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AHOTALIS

PoGoTta mpucBsueHa po3poOIl BiAeOrpU y >KaHPI TaKTUUYHUMA ILIyTEp, 13
3aCTOCYBaHHSM TEXHOJOIIM MAIIMHHOTO HaBYaHHS 3 METOI0 MOJIMIIEHHS
noseainku NPC y rpi.

Jlns peanmizamii rpu Oysio BHKOpHCTaHO pyimii Unity, a Takox MOBY
nporpamyBaHHs C#.

3 w™meroto mnomimmeHHs noBeainku LI-rpaBmiB y mporeci po3podku
3aCTOCOBAHO METOJM MAIMHHOTO HaBuUaHHsS, a came, 3acoou Unity Machine
Learning Agents. I[aTenexTyanbHi areHTH BHKOPHCTOBYBATHMYThH TEXHOJIOTIIO
HaBYaHHS 3 MIJKPITUICHHSM, TIOBEIHKOBE KJIOHYBAHHS Ta iMiTalliiiHe HAaBYaHHS Ha
OCHOBI JI1{ TPABIIS, AJIsi CUMYJISIIT pealicCTUYHOI MOBEIIHKH.

JIst  CTBOpEHHS BI3yaJIbHOTO JU3allHy TpH Ta ITPOBOTO KOHTEHTY
BUKOPUCTAHO HABUYKU MAJIOBaHHA Ta MOJICIIOBAHHS 3a KpECICHHSAMH, |1,
BinoBigHO, 3acodbu Adobe Photoshop ta Blender. [{nst npumBuameHHsT 4acy
po3po0OKK TakoX OyayTh BUKOpPHCTaHI okpemi Mmartepiaiau 3 Unity Asset store, 1o
3HAXOMSTHCS Y BUIBHOMY JOCTYTII.

Kimrouosi crmoBa: Komm’rorepna rpa, Unity, C#, myrtep, FPS, ML Agents,

HaBYaHHS 3 IMAKPITIJICHHSIM.

ANNOTATION

This paper is devoted to the development of a tactical shooter video game
using machine learning technologies to improve the behavior of NPCs in the game.

The Unity engine and C# programming language were used to implement the
game.

To improve the behavior of Al players, machine learning methods were

applied in the development process, namely Unity Machine Learning Agents.



Intelligent agents will use reinforcement learning technology, behavioral cloning,
and simulation learning based on player actions to imitate realistic behavior.
Drawing and modeling skills, as well as Adobe Photoshop and Blender tools,
will be used to create the visual design of the game and game content. Some freely
available materials from the Unity Asset store will also be used to speed up
development time.
Key words: Computer game, Unity, C#, shooter, FPS, ML Agents,

reinforcement learning.
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1 HAUMEHYBAHHS TA OBJIACTH 3ACTOCYBAHHSA

JlaHe TexHiYHEe 3aBAaHHS MOMIMPIOETHCA Ha PO3POOKY irpOBOTO 3aCTOCYHKY, a
TaKO’X Ha MOJAJIbIIY MIATPUMKY Ta BIOCKOHAICHHS pO3pPOOJIECHOTO MPOAYKTY.

O06nacTio 3aCTOCYBaHHS € ayIUTOPIsl BITUM3HIHUX Ta 3apyODKHUX TPaBIIiB, 110
IIIKaBJIATHCA BifiCBKOBOIO TEMAaTHKOIO B irpax, 30KpeMa eKIIH-irpaMH Ta HIyTepaMH.

Taka rpa MoXe CITyryBaTH JUJIsl POBEACHHSA O3B KOPUCTYBAYaMH.

2 HIACTABU JJIAA PO3POBKH

[TincTaBoto st po3pOOKHM aHOT CUCTEMH € 3aBAAHHS JUIsl BAKOHAHHSA PoOOTH
KBaM(piKaIiifHO-OCBITHBOTO  PIBHS «OakaiaBp 1HXKEeHepil  MporpamMHOro
3a0e3nedeHHs», SKUi OyB 3aTBep/keHHi (axkynbreroM “IHPopMaTtuku Ta
OOYHUCITIOBANILHOT TEXHIKK Kaeaporo 0OUMCITIOBAIBHOI TeXHIKM HarioHaibHOTO
TeXHIYHOro YHiBepcuteTy Ykpainu «KuiBcbkuil [lomiTexHIUHMI IHCTUTYT IM. [rops

CiKOpCBKOTOY.

3 META TA IIPUSHAYEHHS PO3POBKH

Mertoto Ta MpU3HAYCHHSIM JaHOi poOOTU € po3poOKa IrpOBOTO 3aCTOCYHKY Ta

3aCTOCYBaHHS METO/1B MAllIMHHOTO HABYaHHS JJI peani3allli MOBEIIHKH MepCOHaXIB.

4 JIZKEPEJIA PO3POBKH

JI>xepenom po3poOKH TaHOTO JUIIJIOMHOTO MPOEKTY € O(iliifHI TOKyMEHTaIlli,
nyOJiKali Ta cTaTTi B Mepexi [HTepHeT Ha JaHy TeMy, HayKOBO-TEXHIYHA

JiTepaTtypa.

Apk.

3m.

[AJI11.467200.002 T3 9

Apk. Ne moxym. Mignuc | dara




S TEXHIYHI BUMOI'N

5.1. Bumoru 10 po3po0JieHOro NPOAYKTY

P03p06neHa CUCTCMA Ma€ BUKOHYBATH TaKl BUMOTH:

e B rpi moBuHHI OyTH peanizoBaHi IrpoBI MEXaHIKH pPyXy, CTpLIbOHU,

MPUIIUTIOBAHHS Ta HAHECEHHS KON CYIIPOTUBHUKAM.

[ToBeniHnka CynpOTHMBHHUKIB MOBMHHA OyTH pealli3oBaHa 3a JIOMIOMOTOIO
METO/IB MAIIMHHOTO HAaBYaHHA - HaBYaHHSI 3 MIAKPIIUICHHIM Ta
IMITaTUBHOTO HaBYAHHSI.

Jis HaBYaHHS 1HTENEKTyaJbHHX AareHTiB MOBHHHI OyTH peali30BaHi
J0JTaTKOBI CEPEIOBUILIA TPEHYBAaHHS

[ToBuHeH OyTH CTBOpEHUI ITPOBUN KOHTEHT 3a JOIMOMOTOK MalOBaHHS
TEKCTYp, MOJIECIIOBAHHS Ta aHIMaIlii.

[ToBuHHI OyTH pealli3oBaHi TOJOBHE MEHIO, MEHIO HalallITyBaHb 3BYKY Ta
KEpYBaHHsI, a TAKOK MOKJIMBICTh KOPUCTyBayda NPU3YNIUHUTH TPY.

5.2. Bumoru 10 nporpamMHoro 3ade3ne4eHHs

OC Windows ado Mac

5.3. Bumoru 10 anapaTHOI YaCTHHHU

L{IT ne menme 3a Intel® Core (TM) i15-8300H.
ROM =e menmie Hix 16 I'b.

RAM ne menmie Hix 6 I'b.

GPU Nvidia GeForce GTX 1050 a6o kparwii.

6 ETAIIN PO3POBKU

Ha3Ba etaniB BUKOHaHHS TepmiH BUKOHAHHS

3arBep/HKEHHSI TEMU pOOOTH

05.12.2022-10.12.2022

BuBuenns ta anaii3 3aBIaHHs

10.12.2022-10.03.2023

Po3pob6ka apxiTekTypu Ta 3araabHoi
CTPYKTYPH CUCTEMU

10.03.2023-20.03.2023

Po3pobka cTpyKTyp OKpEeMHX YaCTUH CUCTEMU 20.03.2023-01.04.2023

[Iporpamua peanizailis CHCTEMHU

01.04.2023-10.04.2023

BurnpasieHHs1 HOMUIIOK

10.04.2023-14.05.2023

OdopmieHHS TOSCHIOBAILHOT 3aIMCKU 15.05.2023

Apk.

[AJI11.467200.002 T3 3

3m.

Apk.

Ne moxym. Mignuc | dara
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HEPEJIIK CKOPOYEHD

1 [ TyuHuit iHTENEKT
[HIITHM [lITyyHna HelipoHHA MEpexa
NPC Non-player character
MMO Massively multiplayer online
LOD Level of detail
I13 [Iporpamue 3a06e3neyeHHs
FPS First person shooter
TPS Third person shooter
PvP Player versus player
FSM Finite-state machine
API Application programming interface
GPT Generative pre-trained transformer
LSTM Long short-term memory
ML Machine learning
PPO Proximal policy optimization
SAC Soft actor-critic
RL Reinforcement learning
GAIL Generative adversarial imitation learning
Apk.
. IAJII1.467200.003 I13 4
3m. | Apx. No oxym. Higmac | Hara




BCTYII

MinsiioHM JIOJEH 1O BCHOMY CBITY TpalOTh Yy BIJCOITPH MPSMO 3apas.

OueBuaHO, 110 16 Mae Heabusike (1HAaHCOBE 3HAYEHHA. 3pOCTaroya MOIMYJISIPHICTD

Irop MepeTBOPIOETHCS HA Bpa)karodl CyMH Tpoliel, TOMy irpoBa 1HAYCTpis Mocigae

BA)KJIMBE 3HAUYEHHS Ha INI00AIbHOMY PHHKY.

Pucynox - nuHamika riio0anbHOi BUPYYKH 3a IFPOBE MPOTPAMHE

70000

60000

50000

40000

30000

20000

10000

Annual global revenue for video games (SW/HW) (million euros)

- ——————-
P
- —
- ——

2018

2019 2020 2021 2022

Console games == Computer games === Mobie

AR/VR games — TV games

3a0e3neueHHs 3a pokamu [1]

VY cBiTi BKe ICHY€ BelMKA KIJIbKICTh KOMIT FOTEPHUX Ta MOOUIBHHX B1JI€OITOP 1

Ternep CrnoXkuBaya OyBa€ BaXKKO 3JMBYBATH HOBUMHM irpaMu, 0O TakK YW 1HAKIIE BOHU

ITIOYHNHAKTh HpI/I'I‘I[aTI/ICH, 3AaBaTUCA KOPpUCTYBaA4Yy HYTHHUMU, OI[HOMaHiTHI/IMI/I, B HUX

BOAUarOThCA KIIIIIOBaHI, 3al03WYeHI IrpOBI MEXaHIKH, SKI HE OOILUSIOTH T'PaBIIO

HOBUX emolliil. [lpuOyToKk MNpOEKTy NpsMO 3alIeKUTh BiJl MOr0 CIOXKUBAHHS

KOPUCTYBa4aMH, MOTO pEKJIaMU 1 TIOMYJISIPHOCTI, SIKa 3MYyIIy€e 0araThbOX BUTpadyaTH

rpollli Ha TMOKYMKY MPOAYKTY. Ajie HalOUIbII IIHHUM € CIIOBHA 3aJOBOJBHUTH

noTpedbu KopucTyBaua. SIKIIO T'pa BUSBUTHCA XOPOILIOK 1 3/100y/i€ MPUXUIIBHICTh
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cepell CIUIbHOTH, TO CHIJIBHOTA caMa JIONIOMOYKE MOUIUPUTH TPy Ta ii KyJbTypy AJis
O11BII01 ayAUTOPIT - IOAM OyAYTh PAAUTH ii IPY35M Ta 3HAHOMUM, TOBOPUTH TIPO HEl
B COITIaJIbHUX MEpEekKax.

[Io » BHOKpPEMJIIIOE T1 caMi XOPOIIIl IrpH, sIK1 3aXOIUTIOI0Th yBary KOpUCTyBada
Ha 6araTo JAecATKiB TOAUH?

[cHYI0TB, SIK MIHIMYM, 4 KJIIOYOBHX €JIEMEHTH YCIIIIHOI IpH [2]:

e [‘eiMIuIeH

e [cropis

e Jluzaiin Ta rpadika
e BUKIHK IrpaBLO

SIK110 KOpOTKO, TO:

Bnanwmii reiimiuieli BKIIro4ae B ceOe 1iKaBi IPOB1 MEXaHIKH Ta BECEIUI IrpOBUIA
npouec. Pi3HOMaHITHICTh MEXaHIK B TPl MMO3UTHBHO BIUIMBA€E Ha peirpadesibHICTb
(auru. replayability) rpu, 3axorutroroun OUIbIIE YBard KOpUCTyBada. binbiimii yac
MIPOBEICHUIA B TPi, 30KpeMa J0IoMarae KOpucTyBadyy MOPUHYTH y CTBOPCHUU CBIT
I'pU, a 3HAYUTH JII3HATUCH OUIBIIE MPO 11 KyJIbTYPY Ta ICTOPIIO, 1110 MOBEE 32 COOO0I0
OunbIIe 11 MOMMPEHHS KOPUCTYBaue€M CBOIM JPY3sM, fKi, B pe3yJbTaTi, MOXKJIHUBO,
3aIlIKaBIATHCS 1 TEX 11 MpuadaroTh. baratokopucTyBalbka Ipa, X04 1 CyNepeduTh
icTopii, ane 3/1aTHa 3pOOUTH KOPUCTYyBauya «IMOCTIMHUM KIIEHTOM», 00 03BOJISE
IPaBII0 HECKIHYEHHO OTPUMYBATH HOBI €MOLIii, TPal0UM Ta CHUIKYIOUUCH 13 HOBUMH,
HE3HAMOMHUMM JIOAbMU. AJie, Ul IHOTO, 1 CaM TeMMILIeH T'pu, epeayCiM, TIOBUHEH
OyTH HEHYIHUM.

Jm3aliH ta rpadika € JNeap HE HaWBaXKJIMBIIIMM €JIEMEHTOM, SIKHUH MOXKE

CTBOPUTHU TMO3UTHBHE BpaXEHHS KopucTyBada. SICKpaBi, YMCIICHHI eeKTH, BUOYXH,
Criajiaxy 37aTHI IOAAaTH €KIlIeHa B TPy, €(eKTH TPACIHHS, aHIMaIlli JOBKIJUIA 3/1aTHI
CTBOPUTHU BIJUYTTS MPUCYTHOCTI KOPHUCTYyBaya y CBIiTl, a KOJIbOPOBAa TaMma, CTHJIb

JeKOpaIliii, BUTJIAI IEPCOHAXKIB, 3BYKHU - YTBOPIOIOTh aTMOC(EpPy TPH.
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Bukiuk rpaBiiio - Te, 1o A1l 6aratbox IpaBliB € OJHUM 3 HaWBaXKIUBIIINX

€JIEMEHTIB TpH, 03 SIKOTOo B T'pl, HIOU, BIACYTHIN ceHC, TOOTO Te, 3apajikd Y0ro MU
rpaemo. Bukmimk - e meBHa mpo0Oiema, o MoCcTae mepea rpaBieM, i 3a ii pilmeHHs,
BiH OTPUMY€E TIEBHY BUHATOPOAY - UM TO ITPOBI MPEAMETH, YU BIAUYTTS TOTO, IO TH
YOMYCh HaBYHMBCSA, IO MOCh B co0i mepedopoB. J[pyre 4acTo BHSBISETHCS HABIThH
OLITBIIT 3aXOTUTIOIOYHM.

3 oiHOTO OOKY, KOMYCh MOXKE MPUUTH 10 BOJOOU, MICIsI JOBIOTO «TPiHAAY,
BIIKPUTTS PIAKICHUX ITPOBUX IMpenMeTiB abo 3mi0HOCTeH, sKi HalaloTh HOMY
repeBary B I'pi, KOMYCh - IICJISl IEPEKUTOT 1ICTOPIi Ta CKIIATHOIIIB, TIepeXi] Ha HOBUI
P1BEHb MPUHOCUTH 33]I0BOJICHHSI.

3 iHmoro 60Ky, BUIIISL moMuparouoro 6oca B rpi Dark Souls, micns 6arareox
JIECATKIB crpoO Horo BOMBCTBA, a00 MOBIJOMIICHHS PO MPOXOHKEHHS CKJIAJHOTO
piBas  Geometry Dash micms gekiapkox TucAsd crnpod OyBae HE MPOCTO
MPUTOJIOMIIJIMBO PATICHUM [IJI1 XapAKOPHOTO TpaBIld, a W TUM, IO JIHCHO
3armam’sITOBY€ThCS HAJIOBIO 1 THUM, UMM TpaBellb MOXKE HABITh XU3YyBaTUCh IEpe]
IHIIIUMH.

MynbTHIUIeEp TaKOX 3MaTHUNA HAJaTH KOPUCTYBauy TITHUN BUKIHUK Ta
O0€3MEeXXHUN MpOCTIp JJIsI CAaMOBIOCKOHAJICHHSI B MPOIECI 3MaraHHs 3 IHIIUMH.
HenosnikoMm € Te, 10 BIH MOXeE J1y’Ke IIBUJIKO BIIIITOBXHYTH KOPUCTYBaya, SIKILO BiH
HE BCTUTHE MEPeOOPOTH MOPIT BXOKEHHS 1 31IITOBXHETHCS 13 TPABISIMU, 1110 OYyTh
3HAYHO CUJIBHIIII HIXK BiH. TakuM 4YMHOM MocTae npodiiema Oanancy 1 MaTYMEHKIHTY .
Sk1110 X TpaBelb CTa€ JOCTATHHO CUIILHUM Ta MOOOPIOE TIOPIT BXO/KEHHS, TO YacCTi
MEepPEeMOrHy HaJl IHIIMMH CTBOPIOIOTH HOMY ITPUEMHUI ITPOBUH TIpOIIEC.

Ane, 3BUYalHO, JUIs KOKHOTO BUKJIMKY - CBOs ayautopis. ['oysoBHe - 1100
BUTPAYCHUI Yac KOPUCTyBada OyB BapTHil Ii€T HATOPOIH.

OTxe, MOEIO 337]a4010, SIK PO3POOHUKA 1TOp, MOCTAE CTBOPEHHS XOPOLIOi IpH
(BIAMIOBIIHO 7O HAJAaHOTO BHU3HAYEHHS), B Mipy MoOe€i (aHTaszii, sk aBTOpa, Ta

MO>KJIMBOCTEMN.
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PO3ALJ 1. OI'JIAd TA AJIAJIL3 ICHYIOUHUX
BIAEOIT'OP KAHPY HIYTEP TA IT'OP 3
BUKOPUCTAHHSAM TEXHOJIOT'TH LI

1.1 Bu3HayeHHS MOHATH TA OTJIS] MPeIMETHOI 00J1acTi

[lepr 3a Bce, ciiji po3i0paTUCh, IO SBISIOTH COOOI0 MOHATTSA “‘KOMII FOTEpPHA
rpa” Ta “Bimeorpa’.

[TomupeHoo AyMKOIO € Te, IO Il MOHSATTS B3a€MO3aMiHHI, ajie, HacIpaBi,
ICHYIOTb SIK MiHIMYM 2 B1JIMiHHOCTI.

KOMH’I-OTGDH& I'pa - OC IIporpama, sKa CIIOHYKa€ I'paBLsA B33€MOIIiHTI/I 3

BIpTyaJIbHUM CBITOM 3 MeToro po3Baru [3]. Ilpu wnpoMy, rpaBenb MOXke
BUKOPHCTOBYBATH Pi3HI CHOCOOM BBOy-BUBOAY, HAIPUKIIA]], MOHITOP, KOMIT FOTEPHY
MHUIITY, KJIaBlaTypy, reiimmna, Halip BIpTyallbHO1 pEaIbHOCTI, TOIIO.

Bigeorpa, B cBoto uepry, 000B’sI3KOBO Tiepe0ayac BUKOPUCTAHHS Bi3yaJIbHOTO
3aco0y BUBOAY, ajie, NMpU IbOMY, HE OOOB’SI3KOBO MOBHHHAa BUKOPHCTOBYBATH
komrt torep (abo Mikpormporiecop) sk cBoro miatdopmy [1].

Takum 4MHOM, rpa MOke OyTH KOMIT FOTEPHOIO, aJI€ HE B1IEOrpolo, 00 HE HAJlae
Bi3yaJIbHUIA BUBIJI, 1 HABMAKH, MOKE OYTH BiJIEOTPOIO, 1 TP IbOMY 11 IrpOBHI1 MPOIIEC
He Oyzae 3a0e3medyBaTucsa poOOTOH  Mikporpolecopa abo KoM roTepa.

Takumu MPUKIIaTaMyd MOXYTh Oy TH:

Stop Thief (1979) - komn’roTepHa rpa, ajie He Bigeorpa, 60 iIrpOBHI MPUCTPIit
Mae€ JIUIIEe 3BYKOBUM BUBI/I.

Tennis for Two - mepiia B cBiTi Ipa, peamizoBaHa Ha ocuuiaorpadi Ta

aHaJIOroBoMy Komit totepi. Taky rpy Mo>kKHA Ha3BaTH B1ACOTPOI0, ajie, KOMII IOTep HE
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€ KJIACUYHUM Yy CBOEMY YSIBJICHHI 1 HE Ma€ MIKpoMpoliecopa i, BIAMOBIIHO, T'pa HE €

M(pPOBOIO, TOMY € MiJCTaBH 11 BBAKATHU HE KOMIT IOTEPHOIO TPOIO.

AJe, He3BaXKar0uu Ha 3HAIICHI PI3HOCTI B JAHUX MOHATTSX, B KOHTEKCTI TEMU

po6oTH Oy1y BAKOPHUCTOBYBATH JlaH1 MOHATTS SIK B3aEMO3aMiHH1, 00 CyJacH1 irpH, sKi

1UTSITaI0Th AOCTIKEHHIO, 3HAXOIATHCS Ha TIEPETHHI JaHUX MTOHSTh.

Takox, 3 METOI0O CKOPOYEHHSI MOBH, B POOOTI OyJ1e BKHUTO CIOBO «T'Pay came

T1JT PO3yMIHHSIM KOMIT FOTEPHOT TPH.

CydacHi irpy MalOTh BEJIHMKY KUIBKICTh KaHPIB Ta MiPKaHPIB, IPUUOMY ITpH

MOXYTb HAJICKATHU 0 KIJTBKOX oapasy. Sk IIpUuKiIagu, MOXHa HABCCTHU HaCTyrIHi

YKaHPHU KOMIT 10TepHuX irop [3,4,5]:

e CuMYJSTOpH - 1I€ ITPH, 5Kl BIATBOPIOIOTH MEBHY CUTYALIIO 3 pEaIbHOTO abo

BUTA/IaHOTO CBITY 1 HaJarOTh I'paBLIO KOHTPOJIb Haj Hero. Lle moxe Oytu
CUMYJIATOP BIMCHKOBHMX Jiii, MUIOTYBaHHS amnapara, CUMYJATOP BOJIHHA
MalliHU ab0 CIOPTY, TOMIO.

Crparerii - nependayaloTh IrpaBLEM IUIaHYBaHHS Ta YIPABIIHHA ACSIKUMU
BHYTPIIIHBOITPOBUMH PECYpCaMH - BIMCBKOBUMH OJMHHIISIMH, TPOLIMMA,
ToBapaMu 260 poOOYMMHU pecypcamMu, TOIIIO.

ExiH-irpu - irpu, B SIKUX IpaBelb Kepye MEBHUM MEPCOHaXKeM - Oirae,
cTpubae, MOB3a€, TOUIO, 3 METOIO 3HAWACHHS LUISIXY 0 HACTYIHOIO PIBHS,
JBEp1, MOpTaTy a0o IHIUX IJIEH, K1 CIIPUSIOTH TOCTYIIOBOMY MTPOXOJI>KEHHIO
rpu. TakoX A0 EKIIH-ITOp MOXYTh BIIHOCUTHUCA ITPH, B SIKUX TPaBELlb CTPLISE
0 TIEBHUM CYNPOTHUBHUKAM a00 00’ €KTaM.

Po1b0BI irpu - 103BOJISIIOTH TPABIIO YBIUTH Y pOJIb MEepcoHaxa abo rpymnw, i

B3a€EMOJIISITU 3 ITPOBUM HABKOJIMIIIHIM CBITOM. B maHOMy XaHpi 4YacTo
3aCTOCOBYETHCSI MEXaHIKa PO3BUTKY TEPCOHAXIB MO Mipl HAJAXOKCHHS

JIOCBIJly, IEPEMOT y 00sIX, BAKOHAHHS 3aBAaHb TOIIIO.

[CHYIOTB TaKOX 1HIII JKaHPU Ta MiPKAHPHU Irop, aje Il YOTUPH I[IKaB1 THM, IO

rpa JOCHIPKYBAHOTO MDKAHPY “HIyTep”, MOXKE HaJleKaTh SK 0 OJHOTO 3 IUX
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’KaHPIB, TaK 1 10 JEKUIHKOX 3 HUX, a00 yCIX 0/pa3y, SKIIO MICTUTUME iX XapaKTepHi
O3HAKH.

Crix 3a3HauMTH, IO IIYyTEp Y 3BHUAHHOMY CBOEMY YSBIICHHI, BIIHOCHUTBCS
came JI0 JKaHpy “eKiliH” irop, 00 OCHOBHOIO O3HAKOI IIyTEpPY € caMme CTpuiboda.
[Ipote, rpanuill pO3MIUBAIOTHCS TOJI, KOJIM PO3POOHMK JOJAE 10 TPU EIEMEHTH,
MEXaHIKH 1HIIUX KaHPIB.

OTtxe, nmeperIiMo 10 BU3HAUYCHHS >kaHpy miytep. Lle - rpa, sika Bumarae Bif
TpaBIsl BAKOHAHHS JIBOX 33/1a4 - CTPLISATH MO CyNPOTHUBHUKAM 1 YHUKATH IIKOIU BiJ
CyHpOTHUBHUKA [5].

Kpim 1p0r0, B JaHOMy KaHpi BiJl T'paBIl 4acTO TMOTPeOYyeThbCs TaKTHKAa,
CTpaTeriyHe IUIaHyBaHHsg, poOOTa B KOMaHIl 3 IHIOMMHU TPaBIEIMH 3 METOIO
NepeMorTd CynpoTUBHUKA(iB). TakumM MHKAHPOM € “TaAKTHYHHI 1IyTep”.
[IpukinagoM TaKTHYHOTO IIyTEPY MOKHA HABECTH HAWOIbII TOMYJIAPHY I'PY B CBITI -
Counter Strike: Global Offensive. B wiii xomaHai TpaBIliB MMOCTaBJICHA 3a/aya
o0IrpaTv KOMaHJly CyNepHHUKa, 3aCTOCOBYIOUM Pi3HI BUIU O30POEHHS Ta TUIAHYIOUU
yAapy 3 pI3HUX HAIMPSIMIB IrPOBOI KapTH.

3 BHU3HAUEHHS >KaHPY LIyTepa OYEBUIHO, 110 CYHPOTHUBHUKU TPaBLS TAKOXK
MaloTh 3a/1a4y - 3HHIIUTHU TPABI, @ Pa30M 3 THM, MOXKJIMBO, CTapaTHCS yHHKATH
mKoau Bia rpaBus. [lpu npoMy, anig 3a0e3neyeHHs] MPUEMHOTO JTOCBIAY TpaBlis,
CYNPOTHBHUKH HE MOBUHHI OYTH 3aHAJATO CUJIbHUMHU, 1HAKIIIE KOPUCTYBAaY BTPATUTh
1HTEpEC 0 IrPOBOT0 3aCTOCYHKY. TyT nocrae npobiaemMa CKIaHOCTI TP, sIKa MOJISATae
B TOMY, III0 TIPOCTI IFPH MOXKYTh IIBUAKO HAOpUIATH, a BiJ CKIAJHUX - KOPUCTYBayl
MOpaIbHO BUCHAXYIOThCS, IPATYIOThCS Ta MEPECTAIOTh KOPUCTYBATHUCS TPOAYKTOM.

CknagHICTh IPU YaCcTO KOPEJIOE 3 MOPOrOM BXOJDKEHHS Y TPY - 4acOM, MOTPIOHUM

TPAaBITIO JJISI OCBOEHHSI MEXaHIK IPH Ta HABYAHHS paIliOHAIbHIN MOBEMIHIII B TPI.

3m.

Apk.

Ne nokym.

ITinnuc

JHara

[AJI11.467200.003 113

Apk.

10




KoxHiil cknagHOCTI Ta »aHpPy TI'pH BIANOBIIAE€ CBOs ayauTopis. ['paBIiB

HOIIISIOTh Ha HACTYIIHI OCHOBHI THIH [6, 7]:

KasyanbHi rpaBiii HaJal0Th MEpeBary irpam, B SIKi IPOCTO Ta BECEJO TPaTH.

Hanpuknazg, Candy Crush, Animal Crossing. Cepen 1yTepiB, Tako I'poOIo €
Slime rancher 2,

Core-rpaBiii - MalTh IUPIIY O0JACTh IHTEPECIB HIK KazyalbHI TpaBIl Ta
MOXYTh TPaTH B Pi3HI BUIM 1rOp, aje HEe MAIOTh CTUIBKU X €HTY31a3My 1 He
BUTpAUaloTh Ha TPy CTIIBKU K 3yCHIIb, SIK XapAKopHI rpasii. [Ipuxmanamu
BinnoBigHux irop € Witcher 3, Cyberpunk 2077 Ta Half-Life 2, octansni 2 3

SKUX - ITyTEePH BiJ] IEPILIOT 0COOH.

XapAKOpHI T'paBlli HAAAIOTh MEPEBAry CKIAJHUM Irpam 3 BUCOKUM MOPOTrOM
BXOJIKEHHSI 1 OTPUMYIOTh 3aJJOBOJICHHSI BiJl IIOJI0JIaHHS BaKKMX BUIIPOOYBaHb
abo oBOJIOAIHHS CKiIagHUMU HaBuukamu. [Ipukiamu irop: Dark Souls 3 ta
OSU!. Jlo ckmagaux nryTepiB MoKHa BiIHECTH rpy Squad, Hacammepes uepes
T€, [0 3BUYAlHUM IpaBellb HE CTaHE BUTpauyaTd Oararo yacy Ha OCBOEHHS
MEXaHIK Ta CKJIaJHOCTEH TaKoi, BIAHOCHO, peaJiCTUYHOL TPH.

['paBiii, siki OJIOOJISAIOTh 3MaralHs, 6epyTh y4acTh y TypHIpaxX MpOTH IHIIUX

reiimepiB, a00 MPOCTO OTPUMYIOTH 3aJ0BOJICHHS BiJl PVP-cyTndok 3 iHIIMMH
rpaBisiMu. [lpuknagun mryrepis: Counter Strike: Global Offensive, Player
Unknown Battlegrounds. Iumi irpu: Dota 2, Chess.com, To1rio.

CollanpHi rpaBlll - OTPUMYIOTh 3aJJ0OBOJICHHS BIJl CIUJIKYBaHHS 3 IHIIUMHU Y

polieci Tpy, 3HaXOKEHH] HOBUX APY3iB y oHaiiH rpi. [Ipuknagu: Among Us,
Minecraft, VR Chat, Roblox. Cepen mrytepis - Dying Light.

