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BCTYII

Mertoro nmaHoi OakanaBpchbkoi KBamidikaiiifHOi poOdoTH € po3podka
IPOrpaMHOTO JOJIaTKy, LI0 BHUKOHYBaTHUME IMPOLEAYypHY TeHepaliio KapTH 3
O0araTb0X TOB’S3aHUX IUIAXaMH MDK €000 JIOKaliid 1 Oyae JOCTYIHHUM
IHCTPYMEHTOM 3a PaxyHOK pO3MIIIEHHsS Ha BHJUICHIM IJI1 HBbOTO CTOPIHI B
mepexi [arepuet. PesynpTaTroM pobotu Oyzae mporpaMHHiA KO, 1[0 CTBOPIOBATUME
B1JI0Opa)KEHHS BUBOJy aJITOPUTMY MPOIEAYPHOI reHeparlii irpoBoi Mamu; 10JaTOK
Ha HOro OCHOBI po3MimieHO Ha BeO-TulaThopMi IS MMOJATBIIOTO
pPO3NOBCIOJKEHHSA. P0o3po0sieHnid mporpaMHuil KOJ B MOAAJIBIIOMY MOXE OyTH
BUKOPHCTAHUN K €JIEMEHT IeHepallli Maly IrpOBOTO CBITY ab0 JOBEPUICHUH B
SKOCTI1 MOBHOLIHHOI U(POBOI BEPCii HACTUIBHOIL IPH.

Metoau npouenypHoi renepariiii € ocoOJMBO MIMPOKOBXKHUBAHUMHU Y Traiy3i
po3poOku irop. 3a3Buuyall iX NPOTUCTABIATH PYYHOMY CIOCOOY CTBOPEHHS
KOHTEHTY, TOOTO BOHU BUKOPUCTOBYETHCS JIJISI aBTOMATUYHOTO CTBOPEHHS IrPOBUX
eJIEMEHTIB 0€3 MpsAMOi ydacTi XYJIOKHHKIB, JU3aiiHEpiB, aHIMaropiB. B mepiry
Yyepry 1e J103BOJISI€ 3MEHIIUTH 00 €MU PECypCiB, SIKI BUILISAIOTHCS HA CTBOPEHHS
TUX CaMUX ITPOBUX €JIEMEHTIB BPyYHY Ta NPHUBHECTH PIZHOMAHITHOCTI B TpY,
TaKUM YMHOM 301IBIIUTH 1i meperpaBaHicTh [Replay value]. Pesynbpraramu Takoi
NPOLEIYpPHOI TeHepalii MOXyTh OyTH PI3HI IrpoBl NPEIMETH, TakKl SK
CHIOpSAJKEHHSI Ta apredakTu, HEIrpoBl MEPCOHaX1 —— BOPOTH, IOCIIJIOBHHKH,
3aBJaHHS Ta HaBITH ITPOB1 piBHI. OKpIM TOro, 3MEHIIYIOThCA 00’€MHU KIHIIEBOTO
NPOAYKTY-TPU: 3aMiCTh TOrO, II00 30epiraTi BC1 OJHOTUIHI 00’€KTH, K
HAIPUKJIAJ ITPOBI1 PiBHI, 30€pIraloThCsl €IEMEHTH 3 SKUX 3a TIEBHUM aJITOPUTMOM
reHepatii 11 piBHI CTBOPIOKOTHCS M1J] 4ac TPH.

B nam yac, xonmu 0OCOOJIMBO CHJIBHO BIMYYTHUM CTa€ BKJIAJ TJIOOATHHOI
MEpeXi y MOJ0JIaHHS PI3HOMAHITHUX TMEPEIIKO/ CIUIKYBAaHHIO JIIOJIeH, YACTHHOIO
HAIIOTO TMOBCAKACHHOTO >KUTTSA CTaJIM PI3HOMAHITHI LUGPOBI MNPOAYKTH IS
BEJICHHs Oi3HeCy, opraHizamii AISUIBHOCTI Ta BJACHE CAaMOroO CHUIKyBaHHS. Tox

uudpoBl Bepcii TPaAUUIMHUX HACTUIBHUX 1FOP 1LI€ MOCTiAOBHE MPOJOBKEHHS IS



MOJAJIBIIOrO IXHBOTO ICHYBaHHS 3a HOBUX yaciB. [llaxu Oynu ojHi€r0 3 MepIIMX
irop, sSKi CTaJl0 MOXJMBHM TpaTH 3a KOMIT IOTepoM. HuHI BiacHI €JIEeKTPOHHI
Bepcii Ta 1M@poBI MOMOBHEHHS MAOTh Taki Bigomi irpu sk MoHOMOMISA
(Monopoly), Puszuk (Risk), [Tocenenui Karana (Settlers of Catan). Octanusi HaBiTh
Ma€ BJIACHUN MOOLIBHUI T0AATOK JJIA TeHepallii CTapTOBOTO irpOBOTO MOJIs, 1110 1 €
MIPOTPAMHOI0 pealTi3aIfi€lo MPOIEeIypHOi TeHeparlii, Ska BUKOPHUCTOBYETHCS IS
rpu. Oco0JMBO CHUIIBHO aBTOMATHU3aIlil MPOIECIB MOTPEOYIOTh ITPH, /1€ CTBOPECHHS
ITPOBUX CIIEHAPIIB MOKJIAIA€THCS HA OKPEMOTO TpaBilsi, TOOTO Beaydoro rpu. Tomy
JUIS HACTUIBHUX 1rop OyAb-SKUX KaHPIB, IO TaK YW I1HAKIIE IOTPEOYIOTh
pPI3HOMAHITTS ~ ITPOBOrO  JOCBIAY OyayTh TOTPIOHI  BIANOBIIHI ~ Habopu
IHCTPYMEHTIB, 10 SIKMX Ma€ OyTH 3py4HUU Ta MBUAKUNA qoctyi. Lle 3a0e3neunTsb
HEMOBTOPHICTh ITPOBOTO JIOCBiJYy, a OTXKE€ 3aXOMUTh yBary rpaBlliB Ha SKOMOTa

JTOBILIMHY Yac.



PO31JI 1. TEOPETUYHE OGIPYHTYBAHHS TA OIJISIJ
3ACOBIB

1.1. IloHATTSI MpoLEeTyPHOI reHepamii

[IpouenypHa reHepamis — 1€ Yy3arajpHEeHa Ha3Ba M  METOIIB
aBTOMAaTUYHOTO CTBOPEHHA HAa0OpIB JaHUX 3a JAOMOMOIOI0 alTOPUTMIB, IIIO
BKJIIOYAIOTh B ce0€ eJIeMEHT BUIMAIKOBOCTI. B maHoMy TepMiHi cioBo “miporeaypa’
MO3HAYAE TIOCHIIOBHE BUKOHAHHS TEBHUX MOi, J0 SIKHX BXOJHWTH OOYMCIICHHS
MeBHOI MaTeMaTWyHOi (YHKII, B pe3yibTaTi sSKuxX OyJe 3reHepoBaHO, TOOTO
CTBOPEHO HOBHMM HaOlp gaHux. OTpuMaHi B pe3yldbTaTl BUKOHAHHSA 3ajadi
MPOLIEIyPHOI TeHepalii Habopy AaHUX MOXXYThb OYTH BHU3HAYEH1 SIK MPOLETYPHO
CTBOPEHI a00 MPOIEAYPHO 3r€HEPOBaHI.

[Iporpama npoueaypHoi reHepailii npuiiMae B SKOCTI BXIJHUX JaHUX SIK
JIETEpPMIHOBaH1 MMapaMeTpHU, TAaK 1 BHUIAJIKOBI IMOYaTKOBI 3HaueHHS. EjemMeHT
BUITAJIKOBOCTI B TMpPOIEAYypHiN reHepaiii 3a0e3nedye HEMOBTOPHICTh TUIIOBUX
00’€KTIB, CTBOPEHHS SKMX € 3aJla4el0 OJHI€l MporpaMu MpOIEeAypHOi reHeparli.
3aBYacHO BU3HAYCHUMH €JIEMEHTAMU MOXYTh OYyTH KOMIIOHEHTaMH, KOTpi OyJu

BpPYUYHY CTBOPEHI 10 MOYATKy BUKOHAHHSI MPOTPaMu MPOLIETyPHOI FeHepallii.

1.2. IToxoaeHHs BUKOPUCTAHHS NMPOLeAyPHOI reHepaiii B irpax

Buxopucranns mnponeaypHoi TeHeparii B irpax Bele CBId MOYATOK 3
HacTUIbHUX poiboBux 1rop. Cucrema Advanced Dungeons & Dragons
3abe3reuyBaja MaicTpa rpu crnoco0aMu reHepyBaTH MiA3eMelIs Ta MICIEBICTh 3a
JIOTIOMOTOI0 KMJIKIB TpajbHUX KOCTEH, 32 OTPUMAHUMM 3HAUCHHAMM SIKUX B
HACTYIHUX BHJAHHSX I'PHU BXKE MPOBOAMUTHCS BUOIpKA 3 TaOIUIb, IO MICTATH Y
co0i1 1mabnoHn KiMHAT, MOHCTpIB 1 moaioHoro. Kommanist Strategic Simulations 3a
JineH3ier0 ToaimHboro npasopinacHuka D&D Tactical Studies Rules Bumyctuna
Dungeon Master's Assistant, KoM’ F0OTEpHY Iporpamy, sika reHepyBaja Mmia3eMens
Ha OCHOBI THX camux TaOmuib. [lomiOHI METOMM BUKOPUCTOBYIOTHCS 1 JUIS

CY4YaCHHUX HACTIJIBHUX ITOp Ta AOMOBHEHb JI0 HUX; ICHYIOTh MPOTrPaMHI 3aCTOCYHKH
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Ta BeO-CepBICH fKI 3aJ0BOJBHAIOTHL MNOTPpeOy Yy aBTOMATHU30BaHIM TeHeparlli
IrpOBHUX JIOKAaIllM MIIAXOM TpoleaypHoi reHeparii. I{i 3aco0u MarTh pi3HY
CTYIiHb TPOMPALOBAHOCTI 1 TEHEPYIOTh CIIEHApii Ha pI3HY TeMaTHKy. Burpatu
yacy Ha MIATOTOBKY TPU Ta PI3HOMAHITHICTh HAMOBHEHHS CIOXKETY HaIpsMy
3aJIeXaTh BiJl 00paHOro IHCTPYMEHTApI0 MaiicTpa Irpu, TOMY UMM OLIBII HIMPOKUM
OyzZie acOpTUMEHT 3ac00iB, THM MEHIIIE MATOTOBKA 3a0UpaTHUME Jacy.

OpHi€ro 3 mepmux KOMIT IOTEPHUX 1rop, 0 BUKOPUCTOBYBAIA MPOILEAYPHY
TeHepalliio aHaJIOTIYHO TOMY, SIK 116 BUKOPUCTOBYBAJIOCS B HACTUIBHUX Irpax Oyia
onyoOmikoBana B 1980 pomi rpa Rogue (anrmn. «IIpoiiauceit»). B Hiif rpaBens MaB
3MOTY B35TU Ha ce0e poJib CIIPUTHHKA, KOTPUN JOCTIIKYE Mi3eMeid 3 KIMHAT Ta
KOpUIOPIB Ta OOpEeThcs 3 1CTOTaMH, IO 1X HACENsAI0Th. THUIOBHUM PIBEHb III€i TPU
IpECTaBIsIB MiA3EMENIsA, KOTpPE CKiIalanocs 3 IPOLEAYPHO CTBOPEHHUX KIMHAT,
3’€¢IHaHUX MDK coboro  kopumopamu[pucyHok 1.2]. KokHa kimHarta
3aIOBHIOBAJIACS MPEAMETaMHU, TaKUMH SIK apTe(akTd, 30J0Ti MOHETH, K04l Ta
IHITUMHU CKapOaMu, a TakoX CYNPOTHUBHUKAMH, KOTpl iX oxopoHsiu. Llg rpa
3acHyBaja »aHp irop, Je NpoleaypHa TeHepallis piBHIB € CKJIaJ0BOK YaCTHHOIO
irpoBoro nukiy [gameplay loop — a cycle of actions that you repeat over and over
within a game] 1 B 4ecTh Hei >kaHp OTpUMaB CBOK Ha3By Rougelike — «rogue-

noaiOH». HuHi 1el sxaHp Hajidye COTHI BiA€O-1rop pi3HOI TEMATUKH.
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Pucynok 1.2 — Bua rpu Rogue, xosnip ekpany iHBEpTOBAHO ISl 3pYYHOCTI



1.3. XapakTepHi NPUKJIAAM BUKOPUCTAHHS NMPOUEAYPHOI reHepauii

[IponenypHa TeHepamis IyXe MIUPOKO BUKOPUCTOBYETHCS B Taiysi
po3po0ku Bizieo-irop. OKpiM BxkKe 3rajlaHoi y BCTYIl reHepallli irpoBUX pIBHIB,
3aco0aMM TPOIEAYPHOI TeHepallii MOXXYTh OyTH CTBOPEHI 1HIII IrpOB1 OJWHUII
Taki SK IPEeIMETH eKiMipOBKH, HEIrpOBi MepcoHaxi, 3aBaaHHs. [lepemiueHi irposi
€JIEMEHTH BCl BXOJATH JI0 KaTeropii Takux, 3 SKUMHU IpaBelb MA€ 3MOT'Yy aKTHBHO
B3aEMOIATH. AJie HaBiTh SAKIIO BCl Taki 00’€KTaMU CTBOPIOIOTHCS PO3POOHUKOM
BPYUYHY Y€pe3 YMOBHU KaHPY 0 SKOTO HAJICKUTH Ipa (CKakiMo, Tpa JKaHPy IIyTep,
B SKIM 30p0Osi MyCUTh MaTH MOCTIMHI XapaKTEPUCTUKH ), 3aCO0H, 110 BIPOBAIKYIOTh
NPOLEIYypHY TEHEepalilo, MOXYTb OyTH BUKOPUCTaHI Il €CTETUYHUX LIJIeH:
CTBOPEHHSI HEOJHAKOBUX XMap, MOKPUTTS 00 €KTIB HEOAHOPITHUMHU TEKCTYpaMH
Ta MOJII0HE CIYTYE JJIsi CTBOPEHHS BIAYYTTS peajliCTUYHOCTI 1IrpoBoro ceity. Jami
HABEJICHO MPUKJIAAN BUKOPUCTAHHA MPOLEAYPHOI reHepallii, o BiAoOpaxaroTh I
Ta IHIII CIIOCOOM BUKOPHUCTAHHS METOIIB IIPOIIEAYPHOI TeHepaIlii.

