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ABSTRACT

Zhelezniak B. Y. Research and software implementation of step-by-
step strategic game visualization system. 123 Computer Engineering. Central
Ukrainian National Technical University. Kropyvnytskyi 2021.

In this final qualifying work for the second (master's) level of higher
education, the task is to research and develop software for a step-by-step strategy
game visualization system that allows two or more players to participate in battle
and gives the opportunity to enjoy fighting with artificial intelligence.

A set of actions on the process of software design and development was
implemented in the work. The problem of strengthening the objective component
in the process of choosing a framework, in particular the computer visualization
system when creating a software architecture, 1s considered.

The main types and characteristics of existing turn-based strategy games
were considered and the game, which is based on a random number generator, was
analyzed.

As a result, a method of choosing a visualization system is proposed, which
is based on the analysis of tasks to the visualization system with the derivation of
requirements for the constructed image. The applicability of multicriteria
optimization for the separation of applicable visualization systems and the
selection of the best of them is shown.

The total volume of the work is 115 pages, 27 figures, 67 bibliographic
titles.

Keywords: design, software, decision making, computer visualization
system, step-by-step strategy, graphic engine, units, buffs, hexes, hexagonal global

map, shaders, prefabs, perks.
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BCTYII

Ha cborojiiHi HEMOXJIMBO YSIBUTH MOBCSAKICHHE XUTTA 0€3 MOCTIHHOIrO
nputoky iHQopmariii. Jlis 3amoBOieHHA MOCTIMHOI mnoTtpedu B 1HGOpMalii
BUKOPHUCTOBYIOTh TaKl Cy4YacHi 3aco0M MyJbTHME[la SK: TEKCTOBa 1HQOpMaIlis,
Tene0adyeHHs, IHTEPHET, Ta 1HIIIE.

MynbTuMenia — 11e KOMOIHYBaHHS PI3HOMAaHITHUX (GOPM TIpeACTaBICHHS
iHdopMallii Ha ogHOMY Hocli. Hanmpukiaa, TeKCTOBOMY aHIMaIIiHOMY, Ipa(idHOMY.
[loainsieThes ke MyIbTUME/I1a HA JIIHIAHY Ta HETIHIAHY.[1]

Jlo niHIiHOTO Croco0y MOXKHAa BIAHECTH Neperyisii iHdopMalii 3 pi3HUX
JDKEpeNl, Ha SIKI MU HE MOXEMO BIUIMHYTH, HAMpUKIAA, OPU MEeperisil KiHO.
Jronuna, mo nepernsnae kiHo (1HGOpMaIi), HE MOXKE XKOJJHUM YUHOM BIUIMHYTH
Ha HOTro 3MICT, 3BICHO SIKIIIO 1I€ HE € IHTEPAKTUBHUM KIHOM, 1110 HAJIa€ MOKJIUBICTD
BIUIMBATH Ha CIOXET, XO04a HACIMpaBll MU HE BIUIMBAE HA TAKE KIHO B I[LIOMY, a
BIUTUBAEMO JIMIIIE HAa CBIM Mepersisi, OOHpardyd MK JSKiIbKOMa BapiaHTaMu
MPOJOBKEHHS, MU HE MOXEMO B HHUX B OyIb KU Yac 3MIHUTH TOJOKEHHS
MpeaMeTIB a00 MEPCOHAXKA B KIHO TaK SIK MM 3BUKJIM MPHU MPOXOJKEHHI 1rop, TOMY
TaKe KiHO BCE K TaKW CTOITh BITHOCUTH JI0 JIHIMHOTO CIIoco0y mojaHHs iHdopMairii,
a HE 0 HEJIHINHOTO.

Heniniitauii xe cnocid monae iHdopmariito Tak, o0 KOpUcTyBad Mir Opatu
ydqacTb y TiomanHi iHdopmallii, B3aeMoAilo4l 13 3aco0aMu  BigoOpaKeHHS
MyJIbTUMENIa. ['apHUM TPHKIAZOM MOXYTh CJIYyTryBaTH KOMITIOTEpHI irpH, sKi
J03BOJISIOTH KOPUCTYBAaUy B3aEMOJIII0U1 31 CBITOM I'pH, 3MIHIOBATH HOTO.

Baprto Bim3HauuTH, 10 OCOOJHMBO B KOMIT FOTEPHHUX irpax CIOCIO IMOJaHHS
1H(opMaIIii TOCUTh CHIIBHO 3aJICKHUTh BiJl METOIIB MOOYI0BU 300paskeHHs, caMe Bi
HUX 3aJICKUTh, SK KOPUCTYBau OyJIe «IOTPYKaTUCS» B CBIT TPH.

Ha crorogni icHye Oarato MeToAiB MOOYIO0BHM IHUGPOBOTO 300paKeHHS

(pactepizallii) 3 TEOMETPUYHOIO 3aBJaHHS OO0 €KTIB CIIEHHM, BJIACTUBOCTEH

APK.
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MOBEPXOHb ITUX 00’ €KTIB Ta MapaMeTpiB OCBITJIICHHS B CIIeHI. TaKoX CIOJM BXOIATH 1
3acoO0M CTBOPEHHSI CIIEH 3 BpaXyBaHHSIM pacTpPOBUX MIA0JOHIB IU(POBOTO
300paxkeHHs (TekcTyp). Bci mi MeTonm € BIAMIHHMMH TIO SKOCTI CTBOPCHHS
300paXE€HHS MO KPHUTEPIAM CTaOLIBLHOCTI, PEaJiCTUYHOCTI, MPABUIBHOCTI a TaKOX
MarOTh KOJOCaJbHI BIIMIHHOCTI B 4aci CTBOPEHHSI OKPEMOT0 KaJpy MudPOBOI CIICHH.
Bce nie 6e3yMOBHO BIUTMBa€ Ha MIBUAKICTh Ta SKICTh MOOYAOBAaHOIO 300pa’KeHHS, 1
pI3HOMAHITTA 3aco0iB Ta HaJAIITYyBaHb CHCTEM Bi3yaiizalli NpPU3BOAUTH O
YCKJIaJJTHEHHSI TPOlleCy BU3HAYEHHS 3ac001B 1 HaNAIITYBaHHA CUCTEMH BI3yalli3allii
JUTSI BUPIIIIEHHS KOHKPETHHUX 3a]1a4.

B pesynbrari MmaemMo 00’€KTHUBHE MPOTUPIYYS, KOJU 3 OAHOTO OOKY MAaeMO
BEJIMKY KUIBKICTh KOMIT'IOTEPHHUX CHUCTEM Bi3yalli3alii, a 3 IHIIOro € morpeda B
IIBUJIKOMY Ta TMPaBWIBHOMY BHOOPY KOHKPETHOI CHCTEMHU Bi3yanizaulii 3
BpaxXyBaHHSM BHMOTI IO J0 Bi3yajizallii Jjisi BUPIIMICHHS KOHKpeTHUX 3aaad. [{ms
BUPIIICHHS BU3HAYEHOT'O MPOTUPIUYsl OYJI0 TOCTABICHO O/IHI€T 3 METH MariCTepCchKoi
po0oTH, OOpaHHS CUCTEMHU KOMIT IOTEPHOI Bi3yauli3allii, 10 3a0BUILHUTh OCHOBHUM
noTpedam AJisi CTBOPEHHSI KOMIT' FOTEPHOT TpH.

Komm’torepni irpu HaOysu HeOyBaioi MOMYJNSPHOCTI Ta PI3HOMAHITTS 3a
octanHi poku. Kommm’'ioTepHi irpu HAcTUIbKH OaratorpaHHi, IO OXOIUTIOIOTH HE
mumie cdepy posmar, ane i chepy po3BUTKY Ta ocBiTH. OcoONMBOrO BHU3HAHHA Ta
3aIliKaBIEHOCTI 3acCIyroBYIOTH CTpATeTiyHl Irpu, WIO0 PO3BUBAIOTH JIIOAMHY.
HaiixapakTepHimuM MiKaHPOM CTPATETIYHUX Irop MOXKHA BIHECTH IMOKPOBOBI
CTpaTerivyHi irpH, 3aBJAsAKMA SKUM MOXXKHA HE TUIbKH TJIAaBHO PO3BUBATH CTpaTeTiuHE
MUCJICHHS, aJIe€ i HACOJIOKYBATUCS MOTPAYCHUM YaCOM.

Mertoro naHoi poOGOTHM € 30ip TEOPETHYHUX BIIOMOCTEH TMpO CydyacHi
KOMIT' FOTEPH1 ITpH, JKaHpH 1rop Ta IX TiHKaHPH, 30CEPEHKYIOYHM YyBary Ha
CTpaTeTiyHMX Irpax Ta iX TipKaHpaX, CTBOPUTH METOJ OOpaHHS CHCTEMU
KOMIT FOTEPHOT Bi3yasrizallii 3 BpaxyBaHHSIM BHMOT III0 O PO3B’sA3yBaHUX 3a/1a4 Ta 3a

JIOTIOMOTOI0 aHaJTi3y MOIYJISPHUX Irop, PO3POOHUTH apXIiTEKTypy T'PH.

APK.
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1 HPU3HAYEHHS TA OBJJACTbD BUKOPUCTAHHSA

Moero 3agadero mig yac poOOTH HAJ MariCTepChKOro JUILIOMHOIO POOOTOIO
Oyna po3poOKa MpOrpamMHOro 3a0e3MeYeHHS CHUCTEMM Bi3yali3allli MOKPOKOBOT
CTpaTeriuHoi IpH, IO J03BOJIsI€E OpaTH y4yacTh y OWUTBI IBOM Ta OUIbIlIE€ TpaBLsSM Ta

HaJla€ MOXJIUBICTh OTPUMYBATH 3a/I0BOJICHHS BiJ OOIB 31 IITYYHUM IHTEIEKTOM.

1.1 Ilpu3HaYeHHs CUCTEMU

Po3pobnena cucrema mpu3HaydeHa, MEpII 32 BCE, IS BUKOPHCTAHHS Y
pO3BUBANLHUX HUIAX. Ha MOrO mymMKy , Maibke KOKHA CTpaTeridyHa rpa, JO03BOJISE
KOPUCTYBau€Bl PO3BUBATA BMIHHS IIBUAKO 1 SIKICHO BHUKOHYBAaTH IIOCTaBIICHY
3ajauy, MpUMaTH ONTHMAJNIbHI PIIIEHHS B CKIIaJHUX T4 HETUIIOBUX CHUTYaIlisIX Ta
MOKpallyBaTH HABUYKH B PO3II3HAHHI Ta 3alamM’ sITOBYBaHH1 00’ €KTIB.

e B 1980-x pokax Oyio MOCTaBjieHO MUTAaHHSA TPO BIUIMB Bil€oirop Ha
ncuxiyne Ta ¢izionoriyHe 370pOB’S JIIOJWHUA B IIoMY. B Ti poku Oyna BusiBieHa
IrpoBa 3aJIEKHICTh, OCOOJMBO, VY JIT€H, BHACIIAOK HOBH3HM Ta HEKOPEKTHOIO
peryJIIOBaHHS 4Yacy, BiIBEIEHOTO Ha Bifeoirpu. Bnepiie npo mkoay Bigeoirop 0ymo
3asiBJICHO TICJs BUCTYMY MiHicTpa oxoponu 3n0poB's CIIIA Eseperra Kymna 9
aucronazga 1982 poky, KOMM BiH BKa3aB Ha 3QJICKHICTh JITEH BiJ KOMIT FOTEPHUX
irop.[2] 3a poku JOCHIKEHh OYyJIO BCTAHOBJCHO, IO HAIMIpHE 3aXOIUICHHS
BiJI€OIrpaMH Ta, 3r0JIOM, KOMIT FOTEPHUMU IrPaMH, MOXKE TIEPEPOCTATH Y XBOPOOIUBY
3QJIEIKHICTD, siIKa Mae€ K (Pi310I0T1UHI, TaK 1 eMOIIHHI CHMIITOMH.

Ha npoTuBary mkiijinBoMy BIUTMBY BiJICOIrOp Ta KOMIT IOTEPHHUX iIrop MOKHA
IIPOTUTIOCTABUTH HAOYHI MPUKIAAN, IO JAEMOHCTPYIOTh MO3UTUBHUM BIuuB. Tak,
BUKOPHUCTAHHS KOHTPOJEPIB, sKi mependadarTh aKTUBHY PYXOBY [isUJIBHICTS,
PO3BHBA€E PyXOBI HABUYKH, ITIJIBUIIYE MOTHBAIIIIO 0 3aHATH (HI3MYHUMHU BIIpaBaMH 1

noJinirye corianizaiiro. KpiMm Toro, HajaHi irpaMu MoJiefli JiSTIbHOCTI TPEHYIOTh Y
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JITEH BMIHHS IIYKaTH BUPINICHHA MpoOsieM, NpUMaTH ONTUMAaJbHI PIIICHHS,
MOJICTIIYIOTh CIHUIKYBAaHHA 3 OJHOJITKAMHU, PO3BUBAIOTh HABUYKH KOMAHIHOI
po0OTH, 3HIMAIOTH CTpec. SIK y AiTel, Tak 1y MIAJITKIB Ta JOPOCIUX, BIIEOIrpU Ta
KOMIT FOTEpH1 Irpy MOKPaIylOTh HABUYKU BITI3HaBaHHS OO'€KTIB Ta OPIEHTYBAaHHS B
pocTopi, poOoYy Mmam'siTh Ta yBary.

Bapto Big3HauMTH, 10 ICHYIOTh HE TUIBKM Irpu, SIKi OyJdM CTBOPEHHI 3
PO3BAXKAIBHOIO METOI0, a 11rpu  cyry0o HaB4aibHi. Hampukiaa, BUKOPUCTOBYIOUM
PI3HOIUIAHOBI ~ CUMYJISITOPU  MOKHAa  HABUMTHCS  KEPYBAHHIO  peaJbHUMHU
TpaHCIIOPTHUMHU 3aco0amu. PIBHMM 4YHMHOM, HaBuYalbHI I[PU JIONOMAralTh
OMaHyBaTH PI3HOMAHITHUMHU HayKaMH, Bill TyMaHITapHUX 0 TexHIYHuUX. Tomy, min
yac PpoO3poOKHM MPOrpaMHOTO 3a0€3MEUeHHS CHUCTeMHU Bizyali3alli MOKPOKOBOI
CTpaTeTiuHOi I'pU, S XOTIB PO3POOUTH CUCTEMY, 3aBASKM fAKIH MOXXHa Oyno O He
TUIBKM HACOJIOJKYBATUCS TPOIO, aji€ 1 HACUBHO HABYATHUCA.

Otrxe, mnporpamHe 3a0e3NedyeHHs CUCTEeMH Bi3yanii3allii MOKPOKOBOi
CTpaTeriyHoi rpy NPU3HAYEHE JI1 PO3BUTKY Ta HABUAHHIO KOPUCTYBAuiB, a caMme,
TPEHYBaHHIO HABUYOK CTPATETIYHOI'O0 MUCJICHHS B PI3HOMAHITHUX YMOBaX, AKICHOMY
pO3MONUTY HAasgBHUX pecypciB s 0OopoThOM 3 OMOHEHTOM (OMOHEHTAMH),

KOpEryBaHHIO Ta IPUCTOCYBAHHIO /10 MOTOYHOI CUTYaIIii.

1.2 O0s1acTh 3aCTOCYBAHHS

Ha Mot nymMKy, 0 coOMMBO JOIUIBHUM Oyje 3acTOCYBaTH 3alpOIIOHOBAHE
nporpamMHe 3a0e3nedeHHs IS JITeH, fAKi TUIbKM IOYMHAIOTh 3HAHOMHUTHCSA 3
cTpareriyHuMu irpamu. Lle MokHa CTBeppKyBaTH TOMY, IO B MOil I'pi HEMae
BI3yaJIbHOT JieMOHCTpaIlii 60MOBHX JIiii MIXK FOHITaAMH TPABI(IB, a € JIUIIC CTATUCTHUKH,
110 BigoOpakae ix mapaMmerpu. TakuMm 4YWHOM, JiTH, sKi 1€ HE TOTOBI JJISI BiJ KPUTOI
91 TPUKPHUTOI JIEMOHCTpAIlll arpeCUBHOTO CEPENIOBHUINA, HE MI3HAIOThH arpecii, ane

3MOXKYTb 3pOOUTH MEPITUI ICUXOJIOTTYHUA KPOK y CTPATETIUHOMY PO3BHUTKY.

APK.
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Jlns xpamnoi Bi3yanizailii CTpaTeriyHOro cepelioBHIlla, MHOKO Oylo oOpaHa
po3poOka came MOKPOKOBOi CTpaTeriyHoOi rpu, 00 KOPUCTYBay, SIKUU JUIIE
3HAHOMUTHCA 3 KaHPOM CTPATETi, MIT HE JIMIE Kpalle MiAroTyBaTUCsS 10 3MIH Ha
r100anpHIA KapTi Ta HACTYIMHOTO KPOKY CYNPOTHBHUKA Ta 1 BCTUTHYTH 3aCTOCYBaTH
CBO1 HABUYKH.

Bnacue rino0anbHa KapTa rpu € CIEHOK 000, 110 MOXE 3MIHIOBAaTHUCS 3a
JIOTIOMOTOI0 PYYHOTO peJaryBaHHs a0o0 IUIAXOM BCTAHOBIICHHS KOEMDIIEHTY
«IMOPOXKHUHY» TIPU ABTOMATHYHOMY CTBOPEHI KapTH, SKHH aBTOMAaTUYHO CTBOPIOE
MOpOXKHUHU. BapTo momepeanTH, 1Mo KOPUCTYBAYeBl, SIKUH peiaryBaTUME KapTy 3
BUKOPHUCTAHHSM MOPOXKHUH, MOTPIOHO OyTHU OCOOJIHMBO OOEPEKHUM, TOMY IO MOXKE
CTBOPHUTHCS CUTYaIllsl HEMOXKIHUBOCTI MTPOBEACHHS OOMOBUX JI1H.

Takox, ciif BiI3HAYUTH, IO 32 PAXYHOK PI3HUX «AIIHUKIB 3 Oadom» crae
MOXJIMBUM KapJWHAIbHO MOJU(]IKyBaTH CUTYyalll0 Ha I0Jl 0010, 1 THM CaMHM,
JIO3BOJIUTHU CPABLSAM IIBUAIIE HABYATUCA 1 aaNTyBATUCA JI0 PI3HOMAHITHUX 3MiH.

Binomo, 110 rpatouu B irpu, AITH MOKYTh TPEHYBAaTH BMIHHS IIIYKaTH
BUPIIICHHS PI3HOMAHITHUX, HETUMIOBUX MPOOIEM, IPUIMATH ONTHUMAIbHI PIICHHS
Ta TIACTPOIOBATHCS TiJ TIOTOYHY CHTyallifo. Irpu KOMaHIOK MOJETIIYIOTh
CHUIKYBaHHS 3 OJTHOJIITKAMH, PO3BUBAIOTh HABUYKH KOJIEKTUBHOI POOOTH Ta, Ha caM
nepe, irpyu JoToMaraloTh 3HSITH CTPeC.

Bapro mimkpecnuTH, 1O HAa AYMKY I€JaroriB Ta TICHUXOJOTIB Ta MOE€
pO3yMiHHS, 0OMEKEHE ITPOBEICHHS Yacy 3a PI3HOMaHITHUMH BiJieoirpaMu, 0COOIMBO
3a IrpaMu, M0 PO3BHBAIOTH 1HTEICKTYalIbHI BJIACTUBOCTI JUTHHU, HE € IIKIITUBUM
Croco0OM TIpOBENICHHS JO3BL/UIS, a HaBMAaKW, IEMOHCTPYE TMO3UTHBHUMN BIUIMB Ha
PO3BHTOK OCOOHUCTOCTI.

TaxuM dYMHOM, BHACHIZOK 3aCTOCYBAaHHA MO€I TpU, TPU HAIECIKHOMY
00OMEKEHHIO Yacy MPOBEJACHHS JIThbMHU 3a TPOIO Ta MPHU SKICHOMY KOHCYJIbTYBaHHI,
MOMJIMBO JIOCSTTH YCIIXY Y 3HSTTI IIKOAW BiJl CTpECy Ta IMOJETIICHH] CIUIKYBaHHS
MDK OJHOJIITKaMH. 3 JEIKUM 4acOM MOXHa OyJie CIIocTepiraTy 1 3HaYHe IMiIBUIIICHHS

HABUYOK 1HTYITUBHOT'O BUPIIIIEHHS MPOOJIEM.

APK.
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2. IIEPEI'JIAA AHAJIOTTYHUX ICHYIOYUX CUCTEM

2.1 Orasig iICHYIO4YHX CHCTEM, TEXHOJIOTiH, apXiTEKTYP TAa MPOrpaMHHUX
pilieHb NPU po3PoO0Ii MPOrpaMHOro 3ade3nevYeHHs: CHCTEMH BidyaJtizamii

IMOKPOKOBOI CTPATEriYHOI TPHU

OCHOBHOIO  XapaKTEPUCTUKOK MOKPOKOBUX CTPATETIUHUX IMOp €
JUCKPETHICTH irpoBOro npouecy. I'pa ckianaerbes 3 GIKCOBAaHUX Y Yacl MOMEHTIB
(«kpoKiB» a00 «XO[iB»), SIKI 3aBEpIIYIOThCS TUIBKM MO KOMAaHII rpaBlsl abo
aBTOMaTH4HO npu 3aBepiieHi O/l Bcix wieHiB koMaHau rpapis. [l yac mux xoaiB
rpaBelb pOOUTH CBOI Jii a00 NTUBUTHCS 32 XOJOM CyNpOTUBHUKA. BapTo mam’grartu,
10 CaM XiJI B pI3HUX Irpax € pisHUM . Hampukian, onquH XiJ MOXKE BIAMOBIIATH
MPOMIKKY y 0arato pokiB y irpOBOMY CBITI, 32 5Kl I'PaBEllb BCTUTAE BIIOPATUCA 3
MOAISIMUA B KOKHOMY MICTI IMIEPIi 1 BIIIATH HAKa3U COTHSIM BIMCHKOBUX 3arOHIB.

VY OUIBIIIOCTI MOKPOKOBUX CTPATET1l TPaBIll POOJISATh XOAW OJIMH 32 OJHUM,
SK B TaK 1M KJIACUYHIA HACTUIBHIM rpi , sk maxu. [Ipuknagamu takux irop € Sid
Meier's Civilization 1 Heroes of Might and Magic, Battle for Wesnoth.

[cHye TUI cTpaTeriyHuX 1rop, sIKl 3a3BUYaid BIAHOCSTH 10 TOKPOKOBUX, aJie
rpaBIili B HUX POOJATH XOJM OJHOYACHO. [HOAI iX IIe HA3MBAIOTH MOKPOKOBUMH
CTpaTerisiMu B peajibHOMY 4aci abo tick-based strategy (Bim anrn. Tick - mitka). B
TaKHUX irpax BCl TPaBili poOJsAThH ITPOBI Jii OJTHOYACHO 1 B peaibHOMY 4aci. Takoro
rpoto € Sid Meier's Civilization, B siKiii TpaBIli 3aKIHYYIOTh OJHOYACHO CBOi
MOUTMBI 200 OakaHi aii. Ilicis 3aBepriiieHHs Aiil, BOHU MIITBEPKYIOTH, 110 TOTOB1
A0 HactymHoro xoxay. Ilicims Toro, sK BCl TpaBlli MNPOCHUTHANIZYyBajdd PO
3aBEpPIICHHS XOJy, MOYMHAETHhCA HACTYNHUW Xin. Irpu paHOro THUIy YacToO
BIJTHOCATH J0 TIOKPOKOBUX CTpaTErid, TOMY 10 B OCHOBI1 IrpOBOTO MPOIIECY JICKHUTh
«ITOKPOKOBICTHY, HE3BAYKAOYH Ha Te, IO il BiTOyBalOTHCS OJHOYACHO.

Jlessiki cTpaTeriuHi KOMIT'FOTEpPHI Irpd KOMOIHYIOTH B COOl €JIEMEHTH
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MMOKPOKOBOI CTpaTerii 1 cTpaTerii B peanbHOMY 4aci . Taki irpu, sik Lords of the
Realm Bin Impressions Games 1 Total War Big Creative Assembly
BUKOPHUCTOBYIOTh TMOKPOKOBY MEXaHIKy Ha PpiBHI TIJ100albHOiI cTparterii 1
yOpaBJiHHS, a caMl TaKTU4YHI OWUTBU BiIOYBalOThCA B peaibHOoMy ya  ci. [Ipore,
pe3yabTat 001B YacTO 3aJI€KUTh BiJl PIllICHb MPUUHATHUX 11 YaC TOKPOKOBOIi (a3u,

1 B IIJIOMY ICPOBUH mpolec OJuKYe 10 MOKPOKOBUX CTpATErid, HIXK J0 cTpaTeriil B
pearpHOMY Yaci. Y 0aratboxX «riOpuUIHUX» Irpax OUTBU B peaIbHOMY 4Yaci MOXKYTh
OyTH TpOMyIIEHi, a X Pe3yJIbTaT PO3PAXOBYETHCS aBTOMATUYHO. Ane, HaXKallb, B
Tii ke camiil cepii irop Total War, Ha Mor0 nyMKy, aBTOMaTW4yHE 3aBEpIICHHS
OUTBU MPU3BOAUTH CKOpIIIE O MOPa3Kd, YUM JO MEPEMOrH, SKIIO0 CHIA 3 000X
CTOpiH piBHI, TOMY Al TakTUYHHX OUTB B MOAIOHHMX IrpaX € CIa0KOI YACTHUHOIO.
AJle He3BaXKalouM Ha HU3BKY €(PEeKTHBHICTh aBTO0OIO, TAKOTO TUILY IrPU BCE IIIE €
JIOCHUTD TTOMYJISIPHUMU.

OnHrMH 13 KpallliX 3pa3KiB MOKPOKOBUX CTPATETIHHUX IFOP, HA MO0
JYMKY, € HACTYIIHI MPEJICTABHUKHU:

—  Ancient Chronicles;

—  Civilization;

—  Heroes of Might and Magic;

—  Panzer General;

—  Disciples II: Dark Prophecy;

—  Total War;

—  Battle for Wesnoth.

Koxna 13 mepenmiueHuUX 1irop, BHECIAa BaXJIMBUH BKIAJ Y PO3BUTOK
MOKPOKOBOI 1HAYCTPii CTpaTeriyHUX KOMIT IOTEpHHUX irop. S mepemiuuB muiie
MaJ€HbKy YacTHUHY Irop, CIIJI 3ayBaXHTH, IO I IIIe HE BCI MPEICTaBHUKHU
IIOKPOKOBUX CTPATETIYHHX Irop, sIKi JOMOMOTJH TPaBISIM TMEPEKUTH Oe3mid
HEHMOBIPHHUX BPa)KCHb.

Braxkaro JOIUTPHUM JIETAIIBHO MPOAHAI3yBaTH 1 PO3TIISHYTH OJIHY 3 CAaMUX

yIOOJICHUX 1rop, IO MICTHTh B €001 MifpKaHP IMOKPOKOBHX CTpaTEridyHUX 1rop,
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Battle of Wesnoth. Bona oxoruitoe B cob61 HEMOBIPHY KUIBKICTh PI3HOMAaHITHUX
KOMIMaHIi, #AKi OyJauM CTBOpPEHI SK pPO3pOOHHMKAMHU, TaK 1 3BUYAHUMHU
kopuctyBauamu. Battle of Wesnoth — e rpa, mo Oyna moOyaoBaHa Ha OCHOBI
reHepaTopa BHUMNAJAKOBHX 4uceld. B 1npoMy miaHi, MeXaHika OMTBH Ta MeEXaHIKa
3aXHCTYy € I[IKaBOIO 1/I€€I0, TOMY S CIIOJIBAIOCh, 110 3MOXKY JIOBECTH CBOIO I'PY JI0
1bOTO PiBHSL.

Battle of Wesnoth — 6e3ko1ToBHa MOKPOKOBA CTpaTErish 3 BIAKPUTUM KOJIOM,
sKa JIETKO 3aTKHE 3a MOosic 0araTh0oX MIATHUX IrOp.YHIKAIBHICTH JaHOi TPy B TOMY,
110 HE3BAXKAIOYM Ha O0E3KOLITOBHICTh, BOHA BIAHOCUTKLCSA JI0 1TOp, sIK1 BIAKPUIN CBIN
BUXITHUN KOJ, IO JajJ0 KOPUCTyBadyaM MOXKJIMBICTh PO3pOOUTH BIACHY KOMITAHIIO.
VY nanoi rpu HaniuyeThesa moHaa 20 pi3HOMAHITHUX pac, B KOXHINA 3 SIKMX € CBOL
Oiiml, OaraTo 3 SKUX MalTh CBOI OOHYCHM B 3aJ€KHOCTI BiJ MICIEBOCTI abo
BHYTPIIIHBO IrpoBoro uacy. Takox 1ikaBo, 1o B Battle of Wesnoth e BJIaCHA
CHUCTEMa MpPOKauyBaHHsS, sSKa OPIEHTOBAaHA HA MPOCYBaHHS KJAcy IOHITA BBEPX.
Hamnpuknan, ko OyB y Hac OO€lb COUCOHOCEIb , TO MU MOXEMO MPOCYBaTU HOTO

Ha 3 KJacu: Ha MEYHMKA, METaJlbHUKA CIKMCa Ta MeTalbHUKA APOTHKiB. (PucyHok

2.1)

MpogenHyTs D@KLA

Kem ponmkeH cTaTh Haw nobegoHocHIn Boey?

MeueHocel,

MukuHEp
NHHUp

MeueHocel

MeTaTtens APOTUKOB

YMHbIA

ATaku

% # 8x4 mey

Pucynok 2.1 — IIpocyBaHHS CIUCOHOCIIS B HACTYHUM TYp IOHITa

APK.
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[le B manexomy 2003-my poii, B 30JIOTUA Yac MOKPOKOBUX (eHTe31
ctpateriii, JleBin Yait npuayman konnenuito rpu Battle of Wesnoth. V neit e yac,
y 2001-my poui 3’siBunucs «Jlemiypru», uepes pik BUHILIN irpH 13 cepiit Disciples i
Age of Wonders, Heroes of Might and Magic 3.

Ha BimMiHy BiJ KOMEpIIMHUX IrOp >KaHpPy, 110 OJMINAIyd B TOW yac Ha
CBITOBOMY puHKY, Battle for Wesnoth Ha camoMy mnouaTky HI4Oro He MOIJIa
3anpoIOHYBATH, KPIM CBOE1 yHIKaIbHOI irpoBoi MexaHiku. [Ipenreucio popmyBanHs
yHiKanbHOT MexaHiku B Battle for Wesnoth MoxxHa BBaxkatn komepiiiHy rpy Panzer
General 1994 poky 1, ii BapianT 1996 poky, Fantasy General.

Came Fantasy General BpsTyBasia rpy 1 OpMBEpHYJIO JO HEI yBary cro4aTrky
JUIIE HEBEJIMKO1 KUIbKOCTI Joaeil. Ha Toil yac camoOyTHSI KOHLEMIliS TPU JIUIIE
MepexTiia BiIOJIMCKAMU HEOTPAHEHOTO JlaMaHTy 3-IiJl TOBIINI COKHUPHOI rpadiku
(Pucynox 2.2). Ane rpa mnomwuproBaiacs O€3KOWITOBHO, BHUXIIHMM KoJ OyB
BIIKPUTUN 1JI1 BUIBHOTO KOPUCTYBAaHHS, TOMY Ii 1 YAHHHUKHU JOMOMOIJIM 310patu
HEe3aJIeXKHY KOMaHly pOo3pOOHUKIB, 10 B3SUIMCS PO3BUBATU MPOEKT. B pe3ynbTaTi Mu
oTpuMai (QEeHOMEH — OE3KOLITOBHY I[IOKPOKOBY CTpaTerito, siKa 3a SKICTIO 1

IHTEpECOM IIaHyBaJbHUKIB MEPEBEPIIYE, HABITh, 0AraTh0X IUIATHUX 1COP.

.
Py
ph
-
-
-~

Pucynok 2.2 — IlopiBHsiHHS iHTEpdelcy cTapoi Bepcii 3 HOBOIO

Onniero 3 ocobnuBocteit Battle for Wesnoth € momaua irpoBoro mpoiecy

rpaBiro. Skmo posrnsgatu Heroes of Might and Magic, To irpoBuii mpoiec tam

APK.
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0araTOBUMIPHUUN 1 IIIUTHCS HA JBI OCHOBHI CKJIQJIOBI — TJI00ANbHY KapTy, Ha AKIA
BiIOyBaeThCcsl Besl Aisl, 1 OUTBM MDK TIpaBusmu, abo rpasiem 1 Al, Ha okpemux
irpoBux pgomkax. Asne B Battle for Wesnoth BoHu 31uTi BoenuHo, a KapTa
3’SIBJSIETHCA B KOMIIAHIAX JIMIIE JJIsI KPalloro PO3YMIHHSI MPOCYBAHHS CHOXKETY
KOMITaH1}.

Oxkpemoi yBaru mNOTpiOHO HaJaTH KOMIIAHISIM, B HHUX IrpOBa Mdisl TaKOX
MOAUISIETBCS HA 2 OKpeMi YAaCTUHHM 1 30CepePKeHa Ha MPOTUCTOSHHI T'PaBls MPOTH
Al. Cnig Bi3HayaTH, 110 B OKPEMHUX KOMIAHISIX € MOXJIUBICTh BUOUPATH SKOIO
JIOpOroro Oyjie MoJ0POXKYBATH I'PABELlb, 1110 MOXKE 3MIHUTH KUIBKICTh YHIKaJIbHUX T10
xapakrtepy OiiiB. Takui miaxij Ja€e TPaBI0 MOXKIUBICTh BIUIMHYTH Ha MPUTOJU B
KOMITaHii.

Komnanii moauisitoTh Ha KapTy KoMmaHii Ta riobaneHy Kapry. Kapra
KOMIaHIli AEMOHCTPY€E MPOUACHUN NUISIX T'epOiB KOMIIAHII, MICIS 3 IHTEpAKTHUBHE
O0OMOBUM MPOXOKEHHSIM Ta MICI 3 IHTEPAKTHBHE CIOKETHUMHU BCTaBKaMH, 3
MOXJIMBUMHU BapiallisiMu Jii.

['moGanpHa kapTa cKiaaeThesi 13 0araTbOX MIECTUKYTHHUKIB (I€KCAroHiB).
OnuH rexcaroH MICTUTh B cO01 OYIb-sIKy YacTUHY JaHamadTy, 3aMKy, IPUPOIHOTO
iHTEep ’epy abo HaceneHoro myHKTy. OcTaHHE, A0 peyl, OCOOJMBO BaXXIIUBO.
ExoHomika B TIpi HE MAyK€ pPO3BUHEHA, B IMOJAJbIIOMY, E€KOHOMIKY MOTpiOHO
YIIOCKOHAIIOBATH. €JIMHIM PECypcoM TIPH € 3010T0. MOro HpUHOCATH B SKOCTI
J0XO0ly, IOJATKIB 3 3aXOIUIEHUX CLJ1, BOHO BUTPAYA€ThCS HA MMOKYIKY IOHITIB Ta Ha iX
3apo6iTHy miary. KoxkHoro xomy moTpiOHO BHUILIayyBaTH IUIATHIO CBOIM O1HIIAM.
Ane MOHa HE XBUJIIOBATUCA, KOJU KUIBKICTH 30Ji0Ta Oyne Menimie 0, Tomy w10
BJIaCHI1 IOHITU HE MOKUHYTH HAC, X04a MU HE 3MOXKEMO KYIUTH HOBOTO IOHITA.

OCHOBHOIO KOHIIETIIIEI0 TPU € OUTBHU, TOMY Mailke BCS rpa MPUCBSYCHA iM.
bolioBi 3iTkHEHHS Bi10YyBalOThCs Oe3nocepeIHb0 Ha riaobanbHil kapTi. Cami rpasili
HaJlaHl Ha KapTl y BUTJISAJI MEPCOHAXKIB JIIIEPIB, sIKI HAPIBHI 3 yCIMa MOXYTb OpaTu

y4dacTb B 0010.

APK.
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['omoBHa MeTta — 3HMIIKUTH Jijiepa npoTuBHUKa(PucyHok 2.3.) 3a Oynb-aKy
IIHY 1 Npu 1bOMY 30epertu cBoro. Te, 1o BiAOYBAa€ThCs, HAraaye SIKUICh aHaJIOT
1axiB, /i€ 3aMICTh HYJIHUX YOPHO-OUTHX (iryp rpaBelb ynpasisie elbpaMu, opKkaMu

1 IHIIUMU TUBOBUKHUMH ICTOTAMU 31 CBOIMU BMIHHSIMU Ta XapaKTEPUCTUKAMU .

Pucynok 2.3 — BopoTs6a Mix 1BOMa BOPOKUMH JIiIepaMu

CsiT Battle for Wesnoth 6aratuii Ha pi3HOIJIAHOBICTH IOHITIB, CEpeld SIKUX
TPAIUISIOTHCS. HAWMPI3HOMAHITHINII 1CTOTH, MOYMHAIOYM BiJl 3BUYAMHUX JIOJEH Ta
3aKIHUYIOUM PO3YMHUMU JIE€PEeBaMU, 110 XOASATh. Y I'pl IBAALSATH pac 1 IEsIKi 3 HUX
o0'eqHaHl B IIiCTh OQPIIIMHUX (pakxiiid, TOCTyMHUX B 3BUYAMHUX CIEHapisix Oe3
JIOTIOBHEHb.

XapakTepuCTUKU OIMLIB — Tema, Ky CJI1J BUBYUTH 1 cipoOyBaTH 3p03yMITH
nepen moyatkoM Tpu. OCHOBHI mapaMeTpu ICTOTH, KpIM KUIBKOCTI OJIMHUIIb
3/10pOB's, 1€ 1i croci®d aTakW, COPUHHATIMBICT A0 BHUIIB IIKOAMU 1 BIAHOCHHH 3
PI3HUMU TUIIAMHU MiCIIEBOCTI.

MicueBicTh — 11€ OCHOBHUM KpUTEpId MOIIYKY MpU BUOOPI MO3HUIIIL, KyAH

MOX€E 1 TOBUHEH MEPEMICTUTUCS MNIIeTNIuid rpaBus. MoKHA MOMITUTH, IO B IeH

ApPK.
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MOMEHT 3'IBJISIOTHCS IU(GPU B MIECTUKYTHUKY KypCcopa, MIHJIMBI B 3aJIEXKHOCT1 BiJl
Buny wicueBocti. Ili mudpu o03HaYaIOTh CTYMIHB 3aXUCTY Bijl BOPOKUX aTak,

ojepkaHi OiiilleM Ha AaHId OUISHII KapTu. BoHu 3anexuTs Bil pacu 1 (pakiii
icrotu. Enbdu, Hanpukiam, aroOISITh JIC, a THOMH JIIOONSATH NMPOBOAUTH 4Yac Ha
narop0ax 1 ropax, 3BIIKM iX MPAKTUYHO HEpPEaTbHO BUOUTHU. Y PEIITH pac CBOI

OpUT1HAJIbH1 BITHOCUHHU 3 MICIIEBICTIO

PucyHok 2.4 — Bubip 1oHiTa Ta 1eMOHCTpaIlisi HOTO XapaKTePUCTUK

buibir Toro, yac B rpi HApaxoBYETHCA LUIOJ000BO Ta CKIAJAIOTHCA 3 IIECTH
(a3, i KoXKHY 3 SIKMX BiJIB€JEHO CBIM X1 JJisS BCiX rpaBliB. b UTBIIICTh 1CTOT
OTPUMYIOTh ICTOTHHMM TMO3UTHUBHUNA ab00 HEraTUBHUM OOHYC 3aJI€kKHO BiJl TOrO, YH
BUCHUThH COHII€ HaJ TOPU3OHTOM, IO 3HAYHO MOTJUOIIOE 1 PO3IIUPIOE TAKTUUHY
CKJIaJIOBY I'pHu. 3po3ymiio, 1o Oiuam "mopsaky" Halkpallle aTaKkyBaTH MpHU CsBi
COHSIYHOTO CBITJIA, a MPHU 3aXOJ1 BIACTYNAaTH, ajKe "XaoTWuHi" Ol MOYMHAIOTH
MaCOBUHM HACTYII IT1J1 IOKPOBOM HOYI.

AJne 3arajibH1 XapakTEpPUCTUKHU HE €JUHE, YUM MOXKYTh MOXBAJIUTHUCS MPOCTI
psA0B1 OOHOBI ONMHHULI. Y KOXHOTO 3 HUX € CBOE OcoOMCTE IM'A 1 IHAUBIAyaJIbH1

0COOJIMBOCTI, K1 BIUIMBAIOTh Ha iX mapamerpu. | HaliBaxkiuBiiie — O1dlll MOXYTb

APK.
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MIJBUIITYBAaTH CBIM piBeHB. BcCi, Bl 3BUYAHOTO cojijiaTta g0 SIKOICh TBAPIOKH, MAlOTh
IIAHC CTATH KPYTille, OUThIIE 1 CUIIBHIIIE, TPOCYHYBUIUCH MO Kap'€pHUX CXO/aX.
3apa3s Battle for Wesnoth € mosrowiHHOIO rporo. [i Bxke 1aBHO mepeBenu Ha
BeJIMYE3HYy KUIbKICTh MOB. ['0TOBI maketn noctynHi ais Microsoft Windows, Mac
OS X, pidHux Bepciid Linux Ta IHIIKUX OoNepaliiHuX CHUCTEM, HaBiTh, A Android 1
10S. Hemonasuo Battle for Wesnoth odimiiino Buiinuia B Steam, TaKoXK IJIaHY€EThCS

moBHOIIHHMY Tiepexia Ha Godot Engine.

2.2 O0rpyHTYBaHHs1 BUOOPY 32c00iB /151 NOOYA0BH CHCTEeMH Ta MOBH

nporpaMmyBaHHS

[Iporpamue  3abe3meuyeHHs  Oyno  po3poOJieHO  3a  JIONMIOMOTORO
Oararomnardopmuoro iHcTpymeHTy Unity st po3poOKd ABO- Ta TPUBUMIPHHX
nonatkiB Ta irop. Unity — € rapHuUM BUOOpOM ISl JIFOAWHHU, IO TUIBKHU IOYana
3HAMOMMTHCS 3 KOHIICIIIIEI0 CTBOPEHHSI KOMITHOTepHHMX irop, Tomy 1o Unity — €
MDKIUTATOPMHUM CEPEAOBUIIEM PO3POOKHM KOMIM'IOTEPHUX IMOp, IO JI03BOJISE
CTBOPIOBATH MOAATKU, SIKI MPalO0Th Ni Outbll HDK 20 pi3HUMHU omnepaniiHUMU
cucremamu, Takimu kK Windows, OS X, Android, Apple 10S, Linux, a Takox Ha
rpanibHuX KoHcoisix Wii, PlayStation 3 1 XBox 360, mo BK/II04alOTh MEPCOHAIBHI
KOMI'IOTE€PH, IFPOB1 KOHCOJ1, MOOUIbHI IPUCTPOI, IHTEPHET-T0JATKH Ta 1HIIIL.

OcHoBHuMmu niepeBaramu Unity € HasgBHICTb BI3yalIbHOI CepeOBHUILA
pO3po0KH, MDKIIIATGOPMHOT MIATPUMKH 1 MOAYIBHOI CHCTEeMH KOMIOHEHTIB. [0
HEJIOJIIKIB BIIHOCATH MOSIBY CKJIAIHONIIIB MpU poOOTI 3 0araTOKOMIOHEHTHUMH
cXemMaMu 1 TpYJHOII1 MPH MIJIKJIOYEHH] 30BHIIIHIX 010J110TEK.

Takox BapTO aKIEHTYBAaTH yBary Ha MOXJIMBOCTI CTBOPIOBATH IHTEPHET-
JI0JIaTKH 32 JOMOMOTOIO CIICIIabHOTO MPHEIHYBAHOTO MOAYJS is Opaysepa
Unity, a Takox 3a JIOMOMOTOI0 €KCIIEPUMEHTAIBHOI peamizailii B Mexax MOy
Adobe Flash Player. 3actocynku, ctBopeHi 3a momomoroto Unity, TiATPUMYIOTH

DirectX ta OpenGL, 1110 HaJa10Th MOKIUBICTh PO3POOIOBATH IS ITOP HE TLIBKU

APK.
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JIOKaJIbH1 CEpBEPH, @ I BUKOPUCTOBYBATH XMapH JJIsl HIATPUMKHU 0a3u JaHUX.

OCHOBHMMU TEXHIYHUMHU XapakTtepucTukamu Unity € HACTyMHI:

— IrpoBa norika mnuietbcst 3a gonoMoror C#, paniimie Takox Oyna
MOXJIMBICTh BUKOpUCTOBYBaTU Boo Ta JavaScript, ane po3poOHUKH BIAMOBUIUCH
B1JT iX MIATPUMKH;

—  IrpoBuit pyiiil MOBHICTIO MOB'I3aHUM 13 cepenoBUIleM po3poOku. Lle
JI03BOJIsI€E BUIPOOOBYBATH TPy MPSIMO B PEAAKTOPI;

—  Po0ora 3 pecypcamu MoxiuBa uepe3 3suuaitnuii Drag&Drop.

—  IliaTpuMka IMOOPTYBAaHHS BEJIMKO1 KUIBKOCTI (popMatiB ¢aiiiis;

—  BOynoanuii renepatop naHAmadTIB;

—  BOynmoBana nmigTpuMKa MEpEKi;

— Inrepdeiic penaktopa QykKe THYYKHM, € MOXIMBICTh MUCATH CBOI1
BIKHA pEJaKTOpa Ta BCUISIKI PO3LIMPEHHS JIsl HhOTO;

— IcHye pimeHHs aisg cnuibHOi po3poOku -— Asset Server. Takox
MOX@HA BHUKOPHUCTOBYBATH 3pYUYHHMH MJisi KOpHUCTyBada Croci0 KOHTPOJIO BEPCIid.
Hanpuknan, SVN a6o Source Gear.

Penakrop Unity mae mpoctuit Drag & Drop inTepderic, sSKuil Jerko
HAJAIITOBYBAaTH, IO CKIAMAETLCS 3 PI3HUX BIKOH, 3aBIJKH YOMY MOXKHA
MPOBOJUTH HAJArO/PKEHHS TPU MPsSMO B penaktopi. Pymii miaTpumye Tpu
cuenapanx moBu: C #, JavaScript (mogudikarisi). [Ipoekt B Unity minutbes Ha
cueHu (piBHI) — OKpemi (aifiy, 10 MICTATh CBOT I'pOBi CBITH 31 CBOIM HabopoM
00'ekTiB, crieHapliB 1 HamamTyBaHb. CIIEHM MOXYTb MICTHTH B CO01 5IK 00'€KTH
(Mopmeni), Tak i MOpPOXkHI IrpoBi 00'€KTH — TOOTO Ti, SIKi HE MAIOTh MOJIEIII.
OO6'exTH, B CBOIO YEPry , MICTATh HAOOpPH KOMIIOHEHTIB, 3 SKUMHU 1 B3a€EMOJIIOTH
ckpuntu. BiamosinHo y HuX € Ha3Ba (B Unity HOMyCKaeThCs HAsBHICTH ABOX 1
OuThIIIe 00'EKTIB 3 OJTHAKOBUMH Ha3BaMHM), MOKe OyTH Ter (MiTKa) 1 map, Ha SKOMY
BiH MOBUHEH BimoOpaxkatucs. Tak, y Oyabp-SKOro mpeaMeTa Ha CIeHi 000B'I3KOBO
npuCyTHIH KoMmroHeHT Transform — BiH 30epirae B c001 KOOpIMHATH MiCIIS

po3TalnryBaHHs, MMOBOPOTY 1 PO3MIPIB MO BCIX TPHOX OCSAX. Y 00'€KTIB 3 BUIUMOIO

APK.
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TEOMETPIEI0 TaKOX 3a YMOBYAHHSM NpUCYTHIM kommnoHeHT Mesh Renderer, mo
POOUTH MOJIENTh BUIUMOIO.