['paBiii siki BUKOPUCTOBYIOTH I JUJIs HaBYaHHS, CaMOPO3BUTKY. B irpax

MOXYTh  3aliMaTHCSl  KOHCTPYIOBAaHHSIM,  BHUBYEHHSM  MAaTE€MaTUKH,
porpamyBaHHS, JOTiK1 a00 HaBITh IEBHIM MPUPOIHIKM MOBI, To1O. [Ipuknaau:
NandGame, Stormworks: Build and Rescue. IIpuknan mrytepa - Linguist FPS
- The Language Learning FPS.
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OTxe, y )KaHp IIyTep MOXKE rpaTH Oyab-IKUH 3 PO3TIISTHEHUX THUITIB TPaBIIiB, B
3aJIC)KHOCTI BIiJ] CKJIAJHOCTEH Ta OCOOJMBOCTEH caMoOi TpH, a CKIAIHICTh T'pH
BU3HAYAETHCS CUIIOI0 CYMPOTHUBHUKA Ta TTOPOTOM BXOJDKCHHS - CKJIATHICTIO ITPOBUX
MEXaHIK.

IrpoBa MexaHika - MEBHUN acleKT IPU Ta MPaBHJIA, SKUMH MOCIYTOBY€ETHCS

rpasenb i yac rpu [8]. XKanp mrytep BUpI3HSIIOTh MEXaHIKU CTPLIBOU, BIyYHOCTI Ta
Bijyiaui. Hanpuknan, Ko CTpUISITH JAOBTO, HE BIJITYCKalOUU radok, abo pyXaTuch
mijJ 4ac CTPUIbOM, TOUHICTH CTPUILOM 3MEHIIYETHCS, a B IMOJIOKEHHI CHIASYH a0o
JeXauu - 30UTbIIy€eThes. Take MpaBUiIo iICHY€ B Oaratbox IIyTepax.

Sk OyJo 3rajiaHo BUIIIE, 1HILIOK MPUYMHOIO CKJIAJAHOCTI I'PU € CYNIPOTUBHUKH,
K1 IPOTUCTOATH TpaBLo. 11lo, a00 XTo0  Takuil CyIpOTUBHUK?

CympOoTUBHUKOM TpaBIlsl MOKe OyTH 1HIINIA rpaBelb, a00 XK TaK 3BaHUM OOT -
[II-rpaBens, IKUM Kepy€e nporpama.

['pa, B sKy CHOUIBHO TparoTh JBa a00 OuIbIIe TpaBIliB, HA3UBAIOTH

OararokopucTyBaibkor (multiplayer) rporo, a rpa, B sIKy rpa€ JIMIIEC OJUH TPaBellb

(Ta, MOXKJIMBO, NeBHA KUIbKICTh [III-TpaBIiiB), HA3UBAETHCS OJTHOKOPUCTYBAIILKOIO.

VY 3aranbHoMy po3yminHi 6otoMm (ILI-rpaBuem, irposum III) € nHeirpoBuit
nepconax (NPC), skuii npuTpuMy€eThCsl IOBEIIHKY, BU3HaueHoi Metonamu 111, abo
MPOCTUM AJITOPUTMOM Yy BUTJIA1 State-mamnau, Habopy MpaBuJl, AepeBa MOBEIIHKH,

tomo. ToOrto, irpoBuii IIII He 000B’SI3KOBO MOKE BUKOPHCTOBYBATH HEMPOHHI

MepeXi UM 1HIII METOIM MAIIMHHOTO HaByaHHS. Bixg oOpaHoro merony peanizarii

CYNPOTHBHUKA MOKE 3aJI€)KATU COPUMHATTS IpaBLEM MOro SIK 1HIIOTO, CIIPAaBKHBOTO
PO3YMHOTO I'paBlis, a00 po34apyBaHHS Y IMIPOCTOTI UM OE3TITy30CTI HOTO TMOBEIIHKH,
Y{ HaBMAKW, PO3YMIHHS MPOCTOI TOBEMIHKH CYNPOTHBHHUKA O3BOJUTH TPABIIO
nepeadayaTu Horo Aii, a TOMy OTPMMATH 3aJI0BOJICHHS BiJl TOTO, 1110 BiH 3PO3YMIiB iX
MOBEAIHKY Ta HABYMBCS iX repemMaraTH (3BiCHO, B TaKOMY pa3l Tpeda miATpUMyBaTH
PI3HOMAHITHICTh CYIPOTUBHHUKIB, 11100 TpaBellb HE MEepecTaBaB BUUTUCA Yy Tpl, a Tpa

JIJIs HBOT'O HE CTaJla HYTHOIO).
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PeanictuunicTe Ta HemepeadadyBaHICTh IOBEIIHKA CYINPOTHUBHUKIB MOXKE
3aIlikaBUTU TpaBIsl, CIOHYKaTH 10 ii BUBYEHHS, 3pPOOWUTH IrPOBHM IpoIlec
PI3HOMAaHITHIIIMM Ta 3aTPUMATHU IpaBls Ha OuIbIKi yac. Came ToMy B poOOTi Oyze
3pobOsieHa crnpoba 3poOUTH TPy, B MEPCOHAXKIB sIKOi OyJle IMOBEIIHKA, CXOXa 3
MOBEIHKOO JIFOTMHU-TPABIIS.

3amaya imiTarii 00TOM JIFOAMHOIIOAIOHOT TOBEIHKY MOYKE Oy TH BUPIIIIEHOTO 32
JIOTIOMOTOI0 TEXHOJIOTIM MITY4HOro 1HTeNeKkTy. B Takomy Bumaaky irpoBuii 00T
PO3TIIAIAETHCS K 1HTEIICKTYaTbHUN areHT.

[HTEeNeKTYallbHUNM areHT — 1€ CYTHICTh (Mporpama), ska MOXKe MpuilMaTh

pileHHs a00 BUKOHYBAaTH [ii Ha OCHOBI JaHWX 3 HAaBKOJHIIBOTO CEPEIOBUIIA,
BBEJICHUX JaHUX KOpPHCTyBada abo BiacHOro jgocBimy [9].

[TomysipHUMH METOJAaMU peai3allii MOBEAIHKU IHTEICKTYaJbHOTO areHTa €
JepeBa pilieHb, CTBOPEHHSI CUCTEMH 31 CKiHUYeHHO KinbkicTio craHiB (finite state
machine), a Takox 3acTOCyBaHHS HEHPOHHUX MeEpekK. B irpax HeHWpoHHI Mepexi
3yCTpivaroThesl pimme. JloxkmamgHinme pos3moBiM Ha MPHUKIANAaX B HACTYITHOMY
P03 1L

OTxe, MU TIOMHO PO3IJISHYJIU OCHOBHI MOHSTTS, MOTPIOHI A PO3YMIHHS
npeaMeTHoi oosacti. Tenep cimig po3riasHyTH ICHYIOU1 PIIICHHS - ITPU JKaHPY HIyTep
Ta TOPIBHATH iX MDK CO0OI0, 3HAWTH iX TepeBard, HEIOJIKM Ta BHU3HAYUTHU

3actocoBaHi Metoau irposoro 111,
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1.2 Orasp Bigeoirop y :;xaHpi myrtep

B oMy po3aini po3riisHEMO pi3HI ITpU-TIPEACTaBHUKH JKaHPY HIyTep, HOTo

nimkanpiB - FPS, TPS, a Takox irpH, siKi TaKOX MOEAHYIOTH B CO01 €IEMEHTH P13HUX

JKaHpIB.

1.2.1 Counter Strike: Global Offensive (CS:GO)

CS:GO - me rpa-mpeACTaBHUK KaHPY TaKTUYHUU mytep. B i ocHOBHOMY

pexuMi iCHye 2 KOMaHJIM TPaBIIB - TEPOPUCTH, 3a/aya SKUX MPOPBATH OOOPOHY,

3aKJIaCTHu 60M6y Ta 3aXUIIaTHu .1“1., a TaKOX cneuan/BHaquui, 3aJayda AKHUX - 3aXUullaTu

CTpaTeriyHi 111 BiJl BUOyXy OOMOMU.

Bombsite B

=

M4A1-S | Golden Coil

L rpa € Hamaakom cepii irop Counter Strike, icTopis K01 HOYMHAETHCSA LIE 3

1999 poky. Tomy B rpi mpuUCyTHS cTapa i MpoCTa MEXaHiKa CTPUILOH, sika cTajia

KJIACUYHOIO JIJIS 1IrOp JKaHpY.

3m.

Apk.

No nokym.

ITinnuc

JHara
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MexaHika cTpuIbOM y AaHIl Tpl Mae JeKiuIbKa (akToOpiB, SKi BIUIUBAIOTh Ha

ImepemMory Toro 4u IHIIIOTO I'paBIs B MOMCHT X CYTHYKH.

OOpana TpaBmeM 30posi BU3HAYAE TOYHICTh 1 MIBUAKICTh CTPUIBOHU, 3aBIaHy
IIKOJTy Ta MOOUIBHICTB TPABIIS.

PyX rpaBist B MOMEHT CTPUIBOH € 1€ OJJHUM YHUHHUKOM, 1110 BIUTMBA€E HA HOTO
TouHicTh. HepyxoMmuil rpaBenb CTpuIse TOUHIIIE, HDK TOH, SIKHH PyXaeTbCs.
I'paBenp, Ma€ MiIBUILEHY TOYHICTbD, SKILO 3HAXOAUTHCS Y CTaHI CUAIHHS, a y
CTaHi cTpUOKa - 3HWKEHY TOUHICTb.

KinbkicTh monepeiHix NOCTPLIIB Ta Yac, 110 MPOMIIIOB MICIs HUX BU3HAYAIOTh
BiJJa4uy, 10 HEraTUBHO BIUIMBA€E HA TOYHICTh IPaBI.

Kyt 1 HampsMok mnoXHOKH CTpUIbOM (PO3KUJ CTpLIbOM) BHU3HAYAETHCS
BUIIQJIKOBUM YMHOM Ta 3 YPaxXyBaHHSM 3raJJaHUX BUILE YNHHUKIB.

[koma, 3aBaaHa CyNpOTUBHUKY 3MEHIIYEThCA, SKIIO KyJIsl IEpe]] BIy4YaHHSIM
TaKOXX MPOMIUIA Kpi3b 1HIII ITPOBI 00’€KTH (CTIHY, YKPUTTS, NEPEIIKOH,

TOIIIO).

[Ipu 1bOMYy OCOOMCTI HaBHUKH TPaBIsl BHU3HAYAIOTh WOTO IIBHJKICTh

HABEJICHHS Ha CYNPOTUBHMKA Ta MPUIHATTS pilieHHs Ipo cTplib0y. Bei i gpakropu

0e3mocepeIHbO BIUIMBAIOTH HA IIAHC MTEPEMOTHY T'PaBIls HaJ CYIPOTUBHUKOM. Takox

ICHYIOTh JOJIaTKOB1 (pakTOpH, SIK-OT BUTIAHICTH MO3HMIII TPaBIls, CTaH OCIITUICHHS

NepcoHaxxa, yBara camMmoro rpaBus JIIOAWHH, TOILIO, aJIC BOHHU BKC HC CTOCYIOTBLCA

MEXaHIKH CTPLILOH y Tpi.

Cepen mepeBar naHoi I'pd HaJ HIIMMH TPECTABHUKAMU KaHPY € HACTYITHI

0COOJIMBOCTI;

e Hu3sbpkuii opir BXOKEHHS y TPY.

® [HTYiTUBHICTh Ta MPOCTOTA IPU - KEPYBAaHHS MEPCOHAXKEM Ta CYTh IpH

30epiraroThCs CXOKUMU 13 KIIACUYHOIO CEpI€I0 MOMEPEIHIX MOMYISIPHUX 1TOp
Ta y 3araJlbHOMy pPO3yMiHHI IPOCTHMH, @ TOMY I'paBellb HE JT0KJIanae Oarato

3yCWJIb JJI1 HaBYAHHS, 1 3aMILIOBIIN Y TPy, BXKE PO3YMI€, IO HOMY POOUTH.

3m.

Apk.

Ne nokym.

ITinnuc

JHara
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e HasBHICTb 3MarajlbHoro pexumy, B SIKOMy, B TIpolLleCl TpU, MOKHA

MIJBUIIYBaTH CBOE ‘“3BaHHS’ Ta, 3a JIOTIOMOIOK) CHUCTEMHU MaTUYMEUKIHTY,
OTPUMYBATH CKIAJHIIINX CYIPOTUBHUKIB-TPABIIIB.

B naTHii Bepcii mij 9ac rpu rpaBlsgM 4acTo “BHMNAAalOTh”’ ITPOBI MPEIMETH,
SKUMH MO>KHa OOMIHIOBATHCS 3 IHITUMH 200 IpoAaTH 3a rpoiii. TakiuM Y4uHOM
rpaBellb MOXKE€ OKYMHTH TpOIIi, BUTpaueHl Ha Tpy. 3BICHO, Taki TIPOIIOBI
HAJXO/DKCHHS HAAXOIATh 3a PaxyHOK IHIIUX TpaBIiB, SKI KyNylTbhb I
peaIMeTH, a KOMIaHIs-po3pOOHUK rpu Oepe 3a 11e Komicito. B Oyab-sikomy pasi

I'PaBIIll TIO3UTUBHO OIIIHIOIOTH JIAaHY MOYKJIUBICTb.

AJie B rpl € 1 HACTYIIHI HEJIOJIKU:

[IpocTi MexaHiKU T'pH, MOBTOPIOBAHICTh T'€MMIUICI0 Ta BiJCYTHICTH NMEBHUX
3MiH, PO3BUTKY Yy MPOIIECI TPU 1HO/1 CIIPUUYUHSIOTH T€, 110 TPaBIl0 HAOpUIae
JlaHa rpa.

Husbka peanicTUYHICTh CTpUIbOM Ta 3aBAaHOl mKoaAu. CUMYIISIIS CTPLILOU

B110yBa€THCSI BUKIIOUHO MeTOJ0M Raycast, To0To mpoBeIeHHSIM TPOMEHIB.

3m.

Apk.

Ne nokym.

ITinnuc

JHara
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1.2.2 Player Unknown Battlegrounds (PUBG)

Jlana rpa moeauye B co6i xxanpu FPS, TPS Ta »anp kopoJtiBchka OutBa. Takox

il MmoxkHa BimHectu a0 xaHpy MMO, 60 B rpi ogHouacHo OepyTh ydactb a0 100

rpaBuiB. KepyBaTu nepconaxxem B rpi MOXHa sIK 3 BUIy Bix 3-i, Tak 1 Big 1-1 ocoou.

17 ALIVE

et Medn

Pucynok 1.2 - Cxpinmot 3 rpu PUBG

B 111 Bineorpi € HaCTyIHI BIAMIHHOCTI (IOPIBHSIHO 3 MONEPEAHIM MPUKIATIOM):
[TepcoHaxk MOXe CTPUIATH B IMOJIOKEHH1 JIeKauu a00 CHJISTYM B MaITUHI

B komanHIi rpi 6epe ydacTh BelMKa KiJIbKICTh KOMaH[ (10 25 mpu po3mipi
KOMaH/I1 B 4 TpaBlis), IpU YOMY B KiHIII BI)KHUBAE JIUIIIE OHA

B rpi HasBHA cucTema kacTomizailii 30poi - i yac MaT4yy MOKHA 3HAXOUTH
Mou(ikalii BOrHENaIbHOI 30poi, sIKIi BIUIMBATUMYTh Ha TOYHICTh, BiJady

030pO€HHS, KUIbKICTh NATPOHIB, TOIIO

Apk.
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Cepen nepesar rpu:

[Toxpamena (mopiBHsHO 3 Counter Strike) peanmicTUYHICTH CTPLILOM, SKa
JOCATAETHCS TOCTATHRO IIKABUM CIIOCOOOM - MPH CTP1IK01 HA BEIHKI BIJCTaHI
3aCTOCOBYEThCS (Pi3MKa TMONBOTY KyJi, a MpHU CTpUILOI Ha Maji BijcTaHi
3aCTOCOBY€EThCS MeTo Raycast, sskuit 103B0JIsIE 36KOHOMUTH OOUUCITIOBANIbHI
pecypcu.

HasiBHICTB y 1IyTepi JIESTKOBUX MaIlliH, MOTOLIMKIIIB, SIK1 JI03BOJISIFOTH IIBUJIKO
nepecyBaTHUCs 0 BEIMKIN Marli.

[IputamanHuil “KOpOJIIBCBKUM OUTBaM” PEXKUM TPU BHUKIMKAE OCOOIMBO
CWJIbH1 €MOLIli Ta HAaIlpyTy B rpaBls B KiHI[l MaT4y, KOJIU BIH IOBUHEH BUKUTH
€IMHUM, OJTHUM cepeJl COTHI IpaBiiB. ToMy BUrpari B MaTi cTae OaKaHUM JIJIs
OaraTtboX rpaBUiB 1 3a0e3Ne4ye BEIUKY NOMYISPHICTh PEKUMY.

Cepen HEJIOMIKIB:

PUBG BimomMuii CBOEO NOTraHOKO OIITHMI3AIIIO.

Bun Bix 3-i ocobu 103BOJIsIE 3aryisiiaTy TPaBISIM 32 MEPELIKOAU Ta pelbed
MICLIEBOCTI, IO A03BOJIA€ IM OAUUTH 1HIIKX T'PABIIB, IPU IbOMY CXOBABIIHCH
caMoMy, 4yepes 1110 MaloTh BeIMKY nepeary. Lle crioHykae rpaBLiB XOBaTHCS
Ta TpaTW MEHII aKTHBHO, Yepe3 IO aKTUBHI TPaBIli CHUIBHO CTPAXKIAIOTh,
IpaTylOThCS 1 TEepecTaloTh TpaTH Yy TPy, KOJIM HYacTO TMOMHUPAIOTH BiJ
CYNPOTUBHUKA, IKUH ‘“BUCKOYUB HI3BIIKH .

Cnabka anticheat-cuctema. Skiio B rpi TparuisieTbcss 1 HEYECHHH TpaBellb

(diTep), TO BiH MCYy€ MAaT4 OJAHOYACHO 99 IHIIIMM TpaBIISIM.

3m.

Apk.

Ne nokym.

ITinnuc

JHara
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1.2.3 SQUAD

[ro rpy mpuBeEHO SIK MPUKIIA] PEaiCTUYHOTO TAKTUYHOTO HIyTepa.

- ) 105 120 RED

Pucynox 1.3 - Ckpinmot 3 rpu SQUAD

JlaHa rpa noeiHye B 001 peasii3M Ta BEJIUKY KIJTbKICTh €KIIeHY, 1[0 CTaBUTH il
MDK CHMYJISITOpaMU Ta eKIIH-irpamu. [Ipore, depe3 xapakTepHi Il CUMYJISTOpa
0COOJIMBOCTI, Tpa BCE 1€ MA€ BUCOKHUI MOPIT BXOKEHHS, 1 YEpe3 1€ MA€ MEHIIY
ayJIUTOPIIO TPABIIIB.
[IepeBaru:
e HasgBHicTh Ta pi3HOMaHITTS OOWMOBOI TEXHIKM Ta aBiamii, SKOK MOKHA
KepyBaTH.
e PeanicTuyHICTh CTPLILOU Ta YNPABIIHHSA TPAHCIIOPTOM
e JSIxicHa rpadika Ta 3ByKOBi e(eKTH

e MexaHika B3a€MO/Ii1 3aTOHY TPaBIIIB, 1110 CTUMYJIIOE KOMAaH/IHY POOOTY

3m.

Apk. Ne nokym.

ITinnuc
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Henomku:
e [lorana onrumisars

e Bucokuii mopir BXO)KeHHS
1.3 Orasia irposoro I y Bigeoirpax
1.3.1 Finite-state machine y rpi Half-Life
Half-Life - me rpa y »anpi mrytep, po3poodiieHa y 1998 porii i opieHTOBaHa Ha
OJTHOKOPHUCTYBAIIbKY T'py (IpoTe Mae 0araTOKOPUCTYBallbkuii MiHi-pexum). Half-

Life Oyna Hag3BHuaiHO BHCOKO OLliHEHa KpUTHKaMu (oIfiHka 96 0aiiB 3a Bepciero

Metacritic) Ta 3m00y7a psi1 Haropo, 30kpemMa, rpa poky 1998 [11].

Pucynok 1.4 - Ckpinmor 3 rpu Half-Life

[{s rpa € rapauM npukianoM 3actrocyBanHss FSM sk moneni nosexiaku II1-

MIEPCOHAXKIB B Irpax.

Apk.
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Finite state machine (FSM) - 1ie Mozeb OBEIIHKH, B SKil SIBHO 3a/1aHi CTaHH

areHTa, Jii, Kl BIH BUKOHY€, 3HAXOJIAIUNUCh Y IIbOMY CTaHI1 Ta MEPEXOAU MDK LIUMHU
craHamu. Pi3Hi cTaHM NOB's13aH1 Mi’k COOOI0 IEBHUMHU YMOBaMHU. SIKIIO BUKOHYIOThCS
MIEBHI YMOBH, MOJIE€JIb IEPEXOIUTH 3 OHOTO CTaHy B IHIIKNA. Y CepeIuH] CTaHy MOXHA
BUKOHYBAaTH TEBHI [ii abo peamizoByBatu anroputMu noseninku. NPC mae O6ytu
BCEpENIMHI CTaHy y KoxkeH MOMeHT vacy [10].

[TepeBaru FSM:

e [lpocrora - ckiagH1 MO/EII MOBEIHKK MOKIIMBO CTBOPUTH, NMPEIACTABUBIIN Y
BIJIHOCHO IIpOCTOMY BUIIIsiAL. [lepexoan Mixk cTaHaMu, Ta caMi CTaHH € YITKO
BHU3HAUEHUMH, 10 TO3BOJISE JIETKO MEPErIiaTH CTPYKTYpY.

o [lepenbauyBaHICTh - MOJIETb JIi€ OTHO3HAYHO MPU OJTHAKOBUX YMOBAaX.
Henomniku:

e BiacyTHicTh mam’siTi - MOJENb HE IMaM’sTa€ MUHYJl CTaHW (MPOTE, IO
MO>KJIMBICTB JIETKO J0JATH, MOJIM(DIKYBaBIIN aITOPUTM).

e [lpu yacriif 3MiHI YMOB, MOBEJIHKY OyBa€ CKJIaJHO KOHTPOJIIOBATH 4Yepe3

IIePexoau MK CTaHaMH.

B Half-Life xoxna icrota (kpiM TpaBIs Ta TEPCOHAXIB, KEPOBAHUX
CKpUIITOM), KepyeTbcs 3a joroMororo state-mammumuu. Ictotm marotrh HaOip
cnpuiiMaHoi ceHcopamu iH(dopmallii, Ta YMOBH, 32 SIKUMH BOHH NEPEXOIATh MIX
cranamu. KoxkHOMy cTaHy BianoBimae cBoe 3aBraaHHs (Task), sike BUKOHye icTOTa.
Ha0ip indopwmariii B Half-Life cknanaerses 3 32 0iTiB, 110 pa3oM yTBOPIo€ ojiHe INt32
yucino. Koxken 01T € pe3yJIbTaToM BiJIOBITHOTO CEHCOPA.

Xoua 3Buuaiini FSM He maroth mam’sti, y Half-Life us npoGiema Bupiriena
IKaBUM crocoOoM. JloBrorpuBajia TMOBEIIHKA 3a0€3MEUYY€EThCS «PEKUMAMM»
(Schedules) Ta «minsamu» (Goals). PexxuMu «3KIICIOI0TH» 3aBIaHHS MiXK 00010, 1100
YTBOPUTHU 3B’SI3HY MOBEAIHKY. Hanpuknan, y pexxumi «OIrTH B YKPUTTS» MEPCOHAK

BUKOHY€ 3aJ]aHy MOCIIIOBHICTh i, ITHOPYIOUM 1HIII 3a/a4i (HanpuKiIaa, CTpUIb0y

3m.

Apk. Ne nokym.

ITinnuc

JHara
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T10 TPaBITIO), TIOKK MeTa He Oy/ie BUKOHaHA. Bike 3rajiani BUIlE «II111» JOTIOMAararTh
BUKOHYBAaTH IIi¢ OUIBII CKJIaJAHY IOBEAIHKY - BOHH JO3BOJISIIOTH ITOCITIIOBHO

BUKOHYBATH 3B’SI3Ky PI3HUX PEKUMIB, OO mocsrti MeTH [12].

1.3.2 lepeBo noBexinku y Halo 2: Anniversary

Halo 2: Anniversary - Takox € rpoto, 10 HaJSKUTh 10 KaHpy 1ryrep. Llsg rpa

€ OLIBIIT HOBUM peMelikoM opuriHambHOI rpu Halo 2, o craa rporo poky y 2004.

Pucynok 1.5 - Cxpiamor 3 rpu Halo 2: Anniversary

Ha sigminy Big Half-Life, Halo 2 BukopucToBye MeTon AepeBa HOBEIIHKH IS

kepyBanHs LI-nepconaxamu.

Apk.
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JllepeBa mnoseninku (Behaviour Trees) sk He [auUBHO, MaiOTh (QOpMYy

JIEPEBOBUIHOI CTPYKTYPH.

Sequence

P

AN

Walk to Doo

r

Selector

Walk through Door

Close Door

g’

Open Door

Sequence

Smash Door

PARRN

Unlock Door

Open Door

Pucynok 1.6 - [Ipoctuii mpukias aepeBa NOBEIIHKH

Take nepeBo ckiamaeThcsi 3 BY3miB. By3on 3a3Buuail Mae KijgbKa JOYIpHIX

BY3JiB, SIKI MarTh CBOi BJacHl AodYipHi By3nud. KokeH By301 Moxe OyTH

BUKOPUCTAHUN a00 ISl 3aJjaHHS MOCII1IOBHOCTI JiH, OJHIET KOHKPETHOT i1, a00 Jyist

3aCTOCYBaHHS JIOTTYHUX OIEpalliid, TAKKX SIK YMOBH Ta 3anepeveHHs [13].

OcHOBHI By3.1 JiepeBa HacTymHi [13]:

Jluct (Leaf) - By30:, sikuii He Mae AOYIPHIX BY3IiB. 3a3BHyail BIH MIiCTHTD

NEBHY 110, IKY CJiJ BUKOHATH.

Cenekrop (Selector) - By30:, sikHii BUKOPUCTOBYETHCS ISl BHPIIICHHS, SIKI

Jo4ipHI eneMeHTH (abo miajaepeBa) cliifi BUKOHATU. BiH mepeBipse meBHY

YMOBY, 1 BUKOHY€ OB’ 513aH1 BY3JIM B 3aJI€KHOCTI BIJl Pe3yJIbTATY.

[TocnigoBHICTH (SEquence) - 1ie By30JI, TOYipHi €IEMEHTH SKOT0 TOBHHHI OYTH

BHKOHAaHI. [HITUMH cITOBaMH, IPOCTO MiIACPEBO.

3m.

Apk.

Ne nokym.
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nokpammte irposuit [11.

[lepeBaru MeTo1a iepeBa MOBEAIHKH:

MonynbHICTh - CKJIQIHINIY MOBEAIHKY MOXHAa YTBOPIOBATH 3a JIOTIOMOTOIO

KoMOiHaIlii mpocTimoi moBemiHku. lle Takok TMO3WTHBHO BIUIMBAE Ha

MacIITadOBaHICTb.

Kparie BukoHaHHS aCHHXPOHHOI MOBEIIHKU - 3@ BIAMOBIIHUX YMOB, KUJTbKa

MOBEIHOK MOKYTh BUKOHYBAaTHCh OJJHOYACHO, Ha BiAMiHY Big FSM.

Henomiku:

HenepenbauyBaHICTh - 10 HET MPU3BOAATH KUJIbKA OJTHOYACHUX BUKOHYBaHHUX

MMOBEIHOK.

Mertona € ckIIagHIIUM y po3yMiHH1, Hix FSM.

VY rpi Halo 2 nasiBHe HacTymHE AEPEBO MOBEIIHKU:

Floo

Engage

Y

)
d

| P.\\N:CGNIJ

(=0

Ly

Pucynok 1.7 - JlepeBo moBeaiHku nepconaxis y Halo 2

KpiM 115010, B rpi peayizoBaHO psii PO3YMHHUX CHUCTEM, SKI JTO3BOJISIOTH

3m.

Apk.

Ne nokym.

ITinnuc
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Cepen Takux cucteM - cuctema «Thinking in context». 1L mosxe npuiiMati

cnenudiyHi pimeHHs, ad0 BUMHUKATH YacTUHY JEpeBa IOBEIIHKUA IPU IEBHOMY

KoHTeKCTi. KoHTekcToM Moske, HanpukIiag OyTH, YU IEPCOHAXK KePy€E MAITUHOIO, YU

BIH € Maca)kupoM, Yd XOJWTh MIIIKH, YW TpaBellb Mopsa, Tomo. KpiMm 1mmoro,

BUKOPHCTOBYETHCS CHCTEMA IPUOPUTETIB, CTUMYJIIB 1 3aTPUMOK, 100 KOHTPOTIOBATH

JIOBrOTPUBAIY MOBEIIHKY.

Hampuknaa, konu rpaBelb cifa€e y BIMCBKOBY MAaIIUHY, CYNPOTUBHUKH

OTPUMYIOTh CHELIAIbHUN CTUMYJ, IO 3MIHIOE TpiopuTeTu Aii 1 3mymye [llykaru

BUIbHY TEXHIKY, C1JIaTH B HEi 1 OOPOTHUCS 3 TEXHIKOIO I'PaBIIS.

[Ile omHuUM IiKaBUM MPHUKIAAOM € 3MiHA MPHOPITETIB IMOBEIIHKH, KOJIH

BOPOKUI KOMaHup 3HUIIeHUH. Moro mijerii noYrMHaTh po30iratucs Bij rpaBIis.

3anI/IMKa IIll CTpUMYE€ IICPCOHAKA BiI[ 6araTopa3OBoro IIBUIKOI'O IIOBTOPCHH:A

T, HaMpUKIIaa, KUJaHHS TpaHaTH.

1.3.3 Drivatar y Forza Motorsport 6

Opniero 3 1rop, IO 3aCTOCOBYIOTh MAIIIMHHE HABUYaHHS € TMPOEeKT Forza

Motorsport.

08:49.325

01:17.485

Pucynox 1.8 - Ckpinmot 3 rpu Forza Motorsport 6

[AJI11.467200.003 113
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VY wmiii rpi BuKopucroByeThes cucreMa 111 mix naszsoro «Drivatary. s cucrema
CTBOpEHA JIs IMITAIlii CTUJIIO BOAIHHSA IPaBIIiB, 1100 CTBOPUTH OUIBII pealiCTUUHUMA
1 IMHAMIYHHH TOCBIJ TIEPETOHIB.

[{s cuctema 30upae AaHi Ipo Te, K IpaBil 34Tk y Tpi. Lle crocyerbes Toro,
SIK BOHH TIPOXOJIATh TIOBOPOTH, HACKUTBKU arpeCUBHO BOHU OOTaHSIOTh 1HIITMX BOJIIB,
SK BOHM pearyroTh Ha 1HII aBTOMOOUTI Ta SIK BOHHM MPaIio0Th Mija TuckoM. [1o cyTi,
OyJlib-sIKa TTOBE/IHKA, SIKY JIEMOHCTPYE TpaBellb Mij yac BOIHHS, TOTEHIIIMHO MOXKE
Oyt HaB4eHa cuctemoro Drivatar.

[Ticnss oOpoOkM Ta aHami3y NaHUX MPO PEATbHOrO TPaBIlsl AITOPUTMAMHU
MaIIMHHOTO HaB4aHHS, cucTema cTBoproe lllI-mepconaxka, sxoro mMoxkHa Opatu B
OJIHOKOPUCTYBAIbKY T'py SIK 00Ta 1 3MaraTucs 3 HUM. [Ipu 1iboMy HOro moBejiHKa
OyJie CX0KO0I0 Ha MOBEIIHKY KOHKPETHOT JIIOANHH, sika rpana y rpy. LlikaBum Takox
e Te, mo LI-Boaiil yacTO MOBTOPIOE MOMUIIKH, SIK1 JOMyCKala JIIOAUHA: MOXE HE
YBIUTH B TOBOPOT 1 BIIETITU B NEPEIIKOJY, BpI3aTUCS Y MalIMHY CYNEPHHKA,
MPOiXaTUCA MO Ta30HY, TOIIO.