No Man's Sky (anrn. «6esmoaHe HeOO» abo «HIUMitHE HEOO», IOCIIBHO
«Hebo 0e3 mrofei») — rpa Mpo JOCTIIKEHHS MPOLEAYPHO CTBOPEHOTO BCECBITY 3
MITBpAAMH TUIAHET, KOKHA 3 SKUX Ma€ BJacHl ekocuctemu, Quopy, payHy Ta
pecypcu, sKi TaKOX BHW3HAYAIOTHCS aJTOPUTMaMH TIPOIETYypHOI TEHeparlii.
Po3pobka rpu cympoBOKyBasiacs MOBIOTPUBATUMHU JUCKYCISIMU Ta KOPCTKOIO
KPUTHUKOIO BiJl TPaBIIiB Y€pe3 HEAOTPUMAHHS PO3POOHUKAMHU OOILSIHOK Ta BPEILTI-
pelmIT Ha MOMEHT BHUITYCKY Ipa 3Haillila CBOKW ayauTopito. HezamoBoseHiCTh
TpaBIliB BHHHMKala 30KpeMa dYepe3 €(eKT «IpoIleIypHOi BIBCSAHKH». TepMmiH
Burajgannii nuchbmenuuiero Keiit KomnTon nepenae mo3Hauae Taky mpoOsemy:
X04a MOXJIMBO MaTEMaTUYHO C(POPMYBATH TUCSYl MHUCOK BIBCSHUX TUIACTIBIIB 13
JIOTIOMOTOI0  TIPOLIEYPHOTO TEHEPYBAaHHs, KOPHUCTYBad CIpUAMATUME iX SK
OJIHaKOBI, 00 M Opakye yHIKaJbHOCTI. AJie Tpa, 1[0 CTBOPEHA BPYUYHY KOMAaHJIOO
JIOJICH TEXX MOXKE CTPaKJIATH BiJl OJHOMAHITHOCTI: KIJIBKICTh IIJICH SIKI MOJXKE
CTBOPHUTH PO3POOHUK BPYYHY OOMEKEHA MOTO BIIACHUMH MOYJTHBOCTSIMH Yacy Ta

(diHaHCYBaHHSIM MPOEKTY. BUKOpUCTaHHS MPOLIEypHOI TeHepallii BUPILIIyBaTUME



10

110 TTpo0JIeMy PI3HOMAHITHICTIO CTBOPIOBAHOTO KOHTEHTY, SIKUM BIJIPI3HATUMEThCS
Ipy KOXHOMY 3aIllyCKy TpH, MPHU B3aEMOJII 3 SIKUM TpaBellb HE BIIUyBaTHME
OJTHOMaHITHOCTI.

[likaBum mpukiagoM repeBar Bukopuctanus [l moxe ciyryBaru
He3BuuaiiHuii myrtep .kkriger. Lls rpa y 2004 pomi mocina mepiie Micie Ha
KOHKYpCi irop po3mipom g0 96 k6. I'pa BukopucroBye mume 97,280 Oaiitis
JIMCKOBOT'O MPOCTOpYy. 3a clioBaMu po3poOHUKiB, .kkrieger maB 6u 3aiimatu 200-
300 M6 wmicis Ha nucKy, sSIKOM BiH 30epiraBcs craHgapTHuUM crocobom. Takwuii
CTYIIHb CTHUCHEHHS JOCSTaeThbCAd 3aBASKH TOMY, IIO BCl ITpOBI pecypcu —
TEKCTYPH, MOJEI1, TEOMETPIsl PIBHS, My3HKa 1 3ByK — I'€HEPYIOThCS «HA JIbOTY» 3
J0MOMOror pizHux aiaroputmiB III°, 30kpema My3uKa 1 3BYKH TI€HEPYIOThCS
OararodyHKIIOHATFHUM  CUHTE3aTopoM. .kkriger neMoOHCTpye He3BUYaAMHE
Bukopuctanus [1I" 1 mogonanHs TEXHIYHUX 0OMEKEHb.

Ha BinmMiny Bin monepenuboro npukiany, Dwarf Fortress (anri. «®oprens
THOMIB») — 1I€ CKJaJHa Ta JeTallbHa TIpa-CUMYJISATOp, SKa BUIPOOOBYE
PO3paxyHKOBI TOTYKHOCTI KoOMI'toTepa rpaBisd. ['pa 3maTHa mpoueaypHO
reHepyBaTH UMK (PaHTACTUYHUN CBIT 31 CBOIMH IIMBLTI3AIISAMHU, JTBOXCOT POKIB
Horo icrtopii, reorpadiero, 6iomMmaMu Ta AETANI30BaHUMHU MIA3EMHHUMH I€UEpaMHu.
ANTOPUTM CTBOPEHHS CBITY TpU KOXHOTO pa3zy CTBOPIOE HOBUW Oaratuii 1
YVHIKQJIbHUN CBIT, B SIKOMY TpaBeIlb MOXE MPUBECTH OOpaHy LMBILII3aII0 THOMIB
0 Benaudl abo 1o kommapHoi 3aruOeni. IIponeaypHa reHepailis rpu CTBOPIOE
KOXXHOTO OKPEMOT0 THOMa B KOHTPOJIHOBAHOMY TPaBIIEM 3aroHi, Tak camo sK 1
iXHIX CYNPOTHBHHUKIB, X04a 3 MEHIIOI KUIBKICTIO JIe€Tajell Ta XapaKTePUCTHK.
BpaxoByroun cTymiHb MpOMNpanboOBaHOCTI I111€1 TpU, BOHA JEMOHCTPYE 3/IaTHICTh
[II" 1o mMonenmoBaHHS PEaTbHOCTI: TEHEPATOPHU BIATBOPIOIOTH KUTTEBI YMOBH Ta
MOXYTh OyTH 0cOOIMBO €(EeKTUBHUMU B YMOBax poO3pOoOKH JAeTajied, 1o
CUMYJIIOIOTh 0€371a/i1s peaJbHOTO KHUTTSL.

OTxe, BAKOPUCTaHHS METO/IIB MPOIIEAYPHOI reHepariii Moxxke 3a0€3MeynTH:

— Pi3HOMaHITHICTB;
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— BiauyTTs peansicTUYHOCTI;
— TlomonaHHSA TEXHIYHUX OOMEKEHD;

— ExoHoOMIs "acy Ta pecypcis;

Bapto 3a3HauuTH, MO0 TpU HEMPABUILHOMY BIPOBAKECHHI TMPOICAYPHOT
reHepaii, rpa OTpUMae A3epPKaJbHO MPOTHWICKHI 0 MHUX IepeBar HEIOIIKH.
3aHaATO Maya PI3HUISI MK Pe3yJbTaTaMH MPU3BEAE 0 MPOLEAYPHOI BIBCSHKH,
3aHaATO 0arato yCKJIATHEHb aJIrOpUTMy TIPOIEAYPHOI TeHepallii BHUMaraTuMme
OLTBII MOTYKHOTO PO3PaXyHKOBOTO OOJaJHAHHS Ta yacy Ha po3poOky. Ta Bce x,

MIPU HEJOCKOHAJIN peaizalii moAioH1 mpobjeMu MaTuMe Oyib-sKa Iporpama.

1.4. Orasa irpoBoro pywis Unity

IrpoBuii pymriit (anrn. Game engine) — LEHTpalibHA MPOrpamMHa YacTHHA
OyIb-5IKOi BIZICOTPH, 1110 BIAMOBIAE 32 ii TEXHIYHY CTOPOHY, TO3BOJISIE TOJICTIITUTH
BaxxnmuBuM 3HAYEHHSIM YISl € MOKIIMBICTh CTBOPEHHS Ir0Op, B SAKI MOKHA TrpaTH
Ha pi3HUX iaTdopmax. Unity — 11e IHCTPYMEHT JIJIsi pO3pOOKHU Ta ITPOBUM PYIIiH,
10 JT03BOJISIE CTBOPIOBATH BiACOITPH Ta 3aCTOCYHKH, IO MOXYTh 3aIlyCKaTUCS Ha
miatdhopmax Windows, Mac, 10S, Android, WebGL, PlayStation Ta Gararhox
iHmmx. Unity Hagae 3acobu aiig po3poOku irop y ¢popmarax 2D, 3D ta HaBite VR.
B ocHoBi po3poO6ku Ha Unity JNeXWTh NPUHUMUIT KOMIIO3HIIi, TOOTO 00 €KTH
CTBOPIOIOTHCS TMOETHAHHSAM TOTOBUX KOMIIOHEHTIB, IO HAJalOTh 00 €KTYy HOBUX
BJIACTUBOCTEN Ta (PYHKUIOHAIHHOCTI. (OCHOBHOIO OpraHi3aliifHO OJUHUIICIO
nobyaoBu 00’exTiB B Unity € GameObject (“irpoBuit 00’€xT”), 10 AKOTO MOKHA
JIOE€JTHATH TIPOTPaMH1 CKPUIITH, BIIOOPAKEHHS TEKCTY, 300pakKeHHS, B3aEMOJIIIO 3
OCBITJICHHSIM Ta 1HIN ToToBi KoMroHeHTH. II[o0 3amatu mpaBwiia B3aeMojli Ta
KOHTPOJTIO IrPOBUX 00’ €KTIB BUKOPHUCTOBYIOTHCSI CKPUIITH Ha MOBI ITpOrpamMyBaHHS
C#. Takum umHoMm Unity 103BOJISIE CTBOPIOBATH KOMILJIEKCHI O0’€KTH, st
KOXXHOTO €JIEMEHTIB SIKMX MOXHA 3aJaTH TTapaMeTpy Ta HAJAIITyBaTH B3aEMOJIIIO0

OJHH 3 IHIIIMMHM KOMITOHEHTaMH.
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1.5. Orasig Ta OOTPYHTYBAHHSI BUKOPUCTAHHSA MJaTdopmu itch.io

itch.io - e onmaita-uTardgopma It TUCTPUOYIIII, MPONAXKY 1 BIATBOPESHHS
KOMIT'FOTEPHHUX 1TOp, a TAKOXK 1HIIUX BUAIB IIU(POBOro KOHTEHTY. BoHa cTBOpeHa 3
METOI0 HaJIaHHS MOXKJIMBOCTI HE3aJCKHUM PO3POOHUKAM IrOp 1 TBOPUUM JIHOASM
BUCTABJISITH Ha MPOJaXX CBOI TBOpU OE€3MOCEpEeTHBO CHOXKUBavyaM. Sk mpojaBelb
BU CaMi BIJNOBIJIA€TE 3a T€, SIK 116 POOUTHCSA: B OJHOOCIOHO BCTaHOBJIIOETE IIIHY,
CaMOCTIHHO KepyeTe MpoAaKaMU Ta MOXKETE pO3poOJIATH BeO-CTOPIHKH BIACHHUX
npoaykTiB. 1Ilo6 oTpumaru cXBajJeHHS BallIoOro BMICTY, HIKOJHM HE OOOB’SI3KOBO
OTPUMYBATU TOJOCH, OI[IHKH «IOJ00A€ThCs» ab0 MIJIMUCKH, 1 BH MOXKETE
3MIHIOBATH CIIOCIO MOLIMPEHHS CBOET pOOOTHU TaK 4acTo, K 3a0axaere.

itch.10 TakoX € KOJNEKIIE€ MASIKUX HAWOUIBIN YHIKAAbHUX, I[IKaBUX 1
HE3aJIeKHUX TBOPIHB, SIKI BU 3Hainere B IHrepHeti. Ha itch.io MoxHa 3HalTH
IIMPOKUM  CHEKTp 1rop 1 IHIIMX OPOEKTIB, BKJIIOYAKOYM  1HII-ITPH,
EKCIIEpUMEHTAJIbHI TBOPH, JEMO-Bepcii, X001-MPOEKTH, apT-IHCTANSIIII, MY3HUKY,
KOMIKCH Ta 1HIIIE.

itch.io 3pyuyHuil JuIs TOIIYKY, TMOKYNKHU 1 3aBaHTakeHHs irop. KopucrtyBaui
MOXYTh CTEXWUTH 3a YJIOOJIEHHUMH pPO3pOOHUKAMHU, NOJABATU ITPU JO CIHUCKY
OakaHb, @ TAKOXK 3AJMILATH BIATYKH 1 OUIHKU JJI TPOJYKTIB, IO JAOIMOMArae B
PO3MOBCIO/KEHH] Ta PEKOMEH/IaIIisIX.

Oxkpim TOro, itch.i0 TakoX BHUKOPUCTOBYETHCS [JIsi MPOBEAEHHS TIeilM-
JUKEMIB (IFpOBMX 3MaraHb) Ta IHIOUMX 3aXO0JIB, CHOPSIMOBaHUX Ha CIPHUSHHSA
TBOPUOCTI B Tramy3i po3poOku irop. Ilmardpopma crama mnomymnsipHOIO cepen
pPO3pPOOHUKIB 1rop, fAKI NIYKalOTh MOXJIMBICTb CAMOCTIMHO MyOJIKyBaTh Ta
poJaBaTH CBOi TBOPH, HE 3aJIEKHO BiJl BEJIMKUX BUJABHUIITB.

OpHuM 3 KITIOYOBHUX MOKJIMBOCTEH, SIKI HajJa€ JaHa OHJalH-TuaTdopMa 1e
XOCTHHT 1rop. Irpu, mo po3poOieHi 3a A0moMorow Takux TexHosorid sik Flash,
Unity, Java, HTMLS5 moxyTh OyTu 3ammyiiieHi Ha CTOPiHII MPOEKTY sk Opay3epHa
rpa, mo Oyae BHUKOPHUCTAaHUM B paMKax IbOTO MPOEKTY Uil PO3MIIEHHS

CTBOPEHOTO J0JaTKy. TakuM YMHOM OyIyTh OJHOYACHO BHPIIIEHI MUTAHHI
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PO3IOBCIOJKEHHST J0JIaTKy Ta PO3MIIIEHHs WOro s IpsSMoOi B3aeMOii uepes

Mepexy [HTepHer.

BucHoBkn 10 po3ainy 1

1. [IponieqypHa reHeparlis — 1€ METOJM CTBOPEHHS HAOOpIB JaHUX
IUISIXOM aJIFCOPUTMIB, IO CHpOIIye abo0 IOBHICTIO BHUKIIOYAE PYYHUH CIIOCIO
CTBOPCHHSI IIMX JaHUX.

2. [IponeaypHa reHepaliis ICHy€e 1aBHO 1 BUKOPHCTOBYBajacs B irpax Jio
TOTO, AK i MeToAu OyJau B3SITI Ha KOPUCTYBAaHHS MPHU PO3POOI KOMIT IOTEPHHUX
porpam.

3. [IpouienypHa reHepalliss 34aTHa 3a0€3MEUYUTh  PI3SHOMAHITHICThH
pe3yabTaTiB, B OKPEMHUX BHUIAJKaX 3MEHIIUTH 00’ €MH HE TUIBKKM pOOOTH TiJ yac
pO3po0KH, alie i 001UTH 0OMEKXEeHHs 00JIaJHAHHS HA AKUX MpAIIoe Iporpama. Ae
AK 1 OyIb-SIKMM TpOrpaMHUM MPOAYKT, PO3POOKH 3 MPOUEAYPHOIO TEHEPAIIEIO
MOXYTh MaTH MEBHI HEJIOJIIKHU 1 CKJIaJHOIIII MPU peaizalli.