Ha ponmauy, Unity miatpumye Gi3uky TBEpAUX T 1 TKAHUHH, PI3UKY TUIY
Ragdoll (ranuipkoBa msimpka). Y pegakTopl € CUCTEMa YCHAJIKyBaHHS O0'€KTIB;
J04ipHi 00'€KTU OyAYyTh MOBTOPIOBATH BC1 3MIHM MO3MIIli, TOBOPOTY 1 MacumTady
0aThKiBCbKOTO 00'ekTa. CKpPUNTH B PENAKTOPl MPUKPIILIIOIOTHCS 10 O0'€KTIR Y
BUTJISIII  OKPEMHMX KOMIIOHEHTIB. JJIsI TMIAKIIOYEHHS CKPUNTY, MOTPIOHO
MEPEMICTUTH CKPUINT B PEJAKTOP KOMIIOHEHTIB, TAKUM YMHOM BCI MEpPEeMiHl, L0
Oynu 3a3HauyeHi Oy yTh aBTOMAaTHUYHO MPOJEMOHCTPOBAHI B PEAKTOPY.

[Ipu iMmopTi TeKCTypu B pylIiil MokHa 3reHepyBaTu alpha-kanan, mip-
piBHi, normal-map, light-map, kapty BigoOpa’keHb, HpOTe OE3MOCEepeHbO Ha
MOJIEIb TEKCTYPY MPUKPINUTH HE MOKHA — Oyzie CTBOPEHO Matepial, 3 IKUM OyJie
MIPU3HAYCHUH HIeHep, 1 OTIM MaTepiall NpUKpinuThes Ao moaeni. Penakrop Unity
MIATPUMYE HaNHWCaHHSA 1 peaaryBaHHs 1eljepis. KpiM Toro, BIH MICTUTH
KOMITOHEHT JIJIi CTBOPEHHS aHIMaIlli, SKy TaK0X MOHa CTBOPHUTH TMOMEPEIHHO B
3D-pemakTopi Ta IMIIOPTYBAaTH Pa30M 3 MOJIEIUIIO, a MOTIM po30UTH Ha (haiiu.

I'padiuaunii pymiit Bukopuctorye DirectX (Windows), OpenGL (Mac,
Windows, Linux), OpenGL ES (Android, i0S), ta cnemianbae BmacHe API mis
Wii. Takox minTpumyroThes bump mapping, reflection mapping, parallax mapping,
screen space ambient occlusion (SSAQO), nuHamiyH1 TiHi 3 BUKOpucTaHHsIM shadow
maps, render-to-texture Ta MOBHOEKpaHHI e(eKkTu post-processing. 3 KOXKHOIO
HOBOIO BepCi€i0, MOKIMBOCTI Unity MOMOBHIOIOTHCS.

Unity mintpumye ¢aiinu 3ds Max, Maya, Softimage, Blender, modo,
ZBrush, Cinema 4D, Cheetah3D, Adobe Photoshop, Adobe Fireworks Ta
Allegorithmic Substance. B irpoBuii nmpoext Unity MokHa IMIIOPTYBaTH OO'€KTH
I[IX TIpOrpaM Ta pOOUTH HAJIAIITOBYBAHHS 3a JOIMIOMOT0I0 TpadidHOTo iHTepdeicCy.

Jlnst HanucaHHs meiaepiB BUKopuctoByeTbes ShaderLab, mo migtpumye
meiinepui mporpamu Hanucani Ha GLSL a6o Cg. lleiimep Moke BKIIOYATH

JeKiIbKa BapiaHTIB peatizailii, o g03Bojse Unity BU3HAYaTH HaWKpalnuii BapiaHT
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JUIS KOHKpETHOI BigeokapTu. Unity Takox Mae BOyAOBaHY MIATPUMKY (PI3UUHOTO
pywist Nvidia PhysX (konumnabsoro Ageia), NiATPUMKY CUMYJISILIL OSTY B CUCTEMI
peaIbHOTO Yacy Ha JOBUIbHIM Ta MPUB'A3aHIN MOJIrOHAIBHINA CITII (MOYMHAIOUYU 3
Unity 3.0), miATpUMKY CHUCTEMHU ray casts Ta IapiB 31TKHEHHS.

CkpunToBa cucTeMa IrpoBOro pyiis 3pobieHa Ha Mono — BUIBHOMY
Binkputomy mnpoekti 3 peanizamii .NET Framework. IIporpamictu MoOXyTb
BukopuctoByBatu UnityScript (B1acHa ckpuntoBa MoBa, noji0Ha g0 JavaScript Ta
ECMAScript), C# abo Boo (moBa mnporpamyBanHs, mnonidoHa jo Python).[9]
[Tounnaroun 3 Bepcii 3.0, no Unity BXxoauth nepepobsieHa Bepcis MonoDevelop
JUTSI HAJIAaTOJPKEHHST CKPHIITIB.

[Ticna Buxoay HoBoi Bepcii Unity (Bepcis 5.2.) nependadaerbcsi BOy/10BaHa
MOXJIMBICTh pelaryBatu ckpuntu y cepenonuii Visual Studio. Bapto BigzHauutu,
mo panime Unity Takox mniaTpumyBana Visual Studio, anme 3 Bepcieo 5.2.
3’gaBmitacsl MoiuBicTh BctaHoBiaeHHsVisual Studio Code, mio BIJIKHA€
HenoTpiOHI QyHKIii mms po3poOku irop B Unity, ane i 3anmimae i JTOMOBHIOE
PI3HOMaHITHUMH MOXKIIMBOCTSIMH, CEPE/IOBHINA.

CyTHICTh po3p0o0KH irop — 1€ podoTa B KOMaH i, BHACHIIOK "oro, B Unity
BKJIIOYEHUN 1HCTpYMEHTapiil AJisi CHUIbHOT po3poOku Ha 0a31 Unity , CHUCTEMY
KoHTpomto Bepciit Unity Asset Server nmist irpoBux o0'ekTiB Ta ckpuntiB. CepBep
pecypciB Unity 1ie JOMOBHEHHs, SKE€ JOJA€ MOBHO(YHKIIOHAJNIBHE PIICHHS IS
KOHTpOJIO Bepciit y pynkiionan Unity. Sk 1 Bce iHme y Unity, BiH IpoCTUii y
BUKOPHCTAHHI.

Cucrema BukopuctoBye PostgreSQL, poboTy 31 3BykoMm, moOyaoBaHy Ha
ocHoBi 616mioTeku FMOD (3 moxknuBicTio mporpaBatu Ogg Vorbis aymiodaiinm),
BimeomnporpaBad 13 kojekom Theora, pymiid s moOymoBu JaHamadTiB
pPOCIMHHOCTI, BOYyIOBaHY cHCTeMy KapT ocBiTiaeHHa (Beast), Mepexy mis

mynbTuILIeepy (RakNet) Ta BOygoBaH1 HaBiramiiiHi MeIi JIs MOIITYKY IUIIXY.
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2.3 Po3ropHyTa nNocTaHOBKA 3aBJAHHA

[IpoananizyBaBIIM TMOCTaBIEHY 3aJadyy MpO PO3pOOKYy MPOrpaMHOrO
3a0€3MeUeHHs] CHUCTEMM Bi3yaii3ailii MOKPOKOBOI CTpaTeriyHoi Trpu, S JIAIIOB
BHCHOBKY, IO JOIILHOIO Oyae po3poOka I'pu, sSiKka HACHITyBaTUME KOHIICTIIIIO TPH
The Battle for Wesnoth Ta nyx ii po3poOHUKIB, Kl HPOTSITOM JOBIOro 4acy
po3poOsH cBOIO TPy. TOMy XapakTepHUMH OCOOJMBOCTSIMH BUKOHAHHS 3aBIAHHS
PO3pOOKH AeMO-BepCii MOKPOKOBOI I'py MOBUHHI CTATH:

1. Po3poOutu reHepailito rekcaroHHoi rio0anbHOi KapTa, Ha sIKid OyAyTh
MPOBOJUTHUCS OWUTBU MDK rpaBUAMH a00 OWUTBI MK TpaBLEM Ta KOMII FOTEPOM.
Kapty Moxe reHepyBaTH juile po3pOOHUK, alie, B MalilOyTHbOMY, s CIOJIBAIOChH
pO3poOUTH pEeAaKkTOp KapT, 3a JOMOMOIOK SIKOTO 3 ’SIBUTHCA MOXIJIHMBICTH
CTBOPIOBATH KapTy pa3oMm;

2. 3pobutn Al Ta BUpPOOUTH [EKUIbKA PEXUMIB IMOBEIIHKA IITYYHOTO
IHTEJIEKTy, TaKUX SK: arpECUBHUM, MMACUBHUH, 10 pearyBaTUMe, KOJU MPOTUBHUK
nepedyBaTuMe B 30HI Oay€HHs IOHITa, II0Jy3aXMCHUM — 3 pearyBaHHSIM Ha
BOPOXKHMM IOHIT, KOJW BiH OyJe B 30HI JOCITHCHHS aTakd 13 MOXJIMBICTIO
MEPEMIIICHHS Ta 3aXUCHUM, TIPU IKOMY BiH HE 3MIMCHHUTH MEepPEMIllieHHs, ane Oymie
MEPEXOUTH B KOHTPHACTYI TP CIPAllbOBYBaHHI MEBHOTO CKpUNTa, ab0 KOJIH
MPOTUBHUK 3HAXOJUTHCS OJIN3BKO FOHITA;

3. Po3poOutu xoua 6 OAHMH IOHIT AJIs1 KOXKHOT PpaKirii, B IIOMY , TOTPiOHO
PO3POOUTH UMK T1aK PI3SHOMAHITHUX OHITIB, TaKUX SK: KaBaJepHUCT, MEYHUK,
CTpiIeIb, CIIMCOHOCEIb, BOMBIIS, YapOIiid, CBAMICHUK 1 T/I;

4. HeoOoB’s3k0oBe 3aBHaHHS ISl JeMO-Bepcii — po3poOka OUIbII HIXK
OJIHIET pacH, TOOTO, OKPIM JIOJEH, e MOXHa PO3poOUTH: enb(diB, y IKUX OyIe
JI0/IaTKOBHIA 3aXUCT B TE€KCAX JIICOBOTO MOKPUTTS, THOMIB 3 1X J10JJaTKOBUM
OadyeHHSM B TEMpsBI Ta 3aXHCTI B Ieuepax Ta ropax, OpKiB, TPOJIiB, TOOJIHIB,
PO3pOOHTH Pi3HOMAHITHUX MOHCTPIB 3 X OCOOJIMBOCTIMU 1 T/I;

5. Heo06oB’s13k0Be 3aBIaHHs IJIs IEMO BEpCii — pO3pOOHUTH PI3HOMAHITHI

APK.
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TUIH TEKCIB, 10 PI3HATHCSA HA 2 BUAMU: TEKC, 110 MICTUTH JuUIIe | THIT MICII€BOCTI Ta
3MIIIAaHUH THUIA reKca, HaIpUKIad, JIIC caM Mo co01 MICTUTh 2 THUITH, CaM IO cO01 —
JIiC, Ta TUI MICIIEBOCTI, Ha SIKIM pOCTE JIiC;

6. Po3poOutu BUILICHHS TEPUTOPIi, HA AKY MOXKE MEPEMICTUTHUCS IOHIT, Ta
MIJKPECIUTHA 30HY BUALICHHS 3€JI€HUM KOJIbOPOM;

7. IOuit matume 2 ¢asu nii B cBoemy xoi: 1 -ma ¢asza — nepemimieHss, 2-
ra ¢aza — araka, ¢a3u OyayTh MO€IHAHHI, TOOTO, HE OOOB’SI3KOBO
nepeMilyBatucs, o0 3IMCHUTH aTaKy, aje BapToO MHaM ATaTH, 1110 MpU aTali
3rOpaTUMYTh 1 OYKH MIEPEMIIICHHS, 1 caMa JIisl aTaKHu.

8. Po3pobutu xoHemniito 6adiB Ta, MOXINBO, 1e0adiB, sIKl 3HaAXOISITHCS B
AIIUKax 1 OynyTh MaTH cBOi neBH1 edextu. Hampuknan, 311iJIeHHS HA MEBHY CyMY
3710poB’s, a00 Ha BIJCOTOK BiJl TIOBHOTO 370pPOB’s, J0JAaTKOBa aTaka, MOCHJICHHS
aTaku (JIOJATKOBUI IIAHC HA KPIT), AOJATKOBUM pEHXkK, JYUYHUKY, a00 IHIIOMY
IOHITY (KUHYTH 30pOI0 B CYTIEpHUKA).

9. Hns AKICHOTO YIPaBIIHHS MPOTPAMHHUM 3a0€3MEUYEeHHSIM, IMOTPIOHO
PO3pPOOUTH CHCTEMY MEHEKEepiB, TOJOBHUM 3aBJaHHIM SKUX Oyae aomomMora
KOPHCTYBauy B peJaryBaHHi Ta 10AaBaHHI KOPHCHUX MOKIIMBOCTEH.

10. Po3poOutn MeHemKep I YOPAaBIIHHS TIEPCOHAXIB irpHw, TOOTO,
IOHITIB, B IKOMY MU 3MOK€MO 3MIHIOBATH XapaKTEPUCTHKHU IOHITIB, 3MIHIOBATH iX
iM’s1, pedad, 1o Bidyasiizye WOTO 30BHINIHIA BHUTIAA. TakoX MEHEIXEp IOHITIB
Oyzae TICHO 3B’S3aHUM 3 MEHEKepaMH M0 OyAyTh yNpaBiATA (GPakiisMH Ta 3
MEHEJ[KepaMH T10 YIIPABIIHHIO TPU Ta TEHEPYBAHHS KapTH.

11. Po3pobutn MeHemxkep MJig yOpaBIiHHS cucTeMu OadiB, 1mo Oyne
HiATPUMYBATHUCS 3a JOTIOMOTOI0 MEHEKEpY I0 YIPABIIIHHIO aTpUOYTIB Ta MEPKIB.
Taxum uuHOM B MeHemkepl OadiB, MM 3MOXeMoO po3poOmtoBath Oadu, Ta

BUKOPUCTOBYBATH 32 JOTIOMOTOI0 HUX CUCTEMY aTpUOYTIB.
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3 OIUC I OGIPYHTYBAHHS NPOEKTHUX PIIIEHD

[lepm HiX mepelTH 10 po3poOKH MPOrpamMHOro 3a0e3MeueHHs HEOOX1THO
MPOBECTU SIKICHE MOCHIIKEHHS MPOTPaMHOrO0 OTOYEHHS 3ajayi, TOOTO MOTPiOHO
BU3HAYUTHU SIKI CUCTEMHI KOMIIOHEHTH MOTPIOHO BUKOPUCTOBYBATH B XOA1 pPOOOTH,
o0 HalieeKTUBHIIIE BUPIIIUTUA MOCTABIEHY 3ajady, SKU BOHM OyAyTh MaTu

iHTepdeiic 1 ki GYyHKIT 3MOXKYTh HAJJABaTH PO3POOHUKY.

3.1 AHaJi3 KOMII’IOTEPHUX CHCTEM Bi3yaJiizalii 3 MeTOI0 aJropuTMisamii

TA OOIPYHTYBAHHS 1010 iX BUKOPUCTAHHSL.

Jlns oOpaHHS METOMy CHUCTEMHM KOMII IOTEPHOI Bi3yauni3ailli, HEOOX1IHO
BUPIIINTHA HACTYIIHI 3a]a4l

Tak sk onHi€el0 13 MeTH pOOOTH OOpaHHA CHUCTEMU KOMIT IOTEPHOT
Bi3yaunizailii, mo Oylia KOPOTKO PO3TJsiHyTa B MOMEPEIHbOMY PO3ALT, HEOOXITHO
MPOBECTU JOCHIJKEHHSI 3 METOI METOJ OOpaHHS CHUCTEMU KOMII IOTEPHOT
Bi3yasi3allii 3 BpaXyBaHHSIM BHUMOT 10 J0 PO3B’sI3yBaHUX 3a7ay.

Taka mnocraBieHa MeTa MICTUTh psJi HEBU3HAYEHOCTEH, $IKI HEOOXIIHO
BUPILINWTH PO3B’SI3aBIIN HACTYIIHI 3a7a4i:

1) IlpoBectu knacudikailiro BAMOT 10 CUCTEM Bi3yalli3allii Ta OB’ s3aTH 111
BHUMOTH 3 33J1a4€l0, SIKY OCTABJIEHO /10 CUCTEMU Bi3yalli3alii.

2) IlpoBectu «kmacu@ikaiiro CHCTEeM KOMIT IOTEpHOI Bizyamizamii 3
BpaxyBaHHIM BU3HAUYEHHUX BUMOT.

3) TloOGymyBatu MeTON BU3HAYEHHS KOMIT IOTEPHUX CUCTEM Bi3yai3allii,
sIK1 33]TOBOJILHATHMYTh BU3HAYECHUM BUMOTaM.

BinmoBigHO 10 BH3HAYEHHS BUMOT JIO 3ajJlad, SKi IOBHHHA BHPINIYBaTH
CHCTEMa  KOMIT'IOTepHOI  Bi3yaui3aiii, MOTPIOHO TMPOBECTH  HacaMIIepe.l

kiacudikaIlio 3aaa4, sKi BUpIIye cHUCTeMa Bidyaiizalii. B Hamr gac koM roTepHi
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CUCTEMH BHUKOPUCTOBYIOTHCSI HE JIMIIE B TEXHIYHUX O00JacTAX, aje BHUPILIYIOTh
3a/1a4l 1 B MO0OyTi, MalOTh 3HaYHy Bary B MyJIbTUMEJia Ta BUKOPHUCTOBYIOTHCS IS
po3Bar Ta irop. BiamoBinHo, 111 KOKHOI 13 3a/1a4, BAMOTH JI0 CUCTEMH Bizyaiizallii €
CyTT€BO pi3HMUMHU. Hampukian, mis MiKpOKOHTPOJIGPHOTO TMPHUCTPOIO, SKUH HaIae
KUTbKa BUMIPSHUX 3HAYEHb, MOKE MATH CBITJIOIOJHUM 1HAUKATOP HA KUTbKa Udp,
a CUCTeMa MPOCKTYyBaHHS MMOBHHHA PO3TOPTATH KPECICHHS 3 BHCOKOIO PO3IUTHHOIO
3MaTHICTIO. SIK TOKa3ajmo JOCIIKEHHS, B OUTBIIIOCTI Jkepen [3, ¢.6; 4, ¢.20; 5, c.5;
6, ¢.3] BUKOPUCTOBYIOTh MOJIUT KOMII IOTEPHOI Ipadiku HEe 3a KiIacuQIKaIIew 10
BHUMOT, 1[0 CTOATH JO TPOIECY YTBOPECHHS 300pakeHHs, a Mo cdepam JIoJChKOi
TISJIBHOCTI, HanpuKiaa B [4] HaBeAeHO Kiacuikailiio, Ky BiloOpa)ka€ HACTYIMHUM
CITUCOK:

1) 1mxeHepHa rpadika;

2) aBTOMAaTH30BaH1 CUCTEMH HAYKOBHX JOCIIKEHB;

3) indopmMmariifHi cuCTeMH;

4)  cucTemu UTFOCTPAaTHBHOI Ta A1I0BOT rpadikm;

5) cucTeMH MalIMHHOI TE€OMETPIi;

6) aHiMariiHi 3a1a4i;

7)  KOMIT'FOTEPHI IrpH;

8)  Bimeo TpeHaxepw;

9) MHCTEeNnTBO Ta BUAABHUYA JTISUIHHICTb.

Opnak, B po3pi3i nUTOBOT Trpadiku, HEOOXIMHO BpaxoOBYBaTH 3acobOm
neMoHcTpallii rpadgiuaux MatepiamiB. Hampuknan, rpadik s 300pakeHHS
JTUHAMIKM 3MIH JTaHUX B 9aci JUIs Mpe3eHTallli MaTUME i1HIII BHUMOTH JI0 CHCTEMH
Bi3yauizailii Hik Qororpadiuyne 300pakeHHs IUIAHYBaHHS JKHIJIOTO KOMIUIEKCY SIK 1
[0 PO3ALIBHIA 3aTHOCTI, TaK 1 B PO3pi3i MPaBWIBHOCTI Mepenadi Koapopy. b
neranpHa Kiacudikaiis [3, ¢.6-7] MICTUTh omuc cHenU(pIYHUX BHUMOI JIO CHCTEM
Bi3yaurizaliii, ajie 11i BAMOTH B OJTHOMY ITYHKT1 MOXKYTh MaTH MPOTHUPIIYS.
Hanpuknan, 3a HaBeneHow Kiacudikaimiero iHxXeHepHa rpadika MOKe BUMaratu

MOJICTIOBAaHHS B pEaJbHOMY 4Yaci Ta PEaTiCTHYHICTh Bi3yamizamii, 10 MOXe
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MPUBECTH 10 MNPOTUpiyus BUMOr. ToMmy cTae akTyaJdbHUM pO3B’S3aHHS 3ajadi
noOynoBu Kiacudikaiii BUMOr JO CHUCTEM Bizyamizalii Ta po3pOOKH METOJIUKHU
MPOEKIIIi MOCTaBACHUX 3a/1a4 IISUIbHOCTI Ha 111 BUMOTH JI0 CUCTEM Bi3yaiizallii.
[IponioHy€eThCsi BUKOPUCTOBYBATH JJIsI TIOIIYKY CUCTEMH Bi3yauli3allii, CHCTEMY

gaka 0a3yeThCsi HA BUMOTaxX JO pe3ynibTaTy Bizyanizaiii. ToMy 3a OCHOBY MOXHa
3alpOIOHYBAaTH HACTYMHI BUMOTH JIO KOMIT FOTEPHUX CUCTEM Bi3yalli3allii:

1) mBUAKOIIS;

2) NOpaBWIbHICTH NOOYJOBU OCBITJIEHHS (HaKJaJaHHs TIHEH MOBUHHO OyTH
MpaBUIIBHUM, aJjie X 300paKeHHsI MOXKe OYyTH CXEMATH4YHHM);

3) peadiCTUYHICTh MOOYAOBU OCBITIEHHS (IOMYyCKae MOPYIICHHS 3aKOHIB
ONTHKHU, MPONYIIEHHS TIHEH, ajie OyAye AKICHI I OKa 300paskeHHS );

4) mATpUMKA TMHAMIYHOTO OCBITJICHHS;

5) TOYHICTH BITOOpPaKEHHS! KOJIbOPIB;

6) BpaxyBaHHS BJIACTUBOCTEH MOBEPXHI IIPU PO3PAXYHKY KOJIBOPY IMIKCENs
(BimOJIMCKH, PO3CIFOBaHHS, IOTJIMHAHHS, CBITIHHS, KOJIIp TOBEPXHI);

7)  BUKOpPHUCTAHHS TEKCTYp;

8)  BUKOpPHUCTAHHS MaIl penabedy;

9) 300paxeHHS CHHTE30BAHE;

10) 300pakeHHs HATypaIbHE;

11) momyck BTpar iH(opMmamii TpH CTUCHEHHI abo0 BiATBOpPEHHI
300paKeHHS,

12) BUMOIHM JI0 CKJIQTHOCTI CIICHH;

13) MOXTUBICTH 3MIHIOBATH METOJ 300pakeHHsI (TIOKa3aTH JIUIIE BEPIINHH,
pebpa, ITHOpYBaHHS TEKCTyp a0o0 maTepiaiay abo i1HII omilii, sSIKi MOKHA 3MIHUTH B
JIOBUIBHUIA MOMEHT);

14) MoxnuBiCTh OYTYBAaTH CTEPEOCKOITIYHI TApU 300pakKeHHS CIICHHU;

15) iHIII BUMOTH.

3 TOYKHU 30py BUKOHABIISI TEXHIYHOTO MPOEKTY, B IKOMY BHKOPHUCTOBYIOTHCS

CHUCTEeMH Bi3yanizallii, (OpMyJIFOBaHHS BHUMOT HE € IEpUIMM eTaroM, a B TEpIILy
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yepry (opMyeThcsa 3ajaya, SKy NOTpIOHO PO3B’s3aTH 3a JOMNOMOTOI CHUCTEMHU

Bi3yanmizamii. [Ipuknanu Takux 3aja4 NoKa3aHO B HACTYITHOMY MEPEIIKY:
1) mnmakaru;
2) ninoBa rpadika;
3) myoOmnikauis B [HTepHETI;
4) 3D rpadika, Xy10XKHS;
5) rpadika qas qUHAMIYHHUX 1M0p;
6) rpadika 15 NOBUIBHUX IrOp;
7) rpadika iHXKEHEpHa;
8) rpadika KOHCTPYKTOPCHKA;
9) TexHI4YHI IHTEpAaKTUBHI CXEMH JJI YCTATKYBaHHS;
10) BimoOpaxkeHnHs rpadikiB Ta Jgiarpam;
11) BimeOMOHTaX;
12) BimeocnocTepexeHHs;
13) wmeaudne 300pakeHHS;
14) nHaykoBe 300paKeHHS;
15) BimoOpakeHHS TEKCTIB JIJisi pelaryBaHHS;
16) cucremu BIpTyalbHOI peaIbHOCTI;

17) iHmmi.

CtBOpeHi cmucKu € Cy0’ €KTUBHO-OPIEHTOBaHI 1 MOXYTh BIJIPI3ZHATHCS B

3aJIeKHOCTI  Bi  Koja IHTEpeciB pobouumx Tpym. Tomy MeTon  MoOxke
TpaHC(HOPMYBATUCS 10 KOHKPETHUX QJITOPUTMIB, SIKI BIAMOBIIATUMYTh MOTpeOam
KOHKPETHUX TPYyN PO3POOHUKIB 200 3aMOBHUKIB MPOTPAMHOT0 3a0€3MeYeHHS.

Ha ocHOBI HaBeneHWX IepeiikiB BUMOT Ta 3aJad IMPOMOHYEThCSI METOJ
oOpaHHs cCUCTEM Bi3yasi3ailii Ha OCHOB1 HACTYITHOI MOCIIIOBHOCTI M (TepMiHOJIOT s

HayKOBHMX METO/IIB, sIKi BUKOPUCTaH1 B OJIOK-cXemi, B3sTo 3 [7]; Pucynok. 3.1.):
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Mera npoexTy, AKui
BUKOPHUCTOBYBATUME CUCTEMY
KOMII’ IOTEpHO1 Bi3yasizarlii

) I

[ )
[
: JIeKOMIIO3HLIISI METH IIPOCKTY |

Ilepenik 3ama4 10 CUCTEMHU
KOMIT’ FOTEpHO1 Bi3yasizalii

I —

1 CuHres 13 3a1a4 BIANOBITHUX :
[
I BUMOT i

Bumorn o cucremu
Bi3yaJizallli Ta iX KUIbKiCHE
OIL[IHIOBaHHS

N

1 ITopiBHSHHS MOXXINBOCTEH |

CHCTEM Bi3yaizarii 1

Cnucoxk cucreM Bizyanizailii,
AK13a/10BOJILHSIOTH BUMOTaM

Pucynok 3.1 — MeToa BHU3HAYEHHS CYMICHMX KOMII IOTEPHUX CHCTEM

Bi3yasizaiii

[loGynoBanuii METOJl HE € JETEPMIHOBAHUM, HaBITh MPHU YMOBI (PIKCOBAaHUX
CTIMCKIB 3a/lady Ta BUMOI, TOMY III0 METOJ MICTUTh Jii, sIKI MalOTh 1HTEJIEKTYyallbH1
CKJIaJIOB1 IIPU BUKOHAHHI 1 JAEKOMIO3UIINA Ta cuHTe3y. [Ipornec mopiBHSHHS Ta
KOHKYpPC KOMIT'IOTEPHHX CHCTEM Bi3yadizallii € MOXJIHMBICTh (opMaii3yBaTh MpH
yMOBI (ikcalii COUCKYy BUMOT JI0 CHCTEM Bi3yamizallli Ta 3aco0iB iX KIJIbKICHOTO
OLIIHIOBaHHS, HAIMpPUKJIAJl, BUKOPUCTABIIN HA OCHOB1 TEOpil MHOXKHMH Ta KOPTEXIB

KUIbKICHMX OIIIHOK MpaBuja 0araTokputepiainbHoi ontumMizalii [Tapero [8].
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ABTOpaMH PO3TJISIHYTO MPUKIIAJ 3aCTOCYBaHHS METOAY OOpaHHS CHUCTEMH
KOMIT FOTEPHOT Bi3yalli3allii Ha IPUKJIa/i IPOEKTYBaHHS MPOTPAMHOI0 3a0e3MeYeHHS,
SKE peayni3ye MOKPOKOBY cTparteriro. OmHak, (OpMYJIIOBaHHS BHUMOT JI0 CHUCTEMHU
KOMIT FOTEPHOT Bi3yanizallli MOKJIMBHUHI JUIIE MIC]S aHali3y BUMOT O OTPUMAaHOTO
300paKeHHs 3 TMOPIBHSHHSAM BHUMOI [JI0 IHIIMX MPOTPaMHUX 3aco0iB e
BUKOPHUCTOBYEThCS rpadika. ToMy mepiium erarnoM oOpaHHS CUCTEMH Bizyanizallii €
dbopmynoBaHHS METH TMPOEKTY MpOrpaMHOro 3abe3neueHHss — 1o0yj10Ba

300paxeHHs 1711 KoM(GOPTHOI IPHU B KaHPI1 MOKPOKOBOI CTPATET1i.

3.1.1 ®opmyBaHHA mepeJdiKy 327424 HA OCHOBI [JeKOMNO3MLII MeTH

MPOEKTY.

[IBuakicTs MOOYJOBU 300pa)K€HHS € OJHIEIO 13 TOJIOBHUX OCOOIMBOCTEM
JUHAMIYHO1 (IrpoBO1) Bi3yasi3ailli, OCKUIbKHU BiJl IBHAKOCTI MOOYIOBH 300paKeHHS
3QJICKUTH COPUUHATTA KOPUCTyBaueM po3po0sieHoi rpu. Lle 3000B’s13aHHST BUHUKIIO
BHACIIIIOK HEOOXIIHOCTI BpPAaXOBYBATU IIBUAKICTb CHPUUHATTS 1HPOpMaIii
JIOJIMHOI0. Y CepellHbOMY, JIIOJICHKUMN 31p 3JaTHUN pearyBatu juiie Ha 20-25 kaapis
y cexkyHay. Bumoru mo mBuakocTi moOyaoBu 300pakeHHsS PI3HATHCS BiJ TMHAMIKA
KaHPY TpH, HANPUKIAN, y IIyTepax Ta TOHKaX CIIOCTEPIraeThCs dYacTa 3MiHa
300paKeHHA 1 JUTsl 3a0€31eUCHHsI BUACHOTO pPearyBaHHS HA 3MIHM B OTOYEHHI YacTO
BUMAara€TbCcsi MOXJIUBICTh moOymoBu 120 Ta Ouiblie KaapiB 3a CEKyHAY. Y
CTpaTeriyHuX irpax, rpadiYHUX PeAaKTOPiB Ta IHKCHEPHUX DPIMICHHSX, 30KpeMa 1 B
MOKPOKOBII cTpaTerii, MBUIKICTh 3MIHM KaJpiB MOBHHHA OYTH JIMIIE JOCTATHHOIO
JUIS 3a0€3TMeYeHHST BHIMMOCTI TUIABHOCTI aHIMAIIil Ta BiACYTHOCTI MepeXTiHHsS — 30
KaapiB 3a cexkyHmy. bimbll neTanbHO OMUCAHO MPO JTOTPUMAHHS YacTOTH 3MIiHH
kajpiB HaBegeHo B [9]. IlokpoBi crTpaTeriuHi irpu Hacammepen O0a3yloThcs Ha
OPUHIMIAX HECIIITHOCTI, TOMY JWHaMiYyHa 3MiHA 300pa)K€HHS B TaKWUX Irpax
CTBOPIOETHCS ISl TOJ00M KUBOI KapTUHH. 3aCTOCYBaHHS TaKOi JMHAMIKK BIAJIO

crioctepiraerhes Ha npukiaziil rpu 3 cepii Civilization. [lounnarouu 3 nepmux irop y
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cepii, mepecyBaHHS IrPOBU3 MEPCOHAXIB, MOOY/IOBa BHYTPINIHIX Ta 30BHINIHIX
00’€KTIB y MiCTaX, BUKOPUCTaHHS 30pOi MAacOBOTO Yypa)K€HHsI Ta MPUPOJHI JiMXa
CYNMPOBOJIKYBAIUCA JUHAMIYHOIO 3MIHOIO Ha KapTi. Takuil BUOOpUMil MiAXia a0
JUHAMIKA 3MIHU 300pa)K€HHsSI JT03BOJIMB MIATPUMYBATH IUIaBHY Ta 3aXOIUIIOIYY
atMoc(epy, a TakoX 3aJOBOJILHUTH MOTpeOy KOPUCTyBaua BiICTEKHUTH MPOrpec B
rpi.

Benuky mBUIKICTb 3MiHH 300paXkKeHHSI MOYKHA MPOCTEKUTH HA MPUKTALL TPU
Quake Ta ii monudikamii DeFRaG. I'pa Quake € kimacuunum mrytepoM BiJl NEPIIOL
oco0U, B SIKOMY IIBHJKICTh 3MIHU KaJpiB CEpeAHbO-MIBUAKA. B ii moaudgikaiii
DeFRaG, npu akTUBHOMY MPOXOKEHHI Mar, Ha MEBHUI Yac MOXJIMBA IIBUJKA
3miHa kajpiB. [IIBUIKICTE pyXy B TOHOUYHHUX Irpax MOXke AocsraTi Outein 250
KUIOMETpIB 3a TOJIMHY, TOMY, 3 OTJISIIy H @ Te, 10 MiJl 4ac MPOXOJKEHHS Tpacu
MOTpIOHO YacTO 3MIHIOBATH IMOJOKEHHS KamMepH, 3MIHA KaJpiB TaKoXX IMOBHHHA
B110yBaTUCS 3 IOCTATHHOIO YACTOTOIO.

KopuctyBau mOBHHEH YITKO PO3YyMITH OCOOJMBOCTI MOBEPXHI Ta penbedy B
irpoBux Nokamisx. Hampuknaz, sikio posrisnatd KyiabToBY rpy Heroes Might of
Magic 3, To B Hiif CITIOCTEPIraeThCs PO3MOUICHHS Ha TI00aTbHy KapTy Ta Ha KapTH
outB. Ha rnoOanpHiii KapTi penbed, Nepur 3a Bce, BIUIMBAE Ha MIBUIKICTh
MEepEMIIICHHs] Teposl Ha TiM 4M iHMIK MiciieBocTi. B OuWTBax irpoBi OJMHMIIN, IO
MpUMKCaHi MICIIEBOCT1 Ha siKiil ijae OWTBa, OTPUMYIOTh MPUOaBKY y | OZUHUITIO
HACTYIMHUX TIOKA3HMKIB: araka, 3axXWcCT, IIBUAKICTh (SK TMEpeMileHHs, TaK 1
iHimiatuBa). KpiM Toro, B OMTBax Mae TMEBHE 3HAYCHHS peibed KapTH B BUTIIAII
MIEPEITKO/I, 110 IHKOJIH KapUHAJIBHO 3MIHIOE pe3yJbTaT OMTBH. MICIIEBICTh BILJIUBAE
He JuIIe Ha OB, ajge 1 Ha caMoro reposi, 3a00pOHSII0YN BUKOPUCTOBYBATH Mariro
Buie 1-ro piBHsA, a00 TO3BOJISAIOYM YaKJIyBaTH YC1 3aKJIMHAHHS Ha PIBHI «EKCIIEPTY,
1110 Ma€e HaWBHUIIKKA piBeHb [10].

IIpu cTBOpeHH1 penbedy BapTO 3BEpTATH yBary He TUIBKM Ha TEXHIYHY
CKJIaJIOBY, a 1 Ha Bi3yaJlbHO AuWHaMiuHy. J[MHaAMIuHI CII€HH TOKPOKOBOI CTpaTerii

BUKOPHUCTOBYIOTh HaiuacTilie i CTBOPEHHS JKUBOrO €eKTy Ta MOJULIOTHCS Ha
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«MACUBHI» Ta «aKTUBHI», 10 Pea3yeThCA 3a JOMOMOrol OO0’€KTIB Ha KapTi
(HanmpuKa, KypKa, sika 13b00a€ 0Ch Ha 3€MJIi, PAIIOI0YUNA MIIMH, TUM 3 OYJMHKIB
1 T.11.), IEpECyBaHHs XMap Ta BOJM, A1 IrPOBOr0 MEPCOHAXKY HA MiCIll (HAIPUKIA],
BUKOHY€ aHIMAIlil0 MEPEBIPKU CBOTO KJIMHKY Ha TocTpoTy). Croyarky mMpOMHUHAIOTh
TaKl MOMEHTH, aJ[’Ke€ HalJacTimie MOKPOKOB1 KOMIT IOTE€PHI1 CTpaTerii po3poOIsitoThCs
SK aHAJOT HACTUIBHINA IpH. AJie SKIIO NPUIAUIMTH aHIMAalllsIM yBary, TO rpa OTpuMae
OUIBIN XUBY aTMocdepy, a TpaBellb MOXIUBICTh OUIbII 3aHYPUTHUCS B aTMOC(epy
TpH.

OnHi€ero 13 CKIAJ0BUX SIKICHOI rpu € onTumizauis. CrnpoiileHHs Bi3yani3amii
00’€KTa € HaJIeTIuM CmocoOOM JOCSATTH MIABUIIEHHS IIBUIKOCTI (hOPMYBaHHS
300paxenHs. [1in copoiieHHsIM Bizyanizalii nepeadadyaroTbes Mii, Kl IPUBOASTH 10
3MEHIIICHHS TTOTped B 00poOIli 300pakeHHs. [0 onmucanux A1l HaJCKUTh MPUB’SI3Ka
CTAaTUYHOI TiH1 00’ €KTa 0 BiIacHe moneni 00’ekra. [Ipobdiema 3ramaHoi npuB’si3KU
MOXe OyTH JIMIe B JWHAMIII TiHEH, TOMY TaKuhd IMAXIA J0 ONTHMI3AIlii Tpu €
peHTabenpHUM. SIKII0 PO3TIIAAATH TOUYHICTh MOOYIOBH TiHI 00’ €KTa, TO JJIsl TOYATKY
MOTPiIOHO 3HATH SIK caMe TiHb OyJia CTBOPEHa, YU € BOHA YACTHHOIO MOJIEN1 00’ €KTa,
a00 TMHAMIYHO GOPMYETHCS TIPH 3MiHI KyTa Ta CUJIM OCBITJICHHS. SIKIIO aHai3yBaTH
irpy BiJ MEPmIOro 0COOM, TO MOKHA CIIOCTEpIraTd AMHAMIYHY 3MiHY TiHeW abo ii
BIJICYTHICTh TPH B3a€MOJIii 00’€KTa 3 HABKOJIHUIIHIM CEpPEIOBHUIIEM, TOOTO 3MiHH
OCBITJICHHS 3a JOTIOMOTOI0 YMOBHO «(dakeiay, 10 aKTUBYETHCS 1 MITBOIUTHCS JI0
00’ekTa JochimKeHHsA. SIKIO MOCTiIKyBaTH OUIBII CKIIQJIHY TEXHIKY OCBITIICHHS
"Muzzle Flash Shading", y sikiii cTBOpro€Thcsi €deKT peanmiCTHUYHUX TiHEH Bif
00'eKTIB mpu CTPLIBKO1 3 BOTHENMATBHOT 30p0i, TO BapTO BiA3HAYHUTH, 110 TaKUi e(HEeKT
CIIOCTEPITAEThCS HE B KOXKHOMY IITyTEPi, a HOro peaizalii B irpax BiJl TPEThOi 0cOOU
1 30BCIM HeMae 1 1o 1ei yac. 3raganuii epext maB 6u 6ytu y Gears of War 1, Tak sik
11e Oyso IeMOHCTPOBAHO B Tpesepi rpu, ajne OyB BUpi3aHUH 3 pesIi3HOI Bepcii, ToMy
"Muzzle Flash Shading" moxxna 3yctpitu aumie B irpax Doom 3, STALKER [11].

3a3BHUaii came B irpax 3 BiJIJIaJIEHOI0 KaMepOIO Ta MPH HAIBHOCTI yMOBHO 3D

00’€KTIB 3aCTOCOBYIOThCSI CTaTH4HI TiHi, Tak B rpi Heroes Might of Magic 3, moxxHa
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CIIOCTEPIra€eThCsl MPUB’A3aHy TiHb 00 €KTA, ajie HaBITh TaKa TiHb € HEOOX1THOO JJIsI
CTBOPEHHSI 00’ €MHOCTI Ta MPABUIBLHOCTI 00’ €KTA.

[Ile oaHier0 OCOOIMBICTIO MUHAMIYHOI Bi3yasi3allii € TEXHOJOTi TpaCyBaHHS
MpPOMEHIB. 3rajlaHa TEXHOJIOTIS JO03BOJISIE MPUIATH Tpi OUIBININ peaniCTUYHOCTI,
3aBASKM OOYMCIIIOBAHHIO TPAEKTOPIi KOMXKHOTO TMPOMEHsI CBITJIa Bl 00’€KTa [0
KaMepH, i BUBOJIUTh HAa €KpPaH KapTHUHKY 3 YpaxXyBaHHSM TPOBEICHUX PO3PaXyHKIB.
[lepm HIXX BUKOPUCTOBYBATH TE€XHOJIOT1I0 TPACYBAHHS MMPOMEHIB MOTPIOHO peTEIbHO
O3HAOMHUTHCS 3 MarepiajaMu Ta KOJIbOpaMmH, siki OyIyTh Ha CUEHI, TaK sIK OJHI 3
HUX Kpallle BimoOpaxkaloTh CBITJO, I1HINI TipIIe, a CKJIO 1 30BCIM MEpPEIOMIIIOE
MPOMEHI, 110 CTBOpIO€ IHIMN edekT. JoknagHui miaxXil Aa€ MOXKIUBICTH TOYHO
nepenaTy OCBITICHICTh MPEAMETIB, iXH1 TiHI, 3aJOMJIEHHs, PO3CIIOBaHHS CBITIIA M,
B3araji, HaJaBaTH 300pa)KEHHIO HAa €KpaHl peanicTUYHIUN BUTIsSA. OKpiM 1BOTO,
TpacyBaHHsSI IPOMEHIB JI03BOJISIE CIPOCTUTU CTBOPEHHS PIBHIB Ta IXHHOI'O OTOYCHHS.
Tax mpu CTBOpEeHHsI piBHS, Ha SIKOMY OyJe TOPITH CBITHIBHUK, 3/1€0UTBIIOTO,
NOTpiIOHO HaNaroJAWTH TIiHI Ta MPOMEH! BpPYyYHY. A 3a JOMNOMOIOK TpacyBaHHS
MPOMEHIB, aJITOPUTM, IO BIAMOBIZAE 3a II0 PoOOTYy, OOPOOUTH CKIIAIOBI PIBHS B
aBTOMATHYHOMY pexxuMi. OKpiM IIbOTO, TPACyBaHHSA MOXKE MPAIIOBATH i 31 3BYKOM,
CTBOPIOIOYM HabaraTo peanicTuuHime ayaio s irop. I[IpoOiemoro TexHonorii
TpacyBaHHs € 1l BUTPATH Ha PECypcH KOMI I0Tepa, TOMY 1110 00poOKa OJHOro Kaapy
3a JIOTIOMOT'OK0 TEXHOJIOTIl TpacyBaHHS MOXKE 3aliMaTH BiJl JIEKIIbKOX TOJHH JO
NeKUTbKOX JMHIB. OTXe, IMUTKOBUTO 3aCTOCOBYBATH JIOCTIIKYBaHY TEXHOJIOTIIO IS
CTBOPEHHS IrOp Ha TEMEpIlIHIA Yac HE € paIllOHAJIbHUM PIlIeHHAM, MOTPiOHO Ti
BUKOPHCTOBYBATH 3a MOTpeOH Ta juiie i aeskux o6’ektiB [12, 13]. BinmogigHo,
TEeXHOJIOTIS TpacyBaHHS IPOMEHIB Xouya 1 € OaXKaHOK YaCTHUHOIO T'pH, aje He €
CKIIaZI0BOIO, OCOOJIMBO SIKIIO PO3TISAATH TaKUM KaHp SK CTparerisi, B SKid
TeXHOJIOT1 Mailke He 3aCTOCOBYETHCSI.

B Oarathox BHIagKax BHUMAaraeThcs 1UTIO31 peaisMy abo0 HaBMHCHA

CTWII3aIlisl J0 PHUCYHKIB. Imro3is peanmismy abo cTwrizamis moTpiOHAa TMpu
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CTBOPIOBaHHI Irop HAOJMKEHOI PpPEalIbHOCTI:  ICTOPUYHMX, (PAHTACTUYHHUX,
MYJIBTUIUTIKAIIMHUX Ta IHIIKUX icTopiH [14, 15].

IcHye Benmka KUIBKICTH €JIEMEHTIB, SIKI HEMOXJIMBO CIPOCTUTH. Bmamum
MPUKIAJOM CHUCTEMH, B SKI HEMOXJIHBO CIPOCTUTH EJIEMEHTH, MOXE OyTh
Bi3yainizallisi pe3ysbTaTIB MEIMYHOIO OOCTEXEHHsS, a00 KpecjeHHS Ta CXEMU
puiIaaiB abo CXeM.

B OuIblIOCTI 1HXKEHEPHHX Ta XYJIOXHIX TMporpaMax € MOXIHUBICTb
MEPEeKIIIoYaTUCsl MK METoJaMu Bizyauizaiii. BinoOpaxenHs nuine pedep 00’ eKTy
J03BOJISIE YITKO MOOAYUTH YTBOPEHHS (DOPMH, HASIBHICTh BHYTPIIlIHIX €JIEMEHTIB Ta
iHme. CnpouleHuil penaep 0e3 ypaxyBaHHS OCOOJIMBOCTEM IOBEpPXHI, TOOTO
Marepially Ta KOJbOpPY, TOOTO TEKCTYpH, HO3BOJUTH AYKE IMIBUAKO OyIyBaTh
CKJIaJHI 300pa)k€HHs 3 OUIBIIMM BMICTOM BEpIIMH Ta TpaHeil 0e3 CIpOILIECHHS
dbopmu. CrnponieHuid peHaep, Xxoua 1 BpaxoBye Martepiall Ta TEKCTYpY, PU3HAYCHU I
JUIIE IS OI[IHFOBAaHHS OTPHMMAHOI KapTWUHH a00 JUIsl XYyIOKHBOTO CIPUHHSTTS.
OctaToune 300paxeHHs1 OyAyeThCs HAHOUIBIN SIKICHUMH PEHIEPaMU, 32 TOTIOMOTOFO
SAKUX MOXKHA JOCSATTH (POTOPEANTICTUYHOCTI, aje MpU [bOMY MOOyaoBa Kaapy, B
3QJIE)KHOCTI BiJl CKJIQJHOCTI CIIEHHM, MOYKE TPOJIOBKYBATHCS BiJ KUTBKOX CEKYH] JIO
JNEKUIbKOX TOJMH.