Opmuiero 3 KIO4YOBUX ocobimmBocteit Drivatar € Te, mo BoOHa MOCTIHHO
HABYAETHCS Ta OHOBIMIOETHCS. OCKUIBKY TPpaBlli IPOJOBXKYIOTh IPaTH B TPy Ta IXHIM
CTHJIb BOJIIHHS po3BUBaeThcs, Drivatar moske mpomoBKyBaTH BYHMTHUCS Y HUX 1
oHosiroBatu 1II-Boniis.

[Tpote, xoua Drivatar ctBoproe peanmicTuuHimmx Ta HenepeadadyBanux III,
BoHa He ineanbHa. [III-BoAil 1HOMI MOXKYTh MOBOJUTHCS TaK, SIK TPaBElb-JIIOJNHA HE
Oyze, 1 CHCTeM1 BaKKO TOYHO BIITBOPUTH CTHIIb BOJIHHS IyK€E TOCBITYCHUX IPABIIIB.
Tum He MeHI, I I[IKaBUH TPHUKIAJA TOro, SK MalIMHHE HABYAaHHA MOXHA

BUKOpPUCTOBYBaTH AJis nokpanieHHs [I-nepconaxis y Bigeoirpax.
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Otxe, nepeBaru:

ImiTaris MOBEIIHKH CIIPaBXKHIX CYNPOTUBHHKIB-JTIOACH B
OJIHOKOPUCTYBAI[bKOMY pexXuMi poOuUTH noro IIKaBIIITNM,
HenependavyBaHIilUM, pPI3HOMAHITHIIIUM 1 CTBOPIOE 1MIO31I0 TpU 31
CIPABXHIMU JIIOABMH, 1110 A0JA€ €MOIIiM rpaBIlio.
OpnHokopHUCcTyBallbKa rpa J03BOJISIE BAKOHYBATH OallaHCyBaHHS IPU JIMIIE IS
OJTHOTO TPABIlI, IO CIPOIIy€E MPOOIEMYy CKIATHOCTI TpH. TakuM YHUHOM,
PO3POOHUKH oAanH y Tpy MoaudiKalli Ta miacuiItoBadi, ki MOXKYTb 3pOOUTH
rpy OpOCTINIE IS TpaBls, 1 MPU [IbOMY HE 3aBAATH LIKOJIW 1HIIUM IPABISIM-
oM. OTHOYACHO 3 UM, U1 OUIBII XapAKOPHUX TPABIlIB, B TPl € MOCUICHHS
CKJIQJHOCTI (sIKe BIOMpA€E MepeBary y Irpaslisl), K€ TpaBellb MOXe o0paTu 3
METOI0 OTPUMAHHS OUTBIIOT KIJTBKOCTI OUKIB.

Henomniku:

Cryninp noaibnocti III-Boxis Ha Mr0AMHY TpaBls 3aJI€KUTH BiJl KUIBKOCTI
310paHuX TaHUX IPO TPaBII.

Cucrtema Bce 1€ HE € 1JIealIbHOIO0 1 HE 37aTHA TOYHO BIJTBOPUTHU MOBEAIHKY

rpaBUA
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BUCHOBOK J10 PO3A1L71Y 1

B nmanoMy pozaim Oyno BUKOHAHO KOPOTKHM OTJISI MpeaMETHOI 00iacTi, a
MICTS BOTO PO3TJISTHEHO ICHYIOY1 PIIICHHS ITPOBHX 3aCTOCYHKIB JKaHPY IIyTEp Ta
TaKuX, 10 BHUKOPUCTOBYIOTH TexHosorii I, mo0 mokpammTu irpoBUil AOCBIT
KOPHUCTYyBaua.

Cepen po3riITHEHHX MporpaM OyJ1o BuIiieHo BuKopucTtanas metomiB 11 y rpi
Forza Motorsport. BupitieHo 3acToCyBaTu B IPOEKTI METOJIM MAITUHHOTO HABYAHHS
3 TOMIOHOI0 METOI0, TOOTO I JUIS IMITaIll JIFOJMHOIOAIOHOI TOBEIIHKH
CYTEpPHUKIB, ajie rpa Oy/1e BIIHOCUTHUCA JI0 JKaHPY LIy Tep.

[HmMMKM 3aHaiiieHuMHu TiepeBaramu, siki Oyjo oOpaHo i peanmizamii B
IIPOEKTI, € HASBHICTh B LIyTEpl KEPOBAaHO! BIMCHKOBOI TEXHIKM (32 3pa3koM TI'pHU
SQUAD). TomMy B IpOEKTI IJIaHY€ETHCS T01aTH OPOHBOBaHI MAIITMHK, TAHKH Ta IHIIUH
TPAHCHOPT 1 AKICHO peasizyBaTh (Pi3UKy iX pyxy, IO YPI3HOMAaHITHUTh FeMMILIEN Ta
3pOOUTH HOT0 OLIBII I[IKAaBUM.

Cepen 3HaiiIeHNX HENOMIKIB y TIpOrpaMax, 4acTo MOKHA MOOAYUTH MOTaHy
ontumizauiro y rpi. lle crnoHykae BHKOpUCTATH TEXHOJIOTI, 110 MOKPAIIyIOTh
HMIBMIKO/II0 niporpamu. Yepes e BapTo BukopucTatu TexHosorito Level Of Detail,
0 JO3BOJIUTH MPOTrpami Jy»e CYTTEBO 3MEHIIWTH KIJIbKICTh TMOJITOHIB Ha
BiIoOpakyBaHii cIieHl. [HIe pimieHHs, ke OyAe 3aCTOCOBAaHO - MOJEIIOBaHHS
IrpoBUX 00'€KTiB Bpy4YHY (Ha BIAMIHY BiJl aJlbTEPHATUBU - BUKOPUCTAHHS TOTOBUX
Mozenei). Lle 103BOauTh KOHTPOJIOBATH CKJIQJAHICTh TeOMETpli MoJienel, a OTKe 1
HAaBaHTAKEHHA Ha Tpadiunuii mporecop. [eranpHimme n0po IHCTPYMEHTH Ta

TEXHOJIOT1] B HACTYITHUX PO3/ijax.
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PO311JI 2. AHAJII3 3ACOBIB PO3POBKH

2.1 IrposBi pymi

OcHOBOI0, Ha sIKiif 6a3y€ThCSl KOMIT' IOTEpHA T'pa € IrPOBUH PYIIIii.

IrpoBuii pymiii - 11e mporpaMHuii 3aci0, siKuii 3a6e3meuye OCHOBHI (DYHKITT 1S
CTBOpEHHS Ta 3aycKy Bizneoirop. Bin BukoHye peHnepuHr rpadiku, 00podKy BBOILY
KOpPUCTyBaua, Kepye (i3UKOI0, 3BYKOM, a TaKOX HAaJa€ I1HCTPYMEHTH IS
IOPUILIBUIIIEHOT PO3pOOKHM pIZHUX AaCHEKTIiB TpH, LIO0 JI03BOJISIE PO3POOHHKAM
NPUIUTATH OUTBIIE YBAard CTBOPSHHIO KOHTEHTY Ta po3po0ili reiimruieto [14].

BukopuctanHs TOTOBOro pylliss 3HAYHO IPUCKOPIOE PO3POOKY 1rPOBOTO
3aCTOCYHKY, MOPIBHAHO 3 PO3POOKOIO0 TaKOTO JABUTYHA BpyuHy. HaitOinbmn Bimomi
npukiaay irpopux pymiis - Unreal Engine, Unity Ta Godot [14].

GameMaker Studio posrinsgatu He OymeMo, 00 BiH MiIXOAUTH IS PO3POOKH
auie 2J[-irop, a 3Ha4KMTh, HE MAX0AuTh s 3 1-mryTepis [15].

[HM pymrii He yBIMIyTh B pO3MIISA Yepe3 OOMEXEHICTh Yu BiCYyTHICTH 3]1-
rpadikyd, Maiuid po3Mmip CHUIBHOTH (IO BIUIMBA€E HA KUJIBKICTh HABUYAIBHUX
MaTepialiiB, a OTXKE ¥ Ha CKJIAJHICTh BIIJIAJKH), I[IHY a00 IOCTYIHICTh. PO3poOKy
BJIACHOI'O PYUIisl pO3IJIAJaTH HE CTaHy d4epe3 Te, IO L€ € HEeIOLUIBHUM UI0J0

BUTpPAYEHOro yacy. ToMy po3ristHemMo 3 3rajaHi pyuiii.

Apk.
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2.1.1 IrpoBuii pywiii Unity

Unity - e otuH 3 HAROUTBIT TOMYJISIPHUX O€3KOMITOBHUX PYIIIiB IS PO3POOKH
kpocriaropMeHHux 1irop. Pymiit mpaioe Ha monan 17 mmatrdopmax. 70%

Halikpamux Android-irop BukoHyrThCs came Ha Unity [16].

]
a
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Pucynok 2.1 - Intepdeiic pymris Unity

Unity BigomMuil mepir 3a BCE BEJIMKOI HaBYaJIbHOK 0a3010, IIUPOKUM
KOM FOHITI, BEJIMKOIO KIIBbKICTIO TOTOBOTO IFPOBOTO KOHTEHTY (MOJIENEH, MaTepiais,
KOMITOHEHTIB, TOIO) Ta MPOCTHM iHTepdericoM (MOPIBHAHO 3, HAMPHUKIAI,
UnrealEngine). Hemomikamu BBa)xa€ThCs ONTHMI3allisl y BEIMKUX TPOCKTAaX Ta
rpadika, ajge Hacmpap/ii 0OUIBI MPOOIEMH JIETKO BUPINIYIOTHCS TOMTOBHEHHSIMH.

[Tpote, Unity mae nBa cepiio3nux konkypentu - Unreal Engine ta Godot.
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2.1.3 Unreal Engine

Unreal Engine Bimomwuii cBOIMH NPOPHUBHHMHU TEXHOJIOTiIMU B Tpadiri, i
0COOJIMBO KOPUCHUM BiH € misd Beaukux 3D-mpoekTiB 3 ¢doTopeanicCTUIHOO
rpadikoro. OnTumizaiis TakoX 100pe cebe MOoKa3ye y MPOEKTax 13 BEIUKUMHU
CIICHAMU, BEJIMKOIO KUIbKiCTIO 00’€KTiB, Tomo. B turani rpadiku Unreal Engine e

HafkpaiuMm pyimiem [17].

»
L]
L ]
-
L
»

Pucynok 2.2 - Unreal Engine 5 Ta rpa Unrecord [18]

Ha HaBeeHOMY pHUCYHKY MOKEMO MoOauuTH, 1110 dotopeaiizm rpu Unrecord,
3po0OieHoi Ha Unreal Engine 5, Bpaxkae. I1]e OiibIiie BpaXkaroTh aHiMaIlii Ta TeMILIeH
II€1 TpH, JEMOHCTPAIIIO SIKUX MOKHA MOOAYNTH HA O(IIIHHOMY CAMTI.

Axne B Unreal Engine e i Henoniku. OQHUM 3 HUX € BUCOKHI MOPIT BXOKCHHS
4yepe3 CKIAIHICTh ABUTYHA. TaKoX po3pOOHUKA MOXKE BIIIITOBXHYTH TE, III0 MOBOIO
nporpamyBaHHsi € C++, ska HE € HaMMpPOCTIIIO MOBOI. 3BHYAHO, € 3acid

BI3yaJIbHOT'O MPOrPaMyBaHHsI, aje HOro YuTabelbHICTh Ta ONTUMI3ZAIS Y BEIUKOMY
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MPOEKTI CYMHIBHA, TOMY JIBUTYH MOTPeOy€ MOE€HAHHS Bi3yalbHOTO MPOrpaMyBaHHs

ta C++. llle oJHUM HEITOJIKOM € TIOPIBHSHO O1IbIIIa peCypcoMiCTKICTh. Hampukian,

npu BUOOpP1 JBUTYHA AJI PO3POOKH MPOCTOi 211-TpU, TOYHO BapTO OOpaTH I1HIIUI

JIBUTYH.

2.1.4 Godot Engine

Godot € 6e3komTOBHUM KPOCIUTAT(HOPMHUM PYIITiEM, SIKHH OpiIEHTOBaHUN Ha

npoctoTy y BukopucrtanHi [19]. Bin m03Bonsie oOupatu 3pydHy Ui pO3pOOHHKA

MoBy mporpamyBanHs - GDScript, C#, C++, abo Bi3yanbHe NpOrpaMyBaHHS.

GDScript - crmemniaapHO po3poOsicHa UIA ABUTYHA 00’ €KTHO-OPIEHTOBaHA MOBa

(cTBOpEHa B IIIAX ONTUMI3AIIT 1 IHTETpallii 3 IBUTYHOM), CHHTAKCHC SIKOT CX0KHI Ha
Python [20].

#2D ¥3D FScript Assetlib

Environment

Background
sky

Ambient Light
Reflected Light

Pucynok 2.3 - Intepdetic pymris Godot

® WorldEnvironment

Henonikom Godot € He HalOLIBIIIE KOM FOHITI, 1, BIAIIOBIIHO, HE HAHOLIbIIA

KUIBKICTh TUIAriHIB Ta I1HCTPYMEHTIB. [, HaWOLIbII BaXXIMBO, IIO0 HaBYaIbHUX

MaTepiaiiB 3 a pI3HUMHU TeMaTHUKaMU 3 I[bOTO ABUTYHA MeHIe, Hik B Unity Ta Unreal

3m.
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Engine. JlokyMeHTaIlisl T€X 1HOAI MOYKE€ BHUSBHTHCH HEJOCTATHHO PO3MHMCAHOIO YU

OHOBJICHOIO.

2.1.5 Bubip pyuuist Ta iforo 101aTKOBUX TEXHOJIOTiH

[Ticnst ornsmy 3 HaMOLIBII TOMYJISIPHI 3 pYIIiiB, OYJI0 BUPIIEHO 00paTH pyLIiit
Unity. [Ipuuray BUOOPY JAHOTO PYIIis HACTYIIHI.

[To-mepiie, Benmuka KUTHKICTh HAaBYAIBHUX MaTepialliB Ta KypCiB 3 LBOTO
JIBUTYHA JIO3BOJIMJIAa MEHI IIBHJKO Horo omanyBatd. Ha 1e, 3BiCHO, BIUTMBAa€E i
MIPOCTOTA CaMOro JIBUT'yHa, ioro iHTepdeiicy KopuctyBaya.

[To-npyre, Unity wmae He3mueHHY KUIBKICTh JOIMOBHEHb, ILIATIHIB,
IHCTPYMEHTIB Ta TOTOBOTO I'POBOTO KOHTEHTY, SIKI MPUIIBUANIYIOTH PO3POOKY 1
BIIKPMBAIOTh HOB1 MOKJIMBOCTI, HaBITh B IUIaH1 ONTUMI3allii Ta rpadiku.

Texnonoris HDRP (High Definition Render Pipeline) i3 mpocynytumu
TEXHOJIOT1SIMU OCBITJIEHHS 3 TEXHOJIOTI€I0 PEUTpEeCHUHTa JI03BOJISIE€ JTOCATTH PiBHS
rpadiku, kUi Bke MoxHa nopiBHioBath 3 Unreal Engine [21]. Ase mist mopiBHSIHO
HEBEJIMKUX MpoekTiB Oinbmie migxoauth Unity URP (Universal Render Pipeline),
SAKWA MEHIIE HABAaHTAXY€E CHUCTEMY, ajieé HE Bi0Mpae MOXKIMUBOCTEH [JIsi MOCT-
00poOku 300paxkeHHs. Came TOMy AJi PO3POOKH MOTO MPOEKTY TaKOro po3Mipy,
oyno oopano TexHosorio URP.

€, TakoX JIOMTOBHEHHS, 1110 JI03BOJISIE JOCSTTH IAJIEHOI ONTUMI3AIli 3 JyXKe
BEJIMKOIO KUIbKICTIO 00’ ekTiB (momoHeHHss Unity DOTS. Ontumizalis 10CsIraeThest
3a JOTIOMOT'OI0 aBTOMAaTHYHOI'O BUKOPUCTAHHS 00YHUCIIeHb 3a Jornomoror C++ Jobs
CHUCTEMHU JBUTYHA, a TAKOXK JTy’KE 3pYUHOTO JJIs MPOIIecopa pO3TAITIyBaHHS ITaM'sITi).
Jlana TexHOJOTiSI MOXKe OyTH 3aCTOCOBaHa B MPOEKTI TOJ1, KOJW BEJIMKAa KITbKICTh
00’ekTiB Oyne nmorpedyBaTu MOAIOHUX OOYUCIICHb, HANPUKIIA/, TOJIT TUCAY KYJIb,
paker, tomo. I[Ipore, 1m0 TexHOJOTiIO Oyne 3aCTOCOBAHO BXKE B TOJATBIIOMY
PO3BUTKY TMPOEKTY, a HE MiJ 4Yac JaHoi pobdoTu, 00 came TOAI MaciiTad MPOEKTY

3HAYHO BUPOCTE 1 MOTPEOyBATUME J10JJATKOBOI ONTUMI3AIlii.
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[To-tpete, Unity n03BoJisie BIZHOCHO JIETKO IHTEIPYyBaTH B I'PY TEXHOJIOIIIO
MaIIMHHOTO HaBYaHHA 1 HaBuuTH Monens LI, Hampuknan, ansg CynpoOTHUBHHUKIB
rpaBigl. [lpw 1bOMy MOKHA 3acTOCYBAaTH IMITalliifHE HaBYaHHS, KIOHYBaHHS
MOBEAIHKM 1 HABYAHHS 3 MIAKPIIUICHHSAM, TaKUM YUHOM, MoJieiab Mo3Ky LlII-arenTa
MO>Ke BeCcTH ce0e B I'pi o110HO IO MH1, a00 TIEPEBEPIIUTH 11 MOKIIMBOCTI. MoBa Hizie
npo TexHoyoriro Unity ML-Agents, sxa npamroe Ha 0a3i Pytorch. Ilpu mpomy,
kopuctyrourchk Unity API 3 Python, mosxHa 3acTocyBaTu ¢BOT METOIM HaBYaHHs, a00
CTBOPHUTHU MOJICIIb CAMOMY, SIKIIIO 1CHY€ KOHKpETHa oTpeoa.

B 11poMy MpoOEKTI MJIaHY€EThCS BUKOPUCTATH METOAM MAIIMHHOTO HABYAHHS,
toMy pymriii Unity 3 texnosoriero ML-Agents miaxoasTh skHaHKpallle.

Otxe, irpoBui pymiid oOpanuit. Temep chil BU3HAYUTH TEXHOJIOTIT
MaITMHHOTO HABYaHHS, & TAKOXK JI0JIaTKOBI IHCTPYMEHTH, K1 OyayTh BUKOPHUCTaHI B

IIPOEKTI.

2.1.6 Bubip TexHO0JIOTiii MAIIMHHOTO HABYAHHS

Sk Bxke OyJIO 3rajlaHo, BIAMOBIJHOI TEXHOJOTIE MAIIIMHHOTO HaBYaHHS
areHTiB B 00panomy pyimii € Unity ML-Agents. ML-Agents - 1ie Open-Source mpoexT,
0 JTO3BOJISIE BUKOPUCTOBYBATH TPy SK BIpTyalbHE CEPEIOBHUINE /I HABYAHHS
IHTENEKTyaJIbHUX areHTiB. BiH 103B0JIs€ BUKOPUCTOBYBATH IMIUIEMEHTOBAHI HOBITHI
HII anroputMmu Ha 6a3i PyTorch, 1o 103BoJIst0Th JIETKO TpEeHYBaTH areHTiB y 2/ ta
31 cepenoBumax [22].

IcHye BenMka KUIBKICTh METOJIB HABYAHHS 1HTEJEKTyaJIbHOTO areHta. BoHu
NOJUIAIOTECS HA HaBYaHHSA Mif HarmsggoM (supervised learning), Ge3 Harmsamy
(unsupervised learning) Ta waBuaHHs 3 miakpituieHHsM [25]. B poGoti Oyne
BHUKOPHCTAHO HABUAHHS 3 IIIKPITUICHHSAM Ta IMITallliiHe HABYAaHHS, 1110 € HABYaHHSIM

I1]T HAarJIsi710M (HaBYaHHSI areHTa BiI0OYBa€ebCs Ha 3a3/1aJIE€T1/Ib 310paHuX TaHUX).
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3a 3amoBuyBaHHaM, ML-Agents no3Bosisie BUKopucToByBaTu ainroputm PPO
(Proximal Policy Optimization). PPO - me merox RL (reinforcement learning)
3araJibHOTO NMPU3HAYCHHSI, IIEPEBATrOI0 SIKOTO € CTa0UIBbHICTD Y MOPIBHIHHI 3 6araTbma
inmmvu RL - anropurmamu [23]. PPO Hamaraetbcss BCTAaHOBHTH OallaHC MiX
MPOCTOTOI0  IMIUIEMEHTAIlll, CKJIAQIHICTIO 3pa3KiB, MPOCTOTOI  BiJIaJKH.
CralinpHICTh 3a0€3MeUy€eThCsl TUM, IO i YaC OHOBJICHHS MOENI Ta MiHIMi3aIii
GyHKINT BTpaT, aJropuTM 3a0e3ledy€e BITHOCHO Mayie BIAXWJICHHS IOJITUKH
TIOBEJIIHKH BiJT ToniepeAHboi [24].

AnwsrepHatuBoto g0 PPO e SAC, skuii mpaitoe epeKkTUBHIIIE 3 MEHIIO
KUIBKICTIO 3pa3KiB BUOIPKH, TOMY Kpallle MAXOIUTh ISl CKIIaTHUX MTPOEKTIB, /1€ KPOK
CUMYJIAIT 3aiiMae noBiie yacy. B mopiBasnni 3 PPO, wacto motpebye B 5-10 pa3
MeHIIe 3paskiB [23].

Cepen supervised-meroniB HaBdanHs ML Agents mo3Bossie BUKOPHCTATH
IMITaIliliHe HAaBYaHHS Ta KJIOHYBaHHS MOBeAIHKHU. KOXKEH 3 IIUX METOA1B MOXKe OyTH
caMOCTIitHMM, a00 BUKOpUCTAaHUM B noeaHanH1 3 PPO Ta iHImmMu Metogamu.

ImiTamiiine HaBuyaHHsS 3a gomomoroio GAIL mepexnbadae cTBOpeHHs
JIOIATKOBOI HEUPOHHOT MEPEekKi-KpUTHKA (AUCKPUMIHATOpPA), 5Ka, OTPUMABIIU
3aMMCH TIOBEIHKW CIIPABKHBOTO TPABIT Ta MOJCHI, HAMAraeThCs BU3HAYUTH, UM
nepea Heto crpaBxHii rpasens yn LI momens [24]. IlpocTtumu ciioBaMu, BOHA
omintoe Il mMonens moBeniHKU Ta BUAAE HOMY HAropomy 3a Aii, Kl CXOXi Ha Jii
rpaBiis. 3aadyero MOJIesi TOCTae ONMTUMI3allisl HaropoJid, TOMy BOHA KOTerye CBOIO
MOBEIHKY 1 HABYAETHCS JISTH, SIK CITPABKHIN TPaBellb.

KitonyBaHHS TTOBEIIHKY - HABUAHHS arcHTa JISTH B TOYHIA BIATOBITHOCTI 13
3alMMCaHUMM JeMOHCTpalisMu. BoHO mpaitoe ripiie 3 HEBIIOMUMH CTaHAMU
CEpEeIOBUIIA, aJie JO3BOJISE MBUIKO HABYUTH areHTa HACIIIyBaTH MOBEIIHKY TPaBIIs,
TOMYy € KOPHCHUM B TIO€JHAHHI 3 IHIIMMU MeToJaMHu. TakoxX € HalOLIbII
e(eKTUBHUM, SIKIIO B JIEMOHCTpAIisiX MPUCYTHI AaHl Mpo BCl (200 OUIBIIICTB)

MOJKJIMBHUX CTaHIB areHTa Ta cepenonuiia [24].
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[{ikaBM METOZIOM TaKOX € BHJIa4a areHTy Haropo.l 3a HOro JOMUTINBICTh. B
IIbOMY METOJIi CTBOPIOIOTHCS JIB1 JJOJIATKOBI HEMPOHHI MEPEK1 - 3BOPOTHS Ta IpsMa.

3BOPOTHS MOJIE]bh KOJY€ TMOIMEPENHI0 Ta HACTYNHY 1H(OpPMAILIiI0 3 CEHCOpIB
areHTa Ta HaMaraeTbCs nepeadaunTH Jii, K1 BIH BUKOHAB, 1100 MEpeHTH 10 HOBOTO
CTaHy.

Jlpyra Momenbs HaMmaraeTbCs TMepea0aYnuTH HACTYITHUA CTaH areHra y
cepenoBuil (iHdopMmaliito 3 HOro ceHcopiB), MarOUM MONIEPEAHIN CTaH Ta Jii, SK1 BiH
BUKOHaB [24]. Haropomoro areHTa BCTAHOBIIOETHCS IOXHOKa Iepea0adcHHS
HACTYMHOr0 CTaHy (3 J0JaBaHHAM HAOTPOJU 3 CepeloBHINA). [HIIMMH CclIOBaMH,
areHT OTPUMY€E HAropojy, SIKIIO 0auuTh 1OCh HOBe. lle € ayke KOpUCHUM s
CEPENIOBHUII, NI areHT PIAKO OTPUMY€E HAropoay, a TOMY Tipiie BYHTBCA - 3a
JIOTIOMOTOI0 IILOTO METOJIy BiH MparHe BUSBIATH HOBI CTaHW, a TOMY Kpalie
JTOCIIKY€ CEpeIOBUIIE 1 YACTIIIE OTPUMYE HAropoay, 10 MPUCKOPIOE HABUYAHHS.

B po6oTi HaBuanHs Oye modarto 3 metoay PPO gepes iforo cTabiinbHICTb, 1 A7
noyatky OyJe CTBOPEHO MpocTe cepenoBuile aisi HaB4yaHHs. [loctymoBo Oyne
30UIbIIIEHA CKJIAAHICTh CEpEeJOBHUINA Ta BKJIIOYATHUMY I1HINI METOJIU, Ta, 3a
HeoOx170cTi, 301bIIy po3Mip Moxeni. [Ipo BukoHany po0OOTy neTtanbHime B 3
po3aii, a 3apa3, CiiJl BU3HAYUTHU JDKEpesia KOHTEHTY, 110 OyJe BUKOPHUCTAHO JIs

CTBOPEHHS KOMIT IOTEPHOI I'PH.

2.2 Bubip paxepes KOHTEHTY IpH

Bigomo, mo penaep asurysa 3J[-rpu 3mateH Binoopaxatu sik 3J[-mozeni, Tak
i 2JI-tekctypu (Hampukian, iHTepdeiic kopucryBada, billboard-rexcrypu, mmacki
TEKCTYpPHU TPaBH, TIJIOK JIEPEB, TOMIO). Takuii KOHTEHT MOXKHAa ab0 IMIOPTYBaTH y
rOTOBOMY BHUIJISIAI (MpuaOaBIIM a00 3aBaHTAXKUBIIM 3 BIAKPUTOIO JIOCTyMy), abo
CTBOPHUBLIM caMOMy. Te caMe CTOCY€ThCSl 1HIIOTO KOHTEHTY - 3BYKIB, MaTepiaiB,
skybox-matepianiB, aHiMaIliii, IEPCOHAXKIB, €PEKTIB, YA HABITh TOTOBHX IFPOBUX

CIICH.
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AceT - 11e TepMiH B pO3p00IIi irop, 110 03HAYa€E Oy Ib-sIKU KOHTEHT, SIKU MOXe
OyTH BUKOPUCTAHUU JUIsl CTBOPEHHS ITPOBOTO CBITY Ta HOTO irpOBOTO MPOLIECY.

B koxxHOTO po3poOHMKA MOcTae mpobiema, ki aceTH 3BIIKH JICTAaTH, 1 IO
pobutu camomy. 3a3Bu4ail y 2/[-irpax KOHTEHT CTBOPIOBATH MpoOcTile, a 'y 3J[-irpax
CKJIQIHIIIE, TOMY 1Hi-pO3POOHUKH YacCTO HAMAIOTh MEepeBary roTOBOMY KOHTEHTY,
SKIIIO BOHU po3po0IsitoTh 3 /{-rpy. OCHOBHUM XKEPEIOM TOTOBUX ACETIB Y BUIAIKY
3 qeurynom Unity e Unity Asset Store, ne MokHa mpua0aT aceTH ab0 3aBaHTAKUTH
0€3KOIITOBHO. AJie B KOKHOTO Mara3siuHa irpoBOr0 KOHTEHTY € Mpo0jeMa - CTBOPEHI
1HIIOO JTFOJIMHOI0 aCeTH 3a3BUYail He OYIyTh BIJAMOBIATH OaXKaHHIO JIOJUHU, SKILO
BOHA HE OyJia 3aMOBHUKOM. 3 1HIIIOI CTOPOHM, CTBOPEHHS BJIACHMX aCETIB 4acTO
noTpeOy€e BiJ JIOAWHHU CYTTEBHX 3YCHJIb Ta 4Yacy, B CYKyHHOCTI 3 HaBUYKAMH
BUKOPUCTAHHS BiJIMOBIIHUX THCTPYMEHTIB.

B Ttakomy BUNaAKy, SIKIIO0 B Majiiil KOMaHIl PO3pOOKH HEMA€E TU3ANHEPIB Ta
XYyJI0KHUKIB, YaCTIIIE 3a BCE JOIUIBHIIINM BapiaHTOM € 00paTu B Mara3uHl aceTu,
K1 CIOJI00AI0ThCS OLIbIIE BCHOTO, 1 3 HUMH PO3pPOOJIATH 1rpOBHUI 3aCTOCYHOK. Lle
3a3BUYall HETaTUBHO BIUIMBAE€ HA YHIKAJIBHICTH I'PU (SIK MIHIMYM, ii BI3yaJabHOIrO
BUTJISITY), 00 TaKuii caMuii KOHTEHT MOKYTbh BUKOPUCTOBYBATH 1HII PO3POOHUKHU.

