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AHOTAIIS

KaukoBcekmii A. A. I'pa B xanpi «Tower Defence» 3 Bukopucranusm
HMITYYHOTO 1HTENeKTy. Pykonuc.

Ksamidikarmiitna pobGota OakamaBpa OIl  «lmxeHepis  mporpamHOro
3a0€3MeueHHs creriaabHoCcTl [HkeHepii mporpaMHoro 3abesrneueHHs. JIynbkui
HalllOHAJIbHUM TeXHIYHUHN yHIBepcuteT. JIyipk, 2023.

PoGota mpucesiaeHa po3poOIli koM FoTepHOI rpu B sxkaHpi « Tower Defencey 3
BUKOPHUCTAHHSM IITYYHOTO 1HTEJIEKTY. MeToro poOOTH € CTBOPEHHS TeUMILIEIO, IKUN
BUKOPHUCTOBYE AITOPUTMHU IITYYHOTO IHTENEKTY JAJISl YIPABIIHHA BOPOKHUMH CHIIAMU
Ta CTpATETIYHUM IUTAHYBAHHSIM TPABIISL.

Y po3auni  aHamizy Ta BHU3HAYEHHA BHUMOI JO pO3poOJOBaHOI Tpu
PO3TISAAAETECA aKTyalbHICTh BHKOPUCTAHHS IITYYHOTO 1HTENEKTY Y TpalbHUX
nporpamax, a TaKOoX IPOBOJUTHCA aHaji3 ICHYIOUMX TpaBI[iB HAa pPUHKY Ta
BU3HAYAIOTHCS (DYHKIIIOHATBHI Ta HE(YHKIIIOHATIFHI BUMOTH JI0 TPH.

Y  HacTymHOMY PpO3AUIL  PO3IJSAAETHCS  MPOEKTYBaHHS  MPOTPAMHOTO
3a0e3MeUeHHs] TpH, BKJIIOYAIOUM AapXITEKTypy TpH Ta IHTErpaiil0 IMTYyYHOTO
iHTenekTy. OcobnuBa yBara npuIiIse€Thess po3po0Il MOEII MOBEIIHKH BOPOKUX CHIT
Ta 00OPOHHHUX BEX, a TAKOXK IMIIJIEMEHTALlli aITOPUTMIB IITYYHOTO 1HTEIEKTY.

[Ticns peamizaiii rpu ITPOBOJUTHCS TECTyBAaHHS Ta BalliJallis, B XOJI SKHX
MEPEBIPAETHCA KOPEKTHICTh (DYHKLIOHYBAHHS I'PU Ta BIUIMB IUTYYHOI'O 1HTEJIEKTY Ha
reiMIuIel Ta KOpPHUCTYyBalbKuii JOCBiA. OTpuMaHi pe3ylbTaTh BHKOPUCTOBYIOTHCS
TUTS KOPEKITii Ta BIOCKOHAJICHHS TPH.

Kiro4oBi cjoBa: rpa, INITYYHHE IHTENIEKT, MporpamHe 3abesmeuenns, Unity,

ML-agents.



ANNOTATION

Kachkovskyi A. A. Game in the «Tower Defence» genre using artificial
intelligence. Manuscript.

Bachelor’s qualification work of the educational program «Software
Engineering» in the specialty of Software Engineering. Lutsk National Technical
University. Lutsk, 2023.

The work is dedicated to the development of a computer game in the «Tower
Defence» genre using artificial intelligence. The aim of the work is to create
gameplay that utilizes artificial intelligence algorithms to control enemy forces and
strategic planning for the player.

The analysis section discusses the relevance of using artificial intelligence in
gaming applications, analyzes existing players in the market, and identifies the
functional and non-functional requirements for the game.

The next section focuses on the design of game software, including game
architecture and integration of artificial intelligence. Special attention is given to the
development of the behavior model of enemy forces and defensive towers, as well as
the implementation of artificial intelligence algorithms.

After the game is implemented, testing and validation are conducted to verify
the correctness of the game’s functioning and the impact of artificial intelligence on
gameplay and user experience. The obtained results are used for refinement and
enhancement of the game.

Keywords: game, artificial intelligence, software, Unity, ML-agents.
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BCTYII

Y cydacHoMy CBIiTi iH(OpMaIliiiHI TEXHOJOTIi € HEBiJI €MHOIO YacCTHHOIO
HAIIOrO0 TOBCSKIEHHOTO KUTTA. OJHIEI0 3 MNONyJIApHUX oOJacTedl po3poOKu
MPOrpaMHOTO 3a0e3MeYeHHs] € CTBOPEHHS KOMII'toTepHHuX irop. Lle 3axomumoroue
TBOpUYE 3aBJaHHS, K€ BHMAarae MO€JHAHHS MPOrpaMyBaHHs, rpadiyHOro Au3aiHy,
IrPOBOTO JM3aiHY Ta IHIIUX KOMIIOHEHTIB.

Mertoro miei kBamidikamiiiHoi poOoTu OakamaBpa € po3poOka rpu «Tower
Defence» 3 BUKOpPHCTaHHSM IITYYHOTO IHTEIEKTY, 3 BHKOPUCTAHHSIM IUIATHOPMHU
Unity, Zenject Ta ML-Agents. ['0JI0BHOIO METOIO PO3POOKH TpU € CTBOPEHHS
3aXOIUTIOIOYOTO 1HTEPAKTUBHOTO JIOCBIY [UJIi KOPHUCTYBaydlB Ta JIOCHIIKEHHS
MO’KJIMBOCTEHN IITYYHOT'O 1HTENIEKTY B IPAJIbHUX JI0/IaTKAX.

O06’exToM nociimkeHHs € po3podka rpu "Tower Defence".

[IpenmMeToM JOCHIIPKEHHST € BUKOPUCTAHHS IUTYYHOTO IHTEIEKTY MJIs
KepyBaHHS MEPCOHAXKAMH B IIil Tpi.

3aBaHHs Ha pOOOTY:

— po3poOKka OCHOBHOi CTPYKTYpu TpH Ta IiHTepdelicy KopucTyBaua:

CTBOPEHHSI apXITEKTYPH TP Ta YIPABIIHHS PIBHSIMU;
— 1inTerpauis Universal Render Pipeline (URP) nnst BizyasibHOrO oopmiieHHs
Ipy;

— BukKopucTanHs ML-Agents 1151 HaBYaHHS MOJIeIEH IITYYHOTO 1HTEIIEKTY;

— BHUKOpHCTaHHS Zenject Il opraHizallisi Koy Ta KEpYBaHHS 3aJIEKHOCTIMU,

— peanizailis CUCTEMH 3aKJIMHAHb JIJISl 3aXUCTY MOPTalLy: PO3pOOKa MEXaHIKH

3aKJIMHAHb Ta X PI3HOMAHITHOCTI,

— BIIPOBA/IXKEHHS CUCTEMHU 30€peKeHHS POTpecy I'py;

— TECTyBaHHs Ta HaJaroJKEHHsI IpH sl CTaO1IbHOT POOOTH.

O1uiHKa Cy4acHOro CTaHy mpoOjaeMu

Ha croromuimHiii 1eHb ICHY€ BeJMKa KIJIBKICTh ITOP Ha PUHKY, ajie po3poOKa
rpU 3 BUKOPUCTAHHSAM IITYYHOIO IHTEJEKTY € aKTyaJbHUM Ta BHUKJIMKAIOUUM

3aBaaHHsIM. CriokuBadl Bce OUIbIIE IIKABISATHCS 1'paMH, SIKI MalOTh 1HTEJEKTYyallbHI
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QITOPUTMU Ta MOXYTh ajanTyBaTtucs a0 iX Aid. IITydHuil 1HTENEKT B TpajibHUX
J0/aTKax BIJIKPUBA€ HOBI MOKJIMBOCTI JJISI CTBOPEHHS CKJIQJHUX ITPOBHUX CIICHAPIIB,
IHHOBAIIMHOTO TEHMIUICIO Ta B3a€EMOIi1 3 TPABIIEM.

CBITOBI TCH/ICHIII1 BUPIIICHHS MTOCTaBJIEHUX 3a/1a4

Ha cysacHOMy reiiM-puHKY ICHYy€ KilbKa ITPOBHUX JIBWXKKIB, $IKI HaJalOTh
NOTYXHI  IHCTPYMEHTH JUIsl  PO3pOOKM  Komm roTepHuX irop. Opun 3
HAUMOMYJSPHIIIMX IrpOBUX ABWXKKIB — Unity, sikuii 3a0e3neuye mMpoKi MOKIUBOCTI
JUTSl CTBOPEHHS ITPOBUX MPOEKTIB PI3HOTO PIBHA CKJIAIHOCTI.

Y miii poboti mis peamsamii rpu «Tower Defence» BUKOPHUCTOBYETHCS
dbpeiiMBOpk Zenject, sikuit 3a0e31euye peali3alliio 1HBEpCii KepyBaHHS Ta yIPaBIiHHS
3QJIEKHOCTSIMU B ITporpami.

JIist MOCSATHEHHSI 1HTEJIEKTYaJIbHOTO TOBEIIHKH B TPl, BHUKOPUCTOBYETHCS
miatpopma ML-Agents, po3pobsiena komnaniero Unity Technologies. ML-Agents
JI03BOJISIE HABYATH areHTIB TPU 3a JOMOMOTOI0 METOJIIB MAIIMHHOTO HAaBYAHHS, IO
JI03BOJISIE CTBOPIOBATH CKJIQ/IHI ITPOBI CIIeHapii 3 IHTEIEKTyaIbHUM IMOBEAIHKOIO.

B3aeM03B’430K 3 IHIIUMU POOOTaMU

Pesynprat 1i€i poOoTh 0a3yrOThCS Ha TONEPEAHIX JOCTIDKCHHSIX Ta
po3poOKax B raiy3i poO3pOOKHM KOMIT FOTEPHUX 1rop, IITYYHOrO IHTEJICKTY Ta
BukopuctanHda minatdopmu Unity. [lonepenni ociaipkeHHs Ta MPAKTHYHI PO3POOKU
B Iiil Tayly31 CTaJIM MIAIPYHTSAM JJisi PO3BUTKY I[LOTO MPOEKTY Ta BU3HAYEHHS HOTO

YHIKQJIbBHUX OCOOJIMBOCTEH.



PO3JILI 1
AHAJII3 PO3POBKH KOMIT'IOTEPHHUX ITOP 3 BUKOPUCTAHHSM
IITYYHOI'O IHTEJIEKTY I HOCTAHOBKA 3ABJIAHb HA
KBAJI®IKAIIAHY POBOTY

1.1 AHaJi3 cy4acHOro cTany npoojemMu

VY cydacHOMy irpOBOMY CEpEIOBHIII MOXKHA 3HAWUTH KUIbKa IrOop B KaHpi
«Tower Defencey», ase HeOaraTo 3 HHX BUKOPUCTOBYIOTH IITYYHUH IHTEIEKT JUIS
KEepyBaHHS BOpPOraMH. BIIBIIICTh ICHYIOUMX 1TOp B IIbOMY >KaHpPl BHKOPHUCTOBYIOTH
BU3HAYEH] MMIA0JOHU MOBEAIHKH JUIsl MEPCOHAXIB, 10 OOMEXYye BaplaTUBHICTh Ta
Hernepea0avyyBaHICTh FreiMIUIeto. Takuidl maxiJ MOKe MPU3BECTH A0 CTEPEOTUITHOTO
Ta MPOTHO30BAHOI'O PO3BUTKY MOJIN y Ipi, 110 3MEHIIYE IHTEPEC KOPUCTYBaUiB J0
1rop LBOTO JKaHPY.

OnHak, 3a OCTaHHI POKM 3 SIBWIMCS MEBHI MPOPUBH B Taiy3l BUKOPHUCTAHHS
MITYYHOTO IHTENEKTY B irpax. 3aBAsKU PO3BUTKY TEXHOJOT1H MAIIMHHOTO HAaBYaHHS,
CTaJI0 MOXKJIUBUM CTBOPEHHSI HAaBYCHHUX MOJENEH, Ki MOXKYTh CAMOCTIMHO Ha0yBaTu
JIOCBIy Ta BJIOCKOHAJIOBATH CBOIO MOBEIHKY Ha OCHOBI B3aemo/ii 3 rporo. e mae
MOXJIMBICTh PO3IIMPUTH MOKIIMBOCTI IHTEIEKTYaIbHOTO KEPYBaHHS BOPOTaMHU Y TPi.

CTBOpEeHHS HOBOI CHCTEMH, sKa BHKOPHCTOBYBaTUME HaBYEHI Mojemi
MITYYHOTO 1HTEJEKTY € JOIIIPHUM Ta Mae€ Kiinbka mepesar. Ilepm 3a Bce, 1ie
JO3BOJIUTh CTBOPUTH OUIBII pPEANICTUYHUN Ta HenependauyyBaHUM TrelMILIEH,
OCKUIBKH BOPOTU OyJyTh BUSIBJISTH HOB1 CTpaTerii Ta agamnTyBaTUCS 1O J1d I'paBlIs.
Ile 3a0e3meunTh OULIbIIY TIMOMHY Ta BaplaTHUBHICTh TPH, MIO CHOPUSITHME
N1JBUIIEHHIO IHTEPECY KOPUCTYBAYIB Ta MPOJOBKEHHIO TPUBAIOCTI FEHMILIEIO.