Texniune 300pakeHHS TMOBWHHE OyTH 3pO3yMUTUMHU, a He rapHuM. Jlus
TEXHIYHOI Bi3yamizamii HEOOXIgHa Hacamrepe]] SKICThb BHUKOHAHHS pPOOOTH,
300pa’KeHHS TMOBUHHO MICTHTH JHIle HeoOXiaHy iH(opmartiro. HemoTpiOHo rHaTucs
3a TAPHUM 300paXKEHHSM, TOJOBHE OO0 Bce Oys0 3p03yMiNO 1 HE BIBOJIKAIO Bif
pobdoTtu 13 mporpamoro. Tomy Taki mporpamu sik AutoCAD, nmns cTBOpeHHs
TeXHIYHUX KpPECJIICHb, HE Ma€ MOXJIMBOCTI CTBOPIOBAaTH (DOTO peaiCTHUHI CIICHH,
[POTC Mae MOXJIUBICTh IIBHUAKO OyIyBaTH CKIaaHI O0’€KTH Ta iX mepepizu i3
TOYHMM BpaxyBaHHSM OCBiTIeHOCTI. lle JocsIrHyTo 3a paxyHOK 3HMKEHHS
PEaTICTUYHOCTI Ta 3HM)KCHHS 49acTOoTH KaapiB [16]. Takox TyT miaBUINEHI BUMOTH
MPaBUJIBHOTO TIEPEXOJy BiJ TOJIrOHAJBHOTO 300pakeHHS OO0 €KTIB 10 HOTro

KpeCJIeHHsI B 3aJlaHii mpoekiii. Baaium npukiagoM Moke CIyryBaTH OYJIMHOK 13
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HOro mepexojoM Bia UUIOr0 OyAMHKY J0 OKpPEMHUX IMOBEPXiB, KBapTHp, a00 MOKHA
YSIBUTH JIBUTYH Ta MOTO CKJIAJIOBI.
BIIOKPEMHUTH HACTYyIH1 3a7adl  Bi3yamizamii

B pe3ynbTaTi MOXKHa

KOMIT' FOTEPHOT TOKPOKOBOI CTpaTeriyHoi TIpu: 3a0e3MeYUTH 4YacTOTy Kajpis;
3a0e3meynT 300paKEHHS CKIAJHUX CIEH; 3a0e3MeYuTH 300pakeHHS TIHEW Bif
00’€KTIB clieHU (TPaBUIBHICTh, PEATICTUYHICTh, JUHAMIUHI/CTaTUYH1), 3a0€3MeunuTn
BpaxyBaHHSI BJIACTUBOCTEN Marepiany; 3a0€3MEeYUTH BUKOPUCTAHHS TEKCTYD;
3a0€3MeUnTH TOYHICTh BIATBOPEHHA (POpM; BpaxyBaTh BIIOUTTS Ta 3aJIOMJICHHS
CBITJIA.

B pe3ynbTaTi OISy TEXHIYHUX OCOOJIMBOCTEHM KOMII IOTEPHOT Bizyai3allii €
MOXJIMBICTh MEPEXOY 0 IX CHCTeMAaTH3allil Ta aHalli3yBaHHS BUMOT MO KOXHIH 3

BIIOKpEMJICHUX 3aJa4, 110 BIAIMOBIIa€ HACTYIMTHOMY MYHKTY 34 CXEMOIO Ha PUCYHKY

3.1.

3.1.2 @opmyBaHHs nepeaiky BUMOT.

Ha ocHOBI1 3a3Hau€HUX MIPKyBaHb, MOXKHA 3pOOUTH BUTAT OCHOBHHUX 3ajady,
K1 TIOJISITATUMYTh HA CUCTEMY Bi3yamizaiii. 3a MeTy poOOTI NPUHHATO OOpaHHS
CUCTEMHM Bi3yasi3allli MOKPOKOBOI CcTpaTerii, ajie JUisl MOPIBHAHHS Ta MIIKPECICHHS
0ocoONMMBOCTEN JOAAEMO 3ajaui Bi3yai3allii LIyTepy Ta CHCTEMHU MONEPEAHBOT

neMoHctpartii moaened pisa 3J1-npyky (tabmmms 3.1):

TaGumms 3.1 — 3amadi, sKi MOCTaBJIEHI 10 CHCTEMH Bizyasizarlii

ITokpokoBa lyTtep JleMoHcTpairis
CTpareris mozenen 3/1-npyky
HIBuake bmuswsko 30 bireme 30, Ho 1.3 c.
reHEpPYBaHHs O6axxano 120 Ta
Kaapy OulbIIIE

Bum

Apx Ne oxym.

ITignuc

Jata
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ITponosxenHs tadmuii 3.1

JlvHami14Hi1 TiH1

Penbed
HE3MIHHHH,
MO>KJIUBO
BUKOPHCTATH

CTATU4YHI TIH1

baxano
BUKOPHUCTATH

IUHAMIYHI TIHI

TiH1
PO3PaXOBYIOTHCS
U KOYKHOTO

KaJIpy, JUHAMIYHO

[IpaBunbHICTH

TIHEH

MoxuBi

CXeMaTH4HI TiHI

MoxuBi1

CXeMaTH4HI TiHI

Bucoki Bumoru 10
MPaBUILHOCTI

1100y10BM TIHEH

CKJIagHICTh CLIEHU

Bucoxka

CKJIAQHICTH CLICHU

Cepenns

CKJIAQHICTH CLICHU

Jlyxe cknamHa

CKJIAQHICTH CLICHU

PeanictuunicTh baxxanuit peanizam | baxanuit peanizm Peani3m He
TiHEH BHMAara€eTbCsi
Bukopucranus Bucoki Bumoru 510 | Bucoki Bumoru 10 JlocTaTtHbO
BJIACTUBOCTEM BpaxyBaHHS BpaxyBaHHS 3arajibHOro
Marepiany Marepiany Marepiany KOJIBOPY
SIKiCTh TEKCTYp Bucoka Bucoka Tekcrypu -
BIJICYyTHI
MoOXIHUBICTD Tak Tak Hi
CIPOILICHHS
MOJeIIeH
BpaxyBaHHs baxano, baxano, € nyxe
BIIOUTTS Ta MPUOIU3HO MPUOIU3HO BaXKJINBOIO
3aJIOMJICHHSI CBITJIa YaCTUHOIO

3.1.3 KisibkicHe OLIHIOBAHHS BUMOT 0 CUCTeMH Bi3yaJtizauii

HactynHuii Kpok TakoXX MICTUTh CYyO €KTHUBHY CKJIAJOBY, Ky BHUKOHYIOTb

eKCHepTH, SIKI TPOBOJSTH MPOEKTYBAHHS MPOrPAMHOTO MNPOAYKTy. st 1boro

Bum

Apx Ne oxym. MMinmuc

Jata
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B1JIOKpEMJICH] 3aj1a4l 3 MPUOJU3HUMU BUMOTAMU 3BOJSATH B TaOauIt0 (Tabnuis 3.2).
TyT npoBOAUTHCS KUIbKICHA OLIHKA BHUMOTH Ta EKCIEPTHA OILIHKA BaXXJIIMBOCTI

AOTPHUMAaHHA OKpCMO‘I' BUMOT'H:

Tabonuis 3.2 — KutbKicHa OI[IHKA BUMOT Ta iX BaXKJIMBOCTI

Tix1
IToxa3HuK 30 1000 Hi Tak | Tak | Taxk | Tak Tak 0
00’ €KTIB TpH.
BaxauBicTh, 1 1 0,3 0,8 0,5 | 0,75 0,9 0,2 (0,95
0..1

[Ticns dopmyBaHHs TabaMIll BUMOT, iX BaXJIMBOCTI, MOTPIOHO BU3HAUYUTH
XapaKTEPUCTUKU JIOCTYIIHUX CHCTEM BI3yaiizali, Ta oOpaTu 3 HUX OUIbII
onTUMaibHi 3a mpuHIuoM [lapero.

3.1.4 BuOip cucrem Bisyauizauii, siKi 3a10BOJILHAIOTH BUMOram

OOpanHsi cucTeMu Bi3yalizallii MPOBENCHO 3a XapaKTepPUCTUKAMH, Kl

HaBejieHo B [17-20] (tabmurs 3.3):

Taonuua 3.3 — KinpkicHaA OIIHKA BUMOT Ta X BaXKJIUBOCTI

TiH1
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[Iponos:xenns tadnuiri 3.3

Baxnusicte, | 1 1 03108 1051107509 1 020,95
0..1
[inboB1 30 1000 - + + + + + 0 6,40
MMOKa3HUKHU 00’ €KTIB
Unreal + + -+ + + + + + 0 6,25

Engine [15]

Unity3D + + - + + + + 4 0 6,20
[16]

Blender 3D | + -+ + + + -+ - + 0 | 4,90
[17]

GoDot [18] | + + - ; - - p - 0 |3,25

B pe3ynabpTaTi CHIBCTABJIEHHS BUMOI, 3 BpaxyBaHHSAM iX Ba)JIMBOCTI,
BUJIUICHO TEepeBary CUCTEM CTBOPEHHS 1'POBOI'0 ImporpaMHoro 3ade3neuenHs Unreal
Engine ta Unity3D. OOuiBi cucteMu MaiOTh BUCOKY BIJMOBIAHICT, BUMoraM. Tomy
JUIsl YyTOYHEHHsT BUOOpPY MOTPIOHO BPaxOBYBATH BKE€ HE I1HXKEHEPHI MOKA3HUKH.
Hampuknan, BaXJIMBOI YaCTHHOIO aprymMeHTIB IO J0 BHUOOPY, € HasABHICTh

MITOTOBICHUX KaJpPiB Ta MIPOrpamicTiB, AJisl pOOOTH 3 Ti€X0 a00 1HIIOK CUCTEMOIO.

3.2 Onuc GpyHKUIOHYBAHHSA CUCTEMU

JlocmiIUBIIM TIOCTaBJIEHE 3aBJaHHS, MHOIO OyJI0 MNPUNUHITO pIlICHHS
PO3MOYUHATH PO3POOKY TMPOrpaMHOr0 3a0e3MedyeHHs 3 PO3MIIAY T100aabHOT
00ifoBO1 KapTu. s reHepanii kapt, Oyau po3poOJeHi MOJEN TeKca Ta KBaapara.
3a A0MOMOTr0I0 IMX MOJIEJIEN CTBOPIOEMO Ta PEAAryeEMO TII00AIbHY KapTy.

Ha Moro 1ymKy, 711 TOKP OKOBHUX CTPATErIYHUX IFOp CAMOKO MPABHIBHOIO
dbopmoro € MojieNb rekca, 13-3a oro (Gopmu, 1O AO3BOJISE AISITH HA BC1 6 HANPSIMIB

Ta YHUKHYTH TpoOJIeMH 3 JiaroHaisiMu B kKBajpaTtax. dopma rekca Oyna cTBOpeHa
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3a JIonoMoror OsieHjepa 1 mpeacrtasisie co000 WECTUKYTHY ¢irypy. Ilicas yoro
¢irypa Oyna mepeHeceHa B IOHITI 1, 3a JOMOMOIOI0 JOJATKOBUX MeEIIiB, Oyia

CTBOpEHa MOXJIUBICTh 3MIHU KOJIbOPY rekca (Pucynok 3.3.).

Pucynok 3.3 — Tlpedab rekca, njs reHepailii riio6anbHO1 KapTu

HactynmHuMm KpokoMm, BHUKOPHUCTOBYHOUM HasBHUM Tekc, Oyna po3poOka
reHepanii camoi kaptu. s reHepyBaHHs KapTh OOMOBHX i, HA Mill MOIJISIA,
MOTPIOHO PO3POOUTH 5 XapaKTEPHUCTHUK, 3a JOIOMOIOI0 SIKUX 1 OyJe CTBOPIOBATUCA
Ta 3MIHIOBAaTHCS KapTa. TakuMu XapaKTepUCTUKAaMHU €. JIOBKWHA, IUPHUHA,
BHYTDIIIHIA pajaiyc, 30BHIMIHIA panlyc i« OpOXHUHUY». PO3rIsHEMO KOXHY
XapaKTePUCTUKY OKPEMO:

JloB)kMHA Ta MIUPHHA — MPEACTABISIOTH KIJTBKICTh TEKCIB B Al Ta KUTBKICTh
cTOBOIIIB. JIOBXKHMHA — 1€ PSAJKH, IIIMPHHA — I1¢ CTOBOIII.

BryTpimHil pagiyc — NpeACTaBICHHS BEpCii Tekcy, M0 3MIHIOEThCA 3a
JIOTIOMOTOF0 KOe(iI[I€HTA, IKUI HATAETHCSI PO3POOHUKOM. SIK MEH1 31a€ThCsI, PO3MIp,
o po3TArye TeKe y 2.5 pa3u € eDEKTHUBHUM JUIS 30POBOTO IIPEIACTABICHHS
KOpHUCTYyBada

30BHIIIHIN pajiyc IPEACTaBIIS€ BiACTaHb I'eKCiB MK c000F0. SIKIO BiICTaHb
TOpIBHIOE 1-11i, TO KapTa — BUTIISAIAE K CYIIJIbHE TOJIOTHO, TAKUM YHHOM, TP 3MiH1
Mellia Ha «TPaBy», MU 3MOXEMO CIIOCTEPIraTH TajasiBUHY.

[TopoxxanHM — 116  KOe(DIIiEHT, 3a JOMOMOIOK SIKOTO aBTOMAaTHYHO

BUOUPAIOTHCS TEKCH, IO HE OYyayTh T'€HEPYBAaTHUCA TMPH CTBOPEHHI KapTH. Ko
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BUKOPHUCTOBYBATHU 1€l KOE(PIIIEHT, TO BApTO MaM’sITaTH, 110 BIH BUCTABISETHCS BiJ
0 mo 1 . IIpu BucTaBieHH]1 KOe(DiliEHTY MOPOXXKHUHU, pIBHOMY 1, KapTa 3reHepye

MaKCUMAaJIbHY KUIbKICTh MOPOXKHUH, W0 3HIBEJIIOE MOXIIUBICTh MPOBEJICHHS

OJIM>KHBOTO 00I0.

OT)KG, AKINO T'CHEPYBATH KapTy 3a JAOIMOMOIOH0 IHUX BHaCTHBOCTeﬁ, MU

3MOkeMo crnoctepiratu HactynHe (Pucynok 3.4.)

----- e g - g~ )
| v . ¥ Grid Manager (Script 3

@ Current Grid Dimension : 13x8
Current Grid Tile Size : 2,5

Tile Type: Hex

Grid Collider Type: | Master s

Diagonal MNeighbour: -

¥ Show Grid Setting

- Grid Width: 13
- Grid Length: 8

- Tile Size: 2.5
- GridToTileRatio: |1.1
- UnwalkableRate: |O

Pucynok 3.4 — T'noOanbHa kapTa 3 Je€TaJbHUMH XapAKTEPUCTUKAMU

ETan renepartis rekcaroHaiIbHOI KapTH OYB JIJIT MEHE CKJIATHUM MOMEHTOM

B MOTPIOHOCTI 3reHEepYyBATH KapTy TakK, 1100 MeKCH HE HAKJIAJaJIUCS OJUH Ha
OJTHOTO, a 3alMalyd CTPOro Te MiClle, MO MOTPIOHO, 3aliMarouu BIAMOBIAHY
MUCTAHIIO OIWH BiJ OIHOIO.

[eHepamis ~ rekcaroHaJIbHOI ~ KapTH  PO3MOYMHAETHCA 3 aHANIZY

XapaKTEPUCTHUK, 3aBJAaHUX PO3POOHUKOM Ha MIOYATKy reHepallii.

public static Grid GenerateHexGrid(int width=5, int length=5, float
gridSize=1, float GridToTileRatio=1l, float unwalkableRate=0,
GridManager. GridColliderType colType=GridManager. GridColliderType.Master) {

[Totim BuOMpaeTbea npedad, 3a AOMOMOroK SKOro 1 OyAe reHepyBaTHCs

KapTa, B MOEMY BUIIAAKY 51 CTBOPUB 2 npedada, pi3HULS MDK SIKUMH € B iX
30BHIIIIHEOMY BUTJISIAL

string loadText="";

if (colType == GridManager. GridColliderType.Individual)
{loadText = "ScenePrefab/HexTile Collider";}

else if (colType == GridManager. GridColliderType.Master)
{loadText = "ScenePrefab/HexTile";}

Transform tilePrefab = Resources.Load (loadText,
typeof (Transform)) as Transform;
if (loadText == "ScenePrefab / HexTile")
{Debug.Log ("ScenePrefab == " + loadText);}
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[Ticnsa BuOoOpy BiAnoBigHOTO Npedada Ta OTPUMAHHS XapaKTEPUCTUK T'€KCIB,
PO3MOYMHAETHCSI CTBOPEHHSI KapTH, L0 MM MOXEMO CIOCTEepiraTd B HACTYIHIN

YaCTHUHI KOJY :

List<Transform> tileTransformList=new List<Transform> () ;

Vector3 pos=Vector3.zero;

Transform parentT=new GameObject ("GridTemp") .transform;

float spaceX=spaceXHex*gridSize*GridToTileRatio;//Ki

float spaceZ=spaceZHex*gridSize*GridToTileRatio;

Grid grid=new Grid( TileType.Hex, width, length, gridSize,
GridToTileRatio);

for (int 1=0; i<width; 1i++){
float offsetZ=(i%2==1) ? 0 : (spacez/2);
int limit=1%2==1 ? length : length-1;

for (int n=0; n<limit; n++){

pos=new Vector3 (i*spaceX, O,
n*spaceZtoffset?);
Transform

tileT=(Transform) Instantiate (tilePrefab, pos, rot);
tileTransformList.Add (tileT) ;
tileT.localScale*=gridSize;
tileT.parent=parentT;
tileT.gameObject.layer=TBTK.GetLayerTile () ;
Tile tile=tileT.gameObject.AddComponent<Tile> () ;
tile.type= TileType.Hex;
tile.x=1i;
tile.y=-((i+1)/2)+n;
tile.z=-(i/2)-n;
grid.tilelList.Add(tile);}}

grid.AssignIndex () ;

[licnst cTBOpEHHS T'eKCIB Ta MOEAHAHHA iX B OJHY IJIOCKICTh, BUKOHYETHCS
nepeBipKka Ha MOPOKHUHU Ta iX '€HEPYBaHHS, CIIOYATKY peali3yeThCs MepeBipka Ha
HAsIBHICTH 3MIH, ITICJIA, SIKIIO 3MIHHK €, ToOTO OuIbIIe HiXK ( , 3IIMCHIOETHCS

CTBOPEHHS MMOPOKHUH:

if (unwalkableRate>0) {
int unwalkableCount=(int)
(grid.tilelList.Count*unwalkableRate) ;
for (int i=0; i<unwalkableCount; i++) {
int rand=Random.Range (0,
grid.tilelist.Count);
grid.tilelList[rand].walkable=false;
grid.tilelList[rand] .gameObject.SetActive (false);}
float x=(width-1) *spaceX;
float z=(length-1) *spaceZ;
parentT.position-=new Vector3(x/2, 0, z/2);
Transform newParentT=new
GameObject ("HexGrid") .transform;
for(int i=0; i<tileTransformList.Count; i++)
tileTransformList[i] .parent=newParentT;
DestroyImmediate (parentT.gameObject) ;
grid.gridObj=newParentT.gameObject;
newParentT.gameObject.layer=TBTK.GetLayerTile () ;
if (colType==GridManager. GridColliderType.Master) {
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BoxCollider boxCol=newParentT.gameObject.AddComponent<BoxCollider> () ;
boxCol.size=new Vector3 (5000, 0, 5000);}
return grid;}

[licns 3aBepleHHS] T€HEPYBaHHS MOPOKHHH, SIKIIO OYyJ0 BUCTABICHO TaKe
3HAYEHHS, 3aBEPIIYETHCS KOMIIOHOBKA TJI00aNbHOT KapTu. AJjie Ciijf maM’aTaTH, 110
MOPOXKHUHU T€HEPYIOTHCS BUIMAJKOBUM YMHOM, TOMY IIPU BUCTABJICHHI KOC(IIIEHTY
BUIllEe |, MOXeE CTaTHUCS, 1110 3r€HEPYETHCS JUIIe 1-H reKc, a e MOKe MPU3BECTH 10
noMUJKH cucteMd. [loMuika BHHHUKHE BHACHIAOK TOTO, WIO MpU 3alycKy
MPOrpaMHOr0 3a0€3MEeUCHHS] TEHEPYIOThCS TaKOoXk O1iIll IByX ab0 OuIblle KOMaH,
3 SIBISIOThCSL Oadu, MICHS 3aBEepICHHS payHAy Ta Ha MoYyaTky crapta rpu. [lpm
O0akaHHI, MOKHa YHUKHYTH 1i€1 MTOMUJIKH, BUKOPUCTOBYIOUU KOE(]IiEHT MeToja
«mopoxxHun» Big 0 no 0.4.

JInst Kkpamoro ajganTyBaHHS MPOTPAMHOTO 3a0e3Me4YeHHs Ta MOAAlbIIOro
PO3BHUTKY, Malke Ha KOXHUU BaroMuil KOMIIOHEHT, OyB cTBopeHuil Ul, mio €
YaCTUHOIO clieHapito. TakuMm YMHOM, MOJErUIyeThCsl MoJalibllla po3poOka Ta
MOKPALIYETHCS MOXKIUBICTh TECTYBAHHS IPOrPaAMHOT0 3a0€3MeUeHHS.

HactynmHum kpokoMm Oylio CTBOpPEHHS IOHITIB Ta CHCTeMH (QpAaKIlii, 10
MOJIETIIUTh 1HTEpPenc SK Ppo3pPOOHUKY, TaK 1 KOPUCTyBauy B MOJAJBIIOMY
TE€CTYBaHH1 TOKPOKOBOI CTPATEri4HO1 I'PH.

CTBOpeHHs IOHITIB po3moyaB 13 moOyaoBu mnpedada s OHITA Ta WOro
Mema. Mem OyB oOpaHuii, Tak ke SIK 1 T'€KC, OAHOKOJIbOpOBUM. llpu cTBOpeHi
dpakxiiid, s BHUPINIUB, IO PO3AUTUTH IOHITA MO (paKilisiM MOTPIOHO JOMOMOTOIO
3MIHM KOJIbOPOBY, TOMY BHOKPEMUB JUIsl TIepiIoi ¢pakiiii 30JJ0TUCTUI KOTip, a IS
apyroi ¢pakirii 6yin0 06paHo CUHIN KOTIp.

[Ipeab roniTa OyB CTBOpEHMI IMOCPEACTBOM OJieHIEpa. 3a JOMOMOTOIO
penaryBaHHs Ta J0JlaBaHHs 30poi Ta nuTta OyB CTBOPEHHU CIIUCOHOCEIb, SKUH OYyB
0OpaHMii THMYACOBHM, TECTOBHM IOHITOM JUISI 000X (pakiiiid, 3 Pi3HHIICIO JIMIIIE Y

koiabopi. (Pucynok 3.5.)
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Pucynok 3.5 — Mogens ciucoHocus g 000X Ppaxiiiid.

[To moi#t 3aayMili, y KOXKHIM Qpakiiii B OAIBIIOMY, MU 3MOXKEMO
CIIOCTEPIraTH BEJIUKY PI3HOMAHITHICTH IOHITIB, TaKUX SIK: JYyYHUK, KaBaJEpPUCT,
MEUHUK 1 TA. AJle JJIsi TECTOBOTO MPOIrPaMHOro 3a0e3MeyeHHs, IO Bi3yali3ye
MOKPOKOBY CTpATeriuHy rpy 0y/e AOCTaTHBO 1 JIUIIE OJJHOIO CIIUMCOHOCIIS, 1110 MOKE
aTaKyBaTH, SIK B OJIMKHbOMY 0010 Tak 1 Ha BIACTaH1 2 KIITOK.

JIns Bizyanizallli HOKPOKOBOI CTPATETr14HOI I'PpHU CIIUCOHOCELb Ma€ MOTEHI[Ial
aTaKyBaTH SIK y OJIM>KHbOMY 0010, Tak 1 Ha BIJICTaH1 2 KIITOK, Ta HAAUICHUI
HACTYITHAMH XapaKTePUCTUKAMH: aTaka, 3J0pPOB’sl, KUIBKICTh JOCTYIMHHX aTak,
KUIBKICTh JOCTYIIHUX CPOO MEepeMIllleHHs, BIICTaHb, Ky BIH MOK€ IPOWUTH 32 OJHY
cripoOy Ha niepeMileHHs. PO3rIsiHEMO KOKHY XapaKTEPUCTUKY OKPEMO:

ATaka IOHITAa — II€ IIOKa3HMK IIKOAW, IO BIAHIME ITOKAa3HHUK KHUTTS
MPOTUBHMKA 3 TEBHOIO BIPOTIMHICTIO Ta 3a MEBHUM MOKa3HWKOM. Hampukman, y
CICOHOCIIS BIPOT1MHICTh HAHECCHHS IIKOJHM CTaHOBHUTH 65%, IpHW yMOBI, IO TIPH
MOTIA/IaHH] CITMCOHOCEIh MOXKE€ HAHECTH MPOTHBHUKY Bix 3 10 6 OAWHMIG IIIKOJIH.
Takox € Biporimaicth B 10%, 1m0 npw yMOBI BHAJIOr0 HAHECEHHS IITKOIH,
HAmpuKiIaa, B 6 omuHMIb 1 crupanboByBaHHI 10% BiporimHOCTi, mKojga Oyxe

CTAHOBUTHU 12 OIMHMIIL 310POB’SI CYIPOTUBHUKA.
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310pOB’sl — 1€ KUIbKICTh YMOBHUX OJIMHUIIb, 110 JIEMOHCTPYE CTaH 3J10POB’s
IOHITa, Tpu jaocarandi (0 OJWHUIIL 3J0POB’S IOHIT 3alyCKAa€ThCA CKPUINT Ha
BHJIAJICHHS FOHITA 3 1MOJIA 005, TOOTO 10HIT BMUpae. KO HIT MO)Xe TOMIOBHUTH CBOE
3I0pOB’Sl MpPU YMOBI aKTUBAIlli pereHepailii, SKy MOXHAa OTPUMATH MUIAXOM
TepeMiIleHHs I0HITa Ha BIAMOBITHUM Oad.

KinbKiCTh TOCTYMHHMX aTak BH3HAYAE, IO MPHU 3aIMYCKY TPU y CIIHUCOHOCTIS €
auire 1 cmpoba aTaku B KOXKHOMY XOJI1 Ta, IPH YMOBI aKTHBAIlli JOJAaTKOBOT aTakH,
4yepe3 HakIaJeHHs BIANOBIAHOTO Oada Ha IOHITA, IOHIT MOXKE OTPUMATH, HPOTATOM
JIEKUIbKOX XOJiB, JoJaTkoBy artaky. Yac nii ©Oada BkasyeTbcsi B MiHI-
XapaKTEPUCTUKAX IOHITA.

KinbkicTh JOCTYHMHUX MEpEeMillleHb BHU3HAYa€. IO MpH 3alyCcKy I[pH, Y
CIUCOHOCIS € nuiie 1 crnpoba mepeMillleHHs] B KOKHOMY XOJll Ha MEBHY B1ICTaHb.
BincTaHp crimcoOHOCI CTAHOBUTD 3 I'eKca.

ITicnst  cTBOpeHHS IOHITIB Ta 3akKpillJIEHHS 3a HUMHU  BIAMNOBIAHUX
XapaKTEPUCTUK, MU MOXEMO MEeperTH 10 PO3pOOKH BIacHE OOpPOTHOM MIK
dbpakuismu. Kinbkicts dpakiiii — neoOmexxna, ane sl SKICHOTO TeCTyBaHHS OyIio
NPUIHATO PINICHHS, BUKOPUCTOBYBaTH Jimmie 2 ¢pakmii. Dpaxitii BiAPI3HIIOTHCS
MDK cO0OI0 THM, IO Meplia MiJIBJIaJHA T'PaBI0, KOPUCTyBauy, a iHIIA Oyja mix
ynpasiainasaM Al. BizyanpHa pizauns ¢pakirii B KOIbOpi, iX 30BHINIHINA BUTT ]I MU
crioctepiraiy Ha pucyHky 3.1.3.

Jlis IKICHOTO MEHEKMEHTY pecypciB Oyl po3poOsieHI MEHEIDKEpH st
CTBOPEHHS 1 YNpaBliHHA HOBUMH IOHITaMH, (Gpakmismu, OadaMu, MOKIUBUMH
MepKaMu, II100aJTbHOI0 KapToro Ta iH. [[7s kpamoro po3yMiHHs po30epeMo aeKiibKa
MEHEIKEPIB.

Posnounemo anami3 3 ¢pakiiiiHoro MeHemkepa (pucyHok 3.6). OpaxiiiHuit
MEHEJKEp J03BOJIsI€ CTBOPIOBATH 3a JIONOMOTO0 MmabjioHa ¢pakiii, 3MIHIOIOYH iX
KOJIip, KUIbKICTh OJIMHHMIIb, SIKi OyJie 3acllaBHEHO Ha MICIIE€ TpPOBEACHHS 005, ix

PI3HOBUJ, THN yIpaBiiHHA (pakirii (rpaBers ado Al), dpakiifiai 37aTHOCTI (TIEPKH).
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{ FactionManager Editor
Generate Unit On Start: o

Total Faction Count: 2 Add New Faction

Total FPlayer Faction: 1

Faction List:
Faction Name: Flayer's Faction Faction Name: Al Faction
Gizmo Color: | 1# | |Gizmo Color: P4
Flayer Faction: v Player Faction: J
- Default Al-Mode: - - Default Al-Mode:
- Al Mode: = - Al Mode: =
Spawn Direction: 20 Spawn Direction: 270
¥ Starting Units (hide) ¥ Starting Units (hide)
Load From Data: [ ] Load From Data: [ ]
- Starting Unit: - [ Konefiun | - Starting Unit: - [ Mesnns o id
- | Bepcepk | - | Bepcepk — |
- [ Meunmk = - [ Koneiiwn
- [ Unassigned | - [ Unassigned =
¥ Spawn Info (hide) ¥ Spawn Info (hide)
[ Add Spawn Group | Add Spawn Group

Pucynok 3.6 — Iutepdeiic ¢pakiiiHoro MeHeKePY

3a nonomororo kHonku Add New Fraction, MM MOXEMO CTBOPUTH HOBY
dpakiIiiro, BAKOPUCTOBYIOYH BIAMOBIIHWI 11a0JIOH, 10 JO3BOJIUTH HAaM PI3HOMAaHITH
KUIbKICTh (ppakiiiii Ha moJjie OUTBU Ta JO3BOIUTH PO3BUBATUCS PA30M 13 APY3sIMU Ta

koJsieramu. [11abmoH Bepcii MU MOKEMO CIIOCTEpIraTi Ha PUCYHKY 3.7

Remove Faction

Faction Name: Faction 3

Gizmo Color: [ | &
Flayer Faction: L]

- Default AI-Mode: [

- Al Mode: =

Spawn Direction: 0

¥ Starting Units (hide)
Load From Data: [ |
- Starting Unit: - | Unassigned E

¥ Spawn Info (hide)
[  Add Spawn Group |

Pucynok 3.7 — JlemoHcTpaiiis ma6iony HOBO1 (hpakilii
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Ski0 HamM HE3pPO3yMUIUHN SIKMIMCH MYHKT, a00 KOPUCTYBAa4/pO3pPOOHUK XOue
3rajjaTd 3a L0 BIAMOBINA€ MEBHUI NMYHKT, BIH MOX€ HABECTU KypCcOp MHUIIKH Ha
BIIMIOBITHUH MTYHKT, TOA1 3’ IBUTHCS BIKHO-TIOBIIOMJICHHS 3 BKa31BKOO MPO (PYHKITIFO

MEBHOT0 MYyHKTY (pUCYHOK 3.8.)

FactionManager Editor
Generate Unit On Start: [

Check to have generate unit on the grid based on
each faction spawn info. Any existing unit will be
wiped from the grid. J

Faction List:

Pucynok 3.8 — JlemoHcTpaliisi BIKHA-MMOB1IOMJICHHS HA HABEJICHUI MyHKT

Jns BupganeHHs Qpakiii MU TOBHHHI HATUCHYTM Ha KHONKY Remove
Fraction 1 migTBepautu BupaneHHsa ¢pakiii narucHyBmu Ha Continue. Bapro
mam’ITaTd, M0 BHAAJEHY (PAKIif0, MU HE 3MOXEMO TMOBEPHYTH, HAM 3aJIUIITUTHCS
JUIIE CTBOPUTHU HOBY (paKIIito.

o6 3miHuTH Ha3By (pakilli HaAM JOCTaTHbO OOpaTH TEMEpIlIHE 1M S,
3MIHUTH HOro Ha Te, [0 MU XOo4yeMo. 3MiHa Ha3BU (¢pakiii aBTOMATUYHO
30epeKETHCS.

B naniii Bepcii KOpucTyBad MOKe 3MIHIOBaTH Ha3By ¢pakiiii, ii Koiip, B
MaOyTHhOMY 1 emOiieMy. YmpaBiiHHS (pakiii Moxe OpaTu Ha cebe sIK TpaBellb,
TakK 1 IITYYHUN 1HTEJIEKT.

Spawn Direction BigmoBigae 3a MoBOPOT IOHITA HA KapTi, TOOTO, SKIIO Spawn
direction — mopiBatoe 90, TO 11 O3HAUAE, M0 IOHITH ITiET Ppakilii OyyTh MOBEpHEH1
Ha 90 rpagyciB HaJiBO MPU CIIaBHI HA KapTy.

3a momomorotro monst Starting Unit MU MOkeMO oOUpaTH OHITIB, 110 OyIu
J0JIaHl 10 MEHEKepy FOHITIB Ta KOPETYBAaTH iX KUIBKICTh Ta THII MIPH CTAPTOBOMY
cnasHi. [Ipu oOupaHi IOHITIB, MU MOKEMO CIIOCTEPIraTy 1 FOHITIB 1HIIOI (hpakiiii, Tak

SIK X PI3HHUIIS JIMIIIE B MOJIEIIi 1 BC1 BOHHM IIPOXOJISITH Yepe3 MEHEKEp IOHITIB.
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Faction Abilities — TectoBa Bepcist ppaxiiiiHuil mepkiB, Kl OyIyTh AISTH K
«OoxkecTBeHHa Maris» B cBiTl ¢eHre3l. Hanpukmnan, 3a 20 oguHUIb €HEprii MOXKHA
BIIHOBUTH 5 OJMHUIIb 3/I0POB’sl CBOEMY Oiif1to, a0o 3a 50 o MHUIIL €Heprii HAHECTH
10 oguHUIb IKOU KOHKPETHOMY IOHITY Ta MO 5 OAUMHUIL IIKOJU CYCIIHIM.

OnuH 13 TOJIOBHMX MEHEIKEpIB, IO JIO3BOJISIIOTH SIKICHO pelaryBaTu
PI3HOBHI MOKJIMBUX FOHITIB Ta HaJAlOTh iM Ki1ac toHIiTa € Menemxep FKOHITIB.

Menemxep 10HITIB (pUCYHOK 3.9.) pO3ALIS€ThCSA HA 2 30HU. 1-111a 30HA, Ta 110
3]1iBa, JEMOHCTPYE BIKHO BCIX HasBHMX KJaciB 1 PI3HOBHUJIB IOHITIB, sKi € Ha
TEMEPIIIHINA Yac, Ta BIKHO, 3a JOTIOMOTOIO SKOTO MOXHa BUOKPEMUTH HOBOT'O FOHITA,
miaB’s13aBmK A0 npedada BianopigHui ckpunt Unit.cs. Jlo momatkoBux (QpyHKIi
JIBOTO BIKHA MOJKHAa BIJHECTH CKJIAIyBaHHS/PO3TOpPTAHHSA JIIBOI YAacCTUHHU Ta
MOXJIMBICTh MEPEMIIIEHHSI MK COOOIO KJ1aciB IOHITIB.

[IpaBa yacTuHa MeHeKEpa IOHITIB po3po0JieHa JJIsl IEMOHCTpallii, 3MIHU Ta
JIOTIOBHEHH1 XapaKTEpPUCTUK OKpPeMO BHUOPAHOro Kiacy loHiTa. B Hil MOXHa K
3MIHIOBaTU IKOHKY, IIO BioOpaxae MiH1 MoJellb IOHITa ab0o HOro moprper, Tak 1

BJIaCHE MoJielib. Ha3By 10HITa MOXKHA 3MIHIOBATH B CAMOMY MEHEIKEPI.

Unit Editor =8Xx
Add New Unit: Nome (Unit) e
up [ down
MeUHMK -

Bepcepi ] [_remove |

l
L Komel ILLlIA J [ FEMmove
L

I remove ¥ Basic Unit Info (hide)
HitPoint (HP): 25
- Regen (PerTurn); 0O

oL MEYHMK @
W MeYyHKnk e

MeYHKK

EEE

ActionPoint (AP): 10
- Regen (PerTurn): O

Unit Value: 5

v Defensive Setting (hide)

Armor Type: | armor 1 n
TargetPoint: [ - n
Hit Threshald: 0.25

Destroyed Effect: MNone (Game Object] @

- AutoDestroy: =
- EffectDuration: =

v Offensive Setting (hide)
Damage Type: | Damage 1 n

Require LOS to Attack: [«

Pucynok 3.9 — Iurepdeiic MeHemxepy IOHITIB
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[Io6 30epertu 3MiHM, sIKi Oyl BHECEHi, Oylia po3polOiieHa KHoOMKa Save,
3aBISKM SIKIM MM 0e3MoCepelHbO MOKEMO KOHTPOJIOBAaTH 3MiHHM, IO OYIyTh
BHOCUTHCS 1 3MOKEMO 3MEHILIUTH PIBEHb MEXaHIYHUX MOMUIIOK.

VY BCiX IOHITIB € JEKUIbKAa OCHOBHUX XapaKTEPUCTHUK, AKI MH MOXKEMO
3MIHIOBaTH B MeHeIkepi, Taki sik: HitPoint (3mopos’s), Per Tur n Regen, mo
perenepye, To0TO 100aBiIsi€ 10 OUYKIB 3/I0POB’s, BKa3aHy KUIbKICTh KOKHUN HOBHUIA
xig. ActionPoint — 1¢ akTHBHI OYKM li, III0 BHKOPHUCTOBYIOTHCS Ha aTaKy
CYNEpHUKIB, HA TEPEMIIIECHHS Ta OyJyTh BUTpAYaTUCA HA aKTUBHI HaBUKH IOHITA (B
pOo3po0IIi).

3a JIOMOMOTOI0 MEHeIKepa B MaWOyTHbOMY s XO4YY 3MIHIOBATH SK THUII
aTak, TaK 1 TUI 3aXUCTY, IO JO3BOJUTH MOKPAUIUTU Ta PI3SHOMAHITUTH TPy Ta
rapHo BIUIMHE Ha (OPMYBAaHHS PI3HHUX MiAPO3JAUTIB, 3aTOUCHHUX 1] OKPEMO B3SITOTO
1oHITa. Tak, B MallOyTHOMY Mar, KM BOJIOJI€ MAri€i0 CBITJIa, 3MOXKE Kpalie
OOpOTHUCS 3 TUMU IOHITaMHU, 1110 MAIOTh CJIA0KUM 3aXUCT Bl Marii cBiTjia.

B nopanbiiomy Oynie cTBOpeHa aHiMallisi pyiHYBaHHS OHITA, 1110 J03BOJIUTh
MIPOJICMOHCTPYBATH 3aru0eib IOHITa, a came, Ha MicIll roHITa Oyje 3HaXOAUTHUCH K
TPYI IOHITA, TaK 1 YaCTMHA MOTO eKimipyBaHHs 1 Woro rpomri. Ha manwmii gac, micus
CMEpTI IOHIT 3HHKAE 3 MO 000, HAa HOTO MICITI HIYOTO HE 3aJIMIIIAETHCS.

Craructuka 1oHiTa (pucyHOK 3.10) MicTHTH B cO01 SIK OCHOBHI , TaKk i
JTOJTATKOBI XapaKTEPUCTHUKH Ta OCOOJIMBOCTI, IO BiAMOBINAIOTH 3a BUTpaTy AP, 3a
KUTBKICTB IOCTYIHUX MEPEMIIIEHB Ta aTaK y XOJ, 3a PaJilyC aTaku Ta 6arato iHIIOTO.

Bapro Big3HaunTH, 110 HA MOMEHT TecTyBaHHS AP He BUTpayaeThcsi, TOMY B caMiid

OWTB1 BOHM BUTPAYATUCS TAKOXK HE OYIyTh.

Damage Min/Max: 3

¥ Unit's Stats (hide) L MeleeMnMax: =

Move AP Cost:

Attack AP Cost; 0 Hit/Dodge Chance: 0.8 0.15
Turn Priority: 1 - Melee Hit: -

Move Range: 3 Crit/Avoid Chance: 0.1 0
Attack R. Min/Max: |1 2 - Melee Crit: =
Sl . - CritMultiplier: ~ [2 |

Move Per Turn: 1

Stun/Avoid Chance: 0
- StunDuration: =

Attack Per Turn:
| Counter Per Turn:

1
1

Pucynok 3.10 — CraTuCTHKa CIIMCOHOCIIS B MEHEKEPi FOHITa
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Ha nanuii momeHT, mie He OyJiu SIKICHO MPOTECTOBAaHI 3/IaTHOCTI (TIEPKHU)
IHAMBINYaIbHO ISl KOXKHOTO KJIacy IOHITa, Tak 1 He OyJI0 po3po0JIeHO 1HAUBIAYalbH1
3matHOCTI (¢pakiii. Ille oxaHie0 po3poOKO, IO 3MOXKE YpPI3HOMAHITHUTH
cTpaTerito 00poThOU HA MOJI1 00K0 € YKPUTTS Ta «TYMaH BIHUY.

Ykputtsa Oyae clyryBaTH J0JIaTKOBUM 3aXHCTOM BiJl PI3HOMAHITHUX JaJIbHIX
aTak (JIy4yHHKa, Mara 1 TI.), CIYryBaTH CBOEPIIHUM YKPHUTTSIM BiI «paaapa
CYNIPOTHBHUKA TPU BKIIOUYECHOMY «TyMaHy BiiHH». MOXJIHBO B TMOJQIBIIOMY, Yy
YKPUTTSA 3’ IBUTHCS CB1M BIACHUM MOKA3HUK 3JI0POB’sl, IPU 3aKIHUEH1 SIKOTO, YKPUTTS
Oyne 3pyHHOBaHO.

Tyman BiifHI — 1€ CBO€PIIHUN MOKA3HUK JOCTYIMHOTO Oauy€HHS CYNEPHUKIB.
Hanpuknan, cnucoHocenb Moe OauuTH Ha Ty BiIcTaHb, Ha SKY BiH MOXeE
MEePEMICTUTHUCS, TOMY BIH Oade BiJcTaHb 3 rekciB. lIpu BkIlOYeHI TymMaHy BiHHI
MOXHa 3alMaTUCAd CKPUTHUM MHPOHUKHEHHSIM B CTaH BOPOra, IO YPI3HOMAHITHIOE
TaKTUYHE Ta CTpaTeriyHe OaueHHs caMoi KapTUHU OWTB.

KepyBanns 1oHITIB Ha moyi 0051 MOXe 3IHCHIOBATHCS 3 crocoOamMu, sKi
XapaKTepHI MOKPOKOBiM cTparteriuniii rpi. Ilepmmii crocid — 11e MOKPOKOBUN Xif
IOHITIB BCi€l pakirii 10 TUX Mip, IIOKK He 3aKIHYUTHCS MOKIIUBICTh XOJTY, TICIISA
nepenacTbcs MOXKIIUBICTD Mii iHIINA ¢pakmii, moku He 3akiHuuThes OJ] y 1oHITIB
¢bpaxuiii 1 rpaBens/Al He HatrcHe Ha EndTurn. pyruii crioci® cxoxwuit i3 mepumm,
ajyie MpU 1OMY TOYEPTOBO MEPENAEThCA XiJ| IHIIOMY TpaIf0 MPH 3aKiHYCHI XOAy
OKpPEMO B3SITOTO OHITa (PpaKIii.

Tyannii iHTENEKT po3poOsieHuit B 3 BepcisiX, MO0 ypi3HOMAHITHIOE HOTO
TaKTUYHI HABUYKHU MPOTU TpaBisl. TaKMMU BEPCIIMH €: arpeCUBHMI, MACUBHUM Ta
TPUTEPHUHN PEKUMHU. XO04Ya IMTYIHUH 1HTEJICKT Ha JaHUH MOMEHT MOXKE JIUIIE «HTH
Ha BU», TOOTO aTaKyBaTH CyNEpPHHUKA SIK TITLKU 3MOYKE HOTO IMOOAYUTH, aje B
IOAQNBIIOMY, TPU JTOAATKOBIM pPO3poOIll TI00aNIBHOI KapTH Ta BJIOCKOHATIOKYH
penbedu Ha HIU, 1 3MOXKY HABUYUTH IITYYHHH 1HTEIEKT MiAOMpPATH Kpalle T'eKC s

aTakw, o0 Kparie cede 3aXUCTUTH, Ta MOXKIIUBO YIOCKOHAIUTH SKICTh aTaKu.
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Ha nanuii MoMeHT icHye 6 TuriB 6adiB, sIKi Ha 30BHINIHIN BUTJISA MAlOTh

PI3HUINIO B KOJILOP1 paBUiibHOTO KyOa. Takumu 6adamu €: perenepailisi, 101aTKOBa

aTaka, 30UTbIICHHS MOXJIMBO1 aTaKy B JiBa pa3u, 0ad Ha yxuieHHs (CBoepiaHuil 6ad

Ha 3axucT) Ta O0ad HaA 30UIBIICHHSA NAJbLHOCTI aTaKW, CBOEPIHE KHUIAHHS CIHCa
cnuconocueM. Ille OyB cTBOpeHUU paHIOMHHMM SIUK, SIKUM Haga€e OIUH 13 5
3a3HaueHUX paninie 6adis

Ak ngns Gadi, Tak 1 s MEepkiB Oyiau po3poOsieHl MEHEIKEpH (PUCYHOK
3.11), uro nonmomaraTuMyTh y nig0opi cBoepiaHux edekrtiB. Tak, Harpuknaa, edhext
Ha 3LUIEHHA MOXHa OyJe 3aCTOCYBaTd SIK MEPK OJHOTO 13 IUIMTENIB, (pakuiiHui

HEepK, TaK 1 sIK cCBOepiAHUI 6ad Ha 1OoHITA, 10 Horo miaidpap.

Collectible Editor =B ocion Abiity Editor | =Ax

kL o = (Col=ciiols) i [ save ] [ createnew ][ clone Selcted |

[ e J{down ]

D Col_HPGain Lo ] Name:  Col_RangeBuff - D Repair Al remove | ’ Name: =
Icon, [-INone (Sprite) ° Icon T-INone (Sprite) o

D Col Rangepurt | Lremeve ] Prefab: [WBUMT Range ° D P—— remove | AblliyID: 0

D colpefensepurr | iemave ] Trigger Effect: J Ability_AGE_ShodW @ D T remove Only Avallable \ia Perk: [
- AutoDestroy: [ . i
remove - EffectDuration: - A remove ¥ General Setting (hide)
D Col_DoubleAttack D [ v PN )
remove Ability Editor Cooldown B
D Col=apdony Trigger Abilty: - Col_Rangesuft pien) Satelte Scan Lo e ot =
~[Unassigned 4] — —
Col_ Damagesurr || emeve ) y [remove

D [# ﬂttﬁd ¥ Targeting Setting (hide)
¥ Instant Effect (hide) l ' remove Effect Target: FriendlyUnit p
Damage Type Damage 1 m| Repair Unit rciendiyunt____+]
1P Min/Max. T 1o | Require Target Selection: [
AP Min/Max: 0 I Reinforcement L] - Target Type -
= - AOE Range -

¥ Buff/Debuff On Target's stats (hide) Damage Al [remove ]

Duration: 1 ¥ Visual Effects Setting (hide) u
g 0 ' D Col_HPGain [remove J Effect Object: None (Game Object @
- AutoDestroy -

Silent: m

i D Col_APGain T - EffectDuration:
HP/AP BUff: g 0 lj
HP/AP PerTurn: 0 0 D EE remove Effect On Target: None (Game Objecl @
MoveAPCost: o - AutoDestroy: .
AltackAPCOSt:! 0 D Col_DefenseBuff Lol - Bffectburation
Turn Priority: 0 - . .