Takox cmig 3ramatd, M0 HOBHM IHCTPYMEHTOM CTBOPCHHS KOHTEHTY €
reHeparisi 3a J0MOMOrol0 HEMPOHHUX MEpeX. ICHYIOTh pi3HI reHepaTHUBHI MOJENI,
ajle 'y BIIKpUTOMY JAOCTyI HaiOimein mommpenumu mnoku € Stable Diffusion,

ControlNet, pizHi inpainting Ta outpainting moeni.
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BxiaHe 306paKeHHsA (py4YHUIN MaNOHOK):

BuxigHe 306paxeHHs - Stable Diffusion image to image:

Pucynok 2.4 - I'enepariist koutenty 3 Stable Diffusion B inmiit Moiit rpi

«Planes»

Ax MoxeMo MmobauuTH Ha PUCYHKY (cTBopeHOMy MHOw0), I MoxHa
BUKOPUCTATH JUIsl TeHepallli KapTUHOK a00 3MIHM CTWIO. XYJIO0KHHUK CIOYaTKY
MaJIO€ CHOPOIICHWH BUTIAA OakaHOT TEKCTypd, a TOTIM HEWpOHHa Mepexa
nepeTBoproe Horo (MeTomoMm image-to-image), moO CTHIb BIiAMOBIIAB 33aTaHOMY
TEKCTOBOMY 3alHTy. 3 MepeBar JaHoi TEXHOJOTIi € Te, 10 BOHA JO3BOJISE JIFOAUHI
CTBOPHUTH Kpallll MAJIFOHKM 332 KOPOTIIMHA 4yac. 3 HEJOJIKIB - Te, 110 Ha >Kalib, BOHA
oinpme migxomuth st 2J[-mpoektiB, HiX g 3J[, 6o 3] 00’ekTu 3a3Budyait
noTpeOyIoTh TeoMeTpii, o0 BiMOOpaKaTUCh Y TPUBUMIPHIN TIpi. [Jana TexHomoris
MOXxe OyTH BUKOPHUCTaHA JJis TOJIMIIEHHS PO3TOPTOK MOJENEH, MpoTe, e He
3aMIHUTh MaJIOBaHHS MHOIO BPY4YHY, a JIOJACTh 1€ OJMH €Tall MPOLEeCy CTBOPEHHS
KOHTEHTY.

OTxe, MICIs PO3TIsY PI3HUX CMIOCO0IB OTPUMAHHS IrPOBOTO KOHTEHTY, OYJI0

0o0paHO CTBOpEHHS aOCONIOTHOI OUIBIIOCTI KOHTEHTY BpPYUYHY - MOJIEIIOBaHHS,
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aHIMaIlisl Ta MaJIFOBaHHs TEKCTYP 3a JIONMOMOTOIO BIJIMIOBIIHUX IHCTpYMEHTIB. Ha miit
BUOIp BIUIMHYJIM HACTYITHI YNHHUKU:

e Maro HaBUYKM MOJICJIIOBAaHHS Ta MAJIOBaHHS, TOMY 37aT€H CTBOPIOBATH
MOJIeJIl Ta TEKCTYpH, 30KpemMa MOJIelIi Ta pO3TrOPTKY MepPCoHaxka.

e B monepennix posauiax Oylo BHU3HAYEHO, IIO B LUIAX ONTUMIi3alii Oyne
CTBOPEHO BJIACHI HU3BKOTIOJITOHAIbHI MOJIEITI.

e B npoMy poszaini Oyj0 BH3HAYEHO, IO BUKOPUCTAHHS TOTOBOTO IPOBOTO
KOHTEHTY IIOTaHO BIUIMBA€ HA YHIKAJIBHICTh TPU. AJlE MOEIO METOI0 €
MaKCUMaJIbHO BHOKPEMHUTH Mii IPOEKT CEPeJl IHILIUX 1rop.

[TpoTe, Mady 4YacTUHY KOHTEHTY T'PH BCEOJHO JOBEAETHCA IMIOPTYBATH 3
BiIKpuTOro focryny. Lle Ti aceTu, siki CTBOPUTH caM sl HE B 3M031, 00 111e He 3700yB
BIMOBITHUX HAYUYOK. TakuM KOHTEHTOM €, HacaMmIepel, 3BYKH Ta MY3HKa.
JloknaHiie y po3aii 3 OIUCOM IIPOIECY PO3POOKH.

OTxe, MOJICIIOBAHHS, aHIMAII0 Ta XyJOXKHINA AU3ailH rpu OyJI0 BHPIIIECHO
poOUTH BIACHOPYY. 3BICHO, TFe€iiMAM3aliH, MPOrpaMyBaHHs Ta PEIITY pOOOTH Tak
camo.

Tenep ciir oOpaTH IHCTPYMEHTH JIJ1s1 CTBOPEHHS BJIACHOTO IrPOBOTO KOHTEHTY .

2.3 Bubip 3aco06iB cTBOpPEHHSI KOHTEHTY

Inctpyment 3JI-monenmtoBaHHs - 1e 3acid, sSKUH J03BOJIIE CTBOPIOBATH
rpadiuHi MoJeii, IO CKIAZaloThCsl 3 TOJITOHIB. YacTo 1HCTPYMEHT J03BOJISE
CTBOPIOBATH JJII MOJIEJICH PO3TOPTKY Ta aHIMYBaTH MOJIETb.

Posroptka - 11e TekcTypa, 10 HaKIaJaeThes Ha 00’ eMHUN 00’ €KT rpadiyHUM
pyuIieM, a aHiMarlis - 103BoJIsi€ 00’ €KTY TpaHCPOPMYBATHUCS 3 XOJIOM Hacy.

CyuacHi 3actocynku 11t 3 JI-rpadiku 103BOJSIOTh, SIK MiHIMYM, MOJICITIOBAaTH,

(bapOyBaTu pO3rOPTKU Ta aHIMYBATH, 110 1 € TOTPIOHUM J1JIsI CTBOPEHHS KOHTEHTY B
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Hamomy Bumaaky. Cepen HalOUIbII MOMYJISPHUX THCTPYMEHTIB Takoro tumy: 3DS

Max, Maya, Blender.

Blender BBaxaetscs nalikpammMm 6e3komToBHUM [13 mns 3 /[-MonenroBaHHS.

Bin Hagae Bech PyHKIIOHAN, HEOOXITHUMN JJISI MOJICIIIOBAHHSI, aHIMallii, CTBOPCHHS

CKEJIETiB, CHMYJIALT, pEHJICPUHTY, KOMITO3UIIiT Ta MOotion-au3aiiny [26].

IlepeBaru:

[ToBHICTIO O€3KOIITOBHUIA

OyHKI10HAT 0XOIUTIOE BECh MaNTUIaiiH po6oTH

Benuka cninbHOTa

Henonikn:

OOmexxeHnil (QyHKUIOHAN JJig TEeHEepyBaHHS Ta Bi3yam3aulli KpHBUX 1
IIOBEPXOHB.

Autodesk 3DS Max - Haiikpame miaxoauth Ui 3/[-MonenroBaHHS

peaiCTUYHOrO cepeioBHIna abo rnepcoHaxis. [lomynspHauii cepes po3poOHUKIB irOp

Ta Iu3aiiHepiB iHTep epy [26].

IlepeBaru:

Jobpe miaxoauTs Jyisl po3pOOKH irop

MictuTh ay’ke KOPUCHI TIariHu

Henoniku:

Joporuii (235% 3a micsip mianucku) [27]

ByBae HeHaliHHUM, SKIIIO BUKOPUCTOBYBATH Oarato ruiaridis [26]

Maya - 1HCTpyMEHT, IO IIMPOKO BHUKOPHCTOBYETHCSA ISl CTBOPEHHS Ta

aHimMauii nepcoHaxis. Hagae moTy>kxHuil GyHKIIOHAT JUIsl CUMYJISILIT pOCIHMH, BOAM,

BOTHIO, BUOYXIB, a TAKOX CUMYJISIIIT BOJIOCCS Ta MIEPCTi, CHIYKHOTO MITOPMY, TOIIIO.

Takox € OpiBHSHO Jy’Ke IPOCTUM y BUKOpHUCTaHHi [26, 28].

[lepeBaru:

e [Ipocrora BUKOpUCTaHHS

o Illupoxuii pyHKITIOHAT

Apk.
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[TpouenypHi epextu

Henomku:

[ToTpebye MoTy>XHOT JIOKAJIbHOT MaIlTUHU

Joporwuii (235% 3a micsup mianucku, Tak camo sk 3DS Max) [28]

Takox BapTO 3rajard, IO I OJHUM BiJOMHM iHCTpyMeHTOM € Zbrush,

nepeBaraMu sIKoro € H_II/IPOKI MO>KJIMBOCTI HJIs CKYJIBIITUHI'A Ta MAJIFOBAHHAI. H_[e

OJIHIEIO TIEPEBArol0 € SKiCHa MIATPUMKa poOOTH 3 TpadiyHUM IUIAHIIETOM, IO

JI03BOJISIE JIOCBIAYEHUM KOpHUCTyBauaMm mpaioBatu edektuBHime. [Ipote, mopir

BXOJ/KCHHS B JJAHOTO IHCTPYMEHTY BEJIUKHIA, 1 KpiM TOrO, BiH € tuiaTHuM (32.69 $ /

Mic.).

B pesyabrari Oyno oopano Blender, Hacammnepes mo Tiii MpUYHHI, IO BiH €

€IMHUM O€3KOIITOBHUM OPEN-SOUrce 1oaaTKoM cepen po3risiHyTux. [{o Toro *x, BiH

€ 3pyYHUM Ta MICTUTH BC1 MOTPi1OHI (DYHKIIIT 1711 MO€T 3a/1ayl, a TAKOK MA€ BEIIUKY

CHUIBHOTY Ta 0e3J114 MaTepiaiiB JJi HaBUaHHS.

Pucynok 2.5 - Ilpuxnag CTBOPEHOI MHOK HHU3BKOIOJITOHAJIBHOI MOJEl B

Blender

SIK IHCTPYMEHT JIJIsl MaTFOBaHHS pacTpoBoi rpadiku st rpu, st oouparo Adobe

Photoshop. Moro nepeBaroro € Beuka KijIbKicTh KOPUCHUX I'padidHUX IHCTPYMEHTIB
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Ta MOJIUBICTh BUKOPUCTAHHS I'padiyHOro Mepa, 3 ypaxyBaHHSM CHUJIM HATUCKY Ta

Haxuiy (neBaiic HasgBHMi). IToTy:kHMM po3mmpeHHsaM € ruiarin Stable Art, o

J03BOJISIE  00poOIOBaTH a00 TEHEepyBaTH 300paKEHHS 3a JOTIOMOTOK MOJEi

HeWpoHHOT Mepexi. JlaHuil TUIariH s MOTEHIIHHO 3MOXY BHUKOPHUCTATH JIJIS

MOKPAIIEHHS HAMaJIbOBAaHUX MHOIO 300paKeHb, 1100 3p00UTH rpadiuHuil CTUIIb TPH

SAKICHIIIIAM.

¥ SetMusk  Setinitlmage  Generate txtdimg

Selection Area

Pucynok 2.6 - IIpukian poootu 3 Stable Diffusion marinom B Adobe

Photoshop

HenonikoM naHoro 1HCTPYMEHTY € BHUIIUN TOPIT BXO/DKEHHS, HIK B

allbTepHATUBHUX THCTpYMeHTIB. AnbTepHaTuBamu € GIMP, SAI, Krita ta inmi. Ane

Photoshop € moTysxHiImM 3a KiTbKICTIO pi3HUX rpadiuHuX iHCTpyMeHTIB. J{o Toro *,

3a KiJIbKICTIO HaBYaJILHOTO MaTepiany y BitbHOMY goctymi Photoshop minupye, 60 €

K€ TIOMYJIIPHUM.
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BUCHOBOK J10 PO3ALITY 2

B nmanomy po3mainai Oysio po3rISTHEHO Pi3HI IHCTPYMEHTH Ta TEXHOJIOT1i, SKi

Oyze BUKOPUCTAHO MiJ 9ac po3poOku rpu. ['padigaum pytriem Oyino oopano Unity

yepe3 MHoro mnpocTOTy, BEIUKY KUIBKICTh HABUYAJIbHUX MaTepialliB Ta HasIBHY

texHosoriro ML-Agents, mo mgomomoske inTerpyBatu IllI-arentiB y rpy. Sk MoBy

nporpamyBaHHsI, Oyae BukopuctaHo C#, skuii iHTerpoBanuii 3 pymriem Unity.

Sk iHcTpyMeHT mis 3/]-MonentoBanHs Oyiio oopano Blender, uepes Te, 1110 Bin

€ OE3KOIITOBHUM 1 MPHU IIbOMY JI03BOJISIE BUKOHATU MOBHUI MaWIlIalH CTBOPEHHS

KOHTCHTY. 3a JOIIOMOI'OI0 HBOTO 6YIIYTI> CTBOpGHi MO,ZIGJIi, CKCJICTH, PO3IOpPTKHU,

agiMari.

Sk 1HCTpYMEHT IJIsl MU3aiiHy TEKCTyp Ta MatepiaiiB, Oyino obpano Adobe

Photoshop uepe3 xoporry iHTerpaifito rpadiuHOro IUTAHIIETa, BEJIUKY KUIBKICThH

(G1IBTPIB TAa MOKIUBICTH BcTaHOBJIeHHA LIII-mariHis.
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PO3LJI 3. PEAJII3BALIA ITPOI'PAMHOI'O ITPOAYKTY

3.1 CTBOpeHHSsI iIrpOBOT0 KOHTEHTY

Sk 51 BKe 3a3HAYMB Y MOMEPETHHOMY PO3/ILII, Y pO3pOOIIi IrPOBOTO 3aCTOCYHKY,
OKpIM peajtizamii mporpaMHOTO KOy, Ty’K€ BOKIMBHM € ITPOBHM KOHTEHT (aceTH),
KWW HaJla€ KOPUCTYyBauyy 3MOTY CIIpUIMATH BIpTYaJbHUN CBIT TPU Bi3yaJbHO Ta 3a
JIOTIOMOT'O10 3BYKIB.

Y TpuUBUMIpHIA Tpl XKaHPy LIyTep, KOPUCTYyBad 3a3BUYAll Kepye IrPOBUM
NEepPCOHaXKEM, sIKU mpeactaBieHuit 3 /[-monemnto. JIoriyHUM € ToyaT CTBOPIOBATH
rpy caMe 3 MEpCOHa)XKa, a TaKOoX 3 peaii3alli MeXaHlK KepyBaHHS HHM Yy KO/l
IporpamH.

[Ipouiec crBopenns 31-mojeni 3a3Buyail MOUYMHAIOTH 3 MAJIIOBaHHS 0aXaHOTO
BUTJISITY 11€1 MozeNi B OJAHIN abo AEKUIbKOX MPOEeKIifaX. Ko KOpOTKO, TO
XYJIO’)KHUK CTIOYaTKy 30upae HaO1p rpadiyHuX pedepeHcis, 1, B MOEAHAHHI 3 BIIACHUM
JIOCBIJIOM Ta (paHTa3i€r0, MaJIFOE BIACHOTO MEpCcOHaxka. [l Mojeni mepcoHaxa
3a3BUYall POOJISTH IEPEIHIO Ta OOKOBY MPOEKIIiI0, TPOTE, 3aMICTh OCTAHHBOT MOKHA
BUKOPHUCTATH ICHYIOUl pedepeHcu aHatomii mepcoHaxka. Taki pedepeHCH Takox
MOKYTb OyTH 3aCTOCOBaH1 IPU CTBOPEHHI OyAb-SKHX YACTUH Tijla, iX MPOEKILi, ado
K aHimarii 3 [-moxaeneit. Cam mpoliec MajlFOBaHHS JTOKJIQIHO ONKUCYBAaTH HE CTaHY,
00 cremiamizallisi JUIIIOMHOT poOOTH BCE K OUIbIE BIHOCUTHCS 10 HAMMCAHHS
MPOTPAMHOT0 KOy, Mpo sikuii Oyae nani. [IpoTe, 11e He 3MeHIIye HIHHICTh 0araTbox
BUTPAYCHUX 3yCHJIb 1 4aCy Ha CTBOPEHHS IrPOBOTO KOHTEHTY, 00 11 € HEB1J]' EMHOIO

CKJIAJIOBOIO CTBOPEHHSI irPOBOTO MPOTPAMHOTO 3aCTOCYHKY.
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3.1.1 MamoBanus npoekuii 3/[-Mo/eieii mepcoHaxiB

3a momomororo rpadiyHOro IUIAHIIETa Ta BHU3HAYEHOTO Y MOMEPEIHBOMY
po3aiii rpadiunoro inctpymenTa Adobe Photoshop, st nramantoBaB 30BHIIIHIN BUIIISIT

HEepIIOro MepCOHaXa TPH:

Pucynok 3.1 - ManroBaHHs IPOTOTHUITY TOJIOBHOTO TiepcoHaxa B Adobe

Photoshop

1 BUKOpPHCTOBYIO BEJIHMKY KUIBKICTH CJIOIB JUIsl OKPEMHUX EJIEMEHTIB OIATY,
YaCTHUH TU1a Ta CTPYKTYPYIO iX, 100 MaTH 3MOTy cpOpMyBaTH OKpPEM1 3HIMKH IIapiB
MPOEKITi, sIKI 5 HaKJIaJAaTUMy Ha pi3HI OUISHKH po3ropTku 3J[-momeni. [Hmmmu
CJIOBAMHM, MPUXOBYBAHHS LIAPIB OATY, HANPUKIIAJ, A03BOJISIE CPOPMYBATH 3HIMOK
IPOEKIIii, B IKOMY KareiroXx (II0JI0OM) IIEpCOHa)Ka He 3aBa)KaTUMe HAKJIaCTH TEKCTYpy
BOJIOCCCS HA MOJIENb, HE 3BAYKAIOUM HA T€, 1110 BOJIOCCS 3HAXOAUTHCS Mij IIOJIOMOM
Ha MaJltoHKY. [ [prxoByBaHHs 1Iapy TiHEH A03BOJIUTH CPOPMYBATH YUCTILI TEKCTYPH,

K1 Oy1yTh TOTOB1 IO HAaKJIaJaHHs Ha MOJIEb.

Apk.

IAJII1,467200.003 T13 e

3m.

Apk. Ne nokym. Mignuc | dara




HactynHuil mepcoHa)k ciyryBaTMMe MPOTOTUIIOM BUIJISIAY CYNPOTHBHUKIB,

SIKUX TTOBUHEH 3HUINNTH a00 BUTICHUTH rpaBenb (puc. 3.2).

Pucynok 3.2 - ManroHOK PpOTOTHITA TIEpCOHAXa-cynpoTuBHIKa B Adobe

Photoshop

B Moemy mnpoekTi mependavaeTrbcs HE TUIBKA KEpyBaHHS MEPCOHAXKAMU Yy
BUTJISIAIL JIIOJICH, a 1 IrpOBOIO TeXHIKOIO - Tankamu, BMII Ta Oponemammnaamu.

Ane na5d CTBOPEHHS TaKMX MOJENEH, S BUKOPUCTOBYBATUMY ICHYIOUl
KpECJEHHSl Yy TPhOX Mpoekiisx Ta pedepeHcu-portorpadii. Ternep yac neperTu 10

MOJJEIIOBAaHHA.
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3.1.2 MoaesioBaHHA Ta aHiMaLis MepPCcOHAXKIB

CtBOpeHi 300pa)X€HHsI 30BHIIIHBOTO BHUIVIANY MEPCOHAXa IMIOPTYIO [0
Blender i BctanoBio0 y miomuHi XZ - TaKUM YHHOM sI MarO 3MOI'y ITOPIBHIOBATH 1
MIIPABIATA MOJACHIb y BiIMOBITHOCTI 3 MamtoHKoM (y TwiomuHi YZ - pedepeHcu

aHATOMIi, SIKi 51 3a3BHYAIl MPUXOBYIO, KOJIU MEepecTain OyTH HEOOX1THUMN).

Pucynok 3.3 - [Tonepeaniii Burisa Mmoaei 6e3 Tekctyp B Blender

MopentoBaTd TOYMHAIO 3 TPUMITHBIB, (POPMY SIKMX 3rOJIOM MiATAHSIO 0

BUTJISITY YAaCTHH Tijla UM OJIATY MEPCOHAXKA.

Apk.
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Pucynok 3.4 - Burisa ctBopeHoi Mojei

3aci6 Blender mo3Bosse 3pydHO MpOEIIOBATH CTBOPEHHH MAJIOHOK Ha

MOJIITOHU PO3ropTKU (puc. 3.5).

Pucynok 3.5 - IIpouiec TekcTypyBaHHS

TexcTypu BCTAaHOBITIOIO OKPEMO JIJIs1 KOKHOTO 00’ €KTY Ta Iapy MpOeKIIii.

[AJI11.467200.003 113
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Takox, y BIIMOBITHOCTI 3 MAJIOHKOM, MOEJIIOI0 NIEPCOHAKA-CYTPOTUBHUKA!

Pucynok 3.6 - MoaenroBaHHs NepcoHaka-cynpoTuBHuKa B Blender

CTBOpI/IBHII/I MOICIIb, H€O6XiI[HO TAaKOX IIPHU3HAYUTHU IICPCOHAXKY CKCJIICT.

ITporiec CTBOPEHHS TaKOro CKEJNeTy Ha3WBalOTh PIIMHIOM. CKeJIeT I03BOJIsIE

aHIMyBaTH MEPCOHAXKA 1 BUPIIIYyE MPOOJIEMY pyXy Ta MOBOPOTY PI3HUX YACTUH Tija-

Mozeni. YacTo J0BOIUTHCS BPYUHY KOPETyBaTH Baru Jisi BEPIIUH CITKH MOJEIII, 11100

BUPIIUTH TpoOsnemu 3 aHiMaiiero. IIpouec poOOTHM 3 JaHUM IHCTPYMEHTOM

(mpu3HaAYEHHS BariB aHiMallii) - HA HACTYITHOMY MaJIFOHKY.

Pucynok 3.7 - PiruHr ta npu3HayeHHs BariB JUisl aHIMAIlli CKeJieTa epCoHaxa
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OTpuMaBIIN CKEJIET, MEPCOHAX MOXE OyTH aHIMOBaHMU. 51 BpyuHy CTBOpUB

1o 15 pi3HUX aHIMaIllH JJI KOXKHOTO MepCcoHa)ka: OIr Ta XOIHHS B Pi3HI CTOPOHH,

CTpuOOK, ITUICHHS 3 TBUHTIBKHM, KWJIaHHS TpaHATH, MPUCITAHHS, BU3UPAHHS 13-3a

YKPUTTS, TOLIO.

»
*
*
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,
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Pucynok 3.8 - OnHa 3 cTBOpeHUX aHIMaIliil IepCOHakKa - 03a CTPUILOH

Koskna 3 niux aHimarliii nepeadadae pyx nepcoHaxka - HaBiTh SIKIIIO BiH CTOITh 1

HE 3JIBUTAETHCS 3 MICIIS, TO BiH TaK YW 1HAKIIE JUXA€, XUTAETHCA, TOIIO. [Ipu oMy

B Ipil OyAyTh J0JIaHi IPOIIEAYPHI aHIMallii Ta IJIaBHI IEPEX0Id MK HUMH - 111 QyHKIIIT

JIO3BOJIUTH peajli3yBaTU ITPOBUI JBUTYH, a TAKOK HAITMCAHUU KOJI.
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Ha puc. 3.9 - animanis 6iry cynpoTuBHUKA 31 30po€to B pykax. Cama 30pos

3MO/ICJIbOBaHA MI3HIIIE B XO1 PO3POOKH T'PH.

»
»

»
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Pucynox 3.9 - Onna 3 aHiMaIiii nepcoHaxa-cynpoTUBHUAKA

Tenep Maemo TOTOBI MOJIEIII Ta aHIMAIIi1 IEPCOHAX1B. MOKHA MPUCTYITUTH J10

MOJICTIOBaHHS ITPOBOT TEXHIKH.

3.1.2 MopaesloBaHHsI irpoBoi TeXHiKH

IrpoBy TE€XHIKY B MOEMY MPOEKTI sI MOJEIIOIO 13 BUKOPUCTAHHSM KPECJIEHb Y

TPHOX-YOTUPHOX MPOEKIIsX. BIANOBIAHI PYXJIMBI YaCTUHU MOJENEH SK-OT KoJieca,

Oarita TaHKa, KyJIEMET Ta TapMara, € OKPEeMUMHU 00’ €KTaMU 1y Tpi MAaTUMYTh CBOIO

TOYKY, HABKOJIO SIKOi BOHU MTOBEPTATUMYThCS 32 BU3HAYEHOIO BICCIO.

Jami mokeMo To0aYyuTH TPOIEC PO3POOKH MPOTOTHUITY ITPOBOI TEXHIKH -

maman HMMWV.
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Ha puc. 3.10 BUAHO, IO TEKCTYpH € TUMYACOBO NPHU3HAUYCHUMH MPSMO 3
KPECJICHHS MalllMHU, 100 Kpalle OLIHUTH Bi3yalbHHM BuUrIsia. Ili3Hime TekcTypa

KpecJeHHs Oy/ie po3MaiboBaHa, 00 MOeNb Ha0ysa KOJIbopy.

Pucynok 3.10 - MonentoBanus npototurty HMMWYV 3a kpecnennsm

TexHika, 10 Mae rapMary abo KyJe€MeT, y Ipl Ma€ BU3HAUEHY TOUKY, 3 SKOI
OyAyTh YTBOPIOBATHUCS KYJIl Ta CHApsAAH. 3a3BUYall s1 BCTAHOBJIIOIO 1€ SIK AYJI0 30pOi.

BMII-2, nanpukmnan, Mae aBToMaTuyHy myky, kKyiemet Ta [ITKP.

Pucynok 3.11 - MogemtoBanus nnporotunty BMII-2 3a kpecieHHsm
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3aBep1ueHa HHU3bKOIMOJIITOHAJIbHA MOJCJIb TaAHKA BUTJIAA€ HACTYITHUM YHHOM!

® Blender (C:\Users\ YAGOOSR\Desktop! Blender models\T-T2-\T-72 blend)]

Pucynoxk 3.12 - Pe3ynbratr MojentoBanHs TaHka T-72 3a KpeciaeHHIM

3BUYAitHO, 3aBXKIM € HAJI YAM ITOTIPAIIOBATH, ajile B JAHOMY IPOEKTI S IIIKOM
3a/I0BOJICHUI CTBOPEHUM MHOIO KOHTEHTOM, SIKMM 4yJOBO MiAiie 10 3ayMaHOTO
BI3yaJIbHOT'O CTUJIIO TPH.

Cepen iHIIUX MOJENEH, 5Kl s CTBOPHUB, € TAKOX XaTUHKH, 30posi Ta TPOCTI

MO/IeJIi MPOTOTHITIB MEPCOHAXIB Ta iIrpoBUX 00’ €KTIB. Tenep MoKHA 10JaTH CTBOPEHI1

MOJIEN1 Y TPY.

3.1.3 CrBopeHnHs irpoBoro orouennsi B Unity

HOGKCHepHMCHTYBaBH_II/I 3 mefmepaMH, MOXHa AOCATTH HACTYIIHOT'O BUITIALY

CTBOpEHUX Mojelieit B pyiii B Unity:
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5 GameObject Component Services Jobs Window Help

Pucynok 3.13 - BUIIISIT CTBOpEHUX MOJAEIEH Y Tpi

Ile € mocTaTHbO HEMOTaHWM Bi3yalbHUI CTWIb A TPH, alieé B IPOILeci
pO3pOOKH s BHUPIIMIUMB HAJaTH IepeBary OUIbII PEaNiCTUYHOMY Bi3yaJlbHOMY
MIPE/ICTAaBICHHIO, TOMY BIIMOBHUBCSI BiJl IOCTOOPOOKH 3 JIOJAaHHSIM KOHTYpiB. [ami s
HaMaJIOBaB TEKCTYPH TPaBH, CTBOPUB MOJIETI IEpEB Ta IMIOPTYBaB MaTepiain 3eMJTi
Ta HeOa 3 BIIKPUTHUX JIPKEPET.

Marouu TeKCTypH Ta MOJEII IrPOBOT0 OTOYEHHS, 1 CTBOPUB ITPOBY KapTy, L0
300pakeHa Ha puc. 3.14.

Pucynok 3.14 - Oxna 3 irpoBHX JIOKalliid, BUI 3BEPXY
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Takox s 1oaaB nocT-eeKTy Jj1s moKpamieHHs rpadiku. Maemo pe3yJbrar:

File [dit Assets eObject _Compone Rigging Jobs Window _Help

Pucynox 3.15 - CkpiHIIOT 31 CTBOPEHOT TPU

Ha npoMy etari B MeHe Bxke Oynin peani3oBaHi Jeski MexaHiku rpu. Temep gac

PO3MOBICTH MIPO HUX.

3.2 IlporpamHua peaJiizanisi irpoBux MexaHik

3.2.1 KepyBaHHsI HepcoHaKeM

VY mryTepi BIpTyallbHUM BIJJOOpaXXEHHSIM I'paBLis € HOTO IrpoBuil epcoHax. Te,
K BIH KEpY€ETbhCA 1 sIKI MOKIIMBOCTI PyXY UM Aii BiH Mae, Oe31ocepeHbO BIUIMBAE Ha
BiquyTTs rpu (game feel). KepyBanus nepcoHakeMm MOBUHHO MaTH MUTTEBUH €PEKT
Ta OyTH 3py4YHUM - 11€ TO3UTUBHO BILIMHE HA JJOCB1JI KOPUCTYBaya, Ta i B IIIIOMY, Ha
1oro 6a>xaHHS TPaTH.

B mMoemy mpoekTi s pealizyBaB CUCTEMY PYXy MEpCOHa)eM, 0 3a0e3nevye
IUTaBHE KEPYBAaHHS Ha 3pa30K HAMMOMYJISIPHIIIKX 1rop *XKaHpy urytep. Pyx nmepconaxa

OOUYHUCITIOETECA 3 BUKOPUCTAHHSIM BEKTOPHOI aiareOpu 3 METOKH 3pYyYHOro Ta
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IPUPOAHBOTO KEePYBaHHS BEKTOPOM MIBUAKOCTI. OMIIIOHANBHO, L CUCTEMa TaKOX
J03BOJISIE KOPHCTYBaTHCS MeXaHikoro bunny hop, mo 3Bu4Ha 0araTbOM TpaBISIM
naHoro xaHpy. @parmeHT 00paxyHKy (i3MKH KepyBaHHS HaBeJAeHUU Ha puc. 3.16.

di3uKa 31TKHEHB MIEPCOHAXa 3 CEPEIOBUIIEM OOUHCITIOETHCS PYILIEM.

Q
if (relativeMovementSpace ) return;
isOnGround = groundChecker.IsOnGround;
if (isOnGround != wasOnGround) animatorController.SetJump(!isOnGround);
UpdatePlayerFriction(isOnGround);
3 horizontalVelecity ProjectOnPlane(rb.velecity, Vecter3.up);
nion movementRotation = Quaternion.LookRotation(Vector3.ProjectOnPlane(relativeMovementSpace.forward, Vector3.up).normalized);
3 movementDirection = movementRotation * MathUtils.Vector2To3DSpace(movement);
tor3 velocityDirection = zontalVelocity.magnitude > minVelocity ? horizentalVelocity : transform.forward;
tor3 orthogonalControls ject(movementDirection, Vector3.Cross(velocityDirection, Vector3.up));
3 tangentialControls tor3.Project(movementDirection, velocityDirection);
velocityAlongControls .Dot(rb.velocity, tangentialControls.normalized);

lowAccelerationPoint = isOnGround ? maxSpeed : flyMaxSpeed;
acceleration = MathUtils.SLikeInterpolation(x: velocityAlongControls, a: lowAccelerationPoint - highAccelerationPoint, b: lowAccelerationPoint);

accelerationMultiplier = isOnGround ? moveForce : moveForce * moveForceWhileJumpingMultiplier;

rb.AddForce(accelerationMultiplier * Time.fixedDeltaTime * (orthogonalControls + tangentialControls * acceleration), ForceMode.VelocityChange);

3 relativeVelocity = characterTransform.worldToLocalMatrix * rb.velocity;
2 relativeVelocity2D = MathUtils.Vector3Flatten(relativeVelocity);

animatorController.SetMovement(character.FirstPerson ? relativeVelocity2D : Vector2.up * relativeVelocity2D.magnitude);

wasOnGround = isOnGround;

}

Pucynox 3.16 - ®parmMeHT K01y KOHTpOJIEpa pyxy MepcoHaxa

[IBUAKICT Ta HAMPSAMOK PYXy MEepCOHaKa BIUIUBAE Ha Horo a”imartii. [1ig yac
BUJIy BiJI MEPIIOi OCOOU, MEPCOHAX PYXAETHCS BITHOCHO JIOKAJIBLHOTO MPOCTOPY
KaMepH Ta pyX MOro roJioBM CHHXPOHI30BAaHUM 3 KaMeporo. AJie Mij yacy BUIY BiJ

TPETHOI 0COOM, OpIEHTAIIISI IEPCOHAXKA MOYKE 3MIHIOBATHCS BITHOCHO KaMEpH.
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[Ipuknaau By BiJ IEPIIoi 0coOM y po3po0sroBaHiil rpi - Ha puc. 3.17.

