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PE®EPAT 0akasaBpcbkoi podoTH

Kgamidikarmiitna po6ora: 36 c., 11 puc., 1 Ta6n., 38 nocunans.

AKTyanbpHICTb:

OG6’exTOM JOCTIKEHHS € MPOIeC pO3pOOKHU BiCOrpH y kaHpi autobattler 3a
nonomororo cepeponuiia Unity

[Ipeamer AOCHITKEHHS € METOIU Ta THCTPYMEHTHU SIKI BUKOPHUCTOBYIOTHCS
JUIsI CTBOPEHHSI MEXaHIK, apXITEKTypH Ta iHTepdeicy rpu

Mertoro pobotu € cTBopeHHs Biaeorpu "Factory autobattler" 3 yHikampHUME
MeXaHIKaMHU Ta 3aXOIUTIOI0YUM TeHMIUIeeEM, sIKMi Oyzle BIAMOBIAATH OYiIKYBaHHSIM
Cy4YacCHUX IpaBLiB.
3aBrnaHHA:

1. [IpoBecTn aHaii3 pUHKY BiJIeOIrOp y >kaHpi autobattler Ta BUBUMTH
ICHYI041 MIIXOAH 10 MOOYI0BU ITPOBUX MEXAHIK.

2. BuBunt o0ocoOmuBOCTI BUKOpUCTAaHHS cepemoBuma Unity yis
PO3pOOKH BiI€OIrop Ta OOIPYHTYBATH KOO BUOIp JJIsl peasizallii mpoeKTy.

3. Po3pobutu konnenuito rpu "Factory autobattler", Bu3HaYUTH IITBOBY
ayIUTOPIIO Ta YHIKaJbHI MEXaHIKHU.

4. CTBOpUTH KOHLENTYaJbHUM TE€UMIUIAH TPHU, BKIIOYAIOUU CTPYKTYPY
PIBHIB, B3a€EMO/IIIO IOHITIB Ta CHCTEM

5. PeanizyBatu Ta mnpotectyBatu Bigeorpy "Factory autobattler" 3a

nonomoroto cepegosuiia Unity.

OCHOBHI PE3VJIbTATU:
VY nporeci po6oTtu Oysio po3pobiaeHO aHaji3 PUHKY KOHKYPEHTIB, BUIIHCAHA
iXHs xapakTepucTuka. BuOip pymis. byna Bu3HaueHa LIIbOBa ayauTOpisd, Ta

CTBOpPEHMI KOHIENT Tpu. Po3pobiieHa Ta mpoTecToBaHa AeMO-BEepCis IPH.
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3ABJIAHHS HA KBAJII®IKALIIMHY POBOTY BAKAJIABPA
«Po3po0Oka Bigeorpu Factory autobattler 3a nonmomoroto cepenosuina Unity»
Buxonageupb — ctynent rpynu [H6-2-21-4.0x,
crieniaibHOCTI 122 KoM’ toTepH1 Hayk,
ocBiTHBROT iporpamu 122.00.01 Indopmaruka

Kpoxmaus Irop IropoBuyu

I. Buxigni pani: 3aKOHOAABCTBO Ta HOPMATHMBHO-NIPABOBI aKTH YKpaiHU B
HaBYaJIbHIA cdepi, HaykoBI poOOTH Ta MyONiKaIllii 3a HaMpPsSMOM JOCHIKEHHS,
30Kpema 3 IHPOpPMATHKH.

2. OcHOBHI 3aBlIaHHS: 3MIWCHUTH OIVIsAA MyOmikamiii 3 po3poOKu Bijeoirop 3a
noromoroto cepepopuia Unity. OGrpyHTYBaTu MeTy, 00’ €KT, MPEAMET Ta HAyKOBI
OCHOBH JoCHiKeHHs. Po3pobutu 3aBmaHHs, CTPYKTYypy Ta 3MICT OakalaBpChKO1
poboru. OOparu Ta OOIPYHTYBaTH METOIU 1 3acCO0U IS pO3pOOKH Bifeoirop 3a
normomoroto cepenopuma Unity. [limrotyBaru marepiany a0 poO3AUTIB poOOTH
BIJIMOBITHO 7O 1HAMBIAYadbHOTO 3aBnaHHA. [IpoanaiizyBaTu HayKOBO-METOIWYHI
JpKeperna 3 po3poOKu Bizmeoirop 3a jgomomoror cepemoBuima Unity. BusnaunTu
CKJIaJIOBI MOAYNI Il pO3pOoOKH BiAeoirop 3a gomomororo cepeaosuina Unity,
CKJIaCTM BHCHOBKM Ta OQGOpPMHUTH OakajlaBpCbKy poOOTYy BIANOBIAHO 10
3aTBEepKeHUX Ha Kadeapi Bumor. I1iarorysaTu npe3eHTalio 3a TEMOK poOOTH.

3. TlosicHroBasibHa 3amucka: OOcsar — 36 crop. ¢opmary A4 KOMIT IOTEPHOTO
HAOOpy 3 TOTPUMAHHSIM BUMOT CTaHJIAPTY 1 METOJUYHUX PEKOMEH 1ALl Kadenpu.
4. I'padiyni MaTepiaau: mpe3eHTAIIS.

5. Ctpok nojianHst po0oTH Ha Kadenpy: «  » 2025p.
6. CTpok nmofilanHs poOOTH Ha Kadeapy: «  » 2025 p.
HayxkoBuii kepiBHUK Bukonaselb:

KaHJUaT MeJaroriyHux HayK Kpoxmais Irop Iroposnu

Kapmnienko Anacracis CepriiBHa

[ara:

[ara:



Kanenpapuui niian

Ne Ha3pa etany 1unjaoMHoi poooTu Crpok [IpumiTka
BUKOHAHHSA
eramy podoTu
1 |®opmyBaHHS TeMU AUILIOMHOI pOoOOTH o 17 >kOBTHS BukonaHo
OakanaBpa
2 |O3HalOMJICHHS 3 METOIUYHUMU o 21 nmucrtonaga |BukoHaHO
PEKOMEHAITISIMU JI0 TUTITIOMHOT POOOTH
3 |CxiazaHHs 3MICTY Ta KaJlEHJAapHOIO IIaHy o 20 rpynHs BukoHaHo
000TH
4 [[TinGip miTepaTypu, CKJIalaHHS 3aBIaHHS o 30 rpyaHs Bukonano
S |Hamucauus pedepary Ta BCTyIry o 01 sroToro BukoHaHO
6 [HammcanHs mepiioro po3airy o 1 roToro BrikonaHo
7 [HammcanHs apyroro posaiiny o 1 6epesHs BukoHaHo
8 |HammcaHHS TPETHOTO PO3ALTY o 31 Gepe3Hs Bukonano
O |HanmcanHs BUCHOBKIB 10 20 KBITHSA Buxonano
10 |BunipaBneHHs 3ayBaXKeHb 110 5 TpaBHs BukoHaHO
11 [CTBOpeHHS TIpe3eHTallii o 20 TpaBHA BurkonaHo
12 Baxuct MarepiajiB IUILIOMHOT pOOOTH Ha 3a 1 wicsaus go|BukoHaHO
3acigaHH1 Kadeapu BAXUCTY
13 (Odiuiiinuit 3aXucT MaTepiaaiB AUILIOMHOT RrigHO Tpadiky
poOOTH HA 3aciaHHI eK3aMEHAaIIHHOI KOMICIi 3aXUCTIB
Crynent

KepiBauk pobotu
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BCTYII

TenepimHiii CBIT irop PO3BUBAETHCS CTPIMKUMHU TEMIIAMH, MPOTOHYIOUH
IpaBIsSIM HOBI JKaHPH, MEXaHIKK Ta irpoBi JnocBigu. Cepen BEIMYE3HOI KIJTBKOCTI
ICHYIOUMX >KaHpIB 0COOMMBE MicIle 3aiiMaloTh autobattler-irpu, ski MOEAHYIOTH Y
co0l eNeMEeHTH CTpATEriyHoro IUIaHyBaHHS, TAKTUYHOTO MUCJIEHHS Ta
aBTOMaTu30BaHux 00iB. Llell >xaHp MBUIAKO HAOYB MOMYJISIPHOCTI 3aBASKU CBOIM
OPOCTOTI Ta 3aXOIUTIOIYOMY reiimiuiei, 1o poOuTh HOro AOCTyHMHHUM JJIst
HIMPOKOTO Kojla KopucTyBauiB. [Ipore, He3BakarouM Ha BEJMKY KUIBKICTH 1rop
BOTO THUITY, 3aBXJH € MPOCTIp I HOBUX 1€l Ta OpPUTIHAIBHUX MEXaHIK, SKi
MOXYTh 3pOOUTH JOCBIJ TPH 1€ OLTBIT 3aXOIUTIOI0YNM.