D Col. AttackBuff [_remove | v Ability Effects Setting (hide)

MoveRange: 0 Effect Delay: 0.25
SRR TR g D Col_RangeBuff [remove ] Ability Effect Type: [ Generic B
sight: J ¥ Instant Effect (hide)
MovePerTurm: 0 Damage Type: Damags 1 b
AttackPerTurn: 0 HP Min/Max 5 0
CounterPerTurn: [0 | AP Min/Max: 0 0
X g b ¥ Buff/Debuff On Target's stats (hide) v

Pucynok 3.11 — IlpencraBnenns inTepdeiicy MeHemkepa nepkis ta 6adi

Opaxiiiiai  6apu  abo PpaxuiiiHi 3maTHOCTI — OyayTh po3poOIieH]
BukopuctoByroun cucreMmy Collectible Editor Ta Faction Ability Editor, mo B cBotO
yepry — MOKpallye Ta Haja€ OUIbII BaXKJIMBOIO 3HAYEHHS B MOJAIBIIOMY BHOOpI
¢paxii. Tak sk mpu yMOBI, 10 € 1B1 Ppakiii 3 MpeacTaBHUKAMH JIOJICH, 3 THMU Ke
IOHITAMU 3 MIHIMAJbHOIO PI3HULECI0, CTa€ AYXKE CKIAIHO BIIPIBHUTH iX. Tomy
cuctema ¢pakuidHux 6adiB, MO 3HAXOIUTHCA B MPOIECI TECTyBAHHS — BUPIIIUTH

HasBHY MpoOJIeMy B Pi3HHUII (paKIliii.
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3.3 Po3poOka cTpyKTypHOI cXeMH

IIpu po3podbiri

CTPYKTYpPHOI

CXeMU (PHUCYHOK.

3.12.) mporpamMHOTO

3a0e3neueHHs] OyJd PO3TJSIHYTI OCHOBHI MOJYJI MPOrpamu, L0 MPEACTaBISIOThH

TOJIOBHY CIIEHY, TOOTO camy Ipy, Ta MEHEIKEpU YIMpPaBIiHHS, M0 3a0€3MeUyI0Th

MIATPUMKY Ta pO3pOOKY IPOrpaMHOro 3a0e3neueHHs.

Menemxepu
[ooBHA ClicHA [« Iporpamue »| YTIPaBIiHHS pO3pOGKH
3a0e31eYeHHs IIpOrpamMHOro
3a0e3meueHHs
| Meunemxepu
TIPABJIIHHS KJIacCaMH
[IpooBXKEHHS TPU TlosepHer s 110 L' 4 . “
TFOJIOBHOT CIIEHU TOHITIB
- Hanamrysanns
q Menemxepu
[epe3aBaHTaKeHHsI|p| * CPC3ABAHTAKCHHA N vinapyinas dpakuiil [¢
TOJIOBHOT CIIEHU
- Kinenp kpoky
Bisyamnizaris MG.HG,ZDKepI/I
I[lepenaua KPOKy TenepilHix YHpABIIHHA CHCTCMH |
HIIIOMY IpaBIIIO XapaKTEPUCTHK IOHITA SE
»  OOpaHHSA IOHITaA ) Menemxepu
[ToueproBuii nepexiz BopoTr0a 1oHITIB YIPaBJIIHHS TeHepaLlii | |
XOJTy BiJl OJTHOTO N onHi€T ppakiii 3 KapTH
IpaBiis A0 1HIIOrO IpU IOHITAMHM THIIUX
_ o ‘ sakiguends O]] bpaxiriit
L[ 'eHeparris IHITIB yCi1X 4 v Menemxepu
JOCTYIMHUX (PAKITii ] o YIpaBIiHHS ITPOBUMU
3aKiHYEHHS IOHITIB B isvu v
Oronouerts «| ycix ppakuiii, okpim
pe3ysbTaTy rpu onHiei
Buxij < 1
* [Tepe3aBanTaxeHHs
3apepIieHHs1 poOOTH
MIPOrPAMHOTO 3
3a0e3MmeyeHHs
[Tepe3aBanTakeHHs
TOJIOBHO1 CLIEHU
Pucynok 3.12 — CtpykTypHa cxema
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Sk BUIHO, CTPYKTYpHA CXeMa IMpOorpaMHOro 3a0e3leueHHs po3/iieHa Ha JiBl
BXKJIMBl YaCTUHHU, a CaME Ha TOJOBHY CILIEHY MOKPOKOBOI CTpAaTEriyHOi I'pu Ta Ha
MEHE/)KepU YIpaBliHHS TporpaMHuMm 3a0e3neueHHaM. [[o6 mBuame 3po3ymiTu
CTPYKTYPHY CXeMy, MOTPIOHO PO3AUIMTH i1 Ha 2 YACTUHH Ta TPOaHATIZyBaTH iX
OKPEMO, PO3MOYHEMO 13 TOJIOBHOI CLIEHH.

['omoBHa cxema MOAUISETHCA HAa Takl OJIOKW, SIK HAJAIITYBaHHS, MOKPOKOBA
CTpaTeriuHa rpa, KHOMKY 3aBEpIICHHSI X0y Ta BikHa oOpaHHA toHiTa. [lpu 3amycky
MPOrpaMHOro 3a0e3nedeHHsl BiIOyBAa€ThCSl T€HEPYBAaHHS IOHITIB BCIX (pakiii, sKi
Oynu 3a3HaueHl B MeEHeMKepax ympaBiiHHsS. Ilicass reHepyBaHHS  IOHITIB,
aBTOMAaTHUYHO BUOMPAETHCS IOHIT (pakilli Ta JEMOHCTPYETLCSA, B JIIBIA, BEpXHIii
YaCTUHU, TEMEPILIHS XapaKTePUCTUKA IOHITA Ta MOT0 1IKOHKA.

[Tpu akTHBaLil HATAITYBaHb MU MOXEMO 00paTH JiBl PyHKII11, HEPIIOIO €
MOBEPHEHHSI IO TOJIOBHOI CIIEHH, Npyra (QyHKIIiS MMepe3aBaHTaKy€e TOJIOBHY CIICHY.
Bapro mnam’sTtaTu, 1m0 TOpU KOXKHOMY IE€pE3aBAHTAKEHHI TpU BiIOYyBa€ThCS
r€HEPYBaHHS IOHITIB HA HOBOMY CTapTOBOMY I'€KCY.

[licnms reHepyBaHHS FOHITIB, YCIX JOCTYNMHHX (pakiiiid, BinOyBaeThCcs
MOYEPTrOBUM XiJ] KOXKHOTO IOHITA, KOXKHOT (pakKirii, mcis TOro SK IOHITH JTOCATAI0Th
JOCTaTHBOI BIJICTaHI, 1100 3/IIIICHATH aTaKy, a 1[e MIHIMyM |, Ma KCUMyM 2 reKcu —
BiIOyBaeThCcsl OOpOTHOA MK IOHITAMHM, TICJS 3aBEpIICHHS SKOI OJIMH 13 FOHITIB
Bmupae. [licas cmepTi ycix roHITIB ¢pakiii cymnepHuka, abo ¢dpakmii rpasid,
BiIOYBAETHCS OTOJIONMICHHS PE3YJIbTATY TPH, MICTSA SIKOTO MM MOXEMO SK BHUTH 13
I'PH, TaK 1 IEPE3aBAHTAKUTH F'OJIOBHY CIICHY (caMy Tpy).

Menemxkepu yhnpaBlIiHHA pPO3POOKHM TPOrpaMHOro 3abe3nedeHHs Oynu
po3pobiieH], MO0 3a0e3NmeyuTH SKICHUW MEHEHKMEHT YCiX JOCTymHUX cdep
po3po0Ku, Ta B MaOyTHHROMY 3aCTOCYBaTH SIK OCHOBY JUIsl BHYTPIITHBO IrPOBOTO
penakTopy kapt. OCHOBHUMU cdepaMu MEHEIKEPiB YIPaBIiHHA €: IOHITH, (Ppakiii,
0adu Ta reHepartis Kaprt.

B MeHemxepi ympaBiIiHHS OHITIB MOXKHa J0JlaBaTh HOBHX IOHITIB,

3MIHIOBaTH iX OCHOBHI XapaKTEPUCTUKHU Ta oco0iauBoCTi. [Iporiec momaBaHHs 10HITA
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B 0a3y ymnpaBiiHHS BinOyBaeThcs nepeHeceHHsM ckpunty Unit.cs 10 BIAMOBIAHOTO
npedaba, 1o BiNoOBiAae 3a HOBOro oHita. Ilicns mpuB’s3ku ckpumnTa NOTPIOHO
3adiKCyBaTH B MEHEKEP1 HOBOT'O IOHITA, IaBIIM HOMY 1M 1.

B Menemxepi mo ynpaBiaiHHIO Qpakiiii MoxHa A00aBUTH HOBY (pakiiiio,
BUKOPHUCTOBYIOUM Ta pelaryrouu 1mabdiioHHy Bepcito ¢ppakiiid. [Ipu TectyBanni 0yso
JIOBEJICHO, 1110 MpHU TEMEepIilIHii Bepcii Ipu JOCTATHHO HA OJHOMY IOJI1 OMTBU JIBOX
dpakiiii, ane 1e HE MEePEeKPECIoe MOXIUBICTH MaTh Oulblie HDK 2 (paxuii B
Menemkepi ppakuii. [Ilo0 BkatounT HOBY (ppakiio B 60poThOy, TOTPIOHO 3a
JIOTIOMOT0I0 MEHEIXKepa KapTH BKIIFOUUTH 30HY CIIaBHA HOBOI (ppakKiiii.

Menemxep ynopaBiaiHHA OadaMu HaJae MOXIMBICT, pejaryBaTd Ta
cTtBoptoBaTH HOB1 Oadu. badu OyBaroTh Taki, 1m0 Oe3mocepeHbO BIUIMBAIOTH Ha
XapaKTEPUCTUKU IOHITA, TaK 1 HA Horo ocobnuBocti. Hanpuknazn, 6ad Ha 310poB’s,
Ji€ SIK TIOBHE BIJHOBJCHHS BCHOTO BTPAYEHOIO 370POB’S, IO JIO3BOJISIE 3MIHUTH
IIAHCH Ha MEPEMOTy Ha CBOIO KOPUCTH (SIKILIO CaMi HOro aKTUBYBAJIH).

HaliroioBHIIIUM MEHEIKEpOM YIpaBJIiHHS, HA MOIO NYMKY, € MEHEIXep
VIOPABIIHHS TEHEPAIEI0 KapTH, 3aBIsSKH SKOMY MOXHa 3MIHIOBATH SK KUIBKICTh
CaMUX TEeKCiB, TaK 1 YTBOPIOBATU «IOPOXHUHU». 3a JOMOMOTOI MEHEeIKepa
MOXJIMBA 3MIHA MOBEPXH1 KapTH, OAABaHHS HOBUX MICIb CHABHY MHpPHU TeHepallii
KapTH, TOJaBaHH SK SIIIUKIB 3 Oadamu, Tak 1 caMUX FOHITIB.

[Ipu renepamii HOBOI KapTHU, MOKHAa 3MIHIOBATH I PO3MIp, 3MIHIOIOYH
BJIACTUBOCTI IIMPWHM 1 JOBKUHHU, 3MIHIOBATH PO3MIp T'€KCIiB Ta BiJICTAHb TEKCIB OJIUH
BiJI OJTHOTO.

[Ilo6 penaryBaTu Miclig CMaBHY IOHITIB Ta 0adiB, 3MIHIOBAaTH MOBEPXHIO
TeKCIB Ta BCTAHOBIIOBATH YW OYMINYBATH YKPUTTA, OTPIOHO aKTUBYBATH PEIAKTOD,
HatucHypmu Ha Enable Edit, TakuM uynHOM akTuMBYBaBIM BikHO. Ilicis KOKHOTO
3aIyCKy TPU PEKOMEHIIYEThCS 3HOBY HATHCHYTH Ha PENAKTOp, SIKII0 MU OakaeMo
penaryBaTu.

[ITygHuii 1HTEIEKT 3HAXOJIUTHCS B ITPOBOMY KOHTPOJIEPi, B SKOMY MOXHAa

3MiHIOBaTH sIK moBediHKy Al B OuTBax, Tak 1 HOro TPUTEPHY CHUCTEMY. 3a
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JOTIOMOTOI0 I'POBOTO KOHTPOJIEPY MOKHA T'€HEpyBaTH HOBY KapTy, IOHITIB, Oadu 31
CTapTOM MPOTpaMHOTO 3a0e3IMEUeHHSA, a MOJXKHA BIIKIIOUATH TajJO4YKd Ha

TrE€HEpYBaHHS 1 OTPUMATHU 1A0JIOHY, TYCTY BEPCIIO TPH.

3.4 Po3poOka pyHKIiIOHAJIBHOI CXeMH

OynkiioHanbHa cxeMa (pucyHok 3.13) po3Outa Ha OJOKM B3a€EMO/II,
rojoBHUMH 13 sikux € «lIporpamue 3a0e3meueHHs, 1[0 MpeACTaBise 3 cebe
CYKYIHICTh BCIX CUCTEM B OJHY LUTy. «['0JO0BHA clieHa» , IO IPEJCTaBIsE 3 cede

KapTy Ha sIK1{ B11I0yBa€eThCs IrpoBa il KOPUCTYBAya.

MeHepkep IOHITIB

A

FonoBHa cieHa |« ['enepariis
(bpakuifHIX IOHITIB

!

HanamryBanus : OpaxuiitHuii
: RN . MEHEeJKEP
P L
R jx §
“““ i [Iporpamue S
_ Ty 3a0be3neueHHs el .
ITincucrema R Menemxkep 6adis Ta

Bisyanizamii ol 31aTHOCTI (TEpKiB)
"""" \ y

Menemxep 1o
»{YIIPaBJIiHHIO IrPOBUMHU
ISAMA

[Tincucrema ['eneparop kaptu |4

yIpaBIiHHS

Pucynok 3.13 — ®yHKIioHaNBHA CXEMa

Ax Mu 6aunMo o (pyHKITIOHANBHIN cxeMi, ['0JIoBHA clieHa, BKIIOYae B cede
re’epaiiro (pakiifiHUX IOHITIB, IO YTBOPIOIOTHCA MPU 3aMyCKy MPOrPaMHOTO
3abe3nedenHs. [licis 3amycKy MU MOKEMO BUKOPHCTOBYBATH HaJallITyBaHHS TpH, a

3a rpy BIANOBIIaTUME MiJCHCTEMa Bi3yauri3allii, 3aBIAsSKH SIKI MOXKJIUBO rpatu y 3D-
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Ipy, Ta MiICHCTEMA YIPaBIIHHA, 10 aHAJII3Y€e KUIBKICTh IOHITIB y (ppakiiiii Ta Haae

pe3yabTaT Mpu mopasiii oHi€eT 13 Ppakifii.

3.5 Po3po0Oka xiarpamu npouecis

Ha piarpami mporeciB cuctemu (puc. 3.14) BigoOpa’keHO B3aEMOJIIIO
MPOILIECIB CUCTEMHU, 10 PO3MOYMNHAIOTHCS 3 PeAaryBaHHs MPOrpaMHOro 3a0e3NeUCHHS
3a IOTMOMOI'0I0 MEHEIXKepIiB ynpaBiiHHA. OJIHOYACHO MO>KHA BBaXkKaTu, IO [IOYATKOM

€ «["onoBHa ciieHay, 1110 BioOpaXkae KapTy OUTBU Ha SIKii BIIOYyBa€ThCs Ipa.

Hepe3 ABAHTAXXCHH
s TOJIOBHOI CLICHHU

IIponoBxeHHs rpu

IloBepHeHHS 10O
TOJIOBHOI CIICHU

[epe3aBanTaskeHH
sl IIOKPOKOBOI
CTpaTeriyHoi rpu

Buxin 3 mporpamu

Menemxep
YTIpaBITiHHS
6acdamu

HanamrryBanus Hucneruep
B3aeMomii

MEHEILKEPiB

Menemxep
YTIpaBITiHHS
ITPOBUMU HisIMH

Kiners kpoky

Menemxep
YTIpaBITiHHS
KJIaCCaMH FOHITIB

Menemxep
YTIpaBITiHHS
reHepami€eo KapTH

. ["onoBHa cuiena
Ilepexin kpoky

HACTYIHOMY
OIIOHEHTY

Menemxep
YTIpaBITiHHS
(bpakiisvMu I0HITIB

Bbopots0a IoHITIB

onuiei ppakmii 3

FOHITaMHM 1HIIOT
(paxuii

Ienepartis 10HITIB

[ogeproBwuii mepexis
XOJIy BiJ OIHOTO
TpaBIs O 1HIIIOTO

OO0panHs IOHITIB 3 BCIX JOCTYITHHX
bpaxmii

Bizyamizarist
TenepilHix
XapaKTepPUCTHK IOHATA

3akiHYEHHS FOHITIB B
BCiX (pakuiil okpim
onuiel

OroJomeHHs
pe3ynbTaty rpu

[Nepe3aBaHTaXUTH
rpu

Puc 3.14 — Jliarpama mporieciB TOKPOKOBOI CTPATETIdHOI I'PH

APK.

BKPM -123.21.0004.00.00.113

Bum | Apx Ne oxym. MMinmuc Jara 53




4 PEAJII3ALIA POBOTHU. PO3PAXYHKH TA
EKCIHHEPUMEHTAJIBHI JAHI, IO HHIATBEP/?KYIOTH BIPHICTD
NPOEKTHHUX I TIPOI'PAMHUX PIHIEHb

[Ticnsa oOpaHHsSI B AKOCTI 3ac00y MporpamyBaHHs TexHoJOryHe siapo Unity
Ta oOpaHHS MOBH mnporpamyBanHs C#, Oylno pO3TISHYTO Ta CTBOPEHO
(GYHKIIOHAIBHY Ta CTPYKTYpHY cXeMy, Oyna po3poOliieHa Jiarpama MpoleciB
MMOKPOKOBOI CTPATET1YHOI I'PHU.

[lix yac onucy (GyHKIIOHATBHOT CUCTEMH MHOIO Oyna po3po0iieHa KOHIIETIis
MPOrpaMHOro 3a0e3MeUeHHs JJIsI CUCTEMM Bi3yanisallii IOKPOKOBOI CTpaTeTriyHOi
rpu. byna po3risiHyTa cKiiajioBa YaCTUHA r100aIbHOI KapTu OUTB (TOJOBHO1 CLIEHU),
a came TeKCH, Ta 5K 3a JIOMMOMOTOI0 iX MU 3MOKeMO (OpMyBaTH KapTy.

byna po3rnsiHyTa Ta MpoJEMOHCTPOBaHA iJied MEHEKEPIB MIANPOTrpam, 3a
JIOTIOMOTOI0 SIKUX MOYXHa BKOPOTHUTH BHUTpATy Yacy HAa CTBOPCHHSI 1 MPOMUCYBaHHS
XapaKTepUCTUK HOBUM IOHITAaM. BHUKOpHCTOBYIOUM IMAOJIOHHY BEpCil0 IOHITIB 1
mabnoHHl Bepcii (pakiiii MOMJIIMBO aKTHBHO 3MIHIOBaTH SK IOHITIB, TakK 1
pi3HOMaHITHI (PpaKilii, BAKOPUCTOBYIOUH MPUEMHUMN 1HTEPEHC.

byna mpomemMoHCTpoBaHa CTaTHCTHKA IOHITA, MO0 € €(EeKTHBHUM BHUPa30M
PI3HOMAHITTA OCOONMBOCTEH, SKI MOXHA HAJaTH IOHITaM, 1 BHPA30M MOXJIHUBOI
MIKpPOEKOHOMIKH, 110 Oy/Je BIITBOPIOBATHCS NUISIXOM BUTpAT TMEBHOI KIUIBKOCTI
OJIMHUIIb €HEeprii y FOoHITA Ha PI3HI MaHIMyJAMii, Taki sK: ataka CyNpPOTHBHUKA,
3acTOCyBaHHS 3/110HOCTEH (MEePKiB), MEPEMIIIIEHHS 110 KapTi.

Tak sx Bxke Oyino mpoiHGOPMOBAHO MPO PI3HOMAHITHI OCOOJIMBOCTI SK B
orMci ()yHKI[IOHATBLHOI CHCTEMH, TaK 1 B IOJaH HI Ta PO3KPUTTI (PyHKITIOHAIBHUX,
CTPYKTYpPHHX CXEM Ta JiarpaMm TpoleciB MOOyayBaHHS MOKPOKOBOI CTpaTeridyHOl
I'pH, TO TEpEeHIeMO 10 PO3POOKH aJITOPUTMIB CHCTEMH Ta MPOTrpaMyBaHHIO PIIlICHHS
nmocTtaBieHoi 3amadi. s JeMoHCTpallis aaropuTMy poOOTH, MH PO3IJITHEMO TPy

KOPHUCTYBauiB 3a pi3Hi Gpakilii, He 3aTPUMYIOYH yBary Ha MEHeKepax yIpaBIiHHS.
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4.1 Po3podka 0s0K—CcXeM Ta ONKC AJrOpUMTMIB (PyHKUIOHYBAHHS

CHCTEMHU

C Mouatok )

<
<

3aBaHTaKEHHS IlepeBipka Ha

ITPOBUX JTaHUX @ KUIBKICTH FOHITIB

I

BincyTHicTb OHITIB
Y BCiX KpiM ofHi€el
(paxmii

Xiz 1oHITB 00paHoi
¢pakuii (Jumre
COIO3HUX JIs HEl)

BigkputTs BikHA
pe3yibTaTy rpu

Hatncuenns
Exit

MoknauBicTs aii
y obpaHoi
pakuii

A

HaTtucnenns
[lepemaya xomy 3aKpuUTTA festart
HACcTYIIHOMY MPOTPaMHOTO
KOpHCTyBauy 3a0e3MeueHHs

3aKpuTTS BIKHA

C Kineus ) pe3ynbTaTy rpu

[Tepe3aBanTaxkxeHHs
MIPOrPAMHOTO
3abe3neyeHHs (Tpu)

Pucynok 4.1 — bnok-cxema anroputmy poO0TH OCHOBHOI CUCTEMU
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PosrnsiHemo anroputM poOOTH MPOrpamMHOTO 3abe3neueHHs, 1Mo OyB
MpEACTaBICHU HA OCHOBHIM OJIOK-CXeMI CHCTEMHU Bi3yalli3allii MOKPOKOBO1
cTpateriunoi rpu (pucyHok 4.1.) Ti ix migmporpam. 3a JOMOMOIOK0 OCHOBHOI OJIOK-
CXeMHU MU MOXEMO JETaJbHO PO3TJIAHYTH pOOOTY TOJIOBHOI YaCTHHHU Mporpamu, a
caMe HaIlloi TpH BiJ ii moyaTKy (3amycky) /10 oro 3aBepiieHHs. A 3a JOMOMOI00
QATOPUTMIB MIANPOrpaM, 10 OyayTh MNPEACTABICHI Jall, MU 3MOXEMO SKICHO
PO3MJISTHYTH BCIO pOOOTY T'pH, BiJl CAMOr0 MOYATKY JO ii JOTTYHOro KiHI. Takoxk
OyIyTh MOSICHEH1 MOMEHTH, 110 OyJIM MPOIYyIIeH1 a00 c1abo MOsSCHEH] B alrOPUTMI.

[Iporpama po3nounHae cBOO poOOTY 13 AEMOHCTpAIlli TOJOBHOI CIIEHH, L0
MoKa3ye HaMm Kapty OoporbOu Mix (pakmisimu. Ha ganuli MmomeHT 37iiicHEHE
TECTYBaHHSI OUTB MDK JIBOMa pI3HOMaHITHUMHU (pakiisiMi, BUKOPHUCTOBYIOUH
XapaKTepHUX IOHITIB. TakoXk ICHY€ aTbTEPHATUBHUN 3ayCK, SKUWA PO3MOYUHAETHCS
3 TOJIOBHOTO MEHIO, JIe MOXHa o0paTH Miciie OOpOTHOU, ajie BiH 1€ TECTYETHCH 1
JTOPOOITIOETHCS, TOMY TPEACTaBICHI PUCYHKU OYyAyTh MOSCHIOBATH OOPOTHOY MiX
HUMHU. BapTo Big3HA4YUTH, IO CYNEPHHKIB MOXE OyTH OUIbIIE HIK OIWH, ajie B
JAHOMY BUTAJKY, MH 30CEpEeKyHMO CBOIO yBary Ha Hall MOEAWHOK 13 OJHHUM
cynepHuKkoM. B Hamiit 1 B KoMaH i CYIIpOTUBHUKA 110 2 O1MIIi.

Tak sKx B anropuT™i OJIOK -CXeMH He OyJI0 3a3Ha4eHO K came (OPMYEThCS
KapTa, s BUPIIIUB MPOSICHUTH 11€ TUM, [0 HA TaHW MOMEHT KapTa Oyia CTBOpeHa
IUIIXOM T€HEPYBaHHS 0 3allyCKy TPH B CaMOMY CEpelOBHUIIl po3poOku. Brmache

KapTa CTBOPIOETHCS 32 JIOTIOMOTOI0 HACTYITHOT YACTUHU TPOTPAMH:

List<Transform> tileTransformList=new List<Transform> () ;
Vector3 pos=Vector3.zero;
Transform parentT=new GameObject ("GridTemp") .transform;
float spaceX=spaceXHex*gridSize*GridToTileRatio;
float spaceZ=spaceZHex*gridSize*GridToTileRatio;
Grid grid=new Grid( TileType.Hex, width, length, gridSize,

GridToTileRatio) ;
for (int 1=0; i<width; 1i++){
float offsetz=(i%2==1) ? 0 : (spaceZzZ/2);

int limit=i1%2==1 ? length : length-1;

for (int n=0; n<limit; n++){
pos=new Vector3 (i*spaceX, 0, n*spaceZ+offsetZ);
Transform

tileT=(Transform) Instantiate (tilePrefab, pos, rot);
tileTransformList.Add (tileT);
tileT.localScale*=gridSize;
tileT.parent=parentT;
tileT.gameObject.layer=TBTK.GetLayerTile () ;
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Tile tile=tileT.gameObject.AddComponent<Tile>();
tile.type= TileType.Hex;
tile.x=1;
tile.y=-((i+1)/2)+n;
tile.z=-(1i/2)-n;
grid.tilelList.Add(tile);}}
grid.AssignIndex () ;

B it yvactrHu Koy, OyJO YOyIIEHO SIK caMe 3’ SIBJIIIOThCS JIaHi B
MEepEeMIHHUX, ajie, HA MOIO JyMKY, MOBHICTIO MOBTOpPIOBaTH 1H(pOpMaIlito, 1o Oyia
HaJlaHa B 3 po3auiu Oyje HE  pallloOHAIbHUM, TOMY sl BUPILIMB JIMIIE HarajaTh
OCHOBHY YacTHHY (DOPMYyBaHHS CaMOi KapTH.

Sk Mu mam’siTaeMo, KapTa POpMYy€EThCS B PE3yNIbTATI OTPUMAHHS JAHUX TIO
6 s3mimauM: width, length, gridSize, GridToTileRatio, unwalkableRate,
GridManager.GridColliderType colType=GridManager.GridColliderType.Master,
[0 OTPUMYIOTh CBOIO iH(pOpMaliro B 001l 3MiHHMX B QyHkuii. B 3 po3guni s
neraibHo He po3rniHyB Jmmie  GridManager.GridColliderType colType =
GridManager.GridColliderType.Master, mo 3a0e3neuye oOpaHHS MPaBUIBLHOTO
npedada, 3aBIsIKU AKOMY 1 Oyzae hopMyBaTUCS KapTa .

[Ticns 3amycky Tpy, MU MOXKEMO CIIOCTEpIraTH B JIIB1M BEpXHIN YAaCTHUHI IpH
HaJAIITYBAaHHS, IO TPECTABICHA «TAJOTKOI0». 32 JOTIOMOTO0 i€ TallOYKu MH
MO>KEMO TePE3aBAHTAKHUTH TPy 200 BUITH 3 HEl.

Ha niBiit mpaBiit vactuni cocrepiraerbes kHonka End Turn, 3a qomomororo
SIKO1 MM MOKE€MO 3aKiHYMTM CBiM X1 Ta MepeaaTd Moro CynpoTUBHHUKY. Bapto
maMm’siTaTH, IO TPWM HATHCHEHHI XOJa, XiJg TepemaaeThcs Bimpasy, 0e3
MONIePeHKCHHS, TOMY OynbTe 00EpeKHI MpH HATUCHEHHI, 00 HE mepeaaTH Xina
TOJI1, KOJIH Ii¢ HEIOTpiOHO. Xi1 HE MepenacThCsl aBTOMATHYHO MPH 3aKIHYCHHT XOTY
BCIX IOHITIB TpaBIIf, ajie IEPEIa€ThCS MICIs 3aBEpPIICHHS X0y BCiX OHITIB Al.

Ha mniBiii HWXHIA Ta Ha JiBI BEpXHIM YaCTUHI MOXHA CIIOCTEepiraTtu
XapaKTepUCTUKy OOpaHOTO IOHITA. Tak SIK MICHIs 3aBaHTaKEHHS HAIIOl KapTH, HaM
ABTOMAaTHYHO BUOHUPAETHCS COIO3HHH OO€Ih, MO0 MH MOXXEMO CIIOCTEpiraTh Ha
pucyHky 4.3. Jlis Toro mo0 3p03yMiTH, 3aBISIKA YOMY HaM JIEMOHCTPYETHCS BIKHO
XapaKTePUCTUK IOHITA, Oyla po3pobiieHa OJIOK-CXeMa alroOpuTMy JAEMOHCTparlii

BiKHA XapaKTEPUCTHK OHITa (pUCYHOK 4.2.).
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Pucynok 4.2 —

C Bxin )

3aBaHTaKEHHSA
ITPOBUX JTaHUX

le

Bubip roHira,

HATHCKAIOYH Ha
wporo JIKM

Amnarniz inpopmamnii po
00paHoTO FOHITA

JleMoHCTpamis BikHa
XapaKTEPUCTHUK Y JiBiH
HIDKHIA 9acTHHI TpH

Bubip roHiTa,
HATHCKAIOYH Ha
Heoro [TKM

Hi

Amnani3 indopmarnii mpo
00paHoTO FOHITA

JleMoHCTpamis BikHa
XapaKTEePUCTHUK Y JiBil
BEPXHil YaCTHHI I'PH

C Brixin )

brok-cxema anroputMmy miamporpamu, 1o JAEMOHCTPYE

BIKHA XapaKTEePUCTHUK IOHITa, ioro 310poB’s (HP) Ta ouku xii (AP)

Sx Mu Gaunmmo 13 OJIOK-cxemH, iHpOpMaIlis, 10 HATAETHCS B JIBOMY

HUYKHBOMY BIiKHI € TOH caMoii, 1110 1 B BEpXHbOMY JIIBOMY. PI3HHIIS € JIHIIIe B TOMY,

110 1H@OopMaIlis B JIBOMY BEpXHbOMY BiKHI 3’ IBJII€ThCS MICJIsI HATUCHEHHS HA FOHIT

ITKM, a indopmartis Ha J1iBOMY

-HIDKHBOMY BiKHI, 3’SBIIIETbCS B pe3yJbTaTi

BUJIUICHHS COIO3HOTO IOHITa, TAKUM YMHOM MH MOXEMO III€ TIPOaHAII3yBATH SKUM

caMe OHIT OyB oOpaHwmii, aje mpocTime Oyae 3°scyBaTh 1€ 3a Pe3yIbTaTOM

XapaKTepHOTO TIJACBIUYBaHHSA TIiJ OOpaHMM FOHITOM. Bapro mnam’saratu, 110

Bum

Apk

Ne oxym.

ITignuc

Jata
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iHdopMallis nepeaeThCs B PEXKHUMI peajJbHOro 4acy, TOOTO MOTOYHI JaHi Mpo
00paHoOro IOHITA.

[ndopmartis, o HagaeThCS MPO IOHITA OOMEXKEHA 1 Iepeiae€ BIIOMOCTI TIPO
HaWBaXXJIMBIIII XapaKTepUCTUKU Haioro Oiiis, a came HP — 3q0poB’s Oiifiis, sike
MO3HAYEHO 3€JICHUM KOJIbOpoM Ta AP — ouku 11i, 10 MO3HAYEH1 CUHIM KOJIbOPOM.
3anuTa’dbHUNA 3HAK, 10 CTOITh OIS XapaKTepUCTHK IOHITa, Oyle HajJaBaTU Ham
MOXJIMBICTh B OTPUMAaHHI OUIBII A€TalbHOI 1H(OpMAIIil PO IOHITA, KA JOCTYIHA

IPaBIIO.

Pucynok 4.3 — T'ooBHa ciieHa, 110 NpeICTaBIIs€ KapTy OUTBU

[Ipu aBTOMaTHyHOMY OOpaHHI IOHITa (IOHIT MOXe OyTH oOpaHHil
CaMOCTIHHO, ajie TIpu 3allyCKy TpU IOHIT BUOUPAETHCS AaBTOMATUYHO), MH
CIIOCTEPIraEMoO BiAOOpaXKE€HHS MOXKIMBOTO Xoja (paaiyc B 3 rekca Bia IOHITA),
MiZICBIYEHE SICKPABO-3€JICHUM KOJHOPOM, IIJCBIUYBaHHSA CIYI'y€ IS SIKICHOTO
BHpPa3y MOXKIIMBOTO XOJIa IOHITA.

Slx Ham BIAOMO, y TIPaBOMY BEpPXHHOMY BIKHI MH CIIOCTEPIraeMo
HAJAIITYBaHHSA, 10 BIAOOPAXXKAIOTHCSA CBOEPIMHOIO «TATOYKOIO». KO MH
HATUCHEMO Ha HHOTO, TO CITUBE CBOEPIIHE MEHIO, B IKOMY 3apa3 ni€ 2 ¢pyHkimii, 1 -
1ma, 11e TOBEPHEHHS JI0 TOTo, 1110 0yJ0, To6T0 Continue , 2-010 € TIepe3amnycK OUTBH,

T00TO Restart. J[mst O1IbIT HATTISATHOTO PO3YMIHHS, PO3TIITHEMO PUCYHOK 4.4.
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C Bxin )

3aBaHTaKEHHS Hi
ITPOBUX JTaHUX

Binkpurrs
Restart

3aKpHUTTS BIKHA
HaJalITyBaHb

Binkpurrs
HAJAIITYBaHb

[Tepe3aBanTax<eHHS
IrpOBMX €JIEMEHTIB

C Buixin )

JleMoHCTpartis
BiKHA HANAIITYBaHb

Hartncuenns
Continue

Pucynok 4.4 — bnok-cxema mifmporpaMu aJifOPUTMY, IO BiJIITOBiIA€ 3a

JIEMOHCTpAIliI0 BiKHA HaJAIITyBaHb Ha OO MOKJIIMBOCTEH.

OcoOnmBe TIACBIYCHHS TEKCIB MOXIIMBOTO XOJYy FOHITA 3IIMCHIOETHCS
ITIIKJIAIKOTO TTi/T HAssBHUM TeKC — SICKpaBo-3eJIeHUH rekc, hexMoveable, o 1 Hazae
HaM TaKy OCOOJIMBE IiJICBIYEHHS, TaKa MOXKJIUBICTh BIIOOPaKAETHCS Y HACTYITHOMY
KOJIl:

if (GridManager.GetTileType () == TileType.Hex) {

moveableIndicator=hexMoveable;}
for (int i=0; 1<20; 1i++){
moveableIndicatorList.Add ((Transform) Instantiate (moveableIndicator));
moveableIndicatorList[i] .gameObject.SetActive (false);
moveableIndicatorList[i] .parent=thisT;}

VY koxHiH 13 1OHITIB Ppakuii € 2 dha3u aii, 1 -ma — 1ue nepecyBanHs, 2-ra —
IIe aTaka. 3a YMOBY, 11O FOHIT MOXE MEePECyBATHUCS 1 € TaKa MOXKIIUBICTh, BIH MOXE
MEePEMICTUTH CBOro Ol Ha MiJICBIYEHE 3€JE€HUM KOJbOPOM Tojie. Y JaHOMY

MpUKIaAl MPEJACTAaBICHUN CIHUCOHOCEIh, MOT0 pajalyc aTakud JIOPIBHIOE 2-0M
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rekcam. Konu cynpoTuBHUK Oynie B pajiyci aTakv, TO HaM MPO 1€ MOBIIOMIIATD,

BUJIUIMBIIIM TE€KC YEPBOHUM KOJBOPOM Mia BOpoxuM Oidnem. Jlig kpaiioro

PO3YMIHHSI, pO3TIIsIHEMO aroput™ poboTu Al (pucynok 4.5.).

C

Bxin

)

OTtprMaHHs
MOKJIMBOCT1

MepEeMIllICHHS FOHITIB

Awnanis
MICLIE3HAXO IPKEHHS
IOHITIB Ha KapTi

MOXIHBICTE
araku

S,

MOoXITHUBICTD
nepeMileHHS

ATakyemo
HalcmaOKIITX
BOPOXKUX FOHITIB

|

[TepemimieHus
MIAKOHTPOJIBHUX
IOHITIB JI0 BOPOXKHX

[Iepenaua xona
HaCTyITHOMY TPaBIIO

(ppakuii,)

C Brixin )

Pucynok 4.5 — bnok-cxema anroputmy mianporpamu kepyBanus Al

Komu BopoHMil IOHIT 3HAXOAHMTHCS B Pajaiyci aTakv, TOJI MH MOXKEMO

aTaKkyBaTH 110ro, aje BapToO 3BEPHYTH yBary Ha Te, 1o M1 He MoxkeMo 3 100%

BIICBHEHICTIO CKa3aTH, BAACThCA UM HI Hama araka, € jume 70% IMOBIPHICTH

SKICHOT'O pe3yJIbTaTy. B ogHOMY i3 TeCTOBUX CIIPOO 51 MPOMaxXHYBCS 3 pa3u Miaps,

KOJIM Y OCTaHHBOTO Bopora 3anuiaioch gumie 3 HP, Toxi s mporpas.

[Ticns 3aBepiieHHs] BCiX MOXKJIMBHX XOJIB Y COIO3HUX IOHITIB, MU TTOBHHHI

caMocTiiiHO HatucHYTH Ha End Turn, 11 ais 3amyCTUTh CKPHUIT, YMOBOIO SIKOTO €

nepeaava xoja OMOHEHTY.

Bum

Apk

Ne oxym.

ITignuc

Jata
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CymnepHUK, 10 Tpae 3a BOPOXKY (Qpakilito, MOAUIIETHCS 3a CIOCOOOM
ynpaBiiHHs. IcHye paBa crocoOu ynpaBiaiHHS (pakiii, Taki SK CcaMOCTIiiHe
yOpaBiiHHS, TOOTO KOpUCTyBau Oepe Ha ceOe ympaBiiHHSA (pakili€ro, Ta
yIpaBiiHHS 3a Jonomororo Al.

[Ilo6 ypi3HOMAHITHUTH aATOPUTM Jii IITYYHOTO IHTEIEKTY, TUM CaMUM
MOKpaIlylo4u rpy, 0ysio po3po0aeHo AeKUIbKa BUIIB alropuTMiB aii Al, Taki sik:

[Nacusuuii(Passive), konu 1OHIT He Oyje pyXaTHcs, SIKIIO B 30H1 OayeHHsI
OKpeMO 00OpaHOro roHITa (Ppakilii Hemae BOPOKOro IOHITY. BapTo Big3HaunTH, M0
BiH Jl€ HaBITh TOJ1, Koinu Fog-Of-War ne BukopuctoByetbesi. TobTO, sik i B Fog-
Of-War — mu 6aunmo nuiie Tol pajilyc Ha SIKUH MOXKe MEepEeMICTUTH IOHIT, TaK 1 B
MaCUBHOMY PEXHMi, BOPOXKHUM IOHIT, aHaNI3ye JUIIe Pajilyc CBOTO MOXJIMBOIO
MEepPEMIIIIEHHS], TOMY 3a paJilycoOM — BiH He 0ade CyNpOTUBHUKA

CnyckoBuii mexanizm (Trigger), - e MexaHi3M B AKOMY IOHIT HE Oyze
pyXaTucsl Ta aTaKyBaTH, SIKIIO B 30H1 OaueHHs 10HITa He OyJe BOPOKOro IOHITA .
[Ipu mosiB1 BOpOXkKOTO IOHITA — IOHIT arpecUBHO 3pearye Ta Hamaje Ha Hboro. [lpu
YMOBI BKJTIOYEHHSI PEKUMY CIIOCTEPEIKEHHsI, TIPH BXO/li B 30HY OaueHHs IOHITA,
BOPOJKOT'0 IOHITA — IOHIT aTaKye BiApa3y sSK TIIbKU BOPOXKUM FOHIT OyJie B 30HI1
MOXJIMBO1 aTaKH, JJI1 CHUCOHOCLIS 1€ BIJICTaHb B OJIMH TE€KC.

ArpecuBHHI(Aggressive), KOau IOHIT Oyje MOCTIHHO pyXaTHCs, IIYKAr4Yu
MOTEHIIIHY [UIb. ATPECHBHUM pEXUM aKTUBHO BHUKOPUCTOBYETHCS TIPH
TECTyBaHHI TPH, TOMY 1110 MITy9YHUN IHTEJIEKT CTAaBUTh METY Ha 3HUIIICHHS BOPOTa,
10 TOJIETIIY€ TPABIIO PO3POOUTH JIeTaTbHUM TUTaH aTaKH.

Sxmo xinpkicts HP roniTa, nopisHioe 0, TO CIIpaIribOBYIO CKPHUIIT «CMEPTHY,
JUIS JIAHOTO BUIIAJKY S 1€ HEe 3pOOMB aHIMAIlII0 CMEPTi Ta B3araii «Tpyma» ado
JyTa, M0 MOYKE 3aJTUIIUTH IOHIT, TOMY MPU CIPAIFOBaHHI CKPHUINTY «CMEPThY, FOHIT,
1110 BTPATUB CBOE 37I0POB’ s, 3HUKAE 3 KAPTU OUTBHU.

Baprto mam’sTaTy, 110 KoM KOKEH 3 IOHITOB COIO3HOT a00 BOpOKOi (ppakiii
BTPATUTh BCi CBOI OYKHM 3JI0pOB’s, CIpaimoe ckpunT «Pe3ympraT OUTBU», 10

MOBITOMHUTH HaM TIPO Te, 110 MU 200 MEPEMOTIN a00 MPOTPaIH.
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[loBimoMIIEHHST TIPO pe3yJbTaT OUTBHU JACTh HaM JIMINE OAWH BapilaHT nii,
SAKUWA HampaBJEHUN Ha nepe3aBaHTakeHHs rpu. [licis Horo akTuBaiii BigOyaeThCs
nepe3amnyck rpy, 1 MU MOKeMO cIpoOyBaTH 111€ OJIMH Pas3.

[licnsa po3rysiaaHHsT aaropuTMy poOOTH CHUCTEMH Bizyasi3allii MOKPOKOBOT
CTpaTeTiuHOi I'pH, BapTO BII3HAYUTH, 110 AITOPUTM POOOTU IITYYHOTO IHTEIEKTY
OyB po3po0JieHUH, CIHUPAIOYUCh HA TPU MOTO PEKUMHU POOOTH, IO XOU 1 HE JyKe
BIIPI3HSIOTHCSA MICIIS aKTUBAIIlT TPUTEPY, ajl€ € IOCUTH LIKaBUM. TOMY 51 BUPIIIUB
PO3IOBICTH MAKCUMAJIBHO SIKICHO IIPO aJITOPUTM POOOTH IITYYHOTO 1HTEIIEKTY.

Po6oTa mITYy4yHOTO IHTENIEKTY PO3MOYMHAETHCA 3 BUOOPY MOro pexumy ii,

KO PEKUM pOOOTH HE BU3ZHAUECHUH, Oy/ne 0OpaHO MACUBHUIL PEXKKM.

public AIMode mode= AIMode.Passive;
public static AIMode GetAIMode(){ return instance.mode; }

Jlns mepeMillleHHsI IOHITIB IITYYHUM 1HTENEKT BHKOPUCTOBYE (DYHKIIIIO

FactionRoutine, 1o nepemiiiye 10HITIB ycieil dhpakiiii, OJIUH 3a OJTHHUM.

IEnumerator FactionRoutine (Faction faction) {
GameControl.DisplayMessage ("AI's Turn");
yield return new WaitForSeconds (0.3f);

HactynHuii ciucok CTBOpeHWMit juisi TOro , o0 XKoJHAa OJUHMIIS He Oyna
MpOMYyIeHa, HABITh MPU YMOBI, IO OJHA 13 HUX AKOCh MOTJIa OyTH  3HUIIECHA,
HaIPUKIIaJl, KOHTPATaKOI, TOMY TaKUM JIUCT CIYrye CTPaXOBKOIO, 11100 crUcTeMa He
BWJIETUIa ab0 He moTpamwia A0 BiYHOro Iukiy. I[licisi CTBOpEHHS CHUCKY

B110yBa€ThCS 3HAXOKEHHS LIISIXY 10 L1 Ta Mepexia A0 Hel.

List<Unit> unitList=new List<Unit>( faction.allUnitList );
for(int i=0; i<unitList.Count; i++) {
AIDebug ("Start moving unit
"+unitList[i].gameObject.name) ;
yield return new WaitForSeconds (unitInterval);
if (unitList[i].IsStunned()) continue;
_AIMode activeAIMode=!faction.useDefaultAIMode ?
faction.aiMode : mode ;

[lepeBipsieTbCsl 4y MOXKE OJMH 13 IOHITIB (pakiii mepemiuryBatucs ado

aTaKyBaTH, IPU MOXKJIUBOCT1 OJIHIET 13 1l — BIIOYBA€ThCS MEpeMillleHHs abo aTaka.

while (unitList[i] .moveRemain>0 || unitList[i].CanAttack()) {
AIDebug ("Moving unit "+unitList[i].gameObject.name+"
(move remain:"+ (unitList[i] .moveRemain>0)+", can
attack:"+unitList[i].CanAttack ()+")");
StartCoroutine (MoveUnitRoutine (unitList[i],
activeAIMode)) ;

APK.
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while (movingUnit) yield return null;
if (unitList[i]==null) break;
if (unitList[i] .moveRemain>0 ||
unitList[i] .CanAttack()) yield return new WaitForSeconds (.1f);
}

if (GameControl.GetGamePhase () == GamePhase.Over) yield break;

}

GameControl.EndTurn () ; }
[Tiq yac 3aBepieHHs X0y aBTOMAaTUYHO B1A0yBaeThCsl HaTUCHEHHS Ha End
Turn, a B3araii, BiI0yBa€eThCs JUIIE BUKIUK (QYHKILIT, IO CIYTYE 3aBEPIICHHIO XO1Y
Ta repejaya Horo HacTyImHik gpakiii.
[lonepennsi yacThHa KOJY CIOYry€e TUIbKHA TOJl, KOJU OOpaHHSA PEeXUMY
IITYYHOT'O IHTEJNEKTY CIYTye JiA MEepEeMIlIeHHs IOHITIB yciel Gpakiiii, a HE TUIbKU
OJIHOTO, HACTYNMHUU BUKIHUKAETHCS TUIBKM TOMl, KOJIU MOTPIOHO MNEpeMillyBaTH

JIMIIE OJTHY OJWHHUITIO FOHITIB, (PpaKIIiH.