JloaTKOBOIO TIEPEBAror0 CTBOPEHHS CHUCTEMHM 3 BUKOPHCTAHHSM IITYYHOTO
IHTEJIEKTY € MOJKJIMBICTh ABTOMATHYHOI OINTHUMI3allli MOBEIIHKKH BOpOTiB. Mojeni
IITYYHOTO 1HTEJNEKTY MOXKYTh aIalTyBaTHCS 10 PI3HUX YMOB Ta PO3YMITH, Kl Aii €
HalO1IbII €PEKTUBHIUMHU B KOHKPETHUX cHUTYyalisx. L{e 703BomTh mocsrtu OamaHCy
y redMIuiei Ta MIABUIIUTH CKIAJHICTh TpH, POOJISIUM 1i BUKJIMKOM JJISI TPaBIIIB

PI3HOTO PiBHSL.
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1.2 TloctanoBKa 3aBaHHs HA KBajdidikauiiiny podory 6akajaBpa

B manomy myHKTI chopMysIbOBaHO KOHKPETHI I KBamidikamiitHoi poboTH,
SIKi MMOBUHHI OyTH JOCATHYTI mia 4ac po3poOku rpu B xkaHpi «Tower Defence» na
6a31 Unity 3 BUKOPHCTAHHSAM IITYYHOTO 1HTEJIEKTY. 3aBJaHHS BKIIOYAIOTh:

— pO3po0KYy OCHOBHOI CTPYKTYpH T'pU Ta 1HTep(elcy KOpUcTyBaya: CTBOPECHHS
0a30BOi apXITEKTypH TPH YMPABIIHHA PIBHAMH Ta 1HII BaXJIUBI KOMIIOHEHTH,
po3po0Ka IHTYITUBHOTO Ta 3pYYHOro 1HTEpQeiicy KopucTyBaya, sIKHiA 3a0€3MeUYUTh
3py4yHY HaBIralio Ta B3a€MOJII0 IPaBlis 3 TPOIo;

— inTerpanito Universal Render Pipeline (URP) ans cTBOpeHHS Bi3yalbHOTO
obopmiieHHst rpu: Bukopuctandsi URP miist cTBOpeHHs Bi3yallbHO MPUBAOIMBOIO Ta
ONTHMI30BaHOT'O BI3yaJbHOI'O CTUJIIO TPH; HANAIUITYBAaHHSA OCBITJIICHHS, MaTepiaiiB Ta
e(eKTiIB,;

— BuKopucTtanHs ML-Agents i1 HaBYaHHA MOJIENIEH IUTYYHOTO 1HTENEKTY JJIs
KepyBaHHs MepcoHakamu B rpi: iHTerpaimiss ML-Agents, (ppeliMBOpPKY IITYYHOTrO
inTenekty B Unity, HalamTyBaHHS CEpEOBUINA Ta TapamMeTpiB HaBYaHHS, 1100
JOCATTH ONTUMAIIbHOT €(pEKTUBHOCTI; HABUYAHHS MOJIETICH;

— BUKOpHUCTaHHS Zenject sl pO3pOOKHM Ta KEpyBaHHS CKPUITAMU TPHU:
BUKOpUCTaHHsI Zenject, (GperMBOpKY 1HBEpCii KepyBaHHS Ta BIPOBAKEHHS
3aQJIEKHOCTEM, N7l opraHizalii KOAy Ta KEpyBaHHS CKpUITAMHU IpH; 3a0€3MEUEHHS
MOJIYJIBHOCTI Ta PO3IIMPIOBAHOCTI CUCTEMU;

— peaiizaiii0 CUCTEMHU 3aKJIWHAaHb, SKI TpaBellb MOXXE BUKOPUCTOBYBATH IS
3aXUCTY MOpPTay: po3po0Ka MEXaHIKU 3aKIMHAHb, SKa JO3BOJUTH TPABIIO aKTUBHO
B3aEMOJISATA 3 TPOI Ta BIUIMBATA Ha Xia OWTBHU; peaiizallis 3aKiIuHaHb 3
VHIKQJIBHUMH BJIACTUBOCTSIMU Ta edeKTamMH s 3a0e3MeUeHHS Pi3HOMaHITHOCTI
TreUMILIELO;

— BIOPOBA/DKEHHSI CUCTEMHU 30€peKEeHHS TPOrpecy TpH. po3poldKa MeXaHIiZMy
30epeKeHHs Ta 3aBaHTaXEHHS [TPOrpecy rpaBIld;

— TECTYBaHHS Ta HAJIArO/HKEHHS IPH JJIsl 3a0€3MeUeHHs CTa0lIbHOI pOOOTH.
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BucnoBku 10 po3aiay 1

AHani3yloun CydacHUH CTaH MpoOJIeMH, MOXKHA 3pOOUTH BHCHOBOK, IO
BUKOPHMCTAHHS IITYYHOI'O 1HTCIEKTY B irpax »kaupy «Tower Defence» mae Benukuii
MOTEHLIaNn JJis MOKpalleHHs1 reiimruiero. barato icHyrouux irop B I[bOMY KaHpI
oOMe)KeH1 BapiaTUBHICTIO Ta Heepe10adyBaHICTIO Yepe3 BUKOPUCTAHHS CTATUUHUX
m1abJIOHIB MOBEIHKU JUIsl BOPOTiB. 3aCTOCYBAHHS HABUYEHUX MOJENICH IITY4HOIO
IHTEJIEKTY J03BOJIUTh CTBOPUTH OLIBII PEATICTUYHUN Ta 3aXOIUIIOIOUMI relMIuieH,
Jie BOpOTrH OyAyTh afanTyBaTHUCs J0 i TpaBls 1 BUSBISTH HOBI CTpaTerii.

Bynn cdopMmynboBaHI KOHKpPETHI 3aBAaHHS, SKI BKJIOYAIOTh PO3POOKY
OCHOBHOI CTPYKTypH Tpu Ta 1HTepdeicy KopucTyBaua, BukopuctaHHs Universal
Render Pipeline nns BizyanbHOro odopmileHHs, iHterpaimito ML-Agents s
HABYaHHS MOJEJIEH IITYYHOTO IHTENEKTY, BUKOPHCTaHHA Zenject sl KepyBaHHS
CKpUIITAMU TpH, pealli3allil0 CUCTEMHU 3aKJIWHAHb JJIsi TpaBllsi, BIPOBAKEHHS

CUCTEMU 30epeKEHHS MPOrpecy TPU Ta TECTYBAHHS Ta HAJIATOJKEHHS TeHMILICIO.
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PO31JI 2
CIIEIIU®IKAIISI BAMOT 1O PO3POBJIIOBAHOI CUCTEMM
2.1 AmHaxi3, BH3HAYEHHS BHMOI 10 PO3PO0OJIOBAHOTO NPOrPAMHOIO

3a0e3Me4YeHHs TA NPOEKTYBAHHSA NMPOrPaMHOI0 3a0e3meyeHHs!

DyHKIIOHAJIBHI BUMOTH

['onoBHe MeHI0. BinoOpakeHHST TOJOBHOTO MEHIO 31 CIMCKOM JOCTYIHHX
onuiii. MOXJIMBICTh MOYaTH HOBY Tpy. MOXKIMBICTH 3aBEPUIMTH TPy 1 BUUTU 0
TOJOBHOTO MEHIO. MOXIIUBICTh HaJAITYyBaTH MapaMeTpu TIpu (CKIAJHICTb,
HaJalITyBaHHS 3ByKY TOILIO). MOXIIUBICTh NEPETISHYTH IHCTPYKIIIO TPH.

['pa. CtBOpeHHS TpU 3 BUIIAJKOBUM PO3MIIICHHSIM BOPOTIB Ta 00 €KTIB.
BinoOpakeHHsI TOJOBHOIO IrpoBOro IiHTEpdehcy 3 HEoOX1THOK 1HGOPMAIIIE
(paxyHOK, KIIBKICTh JOCTYIHMX 3aKJIMHAHbL ToI0). [losiBa HOBMX XBWJIb BOPOTIB 3
INEBHUM 1HTEpBaJIOM. PyxX BOpOriB 3ajie)KHO BiJ IXHBOTO LITYYHOIO IHTENEKTY.
BukopucranHs 3akiiiHaHb TpaBIEM JJIsi aTaKd BOPOTIB a00 MiATPUMKHU TMOPTAIY.
3aBepIieHHs] TPU TPH JOCSATHEHHI MEBHOI YMOBHM (HAmpHUKiIad, BTpaTra BCHOTO
3I0pOB’Sl TOPTATY a00 BUKOHAHHS TTIEBHOTO 3aBIaHH).

HanamryBanns. MOXIIMBICT, 3MIHUTH HaJlalITYyBaHHS TpU  (CKIAIHICTD,
HaJalITYyBaHHS 3BYKY TOIIO). MOXIUBICTh BUOpATH PiBEHb CKJIAJAHOCTI IpH (JIETKUA,
cepenHii, Bakkui). MOXIMBICTh HaNAIITyBaTH MapamMeTpu Tpadiku (po3aiibHa
31aTHICTb, SIKICTh 300pa)K€HHS TOLIO). MOXIIMBICTh 3MIHUTH HAJIAIUTYBaHHS 3BYKY
(Ty4HICTb 3BYKY, BKJIIOUCHHS/BUMKHEHHS 3BYKIB TOLIO).

[HcTpykuis. BimoOpaskeHHsT 1HCTPYKIT TpH, sKa TOSCHIOE TMpaBuja Ta
MexaHiky Tpu. [losicHeHHsT OCHOBHMX €NeMEHTIB rpadiyHoro iHTepdeiicy Ta ix
(GYHKITIOHATBHOCTI.

HedyHkiioHanbHi BUMOTH

[TponykTuBHICTE. ['pa MOBMHHA TpAIfOBATH TIJIABHO 0€3 MOMITHUX 3aTPUMOK

a00 7nariB. 3aBaHTaXKCHHSI PIBHIB Ta MEPEXO0IU MI>K HUMU MalOTh OyTH IIBUIKAMHU.
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CymMicHicTb. ['pa moBuHHA OYTH CyMICHOIO 3 PI3HUMH IUIaTGopMamMu, 30KpemMa
Windows, macOS, Linux. Burisg Tta ¢QyHKIIOHAIBHICTh TPU MaKOTh OYyTH
a/IalITOBAaHUMH 10 PI3HUX PO3MIpPiB €KpaHy.

BizyanpHuit nuzaiiH. ['pa moBuHHa MaTh NpUBAOIMBUM Ta €CTCTHYHHI
Bi3yanbHUI au3aiiH. Bukopucranus Universal Render Pipeline (URP) nmus
3a0€3IMeUeHHS BUCOKOI SIKOCTI PEHJIEPUHTY Ta rpadiuHuX e(PeKTiB.

besneka. I'pa moBuHHa 3a0e3neuyBaTu O€3MEKy JaHUX TIPaBIliB, 30Kpema
HUISIXOM 3aXUCTy KOH(P1AEHI1HHOT 1H(hopMarlii.

[tyunuit iHTEnexkT. Boporu Tpu MOBUHHI MaTH €(PEKTUBHHUM IITYYHUUN
IHTEJIEKT, SIKUA JO3BOJISIE iM MpPUHAMATH PO3YMHI PINIEHHS Ta aJanTyBaTUCA M0
cutyaliil y rpi. Buxkopucranus ML-Agents 11s1 HaBYaHHS MOJIETIEN.

MoBa nporpamyBaHHsI Ta IHCTPYMEHTU. BUKOpHCTaHHS MOBH NpOrpaMmyBaHHs
C# nna peanizawii JIOTIKM Tpu Ta B3aeMmojli 00’ekTiB. Buxopucranns Unity miis
pO3poOKU Tpu Ta HOro BOYIAOBAaHHMX MOXJIMBOCTEH. Bukopucranns Zenject mis
KEPYBAaHHSI 3aJICKHOCTSIMH Ta 1H’ €KIIIT 3aJIe)KHOCTEN B CKpUNTax rpu. Bukopucranus
Rider sik iHTErpoBaHOr0 CEpeIOBUIIA HATUCAHHS KOLY.

TectyBanns. [IpoBeaeHHsT TecTyBaHHS TPH JJIA MEPEBIpKU (DYHKIIIOHATBHOCTI
Ta BUSBJICHHS MOXJIMBUX MOMUJIOK Ta JePeKkTiB. 3a0e3nedyeHHs IKOCTI MPOrPaMHOTO
3a0e3MeyeHHs] MUIIXOM CHUCTEeMAaTUYHOTO TECTYBaHHS Ta BUITPABJICHHS BUSBIICHUX
pooIeM.

BuOip cTpyKTypHOi MOl NPOrpaMHOi CUCTEMU

OOrpyHTyBaHHS BHOOpPY INEBHOTO THUIy MOJEJI JAJsi BUKOHAHHS 3aBJaHHS 3
MOJIEJIFOBaHHS MPOrPAMHOI CUCTEMU Ta ii €JIEeMEHTIB € BAKJIMBUM KPOKOM Y TIpoLeci
pO3po0KH MporpaMHOro 3ade3nedeHHs. B nanoMy Bumnajaky 0yiao oOpaHo CTPYKTYpHY
MOJIENb IPOTrPAMHOI CUCTEMH.

