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OO0’eKTOM JOCHIDKEHHSI € aNrOpUTMU MOJCIIOBAHHS TOBEIIHKH 3rpai.
[Ipenmer mocmimkeHHa — anroput™ Boids miast cumymsnii 3rpaifHOi IOBEIIHKH B
Unity.

Mertoto poboTH € po3po0Ka alNropuTMy CUMYJISIIT 3rpailHOI TOBEAIHKH IS
cepenoBuma Unity 3 BukopuctaHHsM anroputmy Boids, skuit 3a0esneuye
peaiCTUYHY MOBEAIHKY areHTiB Y BIpTyaJIbHOMY IIPOCTOPI.

KgBanigikamiitna po6oTa npucBsiueHa po3po0Ill Ta JOCHIIKEHHIO alTOPUTMY
MOJIEIIOBaHHS 3rpaiiHoi nmoBeiHKN 00'ekTiB y Unity 3 BUKOPUCTaHHSAM aJrOPUTMY
Boids. Y po6oTi npoBesieHO aHaji3 METOJIIB MOJENIIOBAaHHS IPYNOBOI MOBEIIHKH,
30KpeMa aJIrOPUTMIB POIO YACTUHOK, KIIITUHHUX aBTOMATIB Ta POMOBOTO 1HTEJIEKTY.
Bu3HnayeHO MpUHIMIM YHUKHEHHS! 31TKHEHb, BUPIBHIOBaHHS PyXy Ta Koresii sk
KJIFOUOBI €J1eMeHTH anroputmy Boids. Anroputwm peanizoBano y cepegonuii Unity
3 BUKOPHUCTAaHHSM KOMIIOHEHTHO-OpieHTOBaHOi apxitektypu ECS Ta MoBu
nporpamyBaHHsi C#. [IpoBesieHO TecTyBaHHS Mpaie3JaTHOCTI Ta MPOTyKTUBHOCTI
QITOPUTMY, 110 MIATBEPINIIO HOr0 €(PEeKTUBHICTh Y CUMYJISLISAX BETUKOI KiJIbKOCTI
areHTIB.

[IpakTHyHa LIHHICTH POOOTH MOJSATAE Y CTBOPEHHI aJTOPUTMY, IKUH MOXKe
OyTH 3aCTOCOBAaHUU JIJIsi PO3POOKU BiCOIrOp, aHIMAIIMHUX (PLIBMIB, HaBUATHLHUX
CUMYJISILIIH, TOCTIDKEHb Y cepl TYYHOTO 1HTEIEKTY Ta CUMYJIALIM HaTOBIMIB.

Kimrouori crnoma: anroputm Boids, Unity, ECS, C#, MonaemtoBaHHS,

CUMYJISLIS.



ABSTRACT

Zubko V. Development and software implementation of the swarm behavior
modeling algorithm in Unity.

Diploma project for obtaining a master's degree in speciality 122 "Computer
Science." - University of Customs and Finance, Dnipro, 2025.

The object of the study is swarm behavior modeling algorithms.
The subject of the study is the Boids algorithm for simulating swarm behavior in
Unity.

The purpose of the work is to develop a swarm behavior simulation algorithm
for the Unity environment using the Boids algorithm, which ensures realistic agent
behavior in a virtual space.

The qualification work is dedicated to the development and research of a
swarm behavior modeling algorithm in Unity using the Boids approach. The study
includes an analysis of group behavior modeling methods, such as particle swarm
optimization, cellular automata, and swarm intelligence algorithms. The principles
of collision avoidance, alignment, and cohesion are identified as the key elements of
the Boids algorithm. The algorithm was implemented in the Unity environment
using an Entity Component System (ECS) architecture and the C# programming
language. The developed algorithm underwent functionality and performance
testing, which confirmed its effectiveness in simulating a large number of agents.

The practical significance of the work lies in creating an algorithm applicable
for video game development, animated films, educational simulations, artificial
intelligence research, and crowd behavior modeling.

Keywords: Boids algorithm, Unity, ECS, C#, modeling, simulation.
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BCTVII

VY cyyacHOMY CBITI MpOrpaMyBaHHS Ta KOMITIOTEPHUX TEXHOJIOT1H BaXKJIMBUM
3aBJIaHHSIM € CTBOPEHHS €(PEKTUBHUX Ta ONTHMI30BAHUX MPOTPAMHHUX PIIICHb,
3MaTHUX OOpOOJIATH BENMKI OOCATH JaHuX y peailbHoMy dyaci. Ile ocobiauBo
aKTyaJlbHO y pPO3poO0Lll MNpOTpaMHUX CHCTEM, OPIEHTOBAaHUX Ha Bi3yalli3alliio
MPOIECIB, CHUMYJIALIKD  B3aeMoAii 00'ekTiB ab0 KepyBaHHS  CKJIaJHUMU
OOYHUCTIOBAILHUMU aJITOPUTMaMHU.

AxmyanvHicme 0aH020 00CHIOJCeHHs TIONATA€ Y HEOOX1THOCTI CTBOPCHHS
MPOYKTUBHUX aITOPUTMIYHHUX PIIICHb JIJIST MOJICIIOBAaHHS TTOBEAIHKU 00'€KTIB, 110
JII0Th y Tpynax a0o 3rpasix, TAKHX SIK YaCTUHKH Y (PI3UYHUX CUMYJISALIAX, aT€HTH Y
KOMI'IOTEPHUX irpax a0o MOJCNIOBaHHS MPUPOIHUX SBUIN. Bukopucranus
NPUHLIMIIB 3rpaiiHOl MOBEIIHKU JO3BOJIIE MOJIEIIOBATU JAMHAMIUHI CHUCTEMH, €
KOXEH O00'€KT Jl€ HEe3alekHO, ajie 3BaXA€ Ha CYCIAHI €JIEMEHTH, CTBOPIOIOYHU
CKJIQJHy TPYIIOBY IMHAMIKY.

['pynoBuii 1HTENEKT TBAapWH YACTO TMEpPEBEpIIye KOTHITUBHI 3110HOCTI
okpeMux ocoOuH. Hampuknana, moBeniHka Mypax MOKe CTBOPIOBATH BPa)KCHHS, 110
Il KOMaxXu JAIF0Th 3T1THO 3 YITKUM IUJIAHOM, YCBIJJOMIIFOIOYH CBOI IIUJII Ta HAITPSIMOK
pyxy. OJIHaK, HaclpaB/ii KO’)KHA OKpeMa Mypaxa He BOJIOJIl€ 3HAUHUMH 3HAHHSAMU
a6o0 HaBuukamu. IIpu BUHUKHEHHI HOBOi cHTYyalli BOHAa MOXe OyTH
ne3opieHToBaHow. KonoHiT Mypax JeMOHCTPYIOTh 3/1aTHICTh BUPIITYBaTH CKJIAJIHI
3aBllaHHs, HEAOCSKHI i OKPEeMHX OCOOHMH, 30KpeMa IMOIIyK ONTHMAJbHOTO
MapHIpyTy 0 JKepena 1Ki, po3Mo/Iija 000B'sI3K1B MK WiIEHaMU CIUTBHOTH Ta 3aXUCT
Tepurtopii. /[xepeno 1poro sBuINa MOB’s3aHe 3 (yHIAMEHTAIBHOIO MPOOIEMOIO
010J10T1i: SIK 13 TPOCTUX JiH OKpPEMUX OCOOWH BMHUKAE CKJIAJHA MOBEAIHKA TPyHH?
[{s 3maTHICTH MO y3TOJDKEHUX i, KOJM KIHIIEBa METa HEBIJAOMa JJIs 1HIWBIJA,
3AJIMIIAETHCS OAHIEID 3 KIIOUOBMX 3araliok Hayku. [IpoTe ocTaHH1 JECATUIITTS
MPUHECIIM 3HAYHHUMA MPOTPEC y PO3yMiHHI IILOTO (heHOMEHa.

OaHMM 13 KIIFOYOBHUX BIJKPHUTTIB € T€, 110 B KOJIOHISIX Mypax BIJCYTHI YiTKI

posii KepiBHUKIB 1 mianernux. KomyHikaiis MDK MypaxamMu BiOyBaeTbcs 3a
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JIOTIOMOTOI0 TaKTWJIBHHX 1 XIMIYHUX CHUTHamiB. [IpuHUMI POMOBOTO 1HTENEKTY
MOJISITa€e y CIIIyBaHHI IPOCTUM IIpaBUJiaM, 3aCHOBAaHUM Ha 0OMexeHii 1Hdopmarrii,
JOCTYMHINA KOXHINA oKkpemiit ocoOuHi. Taka rnoBeaiHKa HaAuXHYJa OEIbriichbKOTro
nocmigauka Mapko J[lopuro Ha po3poOKy MaTeMaTMYHUX aJIrOPUTMIB, IO
0a3yl0ThCs Ha MOBEAIHII Mypax. L1 alropuTMu BUKOPUCTOBYIOTHCS JJIs1 BUPIIIICHHS
CKJIQJIHUX 3aJa4 ONTHMI3allii, TaKUX SK IJIaHYBaHHS TPAHCIOPTHUX MapIIPYTIB,
CKJIaJlaHHs TpaikiB aBianiepeBe3eHb 1 yIIpaBIiHHS BIHCHKOBUMH POOOTaMHU.

OmHuM 13 NPUKIIAIB YCHIITHOTO 3aCTOCYBAHHS TAKUX AJITOPUTMIB € CUCTEMA
jorictuku KommaHii American Air Liquide, o 3aiiMaeThbCsi MOCTAaYaHHSIM Ta3iB s
MIPOMUCIIOBUX 1 MEAUYHUX ITiIeH. J{ms onTuMizaliii 10CTaBKU O TUCSY CIIOKUBAYIB
KOMITIaHIsl BUKOPHUCTOBYE aITrOPUTMH, PO3POOJEHI Ha OCHOBI JOCIIKEHb
apreHTUHCHhKUX Mypax, Kl IPOKJIaJaloTh (PEpOMOHHI Tpacu J0 JKEPEIT 1XKl.

PoiioBa moBeaiHKa JEMOHCTPYE YHIBEpCalbHI MPUHIMUIIN: BiJCYTHICTb
[EHTPaJII30BaHOTO yIPaBJiHHS, KOOPJUHAILIIS Yepe3 MPOCTi MpaBuia Ta ajanTaliis
0 yMoB cepenoBumia. Ile mo3Bossie cniabHOTaM €(EKTHUBHO AISITH B CKJIAJIHHUX
CUTYyaIlisiX 1 3a0e3MeyyBaTy BUKUBAHHS BCI€T TPYIIH.

VY cywacHiii 1irpoBiii 1HAYCTpli METOAM KOJIEKTUBHOTO pyXy areHTIB
BUKOPUCTOBYIOTHCS JUIsI CTBOPEHHSI PEATICTUYHUX MOJIEICeH MOBEIIHKH HATOBITY,
YIOPABJIIHHS IPyNaMHi NEPCOHAXKIB Ta MOJEIIOBAHHS CKJIATHUX CLEHAPIiB B3aEMO/III.
[IpuHIIMTIE POMOBOTO 1HTENEKTY 3aCTOCOBYIOTHCS Y CUMYJISIISAX MAacOBHX OHWTB,
pYyXy HATOBIY Ta aHIMallii 3rpalfHUX CTPYKTYP.

OnaHuM 13 KJITIOYOBUX QJITOPUTMIB, IO BUKOPHUCTOBYEThCS Yy I cdepi, €
metox Boids, pospobnenuii Kpeiirom Pefinonbacom. BiH IpyHTYeEThCS Ha TPhOX
POCTUX MpaBWiaxX: YHUKHEHHS 31TKHEHb, BHPIBHIOBAaHHS BIJHOCHO CYCiIiB Ta
TSOKIHHSL 10 1eHTpy rpynu. Llei miaxig Oyyio amanTtoBaHO AJisI MOJEIIOBaHHS
MOBEIIHKHU 3rpaiiHuX 00'ekTiB y cepil irop Assassin's Creed, ne NPC pearyroTh Ha
1T TpaBlisi, CTBOPIOIOYH €(PEKT HKUBOTO MICTa.

Hosusna Oocnioscennss momnsrae y BUKOPUCTaHHI anroputMmy Boids s
CUMYJIAIII 3rpaifHOi moBeAiHKA B cepefopuii Unity. AnroputM 3acHOBaHUUN Ha

TphOX 0a30BUX MPHUHIMIAX: YHUKHEHHS 31TKHEHb, BUPIBHIOBAHHS PyXy Ta KOTesli,
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3a0e3neyye pealiCTUYHEe MOJCNIIOBAaHHS B3a€MOAIlI AareHTiB y MPOCTOPI.
BukopuctanHs KOMIOHEHTHO-opieHTOBaHO1 apxiTtektypu (Entity Component
System) y Unity 103Bojsi€e MIABUIIUTH MPOAYKTHUBHICTH Ta MacCHITaOOBAHICTb
CUMYJISIII.

Memoro 0ocridicenns € po3poOKa AITOPUTMY CUMYJIALIT 3TpaliHOT TOBEIIHKH
st Unity 3 BUKOPUCTaHHSAM airopuTMmy Boids, mo BKITtOUae KIOYOBI MPUHITUATIH
3rpaifHOi JUHAMIKU Ta ONTHMI3allil0 00UYHUCIIOBAILHUX PECYPCIB.

JJist TOCSITHEHHS TIOCTABJICHOT METH HEOOX1/THO BUKOHATH TaKl 3aBJAaHHS:

1. [TpoBecTn aHani3 HAayKOBUX JDKEpEN Ta ICHYIOUHX aJTOPHUTMIB
MOJIEJIOBAaHHS 3rpaiiHOT MOBEIHKH.

2. Jocnigutu npuHuunu anroputMy Boids Ta apmantyBatu Horo st
peanizaii y cepenonuiii Unity.

3. Po3pobutu mporpamMHy peanmizaiiio ajaropuTMy 3 BHUKOPHCTAHHSIM
KOMIIOHEHTHO-OPIEHTOBAHOI apXITEKTYPH.

4, BukoHaTu TecTyBaHHS MPOTPaMHOrO MPOAYKTY JJIs MEPEBIPKUA HOTO
(GyHKII10HAJIBHOCTI Ta MPOTYKTUBHOCTI.

06'exm O0ocnidxcennss — anrOPUTMU MOJIETIOBaHHS 3TPAHOI MOBEIIHKH.

Ilpeomem Oocniosxcennss — anroputM Boids nmns cumynsimii  3rpaiHOl
noBeiHKY B Unity.

Ipakxmuune 3nauennss pobomu NOJATAE y CTBOPEHH1 IPOrPAMHOTO PillIEHHS,
AK€ MOXKe OyTHM BUKOpPHCTaHE Yy Pi3HUX cdepax: BiJ BIIEOIrop Ta aHiMarli 1o
HAyKOBUX CHUMYJIALIA. Po3po0iieHnid anropuTM MOKe CIyryBaTH OCHOBOIO JIJIS
OUIBIII CKJIQJHUX CHCTEM KEpyBaHHS HATOBIIAMH, CUMYJISIN pyXy YaCTMHOK abo
JTOCIIKEHb y cdepi ITYUYHOTO 1HTEICKTY.

PoGora cknamaerbcs 31 BCTymy, TpPbOX pO3[LIIB, BHCHOBKIB, CIHCKY
BUKOPUCTAHUX JpKepenl Ta noaarkiB. OOcsar pobotu craHoButh 60 CTOpIHOK

OCHOBHOTI'O TE€KCTY, 38 pUCYHKIB Ta | TaOmui.



PO3JILJT 1. IOCJIJKEHHS TTIPEAMETHOT OBJIACTIL ITIOCTAHOBKA
3ABJAHD JOCJDKEHHS

1.1 Anani3 my6mikaiiiif o0 MOAETIOBaHHS MOBEAIHKH 3rpai

['pynoBuii 1HTENEKT TBApUH 4YAaCTO TMEPEBEPIIye KOTHITHBHI 3710HOCTI
okpemux ocoOuH. Hampukiaza, moBeiHka Mypax MOXe CTBOPIOBATH BPaKEHHSI, 1110
111 KOMaxH JIIFOTh 3T1AHO 3 YITKUM IIJIAHOM, YCBIJIOMITIOIOUM CBOI 1111 Ta HAMPSIMOK
pyxy. OnHak, HacmpaB/i KOXHa OKpeMa Mypaxa He BOJIOJli€ 3HAYHUMH 3HAHHIMU
a6o0 HaBuukamu. [Ipu BUHUKHEHHI HOBOi cHTYyalli BOHa MOXe OyTH
ne3opieHToBaHo0. CaMe 3aBISIKU CKOOPJIMHOBAHUM [IisIM Y MEXKaX KOJIOHII, IO
00'efHy€e THUCAYl OCOOMH, Mypaxy 3MOIJIM aJanTyBaTUCs Ta YCIIIIHO ICHYBaTH Ha
TIaHeTi npoTsaroM nmoHaj 140 MuTbIOHIB POKIB.

Kosonii Mypax HeMOHCTPYIOTh 3[aTHICTh BUPIIIYBATH CKJIAJHI 3aBAaHHS,
HEJIOCSDKHI JUISI OKPEMUX OCOOMH, 30KpeMa MOUIYK ONTUMAIBLHOTO MapuIpyTy 0
JOKepena 1K1, po3moAia 000B'sI3KIB MK WICHAMHU CIUIBHOTH Ta 3aXHUCT TEPUTOPII.
He3Baxkaroum Ha Te, [0 OKpeMa Mypaxa € JOCUTh MPUMITUBHOIO 1CTOTOIO, BCS
KOJIOHISI 3/1aTHa e€(EeKTHUBHO pearyBaTd Ha 3arpo3d Ta HOBI YMOBU 3aBIISKHU
(eHOMEHY KOJIEKTUBHOTO iHTeNeKTy [1].

Jkepeno 1poro sBUIA TOB’si3aHe 3  (YHAAMEHTAIBHOIO MPOOJIEMOIO
010J10T1i: SIK 13 TPOCTUX Jill OKPEMHUX OCOOWMH BUHUKAE CKJIAJHA MOBEIIHKA TPy’
[{s1 3maTHICTH A0 Y3TOJKEHUX 1M, KOJM KIHIIEBA METa HEBIJIOMa JIJIs 1HAMBINA,
3QJIMIIAETHCS OJHIEID 3 KIIOUOBHMX 3araJiok Hayku. [IpoTe ocTaHHI OECATUIITTS
MPUHECIIH 3HAYHHUI MPOTPEC y PO3yMiHHI IHOTO (heHOMEHA.

OnHuM 13 KITFOYOBUX BIAKPUTTIB € T€, 110 B KOJIOHISIX Mypax BiJICYTHI YiTKi
poJii KepiBHUKIB 1 mijgieriux. HaBiTe mpu KiIBKOCTI OCOOWH, IO TEPEBHUIILYE
NiBMUIbIOHA, KOJIOHIA (yHKILIOHYE edekTuBHO. Lle mosicHIoeThesa Oe3nepepBHOIO
KOMYHIKAIIEI0 M) OCOOMHAMH, SKi CIIIYIOTh MPOCTHM MpaBWIaM B3a€EMOJIIT,

dbopmMyroun cucTeMy caMoOpTaHi3aiiii.
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KomyHnikariiss Mix Mypaxamu BiJOYBAa€ThbCsSI 3a JOMOMOTOI TaKTUIBHUX 1
XIMIYHUX cUTHaIIB. Hampukman, mijg gac 3ycTpidyl Mypaxa 3a JIOOMOTOI0 BYCHKIB
BU3HAYAE, YU HAICKUTD 1HIIUN Mypaxa J0 TI€T K KOJIOHI, a TAKOK MOK€ JA13HATUCA,
Jie TOM MpaIoBaB (Mypaxu, Kl TOBEpHYJIUCS 3 MOLIYKY 1K1, MaXHYTh 1HAKIIIE, HIXK
Ti, XTO 3aJIMIIABCSA B THi31). Ilepen BuxomoM 3 THi3na ypaxupu (30upadi ixi)
KOHTAaKTYIOTh 13 MaTPYJbHUMU MypaxamH, Kl OLIHIOIOTh O€3MeKy 30BHIIIHBOTO
cepelloBHUIIA. SKIIO KOHTAKTIB 13 MaTPYJILHUMH JOCTATHBO, QypakKupu MPURMarOTh
pIIIEHHS TIOKWUHYTH MYpallHUK. BiamoBigHo, pillieHHS 100 300py ki
NPUIMAETHCS KOJIEKTUBHO, @ HE OKPEMHUMH OCOOMHAMH.

Ile#i mnpuHIMII POMOBOrO IHTENEKTY TMOJSATaE y CIHiAyBaHHI MPOCTUM
npaBuiaM, 3aCHOBaHMM Ha OOMEXeHid 1H(dopmallli, JOCTyIHIA KOXHIA OKpemii
ocobuH1. Taka moBeAiHKa HaIMXHYJIa Oebriiickkoro nociigauka Mapko [Jopuro Ha
pO3pO0KYy MaTEeMaTUYHUX AJITOPUTMIB, 10 0a3ylOThCs HAa MOBEMIHIN Mypax. L1
QITOPUTMH BUKOPHWCTOBYIOTHCS JIII BHUPIMIEHHS CKIQTHUX 3a7a4 ONTHUMI3aIlii,
TaKMX SK TUIAHYBaHHS TPAHCIOPTHUX MAapIIPyTiB, CKIaJaHHA TpadikiB
aBlarepeBe3eHb 1 YNPaBIiHHA BIICbKOBUMH POOOTaAMHU.

OnHuM 13 NPUKIIAAIB YCHIITHOTO 3aCTOCYBAHHS TAKUX AJITOPUTMIB € CUCTEMA
joricTuku kommaHii American Air Liquide, 1o 3aiiMaeTbcsi MOCTa4aHHAM Ta31B JUJIS
MPOMUCIIOBUX 1 MEAUYHUX I1iIeH. [[ms onmTuMizalii 10CTaBKU O TUCSY CTIOKUBAYIB
KOMITIaHisl BUKOPHUCTOBYE aJITOPUTMH, pPO3POOJEHI Ha OCHOBI JOCIIKEHb
apreHTUHCHKUX Mypax, sIKi MPOKJIaaaloTh (HEPOMOHHI Tpacu 10 JHKEpen 1xKl.

PolioBuii 1HTENEKT NpUTAMaHHUM HE JIMILE MypaxaM, a i IHIIUM TBapuHaM,
30KpeMa MeIoHOCHUM OjpkonaM. Komu KomoHist OK1T cTae nmepeHaceneHor, BOHa
JUTUTHCS: YaCcTHUHA pOOOUMX 0111 13 MATKOIO 3QJIUIIIAE THI3/10 ISl MOIIYKY HOBOTO
xutina. [Ipouec BuOOpPY HOBOro Micus BiIOYBa€ThCA KOJIEKTHUBHO: Tpymna OKiI
JOCITIJIKY€E TOTEHITIMHI BapiaHTH 1, OOMIHIOIOYHCH 1H(OpMAIlI€I0, TPUXOTUTH 0
chibHOro pimeHHs. Taka crpaTerisi 103BOJisie OJKOJIaM YHHKHYTH TOMUJIOK,
OCKUJTBKH BHOIp JKUTJIA € KPUTHYHO BAXKIUBUM ISl BIOKHBAHHS KOJIOHIT [2].

boxonuHuii MeTon NPUHHATTS PpIIIeHb, 3aCHOBAHMK Ha 300pl JIaHMX,

KOHKYPEHIIIi 17iel Ta yCyHEHH1 HEBJIaJIuX BapiaHTIB, MOXHA 3aCTOCOBYBATH HaBITh
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y JIIOJICBKUX CHIbHOTaX. Hampukian, aHalIoTiYHUN IPUHLKIT BUKOPUCTOBYETHCS Y
MIPOTHO3YBaHHI PE3yJIbTaTiB KIHHUX IIEPEroHIB, JI€ CTaBKU TpaBliB (POPMYIOTh
KOJIEKTUBHHI MPOTHO3, YACTO JTy>KE€ TOUHHI.