IEnumerator SingleUnitRoutine (Unit unit) {

GameControl.DisplayMessage ("AI's Turn");

yield return new WaitForSeconds (0.1f);

if (lunit.IsStunned()) {
Faction
faction=FactionManager.GetFaction (unit.factionID);
_AIMode activeAIMode=!faction.useDefaultAIMode ?
faction.aiMode : mode ;

HactymnHa yacTuHa nepeBipsic UM MOXKE FOHIT MepeMillyBaTUCs MO KapTi abo
aTaKyBaTH BOPOXKOIO IOHITA, TPU MOXJIMBOCTI OAHIET 13 [il, 3A1MCHIOE aHami3
HaWKpamoro Miclsg aTakd 4u MEPEMIIIEHHsS 1 BUKOHYE 3akjajieHl (QyHKIIi podoTu

IITYYHOT'O IHTEJEKTY.

while (unit.moveRemain>0 || unit.CanAttack()) {
StartCoroutine (MoveUnitRoutine (unit,
activeAIMode)) ;

while (movingUnit) yield return null;
if (unit==null) break;
if (unit.attackRemain>0 || unit.CanAttack()) yield
return new WaitForSeconds (.1f);}}
GameControl.EndTurn () ;}

[Tpu 3aBepiieHi X0y, SIK 1 B peXXUMI poOOTHU MEPEMIlICHHS IOHITIB ycCiel
dpakiii, aBTOMaTU4YHO BiAOyBaeThcsa HaTucHeHHs Ha End Turn, a B3arani,
B110yBa€ThCs JUIIE BUKIMK (DYHKII, 1110 CIYT'ye 3aBEPIICHHIO XOJy Ta IMepeaaya
HOro HacCTyIHIN Qpaxiii.

Kon, mo BimoOpaskae nepeMiilleHHs I0HITIB, BUTJIAIA€ HACTYITHUM YUHOM:

IEnumerator MoveUnitRoutine (Unit unit, AIMode activeMode) {

APK.
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TBTK.OnUnitSelected (unit) ;
movingUnit=true;
if (activeMode!= AIMode.Aggressive && !unit.trigger) {
AIDebug ("unit "+unit.gameObject.name+" is not
triggered") ;

[licns mepeBipkH Ha arpecUBHUN THUM B3a€MOJIi BIAOYBA€THCS CBOEPIIHE
NaTpyJIOBaHHS TPU BKIIOYEHOMY arpeCUBHOMY CTHJII TOBEIHKH,, IO CIYTye

3HaXO/KEHHIO BOPOXKUX IUJIEH Ta cripoO1 iX 3HUIIICHHS.

if ('untriggeredUnitMove) {
StartCoroutine (EndMoveUnitRoutine ()) ;
unit.moveRemain=0; unit.attackRemain=0;}
else{
if (Random.value<0.5f) {
StartCoroutine (EndMoveUnitRoutine () ) ;
unit.moveRemain=0;
unit.attackRemain=0; }
else(
AIDebug ("Randomly move unit
"+unit.gameObject.name+" anyway") ;
List<Tile>
walkableTilesInRange=GridManager.GetTilesWithinDistance (unit.tile, Mathf.Min (1,
unit.GetEffectiveMoveRange () /2), true);
if (walkableTilesInRange.Count>0)
unit.Move (walkableTilesInRange [Random.Range (0, walkableTilesInRange.Count)]);}}

[licns 3aBepiieHHs MiIpaxXyHKy Ta peaiizanii MepeMillleHHs, IOHIT
MOBIIOMJISIE CUCTEM1 MPO YCHINIHICTH CBOEI omepanii Ta 3amyckae (YHKIIIO

3aBEPIICHHS MEePEMIILICHHS

AIDebug ("End unit "+unit.gameObject.name+" turn");
StartCoroutine (EndMoveUnitRoutine () ) ;
yield break;}

Tile targetTile=Analyse (unit, activeMode) ;

[I1o6 3po3ymiTH, A€ 3HAXOJUTHCS IOHIT, MPOKIACTU HOMY XapaKTepHUU MYTh
JI0 BOpora Ta He MPOIMYCTUTH MO0 1, MOKIIMBO TOMUJIKOBO, HE CIIPOOYBATH 3alHATH

Horo miciie, NoTpiOHa HaCTyNHa (QYHKIIIS:

if (CameraControl.CenterOnSelectedUnit ()) {
bool visible=false;
if(unit.tile.IsVisible()) visible=true;

else if(targetTile!=unit.tile) {
List<Tile> path=unit.GetPathForAI (targetTile);
for (int i=0; i<path.Count; i++) {
if (path[i] .IsVisible()) {
visible=true;
break; }}
targetTile=path[path.Count-1];
Debug.DrawlLine (unit.tile.GetPos (),
targetTile.GetPos (), Color.red, 2);}
if (visible) {
CameraControl.OnUnitSelected (unit, false);
while (CameraControl.IsLerping()) yield return null;}

APK.
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Skimo B pajilyci MOXKJIMBOIO TMEPEMIIIEHHS HEMae BOpora, TO TapreTHa
CHUCTEMa JI03BOJISIE€ IOHITY MEePEMIllyBaTUCS K TUIBKU BiH X04e (paHIOMHO BUOUpae

reKC, KU He 3aMHATHH COIO3HUM T'eKCOM) 1 IePEeMIITYETHCS Ha HbOTO.

if (targetTile!=unit.tile) {
unit.Move (targetTile);
yield return new WaitForSeconds (.1lf); //wait until
the unit has moved into the targetTile
while (!TurnControl.ClearToProceed()) {

AIDebug ("waiting while unit is moving");
yield return null;}}

S0 1o AK1MCh IPUYMHI IOHIT OYB 3HUIIEHUNA HABUKOM CIOCTEPEKEHHS, TO

B1I0YBalOThCA HACTYIIHI KPOKHU:

if (unit==null || unit.HP<=0){ //in case unit is destroyed by
overwatch
StartCoroutine (EndMoveUnitRoutine ()) ;
yield break;}
for (int i=0; i<targetTile.hostileInRangelList.Count; i++) {
if (targetTile.hostileInRangelList[i].unit==null ||
targetTile.hostileInRangelList[i].unit.factionID==unit.factionID) {
targetTile.hostileInRangelList.RemoveAt (i) ;1i-=1;1}}

S0 B 30H1 i1 IOHITA € BOPOKUM FOHIT (pakilii , TO TPUTepHA CHUCTEMaA

MOJAaCTh CBOEPIAHUIN CUTHAJ HA aTaKy, TAKUH CUT'HAJ MOJIa€ HACTYITHA YACTHUHA:

if (targetTile.hostileInRangeList.Count>0) {
if (unit.CanAttack()) {
AIDebug ("waiting, unit "+unit.gameObject.name+"
is attacking");
int rand=Random.Range (0, targetTile.hostileInRangelist.Count) ;
unit.Attack(targetTile.hostileInRangelist[rand].unit) ;}
else{ if(unit.moveRemain>0) unit.moveRemain-=1;}}
else{if (unit.moveRemain<=0) unit.attackRemain=0;}
AIDebug ("End unit "+unit.gameObject.name+" turn");
StartCoroutine (EndMoveUnitRoutine ()) ;
yield return null;}

[Ipu 3aBepiiieH1 KPOKY Ta BCIX MOXKJIMBUX aTaK, BIAOYBAETHCS
nepeocMuciieHHs (uarie, siki OyJM HaHECEH1 paHille 1 sIKi 3alMalii T1 Yd 1HIII

FOHITH:

IEnumerator EndMoveUnitRoutine () {
while (!TurnControl.ClearToProceed()) {
AIDebug ("Waiting for all sequence to complete");
yield return null;}
yield return null;
movingUnit=false;}

[Ilo6 3HaTtu, Kyau camMe NOTpIOHO TMEPEeMICTUTH IOHITa, MOTPIOHO

MIPOaHaJI3yBaTH CITKY, TOMY HaCTYIIHUH KOJ CIIyTY€ caMe L[bOMY.

APK.
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private Tile Analyse(Unit unit, AIMode activeMode) {

Jlam aHani3yeMo BCl JAOCTYIHI N€KCH y NEBHOMY paJilyCl Ha MOXIIUBICTh

MepEMIIICHHS.

List<Tile>
walkableTilesInRange=GridManager.GetTilesWithinDistance (unit.tile,
unit.GetEffectiveMoveRange (), true);

walkableTilesInRange.Add (unit.tile);

AHani3yemMo BCl JIOCTYIIHI T€KCH B MEBHOMY pajiyci IOHITA HAa MOXIJIUBICTb

HassBHOCT1 BOpora B Mexkax Jiii pajayca .

List<Unit> allHostileInSight =
FactionManager.GetAllHostileUnit (unit.factionID);
if (GameControl.EnableFogOfWar ()) {
for (int i=0; i<allHostileInSight.Count; i++) {
if (!FogOfWar.IsTileVisibleToFaction(allHostileInSight[i].tile,
unit.factionID)) {
allHostileInSight.RemoveAt (1) ; i-=1;1}1 }
if (GameControl.EnableCover ()) {
Tile tile=AnalyseCoverSystem(unit,
walkableTilesInRange, allHostileInSight);
if(tile!=null) return tile;}
[Tpu ymoBi, 1110 B pajiiyci € BOPOK1 FOHITH, BCTYIIA€ B CUITY HACTYITHE:
if (allHostileInSight.Count>0) {

3anoBHIOEMO CIIMCOK BOPOXKUX FOHITIB B pajlyci, a MOTIM BiIPLILTPOBYEMO
4yepe3 MPOXiJIHI INIUTKU B Paayci, 110 BXOASTh A0 J1ana3oH, 110 CKaHy€ Ha BOPOXKI1

FOHITH.

List<Tile> tilesWithHostileInRange=new List<Tile>();
GridManager.SetupHostileInRangeforTile (unit,
walkableTilesInRange) ;
for (int i=0; i<walkableTilesInRange.Count; i++) {
if (walkableTilesInRange[i] .GetHostileInRange () .Count>0)
tilesWithHostileInRange.Add (walkableTilesInRange[i]);}

Axmo 1umrka 3 aianazoHom tilesWithHostileInRange wenmopoxHs micis
npoliecy, 1€ 03Hayae, 1Mo € IUIUTKU, B K1 OJOK MOXE MEePEeMICTUTHCS 1 aTaKyBaTH,

nmoBepHyTH 0HY 3 TIUTOK 3 Hostile In Range, o6 610k mir atakyBaTH :
if(tilesWithHostileInRange.Count>0) {
SIKI1I0 TIMTKAa OAUHUYHOTO CTPYMY € OJHIEI0 3 TUX IUIUTOK, SIK1 BOPOTYIOTb,
MPOCTO 3AJIUIIANTECh HAITAJal0YUMU:;
if(tilesWithHostileInRange.Contains (unit.tile)) {

[Ticnsa pangomizyemo Horo, mo0 OpUCTPi pyxaBcs, ajie HE 3aJMIIABCSA Ha

MICII1 BECH Yac:
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if (Random.Range (0f, 1£f)>0.25f) return unit.tile;}
return tilesWithHostileInRange[Random.Range (0O,

tilesWithHostileInRange.Count)];}
Slkmo B3araii HeMae MOTEHIIMHOT 111711, IEPEBIPSIEMO, YU € B TMIAPO3ALII
MOTIepeIHIN HaMmaAHUK, SKIIIO BIH €, 11eMO 3a OCTAHHIM BOPOXHM FOHITOM
if (unit.lastAttacker!=null) return unit.lastAttacker.tile;
Jlnst arpecuBHOro pexxumy 3 BuMkHeHUM Fog Of War cipobyemo pyxaTtucs

710 HAHOIMKUOTO MiIPO3/IUTY BOPOKOIO FOHITA:

if (activeMode== AIMode.Aggressive && Random.Range (0f, 1£f)>0.25f) {
List<Unit>
allHostile=FactionManager.GetAllHostileUnit (unit.factionID);
float nearest=Mathf.Infinity; int nearestIndex=0;
for (int i1i=0; i<allHostile.Count; i++) {
float
dist=GridManager.GetDistance (allHostile[i].tile, unit.tile);
if (dist<nearest) {
nearest=dist;
nearestIndex=i; }}
return allHostile[nearestIndex].tile;}

Skmo 1 cmpaBll HeMae BOPOXKOTO IOHITA, TO MU MPOCTO MEPEMIIIyeEMO

BUITIAAKOBUM YMHOM B OJIHY 13 AOCTYITHUX I'eKCIB:

int rand=Random.Range (0, walkableTilesInRange.Count) ;

Ouniyemo y cnucky hostilelnRange ayig Bcix pyxoMHX IUIMTOK, TOMY Ha
BCSIKUM BHUMAAOK, SIKIIO crncok He ropoxkHiil (hostilelnRange ne unctuthes micns
KOXXHOTO XOAYy), TOMY OJIOK HE HaMaraeTbCs aTakyBaTH II0-HEOYIb, KOJIM BIH

pyxaetbes B targetTile:

walkableTilesInRange[rand] .SetHostileInRange (new List<Tile>());
return walkableTile

4.2 3axucTt po3po0JieHOro NporpaMHoro 3ade3neyeHHs

3axuct 1H(opMarllii mporpamMHOro 3a0e3MeUeHHs CHUCTeMH Bizyasizallii
TIOKPOKOBOI CTpaTeriyHoi Ipu Oyae 3M1MCHIOETHCS 3a JOMOMOTOI) CHUCTEMH, sKa
30epirae JaHi 3a JOMOMOIo0 KpunTorpadidHoi mporpamu, 10 MepeTBOPIOBATUME
iH(popMallilo, sIKa HANAETbCS KOPHUCTYBadeM 3a JOMOMOIOK KPUITOTPapidyHOTO
3axucty. Kpunrorpadgiuynuii ka4, mo OyJe BHUKOPHUCTOBYBATUCH, T'€HEPYETHCS

CaMOCTIMHO 1 CKJIQJIA€ThCS 3 OTPUMAHUX JIaHMX, SIKI MPOUINUIM JEKUIbKa PIZHHUX

APK.

BKPM -123.21.0004.00.00.113

Bum

Apx Ne oxym. MMinmuc Jata 68




mudpyBaHb.

[Ipu po3poOiii bOr0 aATOPUTMY T'OJIOBHA yBara Oyje MPUAUISITUCH TaKUM
BJIACTUBOCTSIM 1 17IeIM: BUKOPUCTaHHS Besukoi (nmpubiauszno 2 Koait) tadnuui T,
oJlep>KyBaHOi 3 Benukoro 160-0iTHOro kitouya; 4YepryBaHHs apuMETHUHHUX
onepaiiii (nonaBanHs 1 moOiToBuit XOR), BUKOPUCTAaHHS BHYTPIIIHBOTO CTaHY
CHUCTEMHU, SIKE SIBHO HE MPOSBIISIETHCSA B TTOTOII JaHUX (3Ha4eHHsS nl, n2, n3 1 n4, sxi
3MIHIOIOTh PETICTPU B KIHIII KOXKHOT ITeparlii); BAKOPUCTaHHS BIIMIHHMX OJIMH BiJl
OJIHOTO OIlepalliil B 3aJIe’KHOCTI Bl eTamy iTepallii 1 ii HoMepa.

s mudpyBanHs 1 po3mudpyBaHHs KoxHOro Oaitta texkery mudp SEAL
BUMarae OJIM3bKO YOTHUPHOX MAIIMHHUX TakTiB. BiH mpanoe 31 MIBUIKICTIO
npuoan3Ho 58 M6iT/c Ha 32-061THOMY Mponecopi 3 TaKTOBOKO yacToToro S0 MI'ie
OJTHUM 3 HaWIIBUIIIUX IH(PIB.

AJTOpUTM pOOOTH MOTO 3aXUCTY € HACTYITHUM:

Crovatky TeHepyeMO KJIto4, o Oyae ckianatu 32 CUMBOJH, SIKi B CBOIO
4epry CKJIAJarThcs 13 8 HaOOpiB 4-X CHMBOJBHHX 3B’S3KIB PI3HOMAHITHHX
BUIIAJIKOBIM YMHOM OOpaHUX METO/IIB HIN(PyBaHHS.

3a NOMOMOrOI0 TAaKOTO KIua 1 Oyae MpOBOAMTHCS KpunrtorpadidHe
mudpyBaHHSIME TI0 MeToAy Software-optimized Encryption Algorithm.

Ane Ha gaHuii yac po3pooOka no merony SEAL Bce 111e TpuBae, ToMy BapTo
BII3HAYUTH, IO HA JaHWI Yac, MOS Tpa 3aJuIIacThCsi O€33aXHCHOW. Ane s

BBaXKaI0, 1110 HE3a0apOM sl pO3pOOITIO IHIITNH 3aXUCT, SIKAN 1 0y/1e 3aCTOCOBAHUH.
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S BHPOBA/KEHHA CUCTEMMU B IPOMUCJIOBY
EKCIIIYATAIIIO

[Iporpamue 3a0e3neyeHHs CUCTEMHU Bi3yami3ailii MOKPOKOBOI CTpaTeriqyHol
rpu Oyna po3po0JieHe 3 METO NMpUAO0aHHSI HOBUX 3HaHb, YMIHb 1 HABUYOK B 00J1ACT1
O€3MeKn KUTTEAIIBHOCTL. [3-3a CBO€I TOJOBHOI CKJIAJ0BOiI, IpU  MOKYThb
BUKOPHUCTOBYBATUCh B 3aKPIIUIIOIOYUX 1 KOHTPOJIOIOYUX QYHKIIAX Ta OyAyTh
CIIPUSATH BiAMPAI[IOBAHHIO HASBHUX HAaBUYOK OC3MEYHOT MOBEITHKH.

Ilin yac OuTBHU, 3a JOMOMOIOIO0 Irop, JIOASM OyJe MPOCTINIC BUABIATH 1
PO3BUBATH HAMOLIBII BAXKIMBI 310HOCT1 1 HABUYKH, MPUTAMaHH1 OCOOMCTOCTI, I 11
0e3MeYHOr0 €eKOHOMIYHOTO Ta CTPATETIYHOTO PO3BUTKY. Hampukiias, SKIo y Hamoro
IOHITa BUSBHUTHCS MEHINA KUTBKICTh OAWHUIH 3M0POB’S, YAM Yy CYNPOTHBHHKA, Ta
Outs Hac Oyae 3HaXoauTUCh Oad HaA 3M0pOB’s, TO MHU 3a JAOmNoOMoror Oada
BUJIIKYEMOCS, TAM CaMUM MPOJIEMOHCTPYEMO CBOK TAKTUYHY IEepeBary, eKOHOMIUHY
Ta PO3YMOBY JIif0, 5IKa CIIPUSITUME PO3BUTKY.

Takox BapTO BIA3HAUWTH, W10 3aBISIKH PO3POOIII BEIUKOI KUTBKOCTI
MEHEJ[KEPIB YIPaBIiHHS, BUABISIETHCS JIETKUM 3MIHIOBATH Ta aJalTyBaTH CUCTEMY.
Ha nmanwuii ac iCHYIOTH Taki MEHEKEepH, SK MEHEIDKEP YMNpaBliHHA (pakiisamu,
MEHEJDKEp IOHITIB 1 TJ, 3aBASKH HUM MH MOXXEMO BIATBOPHUTH Xo4ya O IOHITIB
pi3HOMaHITHUX (eHTe31 Tpym. [, AKIO y4eHb 3aX0o4ye CTBOPUTH CBiil CBIT (eHTesl,
KUK OyJie CKJIadaTHCh 13 THOMIB, OPKiB, elb(]iB, Tr0eH 1 TA, TO HOMY 3aJIMIIAT  bCS
nuiie migibpaty BiAMoBimHI mpedabu, HACTPOITH XapaKTEPUCTUKH IOHITIB Ta iX
NPUHATICKHICTh Ppakifii. TakuM 4uHOM, s BBaXKaro, [0 MOIO TPy MOKHA JOIMYCTUTH
JI0 BIIPOBAJKEHHS B OCBITHIX 3aKJIaJax, SK METOJ PO3BUTKY Y JIFOJEH CTPATETIYHOTO
Ta TAKTHYHOTO MUCJICHHS, MPOsB (paHTa31l Ta EKOHOMIYHOTO CHTY31a3MYy.

3aBasikd TOMy, IO cucteMa Oyna po3pobiena Ha Unity, BOHa J103BOJSE, 3
JIETKUMHU BUIIPABJICHHSIMHU, BIPOBAKYBATHCS B yCl JOCTYNHI CHCTEeMH. AJDKe

BizmoMmo, 110 Unity € MikmiatgopMHOI0, a Tpa Oyiia po3pobiieHa 3a qonomororo C#.
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106 sKICHO BHOPOBAJKYBaTH CHUCTEMY B IPOMHUCIOBY €KCIUTyaTallllo,

NOTpIOHO 3pO3yMITH, HaA SIKI camMe MEHEKEPH MOXHA CHOAIBaTUCA, Ta 3a

JOTIOMOTOI0  SIKUX MOXJIMBI 3MIHM 1 PI3HOMAHITTS B HaBYaJIbHOMY Ta IFPOBOMY

dbopmari.

Tomy po3nouneMo 13 ¢pakiiiiHoro MeHemkepa (pucyHok 5.1). Opakiiinuii

MeHeIKep OyB CTBOpeHUH, 11100 PUIBTPYBATH IOHITIB, 110 OYyJIU pO3p00JICH] 1 101aHi

0 MEHEIKepy IOHITIB. 3a JIOMOMOIol MEHEIKepa, MOXKHa 3MIHIOBATU KOIIp,

KUIbKICTh OJIMHMIIb, THUIN yhpaBiiHHA (pakuii (rpaBeub abo Al), ¢pakiiitai

31aTHOCTI (TIEPKH).

FactionManager Editor
Generate Unit On Start: [

Total Faction Count: 2
Total Player Faction: 1

Add Mew Faction

=0 X

[ Generate LUnit

¥ Starting Units (hide)
Load From Data: ||

Faction List:
Remove Faction
Faction Name: Player's Faction Faction Name: Al Faction
Gizmo Color: | W Gizmo Color: r |2
Player Faction: v Flayer Faction: o
- Default Al-Mode: - - Default AI-Mode: o
- Al Mode: = - Al Mode: =
Spawn Direction: 30 Spawn Direction: 270

¥ Starting Units (hide)
Load From Data: [}

- Starting Unit: - [ Konefiun

- Starting Unit: - [ Meunnk

¥ Spawn Info (hide)

¢J ¢J
- [ Bepcepk 4| - [ Bepcepk C ]
- [ MeuHuk = ] - [ Koneiwmn O ]
- [_UEssigned s - [ Unassigned e ]

¥ Spawn Info (hide)

[ Add Spawn Group | (

Add Spawn Group |

¥ Faction Abilities (hide)

¥ Faction Abilities (hide)

- Full Ernergy: 150 - Full Energy: 100
- Energy Rate: |20 - Energy Rate: |20
- Abilities: - [Unassigned ¢ - Abilities: - [Unassigned )

L ———— ) ¥

Pucynok 5.1 — Iurtepdeiic ¢ppakiiitHoro MeHemxepy

Bum

Apx Ne oxym. MMinmuc Jata
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Cnucok OAMHUIL IOHITIB, 1[0 mOpeactaBieHi B Starting Units, MoxHa
3arpykaT 3a JIOMOMOTOI0 JIaHUX, sIKi OyAyTh 30epekeHi B okpemMomy (ailil, 1 mpu
OaxkaHH1 3amn@ppoBaHi, 100 30€perTy B IITICHOCTI MaK IOHITIB.

3a nonomororo xe kHonku Add New Fraction, MU MOXXeMO CTBOPUTH HOBY
dpakiIiiro, BAKOPUCTOBYIOUH BIAMOBIIHUMN I1A0JI0H, 110 T03BOJUTh YPI3HOMAHITHUTH
KUIbKICTh (Dpakifii Ha 1oje OUTBH, Ta HAIACTh MOXJIMBICTh PO3BUBATUCS PA30M 13

npy3smu Ta kosieramu. 111a6ion Bepcii MU MOXKEMO CITOCTEPITaTH HA PUCYHKY 5.2

| Remove Faction |

Faction Name: Faction 3

Gizmo Color: [ | &
Flayer Faction: -

- Default Al-Mode: [

- Al Mode: -

Spawn Direction: 0

¥ Starting Units (hide)
Load From Data: | |
- Starting Unit: - .'_I_I_nassigned =

¥ Spawn Info (hide)
[  Add Spawn Group |

¥ Faction Abilities (hide)

- Full Energy: 100
- Energy Rate: 20
- Abilities: - | Unassigned s |

Pucynok 5.2 — JlemoHcTpaiiis madioHy HOBO1 dpakiiii

Meunemxep 1rpoBoi il (pucyHok 5.3.) OyB po3poOJieHHi 715l CIIIKYBaHHS 3a
OCHOBHUMH MOJISIMU B caMiid Tpl Ta JUIsl peAaryBaHHs K IMOJsI OUTBU, TaK 1 CTUIIIO
[OBEJIHKU (PpakKiiii, 3a JonoMorow moaynis noeainku Al. 3a qonomMororo irpoBoro
MEHE/)Kepa MOXIJIHMBO 3MIHIOBATH AarpeCUBHUNA METOJ TMOBEIIHKH IITYYHOI'O

IHTEJIEKTY Ha MACUBHU, 3MIHIOBATH THUI MOJYJISA MEPEMIIICHHS IOHITIB B (DpaKIisiX.

APK.
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Takox, 10 po3risay, MEHEIKEpOM IrpoBOi [ii MPOMOHYETHCS BEJIMKA
KUIBKICTh JOJATKOBUX (DYHKIIIM, 110 3MOXYTh YpI3HOMaHITHUTH rpy. Hanpuxnan,
AKIIO BIAKIIOUUTH BUKOpUCTaHHS AP mns araku yum nepeminieHHs, 1o AP
30UTBIITUTHCS, 10 JO3BOJUTH 3aCTOCYBATH iX JIJIA CBOIX YHIKAJIBHUX IEPKIB, IOHITA.

[Inroc 10 BCHOTO, BAXKIMBOK OCOOJMBICTIO ITPOBOTO MEHEIXKepa €
MOXJIMBICTh 3MIHU CIEHapiiB. 3aBASKH LI PpO3pOOJEHIA BIIACTUBOCTI MOXHA
noOyyBaTH IUIUH JAa0IPUHT 13 PIBHEBUX CIEHAPIIB, 10 HE TUIBKUA YPI3HOMAHITHUTbD,
aje 1 B3araiyi 3MIHUTh rpy. Tak, sIKIO B KOXHOMY ClieHapil NoTpiOHO OyAe BUKOHATH
SAKECh YHIKaJIbHE 3aBJaHHS, HAMPUKIAJA, BUTPATH 3a JOMNOMOIOI0 CHUCOHOCHSA 1
akTUBHOTO Oada Ha 30UIbIIEHHS pajiyCy aTaku, TpaBellb OTPUMAE JTOCTYH 0

CKpPUTOTO PIBHS.

. = -1
¥ | AI Manager (Script) @ 3 % Enable Fog-Of-War: L

- Peek Factor: -

Al Mode: | Aggressive &
Move Untriggered Unit: ]

Enable Cover System: J
- Effective Angle: =
v | ¥ Game Control (Script) @ = - Exposed Critical Eonus: -
Use Global Setting: m - Full Cover Bonus: =
I - Half Cover Bonus: =

» Show default editor

Generate Grid On Start: J

Enable Flanking: L
Generate Unit On Start 4 Flanki .
Generate Collectible On Start: [ = RNk S Augil: -
RS NN B - Flanking Bonus: =
Turn Mode: FactionPerTurn sl |J
Move Order: [ Free 4] Enable Action Cam: J
Enable Unit Deployment: [] - Attack Frequency: =

Enable ActionAfterAttack: = =l Fp =t -

Enable CounterAttack: L
- Damage Multiplier: =
- Counter AP Multiplier: -

Next Scene MName: DemoCampaignMenu
Main Menu MName: DemoMenu

Restore Unit AP on Turn:
Use AP For Move:

4
i~
Use AP For Attack: ¥4 [ Generate Grid ]
([
0
0

Attack Through Obstacle: [ Generate Unit ]

Overwatch Hit Penalty:
Overwatch Crit Penalty:

NN

I Show default editor

Pucynok 5.3 — Inrepdeiic MmeHemkepa irpoBoi aisiibHOCTI B Unity

3aBAsSKM MEHEIKEpy, IO MOXKE TIeHepyBaTh Ta peJaryBaTH KapTy B
rOJIOBHOMY clLieHapil (pUCYHOK 5.4), MU MOKE€MO 3MIHIOBATH HE TUIbKHU pO3MIp, a i

CaM THII KapTH, TOOTO 3MIHIOBAaTH I'€KCH Ha KBaJpaTu 1 HABIIAKH.

APK.
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3a pomnomoroo Show Grid Prefab Assignment Setting, Ham JgaeTbcs
MOXJIMBICTh TECTYBAaTH Ta 3aIyCKATH T'€HEpaIlilo KapTu 00HOBUX Jiid. AJe, K s BXKe
3ayBa)kyBaB, AKIIO0 MU OyJaeMo 3MiHIOBaTH xapaktepuctuku B Show Grid Setting, a
came 3miHtoBatu UnwalkableRate, To6TO mpu CTBOpeHHI MOPOKHUHHUX MICIb, MU
MOKEMO B OJMH MOMEHT aiith no Toro, mo UnwalkableRate BusgBuThCS HaAITO
BEeJIMKUM. JlaHa MOJIis 3 HIBEIIOE MOXJIUBICTH OOpPOTHUCS 3 CYNPOTHBHUKOM, TOMY

BapTO BUCTABIISITU He Outblne 0.4 MyHKTA 1€l XapaKTePUCTUKH.

¥ |« ¥ Grid Manager (Script) @ = #  » Show Grid Prefab Assignment Setting

(1% Current Grid Dimension : 13x8 [ Generate GFH ]
\Afj Current Grid Tile Size : 2,5 -
M Generate Unit |

[ Generate Callectible
¥ Show Grid editor _

Tile Type: [ Hex
Grid Collider Type: | Master
Diagonal Neighbour: -

an | | an
-

Edit Type:
¥ Show Grid Setting e J[  umit ][ collectible |
- Grid Width: 13
- Grid Length: 8 Tile State:
- Tile Size: 2.5
- GridToTileRatio: 1.1 [— Unwalgable ][ Default ]
- Unwalkablerate: 0 [ wall (Half) J( wall (Full) |
» Show Grid Prefab Assignment Setting ’ L Obstacle (Half) H osiace Ll ]
[ SpawnArea ][ Deployment ]

[ Generate Grid — J
[ Generate Unit ——
J

[ Generate Collectible

» Show default editor

Pucynok 5.4 — Inrepdeiic menemxkepa renepatopa kapt B Unity

3a nonomororw Edit Type € MOXIMBUM 3MIHIOBAaTH MICTKICTh BKJIAJKH, IIO
crnoctepiraerscsi B The State. The State nemMoHCTpye HaM MOKIIMBOCTI 3MiH, IO
MpUTaMaHHi KapTl, TOOTO MU MOKEMO 301IbIIYBaTH a00 3MEHIIYBAaTH BUCOTY I€KC a,
noiaBaTtu a00 BUIANATH CUCTEMY YKPHUTTIB (TE€CTYETHCS). AJie TOJIOBHHUM € T€ , 110
caMe 3aB/ISIKA IrpOBOMY MEHEKEPY Ta MEHeKepy (pakiiii MU MOKEMO 3MIHIOBATU
Ta CTBOpIOBaTH HOBI1 (¢pakiii. Tak, 3aBAsSKu MeHeIkepy ¢pakiiiidi 1 MeHeIKepy
IOHITIB CTBOPIOIOTBCA (Ppakifii Ta X HAMOBHEHICTh, & OCh 3aBIAKH IrPOBOMY
MEHEKEPY BiZI0OYBAa€THCSI MOKIMBOIO peaizallis ix B rpi.

3amsku kareropii Collectible Ha kapTy momatoTbes pisHOMaHITHI Oadwu, anme

BapTO MaM’TaTH, 1110 JJI aKTHBAIlli 3MiH moTpioHOo HaTucHyTH Ha Enable Edit.

APK.
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I Haoctanok minkpecito, 1o 3aBasaku Unit Ha KapTy HE TUIBKHU JTOAAIOTHCS

HOBI IOHITH Y MOTPIOHUX MICIISIX, aJi€ FOHITH BCTABISAIOTHCS Y pi3HI (pakiii. 3aBasiku

CUCTEMI TyMaHy BIMHM Ta CHUCTEM1 YKPUTTS BIAKPUBAETHCS HEOCSKHUM MPOCTIP AJIs

TBOPYOCTI Ta BTUICHHS 0aratboX IIKaBUX 1JIeH Ta 3ayMiB.

APK.
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6 HAYKOBA HOBU3HA

MeToro  HaykoBOi poOOTH OyJ0 CTBOpPEHHS MeToJa OOpaHHS CHUCTEMHU
KOMIT FOTEPHOT Bi3yasi3ailii 3 BpaxyBaHHSIM BUMOT 1[0 O PO3B’sI3yBaHUX 3ajay.

3amaul, mo Oyiau PO3TIAHYTH JJis 3a0€3MEeUCHHS SKICHOTO OI[IHIOBAHHS
KOMIT FOTE€pHOT Bi3yai3ailii OyJu HaCTYITHUMU :

1. TlpoBectu knacudikailiro BAMOT 10 CUCTEM Bi3yasli3arlii Ta moB’s3aTH Il
BHUMOTH 3 33J1a4€l0, SIKy MOCTABJIEHO /10 CUCTEMU Bi3yaui3allii.

2. IlpoBectu knacudikamiro CUCTEM KOMIT IOTEpHOI Bi3yamizamii 3
BpaxyBaHHIM BU3HAUYEHHUX BUMOT.

3. IlobynyBatu MeTOJl BU3HAYEHHS KOMII IOTEPHUX CHCTEM BI3yalli3allii,
K1 32]JOBOJIbHATHMYTh BU3HAYCHUM BUMOTaM.

B pesynpTaTi BUKOHAHHS TIOCTABICHMX 3aBAaHb, IO OYJIM PO3TISHYTH B
BUKOHAHUU B 3-My po3auil, 1 migpo3auii, Oyio npoBeaeHo Kiacu@ikailito BUMOT A0
CUCTEM BI3yaji3allli Ta MOB’S3aHO Il BUMOTH 3 3aJlau€lo, SIKY IIOCTaBJIEHO [0
cucteMu Bizyamizamii. 3a pesyinpraTamu Kkiacudikamii BHMOT, C(HOPMOBAHO
Kiacu(dikaiiro CUCTEM KOMIT IOTEpPHOI Bi3yamizallii 3 BpaxyBaHHSM BHU3HAYCHHX
BHMOT.

Ha ocHori BBeAeHux Kimacudikaiii moOyJOBaHO METOJ BHU3HAUYCHHS
KOMIT FOTEPHUX CHCTEM Bi3yali3allii, SKuii BUKOPUCTAHO JIJIs1 IPOEKTYBAaHHS IrPOBOTO
MPOrpaMHOro 3a0e3MedeHHs] TMOKPOKOBOI cTpaTerii, 1 B pe3yiabTaTi OTPUMAaHO
pexomenaanii mo a0 Bukopuctanus ¢peitmBopkiB Unreal Engine abo Unity3D.

CtBopeHmii MeTOJ OOpaHHS CHCTEMH KOMIT FOTEpPHOI Bi3yamizamii €
VHIBEpCANIBHUM, 1 HOro MOKHA BHUKOPUCTATH [JISi TMPOEKTYBAaHHS IPOrPAMHOIO
3abe3reueHHs. MeToJ Ja€e CHUCTeMHHH MiAXil A0 PpO3B’SI3aHHS aJITOPUTMIYHO
HEBH3HAUYCHOI 3a/1aui 0OpaHHS CHCTEMH KOMII IOTEpHOI Bi3yasizallii 3a JOIOMOTOI0

EKCTICPTHHX OI[IHOK Ta 6araTOKpUTepiaIbHUX IMOPIBHSIHb.

APK.
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7 JAHI TIPO EKOHOMIYHY E®EKTUBHICTH PO3POBJIEHOI

IHPOI'PAMHA

7.1 TexHiK0-eKOHOMiYHEe OOIPYHTYBAHHS TEMHU IMIIOMHOIO MPOEKTY

[Ticnss o3HaliOMJIEHHS 3 MIANPUEMCTBOM Ta 3aco0aMH po3pOOKU MPOTPaMHOT

npoaykiii OyB po3poOJieHHH IIaH po3poOKH mporpamu. byB mipaxoBaHU

HEOOX1THUI yac JJi1 po3poOKU Ta BIPOBaKeHHs mporpamu. Lleit yac cknaB 60 gHiB

(Tpu Micsi).

B wmarictepcekiii  poOOTI Oynu NOpoBEAEHI IOCHDKEHHS Ta BUKOHAaHA

MporpaMHa peanizallis CHCTeMU 0OpOOKH HABITAI[IMHUX JAHUX.

Po3poOniene mporpamMHe 3a0e3medeHHs Ma€ JOCTAaTHIO HAAIWHICTh 1

3a/10BOJIbHSE YCIM MOCTABICHUM YMOBaM, a CaMe:
a) HEBEIUKUI pO3MIp;

0) HEBEJIMKI CUCTEMHI MOTPEOU;

B) HE3QJICKHICTD BiJl BCTAHOBJICHUX Ha KOMII' IOTepl 0a3 JIaHMX;

I') 3pY4YHICTh Y KOPUCTYBaHHI Ta HAJ1MHICTb.

Tabmuna 7.1 — [louatkosl naH1

ITosna| Xapakrepuctuka
[Toka3Huku
YEHHS a00 BeJIMYMHA
1 2 3
l. KuibkicTh po3po0aeHux nporpam nepioj, Iir. N 1
. _ 40 (2 oct. mudpu
2. KinpkicTh ex3eMIuIsIpiB mporpam, IrT. Ne
Ne zan* 10"
3. 3amiaHOBaHUM TEPMIH pO3pOOKH, THIB Fpq 60 (3 micsii)
4. ['pyna 3amaui miacuctemu ynpasiinas (1-6) — 1
5. Cryninb HOBU3HHM 3a1a4l (A, b, B, I) - b

Bum
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ITponosxenHs tadmuii 7.1

1 3
6. Cxnaanicts anroput™my (1, 2, 3) 2
7. KinbkicTh MakeTiB BXiHOT iH(poOpMaIii 3
8. Kinbkicts hopm BUXiIHOT iH(pOpMAIii. 4
9. Moga nporpamyBanHs (1-6) 1
10. Ilomepenniit qocsin (1-6) 4
11. T'myuxicts npoekty I1I1 (1-6) 2
12.  JeranbuicTth npoekty I1IT (1-6) 3
13.  PiBeHb cpaiibOBaHOCTI KOJIEKTUBY (1-6) 3
14.  Cryninb BUMipHOCTI nporecis (1-6) 3
15. HeoOxigHa HagilHICTh IporpaMHoro 3ade3nedyeHHs (1-6) 5
16.  Po3mip 6a3u nanux (MOPiBHSIHO 3 PO3MIPOM MPOTPAMM)
(1-6) 1
17. CkJaaHICTh KIHIIEBOTO MPOTPaMHOro IpoaykKTy (1-6) 3
18.  HeoOxigHuii piBeHb 3a0€3MeUeHHs TOBTOPHOTO
BUKOpHCTaHHSA (1-6) :
19. JlokyMeHTOBaHICTbh BIAMOBIJIHO JO IJIAHOBAHOTO
KUTTEBOTO HUKITY (1-6) :
20.  Bwumoru mo mBuakoaii I1I1 (1-6) 4
21.  OOmexeHHS Ha PO3MIpU OCHOBHOTO CXOBHIIA JaHuX (1-6) 2
22.  Pi3HOMAaHITHICTh BUKOPUCTOBYBaHUX OOUMCIIIOBAIBHUX
wiathopm (1-6) :
23. Ilpodeciiinuii piBeHb aHaMITUKIB (1-6) 4
24.  Tlpodeciitnuii piBeHb porpamicTis (1-6) 2
25. TlocTiitHICTh cKIaAy KOMaHIU po3poOHUKIB (1-6) 4
26.  Jlocsim po3poOku moaatkis (1-6) 1
27.  JlocBia po6oTH 3 00UKCIIOBAIBLHOIO MI1aTgopmoro (1-6) 2

Bum
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ITponosxenHs tadmuii 7.1

1 2 3
28.  JlocBix poOOTH 3 MOBOIO 1 IHCTPYMEHTAMHU
cepenoBuina po3pooku (1-6) - :
29.  JlocBix poOOTH 3 MPOrPaMHUMH IHCTPYMEHTaMHU
po3poOkwu (1-6) - 2
30. PospoOka 13 ans nexinbkox cepBepiB oqHOoYacHO (1-
6) - :
31. Bumoru 10 1OTpUMaHHS BCTAaHOBIEHOTO rpadika
pobir (1-6) - !
32.  Bapricts 13 y po3pobruka (HMA), rpH. — 20000
33. HopmatuB noaaTkoBoi 3apmiatu, % : Hjp 10
34. HopmatuB BigpaxyBaHb y comiaibHi GoHIH, %o Hc 22
35.  HopmatuB 3arajibHOTOCIOJAPCHKUX BUTPAT, %o Hr 15
36. HopmaTuB BUTpaT Ha OCBOEHHS HOBHX MOB

Hn 15

nporpaMyBaHHs, %
37. PiBeHb peHTa0EIbHOCTI IPOrpaMHOi MpoayKiii, % Pe 50
38.  CraBka moJaTKy Ha J0JaHYy BapTiCTh, % Hns 20

7.2 Po3paxyHOK TPYJAOMICTKOCTI pO3p00KH MPOrpamMHoOi NpoAyKuIil

3HaYeHHs TPYAOMICTKOCT1 PO3POOKH MTPOTPAMHOI0 3a0€3MeUeHHS I CTaIii

T3, EK, TII ta BII Bu3HauaeMo 1o TunoBuM HOpMaM 4acy MPUBEAECHUM B JOAATKAX

MB. Cranusi PII sik ogHa 3 HAMOUTBII TPUBATIUX 1 TPYAOMICTKUX POOUTH 3HAUHUM

BIUIMB Ha 1HII1 CTaJ1i MPOEKTY.

Busznauumo tpynomMicTkicTs po3pooku 113 nns cranii PII.

O06uucII0EMO HOMIHANIBHI TPYJOBUTPATH, JOJI-MIC.:
Twon = A SizeB,

ne: A — koedimient boema, 4 = 2,45;

(7.1)

Size — 3aranpHU 00'€M B1IJIAr0O/I)KEHOTO TPOTPAMHOI0 KOy, TUC. PSJIKIB;

Bum
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B — noka3HuK CTymneHs, 10 BU3HAYAETHCS CITIBBIIHOIICHHSIM
B =1,01+0,001) W;, (7.2)
ne: Wi—cymapHe 3HadyeHHsT n'satd nokazHukie (MB, pomatok 2), mio
Bi10OpakatoTb OCOOJIMBOCTI PO3pOOKU TpoeKkTy mnporpamHoro mnpoaykry (III1) i1
KOJIEKTUBY PO3POOHHUKIB.
B=1,01+0,001(1,62+4,86+2,53+2,97+2,73) = 1,02471.
Toon = 2,45%5,4102471 = 13 79 mron-mic.

Busnauaemo yrtouHeHi (3 ypaxyBaHHsAM mnpuBeaeHux B MB pomatky 3
CIMHAJILISITU JOJIATKOBUX KOE(DIIIEHTIB) TPYJOBUTPATH, JTHO-MIC.:

Tymoun = Thon 1TV, (7.3)

ne: I1V;— noOyTok CIMHAIUATH JIOAATKOBUX KOe(illiEHTIB, MPUBEACHUX B
MB nonatky 3.

Tymoun = 13,79*(1,39 *0,93 * 1 *1 *1 * 1,11 *1 *0,87 * 0,83 * 1,16 * 0,92

*1,22 1,12 * 1,22 * 1,12 * 1,25 * 1,29) = 45,9 moa-mic.

[li xoedimieHTH 03BOJAIOTH AUQPEPEHIIHOBAHO OIIHIOBATU PE3YyJIbTaTH
pobOTH TpOrpamicTiB, Oepydd 10 yBard MIBUIKOJMIIIO MPOTpaMH, BUKOPUCTAHHS
PI3HOMAHITHUX OOYUCITIOBAIBHUX IUIATHOPM 1 IHCTPYMEHTIB PO3POOKH, B3a€EMO/IIIO
JEKUTIbKOX CepBEPIB, BUMOTHU A0 00'eMIB 0a3 JaHUX 1 1H.

BuznauaeMo miJIcyMKOBI TPYAOBUTPATH MO CTaAll poOOUH MPOEKT, JIOA-/IHI:

Tpr = 03CT 2100, (74)
ne: C — BU3HAUCHUN eMMIpUYHO KOE(QIIIEHT, 3aImpONOHOBAHUI aBTOpaMHU
Metoauku, (MB, nonatok 4);

S — koedimieHT cTUCHEeHHSA (200 momoBkeHHs) Trpadika podit %, 1Mo
JTIO3BOJISIE KOPEKTYBaTH TepMiHU po3poOku II3 3rimHO BCTAHOBJIEHUM BHUMOTaM.
Bubupaemo B mexax (25...350)%.

Tpir = 0,3*3,23%45,90-33+0.2(1L02471-10D%Q) = 284 mon/nens.

JInst 3py4HOCTI BU3HAUEHHS 3arajibHOI TPYIOMICTKOCTI Ha pPO3poOKYy

MpPOrpaMHOro 3a0€3MEUEHHs] Pe3yJAbTaTH PO3PaxyHKIB MO CTaAisiM 3BOJUMO JO

tabaumi 7.2.

APK.
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Tabmuus 7.2 — BusHaueHHS  TPYJOMICTKOCTI  PO3POOKH  MHPOrpamMHOTO

3a0€3MeUeHHs
TpynoMICTKICTh 32 TUIOBUMH HOPMaMU Ta
Cranii po3poOku pO3paxyHKaMu

Bemmuuna, mroa/oHi ITincraBa
TexHiuHE 3aBIaHHS 9 15
Ecki3zuuii npoekt 10 J16
TexHiYHUN MTPOEKT 9 iy
Po6ounii mpoekT 284 @ 7.1-7.4
Bnposaxenns 13 13
Bceworo 325 —

7.3 Bu3zHaueHHs1 YUCEJbHOCTI BUKOHABIIB I ILIaHOBOI0 (pOHAY 3apIjiaTH

UncenbHICTh CTaBOK 1HXKEHEPIB-IIPOTPAMICTIB JJIsI PO3POOKH MPOrPaMHOIO

3a0e31neUYeHHs] BU3HAYa€ThCs 3a (PopMyIoro:

T,,N

S
Fpq—Hee

(7.5)

ne: F,; — nnanoBuil poH poOOYOro yacy OJJHOTO CHewiansicTa, 1HIB;

T - TPYZJOMICTKICTb PO3POOKHU MPOTPaMHOTro 3a0€3eUeHHs JIFO1-]THi.

325%1
60-5

Yy =

= 5,9 craBKH.

UncenbHICTh  IHXKEHEPIB-CJEKTPOHIIUKIB Il MPOBEACHHS TEXHIYHOTO
00CIIyTOBYBaHHS Ta PEMOHTY KOMII'FOTEPHUX MEPEX BU3HAYAETHCS B 3aJIEKHOCTI BiJ
HasBHOCTI TEXHIYHUX 3ac001B 1 HOPM BUTpAT 4acy Ha BUKOHAHHS MPOQLIAKTUUHUX
pOOIT Ha TIPOTA31 POKY.

Busnauaemo 3aTpatu yacy Ha BHUKOHAHHA MNPOQUIAKTUYHUX poOOIT 1O
o0CIIyroByBaHHIO OOJIaJIHAHHS 3a TMepioJl po3poOku. PesynapTraté po3paxyHKy

3BOIMMO 10 Ta0auml 7.3.
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Tabmuus 7.3 —3arpaTu yacy Ha BHUKOHAHHS MNPOQUIAKTUYHUX POOIT

00CIIyroByBaHHIO 00JIaTHAHHS 32 PO3PAXyHKOBUM Mepiojl

1o

[IpodinakTuune o6CIyroByBaHHs
Kinekicte | KinbkicTh | 3aTpaTtu | 3arpatu
HalimenyBaHHs 00naiHaHHS
XB. Ha obna- 4acy B 4acy B
OJMH. O0J. | HaHHA XB. TOJI.
Cuctemuuii 610k [1K 385 15 5775 96
MomiTop 160 15 2400 40
Knagiarypa 140 15 2100 35
MaHINyISITOp «MHILKA» 30 15 450 7
[IpunTep MaTpuuHMil 185 2 370 6
[TpunTep nazepuuit 355 1 355 6
[TpunTEp CTpYyMUHHUI 300 3 900 15
Cxkanep 155 2 310 5
Konnenrparop—
patop 155 3 465 8
MapuIpyTu3aTop
Kabenbni rocnonapcrsa JIBC
2,5 120 300 5
Ha 1 M. L.
Kabenbhe roCroIapcTBO
. 48 60 2880 48
€JIEKTPOMEPEXK1
KomnitoBansuuit npuctpii 285 2 570 9
Yceboro 3a pik: 34 280

Yac Ha npodinakTuKy o0nagHaHHSA B 3arajJibHOMy OanaHci poOodoro vacy
1HKEHEePIB-eJIEKTPOHILUKIB HEMIOBUHEH cKjanatu Outbiie 10%.

