS TapaMeTpiB, IO BIANOBIIAIOTH 34
KOH(irypaiiro npouecy HaBuaHHs. JIJisl pi3HHMX THIIB 3a7ad L1 MapaMeTpu pi3Hi, a
oTxke OyIno minidpaHo came HeOOXiJIH1 AJi1 OTPUMAHHS MaKCUMAaJIbHO1 YCHIITHOCTI Ta
e(EeKTUBHOCTI HaBYaHHSA MMapaMEeTpH.

3a pomomMoror rpadikiB Oyl0 MpoaHaIi30BaHO pE3yIbTaTH HaBYaHHS, Ta
3p00JIEHO BUCHOBOK, 1110 BOHO MPOMIILIO YCIHILIHO.

I Oyno BOpPOBAaIXKEHO Yy TPy, BHUKOPUCTOBYIOUM HATPEHOBAHY MOJEIb

[MOBEIIHKH arcHTa.



66

BUCHOBKH

OTxe, miJ yac BUKOHAHHS BUITYCKHOI KBasli(ikaiiiiHoi 6akanaBpcbkoi poOOTH
Ha Temy : “Po3poOka komm'totepHoi 3/ rpu xaHpy miytep 3 eJleMeHTaMu IITy4YHOI'O
1HTENeKTYy” OyJIo IPOBEIEHO AOCTII)KEHHSI TEOPETUYHO1 0a3u MpeIMETHOI 00J1acTI.

VYcemimHo BAamocss AOCATTH METH pobotu, a came : JlocmiauTu MeTroau
MAIIMHHOTO HaBYAHHS IITYYHOTO IHTEJIEKTY Ta CTBOPUTH MOBHOI[IHHUI IPOrpaMHUIN
NPOAYKT — IPY 3 BUKOPUCTAHHSM IITYYHOT'O iIHTEJIEKTY.

VY xoai JocsrHEeHHS MeTh poOOTH Oylio BHPILIEHO OCHOBHI 3aBlaHHA. byio
JOCIIHKEHO 0COOIUBOCTI PO3POOKH KOMIT' FOTEPHUX IrOp Ta MPOAHAII30BaHO 1CHYIOU1
aHanmoru. bymo takox mpoanamizoBaHo metomu ctBopeHHs LI, cepen sikux Oyno
BuOpano merox reinforcement machine learning. Byno po3po6ieno mosHotinHy 3]
rpy Ta peani3oBaHo B Hii MamnHHO HaBueHwuit [11I.

O6’exTaMu TOCTKEHHS TIPW BUKOHAHHI 3aBJaHHs poOOTH OYyiIu 1HIYCTpis
BIZICOIrOp Ta METOAM CTBOPEHHS IITYYHOTO IHTEIEKTY

[Ipeqmeramu mOCHiTKEHHS NMPU BUKOHAHHI 3aBAaHHSA poOOTH Oynm irpu 3i
MITYYHUM 1HTEJIEKTOM Ta MAIlIMHHE HaBUYAHHS IITYYHOTO IHTEICKTY.

B po6oTi HaBeaeHi1 giarpamu, 0 OMKUCYIOTh apXITEKTYPY SK caMOi I'pH, Tak 1 ii
OKpPEMHUX KOMITOHCHTIB.

Po3pob6nena rpa mae cBiif IpOyMaHU# CIOXKET, YHIKAIbHI MEXaHIKHA B3aEMOIIT
3 MPOTUBHUKAMH, 9 BUIIB MPOTUBHUKIB 3 OCOOIMBUMH aTpuOyTamu, 6 BUIIB 30poi,
KOXEH 3 IKUX Ma€ 3aTHICTh MOKPAIILYBAaTHUCs, TAKOXK HasIBHI 7 TOJATKOBUX HEITPOBUX
MIEPCOHAXKIB.