['pynoBa moBefiHKa CIIOCTEPITaeThes 1 cepell 1HIIMX TBApHUH. 3rpai Mraxis,
KOCSKM puO Ta cTaja KONUTHUX TBApUH AIIOTH Y3TOJDKEHO, L0 JOMOMAarae im
e(EKTUBHO BHABIIATH XWXKAKiB, 3HAXOJAUTH 1KY Ta KOOPAWHYBaTH MIrpamiro. Y
TaKUX CHUIBHOTAX BIKMBAHHS 3HAYHOIO MIPOIO 3aJIEXKHUTH BiJ 3aTHOCTI T'pyIU
KOOpAMHYBaTH cBOI ii [3].

Oco0nmBHii 1HTEpEC BUKJIMKAE poiioBa MoBeAiHKa nTaxiB. Ilig yac mompoty
KOKEH IITaX OPIEHTYETHCS Ha PyX CYCIAIB, JOTPUMYIOUHCH TPhOX 0a30BUX MPABUIL:
YHUKATU 3ITKHEHb, JOTPUMYBATUCS CEPEIHBOI TPAEKTOPIi MOJBOTY 1 3aJIHUILIATUCS
no0nu3y rpynu. Came i IPUHIUIN CTaId OCHOBOIO JJISi CTBOPEHHS alTOPUTMIB
HITYYHOT'O IHTEJIEKTY, 30Kpema nporpamu Kpeiira Pelinosnzca, sika MozentoBaa pyx
poto poOOTIB.

i po6oTH, MoA16HO 10 NITaxiB, KOOPAUHYBAJIU CBOI A1l 6€3 IIEHTPali30BaHOrO
YOPABIIHHS, 110 MiABUITYBaNIO €hEeKTUBHICTh iXHBOT poOoTH. Takuil miaxig Moxe
OyTH BHUKOPHCTaHMA y MaHOyTHbOMY JUIsl TOIIYKOBO-PSATYBAJIbHHUX OIEpaliu,
€KOJIOTIYHOTO MOHITOPUHTY Ta HaBiTh BIMCHKOBUX 3aBJaHb, OCKUIbKH P 3TaTHHMA
IIBUJIKO aJanTyBaTUCS JO 3MIH 1 3aMIHUTHU TOIIKOKEHUX poOOTIB Oe3 BTpatu
Mpare3aTHOCTI BCIET CUCTEMU.

Takum YMHOM, HE3aJIC)KHO BiJI TOTO, UM HACTHCSA PO KOMaX, NTaxXiB UM 1HIIHNX
TBApWH, pOHOBAa MOBEJIHKA JEMOHCTPYE YHIBEpCajdbHI MPHUHIIMIN: BiJCYTHICTbH
[EHTPAII30BAaHOTO YIIPABIIHHS, KOOPJIUHAIlIS Yepe3 MPOCTI MpaBWiia Ta aJamnTaliis
0 yMOB cepenoBuina. lle mo3Bosisie cniabHOTaM €(GEKTUBHO [ISITU B CKJIAJHUX
CUTYyallisiX 1 3a0e3neuyBaTi BIOKMBAHHS BCI€l TPYIIU.

VY cydacHi 1irpoBif 1HAYCTpii METOAM KOJEKTUBHOTO pyXYy areHTIB
BUKOPHUCTOBYIOTHCSL 111 CTBOPEHHSI PEAICTUYHUX MOJIENel TOBEAIHKN HATOBIY,
YIPaBIIHHS TPyTIaMH IEPCOHAXKIB Ta MOJICTFOBAHHS CKJIATHUX CIIEHAP1iB B3aEMO/II].
[TpyHLIMIIH POMOBOTO 1HTENIEKTY 3aCTOCOBYIOTHCS Yy CHUMYJIALIAX MacoOBUX OHTB,

pyXy HaTOBIY Ta aHIMallli 3rpallHUX CTPYKTYP.
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OmHuM 13 KJIIOYOBHX QJITOPUTMIB, IO BUKOPUCTOBYETHCS y Mik cdepi, €
meTo Boids, pospobnennii Kpeiirom PeiiHonbacoM. BiH IpyHTYeTbCS Ha TPHOX
MPOCTUX IIpaBUJIaX: YHUKHEHHS 31TKHEHb, BHUPIBHIOBaHHS BIJTHOCHO CYCITIB Ta
TSOKIHHS 10 UeHTpy Tpynu. lledt migxig Oyno amanToBaHO Il MOJACITIOBAHHS
MOBEIIHKH 3rpaiHuX 00'ekTiB y cepii irop Assassin's Creed, ne NPC pearyioth Ha
i1 TpaBIls, CTBOPIOIOYHN €(EKT KUBOTO MICTa.

VY sxanpi crpateriii peanbHoro yacy (RTS) anroputmu poiioBoro iHTenexTy
BUKOPHUCTOBYIOTHCS JIJIsl YIIPABIIHHS BEIMKUMU IpynaMu 00MOBHUX OAUHUIG. Y cepii
Total War 3acTocoByeTbes crcteMa, IO MOJAEIIOE TTOBEIIHKY THCSY COJIIATIB, SIKi
KOOPJIMHYIOTH CBO1 Jii 4epe3 MpOCTI MpaBuUiia B3a€MOJIi: YHUKHEHHS 31TKHEHb,
30epexkeHHss  Qopmarii Ta  miarpumka — no3umi.  [lomiOHi  migxonu
BUKOpHCcTOBYIOThC y StarCraft |1 Ta Age of Empires mis ynpaBiaiHHS apMisiMH.

Irposi pymrii Unreal Engine ta Unity mictath BOYI0BaHI iIHCTPYMEHTH IS
CTBOPCHHS CKJIQJHUX CIICHAPIIB MOBEIIHKK HATOBITY, 30Kpema cuctemu NavMesh Ta
Crowd Simulation, sixi BHKOPHCTOBYIOTH aJITOPUTMH POMOBOTO IHTEIEKTY I
ynpasiiaas NPC.

Y xkaHpi survival horror poHOBUH IHTENEKT 3aCTOCOBYETBHCS IS
MO/ICJIFOBaHHSI MacOBOI MMOBEIHKK BoporiB. Y cepisix Left 4 Dead ta World War Z
CTBOPEHO CHUCTEMH yIPaBJIiHHS OpJlaMH 30MO1, /1€ KOXKEH €JIEMEHT pearye Ha mofii
y Tpl, CTBOPIOIOYHN aTMOC(epy 3arpo3u Ta Xaocy.

Y  MyJbTHIUIGEpHUX  ITpax  aNrOPUTMU  POMOBOTO  1HTEJEKTY
BUKOPUCTOBYIOThCS JUIsl KoopauHamii Aiii 6otiB. Hampuknan, y Battlefield 2042
NPC B3aemonitoTh y ckiiaji O0HOBUX 3aroHiB, aHANI3yIOYH TMO3UIllI COIO3HHKIB 1

MPOTUBHUKIB.
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1.2 Ananiz MeTo/11B MOJIEIOBAHHS MMOBEAIHKY 3rpai

MopentoBaHHsl € TOTY>KHUM 1HCTPYMEHTOM, IO JIO3BOJISIE TOEIHYBATH
3HAaHHS 3 PI3HUX HABYAIBHUX JUCHMIUTIH. SIK TpaauiiiiiHe, Tak 1 KOMIT'IOTEpHE
MOJICTIOBaHHS 37]aTHI BUKOHYBAaTH BaXKJIMB1 (DYHKIIT y BUPIIICHH] PI3HOMaHITHUX
npobsieM. 3aBASKA  MOJCIIOBAHHIO MOJKHA  OIIHUTH  HACIiJKA  BIUIUBY
aHTPOMOTEeHHMX (DAKTOPIB, 1110, CBOEIO YEPTrol0, Ja€ 3MOTy 3aM00IrTH HeOakaHUM, a
IHKOJIU ¥ KaTacTpopiyHHMM SBHINAM Ha TioOanbHOMY piBHI. Lle cTocyerbcs,
HaMpuKIad, 3MiH KIiMaty Ha 3emii ab0 MOTEHIIWHWUX 3arpo3 BiJ KOCMIYHUX
00'eKTIB Il iCHyBaHHs JtojcTBa. OTKe, MPOTHO3YBaHHS CIpHUsie (OPMYBAHHIO
3MICTY Ta Pi3HUX MIAXOJIB 0 MHUCIICHHS B yMOBaX Cy4acHOCTI [4].

JI1st Oy 1b-9KOTO 00'€KTA, 3aJIEIKHO BiJI LIJIEH TOCHIIKEHHSI, MOKHA CTBOPUTHU
pi3HOMaHITHI Mojeni. Hampukman, y BHUMaAKy CKJIQJHOI CHUCTEMH, TaKoOl SK
MOMYJISAIST TBapWH, JJII OMHUCY JKATTEBHX IMIPOIECIB OKPEMOi TBApWHU SK
010J10T1YHOTO 00'€KTa MOXE OyTH BUKOPUCTAHA OJIHA MOJIEIIb. SIKIIO X AOCTIAHUKY
HEOOX1JTHO MPOAHAJI3YBaTH MOBEAIHKY TBapUH Yy 3rpai, BIH 3aCTOCY€E €TOJIOTIUHY
(moBenIHKOBY) Mojenb. [l NpOorHo3yBaHHS 3MIH Yy YHCEIBHOCTI MOIMYJIALIL
3HAJI00UTHCS BXKE 1HIIIA — €KOJIOT1YHA MOJIeNb. L]e miakpecitoe, 1Mo XxapakTepucTUKA
o0'ekTa, 3HaUyII JJI1 MOOYAOBHU OJIHIET MOJIEN, MOXXYTh BUSIBUTUCS HECYTTEBUMU
JUTS 1HIIOI1. 3aBAaHHS JOCTIAHUKA TOJISITa€ y MOUTYKY OajaHCy: CTBOPUTH MOJEIb
poIiecy, 30epiraroun Horo KIIFOYOB1 BIIACTUBOCTI.

Y OUIBIIOCTI CyYacCHUX MOJIEJICH TOBEIIHKY TBAPUH 1HIUBIIU PO3TIISIAI0THCS
SK YaCTUHKH, 1110 B3aEMOJIIIOTH BIAMOBIIHO 0 (I3MYHUX 3aKOHIB. Y MPOIECI pyXy
TaKMX YaCTHHOK JII€ CHJIa IPUTSITAaHHS, TOJI SIK I Yac 31TKHEHb 13 TEepelKoJaMu
a00 1HIIMMU O0COOMHAMM aKTHUBI3YEThCS cuja BimmToBxyBaHHsA. [lomiOHI migxoau
e(pEeKTUBHO OMUCYIOTh AUHAMIKY MaJlMX TPyN TBapuH, OJHAK 31 30UIbLICHHIM
IIUTPHOCTI TIOTOKY MaTeMAaTHYHUN armapar 3HAYHO YCKIIQTHIOETHCS, OCKUTBKU IS
KOPEKTHOTO OTIHCY SIBUIIA BUHUKAE TTOTpeOa y BBEACHHI T0JaTKOBUX MapaMeTpiB.

Ocb aesiki 3 IIUX METO/IB:

1)  AJropuT™m poro 4YaCTUHOK
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Meron ontumizarii 3a gomomoror poro dvactuHOK (Particle Swarm
Optimization, PSO) 6a3yerbcsi Ha MOJENIOBaHHI MOBEIIHKM MHOKMHHM AarcHTIB
(JacTMHOK) y TMpocTOopi TMapaMmeTpiB 3adadi onrtumizamii. Janui migxig e
e(peKTUBHUM 3aB/ISKHU IPOCTOTI peaizallii Ta BIICyTHOCTI MOTPEeOH Y BUKOPUCTaHH1
rpajieHTHOI 1H(opMaIli mij yac o0YHCIeHb, 110 POOUTH HOTO MPUAATHUM JIJIst
PO3B’sI3aHHS 33724 HEMIHIMHOT ONTUMI3allil, HABUaHHS HEHPOHHUX MEPEXK, MOIITYKY
rI00agbHUX MIHIMYMIB (YHKINH, a TaKoX BHUPIIIEHHSA 3ajad KOMOIHATOPHOI
ONTHUMIi3allli, YaCTO 3aCTOCOBYBAHUX Y FT€HETUYHHX aJITOPUTMaX.

PSO HanexuTh [0 Kiacy €BOJIOLIMHUX aJrOpPUTMIB, SIKI 3aCHOBaHI Ha
OPUHIIMIAX MPUPOJHUX TMPOIECIB 1 BUKOPUCTOBYIOTh CTOXACTMYHUN MIAX1A [0
MONIYKY ONITUMAJIBHUX PIllleHb. BaKTMBOIO XapaKTEPUCTUKOIO METOTY € Te, 110 BiH
HEe MoTpedye OOYMCIeHHs TpajJieHTa, Mo 3a0e3neuye ePeKTUBHICTh y 3a7adax 13
CKJIQJHUMU, HEPETyJSIPHUMHU a00 HeAu(pepeHIIHOBHUMHU ITHOBUMHU (DYHKIIISIMHU.
Ile pobute PSO o0co0auMBO MIHHUM [Ji1 ONTUMI3ZAIIMHUX 3adad 13 BHUCOKOIO
O00YHUCITIOBATILHOIO CKJIAAHICTIO 200 32 YMOB, KOJIM TPAIIEHT BAXKKO 200 HEMOKIIUBO
OOYHUCIHUTH.

Y nmaHoMy anTOpuUTMi KOXEH areHT TMPeACTaBICHUN YacTUHKOK, SKa
XapaKTEPU3YETHCS MOTOYHUM TIOJIOKEHHSIM Y TMPOCTOPl MapaMeTpiB, BEKTOPOM
HIBUIKOCTI Ta BIANOBIJHUM 3HAUYEHHAM LUIbOBOI (yHKHii. Ilponec nomyky
ONTUMAJIBHOTO PO3B’SI3KYy B1IOYBA€THCS Yepe3 IT€pAaTUBHE OHOBIICHHS IMOJIOKEHb 1
MIBUIKOCTEH YacTUHOK. [lONOKEHHS YaCTUHOK OHOBJIIOIOTHCS BIATIOBIAHO 10
iXHBOTO TMOMEPEIHbOr0 JOCBIAY (IHEPLIMHOTO KOMIIOHEHTa), HaWKpaIloro
3HAWJICHOTO PIIICHHS YacTUHKOI (KOMIIOHEHT JIOKAJhbHOTO TMOIIYKY) Ta
HalKpamoro riao0aJbHOTO pIlIeHHS B MOMYJSMll (KOMIOOHEHT TIJ100a1bHOro
MonIyKy). Barosi koedimieHTH KOXXHOTO 3 IIUX (DAKTOPIB KOHTPOJIIOIOTH 0ajJaHC MIXK
rJ100abHUM Ta JIOKaJIbHUM TOIIyKOM [5].

Konneniis PSO HaTxHEeHHa KOJEKTHMBHOIO TMOBEIIHKOIO TBApUH, 30Kpema
3rpai nraxiB abo kocsika pu0. [nes mporo anroputmy 6epe moyaTok i3 rpadigyHOTOo
MOJICJIIOBaHHSI Hemepe0auyBaHUX TPAeKTOPId pyxy MTaxiB y 3rpai 3 METOro

JOCIIIJIKEHHSI MEXaHI3MIB CHUHXPOHHOTO TMOJbOTY, YHHMKHEHHS 3ITKHEHb Ta
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dbopMyBaHHS ONTUMAJIBHUX CTPYKTYp. Y Takiil rpymnoBiii MOBEIIHII BIACYTHIN
IEHTPaJIi30BaHUN KOHTPOJIb: KOKEH 1HJIUB1J] KOPUTYE CBOIO TPAEKTOPIIO HA OCHOBI
CIIOCTEPEKEHHS 3a CyciaMu Ta 1H(popMaIlii po 3HaiJIeH1 pecypcu abo 3arpo3u.

[loBeninka 3rpai € NPUKIAAOM POMOBOTO IHTEIEKTY, HIO JIEMOHCTPYE
JEHEHTPaII30BaHy KOOPIUHAIIIIO Ta CAMOOpTraHi3alliio. Y [bOMY KOHTEKCTI TpyIoBa
MOBE/IHKa 4YacTO CHpHUS€ MiJBUIICHHIO 3arajbHoi e(EeKTUBHOCTI MOMYJIAIi,
OCKUJIbKH OOMIH i1H(]opMaIli€er0o MiX OCOOMHAMHU JO3BOJISIE IIBUJIIE 3HAXOJAUTH
pecypcu abo yHukatu HeOesnek. [lompu Te, M0 KOHKYPEHIlis 32 PECYypCH MOXKe
CIPUYMHATH JIOKAJTbHI KOH(DIIIKTH, 3aTaIbHUN €EeKT € BHUTITHUM JIJIs1 BHYKUBAHHS
BUJTY, OCKUIbKHU 301IbIIY€ WMOBIPHICTh BUSBJICHHS KPUTUYHO BAXKIMBUX PECYpPCIB
JJIs1 BC1€T TIOMYJIALII.

Anroputm Boids

VY 1986 pori Kpeiir PeitHomnbc, criocTepirarouu 3a MoBeIiHKOO 3rpai NTaxis,
PO3pOOHB KOMITFOTEPHY MOJICIb ITi1 Ha3Boro Boids (Bix anr. "bird-oid objects”" —
o0'ekt, ToAiOHI 10 mnTaxiB). Mojens Oyna cTBOpeHa sl iMiTallli TpynoBOi
MOBEIHKU Yepe3 KEPYBaHHS OKpPEMUMU areHTamMu (nraxamu) y cuctemi. OCHOBOIO
QIrOpUTMy € Tpu (yHAAMEHTAJIbHI MPUHIUIM, 10 BU3HAYAIOTh B3a€EMOIII0 MIXK
areHTaMH:

. YHUKHEHHS! 31TKHEHb — KOKE€H areHT MparHe YHUKHYTH (PI3UYHOTO
KOHTAaKTYy 3 CYCIJTHIMU areHTamu.

. BupiBHIOBaHHS — KOKEH areHT KOPUTYE CBOIO TPAEKTOPIIO BIAMOBITHO
710 CEpEIHBOr0 HANpPSIMY PYXY CYCIJIHIX areHTiB.

. TsKiHHA — KOXKEH areHT HaMaraeTbCs MIATPUMYBATH PIBHOMIPHY
BIJICTaHb JI0 CYCIJIHIX areHTIB.

[Tonmpu IPOCTOTY 3a7aHUX MPABUII, PE3YJbTATH CUMYJIALIT TTOKA3aJld BUCOKY
Bi3yaJbHY HPaBIOMOJIOHICTh: areHTH TpYNyBajlucs y KOMIIAKTHI ¢opMailii,
KOOPJIMHYBAJIU PYX, YHHKaId 3ITKHEHb Ta JIEMOHCTPYBAJIM XAOTHUYHHH, alie
CKOOPJIMHOBAHUHN PyX, 110 HAOIMKEHUH 0 TOBEAIHKY pealbHUX 3Tpai mTaxiB ado

KOCSIKIB pHO.
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[lepBunHOIO MeTor0 PeliHonbaca Oyno CTBOpEHHS Bi3yallbHO PeasiCTUYHOL
CUMYJIALIT JJIs1 BAKOPUCTAHHS y KOMI'TOTepHIM rpadimi Ta a”iMarlii. BTiM, y cBoil
HayKOBIM myOJjikalili BiH BiJ3HA4YWB, IO 3alIPOIIOHOBAHUMN MiAXiJg MOxe OyTu
a/IarTOBAaHM JJ11 MOZICITIOBaHHSI CKJIAIHIIIUX CIICHAP1iB, TAKHX SIK MOIIYK PECYPCIB,
YHUKHCHHS XMKaKiB a00 HaBIraiisi B JHHaMIYHUX cepeaoBHInax [6].

BaxnuBo 3azHaunth, 1o anroputMm Boids € oCHOBOIO 1Uisl TOCHIIKEHb Y
TaKUX ramxy3siX, K ITYYHUN 1HTEJIEKT, MOJCIIIOBAHHS KOJEKTHUBHOI MOBEIIHKU Ta
JMHAMIKA CKIaIHUX CHCTeM. MOro NpPHMHIMIN YacTO BHKOPHCTOBYIOTHCS Y
CTBOpPEHH1 0araTOareHTHUX CHCTEM, BKIIIOUAIOYH POOOTOTEXHIUHI POi Ta CUCTEMH
yIPaBIIHHS aBTOHOMHUMH TPAHCIIOPTHUMH 3aCO0aMH.

Aunroput™m poro yactuHok GBEST

Y 1995 pomi [lxkeiimc Kenneni ta Paccen EOepxapt po3poOuinu MeTon
ontumizaiii 0e3nepepBHUX HEMIHINHUX (YHKIIINA, SKUH OTPUMaB Ha3BY aJITOPUTM
poto yactuHOk (Particle Swarm Optimization, PSO). Lleit niaxia rpyHTyBaBcs Ha
KOHIIETIISIX, peacTaBieHux y mojeni Boids Kpeiira Pelinonbca, a Takox podotax
XenmnHepa Ta ['peHazepa, mpUCBIYCHUX KOJEKTUBHINA MOBEIIHII.

OcHoBHuii npunuun PSO mnonsrae B MOJENIOBaHHI TPyNu YaCTUHOK
(areHTiB), MO PYXalOThCA y MPOCTOPI MOXIMBHX PIMIEHh 3 METOI 3HANTH
riobaneHuil ontuMyM ¢yHKIil. Ak 1 y Bumanky mozeni Boids, koxkHa yacTHHKa
B32€MOJII€ 3 IHIIIMMH 32 JIOMTOMOTOI0 TTPOCTUX TPABHII:

. YacTuHKM TparHyTh HAOJIM3UTUCA JO HANKPAIIoro 3HAWIEHOTO
pitieHHs (rJ00aJbHOr0 ONTUMYMY ).

. KoyHa yacTUHKa pyXaeTbCsl y HAMPSIMKY, [0 MOEAHYE 11 monepeaHii
JOCB1 (JIOKaJIbHUM ONTUMYM) Ta HalKpalle pileHHs BCI€l TPYIIU.

Anroputm PSO € BiiHOCHO poCTHM 151 peatizaliii Ta Moke OyTH ONMCAHUMA
JIMIE KiTbKOMa OECATKAMH pSAKiB Komy. Moro edexTHBHICTH mimTBepIkeHa y
HIMPOKOMY CHEKTP1 ONTUMI3alIMHHUX 33]1a4, BKIIOYAIOUH:

. HaBYaHHSI HEUPOHHHUX MEPEK,

. OTITUMI3allil0 TApaMeTPiB y TEXHIYHUX CUCTEMaX,

. MIHIMi3ali0 QYHKIINA CKJIAJHUX TOMOJIOTIH.
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[Tonpu cBoto npoctoty, Metoa PSO mae neBHI 0OMeKeHHs, 30Kpema:

. CXUJIBHICTB 10 epeAYacHOiI 301KHOCTI: YACTUHKH MOXKYTb 3aCTPATTH
y JIOKQJIbHOMY MIHIMYMI.

. Bubip mapamerpiB: 3HaueHHsS KOeQILIEHTIB 1HEpIii Ta HaBYaHHSI
CYTT€BO BIUTMBAIOTh HA MIBUJKICTh Ta SIKICTh 301)KHOCTI.