CtpykTypHa MOJeiIb JO03BOJISIE BiIOOpakaTH CKJIAI0BI CHUCTEMH Ta iX
B3a€MO3B’SI3KH, L0 € BaXJIMBUM JJI aHANI3y Ta PO3YMIHHS CTPYKTYpPH CHUCTEMH.
3acTocyBaHHSA CTPYKTYPHOI MOJEJI J03BOJIIE BUSBHUTHU MPOOJIEMH MPOEKTYBAHHS,
3po0OuTH omTUMI3aIli Ta 3a0e3MeYuTH Kpally OpraHizaiilo MporpaMHOro Koay. Y

JAaHOMY BWIIa[IKy, BUKOPHUCTaHHS CTPYKTYpHOI MOJENi JOMOMOXE aHaji3yBaTH Ta
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MPEACTaBISATH KOMIIOHEHTH, MOAYJI, KJjacu, iHTepdeicH Ta 3a1eHOCTI MK HUMH,

10 JIOTIOMO€E 3a0€3MEeUUTH JIETKICTh pO3POOKH Ta MIATPUMKH MPOTPAMHOI CUCTEMHU.

2.2 BuOip 3aco00iB, MeToAiB i AJrOpuUTMIiB BHPIIIEHHS IMOCTABJIEHOIO

3aBJaHHA

JleTanpHilie po3rissHEMO 00paHi 3aco0M, METOAU Ta AITOPUTMU I PO3POOKH
MPOrPaMHOTO 3a0€3MeUYEHHS ITPOBOI CUCTEMHU.

Unity

Unity € OIHUM 3 HaWMOMYJIAPHIIIUX IHTETPOBAHUX CEPEFOBHILl PO3POOKH 1rop
y cBITI. BiH BoJIOAle MNOTY)KHUMH 3aco0amu, SIKI JO3BOJISIIOTH PO3POOHUKAM
CTBOPIOBATH ITPU 3 BEIUKOIO KUIBKICTIO JieTajneit Ta edextiB. Unity miaTpumye pisHi
mnatopmu, Taki sk Windows, macOS, Android, 10S, PlayStation 1 Xbox, 110
J03BOJISIE  PO3rOPTaTH TPy HA PpI3HUX HOPUCTPOsX. PO3pOOHUKH MOXKYTh
BukopucTtoByBaTH Unity 11l CTBOPEHHS SK MPOCTHX, TaK 1 CKIAJAHUX ITOP 3aBASKU
Horo 3py4HoMy iHTepdeiCy Ta IMUPOKOMY CIIEKTPY MOXIIHBOCTEH [1].

Unity Hazmae po3poOHHKaM 0araTto iHCTPYMEHTIB 1 pecypciB, SIKI CIPOUTYIOTh
po3poOKy irop. BoHo mae BOymoBaHUl peaakTOp CLEH, /e PO3POOHUKH MOXKYThb
CTBOPIOBATHU Ta peAaryBaTy Bi3yalbHl KOMIIOHEHTH I'pH, TaKl K 00’ €KTH, IEPCOHAXI,
nagmmagT Ta iHme. Unity Takox miarpumye poboty 3 3D-moxensimu Ta
aHIMalisIMH, TO3BOJISIOYM PO3POOHMKAM CTBOPIOBATH PEAICTUYHI CBITU Ta PyXOMI
o0’extu. 3a nmomomororo Unity, po3poOHHMKH MOXYTh TaKOK JOJAaBaTH 3BYKOBI
e(heKTH, My3HMKY Ta IHIII ayA10Bi3yallbHI KOMIOHEHTH JI0 CBOIX IrOp.

Unity miaTpuMye pi3HI MOBH TpOrpaMyBaHHs, ajieé OJHHM 3 TOJOBHUX
KOMIIOHEHTIB € MoBa nporpamyBanHs C#. Ils MoBa € OCHOBHOIO MOBOIO
nporpamyBaHHs, Ky miaTpumye Unity, 1 Hajlae po3poOHUKaM OaraTo MOXJIMBOCTEN
st po3poOku irpoBoi joriku. C# € TMOTYy)XKHOIO 1 €(QEKTUBHOI MOBOIO, SKa
miaTpuMye  o0’ekTHO-opieHTOBaHe mporpamyBanHs (OOII). Ile  mo3Bosse
pPO3pOOHMKAM CTBOPIOBATH KJIacH, 00’€KTH Ta BUKOPUCTOBYBATH YCHAJKyBaHHS Ta

nomiMop(di3M, MO CIPHUsSE CTPYKTYPOBAHOCTI 1 OpraHi30BaHOCTI Koly. Bukopucranus
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C# no3Bossie po3pOOHMKAM CTBOPIOBATH YMCTHM 1 OpraHi30BaHUM KO/, 1110 MOJIETIIY€E
HIATPUMKY Ta PO3UIMPEHHS POTPAMHOT CUCTEMHU.

Unity Hagae iHTerpaiiro 3 OararbMa 1HIIMMH IHCTPYMEHTaMH Ta pecypcami,
10 TOJIETHIYIOTh po3poOKy irop. Hampukman, BoHO Mae BOyIOBaHy MiATPUMKY
(G13MYHOTO MOJENIOBAaHHS, IO JI03BOJISIE PO3POOHMKAM CTBOPIOBATH PEANliCTUUHY
b13uky mnsg 00’ektiB y Tpi. Unity TakoX MIATPUMYE IHTErpallil0 3 PI3SHUMHU
JIBUTYHAMHM IITYYHOTO 1HTEJIEKTY, IO [O03BOJS€ CTBOPIOBATH TMEPCOHAXKIB 31
CKJIaJIHOIO MOBEAIHKOIO Ta PEATICTUYHOIO IITYYHOIO 1HTEIEKTYaIbHOK CUCTEMOIO.

Opnieto 3 HaitOUTBIUX niepeBar Unity € 10ro akTUBHA CHUIBHOTA PO3POOHUKIB.
Unity Mae Benuky 0a3y 3HaHb, (GOpPYMH, OHJAWH-KYpCH Ta JIOKYMEHTAIlIlO, IO
JI03BOJISIE PO3POOHUKAM IIBHAKO OTPUMYBATH JOMOMOTY Ta MIATPUMKY B IpOIIECi
po3poOku. CrinbHoTa Unity TakoX aKTUBHO JUIUTHCS 3HAHHSMM, PO3POOIISiE BIACHI
pPECYPCH Ta CTBOPIOE PO3IMIMPEHHS, IO TOJETITYIOTh PO3POOKY irop.

URP

Universal Render Pipeline (URP) € rpadgiunum pyiriem, sSkuii BXOIUTH 10
cknany Unity. URP Hamae po3poOHMKaM MOXJIMBOCTI PEHAEPUHTY Trpadiku 3
BHCOKOIO SIKICTIO, BKJIFOYAIOUX OCBITJICHHS, TiHI, €(DEKTH Ta aHIMaIlil0. 3a IOITOMOT OO
URP po3poOHHMKM MOXYTh CTBOPIOBaTH MpPUBAaOIMBY BI3yalibHy rpadiky, ska
MoKpanrye BpaxeHHs rpaBuiB Big rpu. URP Takox 3a0e3neuye ontumizamiro
PEHAEPUHTY, IO JA03BOJSIE JOCSATTH BHUCOKOI MHMPOAYKTHBHOCTI HaBiTh HA MEHII
MOTY>KHUX MPUCTPOsX [2].

URP mae Garato ocobauBOCTEM, K1 poOJIATH HOr0 MOTY>KHUM 1HCTPYMEHTOM
IUIsl po3poOHMKIB 1rop. BoHO miaTpumye pi3HI BUIM OCBITJIEHHS, Takl K TOYKOBE
OCBITJICHHS, HampsIMHE OCBITJIEHHS, IJIIMUCTE OCBITIEHHS Ta iHIIe. Po3poOHuKH
MOYTh KOHTPOJIOBATH KOJIp, IHTEHCUBHICTH Ta HAIPSIM OCBITJICHHS JJII CTBOPCHHS
noTpioHoro Hactporo y rpi. URP Takoxx Hagae MOXJIMBOCTI PEHJIEPUHTY TIHEH,
BKJIFOYAIOYM M SIK1 TiHI, TiHI BiJl IPO30puX 00’ €KTiB Ta quHamiuHi TiHi. e mo3Bosie

CTBOPIOBATH PEAICTHYHI Ta JACTaII30BaH1 CIIEHU Y TPi.
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Oxpim ocHoBHuX rpadiunnx edekrtiB, URP Takox miaTpumye creriaabHi
edeKTH, Takl sK OJUCKITKH, PO3MHUTTS, KOJIHOpoBi (inbTpu Ta iHmn. L1 edextu
JI03BOJISIIOTh PO3POOHMKAM CTBOPIOBATH YHIKaJIbHI Bi3yadbHI CTHJI Ta €(PEKTH, L0
HagaoTh rpi ocoOnuBy atmocdepy. URP Takox Mae miaTpumky menaepis, 110
JI03BOJIsIE PO3POOHUKAM KOHTPOJIOBATH BUTJIS Ta MOBEAIHKY MaTepianiB y rpi. Tak,
HaTpPUKIIAJ, MOXXHA CTBOPUTH IICHIEp BIACHOPYY 3 YHIKaJIbHUMHU BIACTHBOCTSIMH

(puc. 2.1).

Pucynox 2.1 — Ilpuxnan meitnepy URP 3 rpu

URP wmae mnepeBarn HajJ I1HIUMHU TpadiuHUMH PYLISIMU 3aBISKH CBOIM
ONTHUMI3allIMHAM MOXJIMBOCTSM. BOHO mparioe e(peKTHBHO HaBiTh Ha MEHII
MOTY>KHUX MPUCTPOSAX, JO3BOJSIOYM PO3POOHMKAM CTBOPIOBATH IpadiuHO HACHYEHI
irpy, K1 TPAIOIOTh TUIABHO Ta MarOTh BUCOKY NpoaykTuBHICTh. URP Takox mae
MIATPUMKY MOOUTHHUX TUTAT(GOPM, IO JO3BOJISIE PO3POOHUKAM CTBOPIOBATH ITPH IS

cMapT(dOHIB Ta IJIAHIIETIB 3 BUCOKOIO SKICTIO rpadiky.
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ML-Agents

ML-Agents € moTy:xHOtO O10;110T€KOIO ISl HaBYaHHS, po3podiieHoro Unity,
SKa J03BOJISIE PO3POOHMKAM CTBOPIOBATH INTYYHWHA I1HTENEKT JUIsl BOPOTIB Ta
BU3HAYATH I1X TMOBENIHKY Ha OCHOBI HaByaHHsA. L{g OiOmioTeka BiakpuBae Oe3miu
MOXJIMBOCTEH IS PO3MIMPEHHS TEHUMIUICI0O Ta CTBOPEHHS  3aXOIUTIOIOYMX
1HTepaKTUBHUX MOKJIMBOCTEH JIJIsl TPABIIIB.

ML-Agents 6a3yeTbcst Ha 171€1 HAaBYaHHS 3 MIACHICHHSIM, KA MOJSTa€e B TOMY,
o0 HABYMTH areHTa MPUHUMATH PIIICHHS y BIpTYaIbHOMY CEPEIOBUII, OTPUMYIOUN
3BOPOTHUM 3B’SI30K Yy BUIJISAZI HaropoJ Ta mokapaHb. Llell mpouec HaB4aHHSA Aae
areHTy 3MOTry BHpPOOWTH HABUYKH Ta CTPATErii, IO TO3BOJIAIOTH MOMY OOCSTaTH
MOCTaBJICHUX ITiiel. 3aBasku ML-Agents po3poOHUKHA MOXKYTh CTBOPIOBATH BOPOTIB
31 CKJIaJHOIO TIOBEJIIHKOIO, SIK1 3[JaTHI aJlaliTyBaTUCA JI0 J11i rpaBlisl, poOJsTun 1IrpOBU
nportec OuTbII mikaBum [3].

OcHoBHrMH KOMIIOHeHTaMu ML-Agents € areHTn Ta cepeioBulle. ATEHTH - 1€
00’€KTH y Tpi, sIKI B3aEMOJIIIOTh 3 CEPEIOBUIIEM Ta BYATHCS HA OCHOBI CBOIX Jii.
CepenoBullie HaJlae areHTaM BipTyajbHE MPOCTOPOBE CEPEAOBHUIIE, B SKOMY BOHHU
TUIOTh Ta B3aEMOJIIIOTH 3 00’ €KTaMU Ta IHIMUMU areHTaMu. Lle Moxe Oyt cumysiis

peanpHOTO CBITY a00 (paHTACTUYHA IrpOBa JIOKAIIis, K, HAPUKJIA Ha PUCYHKY 2.2.