Pucynok 3.17 - Bun Bix nepioi ocoou

Ha puc. 3.18. - mpukian Buay rpaBiis Bif TpeTboi ocobu. [Ipu nanomy BUTIsai

KaMcpa 3I[iﬁMa€TBC$I BBCPX HaA IICPCOHAKCM.

Pucynox 3.18 - Bug Big TpeThoi ocoou
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Cepen nidi, IOCTymHUX TpaBIl0 € OIr, MPUITIOBAHHS MHUIIEI, CTPUOOK,

KWJIaHHS TpaHaTH, CTpLIb0a, B3aeMois 3 00’e€kTaMu (CiIaHHS B TEXHIKY, TOIIO),

3MiHa 103U, TOLIO.

SetPlayer(Player player)
.SetPlayer(player);
Input playerInput = player.PlayerInput;
actions = playerInput.Infantry.Buttons;

axes = playerInput.Infantry.Axes;

actions[InfantryActions.Jump] = (button) => { if (button) characterController.Jump(); };
actions[InfantryActions.Shoot] = (button) => {

gunManager. Shoot(GunType.main, button ? ShootingMode.turnSprayOn : ShootingMode.turnSpray0ff);

};
actions[InfantryActions.ShootSingle] = (button) =>
if (button) gunManager.Shoot(GunType.main, ShootingMode.single);

15

actions[InfantryActions. ThrowGrenade] = (button) => {
if (button) gunManager.Shoot(GunType.grenade, ShootingMode.single);
EH

actions[InfantryActions.AimAbove] = (button) => { if (button) AimAbove(!isAimingAbove); };
actions[InfantryActions.IgnoreLookPoint] = (on) => animatorController.SetAiming(!on);

axes[Axes.Horizontal] = (val) => { characterController.SetMovementAxis(8, val); };
axes[Axes.Vertical] = (val) => { characterController.SetMovementAxis(1l, val); };

Pucynok 3.19 - @parmeHT Koy 13 BCTAHOBJICHHSM JIiid, JOCTYITHUX TEPCOHAXKY

CtBopeHa cuctemMa BBOJAY J03BOJIIE 3pYYHO 3MIHIOBATH Ta JOAaBaTU i

NEPCOHAKAa Ta KHOMNKMU KOHTpoJiepa. ['HYUYKICTh [03BOJIIE CTBOPUTU CTOPIHKY

HaJalITyBaHb YIPABIIHHSI KOPUCTyBaya B MEHIO, 1100 TpaBellb caM 3MIT TPU3HAYUTH

YIOpPAaBIiHHS, SIKE HOMY JTIOBIIOJ00U.
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[Ipuknan CTpyKTyp AaHUX, L0 MICTATh BCTAHOBJIEHI KHOMKH Ta OCl JUJIs

BIJIMOBIHUX 1M TpaBis Ha puc. 3.20.

Pucynok 3.20 - dparMeHT KOy 13 BCTAHOBJICHHSAM KJIABIII Y BiMOBIIHICTH JisIM

gs<InfantryActions> infantryActionBindings =

{ InfantryActions.Shoot, MouseButtonChecker(@) },

{ InfantryActions.AimAbove, MouseButtonChecker(1) },

{ InfantryActions.IgnoreLookPoint, KeyChecker(KeyCode.LeftAlt) },
{ InfantryActions.ThrowGrenade, HeyChecker(KeyCode.G) },

{ InfantryActions.Jump, KeyChecker(HKeyCode.Space) },

{ InfantryActions.Crouch, KeyChecker(KeyCode.C) },

{ InfantryActions.EnterVehicle, HeyChecker(KeyCode.F) },

Q

{ TankActions
{ TankActions
{ TankActions
{ TankActions

0

ings<TankActions> tankActionBindings =

.Shoot, MouseButtonChecker(8) },
.ShootAdditive, MouseButtonChecker(l) },
.IgnorelLookPoint, KeyChecker(KeyCode.C) },
.LeaveVehicle, KeyChecker(KeyCode.F) },

ings<GenerallActions> generalBindings =

{ GeneralActions.Zoom, MouseButtonChecker(2) },

indings<Axes> axisBindings =

{ Axes.Horizontal, () => Input.GetAxisRaw("H 7
{ Axes.Vertical, () => Input.GetAxisRaw("Vertical"

MepCcoHaxa

Mexanika NpUIILITIOBaHHS Ta CTPUILOU MPAIIOE HACTYITHUM YHHOM:

e ['paBens Mae Kypcop (BEIHKUN Kpykedok, puc. 3.21), 3a JOMOMOTOIO SIKOTO
BKa3zye MEpPCOHAXy TOYKY MPUILITIOBaHHA B mpocTopi. (Touka € mepeTuHoM
MIPOMEHSI, BUMYIIIEHOTO 3 KaMEPU B HAMPSAMKY Kypcopa, 3 MeBHUM (I3UIHUM
00’€KTOM)

e ['paBerb, mpu yrpaBIiHHI MIXOTHHIIEM, MOKE CTPIISATH 3 aBTOMAaTa Ta KUAATH
TpaHaTH.

e VYmpaBistoud TAHKOM, BIH MOXE CTPUISITH 3 TapMaTH Ta KyJIeMeTa, aBTOIYIIIKH,
TOIIIO.
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e [lepconaxk HaMara€TbCsl MPULILTUTHCS 30POEI0 TMPSIMO B L0 TOUKY, SIKIIO 1€
JIO3BOJISIE€ 3pOOUTH HOTO aHATOMISI.

e [lin yac pyXy, XWUTaHHS TEpPCOHAXA CIPUUYUHSE BIIXHIEHHS 30poi Bif
HampsIMKy Ha If0 TOYKY, TOMY TOYHINIE MLITUTHCS CTOAYH abo B O3l
MIPUCIJIaHHS.

e [licnsa nepmoro nocTpiiy po3Ku 30poi 301TbITY€E€ThCS

e ['paBenp MOXXe€ HATUCHYTH TMpaBy KHONKY MHUII, 100 BU3UPHYTH 3-3a

YKPITUICHHS, @ TIOTIM CTPLISTH

Pucynox 3.21 - [IpurnintoBanHs mijg yac 0iry

[IpouenypHi aHimMalii ypi3HOMaHITHIOIOTh PyXH MEPCOHAXA - 32 TOIIOMOTOIO
HUX MOXKHa OKPEMO KepyBaTH YAaCTHHAMH Tija Ta MOEJHYBATHU PI3HY IMOBEAIHKY
NEPCOHAXKA SIK-OT MPHULIIOBAHHS Y PI3HI TOYKM Ta OJHOYACHO 3 LUM, OIr y pi3Hi
HanpsMkKu. J[o Toro x, Mo’kHa BUKOPUCTOBYBATH 1HBEPCUBHY KIHEMATHUKY, 1110 Oyae
00YMCIIIOBAaTH TOJIOKEHHSI KICTOK, 100 MEpCOHaX MIr TpUMAaTu 30por0 KiIbKOMa

pyKaMu, KOJIM BOHA MOBEPTAETHCA.
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Ha nactynHiit imrocTpariii MOeMo Mo0aYuTH, 110 MEPCOHAXK IIUIUTHCS B OJTHY
CTOpPOHY, a HIJKHS YaCTHHA Tijla HaIllpaBJieHa B iHIYy cTopoHy. [IporienypHa aHiMariis

TYT MOBEPTAE PYKHU Ta TOJIOBY MEpPCOHAXka, 00 BiH IUIUBCA Y 33JaHy TOUKY.

Pucynok 3.22 - [IpoueaypHa aHimaiiisi IpUIILTIOBAaHHS

[Iponenypna animallisi HaJlallITOBaHAa 3 PI3HUMM Baramu i Pi3HUX IS
OKpPEMUX YaCTHH TUJIa. 3MEHIIIEH1 3HaY€HHS BariB MOBOPOTY 32 KYpCOPOM Ma€ TiJIo Ta
rojioBa MEPCOHaXa, MO0 BUKOHYBAaTH HEMOBHMI MOBOPOT - SKIO KypcOp CHIIBHO
BIIXWJICHUI B1J HApsIMKY Briepen (Hampukian, 90 rpaayciB), TO rojioBa Ta TyJyo
MOBEPTAIOTHCA HA MEHIIHWNA KYyT TaK CaMo, SIK POOWTH JIFOJAMHA (PEIITY MOBOPOTY

BUKOHYIOTH 041). Pyku 31 30p0O€t0 MOBEPTAIOTHCS TOUYHO B HAMPSMKY KypCcopy.

3.2 Peanizaunis irposoro LI

Sk g BXe 3a3HAYMB y TOMEPEAHIX PO3/iIax, B MPOEKTI Oy/ie BUKOpUCTaHA
HelipoHHa Mepexa i peanmizanii mopeaiHnku NPC-mepcoHaxiB 1 ajs 1OTO

BUKOpHCTa0 TexHojoriro Unity ML Agents.
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Metoaom HaBuaHHS Oy HABYaHHS 3 MIAKPITUICHHSIM Ta iMiTaIliiHe HAaBYaHHS.
Kpim Toro, mig yac TpeHyBaHHS MoAeli Oy yTh 3Maratucs Mi>k co00ro (B KOMaH/1ax)
Ta CBOIMHA MUHYJIMMH BEPCISIMHU.

[NnepnapamMeTpu Mojielli Ta METOJy HABUaHHS CJIIJl HAJIAIMITYBAaTH y (aiimi
KOH(ITryparlii MOBeIiHKH, IKy BUKOPUCTOBYBAaTUME anropuT™ HaBuanHs ML Agents.

[Tpukiazn Takoro ¢ainy s HaBOKY Jai:

: Seeoe
1 2066
: 2080680

. 256

: 8666

Pucynok 3.23 - Kondirypaiiisi noBeiHKu areHTa
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3 mornepeIHbOr0 PUCYHKY BUIHO, IO PO3MIp MOJIEINi TIOBEIIHKH areHTa 3a/1aHa
gk 2 cioi Ta 128 nHelponiB y cnoi. ML Agents Takoxk HESBHO BUKOPHUCTOBYE IS
HelipoHiB QyHKIi0 akTHBamii SWish, To0To aprymMeHT, MIOMHOXECHHUN Ha CHHYC Bif
HBOTO XK.

AreHT nie, 0a3yrounMch Ha CBOIX 3HAHHSAX Ta COpuUiMaHiil iHQopmarii 3
HABKOJIMIITHLOTO CBITy. 3HAHHS areHTa MICTATHCS B MapaMeTpax Mojeii (Barax) Ta
nam’a1i (LSTM-enemenTax). Po3mip mam’sTi Ta Mojieni (KUIbKICTD IIapiB, HEHPOHIB)

BU3HAYAIOTHCS KOHQITYpAIli€lo MOBEIHKH.

CollectObservations(Ve or sensor)

if (me.Dead)

{
sensor.AddObservation(
return;

Form myTransform = character.ViewController.transform;
ger ammoManager = character.AmmoManager;
hasAmmo = ammoManager.TotalAmmo > O;

sensor.AddObservation(myTransform. forward);
sensor.AddObservation(rb.velocity);
sensor.AddObservation(hasAmmo) ;
sensor.AddObservation(ammoManager. IsReloading);
sensor.AddObservation(ammoManager. Ammo / 308);
sensor.AddObservation(ammoManager.GrenadeAmmo > 8);
sensor.AddObservation(me.HP / me.MaxHP);

Entity[] enemies = teams.FindClosestToMe(oppositeTeam, myTransform.position, enemiesBufferSensor.MaxObservations);

Entity closest = enemies.Any() ? enemies[8] : ;
enemyObjectsFilled = 8;
foreach (Entity enemy in enemies)

m target = enemy.transform;
targetPos = target.position + characterCenter0Offset;

if (!character.DolSeeEnemy(targetPos + characterVisionOffset)) continue;
relativeDelta = myTransform.worldToLocalMatrix * (targetPos — myTransform.position);
relativeDir = relativeDelta.normalized;
dist = relativeDelta.magnitude;

Vector3 angleDiff = Quaternion.FromToRotation(Vector3.forward, relativeDir).eulerAngles;

angleX = normalizeAngle(Mathf.DeltaAngle(®, angleDiff.y));
angleY = normalizeAngle(Mathf.DeltaAngle(8, -angleDiff.x));

[1 observation = { angleX, angleY, normalizeDistance(dist) };

Pucynox 3.24 - ®parmeHT Ko/1y OOYMCIICHHS 3HAYCHHSI CEHCOPIB areHTa
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B mporeci TpeHyBaHHS areHTta, alTOpPUTM HaBYaHHS (B MOEMY BHIIAJKy
anroput™ PPQO) Hamaraerscs ONTHUMI3YyBaTH METPUKY HAropoad (IOCSATTH
HAWBUIIOTO 3HA4YeHHs). ATEHT BHUKOHY€ [ii BIANOBIAHO 10 CBOET MOMEPETHBOI
MOBEIIHKY 3 JACSKUM BUITQJIKOBUM BIIXUJICHHSIM, 1100 JOCTIIUTH PE3yJIbTaT PI3HUX
BapiaHTIB MMOBEIHKH Ta BABHAYUTH, KA MOBEIIHKA € €(heKTUBHIIIOK. TaKiuM YHHOM,
SIKIIIO MPABWJILHO MMPU3HAYATH HATOPOIH 33 PE3yJIbTAT il areHTa, BiH MOYHE BYUTHUCS
MOBTOPIOBATU Ta MOKpAIlyBaTH HAWIIMIIUNA OTPUMAHUU pe3ysibTaT. 3BICHO, areHT
HABYAETKLCS JIMIIEC HA €Tall TPEHYBaHHS, & B TOTOBOMY irpOBOMY 3aCTOCYHKY Oyje
3aCTOCOBYBATHCSA BXKE€ IOTOBa HaTpeHOBaHa Mojenb. Tak mpaitoe Outbimicts LT
pilieHs B pi3HUX cepax iHPOpMAIIHHUX TEXHOJIOTIH, Hampukiaa, Bigomi GPT-

MOJIEJ1 - BOHM € 3a3/1aJI€T1/Ib HATPEHOBAaHUMHU.

OnMeDied(Entity attacker)

if (attacker == world) return;

AddReward(-0.2f);

onSomeoneKilled(Entity wvictim)

if (victim == me || victim.team != oppositeTeam) return;

AddReward(e.uf);

OnEnemyDamaged(Entity victim)

AddReward(©.uf);

AddReward(e.4f * Mathf.Clamp@l((victim.transform.position - me.transform.position).magnitude/uef));

OnHeal()

AddReward(e.uf);

Pucynok 3.25 - @parMeHT KoJly BUJaul Haropoj areHTy
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Haroponu 3a BOMBCTBa Ta TOKapaHHS 3a CMEPTh CTUMYJIOIOTH areHra
BUKOHYBaTH €eKTUBHI il BeJAeHHs 0010. Haropopa 3a criujibHy mepemMory 3MyIyrTh
areHTIB JISTH K KOMaH/A.

KpiM BkazaHuX Haropoja, s [0/JaB areHTy TMOKapaHHsS 3a KOXEH KaJp
CUMYJISIT, 00 MOKapaHHSA aKyMyJIIOBajIOCh 3 YacOM. TakuM YHHOM areHTH Kparie
CTapaTUMYTbCA BUKOHATH €M130]] TPEHYBAHHS SKOMOTa IIBHIIIE, 100 HEe BTpayaTH
OoTpuMaHi Haropou. Takox OyJiu 0/1aHi HArOPOIY 3a TOUYHE HABEJACHHS Ha LUIb Ta
MOKapaHHA 3a HENPaBWIbHUM HaMpsIMOK MPUIIIIOBAHHSA, 100 NPUIIBUALIUTH
HAaBUYaHHS Ha paHHIX eTamax, NpoTe s iX BUMHKAI0 NP MOJAIBIIOMY HaBYaHHI.
Haropopna 3a Burpari HafjaeThCsl BC1ii KOMaH/Ii areHTIB, 100 CTUMYJIFOBATH KOMaH]THY
rpy.

BaxxnuBo B JTaHOMY ITPOII€C] TAKOXK JIMIIUTH ar€HTy MPOCTIP JIsl CAMOCTIIHOTO
PO3BUTKY Yy PI3HMX HalpsMKax - HE OOMEXYyBaTH HOTO TMOBEIIHKY BEJIMKOIO
KUTBKICTIO YMOBHHX Haropoj Ta MmokapaHb, a JaBaTH HArOpoOJu caMme 3a pe3yJbTarT.
[Hakie koj BUga4l HAropoJ Majo YMM BIIPI3HATUMETHCS Bl BPY4YHY MPOMUCAHOL
MOBEAIHKH, 1 TOMY ceHcy 3actocyBaHHs LI He nunThCS, 60 areHT ONTUMI3yBaTHME
CBOIO TTOBEJIIHKY TIiJ] 33]]aH1 YMOBH, a HE T1J] TOJIOBHY IILJb Ta i pe3yJIbTar.

Hanpukmnan, B Xoai HaBYaHHS MOKE BUSBUTHUCH, 1[0 HaBEACHHS MEPCOHAXKA
OpsIMO Ha HAHOMMKYY IUIb HE 3aBXK]M € Halle(EeKTUBHIIIUM CIIOCOOOM MEPEMOTH.
Hampuknaz, ehekTUBHIIIIMM MOKE CTaTH CTPUIH0A MO CYyMPOTUBHUKAM 3 HAMEHIIIO0
KUIBKICTIO 3J10pOB’s (1100 MIBHUIIIE yCyBaTH HEOE3MEKY), HABITh AKIIO BIH CTOITh
1032 CBOIMU O1JIBIII 3I0POBUMH YYACHUKAMH KOMaH/IH.

[Ile omHUM TIPUKIIATOM € TIPUIILTIOBAHHS BrOPY BiJl CyPOTUBHUKA Ta KUIAHHS
rpaHaTH Ha BEJUKY BiJICTaHb, IO JI0O3BOJIHMTH MEPEKUHYTH MEBHY mnepemkoay. Came
TOMY HE CJ1i1 0OMEKyBaTH areHTa KOHKPETHUMH HAaropoiIaMu Ta TOKapaHHSIMU 3a i,
a Kpallle 1aBaTh Haropoad 3a caM pe3yibTat. [IpoTre, Taki Haropoau Bce XK MOXKHA
BUKOPHCTOBYBATH Ha PaHHIX eTarmax HaBYaHHS, II00 HOTro MPUIBUIIINATH.

[IpuknagamMu KpeaTMBHOI TIOBEIIHKH areHTa MOXY HABECTH HACTYIHI

imoctparii (puc. 3.26, puc. 3.27). Ha HEUX MO)XHA NMOOAYMTH OJIHE 3 CEPEIOBUIII

3m.

Apk. Ne nokym.

ITinnuc

JHara

[AJI11.467200.003 113

Apk.

65




TPEHYBaHHS areHTIB, SIK1 sI CTBOPUB. TyT HasBHI OKOMU Ta MEPEIIKOIH, Cepell SIKUX

arcHTHU IMOBUHHI HAaBYMTHCS BOIOBATH Ta nepeMaratu CYHpOTHBHI/IKiB.

Pucynoxk 3.26 - AreHTH BU3UPAIOTh 3 YKPUTTS Ta CTPLISIOTH 110 CBOEMY

CYNPOTUBHUKY

ATeHTH BMIIOTh XOBAaTHCS 3a MEPEIIKOJaMH, 1100 B HUX OYyJIO CKIIQTHIIIE
MOTIacTH - 11e 30uIbmye iX edextuBHiCTh. Ha puc. 3.27 oquH 3 areHTIB XOBAETHCH,
mo0 HE OTpWMaTH TOKApaHHS 3a CMEpPTh. TaKy IMOBEIIHKY S YCYHYB, IOIaBIIH

IIOKapaHHs ar¢HTaM 3a HpOBeI[eHI/Iﬁ dac I'pH.

Pucynok 3.27 - AreHTH XOBalOThCs Ta OUIKYIOTh CYIPOTHUBHHUKA

Apk.
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JIJist 3MEHIIIEHHSI HaBaHTAXKEHHSI Ha JIOKAJbHY MAIIUHY, S J0AaB CIPOLIEHI
MO/IeJIi MEPCOHAXKIB, 0O MaTH 3MOTY HAaBYaTH BEJIMKY KIJIbKICTh ar€HTiB OJHOYACHO.
Ha puc. 3.28, 3mpaBa MokHa moOaYUTH TpaHATy, SIKY YCIHIIIHO 3aKWHYJIa YepBOHA

KOMaH/1a, BPe3yJIbTaTi YOT0 0Jipa3y 3HHUIIUIA IeKIbKa CUHIX TPaBIIiB.

Pucynox 3.28 - Komannuuii 6iif areHTIB

[Ticys bOTO CHHS KOMaHJ1a POOUTH CBOIO cripoOy (puc. 3.29).

Pucynok 3.29 - Kunanus rpanatu areHTamMu

Apk.
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s 30upaHHs JaHUX JUIs1 IMITAIIHHOTO HaBYaHHS Ta KJIOHYBAHHS MMOBEIIHKH
ML Agents 103BoJisie BUKOPUCTATH KOMIIOHEHT 3aluCy JEMOHCTpaIlli MOBEIIHKH

areara - Demonstration Recorder.

v Al View Controller (Script)

v Vision Manager (Script)
yer Input (Script)

v Demonstration Recorder

Pucynox 3.30 - KommoneHT 3ammcy aemoHctpartiii arenta ais ML Agents

[1ix yac 3anucy AeMOHCTpaIlli, 1 BAKOHYIO POJIb areHTa Ta «II0Ka3yto HoMYy, K
cebe ¢t moBoAUTHY. TOOTO MpocTo 30uparo JaHi AJid JaTaceTa MOBEAIHKY.

Pucynox 3.31 - B3arTs Ha cebe posi areHnTa 11 3a1ucy IeMOHCTpaIlii

TpeHyBaHHs areHTIB s BUKOHYIO OJIHOYACHO B 0araThOX CEpEeIOBUINAX, III0
CYTTE€BO MPUIIBUIIIYE mporiec. Hukde s Hamaro MpUKIa] TPEeHYBaHHS arcHTIB

CTp1IK01 MO LUISIM OJTHOYACHO B 16 cepeioBUIIIAX.

Apk.
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Pucynok 3.32 - CepenoBuiiia TpeHyBaHHS areHTIB

3 MeToro HaBuaHHs Mozened Unity crinkyerbes 3 Tpenepom ML Agents, 1o
BUKOpucTOBYEe Pytorch. IlpuwifHATTS pimeHp areHTa IIiJ 4Yac Ta 3a MeEKaMH
TPEHYBaHHS OOYMCIIOETHCS 3a JOMOMOIOIK MEXaHi3My HIPUMHATTA pIIEHb -

Barracuda.

B Administrator: Windows Power®

PS C:\Users\YAGoOaR\Projects\Project BAVOVNA> mlagents-learn.exe Competitive9
AgentBehaviour.yaml

IIII

ﬁm\ iy ‘ ‘ ilhl "ﬂ}w ]|'

Ll

I]I]] (1L L ]

W
'IHl'I'I'I

Version information:

ml-agents: ©.29.0,

ml-agents-envs: ©.29.0,

Communicator API: 1.5.0,

PyTorch: 1.7.1+cull@
[INFO] Listening on port 50@4. Start training by pressing the Play button in the Unity Editor.
[INFO] Connected to Unity environment with package version 2.6.1 and communication version 1.5.0

[INFO] Connected new brain: InfantryAgentBehaviour?team=1
[INFO] Connected new brain: InfantryAgentBehaviour?team=6
meters for behavior name InfantryAgentBehaviour:

Pucynox 3.33 - Buriisii KOHCOJIBHOI IpOrpaMu HaBYaHHS areHTiB

Apk.

IAJII1,467200.003 T13 59
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3.3 Po6oTa Hax onTuMizanieio rpu

Sk 51 B’Ke TOBOPUB paHillle, OAHIEIO 3 MPUYUH BUKOPUCTAHHS 3pO0JIEHUX MHOIO
BpyuHy 3]] Mozenell € KOHTpOJb Haa iX CKiIamgHicTio reomeTpii. Komu po3poOHuK
BUKOPHUCTOBYE 3aIll0O3UYCHI MOJIEJi, BIH MOXE€ HEHAaBMHCHO OOpaTH BHUCOKOSKICHI
MOJIeNl, SIKI CHJIBHO HaBaHTaKyBaTUMYTh TpadiyHUIl mpouecop - 3 MLi€i MpUYuHU
CTpaKJa€ ONTUMI3AIlIS JEIKUX ICHYIOUUX 1rop.

OTxe, EPIIMM METOJIOM, IO 5 3aCTOCOBYIO, € cTBOpeHHs low-poly moxeneii -
HU3BKOIOJITOHAIBHUX MOJIEJe 3 BIJHOCHO MaJIOK0 KUIBKICTIO TE€OMETpii, sKa
BUKOPHCTOBYE MaJIO PECYPCIB BIICOKAPTHU 1 MPHU I[OMY MIAXOAUTH Mij Bi3yaJbHUMN

CTHJIb I'PHU.

Pucynox 3.34 - [TopiBHSIHHS MOE€T TTPOCTOT MOJIEITI Ta BUCOKOACTAII30BaHOT

MO1eJI1, 3p00JICHOT 1HIIIOO JIFOIUHOIO

BucokogeranizoBaHi  MoOJell  MOXYTh  3aCTOCOBYBAaTHCh  pa3oM 3
BukopuctanusM texHosorii Level Of Detail (LOD) sk nepiwuii piBeHb JeTasizailiii,
IpOTE€ BCEOJHO NOTPEeOYyBaTUMYTh TMOTYXHUH KoMIT'totep st rpu. Yacro
HaJalmTyBaHHs Tpadiku y irpax BIUIMBaE Ha PIBHI JeTami3alii Ta CKJIaJHICTh
reoMmeTpii irpoBux 00’ekTiB. [IpoTe, CTBOpPEHHS Opa3y HU3BKOMOJITOHAIBHUX

MoJieJiel € 3HaYHO MPOCTIIINM PIIIEHHAM IS IMIUIEMEHTAIli, TOMY 5 Horo oOpas.

3m.
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JlpyruM MeTo1oM, IO s 3aCTOCOBYIO, € came TexHosoris Level Of Detail.

Pucynok 3.35 - PiBHi neranmizariii nepeBa

Monens aepeBa 3MiHIO€ KUTBKICTh MOJIITOHIB Ta BPEIITI PEIIT NePETBOPIOETHCS

Ha IJIACKy KapTUHKY, IO Mipl BiJIaJIeHHS KaMmepu Bij Hei. JIJis 1IbOTO sI CTBOPIOBAB

Ta CHpOIIYBaB MOJETH JE€PEBA, a MOTIM pOOUB peHAEp HOTO BHUTIJISAY K KapTUHKY

(billboard). Binbopa BigoOpaxaeThCs 3a JOMOMOTOIO CIEIiaIbHOTO Iekiaepa. Pemry

pobotu BuKOHYE TexHojoris Unity LOD.

Takum YMHOM MOHA JAeTalai3yBaTH OJIU3bK1 A0 rpaBlsi 00’ €KTH 1 36KOHOMUTH

Ha JeTaysx 00’€KTiB, sIKi MepCcOHaX OauuTh BaanuHi. lle gy’ke 3HAYHO €KOHOMUTH

pecypcu BimeokapTu. Taky naetamizaiiro CJIijJi TaKOXX 3aCTOCYBaTH JO0 TaHKa Ta

MEPCOHAXIB, KOJIM MacmTad MpOeKTy 30UIbIINTHCA (3apa3 B I[bOMY HE Tak 0ararto

ceHcy, 00 OJHOYACHUX TEPCOHAXIB Ta TEXHIKM Ha ITPOBIM KapTi JaJIeKo HE Tak

0araro, siK IepeB, TOMY BIUIMB Ha ONTUMI3al1I0 MiHIMAIbHUN).

3Mm.

Apk. Ne moxym. MMignuc
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BUCHOBOK 10 PO3ALT1Y 3

B npomy po3aini Oyno omucaHo Xij poOOTH HaJl IMPOEKTOM - peasizalliio

ITPOBUX MEXaHIK, CTBOPEHHS IrPOBOrO KOHTEHTY, OCOOJMBOCTI 3aCTOCYBAaHHS

MAallIMHHOI'O HAaBYaHH:A Ta p060Ty Hanqg OHTI/IMiSaHi€IO I'pu.

CTBOpeHHﬂ KOHTCHTY IOJIATAJIO B MaJTIOBaHHI1 TCKCTYP, MOI[CHIOBaHHi

NEPCOHAXIB Ta TEXHIKH, PITMHTY, aHiMamii. [3 CTBOpeHUM KOHTEHTOM OyIio

HaJIAIITOBAHO IrPOB1 CIIEHH, Ha SKUX MPOBOAUTHCS Oi Mik rpaBmem Ta IIII-

TIepCOHAKAMH.

3a gonomoroto pymris Unity Ta MoBu nporpamyBanns C# Oyiio peaiizoBaHO

ITpOBI MEXaHIKM TPUIILTIOBAaHHS TepcoHa)xa (30Kpema, 3 YKPUTTHA), BOJIHHS

TEXHKIKH, pyXy Ta CTpUIbOU 3 Pi3HOI 30poi, TOILIO.

3a pomomororo texHosorii ML Agents Oyio CTBOpeHO MOENb MOBEAIHKU

arciTa Ta HAaBYCHO MOJACJIb 3a AOIIOMOTIOI0 MCETOAY HaBYaHHA 3 HiI[KpiHJ'IeHHHM,

IMITaIliHHOTO HABYAHHS Ta KJIOHYBaHHS ITOBEIIHKH.

3m.
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PO3/I11 4. OTJISIJI TA TECTYBAHHS PO3POBJIEHOIO
MPOAYKTY

4.1 Orasja po3po0JieHol rpu

3amyCcTUBIIM ITPOBUM 3aCTOCYHOK, IICJIS 3aCTaBKM KOPUCTyBad OaduTh

TOJIOBHC MCHIO I'pH.