TakuM 4YHHOM, aJTOPUTM POIO YACTHHOK JAEMOHCTPYE €(EKTHUBHICTH Y
3a/1a4yax ONTHMI3aIlii 3aBAsIKU CBOiM IMIPOCTOTI, 3/JATHOCTI JIO TJIO0ATBLHOTO TOIIYKY
Ta 610JIOT1YHO HATXHEHHOMY MIiAX0y 0 0OMiIHY iH(pOpMalli€ro Mk areHTamu. Lle
po6uts PSO oaHMM 13 KITIOYOBHUX IHCTPYMEHTIB Y Tally31 €BOMIOMINHUX 00YUCIICHD

Ta MITYYHOI'O iHTeHeKTy.

2)  AJTOpPUTM KIIITUHHHX aBTOMATIB

Knitunni aBromaru (Cellular Automata, CA) — 1ie AMCKpeTHI MaTeMaTH4Hi
MOJiedl, MPU3HAYEHI MJi1 MOJICIIOBAHHS CKJIAQJHUX CHUCTEM 4Yepe3 po30UTTA
MIPOCTOPY Ha PETYISAPHY CITKY KiIiTUH. KokHa KIIITUHA IT1€T CITKU MOKe nepe0yBaTu
B OJTHOMY 3 JICKIJIbKOX CKIHYEHHHMX CTaHIB, a 11 JUHAMIKA BU3HAYAETHCSA POCTUMU
paBuJIaMH, SIK1 3ajie)aTh BiJ 11 BIIACHOTO CTaHy Ta CTaHIB CyCiAHIX KIiTUH. Bci
KJIITUHU OHOBJIIOIOTHCSI OJTHOYACHO Ha KOXXHOMY KPOIIl CUMYJIALII, 110 3a0e3neuye
Y3rOKEHY €BOJIIOIII0 CHUCTEMH B 4aci. KiIouoBMMH KOMIIOHEHTaMH KJIITHHHHX
aBTOMATIB € IUCKPETHUI MPOCTIP, AUCKPETHHUI Yac, JIOKAJIbHI MPaBHUia OHOBJICHHS
CTaHy Ta OOMEXKEHICTh B3a€MOJIl JIMIIE HAUOIMKYMMHU CyClgaMu KJIITHHHU.
[IpoctoTa MaTeMaTHYHOI OCHOBU KIITMHHHMX aBTOMATIB JIO3BOJISIE MOJEIIOBATH
IITUPOKHIA CIIEKTP CKIAAHUX SIBHII, BKIIOYAIOUN KOJCKTUBHY TMOBEIIHKY YXUBHUX
CHCTEM.

ANTOPUTM KJIITUHHUX aBTOMATIB 3HAWIIIOB IIMPOKE 3aCTOCYBaHHS Y
MOJICTIOBaHH1 MOBEAIHKM 3rpai MTaxiB, KOCSAKIB pu0, a TaKOX 1HIIUX CHUCTEM, IO
JIEMOHCTPYIOTh KOJIEKTUBHY CaMOOpraHizailito. MoieiatoBaHHs 3rpai IPYHTY€ETbCS
Ha MPEACTABIICHH] MPOCTOPY K PETYISAPHOI CITKH, 1€ KOKHA KIITHHA MOXe OyTu

a00 MOPOXKHBOIO, A00 MICTUTH areHTta (nraxa uu puly). [loBeiHKa KOXKHOT0O areHTa
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ONHUCYETHCA JIOKANbHUMU TMPaBWJIAMHU B3A€EMOJIlI 3 CYCIAHIMH areHTamu, IO
JIO3BOJISIE TOCSTTH y3TOJIKEHOTO TPYIMOBOIro pyxy. B 0CHOBI asiroput™My JiexkaTh Tpu
KJIFOUOBI TPUHIIMIMN: YHUKHEHHS 31TKHEHb, BHUPIBHIOBAHHSI HAIPSMKY pPyXy Ta
Koresis (MparHeHHS 3aJUIIATHCS B MeXaxX TpynH). YHUKHCHHS 3ITKHEHBb
pealizyeThCs uepe3 3MiHy HaIlpsIMKY pyXy areHTa y pa3i HaOJuKeHHS JI0 CYCIJIIB Ha
KPUTUYHO Majy BiJicTaHb. [IpUHIMIT BUPIBHIOBAHHS O3HAYae€, MO0 areHT KOPUTYE
CBIM HANPSMOK Y BIJIMOBIAHOCTI IO CEPEHBOIO HAMPSIMY PYyXy CYCIJIIB, a KOTe3is
3abe3reuye MparHeHHs areHTa 3AJIMIIATHCS Ha CepeTHIN BIICTaH1 BiJl IICHTPY I'PyIU
CYCIJIHIX arcHTiB.

dopManabHO AMHAMIKA KIITUHHUX aBTOMATIB Y KOHTEKCTI MOJICIIFOBaHHS 3rpai
MoOxe OyTd TpeicTaBlieHa 4yepe3 (DYHKII0 OHOBJICHHS, /€ CTaH KOHOI KJIITUHU
3aJIEKUTH BIJI ii IOTOYHOTO CTAHYy Ta CTAHIB CYCI/IHIX KIIITUH Y JIOKAJIbHIN OKOJUII.
30kpema, HOBUH CTaH KJIITUHU Ha HACTYITHOMY YaCOBOMY KPOILIl OOYUCITIOETHCS SIK
(GyHKLIS BIJ MOTOYHOTO CTaHy Ta CEpPEeAHIX MHapaMmeTpiB (MO3MIi, HMIBUIKOCTI,
opieHTarlii) ii cyciiiB. BaxXIMBUM aclieKTOM € CHHXPOHHE OHOBJICHHS BCIET CHCTEMU
Ha KOKHOMY KpOIIi, 1110 3a0e3Meuye 0JJHOYaCHE BpaXyBaHHs B3a€MO/Iii BCIX areHTIB
y 3rpai.

OCHOBHOIO TEepPEeBaror KJIITUHHUX aBTOMATIB y MOJICTIOBaHHI KOJEKTHUBHOL
MOBEMIIHKA € IXHS 3JaTHICTh JI0 JELEHTPai30BaHOTO YIPABIIHHS CHUCTEMOIO.
OCKIUJIbKM CTaH KOXKHOT KJIITUHHA BU3HAYAETHCS JIUIIE JIOKAJIBHOIO B3a€EMOJIEIO 3
cycimamu, Mojelb €()EeKTUBHO BigoOpa)xka€ NPUPOJIHI CUCTEMHU, A€ I1HAUBIAH
NPUIMAIOTh pIIIEHHS Ha OCHOBI 1H(OpMalli, JOCTYHNHOI y O0e3nocepeaHbOMY
oroueHHi. [IpocroTra mpaBun ta oOuucaoBaIbHa €(DEKTUBHICTD POOJISATH KIIITUHHI
aBTOMAaTH 3PYYHUMH JJI1 CUMYJISLIA BEIMKUX TPYH areHTiB 13 MIHIMAJIbHUMH
OOYHCITIOBAILHUMHE BUTpaTamu [7].

KniTuHHI aBTOMaTH IEMOHCTPYIOTh BUCOKY THYYKICTh y 3aCTOCYBaHHI AJIs
pPI3HOMAHITHUX 3aBJlaHb MOJEIIOBaHHSA. B eKOJOT1YHMX MOCTIKEHHSX BOHHU
BUKOPUCTOBYIOTHCS JIJISI CUMYJISIIIIT MITPAIITHUX MPOIIECIB Y TOMYJIAIIAX NTaXiB Ta
KOCSIKIB pHO, a TAKOXK JIsl BUBUYEHHS 010p13HOMAHITTS y CKIQJIHUX €KOCUCTeMax. Y

KOMIT'FOTEepHIA Tpadiil KIITUHHI aBTOMAaTH 3aCTOCOBYIOThCS [IJIi CTBOPEHHS
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pealliCTHYHMUX aHIMalllil pyxXy HATOBMIB, 3rpai NTaxiB y (inpMax Ta Bifeoirpax. ¥
chepi ¢i3MKM BOHH 3aCTOCOBYIOTHCS JUISI MOJICIIOBAaHHS TOIIMPEHHS BOTHIO,
XBUJILOBUX TPOIIECIB Ta TUHAMIKH P1JIHH.

Takum YWHOM, KIITHHHI aBTOMAaTH € €()EKTUBHUM IHCTPYMEHTOM IS
MOJICTTIOBAHHS PYXy 3rpai, OCKIIBKU 3a0€3MeUyI0Th JICIEHTPaTi30BaHe yIPaBIiHHS
CHCTEMOIO, BHUCOKY OOYHMCIIOBAJIbHY €(QEKTHUBHICTh Ta 3/aTHICTh BiAOOpaXkaTH
CKJIaJIHY KOJIEKTUBHY TIOBEIIHKY Ha OCHOBI MPOCTHX JIOKAJIhHUX TpaBwi. [IpocToTa
peamizaiii Ta MOXJIHMBICTh 3aCTOCyBaHHS y OaraThoX cdepax poOasaTe iX

yHIBEpCATbHUM IHCTPYMEHTOM Y Tally31 MOJEITIOBAHHS CKJIaIHUX CHCTEM.

3)  3acrocysanns I

Merton rpadoBux HeliponHux Mepex (GNN) Moxe OyTU BUKOPUCTAHUM 1Jis
MOJICITIOBAHHS PYyXY 3Tpai NTaxiB IMUIIXOM MPEICTABICHHS KOXKHOTO areHra (mraxa)
y BUTJIAI By3Ja rpada, Je 3B'I3Kd MDK By3JaMU ONMKCYIOTh JIOKaJbHI B3a€MOJIIT 3
HaWOIMKIMMHU cycimamu. Lled miaxia m03BOJIIE MOJEIIOBATH JICIICHTPAII30BaHy
CaMOOPraHi30BaHy MOBEAIHKY, XapaKTepHY IS 3rpai MTaxiB y NPUPOIL.

OcunoBuuit npunmmn GNN 1151 MOAENIOBaHHS 3rpai MmoJsirae y moOyaoBi
rpada, e BEpUIMHU MPEJCTABISAIOTh OKPEMHUX areHTiB, a peOpa — B3a€MO3B'SA3KU
MDK HUMH Ha OCHOBI 3aJlaHOro paniycy B3aemoxii. Kosken By3onm 30epirae
1H(}OopMaIrito PO MOTOYHHMA CTaH areHTa, BKIIFOYAI0YH HOTO MBUJIKICTh, TOJIOKEHHS
Ta opieHTamiro. OHOBIEHHS CTaHy KOXKHOTO By3Ja BiIOYyBa€ThCS 3a JIOMIOMOTOIO
HEHPOHHOI MepexKi, sIka BpaxoBye 1H(OPMAILiTO 3 IOKATLHOTO OTOYCHHS.

OCHOBHUMU TIpaBUJIAaMH B3a€MO/II1 Mk areHTaMH y Takiil MOJIeIII €:

YHUKHEHHS 3iTKHEHb (Separation): areHTH 3HUXKYIOTh IIBUJIKICTH a00
3MIHIOIOTh HaNpsSMOK PyXy IIPU HAATO OJM3bKOMY HAOJIMXKEHHI OJIMH J0 OJTHOTO.

BupiBHioBaHHs HanpsMKy pyxy (Alignment): KOX€H areHT KOPHUIYeE CBiif
HAIPSIMOK BIJIMOBITHO JI0 CEPETHHOTO HAMIPSIMY CYCIJTHIX areHTIB.

Koresist (Cohesion): areHTH mparHyTh pyXaTHCS B HANpSMKy IIEHTpa Mac

JIOKaJIbHUX CYCIJIB, 30€piratouu 3rypTOBaHICTh 3rpai.
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Meton GNN n03BoJIsie areHTaM aJanTyBaTH CBOIO MOBEIIHKY 3aJI€KHO BiJ
JoKabHUX (HakTopiB. {7 1IbOro KOXKEH BY30J Tpada BUKOPHUCTOBYE (DYHKIIIIO
arperaiii, ska 30upae iH(oOpMali0 Bl HAWMOMMKYUX CYCiJIiB, Ta (PYHKIIIIO
OHOBJICHHSI, 5Ika OOYHCIIIOE HOBHMI CTaH areHTa Ha OCHOBI wi€i iHpopMmartii. Takwii

Miax17] € ePEeKTUBHUM y BUIIAJKaX, KOJIU areHTH MalOTh 00OMEXEeHY 30HY OISy abo

KOMYHIKaIii.
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Pucynok 1.1 — Meton GNN

Buxopucranass GNN y MopemoBaHHI pyxy 3rpai J03BOJISIE JIOCSTTH
peaNliCTUYHUX PEe3yJbTaTIB 3aBASKH 3JaTHOCTI MEpEeXi aJalTUBHO OHOBJIIOBATH
3B'SI3KM MK areéHTaMy y Mpoleci HaBYaHHA. AJITOPUTM MOXe OyTH pO3LIMpPEHUI
4yepe3 BKJIIOYEHHS JOJaTKOBUX (PAaKTOPIB, TAKUX SK CTOXACTUYHICTh PyXY, Barosi
Koe(DIlIEHTH BIUIMBY CYCIJIB, YacoBl 3aTPUMKH Ta BpaxyBaHHS 30BHIIIHIX
bakTopiB, HAIPUKIIAI, BITPY a00 HAIBHOCTI MIEPEIIKO]T y TPOCTOPI.

Meton GNN Takox Moxe OyTH BUKOPUCTaHUMN AJI1 MOJICTIOBAHHS PyXy pOiB

JpOHIB a00 aBTOHOMHHUX TPAHCIOPTHUX CHUCTEM, JI€ HEOOXiJHa KOOpAWHAIlIS
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BEJIMKOI KUIBKOCTI areHTiB 0€3 LIEHTPali30BaHOT0 KOHTPOJIIO. 3aB/ASIKU 31aTHOCTI 10
caMooprasiszaiiii, Taki CUCTEMH JIEMOHCTPYIOTh BHCOKY CTIMKICTh JI0 30BHIIIHIX
30ypeHb Ta MOKYTh BUKOPHUCTOBYBATHUCS JIJIsI MOJICITIOBAHHS TTOBEIIHKH Y CKIIATHIX

CepeIOBUIIIAX.

1.3 BUCHOBOK 10 MIEPIITIOTO PO3ALTY

Y nmanoMmy po3nuti OyJo MPOBEACHO aHali3 METOMIB Ta ajJrOpUTMIB
MOJICJIIOBaHHSI TOBEIIHKM 3rpai, BKIIOYAOUM anropuTMu Boids, poro dyacTuHOK
(PSO) Ta xmituaHUX aBToMaTiB. [IpoaHanizoBaHO KIHOYOBI MIAXOAU 0 CUMYJISIIT
KOJICKTUBHOI MOBEIHKH, 30KpeMa TpaBuia BUPIBHIOBAHHSI, KOTe311 Ta YHUKHEHHS
31ITKHEHb, K1 J€XKaThb B OCHOBI anroputMmy Boids. Byno po3risiHyTo nmpuHIMOU
JIEHEHTPaII30BaHO KOOPAUHAIIT B IPUPOJHUX CUCTEMAaX, TAKUX K KOJIOHIT Mypax,
3rpal MTaxiB Ta KOCSKA pUO, a TaKOXK I1X BUKOPHUCTAHHA Yy KOMIIIOTEPHOMY
MOJICITFOBAHHI.

MeToto AoCTiPKEHHS € po3po0Ka aJrOpUTMy CUMYJISIT 3TpaitHOT MOBEIIHKH
st Unity Ha ocHOBI npuHuuiiB Boids i peanicTuyHOi Bizyanizaiii NOBEAIHKA
rpyn areuriB y 2D-cepenoBuii.

Jlis moCsiTHEHHSI TOCTaBlieHOI MeTH OyJio BH3HAYEHO Ta BHKOHAHO TakKi
3aBJIaHHS JTOCII>KEHHS:

1. TIpoBeneHo aHali3 HAYKOBUX JDKEPEN IIOAO QJITOPUTMIB 3TpaiHOI
MOBEJIIHKY Ta METO/IIB X MOJICITFOBAHHSI.

2. Po3pobnieno  amroputm  Boids i3 3acToCyBaHHSIM  MPaBHII
BUPIBHIOBAHHS, KOT€31i Ta YHUKHEHHSI 31TKHEHb.

3. Buxonano nmporpamHy peaiizailito aaroputMmy y cepeaopuiii Unity.

4. TlpoBeneHo TeCTyBaHHS MPOTPAMHOTO MPOAYKTY JJIsi TIEPEBIPKU HOTO
BIJIMOBITHOCT] (PYHKIIOHATBHUM 1 HE(QYHKIIOHATBHUM BUMOTaM.

BximnuMu manumu [jis anroputMmy € HaOlp areHTiB, sIKi B3a€EMOIIOTH 3a
JIOTIOMOT'OF0 JIOKATBbHUX TIPABUII, 30€piratoun 3rypTOBaHICTh, CHHXPOHHICTh PyXy Ta

3aro00Irar04y 31TKHEHHSIM.
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PO3/1J1 2 AHAJII3 3ACOFBIB PEAJIIBALIIL AJITOPUTMY MOJEJTIOBAHHA
[TOBEJIIHKU 3I'PAI

2.1 Bubip mporpaMHux 3aco0iB

[Iporpamue 3abe3meueHHs ISl CHUMYJSIIT 3TpailHOI TMOBEIIHKA Mae
BIIMOBIATH PAY KJIFOYOBHUX BUMOT, 100 3a0e3meunTH e(PeKTUBHICT 1 TOYHICTh
MoieNitoBaHHsl. BoHO MOBHHHO 3a0e3leuyBaTH BUCOKY MPOIAYKTHUBHICTh, 30KpeMa
ONTHUMIi30BaHy OOpOOKY BEIHMKHX OOCATIB JIAaHUX, IO € KPUTHYHO BAKIUBUM NPHU
poOOTI 3 COTHSIMHU 200 THCSIYaMH areHTIB y pealibHOMY 4aci. J[j1s 1iboro HeooXxiiHa
MIATPUMKa 0araToOmOTOKOBOCTI Ta BUKOPUCTAHHS OOYMCIIIOBAIbHUX ONTUMI3AIlIN,
takuX sk SIMD-inctpyxuii Ta GPU-npuckopenns [11].

MacmraboBaHICTh CHCTEMH IMTOBHHHA 3a0e31euyBaTh CTa0lIbHY pOOOTY K 13
MajJuMH, TakK 1 BEJIUKHMMH TpylamMud areHTiB 0e3 CYTTE€BOIO 3HUKEHHS
MPOAYKTUBHOCTI. ['HYUKICTh y HaJlalITyBaHHI MapameTpiB, TAKUX SIK IIBUJKICTS,
paalyc Orisiy, CWIM BIUIMBY Ta B3a€MOJIl areHTiB, JO3BOJISE aJaNnTyBaTH
CUMYJISILIIIO T Pi3HI ClieHapii JOCIIIKEHb Ta TECTIB.

[HTEepaKTUBHICTh CUCTEMHU € BAXKJIUBOIO JUIsl HAYyKOBUX EKCIEPUMEHTIB Ta
Bi3yalli3allii — KOPUCTYBad MOBHMHEH MAaTH MOKJIMBICTH 3MIHIOBaTH MapameTpu
cUMYyJIAIIT 0e3 mepe3arycKy CIeHH.

OkpemMo CiJi BUIUIMTH BaXKJIUBICTh HASBHOCTI 3ac00IB HaIAroKEHHS,
30KpeMa Bi3yaJlbHUX 1HCTPYMEHTIB ISl IEMOHCTpAIllii BEKTOPIB CHJI Ta 30H OTJISTY
areHTIB.

[Iporpamue 3a0e3neueHHd Mae OyTH 3pYYHUM Yy BHUKOPUCTaHHI, 3
IHTYITUBHUM 1HTepdeiicoM, Ta MIATPUMYBATH IHTErpalil0 3 MOMYISIPHUMHU
irpoBuMu pymrisimu, Takumu sk Unity abo GodotEngine, mo cmoporrye ioro
BUKOPHUCTaHHSA y pi3HUX cepax, BiJ po3Bar 10 HAYKOBHUX JOCIIIKEHb.

1. Unity
Unity € mnoTyXHUM Oararoriar@opMOBUM pyIIiEM s pO3pOOKU

IHTepaKTUBHHX JIOJIATKIB Ta Bifeoirop, creopenuM kommnaniero Unity Technologies.
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3aBASKHM KOMIIOHEHTHO-OPIEHTOBAHIN apXiTEKTypi, BIH J03BOJSIE CTBOPIOBATH SIK
npocTi 2D-irpu, Tak 1 ckiaaHi 3D-cumymsnii 3 MATPpUMKOIO (Bi3UKH, aHIMaIlli,
MITYYHOT'O 1HTEJIEKTY Ta KPOCIIaT(HOPMEHOCTI.

OcnoBoro apxitekrypu Unity € cuctema o6'ekriB cuenu (GameObject), mo
SIKUX JOJAI0THCS KOMIIOHEHTH, 110 BU3HAYAIOTH 1X (yHKIIOHAIBHICTE. Hampukian,
KOMITOHEHTH Transform BiamoBimaroTh 3a KoOpAMHATH OO0'€KTa Yy MPOCTOPI,
Rigidbody — 3a ¢i3uuni mapamerpu, a Mesh Renderer — 3a Bizyamizamiro. Unity
BUKOPHCTOBYE MOBY TiporpamyBaHHs C#, sika T03BOJISIE CTBOPIOBATU CKPUIITH ISt
KEepYBaHHS TOBENIHKOIO 00'ekTiB. CKPUNTH IHTETPYIOTHCS y CEPEIOBUINE SIK
KOMITOHEHTH 00'€KTiB, 1110 CIIPOIILY€E PO3POOKY CKIAAHOL JIOTIKHU TPH.

['padiunmnit pymiit Unity miaTpumye Kijlbka BapiaHTiB peHaepurry: Built-in
Render Pipeline, Universal Render Pipeline (URP) mist MoOimeHUX TIaTdopm i
cepennix I1K, a rakoxx High Definition Render Pipeline (HDRP) st BucokosikicHOT
rpadiky, 10 4acTO BUKOPUCTOBYETbCS B AAA-mpoekrtax. lns oOpoOku ¢izuku
BUKOpUCTOBYEThCA pymik PhysX Bim NVIDIA, mo 3a0e3nedye peadicTHYHI
3ITKHEHHS, TPaBITaIlil0 Ta CUMYJIALI0 TBepaux Tia [12, 13].

Cucrtema animamii Unity Bkitoyae pemakrtop Animator, skuii miarpumye
ckenetHy animariiro (Skeletal Animation), nepesa 3minryBanns (Blend Trees) mis
IUIaBHUX TMEepeXoJiB MDK aHIMalisMM Ta 3BOPOTHY KiHematuky (Inverse
Kinematics). Jus peamizaliii IITYy4HOTO 1HTEICKTY PYIIil MICTUTh IHCTPYMEHTH
NavMesh (m1st aBTOmMaTm3oBaHOoi HaBiraiii) Ta Behavior Trees (mns cxmamHof
noBeainku NPC).

Opniero 3 ximroyoBux mnepeBar Unity € MiATpUMKa KpOCIIaT(POPMEHOCTI:
PO3POOHUKHN MOXKYTh €KCIIOPTYBaTH MOJATKU AJS MOHaA 25 miaTdopM, 30KkpemMa
Windows, macOS, Linux, Android, iOS, PlayStation, Xbox, Nintendo Switch,
WebGL, a takoxk VR/AR-npuctpoi, Taki sik Oculus ta Hololens.