222222

22

Pucynok 2.2 — Jlokarist 1yis HaB4aHHs areHta «BirdAgenty 3 rpu
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ML-Agents Hagae MUPOKUA HaOIp 1HCTPYMEHTIB Ta aJITrOPUTMIB JIs
TpeHYBaHHS areHTiB. PO3poOHUKHN MOXKYTh BUKOPUCTOBYBATH I'OTOB1 AJITOPUTMHU, TaKi
sk Proximal Policy Optimization (PPO), Soft Actor-Critic (SAC) ta Deep Q-
Networks (DQN), a6o CTBOpUTH CBOi BJIACHI QJITOPUTMH, SKi BIJNOBIIAIOTh
KOHKpETHHUM moTpebaM ixHboi rpu. lLle m03BOdsiE MOCATTH THYYKOCTI Ta
HaJalITyBaHHS HABYaHHS 3 MIJACWICHHSM JUIsl JOCSTHEHHsS OaXaHoi MOBEIIHKU
areHriB [4].

Kpim Toro, ML-Agents 103BoJisie pO3pOOHHKAaM CTBOPIOBATH CKJIA/IHI CUCTEMU
MITYYHOTO 1HTEJEKTY, BHUKOPUCTOBYIOUM HE TUIBKM QJITOPUTMU HAaBYAHHS 3
MIJCUJICHHSM, ajle i TeHETUYH1 alrOpUTMH, €BOJIOLIIHI CTpaTerii Ta 1HII MiAXOAU.
Ile mae MOXIIMBICTH E€KCIEPUMEHTYBaTH 3 PI3HUMHU METOJaMH HaBYaHHS Ta
3HAXOJUTH ONTUMAJIbHI PIICHHS JIJIsl JOCATHEHHS 0a)KaHOi MOBEIIHKU areHTIiB Y TPi.

3acTtocyBanHs ML-Agents y po3poOlii irop BiIKpUBa€ HIMPOKI MEPCICKTUBH
JUIsI CTBOPEHHSI 1HHOBAIIMHUX Ta 3aXOIUTIOIOUUX TeWMILIeiB. PO3pOOHUKH MOXKYThb
EKCIIEpUMEHTYBATH 3 PI3HUMHU TUITAMH areHTIB, iXHIMU B3a€MOJIISIMU Ta CTPATETISIMH,
CTBOPIOIOUM I1IKaBi Ta HemependauyBaHi irposi cuenapii. Kom6inyBanus ML-Agents
3 iHImMMH 1HCTpyMeHTamMu Unity BikpuBae 6€3:114 MOXKJIMBOCTEH JJii TBOPYOCTI Ta
1HHOBAIII} y ramy3i po3poOKH 1rop.

Zenject

Zenject € TOTY)KHUM I1HCTPYMEHTOM JUIsl YMPABIIHHS 3aJEKHOCTSIMH 1
BHEJIPEHHSI 3aJIe)KHOCTEN y mporpamyBaHHi. BiH Hajgae po3poOHUKaM 3pY4HICThH 1
THYYKICTh Y CTBOPEHHI 1 KepyBaHHI 00’€KTaMU Ta iX 3aJE€KHOCTSIMH Yy CKJIAJIHUX
POrpaMHUX MPOEKTAaX.

OpHi€eo 3 KIOYOBUX OCOOJIUBOCTEM Zenject € HOro 3[aTHICTh aBTOMATUYHO
BUpIIIYBaTH MpoOsieMy 3ajlexHocTed MK 00’exkramu. Po3poOHuKam He MOTPiOHO
BpPYUYHY BKa3yBaTH, 5IKi 00’ €KTHU 3aJIe’KaTh BiJl IHIINX, Zenject aBTOMATUYHO BU3HAYAE
Il 3aJeKHOCTI Ha OCHOBI KOH(]Iryparli, 1o BCTAHOBIIOETHCS po3poOHuKOM. lle
JI03BOJISIE€ JIETKO CTBOPIOBATH 1 3MIHIOBAaTH CTPYKTYpPY MPOEKTY, HE 3aHYPIOIOUHUCH B

JeTajl yupaBaiHHS 3a71€KHOCTIMU.
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[Ile omHiero BaxMBOWO (YHKIIIE Zenject € Horo 3aTHICTh PO3PI3HATH Pi3HI
TUMK CTBOPCHHS 3ajieKHOCTeW. BiH miaTpuMmye 1H’€KIII0 3alie)KHOCTEH dYepes
KOHCTPYKTOPH, BIACTHBOCTI Ta METOH, 1110 HAJa€ pO3pOOHUKAM THYUYKICTh Y BUOOpI
HaWOIIBII 3pYYHOTO MIAXOAY JUIS IXHIX MOoTped. Zenject TaKoX MIATPUMYE Pi3HI
CIOCOOM KUTTEBOTO ILMKIY O0’€KTIB, JO3BOJISIOUM PO3POOHHKAM KOHTPOJIOBATU

MOMCHTH CTBOPCHH:, SBHUIICHHA Ta IICPC3aBAHTAKCHHA 00’€KTIB.

BucHoBku 10 po3aiiy 2

Y  nmanomy po3aini OyJo MNPOBENEHO aHaji3, BHU3HAYEHHS BUMOT [0
PO3pOO0TIOBAHOI CHCTEMHU Ta MPOEKTYBAHHS MPOTPAMHOTO 3a0e3MeUeHHS IS TP B
xanpi «Tower Defence». Byno oOrpyHTOBaHO BHOIp NMEBHOIO THIY MOJENI IS
MOJIETIOBaHHS ITPOTPaAaMHOI CUCTEMHM Ta il elleMeHTIB. bynu cknaaeHi cnenudikairis
Bumor 1o II3. Bukopucranns Unity, C#, URP ta ML-Agents namae HeoOXimH1
THCTPYMEHTH JJIsl MOJICTIOBaHHS rpadiku, peami3allli IHTeJIEeKTyaIbHOI MMOBEIIHKH Ta

CTBOPEHHS 3aXOIUIMBOI TEUMILIEIO
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PO3/11 3
PO3POBKA I'PH B JKAHPI « TOWER DEFENCE» HA BA3I UNITY 3
BUKOPUCTAHHSIM IITYYHOT'O ITHTEJEKTY

3.1 IlpakTr4yHa peasnizamis 00’€KTa MPOEKTYBAHHS

®parMeHT KOfy, KU HaBeJACHUN HIK4Ye, BiI0Opakae BUKOPUCTaHHS Zenject

JUTSL HAJIAINTYBaHHS 3aliexHoCcTel B mpoekTi Ha Unity (aictunr 3.1).

Jlictunr 3.1 — Kox kimacy «Gamelnstallers

[CreateAssetMenu (fileName = «GameInstallers», menuName =
«Installers/GamelInstallers») ]
public class GameInstallers : ScriptableObjectInstaller<GameInstallers>
{

[SerializeField] private GameUIView _view;

public override void InstallBindings()

{

Container.Bind<IProjectCoroutineManager> () .To<ProjectCoroutineManager> () .AsSingl
e();

Container.Bind<GameUIView> () .FromComponentInNewPrefab ( view) .UnderTransformGroup
(«UI») .AsSingle () .NonLazy () ;
Container.Bind<GameController> () .AsSingle () .NonLazy () ;

Container.Bind<InstantiatorView> () .FromNewComponentOnNewGameObject () .AsSingle () ;
}
}

KiHelb JicTuHry 3.1

Ileit kom mpencraBmsie knac Gamelnstallers, sxuii ycmagkoBye —Bif
ScriptableObjectlnstaller<Gamelnstallers>.  ScriptableObjectInstaller € 6azoBum
KJlacoM, HagaHuM Zenject, 1 BIH BHUKOPUCTOBYETHbCS JJIsl  HaJAIITYBaHHS
3QJIEKHOCTEN.

Atpubyt [CreateAssetMenu(fileName = «Gamelnstallers», menuName =
«Installers/Gamelnstallers»)] no3Bomsie ctBoputr HOBHIA 00’ ekT Gamelnstallers uepes
meHro Unity.

VYV wMeroai InstallBindings BukoHyeTbcsi HamamtyBaHHs 3anexxkHocTedl. Och
OTIHC TUX, III0 BUKOPUCTOBYIOTHCS B IILOMY KO/II:

Container.Bind<IProjectCoroutineManager>(). To<ProjectCoroutineManager>(

).AsSingle():  ILleii  psIOK  BCTaHOBIIOE  3B’A30K MK  1HTepdercoM
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[ProjectCoroutineManager Ta i#oro peam3amieto ProjectCoroutineManager. 3a
nornomororo  To<ProjectCoroutineManager>(), Zenject 3Hae, SKy peani3aliio
BUKOPHUCTOBYBaTH i iHTepdeiicy. AsSingle() Bka3ye, mo peamizamis Oyne
BIJIMTOBIJIATH JIUILIE OTHOMY €K3eMIUISIPY MPOTATOM >KUTTEBOTO IUKITY 3aJI€KHOCTI.

Container.Bind<GameUIView>().FromComponentInNewPrefab(_view).Under
TransformGroup(«Ul»).AsSingle().NonLazy(): Llei psimok BCTAaHOBJIIOE 3B’ SI30K IS
GameUIView. 3a pmomomoroto FromComponentInNewPrefab(_view), Zenject
CTBOPIOE HOBHM npedao, BUKOPHUCTOBYIOYH KOMIIOHEHT _view.
UnderTransformGroup(«Ul») Bka3sye, 1o npehad Oyne A0AaHUl Mg rpymHy 3 iMEHEM
«Ul». AsSingle() Bkasye, mjo 0yae crBopeHuit auiie oauH exzeMmmuiip GameUIView.
NonLazy() Bkazye, moO I 3aJIeKHICTh IMOBMHHA OYTH BCTAHOBJICHA MijJ 4Yac
1HIIMami3aIii KOoHTeHHepa.

Container.Bind<GameController>().AsSingle().NonLazy(): Lei PAIIOK
BcTaHOBMIOE 3anexkHicTh st GameController. AsSingle() Bkasye, mo Oynae
ctBopeHuit nume oxuH ek3emiursip GameController. NonLazy() Bkazye, mo us
3aJIEKHICTh MOBMHHA OYTH BCTAHOBJIEHA I1J] YaC 1HIIami3alli KOHTelHepa.

Container.Bind<InstantiatorView>().FromNewComponentOnNewGameOQObject
().AsSingle(): Ileit psamok BcTaHOBIIOE 3alexHICTh s InstantiatorView.
FromNewComponentOnNewGameObject() Bkaszye, mo Oyae CTBOpPEHHN HOBHI
00’ext 3 kommoHeHTOM InstantiatorView. AsSingle() Bkasye, mo Oyne cTBOpeHuUi
nvie ofuH ex3eMInisp InstantiatorView.

[le#t kona nEeMOHCTpYe, SIK BUKOPHUCTOBYBATH Zenject Al HaJlalITyBaHHS
3anexHoctet B Unity mpoekti. Knac Gamelnstallers BignoBizae 3a kKoH}iryparito
KOHTEHHEepa 3aJeXHOCTEH Ta BCTAHOBJIEHHS MOTPIOHUX 3aJEKHOCTEH M PIZHHUX
KOMIIOHEHTIB TpHU. 3aBAsSKU Zenject, 3aJ€KHOCTI MOXYTh OYTH JIETKO BHEApEHI B
1HIII KJIACH IIJIIXOM KOHCTPYKTOpa a00 BIACTUBOCTEH.

Hacrtymauit kimac EnemySpawnerController, sikuii BimioBigae 3a CTBOPEHHS Ta

YIOpaBIiHHS BOporamu B Tpi (JricTuHr 3.2).



Jlictunr 3.2 — Kox knacy «EnemySpawnerControllery

public class EnemySpawnerController
{
private readonly EnemySpawnerDatabase database;
private readonly EnemyPrefabDatabase prefabDatabase;
private readonly LocationDatabase locations;
private readonly GameUIView ui;
private readonly IProjectCoroutineManager _coroutineManager;
private readonly InstantiatorView instantiator;
private event Action OnWin;
private event Action OnLose;

public EnemySpawnerController (EnemySpawnerDatabase database,
EnemyPrefabDatabase prefabDatabase, LocationDatabase locations, GameUIView ui,
IProjectCoroutineManager coroutineManager, InstantiatorView instantiator)
{
_database = database;
_prefabDatabase = prefabDatabase;
_locations = locations;
_coroutineManager = coroutineManager;
_instantiator = instantiator;
_ui = ui;
_enemies = new List<EnemyView>();

public void StartRound(int round, ELocation target)
{
_lose = false;
_round = round;
_target = locations.GetData(target) .Position;
_roundData = _database.GetData (round) ;
DestroyAllEnemies () ;
_enemies = new List<EnemyView>();
_ui.SetInfo ($»<b>Start round {round}</b>«);
_coroutineManager.StartCoroutine (SpawnWave ()) ;
}
IEnumerator SpawnWave ()
{
yield return new WaitForSeconds (5) ;
_wave = 1;
foreach (var data in roundData.Datas)
{
_ui.SetInfo ($»<i>Wave { wave}</i>«);
_ui.SetWave (_wave);
_wave++;
for (int 1 = 0; 1 < data.Count; i++)
{
if (Random.Range(0,1f) <= data.Chance)
{
var location =
_locations.GetData (data.Locations[Random.Range (0, data.Locations.Count)]);
var enemy
= instantiator.InstantiateEnemyView ( prefabDatabase.GetPrefab (data.Type),
location.Position, location.Rotation);
enemy.Target = target;
enemy.OnDead += OnDead;
enemy.OnFinish += OnFinish;
_enemies.Add (enemy) ;

}

yield return new WaitForSeconds (data.TimeToNextWave) ;
if(_lose) break; }
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[IponoBxeHHs JICTUHTY 3.2

while (! lose && _enemies.Count!=0)

{
yield return new WaitForEndOfFrame () ;
}
if (! lose)
{
_ui.SetInfo ($»<b>PASS</b>«) ;
OnWin?.Invoke () ;

}

private void OnDead (EnemyView view)
{
view.OnDead -= OnDead;
view.OnFinish -= OnFinish;
_enemies.Remove (view) ;

}

private void OnFinish (EnemyView view)
{
_lose = true;
_ui.SetInfo ($»<b>LOSE</b>«) ;
DestroyAllEnemies () ;
coroutineManager.StartAfterTimeout (5f, ()=> StartRound( round,
ELocation.TARGET 1)) ; B
OnLose?.Invoke () ;

}

void DestroyAllEnemies ()

{
/7.
}

KiHeIlb JIICTUHTY 3.2

Kox BukopucrtoBye mpHHIMIM 1 marepHU Zenject Uisl  KepyBaHHS
3aneHoCTsIMU B Unity-npoexTi.