OpnuM 13 HAWOOMYNAPHIIIUX I1HCTPYMEHTIB IJsi PO3POOKH BiAECOIrop €
cepenoBuiie Unity, sike Haga€ MOTY>KHI MOKJIMBOCTI JIJISi CTBOPEHHS SIK TPOCTHUX,
Tak 1 CKJIaJAHMX IrpoBuX mpoekTiB. Unity BiApPI3HSAETbCS THYUKICTIO,
MacITabOBaHICTIO Ta MIATPUMKOIO BEJTUKOI KUIBKOCTI TUIaT(opm, 10 poOUTh HOTO
171IeaTbHUM BHOOPOM I peadizailii i1ei y sxkanpi autobattler. Came Tomy po3poOka
Bimeorpu "Factory autobattler" y mpoMy cepenoBuill € akTyaJbHUM Ta
MEPCTICKTUBHUM HAIIPSIMKOM.

AKTYyaJlbHICTh TEMH JUINIOMHOI pOOOTH 3yMOBJIEHa HEOOXIIHICTIO
CTBOPEHHSI Cy4acHOI I'pH B >kaHp1 autobattler

Mertoro pobdoTu € ctBopeHHSs Bifeorpu "Factory autobattler" 3 yHikanbHUMHU
MeXaHIKaMHU Ta 3aXOIUTIOI0YUM TeUMIUIeeM, sIKhil Oyle BIJMOBIAATH OYiKYBaHHSIM
Cy4YacCHHUX IpaBLIB.

Jlist JocsirHeHHsI MeTH HeO0Xi/ITHO BUKOHATH HACTYIHI 3aBJaHHS:

I. [IpoBecTn aHamni3 pUHKY Bi€oirop y skaHpi autobattler Ta BuBUMTH
ICHYI0Y1 MiAX0AM 70 MOOYI0BU IrPOBUX MEXaHIK.

2. BuBunut 0coOMMBOCTI BUKOpUCTaHHS cepemoBumia Unity yis
PO3pOOKH BiICOIrop Ta OOIPYHTYBATH MO0 BUOIp JJIsl peaizailii mpoeKTy.

3. Po3pobutu konneniito rpu "Factory autobattler", Bu3HaunTH MIIBOBY

ayIUTOPIIO Ta YHIKaJbHI MEXaHIKHU.



4. CTBOpPUTH KOHILENTYyaJIbHUM TEHMIUIaH TPH, BKIIOYAIOYU CTPYKTYPY
PI1BHIB, B3a€MO/IIIO IOHITIB Ta CUCTEM.

5. PeanizyBaru Ta mportectyBatu Bifgeorpy '"Factory autobattler" 3a
nornomMororo cepenosuia Unity.

00'ekTOM J0CTITKEHHA € TIPOIIEC pO3pOOKH Bijieoirop y *aHpi autobattler
3a JioromMororo cepenosuia Unity.

IIpenmeTroM  fgociaifKeHHs €  METOAM Ta  IHCTPYMEHTH,  SIKI
BUKOPUCTOBYIOTBCS JIJIsl CTBOPEHHSI MEXaHIK, apXiTeKTypHu Ta iHTepdelcy rpu.

JIJist po3B’si3aHHS MMOCTABJIEHUX 3aB/IaHb 3aCTOCOBYIOTHCSI METOJM aHai3y Ta
NOPIBHSIHHS CyYaCHUX PIllIeHb, TPOEKTYBAHHS.

Pesynbrat  pocmimkeHHS Ta pO3pOoOKHM MalOTh MPAKTUYHY I[IHHICTb,
OCKUIBKHM JO3BOJISIIOTH TJIMOINE 3pO3YMITH MPOIEC CTBOPEHHS 1Irop y KaHpi
autobattler, a Takox 3arpONOHYBaTH HOBUHM MIJIX1J] 10 IFPOBUX MEXAHIK, IKUWA MOXE

OyTH BUKOPUCTAHUN y MOAANBIINX TIPOEKTAX.



PO341JI I. HEPEAYMOBHA PO3POBKH BIIEOI'PU
FACTORYAUTOBATTLER 3A JOIIOMOI'OIO CEPEJOBHIIA UNITY

1.1 Orsa puHKY Bifeoirop y :kaHpi autobattler

B IT-cekropi irpoBUi PHUHOK XapaKTEPHU3Y€TbCS BEIUYE3HOIO KUIBKICTIO
YKaHpPIB, KOKEH 3 SIKUX 3aJI0BOJIbHSIE MEBHI MOTpeOu rpasiiB. Bix crpareriii a0

IIyTEpPiB - KOXKEH JKaHP Ma€ CBOi 0COOIMBOCTI Ta (paHaTIB.

Po3noAin NonynsipHOCTI )KaHpIB
cepep reiimepiB y BIACOTKaX

y 2024 pouy
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Puc. 1.2 Tabnuns [lonynspHocTi xaHpiB
Jnis cebe MOXKY BUAUTUTH TaKi MPOEKTH 10 JOCSIIIIN yCHIXY:
l. Dota Auto Chess
2. Teamfight Tactics
3. Hearthstone Battlegrounds
Dota Auto Chess — 6yna Bunyiena 4 ciunas 2019p gk 10AaTKOBHM pexuM B
rpi Dota 2. Pexxum OyB 3poOneHuit kutaiicbkum po3poOHukoM Drodo Studio(4

JIIOIVHN).



Komu pexum Bumyctwiv, BiH OyB O€3KOIITOBHUM, MPOTE MOHETH3YBaBCS
BIpTyaJIbHOIO BaIOTOX. HaliO11bI1e KOpUCTyBaBCS MTOMUTOM CepeJl TPaBIliB 3axoay
ta Cxomy. Moro 3aBaHTaxmiu Oiblle ceMH MimbifoHIiB rpaBumiB y Steam, a
MaKcHMajbHa KIUJIBKICTh OfHOYacHMX TpabiliB mepeBumuia 300 000 y cepenuni
oepe3ns. ‘If the mod were a standalone game, this would have made it the #4
most-played title on Steam during this period, after Dota 2, PUBG, and CS:GO.’ —
Tianyi Gu.

Pexxum 3axonuB rpaBlliB yepe3 CTpaTeriyHi CUHEPTii, aBTOMaTuyHU 01 (1110
€ KJIIOYOBUM KpHUTEpIEM aBTOOATIEPIB), MUHAMIYHUMH CECISIMHU, IpOrpecii, 1o

Oa3yBasiacsi HA HABUYKaX IPaBIIsl.
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Puc. 1.3 Ckpunmot Dota Auto Chess
Teamfigt Tactics — Oyna BumymieHa ctyaieto Riot Games, Ha 6a3i KiIi€HTa
League of Legends. Bona Tex 06e3ko1ToBHa, IpoTe OyB MOHETH30BaHUN bolioBUM
[Tpommyckom(Battle Pass). Pelitunrosa cuctema Biapizasutacs Bin Dota Auto Chess.

ITocTiiiHa 3M1Ha ceTiB OOMOBUX OJTUHUIIb.
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Puc. 1.4 TeamFight Tactics
Hearthstone Battlegrounds — ne Takox pexuM B OpHUTriHAJIBHIA TIpi
Hearthstone, sikuit mMano 4uM BIAPI3HABCS BiJl MOMEPEIHIX MPEICTABHUKIB, MPOTE
BiH OyB BUKOHaHUN B CBITI/cTmil warcraft, Ta BCi, XTO rpaB B OpHUTIHAJIbHY

KOJIEKITIITHY KapTKOBY TPy, MOTJIM CIIPOOYBAaTH CTApUX IOHITIB B HOB1i OOTOPTIIi.

BaitleOoze

Combat |

GreatWolf

-3

Puc. 1.5 Hearthstone Battlegrounds



[lomo 3apa3 — 6araro iHI1 CTYAIH MO po3poOKax irop CIiAyIOTh TEHACHIIISM
Ta BUITYCKAIOTh IFPU B pexuMy autobattler, B IKOTO BKe € MPUXUILHUKY Ta BEJIMKA

ayIUTOPIS.