Pe3ynbTaToM AOCHIIKEHHS TAaKOXX CTalO0 OTPUMAHHS IITYYHOTO IHTENEKTY,
pealti3oBaHOTO 3a JoromMororo Metoay reinforcement machine learning — mamuHHOTO
HaBYaHHS 3 MiAKpimieHHsM. [lelr MeTon xapakTepHHil THM, IO /I HABYAHHS areHTa
BUKOPUCTOBYETHCSI METOJ HAropoJy areHTa 3a MpaBWiIbHI Jii, Ta MOKapaHHS 3a
HETMpPaBWIIbHI, B HACIIIOK YOTO HEHPOHHA Mepexka aHali3ye BCl BX1HI JaH1 Ta KOPETYye
BUXIJIHI JIaHl TaKMUM YHHOM, OO0 areHT OTPUMYBaB jAcAajil OUIBIIMN cepemaHii

pe3yJibTar.
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[tyynuii iHTEeNeKT Oya0 HATPEHOBAHO B 3 €Tamu, MiJ Yac KOXKHOTO 3 SKUX
arertu npoimyu no 50000 kpokiB HaBuaHHs. HelipoHHa Mepexa Ha siKiii TpeHyBaBCs
I mae 2 npuxoBani mapu no 128 By3iiB, 11e 3a0e3nedyyBano eeKTUBHE HaBUYaHHS Ta
OTPUMAaHHS SAKICHUX PE3YIbTaTIB.

Jlana po6oTa € akTyaJabHOIO Ta ii pe3yJbTaTh MOXKYTh BUKOPUCTOBYBATHUCS JJIS
MOKpPAIIEHHHS aHaji3y METOJIB MAalIMHHOTO HaBYaHHS 3a JOMOMOIOI0 IrPOBHUX
cumyisinii. Ha ocHOBI OTpUMaHMX pe3ysibTaTiB MOKHA CTBOPIOBAaTH OUIbLII Ta
CKJIQJHIII CUCTEMH 31 IITYYHUM THTEJIEKTOM.

CaMy ) Tpy MOKHa BUKOPHUCTOBYBATH y PO3BKAIbHUX Ta HABUAIBHUX IIUIAX,
OCKLUIBKHM B HIM peasizoBaHe JIOCUTh HE3BUYaliHE BEJICHHS 000 3 TPOTUBHUKAMHU, MiJ
9ac SIKOTO PO3BUBAETHCS PEAKIisl Ta YBAKHICTH TPABIIS, KOJIHM BiH HAMAraeThbCsl 3HAUTH
noTpiOH1 ynamku 30poi. Tako pO3BUBAETHCS YMIHHS MHCIUTH TpaBls, OCKUIbKU
oMy MOTPiOHO BHUPIIIYBAaTH, BUKOPHUCTOBYBATH 30p0ro 0€3 MOKpaIleHHs Ta BTPATUTH
ii, ayie mBHUAILIE BOUTH MPOTUBHUKA, a00 K MOKPAIIUTUA 30pO0, TUM CaMHUM 30€perTu
il Mpu HaHECEHH1 KPUTUYHOTO YAapy, ajie MOKePTBYBATH YACOM Ta 3JI0POB’SIM.

VY rpi HasgBHa MiIKpOe€KOHOMIiKa. ['paBIf0 3aBXKIW MOTPIOHO BIACIIIKOBYBATH
KUIbKICTh KYOWKIB Ta IUIaHYBaTH, SKUMU 3 HHX JKEPTBYBAaTH 3apalyl IHIIUX, IIC
PO3BHBAE y TPaBIIA €JIEMEHTApHE PO3YMIHHSI €KOHOMIKH.

PiznoGapBHI nepcoHaxi ta 30posit MOXKYTh JTOMIOMOI'TH JIITSM BUBYUTH KOJIBOPH,
a/pKe T 4Yac MpOoIecy T'pU BiJ TpaBId MOTPEOYEThCS BMIHHS TpaBlld 3HATH Ta

PO3PI3HATH KOJIBOPH.
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JTOJATKH

JopaTok A

Ckpunr-napcep, 1151 KoHBepTyBaHHs (aiiny popmaty text B mpedad 3 kyOukiB

#1f UNITY_EDITOR

using System.Collections.Generic;
using System.IO;

using UnityEditor;

using UnityEngine;

public class ParseStructure : MonoBehaviour

{
struct VoxelsRawData
{
public Vector3 pos;
public string col;
public VoxelsRawData(Vector3 pos, string col)
{
this.pos = pos;
this.col = col;
}
}