B konctpykropi EnemySpawnerController BUKOpUCTOBYIOTHCS MapaMeTpH, 110
BKa3ylOTh Ha HeoOXimHiI 3anexHocti. [li 3anekHOCTI mepemaroThbesl uepes
KOHCTPYKTOD, Jie BOHH 30epiratoThCsi B MPUBATHUX MOJISIX Kiacy [5].

Knac EnemySpawnerController BukopuctoBye EnemySpawnerDatabase,
EnemyPrefabDatabase, LocationDatabase, GameUIView, IProjectCoroutineManager,
InstantiatorView sik 3aJIeKHOCTI 111 BUKOHAHHS CBOIX (DYHKIIIH.

Knac EnemySpawnerController BukopucroBye nomaii (OnWin, OnLose) ans

MOBIJIOMJIEHHS MPO MO/11, TaKi sIK repeMora abo rmopaska B rpi.
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Kinac EnemySpawnerController mae meron StartRound, sikuii mounHae HOBHiA
payHn rpu. B oMy MeToAl BUKOPHCTOBYIOTHCSI 3aJIEKHOCTI, SKi Oynu BHEIpEHi
Yyepe3 KOHCTPYKTODP.

Knac EnemySpawnerController BukopucroBye IProjectCoroutineManager nms
3amycky KopyTuH (SpawnWave) Ta 00poOKH ClIaBHY BOPOTIB B PI3HUX XBUJISX.

Knac EnemySpawnerController BUKOpuCTOBY€E pi3HI METOAM AJSl YHPABIIHHS
rpoto, Taki sik OnDead ta OnFinish, ski BUKIHKAIOTHCS MPU CMEPTI ab0 3aBEpIIICHHI
BOPOTIB.

3aranom, el KOJ JEMOHCTPYE BUKOPUCTAaHHS MPUHIMIIIB 1 MaTepHiB Zenject
JUIA  KEpyBaHHS 3aJIeKHOCTAMHU Ta BHEAPEHHS KOMIIOHEHTIB B rpy. Kiac
EnemySpawnerController BiamoBijae 3a yrpaBiiHHS CTBOPEHHSI BOPOTiB Ta 00pOOKY
MOAiN y TIpl, BUKOPHUCTOBYIOUM PI3HI 3aJI€KHOCTI Ta METOJU, IO JO3BOJISIOTH
KEpyBaTHU I'POIO 3AJIEKHO BiJ PI3HUX YMOB Ta MOIIH.

Takox I TIOJNCTIICHHS CTBOPCHHS HOBHX PIBHIB Ta CTBOPCHHS
yHIBEpCAIBHOTO KOy, OyJIO0 CTBOpeHO maraba3y mia iHdopmarilii Mmpo BOPOTIB,

HaJIAIITYBaHHS SKOI € JISTKUM 3aBIaHHSAM JJIs po3poOHuKa (puc. 3.1).
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Pucynok 3.1 — [Ipencrasnenns 6a3u «EnemySpawnerDatabasey» B intepdeiici
Kinac EnemyView € komnoHenTtom Unity 1 BIANOBiIae 3a Bi3yalibHE
B1J100paKeHHS BOPOTiB y Tpi. OCHOBHUMHU OCOOJIMBOCTSAMH LIBOTO KJIACy € HASIBHICTD
noaiit OnFinish Ta OnDead, siki BUKJIMKaIOTHCS MpU 3aBEPILIEHHI 200 CMEPTI BOpoTra

BIAMOBIAHO (JIicTUHT 3.3).

Jlictunr 3.3 — Kox kiacy «kEnemyViewy

public class EnemyView : MonoBehaviour
{
protected Vector3 target;
public event Action<EnemyView> OnFinish;
public event Action<EnemyView> OnDead;
public Vector3 Target
{
set{
_target = value;
SetTarget () ;
}
}

protected virtual void SetTarget ()
{
}

// Update is called once per frame
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[IponoBxeHHs JicTUHTY 3.3

void Update ()
{

if (Vector3.Distance(transform.position, target)

{
Debug.Log («++») ;
OnFinish?.Invoke (this);

}

public void Death ()

{
Debug.Log («-») ;
OnDead?.Invoke (this);
Destroy (gameObject) ;

< 2f)

KIHEIlb JICTUHTY 3.3

OcHoBHI enemMeHTH Koay kiacy EnemyView:

— 3MiHHa _target 30epirae KOOpJMHATH 11111, 1O SIKOi MIOBUHEH PYXaTUCh BOPOT;

— BIacTuBICTh Target BAKOPUCTOBYETHCS JUIsl BCTAHOBJIICHHS 3HaUeHHs _target. [1pu

BCTAHOBJICHHI HOBOTO 3HaueHHA _target, Bukiimkaetrbest meton SetTarget(), sikuit

MOXe OyTH MepeBU3HAYCHUN Yy TOX1IHUX KJIacax;

— y meroal Update() mepeBipseTbesl BiICTaHb MIK MOTOYHOKO TMO3MIIEID BOPOTa

(transform.position) Ta miuto (_target). SIkmio BijcTaHb MEHIIE 2 OJWHMUII, TO

BOpOT BBaxkaeThes 3aBepiieHuM (OnFinish) 1 BiAnoBigHa MOA1S BUKIUKAETHCS;

— Mertog Death() BukinukaeTbest mpu cMepTi Bopora. BiH crodaTtky BUKIIMKAE MO0

OnDead, mo6 noBigomuTH Ipo cMepTh Bopora. [lotim rpadiunuii 06’eKT Bopora

(gameObject) 3HMITYETHCS 3a JoTTOMOTOI0 MeToay Destroy().

[leit kmac BU3HAYa€ OCHOBHI (DYHKIIIOHAJNBHICTh MJii BOPOriB y rpi. Bin

3a0e3mnedye pyx BOPOTIB O BU3HAYEHOI I11Ti, CIIPAIOBYE TMOJIT MPU 3aBEPIICHH] 200

CMEpTI BOpOra, a Tako>X BUKOHY€e 00pOoOKy LIMX MOAiN y BiANOBIAHMX MeToaax. Kiac

EnemyView wmoxe OyTH yCHaakoBaHHA Ta PO3MIMPEHUN Ui BU3HAYCHHS

KOHKPETHOTO MOBEIIHKK BOPOTiB y Ipi [6].

Takox icHywTh KJacu, sKki OynyTe HaciimyBatuch Binm EnemyView,

Hanpuktan, WispView (tictunr 3.4).



Jlictunr 3.4 — Kox kinacy «kEnemyViewy
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public class WispView : EnemyView
{
[SerializeField] private BirdAgent _agent;
protected override void SetTarget ()
{
_agent.Target = base. target;

}

KiHeIlb JicTuHry 3.4

Knac BirdAgent ([lomatox A) € migkimacom Agent 3 6i6miorexkn ML-Agents i

BUKOPUCTOBYETHCSl JJII HABYAHHS areHra, 00 Kepye NTaXxOM Yy BIPTyaJbHIN

CGpGIIOBI/IIHi. L[eﬁ KjIaC BH3HA4dac HOBG,Z[iHKy IIraxa, 36Hpa€ CIIOCTCPCIKCHHA Ta

MpuiiMae pilIeHHs 3a JOMOMOIOK METOJIB, K1 BUKJIMKAIOThCA (PperiMamu abo mpu

I[IOYaTKy GHiSOIIy. I[J'ISI HaJIalITyBaHHA CCPCHOBUINA HABYAHHSA BHUKOPHUCTOBYBABCA

cnenlaabHui KoHpirypauiitauii gaiin (Jonarox b).

OcHOBHI eneMeHTH Koy kiacy BirdAgent:
nouis private float birdSpeed, private float turnSpeed, private float maxHeight i
private float rayDistance BHUKOPUCTOBYIOTHCS MJisi HaJIAIITYBaHHSA MapaMmeTpiB
MOBEJIIHKY TTaxXa;
sminHl public Vector3 Target, public Transform TargetTransform Tta public
Rigidbody rb BuKOpuCTOBYIOTBCS AJis BU3HAYEHHSA 111, TpaHchopmarlii il Ta
Rigidbody kommoneHTa nraxa BiAMOBIIHO;
meron OnEpisodeBegin() BHKOHYE MIATOTOBKY 10 HOBOT'O €T30y HaBYaHHSI.
30epiratoTbCcs MOYATKOBI 3HAYECHHS, OOHYJSIIOTHCA IIBHJKICTH Ta KyTOBa
mBuaKicTh Rigidbody, a Takoxx oOHysieThest Haroposa (_reward);
meron CollectObservations(VectorSensor sensor) 30upae CHOCTEPEKEHHS TIPO
CTaH MTaxa 1 cepefoBUINE. 3HAYCHHsS TUCTAHINI A0 Il Ta 1HII MapaMeTpu
BUKOPHUCTOBYIOTBCS JIJISI CTBOPEHHS CIIOCTEPEIKEHD, SIKi TIEPEIalOThCs Y BEKTOPHUI
ceHcop (sensor). Ili cmocTepexeHHs BHUKOPHUCTOBYIOTHCS B HaBYaHHI JIJIs
PUHHATTS PIlICHb ar¢HTOM,
meron OnActionReceived(ActionBuffers actions) Bukiaukaerbcs dperiMamMu 1

BUKOHY€E Jii, OTpUMaH1 BiJl HaBYaHHA. 3HAYEHHS Miil, 110 KOHTPOJIIOIOTH PyX 1
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oOepTaHHsl nTaxa, OOMEXYIOTbCSI Ta BUKOPUCTOBYIOTHCS JUISI 3MIHM IIBUAKOCTI
pyxy Ta oOepraHHsi mnrTaxa. TakoX MepeBipseTbCs 3ITKHEHHS 3 MIAJIOTOI0 Ta
BHU3HAUYAETHCS] HATOPO/ia HAa OCHOBI BIACTaHI JI0 LI,

— meton  Heuristic(in  ActionBuffers actionsOut) BuUKOpUCTOBYe KiaBillll Ha
KJIaBiaTypl IJsi KepyBaHHS MNTaxoM Yy pexumi ekcrepra. BiH meperBoproe
HATHUCKAHHS KJIaBIIT HA 3HAYCHHS JiH, SKi TOTIM BUKOPHCTOBYIOTBCS JJISI PyXy Ta
oOepTaHHs NTaxa.

— meroa OnDrawGizmos() BUKOPUCTOBYEThCS JIJIsl Bi3yasizalli JesiKux 00’ €KTIB Ta
JiH1{ Ha cieHi B pepakropi Unity. BiH Mantoe diHIIO Ta KyJto, K1 NPEACTaBISIOTh
I[1JTb, @ TAKOK MAJIIOE JIIHIIO, KA MOKa3y€e HAMPSMOK MOTJISy NTaxa.

[leit kmac peanidye OCHOBHY JIOTIKY areHTa MTaxa, BKIIOYarO4Yu 301p
CIIOCTEPEKEHb, MPUUHATTSA PIIICHh HAa OCHOBI IHUX CIIOCTEPEKEHb Ta BUKOHAHHS
BIJIMOBIAHUX I y cepeaoBUIIl. BiH TakoX HaJae MOXKJIUBICTh KEPYBaTH MTaXOM 3a
JIOTIOMOTOI0 KJIABIII y PEXUMI €KCIepTa Ta Bi3yallidye Aesiki 00’ €KTH Ha CIEH1 s

Hao4HOCTI (puc. 3.2).

Pucynox 3.2 — 36ip ciocTepekeHb areHTOM 4epe3 MpoMeH1
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Takoxx mna koH@irypaiii MallMHHOTO HABYaHHS BUKOPUCTOBYBABCS (haii

IMOJIAHUHN Y 01aTKy b.

3.2 TectyBaHHsI Ta HAJIArOJ>KeHHS iH(POPMALIHHO-KOMIT’IOTEPHOI CUCTEMH

Y npomy po3nual Oyae NMpEeACcTaBIE€HO ONMC TECTYBAaHHS Ta HaJIaroJKEHHS
iHhopMalliiHO-KOMIT I0TepHOi cuctemMu «Tower Defence» 3 BHUKOpHCTaHHSIM
IITYYHOTO 1HTENEKTy. Byno BHKOpPHCTaHO METOAM, $IKI JO3BOJWIM MEPEBIPUTU
(bYHKIIIOHATBHICTh CUCTEMH Ta 3a0€3MeUnTH 11 CTaO1IBbHY pOOOTY.