Tianyi Gu (1 xBiTHs, 2019). Auto Chess Mod Boosts Dota 2’s Core PC Player
Base by 23% in Two Months and Spawns New Genre. newzoo.
https://newzoo.com/resources/blog/auto-chess-mod-boosts-dota-2s-core-pc-pla
yer-base-by-23-in-two-months-and-spawns-new-genre

SteamBase
https://steambase.io/games

Results and Trends of the Gaming Market in 2024

https://games.logrusit.com/en/news/game-industry-trends/

Top Game Genres That Are Dominating the Industry in 2024

https://exeengineering.co.uk/top-game-genres-that-are-dominating-the-industr
y-in-2024/

Most Popular Video Game Genres in 2024: Revenue, Statistics

https://mobilehms.co.in/most-popular-video-game-genres-in-2024-revenue-sta

tistics/

Most Popular Video Game Genres in 2025: Revenue, Statistics

https://rocketbrush.com/blog/most-popular-video-game-genres-in-2024-revenu
e-statistics-genres-overview

1.2 AnaJji3 apxiTeKTypHu Bigeoirop y :xxanpi autobattler: icHyroui nigxoau

110 MO0Y10BH IrPOBUX MEXAHIK

Kanp aBroOatiepiB, 3axOIUIMBE MOEJAHAHHS CTparTerii Ta aBTOMAaTHU3Aallli,
BUHUK SK TIOMITHUW TiPKaHp B irpoBoMy cBiTi npubmusno y 2019 pomi. lle
IHHOBAIlIiHE TIOEAHAHHSA CTparerii Ta aBTOMAaTH3allll MPOKJIAI0 NUIIX O
MOMYJISIPHOCTI JKaHPY, IO TPU3BEIO O CTBOPEHHS OKPEMHUX irop. 3 MOMEHTY
3apOKCHHST KaHPY IrpoBa MexaHIKa 3a3Hajia 3Ha4yHoi eBourollli. PawHi irpu
CHOUpaJIMCS Ha MPOCTHM BUOIp Ta PO3MILIEHHS IOHITIB, aj€ 3 PO3BUTKOM >KaHPY

3'SIBUJTUCS P13HI IHHOBAIIIT, TaKl SIK CHHEPT1i, CHCTEMH MPEIMETIB.


https://newzoo.com/resources/blog/auto-chess-mod-boosts-dota-2s-core-pc-player-base-by-23-in-two-months-and-spawns-new-genre
https://newzoo.com/resources/blog/auto-chess-mod-boosts-dota-2s-core-pc-player-base-by-23-in-two-months-and-spawns-new-genre
https://steambase.io/games
https://games.logrusit.com/en/news/game-industry-trends/
https://exeengineering.co.uk/top-game-genres-that-are-dominating-the-industry-in-2024/
https://exeengineering.co.uk/top-game-genres-that-are-dominating-the-industry-in-2024/
https://mobilehms.co.in/most-popular-video-game-genres-in-2024-revenue-statistics/
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https://rocketbrush.com/blog/most-popular-video-game-genres-in-2024-revenue-statistics-genres-overview

ApxiTekTypa rpu aBrodamiepy cxoka Ha IHIII ITPU B ACMEKTI BAKOPUCTAHHS
pyllis, NpoTe Ma€ MEeBHI crneuu@iyHi O0COOJMBOCTI 4Yepe3 YHIKalbHI MEXaHIKH.
OCHOBHI KOMITOHEHTH apXiTEKTYPH BKIIOYAIOTh:

IrpoBuii pymiii:

I'padiunmii pymiit: 3abe3neuye BigoOpaxeHHs 2D uu 3D rpadiku, a Takox
aHiMari IOHITIB.

Aynio pymriii: BignoBizae 3a 3ByKOBI €(peKTH Ta MY3HKY, SK1 JOTOBHIOIOTh
arMocdepy.
®dizuunHmi pymriii: BUkoprucToByeThCs 1711 00pOOKH pyXiB Ta B3a€EMOJIiH IOHITIB.

CepBepHa apxiTektypa (Ayisi OaraTOKOpHUCTYyBallbKUX 1rop): 3abesmneudye
00pOOKy JaHUX 1 B3aEMOJIIFO MIXK TPABIISIMH.

Motysb irpoBOi JIOTIKH:

O0pobiisie MexaHiKu 0010, BKIIOYAKOUX 3MIHM CTaHIB IOHITIB (pyX, aTaka).
VYmpasnsie "aBro" acmektoM 00iB, KOJMM il TMEPCOHAXIB KOHTPOIIOIOTHCS
aNTOPUTMAMH.

[arepdeiic kopuctyBaua: 3a0e3neuye JOCTYI JO KIOUOBUX (YHKIIH, TaKuX
SIK YIIPaBJIIHHS pecypcaMi, HaJallITyBaHHA Ta MOOy0Ba CTpaTeriil.

Moaynb IITYy9HOTO 1HTETEKTY:

I'enepartist moBeTiHKH FOHITIB.
[Iporpecist CkJIaIHOCT1 BOPOTiB Y peajbHOMY Yaci.

Monynb ynpasiiHHs pecypcamu: KOHTpostoe BHYTPIIIHbOITPOBI €EKOHOMIYH1
MEXaHIKH.

[cHyroul MIAX0AM 0 MOOYI0BU MEXaHIK

MoayabHiCThb:

CTBOpEHHS CHUCTEM, JIe KOXKEH eJIEMEHT (FOHIT, KJIac, 37IaTHICTh) Ma€e OKpeMi
MOJIyJI, SIK1 JIETKO KOMO1HYIOThCS. Lle 103BOJIsI€ THYYKO aanTyBaT I'py 10 HOBUX
MEXaHIK YH MaT4iB.

I TyYHHH iHTEJIeKT:

BuxopucToBy€eThCsl A7l CTBOPEHHSI aBTOHOMHHX IOHITIB, SIKI pearyloTb Ha

3MIHYy CUTYyaIlii Ha 1o 00¥0.



Panpomizanis:

Bunankosi edexTu, Hanpukiaa, npyu BUOOpI IOHITIB abo 3400MYl pecypcis,

JOJAI0Th CTpaTerivyHoi MUOWHH, K 11e poouThes B Teamfight Tactics.
I'nyukicTh cTpareriii:

JlunamiuHe OanmaHCyBaHHsI, Jie TPaBEllb MOXKE aJlallTyBaTUCA O OOCTaBUH Ha

OCHOBI TTIOTOYHUX TOAIHM, HAPUKIIA, 3'IBISIOTHECS OOHYCH 3aJIKHO BiJ KOMOIHAIIT
IOHITIB 200 00paHUX HABUYOK.

IIporpecisi ckIaxHOCTI:

Bukopucranus  norapudmiuHoi  Um

apuhMEeTHIHOT
HaJallITyBaHHS BUKJIMKIB y TpI.

mporpecii s
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Puc. 1.1 ®noy4apT nociiIoBHOCTI PO3POOKH MPOTYKTY

1.3 Orasix Ta o0OpaHHsA cepenoBHMINa AJsi cTBOpPeHHs Bineorpu Factory
autobattler

CydacHuii pPUHOK IrPOBUX PO3POOOK TMPOTOHYE BEIMYE3HY KIJTBKICTh
ceperoBun] (game engines), sKi

JIOTIOMaraloTh po3poOHUKaM  e(PEeKTHBHO
cTBOproBatu Bijmeoirpu. [ns peamizanii npoekry "Factory autobattler" Oyno

MPOBEJICHO aHaJi3 OCHOBHHX ITPOBUX JBIXKKIB, Takux sk Unity, Unreal Engine,



Godot, CryEngine ta ixmi. KoxeH 3 HMX Mae CBOI MepeBard Ta HEIIOJIKH, IO
BILJIMBAE HA BUOIP ONTUMAJIBLHOTO IHCTPYMEHTY ISl KOHKPETHOTO MPOEKTY.

1. Ananiz nonvisApHux i2po8ux 08USYHIG:

Unity:
IlepeBarn: Bucoka THyYKiCTb, MIATPUMKA BeJHKOi KuibkocTi miardopm (PC,
MOOUTbHI ~ MPUCTPOI, KOHCOJi), BEIWUKE CIIBTOBAPUCTBO Ta JOCTYIIHICTh
JOKYMEHTAIi1, IUPOKUI HAO1p 1HCTpYyMEHTIB /it 2D/3D po3pobku.
Henomixu: [lnarHa mineHsis AJis KOMEPUIWHUX TMPOEKTIB (MPH JOXOAAaX IOHAT
$100K Ha pik), MOXJIHMBI TIpoOJEeMH 3 TMPOAYKTUBHICTIO TIPH CTBOPEHHI
MacIITaOHHUX MPOEKTIB.

Unreal Engine :
ITepeBarn: Bucoka skicTe Tpadiku, TMOTY)KHUH BI3yaJbHUM CKPUIITHUHT
(Blueprints), 6e3kormToBHa dineH3is (komicis 5% Bij J0XOAIB).
Henoniku: CxnagHuii y BHUBYEHH1 /I HOBAuyKiB, MEHINA OPIEHTOBAaHICTh Ha
2D-npoekTy, BaXxKa IHTErpaiis 3 AesIKUMHA CTOPOHHIMH 1HCTPYMEHTaMHU.

Godot:
IlepeBaru: be3komTOBHUMN, JETKWA Yy BHKOPUCTAHHI, 00pe MIIAXOAUTH s
HaBUAHHS Ta HEBEJIMKHUX MPOEKTIB.
Henoniku: MeHmie cmiBTOBapuCTBO Ta OOMEKEHA KUIBKICTh TOTOBHX AaCCETIB,
nopiBHsHO 3 Unity Ta Unreal Engine.