Unity Takox Bkiatoyae AsSet Store — mapkeTiielic pecypciB, € MOXKHA
3HaTH TOTOBI 3D-MoOmeni, TEKCTypH, 3BYKOBI €(DEKTH, a TaKOX CKPUIITH st

npucKopeHHs po3poOku. IHcTtpyment Package Manager no3Bossie iHTerpyBaTH
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nonatkoBi 0i0mioreku, sk-or Cinemachine mist kepyBaHHs kamepamu Ta Post-
Processing Stack mjst mokparieHnHs rpadidHol SKOCTI.

OcHoBuuMu nepeBaramu Unity € iHTYITUBHUM 1HTepdENC, 110 MIIXOIUTh SIK
JUTSl TIOYATKIBIIB, TaK 1 IS JOCBITYCHHX PO3POOHUKIB, BEIMKA CIUIBHOTA 3
JIOCTYTIOM JI0 HaBYAJIBHUX MaTepialiB Ta GopyMiB, a TAKOK THYUYKICTh Y pO3poOIIi
sk 2D, tak 1 3D mpoextiB. Unity BUKOPHUCTOBYETHCS HE JIHINE JJIsI CTBOPEHHS
Bijicoirop, a M y cdepax apXiTEeKTypHOi Bi3yamizaiii, MEIUYHUX CHUMYJISAIIH,
HaBYAJILHUX MPOrPaM i HaBiTh KIHOBUPOOHHIITBA [8].

Takum ywmHOoM, Unity 3alumiaeTbcs OJHUM 13 HaWMOTYXKHIMIKX Ta
yHIBEpCAIbHUX 1HCTPYMEHTIB JIJIi CTBOPEHHS 1HTEPAKTUBHUX NOAATKIB 3aBJSKU
MOJAYJBHOCTI, MPOCTOTI BUKOPUCTAHHS Ta IIMPOKOMY CIEKTPY (PYHKI[IOHAIBHHUX
MOYJIUBOCTEN.

2.  GodotEngine

Godot Engine — 1ie cyyacHwmii BIIKPUTHI Pyl IUIsl CTBOPSHHS BiZCOIrop Ta
IHTEPaKTUBHUX JIOAATKIB, IO MPOMOHYE IIUPOKUN CHEKTp (DYHKI[IOHAIBHUX
MO>KJIMBOCTEH. 3aBISKHU CBOIM BIAKPUTOCTI Ta Oe3koImToBHIH Jien3ii MIT, pymriit
3100yB 3HA4YHYy MOIMYJSPHICTH CEpela 1HA1-PO3POOHMKIB Ta OCBITHIX MPOEKTIB. Y
[bOMY KOHTEKCTI BaXIWBO PO3TIISHYTH HWOTO apXIiTeKTypy, I1HCTPYMEHTHU
nporpamyBaHHs, rpadiuyH1 MOKJIMBOCTI Ta OCHOBHI MEPEBary.

Opniero 3 KiIoyoBUX ocoOiuBoctet (Godot € #Oro KOMIIOHEHTHO-
Opi€EHTOBaHa apxXiTeKTypa, 1m0 Oa3yerhcs Ha cuctemi By3niB (Nodes) ta cien
(Scenes). By3nu € 6a30BUMU €JI€MEHTaMH, 1[0 BUKOHYIOTh ME€BHI (YHKIIIi, TaKi 5K
BiJIoOpaXkeHHs rpadiuyHuX 00'eKTiB 200 00poOKka ¢izuku. CiieHH, CBOEIO YEPTot0, €
1EpApXIYHUMHU CTPYKTypamMu BY3JiB, IKI MOKHAa MOBTOPHO BHKOPHUCTOBYBAaTH Yy
MPOEKTI.

Bapro 3azHaunTH, 110 Taka apxXiTekTypa 3ade3reyye BUCOKY MOJYJIBHICTb.
Hanpukian, cTBOpeHHS CKJIaTHOTO 00'€KTa MOXKHA 3AIMCHUTH NUISIXOM BKJIaICHHS
OJIHI€T CIIEHU B 1HIITY, IO cipusic eheKTUBHOMY YIIPABIIHHIO pECypCamMu Ta 3HIKYE

CKJIQIHICTh TIPOCKTY.
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Godot migTpuMye Kilbka MOB mporpamyBanHs, 30kpema GDScript, CH#,
VisualScript Ta C++. GDScript € OCHOBHOIO MOBOIO PYIIIisi, sIKa BiJ3HAYAETHCS
MPOCTOTOI0 Y BUKOPUCTAHHI Ta CUHTaKCUYHO MojioHa 1o Python. I{s moBa Oyna
CHeIiagbHO po3pobsieHa i MmoTped po3poOKU irop 1 JO3BOJISIE IIBUAKO
CTBOPIOBATH JIOTIKY TPH.

Y KOHTEKCTI BEIMKHX MPOEKTIB BapTO BII3HAUUTH mATpUMKY C#, 110
3a0e3neuye po3poOHUKAM JOJATKOBY THy4YKicTh. Hampuknaza, Buxopuctanas C#
JI03BOJIsA€ 1HTErpyBaTu ckiaaaHil 616mioTeku .NET, siki MOXXyTb OYTH KOPUCHUMU JIJIsI
peaitizarii crienndivHuX QyHKIIOHATBHUX MOXJTHBOCTEH [9].

I'padiunmii pymiit Godot miarpumye sik 2D, tak 1 3D penaepunr. Y Bunaaxky
2D-rpadiku BUKOPUCTOBYETHCS ONITUMI30BaHUN PEHAEPED, 110 BKIIOYAE TATPUMKY
nieiiepiB, aHiMaiiil Ta ocBitiaeHHs. Lle poouts Godot 3pyyHUM A1 CTBOpPEHHS
1rop, OpP1IEHTOBAaHUX Ha MPOCTOTY JU3aliHy Ta BUCOKY NPOTyKTUBHICTb.

Kpim Toro, y kontekcti 3D-rpadiku Godot mpononye PBR-penmepuHr
(Physically Based Rendering), skwii 3a0e3rneduye pealiCTUYHE BiJTOOparkeHHs
matepianiB. Bepcis Godot 4.0, 30kpema, BnpoBaauia miaTpuMky Vulkan API, mo
3HAYHO MOKPAIIUIIO SKICTh PEHIEPUHTY Ta IPOAYKTUBHICTD.

HeoOximHo miakpecnuTd, IO OOWIBI CUCTeMH Tpadikyd I1HTErpoBaHI B
penaKkTopi, 1o JA03BOJIsIE pO3POOHIMKAM BUKOPUCTOBYBATH €IMHUN IHCTPYMEHT JJIsI
poOOTH 3 PIZHUMHU TUTIAMHU MTPOEKTIB.

@Oiznunuii pymiii Godot 3a0e3nedye MOKIUBOCTI JUIsl CUMYJISIIT (HI3UIHUX
npoteciB gk y 2D, tak 1 B 3D cepenoBuinax. Hanpuknaz, y 2D po3poOHUKH MOXKYTh
BUKOpUCTOBYBaTH  KommoHeHTH  RigidBody2D,  KinematicBody2D  a6o
StaticBody2D nyist ctBopenHs pi3HuxX THITB 00'ekTiB [14, 15].

Kpim Toro, pymiii Mae NOTyXHY CHCTeMYy aHiMalii, 1mo Oa3yeTbcs Ha
BUKOpHUCTaHHI By3sa AnimationPlayer. Bona no3Bosisie cTBOproBaTH aHimarlii 3a
JIOTIOMOTOI0 KJTFOYOBHX KaJpiB ab0 3aCTOCOBYBaTH ACPEBOBUAHI CTPYKTYpPH AJIS
MJIABHOTO Tepexoay Mik cranamiu. L{s QyHKIiOHAIBHICTH 0COOIUBO KOPHUCHA IS

CKJIQJIHUX MPOEKTIB, AKI MOTPEOYIOTH CHHXPOHI3aIlii 6araThb0X €IeMEeHTIB.
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OxpeMy yBary ciia 3BepHYTH Ha Kpocruatrdopmenictb Godot. Pymrii
HIATPUMY€E CTBOPEHHSI JOAATKIB ISl HIMPOKOrO CHEeKTpa IuiaTrgopM, TaKUX SIK
Windows, macOS, Linux, Android, 10S, WebGL Ta HTMLS. Ile BiakpuBae
MOJKJIMBOCTI ISl pO3POOHUKIB CTBOPIOBATH MPOEKTH, SKI MOXYTb OyTH JIETKO
aJlanToOBaHI JI0 MOTpeO PI3HUX KOPUCTYBAUiB.

J1o OCHOBHUX TiepeBar pylIiisi BITHOCATD

- BIZKpUTHUM BUXITHUN KOJI,

- IPOCTa Y BUKOPUCTaHH1 apXITEKTypa

- MATPUMKA KITBKOX MOB IPOTpaMyBaHHs

i dpakropu pobaste Godot mpuBaGIMBUM BUOOPOM IS 1HA1-PO3POOHHKIB Ta
OCBITHIX MPOEKTIB.

HesBaxkarouu Ha yucnenHi nepeBaru, Godot mae neBHi oOMekeHHs. 30KpeMa,
HOT0 MOXIHMBOCTI y cepi BUCOKOOIOKeTHOT 3D-rpadiku mocTynarThes pyurisam
tumty Unity abo Unreal Engine. I{e Moxke cTatu BUKIMKOM Uil po3poOHUKIB AAA-
MPOCKTIB, SKI MOTPeOylOTh OLIBIIOI  JeTamizamii Ta BHCOKOTO  PIBHSA
MPOTyKTUBHOCTI.

Godot Engine € yHIBepcadbHUM IHCTPYMEHTOM JUIsl CTBOPEHHS
IHTEPaKTUBHUX JOJIATKIB, IO TOEIHYE THYYKICTh, BIJKPUTICTH Ta MPOCTOTY
BUKOPHCTAHHSA. 3aBISIKA CBOIM (DYHKIIOHATLHUM MOJKJIUBOCTSAM Ta aKTHBHIN
CHUIBHOTI PO3POOHMKIB, PYIIil CTa€ ONTUMAJIBLHUM BHOOPOM I TPOEKTIB
CEpeIHbOTr0 Ta Majioro MaciTady. BogHouac st OUIbI CKIIAHUX TIPOEKTIB, SIKi
BUMAaraloThb BHCOKOi MNPOAYKTHUBHOCTI Ta JeTaii3auii, po3pOOHHKaAM MOXKe

3HAJ00MTHUCS PO3IJIA albTePHATUBHUX pimieHb [10].



Tabmuus 2.1 — IopiBasaHsS Unity Ta Godot
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XapakTepucTuka

Unity

Godot

Jlinen3is

[IponpieTapna
(ymoBu 3Minu 3 Unity
2024)

Bigkpura minensis MIT

Moga nporpamyBaHHs

C#

GDScript, C#, C++

I'padiunmii pymrii

URP, HDRP, Built-in
Render Pipeline

Vulkan, OpenGL

[Tintpumka 2D Ta 3D rpadiku

Tak, 3 WUpPOKUMU
MOYJIMBOCTSIMHU

Tak, onTumizoBana 2D
rpadika Ta PBR nis 3D

[IpoiyKTUBHICTh

Bucoxka, ocobmuBo y
3D

Buma y 2D, cepenns y
3D

[HCTpYyMeEHTH Asist aHIMaIlil Animator, Blend | AnimationPlayer,
Trees, IK BOYZI0OBaHI B pE€IaKTOP
Oi3uyHMA pyIii NVIDIA PhysX BOynoBanuii 2D/3D
py1ii
KpocmnargopmeHictsb 25+ mwiatgopm, | 10+ mwathopm,
30KkpeMa MOOUIBbHI Ta | BKiowaroun — WebGL,
VR Android, i0S
IIpunatnicts g1 AAA- | Bucoka Oomexena nua AAA-

MIPOEKTIB

MIPOEKTIB
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byno obpano irpoBuii pymiii Unity depe3 HOro BHUCOKY MPOIYyKTUBHICTB,
PO3IIUPEHI MOXKIUBOCTI A1l pobotu sk 3 2D, Tak 1 3 3D rpadikoro, MiATPUMKY
KpOCIIaT(OPMEHOCTI Ta 3pYYHICTh IS PO3POOHHUKIB 3aBASKUM KOMIIOHEHTHO-
opieHTOBaHIN apxiTekTypi. Unity TakoX Mae€ BEIHMKY CIHUIBHOTY, IO 3a0e3nedye
JIOCTYII 10 YACIIEHHUX HaBUAJILHUX MaTepiajiB Ta TOTOBUX pecypciB Ha Asset Store,
1T MPHIIBHAIIYE PO3POOKY HNpoekTiB. Moro 6araTodyHKIOHATBHICTb i HiATPHMKA
C# poOuTh HOro ONTUMAIBHUM BUOOPOM JIJII CTBOPEHHS CKIIAJTHUX 1HTEPAKTUBHHUX

CUMYJISIIINA 3rpaifHOT MOBEAIHKH.

2.2 Bumoru 10 mporpamMHoro 3abe3neyeHHs

Bumoru 1o anroputMy cuMyJisilii 3rpailHOi MOBEIIHKM BU3HAYalOTh HaOIp
XapaKTEPUCTUK, SIKI HEOOXITHO peani3yBaTH sl 3a0€3MEUYEeHHsS] PeayiCTUYHOCTI,
IPOJYKTUBHOCTI Ta THYYKOCTI Bi3yaii3alii 3rpai nTaxis, pud ado 1HIIKUX 00'€KTIB y
nBoBuUMipHOMY cepenoBuiili Unity. UiTke popMyTrOBaHHS IIUX BUMOT € BaXKJIMBUM
eTarioM pO3pOOKH MPOrpaMHOro 3a0e3MeueHHs, OCKUJIbKA BOHO TapaHTye
BIIMOBIHICTh TEXHIYHUM CTaHAapTaM 1 moTpedaM KiHIIEBUX KOPUCTYBayiB.

DyHKITIOHATBHI BUMOTH:

1. ANTOpUTM  Ma€e MIATPUMYBATH  MOJEIIOBAaHHSA  3rpaiiHOi

MOBEIHKU B peajbHOMY Yacl JJI BEJIUKOI KiIJIbKOCTI areHTiB.

2. Peanizartist TppOX KIHOYOBUX MPABUJII 3TPATHOT MTOBEIIHKU:
- BupiBHtoBanHs (Alignment): areHTH KOPUTYIOTh HANpsAM PyXy
BIJIMOBITHO JI0 CEPEAHBOTO BEKTOPA IIBUIKOCTI CYCIJIIB.
- Yrpumanus pazoM (Cohesion): areHTH TSKIFOTh 70 LIEHTPY Mac
CYCIJHIX areHTiB.
- YHuKHeHHS 3ITKHEHb (Separation): areHTH YHHKaIOTh HAITO
OJIM3BLKOr0 HAOIM)KEHHS OJTUH 4O OJIHOTIO.
3. Bizyamizamis arenrtiB depe3 o0'ekt Prefab 13 migrpumkoro

KUJIBKOX BaplaHTIB CIIPANTIB JIJIsl BI3yallbHOTO PI3HOMAHITTHA.
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4.  3abes3nedyeHHs] MOKJIMBOCTI MacIITa0yBaHHS KIJIbKOCTI areHTiB
0€3 3HAaYHOTO 3HWKCHHSI PO TyKTUBHOCTI.

5. MOXIMBICTh PETYJIIOBAaHHS ITapaMeTpiB MOBEIIHKHU (IITBUJIKICTb,
pazniyc orisy, KUIbKICTh areHTiB) uepe3 KoH]irypauiiauii ¢aiin Settings.

6. 3a0e3nedyeHHs] yOpaBIiHHS areHTaMu uepe3 cucremy Entity
Component System (ECS).

7. OOmexeHHs 001acTi pyXy areHTiB 13 MOKJIMBICTIO IEPETUHAHHS
MEX €KpaHy Ta 3'SBJICHHS 3 TPOTUIICKHOTO OOKY CIICHH.

HedynkiionanbHi BUMOTH:

1. Minimizamis HaBantaxxkeHHs Ha CPU ta GPU npu o06poO6iri
CUMYJIALII.
2. CTal1abHICTb:

- ANTOopuTM MOBUHEH 3a0e3nedyBaTH CTaOUIbHY YacTOTy KaJpiB
HaBITh MPU BEJUKIN KUIBKOCTI areHTIB Ha CIICHI.
- BiacyTtHicTh aBapiiiHMX 3aBepIilieHb MiJ 4ac 0OpOOKH BEIUKO1
KUIBKOCT1 00'€KTIB.
3.  T'myukicTs:

- Jlerka inTerpaiist anroputMy y HOBI mipoekTH Unity.

- MopynbHIiCTb
4, AnroputM Mae OyTH JIETKO TiJJIaBaTUCh  MOJYJIBHOMY
TECTYBAHHIO.
S. BizyanbHa sIKiCTh:

- BiacytHicth rpadgiuynux apTedakTiB IpH PycCl areHTiB.
- 30epexeHHs] KOPEKTHOI MOBEIIHKU MpH 30UIBIIEHH] KUIBKOCTI

areHTiB abo 3MiHI MapaMeTpiB CUMYJISIIII.
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2.3 3acobu peanizaiii anropuTMy

Po3poOka anropuTMmiB CHUMYJISIIT 3rpaiiHOT TOBEMIHKH € HaJI3BUYalHO
aKTyaJlbHOI0 B CyYaCHHUX yMOBaxX dYepe3 3pOCTalouMii MONMUT Ha peaNiCTUYHE
MOJICJIIOBAaHHS KOJIEKTUBHOI MOBEIHKH Y pi3HUX cepax. Taki anropuTMu akTHBHO
BUKOPHUCTOBYIOTHCSI B KOMI'TOTEPHIN rpadilii 11t CTBOPEHHS Bi3yalbHUX €(DEKTIB y
bibMax, Irpax Ta BIpTyaJdbHUX CEPEIOBHINAX, A€ BAXKIMBOIO € MPABIONOI10HICTh
B32€MO/I1i BETMKHUX TPYH 00'€KTIB. Y HAYKOBHUX JAOCIIHKEHHSIX aIrOPUTMH 3rpaitHOT
MOBEIIHKH 3aCTOCOBYIOTHCSI JJIi MOJIETIOBAHHS TMOBEAIHKM TBapHH, 30KpeMa
KOCSIKIB pu0, 3rpail nTaxiB Ta pyxy KoMax. BoHU Tako 3HaXOJSTh 3aCTOCYBaHHS Y
MO/ICJIFOBaHH1 HATOBIIIB JIJISl CUMYJISILII €BaKyallii J0Jed Y KpUTHYHHUX CUTYalllsX.
B imkeHepHHUX Ta POOOTOTEXHIYHMX CHCTEMax LI aJITOPUTMH BUKOPHCTOBYIOTHCS
JUIsL KEpyBaHHS rpylaMyd aBTOHOMHHUX JPOHIB Ta 1HIIUX KOJEKTUBHUX CHCTEM, JI€
BAXKJIMBOIO € KOOPJAMHALS pyXy Ta YHUKHEHHS 31TKHEHb. Taka akTyalabHICTh
HOSICHIOETbCSI BHUCOKMM IIONMTOM Ha airOpUTMH, LIO 3AaTHI MpalioBaTd Yy
peaslbHOMY 4Yaci, MacIITa0yBaTUCA AJIs BEJIUKHUX TPyI O00'€KTIB Ta JEMOHCTPYBATU
CKJIQJHY MOBEAIHKY IIPU MiHIMaJIbHOMY Ha0Op1 MpPaBUJL.

ANTOPUTM CHUMYJISIIT 3rpailHOT TMOBEIIHKH pPO3pOOJIEHUNA Ha OCHOBI
KJacuyHoro miaxonay Boids, ane posmmpeHuil 10JaTKOBUMH MEXaHi3MaMH st
3a0e3MedeHHs OUIBIIOT PeaiCTUYHOCTI Ta THYYKOCTI B ynpaBiiHHI. BiH BKkItouae
0a30B1 MPUHIIMITK BUPIBHIOBAHHS, YTPUMaHHS Ta YHUKHEHHSI 31TKHEHb, ajieé TaKOXK
BpaxoBye (paKkTOpu YHIKaJIbHUX pEaKIii areHTIB Ha 30BHIIIHI 3arpo3u, Takl SK
HAOJMMKeHHsI XWKaka. AJTOPUTM BKJIIOYA€ aJalTHBHI HaJallTyBaHHs, 30KpeMa
3MiHHI MapaMeTpu WBUIKOCTI, BIACTaH1 OTJISAy Ta 1HIII. BaxnnBor 0coOIUBICTIO
€ 0OMEXEHHS MK CUMYJISIIIT, @ TAKOXK MEXaH13MHU MOBEPHEHHSI areHTIB PH BUXO/1
3a 111 Mexi. Peamizaiis 6a3yeTbcst HA ONTUMI30BaHUX OOUYMCIICHHSX, MO JTO3BOJISIE
JOCSITTU BUCOKOI TMPOJYKTUBHOCTI HaBITh MpPHU 3HAYHIA KIJIBKOCTI areHTiB Yy
CUMYJIAIII, 30epiraloy Mpu MbOMY MPHUPOJHICTH 1 TIepen0adyBaHICTh MOBEIIHKU
3rpail.

3aranpHl KPOKU aJrOPUTMY CUMYJISLIT 3rpai MatOTh HACTYTHUIN BUTIISL:
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1. Imimiamizamiss JaHUX — CTBOPEHHS MOYATKOBUX OO'€KTIB, 3aBAHTAXKEHHS

napaMeTpiB CUMYJISIT, TAKMX K KUIbKICTh areHTiB, MIBUAKICTh, pajilyC B3a€MOI]

(puc. 2.1).

IHiLianizauin ob'ekTiB
List<Boids=>, napameTpis
0OMKeHHA BiacTaHel Big

cycifis Ta mex poboTi cueHn

PyHkuia Update. 60 kagpis/ c.

Pucynok 2.1 — [{iarpama anroputmy (4.1)

2. OmiHka 00'€KTIB — BU3HAYCHHS HAUOIMIKYUX CYCIIIB JIJI1 KOKHOTO areHTa
Ta aHa]13 iXHIX MapaMeTpiB (MO3uULli, IIBUAKOCTI, HANPSIMKY pyXy) (puc. 2.2).

3. YTpuMaHHs Ta BUPIBHIOBaHHS — OOYMCIEHHS CEPEAHBOIO HANPSIMY PyXYy
Cyci/iB (BUPIBHIOBAHHA), BU3HAYEHHS LICHTPY Ul PyXy A0 rpynu (YTpUMaHHA) Ta

00paxyHOK BEKTOPY Il yHUKHEHHS 31TKHEHb 13 CyciiaMu (PO3/1JICHHS).

AR EBigcTadk Bin of'ekTa Qo cycigHix Ynexis srpai MeHLlE
< KoedilieHT BigcTani

Y

OE4MCNATH BEKTOR
NPOTHNEKHOMD
HaANPAMEKY

|

Cnpsmysam of'ekT B
npoTHNEsHWA Gik

AR BigcTank Bi 08'ekTa Qo cycigHix YneHis srpai MeHLTE
> KoediLieHT BigcTani

¥
OB4MCIMTA B2KTOR,
CEpEgHbOrD
HANPAMEY LEHTRY
srpal

|

Cnpsmysam of'ekT B
ik cepegHbon
HanpAMEY Srpai
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Pucynox 2.2 — [liarpama anroputmy (4. 2,3)
4. OOMEXEHHS MEXI CUMYJIAIIT — MepeBipka MEX CUMYJIAILIi, 0OMEKEHHS
PYXy areHTiB Ta MOCTYIIOBE MIOBEPHEHsI Ha MIPOTHUIICIKHUHN Kpai CIICHH.
5. OHOBJEHHA MapaMeTpiB — OOUMCICHHS BEKTOPY LIBUAKOCTI Ta HAMPSAMY

PYXy arcHTiB Ha OCHOBI OTPUMAaHHUX PE3yJIbTaTiB 004unciIeHsb (puc. 2.3).