Bubip MeToniB TeCTyBaHHS

Jns TectyBanns rpu « Tower Defence» 3 BUKOpHCTaHHSIM MITYYHOTO 1HTEICKTY
OyJs10 0OpaHO HACTYITHI METOJIN:

— MOJyJIbHE TecTyBaHHA. /[ mepeBipku OKpeMux MoAydiB Ta (QyHKLIN rpu Oyso
BUKOPHUCTAaHO MOJIyJbHE TecTyBaHHA. KoxeH momayns OyB MpoTecTOBaHHI Ha
MPaBUWIBHICT, POOOTH Ta BIAMOBIAHICTH OUYIKYBaHOMY pe3ynbrary. Hampukian,
Oyau MpoBeAeHI MOAYJIbHI TECTHU JIs MEPEBIPKU (PYHKIIH ITYYHOTO IHTEIEKTY
BOPOXKHUX CHII;

— IHTerpalliiiHe TecTyBaHHA. J[7s mepeBipkH B3aeMOli pI3HUX KOMIIOHEHTIB TPH
OyJl0 MpoBeleHE IHTErpaliiHe TecTyBaHHA. byno mnepeBipeHo, SK IMTy4YHUH
1HTEJICKT BOPOXKMX CHJI B3a€MOJIE 31 CUCTEMOIO PO3CTAHOBKM BEX Ta IHIIMMU
CKJIa/IOBUMHU TpH;

— (yHkioHasbHEe TecTyBaHHA. JlJis mepeBipKM (PYHKIIOHAIBHOCTI TpU OyII0
npoBesieHe (DYyHKIIOHAIbHE TECTyBaHHSA. byllo mepeBipeHo, 4M MpalioiTh BCl
OCHOBHI (YHKIIi I'pu 1 YU BIAMNOBIJAIOTH BOHU OYIKYBaHOMY pE3yJIbTaTy.
Hamnpuknan, Oyno mnepeBipeHO, YW MPAaBWIBHO pearyloTb BOpPOXKI CHJIM Ha
PO3CTaHOBKY BEX I'paBILEM;

— TECTyBaHHS TMPOAYKTHBHOCTI. /[l TmepeBIpKd MNPOAYKTUBHOCTI TpU OyJ0
NPOBEJICHE TECTYBAaHHS MPOAYKTUBHOCTI. Byno oriHeHo, sIK MBUIKO Tpa MpaIltoe
Ta siKa ii BIAMOBIAG Ha Pi3H1 Al rpaBusd. Hanpukiazn, Oyino mpoBeaeHO TECTH Ha

HIBUAKICTH peaklii ITYYHOTO IHTEIEKTY BOPOKHUX CHJI Ha JIii rPpaBIIsl.
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MiHimMaabHI CUCTEMHI BUMOTH Ta PEKOMEHI0BaH1 IapaMeTpu
s pobotu iHdopmariiitHoi cuctemu «Tower Defence» 3 BHKOpHUCTaHHSIM
MITYYHOTO 1HTEJIEKTY PEKOMEHYy€ThCSl HACTYITHE:
MiHiMallbHI CUCTEMHI BUMOTH:
— omepariitna cucrema: Windows 7/8/10 a6o macOS;
— mpomecop: Intel Core 13 abo exBiBaJICHTHUIA,
— omnepatuBHa nam’sith: 4 I'b;
— rpadiuyna kapta: NVIDIA GeForce GTX 660 abo ekBiBaJICHTHUIA;
— BlUJIBbHE MicIle Ha )xopcTkomy aucky: 300 Mb.
PexomMeH10BaHI mapameTpu:
— omnepauiitHa cuctema: Windows 10 a6o macOS;
— npouecop: Intel Core 15 a60 ekBiBaJCHTHUIA;
— omnepaTuBHa nam’sith: 8 I'B;
— rpadiuna kapta: NVIDIA GeForce GTX 1060 abo ekBiBaJIeCHTHUH;
— BUIBHE MicCIle Ha xopcTkomy aucky: 2 I'b.
Pe3ynbraty TECTyBaHHS Ta HaJlaroKEeHHS
ITin uwac TecTyBaHHA 1 HajmaromkeHHs cuctemu «Tower Defence» 3
BUKOPUCTAHHSAM IITYYHOIO I1HTEJIEKTY OyJIO BHSBJIEHO NESKlI HEIOJIKH, SKI Oyso
BUIIPABIICHO JIJIs 3a0€3MeUeHHs Kpaioi (yHKIIOHATBLHOCTI Ta CTa01IbHOCTI TPH.
OpaHuM 3 BHUABICHHUX HEJOJNIKIB OyJ0 TMOBUIbHE BUKOHAHHS IITYYHOTO
IHTEJIEKTY BOPOXKHMX CHJ, IO MPU3BOAMIIO JI0 3aTPUMOK y rpi. Jns ycyHeHHs wi€i
npoOjeMu OyJ0 MPOBEACHO ONTHUMI3AIIID aJIrOPUTMIB CTBOPEHHS BOPOTIB Ta
BJIOCKOHAJICHHSI TIPOLIECY MNPUUHATTSA pilleHb Boporamu. lle pano mo3uTuBHUIMA
pe3yNbTaT, 1 MITyYHUN IHTETIEKT CTaB MPAIIOBATH MIBHUIIE Ta OUTHIT €()eKTHUBHO.
Kpim Toro, mix yac TectyBaHHs OyJO BUSIBICHO MpobiieMy 3 OalaHCcOM TpH,
KOJIM OKpeMl piBHI OyJiM 3aHaJTO CKIAAHUMHU a00 HAATO MPOCTUMHU. bylio mpoBeaeHo
aHaI3 PIBHIB Ta HAJAIITYBAHHS MapaMeTpiB, o0 3a0e3MeunTH OUTBIITY PIBHOBAry Ta
reiiMIuieiiHy BapiaTuBHICTb. [liciisi BHECEHHMX 3MIH PiBHI OTpUMalId OalaHc Jyis

3a0e3ne4eHHs] HOPMAIbHOI IPU KOPUCTYyBayaM.
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Takosx Oyio BUSABJICHO AesKi rpadiuHi MpoOiemMu, OB’ g3aHi 3 BiJ0OpaKEHHIM
e(eKTIB Ta aHIMAIl€l0 TPU. 3aBASIKA BUIPABICHHIO IMX Npo0JieM, rpa cTaja JaBaTH
OUTBIII JeTaTbHY Ta PEATICTHYHY Bi3yaJIbHY €CTETHKY, IO MOKPAIIUJIO 3araJbHHMA
Bpa)XEHHS BiJl TPU.

[Tlim dwac TectyBaHHs OyJ0 TPUAUICHO 3HAYHYy YyBary Oartpekinry Ta
BUSBJICHHIO TIOMUJIOK. ByJio cTBOpEeHO creniaibHy CUCTEMY 3BITHOCTI MPO MOMUIIKH,
sIKa JI03BOJISIE TPABIISIM 3BITYBATH PO OY/Ib-sIK1 MPOOJIEMH, 3 SKUMU BOHHU 31TKHYJIUCS
I1]T 4ac TPHU.

Kpim Toro, Oylio mnpoBeneHO TECTyBaHHA TpU Ha pI3HUX MPUCTposix. B
pe3yabTari 0yJio 3A1MCHEHO J0JAaTKOBY OMNTUMI3AIlI0 Ta aJanTaililo rpu, o0 BOHA
MpaIfioBajla Ha PI3HAX TMPHUCTPOSX 3 PI3HOIO MPOIECOPHOI0 TOTYKHICTIO Ta
PO3AUTHHOIO 3/IaTHICTIO. J[JIs1 IIbOTO BUKOPUCTOBYBAIMCH TOKA3HUKH 3 PI3HUX YaCTHH

I'pU: MBUKICTh PSHICPUHTY, BAKOHAHHS CKpUNTIB Ta iHIIi (puc. 3.3).

Pucynok 3.3 — AHamiTHKa IOKa3HUKIB BIUIMBY Ha K-Tb KaJIpiB 33 CEKyH]ly

[Tig yac TectyBaHHs OyJl0 3BEpHEHO yBary Ha pearyBaHHS I'pH Ha Jiii I'paBLiB,
€(eKTUBHICTh AJTOPUTMIB IITYYHOTO IHTENEKTY Ta 3arajbHy CTaOUIbHICTH POOOTH
nporpamMu. bynu BUMIpsiHI mapameTpu MPOAYKTHBHOCTI, Taki K KaJapoBa 4acToTa,
Yyac 3aBaHTAXEHHS Ta BUKOPUCTAHHS pecypciB. 3a pe3yjbTaTaMH TECTYBaHHS OYiH
BHECEHI HEOOXIJHI 3MIHM Ta ONTUMI3alll JJIsI TMOKpaIleHHsS MPOAYKTUBHOCTI Ta

e(hEeKTUBHOCTI TpH.
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3aranom, 3aBISKHA iIHTCHCHBHOMY TE€CTYBaHHIO Ta HAJIAroJHKEHHIO TpH « TOower
Defence» 3 BUKOPUCTAHHSAM IITYYHOTO 1HTEJIEKTY, Oyja JOCATHYTa BHUCOKA SIKICTb,
CTaOLIBHICTh Ta ONTHUMI3AIlSl MPOTrpaMHOro 3ade3nedeHHs. Po3poOHUKN BpaxyBaiu
OTpUMaH1 Pe3yibTaTH TECTYBAHHS Ta BHECIW HEOOXI1JHI 3MIHM, 10O TpaBlli MOTJIH
HACOJIOJKYBATHUCS 3aXOILUTIOI0OYUM TeHMIUIEEM, PO3YMHHUM IITYYHHM 1HTEJIEKTOM Ta
Bpakarouoro rpadikoro. I'pa « Tower Defence» crana oxHiero 3 HalKpaIux y CBOEMY
KaHpi 3aBISKU PETEIHHOMY TECTyBaHHIO Ta HaJaro/KEHHIO, IO JI03BOIHIIO JTOCSATTH

BHCOKOT SIKOCTI1 Ta 3aJJ0BOJICHHS JIJIsl TPABIIIB.

3.3 Po3podka incTanasiiiiHOro makera

Y mporeci MATOTOBKH IHCTasIiiiHOro makera rpu «Tower Defence» 3
BUKOPUCTAHHAM IITYYHOTO IHTEJEKTY, CTPYKTYpa KaTaJoriB 1 (ailIiB BaxKJIUBa IS
HAJIE)KHOTO PO3TallyBaHHS KOMIIOHEHTIB I'pU Ha KOMII'IOTepi KopucTyBaua. [lpu
poMy, s 30epekeHHs KoH(irypaiii mporpamMu  Ta  30€peXeHb TpHU
BUKOpPUCTOBY€eThCs MexaHi3M PlayerPrefs, mo no3Bouise 30epiratu gaHi HanaroaKeHb
1H(MOpMAIIHHO-KOMIT FOTEPHOI CUCTEMH.

Ocpb OCHOBHI CKJIQJIOBI CTPYKTYpH KaTtajoriB Ta (haisiB, ki OyAyTh BKIIIOUEHI
70 1HCTAJAIIMHOTO IMaKeTa: TOJIOBHMH Karajgor (OCHOBHHH Karajor, B SKOMY
posrtaiioBani Bci (aiiny rpu), BUKOHYBaHUH (aii rpu (OCHOBHHUN BHUKOHYBaHHIA
¢daiin rpu, AKU KOpUCTyBaudl OyAyTh 3amyckaTu Juisi mouyatky rpu. Hanmpuxnan,
«TowerDefence.exe»), katamor 3 pecypcamu (BCi HEOOXiZAHI pecypcH TPH, Taki sK
300pak€HHsI, 3BYKH, MOJIJII MEPCOHAXIB, TEKCTypu Ta iHmi. [lel kartamor moxe
MICTUTH TiJKaTaJord JUIsi KOXKHOTO THIy pecypciB. Hampukianm, «Resourcesy),
KoH(pirypariitai dainm (Bci ¢aitmm kKoH]Iryparii Tpu, sIKi MICTATh HaJaIlITyBaHHS,
TakKi sIK pIBEHb CKJIATHOCTI, MapaMeTpH rpadiku, HATAIITYBaHHS IITYYHOTO THTEJIEKTY
Ta iHII1, 30epiraroThcst y popmari PlayerPrefs).