CryEngine:
[TepeBaru: Bucoka sikictsb rpadiku, marpumka GoropeasicTHIHUX €()EKTIB.
Henoniku: MeHm mnonyaspHui, CKIQAHUNA Yy BHBYEHHI, MEHINA KUIbKICTh
JIOKyMEHTAITI1.

2. Obrpyumyeanns eubopy Unity:
[licns aHamizy BCIX AOCTYIHUX IHCTPYMEHTIB OyJO BHUPIIIEHO BUKOPHUCTOBYBAaTH
cepenoBuiie Unity s po3poOku Bimeorpu "Factory autobattler". OcHoBHUMHU

(akTOpaMu TaKOro PillIeHHS CTAJIN:



I'myukicte Ta mMacmraboBaHicTh : Unity J03BOJISIE CTBOPIOBATHU SIK MPOCTI
2D-irpu, Tak 1 ckiaagHl 3D-mpoekTH, 0 HaJae MOXIMBICTb PO3LIUPUTH
(GYHKITIOHATBHICTh TPU B MAOyTHHOMY.

[TinTpumka Benukoi KUTbKOCTI TuiardopM : I'pa Moxke OyTH JIETKO ajanToBaHa Jjis
PC, M0O1IbHUX IPUCTPOIB T KOHCOJICH, 110 PO3IIUPIOE 1i IILIIHOBY ayJUTOPIIO.
Benuke cmiBroBapucTBO Ta AokyMeHTaiis : Unity Mae akTUBHE CIIBTOBApUCTBO,
BEJIMKY KUIBKICTh TYTOpiaJiB, (POPYMIB Ta TOTOBUX PILIEHbB, 1[0 3HAYHO MOJIETIIYE
poI1IeC PO3POOKHU.

JocTtymHicTh iHCTpyMeHTiB : Unity Hajae MUPOKUN HAOIP IHCTPYMEHTIB IS
CTBOPEHHSI MEXaHIK, aHIMalliil, iIHTep(eiciB Ta IHIINX KOMIIOHEHTIB I'PH.
[aTerparmis 3 cropoHHiMU cepBicamu : Unity JIeTko I1HTETPYEThCS 3 TaKUMHU
cepBicamu, gk Firebase (ms anamituku ta 6a3 nanux), AdMob (ns pexinamu) Ta
IHIIMMH, 1110 CIIPOLLY€E MOHETHU3ALIIIO TPU.

Takum uwmnoMm, Unity € HalONTUMAaNBHIIIMM BHOOPOM JUIsi CTBOPEHHS
Bimeorpu "Factory autobattler", ockinbku BOHO mMO€IHYe B C001 MPOCTOTY
BUKOPHCTAHHS, THYYKICTh Ta TOTYXKHICTh, HEOOXIMHI I YCIINIHOI peam3artii
MIPOEKTY.

1.4 O3HaiioMyIeHHS 3 0CO0JIMBOCTAMHU BUKOPUCTAHHA cepenoBuina Unity
nJist po3podku Bigeorpu Factory autobattler

Unity € omHMM 13 HaWMOMyJASPHIIIMNX ITPOBUX JBHIKKIB, SKUH IIUPOKO
BUKOPUCTOBYEThCS 11 cTBOopeHHs 2D Tta 3D irop. [ns ycmimHOi po3poOku
Bineorpu "Factory autobattler" BakmuBO JeTaJbHO 3pO3yMITH OCOOIMBOCTI MOTO
BUKOPUCTAHHS, IHCTPYMEHTH Ta MOXKJIMBOCTI, SIK1 BIH HaJIae.

1. Ocnosni komnonenmu Unity:

Scene (Cuena): Ile ocHOBHE cepenoBuIle, ¢ PO3POOHHK CTBOPIOE IrPOBUI
cBiT. Y "Factory autobattler" crierm OymyTh BUKOPHUCTOBYBATHCS JJIsi CTBOPCHHSI
IrPOBOTO MOJIsl, MEHIO Ta IHIIUX €JIEMEHTIB.

GameObjects (IrpoBi 00'exTH): Yci eJeMEHTH TPH, TaKi K OAMHMIIL, OYyIiBIIi,

KHONIKK Tomlo, npencrasieHl sk GameObjects. KoxeH o00'ekT Moxe wmaru



KOMIIOHEHTH, Hampukian, Sprite Renderer (mist 300paxens), Rigidbody (mis
¢b13ukn) abo Collider (a5 B3aeMoii).

Components (Komnonentn) : KomnoneHTHn m0omar0Th (yHKIIIOHAIBHICTH 10
GameObjects. Hanpuknan, mis peanizaiiii mexaHik 6ot B "Factory autobattler"
OyyTh BUKOPUCTOBYBATHUCS CKpUITH (Scripts) Ta aHiMmarlii (Animations).

Assets (Acetn): lle pecypcm, SKi BUKOPHCTOBYIOTBCS B Tpl, Taki SK
TEKCTypH, MOJIeN1, 3ByKH Ta ckpunTu. Unity mae BrnacHuil Asset Store, 1e MoxHa
3HAWTH TOTOBI PECYPCH IS MBUIKOTO CTAPTY.

2. Ocobnusocmi po3poOKU MEXAHIK SDU.

Ckpuntusr: Unity BUKOPUCTOBYE MOBY IporpamyBaHHs C# JUisl CTBOPEHHS
mexanik rpu. [{ns "Factory autobattler" OymnyTh HamucaHi CKpUNTH TS peasizaiii
aBTOMATHUYHOTO 0010, CHHEPrid MDK IOHITaMM, YIPaBIIHHA pecypcaMH Ta IHIIHUX
MEXaHiK.

UI (User Interface): Unity Hamae iHCTpyMEHTH AJi CTBOPEHHS iHTEpderncy
rpu. Jna "Factory autobattler" Oyne cTBOpeHO MeEHIO, TaHENIb YHpPaBIiHHS
IOHITaM¥, TAOJHIIIO JIIIEPIB Ta 1HII €JIEMEHTH.

Animation System: Cucrema animariiii Unity 103BoJIsi€e CTBOPIOBATH ILIABHI
nepexoAau Mix cranamu o0'extiB. Hanpukian, animanii Oy1yTb BAKOPUCTOBYBATUCS
JUTSL IEMOHCTpAIlii pyXy IOHITIB Ta iX aTax.

3. Ilumezpauis 3 CmopoHHIMU Cep8ICaAMU.

Firebase: Unity moxe inTerpyBatucs 3 Firebase ans 30epiranHs maHux
KOPHUCTYBaYiB, aHAJIITUKU Ta PEUTHUHTIB.

AdMob: Jlng MoHeTu3awii rpu 4depe3 pekiiaMmy MOKHAa BHKOPHCTOBYBAaTH
AdMob.

Photon: MoxHa BukoprucToByBaTH Photon /st MepekeBoi B3aeMO/Iii.

4. Ocobrusocmi mecmyeanHs ma ONMUMIZAUIL.

Play Mode: Unity mae pexum tectyBanns (Play Mode), sikuii mo3Bosse
NepeBIpATH MEXaHIKU I'pu 6€3 HE0OX1THOCTI MOBHOTO 3aITyCKY.
Profiler : Incrpyment Profiler nomomarae ananizyBatu NpOIyKTHUBHICT I'pU

Ta 3HAXOAUTH "BY3bKi Micis".



Build Settings : Unity Hajae MOXKIIMBICTD JIETKO CTBOPIOBATH BEPCIi TPH IS
PI3HUX MIaTGOpPM, 110 € BAKIUBUM IS My OmiKallii.

5. Ilepesacu Unity ona "Factory autobattler”:

e [lIBuaKe MPOTOTUITYBaHHS 3aB/SKM TOTOBUM ace€TaM Ta IHCTPyMEHTaM.

e Ilintpumka 2D-rpadikm, 10 € JOCTaTHBOIO JUIS peajizarii MeXaHIK
autobattler.

e MOXIMBICTh JIETKO IHTETPYBAaTH CTOPOHHI CEpBICH JUIsl aHANITUKH Ta
MOHETH3aIl].

® AKTHUBHE CHIBTOBapUCTBO, SIKE JIONIOMArae BUPINIyBaTH NpoOJIeMH.
Takum umnom, Unity Hamae BCl HEOOXiJAHI 1HCTPYMEHTH I CTBOPECHHS

Bizeorpu "Factory autobattler", 3a0e3neuyroun epeKTUBHICTh PO3POOKU, THYUKICTh

Ta MOKJTUBICTD MOAABIIOTO PO3IIMPEHHS byHKITIOHAITY.



PO3a1J1 2. METOAUKA PO3POBKH BIIEOI'PH FACTORY
AUTOBATTLER 3A 10ITIOMOI'OIO CEPEJJIOBHIIIA UNITY

2.1 CrBopenns koHuenuii Bizeorpu Factory autobattler: cuenapii,
HiJILOBA ayIMTOPisl, YHIKaJIbHI 0CO0JIMBOCTI
[IpoananizyBaBImu MOPOAYKTH, Ta I1HCTPYMEHTH, JOCHIAWBINM pyIIii, Ta
HAJMXHYBIIUCh CXOKHMH TIPOCKTaMH, 51 I0YaB CTBOPIOBATH TCUMILUIAH, TU3aiiH,
MEXaHIKH.