4, Unity — moTyxHuii irpoBUI PyIIiii, KOTPUI Halae Bce HEOOXIAHE JIIs
CTBOPEHHsSI MPOTPAMHUX 3aCTOCYHKIB, 1 II0 MOX€ OyTH BHUKOPUCTAaHUN IS
PO3pPOOKH MPOCKTIB PI3HUX MacIITa0iB.

S. Itch.i0o — onnaitH-TaTdhopma, 110 MiATPUMYE XOCTHHT Ta BIATBOPEHHS
Irop Ta IHCTPYMEHTIB MEBHOTO THUIy, TOMY MOX€ OYyTH BUKOpPUCTaHa Ui

PO3MOBCIOJKEHHS POOIT MPAKTUKYIOUUX PO3POOHUKIB.



PO31J1 2. AHAJII3 TA IIOCTAHOBKA 3A/IAY

2.1. AnIropuT™M npoueaypHoi renepauii

OcHOBHA 1LUIb TMPOEKTY — 1€ CTBOPEHHS MPOTPAMHOTO [OAATKY, IO
BUKOHYBAaTHME 1 IEMOHCTpyBaTHUMe poOOTy ajIropuTMy HpOLEAYpHOi reHepartii, 1
MoO3ke OyTH po3MileHHi Ha BeO-TIaTgopmi IS 3arajJbHOTO0 KOPUCTYBaHHS BCiMa
Ooaxarounmu. Ilg kBamidikamiiina poOoTa Mae Mg co000 METy IPOBECTH
JOCTIPKEHHSI BUKOPUCTAHHS Ta MPOJAEMOHCTPYBAaTH BIIPOBAKCHHS AITOPUTMY
npoIeAypHOi reHeparttii. BinmoBigHo, nepea moyatkoM poOOTH HEOOXITHO MaTh
MEBHUM aJITOPUTM MPOIEAYPHOI TeHepallli 1 JAJig JHOCATHEHHS METH HalKpalmm
KaHIUJATOM OyJe aiaropuT™M, KOTpUMl mo-mepie, MOXe OyTH OLIHEHUU SK
BIJTHOCHO NPOCTUH JIJIs1 BOPOBAIKEHHS, a TO-Apyre, Oyae JOCTaTHBO I[IKaBUM JJIs
KopucTyBauiB. i1 3a70BOJIEHHA HEOOXIAHOCTI B TOTOBOMY  aJTOPHUTMI
NpoIeAypHOi reHepallii, OyJ0 BHUPIINIEHO 3BEPHYTUCS JO  KJIACHYHOTO
BUKOPHUCTAHHS NPOLEAYPHOI reHepauii — 10 HAcTUlbHUU irop. CKOpHCTaBIIKCH
paHiiie 3rajgaHoro miatdopmoro itch.io, 6yno oOpaHo rpy, sika Majia MPOCTUH, aje

JIOCTATHBO 1IKaBUU HAO1p TaOIUIh MPOLIEYPHOT TeHEepaIlii.

2.2. AHaJTi3 mepuiozKepesia 00paHoOro ajJropuTMy

A Traveler’s Guide to the Echelon Forest (mami 3ramyerscs sik Echelon
Forest) — cucTeMHO-arHOCTHYHA HACTUILHA Tpa MPO TMOJAOPOXK 3araKOBUM JICOM.
Pospo6nena Jlesimom JlomOapno nmst reiim-mikemy Cairn: Forests of Another
Name Ta onyOnikoBana 13 kBiTHs 2022 poky, Echelon Forest namae mpocrtuii
reHeparop Jicy, mo Haimiuyye 36 pI3HHUX TOYOK IiHTepecy, 1 0a3yeTbcs Ha
BUKOPUCTaHHI 3BUYAMHMX TpajbHUX KicToK. [IpucraBka “‘cUCTEMHO-arHOCTUYHA™
Mae€ mig coboro 17ero, Mo L rpa Ta 3aco0u B Hill OyJyTh BUKOPHUCTOBYBATHCS B
napi abo sSK JONOBHEHHS 1O 1HINOi HACTIIBHOI TIpu, A€ OyayTh NOPEUYHUMHU
3aMpoONoOHOBaHI 1HCTpyMeHTH. OKpiM BIlacCHE TE€HEepaTropa, I'pa MICTUTh TaKOXK
OpoLEAYpH ISl MOAOPOKI JICOM, BIJCHIIKOBYBaHHS 4acy B I'pi, Jy>Ke MPOCTUH

JIYUIBHUK JJI8 3MIHM TOTOJHMX yMOB Ta IIE JIOJATKOBI neraii. ['py MokHa
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npuaoaTy Ha ii cTopiHii Ha rmiatdopmi itch.io 3a 5 momapiB abo 3a OGa)kaHHSIM
OibIIIE; B TOM K€ Yac Ha TiM )K€ CTOPIHIII aBTOP PO3MIIILYE TPOMAJIChKI KOMii Tpu
3a KOXHY KYIUICHY KO0, TOMY JJIsl O3HalOMJICHHS MOBHY BEPCII0 TPU MOKHA
OTpUMATH HaBiTh OE3KOITOBHO. PO3MOBCIOKCHHS TpU Ta MarepiamiB J0 Hel
3aificHioeThest 3a ginensiero CC-BY-4.0 [mocunaHHS mepeHECTH B CIHCOK

MTOCHJIaHb: https://creativecommons.org/licenses/by/4.0/], SKa  JIO3BOJISIE

BUKOPHUCTAHHS Ta aJIalTallilo TEKCTy I'PU, JOTIOKH BKa3aH1 IIOCUJIAHHS Ha OpUTIHAJI,
aBTOpa, ITI0 JIIIEH310, BKa3aHI aBTOP Ta BHECEHI 3MiHM. Mae CeHC BKa3aTH, IO
3aBJIIKM LIbOMY € MOXJIMBUM TaKO>K CTBOPEHHS MOBHOI LM(POBOI Komii i€l Ipu 1
PO3LIMPEHHS ii HOBHUMH JIOKAlIIMH Ta MEXaHIKaMH, XO4Ya BUKOPHCTAHHS T'pHU B
KOMEpPUIMHUX LUISIX BIPOrIAHO HEOOX1IHO TOTOAUTH 3 aBTOPOM — Oyne

H€O6XiIIHI/IM PO3TJEL OPUANYIHOI'O aCIICKTY IbOI'O ITMTAHHA.

2.3 AHaJui3 Ta i30J11is aJIropuTMY NPOLEAYPHOI reHepanii

bepyun 3a OCHOBY I1HCTpYKIii Mo crapToBiil renepauii st rpu Echelon
Forest, anrmiicbkuii TekcT Akoi noganuil y nogatky A.l [Texcr A.1], aaroputm
reHeparlii KapTu MaTUME HACTYITHE TEKCTOBE (POPMYIIFOBAHHS:

1. KuHyTH Ha YUCTUN JUCT mamnepy HoHalMeHIe 8 rpaJbHUX KICTOK — BOHU
MO3HAYAIOTh TOYKU IHTEPECY.

2. 3’eqHaTH TMO3MINT HA SKUX 3HAXOIATHCS KOCTI JIIHISIMH, 1[0 MO3HAYaTUMYTh
[UIIXYA MK TOYKaMH 1HTEPECY, MPUTPUMYIOUUCH HACTYITHUX MTPaBUII:

— Opna diH1A 3’€IHY€ AB1 TOYKH-JIOKAIIii.

— Koxna oxpemo B3siTa JOKalid HE MOXE MaTh Ouiblie HDK 3
3’€IHYIOU1 JIIHIT 10 1HIIHUX JIOKAIIiH.

— Mae icHyBaTu puHANMHI OAMH LUISAX Bl OJHIET TOYKH JIO 1HILIOI.

3. Ins KOXHOI TOYKHM iHTEpecy MiACYMyBaTH 3HAYCHHS, M0 BHMAIA Ha
rpaJbHUX KICTKAaX, KOTPl BIJMOBIJAIOTH ii CYCIAHIM TOYKaM, TOOTO
3’€IHAHUX 3 HEIO JIHISIMU.

4. Jlns KOXKHOI TOYKM I1HTEpeCy MPU3HAYUTU THUM JIOKAIlii, BIAMOBIAHO 0
3HAQYCHHS OTPUMAHOI Ha TONEpPeAHLOMY €Talll Cymi, IO BIJIMOBIIAE
MPU3HAYEHHIO B TAOJMIII JIOKALIIH.

5. JIns KOXKHOT TOYKH IHTEpECy, 3BIPSIIOYNCH 13 TAOJMIICIO IO BiJIMOBITHOTO
TUITY JIOKAIIl1, HUIIXOM MiJKUIaHHS IpajbHOT KOCT1 OTpUMATH 3HAYCHHS, 110
BIJINOBITATUME OJTHOMY 3 TIECTH MOKJIMBUX BapiaHTIB JIOKAIIIi.


https://creativecommons.org/licenses/by/4.0/
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Cnuparounch Ha BHBEAEC TEKCTOBE (OPMYIIIOBAHHS, BU3HAYMMO 3 SIKO1
MOCJTIIOBHOCTI i 200 SIK TOPEYHO CKa3aTh Ha IbOMY eTalli Iporeayp, (B mMbOMY
BUMNAAKY JOPEYHO BXXHUTHU CJIOBO “TIpoleAypa’) CKIANAEThCS JaHUN aITOpPUTM

redepanii. Pesynbrar nmomanuii y Burisani GopmanbHOi OJOK-CXEMHU Ha PUCYHKY
2.1.

MoyaTok
KioHa NoKauis (BeplUMHA) OTPUMYE:

CTBOpEHHR NOKA LA 3Ha4eHHA CBOND NoNoH#eHHA
SHa4YeHHA YMCNOEDID NOKaIHWES

BuzHaueHHA 00 AKWX NOKALIA MO¥HE NOTPanMTH 3 oadicl obpadol

3'E0HEHHA NOKaLIA (EW3HEYeHHA CYCIOQHIX BepLUKH)
LLIMAXAMM BinoDpaseHHA MOMIWBOCTI NEPEX0QY MDH NOKaLIAMK
(Pefep rpada)

¥

[Mepeeipka
LOTPHUMAHHA Npaeun

¥

MMiopaxyHOK 3HaYEHHR
ANA nokaull gns BWzHaYSHHA CYMK YMCTOBWY 3HEYSHL CYCIOHD Nokauin
BEMIHEYEHHA UMY

v

3BEpTaHHA O0

[Mepesipka KINBKOCTI LWUNAXIB,
WO BMXOOATE 3 NOKSUIT (K-CTb CyCigHiX E2pWKH N) (Ns3)
LlimicHICTE KapTH (3e'A3KICTL rpada)

Tadnuue anA OTPUMaHHA HE3EW NoKaUil Ta onucy, Wwo odWpacTeCA
OTPUMEHHA NOPIBEHAHHAM PAHILLE OTPUMEHOID 3HAYEHHA 3 MOKMHBKMI
iHbopMaLiT

v

JanoEHERHA NoKaUid
OTPHMAHOH
HDOpMAaLIED

Pucynok 2.1 — ¢popmainizoBana 0JI0K-cXeMa alirOPUTMY

Bapro BkaszaTu, 110 B ONHMCYIOUMX KOXHHUM €Tal aHOTalisSX HAa HaBEACHIM
BUILE OJIOK-CXEMI LIJIECHPSIMOBAHO BUKOPHCTOBYETHCS TEPMIHOJIOTIS 3 PO3ALILY
Teopii rpadis. B nmonepennpo mpencraBieHid TEKCTOBIN 1HTEpIIPETAIlli aJITOPUTMY
CJIOBO “UIUISAX” BUKOPUCTOBYETHCS Y CEHCI JaHIora 3 pedep rpada, mo croisydae
MOYAaTKOBY Ta KIHIIEBY BEPIIMHY. AHATI3yI0YM TEKCTOBUH OIMKC MPOIETYypHOT
reHepailii, MOMITHOI CTa€ CXOXICTh 3 moOymoBow Tpada. CmpaBmi, SKIIO
NEPEeTNITHYTH TPHUKJIAJA TOTOBOI KapTH JIiCy, IO MPEACTaBICHUN HA CTOPIHII
Echelon Forest [pucyHok 2.2] ctae o4eBUIHUM, 1[0 TOTOBA KapTa MPEJCTABISE 3
cebe HeopieHTOBaHUM rpad.

30epeseHHR Ta EMEI] OTPMMEHDI Ha NonepeaHEoMY eTani iHdopmaLil
ONA KO#HOT nokauil
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Example Forest Climacte: Sprivg
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PucyHok 2.2 — npukiaj 3reHepoBaHoro Jiicy, HaMaliboBaHui bpasHom
Crayddepom [mocunanus Ha cropinky https://brstf.itch.io/] ;s Echelon Forest Ha
cTp. 28-29

Bobcart Den

BaxxnuBo yTOYHUTH, IO HE BCl MPEACTaBICHI Ha PUCYHKY JeTajl
BIIMOBIAIOTh MEXaHiKaM, II[0 BHKOPHUCTaHI B paMKax JaHOi po3poOku. ABTOp
MaJIIOHKY TaKOX J0JaB BIJ ceOe BKa3iBKy Ha 3MIHY BHCOTY Ha IIIAXaxX MEBHUX
JIOKAIIlM, 110 He BapTO CIPUHUMATH K Opi€EHTOBAHMM TI'pad [BCTABUTH IMOCHUJIAHHS
Ha BH3HauYCHHs op rpady].

2.4. IloctanoBKa PyHKUIOHATBHUX BUMOT

Tenep, Mar4M MOXIIHMBICTH ONEPYBAaTH OTPUMAHUMH IUISIXOM aHAaJI3y
QITOPUTMY 3a SIKUM BiOyBaTHUMETBCS TpOIEAypHA TEHEpalis Ta BIIACHE
poLenyp, SKI MatOTh OyTH peai30BaHUMHM JJI MIHIMAJIbHOTO BUKOHAHHS I[HOTO
QITOPUTMY, CKIIAZEMO CIIUCOK MPOTPAMHUX (PYHKITIH.

OyHKIIIOHAJIbHI BUMOTH:

— Bubip kinbKOCTI JOKAIid AJisi TeHepallli — MpaBujia BKa3ylOTh, IO
HEOOX1THO IOHAMMEHINe 8 TpallbHUX KICTOK, TOOTO JJIs TeHeparlii
NOTpiOHO IIOHAWMEHIIEe 8 TOYOK Ta Taka X KUIbKICTh HaOOpiB
3HAUEHb TMO3WINI Ta MpU3HAYEHOro uwuciaa Bix 1 mo 6, 1o
BI/IMOBIJATUMYTh KOXKHIH.