Buxogssun 3 uporo ¢ona poOOYOro dacy I1HKEHEPIB-€JIEKTPOHIIUKIB

CKJIAJIAE:
@5, = 3—1" e, (7.6)
BKPM -123.21.0004.00.00.113 A;
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¢ _ 280%3
cDap == = 700 ron.

Buznauaemo HeOOX1IHY KIJIBKICTh CTABOK IITATHOTO NiepcoHairy cektopa TO:

D,
q, = £ 7.7
e F ()P*T 3/11, ( )
700
Y., = = 1,458 craBKu.
60 * 8

Jlist 3a0e3meyeHHs] HOPMaJIbHOTO TEXHIYHOTro 00ciyroByBaHHs 3aco0iB TO
Ta Mepex, HEOOXIAHO MPUUHATH HANUOUIbIIE IIJIe 3HAYEHHS PO3PaXyHKOBOI
YUCEIbHOCTI 1HKEHEP1B-EIEKTPOHIIIUKIB.

UucenpHICTh  1HXXEHEPIB-CUCTEMOTEXHIKIB,  aIMIHICTPATOPIB  MEPEXI,
nuzaitnepiB. WEB By3711B, CUCTEeMHMX NpOrpaMicTiB (aHAIITUKIB), OyXraiaTepis-
€KOHOMICTIB BH3HAYAEThCA 3a IMOTPEOO0 B 3aJEKHOCTI BT (YHKI[IOHATBHUX
o0OoB's13kiB. Ilicisi BHU3HAYEHHS YHCEIBHOCTI MEPCOHANY CKIIAIA€ThCs IITaTHUN
pO3KIa.

Tabmuus 7.4 — Po3paxyHOK YHMCEIBHOCTI IITATHOTO MEPCOHANY CEKTOPY

CHUCTEMHOI0 Ta aJMIHICTpAaTUBHOrO oOciiyroByBaHHs 3ac00iB OT Ta KoMmIT IOTEepHHUX

Mepex
K-t
[Tocana Bug pobotu Yac | mratHUX
OJIMHULb
AIMIHICTpYBaHHS JIOKajdbHOiI Mepexi, Frame Relay,
AIMIHICT- B | _ 3
Wi-F1, mapmpytuszaropa Cisco, HanamryBanHs ADSL
paTop . . -
HanamryBanHa 1 KoHQirypyBaHHs 0a30BOi CTaHIli
3arajbHO] . 1
| 6esmposinHoro 3B’sa3ky (CMTS)
MEpexi, : _
. Po3poOka Ta BOpOBaJKEHHS MPOEKTIB 3 OpraHizailii 1
AHAJIITHK 1
3B’SI3Ky MDXK BigJaneHuMu o6’ ektamu, JIOM
3abe3nedyeHHs 1UI0A000BOT POOOTH 3B’S3KY KIIIEHTIB
3
10 Mepexi [HTepHer
Bceroro 8
APK.
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[Iponosxxenus tadnuii 7.4

K-1p
ITocanma Bug pobotu Yac | mraTHHUX
OJIMHUITh
[Ipe3enTanii HOBOi NPOAYKIIi, MOIIYK KaHAIIB 30yTy 4
ITpomakt- | [linTpuMKa MOCTIMHUX KIIIEHTIB 2
MeHemkep | OdopMmieHHs 10roBOpiB, BEJACHHS TEHIEPIB 1 1
KoHTposib B3aEMOpPO3paxyHKiB 3 HOCTa4YaIbHUKAMU 1
Beworo 8
Po3pobka konuenuii odopmiieHHs Ta iHTEepdeicy
calTy, oNTUMIi3alisd JU3ailHy ICHYIOUUX, IPOCKTYyE iX | 4
CTPYKTYpY Ta HaBIralito
Huzaitnep | CTBopeHHsT TpadiuHUX 1 CTUJIICTUYHUX €JIEMEHTIB 5
WEB CauTy 1
Odopmnenns 6aHepiB 1 TPOMO-CTOPIHOK 1
Po3smimenns rpadiku 1 KOHTEHTY Ha [HTepHET |
CTOpIHKax
Beworo 8
Po3poOka Ta BepcTka MakKeTIB PeKJIaMHOI MPOAYKIIii A
Ta TeXHIYHOT JOKYMEHTaIll1
Imxenep
Bepcrra qpykoBaHUX BUJIaHb 2
BEPCTAIBHU
Jlo/ipyKoBa MiATOTOBKA MAKETIB 1 1
‘ Posmimenns rpadiku 1 KOHTEHTY Ha [HTepHET .
CTOpIHKax
Beworo 2

Bum
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[Iponosxenus tabnuii 7.4

[IpoexTyBanHa amapatHuUX 3aco0IB  OOYHMCIIOBAILHOL

TEXHIKH 1 IHTEJEKTYaJIbHUX KOMITTOTEPHUX CHUCTEM

[1inGip, BHUBYEHHS Ta Yy3arajdbHEHHS HAYKOBO-
TEXHIYHOI JIITepaTypy, HOPMATUBHUX 1 METOJUYHUX

MaTepiaiaiB 3a BIAMOBIIHUM 00JaTHAHHSIM

HanarojkeHHs, AocliHa €KCIUTyaTallis 1 MOoeTarHe
BBEJICHHS B JiI0 amapaTHUX 3acO0iB 0O0YMCIIIOBaJIbHOT

TEXHIKH 1 IHTEJIEKTyaIbHUX KOMIT'FOTEPHUX CUCTEM

Bcrworo

Benennss Oyxranrepcbkoro OOJIKYy Ta  CKIAIaHHS

(h1HaHCOBOT 3BITHOCTI

OdopmrnenHs omnepaiiiil 1 oprasizaifiro J0KyMeHTOO0OIr

[IpoBeneHHs iHBEHTapuU3alliid aKTURIB

Bcrworo

3MICHIOE 1HCTAJIAIII0, HACTPOIOBAHHS M ONTHUMI3ALIIO
CHUCTEMHOTO IIPOTPaMHOTO 3a0€3MEUeHHS W OCBOEHHS

MIPUKJIATHUX [IPOTPAMHUX 3aCO0IB.

3aiiCHIOE  MIJKJIIOYEHHS 1 3aMiHy  30BHILIHIX
TIPUCTPOIB, MpOBEJCHHS  TECTyBaHHS  3aco0iB

00UYMCITIOBAIILHOT TEXHIKHU

Po3po6uisie 1 BripoBaKye NpUKIagH1 TPOrpaMu

Bcrworo

Bum
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CkrnagemMo MTaTHUN PO3KJIIA]] BUKOHABIIIB.

Ta6muns 7.5 — llITaTHuit po3kiiaa BUKOHABIIIB

Beroro 3a
Kinpkicte | CepeHbOMICAYHUI _
[Tocana Hep10a
CTaBOK OKJIaJ, TPH.

PO3pOOKH, TPH.
Kepisuuk (IT-menemxep) 1 12000 36000
[Ipomakr-menexep 1 8000 24000
[mxenep-nporpamict 6 48000 144000
[HxKeHep-eNeKTPOHIIUK 1,5 10500 31500
[HxeHep-cucTeMOoTeXHIK 1 7000 21000
AJMIHICTpaTOp MEpexi 1 8000 24000
CuctemMHuUl POrpamicT 2 14000 42000
HNuzaiinep WEB 1 7000 21000
[HxeHep-BepcTaTbHUK 1 7000 21000
Byxrantep-eKOHOMICT 1 7000 21000

Dpos = 385500
Bceworo 3a nepion po3pobku | R, = 16,5 -

Po3paxyemo cepelHbOACHHY 3apIlIaTy OJJHOTO BUKOHABLIS:
)

3,=
co chqua

ne: @,,; — 3arajgbHa Cyma 3apIjiaTH 3a INIAHOBUM I1eP10l, I'PH.
P

385500

= 222 389 oy,
30 = 165+ 60 i

2o (7.8)

APK.
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7.4 Po3paxyHOK KaNmiTaJbHUX BKJaJeHb Ta aMOPTH3AUiMHUX

BiipaxyBaHb y pO3pO0OHHKA

banancoBa BapTicTh OyAiBedb BH3HAYAETHCS 3 YpPaxyBaHHSIM KUIBKOCTI
poOoUYnX MiCllb BUKOHABIIIB, MATOMOI IUIOLII HAa OJHE poOoue Miclie, Ta BapTOCTI
OJIHOTO KBAJIpaTHOT'O METPa BUPOOHUYOI TLITOMII:
B,y =RLS,M . (7.9)
ne: R, — xinpKicTh po6OYMX MicIlh BUKOHABIIB, IIIT.
S, — MUTOMa IJIOIIA Ha OfHE Poboue Mice, m?;
L],, - BapTICTh OJTHOTO KBAJIPATHOI'O METPa IUIOMNI1, TPH.
3rinno  ganux TOB  HayKoOBO-JOCHIAHUIEKOTO  KOHCAJITUHTOBOT'O
mignpueMmctBa «llekropans» (M. KipoBorpam) miHa OJHOTO KBaJpaTHOrO METpa
101111 HOBOOY/IOBH, BIK SIKOT HE IIEPEBUIILYE 25 POKIB, MO MICTY CKJIaJa€e
800...1600 y.0./M2. BpaxoByioun, 1o Kypc cknajzae 1y.o. = 25 rpH. mpuiiMaeMo
11 PO3paxyHKy BapTiCThb OJHOrO MeTpa KBazipaTHoro pisHoro 20000 rpu./m?. Ha
KO’KHE poboue MicIle Y cepeIHoMY MOTpi6HO 812, 3 ypaXyBaHHAM IIHOTO:
b, =16%8*20000 = 2 560 000 rpH.
BapricTh nepenaBanbHux npucTpoiB ckianae 10% Big BapTocTi OyaiBenb, 1y
JaHOMY BHUIAJIKy BoHa ckiaje: 256 000 rph.
banancoBa BapTicTh 1HBEHTapro po3paxoByeThcs 3a HOpMow 3500 rpH. Ha
onHe poboue micie. ToOTo:
Ly =Ry, 11, (7.10)
ne: 1], — uina MeOJiB AJ1s1 OAHOTO POOOYOro MICIIs, TPH.
1, =16*3500 = 56000 rpH.
BanancoBa BapTicTh OOYMCITIOBAIBLHOI TEXHIKM BHU3HAYAETHCSA IO OINTOBHM
I[IHaM TIOCTaYaJIbHUKA 3 BpaXyBaHHSIM BUTPAT Ha TPAHCIIOPTYBAHHS.
Crnenudikatiist Ha OOYMCTIOBAIBHY TEXHIKY HaBeJeHa B Ta0Ouil 7.7.
Jlani mo omnToBiil 1iHI HAa OOJIaJlHAHHS Ta KOMIUIEKTYIOUl BUOUPAIUCH IO

npaiicy Iatepuer-marazuny Rozetra 3a 19.11.21 — mxepeno https://rozetka.com.ua/
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Tabnuis 7.6 — Cnenudikaris

HaiimenyBaHHs Orrosa
KOMILIEKTYI0UO0i a00 Tun _
IiHa
oOnagHaHHS
[TepcoHasbHMI KOMI IOTEP 21 600
CuctemHuit 610K Everest Home 4070 (4070 9414) 17 925
[Tpouecop UYetsipexbsiaepubii  Intel®  Socket 1200
Core™ i3-10100F (3.6 - 4.3 ') )
CucremHa mara ASUS PRIME H410M-R-SI / ASUS PRIME
H410M-E )
Bineokapta ASUS nVidia  GeForce = CERBERUS-
GTX1050TI-A4G-4G / PH-GTX1050TI-4G _
KopcTkuii quck 3.5" SATA Toshiba / Seagate 1 Tb 7200rpm -
OnepatrBHa DIMM DDR4 8Gb DDR 2666 Geil / Crucial /
1am’siTh Lexar _
bnox nmuTaHHs GAMEMAX GM-500B, 500W, 12cm fan -
Kopniyc Logicpower Midle Tower ATX LP 8800 -
Kapapinep USB 2.0 Card reader STORM CR-35U1A4-B,
BHYTPIIITHIN int. 3.5", 1*USB2.0+AUDIO+1394, multi: All -
Type Cards, black
MomiTop Monutop 24" BenQ  GL2480 Black
(9H.LHXLB.QBE/9H.LHXLB.VBE).
Huaronane guciuies 24" MakcumaiabHOE
pazpemienue auciiess 1920 x 1080 Bpews
peakiuu  Matpuubl 1 mc (GtG) SpxocTh 2073
mucruiess 250 ka/mM2  Tun  matpunsl TN
Kontpactaocts aucres 1000:1 Ocobennoctu
Flicker-Free
1HIIIE KunaBiaTypa, Mulika, cucremMa oXoJIOJKEHHS [TopapyHok
BKPM -123.21.0004.00.00.113 —
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[IponosxxenHst Tabaui 7.6

HaiimenyBaHHs
OnroBa
KOMILIEKTYI0UO0i a00 Tun _
IiHa
oOnagHaHHS

[TpunTep nazepuuit Canon i-SENSYS LBP6030W 2700
[Tpuntep ctpymunnuii | Epson Stylus Photo P50 (C11CA45341) 5500
Cxkanep Epson Perfection V370 Photo (B11B207313) 6264
Komitopanbauit anapatr | Canon i-SENSYS MF217W with Wi-Fi 5965
[IpunTep MaTpuyHuit Epson FX-2190, A3- B/Y 6050

BuTtpatu Ha TpaHCHIOPT, MOHTaX Ta BUMIPOOYBAHHS MOKYTh OyTH MPUNUHSITI B

Mexax 10 10% B1x onToBOT LIHU.

Jns Bu3HAueHHS HEOOX1THOI KUIBKOCT1 KaIlTaJdbHUX BKIAACHL CKIAAEMO

Tabauiro 7.8.

Tabnuis 7.7 — banancoBa BapTICTh 00UKUCIIOBATBEHOT TEXHIKU

Bum

Apx Ne oxym. MMinmuc Jata

BKPM -123.21.0004.00.00.113

HanmenyBanus [ina 3a Butpatn Ha 3arajibHa
KinekicT
00UYHMCITIOBAIBHOT ONMHUI] | TPAHCHIOPTYBAHHS, MOHTaX | BapTICTh,
b, IIT.
TEXHIKU 10, TPH. Ta BUIPOOOBYBaHHS. TpH.
ITepconanbHi
15 21 600 32400 356400
KOMIT FOTEPU
[TpunTep
| 2700 270 2970
JIa3epHUM
[IpunTep
3 5500 1650 18150
CTPYMUHHUU
[TpunTep
2 6050 1210 13310
MaTPUYHUHI
KomnitoBanbHuit
1 5965 596,5 6561,5
MPUCTPIN
Cxanep 2 6264 1252,8 13780,8
Bceworo — — 37379 411172
APK.
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Tabmuis 7.8 — BapricTh oOcHOBHUX (DOH[IIB Ta aMOpTHU3alliiHI BipaxyBaHHs

pO3pOOHUKA
AMopTu3anis
I'pynu Ta BUAM OCHOBHUX banancosa :
. _ Bigpaxy-
dhoHiB BapTICTh, TPH. Hopwma, %
BaHHS, TPH.
1 2 3 4
I'pyna 3
1. Bynismi 2560000 - -
2. IlepenaBanbHi IPUCTPOIT 256000 - -
Bceboro no rpymni 2816000 5 140800
I'pyna 4
3. OOuucnroBajibHa
411172 - -
TEeXHIKa
Bceboro no rpymni 411172 50 205586
I'pyma 5
4. BumiproBaJIbH1 IPUCTPOi 9031 2257,75
5. T'ocniomapcekui
56000 14000
IHBEHTAp
Bceboro no rpymi 5 65031 25 16257,75
I'pyna 6
6. TpancnoptHi 3acobu 143000 28600
Bceboro no rpyrii 6 143000 20 28600
HewmarepianbHi akTUBU
7. HematepianbHi aKTUBH 20000 10 2000
Pazom Ky= 3455203 A, =393244

[Ipumitka: BapTicTh aBTOMOOUIST Sens (Standard+) B3sita Mo npanum 3
aBrocaiony «KipoBorpan-ABTo», mxepeno  http://kirovograd-avto.ukravto.ua

/catalog/tm-9/model-80/description, cknagae 143000 rpa

APK.
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7.5 BuzHaueHHs1 co0IBapTOCTi PO3pO0KHU TAa WiHM MPOrPAMHOI MPOAYKIIil

Bu3HaunMo OCHOBHY 3apIuiaTy BUKOHABIIIB:

3, = e, (7.11)

ne: N, — KUIbKICTh €K3eMILISIPIiB Iporpam, IiT.

3, =222 = 3161 rpu.

BuzHauumo 101aTKOBY 3apIuiaTy (OIjiaTa BIAIMYCTOK, BAKOHAHHS JeP>KaBHUX
Ta CyCNuIbHUX 000B’s13KIB) Ha piBHI 10%:
3y =3,*Hg x 0,01, (7.12)
ne: H, — HopMaTuB 101aTKOBOI 3apmiatu, %.
3, =3161*10*0,01 = 316 rpH.
BinpaxyBanHs Ha coiiayiibHl noTpedu 3a HopMmaTuBoM H.=22% Bin cymu
OCHOBHOT Ta J0/IaTKOBO1 3apILJIaTH:
Coy = 0,01 x H.(3, + 3,), (7.13)
ne: H. — BiipaxyBaHHs Ha coIliajibHI moTpedu, %.
Coy =0,01%22%(3161 +316) = 765 rpH.
BusHauuMo 3arajibHOrOCHONAPCHhKI BUTPATU (€JIEKTPOCHEPTit0, PEMOHT 1
yTpUMaHHS NPUMIIIEHbD 1 T.1) 32 HOpMaTuBoM H, = 15% BiJl OCHOBHOI 3apIuiaTH:
r,.,=3,H,%0,01, (7.14)
ne: H. — 3aranpHOrocroaapcbki BUuTpatu, %o.
r,., =3161*%15*0,01 = 474 rpH.
BuzHaurmo BUTpaTH Ha MaTepiaiu JUisi pO3pOOKH MpOrpamMHOil MPOIYKIIL 3a
HOpMaMU CIIOKMBAHHS Ta JIIFOYUMHU I[IHAMU 32 OJIMHUIII0 BUMIPY:
3u = Bumi + 3u2 + 3u3)/Ne, (7.15)
ne: 3y — BapTICTh Marnepy, IpH.;
3u2 — BapTICTh 3amaM’ SITOBYIOUUX MTPUCTPOIB, TPH.;
3u3 — BapTICTh PapOu, KapTpiIKel, TOHEPY, TPH.;

N, — KUTBKICTh €K3EMIUISIPIB MPOTPaMm, IIT.

APK.

BKPM -123.21.0004.00.00.113
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3riIHO BUJIAHUX BUKJIAJa4ueM HOPM NpPHUIIMAEMO OAHY MauKy Hamepy Ha TpH
Micsiii po3poOku. Toji, BpaxoByrwuM, IO BapTICTh MMAYKU TManepy CKIajaae
L], = 105 rpH., BU3HAYa€MO BapTICTh Manepy 3a nepioja po3podku N, = 3 Mic:
3u1 = L, *N,, *n. (7.16)
3ur=105*1 = 105 rpH.
3rifHO BHWJAHUX BHUKJIQJa4eM HOPM JO BapTOCTI 3amam’SITOBYIOUHUX
MPUCTPOIB BXOAUTH BapTicTh CD 1UCKIB B KUIBKOCTI, 110 JOPIBHIOE KLTBKOCTI
eK3eMIUIApIB mporpam Ta oxHoro DVD nucka anst 30epekeHHs pe3epBHOI Komii
porpamu:
3u2=21y, (7.17)
ne: I, — Bapticth auckie CD/DVD: CDR TDK 700Mb, 80Min, 52x Cake
box — 2 rpu./mT., DVD-R LG 4,7Gb, 16x speed Cake box — 3 rpH./mT.
3m2=20%*2+3 = 43 rpH.
3riHO BHUJIAaHMX BUKJIaJlau€M HOPM OJIHOPA30Biil 3arpaBlll NiAJISITaloTh yci
JIPYKYHO4l IPUCTPOI 1 CTAHOBUTb:
3z = 211, (7.18)
ne: I[;—Bapticte posximHux matepiamiB st Canon +SENSYS LBP6030W —
209 rpu.; nist Epson Stylus Photo P50— 279 rpu.; s Canon i-SENSYS MF217W —
219 rpu; s Epson FX-2190, A3- B/Y - 269; Biqnonenns 1t MF217W — 570 rpa.
3uz = 209+279+219+269+570 = 1546 rpH.
3u=(105+ 43 + 1546)/20 = 85 rpH.
Bu3HauuMoO BUTpaTH Ha OCBOEHHS HOBHUX MOB IIpOrpamMyBaHHsS a0o
onepalliiiHux cucteMm 3a HopmatuBoM (H, = 15%) Bin OCHOBHOI 3apIuiaTu:
0,=3,*H,*0,01, (7.19)
ne: H, — HopMaTuB BUTPAT HA OCBOEHHSI HOBUX MOB IIporpaMyBaHHSs, %.
0, =3161*15*0,01 = 474 rp=.
Bu3HauuMo BUTpaTH Ha aMOpPTHU3allil0 OCHOBHHX (OHAIB 3 ypaXyBaHHSIM
3arajibHOi pIYHOI CYMHM aMOpPTH3alIMHUX BiJ[paxyBaHb Ta KUIBKOCTI €K3eMIUIIPiB

nporpam (N, = 40 npum.):

APK.
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_ Ap*NMl'C
A, =0 (7.20)

ne: A, — 3arajibHa pl4YHa cyMa aMOpTHU3aLiiHUX BiApaxyBaHb, IPH.

_393244x3
M (40%12)

= 2458 rpH.
[loBHa coOiBapticTh [13 BU3HAuUaeThCs SIK CyMa BHUTpAT 3a NOMNEPEAHIMU
CTaTTSIMU KaJbKYJIAILI:
C,=3,+3+Cpy+ 1o +3,+0,+4,. (7.21)
C, =3161 +316 +765 +474 +85 +474 +2458 = 7733 rpH.
Bu3zHnaunmo miaHoBHil IpUOYTOK 3a pIBHEM peHTa0eabHOCT! (P,) MporpaMHoi
MPOAYKIIIi, SIKa 3aJIeKUTh BiJl CKJIAJHOCTI IPOrpaMu Ta CTYNIEHS HOBU3HU 3aj1ayl.
JI71s1 ;JaHOTO MPOTrpaMHOr0 MPOAYKTY piBEHb peHTa0enbHOCTI ckiianae 50%.
II, = 0,01 P, = C, (7.22)
ne: P, — piBedb peHtabdbenpHOCTI, %o.
11, =0,01*50*7733 = 3866,5 rpH.
Benuuunu 1iHa miinpueMcTBa, I0AaTOK Ha JIOJaHy BapTICTh, BIAMYCKHA I1HA
MPOrpaMHOi NMPOAYKIlIi BUBHAYAIOTHCS 3a hopMynaMu, MpUBEeACHUMU B TabauIi 7.9

Tabmuus 7.9 — HopmaTuBHa ~— KadbKyjslis — coOIBapTOCTI  pO3pOOKH

MPOTPaMHOT0 3a0€3MeUeHHS 3a1adi

Benuuuna,
HaiimeHnyBaHHs cTaTeii BUTpaAT [To3naueHHs
IpH.
1 2 3
1. OcHoBHa 3apruiaTa BUKOHABIIIB 30 3161
2. JlonatkoBa 3aprijiaTa BUKOHABIIIB 3 316
3. BigpaxyBHHS Ha collialibHI1 TOTpedu Coy 765
4. 3aranpbHOTOCTIOAAPCHKI BUTPATH Loen 474
5. Butparu Ha Matepianu 3m 85
6. OcBo€HHs HOBUX  ONepaniiHuX
O, 474
CUCTEM, MOB MPOrpaMyBaHHS

APK.
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[Iponosxxenus Tadaui 7.9

1 2 3
7. AMopTu3zallisi OCHOBHUX (hOH/IIB A 2458
8. [loBHA cO0iBapTICTh MPOTPAMHOIO
Cy 7733
3a0e3IeueHHs
9. [InanoBuit npudyTOK 11, 3866,5
10.11na mignpuemctsa L], = C,+11, yig 11599,5
11.ITogaTok Ha nogaHy BapTICTh
11/IB 2319,9
IIJIB = 0.01*Hys *1],
12.Biagnyckna IiHa MpOrpaMHoOi
_ i 13919,4
nponykuii [J = 1], + I1/{B

7.6 BusHauyeHHs 00’€My KamiTaJbHHUX BKJIAJAeHb Y CIIOKHBa4ya

NMPOrpaMHoOI MPOAyKIii

O6’eM KamiTalbHUX BKJI4JCHb Yy CIOXHBa4ya MPOrpaMHOI MPOAYKIIT
BU3HAYAEMO HA OCHOBI 0aJaHCOBOT BApTOCTI OCHOBHUX (POHJIB, sSIKa BPaxOBYE IlIHY,
TPAHCIIOPTHO-3aroTiBEJbHI ~ BUTPATHU, BapTICTh  Oy/iBelb, MOHTaXXHHUX Ta
MyCKOHAJIAroI)KyBaJIbHUX POOIT, @ TAKOK BUTPATH HA BUIIPOOYBAHHS Y BUPOOHUUMX

yMoBax. Pe3ynbTati po3paxyHKiB 3BOAUMO y TaOmuIo 7.9.

Tabmuis 7.10 — Po3paxyHok 00’eMy KamiTalbHMX BKIJIAJIEHb y CIOXKHBaua

MpOorpaMHoil NPOAYKIIIi

HaliMmenyBaHHS KamiTaIbHUX BKJIAJICHb CymMa 3a BapiaHTamHu, TpH.
bazosuit Hosuii

BapricTs nmporpaMHoi npoaykitii — 13919.,4
Bceboro kanitanbHUX BUTpaT — 13919.,4

APK.
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7.7 BusHauyeHHS eKCIUIyaTaliiHUX BUTPAT

ExcruyarairiiiHi BUTpaTu y CIOXHBaya MPOTPaMHOI MPOJYKIIlT BUZHAYAEMO
IIpU YMOB1 POOOTH MiJICHCTEMH Ha MPOTs31 poKy. PimenHs 3Boaumo no tadaui 7.11.
Tabmuus 7.11 — Po3paxyHOK ekcIUTyaTalliHUX BHUTpAT Yy CHOXXUBaya

MPOrpaMHOi MPOAYKITIi

CyMa BUTpAT 3a BapiaHTamu, I'PH.

HaiimenyBaHHs crareii Butpar | [lo3HaueHHs bazoBuit Hosuu
1. ButpaTtu Ha TexHIYHE
3, 26840 10736
00CIyroByBaHHs
2. Butpatu Ha eNneKTpOCHEPrito 3en 2722 2419
3. ButpaTtu Ha amopTH3aIlil0 Ban 0 3479,85
Bceworo Burpar 3a pik 1 29562 16634,85

BurtpaTtu Ha 00CIyroByBaHHSI CUCTEMU:
3,=T,%3,*(1+0,01«Hy) = (1+0,01x*H), (7.23)

ne: T, — KUIbKICTh TOAUH OOCIYyroOByBaHHS CUCTEMU 32 PIK, 200.;

3. — 3apobiTHA mIaTa 00CIYrOBYIOYOT0 MMEPCOHANY, epH /200.

[licns  kymiBIi ~ HOBOIO  MPOrpaMHOro  3a0e3MeYeHHs  KUIbKICThb
npoUTAKTUYHUX TOAuH poOiT 3meHmmiIacs 3 200 rogun Ha pik A0 80 roguH Ha Ik,
TOMY BUTPATH HA TEXHIYHE 00CIYrOBYBaHHS 3MEHIIMIKCS 3:

3 p6as = 200%100*(1+0.01*10)*(1+0.01*22) = 26840 rpH.

10:

3 pwos = 80%100*(1+0.01*10)* (1+0.01*22) = 10736 rpH.

Burpatu Ha €IeKTPOECHEPril0 BU3HAYAIOTHCSA 3 YPaXyBAHHSIM CIIOXKMBAEMOT
noTyxHocTi (/1,.;) B KIOBaTax, yacy eKCIUTyaTalii TeXHI4HuX 3aco0iB (7)) B ronuHax
Ta I[IHA OJHIET KioBaT-roauHu (1/.;):

3en = Hoi*T,* s (7.24)
3en 6as = 0,45%2880%*2,1 = 2722 rpH.
3en nos = 0,40%2880%2,1 = 2419 rpH.

APK.
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Butpatu no amoptu3aiii BU3HAYAIOThCS Ha OCHOBI HOPM aMOPTU3ALIAHUX
BiJIpaxyBaHb, BAPTOCTI NPOrPaMHOI MPOAYKIIil 1 OCHOBHUX (OHAIB. JJis po3paxyHKy
CKJIajjaeMo Tadnuigo 7.12.

Tabnuis 7.12 — Po3paxyHOK aMOpTH3alliHUX BipaxyBaHb

I'pynin ocHOBHHX Hopma banancoBa BapTiCTh, CyMa BiipaxyBaHb,

dboumiB aMmopTH3allii| TpH., 32 BaplaHTaMu I'pH., 32 BaplaHTaMHU

% bazoBuit Hoguit bazoBuit Hogsuii

[Iporpamua 25 — 13919.,4 — 3479,85
IPOIYKIIS

Bcerworo BinpaxyBaHb - - 13919.4 - 3479,85

7.8 Bu3HaueHHsI eKOHOMIYHOI e)eKTUBHOCTI IPOrPAMHOI MPOAY Kl

ExoHoMiuHa e(EeKTUBHICTh MPOTPaAMHOI0 3a0€31EUCHHS] BU3HAYAETHCS IS
BUTOTOBJIIOBAYA 1 CIIOKMBAYa 32 TAKUMU MOKA3HUKAMH.
Bennunna eKOHOMIYHOTO €(eKTy Mpu BUTOTOBJICHHI MPOrPaMHOT MPOAYKIIii,
PO3paxoByeEMO 3a (GOPMYIIOIO:
E =~ C)*Ne = X By #K, |, (7.25)
ne: K, —OamaHcoBa BapTICTh OCHOBHUX (OHIIB po3poOHHMKaA, TpH.; E, —
PO3paxyHKOBUN KOE(IIIEHT KamiTaJIOBKIaCHb.
E¢=(11599,5-7733)*40-(0,05*2816000 + 0,5*411172+
+0,25*65031+0,2*143000+0,1*20000)*3/12 = 56349 rpH.
BusHauumo 1mepiol OKYMHOCTI JOJATKOBHX KalliTaJbHUX BKJIaJACHb Y
BUPOOHUKA IPOrPaMHOI MPOTYKIIIi:

I(* Myic
6 = m k E’ (7.26)

ne: K, —O0amaHcoBa BapTICTh OCHOBHMX (OHIIB po3poOHMKa Oe3

BpaxyBaHHs BapTocTi OD Tperboi rpynH, Tak SIK iX CTPOK CIIY»KOM Ha TOPSIOK

OUTBIIIMN HIXK TIepiof po3pooku I13.

APK.
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639203%3
T5 ES
(11599,5—-7733)*40%12

= 1,03324 poxy.

Bu3HaunMMoO BEIMYMHY €KOHOMIYHOTO €(eKTy y KOpPUCTyBaua MpPOrpamMHOi

MPOAYKIIIi 32 (OPMYJIIOIO:
E., = (16 - IH) - EH(KH - K6)9 (7-27)

ne: ls, [,—BenuunMHa eKCIUTyaTallliHUX BUTpaT 3a 0a30BUM M HOBUM
Bap1aHTOM BIJIIIOBI/IHO;

Ks, K, — 00’ €M kamiTallbHUX BKJIJICHb 3@ BaplaHTaMU, 1[0 MOPIBHIOIOTHCA.

E., =(29562-16634,85)-0,25*%13919,4 = 9447,3 rpn.
BusHaunmo 1mepiol OKYMHOCTI JOJATKOBHX KaIlITaIbHUX BKJIAJACHb Y

CIO’KMBaya MpOorpaMHOi MPOAYKINIi 32 paXyHOK 3HMKEHHS €KCIULyaTal[IiHUX BUTPAT:

_ KH _KG

Tew=7"0> (7.28)

13919,4
Tcn =
29562—-16634,85

= 1,08 poxu.

[loka3HUKN €KOHOMIYHOT €(PEeKTUBHOCTI MPOrpaMHOI MPOIYKIIT 3BOAUMO 0
tabmui 7.13.

Tabmuus  7.13 — [loka3HuKkM  €KOHOMIYHOT €(EKTUBHOCTI MPOrpamMHOi

MPOAYKIIiT
OnuHuils
HalimenyBaHHS MOKa3HUKIB Bennunna
BUMIPY

1. KiabKICTh €K3eMIUISIPiB TporpaMu [Tpum. 40
2. IloBHa cob6iBapTICTH PO3pOOIICHOT MpOrpamMu I'pn. 7733
3. I{ina po3po0OJieHo1 porpaMmu I'pH. 11599,5
4. IlnanoBu npuOyTOK BiA peanizaiii po3poOeHOi

I'pH. 3866,5
nporpamu
5. PenTabenbHICTh MPOrpaMHOI NPOTYKIIiT % 50
6. O0’eM  NOJATKOBMX  KaNiTaJlbHUX  BKIAJIEHb Yy

I'pH. 3455203
BUPOOHUKA IPOTrPaMHOI MPOAYKITIi

APK.
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[Iponos:xxenns tadnui 7.13

HalimeHnyBaHHS MOKa3HUKIB OnuHuIA
_ Bennunna
BUMIPY
7.3aranpHuil  TpUOYTOK BiJ peatizalii MNporpamMHoOi
I'pH. 154660
MPOAYKIIIi
8. BennunHa eKOHOMIYHOTO €(PEeKTy PU BUTOTOBJICH1
) I'pH. 56349
MPOTrpaMHOI MPOAYKITIi
9. Ilepiosl OKyIHOCTI IOJATKOBUX KamiTalbHUX BKJIAJICHb _
) PoxiB 1,03324
y BUPOOHMKA MPOTPaMHOT IPOTYKIIiT
10.060’eM  [0MAaTKOBUX  KamiTalbHUX  BKJIAJEHb Yy
) ['pH. 13919,4
CIOXKMBaya MPOrpaMHOi MPOAYKITIi
11.BennuriHa €KOHOMIYHOTO €(eKTy Yy KOpHCTyBaya
) I'pH. 94473
MPOTrpaMHOI MPOAYKITIi
12.ITepioxy ~ OKYMHOCTI  JOAATKOBUX  KamiTaJIbHUX _
PokiB 1,08

BKJIQJICHb Y KOPUCTYBaya MPOrpaMHOi MPOTYKIIiL

7.9 BucHoBKkH

Po3pobiiena mporpama €KOHOMIYHO BHUTIJIHA. 3a PaxXyHOK BIIPOBAJKEHHS

MPOTrPaMHOT0 3a0€3MEeUEHHs JTOCITAEThCSl CKOPOUEHHS 4Yacy oO0poOku iHdopmarii,

MIJBUINYETHCS KYJIbTYpa Mpalll, MiJIBUIIEHHS SIKOCTI YIIPABITHCHKUX PIlLICHb.

Bum | Apx Ne oxym. MMinmuc Jara
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8 3AXOIM OO0 OXOPOHM ITPAIII I TEXHIKHM BE3IIEKH

8.1 Beryn

«3 MaBHIX JIaBeH JIIOACTBO MPUJUISE MPUCKIMIUBY yBary Oe3meri *XUTTS i
OXOPOHM Tpall fAK ii CKJIaJ0BOi YaCTMHU. YMOBHM Mpalll po3misiaanu ApicTOTelb
(384-322 no u.e.) ta I'imnokpar (460-377 no H.e.)» [62].

3akonoM Ykpainu “IIpo oxopony mpami” [61] permaMeHTYIOTbCS 3aralibHi
MOJIOXKEHHST JIEp>KaBHOI MOJITUKU B Taldy3l OXOPOHH Ipalli, a KOHKPEeTU3YIThCS IIi
MOJIO’KEHHST HOPMATHUBHO-TIPABOBUMH aKTaMH PO OXOPOHY Mparli, 30kpema Hakazom
MinictepcTBa couianbHoi momituku  Ykpainu 14.02.2018 Ne 207, skwuit
3apeecTpoBaHo B MiHIicTepcTBI ocTUIlli Ykpainu 25 kBiTHsA 2018 p. 3a Ne508/31960
«IIpo 3arBepmkeHHss BuMmor mogo 0e3meku Ta 3aXMCTy 3A0pOB’S MPAIliBHUKIB i
yac poOOTH 3 EKpAaHHUMHU HPUCTPOAMU» [63], SKMM 3aTBEpAKEHO HOPMAaTUBHO-
npaBoBuil akT 3 oxoponu mpaui HITAOIT 0.00-7.15-18, «IIpaBuna oxopoHu mparii
MiJ 4Yac eKCIulyaraiii eJeKTPOHHO-O0YHCIIOBAIBHIX MAaluH», Ta «/lepxaBHi
CaHITapHl TpaBWwiIa 1 HOPMHU POOOTH 3 BI3yAIBHUMH AUCIUICHHUMH TE€pPMiHAJIAMU
eleKTpoHHO-o0unctoBanbrx Mammne» J{CanlliH 3.3.2-007-98.

[IporpamicT y mpoiieci poOOTH MarOTh HETATUBHUIN BIUIMB HA OPTaHH 30DY,
a TaKoXXK MaloTh 3HAYHY PO3YMOBY HAIlPyror0 1 HEPBOBO-EMOI[iiHE HABaHTAXKEHHSI.
Pyku (cyrno6u masisiie Ta M'si3u pyK) pu poOOTi 3 KIaBiaTyporo MalOTh TEX 1CTOTHE
HaBaHTa)XeHHSM. Jlo mKinmuBuUX (HakTOpiB, SKI BIUIMBAIOTH Ha POOITHUKIB Traiy3i
iHbopmariitanx — TexHojorii  (IT) cmemiamicty  BITHOCATH ~ BHCOKOYACTOTHI
CJIIEKTPOMATHITHI KOJMBaHHS (BUIPOMIHIOBaHHS) poOoTu amapatHoi yactuHu EOM
Ta BUOUICHHS IIKIUTMBAX Ta3iB.

i mkimBi GaKkTOpu MOKYTH IPUBECTH J0 MPOdECIiHUX 3aXBOPIOBAHb.

[Ipn po3misaml MIKIAIMBAX YUHHUKIB POOOTH  TIPOrpaMicTiB Ta I1HIIMX

cremianictiB IT OynemMo kepyBaTHCh HACTYITHUMH HOPMATHBHO-IIPABOBHMH aKTaMU:
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«/lepxaBH1 caHiTapHl MpaBWwia 1 HOPMU pPOOOTH 3 BI3yaJIbHUMHU AUCIUICHHUMU
TepMiHAJIaMH eJeKTpOoHHO-00uucoBanbHux Mamuay JCanlliH 3.3.2-007-98 [63],
Ta « Bumoru oo 6e3mnexu Ta 3aXucTy 310pOB’ sl MPaIiBHUKIB Mij 4ac poOOTH 3
ekpanHumu npuctposmu» HITAOIT 0.00-7.15-18.

YMoOBH mnpailil IporpamicTa BKIOYalOTh HACTYIHI (PaKToOpH:

- mMapaMeTpH MOBITPSIHOTO CEPEIOBUINA B TPUMIIICHHI,

- BEHTHJISAIIS TPUMIIICHHS;

- OCBITJICHHS PUMIIICHHS;

- MapaMeTpH MOBITPSHOIO CEPEIOBUIIA B MPUMIILIEHH], TOLIO.

[I{o6 3ampomoHyBaTH 3axOJM WIOJI0 3MEHILIECHHS BIUIMBY KOMII'IOTepa Ha
OpraHi3M IporpamMicta BU3HA4aeMO (PaKTOPH, SIKI MOXKYTh BUKJIUKATH Tpodeciiine

3aXBOPIOBAHHS 1 BIUIMBAIOTh HA MPAIe3/IaTHICTh MPOrpamicTa.

8.2 llIkinauei i HebGe3meuHi pakTOpH NPU PodOTI 3 KOMIT’IOTEPOM

[IporpamicT mparroe 3 eNeKTpOHHO-00uncIoBaNbHO0 MamuHo (EOM) Ta
HIIMM  OONaHAHHSAM, SAKE € DKEPeloM HeOe3MeKH YpaXEHHS eIECKTPUIYHUM
ctpymoMm. Tak sk poboTa mporpamicTa XapaKTEPU3YEThCS ICTOTHUM 30POBUM
HaBaHTAXXEHHSM, TO BUMArae HaJeXHOTO OCBITIEHHA. Tak sIK MPOrpaMmicT MOCTIHHO
nepeOyBae B MPUMINICHH], TOMY 711 KOM(QOPTHUX YMOB TIpalli B IIbOMY MPUMIIIIEHH1
HEOOX1THO CTBOPUTH HAJICKHUN MIKPOKIIMAT.

[Tpu poboti 3 BukopuctanusiM EOM Bin3Ha4yaroTh HACTYMHI HeOe3MeyHi Ta
IIKITUB1 (haKTOpH, SK:

- PU3HWK BUHUKHEHHS HaJ3BUYAWHUX CUTYallii TPUPOTHOrO abo MITYIHOTO
XapakTepy Ha 00’ €ekTi 200 TepuTOopii.

- PU3UK BUHUKHEHHS ITOXKEXKI;

- HeTaTUBHHI BIUTMB Ha OPTaHU 30pY JIFOIUHU;

- PU3UKHU YPAXKCHHS CIIEKTPHYHUM CTPYMOM;

- HeJIocTaTHs, a00 HaJIMIpHA OCBITJICHICTh POOOYOT0 MICIIS;
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- MOHOTOHHICTb TIpalli;

- €JICKTPOMATHITHI (y T.4. BHCOKOYACTOTHI) €JIeKTPOMAarHiTHI
BUMPOMIHIOBaHHS (KOJMBAaHH);

- HECIIPUSATINBI MIKPOKJIIMATHYH1 YMOBH;

- HEPBOBO-EMOIIiliHA HAMPYKEHICTh MpaIli;

- IHTEJIEKTyaIbH1 HaBaHTAXEHHS;

- HEBIIMOBIHICTh E€PrOHOMIYHUX TIOKa3HUKIB POO0OYOTO MICIS AIHOYUM
BHUMOTaM,;

- IyMH,

- CTaTHUYH1 HABAaHTAXKEHHS HA KICTKOBO-M SI30BUI anapar;

8.3 AHaui3 caHiTApPHO-TIri€HIYHMX YMOB mpaui Ha podouyomy Mmicui

nporpamicra

PosrnssHemMo yMoBHM mpaili y IpUMILIEHH], B IKOMY IPaIlOI0Th MPOTPaMiCTH.
["'eomeTpuuHi po3Mipu IPUMILIEHHS HaBeaeHo y Tadmuii 8.1.

Tabmuus 8.1 — Po3mipu npumiiieHHs

HanmenyBanHs 3Ha4YEeHHS, M
[upuna 5,4
Jlorxxuna 6
Bncora 2,75

Tabnung 8.2 — Ilnoma Ta 0O6CAT MPUMIIIEHHS, HA OJHOTO MPAIIOI0YOro™

["'eomerpryna _ HopmaTtusne
OnuHULE BUMIpY dakTUYHE 3HAYECHHS
XapaKTepUCTHKA 3HAYEHHS *
[Tnoma, S M He MeHme 6.0 8,1
O6csr, V M3 He mentre 20.0 243
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* 3rigno JCaunlliH 3.3.2.007-98 (llepxaBH1 caHiTapH1 OpaBujia 1 HOPMU
po0OOTH 3 Bi3yaJbHUMH JUCIUICHHUMHU TE€PMIHAJIAMH €JIEKTPOHHO-O0UYMCITIOBAIBHUX
MAIIIHH).

VY 3a3HaueHOMY MPUMIILIEHH] NMPaLOTh 4 roAei. 3a JaHUMU, SIKI HaBEACHO
y T1abn. 8.1, Ta Tabn. 8.2, MOXHa 3pOOUTH BHUCHOBOK, WO IUIOIA Ta O00’€M
MPUMIILLIEHHS] Y PO3paxyHKy Ha OJHO po0OodYe Micle mporpamicTta He BIAMORINAIOTH
HopmatuBHuM Bumoram JCaulliH 3.3.2-007-98 «Jlep:kaBHi caHiTapHl mpaBuia i
HOPMH poOOTH 3 BI3yaJbHUMH JUCIUICHHHUMHU TEepMIHAJIaMU  €JICKTPOHHO-
oOuHKCIIOBaATRHUX MalIUuH» [63], ane BIANOBIAaIOTh HOpMAaTUBHUM BuMoram Hakazy
MinictepcTBa comianbHol monituku Ykpainu Ne 207, Bim 14.02.2018 «llIpo
3aTBepKEeHHST Bumor mono Oe3neku Ta 3axXUCTy 3[0pOB’S MpallIBHUKIB Mif 4ac
pobotu 3 exkpanHuMH mnpuctposmu» [63] Tta HITAOII 0.00-1.28-10 «IIpaBumna
OXOPOHM Tpalll MiJ 4Yac EeKCIUIyaTaiii eJIeKTPOHHO-OOUYUCITIOBAIBHUX MAIIUH»).
Tanum yuHOM MOHA 3pOOUTH BUCHOBOK, 1110 CAHITAPHO-TITIE€HIYHI YMOBH Tpalli Ha
po0oOYOMY MICIII TpOrpamicTa BiIOBIAAIOTh BUMOTaM.

Temmepatypa MoBiTpsI B MpUMIllIEeHH] BU3HAYAETHCS BINTUBOM TEMIIEpAaTypH
30BHIIIHBOTO TIOBITPS 1 TEMJIOBOK CHEPTi€l0, sIKa BUIUISETBCA BCEpEaUHI
npuMimieHas. JxkepenamMu BWIUIEHHS TEIUIOTM B JaHOMY MPUMIIIEHHI €
€JIEKTPOYCTATKyBaHHS, OCBITIIOBAIbHI MPHUJIAIU, a TaKOX JOAWA. Y CBITIWMN dYac
n00M  JDKEepesloM  HaJJIMIIKOBOIO  TEIUIa €  COHSYHa  pajmiamis.  3TiIHO
[ToctanoBu Ne 42 Big 01.12.1999 TomoBHOTO AEpP>KAaBHOTO CAHITAPHOTO JIiKaps
VYkpaiau, poboTa, BUKOHYBaHA B JJAHOMY IPHUMIIICHHI, BITHOCUTHCS J10 KaTeropii la.
B nupomy Bumnaaky monuHa Butpavae eneprii 1o 120 kkan y roguny. Bosoricts
MOBITPS B NMPUMIMICHHI BU3HAYAETHCA BIUTMBOM OaraThoX (DakTOpiB, cepei SIKHX:
BOJIOTICTE aTMOC(EpPHOTO TOBITPs, BUIAIJICHHS BOJOTH JIIOABMHU (IIPH JUXaHHI Ta
BUTIApAMHM 3 TTOBEPXHI MIKIPH).