XKawnp: 2.5D crpareris - aprodatiep
CeTTiHr: CTIMITAHK

Core mechanics: MeHeKMEHT haOpuK
Mera piBHS: 3HUIIIUTH BOPOXKY Oazy

OO0paB >kaHp cTpaTerii, Tak K, MEHi, K PO3POOHUKY IIIKABO peaji30ByBaTH
pI3H1 MEXaHIKHU OB’ s3aH1 3 CTPATEr1YHUM IJIAaHYBaHHS TeUMILICIO.
ITiTy:

Bu onunsieTech Ha 271 CTIMIIAHK PiBHI, JI€ Y BallIOMY PO3MOPSAKEHHI € Balla
0a3a, BHYTpPILIHbO-ITPOBa BajoTa, (paOpUKU, Ta Balll 3aKJISATUA BOPOT, Balla MeTa
3HUIIUTH 0a3y BOpora.

BukopuctoByroun HajaHi pecypcu Ta 0co0auBOCTI (haOpuK, 110 BUITYCKAIOTh
OOOBI MallMHU, MOTPIOHO HAPOCTUTH OLIBIIE CHIJIM HIXK BOPOT Ta OyTH Ha ‘KPOK
nonepeny’, Ha 011 OyayTh BIUIMBaTH 0COONMMBOCTI (abpuk, poOOTiB, KapTa, Ta
MOTOJTHI YMOBH
JleTanpHIMIMI OIHC:

B miit singleplayer rpi Bam moTpiOHO OymyBaTu pi3HI (HaOpuUKu 3 PyKH sKi
IPOAYKYIOTh OOHOBUX POOOTIB JUIsl TOTO 11100 MEPEMOITH BOPOTa.

®abpukn MoxkHa Oymne TMpokadyyBaTH JAlO4M IM  PI3HI  KOPHUCHI
0COOJIMBOCTI(MOXKJIMBO 1 HETaTUBHI, 1100 3HAYHO MiABUIIUTU CUILHUM e(eKT, aie
HIBEJIFOBATH CIA0IINM HETaTUBHUM )

Ieit aBToOaTIIep Oyne 3 apudMernaHoro nporpeciero 11 Bopora.

Tum yacom, moku (adbpuku no cooldown cmaBHATH IOHITIB, CaMi IOHITH

B3aEMOJIIIOTH Ha T0J11 0010. B K0HOTO FOHITa OYyyTh CBOI IiKaB1l 0COOIMBOCTI.



[Ticist BU3HAUEHHS 3 CIIEHApieM, Ta 3arajJbHUMH BIJOMOCTSIMU TIPO TPy, CTBOPUMO
HOPTPET MOTEHUIHHOTO KJIIE€HTA Ta MOPIBHIEMO 3 KOHKYPEHTaMHU:
[imsoBa ayauTopis:
e [pasiii, sIKi JIOONIATH CTpaTETIuHE TJIaHYBaHHS Ta TAKTUIHE MUCIICHHS.
e KopucryBaui, 3HaiioM1 3 xaHpoM autobattler (Hampukiam, Dota Auto Chess,
Teamfight Tactics).
e HoBaukw, sKi IIyKaIOTh MPOCTY, aJIe 3aX0ILTI0I0YY TPY.
e MoOuIbHI TpaBIll, K1 BIIIAIOTh TIEPEBary MIBUAKUM CECISIM.
e [paBii, kMM NOA00aIOThCS Bi3yaibHI €(eKTH Ta JeTajizoBaHi rpadivHi
eJIEMEHTH
e KopucryBaui, SKi XO4yTh 3 HOBHM ITOANXOM TEPETISTHYTH KaHp autobattler
[TopiBHSHHS 3 ICHYIOUMMH IrpamMu
CuiibHI CTOPOHU KOHKYPEHTIB:
Dota Auto Chess: Ctpareriuni cuHeprii, BelMKa KUIbKICTh FOHITIB.
Teamfight Tactics: PerynspHi oHOBIEeHHS MeXaHIK (CeTH), 00MOBHI IIPOITYCK.
Hearthstone Battlegrounds: FOHiTH 3 yHIKaTbHUMH MeXaHiKaMH, CTHIIb Warcraft.
[TepeBaru Haj ICHYIOUMMH iTpaMu
e [IpucyTHicTh MEXaHiK, IMOB’A3aHUX 3 YIPABIIHHAM pecypcamu (HampuKiIai,
dbabpukamMu 4 BUPOOHUIITBOM).
® VYHiKaJIbHI 0COOJIMBOCTI IOHITIB, K1 POOJISATH Py 1€ OUIBII 3aX0OILTI0I0YO0I0.
e Steampunk BCECBIT — BCECBIT MApOBUX MEXaHI3MIB, SKUW Ja€ 3MOTY

00TyMyBaTH Ta A0JaBaTH OlIbIIE YHIKAJIBHUX KOMOIHAIIii

2.2 JIo0ip iHcTtpyMeHTiB cepenoBuma Unity mjsa peanizanii MexaHik mpu
po3pooui Bineorpu Factory autobattler

Po3pobka Bimeorpu "Factory autobattler" y cepemoBumi Unity Bumarae
JETAIbHOTO aHal3y Ta OOpaHHs IHCTPYMEHTIB, Kl OyqyTh BHKOPHCTOBYBATHCS
JUIsL  peamizalli Kao4oBHX MexaHik Tpu. Unity Hamae MHMpOKHA HaOIp
IHCTPYMEHTIB, SKI MOXKHa ajantyBaTH mia crenudiky mpoekty. Po3misHemo

OCHOBH1 MEXaHIKHU TpU Ta IHCTPYMEHTH, SIK1 OyIyTh BUKOPHUCTaHI1 AJisl iX peasi3allii.



1. Peanizauis mexamnixu agmomamuino2o 000

ABTOMaTHYHUHN Ol € OJHIEI0 3 KIIOYOBUX MEXaHIK >kaHpy autobattler. J{ms
fioro peainizamii MoTpiOHI 1HCTPYMEHTH, K1 JO3BOJSIOTH KEPYBaTH MOBEIIHKOIO
IOHITIB, 00pOOJISITH B3aEMOTIT MI>K HUMHU Ta IGMOHCTPYBATH PE3yJbTaTH 00¥0.
Cxpunrunr (C#):

e (CTBOpEHHS CKPHIITIB JIJIs YIIPABIIHHSA JOTIKOI0 000!
e BusHaueHHs 1iyIeH 17 aTaku.
e (OO0uuCIeHHS NOLKOKEHb HA OCHOBI XapaKTEPUCTHUK FOHITIB.
e Peajizaiis MEXaHi3My CMEpPTI IOHITIB.
e (OOuuciIeHHS TMOKPAIICHb JI0 XapaKTEPUCTHK IOHITA ITiT 9ac 00ro.
e (raH 3aKiHYEHHS aBTOMAaTUIHOTO 0O¥0.
e (CnpanboBYBaHHA yHIKATbHHUX €(EKTIB IOHITIB.
Animation System:

JlonaBaHHsl aHIMAIlil JJIS aTaku, OTPUMAHHS TOIIKOJKEHb, CMEPTI FOHITIB,
rpadiunoro iHtepdeiicy, ¢pabpuk, eneMeHTiB KapTu. Bukxopuctanas Animator
Controller 1y1st CTBOpEHHS TTEPEXO/IIB MIXK CTaHAMM.

Physics Engine:

Buxopucrtanus kommonenTiB Collider ta Rigidbody ans di3zuanoi B3aemomii
MDK FOHITaMH JIJIs peastizallli MeXaHiK{ 31TKHEHb MIXK I'POBUMHU 00’ €KTaMH.

2. Vnpagninna wonimamu ma ix cunepiamu

MexaHika CHUHEPriii € Ba)KJIMBOK YAaCTUHOIO T'PU, OCKUIBKH BOHA JTO3BOJISIE
IPaBIsIM CTBOPIOBATH CTPATET1uHI KOMOIHAI[IT M1 IOHITAMH.

Scriptable Objects:

Buxopucrtanus Scriptable Objects st 30epiraHHsi JaHUX TMPO IOHITH, IX
xapaktepuctuku Ta cuHeprii. Ilpukmaa: OG'ekr UnitData, skuii MIiCTUTH
iH(dopMarIito MmMpo 370pOB'S, CUIY aTakW, MIBHUAKICTh aTakd, JAJIbHICTh aTakKw,
HMIBUAKICTh PYXY, TUI IOHITA Ta HOTO YHIKAJIbHI MEXaHIKH.