— BimoOpakeHHs TO3MIIN KOXXHOI JIOKaIii Ta IUIIXiB, KOTpi iX
CTHIOJIYYarOTh ISl 3a0€3MeYeHHS] MOXIJIMBOCTI TIEPETIIsiAy pe3yIbTaTiB
re’epariii KOpucTyBayeM.



18

— BwusHaueHHs Ta 30epekeHHs 1H(opMalli Mpo CyCiaHI JIOKAIii s
MOJAJIBIIIOTO BU3HAYCHHS THITY JIOKAIlli Ta JOTPUMAHHS YMOBH IIPO
MOJKJIMBY KUJIBKICTh CYCIIHIX BEPILHH.

— BusHaueHHs TuWIly JIOKaIii NIISXOM OTPUMaHHS CYMH YHCJIOBHX
3HAYCHb.

— TlepeBipka MOXXJIMBOCTI JTOCSATHEHHS KOXKHOI CTBOPEHOI JOKarlii —
3a0€e3MeYeHHs] MOXJIMBOCTI TPOXOJKEHHS BCi€l KapTH, MO CYTI
nepeBipka 3B’ s13HOCTI rpada.

— Ortpumanns 1H@opMalii (Ha3BM Ta OMNUCY) MPO JIOKAIIO s
reHeparti.

— 30epexxkeHHs] Ta BUBIA 1HGOpMAaIll MPO 3reHepoOBaHI JIOKALi s
NEPETJIsITy KOPUCTYBAUYEM.

2.5. lloctaHoBKAa HEPYHKIIOHATBHUX BUMOT

OCHOBYIOYHCH Ha BUKJIQJICHUX Y NONEPEIHBOMY PO3ALT Ta CHOPMOBAHUMHU
Ha  eTaml  aHajidy OCOONMBOCTSIMM  pPO3pOOKM, BH3HAUYEHO  HACTYIIHI
He(YHKII1IOHAJIbHI BUMOTH:

— BizyanpHuii iHTEp(eilic KopHUCTyBaya: KOPUCTYyBad IOBHUHEH MaTu
3aco0M 1Jisi BBEJEHHS 3MIHHMX, HAMPUKIAM, JJs 3MIHA KUIBKOCTI
JOKaIii, mo OyayTh 3r€HEpOBaHi; JUIsl BUBEIEHHS pE3yibTaTiB Ta
MOXJIMBICThH 1X MEPETIIS Y.

— JlocTynHiCcTh A0 AOAATKy: sK OyJo 3a3HAayeHO paHille, J0JATKH,
noaiOHI A0 TOro, M0 pPO3pOOJSETHCS, BUKOPHUCTOBYIOTHCS —SIK
JIOTIOBHEHHS JI0 BXK€ HASBHMX IHCTPYMEHTIB ISl IrOp, TOMY MarOTh
OyTH AOCTYNMHHMH IIBUAKO JJIsi KOXKHOro Oaxkarodoro. Haiixparuit
croci® TOCATHEHHS LbOTO — PO3MILIEHHS Ta BIATBOPEHHS JOJATKy Ha
CTOpIHIII B Mepexi [HTepHeT.

BucHoBkHM 10 po3aiay 2

B pe3ynbraTi mpoBEeAEHOTO aHajidy BUBEICHO OCHOBHI eTanmu poOoTH
00paHOTo ANrOpUTMY MPOLIEAYPHOI TeHepallii; ONmUC reHepallii mogaano y hbopmarax
TEKCTY Ta OJIOK-CXEMH; MPpU3HA4YCHO (YHKIIOHATBHI Ta HE(PYHKITIOHAIbHI BUMOTH
JI0 TIPOTPAMHOTO J0JATKY.
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PO3I1J 3. PO3POBKA 1OJATKY

3.1. [Ipouec po3podKu 10AATKY HA OCHOBI irposoro pyurisi Unity

OcHoBHHMIt MeTOJ cTBOpeHHs irop Ha Unity 11e JoaBaHHs irpOBUX 00’ €KTIB
(GameObject) Ha cmeHy (Scene) sSKy B OKpeMHX BHUIIQJKax OIIJILHO BBa)KATH
irpoBuM piBHeM. Sk Bxke Oyno 3ragaHo B migpo3aim 1.4 po3miny 1, irpoBuii
00’€KT — 116 OCHOBHA OpTraHi3alliiiHa OAMHHIIS PO3IJITHYTOrO IrPOBOTO PYIIis.
Tomy mporec po3poOKH J0aTKy B JIaHOMY BUIAJIKy OyJe MPEACTaBISATH 3 cede
CTBOPEHHSI €JIEMEHTIB T'PH, IIIIXOM KOMIIO3UIlIi IrpOBUX 00’ €KTIB 3 KOMIIOHEHTIB
Pi3HOTrO (PYHKIIOHATY Ta IXHE PO3MILIEHHS Ha CLEHI.

Ha pucynky 3.1 300pa>keHO cTaHJapTHE MOJIOKEHHS €IEMEHTIB 1HTepdeicy
Unity, Ha gKOMY:

1. BiknHo lepapxii. MicTuTh B c001 CIHCOK BCiX 00’€KTIB, IPUCYTHIX Ha
CIleHI Ta, BIAMOBITHO JO BJIACHOI Ha3BU, IXHIO I1€papxil0 —
IMPUHAJIEKHICTh KOMIIOHEHTIB IrPOBUM 00’ €KTaM.

2. Cuena. BinmoOpakae mMONOXKEHHS Ta CIOyrye JUisi PO3MIMICHHS
NPUCYTHIX IrpoBUX 00’ ekTiB. [Ipu 3amycky mporpamu rpu came yepes
cueHy Oyne BiiOyBaTUCA B3a€MO/Iisl KOPUCTyBaya Ta MPOTrPaMHU.

3. IIpoekt. lle BiKHO TOKa3ye BCl PECypCH, IO BUKOPHUCTOBYIOTHCS Y
JAHOMY TPOEKTI, TaKl $K TEKCTH, 300pakeHHs, ayJio, MOJAE,
TeKCTypH Toio. Ciyrye A Oprasizaiii pecypciB MpOEKTY.

4. Tacnextop. BimoOpaxae BIacTHMBOCTI Ta KOMIIOHEHTH BHUOpPAHOTO
o0'ekTa 31 CIUCKY iepapxii. Uepe3 HbOro MOKHA HAIAIITOBYBAaTH Pi3HI
napameTpu 00'e€KTa, Taki K KOOPJUHATHU JIJIS TTO3HUIII1, HOTO po3Mip Ta

1HIIT TapaMeTpU KOXKHOTO HOT0 KOMIIOHEHTA.



Add Component

Pucynoxk 3.1 — 3HiMOK 1HTEp(deiicy cepenoBuiia po3pooku Unity

Ha pucynky 3.1 ne nmokazana numie Koncons. SIk 1 B Oyab-SIKOMY CEpeIOBHIII
pO3pOOKM KOHCOJIb TYT TMOTpIOHA [IJIi BUBEICHHS TOBIIOMJIEHb MPO CTaH
BUKOHAHHSI MIPOTPaAMHU.

Takox 1HIIOIO Ji€l0, MO Oyje MOCTIHHO MOBTOPIOBATHUCS i Yac PO3pOOKH,
€ JI0JaBaHHS KOMIIOHEHTIB JIO ITPOBUX OO’€KTIB, a KOHKPETHO JIOJaBaHHsI
ckpuntiB. CrnpaBa B TOMY, IO Il TOro, MO0 3BEPTATUCS JO CTBOPEHUX
BJIACHOPYY MPOTpaM Ta B3araji 10 aKTUBHUX 00’ €KTIB, BOHU MTOBUHHI 3HAXOAUTHUCS
Ha CLEHI.

Bapro Takox 3ramatu mpo BukopuctanHs mpedadiB. Y Unity npedabu
(Prefabs) BUKOpPUCTOBYIOTBHCSI [IJIi CTBOPEHHS Ta IOBTOPHOTO BUKOPUCTAHHS
roToBux 00'ekTiB y creHi. IIpedadu 103BOJIAIOTH CTBOPIOBATH ITIAOJIOHH O0'€KTIB,
CK3EMIUISIPU SIKUX MOXKHA HaJalll JIETKO CTBOPIOBATH Yepe3 CKPHUIITH, a00 10 HUX

MOXHA, SIK 1 10 OyAb-sIKOT0 IrPOBOT0 00’ €KTI, JOJAATH BJIACHUNA CKPUIT.

3.2. CuaoBuii rpad

CuiioBuii rpad — 1e TUN Bizyamizailii, sSIKMM NpeACTaBisiE 3B SI3KU MIXK

CYTHOCTAMHM 32 JOMOMOTIOI0 BY3iB (BepiinHM rpada) i 3B’s3kiB (pedpa rpada).
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Moro Ha3sMBAIOTh «CHJIOBHM» IpadoM, OCKUIBKH BiH iMiTye disuumi cmim, o
JI0Th HA BY3JId Ta pedpa, 00 YIopsAKYyBaTH iX y Bi3yallbHO IPUEMHHUM MaKeT.

Y cunoBoMy rpadi BY3IM 3a3BUYAll TPEACTABISIOTh TaKi CYTHOCTI, SIK
00’€KTH, HIUBIAYYMH a00 TMOHATTS, TOA1 SK 3B’SI3KH IMPEACTABIISIIOTh BIIHOCHUHU
a00 3B’s3ku MK HUMH. KoMmoHnyBaHHS Tpada BU3HAYAETHCS 3aCTOCYBAHHSIM CHJI,
Kl JiI0Th Ha BY3IM Ta pedpa, 3MymIyIOYM iX BIJIITOBXyBaTHcs abo
NPUTATYBATUC.

Cun, sIK1 BAKOPUCTOBYIOTHCSI B CUMYJIALIT Ha TpadiKy CHII, BKIIIOUAIOTh:

1. Iputsranss: By3i1d, 3 €qHaH] 3B’ 3KaMH, CTBOPIOIOTH CUITY IPUTSTaHHS,

30JIMKYIOUH 1X OJIMH 3 OJHUM.

2. BigmroBxyBaHHS: BYy3/1H, SKi HE 3’€IHaHI HAMpPSAMY, CTBOPIOIOTH CHITY
BIJIITOBXYBAaHHSI, PO3COBYIOUH iX, 1100 30€perTu BIJCTaHb 1 YHUKHYTHU
MIEPEKPHUTTSL.

3. Cuna TskiHHA (TpaBiTallisl): COpsMOBaHa 10 MEBHOI TOYKH CHIIA, SIKa
TArHE By37Iu Tpada cebe, M BiIOOpaKEHHS BAXKIMBOCTI By3Jla YH

IHIIIUX OCOOJIMBOCTEM.

ANTOPUTM KOMIIOHYBAaHHSI CHUJIOBOrO rpada ITepaliiHO 3aCTOCOBYE LI CHIIA JI0
BY3IIIB 1 pedep, MOKM HEe Oyae ITOCATHYTO BPIBHOBAKCHHM CTaH, KOJU CHJIU
BPIBHOBAXXYIOTHCA, a Tpadik BCTAHOBIIIOETHCS B CTA0LIBHY KOH(ITYpaLIio.

CunoBi rpadiku 3a3BUYail BUKOPUCTOBYIOTHCS JUIsl Bi3yasizailii CKIAIHUX
MEpEX, COIIATBHUX MEPEXK, O10JOTTYHUX CUCTEM 1 OyIb-IKUX HaOOPIB JaHUX, 1€
BOXJIMBI 3B 3KMU MK 00’ekTamMu. BOHM MOXYTh BHUSBUTH 3aKOHOMIPHOCTI,
KJIacTepu Ta 3B’S3KM BCEPENMHI JaHUX, TMOJETIIyIOYd  1IeHTU]IKaIlio
LEHTPaJIbHUX BY3JIIB, CHIJIBLHOT a00 cdep IHTEepeCiB.

Yacto cuioBi rpadu € I1HTEPAKTUBHHUMHM, IO JIO3BOJISIE KOPHUCTyBadam
kepyBatu  rpadoM 1  JIOCHDKYBaTHM  HOro,  TEpeTATYIOYd  BY3IH,
30UTBIIYIOYH/3MEHIIYI0YM MaciliTad ado QUIbTPYIOYN MEBHI BY3JIM YU MOCUJIAHHS.
[Is rHy4YKiCTb POOUTH TpaiKud CHUJ MOTYKHUM IHCTPYMEHTOM JMJi1 aHalizy,

I[OCJ'IiI[}I(CHHH Ta IPpCACTABJICHHA AaHUX.
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BukopuctanHs anroputMy CUIIOBOro rpada B JaHOMY IPOEKTI HajaBaTUME
MOXJIMBICTh PO3MIIITYBATH JIOKAIIii: CYCIJIHI BEPIIMHU OyIyTh MPUTATYBATUCS OHA
J0 OAHOI A0 TEBHOI Mipu, HE YTBOPIOIOYM CKYM4Y€Hb, PIBHOMIPHO
PO3MOAUIAIOYHC.

CunoBuii rpad — 116 OCHOBHHUU KOMIIOHEHT po3poOku. Sk rpad, BiH Bxke
3YMOBJIIO€ BUKOPUCTAHHS TaKUX €JIEMEHTIB, K BEPIIMHHU Ta pedpa, o SK OyJo
BU3HAYEHO Ha €Tami aHajidy Ta I[IOCTAaHOBKU 3aJa4y, € HEBLJ EMHUMHU
KOMITOHEHTaMH JJIsI CTBOPEHHS MaIly JIOKAaITii.

Anroput™M cTBOpeHHs cuiioBoro rpada BiarBoproe ckpunt ForceGraph
[ckpunT b.1], xoTpuit onucye knac cuioBoro rpady. B Hbomy kiac Node 3amae
00’€KT By3Jla CHJIOBOTO Ipada, 1110 Mae CBiil 1A€HTU(IKATOP, CIUCOK CYCIAHIX J0
HBOTO BY3JIB, YHCJIOBHM TMOKA3HMUK JIOKAIlll Ta YHUCIOBE 3HAYECHHS I THUITY
JIOKallli, M0 BHUKOPUCTOBYIOTBHCS TpPHU TEHEpallil JIOKaIld, a TaKOX IO3UILis.
Metonu ApplyPush, ApplyPull BinnoBiaioTh 3a CUMYJISIIIO il CHJI 1 BIIMOBITHO
MIATSATYBaHHS Ta BIAIITOBXYBaHHS By3JiB. Meton SingleStepExecution Bukonye 111
omepailii, BIAMOBIIHO O TOTO YU € 3’€JHAHI Mk CO0OI0 BY3iM, ud Hi. Meton
FullExecution Bukiukae SingleStepExecution nomoku He Oyjae mpoiifieHa meBHA

KUIBKICTB 1TEpaliid alrOpuTMy.