Pucynox 4.1 - 'onoBHE MEHIO TpU

KopuctyBau Moske mouyaTu rpy, BIAKPUTH HaJAIITyBaHHS 3BYKY/YNpPaBIIHHS
abo BuWTH 3 Tpu. ['pa cKIamaeThcs 3 NEKIIBKOX PIBHIB, MiJI YaCc MPOXOKCHHS
KOXKHOTO 3 SIKMX, IIIJUTFO TPABIlS € 3alHATH MO3UIIIT CYNMPOTUBHUKA, 3HUIIUBIIM a00
BUTICHUBIIM CYNPOTHBHHKIB. ['paBellb MOXe IITypMyBaTH MO3uLii, Oyay4u
NiXOTHUHIIEM, a00 Kepyroun TankoM. Ha puc. 4.2 MoxeMo mobaunTu npuKiIaa Takoi

MMO3UII].

Apk.

3m.
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Pucynok 4.2 - Ilpukinaj no3uiiiid CynpoTUBHHUKA - TPAHILET

[lepconaxk MOke Ci1aTh B HassBHY OpOHETEXHIKY Ta BUJIa3uTH 3 Hel. st iiporo
rpaBelb TOBUHEH HATUCHYTH BIAMOBIHY KHOIKY KOHTpoJiepa (4u KiaBiaTypu). 3a
3aMOBYYBaHHSIM, 11€ € KJaBima «F».

3ami3my B TaHK, TPaBellb MOXKE KepyBaTH OalliTOI0 Ta KyJIEMETOM IrpOBHM
KypcopoM (BeJUKHI Kpy>kedok). [loTouHuii HampsiMOK TOJIOBHOI 30pOi BiIMIYEHO
MaliuM KpyxkedkoM. ToOTo, Tak caMo, SIK 3 MIXOTHHIIEM, IO OyJI0 ONHCAaHO B
nomepeTHbOMY PO3/iIl Ha eTari po3poOku. CTpiinbpba 3 TOJIOBHOI 30p0i BUKOHYETHCS
BHACIIIJIOK HATHUCKaHHS JIIBOT KHOINKHM MUIII 3a 3aMOBuYyBaHHsSM. [lis kynemerta -

IIpaBa KHOIIKa MHIII 3a 3aMOBYYBaHHSM.

Pucynox 4.3 - Ctpinb0a 3 rapMaTH TaHKa MO YKPITIICHHIX

Apk.
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CHapsi TaHKa, BIIYYUBIIU B 3€MJII0, MAa€ BUZHAUCHUMN pajilyc Aii, B SKOMY BCIM
irpoBuUM 00’€KTaM, IO MalOTh KOMIOHEHT ENtity, HaHOoCHTBCS IHIKOAA. 3ragaHuit
KOMITOHEHT I CTBOPUB 3 METOIO JOJIaHHS CHCTEMH 3JI0POB’S TIEPCOHAXaM Ta 1HIITAM
00’ €exTaM.

Kynemer HaHOCHUTD MIKOTy 00’ €KTaM JIMILIE IPU MPSIMOMY TIOTaJaHHI.

Pucynox 4.4 - Ctpinn0a 3 KyjeMeTa TaHKa 1Mo yKPITJICHHSX

HOI[i6HO KYJCMCTY TaHKa, aBTOMAT HiXOTI/IHI_[H 3dBJla€ NIKOAY JMLIC IIPpH
npAaAMoOMYy BJ'Iy‘-IeHHi B HiJ'II). H_[KOI[a, 3aBJJaHa aBTOMAaTOM Ta 1IOro TOYHICTB € MCHIIOIO,

HIXK BIJMOBIJHI TapaMEeTPH B KyJIEeMETa TaHKa.

Pucynok 4.5 - Ctpinp6a 3 aBTOMaTa M0 yKPIMJIEHHSIX

Apk.
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[Ipore, B mixoTuHIA € cBOi nepeBaru. [lo-mepiie, BiH € MEHII TTOMITHOIO Ta
MIPIOPUTETHOIO IIJUTIO, a MO-APYTre, BIH MOXKE 3aCiJIaTh B TPAHIIIESAX Ta OKOIaX 1 BECTU
BOTOHbB 3 HUX.

3HaxoAsM4KMCh B TpaHILEi, I'paBellb MOXKE MIJHIMATA aBTOMAT Bropy, IO
JT03BOJIUTH HOMY CTPUIATH Yepe3 YKpUTTA. KHOMKOIO MaHoi ii 3a 3aMOBYYBaHHSIM €

npaBa KHOIIKA MUIIII.

Pucynok 4.6 - Biit B Tpanmiesx

I'paBenp, 5K 1 1HII TIXOTHHIN, MOXE KuaaTu rpaHaty. KHomkoro naHoi aii 3a
3aMOBYyBaHHsIM € kiagitna «Gy. lami (puc. 4.7) s HAaBOPKY NMPHUKIIA KHIAHHS TaKoi
rpaHatu. fIk irpoBa yMOBHICTh, TpaHaTa Mae OUIUi Tpacep, 100 i OyJio mpocTile

no0aUUTH.

Apk.
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Pucynok 4.7 - KuganHs rpaHat B CylIpOTHUBHUKA

Ha puc. 4.8 - pesynapTar KUJAHHS TpaHaTH - BHOYX Ta 3HUIIECHHA

CYIPOTHBHUKA.

Pucynok 4.8 - CynpoTUBHHK 3HUIIIEHUN TPAHATOIO

[[Ixoma, HaHECeHa TPaHaTOl0, 3aJICKUTH BiJl BIICTAaH1 IEPCOHAXKA 710 BHOYXY.

Apk.
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4.2 TectyBaHHs iHTepdeiicy rpu

J1ist 3aBepIieHHst poOOTH, CIIIJ] MPOTECTYBATH CTAHU MTPOTPAMHU, JI0 SIKUX MOXKE

nepeiti kopuctyBad (auB. JlomaTok 3), mo0 OyTH BIIEBHEHUM, IO 3aCTOCYHOK

IIpanro€ KOPEKTHO.

[lepuinmM, Bke BiJIOMHUM CTaHOM € TOJIOBHE MEHIO TPU.

Project Offensive

L/

Pucynox 4.9 - Ilepexin 10 HajalTyBaHb

CripoOyemMo mepeiT Ha CTOPIHKY HaJaIITyBaHb:

S
Settings

Pucynox 4.10 - [Tepexia 1o HaamTyBaHb TpU

3Mm.
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TyT My 6a4nMO CTOPIHKY HAJIAIITyBaHb TPH, Ta MOMKJIMBOCTI HaJaIlITyBaHHS
aynio abo ynpasmninHs. [lepexogumo 1o HanmamrtyBaHb ayzio. [lopyxaBuiu crnaiaep

Ha CTOPIHIII, MOKHA MTOOAYHTH, 0 BiH MPAIIOE 1 PETYJIIOE TYYHICTh 3BYKY.

Audio settings Audio settings

Pucynok 4.11 - HanamtyBanss ayaio

3BIZICH MOKEMO TOBEPHYTUCS B HAaJAIITYBaHHS TPU 1 BIIKPUTH CTOPIHKY

HaJallTyBaHb YIIPaBIiHHS.

———

Controls settings

Infantry controls

Pucynok 4.12 - HanamtyBaHHs ynpaBIliHHS

Apk.
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3Bijick MOXHa TIOBEpHYTHCS 10 MEHIO HaJalliTyBaHb Ta TOJOBHOTO MEHIO.
[Ipote, Mu ix Bxke OauniIM, TOMY UIIOCTPYBATH 3HOB s HE Oyay.

3 MEHIO IpH KOPHUCTYBad MOYKE HATUCHYTH KHOIIKY BUXO/1y. B TakomMy BUTIaIKy
nporpama 3aBepIly€eThCs 3a T0moMororw Bu3oBy Gynkiii Application.Quit().

[Tpn HaTuckaHHi KHONKH «Play», BITKpHUBa€ThCS HACTYIH a CTOPIiHKA, IO

JI03BOJISIE€ 3aBAHTAXUTU OOpaHUil PiBEHb.

Pucynox 4.13 - MeHto BUOOpyY piBHS

Komnu xopuctyBau poOuTh BUOIp, 3aBAHTAKYETHCS BIMOBITHUMN PIBEHB TPU.
B npotieci rpu, KOpUCTyBad MOKe€ HATUCHYTH nay3y. Lleil cran BUrisgae HaCTyTHUM

YHUHOM:

Pucynok 4.14 - Ctopinka nay3u rpu

Apk.
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AHAJIOTIYHO JI0 TOJIOBHOTO MEHIO, MOXKHA BIIKPDUTH HajallITyBaHHs. Takox

MO’KHA IOBEPHYTHUCS JI0 TOJIOBHOT'O MEHIO, 00 TPOJIOBKUTH TPY.

Pucynok 4.16 - CropiHka HaJamTyBaHb ayJio IiJ 4ac nays3u

I3 3aranpHUX HaNAMITYBaHb MOKHA BIIKPUTH HAJIAIITYBAHHS YIIPaBIiHHS a00
aynio. Ha manronky BuIlle, HAMpUKIIaJl, CTOPIHKA ay/Ii0, BIAKPUTA IMi/1 Yac may3u.
Otxe, Oyysio pO3MJISTHYTO BCl CTaHW IrpoBoro iHTepdeiicy cucrtemu. Bonu

BIJIMOBIJIAIOTh CXEMI y IOJATKy 3.

Apk.
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BUCHOBOK J10 PO3ALT1Y 4

B 1mpoMy po3zaini OyB 3poOjieHH KOPOTKHMW OIJIS[ CTBOPEHOI TI'pU Ta
nepeBipeHo poOOTy JOMaHMX MeXaHiK Tpu. Takoxk OyJo mepeBipeHO poOoTy
1HTEepdeiicy KopHucTyBaua, a came TOJIOBHOTO MEHIO, Iay3u Ta iX CTOpPIHOK. B
MOTOYHUX BEPCisiX Mporpamu HemepeadayeHoi MOBEIIHKM HE BHSBJICHO, OO BOHA
onpa3zy Oylia BHUIpaBJICHA 1 JOBEACHA A0 3aAyMaHHOi, MO Mipi 3HAXOJKEHHS
HEBIIOBIIHOCTI MK HasIBHOIO Ta IIJILOBOIO.

[IpoTe 11€ HIKOJIM HE O3HAYaE, 110 HEAOJIKIB 30BCIM HeMa. K 1 B Oyb-sIKOTO
MIPOEKTY, pO3pOOHUK Ma€e 0OMEKEH1 PECYpCH — Yac Ta TPoIlli, PO3Mip KOMaH/IH, TOIIIO.
Tomy macmTa® Ta MOMYJSPHICT TPU YACTO BUSBIISIIOTHCA KPAIIMMHU Y BEJIUKHUX
KOMaH/1. AJie ICHy€ TaK 3BaHa KaTeropis 1H1-1rop, 110 3aBXK/I1 Ma€ CBOIO ayJUTOPIIO.
Taki irpu po3poOJISIIOTECS MaJOK KOMaHJI0K0, abo K OJHUM PO3POOHUKOM Ta
3a3BUYall € HEBEJIMKHUMHM, ajieé 4acTo LIKaBUMHU MpoeKTaMu. OCKUIbKH €IUHHUM
PO3pPOOHUKOM TPH € 5, TO MOSI Tpa HAJIEKUTH JIO JaHOI KaTeropii. Y MOpiBHSHHI 3
TaKUMH ITpaMH, 3 JIOCBIly MOXKY CKa3aTH, IO MPOEKT Ma€ BEIMKI MEPCIEKTUBU
MOAAJBIIOL PO3POOKH.

3BUYAlHO, CTBOPEHY TPy BXKE MOXHA BBAXATH TOTOBUM IMPOJYKTOM, MPOTE,
BOHA MOXe 1 OyJie MaTH NMoAaJIbIIMK po3BUTOK. Hanpukian, 1o1aHHS HOBUX PIBHIB
30UIBIIUTE 00’ €M TEUMIUICIO TPH, a JI0JaBaHHS HOBHUX BHUJIB TEXHIKU J03BOJIUTH
IpaBIsIM BUKOPUCTOBYBATH OUIBIIE PI3HUX IIKABUX TAKTHUK, 1100 IPOUTH PIBEHb, a
TaKO0X PO3IIUPUTH ITPOBY ayAUTOPIIO.

UYepes 3acToCyBaHHS HOBUX TEXHOJIOT1H MpH po3poOIll MHOIO TPH, KOMEPIIiiHI
MPOCKTU-AHAJIOTH, [0 BUKOPUCTOBYIOTh HEMPOHHI MEpeXi B MOAIOHHUX IIJISAX 1 MIPU
[IbOMY MalOTh CIJILHUM skaHp (IIyTep), BIACYTHI. BapTo 3ayBa)kuTH, 1110 € aHAIOT14H1
3aCTOCYBaHHS areHTIB y PI3HUX MOAUQIKAIISAX ICHYIOUUX 1TOP, aje iX 1 He BPaXxOBYIO,

00 opuriHajibHa Ipa HE BUKOPUCTOBYBala HEUPOHHI MEpEeXi, TOMY HE MiJJsrae
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posrasiny. Came ToMy Ipa MOXe OyTH BHJUICHA 3-TIOMIXK I1HIIMX KOHKYPEHTIB

HECTAHJAPTHUM IIJIXOJAOM JO0 peajizallii CyNpOTHBHHUKIB Yy Tpl, IO 3alliKaBUTh

KOpHCTyBada. [HIIOI0 BaroMoio OCOOJUBICTIO € BIACHOPYY CTBOPEHMI Bi3yalbHHIA

CTWJIb TPU Ta KOHTEHT, a TAKOXK yBara, pu/ijeHa MpocTiii, aje, Ha MO0 Cy0’ €KTUBHY

OLIIHKY, KpacuBiil rpadir.
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BUCHOBKH

B nporieci HanucaHHS TUTIIIOMHOL poOOTH OYJI0 CTBOPEHO KOMIT IOTEPHY TpYy.
Bona HalexuTh 10 JKaHPY LIyTep Ta Ma€ IrPOBI MEXaHIKW, MpUTAMaHHI JaHOMY
*KaHpy. BianmosigHo 10 GyHKIIIOHAIBHUX BUMOT, TaKOXK OyJia peaii3oBaHa IOBE/IIHKA
NEPCOHAXIB-CYNEPHUKIB Y TPi.

[Tepen mouaTkoM po3poOKu, OysI0 3pOOJIEHO OIS MPEAMETHOI 00iacTi Ta
ICHYIOYUX pillleHb. PO3MISIHYTI 1CHYIOYl 3aCTOCYHKH S JIOCHTIIMB Ta BU3HAYUB iX
nepeBard Ta HeNONIKU. Tako OyJo BUAUICHO IUTIOCH Ta MIHYCH BUKOPHCTAHHS
pi3aux meroaiB L. O6panumu MeTogaMu HaBYaHHS areHTIB OyB METO/T HABYaHHS 3
migkpimennsam, a came PPO, sk HaifGinbln yHiBepcanbHMii Ta cTabinpHuit. Foro
HEJ0JIIK B TOTPeO1 BEJIMKOI KUIBKOCTI 3pa3KiB KOMIIEHCYBABCSI CTBOPEHHSIM BEJIUKOL
KUIBKOCTI MapaielbHUX TPEHYBaJbHUX CepeoBHIL. J{01aTKOBO OyJ0 BUKOPHCTAHO
IMITallliiHE HaBYAaHHS Ta KJIOHYBaHHS MOBEIIHKH, 00 MPUIIBUIIINTH TPEHYBaHHS
Ta HAJaTH MOBEIHII areHTa 03HAKHU TPH JIFOAUHH.

OcHOBHUH ITPOBUIM KOHTEHT — TEKCTYPH, MOJIEII1, aHIMAIIli 1J1s1 CBO€ET Ipu, OyJII0
CTBOPEHO BJIACHOPYY 1 3acTOCOBaHO Juis 1boro iHcTpymenTn Adobe Photoshop ta
Blender. B pesynbraTi OTpMMaHO HHM3BKOIOJITOHAIBHI MOJAETI 3 HaKIaJCHUMHU
TEKCTypaMH, 1110 A00pe MiAXOASITh CTHIIIO HABKOJIMIIHBOTO CEPEIOBHILIA.

IrpoBuM pymiiem Oyio oopano Unity, Hacammepe sik ABUTYH, IO € HAHOUIBIIT
3pyuHuM s peamizamii irposoro III, 6o mae texnomorii ML Agents ta Unity
Barracuda, a Takok, Ha MOIO TyMKY, € HAWOLJIbIII MPOCTUM B OCBOEHHI Yepe3 Te, 10
Mae 0e37114 HaBYaJIbHOTO MaTepially Ta BeJIUKY ciyibHOTY. MoBa C# Gyna oOpaHa, sk
€IMHA TaKa, 1110 MiATPUMYEThCS CydacHOI0 Bepciero Unity.

[3 BUKOpPHCTaHHSM CTBOPEHOTO KOHTEHTY Ta IrpOBOTO pyIris, OyJo
noOyI0BaHO IrpOBI KapTH (CIIEHH ), IO € CEPEIOBUIIIAMU JIJIsl TPU KOPUCTYyBaya Ta/abo

[III-arenTis.
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BuxopuctoByroun o0pani Meronu, s HaBuuB Il areHTiB BHUKOHyBaTH
IOCTaBJICH] LIl — 3HUILYBAaTH MEPCOHAXKA-TPaBLs, 3aXOIUIIOBATH M yTpUMYyBaTH
CTpaTeriuHi MO3MIIil Ha IrPOBil KapTi.

Takox rpa mae rojoBHe MEHIO, CTOPIHKY Iay3H Ta HAJAIITyBaHHS IpHU, L0
3aJI0BOJIbHSIE BIATIOBITHY BUMOTY.

Buninenns mnpoekTy cepel KOHKYpPEHTIB 3a0e3MeuyroThCsl YHIKAIbHICTIO
niaxoay Ao iMmiemenTari irpororo I Ta BisyanbHum ctmiem rpu. [lepcnektuu
MOJabIIol PO3pOOKH 3a0e3MeUyIOThCS BAJIOK TUIATGOPMOIO ISl CTBOPEHHS
KOHTEHTY Ta IMPOCTOPOM JUIsl PO3BUTKY (QYHKIIOHATY, IO MOXE OyTH 3pydHO
NOJTaHUM 3aBJSIKA CTBOPEH1N CHUCTEMI.

[IpoekT 3amoBONBHSE BCi MOCTaBJEHI (YHKIIOHAJIbHI BUMOTH, SIKI OyiH

MOCTaBJICHI B pOOOTI.
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// Player.cs
using UnityEngine;
using static PlayerInput;

// AGBCTpaKTHMIA Knac rpasud
public abstract class Player : MonoBehaviour

{
[SerializeField] protected PlayerInput playerInput;
[SerializeField] protected Spawner mySpawner;
[SerializeField] protected ViewController viewController;
protected Controllable character;
public PlayerInput PlayerInput { get => playerInput; 1}
// TIpu3Ha4YeHHa MNepcoHaka rpasuw
public virtual void SetCharacter(Controllable character)
{
this.character = character;
character.SetPlayer(this);
switch (character)
{
case Tank tank:
playerInput.Tank.Buttons[TankActions.LeaveVehicle] = (button) => {
if (button) character = LeaveVehicle(tank);
i
break;
case Infantry infantry:
playerInput.Infantry.Buttons[InfantryActions.EnterVehicle] = (button)
=>
{
if (
'button
[ !C
viewController.RaycastItem(out GameObject obj)
&& obj.TryGetComponent(out Hull hull)
&& TryEnterVehicle(infantry, hull.Vehicle)
)
) return;
character = hull.Vehicle;
i
break;
}
}

// BUMKHEHHS ynpaBniHHA NepcoHama
public virtual void RemoveCharacter(Controllable character)

{
}

character.RemovePlayer();

// Bxip nepcoHameMm y TexHiKy
public virtual bool TryEnterVehicle(Infantry character, Tank vehicle)

{

if (vehicle.Crew != null) return false;

character.RemovePlayer();
character.gameObject.SetActive(false);
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playerInput.Infantry.Reset();

vehicle.Crew = character;
SetCharacter(vehicle);
return true;

}

// TIOKUAaHHA TexXHiKW nepcoHamem

public virtual Controllable LeaveVehicle(Tank tank)

{

foreach (var axis in new Axes[] { Axes.Horizontal, Axes.Vertical })

{

playerInput.Tank.Axes.ResetAxis(axis);

Infantry crew = tank.Crew;
tank.Crew = null;

crew.transform.position = tank.ExitPoint.position;

crew.gameObject.SetActive(true);
tank.RemovePlayer();
playerInput.Tank.Reset();

SetCharacter(crew);
return crew,;

}
// PlayerInput.cs

using System;

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

using UnityEngine;

// Knac, wo Bipgnoeipae 3a BBip KOpuMCTyBaua
public class PlayerInput : MonoBehaviour

{

private readonly InfantryControls infantry = new();

private readonly TankControls tank = new();

private readonly GeneralControls general = new();

public InfantryControls Infantry { get => infantry; }

public TankControls Tank { get => tank; }

public GeneralControls General { get => general; }

// IrpoBi oci KoHTponnepa
public enum Axes
{

Horizontal,

Vertical,
}
// 0ii nepcoHaka-nixoTuHug
public enum InfantryActions
{

Shoot,
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ShootSingle,
Jump,
AimAbove,
Crouch,
IgnoreLookPoint,
ThrowGrenade,
EnterVehicle,
}
// 0ii nepcoHaka-TaHKa
public enum TankActions

{
Shoot,
IgnoreLookPoint,
LeaveVehicle,
ShootAdditive,

}

// 3aranbHi pii
public enum GeneralActions

{
}

// Knac, wo Tpumae callback-dpyHkuii pgna pii
public class KeyBindings<T>

Zoom,

{
public Dictionary<T, Func<bool, bool>> Actions { get; 1}
public KeyBindings(Dictionary<T, Func<bool, bool>> actions)
{
Actions = actions;
}
}

// Knac, wo Tpumae callback—-dyHkuii ana ocei
public class AxisBindings<T>

{
public Dictionary<T, Func<float>> Actions { get; }
public AxisBindings(Dictionary<T, Func<float>> actions)
{
Actions = actions;
}
}

// Knac, wo Bipgnoeipae 3a KHonNKM a6o oci KoHTposepa
public class CharacterActionGroup<Tl, T2>
{
protected Dictionary<Tl, Action<T2>> dict = new();
public Type actionsType;

static readonly Action<T2> doNothing = (.) => { };
public CharacterActionGroup()
{

foreach (T1 action in Enum.GetValues(typeof(T1))) dict.Add(action,
doNothing);

}

public Action<T2> this[T1 index]
{

actionsType = typeof(T1);

get => dict[index];
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set => dict[index] = value;

}
public void Reset()
{
foreach (var key in dict.Keys.ToList()) dict[key] = doNothing;
}

}

public class Buttons<T> : CharacterActionGroup<T, bool> { }
public class Axes<T> : CharacterActionGroup<T, float>

{

public void ResetAxis(T axis)

{
}

dict[axis].Invoke(0Q);

}
// Knac, wo Bipgnoeipae 3a KaTeropik Aiii nepcoHama
public class Category<Tl, T2>
{
public Axes<T1l> Axes { get; }
public Buttons<T2> Buttons { get; }
public Category()
{
Axes = new();
Buttons = new();

}

public void Reset()

{
Axes.Reset();
Buttons.Reset();

}

public class InfantryControls : Category<Axes, InfantryActions> { }

public class TankControls : Category<Axes, TankActions> { }

public class GeneralControls : Category<Axes, GeneralActions> { }

}

// HumanPlayer.cs

using Systenm;

using UnityEngine;

using UnityEngine.Rendering;

using UnityEngine.Rendering.Universal;
using static PlayerInput;

// Knac, wo € Bipo6pameHHAM rpaBus-nWAMHW Yy rpi

public class HumanPlayer : Player

{
[SerializeField] CameraController cameraController;
[SerializeField] Volume volume;
DepthOfField DoF;

bool zoom = false;

// Tpu3HayeHHa knaeiw gna pii nixoTuHug

readonly KeyBindings<InfantryActions> infantryActionBindings
new()

new(
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InfantryActions.Shoot, MouseButtonChecker(0) },
InfantryActions.AimAbove, MouseButtonChecker(1l) 1},
InfantryActions.IgnoreLookPoint, KeyChecker(KeyCode.LeftAlt) },
InfantryActions.ThrowGrenade, KeyChecker(KeyCode.G) },
InfantryActions.Jump, KeyChecker(KeyCode.Space) 1},
InfantryActions.Crouch, KeyChecker(KeyCode.C) },
InfantryActions.EnterVehicle, KeyChecker(KeyCode.F) 1},

A A A Ay Ay

}
);
// Npu3HayeHHsa knaeiw anga pin TaHka
readonly KeyBindings<TankActions> tankActionBindings = new(
new()
{
{ TankActions.Shoot, MouseButtonChecker(0) 1},
{ TankActions.ShootAdditive, MouseButtonChecker(l) 1},
{ TankActions.IgnoreLookPoint, KeyChecker(KeyCode.C) },
{ TankActions.LeaveVehicle, KeyChecker(KeyCode.F) 1},
}
);
// Tpu3HayeHHa KnaBiw gna 3aranbHux Ail
readonly KeyBindings<GeneralActions> generalBindings = new(
new()

{
}

{ GeneralActions.Zoom, MouseButtonChecker(2) 1},

)i
// Tlpu3HayeHHa ocel
readonly AxisBindings<Axes> axisBindings = new(
new()
{
{ Axes.Horizontal, () => Input.GetAxisRaw("Horizontal") 1},
{ Axes.Vertical, () => Input.GetAxisRaw("Vertical") 1},
}
)i
// MeToa, wWo BM3UBAETbLCA Ha MOYATKY Po6GOTU Mporpamu
private void Awake()
{
volume.profile.TryGet(out DoF);
mySpawner.OnSpawn.AddListener((characterEntity) =>

SetCharacter(characterEntity.GetComponent<Controllable>()));

}
// MeToa, wWo BM3UBAETbCA Ha MOYATKY, APYrow
private void Start()
{
playerInput.General.Buttons[GeneralActions.Zoom] = (button) => { if (button)

SetzZoom(!zoom); };

}

// 3miHa Buay Kamepu — FPS/TPS
void SetZoom(bool on)

{
zoom = on;
cameraController.SetZoom(zoom);
character.FirstPerson = zoom;

}

// Tlpu3HayeHHa rpaBusd
public override void SetCharacter(Controllable character)

{
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base.SetCharacter(character);

character.gameObject.GetComponentInChildren<Entity>().0OnDeath.AddListener(OnDestroyPla
yer);

character.gameObject.GetComponentInChildren<GunManager>().MainGun.OnShot.AddListener(c
ameraController.ShootShake);

character.SetMoveRelativeToTransform(cameraController.transform);

cameraController.Follow = character;
cameraController.DeactivateOnZoom = character.DeactivateOnZoom;

}

// NepeBipka knaBiw muwi
static Func<bool, bool> MouseButtonChecker(int button)

{

return (Cup) => up ? Input.GetMouseButtonUp(button)
Input.GetMouseButtonDown(button);
}

// NepeBipka knaBiw knaBiaTtypwu
static Func<bool, bool> KeyChecker(KeyCode key)

{
}

// BukoHaHHa callback-¢dyHKuiil KHomok
void InvokeActionEvents<T>(Category<Axes, T> category, KeyBindings<T> bindings)

{

return (Cup) => up ? Input.GetKeyUp(key) : Input.GetKeyDown(key);

var buttons = category.Buttons;
foreach (var item in bindings.Actions)

{

var actionEvent = buttons[item.Key];

if (item.Value(false)) actionEvent.Invoke(true);

else if (item.Value(true)) actionEvent.Invoke(false);
}

}
// BukoHaHHs callback-tyHkuili oceit
void InvokeAxisEvents<T1l, T2>(Category<Tl, T2> category, AxisBindings<T1>
bindings)
{
var buttons = category.Axes;
foreach (var item in bindings.Actions)
{
var actionEvent = buttons[item.Key];
actionEvent.Invoke(item.Value());

}

// MeToA, wWo BM3UBAETbLCA KOMEH Kaap rpu
void Update()
{
switch (character)
{
case Infantry:
InvokeAxisEvents(playerInput.Infantry, axisBindings);
InvokeActionEvents(playerInput.Infantry, infantryActionBindings);
break;
case Tank:
InvokeAxisEvents(playerInput.Tank, axisBindings);
InvokeActionEvents(playerInput.Tank, tankActionBindings);
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break;

}

InvokeActionEvents(playerInput.General, generalBindings);
}
// MeTon, wo BU3UBAETbCA KOWEH Kagp rpu, Opyroiwn
void LateUpdate()
{
if (character == null) return;
Vector3 focus = cameraController.RaycastCursor();

character.LookAt(focus);

DoF.focusDistance.value = (focus -
cameraController.transform.position).magnitude;

Vector2 look = new Vector2(Input.GetAxis("Mouse X"), Input.GetAxis("Mouse
Yll));

cameraController.RotateLook(look);

Vector3 gunFocus = character.GetCursorPoint();
cameraController.SetAdditiveCursor(gunFocus);
}
// Callback-tyHKuis nicna cmepTi nepcoHama
private void OnDestroyPlayer(Entity attacker)
{
string attackerStr = attacker == character ? "yourself"
attacker.SpecialName;
NotificationManager.Instance.SendNotification($"You were killed by
{attackerStr}.", 5);
}
// Bxip B TexHiky
public override bool TryEnterVehicle(Infantry character, Tank vehicle)
{

if (base.TryEnterVehicle(character, vehicle))

{
cameraController.Follow = vehicle;
SetZoom(false);
return true;

}

return false;
}
// Buxipg 3 TexHikwu
public override Controllable LeaveVehicle(Tank tank)

{
Controllable character = base.LeaveVehicle(tank);
cameraController.Follow = character;
cameraController.EnableOccludingMeshes(true);
SetZoom(false);
return character;

}

}

// AIPlayer.cs
using UnityEngine;
using static PlayerInput;

// Knac, wo BipnoBipae 3a WI-rpasus
public class AIPlayer : Player
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AIViewController aiViewController;
AmmoManager ammoManager;
VisionManager visionManager;
Rigidbody rb;

public Controllable Character { get => character; }
public AIViewController ViewController { get => aiViewController; }
public Rigidbody Rb { get => rb; }
public AmmoManager AmmoManager { get => ammoManager; }
// Tpu3HayeHHsa rpasug
public override void SetCharacter(Controllable character)
{
base.SetCharacter(character);
character.SetMoveRelativeToTransform(viewController.transform);
character.FirstPerson = true;
ammoManager = character.AmmoManager;
rb = character.GetComponentInChildren<Rigidbody>();

}

void Awake()

{
aiViewController = GetComponentInChildren<AIViewController>();
visionManager = GetComponentInChildren<VisionManager>();

}

private void Update()

{
if (character == null) return;
viewController.transform.position = character.CameraPivot.position +

character.CameraPivot.rotation * character.CameraZoomOffset;

}

// KepyBaHHA Kamepow

public void RotatelLook(Vector2 rotation)

{
aiViewController.RotateLook(rotation);
character.LookAt(aiviewController.RaycastLook());

}

// KepyBaHHa pyxom

public void Move(Vector2 movement)

{
playerInput.Infantry.Axes[Axes.Horizontal].Invoke(movement.x);
playerInput.Infantry.Axes[Axes.Verticall.Invoke(movement.y);
// CTpubok

public void Jump() =>
playerInput.Infantry.Buttons[InfantryActions.Jump].Invoke(true);

// Ctpinb6a

public void Shoot() =>
playerInput.Infantry.Buttons[InfantryActions.ShootSingle].Invoke(true);