UI Elements:

CrBopennst iHtepdeiicy sl BiioOpakeHHs MOCTynmHUX (adpuk Ta iX

CUHEPTIH.



Bukopucranus xommnoHeHTiB, Takux sk Canvas, Button, Image, Text, nus
B3a€EMO/IIT 3 TPABIIEM.

Event System:

Buxopuctanus Unity Events st BiicTeXEHHSI aKTUBHUX CHHEPTid Ta ix
e(exTiB Ha MoJi 0010.

3. 36epesicenus npozpecy ma peumun2060i cucmemu

st 3a0e3neueHHs KOM(OPTHOTO JTOCBIy TpaBLiB BaXXJIWBO peanizyBaTu
MeXaH1KH 30epekeHHs MPOTPECy Ta PEUTUHTOBOI CUCTEMHU.

PlayerPrefs:

Buxopucrtanus PlayerPrefs nns 30epexxenHst 0a30BHX JaHUX KOpHCTyBauda
(HampuKIag, piBeHb TPaBIIs, OTPUMAaHI IOCATHEHHS).

Oo6mexenns: [Ipocrota, ane He MAXOAUTH U1l MACIITAOHUX JIaHUX.

Firebase Integration:

Buxopucrtanus Firebase Realtime Database a6o Firestore nnsi 30epiranus
PEUTHUHTIB T'PaBIIiB Ta iX MPOTpPecy.

[TepeBarn: MOXIMBICTP CHHXPOHI3aIlli JaHUX MDK MOPUCTPOSMU Ta
OHJIAMH-BIJICTC)KEHHS PE3YyJIbTaTIB.

Leaderboard System:

Buxopucrtanus Ul ans BinoOpaskeHHs TaOnuin Jiaepis.

[aTerparis 3 Firebase 1 aBToMaTH4HOTO OHOBJICHHS PEUTHUHTIB.

4. Inmepdhetic kopucmysaua (Ul)

[aTepdeiic rpu € KIOUOBUM €IEeMEHTOM B3a€MOII 3 TpaBiieM. BiH nmoBuHEH
OyTH IHTYiTUBHHUM Ta 3pyYHUM.

Canvas:

Buxopuctanuss Canvas uisi CTBOPEHHS MEHIO, TaHEJEH YNpaBiiHHA Ta
IHIIIKUX €JIEMEHTIB iHTEpdeHCy.

[Mpuknan: [1anens ns BUOOPY IOHITIB, IHIUKATOPU 3I0POB'SI Ta PECYPCIB.

UI Toolkit:

Buxopucranuss Unity Ul Toolkit nist cTBopeHHst ckiaaHux iHTepdeiciB

(s1K110 TTOTP1OHA BEIMKA KaCTOMI3allis).



Audio Source:

JlonaBaHHs 3BYKOBUX €(QEKTIB JUIsl KHOIMOK Ta I1HIIMX I1HTEPAKTUBHUX
€JIEMEHTIB.

J. Tecmysanna ma onmumizayis Mexanix

JUist  3a0e3neyeHHss CTaOUIBHOCTI Ta MPOAYKTUBHOCTI TPU  Ba)JIHMBO
BUKOPHUCTOBYBaTH iHCTpyMeHTH Unity AJi1 TE€CTyBaHHS Ta ONTHUMI3aIIi].

Play Mode:

Buxopucranuss Play Mode ans mBuakoro TecTyBaHHS MeXaHIK 0e3
HEOOX1THOCTI IIOBHOTO 3aITyCKY TPH.

6. Jlooamxkoei iHcmpymermu 011 NOKPAUWLEHHA 2eUMNAEIO

Particle System:

JlonaBaHHsT 4aCTUHKOBUX €(EKTIB sl BHOYXIB, MOIIKOMKEHb Ta IHIIHX
BI3yaJIbHUX €JIEMEHTIB.

Post-Processing:

Buxopucrtanusi Post-Processing Stack ana mokpamenns rpadiku (edextu
3aTEMHEHHSI, PO3MUTTS TOIIIO).

Asset Store:

Buxopucrtanus roroBux acetiB 3 Unity Asset Store aisg NpuUCKOpEHHS

po3poOku (Hampukiad, madmonu Ul, 3Byku, aHimarrii).



PO3/LT1 3. PO3POBKA BIJIEOI'PM FACTORY AUTOBATTLER 3A
JIOMIOMOT 010 CEPEJIOBHUILIA UNITY

3.1 Po3poOka koHuenTyaabHOro reiimimiany Bineorpu Factory autobattler 3a

A0noMoror cepenosuma Unity: CTPyKTypa piBHIB, B3a€EMO/Is IOHITIB i cucTemM

JUist movyarKy, KOpUCTYIOUHUCh PaHIILE 3aroTOBIEHUM (HI0y4apToOM s MOYaB 3

PO3pOOKH KapTH

private void Start()

{
GenerateGrid() ;

}

void GenerateGrid()

{

GameObject gridParent = new GameObject ("GridParent") ;

for (int x = 0; x< width; x++)

{
for (int y = 0; y < _height; y++)

{
var spawnedTile = Instantiate(_tilePrefab, new Vector3(x, O,
y) , Quaternion.identity) ;

spawnedTile. transform.SetParent (gridParent. transform) ;

spawnedTile.name = $"Tile x:{x}, y:{y}";
spawnedTile.SetCoordinates (x, y);

var tile = FindObjectOfType<Tile>() ;
//Debug.Log($"Tile coordinates: X={tile.X}, Y={tile.Y}");

var isOffset = (x%2 == 0 && y%2 !'= 0) || (x%2 !'= 0 && y%2 ==

0);
spawnedTile.Init (isOffset) ;

}

_cam.transform.position = new Vector3((float) width / 2 - 0.5f,
(float)_camHeight, -3);
}
TakuM 4MHOM y HAC TEHEPYETHCS KapTa 3 TaWjIiB 3a JOMOMOTOI (YHKITI

GenerateGrid (), PO3MIP SIKOT MOXKHA 3MIHUTHU

Burnan kaptu npeacraBieHo Ha pUCyHKYy 3.1.

Hactynaum kpokom, s po3poOuB MexiHIKy OymiBHUIITBA (pabpUKH, aje Mepea TUM,
o0 MOKpalIUuTH ITPOBUM MOCBiA, s 3pOOMB IMIJICBITKY TaiiiB, 00 TpaBellb

IHTYITUBHO Kpallle pO3yMiB, Ha SIKOMY TaiiJll 3HaXOIUTHCS HOro Kypcop:
private void OnMouseEnter ()

{

if (BuildRule._isBuilding)



highlight.SetActive (true) ;
HighlightNeighbors (highlightId, X, Y);
BuildRule.CurrentTileX X;
BuildRule.CurrentTileY Y;

}

else

{
BuildRule.BuildingState = false;
highlightBuildDeny.SetActive (true) ;

}

private void OnMouseExit ()

{
BuildRule.DisableAllHighlights () ;

}
@DyHKIIT OnMouseEnter() Ta OnMouseExit() BOynoBaH1i B iHTepdeiic Unity, Ta

3YUTYIOTh 1H(QOpPMAIliI0, KOJU KypCOp 3HAaXOAHWTHCS HAaJl MEBHUM OO0 €KTOM, Ta
3aJIMIIAE 30HY HaJl IEBHUM 00’ €KTOM, MiICBIYYBaHHS 300paKeHe Ha pUCYHKY 3.2.
B ¢ynkuii npucyTHe po3raidyXeHHs, sIKe BIAIOBiJA€ 3a KOMIp MiJCBITKH Taniy,
KOJIU MOXKHa OymyBaru, a konu — Hi. Komip miacBiTKH, KO J03BOJICHO OyayBaTH —
300paXeHo Ha PUCYHKY 3.3.

[Ticist mporo s oaaB Jekinbka TUIB (aOpHK 3 PI3HUMHU PO3MipaMU:

Dictionary<int, List<Vector2Int>> neighborOffsets = new Dictionary<int,
List<Vector2Int>>()

{
{ 0, new List<Vector2Int> { new Vector2Int(l, 0), new Vector2Int(l, -1)

} o},
{ 1, new List<Vector2Int> { new Vector2Int(0, -1) } },

{ 2, new List<Vector2Int> { new Vector2Int(0, -1), new Vector2Int(-1,
-1) , new Vector2Int(-2, -1) } }

bi

Hudppu B Ayxkkax BIANOBIAAIOTH 3a CYCIIHI TaWiau, BIACTYNH MO
KoopauHaraM X 1a Y.

Big doro 1 BiAmITOBXYBaBCsA, MPHU MIACBITII CYCIAHIX TaiIiB, KOJIU MH
X0U4EeMO MOCTaBUTU OAHY 13 (aOpuk. IlincBiuyBaHHSA TailiB KOJUM MH XOYEMO
noctaButu (Hadpuky 300paxeHO Ha PUCYHKY 3.4.