3.3. 3a0e3neyeHHs MepeBipKU 3B A3HOCTI rpada

[TepeBipka 3B's;3HOCTI Tpada 3a JOMOMOrorw 00X0oay BriIMO € OJHUM 3
OCHOBHHX QJITOPUTMIB JIJI1 BU3HAYEHHS, YW ICHYE IUIAX MK JBOMAa BEPIIMHAMH
rpada. Ileit MmeToq 6a3yeThCsi HA PEKYPCUBHOMY MPOXOJXKEHHI MO BCiX BEPIIMHAX
rpada, TOYMHAIOYM 3 TIEBHOI CTAPTOBOI BEPIIMHU 1 TMEPEBIPSIOUM, YU MOXKHA
JIOCSITTU BCIX 1HIIMX BEPILHH.

OcHOBHA 1J1ed AITOPUTMY TIOJISITAE B TOMY, 110 JJI KOXKHOI BepIIuHM Tpada
MU TIEpEeBIpPSEMO, Y BOHA Oyja BiJBiJaHa paHilie. SIKIIO BeplIMHA Bxke Oyia
BIJIBIJJaHA, TO MU HE MPOJOBXKYyeMO 1i 00poOky. SIKio BepuiMHa 1ie He Oyra
BiJIBI/IaHA, TO MU BiJI3HAYAEMO 11 SK BIJBIJaHY 1 PEKYPCUBHO MPOIOBKYEMO O0Xi

M0 BCIX CYCIJHIX BepiIrHaxX. KMo i 9ac 00X0ay BIIIMO MU 3MOKEMO BiJIBiaTH
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BCi BepmHH Tpada, To rpad BBAKAETHCH 3B'SI3HUM. Y MPOTUIICKHOMY BHIAJIKY,
SKIIO € BEPIIUHM, SIK1 3QTUIIMINCS HEeBIABIIAHUMHU, TO Ipad OyJie HE3B'I3HUM.

Jlns peamizanii anropuTMy NepeBIpKH 3B’S3HOCTI rpada 3a JOMOMOTOI0
00xoy Briub CTBOPEHO (PYHKIIIO, IO MpeAcTaBieHa y (h)parMeHTi KOy HHXKYE Ha
pucynky 3.2. ®@yukuis dfs peanizye anroputM obxoxy Brimb. Bona mpwuiimae
MoYaTKOBY BepiuHy start i 00'ekt tumy ForceGraph, sikuii MicTuTh 1H(OpMaIiro
npo rpad. BHyTpimHINA CTEK BHUKOPHUCTOBYETHCS Il 30€piraHHs BEPIIMH, SKI
noTpiOHO 00poOUTH. 32 TOMTOMOTO0 ITUKITY While BepImHN BUOUPAIOTHCS 31 CTEKA
1 IepeBIPSIIOTHCS CYCiHI BEPIIUHM, K1 11Ie He OyJM BijBiaHi. BinBigaH1 BepIIMHUA

BIJI3HAYAIOTHCS y CIOBHUKY Visited.

Dictionary<ForceGraph.Node, bool> wvisited = new Dictionary<ForceGraph.Node
1 refersnce
public woid dfs{ForceGraph.Node start, ForceGraph ForceGraph)

i

, bool=();
Stack<ForceGraph.Node> stack = new Stack<ForceGraph.Node=();

stack.Push(start);
visited[start] = true;

while (stack.Count > 8)
1
ForceGraph.Node node = stack.Pop();
foreach (var nodel in ForceGraph.Nodes)
foreach (var neighbour in node.ConnectedNodes)
{
\ if (!visited[neighbour])
1
stack.Push(neighbour);
. wvisited[neighbour] = true;
N
R
.
4

Pucynok 3.2 — pynkmis dfs
Bnacue mepeBipka rpady Ha 3B’S3HICTh BiIOYBA€ThCA B KO, IO W€ CIIIOM:
¢bynkuis Is_connected nepesipsie, un € rpad 3B's3HUM. BoHa Bukiinkae dfs s
nepiioi BeplIMHU rpada Ta mepeBipse, YU BCl BEpLIMHU OynW BiBiAaHi. SKio
AKa-HeOyJb BEpIIMHA 3aJUIIMIACA HEBIABIAHOIO, TO Tpad BBAKAETHCA
He3B's3HuM. Meton CheckGraphConnectivity mo cyTi € TOYKOI BXOJy st
nepeBipkud  3B's3HOCTI Tpada, Bukiukae Is connected 1 moBepTae pe3ynabTaT
nepeBipku. Ilicas nepeBipku cioBHuk visited oummyethesi. Koa mpeacraBieHwmit

Ha pUCYHKY 3.3.
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public bool Is_connected(ForceGraph ForceGraph)
dfs(ForceGraph.Modes.First(), ForceGraph);

foreach (HeyValuePair<ForceGraph.Node, bool> entry in visited)

1
/f If any wvertex it not visited in any direction
/f Then graph is not connected
if (entry.Value == false)

' return false;

}

[/ If graph is connected
return true;

f
' foreach (ForceGraph.Node node im ForceGraph.Nodes)
{ visited.Add(node, false); };

if (Is_connected{ForceGraph) == true)
1
1 UnityEngine.Debug.Log("Yes");
visited.Clear();
return true;

}

else

UnityEngine.Debug.Log("Mo™);
visited.Clear();
return false;

Py
¥

Pucynok 3.3 — Is_connected, CheckGraphConnectivity

3.4. CTBOpeHHs eK3eMILISIPiB BY3J1iB

®yHkIig A8 BUNAAKOBOT TeHeparlii BepmuH Tpada [puc. 3.4], mpariroe
HACTYITHUM YHHOM:

1. CnoyaTky BOHa CKHMJA€ KUIBKICTh IT€palliii JO MOYATKOBOIO 3HAYCHHS
Iterations.

2. Ouunrye crincok BepiuH rpada ForceGraph.Nodes, mo6 mouatu 3aH0BO,
AKILO 1[€ HE TIEPIINHI 3aITyCK.

3. Y mukm for renepye BumanakoBi BepmuHU Tpada. KinbkicTe BepiivH
BU3HAvaeThesl 3MiHHOIO InstantiationCount. KoxHa BepiimnHa OTpUMYye
yHIKanbHUl 1aeHTudikaTop id Ta BumankoBy mno3uilio Position, sika
OOYHMCITIOETHCS K BUMAJAKOBA TOYKA B OJMHUYHOMY KOJII 3a JIOITOMOTOO
Random.insideUnitCircle.

4. Tlicnst TeHeparii BEpIIMH PO3MOYMHAETHCA CTBOPEHHS 3'€THAHb MK
BepHamu. lepmnii Brkiaaaennii nuki for nepedupae Bepimau B rpadi,

MOYMHAIOYH 3 TIEPIOT 1Tepallii.
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VY npyromy BKJageHOMY LMK for mepeOuparoThCsi HACTYITHI BEPIIUHH,
MOYMHAIOYH 3 HACTYITHOI IMiCTIsl IOTOYHOT BEPIITHHH.

[lepeBipsieThes, UM BXKE € 3'€THAHHA MDK JIBOMa BepIIMHAMU. KO Tak,
TO MEPEXOAUTHCS IO HACTYITHOT iTepartii IUKITy.

BuxonyeTbcst mepeBipka, ud Mae moToyHa BepmmHa nodel mo3Bin Ha
nonaBaHHs HOBUX 3'enHaHb. Lle oOmexyerbes distrubutionCap, sikuii
0O0YHCITIOETHCS SIK T00YTOK PercentConnectionChance Ha
InstantiationCount. SIKmio JiYMIBHUK 3'€JHAHD TIEPEBUIIYE LIEH JIMIT, TO
MIEPEXOIUTHCS 10 HACTYITHOT iTeparlii uKIy.

3a momomoror TeHeparopa BumaakoBux uucen Random.Range,
3'enHaHHsl  JomaeThbcsi MDK nodel Ta node] 3 WMOBIpHICTIO
PercentConnectionChance moauIeHOI0 HA KUIBKICTh BXXKE€ 3'€IHAHUX
BepuirH y nodel Ta oOMexeHOoI0 KuIbKiCTIO 3’€qHanb _MaxConnections.
3B'3KHM J10/1at0ThCsl B 00K 1Ba HanpsaMKu: Bij nodel 1o nodel ta Bix nodel

1o nodel.

private void InstantiateRandomNodes(ForceGraph ForceGraph)

{

¢

!

{

i

.});

IterationsRemaining = Iteratiens;
ForceGraph . Nodes . Clear();
for (int i = @; i < InstantiationCount; i++)

ForceGraph.Nodes. Add(new ForceGraph.Node()

id = 1,
Position = Random.insideUnitCircle * 1f

var distrobutionCap = PercentCennectionChance * InstantiatienCount;
for (int i = @; i < InstantiationCount - 1; i+s)

var nodel = ForceGraph.Nodes[i];
if (nodel.ConnectedNeodes.Count >= distrobutionCap) continue;

for (int j = i + 1; j < InstantiationCount; j++)

var nedeJ = ForceGraph.Nodes[j];

if (nodeI.ConnectedNodes.Contains(noded)) continue;

if (Random.Range(@%, 1f) == PercentConnectionChance / nodel.ConnectedNodes.Count && _MaxConnections > nodel.ConnectedNodes.Count)

{

nodeI.ConnectadNodes . Add(nodeJ) ;
noded. ConnectadNodes . Add(nodeI);

Pucynok 3.4 — InstantiateRandomNodes

3.5. CtBOpeHHS JiHIN 3a 101OMOror komrnoHeHTy Line Renderer
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Kommnonent LineRenderer B Unity BHUKOpPHUCTOBY€THCS JUIsl MalOBaHHS

MPOCTHUX JIHIN Ta KPUBUX y TPUBUMIPHOMY NpocTopi. BiH 103BoIsi€ cTBOpIOBATH

Bi3yasJbHI 300pa’keHHs JiHIM a00 KPUBUX, SKI MOXYTh OyTH BHKOPUCTaHI JJIs

B1JIOOpaXKeHHS 3'€/JHAHb, TPAEKTOPIM pyxy 00'€KTIB, KOHTYPIB TOIIO. 32 paxXyHOK

HBOTO CTBOPIOETHCS Bi3yalbHE MPEJCTABICHHS 3’ €JHaHb MK BeplIMHamMu rpada.

Y dparmenTi koay Ha pucyHKy 3.5.1 11e peanizoBaHO HACTYITHUM YHHOM:

1.

Cnouatky ctBOproeThecsi cnucok AllNodes, sikuif MIiCTUTH Bci
BepinHu rpada ForceGraph.Nodes.

CrtBoproerbes mopoxHid cnucok NodesConnections, sikuii Oyze
MICTUTH AP BEPILIUH, SIK1 MAIOTh 3'€IHAHHS MK CO0O0I0.

3a pomomororw BkIageHuX HUKIiB foreach, mepeOuparoThcsi Bci
BepmHU nodel rpada, a motim nepeduparoThes iX CyCiJiHI BEpIIUHU
nodeJ 31 cniucky ConnectedNodes.

Jna xoxHoi mapu BepmnH nodel Ta nodeJ, cTBOproeThCcsi HOBUI
MacuB int[] 3 inenTudikaTopamu BepirH nodel.id ta nodel.id, 1 ue#
MacuB gonaetrbes A0 cnucky NodesConnections. TakuM 4uHOM, MU
OTPUMYEMO CIIUCOK 3'€IHAHb MK BepIIMHAMU Tpada.

[Ticnst cTBOpeHHs CHOUCKY 3'€lHaHb, BHUKOHYETHhCS TIEpEeBIpKa Ha
nyOnikatu 3'eqHaHb. 30BHIIIHIN tukia for mepeOupae 3'€nHaHHA B
3BOPOTHBOMY TIOPSAKY, OO 3a0€3MeUnTH KOPEKTHE BHUIAAICHHS
yOJiKaTiB.

VY BHyTpimHbOMY HUKJ for mepeduparoThbes 3'€HaAHHS 3 1HISKCaAMU
MEHIIUMH 3a moTouHe 3'eqHaHHs 1. 3'egqHanHs NodesConnections|i]
Mae ABi BepmmHu 11 Ta 12, a 3'ennands NodesConnections[y] mae
BepinHU y1 Ta y2.

[lepeBipsieTbCsl, UM MarOTh 3'€AHAHHS OJHAKOBI BEPIIMHM, alie B
NPOTUIICKHOMY TMOPSAKY. SIKIIO Take 3'€qHAHHS 3HAJIEHO, BOHO
Buganserbcss 31 cnucky NodesConnections, OCKUIBKH L€ €

JyOJIIKATOM.
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8. Hapemti, 3a monomorow mukiy foreach mepeOGuparoTbes BCl Mapu
BepmimH y cnucky NodesConnections, 1 s KOXHOI Mapu
CTBOpIO€EThCS Tpadiunuit 0o0'ekt (mpedad) 3a AOMOMOror (QyHKIIII
Instantiate. J[ami BCTaHOBIIIOIOTHCS ITOYATKOBA 1 KiHIIEBA TOYKH JIiHII,
BukopuctoByroun mo3urii BepmuH AllNodes[NodeCon[0]].Position

ta AllNodes[NodeCon[1]].Position.

private void ConnectionlLines(ForceGraph ForceGraph)

{

' List<ForceGraph.Node> AllNodes = ForceGraph.Modes;

; List=int[]> ModesConnections = new List=int[1=():

i foreach (ForceGraph.Node nodel in AllModes)

[ |

: foreach (ForceGraph.Node noded in nodel.ConnectedNodes)

! i NodesConnections.Add(new int[] { nodel.id, noded.id }J;

.

b}

i for (int i = NodesConnections.Count - 1; i »=8; i = i-1)

|

: int i1 = NodesConnections[i][8];

: int i2 = NodesConnections[i1[11;

i for (int yw = 8; v < i; y++)

: i

é int y1 = MedesCennections[y][@];

; int y2 = NodesConnections[y][1];

' /{UnityEngine .Debug.Log($"{i1} {i2} {y1} fy2i");

5 if (il == y2 && i2 == y1) { NodesConnections.RemoveAt(i); 1}
' i /{UnityEngine Debug.Log("Deletad");

[

[ |

i foreach (int[] MedeCon in ModesConnections)

[ |

i i GameDbject LineCreate = Instantiate(LinePrefab, Vector3.zero, Quaternion.identity);
: ' LineScript Ls;

i1 Ls = LineCreate.GetComponent<LineScript=();

! ! Ls.LineUpdate(((AllNodes[NodeCon[@]].Position) # Scaling + OFfset), ((AllNodes[NodeCon[1]].Position) # Scaling + Offset));
.