HEwo EiacTadb srpal meHwa
< EoePiLieHT BiICTaHb A0 MEKT CHMY AL

A 4
OEHMCIHTA BEETOR,
HaNpAMEY &
npoTHnEsHIi Gik
CLEHW

v

Cnpamyeat 05'exT
srpal 33 BEKTOPOM

HEwo EiacTadb srpal meHwa
= koedileHT BigCTaHi 4o XxWxaka

¥
OEHHCIHTA BEETOR,
HaNPAMEY &
npoTHRESHAR Gik
CLEHW

¥

CnpAaMyBaTH 00'exT
srpal 33 BEKTOpOM

T
"|

Pucynok 2.3 — Jliarpama anroputmy (4. 4,5)

2.4 BUCHOBOK J10 PYTOT0 PO3/1ITy

Y npyromy pozaun OyJio MPOBEIEHO KOMIUIEKCHUM aHall3 MporpaMHUX
3aco0IB Mg peajizaiii ajlropuTMy MOJCIIIOBaHHS TOBEAIHKU 3rpai. byino
PO3TIITHYTO MOKJIMBOCTI Ta (DYHKITIOHAJIBHICTh TakuX cepenoBuil, sk Unity Ta
Godot Engine, 13 neTanbHUM MOPIBHAHHAM iXHIX TEXHIYHUX XapaKTEPHUCTHK,
30KpeMa TMPOAYKTUBHOCTI, TMIATPUMKMA aHiMmalii, (i3uku, KOMIIOHEHTHO-

OpIEHTOBAHOI apXiTeKTypu Ta Kpocmaatdopmerocti. OcobOnuBy yBary OyJio
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MPUIUICHO 3[JaTHOCTI MUX PYIIiiB €()eKTUBHO OOPOOISITH BEMHMKI O0CITH TaHUX i
Jac CUMYJIAIIT MOBEAIHKHM YUCIICHHUX areHTIB y peaJIbHOMY Yacl.

3a pe3ysbTaTamMu aHami3y, Uil peani3allli HoCTaBJICHUX 3aBJaHb 0yi0 0OpaHo
Unity 3aBIsku HOTro po3MHUPEeHUM (DYHKIIOHAIBHUM MOJIMBOCTSIM, BKJIIOYAIOUU
ninTpumky Entity Component System (ECS) ayis ontumMizoBaHoi 0OpoOKH BEIUKOT
KUTBKOCTI 00'€KTIB, a TaKOXX KOMIIOHEHTHO-OPIEHTOBAHY apXiTEKTypy, sKa
MOJIETHIYE PO3pPOOKY Ta HAIAroJKEHHS CHUMYJSILIMHUX CcHUCTeM. BaxiuBum
dbakTopoM BUOOPY TaKOX CTajda MOKJIMBICTh BUKOPUCTAHHS MOBH IPOTPaMyBaHHS
C#, sika 103BOJIA€ CTBOPIOBATH THYYKI CKPUOTH MAJSl yHPABIiHHS TMOBEAIHKOIO
areHTIB Ta IHTErpalii aJropuTMy CUMYJISIIi y pi3Hi npoekTH. Unity 3a0esneuye
miaTpuMKy gk 2D, tak 1 3D rpadiku, a Takox HaJa€ IHCTPYMEHTH ISl CTBOPEHHS
CKJIQJIHUX Bi3yaiizailiil Ta (13uYHUX MOJICIICH.

Takox Oyno BHM3HAYEHO BHUMOTH JIO QJITOPUTMY CHUMYJISIIT 3rpaiHoi
NOBEAIHKH, BKIIIOYAIOUYM K (PYHKIIOHAJIbHI, TaK 1 HE(QYHKLIOHAIbHI ACHEKTH.
OcHoBHI (DYHKITIOHAJIBbHI BHUMOTH BKJIIOYAIOTH: IIATPUMKY MOJCITIOBAHHS B
peallbHOMY 4Yaci, peali3allil0 KIIYOBUX MPHUHIMINB 3TrpaifHOi IMOBEAIHKH
(BUPIBHIOBaHHS, YTPUMAHHS, YHUKHEHHS 31TKHEHb), MOXJIMBICTh HaJIAIUTyBaHHS
nmapamMeTpiB TOBEIIHKM areHTiB depe3 KoHpirypamiitHuii Qaitn, a Takox
BI3yalli3alito areHriB 4epe3 00'ektu Prefab 13 pisHuMuM BapianTamu cHpauTis.
HedynkiionanbHi BUMOTH BKJIIOYAIOTh: BUCOKY MPOJYKTUBHICTH MPHU 0OpOOIT
BEJIUKHUX TPYM areHTiB, CTAaOUIbHICTh POOOTH aJITOPUTMY, THYUKICTh HAJAIITyBaHb
Ta MiHIMI3allll0 HaBaHTa)XeHHs Ha amapatHi pecypcu (CPU, GPU).

3aranom, MpOBEJEHUHN aHaji3 MPOrpPaMHUX 3ac00iB, POPMYITFOBAHHS BUMOT
10 anroputMmy Ta nopiBHsHHS Unity Ta Godot 103BoMIM OOTPYHTOBAaHO OOpaTu
Unity ik OCHOBHMM 1HCTPYMEHT JUIsl pealli3allii aJropuTMy CUMYJIALIi 3rpailHOi
noBeninkn. Moro posmmpenuii QyHKIIOHAN, THYYKiCTh y PO3pOOII, ONTHMI3amis
JUTsl pOOOTH 3 BETMKUMHU JJAHUMH Ta aKTUBHA CHIJIBHOTA PO3POOHUKIB pOOJIATH HOTO

ONTUMAJIbHUM PIIIEHHSM JUTsl TOCTABIICHUX 3aB/IaHb Y TAHOMY JOCIIKEHHI.
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PO3AUJI 3. PO3POBKA AJITOPUTMY CUCTEMU MOIEJIFOBAHHA
TIOBEJIIHKM 3I'PAN Y CEPEJJOBUILI UNITY

3.1 AKTyanpHICTh pO3pOOKHU

Po3pobka anroputrmy 3rpaitHoi moBeninku aiisg Unity B cydacHMX yMOBax
CTPIMKOTO PpO3BUTKY KOMIT'IOTEpHOT Tpadikv, CHUMYJIINHUX Mojaened Ta
IHTepaKTUBHUX J0JaTKiB. Biszyamizalis moBeIIHKH 3rpa’i BUKOPHUCTOBYETHCS Y
pI3HOMaHITHHUX c(pepax, BKIIOYAIOUH BiICOITPH, aHIMAIITH] (LUTEMU, CUMYJIALIT A5
HAyKOBHUX JIOCII/KEHb Ta MOJICTIOBAaHHA HATOBIIB. CTBOPEHHS peaiCTUUHUX
MojieJiel TIOBEIIHKY IpyM 00'€KTIB, TAKUX SIK 3Tpai NTaxiB, KOCAKH pud a00 HATOBIHU
JOJIEH, J03BOJIAE€ JOCSATTH OUIBIIOI MPaBAONOAIOHOCTI BI3yaJbHOIO KOHTEHTY,

IIOKpAIllYIO4H 3arajibHC CHpHﬁHfITTfI IIPOAYKTY KiHIIeBI/IM KOPHUCTYBA4YCM.

Pucynok 3.1 — Anroput™ cuMyJisiii 3rpai

Unity € oadietro 3 HalmonyaspHImMX miaThopMm Ui PO3POOKH
IHTEPaKTUBHOTO KOHTEHTY, sSKa HAJa€ TOTYXHI IHCTPYMEHTH ISl CTBOPCHHS
CKJIQIHUX CUMYJISIIIH, 30KpeMa JJIsT MOJICIIIOBaHHS aJITOPUTMY 3TpaifHOT MOBEIIHKH.
Anroputm ctai, abo "boids" (bird-oid objects), 3acHoBaHuii Ha mpaBuUIaxX
BUPIBHIOBAaHHS, YTPUMaHHS pPa30M Ta YHUKHCHHS 3ITKHCHb, IO JIO3BOJISE
CTBOPIOBATH PEANICTUYHI aHIMaIlli KOJIEKTUBHOI MTOBEIIHKH 00'€KTIB y BIpTyaJbHUX
cepenoBumax. Moro 3acToCyBaHHs OXOIUTIOE MOJIEITIOBAHHS 3rPaif NITaxXiB, KOCSKIB

pu0, HATOBIIIB JIFOJICH, @ TAKOK PyX aBTOHOMHHUX POOOTIB YU JPOHIB.
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Oco0OmMBY aKTyaslbHICTh aITOPUTM cTai HaOyBae y TIO€THAHHI 3
apxitektypoto Entity Component System (ECS), sky npomonye Unity. ECS €
M1JIX0/I0M JI0 MpOrpamMyBaHHsI, 1110 0a3yeThCS HAa PO3/IJICHHI JIOTIKW 00pOOKH JTaHUX
(cucteM) 1 caMHMX JaHMX (KOMIOHEHTIB). Taka apXiTeKTypa J03BOJIsA€ 30epiraTu
BEJIUKHUM OOCAT JaHUX Y CTPYKTYpOBaHOMY BUIJISIL Ta 3a0e3neuye eeKTUBHE iX
OTIpAIlIOBAaHHS 3a JOTMIOMOTOI0 0araTornoTokoBOi 00poOku. Lle KpUTHUHO BaXkKIIMBO
JUISL CUMYJISIIIN, 7€ BeIMKa KUTbKICTh 00’ €KTIB TOBUHHA 0OPOOIATHCS OJTHOYACHO,
30epirarou KOPEKTHY B3a€MOJIiI0 MiK HUMHU.

KomoGinamist anroputmy crai ta ECS go3Bomsie mocarté  BHCOKOL
MPOJYKTUBHOCTI TiJ 4Yac OOpOOKM BEIMKOI KUIBKOCTI 0O0'€KTIB, 3HIKYIOUU
HABaHTAXXEHHSI Ha MPOILIECOP 3aBISKHA ONTHUMI30BAHUM IMIJIX0JaM 10 YIpaBIiHHS
nam'sTTio. Lle poOuTh anroput™ 0coOIMBO BAXIJIMBUM Y CIIEHAPIAX, 1110 MOTPEOYIOTh
BEJIMKOI KUJIBKOCT1 OJJTHOYACHUX 00'€KTIB Ha CIICH1, HAPUKIIA]T, IPU CUMYJISIIIT pyXy
HATOBIY B irpax a0o Bi3yasi3allii €KOJIOTTYHUX CUCTEM.

Po3pobka anroputMy 3rpaiiHOi MOBEIIHKM Ma€ 3HAYCHHS ISl OCBITHIX Ta
HAyKOBUX TPOEKTIB. Llell anropuTtM BHUKOPUCTOBYETHCS JUISl JOCHIKCHHS
KOJIEKTUBHOI TOBEAIHKH Yy MPHUPOJII, HAMPUKIAL, MPU BUBYEHHI OI10JOTTYHUX
MojeNiel pyXy TBapvH a00 MOBEAIHKA YaCTHMHOK y (DI3UYHUX CepenoBUIaX. Y
OCBITHHOMY MPOIIEC] BiH JOTIOMArae Bi3yaiaizyBaTH CKJIaJH1 KOHIIEMIIII KOOpAUHAIIIT,
caMooprasi3aliii Ta B3a€Mo/Iii B JUHAMIYHHUX CHCTEMaXx.

Kpim TOro, anroput™M 3HaXOAUTh 3aCTOCYBaHHS y MPHUKIAAHUX MPOEKTAX,
TaKUX SK CHUMYJISLIA €Bakyallli 3 HpUMIIIeHb a00 YNpaBliHHA AaBTOHOMHUMU
npoHaMmu. ToYHE BIATBOPEHHS IPYIMOBOI MOBEIIHKH Y BIPTyaJbHUX CEPEIOBUIIAX €
KPUTUYHO BAXUIMBUM JUISI TCECTYBaHHS CHCTEM OE3MEKH, apXiTeKTYypHOTO
MJIaHyBaHHS Ta PO3pPOOKH IITY4yHOTO iHTenekTy. lle poOuTh AaHul anropuTM
BOKJIMBUM HE JIMINE Yy KOHTEKCTI KOMIT IOTepHOI rpadiku, ajge W y HIUPIIAX
1HKEHEPHHX 1 HAYKOBUX JTOCHTIIKEHHSIX.

Takum uymHOM, po3poOKa alropuTMy 3rpaifHOi moBemiHku s Unity €

BAXKJIMBOKO Ta AaKTYAJBHOK 3a/[a4UCrl0, sdKa CIpUAE€ SAK I[MOKPAIICHHIO SIKOCTI



36

IHTEPAKTUBHUX JOJATKIB, TaK 1 PO3IIMPEHHIO MOXJIMBOCTEH AJs AOCITIIKEHHS

CKJIQJJHUX CUCTEM y PI3HOMaHITHUX cepax 3aCTOCYyBaHHS.

3.2 CtpyKTypa aaropurmy

AnropuT™M MOBHICTIO OyayeTbcs Ha cTpykrypi marepHy ECS, tomy mae

HaCTYHHI/Iﬁ BUTIJIAA:

Boids Algorithm (Unity)

ECS pattern

Systems

Controllers

Settings

Pucynok 3.2 — CtpykTypa anroputMmy

3 ypaxyBaHHsAM CTpyKTypu Tpoexty (Systems, Controller, Settings),
apxIiTEeKTypa, MOJIISETHCS HA HACTYITHI KOTIOHEHTH:

° Systems — BigmoBizae 3a JOTiKy OOpOOKHW, HANPHWKJIAA, OHOBICHHS
MOJIOKEHHS 00'€KTIB 200 00UMCIIEHHS TPaBUJI 3TrpaiiHOT OBEAIHKH.

. Controller — kepye 3aragbHOI0 KOOPJIMHALIE CUMYJISAIII, MiCTUTh
TOJIOBHI CKPHIITH, IO 1HIIIIOE POOOTY CHCTEM.

o Settings — 306epirae KoH}Irypariitai napameTpu Uit CUMYJISILIT, TaKi

K pajalyc B3a€MO/Ii, BUAKICTH TOIIIO.

Takuit miaxix [0 CTPYKTYpPYBaHHS MPOEKTY MOKpaIlye MiATPUMKY,

TECTYyBaHHS Ta PO3IIUPIOBAHICTH KOIY.
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3.3 Po3poOka anropurmy

[TouyaTox po3pOOKM NMaHOTO MPOEKTY TMepeadadae CTBOPEHHS alTOPUTMY
Boids nnst Unity 3 BUKOpUCTaHHSIM CTPYKTypHOro noaiuty Ha Systems, Controller,
Settings. OCHOBHMMHM BUMOTaMH € CTBOPEHHS areHTiB (0O0ifiB), SIKI pyXarOThCs y

2D-mipocTopi Ta TOTPUMYIOTECS TPHOX MPABIII AITOPUTMY:

o BHUPIBHIOBAHHS (ar€HTH PYXAIOThCS Y HAMPSMKY CEPEIHBOT IITBUIKOCTI
CYyCifiB),

o yTPUMaHHS pa3oM (areHTH TSOKIFOTh 10 IEHTPY Mac TPyIin)

o YHUKHEHHSI  3ITKHEHb (areHTHu YHUKAIOTh HAATO  OJU3BKOTO

HaOJIMKEHHS OJIUH JI0 OJHOTO0).

[IpoexT Mae OyTu MOOy/IOBaHWI HAa KOMIIOHEHTHIA apXITEKTypi, € KOKHa
YacTUHA AJITOPUTMY OKPEMO BIAMOBIIAIOTH 3a OOpOOKY il HIOJ0 30€peKEeHHs
JaHUX, YIIPaBIiHHS 3arajJbHOI0 CUCTEMOIO Ta 00POOKH OKPEMHUX 11 HaCTHUH.

Po3poOHMK NOBUHEH peai3yBaTH: MOKIIMBICTh MacIITa0yBaHHS KUJIBKOCTI
areHTiB, BHUCOKA NPOAYKTUBHICTb MpHU OOpOOLI BEIMKOi KUIBKOCTI OO0'€KTIB,
mpoctota Moaudikaiii mapaMeTpiB dYepe3 HalalTyBaHHS Ta Bi3yali3arlis
MOBEJIIHKY B pealibHoMY 4acl y Unity 2D-cepenoBumii.

JUis BUKOHAHHSI BMILE3a3HAYEHUX KPUTEPIiB, PO3POOJIEHUI aIropuT™M Mae

HACTYMHY CTPYKTYpPY KJaciB:

FishType PredatorControl... ¥ BoidControlSett... ¥ PredatorSettings ¥ BoidControlSyst... ¥ BorderSystem
Mepeuncnenie Knacc Knacc Knacc Knacc Knacc

=+ MonoBehaviour
InputController ¥ MouseScrollEvent ¥ BoidSettings ¥ GameSettings ¥ DragSystem EvasionSystem
Knacc Aenerat Knacc Knacc Knacc Knacc
= MonoBehaviour

FlockingSystem MovementSystem

CameraController ¥ BoidFactory R R

Knacc Knacc

+ MonoBehaviour + MonoBehaviour
SpeedSystem
Knacc

SettingsPanel ¥ SystemManager ¥
Knace Knace
+ MonoBehaviour + MonoBehaviour

Pucynok 3.3 — Jliarpama kjaciB ajaroputmy
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Jnis 3pyyHOCTi OyJ0O BIIOKPEMIIEHO KOXKEH KJIac 3TiIHO 3 KOMIIOHEHTOM, J0
SIKOTO BIH HAJICKHUTh, 110 TO3BOJIUIIO YITKO PO3AUTUTH (PYHKIIIOHAJIBHICT CUCTEMU
Ta CIPOCTHUTHU TMOAJIBIINY MIATPUMKY KOITY.

Jlis moyaTKy MOTPIOHO PO3IISHYTH HAWBAKIIMBIII KOMIIOHEHTH, IO
BIJIMOBIAAIOTH 32 PYHKIIIOHAIBHICTh AITOPUTMY SIK CUCTEMHU B IIJIOMY, TOOTO KJlacu

Controllers (puc. 3.4):

InputController ] MouseScrollEvent BoidFactory SystemManager A '-SettingsPanel
Knace Denerar Knace Knace Knace

=+ MonoBehaviour + ManoBehavieur =+ MornoBehaviour + MoneBehaviour

scrollAmount

a [ona a4 [ona 4 [Mona 4 [lona

mousePosition

camera
log

maouselabel

saveservice
settings
settingsPanel
systemManager

LK 8588

eToAk

v =

Awake
FixedUpdate
1 onToggleShow..

updatelnput

updateMousel...
a4 CobeiTMA

mousescrollEve...

previousGames...
previousscreen..,

PredatorControl... #
Knace
=+ MonoBehaviour

4 MNona

@4 diCentainer

'.5':;':.. predatorPrefab
©4 systemManager
4 Metogkl

1 createPredator

CameraController #
Knacc
=+ MonoBehaviour

4 Mons

camera
nputController
astEndSize
{ala]
maxZoom
mindoam
zoomCoroutine
zoomDuration

H/HHH88H

zoomFactor
Metoak

Awake
onMaouseScrall
smoothioom
Start

oh
%
)
i

blueFishSprite
boidCounter
boidPrefab
boidSettings
cameraBottom...
cameraTopRight
colorEnums
gameSettings
greenFishSprite
orangefFishsprite
positionOffset
saveseryice

yellowFishSprite

Metaaw

L

Awake

T createBolds

getColorForBoi...

getspriteForCol...

@ randemizePosit..
T setBoidSprite

Start

HALDIDL/DHBDVEHHD

' onRandomizeB...

alignmentarrow
boidAreaFacter
boidFactory
boids
boidsettings
gamesSettings
localCenter

lag

predator

predatorContro...

predatorSettings
saveseryice
separationArrow
systemArray

systemDict

Lwake
calculateWarld...
createBoids
createPredator

createSystemaAr...

createSystems
initializeDebug...

onToggleBoidF...

' onTogglePreda..

T onToggleTypeb...
7 onToggleViewA...

g Start

a Update

Pucynok 3.4 — Komnonentu Controllers

PLLHB/ILDLDLDLDDLDLDLDDLDDLDLDLDHDHDDHD

alignmentForce...
alignmentForce...
alignmentToggle
beoidSettings
cohesionForcel..
cohesionForces...
cohesionToggle
gamesettings
gameSpeeadLabel
gamesSpeedslid...
hasStarted
nputController
ag
minX
mousePositionT...
predatarEvasio..
predatorEvasio..
predatarEvasio..
randomizeBoid...
rectTransform
resetButton
saveservice
scroliview
separationForc...
separationFarc...
separationToggle
showForcesTod..
sliderMultiplier
speedalignmen...
systemManager
typeBasedFlock..
viewAreaToggle

wallAvoidanceF..

walldvaidanraF

[Tepmuii knac mo motpioHO po3risHyTH 1e kKiac BoidFactory (puc. 3.5).
Knac BoidFactory y Unity BiamoBigae 3a CTBOpPEHHsI Ta IHIIialli3allil0 areHTIB
(6oiniB) y cumynsmii 3rpaitHoi moBemiHKd. OCHOBHA (DYHKITIOHAJIBHICTH ITHOTO
KJIacy MOJIArae y MiJAroTOBII MapaMeTpiB JJIs TeHepallii areHTiB Ta X KepyBaHHS

MOBEIHKOIO ITi]T 9ac 3aIyCKy CIICHHU.
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[Tone positionOffset BiamoBigae 3a 3MIMIEHHS MO3MINI MiJ Yac CTBOPEHHS
00i/iB, BUKOPUCTOBYETHCS /ISl yHUKHEHHS HaKJIaIaHHs areHTiB OJIMH Ha OJTHOTO T
yac reHepariii. [Toae boidPrefab — 11e mabionauii 00'€KT 111 CTBOPEHHS KOKHOTO
HOBOTO wujeHa 3rpai y cumyismii. Cnpaiitn blueFishSprite, greenFishSprite,
yellowFishSprite Ta orangeFishSprite BukopucToByrOThCA A Bizyamizamii 13

pI3HUMU BapiaHTaMHU KOJIbOPIB, 32 OaKaHHSIM.

ur 4
sition(HFfset;
ct boidPrefab;
blueFishSprite;
greenFishSprite;
yellowFishSprite;
te orangeFishSprite;

[Inject] SawveService saveService;

gameSettings;
gs boidSettings;
cameraBottomlLeft;
cameraTopRight;
idCounter;
FishType[] colorEnums;

[]u{ .
gameSettings = saveService.getSawve().settings;
boidSettings = gameSettings.boidSettings;
colorEnums = (FishType[]) Enum.GetValues( (FishType));

Pucynok 3.5 — Knac BoidFactory

3anexHicTh saveService (puc. 3.5) orosiomena 3 atpubyrom [Inject], mo
CBITYUTH MPO BUKOpucTaHHs MexaHizMy Dependency Injection (DI). Le miaxin mo
VIPaBIIHHS 3ICKHOCTSIMHU, SKUM CIPOIIYy€E TECTYBaHHS Ta MIATPUMKY KOIY,
JT03BOJISIIOYM TepeAaBaTH 3aJIEKHOCTI 30BHI MiJ] Yac CTBOPEHHs 00'ekTa. Y AaHOMY
BUMAJKY saveService BiIOBIIac 3a 3aBaHTAKCHHS 30epe)KCHUX HAIAIITYBaHb TPH.