[MenuItem("Tools/KoHBepTyBaTK BOKCe/NbHY CTPYyKTypy 3 text B npedab”)]
public static void Do()

{
if (Selection.assetGUIDs.Length == @ || Selection.assetGUIDs.Length > 1)
{
Debug.LogError("He obpaHo xoaHuin dainn !");
return;
}

var assetGUID
var assetPath

Selection.assetGUIDs[Q];
AssetDatabase.GUIDToAssetPath(assetGUID);

StreamReader myFile = new StreamReader(assetPath);
var rawVoxelDatas = ParseRawVoxelsFromFile(myFile);
myFile.Close();

var rootGameObject = CreateVoxelStructure(rawVoxelDatas);
Selection.activeObject = rootGameObject;
PrefabUtility.SaveAsPrefabAsset(rootGameObject, "Assets/NewMonsters/destructibles/"
+ Path.GetFileName(assetPath) + ".prefab");
DestroyImmediate(rootGameObject);
}

private static List<VoxelsRawData> ParseRawVoxelsFromFile(StreamReader file)

{

var rawVoxelDatas = new List<VoxelsRawData>();

string line;
while ((line = file.ReadLine()) != null)

{
if (line[@] == '#' || line[@] == ' ')

continue;
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}

else
{
var split = line.Split();
Vector3 position = new Vector3(float.Parse(split[@]), float.Parse(split[2]),
float.Parse(split[1])); //goxel z = unity y
rawVoxelDatas.Add(new VoxelsRawData(position, split[3]));
}

}

return rawVoxelDatas;

}

private static GameObject CreateVoxelStructure(List<VoxelsRawData> rawVoxelData)
{
GameObject root = new GameObject();
for (int i = @; i < rawVoxelData.Count; i++)
{
var cube = GameObject.CreatePrimitive(PrimitiveType.Cube);
cube.layer = LayerMask.NameToLayer("Voxel");
cube.transform.SetParent(root.transform);
cube.transform.position = rawVoxelData[i].pos;
var material = GetOrCreateVoxelMaterial(rawVoxelData[i].col);
cube.GetComponent<Renderer>().sharedMaterial = material;
}

return root;

}
private static Material GetOrCreateVoxelMaterial(string colorCode)

{

Material material =
(Material)AssetDatabase.lLoadAssetAtPath("Assets/NewMonsters/destructibles/" + colorCode +
".mat", typeof(Material));

if (material == null)

{
}

return material;

material = CreateVoxelMaterial(colorCode);

}

private static Material CreateVoxelMaterial(string colorCode)
{
var material = new Material(Shader.Find("Universal Render Pipeline/Lit"));
Color col;
Colorutility.TryParseHtmlString("#" + colorCode, out col);
if (col == null)

{
Debug.LogError("Momunka npu KoHBepTauii konbopy : #" + colorCode);
}
else
{
material.color = col;
}

AssetDatabase.CreateAsset(material, "Assets/NewMonsters/destructibles/" + colorCode
+ ".mat");
return material;
}
}

#tendif
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Jonatok b

Ckpunr Collectable.cs, mo Biamosigae 3a 37aTHICTh KYOUKIB OyTH 310paHUMU

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

public class Collectable : MonoBehaviour
{
public bool isCollectable;
public bool isDestructable=true;
public string color;

private void Start()

{
isCollectable = false;
isDestructable = true;

Honatoxk B
Ckpunt Player_Movement_2, o BiamoBigae 3a pyx rpasiist

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Rendering;

using UnityEngine.Rendering.Universal;

public class Player_ Movement_2 : MonoBehaviour
{
public float moveSpeed = 12f;
public float gravity = -9.81f;
public float jumpHeight = 1of;
public float slopeForce;
public float slopeRaylength;
public Transform groundCheck;
public Transform ceilingCheck;
public LayerMask groundMask;
public LayerMask ceilingMask;
public Volume PostPros;
public Camera mainCam;
public Animator animator;
private LensDistortion 1d;
private Vector3 move;
private CharacterController controller;
private Vector3 velocity;
private Vector3 drag;
private bool isGrounded;
private bool touchCeiling;
private bool jumped;

private void Start()
{

}

controller = GetComponent<CharacterController>();



void Update()