Jesiki koH(ITyparii 30epiraloTbcsi B CUCTEMHOMY PEECTP1 MiJ KIIOUYaMH, SKi
BIJIMOBIJIAI0Th HANAIITYBAHHAM Tpu. Hanpuknan:

— xmou «DifficultyLevel» micTuth 3Ha4ueHHS piBHS CKJIaTHOCTI TPH;
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— kmou «GraphicsSettings» mMicTuTh HajalITyBaHHS rpaQiky;
— kimo4 «AlOptions» MICTHTH HaJAIITYBaHHS MTYYHOTO 1HTEICKTY;
— kmou «PlayerProgress» mictuTh iHGOpMAIliI0 PO JOCITHYTHI PiBEHb I'PU
KOPHCTYBa4eM;
— kmou «Achievements» MicTuTh JaHi 1TPO JOCATHEHHS, OTPHMaHI
KOPHUCTYBa4eM.
[Tpu BcTaHOBIIEHHI Ta 3amyCKy T'pH, Il KJIIOYl Ta X 3HAYEHHS TaKOX OYyIyTb
J0JJaH1 10 CHCTEMHOTO PEECTPY KOPUCTYBaya.
B nporeci iHcTansii OyayTh CTBOPIOBATUCS SPIMKHU JUISl MIBUAKOTO JOCTYITY
1o rpu. Lle MoxXyTh OyTH sipiuKH Ha podoyomy ctodi, y MeHio «Ilyck» abo B 1HIIMX
pO3TallyBaHHSIX, BUOpAaHUX KOPUCTyBadeM IIiJ 4ac I1HCTamuswii. Apnuku OynyTh
CTBOPCHI 3 BHKOPHCTAaHHSIM BUKOHyBaHoro (aimy rpu («TowerDefence.exe») Ta
OyayTh MaTH BCTAaHOBJIEHI MapamMeTpu LUISIXY JO BUKOHYBAHOTO (haiy Ta 1KOHKHU
TpHU.
[{I KOMIIOHEHTH CTPYKTYypHU KaTaJloriB Ta (aiiyiB, pa3omM 31 30€peKeHHIM
KoH(piryparii Ta JaHuX rpu 3a jpornomMororo PlayerPrefs, 103BoysITh 1€TK0 BCTAaHOBUTH
rpy «Tower Defence» na xomm’rorepax 3 omepaiiiiHoro cucremoro Windows Ta

3a0e3nevars HaJleKHEe (YHKLIOHYBAHHS IPOTPaMHu.

3.4 ExoHOMiuHe 00IPYHTYBaHHSA PO3PO0KH

VY po3niiai ekoHOMIYHOTO OOTpyHTYBaHHsS po3poOku rpu «Tower Defence» na
wiatrgopMi Steam, pO3MIISIIAETHCA TUIAHYBAHHS PEHTAOENBbHOCTI Ta IMOBEPHEHHS
iHBecTuliil. Hactynni po3paxyHku 0a3yloTbCs Ha HACTYITHUX JaHUX:

Posrisimaerbest po30MTTS BUTpAT Ha pPI3HI KOMIIOHEHTH NpPOEKTy. JlaBaiiTe
PO3TIISTHEMO JIeTasi3allito BUTparT.

Butpatu Ha po3poOKy KoY.

Jnst po3poOku koay rpu « Tower Defence» Buninserscst 200 nonapis. L{s cyma
OXOIUTIOE OIJIaTy PO3POOHUKIB, SIKI MPAIIOBAIA HAJ TPOTPAMHOI0 apXITEKTYpOIO,

IMIUIEMEHTaLI€10 (PYHKIIOHAIBHOCTI Ta ONITUMI3AIIIEI0 KOTY.
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Butpatu Ha HaBYaHHS MOjieNIel IITYYHOTO 1HTEIEKTY.

Jns po3poOKKM Ta HaBYaHHS MOJIeNIeld IITYYHOTO I1HTEJIEKTy B Ipi «Tower
Defence» Buminserscst 100 momapis. Lli BUTpaT OXOILTIOIOTH HABYAHHS MOJEICH 13
BUKOPHUCTAHHSAM BIJIIOBIIHUX HAOOPIB JaHUX Ta 0OUUCIIOBAILHUX PECYPCIB.

Butpatu Ha CTBOpEHHS CIpaiTiB Ta rpapiyHUX PECypCiB.

JI71s1 CTBOpPEHHS CHPAMTIB, TEKCTYp Ta IHIIUX IpadiyHUX pecypciB y rpi « Tower
Defence» Buminserbcs 150 momapiB. Lls cyma oXoImioe oriaty XyIOXKHHKIB, SIKi
CTBOPIOBAJIM Tpa(iuHi €IEMEHTH TPU.

Burtpatu Ha 301ip rpu 10 KyIIu.

Jnst 300py rpy 10 KyId 1 CTBOPEHHS 1HCTAISIIMHOTO MaKeTy BUAUISEThCS 50
nonapiB. Lls cyma oxoruiroe omiaty po3poOHHUKIB, K1 3aiiMaIuCch 30UpaHHIM TPU Ta
M1JTOTOBKOIO 11 10 PO3IMOBCIOIKEHHS.

OTtxe, 3arajibHa BapTICTh PO3POOKH CKIIaJa€: BUTPATH HA PO3pOOKYy Koay +
Butpatu Ha HaBuaHHs Mojeneil + Butpatu Ha cTBOpeHHs crpaiiTiB + Butpatu Ha
30ip rpu a0 kynu = 200 momapiB + 100 monapis + 150 monapiB + 50 monapis = 500
JI0JIapiB.

Butpatu Ha po3poOky rpu «Tower Defence» cranosmate 500 momapis.
Bapricte pexnamu omiHtoerbes y 1000 momapi. OuikyBaHa KUIBKICTh HPOJAHUX
komiid: Ouikyerbest npogatd 3000 komiit rpu. MakcumalibHa LiHA MPOAAXY T'PU B
PI3HHX perioHax CTAaHOBUTH 3 JOJapH.

Ternep mpoBeneMo pO3paxyHKH.

Ob6csar ngoxomay. OOcAr M0XOAy MOXXKHA BU3HAUUTH, TOMHOXKMBILIK OYiIKYBaHY
KUIBKICTh TPOJIAaHUX KOMIN Ha IIHY MNpoAaxy. TakuM YHUHOM, OOCAT JOXOIYy BIJ
nponaxy rpu «Tower Defence» cranosurume: 3000 komiit * 3 monmapu/komist = 9000
JI0JIapiB.

3arajibH1 BUTPATH. 3arajbHi BUTPATH BKJIIOYAIOTh BUTPATH HA PO3POOKY I'pH Ta
BapTICTh peKJiaMu. Y HAIIOMYy BHIMAJKY, 3arajibHi BUTPATH CTaHOBIATH: Butpatn =
Butparu Ha po3pobky + Bapticts pexnamu = 500 momapis + 1000 momapis = 1500

JI0JIapiB.
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[TpuGyTok. IIpubyTOK MOXXHAa BHU3HAYWTH, BIJIHIMAIOUM 3aralibHI BUTPATH BiJ
obcary noxoay: IIpubyrtok = O6c¢csr goxony - 3aransHi BuTpatd = 9000 nonapis -
1500 momapiB = 7500 monapis.

PentabenpHicTh. PeHTaOCNBHICTD MOYKHA BU3HAYNUTH, BITHOCSIYHM MPUOYTOK 10
3aranbHUX BUTpaT Ta moMmHOXyroun Ha 100%: PenrtabenpHicts = (IIpubytok /
3aranpHi BuTpaTn) * 100% = (7500 nonapis / 1500 nonapis) * 100% = 500%.

TepMiH TOBepHEHHsI 1HBECTHIIM. TepMiH IOBEPHEHHS I1HBECTHUIINA MOKHA
BU3HAYUTH, MOJUIMBLIM 3arajbHl BUTpAaTH Ha NOpuOyTOK: TepMiH TMOBEpHEHHS
iuBectuiii = 3aranbHi Butpatu / [lpudytok = 1500 nomapis / 7500 monapis = 0.2
(a0o 20%) [7].

OT1xe, 3 ypaxyBaHHSIM BUTpaT Ha po3poOKy B po3mipi 500 gosapiB Ta BapTOCTI
pexiiamu y po3mipi 1000 momapiB, OUIKY€ThCSA HOCATHEHHS MPUOYTKY y po3mipi 7500
nonapi. lle 3abesneuye peHTabenbHICTE y po3Mmipi 500%. TepmiH moBepHEHHS
iHBecTUlli cknagatume 61m3bko 20%. Taki po3paxyHku cBiA4aTh Mpo eheKTUBHICTh

IHBECTHIIIH Y TIPOEKT po3pobku rpu « Tower Defence» na miaardopmi Steam.

BucnoBku 10 po3aiay 3

Y 1upomy po3auii Oyjao po3MVISTHYTO Pi3HI aCMEKTH Ppo3poOku Trpu «Tower
Defence». OxoruieHi Taki MyHKTH, SIK TPaKTHYHA peaji3allis 00’ €KTa MpOeKTyBaHHS,
TECTyBaHHS Ta HaJaro/uKeHHs 1H(OPMAIIHO-KOMIT IOTEPHOI CHUCTEMH, PO3poOKa
THCTAJIALIMHOTO MaKeTa Ta EKOHOMIYHE OOTPYHTYBaHHS IIPOEKTY.

Byio onrcano KOHKpeTHY peanizariito rpu « Tower Defencey» 3 BukoprcTaHHIM
IITYYHOTO 1HTENEKTY. Bynu po3risHyTi aqropuTMH, apXiTeKTypa Ta OCOOJIMBOCTI
peanizanii rpu. B pesynbTaTi Oylio CTBOPEHO IrpOBHM MPOIYKT, SKUWA TOTOBHM IS
HACTYITHUX €TalliB TECTYBaHHS Ta HAJArOKCHHS.

Byno onmcano Meronu TecTyBaHHS Ta HayaroJpkeHHS rpu « Tower Defencey.

Bynu BukopucTaHi pi3Hi MiIX0IH, BKIIOYAIOYU MOAYJIbHE TECTYBAaHHS, IHTETpalliiiHe
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TECTYBaHHS Ta CUCTEMHE TECTyBaHHs. ByJo BUSBIEHO Ta YCYHYTO HEHOJIKH, IO
J03BOJIMJIO TIOKPAIIUTH AKICTh TPU MEPEJl BUITYCKOM.

byno ommcana ctpykrypa KkarajoriB Ta (aiiliB IpOrpaMHOro MPOAYKTY, a
TaKO’K HaJAIUTYBaHHA i1 30epexeHHs KOH(Irypamii mporpamMu Ta CTBOPEHHS
apnukiB. KpiM TOro, po3riissHyTO CHCTEMYy peecTpallii Ta BCTAaHOBICHHS TIpuU Ha
KOMI'IOTep KopucTyBaua. Ile 3abe3nmeunTh 3pyyHMl Ta MPOCTUH IpOLEC
BCTAHOBJICHHS TPH JIJIs1 KIHLIEBOTO KOPUCTYyBaya.

Byno po3risHyTO BaXJIMBH aCHEKT pPO3POOKM TpU — EKOHOMIYHY
edekTuBHICTh. Bysi0 00paHo MmIaTHE PO3NOBCIOKEHHS IPH uepe3 miardpopmy Steam,
IO JIO3BOJIUTH JIOCATTH IIUPOKOTO Koja ayautopii rpasuiB. [lina rpu Oyna
BH3HAUYE€HAa Ha PIBHI, IO HE MEPEBHUILYE 5 0JIapiB, 3 YpaxyBaHHSIM pPEriOHATbHUX
Bapialiii. byB po3paxoBaHuil peHTaOENbHHI PIBEHb MPOJAXIB Ta MPUOYTOK BiJ
peanizalii rpu.

VY mincym™mky, po3ait 3 Hamae moBHUE orisin po3podku rpu « Tower Defencey,
MOYMHAIOYM Bl MPAKTUYHOI peanizauii 00’€KkTa MPOEKTYBaHHS J0 €KOHOMIYHOIO
oOrpyHTyBaHHs po3poOku. Lleit po3ain nae po3yMmiHHS MPOIIECY CTBOPEHHS I'pU, HOTO
BRXJIMBUX CKJIQJOBUX Ta TepeBard IUTaHyBaHHS Ta BUKOPHUCTAaHHS €()EKTHBHHUX
cTparerii po3poOKH. 3aBAsSKM BUKOHAHHIO BCIX €TamiB pPoO3poOKu, rpa «Tower
Defence» roroBa 0 HaCTYITHOTO €Taly — BUIYCKY Ha PUHOK Ta OTPHUMaHHS YCIiXy

cepejl TpaBIliB.
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BUCHOBKHA

Y nauiii kBamidikamiifHiii poOOTI OylI0 YCHIIIHO BHKOHAHO BCi IMOCTaBJICHI
3aBJlaHHsI, TOB’sI3aHi 3 PO3poOKOr0 Tpu B kaHpi «Tower Defence» na 6a3i Unity 3
BUKOPUCTAHHAM HITYYHOTO iHTeNeKTy. KokHe 3aBmaHHS BIANOBITANO0 KOHKPETHIN
MeTi poOOTH 1 BUMAarajao BIPOBAKEHHS BIATOBITHUX TEXHOJIOT1H Ta PillICHb.

Byno ctBopeHo 0a30BYy apxiTEKTypy IpH, BKIIOYAIOYM CHUCTEMY YIIPABIIHHS
PIBHSIMH, TOJIOBHE MEHIO, I'POBE MOJIE Ta 1HILI BaKJIMB1 KOMIIOHEHTH.