}

Pucynok 3.5.1 — ConnectionLines
[Ipepabom, exk3eMIUIAp SKOTO CTBOPIOETHCS HANPHUKIHII BUKOHAHHS 3rajaHOTO
ckpunty, € LineRenderer, sikuif B cBOlO 4epry MmicTuTh ckpunt LineScript, mio
BU3HAYae foro noseaiHky [puc. 3.5.2]. Bin npaiiroe HaCTyITHUM YHHOM:
1. 3wminni startPoint Ta endPoint: BekTopu, 1m0 BU3HA4alOTh MOYATKOBY Ta
KIHIIEBY TOYKH JI1HII.
2. 3minHa lineRenderer: 36epirae nocunanus Ha komrnoHeHT LineRenderer,

10 MPUKPIIJIEHUH 10 UBOTO 00'€KTa.
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3. Meton Awake(): Bukinkaerbcs npu 3amycKy CKpunty. BiH oTrpumye
MOoCHUJaHHd Ha KommoHeHT LineRenderer 1 BCTAHOBIIOE KiIBKICTh
MO3HIIiH (2) Ta MOYaTKOBI MO3MUIIIT JIiHii.

4. Meron LineUpdate(Vector3 x1, Vector3 x2): OHoBioe mo3uiii JiHii,
MpUITMaOYX HOBI 3HAYCHHS IS MOYaTKOBOT (X 1) Ta KiHIIEBOT (X2) TOYOK.

Buknukaerscs o1 3M1HA MOJI0KEHHS JI1HII.

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

Unity Script {1 asset reference) | 2 references

public class LineScript : MonoBehaviour

i
public Vector3 startPeint = Vector3.zero;

public Vector3 endPoint = Vector3.zero;
public LineRenderer lineRenderer;

Unity 0 references

privﬁte void Awake()

LineRenderer = GetComponent<LineRenderar=();
LineRenderer.positionCount = 2;
LlineRenderer. SetPosition(®, startPoint);
LineRenderer. SetPosition(1l, endPoint);

{
lineRenderer. SetPosition(®, x1);
lineRenderer. SetPosition(l, x2J;

i
Pucynok 3.5.2 — LineScript

3.6. OTpumMaHHs ONUCY JIOKALII

Onuc nokariii 30epira€rbcsi y TEKCTOBUX JIOKyYMEHTax, y (opmari
“HasBa?TekcroBuii onuc”. Ha3Ba KOKHOTO TOKyMEHTa BIJINOBIJIA€ TUITY JIOKAIIii.
®parMeHT Koay Ha pUCYHKY 3.6.1 € QyHkuiero, mo ¢opmye 3 OTpUMAHOTO
TEKCTOBOTO JIOKYMEHTY CIIOBHHUK, IO CKJIQJA€ThCA 3 HA3BU 1 BIJAMOBIHOTO ii

OIHCY.
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public Dictionary<string, string> Abodes;
public Dictionary<string, string> Glades;
public Dictionary<string, string> WaterFeature;
public Dictionary<string, string> OldRuins;
public Dictionary<string, string= OddStones;
public Dictionary<string, string> Assorted;

G raferances
static Dictionary<string, string> CreateDictionary(string textAsset)

Dictionary=string, string> dictionary = new Dictionmary<string, string>(J;
try
{
i A/ 3unTyemo Bci pagku 3 daiiny
i string[] lines = textAsset.Split('\n');

// Npoxogumocs no womHoMy pRgMY
foreach (string line in lines)

[/ PoszbuBacMo pPAOOH HA KNEY 1 3HAYeHHA

string[] parts = line.Split('?'J);

if (parts.Length »>= 2)

{
; i ' // Orpumyeme wnwy (mepui gEa cnoBa y pagey)
{1 | string key = parts[@];

. i1 J/ OTpumyemo snvauennA (pewrta pagxa)
i string value = parts[1];

' i // [opaemo napy KnRY-3HAYEHHS Y CTIOBHMK
¢4 11 dictionary.Add(key, value);

Lok
H
catch (Exception ex)

{

UnityEngine.Debug.Log("Buxukna nomanka: " + ex.Message);

return dictionary;

Pucynok 3.5.1 — CreateDictionary
OtpumanHsi TekCcTOBUX (aliliB (3aBaHTAKEHHS iX 3 TMANKUd PECypciB
MIPOCKTY) MOKIIMBE TUTBKHU TIEPE] TOYATKOM OCHOBHOI MPOTPAMH, TOMY iX BHKJIHK
po3MimieHuid 'y wmetoni Start. Tam ke BinOyBaeTbCs iX TEPETBOPEHHA Ta

nepenucyBaHHs y clioBHUKH [puc. 3.5.2].

publLic vold Startl)

{

TextAsset LocDescAbodes = Resources.load<TextAsset>("LocaticnsDescriptions/LocationsDescription_Abodes");
Abodes = CreateDictionary(LocDescAbodes.text);

: TextAsset LocDescAssorted = Resources.load<TextAsset=("LocationsDescriptions/LocationsDescription_Assorted™);
Assorted = CreateDictionary(LocDescAssorted. text);

TextAsset LocDescGlades = Resources.load<TextAsset=("LocationsDescriptions/LocationsDescription_Glades");
Glades = CreateDictionary(LocDescGlades.text);

TextAsset LocDescOddStones = Resources.load<TextAsset=("LocationsDescriptions/LocationsDescription_OddStones");
OddStones = CreateDictionary({LocDescOddStones.text);

TextAsset LocDescOldRuins = Resources.load<TextAsset=("LocationsDescriptions/LocationsDescription_OldRuins™);
OldRuins = CreateDictionary(LocDescOldRuins. text);

TextAsset LocDescWaterFeature = Resources.load<TextAsset>("LocationsDescriptions/LecationsDescription_WaterFeature");
WaterFeature = CreateDictionary(LocDescWaterFeature.text);

Pucynok 3.5.2 — 3aBaHTaxXeHHs pecypciB
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3.6. CTBOpeHHS eK3eMILISIPiB JIOKAIii

[Ipomec cTBOpeHHS JIOKaIii MOETHYE B co01 0fIpa3y ACKUIbKa METOIIB, SIKi
HEOOX1JITHO BHKOHYBATH MOCIIIOBHO. Takl YCKJIQJHEHHS 3yMOBJIEHI HacaMIiepe
OakaHHSM TIPUTPUMYBATUCS TIPOIlECY TeHeparlii, 10 BUKOHYETbCA B Tpi-
MEPIIOKEPETI ATOPUTMY.

CnoyaTky, 11 BEpIIMHHU, B 3aJI€KHOCTI BiJi 3HAYEHHS CYMHU YHCIOBUX
3HaYeHb 11 CYCIAHIX BEpIIMH, TMPU3HAYAETHCS TUM JIOKawii. DyHKIis
GetLocationType, npencraBiena Ha pucyHKy 3.6.1 Hmkue, MOPIBHIOE YHCIIOBE
3Ha4YeHHs TUIy Jokaiii LocationValue 13 MOXIWBHUMHU 3HAY€HHSIMHU 1 MOBEpTaE

BIJIMOBITHUM CJIOBHUK, 3 SIKOTO OyJie BAKOHYBAaTHUCS BUOIp JOKAIIii.

public Dictionaryestring, string= GetLocationType(int LocationValue)
f
switch (LocationValue)
1
case 1:
case T:
case 13:

return Abodes;
case 2:
case 8:
case 14:

return Glades;
case 3:
case 9:
case 15:

return Waterfeature;
case 4:
case 16:
case 16:

return OldRuins;
case 5:
case 11:
case 17:

return Odd5tones;
case 6:
case 12:
case 18:

return Assorted;
default:

return null;

Pucynok 3.6.1 — GetLocationType
Jami vacrynHa ¢ynkuis GetRandomFromDictionary noBeprae 3 OTpUuMaHOro

CJIOBHHMKA BHIIAJIKOBY Tapy Kio4-3HaueHHs [puc. 3.6.2].

reresserice
public HeyValuePair<string, string= GetRandomEntryFromDictionary(Dictienary<string, string> dictionary)

{
if (dictionary != null)
1

int randemIndex = Random.Range(l,dictionary.Count);
i return dictionary.ElementAt(randomIndex];

}
else UnityEngine.Debug.log("smth wrong with random from dict");
return default(HeyValuePair<string, string=);

}
Pucynoxk 3.6.2 — GetRandomFromDictionary
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Odynkuis InstantiateLocation Ha pucyHky 3.6.3 moenHye B coOi BCl Il BHIIE

nepesidyeHi METOAU IS CTBOPEHHS EK3EMIUISAPIB JIOKAIlld Ha TO3MINSAX BY3JIIB

rpagy.
private void Instantiatelocations(ForceGraph ForceGraph)
f
i foreach (var node in ForceGraph.Nodes)
[
' GameObject LocationTeInst = Instantiate(LocationPrefab, (node.Position = Scaling + Offset), Quaternion.identity);
1 i node.LocationType = node.Connecteddodes. Sum(nodeIn == nodeIn.LocationNumber);
: ! /fUnityEngine.Debug.Log(node. . LocationType];
HeyValuePair<string, string> randomEntry = GetRandomEntryFromDictionary(GetLocationType(node.LocationTypel);
LocationToInst.GetComponent<LocationScript>().LocationUpdate(randomEntry.Hey, randomEntry.Value);
.
b

Pucynox 3.6.3 — InstantiateLocation
OcTtaHHs CTpOKa BHILE 3rajjaHoi (pyHKIi1 3BepTaeThes 10 meroay LocationUpdate,
IO CKPUIT SIKOTO € KOMIIOHEHTOM Ipedaly nokauii. Lleit kox Ha pucyHky 3.6.4
3HaXOJIUTh Ta 3BEPTAETHCS JI0 TEKCTOBUX KOMIIOHEHTIB IrpOBOro 00’€KTI JIOKAIlil
Ta BHOCUTb B HUX 3MIHH, @ caMe MpU3Havya€e TEKCT B MOJIsl HAa3BH JIOKALlIi Ta OMUCY.
OcTaHHsl CTpOKa BCepeAuHl BKe i€l (QyHKUII CTBOproe (OH Mg TEKCTY,

MOBTOPIOIOYM KOHTYP OIHUCY.

public void LocationUpdate(string LocationName, string LocationDescription)

transform.Find("LocationName").GetComponent<THP_Text>().text = LocationName;
transform.Find("LocationDescription”).GetComponent<TMP_Text>().text = LocationDescription;
transform. Find("LocDescBakground") .GetComponent<TMP_Text>() .text = $"<mark=#CBT80FFF padding=\ '18, 18, 18, 18\"> {LocationDescription} </mark=";

Pucynox 3.6.4 — LocationUpdate

3.8. [Ioka3 Ta NPUXOBAHHS ONMCY JIOKALL

Jnst 3a0e3neyeHHsT MOXKJIMBOCTI 3pYYHOIO YHMTAHHS OMMCY JIOKAallid, 10
3aMOBYYBAHHIO TEKCT € MPUXOBAHHUM, JIOMIOKH KypCOp MHUUIKK HE OyJe HaBEICHO
Ha Ha3BY JIOKaIlii, 1[0 BUBOJAUTHCS HAJ TIO3HAUEHHSM IS KOJKHOI BEPIIMHU Tpada.
Lle mocsiraeTbes 32 paXyHOK JTO/IaBaHHS HA 3alHATHUN Ha3BOIO MPOCTIP KOMIIOHEHTY
kosutaiinepy (Collider). Komaiimep 31aTeH oTpuUMyBaTH aHi MPO 3HAXOKEHHS

KypCOpYy MUIIIKH B MEXax CBOro KOHTYpy [puc. 3.8.1].
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pub'l.ic class LocationScript : HonoBehaviour
i
H public TextMeshPro LocDescObject;

public TextMeshPro LocDescBack;|

// Start is called before the first frame update

0 references

Unity Message |
void Start()
{

LocDescBack.enabled = false;
LocDescObject.enabled = false;
]

1 reference

public void LocationUpdate(string LocationName, string LocationDescription)

transform.Find("LocationName™).GetComponent<THP_Text>().text = LocationName;
transform.Find("LocationDescription”).GetComponent<THP_Text>().text = LocationDescription;
transform.Find("LocDescBakground").GetComponent<TMP_Text>().text = $"<mark=#CB78OFFf padding=\"1@, 18, 1@, 18\"> {LocationDescription} </mark>";

Unity Message | 0 refarence:

private veid OnMouseEnter()
[/ Set the visibility of the TextMeshPro component to true
LocDescObject.enabled = true;
LocDescBack.enabled = true;

}

* Unity Message | 0

ge | 0 references
private void OnMouseExit()

// Set the visibility of the TextMeshPro component to false
LocDescObjact.enabled = false;
LocDescBack.enabled = false;

i
Pucynok 3.8.1 — LocationScript, 3a nprxoByBaHHS Ta MOKa3 TEKCTY BiAMOBIIAIOTh
metoau OnMouseEnter Ta OnMouseExit
Jlist Toro, mo0 11e mpairoBago, HEOOX1THO HE TUIBKU MPUETHATH CKPUIIT SIK
KOMITOHEHT 1rpOBOTO 00 €KTY, ajie i BKa3aTH 3MiHHI SIKI IPUAMaTUME CKpUIT. Sk

BUTJISIJIa€ TOTOBE HANAIITYBaHHS 300pakeHO Ha PUCYHKY 3.8.2.

v Location Script (Script)

faterial 2D)

Pucynok 3.8.2 — HanmamTyBaHHs JJISI CKPUIITY Ta KOJUIaaep
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3.9. InTepdeiic KopucTyBaYa: KHONKA MYCKY Ta KOHTPOJIb KiJIbKOCTI
JIOKAIIiH 10 reHepamii

JIJ1st KOHTPOJTIO 3aITyCKy TeHepallii Ta JUIsl MOYKIMBOCTI BBOAY KUJIBKOCTI
JIOKAITI{ JUTsl TeHeparlii CTBOPEHO KHOMKY «Start» Ta cinaiaep (Slider), 3HaueHHS
OCTaHHBOTO MpuiMaeThcs ckpuntoM ForceGraphManager — KoMIUISIIERO 31 BCIX
cTBOpeHHUX (DYHKIIIH, Bi sIKOTO Haciiaye StartScript, KOTpUi B CBOIO Uepry
3aIyCKa€eThCs TPU HATHCKaHHI Ha KHOMKY. J[71s IbOoro HE0OXiTHO HaAIITYBaTH

noxiro OnClick st KHONIKK TaKMM YMHOM, SIK 11€ MOKHA MOOAYUTH HAa PUCYHKY

3.9.