// KupaHHA rpaHaTu

public void ThrowGrenade() =>
playerInput.Infantry.Buttons[InfantryActions.ThrowGrenade].Invoke(true);

// TepeBipKa TOYKM Ha BUAMMICTb

public bool DoISeeEnemy(Vector3 enemy) => visionManager.DoISeeIt(enemy);

// NipHaTtTa 36poi

public void AimAbove(bool on) => character.AimAbove(on);

// TNepeBipka Ha Te, 4YM 3HAXOAUTLCH MEPCOHAM 3a YKPinneHHsm

public bool AmIObstructed() => character.AmIObstructed();
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}

// InfantryAgent.cs

using UnityEngine;

using Unity.MLAgents;

using Unity.MLAgents.Actuators;
using Unity.MLAgents.Sensors;
using UnityEngine.Events;

using System.Linq;

using static Teams;

using System;

// Knac, wo BipnoBipae 3a iHTeneKkTyanbHOro areHTa
public class InfantryAgent : Agent

{

[SerializeField] Transform spawnPoint;
[SerializeField] AIPlayer character;

[SerializeField] Vector3 characterCenterOffset
[SerializeField] Vector3 characterVisionOffset

Vector3.up;
Vector3.up * 0.5f;

[SerializeField] Spawner mySpawner;
[SerializeField] Team oppositeTeam;
readonly int entityTypesCount = Enum.GetNames(typeof(Entity.Type)).Length;
public UnityEvent onBegin = new();

Entity me;

Rigidbody rb;

Teams teams;

const float lookSensitivity = 5;
CustomBufferSensor enemiesBufferSensor;
CustomBufferSensor teammatesBufferSensor;
const float maxPerceptionDist = 200;

bool isHeuristic = false;

Vector2 heuristiclLook = Vector2.zero;
int heuristicFramesCounter = 0;

float lastClosestDist = 0;
Entity world;

// Knac, wo A03BONA€ npauwBaTW 3 CEHCOPOM KiNbKOX BEKTOpPiB
class CustomBufferSensor
{

public int MaxObservations { get; }

public int ObservationSize { get; }
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public CustomBufferSensor(int maxObservations, int observationSize)
{
MaxObservations
ObservationSize

= maxObservations;
= observationSize;

}

public void FillEmpty (VectorSensor sensor, int filledObservationsCount)
{
sensor.AddObservation(new float[(MaxObservations -
filledObservationsCount) * ObservationSize]);
}
}
// MeTon, wWo BU3UBAETbCHA Ha MNOYATKY
public void Start()
{
world
teams

= GameManager.Instance.World;
= Instance;

enemiesBufferSensor = new(maxObservations: 5, observationSize: 3 +
entityTypesCount);

teammatesBufferSensor = new(maxObservations: 5, observationSize: 3 +
entityTypesCount);

teams.onWin.AddListener((teamThatWon) =>

{
if (teamThatWon != oppositeTeam) AddReward(0.6f);
else if (teamThatWon == oppositeTeam) AddReward(-0.6f);
EndEpisode();

});

}
// MeToa, wWo BM3UBAETbCA KOMEH Kaap rpu
private void Update()
{
if (!isHeuristic) return;
heuristicLook += new Vector2(Input.GetAxisRaw("Mouse X"),
Input.GetAxisRaw("Mouse Y"));
heuristicFramesCounter++;
}

// MeTop py4YHOro KepyBaHHSA areHTOM
public override void Heuristic(in ActionBuffers actionsOut)
{

if (!isHeuristic) isHeuristic = true;
Vector2 look = heuristicLook / heuristicFramesCounter * lookSensitivity;

heuristicLook = Vector2.zero;
heuristicFramesCounter = 0;

Vector2 movement = new Vector2(Input.GetAxisRaw("Horizontal"),
Input.GetAxisRaw("Vertical"));

ActionSegment<float> continuousActions = actionsOut.ContinuousActions;

continuousActions[0] = look.Xx;
continuousActions[1] = look.y;

ActionSegment<int> discreteAction = actionsOut.DiscreteActions;

discreteAction[0] = (int)movement.x switch {
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}

>0=>1,

< 0 => 2,
0 => 0,
H
discreteAction[1] = (int)movement.y switch
{
>0 =>1,
<0 =>2,
0 => 0,
H
discreteAction[2] = Input.GetMouseButton(0) ? 1 : 0;
discreteAction[3] = Input.GetKey(KeyCode.G) ? 1 : 0O;
discreteAction[d] = Input.GetMouseButton(l) ? 1 : 0O;

float normalizeDistance(float val) => Mathf.Min(val, maxPerceptionDist) /
maxPerceptionDist;

float normalizeAngle(float val) => val / 180;

// MeTon 360py 3HayeHb ceHcopib
public override void CollectObservations(VectorSensor sensor)

{

if (me.Dead)

{
sensor.AddObservation(new float[101]);
return;

}

Transform myTransform = character.ViewController.transform;
AmmoManager ammoManager = character.AmmoManager;

bool hasAmmo = ammoManager.TotalAmmo > 0O;

sensor.AddObservation(myTransform.forward);
sensor.AddObservation(rb.velocity);
sensor.AddObservation(ChasAmmo);
sensor.AddObservation(ammoManager.IsReloading);
sensor.AddObservation(ammoManager.Ammo / 30);
sensor.AddObservation(ammoManager.GrenadeAmmo > 0);
sensor.AddObservation(me.HP / me.MaxHP);

Entity[] enemies = teams.FindClosestToMe(oppositeTeam, myTransform.position,

enemiesBufferSensor.MaxObservations);

Entity closest = enemies.Any() ? enemies[0] : null;
int enemyObjectsFilled = 0;

foreach (Entity enemy in enemies)

{ Transform target = enemy.transform;

Vector3 targetPos = target.position + characterCenterOffset;

if (!character.DoISeeEnemy(targetPos + characterVisionOffset)) continue;
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Vector3 relativeDelta = myTransform.worldToLocalMatrix * (targetPos -
myTransform.position);

Vector3 relativeDir = relativeDelta.normalized;

float dist = relativeDelta.magnitude;

Vector3 angleDiff = Quaternion.FromToRotation(Vector3.forward,
relativeDir).eulerAngles;

float angleX
float angleY

= normalizeAngle(Mathf.DeltaAngle(0, angleDiff.y));
= normalizeAngle(Mathf.DeltaAngle(®, -angleDiff.x));

float[] observation = { angleX, angleY, normalizeDistance(dist) };

sensor.AddObservation(observation);
sensor.AddOneHotObservation((int)enemy.EntityType, entityTypesCount);

enemyObjectsFilled++;
float angleError = Vector3.Angle(relativeDir, Vector3.forward);
if (enemy == closest)

lastClosestDist = dist;

}
if (hasAmmo && enemy.EntityType != Entity.Type.grenade)
{
if (angleError < 0.3f) AddReward(0.005f);
else if (angleError < 0.6f) AddReward(0.002f);
else if (angleError < 1.2f) AddReward(0.001f);
else if (angleError < 2f) AddReward(0.0005f);
else if (enemy == closest)
{
float angleReward = 0.001f - Mathf.Min(0.002f, angleError * 0.002f
/ 180);
AddReward(angleReward);
}
}

}

enemiesBufferSensor.FillEmpty(sensor, enemyObjectsFilled);

Entity[] teammates = teams.FindClosestToMe(oppositeTeam, myTransform.position,
teammatesBufferSensor.MaxObservations);

int teammatesObjectsFilled = 0;

foreach (Entity teammate in teammates)
{
Transform target = teammate.transform;
Vector3 targetPos = target.position + characterCenterOffset;
Vector3 relativeDelta = myTransform.worldToLocalMatrix * (targetPos -
myTransform.position);
Vector3 relativeDir = relativeDelta.normalized;
float dist = relativeDelta.magnitude;

Vector3 angleDiff = Quaternion.FromToRotation(Vector3.forward,
relativeDir).eulerAngles;
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float angleX = normalizeAngle(Mathf.DeltaAngle(0, angleDiff.y));
float angleY = normalizeAngle(Mathf.DeltaAngle(®, -angleDiff.x));

float[] observation = { angleX, angleY, normalizeDistance(dist) };

sensor.AddObservation(observation);
sensor.AddOneHotObservation((int)teammate.EntityType, entityTypesCount);

teammatesObjectsFilled++;

}
teammatesBufferSensor.FillEmpty(sensor, teammatesObjectsFilled);

float elevation = myTransform.rotation.eulerAngles.x;

if (Mathf.Abs(Mathf.DeltaAngle(0, elevation)) > 60) AddReward(-0.001f);
}
// MeTon nepeBogy BUBOAY areHTa y Bichb
public int DiscreteToDir(int val) => val switch

{
1=>1,
2 => -1,
_=>0,
b

// WMeTon, wo po3Bonsf€ BUKOHYBATU Aii areHTa
public override void OnActionReceived(ActionBuffers actions)
{

if (character.Character == null || me.Dead) return;

if (float.IsNaN(actions.ContinuousActions[0]) ||

float.IsNaNCactions.ContinuousActions[1])) return;

Vector2 lookVector = new(actions.ContinuousActions[0],

actions.ContinuousActions[1]);

character.RotatelLook(lookVector);

Vector2 movement = new(
DiscreteToDir(actions.DiscreteActions[0]),
DiscreteToDir(actions.DiscreteActions[1])

);
character.Move(movement);

if (actions.DiscreteActions[2] == 1)
{
character.Shoot();
AddReward(-0.0001F);

}
if (actions.DiscreteActions[3] == 1)
{
character.ThrowGrenade();
AddReward(-0.01f);
if (character.AmmoManager.GrenadeAmmo <= 0) AddReward(-0.01f);
if(lastClosestDist > 25) AddReward(-0.01f);
}

}

private void FixedUpdate()
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if (character.Character == null) return;

AddReward(-0.00005f); // time reward
}

// MeTon, wo cnpaubOBYE Ha MOYATKY eni3opy HaBYaHHA areHTa
public override void OnEpisodeBegin()
{

RespawnCharacter();

onBegin.Invoke();

}

// CKugaHHA CTaHy MepcoHaka — MNOro 3HUWEHHA i CTBOpeHHd
public void RespawnCharacter()
{
if (character.Character != null )
if (character.Character != null) Destroy(character.Character.gameObject);

if (me !'= null) me.Kill(world);

me = mySpawner.Spawn();
me.OnDeath.AddListener(OnMeDied);
me.OnHeal.AddListener(OnHeal);

KillRecorder killRecorder = me.gameObject.AddComponent<KillRecorder>();
killRecorder.0OnKill.AddListener(OnSomeoneKilled);
killRecorder.OnDamage.AddListener(OnEnemyDamaged);
character.SetCharacter(me.GetComponent<Controllable>());

character.Character. transform.position = spawnPoint.position;
character.ViewController.ResetTransform();

rb = character.Rb;

}

public void OnMeDied(Entity attacker)
{

if (attacker == world) return;

// Death penalty
AddReward(-0.2f);
}

public void OnSomeoneKilled(Entity victim)
{

if (victim == me || victim.team != oppositeTeam) return;

// Kill reward
AddReward(0.4f);
}

public void OnEnemyDamaged(Entity victim)
{

// Damage reward

AddReward(0.4f);
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// Distance reward
AddReward(0.4f * Mathf.Clamp0l((victim.transform.position -
me.transform.position).magnitude/uo+));

}

public void OnHeal()

{
// Healing and reloading on base reward
AddReward(0.4f);

}

public void OnWin()

{
EndEpisode();

}

}

// Entity.cs
using UnityEngine;
using UnityEngine.Events;

// Knac, wo Bipnoeipae 3a irpoBi cyTHocTi Ta ix 3p0poB’d
public class Entity : MonoBehaviour
{
[SerializeField] int hp = 4;
[SerializeField] int maxhp = 4,
[SerializeField] string specialName;
[SerializeField] Type entityType = Type.target;

public UnityEvent<Entity> OnDeath = new();
public UnityEvent<Entity> OnDamage = new();
public UnityEvent OnHeal = new();

KillRecorder killRecorder = null;
public Teams.Team team = Teams.Team.Enemies;
public bool dieable = true;

public bool Dead { get => dead; }
bool dead = false;

public int HP { get => hp; }
public int MaxHP { get => maxhp; }
public string SpecialName { get => specialName; }
public KillRecorder KillRecorder { get => killRecorder; set => killRecorder
value; }
public Type EntityType { get => entityType; set => entityType = value; }
// Tun cyTHocTi
public enum Type
{
infantry,
tank,
lightVehicle,
target,
teamBase,
grenade,
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// MeToA, WO BUKIMKAETbCA Ha MOYaTKY

void Start()

{
if (string.IsNullOrWhiteSpace(specialName)) specialName = transform.name;
Teams.Instance.AddObject(this);

}

// MeToa, WO BMKIMKAETbCA NpU 3HUWEHHI cyTHocTi

void OnDestroy()

{

}
// MeTol, WO BUKIWKAETbCA MPU HAHECEHH1 WKOAU CYTHOCTi, 3 BpaxyBaHHAM KOMaHAM
public void Damage(int damageAmount, Teams.Team team, Entity attacker)

{

Teams.Instance.RemoveObject(this);

if (this.team == team) return;
Damage(damageAmount, attacker);
}
// MeTol, WO BUKIWKAETLCA MPU HAHECEHH1 WKoAU CYTHOCTi 6e3 BpaxyBaHHAM KOMaHOM
public void Damage(int damageAmount, Entity attacker)
{
hp —-= damageAmount;
OnDamage.Invoke(attacker);
if (hp <= 0 && !dead) {
if (dieable) Die(attacker);
return;
}
if (attacker.killRecorder != null)
attacker.killRecorder.OnDamage.Invoke(this);
}
// MeToa, wo B6MBAE CYTHicTb
public void Kill(Entity attacker)
{

}
// WMeTon, 4yepe3 AKMI NoMupae CyTHicTb
void Die(Entity attacker)

Damage(HP, attacker);

{

dead = true;

string message = attacker != this ? $"{attacker.SpecialName} killed

{specialName}" : $"{specialName} commited suicide.";

message = message[0].ToString().ToUpper() + message[l..];

if (attacker != this) Debug.Log(message);

Destroy(gameObject);

OnDeath.Invoke(attacker);

if (attacker.killRecorder != null) attacker.killRecorder.OnKill.Invoke(this);
}

// MeToa wo nikye cyTHicTb
public void Heal()

{
if Chp == maxhp) return;
hp = maxhp;
OnHeal.Invoke();

}
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// Controllable.cs

using System.Collections.Generic;
using UnityEngine;

using static Gun;

// Knac KOHTpONbOBaHWX CYTHOCTeM

public abstract class Controllable : Entity

{
[SerializeField] Vector3 cameraOffset;
[SerializeField] Vector3 cameraZoomOffset;
[SerializeField] Transform cameraPivot;
[SerializeField] List<Component> deactivateOnZoom = new();
[SerializeField] protected AmmoManager ammoManager;

protected Player player;
protected PlayerInput playerInput;

protected Transform moveRelativeToTransform;
protected bool zoomed = false;

public bool FirstPerson { set => zoomed = value; get => zoomed; }
public Transform CameraPivot { get => cameraPivot; }

public Vector3 CameraOffset { get => cameraOffset; }

public Vector3 CameraZoomOffset { get => cameraZoomOffset; }

public List<Component> DeactivateOnZoom { get => deactivateOnZoom; }
public AmmoManager AmmoManager { get => ammoManager; }

/// <summary>
/// Global direction vector

/// </summary>
public abstract void LookAt(Vector3 Direction);

public abstract Vector3 GetCursorPoint();
public virtual void RelativeLook(Vector2 angles) { }

public virtual void SetMoveRelativeToTransform(Transform cam) =>
moveRelativeToTransform = cam;
// BCTaHOBNEHHA rpaBug gns CyTHOCTi
public virtual void SetPlayer(Player player)
{
this.player
playerInput

= player;
= player.PlayerInput;
// BipB’43yBaHHA rpaBud Bifj cyTHocTi
public void RemovePlayer()
{

player = null;

playerInput = null;

public virtual bool AimAbove(bool on) => false;
public virtual void SetReloadAnim(GunType type, bool on) { }

public virtual bool AmIObstructed() => false;

public virtual void Awake()

{
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ammoManager = GetComponent<AmmoManager>();

}
// Infantry.cs

using UnityEngine;

using static Gun;

using static PlayerInput;
// Knac nixoTuHuga

public class Infantry : Controllable
{

[SerializeField] CharacterAnimationController animatorController;
[SerializeField] CharacterMovementController characterController;
[SerializeField] Transform character;

[SerializeField] LayerMask raycastMask;
[SerializeField] float aimCoef = 10f;

[SerializeField] Transform targetMarker;
[SerializeField] Transform gunPivot;

[SerializeField] GunManager gunManager;

float spreadInMovementMultiplier = uf;
GroundChecker groundChecker;

Vector3 characterCenterOffset = Vector3.up * 0.5f;
public Vector3 TargetRotation { get; private set; }
Timers.CooldownTimer aimAboveCooldown = new(1f);
bool isAimingAbove = false;

Rigidbody rb;

public override void Awake()

{

base.Awake();

rb = GetComponent<Rigidbody>();

groundChecker = characterController.GroundChecker;
}

// MeTol, WO BUKNMKAETbCA Ha MOYATKY
void Start()
{

if (moveRelativeToTransform is not null) characterController.MoveRelativeTo
moveRelativeToTransform;
}
// MeToA, WO BUKNWKAETbCA KOMEH Kaap (isuku
private void FixedUpdate()
{
if (!groundChecker.IsOnGround && gunManager != null)
gunManager.Shoot(GunType.main, ShootingMode.turnSpray0Off);

// MeToa, WO BMKIMKAETbCA KOMEH Kapap
private void Update()
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{

TargetRotation = Vector3.ProjectOnPlane(targetMarker.position -

transform.position, Vector3.up).normalized;

gunManager.SetMovementAccuracyCoef(Mathf.ClampOl(rb.velocity.magnitude /

characterController.MaxSpeed) * spreadInMovementMultiplier);

130

}

// KepyBaHHA Kamepow

public override void LookAt(Vector3 point)
{

Vector3 aimDelta = point - gunPivot.position;

targetMarker.position = gunPivot.position +
Quaternion.Lerp(

Quaternion.LookRotation(targetMarker.position - gunPivot.position),
Quaternion.LookRotation(Vector3.Angle(aimDelta, character.forward) <

? aimDelta : character.forward),
aimCoef * Time.deltaTime
) * Vector3.forward;
}
// OTpumaHHs Kypcopy 36poi
public override Vector3 GetCursorPoint()

{

}

// NipHaTtTa 36poi

public override bool AimAbove(bool on) {
if (!aimAboveCooldown.Check()) return false;
aimAboveCooldown.Reset();
animatorController.SetAimingAbove(on);
gunManager.SetSprayAccuracyCoef(on ? 1.7f : 1);
isAimingAbove = on;
return true;

return gunManager is not null ? gunManager.RayCastGun() : Vector3.zero;

}

// BipHoCHe KepyBaHHS KaMepol

public override void RelativelLook(Vector2 angles)
{

targetMarker.position = gunPivot.position + Quaternion.Euler(angles.y,

angles.x, 0) * Vector3.forward;

// BCTaHOBNEeHHA BiAHOCHOro NpPOCTOPY PyXy
public override void SetMoveRelativeToTransform(Transform cam)
{
characterController.MoveRelativeTo = cam;
base.SetMoveRelativeToTransform(cam);

}

bool obstructed = false;

Vector3 contact = Vector3.zero;

// nepeBipka Ha yKpuTTH

public override bool AmIObstructed()
{

return Physics.Raycast(transform.position + characterCenterOffset,

TargetRotation, 6, raycastMask);

}
// Bisyanizauisa nonepepHboi nepeBipku
private void OnDrawGizmosSelected()
{
if (lobstructed)
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Gizmos.color = Color.yellow;
Vector3 me = transform.position + characterCenterOffset;
Gizmos.DrawLine(me, me + TargetRotation * 2);

} else

{
Gizmos.color = Color.yellow;
Vector3 me = transform.position + characterCenterOffset;
Gizmos.DrawLine(me, contact);

}
// BCTaHOBNEHHA rpasus
public override void SetPlayer(Player player)
{
base.SetPlayer(player);

PlayerInput playerInput = player.PlayerInput;
var actions = playerInput.Infantry.Buttons;
var axes = playerInput.Infantry.Axes;

actions[InfantryActions.Jump] = (button) => { if (button)
characterController.Jump(); };
actions[InfantryActions.Shoot] = (button) => {
gunManager.Shoot(GunType.main, button ? ShootingMode.turnSprayOn :
ShootingMode.turnSpray0ff);

1
actions[InfantryActions.ShootSingle] = (button) => {
if (button) gunManager.Shoot(GunType.main, ShootingMode.single);
H

actions[InfantryActions.ThrowGrenade] = (button) => {
if (button) gunManager.Shoot(GunType.grenade, ShootingMode.single);
H
actions[InfantryActions.AimAbove] = (button) => { if (button)
AimAbove(!isAimingAbove); };

actions[InfantryActions.IgnoreLookPoint] = (on) =>
animatorController.SetAiming(!on);

axes[Axes.Horizontal] = (val) => { characterController.SetMovementAxis(0,
val); };

axes[Axes.Vertical] = (val) => { characterController.SetMovementAxis(1l, val);
H

}

public override void SetReloadAnim(GunType type, bool on) =>
animatorController.SetReload(on);

}

// CharacterAnimationController.cs

using UnityEngine;

// Knac, wo Bipgnoeipae 3a aHimauiw nepcoHama

public abstract class CharacterAnimationController: MonoBehaviour

{

public abstract void SetMovement(Vector2 movement);
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}

public
public
public
public

abstract
abstract
abstract
abstract

void SetJump(bool on);

void SetAiming(bool on);

void SetAimingAbove(bool on);
void SetReload(bool on);

// InfantryAnimatorController.cs

using UnityEngine;
using UnityEngine.Animations.Rigging;

// Knac, wo Bipgnoeipgae 3a aHvimauiw nixoTuHuS

public class InfantryAnimatorController : CharacterAnimationController

{
[SerializeField] Animator animator;
[SerializeField] Rig aimRig;
[SerializeField] Rigidbody rb;
[SerializeField] float runSpeed = 3.48f;
[SerializeField] TwoBoneIKConstraint leftHand;
[SerializeField] Gun gun;
[SerializeField] Controllable character;
float transitionSmoothing = 6;
float aiminglLayerWeightTarget = 0f;
float aiminglLayerWeight = 0f;
float aimingAboveWeightTarget = 0f;
float aimingAboveWeight = 0Of;
float aimRigWeightTarget = 1f;
float aimRigWeight = 1f;
int Speed;
int isAiming;
int aiminglLayer;
int isJumping;
int isReloading;
int isAimingAbove;
int SpeedX;
int SpeedY;
bool IsIgnoringLookPoint { get => aimRigWeightTarget < 0.5f; }
bool ignoreBeforeJump = false;
public enum State
{
idle,
walking,
running,
}
private void Awake()
{
Speed = Animator.StringToHash("Speed");
SpeedX = Animator.StringToHash("SpeedX");
SpeedY = Animator.StringToHash("SpeedY");
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isAiming = Animator.StringToHash("isAiming");
aiminglLayer = animator.GetLayerIndex("AiminglLayer");
isJumping = Animator.StringToHash("isJumping");
isReloading = Animator.StringToHash("isReloading");
isAimingAbove = Animator.StringToHash("AimingAbove");
ignoreBeforeJump = IsIgnoringLookPoint;
aimingLayerWeightTarget = 1;

}

private void Update()

{
SetSpeed(rb.velocity.magnitude / runSpeed);

aimingLayerWeight = Mathf.Lerp(aimingLayerWeight, aiminglLayerWeightTarget,
transitionSmoothing * Time.deltaTime);

aimingAboveWeight = Mathf.Lerp(aimingAboveWeight, aimingAboveWeightTarget,
transitionSmoothing * Time.deltaTime);

aimRigWeight = Mathf.Lerp(aimRigWeight, aimRigWeightTarget,
transitionSmoothing * Time.deltaTime);

animator.SetLayerWeight(aiminglLayer, aiminglLayerWeight);

animator.SetFloat(isAimingAbove, aimingAboveWeight);
aimRig.weight = aimRigWeight;

leftHand.weight = 1 - aimingAbovelWeight;

}

void SetSpeed(float speed)

{
animator.SetFloat(Speed, speed);

}

public override void SetMovement(Vector2 movement)

{
animator.SetFloat(SpeedX, movement.x);
animator.SetFloat(SpeedY, movement.y);

}

public override void SetJump(bool on)

{
if (on)
{

if (animator.GetBool(isJumping)) return;
ignoreBeforeJump = IsIgnoringLookPoint;

}
animator.SetBool(isJumping, on);
if (animator.GetBool(isReloading)) return;
float aimingWeights = on ? 0 : (ignoreBeforeJump ? 0 : 1);
aimRigWeightTarget = aimingWeights;
aiminglLayerWeightTarget = aimingWeights;

}

public override void SetAiming(bool on)
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ignoreBeforeJump = !on;
animator.SetBool(isAiming, on);

if (animator.GetBool(isJumping)) return;
float aimingWeights = on ? 1 : 0;

aimRigWeightTarget = aimingWeights;

}

public override void SetAimingAbove(bool on)

{
aimingAboveWeightTarget = on ? 1 : 0;

}

public override void SetReload(bool on)

{
if (animator == null) return;
ignoreBeforeJump = on;
animator.SetBool(isReloading, on);
character.RelativelLook(Vector2.zero);
SetAiming(!on);
float aimingWeights = on ? 1 : 0O;
aimingLayerWeightTarget = aimingWeights;

}

// CharacterMovementController.cs

using UnityEngine;
// Knac, wo Bipnoeipae 3a pyx nepcoHama
public class CharacterMovementController :

{

MonoBehaviour

[Header("Settings")]
[SerializeField] float movementSmoothing = 0.05f;

[SerializeField] float moveForce = 20f;

[SerializeField] float moveForceWhileJumpingMultiplier = 0.5f;
[SerializeField] float maxSpeed = 13f;

[SerializeField] float flyMaxSpeed = 20f;

[SerializeField] float highAccelerationPoint = 3f;
[SerializeField] float jumpPower = 8f;

[Tooltip("Velocity threshold that affects movement control")]
[SerializeField] float minVelocity = 0.1f;

[SerializeField] float playerMaterialFriction = uf;

[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]

[SerializeField]

CharacterAnimationController animatorController;
CapsuleCollider capsuleCollider;

GroundChecker groundChecker;

Infantry character;

Transform characterTransform;
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Transform relativeMovementSpace;
Rigidbody rb;

Vector2 movement = Vector2.zero;
Timers.CooldownTimer jumpCoolDownTimer;

public Transform MoveRelativeTo { set => relativeMovementSpace = value; }
public float MaxSpeed { get => maxSpeed; }
public GroundChecker GroundChecker { get => groundChecker; }
public Vector2 Movement { get => movement; set => movement = value; }
// MeTod, wWo BM3UBAETbCA Ha NOYaTKY
void Awake()
{
rb = GetComponent<Rigidbody>();
jumpCoolDownTimer = new Timers.CooldownTimer(0.5f);

bool wasOnGround = true;
// MeTon, wo BU3UBAETbCA KOKEH Kaap
private void Update()
{
if (character.FirstPerson)
{
Vector3 targetRotation =
Vector3.ProjectOnPlane(relativeMovementSpace.forward, Vector3.up).normalized;
characterTransform.rotation = Quaternion.Lerp(characterTransform.rotation,
Quaternion.LookRotation(targetRotation), movementSmoothing);
}
else
{
Vector3 velocity2D = Vector3.ProjectOnPlane(rb.velocity, Vector3.up);
characterTransform.rotation =
velocity2D.magnitude > 0.3f
? Quaternion.Lerp(characterTransform.rotation,
Quaternion.LookRotation(velocity2D.normalized), movementSmoothing)
characterTransform.rotation;
}

}

// MeToa, wWo BM3UBAETbCA KOMeH Kaap thisuku
private void FixedUpdate()

{

if (relativeMovementSpace is null) return;

bool isOnGround = groundChecker.IsOnGround;

if (isOnGround != wasOnGround) animatorController.SetJump(!isOnGround);

UpdatePlayerFriction(isOnGround);

Vector3 horizontalVelocity = Vector3.ProjectOnPlane(rb.velocity, Vector3.up);

Quaternion movementRotation =
Quaternion.LookRotation(Vector3.ProjectOnPlane(relativeMovementSpace.forward,

Vector3.up).normalized);

Vector3 movementDirection = movementRotation =*
MathUtils.Vector2To3DSpace(movement);
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Vector3 velocityDirection = horizontalVelocity.magnitude > minVelocity ?
horizontalVelocity : transform.forward;

Vector3 orthogonalControls = Vector3.Project(movementDirection,
Vector3.Cross(velocityDirection, Vector3.up));

Vector3 tangentialControls = Vector3.Project(movementDirection,
velocityDirection);

float velocityAlongControls = Vector3.Dot(rb.velocity,
tangentialControls.normalized);

float lowAccelerationPoint = isOnGround ? maxSpeed : flyMaxSpeed;
float acceleration = MathUtils.SLikeInterpolation(x: velocityAlongControls, a:
lowAccelerationPoint - highAccelerationPoint, b: lowAccelerationPoint);

float accelerationMultiplier = isOnGround ? moveForce : moveForce =*
moveForceWhileJumpingMultiplier;

rb.AddForce(accelerationMultiplier * Time.fixedDeltaTime * (orthogonalControls
+ tangentialControls * acceleration), ForceMode.VelocityChange);

Vector3 relativeVelocity = characterTransform.worldToLocalMatrix =*
rb.velocity;
Vector2 relativeVelocity2D = MathUtils.Vector3Flatten(relativeVelocity);

animatorController.SetMovement(character.FirstPerson ? relativeVelocity2D :
Vector2.up * relativeVelocity2D.magnitude);

wasOnGround = isOnGround;

}

void UpdatePlayerFriction(bool isOnGround) =>
capsuleCollider.material.dynamicFriction = isOnGround ? playerMaterialFriction : 0;

public void SetMovementAxis(int axis, float value)

{
movement[axis] = value;
}
public void Jump()
{
if (!groundChecker.IsOnGround || !jumpCoolDownTimer.Check()) return;
jumpCoolDownTimer.Reset();
rb.AddForce(Vector3.up * jumpPower, ForceMode.VelocityChange);
}
}
// Tank.cs

using UnityEngine;
using static Gun;
using static PlayerInput;
// Knac TaHKa
public class Tank : Controllable
{
TankEngine engine;
Infantry crew;
[SerializeField] Transform exitPoint;
TurretManager turretManager;
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public Infantry Crew { get => crew; set => crew = value; }

public Transform ExitPoint { get => exitPoint; }

// MeTod, wWo BM3UBAETbCA Ha NOYaTKY

void Start()

{
engine = GetComponentInChildren<TankEngine>();
turretManager = GetComponentInChildren<TurretManager>();
OnDeath.AddListener((_) => { if (playerInput != null)

playerInput.Tank.Reset(); });
}

// BCTaHOBNEHHA rpasug
public override void SetPlayer(Player player)
{

base.SetPlayer(player);

PlayerInput playerInput = player.PlayerInput;
var actions = playerInput.Tank.Buttons;
var axes = playerInput.Tank.Axes;

(val) => { engine.SetMovementAxis(@, val); };

axes[Axes.Horizontal] =
= (val) => { engine.SetMovementAxis(l, val); 1};

axes[Axes.Verticall]

actions[TankActions.Shoot] = (button) => {
turretManager.Shoot(GunType.main, button ? ShootingMode.turnSprayOn :
ShootingMode.turnSpray0off);

actions[TankActions.ShootAdditive] = (button) => {
turretManager.Shoot(GunType.additive, button ? ShootingMode.turnSprayOn :
ShootingMode.turnSpray0off);

actions[TankActions.IgnoreLookPoint] = (button) => {
turretManager.IgnoreLookPoint(button); };

public override void LookAt(Vector3 Direction) => turretManager.LookAt(Direction);
public override Vector3 GetCursorPoint() => turretManager.RayCastGun();

public override void RelativelLook(Vector2 angles) => turretManager.Rotate(angles,
GunType.main);

public void SetBrakes(bool on) => engine.Brake = on;

}

// TankEngine.cs

using UnityEngine;

// Knac pBuryHa TaHKa

public class TankEngine : MonoBehaviour

{
[SerializeField] float motorForce;
[SerializeField] float zeroForceSpeed = 10;
[SerializeField] float maxForceSpeed = 8;
[SerializeField] float brakeTorque = 300;

[SerializeField] float brakeSpeedThreshold = 1;
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[SerializeField] Chassis chassis;
TankWheel[] wheels;

bool brake;
public bool Brake { set => brake = value; }

Vector2 controls;

// MeTod, wWo BM3UBAETbCA Ha NOYaTKY
void Start()

{

}

// MeTod, wWo BM3UBAETbCA KOMeH Kaap (hisuku
void FixedUpdate()

{

wheels = chassis.Wheels;

float leftControls = Mathf.Clamp(controls.y + controls.x, -1, 1);
float rightControls = Mathf.Clamp(controls.y - controls.x, -1, 1);

Vector2 trackSpeed = chassis.TrackVelocity / Time.fixedDeltaTime;

foreach (TankWheel wheel in wheels)
{
float speed = wheel.type == TankWheel.WheelType.Left ? trackSpeed.x :
trackSpeed.y;
float wheelControls = brake ? 0 : (wheel.type == TankWheel.WheelType.Left
? leftControls : rightControls);

bool breaking = wheelControls == 0 || speed * Mathf.Sign(wheelControls) <=
-brakeSpeedThreshold;
wheel.Wheel.brakeTorque = (breaking || brake) ? brakeTorque : 0;

wheel.Wheel.motorTorque
wheelControls);

}
}
// OTpuMaHHa cunu MoTopa

float GetMotorForce(float speed, float controls)
{

GetMotorForce(speed * Mathf.Sign(wheelControls),

float SFunctionRes = speed < maxForceSpeed ? 1
: speed > zeroForceSpeed ? 0
.5f + .5f * Mathf.Cos((speed - maxForceSpeed) / (zeroForceSpeed -
maxForceSpeed) * Mathf.PI);

return SFunctionRes * motorForce * controls;

}
public void SetMovementAxis(int axis, float value)
{
controls[axis] = value;
}

}

// Chassis.cs

using System.Collections.Generic;
using UnityEngine;

// Knac waci TaHka

public class Chassis : MonoBehaviour

{
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[Tooltip("A substring to determine if a wheel is left(should be included in wheel

transform's name)")]

[SerializeField] string wheelLeftSubstring = "_L";
[SerializeField] GameObject wheelPrefab;

[Tooltip("Chassis object that should contain all wheel meshes")]
[SerializeField] Transform wheelMeshContainer;

[Tooltip("Hull object transform (needed to fix physical wheels rotation if hull is

rotated).")]