MikpoKiTiMaT TMOBITPSIHOTO CEPEOBUINA B MPHUMIMIEHHI XapaKTEPU3YEThCS
3aIUJICHICTIO Ta 3ara30BaHICTIO MOBITPs. MIKpOKIiMAT MPUMIIICHHS BU3HAYAETHCS

JTIIOYUM Ha OpPraHi3M JIIOJMHM TO€AHAHHSM, BOJIOTOCTI, TeMIEpaTypH, IIBHUIKOCTI
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pPYyXy MOBITPs Ta IHTEHCUBHOCTI TEIIOBOI'O BUIMPOMIHIOBAHHS. AHa13 MIKpOKIIIMAaTy
CKJIQJIa€ThCSl 3 BUBHAYCHHS 3a3HAYEHUX BHIIE (DAKTOPIB 1 MOPIBHSHHS PE3YJbTATIB 13
BCTAHOBJICHUMHU HOPMaMHU.

VY Tabmuimi 8.3 HaBeneHO omTUMAalbHI Ta (DAKTUYHI 3HAYECHHS MapameTpiB
MIKPOKJIIMATY SIK JIJIs1 KaTeropii Baru pooiT la, Tak 1 po3rissHyTOro npuMimieHHs. Y
MpUMIILLIEHHSX, J¢ BcTaHoBieHO EOM, peKkOMeHIyeTbCS 3aCTOCYBAHHS TUIbKU
ONTUMAaJIbHUX 3HAYEHb MOKA3HUKIB MIKPOKJIIMATY.

Tabnuis 8.3 — OnrtumaiibHi 1 (PaKTUYHI 3HAUEHHS [TapaMeTpiB MIKPOKIIIMATY.

ITopa poxky Onrumanbhi A la DaKTUIHI
Temnepary | Bomo- | HIBuakict | Temnepatry | Boso- | [lIBuakic
pa, °C rict,% | b HOBITPA, pa, °C TICTh Th
M/c % MOBITPS,
M/c
XonoaHa 22-24 40-60 0,1 22-23 40-55 0,1
Teruia 23-25 50-70 0,1 24-25 50-65 0,11

[IpoBenenuii anani3z mokasye, 110 MOKa3HUKU MIKPOKIIMATy B MPUMILIECHHI
BIIMOBIIAIOTh yCcTaHOBJIEHMM HopmaMm. IlITyuyHe omnaneHHST 3aCTOCOBYEThCS Yy
XOJIOAHUM NEP10/ POKY, @ B JIITHIO MOPY 3aCTOCOBYETHCSI KOHAUIIIOHED.

st 60poTeOU 3 TUIOM POOJSITHCSA PEryJisipHI NMPOBITPIOBAHHS Ta BOJIOT1
NpUOUpPaHHS PUMIIIICHHI.

VY npuminieHn1 3HaXoAsIThCA HACTYMHHI JuKepena mymy: npuntep HP 1100,
€JIEKTPOABUT'YHU BeHTWIATOpIB EOM.

OanuM 3 HaWBaXIUBIMKMX (PAKTOPiB, SKI BIUIMBAIOTh Ha €(PEKTUBHICTH
TPYIOBOi JISUIBHOCTI JIIOJUHU, Ta TMONEpPeKaloTh TpaBMaTU3M 1 mpodeciiiHi
3aXBOPIOBAHHS MPOrPAMICTIB € OCBITIEHHS HA pOOOYOMY MICIII.

3 2019 poky aitore Jlep:kaBHi OymiBenabHi HopMu Ykpainu “IIpuponne i
mTtydyde ocBimieHHs’ — JIBH B.2.5-28:2018 [59], y sikux mpomucaHi BUMOTH 10

BUKOPUCTAHHS BC1X OCBITIIOBAJIbHUX MPWIAAIB, Y T.U. CBITJIOI10AHUX.
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[Ipamro mpariiBHUKa, SKUM MOCTIMHO MpAIioe 3a KOMIT roTepoMm, 3rimHo JIBH
B.2.5-28:2018 [59], moxkHa BigHECTH 10 POOOTH 3 MaJIOI0 TOYHICTIO (HAWMEHIIH
po3Mip o0'ekta po3pizHeHHs Big 1 g0 5 Mm) V-ro po3psiay 30poBoi poOOTH, 3
BEJIMKOI0 KOHTPACTHICTIO 00'€KTa PO3PI3HEHHS 3 TEMHUM TJIOM (TIi7 pO3psiA 30pOBOi
po6otu B). IlpuminienHs MokHa BiAHECTH 10 1-01 Ipylud OPUMILIEHb, Y SKUX
MPOBOJUTHCSI PO3PI3HEHHSI 00'€KTIB 30pOBOi POoOOTH HpH (PIKCOBAHOMY HAIPSIMKY
JHII 30py TOTO, IO MPAIlOe€ Ha poOoUYy MOBEpXHIO. J[Jisi TAKOTO TUITY MPUMILIEHD i
PO3psIy 30pOBOT pOOOTH HOPMOBAHE 3HAYEHHS KOoe(iIieHTa MPUPOIHOT OCBITIEHOCTI
(KITO) poGouoi moBepxHi (MpU MOEJHAHOMY, CHUIBHOMY OCBITIEHHI), MOBUHEH
cTaHOBUTH He Outblie 1,5%, OCBITVIEHICTh MPU IITYYHOMY BHUCBITIICHHI MOBHUHHA
cranoButu 300 JIk. [59], Kpim Toro Bce nose 30py moBUHHE OYTH OCBITIEHO
JIOCTaTHBO PIBHOMIPHO - I OCHOBHA Tiri€HIYHAa BUMoOra. Tak K sicCKpaBe CBITIO Ha
IUISTHI iepu@epiiiHoro 30py 3HAYHO 30UTBIIYE HAMPYKEHICTh O4eH 1, IK HACHIMIOK,
MPU3BOAUTH JI0 iX HIBUJKOI CTOMJIFOBAHOCTI, CTYIIHb OCBITJICHHS HPUMIILIEHHS,

SCKPABICTh €KpaHy KOMII'F0Tepa IOBUHHI OyTH NPUOIH3HO OTHAKOBHMH.

8.4 Po3po0Oka 3axoniB 3 yMOB 1OJIINIIIEHHS] OXOPOHM Npaili

3riIHO aHajdi3y yYMOB Mpaili B PO3IJISSHYTOMY MPUMIIIEHH], MU OJep Kajiu
HACTYITHI pe3yJbTaTH:

- po3Mipi TPUMIIIEHHS, Yy pO3paxyHKy Ha OJHOMY Mpaliooyoro,
BIIMOBIZIaIOTh HOPMATHBAM;

- MIKpPOKJIIMAT BIAMOBIJJa€ HOPMATUBHOMY 3HAYEHHIO;

- aKyCTHU4H1 YMOBHU POOOTH HE MEPEBUIYIOTH HOPMATUBHUX 3HAYEHHb;

TakuM 4YMHOM MOXKHA MNPUMYCTUTH, 110 OCHOBHOI MPUYUHOI MOKIHBOTO
3HIDKEHHSI Tpale3/laTHOCTI mporpaMmicta € mncuxodizionoriunuii (axrop, Tomy
OCHOBHA Tpomo3uiliss OyJae Taka: JOTPUMAaHHS TO3UTHUBHOI TICHXOJIOTTYHOT
atMoc(epd B KOJEKTUBI Ta PErVIAMEHTOBAHOIO PEXKHUMY Mpall Ta BIAMNOYUHKY,

oprasizaiisg pooo4oro Micis 3 ypaxyBaHHIM €prOHOMIYHUX BUMOT.
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PexomeH10BaH1 3ax0Au: peryyispHi NepioJWYHI HAOYHI OIVISIAM MEPCOHATIOM
NUISIXIB JJIs1 €BaKyallii JIFoAeH 13 MPUMIILIEHHS, BIIMOBIIHO /10 IUIaHy €BaKyallii (SIKuii
MOBMHEH PO3TAlllOBYBaTHCh HA BUJHOMY MICI[l y TPUMILIEHHI), BKIIOUYEHHS 0
KOJIEKTUBHOT'O JOTOBOPY MIHIMAJIBHO MOJIMBOTO BMICTY alT€4OK 3 00OB’SI3KOBOIO
HAsBHICTIO MAaCOK-KJIalaHiB, a00 I1HIIOr0 CHOPSKEHHS JJISI IITYYHOTO JMXAHHS.
Perynsipna mnepioguyHa TepeBipKka MapaMeTpiB 3a3eMJICHHS Ta 3aHyJeHH:
(BUMIpIOBaHHSI OMOPY JIAHIIIOTA).

Perynsipna HaouHe 3HAaHOMCTBO MEPCOHANTY 13 NUISIXaMU JJI €BaKyallii Joaen
13 MPUMIIIEHHS BIJIMNOBIAHO [0 IUIAaHY €BakKyalli, 3a0e3MeucHHs PO3MOAUIBHUX
IIMTIB CIEIIaJbHUMH PO3ETKAMU 3 3a3€MJIIOIOYMMM KOHTAKTaMU; OpraHizaris
3a3eMJICHHS BCIX MPUJIAAiB 1 MPUCTPOIB, K1 MPAIIOIOTh IPU Hanpy31 Buile 36 B.

Tak Ak TpU ypaxeHHI EIEKTPUYHUM CTPYMOM Y JIIONMHH MOXKE CTaTUCS
Gi10puisilis NITYHOUYKIB cepls, B oprasizamii OaxxkaHo waru jaediOpumnstop i

MIATOTOBICHUH TTEPCOHAN ISl POOOTH 3 HUM.

8.5 Po3paxynkoBa yacTuHa

JInst  3aXMCHOTO IITYYHOTO 3a3€MJIEHHS 3aCTOCOBYIOTHCS  BEPTHKAJbHI
enexktpoau: wmetaineBuil Kytok S50*50*5 mm. (K=50 mm.=0,04 m.) HOBXHUHOIO
L=3 m., Ta TOPU3OHTAILHUU E€JIEKTPOJ — MeTayieBa nojioca 3 nepetuHoMm 40*4 mm.
Hampyra — 220/380 B. Po3paxyHkoBa cxeMa pO3TallyBaHHS 3a3€MIIIOIOUMX
€JIEKTPO/IB.

Po3paxyHOK MpPOBOAMTHCS 3a JOMYCTUMHM OIOPOM PO3TIKAHHIO CTPyMY
3a3eMJII0Bayva.

[lowatkoBi maHi ISt PO3pPaxyHKY 3aXHCHOTO 3a3€MJICHHS: THUI BEPXHHOTO
miapy TIPYHTY — YOPHO3EM, HWKHBOTO MIApy IPYHTY — TiuHa (nuromuit omip 40
Om*M). YMOBHa TOBIIMHA BEpXHBOTO Mmapy IpyHTy: H=0,4 m. Bincranp mMix
BEPTUKAIBHUMH 3a3eMiitoBauyaMu (enektpomamu) A=3 m.  ['nubuHa 3akiaaeHHS

TOPU30HTAJIBHOTO KOHTYpPY 3a3eMiieHHsA (= (,7 m. Omip 3a3emuroBaua, SKHMA
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HOpMYy€eThCs: Rzy =4  Om. HeoOXiZHO BHU3HAYUTH HEOOXIOHY KUIBKICTb
BEPTUKAJIBHUX 3a3€MIIIOBAYIB Ta JOBXXHHY MOJIOCH (TOPU30HTAIBHOIO 3a3€MJII0BAYa).

Po3paxyHOK 3aXMCHOTO 3a3€MJICHHS MO>KHA aBTOMATHU3YBATH 34 JOHOMOIOIO

OporpamMm, CUpPHEBUM KOoI ko1 onvyomikoBanuii Ha 13-16 cropiakax[64], ab6o

AHAJIOTTYHO].

PospaxyHoxk.

BincTansb Bij lIEHTpa BEPTUKAIBHOIO 3a3€MJIIOBAaYa J10 TOBEPXH1 3€MJIi:

T=t+L/2=0,7+3/2=2,2 m.

Po3paxynkoBuii mutomMuil omip rpyHTy (3 BpaxyBaHHSIM TOTO, IO (PAKTUYHO
BCSI KOHCTPYKIIiSI 3a3eMJIIOBavYa pO3TAIIOBYEThCS Y HIDKHBOMY HIAp1 IPYHTY):

p= wpr=12%0=54,5 Om*m.

ne y = 1,2 - TabnuyHe 3HAYCHHS Koe]illieHTa CE30HHOCT1 JIS BiAMOBIIHOI
KJIIMAaTUYHOT 30HU y OaratomapoBomy IpyHTY [64];

p1 =50 Om™mn. - 3HAaUEHHS TUTOMOT'O OMOPY BEPXHLOIO IIApy IPYHTY [66];

p2= 40 Om™*m. - 3HAUEHHSI IUTOMOTO OMOPY HIKHBOTO IIapy IPYHTY [66].

ExBiBasieHTHUI HiaMeTp BEPTUKAILHOTO eneKkTpoaa (KyTka) [66]:

De=0,95%K= 0,95%50 = 47,5 mm. =0,0475m.

Omnip pO3TIKAHHIO €JIEKTPUYHOTO CTPYMY OJHOTO €JIEKTPO/ia BEPTHUKAIBHOIO

3a3eMJII0Bayva (3 BpaxyBaHHSM 3ariu0JIeHHs 3a3eMioBaya) [66]:
Ro =0,366(p/L)Ig(4L/Ds)=0,366(54,5/3)Ig(4*3/0,0475)=16 Om.

Binnowmennst A/L=3/3=1,3.

BusznauaeMo koedillieHT eKpaHyBaHHS BEPTUKAIbHUX eNeKkTpoaiB Kes=0,79
IIPU OPIEHTOBHIM KUIBKOCTI BEPTUKATBHUX €JIEKTPOJIB, IKE JOPIBHIOE 4 [66].

BusHnauaeMo HeOOXiIHY KUIBKICTh BEpPTHUKAJIBHUX 3a3eMitoBadiB  (0e3
BpaxyBaHHsI TOPU3OHTAIILHOTO 3a3eMitoBayva), npu Ry =4 Om :

N=Ro /(Keeé R3)= 16/ (0,79%4)=5,66 = 5 wum.
BuznauaeMo nOBXHHY 3’ €IHYHOHYOI IOJIOCH:
L =1,05*4A*N= 1,05*3*5=15,8= 16 m.

Omip po3TIKaHHIO EJIEKTPUYHOTO CTPYMY 3’ €IHYIOUOI 1oocH [66]:
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R =0,366(p2*Kn/Li )Ig(2(Lir *Lir )/(K*))=
=0,366(40*5/16)*[Ig(2*16*16)/(0,04*0,7)]=19,88 Om.
ne Kp=5 - TabnuuHe 3HAYEHHS KOe(ili€HTa CE30HHOCT! JJisi BIAMOBIIHOI
KJIIIMaTUYHOT 30HU 3’ €JIHYI0UO1 IoJIocH: [66].
3arajibHUi OMip PO3TIKAHHIO €IEKTPUYHOIO CTPyMY 3a3eMitoBaya [66]:
R = (Ro™*Ri)/( Ro*nn+ N*Ri*Kes)=
=(5,62%* 12,88)/(5,62* 0,75+ 1* 12,88% 0,79)=3,5 Om.
oe n = 0,75 - Tabnuune 3Ha4YeHHS KOoe(illieHTa eKpaHyBaHHS 3’ €IHYIOYO1
noJjiocu [66].

YMoBa R <R3y BUKOHYEThHCA ( 3,5 < 4).

0,5m
- 1 - 1 i 1
i ; hz# ,.q: r T, /T,/ /1//
. —-/—-—- S W | == gt == —1, ——TT— =
_____ _}_7_7_5_____ S S |
h1| |i <3l b | |
| B | L2 | |
C L1 '
h # h "
_ll.D : S=L1 | S=L1 |
~a[llnn ] i o
| ! ! !
¥ Y | ¥ ¥

Pucynok 8.1 — Cxema mITy4HOIO 3a3€MJICHHS.

8.6 Bucuosku

JloTpuMaHHsi BCiX HEOOXIJHUX YMOB Ipalll HE JIMIIE CIpUsSE 30EpPeKECHHIO
3I0pOB’s MPAIIBHUKIB, @ TAKOXK MIJIBUIIY€E €PEKTUBHICTh BUPOOHUIITBA BIILIIOMY.

3 1uuX MIpKyBaHb OYJO 3[1HCHEHO aHajl3 MPUMIIIEHHS, MPU3HAYEHOro JJIs
rpaili NporpamicTiB, MPOBEJICHO PO3IJIsL]] HeOe3NEeUYHUX Ta MIKIIJIUBUX (HAKTOPIB, IO
HEraTUBHO BIUIMBAIOTh HA MPOTPAMICTIB MiJ 4Yac poOoTH. BUKOHAHO poO3paxyHOK
IITYYHOT'O OCBITJIEHHS, SIK OJTHOTO 3 KIIOUOBUX (PAKTOPiB BIUIMBY HA Mpalle3/1aTHICTh

Ta 3/10pOB’s mporpamicTta. Po3po0iieHo 3aX011 3 OXOPOHU Mpalli.
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9 OCHOBHI BUCHOBKHA

Ksamigikariitna marictepcbka podoTa Hajaia MEHI MOXKJIMUBICTh 3M1IMCHUTH
CBO€ 0axkaHHS 3 MPUBOY PO3POOKHU BIACHOI MOKPOKOBOI cTpaTeriunoi rpu. [lig vac
PO3pOOKH TPOTPAaMHOTO 3a0€3MEeUYeHHS, 3 BUKOPHCTAHHIM MIKIIJIATPOPMHOTO
cepenosuina Unity, 1110 Bi3yamizye rpy, Oyau po3poOJeHi KOHIEMIliS 1 MeTOIU, IKi
OynyroTh ii BTuteHHs. [licns yoro, st IKICHOTO MpEeCTaBlIeHHS POOOTH CUCTEMH,
Oyna 3xiificHeHa po3po0Ka apXiTeKTypH Ta TOOYyJ0BaH1 CXEMH.

[lin d4yac BuUKOHaHHA poOOTHM, MHOIW0 Oyna po3poOsieHa HHU3bKa
YOPaBIIHCHKUX  MEHEKEPIB, 110 MPOJAEMOHCTPYBaJIM  SIKICHE  YINPaBIIHHS
pecypcamMu. 3aBISKH HHM, TENEpimHA TO0ymIoBa KapTH MPOXOJUTHh MakKe
ABTOMATUYHO, IOTPIOHO JIUIIIE BKa3aTH HU3bKY OCHOBHUX XapaKTEPUCTHK.

HusbkopiBHEBU MITYYHUH 1HTENEKT MOJapyBaB MEHI HU3BKY MO3UTHBHUX
eMOIIiH, 0COOJIUBO TOMI, KOJIA S 3M Ir' BTUIMTH JEKUIbKAa MOJIYJIIB MOBEIIHKH, X04a
BOHU 1 BIJIPIBHSIOTHCSA JIMILIE JIO TOrO MOMEHTY, KOJM 3YCTPIHYTH CBOTO
CYyNpOTHBHHUKA 3 BOpoxkoi ¢pakiii. [liTyunuit iHTENEKT, 1110 OYB pO3p00IICHUH, Mae
TaKl PeXXUMU K arpeCUBHMM, MaCUBHHUI Ta TpUrepHuil. I'ekcaroHanbHa Kapra, 110
Oyma moOymoBaHa, 3aBASIKM MEHEIKEPy 3 TeHepallii KapTh, 3apa3 MOXKe
reHepyBaTUCsA, a micas 1 3MiHoBaTucsa. Jlsgkyroun (yHKIIOHATBHOCTI ITHOTO
MEHEJKEepy, a HEe 3 BUKOPHUCTAHHSI METONy (OPMYBaHHS IYCTHUX YAaCTUH KapTH
peaizoBaHa MOKJIMBICTh MPUITUIFHO 3HUIIYBATH I'eKCH.

B mopannmomMy, s TUTaHyIO TPOJOBKUTH BTUTIOBATH B JKUTTS MPOTpPaMHE
3a0e3MmeueHHs] 10  Bi3yajizallii BJacHOi TOKPOKOBOI CTpaTeriyHoi Trpu, Moo
PO3p0oOHUTH TOBHOIIHHY TPY, B sIKiii Oy/1e BIATBOPIOBATUCS KUTTS KOKHOTO IOHITA, 3
IIPOMKUCYBAHHAM YCiX X MOXKIMBHUX XapaKTEPHUCTHUK, HABUKIB Ta TaJIaHTIB.

ITin yac BUKOHAHHS KBaTiQiKaIliifHOI MaricTepchbkoi poOOTH S HaBUYMBCS
OUTBII SIKICHO BHKOPHUCTOBYBAaTH JOCTYITHI PECypCH Ta OITAaHOBYBAaTH HABUUYKHU

PO3pOOKH ITPOTrpaMHOTO 3a0e3MeYCHHS.
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1 HaiimeHnyBaHHsA Ta 00J1aCTh 3aCTOCYBAHHSH

Ile TexHiuHe 3aBAaHHS PO3MOBCIOKYETHCS HAa PO3POOKY KOMIIOHEHTY
nporpaMHoro komiuiekcy “IIporpamue 3a0e3neueHHs CUCTEMHU Bi3yallizallii HOKPOKOBOI

CTpaTeriuHoi rpu’.

2 ITincraBa aJ1s1 po3pooKu

[TincraBoto it po3pOOKU CIIY>KUTh 3aBAaHHS Ha KBajihikaliiiHy OakalaBpChbKy

poboty, Bugane Ha kadeapi kibepOe3neku Ta mporpamHoro 3adesriedyeHHs (Haka3 No

BiJ 20 p.).

3 MeTta Ta npu3HA4YeHHA PO3POOKHU

Meroro kBanidikaniifHo1 6akanaBpcbkoi poOOTH € 301p TEOPETUUHUX B1IOMOCTEM
PO Cy4yacHI KOMII IOTE€PHI ITPH, KAHPU 1rO0p, 30CEPEIKYIOUN yBary Ha CTpaTEriyHUX
Irpax Ta, 3a TOMOMOTOI0 aHAJII3y NIOMYJISPHUX 1TOp, pO3POOJICHHS apXITEKTYpH CBOET TpH,
KOHIICHTPYIOUHCh Ha 00MOBIM YaCTHH1, HA OCHOB1 BIPOBA/I)KEHHSI HOBUX 1H(POPMAIIHHUX

TEXHOJIOT1{ 1 3aCTOCYBaHHs CYy4acHUX 3ac001B MPOrpamMyBaHHS.
4 Jl:xepeJia po3poOkn
JixxepenoM i€l kBaniikaiiiiHOi OakanaBpChKOoi poOOOTH € PO3pOoOKHU, SIKi

BE/IYTHCs CHUIBHOTOI PO3POOHMKIB KOMIT IOTEpPHHX Irop, Kadeapor KidepOe3neku Ta

MpPOrpaMHOro 3a0e3MeyeHHs 1 CTOCOBHI 10 TeMHu 0i0miorpadiyHi JKepena.

APK.
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5 Texuiuni BUMOTH

5.1 BmicT nmpoekry

CxiagoBuMHu po3pooKH €:

— aHalli3 ICHYIOYUX MOMYJISAPHUX aHAJIOT1B MOKPOKOBHUX CTPATETIYHUX IFOP;

— BHOIp 1 OOTPYHTYBaHHS METOAWKH TOOYAOBHM JOJATKIB 1 3ac00IB I1XHBOI
peanizailii;

— reHepalisi TeKCaroHHOi riao0allbHOI KapTa, IOHITIB Ta CUCTEMH (paxiiii,
po3poOka MeXaHi3My iXHbO1 B3aeMO/1i, poOouux Gpopm 13acobis;

— po3po0Ka mporpamu, sika peanizye alropuTMu poOOTH KOMIIOHEHTY.

5.2 Iloka3HMKHU NPU3HAYCHHS

Cucrtema MoBHMHHA 3a0€3Me4yBaTH:

— CUCTEMY B3a€MOJIIl CKPUNTIB, MOJEJIEH 1 MmapaMeTpiB, sKi NepeOyBalOTh Ha
I'pOBIi CIIEHI;

— TIPOCTHUH, IHTYITUBHO 3p0O3yMiNuil iHTEpQEC 3 TpaBIeM;

— MOXJIMBICTh TCCTYBAaHHA Ta IIOAAJIbIIOIO PO3BUTKY.

5.3 Bumoiru 10 GpyHKIIOHAJIBHUX XapPaKTePUCTUK

Po3pobnene mporpamHe 3abe3ledyeHHs HE MOBHHHO MICTUTH OOMEXKEHb Ha

aJanTyBaHHS Ta MOJAJBIIOTO PO3POOKY.

5.4 BuMoru 10 apxiTeKTypHu

KomnoneHT, 1o po3po0isieThesl, MOBUHEH MIATPUMYBATH POOOTY 3 CUCTEMHUMHU

kommoneHTamu OC Windows.

APK.
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5.5 Bumoru 10 HagiiHOCTI
KoMNoOHEHT MOBMHEH BUKOPUCTATH ICHYIOUl YTOJIM MO CTaHAAPTHUM BUKJIMKAM
npoueayp, (GyHkiid, 3aco0iB 1 (opM, BHU3HAUYCHHX TEXHIYHOK JIOKYMEHTAIIEI0 Ha

CepeI0OBHIIE PO3POOKH.

5.6 YmoBu exkcmryaramii

ABTOMAaTH30BaH1 poOOYl MICIISI KOPUCTYBA4iB CUCTEMU MOBUHHI 3a/I0BOJBHATH
HACTYITHUM YMOBaM €KCIUTyaTallii:
— Temmeparypa nosirps: 18-22° C;
—  igHocHa BosoricTs noBiTps npu 20° C 1o 80%:;

— armocdepnuii Tuck 107 klla.

5.7 Bumoru 0 ckiajay i mnapamerpiB TeXHiYHHMX 3ac00iB

Komnonent mnoBuHeH Oytu peanizopanuii Ha EOM Tunmy IBM PC B
onepaiiitnomy cepegosunll  Windows 10 1 opieHTOBaHMI Ha CYMICHI 3 L1€10
m1aTOpMOIO 30BHIMIHI HPUCTPOI, MEpekHE OOJIAJHAHHS 1 MPUKIAAHE MPOTrpaMHe
3a0€e31e4eHHs.

5.8 Bumoru 10 inpopmManiiHol Ta NPOrpamMHoOi CyMiCHOCTI

CyMICHICTh IPOrpaMHOr0 3a0e3MeUYeHHsI MOBUHHA OyTH 3a0€3MeueHa 3a paXyHOK
Horo peamsamii 3acobamu  Unity, MDKIIATGOPMHOTO CEpPEOBUILA  PO3POOKH
KOMI'IOTEPHUX 1rop, npamtorouoro nia ynpasiinasm OC Windows 10.

5.8.1 O0aaagnanusa

Komm’rotep Intel® Celeron/8 Mb/1.2 Gb/SVGA 14 1Mb a6o cyMicHi 3 HUM.

APK.
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5.8.2 MoBa nporpamyBaHHs

C# 3 BUKOPHUCTaHHSIM MOKJIMBOCTEH MIKIIATGOPMHOTO CEpeOBUIIA PO3POOKU

koMM 'torepHux irop Unity.

5.8.3 Bxinui xani

Omnuc anroputMmy poOOTH 3alTPONIOHOBAHOT CUCTEMH.

5.8.4 Buxigni naui

Po6oua nporpama.

6 Bumoru 10 mporpaMHoI JOKyMeHTAaIlil

[Iporpamua npoaykiis MOBUHHA OYTH MPECTaBICHA B BUTJIS/I1 ONUCY CTPYKTYPH

JAHUX, CXEM 1 OMUCIB aITOPUTMIB, THCTPYKIIII KOPUCTYyBaya, a TAKOXK TEKCTIB BXIAHUX

MOJYyJIIB IpOrpaMHOro 3ade3nedents B BianoBigHocTi 3 €CII/.

7 ExoHOMIYHI BUMOI'A

7.1 Ins mporpamu siipa BUKOHABYOI CUCTEMH MOJIEIN HEOOXiTHO BUPOOUTH
(byHKII0HAJILHO-BApPTICHUI aHalli3 BapilaHTiB PO3POOKHU

7.2 BukoHaTH pO3paxXyHOK BHUTpPAT IOKA3HUKIB EKOHOMIYHOTO e(deKTy 3

ypaxyBauHsaM 1id Ha 03. 12 2021 poky.

8 Bumoru moao oxopoHnu npaui

B wacTuH1 oXopoHU mparli BUMYCKHOT KBajiikaIiiiHoi podotu 0yno 311iCHEHO

aHai3 TPUMIMICHHS, MPU3HAYEHOTO ISl Tpalli MpOoTrpaMicTiB, MPOBEICHO PO3TIIS

APK.
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HeOe3NeYHUX Ta IKIMBUX (PAKTOPIB, 1[0 HETATUBHO BIUIMBAIOTH HAa MPOTPAMICTIB M1

gac poOoTH. BUKOHAHO pO3paxyHOK IITYYHOTO OCBITIICHHS, SIK OJJHOTO 3 KIFOUOBHUX

(haxkTOpiB BIUIMBY Ha Mpalle3/aTHICTh Ta 3J0pOB’ s mporpamicta. Po3pobiieHo 3axonu 3

OXOPOHH Mpaiii.

9 IlepeJik JOKYMEHTIB, SIKi HE0O0OXITHO PO3POOUTH

— CTpyKTypHa cXeMa CUCTEMH MTOBHA

— HaykoBa HOBH3Ka

— yHKIIOHAJIbHA CXEMa CUCTEMH

— Jliarpama nporecis

— brok-cxemu anroputMmy poOOTH MPOrpamMmu
— Bbrok cxema anroputMy poOOTH HIAIPOTrpam

— TlosacHOBanpHAa 3ammcka

10 ETanu po3po0xu

— 1 apkymr.

— 1 apkym

— 1 apkym.

— 1 apkymr.

— 1 apkyma.

— 3 apkyma

— 114 apkyma.

10.1 361p 1 06poOka iHpopMallii o TeMi BUIIYCKHOI KBaiidikailiiiHoi poboTH 3a

IpyruM (MaricTepCcbKMM) piBHEM BHINOiI OCBITH. IlocTaHOBKa 3amadi Ha BUKOHAHHS

BUITYCKHO1 KBai(iKaliiiHo1 poOoTH 3a APyruM (MariCTepchbKuM) piBHEM BHIIOI OCBITH

(cxkmamanns T3).

10.2 IIpoenenHst qociikeHb a00 €KCIEPUMEHTAIBHUX POOIT SISl YTOUHEHHS

OCHOBHHUX IOJIOYKEHb BUIIYCKHOI KBaTi(iKaliitHOT poOOTH 3a ApyruM (MaricTepChbKuM)

pIBHEM BHIII01 OCBITH.

10.3 Po3poOka (yHKIIOHATBHUX CXE€M, OJIOK-CXeM

IPOrPaMHOTro 3a0€3MeUeHHS] KOMIIOHEHTY.

10.4 TlobynoBa cxeMm B3aEMOJIT CTPYKTYp JAaHUX.

aNropuTMiB  poOOTH

10.5 CtBopeHHs npoTOTHITY KOMIIOHEHTY. CTBOPEHHS POIPAMHOTO IIPOIYKTY.

10.6 BigyaromxeHHs KOMIIOHEHTY, aHaJll3 OTPUMAaHUX pe3yJIbTaTIB.

10.7 PoGoTa Hax MUTaHHAMM OXOPOHH Mpalll 1 TEXHIKA Oe3MeKu.

| Apk.

Ne dokym.

Midnuc

Hama

BKPM -123.21.0004.00.00.T3

APK.




10.8 Po3paxyHKH M0 TEXHIKO-€KOHOMIYHOMY OOIPYHTYBaHHIO (OCTaTOYH1).
10.9 OdopmieHHsT MOSCHIOBAIBHOI 3alUCKH 1 BUKOHAHHSA POOIT MO TrpadiuHii

YaCTHHI.

11 IopsiiOK KOHTPOJIIO i IPUIIMAHHS

11.1 IlonanHs BUumyckHOT KBai(ikaiiiHOi poOOTH 3a IPYyruM (MaricTepChbKUM )
pIBHEM BUIIOT OCBITH Ha nonepenHiit 3axuct 03.12. 2021 p.

11.2 TlonanHs BUMyCKHOT KBaTipiKaiiiHOi poOOTH 3a IPyruM (MaricTepChbKUM )

pIBHEM BUIIOT OCBITH Ha 3axuct 22.12.2021 p.

APK.
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Jonarok b

MiHicTepCcTBO OCBITH | HAYKH YKpaiHu

HeHTpa/JbHOYKPAIHCHKHMI HALIOHAJILHUM TeXHIYHMI YHiBEepCUTET

3ATBEP/KYIO

KepiBHUK BUITYCKHOT KBaNTi(piKkaI[IHHOT pOOOTH
3a IpyruM (MaricTepChbKUM) PiBHEM BHINOI OCBITH

Jpeer O. M. .

Hocnioxcennna ma npozpamna peanizauyia cucmemu 8i3yanizauii nOKpoKoeoi
cmpameziunoi zpu

JlictuHr mporpamu

Kon nokymenry 12
Hociit: DVD-nuck

3aranbHa KUIBKICTh apKylIiB: 61

Jlitepa: PII

Kponusuuipkuii — 2021 poky



JlicTmur AbilityManager.cs

using UnityEngine;using System.Collections;using System.Collections.Generic;
using TBTK;
namespace TBTK({

public class AbilityManager : MonoBehaviour {
private static AbilityManager instance;
public void Awake () {
instance=this;}
void Update () {
if (!targetMode) return;
if (Input.touchCount>0) {
if (Input.touchCount>=2) ExitAbilityTargetMode ()}
else{if (Input.GetMouseButtonDown (1))
ExitAbilityTargetMode () ;}}
private static bool targetMode=false;
public static bool InTargetMode () { return targetMode; }
public delegate void TargetModeCallBack(Tile tile, int abIndex);
private TargetModeCallBack targetSelectedCallBack;
public delegate void ExitTargetModeCallBack() ;
private ExitTargetModeCallBack exitTargetCallBack;
private int abilityIndex=0;
private int targetModeAOE;
private TargetType targetModeType;
private List<Tile> targetModeTileList=new List<Tile>();
private List<Tile> targetModeHoveredTilelist=new List<Tile>();
public void ActivateTargetMode (int abIndex, int AOE, TargetType
type, TargetModeCallBack sCallBack, ExitTargetModeCallBack eCallBack) {
GridManager.AbilityTargetSelectMode (this.AbilityTargetSelected,
this.SetTargetModeHoveredTile, this.ClearTargetModeHoveredTile);
targetMode=true;
abilityIndex=abIndex;
targetModeAOE=ACE;
targetModeType=type;
targetSelectedCallBack=sCallBack;
exitTargetCallBack=eCallBack;
OverlayManager.DisableTileCursor () ;
TBTK.OnAbilityTargetMode (true) ; }
public void ActivateTargetModeFaction(int AOE, TargetType type,
int abIndex, TargetModeCallBack sCallBack, ExitTargetModeCallBack eCallBack) {
TBTK.OnFactionABTargetMode (abIndex) ;
_ActivateTargetMode (abIndex, AOE, type, sCallBack,
eCallBack); }
public void ActivateTargetModeUnit (Tile tile, UnitAbility
ability, int abIndex, TargetModeCallBack sCallBack, ExitTargetModeCallBack
eCallBack) {
TBTK.OnUnitABTargetMode (abIndex) ;
_ActivateTargetMode (abIndex, ability.GetAOERange (),
ability.targetType, sCallBack, eCallBack);
if (lability.AttackInLine()) {
if(lability.normalAttack) {
if (targetModeType== TargetType.EmptyTile)
targetModeTilelList=GridManager.GetTilesWithinDistance (tile,
ability.GetRange (), true);
else
targetModeTilelList=GridManager.GetTilesWithinDistance (tile,
ability.GetRange ());}
else(
targetModeTileList=new List<Tile>();
List<Tile>
tilesInRangelist=GridManager.GetTilesWithinDistance (tile,
ability.GetRange());



int sight=tile.unit.GetSight();
List<Unit>
allFriendlyUnitList=FactionManager.GetAllUnitsOfFaction(tile.unit.factionID);
for (int i=0; i<tilesInRangelList.Count; i++) {
Tile targetTile=tilesInRangelist[i];
if (!GameControl.EnableFogOfWar () &&
!GameControl.AttackThroughObstacle () ) {
if (!FogOfWar.InLOS (tile, targetTile,
0)) continue;}
bool inSight=GameControl.EnableFogOfWar ()
? false : true;
if (GameControl.EnableFogOfWar ()) {
if (FogOfWar.InLOS (tile, targetTile) &&
GridManager.GetDistance (tile, targetTile)<=sight) {
inSight=true;}
else if(!ability.requireDirectLOS) {
for (int n=0;
n<allFriendlyUnitList.Count; n++) {
if(allFriendlyUnitList[n]==tile.unit) continue;
if (GridManager.GetDistance (allFriendlyUnitList[n].tile,
targetTile)>allFriendlyUnitList[n].GetSight()) continue;
if (FogOfWar.InLOS (allFriendlyUnitList[n].tile, targetTile)) {
inSight=true;
break; }}}}
if (inSight)
targetModeTilelList.Add (targetTile); }}}
else(
OverlayManager.ShowAbilityRangeIndicator (targetModeTilelList) ;
}
public static void ExitAbilityTargetMode () {
if (!targetMode) return;
TBTK.OnFactionABTargetMode () ;
TBTK.OnUnitABTargetMode () ; //clear ability select
mode for UI
targetMode=false;
instance.abilityIndex=0;
instance.targetModeTilelList=new List<Tile>();
OverlayManager.EnableTileCursor () ;
OverlayManager.ClearAbilityTargetIndicator () ;
OverlayManager.ClearAbilityRangeIndicator();
GridManager.ClearTargetSelectMode () ;
GameControl.ReselectUnit ()
if (instance.exitTargetCallBack!=null)
instance.exitTargetCallBack() ;
TBTK.OnAbilityTargetMode (false) ;}
public void AbilityTargetSelected(Tile tile) {
if (targetModeTileList.Count>0 &&
'targetModeTilelList.Contains (tile)) {
GameControl.DisplayMessage ("Out of Range");
return;}
bool invalidFlag=false;
if (targetModeType== TargetType.AllUnit) {
invalidFlag=(tile.unit==null);}
else if (targetModeType== TargetType.HostileUnit) {
int currentFacID=FactionManager.GetSelectedFactionID() ;
invalidFlag=(tile.unit==null ||
tile.unit.factionID==currentFacID);}
else if (targetModeType== TargetType.FriendlyUnit) {
int currentFacID=FactionManager.GetSelectedFactionID() ;
invalidFlag=(tile.unit==null ||
tile.unit.factionID!=currentFacID); }
else if (targetModeType== TargetType.EmptyTile) {
)

invalidFlag=(tile.unit!=null || !tile.walkable);}



else if (targetModeType== TargetType.AllTile){ }
if (invalidFlag) GameControl.DisplayMessage ("Invalid target");
else(
if (targetSelectedCallBack!=null)
targetSelectedCallBack(tile, abilityIndex);
TBTK.OnAbilityActivated();
ExitAbilityTargetMode () ;}}
private void SetTargetModeHoveredTile (Tile tile) {
ClearTargetModeHoveredTile () ;
if (targetModeTileList.Count>0 &&
'targetModeTilelList.Contains (tile)) return;
targetModeHoveredTileList=new List<Tile>();
if (targetModeAOE>0)
targetModeHoveredTileList=GridManager.GetTilesWithinDistance (tile,
targetModeAOE) ;
if (!targetModeHoveredTilelList.Contains (tile))
targetModeHoveredTileList.Add (tile) ;
OverlayManager.ShowAbilityTargetIndicator (targetModeHoveredTilelList) ;}
private void ClearTargetModeHoveredTile (Tile tile=null) {
OverlayManager.ClearAbilityTargetIndicatoxr ()}
public static bool CanCastAbility(Tile tile) { return
instance.targetModeTilelList.Contains(tile); }
public static void ApplyAbilityEffect (Tile targetTile, Ability
ability, int type, Unit srcUnit=null) {
instance.StartCoroutine (instance. ApplyAbilityEffect (targetTile,
ability, type, srcUnit));}
IEnumerator ApplyAbilityEffect(Tile targetTile, Ability ability,
int type, Unit srcUnit=null) {
if (targetTile!=null && ability.effectObject!=null) {
if(lability.autoDestroyEffect)
ObjectPoolManager.Spawn (ability.effectObject, targetTile.GetPos(),
Quaternion.identity);
else ObjectPoolManager.Spawn (ability.effectObject,
targetTile.GetPos (), Quaternion.identity, ability.effectObjectDuration);}
if(lability.useDefaultEffect) yield break;
if(ability.effectDelayDuration>0) yield return new
WaitForSeconds (ability.effectDelayDuration);
if (type==1) {
List<Tile> tilelList=new List<Tile>();
if(targetTile!=null) {
if (ability.aoeRange>0)
tilelList=GridManager.GetTilesWithinDistance (targetTile, ability.aoeRange);
tilelList.Add (targetTile) ;}
else(
if(ability.effTargetType== EffectTargetType.Tile)
tileList=GridManager.GetTileList () ;
else(
List<Unit> unitlList=FactionManager.GetAllUnit () ;
for (int i=0; i<unitList.Count; i++)
tilelList.Add (unitList[i].tile); }}
if (ability.effTargetType== EffectTargetType.AllUnit) {
for (int i=0; i<tilelist.Count; i++) {
if(tileList[i].unit==null) continue;
tilelList[i].unit.ApplyEffect (ability.CloneEffect());
SpawnEffectObjTarget (ability,
tileList[i]);}}
else
if (ability.effTargetType== EffectTargetType.HostileUnit) {
for (int i=0; i<tilelList.Count; i++) {
if(tilelList[i] .unit==null) continue;
if(tilelList[i].unit.factionID==ability.factionID) continue;
tilelList[i] .unit.ApplyEffect (ability.CloneEffect());



SpawnEffectObjTarget (ability,
tileList[i]);}}

else

if (ability.effTargetType== EffectTargetType.FriendlyUnit) {
for (int i=0; i<tilelList.Count; i++) {
if(tilelList[i].unit==null) continue;
if(tilelList[i].unit.factionID!=ability.factionID) continue;
tilelList[i].unit.ApplyEffect (ability.CloneEffect());
SpawnEffectObjTarget (ability, tilelList[i]);}}
else
if (ability.effTargetType== EffectTargetType.Tile) {
for (int i=0; i<tilelList.Count; i++) {
tilelList[i].ApplyEffect (ability.CloneEffect());
SpawnEffectObjTarget (ability, tilelList[i]);}}}
else if (type==2){ // AbilityType.SpawnNew
Quaternion rot=srcUnit!=null ? srcUnit.thisT.rotation
Quaternion.identity ;
GameObject
unitObj= (GameObject) Instantiate (ability.spawnUnit.gameObject,
targetTile.GetPos (), rot);

Unit unit=unitObj.GetComponent<Unit> () ;
unitObj.transform.position=targetTile.GetPos();
if (srcUnit!=null)

unitObj.transform.rotation=srcUnit.thisT.rotation;
else{

Faction faction=FactionManager.GetFaction(ability.factionID);
if (faction!=null)
unitObj.transform.rotation=Quaternion.Euler (0, faction.spawnDirection, 0);}

FactionManager.InsertUnit (unit, ability.factionID);
unit.SetNewTile (targetTile);
if (GridManager.GetDistance (targetTile,

srcUnit.tile)<=srcUnit.GetMoveRange ()) GameControl.SelectUnit (srcUnit);
else if (type==3){ // AbilityType.ScanFogOfWar)
List<Tile>

targetTilelist=GridManager.GetTilesWithinDistance (targetTile,
ability.GetAOERange ()) ;
targetTilelList.Add (targetTile) ;
for (int i=0; i<targetTilelList.Count; i++)
targetTilelList[i].ForceVisible (ability.effect.duration);}
else 1if (type==4){ // AbilityType.Overwatch
targetTile.unit.Overwatch(ability.CloneEffect());}
else 1if (type==5){ // AbilityType.Teleport
Quaternion
wantedRot=Quaternion.LookRotation (targetTile.GetPos () -
ability.unit.tile.GetPos());
ability.unit.thisT.rotation=wantedRot;
GameControl.ClearSelectedUnit () ;
ability.unit.SetNewTile (targetTile);
GameControl.SelectUnit (srcUnit);}
else if (type==6){ //charge attack
List<Tile>
tilelList=GridManager.GetTilesInALine (srcUnit.tile, targetTile,
ability.GetRange());
for (int i=0; i<tileList.Count; i++) {
while (true) {
float
dist=Vector3.Distance (srcUnit.thisT.position, tilelList[i].GetPos());
if (dist<0.05f) {
if(tileList([i].unit!=null) {
tileList[i].unit.ApplyEffect (ability.CloneEffect());
SpawnEffectObjTarget (ability, tilelList[i]):;
break; }
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Quaternion wantedRot=Quaternion.LookRotation(tileList[i].GetPos()-
srcUnit.thisT.position);
srcUnit.thisT.rotation=Quaternion.Slerp(srcUnit.thisT.rotation,
wantedRot, Time.deltaTime*srcUnit.moveSpeed*6) ;
Vector3 dir=(tilelList[i].GetPos()-srcUnit.thisT.position) .normalized;
srcUnit.thisT.Translate (dir*Mathf.Min (srcUnit.moveSpeed*2*Time.deltaTime
, dist), Space.World);
yield return null;}}
srcUnit.tile.unit=null;
srcUnit.tile=tilelList[tileList.Count-1];
tileList([tilelList.Count-1].unit=srcUnit;
GameControl.ReselectUnit () ;}
else if (type==7){ //attack all unit in a straight line
List<Tile>
tilelList=GridManager.GetTilesInALine (srcUnit.tile,
ability.GetRange())

targetTile,

for (int i=0; i<tilelList.Count; i++) {
if(tilelList[i] .unit==null) continue;
tilelList[i].unit.ApplyEffect (ability.CloneEffect());
SpawnEffectObjTarget (ability, tileList[i]);}}
else(
Debug.LogWarning ("Error, unknown ability type
("ttypet+") ") ;}
yield return null;
void SpawnEffectObjTarget (Ability ability,
if (ability.effectObjectTarget!=null) {
if(!ability.autoDestroyEffectTgt)
ObjectPoolManager.Spawn (ability.effectObjectTarget, tile.GetPos(),
Quaternion.identity);

Tile tile) {

else
ObjectPoolManager.Spawn (ability.effectObjectTarget, tile.GetPos(),
Quaternion.identity, ability.effectObjectTgtDuration) }}}

Jlicruur Tile.cs
using UnityEngine;using System.Collections;using System.Collections.Generic;
using TBTK;

namespace TBTK({

public enum TileType{Hex, Square}
public enum TextureTypeTile {Forest, Pasture}

[System.Serializable]
public class Wall{

public
public
public
public

bool init=false;
Tile neighbour;
Transform wallObjT;
float angle=90;

public
wallObjT=wallT; }}
public class
public

public

Wall (float ang, Transform wallT){ angle=ang;
Tile MonoBehaviour {
int index=0;
_TextureTypeTile typetile;
public TileType type;
public bool walkable=true;
private bool visible=true;
hidden in fog of war
public bool IsVisible(){ return visible; }
[HideInInspector] public GameObject fogOfWarObj;
public void SetFogOfWarObj (Transform fogObiT) {
fogOfWarObj=fogObjT.gameObject;
fogOfWarObj.transform.position=transform.position;
fogOfWarObj.transform.parent=transform.parent;

//for fog of war, mark as false if



fogOfWarObj.transform.localScale*=GridManager.GetGridToTileSizeRatio() ;

public List<CoverSystem.Cover> coverList=new
List<CoverSystem.Cover> () ;

[Space (10)]

public Unit unit=null;

[Space (10)]

public int spawnArealD=-1; //factionID of units that can be
generated on the tile, -1 means the tile is close

public int deployArealD=-1; //factionID of units that can be
deploy on the tile, -1 means the tile is close

[Space (10)]

public float x=0; //coordiate data for hex-tile

public float y=0;

public float z=0;

public TileAStar aStar;

public List<Tile> GetNeighbourList (bool walkableOnly=false) {
return aStar.GetNeighbourList (walkableOnly); }

public List<Tile> GetDCNeighbourList () { return
aStar.GetDCNeighbourList (); }

[HideInInspector]
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}

public int distance=0; //for when the tile is in walkableTileList

for the selected unit, indicate the distance from selected unit
private Transform thisT;
public void Init () {
thisT=transform; }
//stored for the current selected unit, or for AI algorithm
[HideInInspector]
public List<Tile> hostileInRangelList=new List<Tile>();
public void SetHostileInRange (List<Tile> list) {
hostileInRangelList=1list; }
public void ClearHostileInRange () { hostileInRangelList=new
List<Tile>(); 1}
public List<Tile> GetHostileInRange () { return hostileInRangelist;
public List<Tile> SetupHostileInRange (Unit srcUnit=null) {
hostileInRangelist=new List<Tile>();
if (srcUnit==null) srcUnit=unit;
if (srcUnit!=null)
GridManager.SetupHostileInRangeforTile (srcUnit, this);//unit.tile);
return hostileInRangelist;}
//to set the visibility of the tile after checking fog-of-war
public void SetVisible (bool flag) {
if (forcedVisibleDuration.duration>0 && !flag) return;
visible=flag;
if (fogOfWarObj'!=null) fogOfWarObj.SetActive (!visible);
if(!flag) {
if (unit!=null) {
unit.gameObject.layer=TBTK.GetLayerUnitInvisible () ;
Utilities.SetLayerRecursively(unit.transform,
TBTK.GetLayerUnitInvisible()); }}
else(
if (unit!=null) {
unit.gameObject.layer=TBTK.GetLayerUnit () ;
Utilities.SetLayerRecursively (unit.transform,
TBTK.GetLayerUnit ());}}}
//for ability which reveal fog-of-war for certain duration
[Space (10)]
public TBDuration forcedVisibleDuration=new TBDuration () ;
public void ForceVisible (int dur=1) {
if (!GameControl.EnableFogOfWar ()) return;
SetVisible (true) ;
if (forcedVisibleDuration.duration<dur) {
forcedVisibleDuration. Set (dur) ;
EffectTracker.TrackVisible (this); }}

}



//called by EffectTracker
public void IterateForcedVisibleDuration() {
forcedVisibleDuration.Iterate();
if (forcedvVisibleDuration.Due ()) {
SetVisible (FogOfWar.CheckTileVisibility (this));
EffectTracker.UntrackVisible (this);}}
public Vector3 GetPos(){ return thisT==null ? transform.position
thisT.position; }
public Vector3 GetPosG /() {
Vector3 pos=thisT==null ? transform.position
thisT.position;
return new Vector3(pos.x, 0, pos.z);}
public Tile GetNeighbourFromAngle (float angle) {
List<Tile> neighbourList=aStar.GetNeighbourList () ;
for (int n=0; n<neighbourList.Count; n++) {
Vector3 dir=neighbourList[n].GetPos ()-GetPos () ;
float angleN=Utilities.Vector2ToAngle (new
Vector2 (dir.x, dir.z)):;
if (Mathf.Abs (angle-angleN)<2) return
neighbourList[n];}
return null;}
[HideInInspector] public int hostileCount=0;
[HideInInspector] public int coverScore=0;
public float GetCoverRating(){ return hostileCount>0 ?