{

isGrounded = Physics.CheckSphere(groundCheck.position,
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groundCheck.gameObject.GetComponent<SphereCollider>().radius*gameObject.transform.localScale
.X, groundMask);

touchCeiling = Physics.CheckSphere(ceilingCheck.position,
ceilingCheck.gameObject.GetComponent<SphereCollider>().radius *

gameObject.transform.localScale.x, ceilingMask);

if (touchCeiling)

if (isGrounded && velocity.y < @) // konu napae

velocity.y = -2f; // wBuakicTb noyaTky nagiHHA

if (Input.GetKeyDown(KeyCode.LeftShift)) //HaxaTo wudTt

{
velocity.y = velocity.y * -1f;
}
{
controller.slopeLimit = 45.0f;
if (jumped)
{
Land();
}
}
if (Input.GetButton("Jump") && isGrounded )
{
Jump () ;
}
{
StartCoroutine(Dash());
}

float x = Input.GetAxis("Horizontal");
float z = Input.GetAxis("Vertical™);

if (x '= 0 & z != @) //nepeBipka pyxy no pgiaroHani, pgineHHAa wBMAKOCTi Ha KopiHb 3
IBOX, SAKIO TakK

{

X
z

x / Mathf.Sqrt(2);
z / Mathf.Sqrt(2);

if (x '=0 || z !'=0) //akuo pyxaeTbcs

{

animator.SetBool("swing", true);
}
else
{

animator.SetBool("swing", false);
}

move = transform.right * x + transform.forward * z;
controller.Move(move * moveSpeed * Time.deltaTime);

velocity.y += gravity * Time.deltaTime;

controller.Move(velocity
velocity.x /= 2 + drag.x
velocity.y /= 1 + drag.y
velocity.z /= 2 + drag.z

*

*
*
*

Time
Time
Time
Time

.deltaTime);
.deltaTime;
.deltaTime;
.deltaTime;

if ((z '=0 || x != @) & OnSlope())
{

controller.Move(Vector3.down * controller.height / 2 * slopeForce *

Time.deltaTime);

}

}

private bool OnSlope() // Akwo Ha cxuni

{

if (!isGrounded)
{
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return false;

}

RaycastHit hit;

if (Physics.Raycast(transform.position, Vector3.down, out hit, controller.height / 2
* slopeRayLength))

if (hit.normal != Vector3.up)
return true;

}
return false;

}

public void Jump() //npwuxok

{
velocity.y = jumpHeight;
controller.slopelLimit = 90.0f;
jumped = true;
animator.SetBool("jump", true);
Debug.Log("Jupmped");

}

public void Land() //npu3emneHHs

{
jumped = false;
animator.SetBool("jump", false);
Debug.Log("Landed");

}

IEnumerator Dash() //puBok

{

PostPros.profile.TryGet<LensDistortion>(out 1d);
ld.active = true;
for (float i =0; i > -1; i -= 0.1f)
{
yield return new WaitForSeconds(0.02f);
ld.intensity.value = i;
}
yield return new WaitForSeconds(0.3f);
velocity += Vector3.Scale(transform.forward, 30 * new Vector3((Mathf.Log(1lf /
(Time.deltaTime * drag.x + 2)) / -Time.deltaTime), (Mathf.Log(1f / (Time.deltaTime * drag.y
+ 2)) / -Time.deltaTime), (Mathf.Log(1f / (Time.deltaTime * drag.z + 2)) / -
Time.deltaTime)));
ld.active = false;
}

Honarok I'

Ckpunr MLAgenNt, mo BiAMoBiae 3a peanizaiito areHTa MaHHOTO
HaBuaHHs LI

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using Unity.MLAgents;

using Unity.MLAgents.Sensors;

public class MLAgent : Agent
{
[SerializeField] private Transform targetTransform;
[SerializeField] private Material winMat;
[SerializeField] private Material looseMat;
[SerializeField] private MeshRenderer render;
[SerializeField] private GameObject spawner;
private float goal, death, time, dis, face, top, staying, touching;
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private CharacterController controller;
private Vector3 move;

private Vector3 velocity;

public float moveSpeed = 12f;

public float gravity = -9.81f;

public override void Initialize()