I
L4 1

01

Automatic

Visualize
orceGraphManager.CreateNe=

+ -

i  Event System

L Standalone Input Module
Start Script (Seript)

Pucynox 3.9 — kHomKa, ciaiiiep, HAAITyBaHHS KHOIIKH Y BIKHI 1IHCIIEKTOpa

3.10. Auiroput™ podoTH IPOrpamMu

[Ticns 3a0e3ne4eHHs] BAKOHAHHS BCiX (DYHKI[IOHAJIbHUX BUMOT, 3a0€311eYMMO
MOCJTIIOBHUN BUKJIMK PO3pO0JIeHUX (DYHKIIIHM yepe3 CTBOPEHHS HOBOI (PYHKITIT

CreateNew[pwuc.3.10.1], anroputm podoTH K01 epeaanuii Ha 010K-cxemi 3.10.2.
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public void CreateNow()
{

ForceGraph MewGraph = new ForceGraph();

Clearlocations(};

Clearlines();

i InstantiateRandomNodes(NewGraph);

i if (IterationsRemaining < 8) return;
» //var duration = new Stopwatch(];
/fduration.Start(];

IterationsRemaining = -1;
NewGraph . FullExacution();
if (CheckGraphConnectivity(NewGraph))
i
Instantiatelocations({NewGraph);
ConnectionLines(NewGraph);

else CreateNen();

i //duration.Stop();
+

Pucynok 3.10.1 — CreateNew
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3anyck BWKOHAHHA

3AN0BHEHHA CMOBHKUKIE

BEOEHHA: K-CTh
BEPLUMH
¥
HaTuckanHa /
Start

BunanexHA of'exTie 30
CLIEHM

v

CTECPEHHR HOBMX
EX3EMMNADIE BEPLLKH

v

[eperipka YTEOPEHOID
rpata Ha 38'R3HICTL

&

epesipka npoiigeHa?

CTEOpPEHHA
ex3eMNMApIE NoKauii

v

CTEOPEHHA
EK3EMNNARIE MiHik-
WNAxig

KiHel: BMKOHaHHA

Pucynoxk 3.10.2 — 6;10k-cXxema adropuTMy BUKOHAHHS MTPOTPaMU

3.11. IliaroroBKa 10 pO3MillleHHA HA OHJIAMH-TLIATGOPMI

[lepen TuM, sIK BUKJIACTH MPOEKT y MEPEXY, HOro HEOOX1AHO MPaBHIIbHO
3a0uauTH. s 1boro 3 BaplaHTIB MOXJIMBUX MatGopm oOpatu miargopmy Ha
K1 Oyne BiAOyBaTHUCS 3aMyCK J0JATKy. Y BUIAJKY LBOro npoekty e WebGL —
BapiaHT Ounmy Ui 3amycKy y Opaysepi. BapTo BiAMITUTH, 110 TOTOBUN MPOEKT

nicast Ouly 0e3 XOCTIHTY Ha CEpBEpl HE MOKHA 3alyCTUTH JIOKAJIbHO IMPOCTO



36

BIIKPHUBIIH Horo (aiiau. [ 1iboro MokHa BUKOpHCTOBYBaTH KHONKY Build And

Run y npomy x camomy meHio [puc. 3.11.1].

In Build

ampleScene

Add Open Scenes

Platform

|;| Windows, Mac, Linux & Use default farmat (DXT) =

Yadiratad Carvar
Jedicated Serve : e size
E Bedicated|Se hel Co ptimization Size

WTHE

E WebGL

ode Generation

Asset Import Overrides
Mo Override

sion  No Override Learn about Unity Cloud Build

Player Settings... Build \d Build And Run

Puc. 3.11.1 — onuii 6111y IPOEKTY
OTpuMaBIlM CipaBHUIA O MPOEKTY, JJIs HOro 3aBaHTa)KeHHS Ha ItCh.io
HEOOX1THO BIEBHUTHUCSA, IO Marka 3 (aigaMu IpoeKTy Ma€ B 001 TOKYMEHT
dopmary HTML mig HazBoto index. BiH ciyrye B SIKOCTI TOYKH BXOY 1 MOTPiOEH
Ha CTOPOHI cepBepy ItCh.i0 06 3i10paTH CTOPIHKY MPOCKTY 3 IHTEPAKTUBHUM
BIKHOM JIJIs1 PO3MIILIEHOTO Ha CTOPIHIII T0JIaTKYy.

Jlist Toro 100 po3MicTHTH Oyab-KHi CBil MpoeKT Ha itch.i0 mepiir 3a Bce
HEO0OX1THO CTBOPUTH BJIACHUHM 00JIIKOBUM 3anuc Ha ik miatdopwmi. [Ipoiec
peecTpallii aHaJIOTTYHUM TaKOMY, IO TPUTAMaHHUN KOXKHIM Tuiatgopmi 3
noniOuuM ynkirioHarioMm. O60B’I3k0BO Tpeba MIATBEPAUTH €ICKTPOHHY MOIITY,

BKa3aHy MpH PEECTPALlii — HEMIATBEPAKEHI KOPUCTYBAUl MOKYTh ITUCATH
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KOMEHTapi Ha CTOPIHKAX Yy>KUX MPOEKTIB, aje He MalOTh 3MOTY 3aBaHTAXKyBaTH
BJIacHI (haiiim.

[Ticas BXOAy B OOIIKOBHIA 3aIHC, CTAE TOCTYITHOIO MOXIIMBICTh CTBOPUTH
cBiil mpoekT. Lle MokHa 3poOuTH mepeioBIIH 1Mo nocuianHo “Create new
project”. ITicist mepeHanpaBiIeHHs, OyAyTh JOCTYITHI HACTYITHI HAIAIITYBaHHS
npoekty[puc. 3.11.2]: 3aronaoBok agpeca, onuc, Kiacu(ikalis, THIT TPOSKTY,
cTaTyc myOJikaIii Ta 1HIIIi.

Title

echelon-forest-spreads-generator

Project URL

https://frandom-enthusiast.itch.io/echelon-forest-spreads-generator

Short description or tagline

Shown when we link to your project. Avoid duplicating your project's title
Optional

Classification

What are you uploading?

Games — A piece of software you can play b
Kind of project
HTML — You have a ZIP or HTML file that will be played in the browser v
You can add additional downloadable files for any of the types above

Release status

In development — Project is in active development (or in early access) b

Pucynox 3.11.2 — nesiki OCHOBHI apaMeTpy HaJAIITYBaHHS CTOPIHKU MPOCKTY Ha
itch.io
Jani HeoOX1IHO 3aBaHTAXXUTH CTUCHYTHH apxiB 3 ¢aiinamu npoekry. Lle

pobutbes y posaim Uploads, 3sHiMOK sikoro moka3aHui Ha pucyHky 3.11.3.
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Uploads

Upload a ZIP file containing your game. There must be an index. html file in the ZIP.Or
upload a .html file that contains your entire game. Learn more —

Any additional files you upload will be made available for download. You can apply a
rinimum price to the project after uploading additional downloadable files.

Use butler to upload game files: it only uploads what's changed, generates patches for the
itch.io app, and you can automate it. Get started!

UNEELE S or % Choose from Dropbox Add External file ' ?

File size limit: 1 GB. Contact us if you need more space
Pucynok 3.11.3 — po3ain Uploads B HamamryBaHHIX TPOCKTY
[Tics bOTo MOKHA BUOPATH THIT BUIUMOCTI cTopiHku[puc. 3.11.4]. Ha
MOMEHT HalMCaHHs, CTOpiHKa He odopmiieHa o0 OyTH MPE3eHTA0ETHLHOI0, TOMY

oOpano Bapiant “Draft” (HopHoBuK).

Visibility & access
Use Draft to review your page before making it public. Learn more about access modes

@ Draft — Only those who can edit the project can view the page
(_) Restricted — Only owners & authorized people can view the page

(") Public — Anyone can view the page

View paEs

Pucynok 3.11.4 — BuOip Tuy A0CTYyNy Ta BUIUMOCTI TPOEKTY
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BUCHOBKU

B pesymbrari poGotu Hax gaHow KBamigikamiifHOIO po0OoTo0  OyIio
po3polIIeHO alibha-BepCiro J0JaTKy I'eHepaTopa IrpOBUX Mar, B OCHOBI pOOOTH
SIKOTO JISKUThH JITOPUTM IMPOIIETypHOI reHepallii Ta alrOpuTM Bi3yasizamii JaHuX
tuny cuioBuii rpad. Jlogarok moOymoBaHo Ha 0asi irpoBoro pyims Unity, o
TAaKOXX BKJIIOYA€ BHKOPHUCTaHHS MOBU nporpamyBanHs C#. Ha npakruii
JOCITIJIKEHO METOJIUKY pO3po0KH goaaTKy 3acobamu Unity, 3a paxyHOK 40r0 OyIi0
BUSIBJICHI TepEBard BUKOPUCTAHHS ITPOBOTO PYIIis Ta KOHKPETHO BUKOPUCTAHHS
irpoBoro pymrist Unity. 3a paxyHOK 3acTOCYBaHHS TPUHIIMITY KOMITO3UINT st
CTBOPEHHSI ITPOBUX 00’€KTIB, CTBOPEHHS €JIEMEHTIB I'PU € JOCUTh IHTYITUBHUM 1
MOK€ OYyTH IIBHJIKO OINAHOBAaHUM JO pIBHS, JIOCTATHBOTO ISl CTBOPEHHS Ta
nmyOJiKarii BIacCHUX 1rop.

Byno posrnsHyTo ommaiH-matgopmy itch.io sk 3acid @i XOCTHUHTY
BJIACHUX PO3POOOK. 3a JOMOMOTo0 Ili€l MmiaaThopMu KOXEH Oaxarouuil MoxKe
MOAIIUTHUCS BJIACHUM MPOEKTOM Ta HAaBITh 3a Oa)KaHHSIM MOHETHM3YyBaTH HOTO Ha
BJIACHY KOPHUCTh. TaKkoXX 3a paxXyHOK MOXJIMBOCTI CAMOCTIMHOTO HaJlallITyBaHHS
CTOPIHKHM MPOEKTY MOKHAa 36KOHOMUTHU BJIACHI PECYPCH, IO B IHIIOMY BUIAAKY
nina 6 Ha po3poOKU CBOTO BeO-caliTy Ta opraHi3alliio 3 OpEHIYBaHHSM CEpBEpPY
B SIKOCT1 XOCTHHT-TIIIATHOPMH.

JlocnipkeHo Ta BNPOBAHKEHO B MPOEKTI BUKOPUCTAHHS METOJIB CHUJIOBUX
anropuTMiB Bizyamizamii rpadiB. Po3poOneHuil anropuT™ Mae TOTEHINAT JUIs
BUKOPUCTAHHA B IIMPOKOMY CIHEKTpl IHIIUX MPOEKTIB, HANpUKIAL 3apagu
Bi3yasmizailii JaHuX, TaKUX SK BIJCTaHI, 3B’SI3KM y MeEpexax TOMY, B3aeMOJIis
00’ €KTIB.

Honatok nepedyBae Ha cradii anbda-tecTyBaHHs. HacTynHumu
NOTCHI[IMHUMHU ~ eTamaMu  HWOTO PO3POOKHM MOXKYTh OyTH  JOOIpAIfOBaHHS
€CTeTUYHOI CKJIaJI0BO1 Bi3yasi3ailii, TOOTO CTBOPEHHS YHIKAJIbHUX 300paKeHb IS
JOKali, JomaBaHHA (YHKIIA JJiS  BIATBOPEHHS pEIITH MEXaHiK TIpu-
nepiio/pKepesia,  PO3MIUPEHHS  ITOPUTMY  TPOLEAYPHOI  TeHepamii s

3a0e3MneueHHs 111e OUIbII0T PI3HOMAHITHOCTI pe3yJIbTaTiB reHeparlii.
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JTOJATKH

JOJATOK A. TEKCTH 3 HEPIIO/7KEPEJIA

Texct A.1: Inctpykiiis no rerepariii icy — Echelon Forest cropinka 6 — Forest
Generation Ta cropinka 7 Locations

Drop a handful of d6 (at least 8) on a piece of paper.

Draw a line through a single die such that there are equal numbers of dice on each side
(or as close as you can get). That die is the Heart of the forest, the line is the Meridian.
Draw paths between the rest of the dice, following these rules:

1. A path connects two dice.

2. Paths cannot cross one another.

3. Paths cannot cross the meridian.

4. A given location cannot have more than 3 connected paths.

5. Note the furthest dice from the Heart on each side of the Meridian. These are the
forest entrances.

6. There must be at least one route connecting the two forest entrances. Determine each
location following the instructions on the opposite page.

Determine the nature of the paths between each location following the instructions Page
22.

Finally determine the current Season on Page 24 and the starting Heartbeat on Page 27.

Texct A.2: Ipuknan onucy nokamii Trmy Abodes

1. Hermit's House: A small hut with a well maintained herb garden beside. A kindly old
lady who knows much about the forest has lived here for a great many years, but will
offer only tea and enigmatic advice if asked for information. The forest and guardian
will respond with immediate violence if the Hermit is threatened with harm.

2. Eagle's Nest: A pair of eagles make their nest in the crook of a large tree. They are
highly territorial and will react violently to any attempt to approach the tree or climb it.
3. Bobcat Den: A fallen tree forms the home for a grey and white bobcat. Territorial, but

easily bribed with gifts of meat.
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4. Bear Cave: A shallow cave in the side of a hill, overgrown with moss and lichen.
Contains a bear's den, 3 in 6 chance it's currently present.

5. Lean-to: A simple shelter constructed from local materials. Signs of a camp fire
remain inside, but otherwise uninhabited.

6. Walking Hut: A small cottage standing on giant chicken legs exuding an oppressive
aura. Empty, although in good repair despite not being currently occupied. Could

possibly be coerced to provide transport, but will not leave the forest.