Jlns Toro mo0 mpoTecTyBaTH BUCTABISHHS (HaOpUK Ta B3araji 3p0OMTH MEXaHi3M
OyniBHuuTBa, s BUKOopucTaB Ul iHcTpymentn Unity, Ta mnpuB’si3aB 10 KOXKHOI
KHOIIKY BIAMOBIAHUHN (DyHKIIIOHAT, MEHIO 300pakKeHO Ha PUCYHKY 3.5.

Opnna 3 (yHKIIH, sSKa MpUB’sI3aHa 10 KHOIKH, IO TEpeaac JaHHl JO CKPHUIITa, B

SKOMY OIIepY€ThCS BCs iHGOpMaIlis OB’ sA3aHa 3 OyyBaHHSIM:
public void BuildMechPlant()



TileFinder (0) ;

plantBuildRule.BuildingState = true;

I Ha kiHeup, 17151 OymyBaHHsS (aOpuK, s BUKOPUCTAB TeXHOJIOTII0 Raycast, sika

CTBOPIOE TMPOMIHb BiJ LEHTPY Kamepu A0 Oydb AKOi I1HIIOI TOYKH, B MOEMY

BUIIAJIKY, Jie OyJia HATUCHYTA JI1Ba KHOTIKA MHUIIII:
void Update()

{

if (Input.GetKeyUp (KeyCode.B))
{

BuildMode () ;
}

if (Input.GetKeyUp (KeyCode.Mouse0O) && BuildingState)
{
Ray ray = Camera.main.ScreenPointToRay (Input.mousePosition) ;

RaycastHit hit;

if (Physics.Raycast(ray, out hit))
{

Tile selectedTile = hit.collider.GetComponent<Tile>() ;
if (selectedTile '= null && StartLevel.scrapCount >=

{

buildingCost)

CurrentTileX selectedTile.X;

CurrentTileY = selectedTile.Y;
BuildPlant() ;

}
}
dyHkuiss BuildPlant () :

public void BuildPlant ()
{

EnsureFactoryContainerExists () ;

GameObject newFactory = Instantiate (ChoosePlant(), new
Vector3 (CurrentTileX, 1, CurrentTileY), Quaternion.identity);

// IDomaeMo (abpmky OO KOHTeHepa
if (newFactory !'= null)

{

newFactory.transform.SetParent (factoryContainer. transform) ;
StartLevel.AddScrap (-buildingCost) ;

}
BuildingState = false;

Debug.Log ("Factory with ID:

" + factoryPrefabID + ". On tile X: " +
CurrentTileX + " Y:

" + CurrentTileY) ;

ResetTileHighlightId() ;
if (buildingMechanic !'= null)
{

buildingMechanic.IterateFactoriesAndBlocks() ;
}



KmtouoBuit  mpuHmmn B 1 ¢GyHKIIi 1€ BOyIOBaHUN I1HCTPYMEHT
Instantiate (), SKUW JJO3BOJISIE€ B1IOOpa3UTH Ha ClieH1 MeBH1 eaeMenTH. [loOynoBaHa
¢dabpuka BimoOpakeHa Ha PUCYHKY 3.6.

[Torim OyB 3polOieHUil meperisa mnodaTkoBoro QuoyuyapTy, 1 Oymo 3pobieHe

pIILICHHS 1JI MOYaTKy 3poOuTH 0a30BYy MEXaHIKY IpOIIEH Ta XO1y:

void Start()

{
AddScrap (3) ;
UpdateScrapText () ;

}

public void AddScrap(int amount)
{

scrapCount += amount;
UpdateScrapText () ;
}

private void UpdateScrapText ()
{

scrapCountText.text = $"{scrapCount}";

}
Ta BizyanbHM 1HTpedEIC 111 HUX, 110 300payKeHU Ha pUCYHKY 3.7.

[licns 1poro mepernisiHyB MeXaHiKy OyaiBHHLTBA (paOpuku, 100 MOXHa OyIo

OymyBaTH, JIWIIIE KOJIM BUCTAYA€ PECYPCIB:

StartlLevel.AddScrap (-buildingCost) ;

YMmoBa:

if (selectedTile != null && StartlLevel.scrapCount >= buildingCost)

TakuMm 4YHWHOM, S TIOBHICTIO PO3POOMB KapTy, mepii (hapuku, OyIiBHUIITBO,
0a30By MEXaHIKy XOJy, Ta PECYPCH.
3.2 MogeawoBanHsa apxitektypu Bigneorpu Factory autobattler 3a

aonomororo cepenopuma Unity

ApxiTekTypa Tpu OyayeTbcsl Ha NTPUHIMIAX MOIYIBHOCTI Ta YITKOTO
pO3aUIeHHS] 000B’SI3KIB MK KOMITOHEHTaMu. OCHOBHI YaCTUHU apXITEKTypPH:

Game Manager (MeHnemxep rpH):

BignoBizae 3a 3arasibHy JIOTIKY TpH, TaKy SK iHIIIami3amisi Cecii,
yIOPAaBIIiHHS CTAaHOM T'pH (IMOYATOK, Tay3a, 3aBEPIICHHS) Ta 30€PEKEHHS TPOTPECY.
Peanizyetncst uepes kinac GameManager, IKuii € IIEHTPaTbHUM KOHTPOJIEPOM.

Unit System (Cucrtema 1oHITIB):



Bxorodae kiacu Juist CTBOPEHHS, YIIPABIIHHS Ta B3a€EMO/Ii1 IOHITIB.

[Ipukman: Knac Unit auss  6a30BUX  XapaKTEpUCTHK IOHITIB, KJac
UnitController s
KEpYBaHHSI MOBEIIHKOIO.

Battle System (Cuctema 6010):

BigmoBimae 3a aBTOMaTH4YHUM OlM, OOYMCIEHHS IIOIIKOMKECHL Ta
BIJICTe)KCHHS pe3yibTaTiB. PeanizyeThes uepes kinac BattleManager.

Resource System (Cuctema pecypciB):

VYmpasniHHs pecypcamu rpasiis. Peanizyerbes uepes kiiac ResourceManager.

UI System (Cuctema inTepdeiicy):

Bignosizae 3a B3aeMoit0 3 TpaBIeM Yepe3 MCHIO, MaHEel YNpPaBIiHHS Ta
inaukatopu. Peamizyerbcs uyepe3 Canvas Ta Ul koMmoHeHTH (HampuKia,
UlManager).

Data Management (KepyBaHHs JaHUMU):

30epiranHs Ta BAKOPUCTAHHS JJAHUX PO IOHITH, PECYPCH, CUHEPTIi TOILIO.

Peanizyerbcs uepes Scriptable Objects Ta Firebase Integration.

Jleranizallisi OCHOBHUX KOMIIOHEHTIB apXiTEKTypH

Game Manager

Game Manager € TCHTpAJbHUM KOMIIOHEHTOM AapXITEKTypH, SKUN

KOOPIMHYE B3aEMO/III0 MIXK yCiMa CUCTEMaMU TPH.

@OYHKI10HATBHICTB:

° [Himianizamis rpu (3aBaHTaXEHHS HAJIAIITyBaHb, CTBOPEHHS 00’ €KTIB).
° Bincrexxenns crany rpu (aKTUBHA Cecis, 1May3a, 3aBepLICHHS).

° 30epekeHHs Ta 3aBaHTaKEHHS POTPECy IPaBIIsl.

° OO6po6Oka o (HampUKIIaI, 3aKiHYSHHS X0y, IepeMOoTa/mopaska).

Unit System

IOHITH € OCHOBHMMHU aKTOpaMu TpH, TOMY iX cucTeMa mae OyTu mo0pe
CTPYKTYPOBAHOIO.

OYHKITIOHATBHICT:

° CtBOpeHHs I0HITIB Ha OCHOBI JaHuX (Scriptable Objects).



° VYipaBniHHS XapaKTepUCTUKaMU (30pOB s, CHJIa aTaKH, TUII).

° Peanizariis MexaHiK CHHEPTIH.

Battle System

Cucrema 0010 peanizye MexaHIKy aBTOMaTH4YHOro ©0or0 Ta 0OpoOIse

B3a€EMO/I1 MK FOHITAMMU.

DO YHKITIOHATBHICTD:

° Bu3sHaueHHsI yepru aTakw.

° OOGuuclIeHHS TIOIIKOHKEHB Ta BIJICTEXKEHHSI CMEPTI FOHITIB.
° BinoOpaxxeHnHs pe3ynbrariB 0010.

Resource System
Cucrema pecypciB JI03BOJISIE TPaBIEBI KepyBaTh BUPOOHUIITBOM Ta

BUKOPUCTAHHIM PECYPCIB.

OyHKI1OHATBHICTD:

° BincrexxeHHs JOCTYyIHUX pecypciB.

° MexaHiku BUTpaTH PECypCiB.