{
goal = 1f;
death = -1f;
time = -0.01f;
dis = 0.01f;
staying = death / 1of;
touching = death / 1ef;
controller = GetComponent<CharacterController>();
}
public override void OnEpisodeBegin()
{
spawner.GetComponent<GameHandler2>().Restart();
}
public override void CollectObservations(VectorSensor sensor)
{

sensor.AddObservation(transform.localPosition);

sensor.AddObservation(targetTransform.localPosition);

sensor.AddObservation(controller.velocity);

sensor.AddObservation(Vector3.Distance(transform.localPosition,
targetTransform.localPosition));

}
public override void OnActionReceived(float[] vectorAction)
{
int moveX = 0;
int moveZ = 0;
switch (vectorAction[0])
{
case @:
moveX = 0;
break;
case 1:
moveX = 1;
break;
case 2:
moveX = -1;
break;
}
switch (vectorAction[1])
{
case @:
moveZ = 0;
break;
case 1:
moveZ = 1;
break;
case 2:
moveZ = -1;
break;
}
float x = moveX;
float z = moveZ;
if (x !'= 0 & z != @) //nepeBipka pyxy no pgiaroHani, pineHHa wBuMAKoCTi Ha KopiHb 3
OBOX, AKWO TaK
{

x = x / Mathf.sqrt(2);



z = z / Mathf.Sgrt(2);
}
move = transform.right * x + transform.forward * z;
controller.Move(move * moveSpeed * Time.deltaTime);
velocity.y += gravity * Time.deltaTime;
controller.Move(velocity * Time.deltaTime);
AddReward(time); // 3a wvac
AddReward(dis / Vector3.Distance(transform.localPosition,

targetTransform.localPosition));
//Debug.Log(GetCumulativeReward());
}

public override void Heuristic(float[] actionsOut)
{

int moveX = 0;

int movezZ = 0;

if (Input.GetAxis("Horizontal") > @)

moveX = 1;

else if (Input.GetAxis("Horizontal") < @)
moveX = 2;

else
moveX = O;

if (Input.GetAxis("Vertical™) > @)

moveZ = 1;
else if (Input.GetAxis("Vertical") < @)
moveZ = 2;
else
moveZ = 0;
actionsOut[@] = moveX;
actionsOut[1] = moveZ;
}
private void OnTriggerEnter(Collider other)
{
if (other.gameObject.tag == "Environment™)
{
render.material = looseMat;
SetReward(touching);
if (other.gameObject.tag == "Plane")
{
render.material = looseMat;
EndEpisode();
}
if (other.gameObject.tag == "Target")
{
SetReward(goal);
render.material = winMat;
EndEpisode();
}
}
private void OnTriggerStay(Collider other)
{
if (other.gameObject.tag == "Environment™)
{
SetReward(staying);
}
}
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Honarok /1

CkpurT 110 BIANOBIA€E 3a peani3aliio NPUTIATyBaHHS KyOUKIB 10 00’ €sKTa

Collector

using Syste
using Syste
using Unity

public clas
{
[Serial
public
public
public
public
public
public
private
{
app

m.Collections;
m.Collections.Generic;
Engine;

s Magnet : MonoBehaviour

izeField] private Animator myAnimController;
int collectspeed;
GameObject collector;
LayerMask piceMask;
LayerMask collectableMask;
bool appear;
bool open;
void Update()

ear = Physics.CheckSphere(gameObject.transform.position, 13, piceMask);

myAnimController.SetBool("appear™, appear);

ope

n = Physics.CheckSphere(gameObject.transform.position, 10.5f, collectableMask);

myAnimController.SetBool("open", open);