NOJATOK b. PO3POBJIEHI CKPUIITHU C#

Cxpunr b.1 — ForceGraph

using System.Collections;

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

using System.Net;

using Unity.VisualScripting;
using UnityEngine;

public class ForceGraph
{

public class Node

{
public int id;
public List<Node> ConnectedNodes = new List<Node> () ;
public int LocationNumber = Random.Range(l, 6);
public int LocationType;
public Vector3 Position;

}

public List<Node> Nodes = new List<Node>();

public float MoveForce = 10f;
public int IterationsToStop = 100;
public float FrameTime = 1f / 60;
public Vector3 AnchorPosition= Vector3.zero;
public void FullExecution ()
{
for(int i = 0; 1 < IterationsToStop; i++)
{
SingleStepExecution () ;

}
}
public void SingleStepExecution ()
{
foreach (var nl in Nodes)
{
ApplyPull (nl, AnchorPosition, nl.Position.magnitude);
foreach (var n2 in Nodes)

{



if (nl == n2) continue;

var connected = nl.ConnectedNodes.Contains (n2);
var distance = (nl.Position - n2.Position) .magnitude;

if (connected)

{

ApplyPull (nl, n2.Position, distance);

}

ApplyPush(nl, n2.Position, distance);

}

private void ApplyPush (Node nl, Vector3 toPosition,

{
var diff = nl.Position - toPosition;
var dir = diff.normalized;
var force =
MoveForce
* FrameTime
* dir

* (1f - (Mathf.Clamp(distance, 0, 1f)));

nl.Position += force;

}

private void ApplyPull (Node nl, Vector3 toPosition,

{

var diff = nl.Position - toPosition;
var dir = diff.normalized;
var force =

MoveForce

* FrameTime

* dir

* Mathf.Clamp (distance, 0, 1f);
nl.Position -= force;

Ckpunr b.2 — LineScript

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

public class LineScript : MonoBehaviour

{

public Vector3 startPoint = Vector3.zero;
public Vector3 endPoint = Vector3.zero;
public LineRenderer lineRenderer;

private void Awake ()

{

lineRenderer = GetComponent<LineRenderer>();
lineRenderer.positionCount = 2;
lineRenderer.SetPosition (0, startPoint);
lineRenderer.SetPosition(l, endPoint);

}

public void LineUpdate (Vector3 x1, Vector3 x2)

{
lineRenderer.SetPosition (0, x1);
lineRenderer.SetPosition(l, x2);}}

Cxpunr b.3 — LocationScript

float

float

distance)

distance)
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using System.Collections;

using System.Collections.Generic;
using TMPro;

using Unity.VisualScripting;
using UnityEngine;

using UnityEngine.EventSystems;
using UnityEngine.UI;

public class LocationScript : MonoBehaviour
{
public TextMeshPro LocDescObject;
public TextMeshPro LocDescBack;
//public GameObject LocDescObject;
// Start is called before the first frame update
void Start ()
{
LocDescBack.enabled = false;
LocDescObject.enabled = false;

}

public void LocationUpdate (string LocationName,

{

string LocationDescription)

transform.Find ("LocationName") .GetComponent<TMP Text>() .text =

LocationName;

transform.Find ("LocationDescription") .GetComponent<TMP_ Text> () .text =

LocationDescription;

transform.Find ("LocDescBakground") .GetComponent<TMP Text> () .text =

$"<mark=#C8780Fff padding=\"10, 10, 10, 10\"> {Locat

}

private void OnMouseEnter ()

{

ionDescription} </mark>";

// Set the visibility of the TextMeshPro component to true

LocDescObject.enabled = true;
LocDescBack.enabled = true;

}

private void OnMouseExit ()

{

// Set the visibility of the TextMeshPro component to false

LocDescObject.enabled = false;
LocDescBack.enabled = false;

}
Cxpunr b.4 — SliderScript

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

using TMPro;

public class SliderScript : MonoBehaviour
{
[SerializeField] private Slider slider;
[SerializeField] private TMP Text slider text;
public static int InstValue;
// Start is called before the first frame update
void Start ()
{
slider.onValueChanged.AddListener ((v) =>
{
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slider text.text = v.ToString();
InstValue = Mathf.RoundToInt (v);
1)

}
Ckpunr b.5 — StartScript

using System.Collections;

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

using UnityEngine;

public class StartScript : ForceGraphManager
{

public void ButtomStart ()

{

ForceGraph forceGraph = new ForceGraph():;

CreateNew () ;

Ckpunt b.6 — ForceGraphManager

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

using UnityEngine;

using System.Ling;

using System;

using Random = UnityEngine.Random;
using UnityEngine.UI;

public class ForceGraphManager : MonoBehaviour

{

[Header ("Visual Configuration")]
public bool InstantiateRandomNodes = false;
public bool Stop = false;

public bool Instant true;

[Range (0f, 1f)]

public float PercentConnectionChance = 0.5f;
public int MaxConnections = 3;

public int InstantiationCount = SliderScript.InstValue;//9;

public float Scaling = 10;//1f;
public Vector3 Offset = Vector3.zero;
[Header ("Force Graph")]

public float MoveForce = 100; //10f;
public int Iterations = 50; //100;
[Header ("Debug") ]

public float IterationTimeMS = 0;
private int IterationsRemaining = 0;

private ForceGraph ForceGraph = new ForceGraph();

public GameObject LocationPrefab;
public GameObject LinePrefab;

public Dictionary<string, string> Abodes;
public Dictionary<string, string> Glades;
public Dictionary<string, string> WaterFeature;
public Dictionary<string, string> OldRuins;
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public Dictionary<string, string> OddStones;
public Dictionary<string, string> Assorted;
static Dictionary<string, string> CreateDictionary(string textAsset)
{
Dictionary<string, string> dictionary = new Dictionary<string, string>();
try
{
// 3Bumryemo BCl pamku 3 darnry
string[] lines = textAsset.Split('\n');
// TpOXOomMMOCS MO KOXHOMY PAOKY
foreach (string line in lines)
{
// Po30BuMBAEMO PAIOK HA KJKOUY 1 3HAUEHHS
string[] parts = line.Split('?'");
if (parts.Length >= 2)
{
// OTpumMyeMO KJIOU (mepmi mBa CJioBa y PAIKY)
string key = parts[0];

// OTpuMyeMO 3HaAUeHHS (pemTa panka)
string value = parts[l];

// @Homaemo mnapy KJOU-3HAUYEHHS Yy CJOBHMK
dictionary.Add (key, wvalue);

}
catch (Exception ex)
{
UnityEngine.Debug.Log ("Buuukia nommika: " + ex.Message);
}
return dictionary;
}
public Dictionary<string, string> GetLocationType (int LocationValue)
{
switch (LocationValue)
{
case 1:
case 7:
case 13:
return Abodes;
case 2:
case 8:
case 14:
return Glades;
case 3:
case 9:
case 15:
return WaterFeature;
case 4:
case 10:
case 16:
return OldRuins;
case 5:
case 11:
case 17:
return OddStones;
case 6:
case 12:
case 18:
return Assorted;
default:
return null;

}
public KeyValuePair<string, string>
GetRandomEntryFromDictionary (Dictionary<string, string> dictionary)



}
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if (dictionary != null)
{
int randomIndex = Random.Range (l,dictionary.Count) ;
return dictionary.ElementAt (randomIndex) ;
}
else UnityEngine.Debug.Log("smth wrong with random from dict");
return default (KeyValuePair<string, string>);

private void OnValidate ()

{

ForceGraph.FrameTime = Time.deltaTime;
ForceGraph.MoveForce = MoveForce;
ForceGraph.IterationsToStop = Iterations;
if (_Stop)

{
_Stop = false;
UnityEngine.Debug.Log ("Force Graph ran " + (Iterations -

IterationsRemaining)) ;

}

IterationsRemaining = -1;

}

private void InstantiateRandomNodes (ForceGraph ForceGraph)

{

IterationsRemaining = Iterations;
ForceGraph.Nodes.Clear () ;
for (int i = 0; i < InstantiationCount; i++)
{
ForceGraph.Nodes.Add (new ForceGraph.Node ()
{
id = 1,
Position = Random.insideUnitCircle * 1f

});

var distrobutionCap = PercentConnectionChance * InstantiationCount;
for (int i = 0; i1 < InstantiationCount - 1; i++)
{
var nodel = ForceGraph.Nodes[i];
if (nodeI.ConnectedNodes.Count >= distrobutionCap) continue;
for (int j = 1 + 1; j < InstantiationCount; j++)

{
var noded = ForceGraph.Nodes[]j];
if (nodeI.ConnectedNodes.Contains (nodedJ)) continue;

if (Random.Range (0f, 1f) <= PercentConnectionChance /

nodeI.ConnectedNodes.Count && MaxConnections > nodel.ConnectedNodes.Count)

}

{
nodeI.ConnectedNodes.Add (noded) ;
nodeJ.ConnectedNodes.Add (nodeI) ;

private void OnDrawGizmos () //cayxuTs nnas BimoBpaxeHHs gilizmos - nimkasxy npo
O3TallyBaHHA eJIEMEHT1B: TEKCT TOYOK 1 NOIXiBHOTO
4

//BUOHO TiJILKM SKIO YBIMKHYTM glzmos IOJIS BUOY I'PU

Gizmos.color = Color.green;
Gizmos.DrawSphere (Offset, .05f);

Gizmos.color = new Color(0, 1, 0, 1);
foreach (var node in ForceGraph.Nodes)
{
foreach (var n2 in node.ConnectedNodes)
{

Gizmos.DrawLine (node.Position * Scaling + Offset, n2.Position *

Scaling + Offset);
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}
}
Gizmos.color = Color.white;
foreach (var node in ForceGraph.Nodes)
{
Gizmos.DrawSphere (node.Position * Scaling + Offset, .05f);
}
}

#region CheckGraphConnectivity()
Dictionary<ForceGraph.Node, bool> visited = new Dictionary<ForceGraph.Node,
bool> () ;
public void dfs(ForceGraph.Node start, ForceGraph ForceGraph)
{
Stack<ForceGraph.Node> stack = new Stack<ForceGraph.Node> () ;
stack.Push(start);
visited[start] = true;
while (stack.Count > 0)
{
ForceGraph.Node node = stack.Pop();
foreach (var nodeI in ForceGraph.Nodes)

{

foreach (var neighbour in node.ConnectedNodes)
{
if (!visited[neighbour])
{
stack.Push (neighbour) ;
visited[neighbour] = true;

}
}
public bool Is connected(ForceGraph ForceGraph)

{
dfs (ForceGraph.Nodes.First (), ForceGraph);

foreach (KeyValuePair<ForceGraph.Node, bool> entry in visited)
{
// If any vertex it not visited in any direction
// Then graph is not connected
if (entry.Value == false)
return false;
}
return true;
}
public bool CheckGraphConnectivity (ForceGraph ForceGraph)
{
foreach (ForceGraph.Node node in ForceGraph.Nodes)
{ visited.Add (node, false); };
if (Is_connected(ForceGraph) == true)
{
UnityEngine.Debug.Log ("Yes");
visited.Clear () ;
return true;
}
else
{
UnityEngine.Debug.Log ("No") ;
visited.Clear () ;
return false;
}i
}
#endregion
private void ClearLocations()

{
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GameObject[] locations;
locations = GameObject.FindGameObjectsWithTag ("LocationPoint");
if (locations.Length > 0)
foreach (GameObject location in locations) { Destroy(location); }
}
private void ClearLines ()
{
GameObject[] lines;
lines = GameObject.FindGameObjectsWithTag ("Line");
if (lines.Length > 0)
foreach (GameObject line in lines) { Destroy(line); }
}
#region Lines
private void ConnectionLines (ForceGraph ForceGraph)
{
List<ForceGraph.Node> AllNodes = ForceGraph.Nodes;
List<int[]> NodesConnections = new List<int[]>();
foreach (ForceGraph.Node nodeI in AllNodes)
{

foreach (ForceGraph.Node nodeJ in nodeI.ConnectedNodes)

{

NodesConnections.Add (new int[] { nodeI.id, noded.id });
}
}
for (int i = NodesConnections.Count - 1; i >= 0; i = i-1)
{
int il = NodesConnections[i][0];
int i2 = NodesConnections[i][1];

for (int y = 0; y < 1i; y++)
{
int y2 = NodesConnections([y][1];
if (il == y2 && 12 == yl) { NodesConnections.RemoveAt (i) ; }

}

foreach (int[] NodeCon in NodesConnections)
{
GameObject LineCreate = Instantiate(LinePrefab, Vector3.:zero,
Quaternion.identity);
LineScript Ls;
Ls = LineCreate.GetComponent<LineScript>();
Ls.LineUpdate ( ( (A1l1Nodes [NodeCon[0]] .Position) * Scaling + Offset),
((AllNodes[NodeCon[1l]].Position) * Scaling + Offset));

}
}
#endregion
private void InstantiateLocations (ForceGraph ForceGraph)
{

foreach (var node in ForceGraph.Nodes)

{

GameObject LocationToInst = Instantiate(LocationPrefab, (node.Position
* Scaling + Offset), Quaternion.identity);
node.LocationType = node.ConnectedNodes.Sum(nodeIn =>

nodelIn.LocationNumber) ;

KeyValuePair<string, string> randomEntry =
GetRandomEntryFromDictionary (GetLocationType (node.LocationType)) ;
LocationToInst.GetComponent<LocationScript> () .LocationUpdate (randomEntry.Key,
randomEntry.Value) ;

}
}
public void Start()
{
TextAsset LocDescAbodes =
Resources.Load<TextAsset>("LocationsDescriptions/LocationsDescription Abodes");
Abodes = CreateDictionary (LocDescAbodes.text);
TextAsset LocDescAssorted =
Resources.Load<TextAsset> ("LocationsDescriptions/LocationsDescription Assorted");
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Assorted = CreateDictionary (LocDescAssorted.text);
TextAsset LocDescGlades =
Resources.Load<TextAsset> ("LocationsDescriptions/LocationsDescription Glades");
Glades = CreateDictionary (LocDescGlades.text);
TextAsset LocDescOddStones =
Resources.Load<TextAsset> ("LocationsDescriptions/LocationsDescription OddStones");
OddStones = CreateDictionary(LocDescOddStones.text);
TextAsset LocDescOldRuins =
Resources.Load<TextAsset> ("LocationsDescriptions/LocationsDescription OldRuins");
OldRuins = CreateDictionary (LocDescOldRuins.text);
TextAsset LocDescWaterFeature =
Resources.Load<TextAsset> ("LocationsDescriptions/LocationsDescription WaterFeature
")
WaterFeature = CreateDictionary (LocDescWaterFeature.text);
}
public void CreateNew ()
{
ForceGraph NewGraph = new ForceGraph() ;
ClearLocations () ;
ClearLines () ;
InstantiateRandomNodes (NewGraph) ;
if (IterationsRemaining < 0) return;

IterationsRemaining = -1;
NewGraph.FullExecution() ;
if (CheckGraphConnectivity (NewGraph))
{
InstantiateLocations (NewGraph) ;
ConnectionLines (NewGraph) ;
}
else CreateNew () ;
}
public void Update ()
{
InstantiationCount = SliderScript.InstValue;
if ( InstantiateRandomNodes)
{
_InstantiateRandomNodes= false;
ClearLocations () ;
ClearLines () ;
InstantiateRandomNodes (ForceGraph) ;
}
if (IterationsRemaining < 0) return;
var duration = new Stopwatch();
duration.Start () ;
IterationsRemaining = -1;
ForceGraph.FullExecution () ;
if (CheckGraphConnectivity (ForceGraph))
{
Instantiatelocations (ForceGraph) ;
ConnectionLines (ForceGraph) ;
}
duration.Stop ()
this.IterationTimeMS = (float)duration.ElapsedMilliseconds;
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Research object: procedural generation algorithm.

The purpose of the work (project): development of a software application
that will perform the procedural generation of the map and its subsequent
placement on the web platform for access to it by potential users.

Methods used in the research: structural analysis, creation of block
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Developed: A working app in alpha testing state

The practical significance of the work: the final software product is created
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