Po3pobnenuii 1HTYiTUBHUN Ta 3py4HUil 1HTepdeiic KopucTyBada, SKUH
3a0e3reuye 3py4yHy HaBIraiilo Ta B3a€MOJII0 IpaBls 3 rporo. JoCATHYTO HIISAXOM
BIIPOBA/DKCHHS  3PO3YMUIMX 1KOHOK, KHOTIOK, BpPAaXOBYIOUM HaWKpamie iXHE
MIOJIOKCHHSI.

InterpoBano Universal Render Pipeline (URP) nist cTBopeHHSI Bi3yallbHOTO
opopMIIEHHSI TpH, SKUM JO3BOJIMB CTBOPUTH BI3yaJbHO MPUBAOIMBUN Ta
ONTHUMI30BaHUN Bi3yaJbHUN CTUJH TPHU. Byso HamamToBaHO OCBITJICHHS, MaTeplaiu
Ta epexTu, 1O CTBOPUTH peaNIICTUUHY TpadiKy.

Buxopucrano ML-Agents 1t HaBYaHHS MOJENIEH IITYYHOTO 1HTEIEKTY IS
KepyBaHHs TEpCOHa)KaMW B Tpi. bylno HamamroBaHO CEepeAOBHINE Ta MapaMeTpu
HaBYaHHS, 00 TOCATTH ONTUMAJILHOI €(peKTUBHOCTI HaBYaHHs Mojienie. [IpoBeneno
TPEHYBaHHS MOJIEJICH IITYYHOTO 1HTEIEKTY, BUKOPUCTOBYIOUHM MIAX1J MiJCHICHHS
(reinforcement learning), 1 HOCATHEHHS OaXaHMX TOBEIIHKOBUX CTpaTerii
BOPOXKUX CHIL.

Bukopucrano Zenject, ¢peiiMBOpk i1HBepcCii KepyBaHHS Ta BIPOBAIKCHHS
3QJIEKHOCTEH, JUIsl OpraHizamili KOAy Ta KEpyBaHHS CKpUNTaMHU IpH. 3a0e3NneueHo
MOAYJBHICTh Ta PO3MIUPIOBAHICTh CHUCTEMH IUISXOM MPABUIBHOTO PO3MOILTY
BIJIMOBIJHOCTEN MIXK PI3HUMH KOMIIOHEHTAMHU TpU Ta BUKOPUCTAHHSAM 1H €KLl
3QJIEKHOCTEN.

Po3pob6iena MexaHika 3aKJIMHaHb, SKa JO3BOJISIE TPABII0 AaKTUBHO B3aEMOIISITH

3 TpOI0 Ta BIUIMBAaTH Ha Xij OuTBH. PeamizoBaHi 3aKJMHAHHSA 3 YHIKaJIbHUMHU
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BJIACTUBOCTAMU Ta edeKkTamMu, 10 3a0e3MeuyroTh PI3HOMAHITHICTh TEeWMIUICIO0 Ta
CTpaTeriyHi MOXKJIMBOCTI TPABIIA.

BnpoBamkeHo cucteMy 30€peKeHHs MPOrpecy Ipu. 3a0e3MeYeH0 MOXKIIUBICTh
30epiraHHs JaHUX PO JOCSATHEHHS, PIBHI MPOTrPECy Ta 1HII BAXIJIMBI MapaMeTPpH I'PH
JUIS 3pYYHOTO MPOJOBKEHHS IPU 3 TIONIEPEIHBOTO MOMEHTY, a TaKOK HaJallTyBaHHS,
SK1 BUCTaBUB KOPHUCTYBaY.

Jlst 3a0e3neueHHs KOPEeKTHOI poOOTH rpu OyJIO MPOBEAEHO MIMPOKUN CIIEKTP
TECTIB JJIsl TEPEBIPKA (PYHKIIOHAIBHOCTI, CTAaOUIBHOCTI Ta €(EKTUBHOCTI TpH.
BusiBneni noMwiku Ta npobiieMu OyJd BUIPABICHI, IO a0 3MOTY 3a0e3MeunuTd
cTab1IpHY pOOOTY TP Ta 3a10BOJICHHSI KOPUCTYBAUiB.

B pe3ynbraTi BUKOHaHHS BCIX 3aBAaHb OyJIO JOCSTHYTO METH KBall(piKaliiHOl
poboTu — po3pobieHo Tpy B kaHpi « Tower Defence» 3 BUKOpHUCTaHHSIM MITYYHOTO
IHTEJIEKTY, sIKa IPOIOHYE IPaBLSAM LIKaBUH reMMILIEH Ta BUCOKUIN PIBEHb B3a€MO/III.
OTpumani pe3yabTaTH MIATBEP/KYIOTh YCITIIIIHE BUKOHAHHS MPOEKTY 1 BKa3YyIOTh Ha
MOTEHINaJ MOJAIBIION0 PO3BUTKY Ta BIPOBAKEHHS IITYYHOTO 1HTEJIEKTY B ITPOBY

IHIYCTPIIO.
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JonaToxk A
«BirdAgent»

public class BirdAgent : Agent
{

[SerializeField]private float _birdSpeed = 5.0f; // Speed of the bird
[SerializeField]private float _turnSpeed = 300;
[SerializeField]private float _maxHeight = 15f;
[SerializeField]private float _rayDistance = 10f;

public Vector3 Target;

public Transform TargetTransform;

public Rigidbody rb; // Rigidbody component of the bird

private Vector3 _startingPosition; // Starting position of the bird
private float previousDistance;

private float startDistance;

private float reward;

public override void OnEpisodeBegin ()
{
_previousDistance = Vector3.Distance (transform.position, Target);
_startDistance = previousDistance;
rb.velocity = Vector3.zero;
rb.angularVelocity = Vector3.zero;
_reward = 0;

public override void CollectObservations (VectorSensor sensor)
{

_previousDistance = Vector3.Distance (transform.position, Target);

_startDistance = previousDistance;

var targetDirection = Target - transform.position;

sensor.AddObservation (Vector3.Dot (transform. forward, targetDirection)) ;
//sensor

sensor.AddObservation (Vector3.Dot (transform.right, targetDirection));
//sensor

sensor.AddObservation (Vector3.Dot (transform.up, targetDirection));
//sensor

float dist = Vector3.Distance(transform.position, Target);

float normalizedDist = Mathf.Clamp (( startDistance - dist) /
_startDistance, -1f, 1f);

sensor.AddObservation (normalizedDist); //1

sensor.AddObservation (Vector3.Dot (transform. forward,Vector3.up)) ;
//sensor

RaycastHit hit;

if (Physics.Raycast (transform.position, Vector3.down, out hit,
_maxHeight))

{

sensor.AddObservation ((_maxHeight -

Vector3.Distance (hit.point, transform.position))/ maxHeight); //sensor

}

else

{

sensor.AddObservation (0f); //sensor

public override void OnActionReceived (ActionBuffers actions)

{

float moveHorizontal = actions.ContinuousActions[0];
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var rotateY Mathf.Clamp (actions.ContinuousActions([1l], -1f, 1f);

var rotateX Mathf.Clamp (actions.ContinuousActions (2], -1f, 1f);

var rotateZ = Mathf.Clamp(actions.ContinuousActions[3], -1f, 1f);

var rotateDir = Vector3.zero;

rotateDir = -transform.up * rotateY + transform.right * rotateX;
rb.AddForce (transform.forward * (Mathf.Abs (moveHorizontal) * birdSpeed

* Time.fixedDeltaTime), ForceMode.VelocityChange) ;

transform.Rotate (Vector3.up, Time.fixedDeltaTime * turnSpeed *

rotateX);

transform.Rotate (Vector3.right, Time.fixedDeltaTime * turnSpeed *

rotateY);

transform.Rotate (Vector3.forward, Time.fixedDeltaTime * turnSpeed *

rotate?Z) ;

RaycastHit hit;
if (!Physics.Raycast(transform.position, Vector3.down, out hit,

_maxHeight))

}

{
//Debug.Log («-» + reward) ;
//SetReward (0f) ;
//EndEpisode () ;
}
else
{
var distance = Vector3.Distance(transform.position, Target);
if (distance < previousDistance)
{
//AddReward (2* (_previousDistance - distance) / _startDistance);
//reward += (_previousDistance - distance) / _startDistance;
_previousDistance = distance;
if (distance < 1f)
{
//Debug.Log («+» + reward) ;
//SetReward (5f) ;
//EndEpisode () ;

public override void Heuristic(in ActionBuffers actionsOut)

{

(Input
(Input
(Input

(Input
}

var continuousActionsOut = actionsOut.ContinuousActions;
continuousActionsOut[0] Input.GetKey (KeyCode.UpArrow)? 1f

ool

.GetKey (KeyCode .DownArrow)? 0.5f : 0);

continuousActionsOut[1] Input.GetKey (KeyCode.W) ? 1.0f

.GetKey (KeyCode.S) ? -1.0f : 0f) ;

continuousActionsOut[2] = Input.GetKey (KeyCode.D) ? 1.0f

.GetKey (KeyCode.A) ? -1.0f : 0f) ;

continuousActionsOut[3] = Input.GetKey (KeyCode.Q) ? 1.0f

.GetKey (KeyCode.E) ? -1.0f : 0f) ;

void OnDrawGizmos ()

{

// Draw a yellow sphere at the transform’s position
Gizmos.color = new Color (255, 194, 0, 30);
Gizmos.DrawLine (transform.position, Target);
Gizmos.color = Color.blue;

Gizmos.DrawlLine (transform.position,

transform.positiont+transform.forward* rayDistance);

Gizmos.color = new Color (255, 0, 0, 50);
Gizmos.DrawSphere (Target, 2);



Honaroxk b
«Config nast BirdAgent»

behaviors:
Basic:
trainer type: sac
hyperparameters:

learning rate: 0.0003
learning rate schedule: constant
batch size: 128
buffer size: 2000000
buffer init steps: 1000
tau: 0.01
steps per update: 10.0
save replay buffer: false
init entcoef: 0.01
reward signal steps per update: 10.0
network settings:
normalize: true
hidden units: 512
num layers: 2
vis encode type: simple
reward signals:
extrinsic:
gamma: 0.995
strength: 2.0
gail:
gamma: 0.99
strength: 0.1
learning rate: 0.0003
use actions: true
use vail: false
demo path: Assets\Demonstrations\Bird 0.demo
keep checkpoints: 5
max steps: 50000000
time horizon: 128
summary freqg: 30000
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Honaroxk B

«MeHemKep KOPYTHHIB)

public class AbstractCoroutineManager:ICoroutineManager

{

protected CoroutineManagerView view;

protected AbstractCoroutineManager ()
{
var gameObject = new GameObject («CoroutineManager») ;
_view = gameObject.AddComponent<CoroutineManagerView> () ;
}
public Coroutine StartCoroutine (IEnumerator routine) {
return view.StartCoroutine (routine);
}
public Coroutine StartCoroutine(string routine) {
return view.StartCoroutine (routine);
}
public void StopAllCoroutines () {
_view?.StopAllCoroutines();
}
public void StopCoroutine (IEnumerator routine) {
Debug.Log («--- StopCoroutine ---»);
_view?.StopCoroutine (routine);
}
public void StopCoroutine (Coroutine routine) {
_view?.StopCoroutine (routine);
}
public void StopCoroutine (string routine) {
_view?.StopCoroutine (routine);
}
public void StartAfterTimeout (float timeout, Action callback)
{
_view.StartCoroutine (PauselInternal (timeout, callback));
}
public void StartAfterRealTimeout (float timeout, Action callback)
{
_view.StartCoroutine (PauseReallnternal (timeout, callback));

}

44

public Coroutine StartAfterTimeoutCoroutine (float timeout, Action callback)

{
return view.StartCoroutine (PauseInternal (timeout, callback));
}
private IEnumerator PauseInternal (float timeout, Action callback)
{
yield return new WaitForSeconds (timeout) ;
callback?.Invoke ()
}
private IEnumerator PauseReallInternal (float timeout, Action callback)
{
yield return new WaitForSecondsRealtime (timeout) ;
callback?.Invoke () ;
}
public void StartOnNextFrame (Action callback)
{

_view.StartCoroutine (Pauselnternal (0.0£f, callback));



Homarok I

«GameUlView nas xepyBanHsi inTepdeiicom»

public class GameUIView : Mo

{

[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]
private Vector?2

private
private
private
private
private
private
private
private
infoTex

noBehaviour

TMP Text infoText;
TMP Text waveText;
GameObject spellDraw;
SpellDraw _spellDrawScrips;
Image spell;
Image spelllInDraw;
Sprite spellSprite;
GameObject helpText;
tPos;

public event Action OnCastDraw;
public bool EnabledSpellDraw

{

get => spellDraw.activeSelf;

set

{

_spellDraw.SetActive (value);
_helpText.SetActive (false);

}
}

public void Start()

{

_infoText.DOFade (0,

_infoTextPos

}

= infoText.rectTransform.anchoredPosition;

0f);

public void SetInfo(string text)

{

_infoText.DOKill () ;
_infoText.text = tex

_infoText.DOFade (1,
_infoText.DOFade (0,

}

t;
0.2f);
4f) ;

public void SetWave (int 1)

{

_waveText.text = i.ToString();

}

public void CastDraw ()

{

_spelllInDraw.

_spell.sprite

sprite = spellSprite;
_spell.gameObject.SetActive (true);
= spellSprite;
_spellDrawScrips.StartDraw() ;
OnCastDraw?.Invoke () ;
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