Meton Awake() € cranmaptauMm metoaoM Unity, 1[0 BUKIMKAETHCS MPU
akThBalii o0'ekta. Y 1bOMy METOAl BiIOYBA€ThCS 1HIMIAMI3AISl OCHOBHUX
napameTpiB, 30KpeMa 3aBaHTAKCHHS HaNAIITyBaHb TpHU uepe3 saveService Ta
MiAroOTOBKa MacuBy ctai. lle mo3Bosisie miaroTyBaTH BCl JaHl Ie JI0 IMOYATKY

CUMYJIAIIII.



40

B npyriit yactuni kiacy (GyHKUIT BIAMOBIAAIOTH 32 CTBOPEHHS, 1HIIIaI3aII110
Ta HaJAIITyBaHHSI OKPEMHX areHTiB y cuMyJisiii. OCHOBHA MeTa IIbOro OJIOKY KOy
— CTBOPEHHS TPYIH CTai, iX BUITAIKOBE PO3MIIIEHHS Yy CIIEHi, 3aJaHHS ITapaMeTpiB
IIBUKOCTI, HATIPSIMY PYXY Ta Bi3yaJIbHUX XapaKTEPUCTHK.

Mertogn createBoids (puc. 3.6) BinnoBigae 3a MacoBe CTBOPECHHS areHTIB 3rpai
BIJIMTOBITHO /IO HaJAMTyBaHb boidSettings. CiouaTky CTBOPIOETHCS CITUCOK boids, B
KU JOJAIOThCS HOBOCTBOPEHI areHTH. Jlaji, BHUKOPHCTOBYIOYHM IMapaMeTpu
boidSettings.size (po3mip wieHa crai) Ta boidSettings.viewDistance (BincraHb
OTJISIAY), OOYMCIIOETHCS JIlaMeTp pajiycy orisiay areHra (viewAreaDiameter) Ta
dbopmyeThest viewAreaSize. i 3HaU€HHS BUKOPUCTOBYETHCS JJIA HaJAIITyBaHHS
00J1acTI, B SIKIM areHT MOK€ CIIPUAMATH THIINX areHTIB.

[Ipoxoastun nwmkinoM for, CTBOPIOETHCS 3ajJaHa KUIBKICTh WIEHIB 3rpai
(boidCount), kokeH 13 SKHX CTBOPIOETHCS 3a JOMOMOror Meroay Instantiate 3

BUKOpUCTaHHAM 1adsony boidPrefab.

r boids = new Lis id>();
r boidSize = boidSettings.size;
viewAreaDiameter = 2 * boidSettings.viewDistance / boidSize;
r viewAreaSize = new Vector3(viewAreaDiameter, viewAreaDiameter);
r boidCount = boidSettings.count;
{8 i = 0; i < boidCount; i++) {
boid = Instantiate(boidPrefab).GetComponent<Boid>();
boid.name = $"boid_{++boidCounter}”;

setBoidSprite(boid, boidSettings.typeBasedFlockingEnabled, i, boidCount);

boid.transform.localScale = new Vector3(boidSize, boidSize);
randomizePositionAndVelocity(boid);
boid.viewArea.transform.localScale = viewAreaSize;

boids.Add(boid);
}
if (boids.Count
throw new Ex
}
return boids;

}

Pucynok 3.6 — @ynkuis createBoids

Hacrtynuuit meron randomizePositionAndVelocity(Boid boid) Biamosinae 3a
CTBOPCHHSI BHWITQJKOBOTO HAMPSMKY pyXy Ta IBHJAKOCTI areHTta. Ilo3wmiis:

BU3HAYA€TLCA BHUIIAAKOBHMM YHMHOM |y MCXKaX BCTAHOBJICHUX KOOpJWHAT
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(cameraBottomLeft Ta cameraTopRight), 3 ypaxyBanusm positionOffset, mio
JI03BOJIsSI€ YHUKHYTH TeHepallil areHTiB HaaTo OJU3bKO 10 KpaiB kamepH. Lleit meTon
3a0e3neuye pPI3HOMAHITHICTh TIOBEIIHKM areHTIB Yy CHUMYJIAIIi, M0 J0Ja€
peaNiCTUYHOCTI 3rpai.

Merton setBoidSprite (puc. 3.7) BianoBijae 3a BCTAHOBJIICHHS 30BHIIIHBOTO

BUTJISAY YICHIB 3rpai:

blic setBoidSprite(Boid boid, bool typeBasedFlockingEnabled, int index, int boidCount) {
boid.fishType = typeBasedFlo gEnabled ? getColorForBoidIndex(index, boidCount) : FishType.Blue;

boid . GetComponent<Spr erer>().sprite = getSpriteForColor(boid.fishType);
1

Pucynox 3.7 — Metoz setBoidSprite

3aranom kiac BoidFactory BiamoBimae 3a mpoiiecu TeHepailiro 00'€KTIB,
BUIIAJIKOBE PO3MILIEHHS, HAJAIITYyBaHHS PO3MIPY, IIBHUAKOCTI Ta 30BHIIIHBOTO
BUTJISALy areHTIB.

Hactynnuii knmac SystemManager BHKOHY€ 3arajbHy pOJib B YIIPaBJIIHHI
CUMYJIALII 3rpaifHOI MOBEIIHKU. BilMoBIae 3a KOOPAMHALIID CTBOPEHHS areHTIB,
HIIIATI3AI[I0 CHCTEeM Ta HaJallTyBaHHs mapaMmeTpiB ciieHd. Bin 3abe3nedye
YOPABIIHHS areHTaMu, TakK 1 KOHTPOJIIOE B3a€EMOJII0 MI)K HUMHU, BUKOPHUCTOBYIOUU
1IX1/1 IEHTPAT130BaHOTO yHpaBIiHHS. Takuii miaxXi1 CIpoIy€e KOHTPOJb 32 CTAHOM

CIIEHU, OCOOJIUBO y CKJIQJHUX CUMYJISIIISX 13 BEJTUKOIO KUTBKICTIO 00'€KTIB.
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boidAreaFactor = 184;
localCenter;
LignmentArrow;
separationArrow;

& saveService;
ler predatorController;

predatorSettings;
Systems.System> systemDict;

List<Boid> boids;

1log = o(GetType());

gameSettings = saveService.getSave().settings;
boidSettings = gameSettings.boidSettings;
predatorSetti ameSettings.predatorSettings;
boids = d>(boi tings.count);
systemDict = D pe, Systems.System>();

Pucynok 3.8 — Kimac SystemManager

[Tone boidAreaFactor Bu3Hauae KoedillieHT, SKUN BIUIMBAE Ha PO3MIP
00J1acTI, B K1 MOXYTb pyXaTucs areHTH. Jlanuii mapameTp BUKOPUCTOBYETHCS JIIIs
oOMeKeHHs 00J1acTi cuMyJIsiili abo po3paxyHKIB BiicTaHeld Mixk areHTamu. [los
localCenter, alignmentArrow Ta separationArrow MpeCTaBIsAIOTh MMOCUJIAHHS Ha
00'€KTH CILIEHHM, 10 BUKOPUCTOBYIOThCS MAJIA Bi3yani3alli KJIIOYOBUX BEKTOPIB
3rpaliHOT TMOBEMIHKHM: 1EHTPY 3rpai, HampsSMKy BHUPIBHIOBAaHHS Ta CHJIH
BIJILITOBXYBAHHS.

V KI1aci orosioneHo KijibKa BaKIMBUX 3MIHHUX JJIs1 YIIPABIIIHHS CUMYJISILIIEIO.
log BUKOPHUCTOBYETHCS sl CTBOPEHHS JKyPHAITY 1011, BAKOPUCTOBYETHCS 1] Yac
TECTyBaHHS Ta MOWIYKYy NoMwmwiok. GameSettings — 116 OCHOBHUW 00'€KT, IO
MICTUTD 3arajibHl HaJallITyBaHHS TPH, TaKl SK MapaMeTpu CEpeloBUIA Ta (I3UKU
cumynaiii, boidSettings 1 predatorSettings € migposnimamMu  gameSettings 1
30epiratoTh napameTpu s wieHiB 3rpai. Hampukian, y boidSettings mMoxyTh
30epiraTucs Taki mapameTpH, K MBHUAKICTh, PaJilyC OTJSAY Ta KUIbKICTh areHTIB.

JIist ynpaBiiHHS CCTEMaMu BUKOPUCTOBYEThCSI CIOBHUK systemDict’, ae
KOKEH THUI CHUCTEMH acCOILIIOETbCS 3 KOHKPETHUM EK3EMIUIIPOM  KJjacy
Systems.System. Ile mo3Bossie 30epiraTu pi3HI HaJAIITyBaHHS, TaKl SIK CHCTEMa

KEpyBaHHS PyXOM, 3ITKHEHb.
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Meron Awake(puc. 3.9) € xmouoBUM i iHIMiami3aiii 1bOTO KJacy Ta
BUKIIMKAETHCS OJ[pa3y MiCiIsI 3aBaHTaXKEHHS 00'ekTa. BiH TOYMHAETHCS 31 CTBOPEHHS
ob0'ekta log s peectparlii moaii y mporect cumydsii. Jami 3aBaHTaXyrOThCs
HajamTyBaHHS Tpu (gameSettings) uyepe3 saveService.getSave().settings, 110

BKJIIOYAE MapaMeTPH CepeIOBUIIA, Ta YWICHIB 3rpai.

Log(GetType(d];
gameSettings = saveService.getSave().settings;
boidSettings = gameSettings.boidSettings;

predatorSettings = gameSettings.predatorSettings;
boids = List= { s.count]);
systemDict = ar 2, Systems.System=();

Pucynox 3.9 — ®yukiis Awake
[Himiamizamis cnucky boids 3A1HCHIOETBCS 3 BUKOPUCTAHHSIM TMapamerpa
boidSettings.count, skuil BU3HA4Ya€ KUIbKICTh areHTIB, 10 O€pyTh YYacTh Y
cumyiaii. Lle poOuthest i 30epeXeHHs aM 4TI Ta YHUKHEHHS 3aiiBUX O0'€KTIB
nijg Jac 3amycky. Takox cTBoproeTbes systemDict, sikuit Oyne BUKOPUCTOBYBATUCS
Juis 30epiraHHsi Ta IIBHUJKOTO JIOCTYIy OO BCIX CHCTEM, IO OepyTh y4yacTh y

CUMYJIALII.

calculateWorldSize();
createBoids();

createPredator();
createSystems();
initializeDebugViews();

Pucynoxk 3.10 — Meron Start

Merton Start (puc. 3.10) Bianosigae 3a 0e3nocepeHE HAIAIITYBAHHS CIIEHU
nepea TMOoYaTKoOM cuMmyJtisiiii. BiH BUKIMKAae KiobKa JOMOMIXKHUX METOJIB:
calculateWorldSize() (o6uncnenHs: po3mipy CBITY it OOMEXKEHHSI pyXy arcHTIB),

createBoids() (cTBopeHHs Ta iHimiamizaimis 3rpai Ha cleHi), createSystems()
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(imimiamizamist cucteM oOpoOkM B3aeMonii Mik areHtamu). OCTaHHIM €TamoM €
BUKJIUK InitializeDebugViews(), sikuii, IMOBIpHO, aKTUBYE€ Bi3yaJibHI €JIEMEHTHU JIJIs
HAJIaroJ[KCHHSI CIICHHU.

VY npyriit yactuHi Kiacy SystemManager onrcaHi METO/IH, 10 BiAMIOBIIAI0Th
3a OOYMCIICHHSI pO3MIPYy CBITY, CTBOPEHHS arcHTIB, Ta 1HIIIATI3AIII0 CUCTEM, SKI
KEepYyIOTh MOBEIIHKOI areHTiB y cumyiiii. [{i MeToam 3a0e3meuyroTh HalIeKHY
MiATOTOBKY CIIEHU Ta il KOMIIOHEHTIB Tepe 3aIlyCKOM CUMYJIAIIi, 3a0e3meuyroun
KOHTPOJIb 32 MPOCTOPOM Ta B3aEMOJIIEI0 MK 00'€KTaMH.

Merton calculateWorldSize (puc. 3.11) BiamoBinae 3a obunciaeHds Hi3uIHUX
PO3MIpiB ITPOBOTO MPOCTOPY, B IKOMY BiIOYBaTUMEThCS CUMYJISAIIsA. Po3mip cBITY
OOYHMCIIOETHCS Ha OCHOBI KIIBKOCTI areHTIiB (boidSettings.count), iXHbOro po3Mipy
(boidSettings.size) Ta koedimienta boidAreaFactor, sikuil Bu3Ha4ae IJIONIy, IO
OyJZie TOCTYMHOIO JUIsl pyXy areHTiB. Jlam oOYMCIIOETHCS CIIBBITHOIICHHS CTOPIH
eKkpaHy (ratio) 3a JOMOMOror0 MOTOYHKX NapameTpiB Screen.width Ta Screen.height.
Bucora (height) Ta mmpuna (width) ciienu 0oOYUCTIOIOTHCS 3 YpaXyBaHHSIM IIbOTO
CIBBIIHOIIIEHHS Ta 00paHoi miomii. Y pe3ynbrarti gameSettings.worldRect 36epirae
NpSIMOKYTHHUK, IO BH3Hayae Mexi cBITy y Burnaal Rect. Ile 3HaueHHs

BUKOPHUCTOBYETHCS JUIsI OOMEXKCHHS PyXy arcHTIB.

calculateWorldSize() {

area — boidSettings.size * boidAreaFactor # boidSettings.count;
if (area — @) {

throw xception("world area is @");

§

ratio = ( Screen.width / Screen.height;
height = Mathf.Sqrt(area / ratio):

width = ratio * height;
gameSettings.worldRect = Rect(—width / 2, -height / 2, width, height);
log.log($"world rect: {gameSettings.worldRect}, area: {area}, ratio: {ratio}");

Pucynok 3.11 — Meton calculateWorldSize

Meron createBoids Bukinukae wmeton boidFactory.createBoids() s
CTBOPEHHSI TPYIM areHTIB y CUMYJISLII. Yl CTBOPEHI WIEHH 3rpai 30epiratoTbes y

3MiHHIH boids — cnucKy 00’€KTiB.
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Merton createSystems (puc. 3.12) BinmoBizae 3a iHiIiaTi3aIii0 Ta PEECTPAITIIO
BCIX CHCTEM, IO OyIyTh KEpyBaTH IOBEIIHKOIO areHTiB y cumyJtismii. KoxxHa
cCUCTEMa JI0JIa€TheA 10 cioBHUKA systemDict, ne kitodem € tun cuctemu (Type), a
3HAYEHHSIM — BIAMOBIIHUHN 00'eKT cuctemu. Lle 103BOJIsIE IETKO OTpUMATH TOCTYII
JI0 KOHKPETHOI cHUCTeMH 3a i1 TumoM. B KIHIII MeTOAy BHUKIHUKAETHCSA
createSystemArray (puc. 3.12), skuif IEpETBOPIOE CIIOBHUK CHUCTEM Y MAcCHB IS

3pYYHIIIOTO OHOBJICHHS.

createSystems() {
systemDict.Add( em(boids)];
systemDict.Add( ( ),
5 iI(boids, predator, gameSettings));

systemDict . Add( (F ings

Flocki . etti i ings, localCenter, alignmentArrow, separationArrow));
systemDict . Add( vasionSystem ionSystem{boids, predator, gameSettings));
systemDict . Add( , predator, gameSettings));
systemDict . Add( g 1(boids, boidSettings));

createSystemArray();

vid createSystemArray() {
systemArray = Systems.System[systemDict.Count];
i=a;
foreach ( pair in systemDict) systemArray[i++] = pair.Value;

Pucynok 3.12 — Mertoau createSystems Ta createSystemArray

Kirac SystemManager 30cepekeHnid Ha ITiIT0OTOBII CepeAOBHUIIA CUMYIISAIIIT,
BKJIFOYAI0YH PO3PAXYHOK PO3MIPIB CBITY, CTBOPEHHS areHTIB, @ TAKOXK 1HII1AJ13aI[i10
CUCTEM, 10 KEPYIOTh MOBeIHKOI0 00'ekTiB. Metop calculateWorldSize() rapantye,
0 CUMYJIALIS B1IOYBAETHCS B KOHTPOJILOBAHOMY MPOCTOPI1, Tol 5K createBoids()
3a0e3Meuy0Th CTBOPEHHS Ta HAJTAIITYBAaHHS arcHTiB. HailBaXXTMBIIIIMM €JIEeMEHTOM
€ createSystems(), OCKUIbKM BIH BU3HAYAE, K Pi3HI CUCTEMHU OY1yTh B3aEMOJIATH 3
areHTaMM y  CHUMYJIAINi, JOTPUMYIOUHUCHh TPHUHIMIIB  MOJIYJIBHOCTI  Ta
KOMIOHEHTHOTO miaxoy. Lle 3abe3neuye macimTaboBaHiCTh, JIETKICTh Y TECTYBaHHI1
Ta PO3MIMPIOBAHICTH CUMYJISIIII.

HacTtynHuM KpokoM NOTpiOHO pO3IIIAHYTH HalBa)JIMBIII KJIacu System, sKi
BIJINOBIJIAIOTh 3a peali3alil0 OCHOBHUX MEXaHIK pyXy OKPEMHX KOMIIOHEHTIB

cucremu. KokeH 13 IMX KJ1aciB BUKOHY€E YITKO BU3HAaUEHY (YHKI110, 3a0€31euy0Un
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MOJYJbHICTh Ta €()EeKTUBHICTH POOOTH CHUMYJSALIl, IO POOUTH 1X KIIOYOBUMU

KOMITOHEHTaMH BCI€i CUCTEMHU.

System

h )
FlockingSystem A QRF o BorderSystem EvasionSystem A

Knace Kaace Knacc
4 Metogk

4 Mona 1] update Mona 4 Mons

allgnmentarrow e boidOffset “= boids
boids : T ra boids va boidSettings
baidsettings - bottombLeft w2 boidbize

. DragSystem
gameSettings predator ~a bottomlLeft

Enace

lacalCernter - predatorOffaet = predator
log

neighbors

4 Mona topRight va predatorSettings

- redatorSize
< boids M eTogkl s P

separationArrow @5 predator @ BorderSystem topRight

4 MeToael & settings T teleportToOpp.. Metoae

P findNeighbors update Py avoidWalls

4 Metoae

71 FlockingSystem Ty evadePredator
71 DragSystem &

1 update

- update Evasionaystem

findAngleTodAv...
MovementSystem #

kaace

. setWallCarners

update

SpeedSystem BoidControlSyst... 4 Moaa
Knacc Enace
% baids

a Mona a Mona 4 MeToasl

ﬂ boids a:él boids 0 MovementSyst.

3 settings % camera I update

4 MeTogs 3 gameSettings

C}.
SpeedSystem Ta settings

T update 4 Metoaw
1 BoldContralSys...
T update

Pucynok 3.13 — Kimacu rpynu System

Cnouatky notpioHo posrisinyTd knac BoidControlSystem. [lanuii kiac
peanizye (YyHKUIOHAIBHICTh MPAMOrO KEpyBaHHS areHTaMu 3a JOMOMOTOI0
B3a€MO/IIi KOPUCTYBaua 3 MHIIICIO, JO/Ia0UX THTEPAKTUBHUIM €JIEMEHT y CUMYJISIIIIIO.
[leit kac oTpUMy€E CIIUCOK areHTiB, HajamTyBaHHs Tpu (GameSettings) Ta kamepy

(Camera) ny1st OOUHMCIICHHSI TIO3UITIT Kypcopa B irpOBOMY MPOCTOPI.
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m : System {

n1(List<Boid> boids, G tings gameSettings, Camera camera) {

.gameSettings = gameSettings;
settings = gameSettings.boidControlSettings;
.Camera = Camera;

update( deltaTime) {

Pucynok 3.14 — Kiiac BoidControlSystem

OcHoBHa (yHkIis cuctemu (puc. 3.15) — OHOBIIOBaTH MOBEAIHKY 3rpai y
3aJIEKHOCTI BIJ JAiM KOpHUCTyBaya: IpU HATUCKAaHHI JIIBOi KHONKH MUIIL
(GetMouseButton(0)) areHTH NpUTITYIOTHCA 10 MO3UIIIT Kypcopa, a TPU HATUCKaHH1
npaBoi kHomku Mumii (GetMouseButton(1)) — BimmToBxytotbes Bin Hei. Lle
JOCSITAE€ThCSI 00UMCIEHHAM HanpsiMy A0 Ta B Kypcopa (direction), mnepeTBOpeHHIM
nporo Hampsimy B KyT (MathUtils.vectorToAngle) 1 mocTtynmoBuM mMOBOPOTOM

00’€eKTa y BIAMOBIIHOMY Harpsimi 3a qornomororo Quaternion.RotateTowards.

update( deltaTime) {
if (gameSettings.settingsPanelEnabled) return;

mousePosition = camera.ScreenToWorldPoint(Input.mousePosition);
attractingEnabled = I .GetMouseButton(8);

repellingEnabled = In GetMouseButton(1);

attractingForce = settings.attractingForce * deltaTime;
repellingForce = settings.repellingForce + deltaTime;

foreach ( boid in boids) {
if (attracting
ition - boid.transform.position;
angle = (direction);
boid . transform.rotation = n . RotateTowards(

ba sform.rotation,
) on.Euler(@, 8, angle),
attractingForce);

1

if (repellingEnabled) {
directio id.transform.position — mousePosition;
angle = | ect (direction);

boid . transform. rotation = on . RotateTowards(

boi sform.rotation,
) Euler(@, @, angle),
repellingForce);

Pucynok 3.15 — Meton Update
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[IBuakicTe o0OepTaHHS BHU3HAYAETHCSA TMapamerpamu attractingForce 1
repellingForce, siki macmTaOyroTbes 3aliexxkHO Bij 4acy kanpy (deltaTime) mms
3a0€3MeUeHHS IUIaBHOCTI. BakiMBoro netaito € mepeBipka mapamTepy bool
settingsPanelEnabled, sikuii, sikimo yBiIMKHEHO, OJOKy€ KepyBaHHS, JO3BOJISIOUU
IHTepaKTUBHICTh JIMIIIE B aKTHBHOMY pexumi cumyismii. Lleit kmac nmomae
KOPHUCTYBAIbKUN KOHTPOJIb A0 MOBEIIHKH 3rpai, [0 POOUTH CUMYIIALII0 HE JIHIIE

I[IKaBOIO, ajie ¥ (PYHKIIIOHAJIBHOIO IS IEMOHCTPAIIMHUX a00 IrPOBUX ITiJICH.

GameScene. Systoms {

: System {
boids;

am({List<Boid> boids) {

update( deltaTime) {
foreach ( boid in boids) {
angleRadians = boid.transform.rotation.eulerAngles.z * Mathf.Deg2Rad;
boid.velocity.x = boid.speed * Mathf.Cos(angleRadians);
boid.velocity.y = boid.speed * Mathf.Sin(angleRadians);
boid.transform.position += boid.velocity % deltaTime;

Pucynox 3.16 — Kitac MovementSystem

Kiac MovementSystem (puc. 3.16) € 4acTHHOIO CHCTEMH CHUMYJIAIIl Ta
BIJIMTOBIJIA€ 32 OHOBJICHHS MO3UIII{ ar€HTIB Y MPOCTOP1 HA OCHOBI TXHBOI MIBUAKOCTI
Ta HampsMKy pyxy. el knac peanizye 0a30By MEXaHiKy MepeMillleHHs 00'€KTIB y
CUMYJIAIII, TApaHTYIOUYH, 10 BCl YJIEHHW 3Tpai pyXxaroThCsi BIAMOBITHO O CBOIX
MOTOYHUX HAJIAIITYBaHb.