}

private

{
if

UnityEngine
rpaBiTauimw
Tpirrep
3HULEHHA

NMPUCKOPEHHSA

[o marHiTa

}
}
private
{
if
{
UnityEngine
}
}

void OnTriggerStay(Collider other)
(other.gameObject.tag == "Piece")

if (other.gameObject.GetComponent<Collectable>().isCollectable == true)
{
other.gameObject.layer = 13;
other.GetComponent<MeshRenderer>().shadowCastingMode =
.Rendering.ShadowCastingMode.Off;
other.GetComponent<Rigidbody>().useGravity = false; // Binkiw4daemo

other.GetComponent<BoxCollider>().isTrigger = true; // cTaBumo Kosnnangep AK
other.GetComponent<Collectable>().isDestructable = false; // 3abopoHaemo
other.GetComponent<Rigidbody>().velocity = Vector3.zero; // obHyndemo

other.transform.position = Vector3.MoveTowards(other.transform.position,
collector.transform.position , collectspeed * Time.deltaTime); // npuTtaryemo

void OnTriggerExit(Collider other)
(other.gameObject.tag == "Piece")

other.gameObject.layer = 10;
other.GetComponent<MeshRenderer>().shadowCastingMode =
.Rendering.ShadowCastingMode.On;
other.GetComponent<Rigidbody>().useGravity = true;
other.GetComponent<BoxCollider>().isTrigger = false;
other.GetComponent<Collectable>().isDestructable = true;
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Jonatoxk E

Ckpunr Collect 06’exra Collector, mo Bignoinae 3a 30upanHs KyOUKiB Pi3HIX

KOJBbOPIB

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

using UnityEngine;

using UnityEngine.UI;
public class Collect :

{

struct MyColor

{

MonoBehaviour

public string name;
public int count;

MyColor[] colors =
public Text collectedText;
string stringToPrint;
private void Start()

{
colors[@]
colors[1]
colors[2]
colors[3]
colors[4]
colors[5]
colors[6]
colors[7]
colors[8]
colors[9]

}

.name
.name
.name
.name
.name
.name
.name
.name
.name
.name
colors[10].name
colors[11].name
colors[12].name

new MyColor[13];

= "red";

= "orange";

= "yellow";

= "light green";
= "dark green";
= "cyan";

= "light blue";
= "dark blue";
= "beige";

= "brown";
"white";
“grey”;
"black";

private void OnTriggerStay(Collider other)

{

if (other.gameObject.tag ==
"Piece"&&other.gameObject.GetComponent<Collectable>().isCollectable==true)

{
string color = other.GetComponent<Collectable>().color;
for (int i = @; i < colors.Length; i++)
if(color=="")
{
Debug.LogError(other.GetComponent<MeshRenderer>().material);
if(color==colors[i].name)
colors[i].count++;
}
}
for (int i = @; i < colors.Length; i++)
{
stringToPrint += colors[i].name + " : " + colors[i].count + "\n";
collectedText.text = stringToPrint;
stringToPrint = "";
Destroy(other.gameObject);
}
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HoparTok K

Ckpunrt SunCycle, o Biamosigae 3a BizyalibHy 3MiHY JTHS 1 HOYI.

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using System;

using UnityEngine.Rendering;

using UnityEngine.Rendering.Universal;

public class SunCycle : MonoBehaviour
{
public float time;
public TimeSpan current;
public Transform sunTransform;
public Light sun;
public float intensity;
public float speed;
public int day;
public Volume volume;
private Bloom bl;
void Update()

ChangeTime();

public void ChangeTime()
{
time += Time.deltaTime * speed;
if(time>86400)
{
day += 1;
time = 0;
}
current = TimeSpan.FromSeconds(time);
string[] tempTime = current.ToString().Split(":"[@]);
Debug.Log(tempTime[@] + " : " + tempTime[1]);
sunTransform.rotation = Quaternion.Euler(new Vector3((time - 21600) / 86400 * 360,
0, 0));
if (time < 43200)
intensity = 1 - (43200 - time) / 43200;
else
intensity = 1 - ((43200 -time) / 43200 *-1);
RenderSettings.ambientLight = Color.Lerp(new Color(0.5f,0.5f,0.5f,1), new
Color(@.9f, 0.9f, 0.9f, 1), intensity*intensity);
volume.profile.TryGet<Bloom>(out bl);
bl.threshold.value = Mathf.Lerp(0.5f, 3f, intensity*intensity );
sun.intensity = intensity*e.5f;
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1. Introduction

1.1. Purpose

This document provides an overview of the designed game, using different
architectural views to depict different aspects of the game. It is designed to to briefly
summarize all the important aspects of the game architecture and capture and transmit

important architectural decisions made in the game.