[SerializeField] Transform rootObject;

[Tooltip("Track virtual position to track movement")]
[SerializeField] Transform leftTrack;
[SerializeField] Transform rightTrack;

[Tooltip("A place to store physic wheels")]
[SerializeField] Transform wheelHandler;

[SerializeField] Vector3 wheelCenter;
TankWheel[] wheels;
Vector2 trackVelocity;

public TankWheel[] Wheels { get => wheels; }

public Vector2 TrackVelocity { get => trackVelocity; }
// MeTod, wWo BM3MBAETbCA Ha NOYaTKY

void Awake()

{

}

// Tpu3HayeHHsa Konec
void SetupWheels()
{

SetupWheels();

foreach (Transform child in wheelMeshContainer)

{

Transform wheelObj = Instantiate(wheelPrefab, wheelHandler,

false).transform;

wheelObj.position = child.position;

TankWheel.WheelType type = child.name.Contains(wheelLeftSubstring) ?
TankWheel.WheelType.Left :
TankWheel.WheelType.Right;

TankWheel wheel = wheelObj.gameObject.AddComponent<TankWheel>();
wheel.type = type;
wheel.Mesh = child;

wheelObj.GetComponent<WheelCollider>().center = wheelCenter;
}

wheels = GetComponentsInChildren<TankWheel>();
}
// BCTaHOBNEeHHA WBMAKOCTI noBepTaHHA Koneca
public void SetWheelSpeed(Vector2 leftRightSpeeds)

{
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float 1 = leftRightSpeeds.x;

float r = leftRightSpeeds.y;
foreach (TankWheel wheel in wheels)
{
wheel.Speed = wheel.type == TankWheel.WheelType.Left ? 1 : r;
}

}

Vector3 1lppos; // left previous frame position
Vector3 rppos; // right previous frame position
// OHoBneHHa wBMAKOCTi moBopoTy ryceHuyi

void UpdateTrackSpeed()

{
Vector3 1lpos = leftTrack.position;
float ldelta = Vector3.Dot(lpos - lppos, transform.forward);
Vector3 rpos = rightTrack.position;
float rdelta = Vector3.Dot(rpos - rppos, transform.forward);
lppos = 1pos;
rppos = rpos;
trackVelocity = new(ldelta, rdelta);
}

// MeTod, wWo BM3UBAETbCA KOMeH Kaap (hisuku
public void FixedUpdate()
{
UpdateTrackSpeed();
SetWheelSpeed(trackVelocity / Time.fixedDeltaTime);
}

void OnDrawGizmosSelected()
{
if (!Application.isPlaying) return;
Gizmos.color = Color.yellow;
foreach (TankWheel wheel in wheels)
{
float spd = wheel.Speed;

Vector3 offset = wheel.type == TankWheel.WheelType.Right ? Vector3.right :

Vector3.left;
Vector3 pos = wheel.transform.position;
Gizmos.DrawLine(pos, pos + wheel.transform.rotation * offset * spd / 10);

// TankWheel.cs
using UnityEngine;
// Knac Koneca TaHkKa
public class TankWheel : MonoBehaviour
{
public enum WheelType { Left, Right }

WheelCollider wheel;
Transform mesh;
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}

float wheellLength;
float wheelAngularSpeed;

public WheelType type = WheelType.Left;
public WheelCollider Wheel { get => wheel; }
public float Speed { get => GetWheelSpeed(); set => SetWheelSpeed(value); 1}
public Transform Mesh { get => mesh; set => mesh = value; }
// MeTod, wWo BM3UBAETbCA Ha NOYaTKY
void Start()
{
wheel = GetComponent<WheelCollider>();
wheelLength = wheel.radius * 2 * Mathf.PI;
}
// OTpuMaHHA WBMOKOCTi MoBepTaHHA Koneca
float GetWheelSpeed()
{
float angularSpeed = wheel.rpm / 60;
return wheelLength * angularSpeed;
}
// BCTaHOBNEHHA WBMAKOCTi noBepTaHHA Koneca
void SetWheelSpeed(float speed)
{

}

// WMeTon, WO BU3UBAETbCHA KOMEH Kagp
void Update()
{

}

wheelAngularSpeed = speed / wheellLength;

mesh.Rotate(wheelAngularSpeed, 0, 0);

// VisionManager.cs

using UnityEngine;

// Knac BipTyanbHoi kamepu WI-rpaBus
public class VisionManager : MonoBehaviour

{

[SerializeField] Transform visionPoint;
[SerializeField] LayerMask layerMask;
[SerializeField] float visionDistance = 100;

[SerializeField] float visionAngle = 90;
// TepeBipKa BMAUMOCTL 06’€KTa
public bool DoISeeIt(Vector3 point, bool useVisionAngles = true)
{
Vector3 me = visionPoint.position;
Vector3 delta = point - me;
float deltaDist = delta.magnitude;

return deltaDist < visionDistance
&& (luseVisionAngles || Vector3.Angle(visionPoint.forward, delta) <

visionAngle)

&& !Physics.Raycast(new(me, delta.normalized), deltaDist, layerMask);
}
// NepeBipka norngpgy Ha 06°€eKT
public bool DoILookAt(Vector3 point, float maxAngle)
{
Vector3 lookDirection = visionPoint.forward;
Vector3 delta = point - visionPoint.position;
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}

float angle = Vector3.Angle(lookDirection, delta);

return angle < maxAngle;

// Teams.cs

using Systenm;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.Events;

using System.Lingq;

// Knac, wo BipnoBipae 3a KomaHAu cyTHocTeil
public class Teams : MonoBehaviour

{
static Teams instance;
readonly Dictionary<Team, List<Entity>> teams = new();
readonly Dictionary<Team, List<EnemySpawner>> spawners = new();
readonly UnityEvent<Entity> onRemove = new UnityEvent<Entity>(Q);
public static Teams Instance { get => instance; }
public UnityEvent<Entity> OnRemove { get => onRemove; }
public UnityEvent<Team> onWin = new();
// Mepenik komaHg
public enum Team
{
Allies,
Enemies,
Hostile, // (hostile against anyone, a team for some projectiles)
}
void Awake()
{
instance = this;
foreach (Team team in Enum.GetValues(typeof(Team)))
{
teams.Add(team, new List<Entity>());
spawners.Add(team, new List<EnemySpawner>());
}
Entity[] entities = FindObjectsByType<Entity>(FindObjectsSortMode.None);
OnRemove.AddListener((_) => {
int allies = GetTeamMemberCount(Team.Allies);
int enemies = GetTeamMemberCount(Team.Enemies);
if (allies == 0 && enemies != 0)
{
onWin.Invoke(Team.Enemies);
Debug.Log($"Team {Team.Enemies} won!");
}
else if (enemies == 0 && allies != 0)
{
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3Mm. | Apk. Ne nokym. MMignuc | dara 31




0);

me)

me)

onWin.Invoke(Team.Allies);
Debug.Log($"Team {Team.Allies} won!");
3
});
}
// KinbkicTb rpaBuiB, wWo MOXYTb CMAaBHUTUCH
int GetTeamSpawnableCount(Team team)

‘ int count = 0;
foreach (EnemySpawner spawner in spawners[team])
! count += spawner.EnemiesToSpawn;

) ieturn count;

// KinbkicTb rpaBuie y KomaHpai
public int GetTeamMemberCount(Team team, bool includeSpawners = false)
{

return teams[team].Count + (includeSpawners ? GetTeamSpawnableCount(team)

}

// 3HailTn HabnuM4oro rpasus

public Entity FindClosestToMe(Team team, Vector3 me)
{

var entities = teams[team].OrderBy((health) => (health.transform.position -

.magnitude);

return entities.Any() ? entities.First() : null;
}
// 3HailTn HaWbnumymMx rpaeuie
public Entity[] FindClosestToMe(Team team, Vector3 me, int entitiesCount)
{

var entities = teams[team].OrderBy((entity) => (entity.transform.position -

.magnitude);

return entities.Take(entitiesCount).ToArray();
}
// 3HailTn rpaBud 3 Ha6inbwuMm 3[0poB’ AM
public Entity FindBiggest(Team team)
{
var entities = teams[team].OrderBy((entity) => entity.MaxHP);
return entities.Any() ? entities.Last() : null;
}
// DopaHHA yYacHMKa KOMaHAau
public void AddObject(Entity health)
{

}

// BupaneHHs y4YacHMKa KOMaHAu
public void RemoveObject(Entity health)
{

teams[health.team].Add(Chealth);

teams[health.team].Remove(health);
onRemove.Invoke(health);
}
// DopaHHA cnaBHepa cyTHoOCTeil
public void AddSpawner(Team team, EnemySpawner spawner)
{

spawners[team] .Add(spawner);
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// Damaging.cs

using UnityEngine;

// Knac 06’eKTa, W0 HAHOCUTb WKOAY

public abstract class Damaging : MonoBehaviour

{

protected Entity owner;

public Entity Owner { set => owner = value; }

}

// Damage.cs

// Knac o06’eKTa, Wo HaHOCUTb WKoAy 6e3nocepefHbo
using UnityEngine;

using UnityEngine.Events;

public class Damage : Damaging

{

[SerializeField] int damageAmount = 1;
[SerializeField] float velocityThreshold = 5f;
[SerializeField] bool damageOnCollision = true;
[SerializeField] bool damageOnTrigger = false;
[SerializeField] Teams.Team team = Teams.Team.Enemies;

public UnityEvent<Transform> OnDamage;
// WMeToa, wo BMU3UBAETbCA Npu 3iTKHEHH1 06’€KTa 3 Konaiigepom
void OnCollisionEnter(Collision collision)

{

if (!damageOnCollision) return;

bool enoughVelocity = collision.relativeVelocity.magnitude >=

velocityThreshold;
bool hasHealth = collision.gameObject.TryGetComponent(out Damageable health);

if (hasHealth && enoughVelocity) health.ApplyDmg(damageAmount, team, owner);
OnDamage.Invoke(collision.transform);

}

// MeToa, wo BMU3UBAETbCA NpPU 3iTKHEHH1 06’€KTa 3 TpUrepomMm
void OnTriggerEnter(Collider collision)

if (!damageOnTrigger) return;
bool hasHealth = collision.gameObject.TryGetComponent(out Damageable health);

if (hasHealth) health.ApplyDmg(damageAmount, team, owner);
OnDamage.Invoke(collision.transform);

}

// Damageable.cs

// Knac o06’eKTa, KOMY MOMHA HAHECTU WKOAY
using UnityEngine;

using static Teams;

public class Damageable : MonoBehaviour
{
Entity entity;
// MeToA, wo BU3UBAETbCHA Ha MOYATKY
void Start()
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{
}

if(!TryGetComponent(out entity)) entity = GetComponentInParent<Entity>();

public void ApplyDmg(int damageAmount, Entity attacker) =>
entity.Damage(damageAmount, attacker);

public void ApplyDmg(int damageAmount, Team team, Entity attacker) =>
entity.Damage(damageAmount, team, attacker);

}
// KillRecorder.cs

using UnityEngine;

using UnityEngine.Events;

// Knac, wo cnipkye 3a B6MBCTBaMU

public class KillRecorder : MonoBehaviour

{
public UnityEvent<Entity> OnDamage { get; set; }
public UnityEvent<Entity> OnKill { get; set; }
// MeTod, wWo BM3MBAETbCA Ha NOYaTKY
private void Awake()
{
OnDamage = new();
OnKill = new();
GetComponent<Entity>().KillRecorder = this;
}
}
// Gun.cs

using UnityEngine;
using UnityEngine.Events;
// Knac 36poi
public class Gun : MonoBehaviour
{
// Bupgu 36poi
public enum GunType

{
main,
additive,
grenade

}

// Pemumn cTpinb6u
public enum ShootingMode

{
single,
turnSprayOn,
turnSprayOff
}

// CTaHu 36poi
public enum State

{
ready,
notReady,
reloadingMags,
}

[SerializeField] GunType type = GunType.main;
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[SerializeField]
[SerializeField]

GameObject projectile;
Transform projectileSpawnPoint;

Transform projectileHandler;

[SerializeField]
[SerializeField]

[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]

[SerializeField]

UIManager uiManager;
float raycastDistance = 100;

protected Transform raycastPoint;
float reloadingTime = 5;

float magReloadingTime = 5;

int ammoCount = 30;

int ammoCountMax = 30;

int mags = 0;

int magsMax = 0;

float angleError = 2;

bool useAmmo = true;

Controllable character;

float sprayAccuracyCoef = 1;
float movementAccuracyCoef = 1;

readonly UnityEvent onShot

new();

State state = State.ready;
bool spray = false;
LayerMask raycastMask;

Timers.CooldownTimer accuracyTimer;

Entity me;

public GunType Type { get => type; }

public Transform GunSpawnPoint { get => projectileSpawnPoint; }
public int AmmoCount { get => ammoCount; }

public int TotalAmmoCount { get => ammoCount + mags * ammoCountMax; }
public int Mags { get => mags; }

public UnityEvent OnShot { get => onShot; }

public State GunState { get => state; }

// MeTod, wWo BM3UBAETbCA Ha NOYaTKY
private void Awake()

{
if (uiManager != null) uiManager.UpdateAmmoText(type, $"{ammoCount}");
if (raycastPoint == null) raycastPoint = projectileSpawnPoint;
raycastMask = GameManager.Instance.RaycastlLayerMask;
projectileHandler = GameManager.Instance.ProjectileHandler;
accuracyTimer = new Timers.CooldownTimer(0.3f);
me = GetComponent<Entity>();

}

// Ctpinb6a

public void Shoot(ShootingMode mode)

{

spray = mode switch

ShootingMode. turnSprayOn => true,
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_ => false,
}
if (mode == ShootingMode.turnSprayOff) return;

ShootAndReload();
}
// CTpinb6a 3 nepesapsagKow
private void ShootAndReload()
{
if (gameObject == null || state != State.ready) return;

bool accurate = accuracyTimer.Check();
accuracyTimer.Reset();

Quaternion error = Quaternion.Euler(®, 0, Random.value * 360)
* Quaternion.Euler(angleError * Random.value * ((accurate ? 0 :
sprayAccuracyCoef) + movementAccuracyCoef), 0, 0);

GameObject projectileObj = Instantiate(
projectile,
projectileSpawnPoint.position,
Quaternion.LookRotation(projectileSpawnPoint.rotation * (error *
Vector3. forward)),
projectileHandler

I
if (useAmmo) ammoCount-—-;
state = State.notReady;

projectileObj.GetComponent<Damaging>().Owner = me;

Timers.Delay(reloadingTime, () => {
if (ammoCount > 0) state = State.ready;
else
{
if (mags < 1) return;
mags——;
state = State.reloadingMags;
character.SetReloadAnim(GunType.main, true);
Timers.Delay(magReloadingTime, () => {
ammoCount = ammoCountMax;
state = State.ready;
character.SetReloadAnim(GunType.main, false);
if (spray) ShootAndReload();
B;
return;
}
if (spray) ShootAndReload();
});

onShot.Invoke();
}
// TpoBepeHHs npomeHsa 3i 36poi
public Vector3 RayCastGun()
{
Vector3 forward = raycastPoint.forward;
Vector3 gunPos = raycastPoint.position;
return Physics.Raycast(gunPos, forward, out RaycastHit hitInfo,
raycastDistance, raycastMask) ? hitInfo.point : gunPos + forward * raycastDistance;

}
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public void SetSprayAccuracyCoef(float value)
{

sprayAccuracyCoef = value;

public void SetMovementAccuracyCoef(float value)

{
movementAccuracyCoef = value;
}
public void Refill()
{
mags = magsMax;
}

}
// Turret.cs

using UnityEngine;

// Knac 36poi, wo noeepTaeTbca Ta uinutbes

public class Turret : Gun

{
[Tooltip("In degrees/sec")]
[SerializeField] Vector2 rotationSpeed = Vector2.onex20;
[SerializeField] Transform root;
[SerializeField] Transform turret;
[SerializeField] Transform gun;
[SerializeField] Vector2 verticalAngleBounds = Vector2.up * 10;

[Tooltip("Local rotation axis for turret")]
[SerializeField] Vector3 turretRotationAxis = Vector3.up;

[Tooltip("Local rotation axis for barrel™)]
[SerializeField] Vector3 gunRotationAxis = Vector3.right;

Vector3 tmpLocalDirHor;

Vector2 targetRotationAngles;

Vector2 currentRotationAngles;

bool ignoreLookPoint = false;

public bool IgnoreLookPoint { set => ignoreLookPoint = value; }
float To180sys(float val) => (val - 5U40) % 360 + 180;

Vector2 Tol80sys(Vector2 angles)

{
angles.Set(
Tol80sys(angles.x),
Tol80sys(angles.y)
)i
return angles;
}
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Vector2 ClampVector(Vector2 vec, Vector2 max)

{
return new Vector2(
Mathf.Clamp(vec.x, -max.x, max.Xx),
Mathf.Clamp(vec.y, -max.y, max.y)
)
}

// OHoBneHHa opieHTauii Typeni
void UpdateTurretRotation()
{
Vector2 delta = Tol80sys(targetRotationAngles - currentRotationAngles);

currentRotationAngles += ClampVector(delta, rotationSpeed * Time.deltaTime);
currentRotationAngles = To0180sys(currentRotationAngles);

turret.localRotation = Quaternion.Euler(turretRotationAxis *
currentRotationAngles.x);
gun.localRotation = Quaternion.Euler(gunRotationAxis * -
currentRotationAngles.y);
}
// MeTon, wo BU3UBAETbCA KOKEH Kaap
void Update()

{
UpdateTurretRotation();
}
void OnDrawGizmosSelected()
{
if (!Application.isPlaying) return;
Gizmos.DrawLine(turret.position, turret.position + tmpLocalDirHor);
}

// MeTon noBopoTy Typeni
public void Rotate(Vector2 angles)
{

}

// MeTon noBopoTy Typeni Ha TOYKY
public void LookAt(Vector3 lookPoint)
{

targetRotationAngles = angles;

if (ignoreLookPoint) return;
Quaternion localRotation = Quaternion.Inverse(root.rotation);

Vector3 localDirTurret = localRotation * (lookPoint -
turret.position).normalized;

Vector3 localDirGun = localRotation * (lookPoint -
raycastPoint.position).normalized;

Vector3 localDirHor = Vector3.ProjectOnPlane(localDirTurret,
Vector3.up).normalized;

Vector3 localDirVert = Vector3.ProjectOnPlane(localDirGun, Quaternion.Euler(0,
targetRotationAngles.x, 0) * Vector3.right).normalized;

targetRotationAngles.Set(
Quaternion.LookRotation(localDirHor).eulerAngles.y,
Mathf.Clamp(-
To180sys(Quaternion.LookRotation(localDirVert).eulerAngles.x), verticalAngleBounds.x,
verticalAngleBounds.y)

}
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}
// AmmoManager.cs
using UnityEngine;

// Knac 6oenpunacie nepcoHawa
public abstract class AmmoManager : MonoBehaviour

{
public abstract bool IsReloading { get; }
public abstract int Ammo { get; }
public abstract int TotalAmmo { get; }
public virtual int GrenadeAmmo => 0;

}

// GunManager.cs

using System;

using System.Collections.Generic;

using System.Linq;

using UnityEngine;

using static Gun;

// Knac 36poi nepcoHama

public class GunManager<T> : AmmoManager where T : Gun

{
protected Dictionary<GunType, List<T>> guns = new();
protected T[] allGuns;
private T mainGun;
private T grenades;
public T MainGun { get => mainGun; }
public T Grenades { get => grenades; }
public override int Ammo { get => mainGun.AmmoCount; }
public override int TotalAmmo { get => mainGun.TotalAmmoCount; }
public override int GrenadeAmmo { get => grenades.AmmoCount; }
public override bool IsReloading { get => mainGun.GunState == State.reloadingMags;
}

// MeToa, wo BMU3UBAETbCHA Ha NOYATKY
void Awake()

t allGuns = GetComponents<T>();
foreach (GunType t in Enum.GetValues(typeof(GunType))) guns[t] = new();
foreach (var g in allGuns) guns[g.Typel].Add(g);
mainGun = guns[GunType.main].First();

) if (guns[GunType.grenade].Any()) grenades = guns[GunType.grenade].First();

public Vector3 RayCastGun() => mainGun.RayCastGun();

public void Shoot(GunType type, ShootingMode mode = ShootingMode.single) =>
guns[type].ForEach((gun) => gun.Shoot(mode));

public void SetSprayAccuracyCoef(float value) =>
mainGun.SetSprayAccuracyCoef(value);
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public void SetMovementAccuracyCoef(float value) =>
mainGun.SetMovementAccuracyCoef(value);

// Tepe3apsagka

public void Reload()

{

}

foreach (var gun in allGuns) gun.Refill();
}
public class GunManager : GunManager<Gun> { }
// TurretManager.cs

using UnityEngine;

// Knac Typeneii nepcoHaxa

public class TurretManager : GunManager<Turret>

{
// BUMKHEHHS KepyBaHHA Typemnnw
public void IgnoreLookPoint(bool on)

{
}

// HanpaBneHHs Typeni Ha TOuYKy
public void LookAt(Vector3 Direction)
{

}

// ToeopoT Typeni

public void Rotate(Vector2 angles, Gun.GunType type)
{

}

foreach (var turret in allGuns) turret.IgnoreLookPoint = on;

foreach (Turret g in allGuns) g.LookAt(Direction);

foreach (var turret in guns[type]) turret.Rotate(angles);
}

// Projectile.cs

using UnityEngine;

// Knac kyni

public class Projectile : MonoBehaviour

{
[SerializeField] float projectileSpeed = 120f;
[SerializeField] Transform trail;

Rigidbody rb;
// MeTod, wWo BM3UBAETbCA Ha NOYaTKY
private void Start()
{
rb = GetComponent<Rigidbody>();
rb.velocity += transform.forward * projectileSpeed;

}

// CameraController.cs

using System.Collections.Generic;

using System.Ling;

using UnityEngine;

// Knac ynpaBniHHS Kamepow

public class CameraController : ViewController

{
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[SerializeField] float rotationAmount = 2f;
[SerializeField] float raycastDistance = 100;
[SerializeField] float zoomSpeed = 0.05f;
[SerializeField] float smoothing = 1f;
[SerializeField] float shootShakeIntensity = 0.7f;
[SerializeField] float zoomOutShakeMultiplier = 0.5f;

[SerializeField] Transform cursorBig;
[SerializeField] Transform cursorSmall;

LayerMask raycastMask;
LayerMask occlusionRaycastMask;

Vector2 targetRotation;

Quaternion targetRotationQuaternion;
Transform follow;

Vector3 cameraOffset;

Vector3 cameraZoomOffset;

Vector3 followPoint;

Camera cam;

float zoomvVal = 0;

float zoomValTarget = 0;

bool zoomingState = false;
float smoothingMultiplier = 1;

Vector3 cursorSmallGlobalPos;
List<Component> deactivateOnZoom = new();

enum Zoom
{
out = o,
In = 1,
}

public Controllable Follow {
set {
follow = value.CameraPivot;
cameraOffset = value.CameraOffset;
cameraZoomOffset = value.CameraZoomOffset;

}

public Vector2 TargetRotation { get => targetRotation; }
public List<Component> DeactivateOnZoom { set => deactivateOnZoom = value; }
// MeTod, wWo BM3UBAETbCA Ha NOYaTKY
void Start()
{
cam = GetComponent<Camera>();
raycastMask = GameManager.Instance.RaycastLayerMask;
occlusionRaycastMask = GameManager.Instance.OcclusionRaycastLayerMask;

// TpuxoBYBaHHA TeKCTYp, WO 3aBakawTb Kamepi npu Ha6numeHHi
public void EnableOccludingMeshes(bool on)

{

foreach (SkinnedMeshRenderer mesh in deactivateOnZoom.Cast<SkinnedMeshRenderer>())

{
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mesh.enabled = on;

}

zoomingState = on;
}
void LateUpdate()
{

if (follow == null) return;

zoomVal = Mathf.Lerp(zoomVal, zoomValTarget, zoomSpeed);
Vector3 offsetTarget = transform.rotation * Vector3.Lerp(cameraOffset,
cameraZoomOffset, zoomval);

bool zoomed = zoomVal > 0.9f;

if (zoomingState && zoomed) EnableOccludingMeshes(false);
else if (!zoomingState && !zoomed) EnableOccludingMeshes(true);

smoothingMultiplier = zoomValTarget == 1 ? Mathf.Lerp(smoothingMultiplier, 1, 0.01f)
1 0;

followPoint = Vector3.Lerp(followPoint, follow.position, Mathf.Max(smoothing *
Time.deltaTime, smoothingMultiplier));

Vector3 offset = Physics.Raycast(followPoint, offsetTarget, out RaycastHit hitInfo,
offsetTarget.magnitude, occlusionRaycastMask) ? offsetTarget.normalized * hitInfo.distance :
offsetTarget;

transform.position

followPoint + offset;

Vector3.Dot(cursorSmallGlobalPos - transform.position,

bool cursorVisible
cam.transform.forward) > 0;

GameObject cursor = cursorSmall.gameObject;

if (cursor.activeSelf != cursorVisible) cursor.SetActive(cursorVisible);

}

void ClampView(ref Vector2 vector, float val) => vector.y = Mathf.Clamp(vector.y, -val,
val);

// ToBopoT Kamepu

public void RotateLook(Vector2 input)

{
const float deadzone = 0.1f;
targetRotation += input;
ClampView(ref targetRotation, 90 - deadzone);
targetRotationQuaternion = Quaternion.Euler(-targetRotation.y, targetRotation.x, 9);
transform.rotation = Quaternion.Lerp(
transform.rotation,
targetRotationQuaternion,
rotationAmount
)
Vector3 rotationVec = targetRotationQuaternion * Vector3.forward;
cursorBig.position = cam.WorldToScreenPoint(transform.position + rotationVec);
}

// BekTop nornsapy
public Vector3 ForwardView() => transform.position + transform.forward *
raycastDistance;
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// TpoBepeHHA MpPOMEHS Yy HaMpsAMKY Kypcopa
public Vector3 RaycastCursor()

{

Vector3 raycastDir = targetRotationQuaternion * Vector3.forward;

bool hit = Physics.Raycast(transform.position, raycastDir, out RaycastHit hitInfo,
raycastDistance, raycastMask);

return hit ? hitInfo.point : transform.position + raycastDir * raycastDistance;

}

// TpoBegeHHA NMPOMeHS Yy HaMpPsAMKY Kypcopa Ta OTPUMAHHA 06°’€KTa, B KUl BIy4uB
npoMiHb

public override bool RaycastItem(out GameObject obj)

{

Vector3 raycastDir = targetRotationQuaternion * Vector3.forward;

bool hit = Physics.Raycast(transform.position, raycastDir, out RaycastHit hitInfo,
interactDistance, raycastMask);

obj = hit ? hitInfo.collider.gameObject : null;
return hit;

// BCTaHOBNEeHHA [OJATKOBOrO Kypcopa

public void SetAdditiveCursor(Vector3 globalPos)

{

cam.WorldToScreenPoint(globalPos);
globalPos;

cursorSmall.position
cursorSmallGlobalPos

}

// HabnumeHHs Kamepwu
public void SetZoom (bool on)

{
¥

// Imnynbc Kamepu Bip nocTpiny
public void ShootShake()

{
float shake = zoomingState ? shootShakeIntensity * zoomOutShakeMultiplier :
shootShakeIntensity;
transform.Rotate(new(Mathf.Sign(Random.Range(-1, 1)) * shake,
Mathf.Sign(Random.Range(-1, 1)) * shake));
}

zoomValTarget = (float)(on ? Zoom.In : Zoom.Out);

}

// Becb Koa 6yno BupiweHo He HapjaBaTu, 60 ue 3aiiMe 100+ cTopiHoK popaTka. lpoekT mae
noHag 3.5 TucAY CTpPoOK BnacHoro kogy. OCHOBHi Knacu nporpamu, 9Kki BapTi yBaru, 6ynu
HagaHi Buue.
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