OCHOBHUM MapaMeTpoM KJIacy € CIUCcOK boids, mepenanuii y KOHCTPYKTOPI.
[le mo3BOsiE CUCTEMI TPAIIOBATH 3 KOJIEKIIIEIO areHTIB, 0OpOOIISII0OUN KOKHOTO 3
Hux y k. Merop update(float deltaTime) BukiukaeTbest 1711 OHOBJICHHSI CTaHy
00’exty boid Ha kKOkHOMY Kajzipi. B 11boMy MeTOa1 0OUYMCITIOETHCS HOBA TMO3HUIIS
3aJIeKHO BIJ MIBUAKOCTI (speed) 1 HaMpSIMKy pyXy KOHKPETHOTO 4JieHA 3Tpai,

BU3HAUYCHOI'0 KyTOM MOBOPOTY (rotation.eulerAngles.z).
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[Ipouiec oOumcieHHs BUKOPUCTOBYE KyT y pazdiaHax (angleRadians), sikuii
OTPUMYETHCS NMUIIXOM KOHBepTallii KyTa 3 rpaayciB y pamianu (Mathf.Deg2Rad).
Ha ocHOBI 11bOT0 KyTa OOUHCIIIOIOTHCS CKJIAIOBI BEKTOPY MIBHIKOCTI 32 OCSIMH X Ta
y 3a monomororo Tpuronomerpuanux (yskmiii Mathf.Cos i Mathf.Sin. 3nauenns
IIBUJIKOCTI IO KOXKHIM OC1 MHOKUTBHCS Ha 3arajibHy IMIBUIKICTE areHTa (boid.speed),
dbopMyroun BEeKTOp MBUIKOCTI (velocity).

Jlai HOBa MO3MINIS JUTSI KOKHOTO 00’ €KTY OOYHUCITIOETHCS SIK CyMa MOTOYHOT
no3urii (boid.transform.position) Ta BEKTOpa IIBUIKOCTI, IOMHOXXEHOTO Ha
deltaTime. Ile 3abe3neuye IMIABHICTH I TOYHICTH TEPEMIIICHHS, HE3AJICKHO Bij
JacTOTH KajapiB. Takum YHWHOM, 00 €KTH pyXalOThCS BIAMOBIIHO JO CBOIX
napameTpiB IIBUAKOCTI Ta HapsMy, IO (OPMy€ OCHOBHY MOBEIIHKY areHTIB Y
cumyJaLii. JlaHuii Kiac 130J110€ JOTIKY NEPEMIIIEHHS B OKPEMIN CUCTEMI.

Hactynuuit kimac SpeedSystem peanizye (QyHKIIOHAIBHICTh YHPABIIHHS
IIBUJIKICTIO 3rpai, 3a0e3Meuyour MOCTYMNOBE 301IbIIEHHS IIBUIKOCTI areHTIiB 0
3a/IaHOTO I[UJIbOBOTO 3HAyeHHs. BiH mpaiioe y BUTISAI OKPEMOi CHUCTEMH Y
CUMYJIAIII, 110 BI/ITOBIJIA€ 32 aIaNTAIlil0 IIBUKOCTI KOSKHOTO YJIeHa 3rpai Ha OCHOBI

HaJalTyBaHb, BU3HaueHUX y BoidSettings.

ing System.Collections.Generic;
GameScene.Settings;

e GameScene.Systems {
: System {

ids;
gs settings;

boids, B settings) {

.boid -
s.settings = settings;

update(float deltaTime) {
r targetSpeed = settings.targetSpeed;
r acceleration = settings.baseAcceleration * deltaTime;
foreach (var boid in boids) {
r speed = boid.speed;
if (speed < targetSpeed) {
boid.speed = speed + acceleration;

Pucynok 3.17 — Knac SpeedSystem
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Kiac orpumye crimcok 06’ exTiB 3rpai (boids) 1 HamamtyBanus (BoidSettings)
yepe3 KoHcTpykTop (puc. 3.17). OcHoBHuU# MeTon Kiacy, update(float deltaTime)
BUKOPHUCTOBYETHCS ISl TIOCTYIIOBOTO 30UTBIIICHHS IBUIKOCTI KOKHOTO 00’ €KTY,
SKIIO WOTO MOTOYHA MIBHAKICTh MEHINA 3a Iih0oBY. CIOYaTKy METOI OTPHUMYE
UITbOBY IMIBUAKICTH (targetSpeed) 3 HanamryBaHb Ta OOYHCIIOE 3HAYCHHS
NPUCKOPEHHS, BUKOPUCTOBYIOUYH 100yTOK Settings.baseAcceleration * deltaTime.
Ile rapanTtye, mo 3MiHa HIBUJAKOCTI OyjJe HE3aJeXHOI0 BiJI YaCTOTH KaJpIiB 1
3a0€3MeYnTh MUIABHUHN Mepexis A0 MIBOBOI MIBUAKOCTI.

[ukn foreach mpoxoauTs yepes KOKHOTO eleMeHTa 3rpai B ciucky boids. J{ms
KOXKHOT'O €JI€MEHTa MEePEeBIPSIEThCS MOro moTouHa MmBUAKICTE (boid.speed). Skio
IIBUJIKICTh MeHIa 3a targetSpeed, BoHa 301IbIIYE€ThCS HAa OOYHMCIICHE 3HAYCHHS

IIPUCKOPEHHS.

t localCenter;
t alignmentArrow;
t separationArrow;

TOW,
t separationArrow) {
g{GetType());
.boids = boids;
.gameSettings = gameSettings;
.boidSettings = boidSettings;
neighbors = Lis d=>( .boidSettings.count);
.localCenter = Center;
.alignmentArrow = alignmentArrow;
.separationArrow = separationArrow;

Pucynok 3.18 — Knac FlockingSystem

Hacrynnuit knac FlockingSystem, Bin BianoBiaae 3a kepyBaHHS B3aEMO/IIEI0
MDXK 060igaMu 3T HO 3 KIIACHYHUMU TIPUHITUIAMU airoputMy Boids: BupiBHIOBaHHS
(alignment), yrpumanHsi pazom (cohesion) Ta yHUKHEHHs 3ITKHEHb (separation).

Leit kmac 00poOJIsie MOBEAIHKY OOiNIB Y peallbHOMY 4Yaci, aHaTiI3yI0UH MOJIOKEHHS
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CyCi/iB, HAmpSMOK pPyXy Ta BIACTaHb MIX areHTamu, IO JO3BOJISIE JTOCSTTH
pealiCTUYHOI TUHAMIKH pyXYy 3rpai.

Konctpykrop FlockingSystem (puc. 3.18) npuiimae cucok 06’€KTiB 3rpai
(boids), nHamamTyBaHHS Tpu (gameSettings), HaJamTyBaHHS TOBEMIHKK 3rpai
(boidSettings) Ta  gmekinmbka  o0'ektiB  (localCenter,  alignmentArrow,
separationArrow), siki BAKOPUCTOBYIOTBCS JJIS Bizyaumi3allii 3rpaifHO1 MOBEIIHKH.

Merton update (puc. 3.19) € OCHOBHUM METOJIOM OHOBJICHHSI CUMYJISIIIT, SKUT

00po0JIsie BC1 TTpaBUiIa 3TpaiHOI MOBEAIHKU JIJIsI KOKHOTO 00’ €KTa.

update( deltaTime) {

boidCount = boids.Count;
if (gameSettings.showBoidForces && boidCount > 8) {
debugBoid = boids[@];
debugBoidPosition = debugBoid.transform.position;
debugBoidRotation = debugBoid.transform.rotation;
localCenter.transform.position = debugBoidPos
alignmentArrow.transform.position = debugBoidi
separationArrow.transform. position ebugBoid
alignmentArrow.transform.rotation = gBoidR H
separationArrow.transform.rotation = debugBoidRotation;

2 d E bcldQEttlngs ma)Speed
ion = buldSnttlngs basnncceleration * deltaTime;
1 = boidSettings.separationDistance;
= separationDistance * boidSettings.typeSeparationDistanceFactor;
untEnahlej = boidSettings.alignmentEnabled;
unEnablad = boidSettings.cohesionEnabled;
nEnabled = boidSettings. suparq+1unEnqb1ud
nmentEnabled = boidSettings.speedAlignmentEnabled;
FlockingEnabled = boidSettings.typeBasedFlockingEnabled;
Force = boidSettings.alignmentForce * deltaTime;
onForce = ledSettlngs cohesionForce * deltaTime;
separationForce = boidSettings.separationForce * deltaTlme

Pucynok 3.19 — Meton update

Ha nouatky metony 30epiratoTbCs 3HAUEHHS 3 HalallTyBaHb (minSpeed,
maxSpeed, alignmentForce, cohesionForce, separationForce Tomio) y nokanbHi
3MiHHI Metony. Jlami B meTtoni oOpoOmsitoTbesi Tpu 0a30Bl IMpaBujia 3rpanliHOl
noBeninku Boids (puc. 3.20):

o BupisHtoBanHs (Alignment) - 00UMCIIOETHCS CEpEAHIN HAIPSMOK PyXy
cycimiB (averageDirection). O0’ekT o0epraeTbcsi B OIK CEPEAHBOTO HAMPIMKY,
BukopucToBytoun Quaternion.RotateTowards. Ile m03BoJisie areHTy KOpUTyBaTu

CBI{ PyX BIJIMTOBITHO JI0 CYCi/iB, CTBOPIOIOYH €(PEKT CHHXPOHI30BAHOTO PYyXY.
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o Yrpumanus pazom (Cohesion) - 00UUCTIOETHCS CEPEIHE TOJIOKEHHS
Bcix cyciniB (averagePosition). [ToTiM 00YMCITIOETECA BEKTOP 0 I[LOTO IIEHTPY 1
qJIeH 3rpai 00epTaeThCs y BiAMOBITHOMY HAMPSMKY BEKTODA.

o YHuKHEHHST 3iTKHEeHb (Separation) - IS KOXHOro cycijia
NEPEBIPAETHCS BIJICTAHb J0 MOTOYHOTO 00 €KTy 3rpai. SIKIIO CyciJl 3HaXOIUTHCS
3aHanaTo OMM3bko (neighbor.distanceTemp < separationDistance), 00UHCITIOETHCS
HAnpsSMOK BIAIITOBXyBaHHS. YneH 3rpai oOepraeTbcsi y OiK, MPOTUICKHUN

HaWOJIMKIOMY CYCIJIOB1, Ha 3a7aHui KyT (separationForce).

if (alignmentEnab hasSameTypeNeighbors) {
vectorToAng rageDirection);
sform.rotation nion.RotateTowards(
transform.rotatio
uler(®@, @, angle),

on.Euler(8, 8, angle);

}

if (cohesionEnabl
cohesi ] i rentBoidPosition;
angle ath s.vec irection);
currentBoid. t otateTowards(
transform.rota g
uler(®@, @, angle),
e);

if (i == 8) leocalCenter.transform.position = averagePosition;

1

if (separationEnabled E& shouldSeparate) {
le = Math vectorToAng arationDirection);

ransform. rotation nion.RotateTowards(
id. transform. rotatio:

uler(@, @, angle),

rce);

if (i == 8) separationArrow.transform.rotation = Quaternion.Euler(®, 8, angle);

1

if (speedAlignmentEnabled E& SameTypeNeighbors) {
currentSpeed =

currentBoid.speed = Mathf.Clamp(currentSpeed, minSpeed, maxSpeed);

Pucynox 3.20 — Peanizartist TppOX mpaBuiia 3rpaitHOI MOBEIIHKU

Merton findNeighbors BUKOpHCTOBY€EThCS 11l BUSIBIIEHHS CYCiIiB TOTOYHOTO
00’exty. BiH mpoxomuTh dYepe3 yCiX areHTiB y CHUMYIJIAIIi, MepeBIpsAIOYM, YU
NOTPaIuIsIIoOTh BOHU y 30HY orsay (boidSettings.viewDistance). Skimio areHT
3HaXOJUTHCS Y MEXaX BUAMMOCTI, BIH IOJAETHCA JI0 CIIUCKY neighbors.

Knac EvasionSystem 30cepelxkyeTbCsi Ha HaJalITyBaHHI IapaMeTpiB
YHUKHEHHSI 3ITKHEHb. 3aBJSKM BHUKOpHCTaHHIO mapamerpiB (GameSettings Ta

BoidSettings, knac 3a0e3neuyye THYYKICTh y HajalllTyBaHHI MOBEIIHKU areHTIB,
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JIO3BOJISIIOUM K aKTUBYBATH, TaK 1 J€AKTUBYBAaTHM OKpPEeMi MeEXaHI3MHU Iij dYac
YHUKHEHHS TIEPEIIKO/T.

Meron setWallCorners (puc. 3.21) BUKOPUCTOBYETBHCS JUIsl BU3HAUYCHHS
KOOpAMHAT KYTiB IFPOBOT0 MPOCTOPY 3 ypaxyBaHHSAM MEBHOTO 3MimieHHs (offset).
Ile 3mimenHs (predatorSize / 3) mogaeTbes 10 KOOPAMHAT HUKHBOTO JIIBOIO KyTa
(bottomLeft) i BigHIMaeThCS BiJg KOOpAMHAT BepxHBOrO mpaBoro (topRight). Ile

3amobirae po3TairyBaHHIO 00'€KTIB HAATO OJU3BKO J0 KpaiB CBITY.

setWallCorners(Rect worldRect,
bottomLeft = worldRect.min;
topRight = worldRect.max;
bottomleft.x += offset;

bottomleft.y += offset;
topRight.x —

offset;
topRight.y —= offset;

Pucynok 3.21 — Meton setWallCorners

Meron update(float deltaTime) € OCHOBHMM JUIsi 1BOTO  KJiacy.
BukopucTOBYIOThCSL 1711 TIepedopy BCIX €JIEMEHTIB 3rpai, Mmo0 BU3HAYUTHU
HAaCKIJIbKM areHT HAOMMKEHHWH /10 KOPAOHIB, Ta BUKJIMKAE I1HIN (QYHKI aJIs

BIIXUJICHHSI 00’ €KTY B1JI KOPJIOHIB cIieHH (puc. 3.22).

update( deltaTime) {
predatorPosition = predator.transform.position;
wallAvoidanceEnabled = boidSettings.wallAvoidanceEnabled;
= boidSettings.predatorEvasionEnabled;
boidSettings.wallAvoidanceForce;
Size;
) boidSize;
reach (var boid in boids) {
if (wallAvoidanceEnabled) {
avoidWalls(boid.transform, boidSize, boidRaylength, deltaTime, wallAvoidanceForce);

if (predatorEvasionEnabled) {
evadePredator(boid, predatorPosition, deltaTime);
}
}

avoidWalls(predator.transform, predatorSize, predatorSize, deltaTime, predatorSettings.wallAvoidanceForce);

avoidWalls(Tra transform, bodySize, rayLength, deltaTime, avoidanceForce) {
transform. euleran
8) currenthAngle +
gle dAngLeToAvoidWalls ntAngle, transform.position, bedySize, raylength);
if (Math.Abs{currentAngle - newfngle) < 8.1f) return;

trans+ rotation = ternion .RotateTowards(

. C newAngle),
Force * deltaTime);

Pucynok 3.22 — Metoau update Ta avoidWalls
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Meron avoidWalls (puc. 3.22) BignoBigae 3a 3anmo0iraHHs 31TKHEHb areHTIB
13 MeXXaMH IrpoBOTO TPOCTOPY, 3a0e3Meuyrodn, 00 WICHU 3rpail 3aJuIIaincs B
MeXaxX BH3HAYEHOI 30HH CHMyJsii. Floro poGoTa IpyHTyeThCs Ha TepeBipii
BiJICTaHI KOKHOTO areHTa A0 KpaiB irpoBoro mpoctopy (bottomLeft Ta topRight),
ska Oyna momnepenHbo oOuuciena Mmeroaom setWallCorners (puc. 3.21). Ilpu
BUSIBIICHHI HAOJIDKEHHS /O MEX, 3MIHIOETBCS HAIMPSMOK pyXy, 3amo0irarodu
BUXOJy 32 MeXI1 CBITYy. Lle gocsraeThcs 3a 10MOMOTOO MEPEeBIPOK MO3HUIIT 00’ €EKTY
1o KoxHIK oct (X Ta Y). SIKI10 areHT 3HaxOoAUThCS 3aHAATO OJIM3BKO JI0 OJHIET 3
MeX, BUKOpUCTOBY€EThCs Quaternion.RotateTowards.

Takuii miaxia 103BOJISE MIIABHO KOPUTYBATU PYX, 30€pirarouu MpUpOIHICTh
aHiMauii. BaxxiuBoro neramio € BUkopuctanHs napametpa boidRayLength, skuit

BHU3HAYAE B1/ICTaHb, HA K1 CUCTEMA [IOYMHAE pearyBaT Ha HAOJIMKEHHS JI0 CTIH.

m : System {
boids;
predator;
bottomLeft;
topRight;
boidOH+set;
predatorOffset;

BorderSystem(List<Boid> boids, Predator predator, Ga ttings gameSettings) {
.boids = boids;
.predator = predator;
bottomLeft = gameSettings.worldRect.min;
topRight = gameSettings.worldRect.max;
boidffset = gameSettings.boidSettings.size / 2;
predator0ffset = predator.transform.localScale.x / 2;

Pucynox 3.23 — Knac BorderSystem

Knac BorderSystem (puc. 3.23) y Unity BigmoBigae 3a oOMEXEHHS PyXy
YJICHIB 3rpai Ta B MeXaxX BU3HAUYEHOTO IPOBOTO MIPOCTOPY, 1€ 00'€KTH, 10 BUXOAThH
3a MEXI1 CIICHH, 3'ABIISIOTHCA 3 MPOTUIICKHOTO OOKY EKpaHy.

OcCHOBHUMHU TOJISIMA KJacy € chucok o0’ekTiB 3rpai (boids), o0'exkt Ta
KOOpPJIMHATU MEX 1rpoBoro npoctopy bottomLeft 1 topRight, siki Bu3HauyaroTbes 3
napaMmeTpiB cuenu gameSettings. 3HaueHHs boidOffset 1 predatorOffset
BUKOPHCTOBYIOTHCS JJI BpaXyBaHHS po3Mipy 00'€KTIB i 4ac MepeBipoK NEPETUHY

MCXK, H_IO6 Ar¢HTH HC 3HUKAJIN YaCTKOBO 34 CKPAHOM.
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Merton update(float deltaTime) BukinukaeTbCcsi Ha KOXKHOMY Kaapi CUMYJISIIT
Ta TPOXOIUTH HYepe3 CIUCOK OOiliB, a TaKOXX TMepeBipse TOJOKEHHS XIKakKa,
3actocoBytoun meto/ teleportToOppositeBorderlfOutside (puc. 3.24) st KOKHOTO
o0'exta. Metop teleportToOppositeBorder[fOutside BukoHye nepeBipKy KOOpAHHAT
00'eKTa BITHOCHO MEX CIICHHU: AKIIO ar€HT BUXOIUTH 3a JIIBUI a00 MpaBuil Kpai, BiH
TEJETIOPTYETHCSI HA MPOTUIICKHUHN Ol1K; aHAJIOTIYHO, MepeBIipKa BiAOyBa€eThCs AJIS
BEPXHbOI Ta HIHKHBOT MEXK. Taka MexaHika 3a0e3neuye 0e3nepepBHICTh CUMYJIAINT,
JTIO3BOJIAFOYM areHTaM BIJIBLHO IMEPEMIIyBaTHCS Yy MPOCTOpl 0e3 pi3KUX 0OMeKeHb

a00 OJIOKYBaHHS PyXY.

update( deltaTime) {
foreach ( boid in boids) {
teleportToOppositeBorderT#0utside(boid. transform, boid(Hfset);

}
teleportToOppositeBorderTf0utside(predator. transform, predator(dfset);

teleport ToOppositeBorderIf0utside(Transform transform, offset) {
position = transform.position;
if (position.x + offset < bottomlLeft.x) {
transform.position = \ or3(topRight.x, position.y, position.z);
} else if (position.x — offse ight.x) {
transform.position = Viac 3(bottomleft.x, position.y, pesition.z);
1
if (position.y + offset = buttnlLeFt y) 1
transform.position = 3(position.x, topRight.y, positien.z);
} else if (position.y — off f > topRight.y) {
transform.position = \ 3(position.x, bottomLeft.y, position.z);

Pucynok 3.24 — Metonu update Ta teleportToOppositeBorderIfOutside

Ile 0co0aIMBO KOPHUCHO JJI BEIUKHX 3rPallHUX CHUCTEM, 1€ areHTH MOXYThb
MOKUJATH MEXI €KpaHy, aje MaroTh 3aJUIIATHCS Y BI3yaJbHOMY IO IS
CIIOCTEpPEXKEHHS 3a iXHBOIO MoBeAiHkow. Kmac BorderSystem uiTko 3aiimMaeTbcs
BUKJIFOYHO KOHTPOJIEM 32 MEXKaMHU CIICHU, HE BIUIMBAIOYM HA PyX ab0 B3aEMOJIiIO
00i11B. 3aBASKH [IbOMY BiH JIETKO 1HTEIPYETHCS 3 THITUMU CUCTEMaMU CUMYJIAIIII,
TakuMu ik MovementSystem Ta EvasionSystem.

Hani knac DragSystem BianoBigae 3a MOJeIOBaHHS €(PEKTy rajbMyBaHHS

(drag) nis uneniB 3rpai, MO IMITY€ TIOCTYIOBE 3MEHIIICHHS! MIBUAKOCTI 00'€KTIB Y



56

cepeoBHIIi. 1oro OCHOBHUMHI KOMITOHEHTAMH € CITHCOK 00 €KTiB - boids, nepeani
yepe3 KOHCTPYKTOp IS IOCTYIy JI0 TapaMeTpa raabMyBaHHs (dragDeceleration).
Meton update(float deltaTime) BHKIHMKAeTbCS KOXKEH Kaap Ta BIJMOBIIAE 3a
3MEHIIEHHS MIBUAKOCTI KOKHOTO areHTy BIAMOBIIHO 10 MapaMeTpa yHOBUIbHEHHS
(deceleration), sxuii po3paxoByeThCs K A00yTOK 3HadyeHHs dragDeceleration Ha

deltaTime.

System.Collections.Generic;
Game5Scene.Settings;

Systems {
: System {
boids;

predator;
ngs settings;

ttings settings) {

.predator = predator;
.settings = settings;

update( deltaTime) {

deceleration = settings.dragDeceleration * daltaTima;
foreach ( boid in boids) {

boid.speed —= deceleration;

if (boid.speed < 8) boid.speed = 8;
}
predator.speed —= deceleration;
if (predator.speed < 8) predator.speed = 8;

Pucynok 3.24 — Knac DragSystem

JUiss KOYKHOTO areHTa MepeBIPSEThCS, UM HOT0 MIBUAKICTH HE OITyCTHJIACS
HIKYE HYJs, o0 3amoOIirTd pyxy Yy 3BOPOTHOMY HamNpsMKy a00 HEKOPEKTHUM
3HAYEHHAM IIBUAKOCTI. SKIIO MBUAKICTh CTA€ MEHILOKO 3a HyJIb, BOHA TPUMYCOBO
BCTAHOBIIOETHCS Ha HYJIb (boid.speed = 0)

JlaHuii Kj1ac 30cepeKeHUN BUKJIFOYHO Ha 3HUKEHHI IBUAKOCTI 00'€KTIB 1 HE
BTpPYYaeThcs y iXHIM pyx abo B3aeMoAil0 3 IHIIUMHU areHTamMHu. BukopucTaHHs
napametpa deltaTime mo3Bossie 3poOUTH CUMYIISIIIIIO HE3aJEKHOIO Bl 4aCTOTH
KaJIpiB, 3a0e31euyoun cTadlIbHE YIIOBUIBHEHHS K MPU BUCOKIN, TaK 1 MPU HU3bKIN
YacTOTI OHOBJICHHSI CLICHHU.