° B3aemonis 3 ¢pabpukamu 1jist TOKpaIieHHs: BUPOOHHUIITBA.
UI System

[aTepdeiic rpu € KIIFOUOBUM €1€MEHTOM B3a€MO/I1 3 TPABIIEM.
O YHKITIOHATBHICTD:

° Bino6paskeHHs pecypciB, IOHITIB Ta IHITUX JIAHUX.

° MeHto ynpaBiiHHS Tporo (Tmay3a, HajdalmTyBaHH).

° Tabnuis nizepiB Ta peUTHHTOBa CUCTEMA.

3.3 TecryBanns Bineorpm Factory autobattler po3po0senoi 3a
aonoMorox cepeposuia Unity

TecTtyBaHHS € HEBIJ'€MHOIO YAaCTUHOK TPOIECY pPO3POOKH BiJIEOTPH,
OCKUIbKM BOHO 3a0e3Ieuye SIKICTh, CTAaOUIBHICTh Ta KOPUCTYBAIlbKUW NOCBIA. Y
IIOMY PO3JUTI PO3TISIAIOTHCS METOAM, IHCTPYMEHTU Ta PE3YJIbTaTH TECTYBAaHHS
Bimeorpu "Factory autobattler", pospobnenoi y cepenoBuni Unity. Merta

TECTYBAaHHS MOJISTA€ Yy BUSABICHHI MOMUJIOK (0ariB), onTuMizallii IpOayKTUBHOCTI



Ta 3a0e3MneueHH1 BIIMOBITHOCTI TPU OYIKYBaHHSIM T'PaBIIiB.

1. Ilini mecmysanus

OCHOBHUMU IIJISIMUA T€CTYBaHHS €:

° [TepeBipka (pyHKIIIOHATEHOCTI MEXaHIK TPH.

° Bussnenns ta ycyHeHHs 6ariB a00 HEMPAIFOIOYHMX €JIEMEHTIB.

° OrriHKa MPOyKTUBHOCTI TPH HA PI3HUX MPUCTPOSX.

° 3a0e3neueHHs IHTYITUBHOCTI Ta 3py4HOCTI 1IHTepEnCy s TPaBIIiB.
° ["apanTist cTab1ILHOCTI TPH M1 Yac JOBTHX CECIi.

2. Emanu mecm VEAHHA

TecrtyBaHHS TPOBONMTHCS HAa KUIBKOX eTamax, KOKeH 3 SIKHX Ma€ CBOI
crienngiuH1 3aBIaHHS.

2.1. OyHKIIOHATBHE TECTYBaHHS

OyHKIIOHATbHE TECTYBaHHS IEPEBIpsie, UM BCl MEXaHIKH TPH MPALIOIOThH
KOPEKTHO.

[TepeBipka MexaHIK:

Uu nmpaBuiIbHO  OOYMCIIOIOTHCA  TMOMIKOKEeHHA? Ym  BimOyBaeTbes
CHHXpOHI3aIlisl MiX foHITaMu? YM aKTUBYIOTHCA YHIKIbHI MEXaHIKH TpH
BUKOHAaHH1 YMOB? Uu MpaBWIbHO 30MPaIOThCS Ta BUTPAYAIOTHCS pecypcu?

MeTonu TeCTyBaHHS:

Irposi cuenapii: CTBOpeHHS TECTOBUX CUTYAIIlll 1Jisl IEPEBIPKUA MEXaHIK.

Play Mode: Bukopuctanus pexumy TtectyBaHHS B Unity s HIBHAKOT
MIePEBIPKHU.

2.2. TecryBanns intepdeiicy (Ul)

Ul TectyBanns nepeBipsie, uu iHTEpPPENC TPU € 3pyIHUM Ta IHTYITUBHUM.

[Tepesipka Ul:

U npaBWIBHO MOKa3ylOThCS PECYpCH, IOHITH Ta 1HW mapamerpu? Uum
MPAIOI0Th KHOMKK, MEHIO Ta 1HII €JIEMEHTH yNpaBiiHHA? YK KOPEKTHO BUITISAAE
iHTepdeiic Ha pi3HuX npuctposx (PC, MoOinbHI Tenedonn)?

Mertoau TecTyBaHHS:



Bizyanbna mnepesipka: Buxopuctanus Canvas B Unity ana mepeBipku
PO3MIIIICHHS €JIEMEHTIB.

KopuctyBatipke TecTyBaHHS: 3aly4eHHS TECTEpiB JJS OLIHKH 3PyYHOCTI
iHTEepdeiicy.

2.3. bera-TtectyBaHHs

Bbera-TecTyBaHHS MPOBOAUTHCS 3 YUACTIO peabHUX I'PABIIB ISl OTPUMAaHHS
3BOPOTHOTO 3B’SI3KY.

[im GeTra-TecTyBaHHS:

° OrriHKa 3arajlbHOTO JIOCBIAY TPH.

° BusiBnenns npo6iem, sxi He OyJii TOMIYEH] Ha MOMEPEAHIX eTarnax.
° 30ip BiATYKiB PO MexaHikH, iHTepderic Ta rpadiky.

Mertonu:

Kpaynrectunr: Po3Mimenns rpu Ha miargopmax, Takux sk Steam Early
Access abo Google Play Beta.

OnuryBanss: 301p BIATYKIB Bijl TPaBIliB uyepe3 OHJalH-(popMHu.
Ha pganuii MOMeHT Oynu TECTyBaHHS B XOA1 pO3pOOKH, OysI0 BUSBIEHO JEKUIbKa
OariB mToB’si3aHi 3 OyAIBHUIITBOM, J€ HENPaBUILHO OOYMCITIOBAIUCA CYCIJIHI
KJIITUHKH, Ta KOJIM MU oOupanu ¢(abpuky B MEHIO OyIIBHUIITBA, BOHA BIIpa3y

CTaBUJIACS, 3apa3 TaKOTO HeMae, 111 6aru Oyiy BUIIPABIICHI.



BUCHOBKHU

Jlns peamizanii Mmexanik Bigeorpu "Factory autobattler" y cepenoBuiii Unity
Oys10 00paHO KOMIUTEKC 1HCTPYMEHTIB, K1 3a0€31MeUyI0Th THYUYKICTh, €(DEKTUBHICTD
Ta MacimTaboBaHicTh NMpoekTy. OCHOBHMMH 1HCTpyMeHTaMHu € cKpunTuHT (C#),
Animation System, UI Elements, Firebase Integration Ta inii komnonentu Unity.

VYuikanbHi ocobnuBocTi Bimeorpu "Factory autobattler" mokHa BH3HauuMTH
yepe3 aHali3 IUIbOBOI aylUTOpii, MOPIBHSAHHS 3 ICHYIOUMMH IrpamMu Ta
BIIPOBA/DKEHHS 1HHOBaIiiHUX MexaHik. OcHoBamMmu USP rpu e: ®dabpuuna
TeMaTHKa Ta 1HAYCTpladbHUN NU3aiiH, YIPaBIIHHS pecypcaMu Ta BUPOOHUIITBOM
IOHITIB, YHIKQJIbHI MEXaHIKH CUHEPTii, OB’ s13aH1 3 BAPOOHUIITBOM.

Ili ocoOmmBOCTI pOONATH TPy MPUBAOIMBOIO ISl LUILOBOI ayaWTOpii Ta
BUJIUIAIOTH ii HA TJI1 KOHKYPEHTIB.

MonentoBaHHS ~ apXITEKTypd  BIIEOTPH  BKIIOYAE  PO3POOKY  YITKO
CTPYKTYpOBaHHUX cHCTeM, TakuxX sk Game Manager, Unit System, Battle System,
Resource System Tta UI System. Apxitekrypa 0a3yeTbcsi Ha MNPUHIUIIAX
MOJyJABHOCTI, IO 3a0e3Medye JIETKiCTh MIATPUMKH Ta MacIITaOyBaHHS IPOCKTY.
Peanizaris koxkHoi cuctemu B Unity MpoBOIUTHECS 3a A0MOMOror0 cKpunTiB (C#),
Scriptable Objects Ta 1HCTpyMeHTIB i CTBOpeHHs iHTepdeicy. Takuil miaxin
JI03BOJISIE CTBOPUTHU CTAOUIbHY, €(PEKTUBHY Ta 3aXOTUTIOIOUY TPy, AKa 3aJ0BOJIHHUTH

OY1KyBaHHS I'PaBIIiB.
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JTIOJIATKHA

Puc. 3.1 Burnsan kaptu po3mipom 16x9

Puc. 3.2 BinobpaxeHHs miCBITKHA TalTy

Puc. 3.3 BinoOpakeHHs MiJCBITKH 3 J03BOJIOM OylTyBaHHS




Puc. 3.4 Tlinceitka Taitnis, kosnu craBumo Melle pabpuky

Puc. 3.5 Mento OyniBHUIITBA

Puc. 3.6 [1obynoBana ¢abpuka

Resource count: .. 3

Turn: 1

Puc. 3.7 Bino6paxxeHHs yHKIIIOHATY pPEeCypcCiB, X0y