1.2. Scope
This Software Architecture Document provides an architectural overview of the
designed 3D shooter game. The the game is made with the implementation of artificial

intelligence in it.

1.3. Definitions

Artificial intelligence in the game was made using reinforcement machine
learning. Reinforcement learning (RL) is an area of machine learning concerned with
how intelligent agents ought to take actions in an environment in order to maximize
the notion of cumulative reward. Reinforcement learning is one of three basic machine
learning paradigms, alongside supervised learning and unsupervised learning.

1.4  References

Applicable references are:

e Unity ML Agents

Machine learning

Gaming industry

C# Unity scripting

PC games genres
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2. Architecture Representation
This document presents the architecture as a series of diagrams. The following

were used here :

e State diagram
e Component diagram
e Activity diagram

e Use-case diagram

3. Architectural Goals and Constraints

The main goal is to create a clear specification of the developed architecture of
the game. The game itself must be optimized and its source code should be easy to

understand, but the mechanics should be unique and complex.

4. State diagram
The state diagram gives an abstract description of the behavior of a system. It
shows the states of the game, starting from the main menu and ending with it. Total

States are :

e Menu
e The beginning of the game
o Game

e EXxit the game



5. Component diagram
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Figure 1: State diagram
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The component diagram depicts the structure of the Player game object.

Rectangles represent game objects that are part of the Player. The note icon indicates

the scripts of the corresponding game objects, the components of which are these

scripts.

ChestHolder - includes Collector and Chest, which in turn are responsible for

assembling the cubes, and visually display this process.
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WeaponHolder - is responsible for controlling the weapon and providing it with

visual support in the form of the appropriate color.
Magnet - is responsible for attracting the assembly cubes to the Collector object

CameraController - is responsible for controlling the Main and Ul cameras and

placing Point Light and Directional Light light sources.

Combat.cs |

Player_Movement_2 cs

Capsule

Ground Check

Ceiling Check

A

h E

IMlagnet.cs

|

ChestHalder

A

Collector

Chest

A 4

Collect.cs

6. Activity diagram
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Figure 2: Component diagram

The activity diagram describes the features of the mechanics of the weapons.

Based on it, we can conclude that the player has several options for action when

assembling weapons:

» Immediately attack the desired enemy with it and inflict normal damage on fit,

after which the weapon will be destroyed and you will have to look for the fragment.

 Refrain from using unimproved weapons, collect another piece to improve it

and cause increased damage to the enemy, and also keep the weapon from destruction.
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Figure 3: Activity diagram

7. Use-case diagram

The Use-case diagram is important input to the selection of the set of scenarios
and/or use cases that are the focus of an iteration. It describes the set of scenariosand/or
use cases that represent some significant, central functionality. It alsodescribes the set
of scenarios and/or use cases that have a substantial architectural coverage (that
exercise many architectural elements) or thatstress or illustrate a specific, delicate

point of the architecture.
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Figure 4: Use-case diagram

8. Size and Performance

* The total volume of game files should be up to 1 GB.

» The game must respond immidiately to player actions.

* The game should not have any bugs or errors.

» Enemies’ artificial intelligence must work well.

9. Referenced materials

vincentpierre. ml-agents

https://github.com/Unity-

Technologies/ml-agents

Action role-playing game

https://en.wikipedia.org/wiki/Action rol

e-playing game

Unity User Manual (2019.4 LTS)

https://docs.unity3d.com/2019.4/Docum

entation/Manual/index.html

Unity. Character Controller

https://docs.unity3d.com/ru/2019.4/Man

ual/class-CharacterController.html

Brackeys. THIRD PERSON

MOVEMENT in Unity

https://www.youtube.com/watch?v=4Hp
C--2iowE

Code Monkey. How to use Machine
Learning Al in Unity! (ML-Agents)

https://www.youtube.com/watch?v=zPF

U30tbyKs
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