Jlist 30epiraHHsl HaJAITYBaHb SIKI MPUCYTHI Y BUIE PO3IJIIHYTHX KJlacax,

BUKOPUCTOBYEThCS HAacTynHUi kiac GameSettings. BiH BUKOpUCTOBYETHCS ISt



S7

IEHTPATI30BAHOTO YIPABIIHHSA MapaMeTpaMu CIIEHH, 10 POOUTH HOTO KIFOYOBUM
€JIEMEHTOM Yy cHucTeMl KoHTpoiro cumytsmii. Kmac € cepiamizoBaHum
([Serializable]), o mo3Bomsie Unity 30epiraTu ioro 3HaueHHs y (aiiaax 30epekeHb
a00 KOH(}ITYypallisX CIIeH, a TAKOXK BimoOpaxaTH ix y pegakropi Unity 1j1s 3pydHOTO

HaJIallTYBAHHA.

e GameScene.Settings {

ble]

GameSettings {
L showMousePosition;
showViewAreas;

L showBoidForces;

t gameSpeed;

dragDeceleration;

boidSettings = Q;
predatorSettings = new();
s boidControlSettings = new();

: gs defaultSettings;
L] settingsPanelEnabled;
ic Rect worldRect;

ameSe

Pucynok 3.25 — Kitac GameSettings

Cepen OCHOBHHMX IIOJIB Kiacy MokHa Bualautd showMousePosition,
showViewAreas 1 showBoidForces — e OyneBi mpamnopii, siki KOHTPOJIOIOTh
€JIEMEHTH HaJIaro/KeHHs CIIeHH. BOHU 03BOMISIOTH Bi3yasli3yBaTH TaKi €JIEMEHTH,
SK TIOTOYHE TOJIOKEHHS MHIII, 00JIacTi OTJIsAy OOiIiB Ta CHIIM, IO BIUIMBAIOThH HA
iXHIO MoBeIHKY. Lle 0co0IMBO KOPUCHO AJIsl IEPEBIPKU POOOTH CUMYJIALIIT Mif Yac
PO3POOKH.

ITone gameSpeed KOHTpOJIOE MIBHAKICTh CHUMYJIAILIL, J103BOJISIIOUU
KOPUCTYBAu€Bl PETyJIIOBAaTH, HACKUIbKHM IIBUAKO OHOBIIOETHCSA (Di3MYHA MOJIETb.
[Tapametp dragDeceleration Bu3Hauae piBeHb YIOBIIRHEHHS PYXy arcHTIB 4epes
OTip CepeIOBHUIIIA, IO 3aCTOCOBYEThCA y Kiaclt DragSystem. [[st 30epiransst OUTbII
cnenuiyHUX TapaMeTpiB BUKOPUCTOBYIOTHCS BKJIafeHI 00'ektu boidSettings,
predatorSettings Ta boidControlSettings, ko)keH 13 SKUX BIATOBiTaE 3a
HaJaITyBaHHS BIAMOBIAHUX KOMIIOHEHTIB CUMYJISAIIT: OO1iB, XU)KaKiB Ta B3a€MO/I1i

3 KOPUCTYBaYeM.
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[Tone defaultSettings mo3Hauene atpubyrom [NonSerialized], mo o3Hagae,
mo BOHO He Oyne 30epexxene Yy (¢ainax koHgirypamii Unity. Bono
BUKOPHUCTOBYEThCS JUIsi 30epiraHHs CTaHAAPTHUX 3HA4YCHb HaJAIITyBaHb, SKi
MOXYTh OyTH BIJHOBIEHI 3a Jgomomororo meroay reset(). Lle more 3abesmeuye
3pyYHUN MEXaHi3M MOBEPHEHHS 0 TTOYaTKOBUX 3HAYCHH ITapaMeTpiB, 30epiraroun
opuriHanpHi  KoH(irypamii. Amnanoriuno, settingsPanelEnabled Takox He
cepiaizy€eTbCsl 1 BAKOPUCTOBYETHCS JIJIsl YIIPABIIIHHS CTAHOM IaHEeJl HaJlallTyBaHb

11 9ac POOOTH CUMYJISAIIIT.

reset() {
if (defaultSettin
Log .warn{ "Gal ngs cannot t settings: defaultSettings
return;

}

showMousePosition = defaultSettings.showMousePosition;
showViewAreas = defaultSettings.showViewAreas;
showBoidForces = defaultSettings. showBoidForces;

gameSpeed = defaultSettings.gameSpeed;

dragDeceleration = defaultSettings.dragDeceleration;

boidSettings.reset(defaultSettings.boidSettings);
predatorSettings.reset(defaultSettings.predatorSettings);
boidControlSettings.reset(defaultSettings.boidControlSettings);

Pucynoxk 3.26 — Merop reset

Meron reset () BUKOHye CKHJaHHS Bcix mapamerpiB GameSettings 10
3HaueHb, 30epexxeHux y defaultSettings. fxmo 3Hauenns defaultSettings He
BctaHoBieHo (null), BuBoauThcst momnepemkeHHs y jor (Log.warn). B iHmomy
BUIMAJKY, BCl [apaMeTpH, BKJIOYalOuM BKiageHi o00'ektu  boidSettings,
predatorSettings Ta boidControlSettings, ckuaatoThcs 10 CTaHIAPTHUX 3HAUCHD. Lle
poOUTH METOJI O0COOJMBO KOPUCHHUM JIsi TECTYBaHHS Ta TIOBEPHEHHS CIIEHU JI0
MOYAaTKOBOT'O CTaHy MICJsS 3MiH Y HaJallITyBaHHSX.

Takum ywmHoM, GameSettings € 3pydyHHM €JIEMEHTOM [JIsl YIPaBIiHHS
CUCTEMHUMU TIapaMeTpaMH, iX 30€pEeKEeHHS Ta BiIHOBJICHHS HAAIITYBaHb B 1HIIIAX

CTPYKTypa MpPOEKTY.
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HactynHuum etanom po3poOku € HanamtyBaHHs cueHd B Unity. [Inst po6otu
aITOPUTMY BUKOPHCTOBYETHCS TaK 3BaHUI 00’ €KT KOHTPOJIEp, 1110 Ma€ BCi OCHOBHI

CKPUIITH JIJI1 CTBOPEHHS Ta BiI0OpaskeHHs 3rpai (puc. 3.27):

@ v Controllers
- Tag Untagged

Transform

n v Game Controller (Script)

n v System Manager (Script)

Pre EEL @ Predator

n v Boid Factory (Script)
Asset Labels

Pucynok 3.27 — O0’€KT KOHTpOJIEp CLIEHU

Kpim 00’ekTy KOHTposiepa TakKoX HOTPIOHO CTBOPUTH IIAOJOH IS
B1JI0OpaXkeHHA oKkpeMoro o0’ekty 3rpai B Unity ajii LbOro BHKOPUCTOBYETHCS
Prefab. Prefab (mpeda6) y Unity — me maGnoHHul 00'€KT, SAKUW HO3BOJISE
30epiraTv, BIATBOPIOBATM Ta BUKOPUCTOBYBATH TOTOBI OO0'€KTH CLIEHH 3 ycCiMa
iXHIMA KOMITIOHEHTaMH, HaJaIlITYBaHHSIMHU Ta BKJIageHUMU o0'ektamu. Prefab
BUKOPHUCTOBYIOTHCS /ISl CTBOPEHHS TIOBTOPIOBAHUX 00'€KTIB y CIICHAX.

Jliist BigoOpaskeHHsI cTai BAKOPUCTOBYEThCS 11adsioH Boid:
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0 Inspector
g ~ Boid
- Tag Untagged ¥ Layer Default

A Transform

[&] v Sprite Renderer

Sprite IsIbird_te:

Open Sprite Editor

Default
0

Ma Default

Pucynox 3.28 — [llabnon Boid

3.4 TecTtyBaHHS IIPOEKTY

ETan tectyBaHHS anropuTMy € KPUTHYHO BaXIUBOIO (a30i0 po3poOKH, sSKa
CIpsIMOBaHa Ha MEPEBIPKY KOPEKTHOCTI POOOTH CUCTEMU, BUSIBICHHS MOMKIMBUX
MOMMWJIOK Ta OI[IHKY BIJIMOBITHOCTI &JITOPUTMY BU3HAYEHUM BUMOTaM.

JUist moyaTky HOTpPIOHO TMEpPEBIPUTH BCl O0’€KTH CLIEHH, YU MalTh BOHI
NOTPIOHI MPUKPITJIEH] 00’ €KTU Ta MapaMeTPy Ha OCHOBI SAKUX IMPALIOE aJrOPUTM.

Jani moTpi6HO 3aBaHTaXHUTH clieHy B Unity:

Pucynok 3.29 — KHornka 3aBaHTa)KE€HHSI CLIEHU

Jlami kopucTyBay Micisl 3aBaHTAXKEHHSI MOBUHEH CIIOCTEPIraTH, CTBOPEHHS

3rpai nTaxiB Ha CIICHI:
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Pucynox 3.30 — PoGota anroputmy cumyJisii 3rpai

KopuctyBau crnoctepirae sk KOPEKTHO BiITBOPIOETHCS 3Tpas, 3a pPaxyHOK
MPUHITUIIB YTPUMAaHHS B CTal 00’ €KTIB, Ta OI[IHKA B peajlbHOMY 4acl BiICTaHb Mk
CYCIIHIMHU YJI€HaMU 3Tpai, 10 T03BOJIsTE€ 00’ €KTaM HE HAIITOBXYBATHCS OJWH Ha
OJIVH.

[lin yac poboTHU anropuTMy, KOPUCTyBad MOXKE MPUOIU3UTH Kamepy, 1100

CIIOCTEpIraTH JIMIIE OKpPEMY AUISIHKY Tipoctopy (puc. 3.31):

Pucynok 3.31 — HabnuxeHHs: kKamepH CIieH!
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k1o noTpiOHO, KOPUCTYBAU TAKOXK MOKE BIAJIAIUTU CIEHY, JI OUIBIIOTO

OrJIsIAy 3rpai:

Pucynox 3.32 — BigmaneHnHs kamepu Bij CIICHH

Jlani xopucTyBad MOXe 301IBIINTH KITBKICTh 3rpal 3a paxXyHOK 301IbIIECHHS

napameTpy BoidAreaFactor:

0 v System Manager (Script)

Pucynox 3.33 — 361s1bI1eHHS KUTBKOCTI 3rpaii Ha CIeH1

[Ticnst 3aBaHTa)XXEHHST KOPUCTYBay TMOBUHEH OauuTH OUIBIIY KIJIBKICTh

eJIEMEHTIB:
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Pucynok 3.34 — 30isbI11eHa KIJTBKICTD CTail

3aBAsSKA IIUM JIisIM MO>KHA OUIBII JETAJbHO 1 HA0YHO CHOCTEpIraTH, SIKUM
YUHOM 30UTBIITY€THCSI YHCENBHICTh 3Tpail y Mpoleci CUMYJIALIl, SK OKpeMi TPpymu
areHTIB TMOCTYIOBO 3JIUBAIOTHCA OJIHA 3 OJIHOIO, YTBOPIOIOUM ORI MacHITaOHI
CTpykTypHu. lle m03BOJIIE TPOCTEKUTH 3aKOHOMIPHOCTI 3TpaiiHOI TOBEMIHKH,
30KkpeMa e(eKT camMoopraHizallii, KOJM areHTH CIIIyIOTh 3aJaHuM IpaBHJIaM
BUPIBHIOBAHHS, YTPUMAaHHS Pa30M Ta YHUKHEHHS 31TKHEHb. BaXXIIMBUM elleMEHTOM
CIIOCTEPEIKEHHS € Te, K 3rpaifHi CTPYKTYpH PearyroTh Ha 30BHIIIHI TOIpa3HUKH,
30KpeMa YepBOHOTO TTaxa, KK BUKOHYE pOJIb XIKaka. ATpecMBHAa B3a€MOJIis
IOro O0'€KTa 3MYIIYE areHTIB 3MIHIOBaTH CBOi TPAEKTOPii, JEMOHCTPYIOUU
MEXaHI3MH YHUKHEHHs 3arpo3u Ta nepedy/IoBY MOBEIIHKHM 3rpai y BIANOBIIb Ha
noTeHIiitHy HeOe3neky. lle cnpusie rmmOIoMy po3yMiHHIO TOTO, SIK ajJTOPUTM
00po0bisie ckmaaHi creHapii B3aeMojii B peaJbHOMY dYaci, 1 HA0YHO JEMOHCTPYE

e(eKTUBHICTh 3aCTOCOBAHUX MPABUII CUMYJISIIII.

3.5 BUCHOBOK /10 TPETHOTO PO3/ILITY

VY TpeThoMy pPO3AiIl OyJI0O po3poOJICHO Ta JETadbHO OIMKCAHO AJITOPUTM
CUMYJIAIi 3rpailHOi TOBEMIHKH, IO TPYHTYETbCA Ha KIACHYHUX MPHHIIMIIAX
BUPIBHIOBAHHS, YTPUMaHHS Pa30M Ta YHUKHEHHS 3ITKHEHb. ByJl0 BHKOpHCTaHO

apxitektypHuit miaxigx Entity Component System (ECS), skuit 3a0e3nedun
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MOJIyJIbHICTb, THYUKICTh 1 BUCOKY MPOAYKTHUBHICTb MPU 0OPOOIIl BEIUKOI KITBKOCTI
areHTIB y peaJlbHOMY Yaci.

Anroput™m Oyno peanizoBaHo B cepeaoBuinl Unity 3 BHUKOPUCTaHHSM
KOMIIOHEHTHOI apXITeKTypH, sika BKJIO4ae migcuctemu Systems, Controller ta
Settings, kokHa 3 SIKUX BIAIOBIIA€ 32 OKPEMi aCIEKTH CUMYJIALIT: 0OpPOOKY JIOTIiKH
MOBEIHKHA areHTIB, KOOPJAWHAIIIIO CUMYJIALI] Ta YIPaBIiHHS apaMeTpaMu CIICHHU.
OcoOnuBy yBary OyJl0 TMPUAUICHO ONTHUMI3Alli aJropuTMy 3a PpPaxyHOK
BUKOpPUCTAaHHSA 0araronoTokoBoi OOpOOKM Ta 3HIKEHHS HaBaHTaKCHHS Ha
IPOIIECOp, IO TO3BOJISIE MOJEIIOBATH TMOBEAIHKY BEJIMKHX 3rpail 0e3 CyTTeBHX
BTpaT MPOYKTUBHOCTI.

Byno Takox peani3zoBaHO (PYHKIIIOHAIBHICTh MacIITaOyBaHHS KUIbKOCTI
areHTIB, IHTEPAKTUBHY 3MIHY MapaMeTpiB CUMYJISLII Ta MIATPUMKY Bizyanizauii B
peanbHOMY yaci. KpiM 6a30BHX mpaBuJI 3rpaiftHOI MOBEIHKH, AJITOPUTM MIATPUMYE
CUMYJISILIIIO PEAKI[ii areHTIB Ha 3arpo3H, TAKUX SIK XMKAaK, 1110 I0Ja€ PEaTiCTUYHOCTI
Ta J03BOJISIE MOJICJIIOBATH CKJIQIHIIII CIIEHapii MOBEIIHKHU.

Cepen KIIIOYOBHUX JOCATHEHb MOXKHA BII3HAUNTH:

e Peanizanito MOJIYJIbHOI apXITEKTypH, IO CIPOLIY€ PO3LIMPEHHS Ta
00CITyroByBaHHS KO .

e MOXIUBICT, JMHAMIYHOTO HaJAIITYBaHHS MapamMeTpiB  4Yepe3
KOH(Dirypamiitnuii gaiin.

e Bucoky NpoIyKTUBHICTh aJITOPUTMY 3aBIsKH BUKOpHcTaHHiO ECS Ta
ONTUMI30BaHUX OOUYHCIICHbD.

e BisyanpHe mpencTaBieHHs KIIOUOBUX TapaMETPIB CUMYJISIIIT, TAKUX K
00J1acT1 OrJIsIAY, HAIPSIMKH PYXY Ta BIACTaH1 MK areéHTaMu.

TecryBanHss aiaropuTMy TOKa3alo CTaOUIBHICTE POOOTH, KOPEKTHE
BIITBOPEHHSI TPHUHIMIIB 3rpailHOT MOBEAIHKA Ta MOXJIMBICTH Bi3yasi3allii

MOBEJIIHKY BEJIMKUX TPYIl areHTIB Y peajlbHOMY 4Yaci.
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BMCHOBOK

VY mporeci BUKOHaHHS KBamidikaiiiHoi poOotn Ha Temy «Po3pobOka Ta
mporpaMHa peajizallis aJrOpUTMy CUMYJIALIL 3rpaitHoi moBeainku B Unity» Oymo
MPOBEICHO KOMIUJIEKCHE JOCIHIKEHHS METO/IB MOJICTIOBAHHS KOJEKTUBHOT
MOBEIHKH areHTIiB Ta PO3POOJICHO MTPOTpaMHUH aJTOPUTM TSI peajtizarii CHMY TSI
3rpaifHoi moBeniHku y cepenoBuili Unity. JlocimikeHHsT BKIIOYAIO TEOPETUYHUN
aHajl3 MIAXOMIB JO0 CHUMYJIALII 3rpailHOI TMOBEAIHKH, OOIPYHTYBaHHS BHOOPY
METO/I1B, PAKTHUHY PO3POOKY MPOTrPaMHOTO 3a0€3MEUCHHS Ta IOr0 TECTYBaHHS.

OCHOBHUMHU 3aBAaHHSIMU, BUPIIMICHUMH B paMKaXx JIOCIII>)KEHHS, CTaJIH:

1. AHani3 ICHYIOYMX QITOPUTMIB MOJIEIIOBAHHS 3rpailHOI MOBEAIHKH,
30kpema ainroputMmy Boids, poto wactunok (PSO) Ta kiIITHHHUX aBTOMATiB, 13
JIETATLHUM OIKMCOM MPUHITUIIIB BUPIBHIOBAHHS, KOT€311 Ta YHUKHEHHS 31TKHEHb.

2. OOGrpyntyBanHss BuOOpy anroputMmy Boids sk ocHoBH st
MOJIETIIOBAaHHS 3rpaiiHOI MOBEAIHKU 3 OIJIAly Ha HOro mpocToTy, e(eKTUBHICTb Ta
MOIIUPEHE BUKOPUCTAHHS Y KOMI'FOTEPHUX CUMYJISIIISX.

3. Po3poOka anroputMmy cCUMYJISILII 3rpailHOI TOBEAIHKH 3 YpaxyBaHHIM
0a3oBux mpaBuia Boids Ta xkoMroHeHTHO-opieHTOBaHOI apxiTekTypu Unity (ECS)
JUTSL TIABUILEHHS MPOAYKTUBHOCTI Ta 3PYYHOCTI YNPAaBIIHHS BETUKOI KUIBKICTIO
areHTIB.

4, [Iporpamua peamnizariss aiaroputmy y cepenoBuni Unity 3
BUKOPUCTAaHHAM MOBH MporpamyBaHHs C#, 10 nependadaia po3poOKy CHUCTEMHU
YOpPaBJIIHHS areHTaMu, KOHTpoJiepa Ta CUCTEMH HaJallTyBaHb [JIsl YNPaBIiHHA
napameTpaMH CUMYJISLII.

S. TecTyBaHHSI POrpamMHOr0 MPOAYKTY ISl TIEPEBIPKU BIJAMOBITHOCTI
GbyHKIIOHATPHUM Ta HE(QYHKIIOHAJTFHUM BUMOTaM, BKIIOYAOUM CTaOUIBHICTH
po6OTH, TPOTYKTUBHICTH OOPOOJICHHS BEIMKOI KIJIBKOCTI areHTIB y peaJbHOMY Yaci
Ta Bi3yaJbHY pPEaJiCTUUHICTb.

VY mporieci nociimkeHHs 0yio 3/11iCHEHO OPIBHSIIBHUN aHaI3 IPOTpaMHUX

cepenopu] Unity Ta Godot st po3pobku cumysisiiid. Bu6ip Unity oGrpyHTOBaHO
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HOTO PO3IMIMPEHUMU MOXJIMBOCTSIMH JIJII CTBOPEHHS IHTEPAKTUBHUX CHUMYJISIIIH,
niaTpumMkoro C#, KOMIIOHEHTHO-OPIEHTOBAHOIO apXITEKTYpOK Ta 3JaTHICTIO
00pOoOJISITH BEHKI OOCITH JJaHUX Y peaIbHOMY Yaci.

Oco6muBy yBary OyJi0 MPUIITICHO CTPYKTYpl MPOCKTY, SKa peasli3oBaHa Y
BUTJISI/Il TPhOX OCHOBHMX KOMITOHEHTIB: Systems, Controller, Settings. Takuit miaxiz
3a0e3neyye  MOIYJBHICTh, JIETKICTh Yy MIATPUMII  KOIY, MOXKIIUBICTh
MaciTaOyBaHHS Ta e(DEKTUBHE YIPABIIHHS IMapaMeTpaMu CUMYIISAIIIT.

VY nmporeci BUKOHAaHHS poOoTu Oyno chopMysIbOBaHO Taki BUMOTH 0O
IPOrpaMHOTo 3a0e3MeUeHHS:

. OyHKIIOHAIBHI BAMOTH — HMIATPUMKA CUMYJIALIIT 3TpaifHOT TOBEIIHKY B
peanbHOMY 4Yaci, JOTPUMAHHS MPUHLMUIIB BUPIBHIOBAHHS, KOTe3li Ta YHUKHEHHS
3ITKHEHb,  MOXJIMBICTb  HAJAIITYBaHHS  MapaMeTpiB  CHUMYJILIL  yepe3
KOH(DIrypatiitHuii ¢aiin.

. HedyHkiioHabH1 BUMOTH — cTa0lIbHA MTPOYKTUBHICTh MPU 00pOOII1
BEJIMKOT KIJILKOCT1 areHTiB, ONTUMI3allisl BAKOPUCTAaHHS anapaTHux pecypcis (CPU,
GPU), cyMmicHICTp 13 BEJIIMKUMHU CIIEHAMHU Ta CTaOUIbHICTH pOOOTH MPOTrPamMHOro
MPOIYKTY.

Po3pobiiennii anropuT™ yCIinHo TPOUIIOB TeCTyBaHHA y cepenoBuiii Unity,
MPOJIEMOHCTPYBABIIM  3/IaTHICTh 0 €(QEKTUBHOTO MOJCIIOBAHHS CKJIQJIHHUX
CIIEHapiiB 3rpailHOi MOBEIIHKU areHTiB. Pe3ynbTatel MOCHIKEHHS MOXYTh OyTH
3aCTOCOBaHI1 JUIsl CTBOPEHHS B1JI€OITOp, CUMYJIALIN y chepl KOMIT'IoTepHOT rpadikw,
aHiMallii, pOOOTOTEXHIKM Ta HAYKOBHX EKCIHEPUMEHTIB 13 MOJEIIOBAHHAM
KOJICKTUBHOI MTOBEIIHKH.

TakuM 4YWHOM, TIOCTaBJIGHa MeETa IOJO0 PO3POOKH aITOPUTMY CHMYJISIT
3rpaifHoi moBeaiHku y cepenoBuii Unity Oyna gocarayTa, a OTpuMaHi pe3yiabTaTH
MOXYTh OYTH BHUKOPHCTaHI SK OCHOBA JJisi TONMAJBIIMX JOCHIKEHb Yy cdepi

MOJIEJTFOBAHHS CKJIAAHUX CUCTEM Ta KOJEKTUBHOI TOBEIIHKHU ar€HTIB.
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