(float)coverScore/ (float)hostileCount : 0 ; }
//these section are related to obstacle and wall
[Space (10)]

public Transform obstacleT;
public bool HasObstacle(){ return obstacleT==null ? false : true }
public void AddObstacle (int obsType, float gridSize) {
if (obstacleT!=null) {
if (obstacleT.gameObject.layer==TBTK.GetLayerObstacleHalfCover () &&
obsType==1) return;
if (obstacleT.gameObject.layer==TBTK.GetLayerObstacleFullCover () &&
obsType==2) return;}
if(wallList.Count>0) {
if (!Application.isPlaying) {
Grid grid=GridManager.GetInstance () .GetGrid() ;
while (wallList.Count>0)
RemoveWall (walllList[0] .angle, grid.GetNeighbourInDir (this,
wallList[0].angle));}
else(
while (walllList.Count>0)
RemoveWall (walllist[0] .angle, GetNeighbourFromAngle (walllList[0].angle));}}
Transform obsT=(
if (obstacleT!=null)
Undo.DestroyObjectImmediate (obstacleT.gameObject) ;
Undo.RecordObject (this, "Tile");
Undo.RecordObject (GetComponent<Renderer> (),
"TileRenderer");
walkable=true;
GetComponent<Renderer> () .enabled=true;
} public void CheckDiagonal () {
LayerMask mask=1<<TBTK.GetLayerObstacleHalfCover () |
1<<TBTK.GetLayerObstacleFullCover () ;
List<Tile> neighbourList=new List<Tile>(
aStar.GetNeighbourList () );
for (int n=0; n<neighbourList.Count; n++) {
Vector3 dir=neighbourList[n].GetPos()-GetPos();
float angleN=Utilities.Vector2ToAngle (new
Vector2 (dir.x, dir.z)):;
if (angleN%$90!=0) {



if (Physics.Linecast (GetPos (),
neighbourList[n] .GetPos (), mask)) {
aStar.DisconnectNeighbour (neighbourList[n]); }}}}
public List<Wall> walllList=new List<Wall>();
//used in edit mode only
public void Addwall (float angle, Tile neighbour, int wallType=0) {
if (neighbour==null) return;
if (angle>360) angle-=360;
if (IsWalled(angle)) return;
float
gridSize=GridManager.GetTileSize () *GridManager.GetGridToTileSizeRatio ()
if (type== TileType.Square) gridSize*=2;
Transform
wallT=(Transform)Instantiate (GridManager.GetWallObstacleT (wallType)) ;
float wallTAngle=angle+90;
if (type== TileType.Square) wallTAngle=360-(angle-90);
else if (type== TileType.Hex) wallTAngle=360-(angle-90);
wallT.rotation=Quaternion.Euler (0, wallTAngle, 0);
wallT.position=(GetPos () +tneighbour.GetPos())/2;
wallT.localScale*=gridSize;
wallT.parent=transform;
walllList.Add (new Wall (angle, wallT));
if ((angle+=180)>=360) angle-=360;
neighbour.walllist.Add (new Wall (angle, wallT));}
public void RemoveWall (float angle, Tile neighbour) {
Debug.Log (anglet+" "+neighbour) ;
if (angle>360) angle-=360;
for (int i=0; i<wallList.Count; i++) {
Debug.Log(wallList[i] .angle+" "tangle) ;
if(walllList[i] .angle==angle) {
wallList.RemoveAt (i) ;
break; }}
if (neighbour==null) return;
if ((angle+=180)>=360) angle-=360;
for (int i=0; i<neighbour.walllList.Count; i++) {
Debug.Log (neighbour.walllList[i].angle+" "+angle) ;
if (neighbour.walllist[i].angle==angle) {
neighbour.walllist.RemoveAt (1)
break; }}}
public bool IsWalled(float angle) {
for (int i=0; i<wallList.Count; i++) {
if(walllList[i].angle==angle) return true; }
return false;}
//called during grid initiation
public void InitWall () {
if(wallList.Count==0) return;
for (int i=0; i<walllist.Count; i++) {
Wall wall=wallList[i];
if(wall.init) continue;
Tile neighbour=GetNeighbourFromAngle (wall.angle);
if (neighbour!=null) {
wall.init=true;
wall.neighbour=neighbour;
aStar.DisconnectNeighbour (neighbour) ;
neighbour.CreateWall (this, wall.angle+180);}}}
//call by other tile in InitWall to create a wall instance, to
avoid duplication or running the same code twice
public void CreateWall (Tile neighbour, float angle) {
if (angle>360) angle-=360;
for (int i=0; i<wallList.Count; i++) {
Wall wall=wallList[i];
if (wall.angle==angle) {
wall.init=true;



wall.neighbour=neighbour;
aStar.DisconnectNeighbour (neighbour) ;
break; }}}
//for enable/disable wall in runtime, not being used
public void DisableWall (Transform wallObjT) {
for (int i=0; i<wallList.Count; i++) {
if(walllList[i] .wallObjT==wallObjT) {
Tile neighbour=walllList[i].neighbour;
aStar.ConnectNeighbour (neighbour) ;
for (int n=0; n<neighbour.walllList.Count; n++) {
if (neighbour.walllist[n].wallObjT==wallObjT) {
aStar.ConnectNeighbour (neighbour.walllist [n] .neighbour) ;
if (GameControl.EnableCover ()) {
for (int j=0; j<neighbour.coverList.Count; j++) {
if (Mathf.Abs (coverList[j].angle-neighbour.walllList[n].angle)<1) {
coverList[j] .enabled=false;}}
break; }}
if (GameControl.EnableCover ()) {
for (int m=0; m<coverList.Count; m++) {
if (Mathf.Abs (coverList[m].angle-walllist[i].angle)<1) {
coverList[m] .enabled=false; }}}
break; }}}
public void EnableWall (Transform wallObjT) {
for (int i=0; i<wallList.Count; i++) {
if(walllList[i] .wallObjT==wallObjT) {
Tile neighbour=walllList[i].neighbour;
aStar.DisconnectNeighbour (neighbour) ;
for (int n=0; n<neighbour.walllList.Count; n++) {
if (neighbour.walllist[n].wallObjT==wallObjT) {
aStar.DisconnectNeighbour (neighbour.walllist[n] .neighbour) ;
if (GameControl.EnableCover ()) {
for (int j=0; j<neighbour.coverList.Count; j++) {
if (Mathf.Abs (coverList[j].angle-neighbour.walllList[n].angle)<1) {
coverList[j] .enabled=true;}}}
break; }}
if (GameControl.EnableCover ()) {
for (int m=0; m<coverList.Count; m++) {
if (Mathf.Abs (coverList[m].angle-walllist[i].angle)<1) {
coverList[m] .enabled=true;}}}
break; }}}
//end obstacle and wall related function
//this section are related to collectible on tile
public Collectible collectible;
public void TriggerCollectible (Unit unit) {
if (collectible==null) return;
collectible.Trigger (unit);
collectible=null;}
//end collectible
//these section are related to effects on tile
[Space (10) ]
public Effect fixedEffect=new Effect();
public List<Effect> effectlist=new List<Effect>();
public void ApplyEffect (Effect eff) {
if (eff.duration<=0) return;
eff.Init();
effectList.Add (eff);
UpdateActiveEffect () ;
EffectTracker.Track (this) ;}
public void IterateEffectDuration () {
bool changed=false;
for (int i=0; i<effectList.Count; i++) {
effectlList([i].Iterate();
if (effectlList[i].Due()) {



effectlList.RemoveAt (i); i-=1;
changed=true;}}

if (changed) {

if (effectlList.Count>0)

else(

UpdateActiveEffect () ;

activeEffect=new Effect();
EffectTracker.Untrack (this);}}}
public Effect activeEffect=new Effect();

public void UpdateActiveEffect () {
activeEffect=new Effect();
AddToActiveEffect (fixedEffect);

for (int i=0;

i<effectList.Count; i++)

AddToActiveEffect (effectList[i]) ;}

public void AddToActiveEffect (Effect eff) {
activeEffect.
activeEffect.
activeEffect.
activeEffect.
activeEffect.
activeEffect.
activeEffect.
activeEffect.
activeEffect.
activeEffect.
activeEffect.
activeEffect.
activeEffect.
activeEffect.
activeEffect.
activeEffect.
activeEffect.
activeEffect.
activeEffect.
activeEffect.
activeEffect.

public
public
public
public
public
public
public
public
public
public
public
public

HPPerTurn+=eff.HPPerTurn;
APPerTurn+=eff.APPerTurn;
moveAPCost+=eff.moveAPCost;
attackAPCost+=eff.attackAPCost;
moveRanget+=eff.moveRange;
attackRange+=eff.attackRange;
sight+=eff.sight;
damage+=eff.damage;
hitChance+=eff.hitChance;
dodgeChance+=eff.dodgeChance;
critChance+=eff.critChance;
critAvoidance+=eff.critAvoidance;
critMultiplier+=eff.critMultiplier;
stunChance+=eff.stunChance;
stunAvoidance+=eff.stunAvoidance;
stunDuration+=eff.stunDuration;
silentChance+=eff.silentChance;
silentAvoidance+=eff.silentAvoidance;
silentDuration+=eff.silentDuration;
flankingBonus+=eff.flankingBonus;
flankedModifier+=eff.flankedModifier; }
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float GetHPPerTurn () { return activeEffect.HPPerTurn; }
float GetAPPerTurn () { return activeEffect.APPerTurn; }
float GetMoveAPCost () { return activeEffect.APPerTurn; }
float GetAttackAPCost (){ return activeEffect.APPerTurn; }
int GetMoveRange () { return activeEffect.attackRange; }
int GetAttackRange () { return activeEffect.attackRange; }
int GetSight(){ return activeEffect.sight; }

float GetDamage () { return activeEffect.damage; }

float GetHitChance () { return activeEffect.hitChance; }
float GetDodgeChance () { return activeEffect.dodgeChance; }
float GetCritChance () { return activeEffect.critChance; }
float GetCritAvoidance () { return

activeEffect.critAvoidance; }

public
public
public

float GetCritMultiplier(){ return activeEffect.attackRange;
float GetStunChance () { return activeEffect.stunChance; }
float GetStunAvoidance () { return

activeEffect.stunAvoidance; }

public
public
public

int GetStunDuration () { return activeEffect.stunDuration; }
float GetSilentChance () { return activeEffect.silentChance;}
float GetSilentAvoidance () { return

activeEffect.silentAvoidance; }

public

int GetSilentDuration () { return

activeEffect.silentDuration; }

public

float GetFlankingBonus () { return

activeEffect.flankingBonus; }

public

float GetFlankedModifier () { return

activeEffect.flankedModifier; }

//end

effect related function}
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JlicTmur AIManager.cs

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

namespace TBTK({

public enum AIMode{

Passive, //the unit wont move unless the there are hostile
within the faction's sight (using unit sight value even when Fog-Of-War is
not used)

Trigger, //the unit wont move unless it's being triggered, when
it spotted any hostile or attacked

Aggressive, //the unit will be on move all the time, looking for
potential target}

public class AIManager : MonoBehaviour {

public AIMode mode= AIMode.Passive;

public static AIMode GetAIMode (){ return instance.mode; }

public float unitInterval=0.1f;

public bool untriggeredUnitMove=false;

[Space (10)] public bool debugMode=false;

private static AIManager instance;

void Awake () {

instance=this; }

//called in FactionManager to move the whole faction

public static void MoveFaction (Faction faction) {
instance. MoveFaction (faction); }

public void MoveFaction(Faction faction) {

StartCoroutine (FactionRoutine (faction)); }

//called in GameControl when a AI unit is selected to move that
particular unit

public static void MoveUnit (Unit unit){ instance. MoveUnit (unit);}

public void MoveUnit (Unit unit) {

StartCoroutine (SingleUnitRoutine (unit)) ;}
public void AIDebug(string msg) {
if (debugMode) Debug.Log("AI Debug - "+msg);}

//move the whole faction, unit by unit
IEnumerator FactionRoutine (Faction faction) {
GameControl.DisplayMessage ("AI's Turn");
yield return new WaitForSeconds (0.3f)
//create a new list so no unit will be skipped is one of
them is somehow destroyed (by counter attack);
List<Unit> unitList=new List<Unit>( faction.allUnitList );
for (int i=0; i<unitList.Count; i++) {
AIDebug ("Start moving unit
"+unitList[i] .gameObject.name) ;
yield return new WaitForSeconds (unitInterval);
if(unitList([i] .IsStunned()) continue;
_AIMode activeAIMode=!faction.useDefaultAIMode ?
faction.aiMode : mode ;
while (unitList[i] .moveRemain>0 | |
unitList([i].CanAttack()) {
AIDebug ("Moving unit "+unitList[i].gameObject.name+"
(move remain:"+ (unitList[i] .moveRemain>0)+", can
attack:"+unitList[i].CanAttack ()+")");

StartCoroutine (MoveUnitRoutine (unitList[i], activeAIMode)) ;
while (movingUnit) yield return null;
if (unitList([i]==null) break;
if(unitList[i] .moveRemain>0 ||
unitList[i].CanAttack()) yield return new WaitForSeconds (.1f);}
if (GameControl.GetGamePhase () == GamePhase.Over) yield break; }
GameControl.EndTurn () ;}

//move a single unit only
IEnumerator SingleUnitRoutine (Unit unit) {
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GameControl.DisplayMessage ("AI's Turn")
yield return new WaitForSeconds (0.1f);
if ('unit.IsStunned()) {
Faction faction=FactionManager.GetFaction (unit.factionID);
_AIMode activeAIMode=!faction.useDefaultAIMode ? faction.aiMode : mode ;
while (unit.moveRemain>0 || unit.CanAttack()) {
StartCoroutine (MoveUnitRoutine (unit, activeAIMode)) :;
while (movingUnit) yield return null;
if (unit==null) break;
if (unit.attackRemain>0 || unit.CanAttack())
yield return new WaitForSeconds (.1f);}}
GameControl.EndTurn () ;}
IEnumerator DelayEndTurn () {
yield return new WaitForSeconds (1lf);
while (!TurnControl.ClearToProceed()) yield return null;
GameControl.EndTurn () ;}
private bool movingUnit=false;
//set to true when a unit is being moved
IEnumerator MoveUnitRoutine (Unit unit, AIMode activeMode) {
TBTK.OnUnitSelected (unit) ;
movingUnit=true;
if (activeMode!= AIMode.Aggressive && !unit.trigger) {
AIDebug ("unit "+unit.gameObject.name+" is not triggered");
if ('untriggeredUnitMove) {
StartCoroutine (EndMoveUnitRoutine ()) ;
unit.moveRemain=0; unit.attackRemain=0;}
elsef
if (Random.value<0.5f) {
StartCoroutine (EndMoveUnitRoutine ()) ;
unit.moveRemain=0; unit.attackRemain=0;}
else(
AIDebug ("Randomly move unit

"+unit.gameObject.name+" anyway");

List<Tile>
walkableTilesInRange=GridManager.GetTilesWithinDistance (unit.tile,
Mathf.Min (1, unit.GetEffectiveMoveRange ()/2), true);

if (walkableTilesInRange.Count>0)
unit.Move (walkableTilesInRange [Random.Range (0,

walkableTilesInRange.Count)]);}}
ATIDebug ("End unit "+unit.gameObject.name+" turn");

StartCoroutine (EndMoveUnitRoutine ()) ;
yield break;}
Tile targetTile=Analyse (unit, activeMode) ;
if (CameraControl.CenterOnSelectedUnit ()) {
bool visible=false;
if (unit.tile.IsVisible()) visible=true;
else if (targetTile!=unit.tile) {
List<Tile> path=unit.GetPathForAI (targetTile);
for (int i=0; i<path.Count; i++) {
if (path[i].IsVisible()) {
visible=true;
break; }}
targetTile=path[path.Count-1];
Debug.DrawLine (unit.tile.GetPos (),
targetTile.GetPos (), Color.red, 2);}
if (visible) {
CameraControl.OnUnitSelected (unit, false);
while (CameraControl.IsLerping()) yield return null;}
//first move to the targetTile
if (targetTile!=unit.tile) {
unit.Move (targetTile);
yield return new WaitForSeconds (.1f); //wait until the

unit has moved into the targetTile
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while (!TurnControl.ClearToProceed()) {
//AIDebug ("waiting, unit "+4unit.gameObject.name+" is moving");
AIDebug ("waiting while unit is moving");
yield return null;}}
if (unit==null || unit.HP<=0){ //in case unit is destroyed by overwatch
StartCoroutine (EndMoveUnitRoutine ()) ;
yield break;}
for (int i=0; i<targetTile.hostileInRangelList.Count; i++) {
if (targetTile.hostileInRangelList[i] .unit==null ||
targetTile.hostileInRangeList[i].unit.factionID==unit.factionID) {
targetTile.hostileInRangeList.RemoveAt (i) ;i-=1}}
//if there's hostile within range, attack it
if (targetTile.hostileInRangeList.Count>0) {
if (unit.CanAttack()) {
AIDebug ("waiting, unit "+unit.gameObject.name+" is attacking");}
int rand=Random.Range (0,
targetTile.hostileInRangeList.Count) ;
unit.Attack(targetTile.hostileInRangelList[rand].unit);}
else{if (unit.moveRemain>0) unit.moveRemain-=1;}}
elseif (unit.moveRemain<=0) unit.attackRemain=0;}}
AIDebug ("End unit "+unit.gameObject.name+" turn");
StartCoroutine (EndMoveUnitRoutine ()) ;
yield return null;}
//clear movingUnit flag so the next unit can be moved
IEnumerator EndMoveUnitRoutine () {
while (!TurnControl.ClearToProceed()) {
AIDebug ("Waiting for all sequence to complete");
yield return null;}
yield return null;
movingUnit=false;}
//analyse the grid to know where the unit should move to
private Tile Analyse(Unit unit, AIMode activeMode) {
//get all wakable tiles in range first
List<Tile>
walkableTilesInRange=GridManager.GetTilesWithinDistance (unit.tile,
unit.GetEffectiveMoveRange (), true);
walkableTilesInRange.Add (unit.tile);
//get all visible hostile
List<Unit>
allHostileInSight=FactionManager.GetAllHostileUnit (unit.factionID);
if (GameControl.EnableFogOfWar ()) {
for (int i=0; i<allHostileInSight.Count; i++) {
if (!FogOfWar.IsTileVisibleToFaction(allHostileInSight[i].tile,
unit.factionID)) {
allHostileInSight.RemoveAt (1) ; i-=1;}
//1f cover system is in used
if (GameControl.EnableCover ()) {
Tile tile=AnalyseCoverSystem (unit,
walkableTilesInRange, allHostileInSight);
if(tile!=null) return tile;}
//if there are hostile
if (allHostileInSight.Count>0) {
//fill up the walkableTilesInRange hostile list
//then filter thru walkableTilesInRange, those that
have a hostile in range will be add to a tilesWithHostileInRange
List<Tile> tilesWithHostileInRange=new List<Tile>();
GridManager.SetupHostileInRangeforTile (unit,
walkableTilesInRange) ;
for (int i=0; i<walkableTilesInRange.Count; i++) {
if (walkableTilesInRange[i].GetHostileInRange () .Count>0)
tilesWithHostileInRange.Add (walkableTilesInRange[i]) ;}
//if the tilesWithHostileInRange is not empty after
the process, means there's tiles which the unit can move into and attack
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//return one of those in the tilesWithHostileInRange
so the unit can attack
if (tilesWithHostileInRange.Count>0) {
//if the unit current tile is one of those tiles with hostile, just stay put
and attack
if(tilesWithHostileInRange.Contains (unit.tile)) {
//randomize it a bit so the unit do move around but not stay in place all the
time if (Random.Range (0f, 1f)>0.25f) return
unit.tile;}
return tilesWithHostileInRange[Random.Range (0O,
tilesWithHostileInRange.Count)];}}
//1if there's not potential target at all, check if the unit has any previous
attacker
//if there are, go after the last attacker
if (unit.lastAttacker!=null) return unit.lastAttacker.tile;
//for aggresive mode with FogOfWar disabled, try move
towards the nearest unit
if (activeMode== AIMode.Aggressive && Random.Range (0f, 1£)>0.25f) {
List<Unit>
allHostile=FactionManager.GetAllHostileUnit (unit.factionID);
float nearest=Mathf.Infinity; int nearestIndex=0;
for (int i=0; i<allHostile.Count; i++) {
float
dist=GridManager.GetDistance (allHostile[i].tile, unit.tile);
if (dist<nearest) {
nearest=dist;
nearestIndex=1i; }}
return allHostile[nearestIndex].tile;}
//1if there's really no hostile to go after, then just move
randomly in one of the walkable
int rand=Random.Range (0, walkableTilesInRange.Count) ;
//clear in hostileInRange list for all moveable tile so,
just in case the list is not empty (hostileInRange dont clear after each
move)
//so the unit dont try to attack anything when it moves into
the targetTile
walkableTilesInRange[rand] .SetHostileInRange (new L
ist<Tile>());
return walkableTilesInRange[rand];}
private Tile AnalyseCoverSystem(Unit unit, List<Tile>
walkableTilesInRange, List<Unit> allHostileInSight) {
List<Tile> walkableTilesInRangeAlt=new List<Tile>(); //for
cover system, secondary tiles with less cover

List<Tile> halfCoveredList=new List<Tile>(); //a list for
all the tiles with half Cover
List<Tile> fullCoveredList=new List<Tile>(); //a list for

all the tiles with full Cover
if (allHostileInSight.Count==0)
fullCoveredList=walkableTilesInRange;
else{ //if there are hostile in sight
//loop through all the walkable, record their score based on
for (int i=0; i<walkableTilesInRange.Count; i++) {

Tile tile=walkableTilesInRange[i];

tile.hostileCount=0;

tile.coverScore=0;

//iterate through all hostile, add the count,
and cover type to the tile, this will then be used in tile.GetCoverRating ()
when this loop is complete

for (int n=0; n<allHostileInSight.Count; n++) {

// 1f the hostile is out of range, ignore it

Int hostileRange =a llHostileInSight[n].GetMoveRange ()
+ allHostileInSight[n].GetAttackRange () ;
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if (GridManager.GetDistance (allHostileInSight[n].tile,
tile)>hostileRange) continue;

tile.hostileCount+=1;

CoverSystem. CoverType
coverType=CoverSystem.GetCoverType (allHostileInSight[n].tile,
walkableTilesInRange([i]);

if (coverType==CoverSystem. CoverType.Half)
tile.coverScore+=1;

else
if (coverType==CoverSystem. CoverType.Full) tile.coverScore+=2;}

//get cover rating for the tile
//if score is >=2, the tile has full cover from
all hostile, so add it to fullCoveredList
//1f score is >=1 && <2, the tile has half cover
from all hostile, so add it to halfCoveredList
//1f anything <1, the tile is exposed to hostile in some manner
if (tile.GetCoverRating()>=2) fullCoveredList.Add(tile);
else if(tile.GetCoverRating()>=1) halfCoveredList.Add(tile);}}
//1if either of the CoveredList is not empty, replace
walkableTilesInRange with that since there's no need to consider to move into
tiles without cover
if (fullCoveredList.Count!=0) {
walkableTilesInRange=fullCoveredList;
walkableTilesInRangeAlt=halfCoveredList; }
else if (halfCoveredList.Count!=0)
walkableTilesInRange=halfCoveredList;
//1if there are hostile
if(allHostileInSight.Count>0) {
//£fill up the walkableTilesInRange hostile list
//then filter thru walkableTilesInRange, those that
have a hostile in range will be add to a tilesWithHostileInRange
List<Tile> tilesWithHostileInRange=new List<Tile>();
GridManager.SetupHostileInRangeforTile (unit,
walkableTilesInRange) ;
for (int 1=0; i<walkableTilesInRange.Count; i++) {

if (walkableTilesInRange[i].GetHostileInRange () .Count>0)
tilesWithHostileInRange.Add (walkableTilesInRange[i]);}
if (tilesWithHostileInRange.Count==0) {
GridManager.SetupHostileInRangeforTile (unit,
walkableTilesInRangeAlt) ;
for (int i=0; i<walkableTilesInRangeAlt.Count; i++) {
if (walkableTilesInRangeAlt[i].GetHostileInRange () .Count>0)
tilesWithHostileInRange.Add (walkableTilesInRangeAlt[i]);}}
//if the tilesWithHostileInRange is not empty after
the process, means there's tiles which the unit can move into and attack
//return one of those in the tilesWithHostileInRange
so the unit can attack
if (tilesWithHostileInRange.Count>0) {
//if the unit current tile is one of those tiles
with hostile, just stay put and attack
if (tilesWithHostileInRange.Contains (unit.tile)) {
//randomize it a bit so the unit do move around
but not stay in place all the time
if (Random.Range (0f, 1f)>0.25f) return unit.tile;}
return tilesWithHostileInRange[Random.Range (0O,
tilesWithHostileInRange.Count)];}}
return null;}}}

JlicTuur Collectible.cs

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



namespace TBTK({

public class
[HideI
[Space
public
public
public
[Space
public
[Space
public
[Space
public
public
public
public

ObjectPoolManager.

Collectible : MonoBehaviour {
nInspector] public int prefabID=-1;

(10) ]

Sprite icon;

string itemName="Collectible";

string desp="";

(10) ]

List<int> facAbilityIDList=new List<int>();
(10) ]

Effect effect;

(10) ]

GameObject triggerEffectObj;

bool destroyTriggerEffect;

float triggerEffectDuration;

void Trigger (Unit unit) {
if (!destroyTriggerEffect)

Spawn (triggerEffectObj, transform.position,

Quaternion.identity);

else ObjectPoolManager.Spawn (triggerEffectObj,

transform.position, Quaternion.identity, triggerEffectDuration);

if (facAbilit

yIDList.Count>0) {
int facAbilityID=facAbilityIDList [Random.Range (0,

facAbilityIDList.Count)];

FactionAbility

ability=AbilityManagerFaction.GetFactionAbility (facAbilityID);

if (ability!=null) {
if(lability.requireTargetSelection)

AbilityManager.ApplyAbilityEffect (null, ability.Clone(), (int)ability.type);

else

AbilityManager.ApplyAbilityEffect (unit.tile, ability.Clone(),

(int)ability.type)

;1

unit.ApplyEffect (CloneEffect());

public

CollectibleManager.TriggerCollectible (this);
Destroy (gameObject) ; }
Effect CloneEffect () {
Effect eff=effect.Clone();
eff.icon=icon;
eff.name=1itemName;
eff.desp=desp;
return eff;}}}

JlicTuur CollectibleManager.cs

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

using TBTK;
namespace TBTK({

public class
public
public
public
public
public
public
public
public
public
privat
public
privat

CollectibleManager : MonoBehaviour ({

bool generateCollectibleOnStart=false;

int activeltemLimit=4;

bool generateInGame=false;

int spawnPerTurn=2;

float spawnChance=0.5f;

GameObject spawnEffect;

bool autoDestroySpawnEffect=true;

float spawnEffectDuration=2f;

List<int> unavailableIDList=new List<int>();
e List<Collectible> itemList=new List<Collectible>();
List<Collectible> activeltemList=new List<Collectible>();
e static CollectibleManager instance;

16



17

public static CollectibleManager SetInstance () { //called in
Inspector Editor
if (instance==null)
instance=(CollectibleManager)FindObjectOfType (typeof (CollectibleManager)) ;
return instance;}
public static CollectibleManager GetInstance(){ return instance; }
void Awake () {}
public void Init () {
if (instance==null) instance=this;
InitItem();
if (generateCollectibleOnStart) GenerateCollectible();
else{
for (int i=0; i<activeIltemList.Count; i++) {
if (activeItemList[i]==null) {
activeltemList.RemoveAt (i); 1-=1;}}}
if (spawnEffect!=null) ObjectPoolManager.New (spawnEffect) ;}
public void InitItem() {
itemList=new List<Collectible>();
List<Collectible> dbList=CollectibleDB.Load() ;
for (int i=0; i<dbList.Count; i++) {
if (!unavailableIDList.Contains (dbList[i].prefabID)) {
itemList.Add (dbList[i]);}}}
public static void TriggerCollectible (Collectible item) {
instance.activeltemList.Remove (item) ; }
public static float NewTurn () { return instance. NewTurn(); }
public float NewTurn() {
if (!generateInGame) return O;
if (activeltemList.Count>=activeltemLimit) return O;
bool spawned=false;
for (int i=0; i<spawnPerTurn; i++) {
if (activeltemList.Count>=activeltemLimit) break;
if (Random.value>spawnChance) continue;
Tile tile=GetRandomTile();
if (tile==null) continue;
int rand=Random.Range (0, itemList.Count);
GameObject
itemObj= (GameObject) Instantiate (itemList [rand] .gameObject) ;
PlaceIltemAtTile (itemObj, tile);
spawned=true;
if (spawnEffect!=null) {
if (!autoDestroySpawnEffect)
ObjectPoolManager. Spawn (spawnkEffect, tile.GetPos(), Quaternion.identity);
else ObjectPoolManager.Spawn (spawnEffect,
tile.GetPos (), Quaternion.identity, spawnEffectDuration);}}
GameControl.DisplayMessage ("New Collectible!");
return spawned ? 2 : 0;}
public static void GenerateCollectible () {
if (instance==null) SetInstance();
instance. GenerateCollectible();}
public void GenerateCollectible() {
_ClearAllActiveltem();
InitItem();
int itemCount=Random.Range (activeltemLimit/2, activeltemLimit+1);
int iterateCount=0;
while (itemCount>0) {
iterateCount+=1;
if (iterateCount>10) break;
Tile tile=GetRandomTile () ;
if (tile==null) break;
int rand=Random.Range (0, itemList.Count);
PlaceIltemAtTile (itemObj, tile);
itemCount-=1;}}
public static void ClearAllActiveItem() {
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if (instance==null) SetInstance();
instance. ClearAllActiveItem();}
public void ClearAllActiveltem() {
for (int i1=0; i<activelItemList.Count; i++) {
if (activeItemList[i] !=null)
DestroyImmediate (activeltemList[i].gameObject) ;}
activeItemList=new List<Collectible> () ;}
private Tile GetRandomTile () {
Tile tile=null;
List<Tile> tilelList=GridManager.GetTilelList () ;
int iterateCount=0;
while (true) {
iterateCount+=1;
if (iterateCount>10) break;
tile=tilelList[Random.Range (0, tilelList.Count)];
if(!'tile.walkable) continue;
if(tile.unit!=null) continue;
if(tile.collectible!=null) continue;
break; }
return tile;}
public void PlaceltemAtTile (GameObject itemObj, Tile tile) {
float rotUnit=tile.type== TileType.Hex ? 60 : 90 ;
Quaternion rotation=Quaternion.Euler (0, Random.Range (0,
6) *rotUnit, 0);
itemObj.transform.position=tile.GetPos();
itemObj.transform.rotation=rotation;
itemObj.transform.parent=tile.transform;
Collectible collectible=itemObj.GetComponent<Collectible> ()
tile.collectible=collectible;
activeltemList.Add(collectible);}
//called from editor to remove item
public void Removeltem (Collectible item) {
activeltemList.Remove (item);}}}

JlicTmur FactionManager.cs

using UnityEngine;using System.Collections;using System.Collections.Generic;
using TBTK;
namespace TBTK({

public class FactionManager : MonoBehaviour {

public bool generateUnitOnStart=false;

public bool hasAIInGame=true;

public List<int> playerFactionIDList=new List<int>();

public static List<int> GetPlayerFactionID(){ return
instance.playerFactionIDList; }

public int selectedFactionID=-1;

public List<Faction> factionList=new List<Faction>();

public static int GetTotalFactionCount () { return
instance.factionList.Count; }

public static List<Faction> GetFactionList () { return
instance.factionList; }

public static int GetSelectedFactionID(){ return
instance.selectedFactionID; }

public static Faction GetCurrentFaction () { return
instance.factionList[instance.selectedFactionID]; }

[HideInInspector] public int selectedUnitID=-1;//only use in
UnitPerTurn

[HideInInspector] public int totalUnitCount=0;

public List<Unit> allUnitList=new List<Unit>();//all unit from
all faction

public static int GetTotalUnitCount () { return
instance.totalUnitCount; }
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private static FactionManager instance;
public static FactionManager SetInstance(){ return instance!=null
? instance
instance=(FactionManager)FindObjectOfType (typeof (FactionManager)); }
public static FactionManager GetInstance(){ return instance; }
public static Transform GetTransform(){ return instance!=null ?
instance.transform : null ; }
void Awake () {if (instance==null) instance=this;}
public static void GameOver () { instance. GameOver(); }
public void GameOver () {
TBData.ClearEndData () ;
//save the faction back to data if it's loaded from data
for (int i=0; i<factionList.Count; i++) {
Faction fac=factionList[i];
if (!fac.loadFromData) continue;
List<TBDataUnit>
startDatalList=TBData.GetStartData (fac.datalD);
List<TBDataUnit> list=new List<TBDataUnit>():;
for (int m=0; m<startDatalist.Count; m++) {
for (int n=0; n<fac.allUnitList.Count; n++) {
if(fac.allUnitList[n].GetDatalD()==m)
list.Add (startDatalist[m].Clone (fac.allUnitList[n
fac.allUnitList.RemoveAt (n);
break; }}}
TBData.SetEndData (fac.dataID, list);}
TBData.ClearStartDatal() ; }
//called by GameControl to initiate the factions,
//load from data when needed, spawn the startingUnit, initiate the
unit (abillities), check if unit deployment is required....
public void Init () {
if (instance==null) instance=this;
if (generateUnitOnStart) GenerateUnit();
//setup all the unit in the game
for (int i=0; i<factionList.Count; i++) {
for (int n=0; n<factionList[i].allUnitList.Count; n++) {
if (factionList[i].allUnitList[n]==null) {
factionList[i].allUnitList.RemoveAt (n); n--; continue; }
factionList[i].allUnitList[n].InitUnitAbility ()
factionList[i].allUnitList[n].isAIUnit=!factionList[i].isPlayerFaction;}}
Vector3 pos=new Vector3 (0, 99999, 0);
Quaternion rot=Quaternion.identity;
for (int i=0; i<factionList.Count; i++) {
Faction fac=factionList[i];
//if load from data, then load the list from data and
then put it to startingUnitList
if (fac.loadFromData) {
fac.startingUnitList=new List<Unit>();
fac.datalist=TBData.GetStartData (fac.datalD);
if (fac.datalist==null) {
Debug.LogWarning ("TBTK faction's data not setup properly", this);
continue; }
Debug.Log ("unit from data: "+fac.datalList.Count);
for (int n=0; n<fac.datalist.Count; n++)
fac.startingUnitList.Add (fac.datalist[n].unit);
//put the data list back into the end data
first, to save the current starting lineup for next menu loading
//in case the player didnt finish the level and

{
1))3

GameOver is not called
TBData.SetEndData (fac.dataID, fac.datalList);}
else(
//if using default startingUnitList, make sure
none of the element in startingUnitList is empty
for (int n=0; n<fac.startingUnitList.Count; n++) {
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if (fac.startingUnitList[n]==null) {
fac.startingUnitList.RemoveAt (n); n-=1; }}}
for (int n=0; n<fac.startingUnitList.Count; n++) {
GameObject
unitObj=(GameObject) Instantiate (fac.startingUnitList[n].gameObject, pos,
rot);
fac.startingUnitList[n]=unitObj.GetComponent<Unit> () ;
fac.startingUnitList[n].InitUnitAbility ()
fac.startingUnitList[n].isAIUnit=!fac.isPlayerFaction;
unitObj.transform.parent=transform;
unitObj.SetActive (false);
if (fac.loadFromData)
//fac.startingUnitList[n] .ModifyStatsToData (fac.datalList[n], n);
fac.datalist[n].CopyStatsToUnit (fac.startingUnitList[n], n);}
if (fac.isPlayerFaction && fac.startingUnitList.Count>0
&& !requireDeployment) {
if (deployingFactionID==-1) deployingFactionID=i;
requireDeployment=true; }}
if (!GameControl.EnableManualUnitDeployment () ) {
for (int i=0; i<factionList.Count; i++) {
if (factionList[i].startingUnitList.Count<=0) continue;
AutoDeployFaction (i) ;
for (int n=0; n<deployedUnitList.Count; n++) {
deployedUnitList[n].factionID=factionList[i].ID;
factionList[i].allUnitList.Add(deployedUnitList[n]);}
deployedUnitList=new List<Unit>();}}}
//called by GameControl just before the game start to initiate all
the faction, after unit deployment is done
//sort out the unit move order, reset trigger status and what not.
public static void SetupFaction(){ instance. SetupFaction(); }
void SetupFaction () {
for (int i=0; i<factionList.Count; i++) {
if (factionList[i].isPlayerFaction) {
playerFactionIDList.Add (factionList[i].ID);
for (int n=0; n<factionList[i].allUnitList.Count; n++) {
UpdateHostileUnitTriggerStatus (factionList[i].allUnitList[n]);}}
if (TurnControl.GetTurnMode () != TurnMode.UnitPerTurn) {
if (TurnControl.GetMoveOrder () != MoveOrder.Random) {

factionList[i].allUnitList=ArrangeUnitListToMovePriority (factionList[i].
allUnitList);}}
factionList[i].NewTurn (true); //pass true to call new turn on all unit
//for (int n=0; n<factionList[i].allUnitList.Count;
n++) factionList[i].allUnitList[n].ResetUnitTurnDatal();
totalUnitCount+=factionList[i].allUnitList.Count;}
if (factionList.Count==playerFactionIDList.Count)
hasAIInGame=false;
Debug.Log ("SetupFaction "+TurnControl.GetTurnMode ())
if (TurnControl.GetTurnMode () == TurnMode.UnitPerTurn) {
for (int i=0; i<factionList.Count; i++) {
for (int n=0; n<factionList[i].allUnitList.Count;
n++) allUnitList.Add(factionList[i].allUnitList([n]);}
allUnitList=ArrangeUnitListToMovePriority(allUnitList);
Debug.Log ("SetupFaction allUnitList");}}
public static void StartUnitDeploymentPhase () {
GridManager.DeployingFaction (instance.deployingFactionID) ;
TBTK.OnUnitDeployment (true) ; }
public static void OnUnitDestroyed (Unit unit) {
instance. OnUnitDestroyed(unit); }
public void OnUnitDestroyed(Unit unit) {
totalUnitCount-=1;
//assume isObjectUnit is the boolean flag
if (unit.isObjectUnit) {

’
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GameControl.GameOver (0) ;
//assume 0 is the player unit faction

return;}
//remove unit from allUnitList so it no longers reserve a turn
if (TurnControl.GetTurnMode () == TurnMode.UnitPerTurn) {

int ID=allUnitList.IndexOf (unit);
1f (ID<=selectedUnitID) {
selectedUnitID-=1;}
allUnitList.Remove (unit) ;}
//remove the unit from the faction, and if the faction has
no active unit remain, the faction itself is remove (out of the game)
for (int i=0; i<factionList.Count; i++) {
if (factionList[i].ID==unit.factionID) {
factionList[i] .RemoveUnit (unit) ;
if (factionList[i].allUnitList.Count==0) {
TurnControl.OnFactionDestroyed(); //to
track cd on ability and effect
TBTK.OnFactionDestroyed (factionList[i].ID);
factionList.RemoveAt (1) ;
if (selectedFactionID>1) selectedFactionID-=1;
else if (selectedFactionID==1)
TurnControl.EndTurn () ;}
break; }}
//1f there's only 1 faction remain (since faction with no
active unit will be removed), then faction has won the game
if (factionList.Count==1)
GameControl.GameOver (factionList [0] .ID) ;}
//called when a unit has its turn priority changed, to update the
move order
public static void UnitTurnPriorityChanged (List<int> facIDList) {
instance. UnitTurnPriorityChanged(facIDList); }
public void UnitTurnPriorityChanged(List<int> facIDList) {
if (TurnControl.GetTurnMode () == TurnMode.UnitPerTurn) {
allUnitList=ArrangeUnitListToMovePriority(allUnitList);}
else if (TurnControl.GetMoveOrder () != MoveOrder.Random) {
for (int i=0; i<factionList.Count; i++) {
if (facIDList.Contains (factionList[1].ID)) {
factionList[i].allUnitList=ArrangeUnitListToMovePriority (factionList[i].
allUnitList);}}}}
//generic function to sort a unit-list based on the unit turn priority
public static List<Unit> ArrangeUnitListToMovePriority (List<Unit> list) {
List<Unit> newList=new List<Unit>();
while (list.Count>0) {
float highest=0;
int highestID=0;
for(int i=0; i<list.Count; i++){
float priority=list[i].GetTurnPriority();
if (priority>highest) {
highest=priority;
highestID=i;}}
newlList.Add (list[highestID])
list.RemoveAt (highestID);}
return newlList;}
//called to update AI unit trigger status whenever a player unit
moved to a new tile
public static void UpdateHostileUnitTriggerStatus (Unit unit) {
if (!instance.hasAIInGame) return;
List<Unit> unitList=GetAllHostileUnit (unit.factionID);
for(int i=0; i<unitList.Count; i++) {
if (GridManager.GetDistance (unit.tile,
unitList[i].tile)<=unitList[i].GetSight()) {
unitList[i].trigger=true;}}}
//functional but not really required atm
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//moved unit to movedUnitList in faction
public static void UnitMoveDepleted (Unit unit) {
instance. UnitMoveDepleted(unit); }
public void UnitMoveDepleted(Unit unit) {
if (TurnControl.GetTurnMode () != TurnMode.FactionPerTurn) {
for (int i=0; i<factionList.Count; i++) {
if (factionList[i].ID==unit.factionID)
factionList[i].UnitMoveDepleted
//used in FactionPerTurn mode only
public static void EndTurn FactionPerTurn () {
instance. EndTurn FactionPerTurn(); }
public void EndTurn FactionPerTurn () {
GameControl.ClearSelectedUnit () ;
selectedFactionID+=1;
if (selectedFactionID>=factionlList.Count)
selectedFactionID=0;
factionList[selectedFactionID] .NewTurn (true) ;
if (factionList[selectedFactionID].isPlayerFaction){ //if
it's a player's faction, select a unit

{
(unit);}}}}

if (TurnControl.GetMoveOrder () == MoveOrder.Free)
_SelectNextUnitInFaction Free();
else SelectNextUnitInFaction NotFree();}
else(
//1if it's a AI's faction, execute AI move
if (TurnControl.GetMoveOrder () == MoveOrder.Free)

AIManager.MoveFaction (factionList[selectedFactionID]) ;
else SelectNextUnitInFaction NotFree();}}
//used in FactionPerTurn mode only
public static bool SelectNextUnitInFaction Free(){ return
instance. SelectNextUnitInFaction Free(); }
public bool SelectNextUnitInFaction Free () {
//return true is there's unit available
return
factionList[selectedFactionID].SelectFirstAvailableUnit();}
public static bool SelectNextUnitInFaction NotFree(){ return
instance. SelectNextUnitInFaction NotFree(); }
public bool SelectNextUnitInFaction NotFree () {
//return true is there's unit available, false when the queue is depleted
bool allUnitCycled = factionList
[selectedFactionID].SelectNextUnitInQueue (true) ;
return !allUnitCycled;}
//used in FactionUnitPerTurn mode only
public static void EndTurn FactionUnitPerTurn () {
instance. EndTurn FactionUnitPerTurn(); }
public void EndTurn FactionUnitPerTurn () {
selectedFactionID+=1;
if (selectedFactionID>=factionList.Count)
selectedFactionID=0;
if (TurnControl.GetMoveOrder () == MoveOrder.Free) {
factionList[selectedFactionID] .NewTurn (true) ;
//enabled if there's no need to cycle through all unit

factionList[selectedFactionID].SelectRandomAvailableUnit () ;}
else factionlList[selectedFactionID].SelectNextUnitInQueue ()}
//used in UnitPerTurn mode only, select the next unit in turn
public static void EndTurn UnitPerTurn () {
instance. EndTurn UnitPerTurn(); }
public void EndTurn UnitPerTurn () {
selectedUnitID+=1;
if (selectedUnitID>=allUnitList.Count) selectedUnitID=0;
selectedFactionID=allUnitList[selectedUnitID].factionID
bool isUnitActive=allUnitList[selectedUnitID] .NewTurn()
//in case unit is destroyed by damage over time effect
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if(!isUnitActive) {
_EndTurn UnitPerTurn();
return;}
if(allUnitList[selectedUnitID].isAIUnit)
AIManager.MoveUnit (allUnitList[selectedUnitID]) ;
else GameControl.SelectUnit (allUnitList[selectedUnitID], false);}
public static bool IsPlayerTurn () {
return (instance.playerFactionIDList.Contains (

instance.selectedFactionID )) ? true : false;}
public static bool IsPlayerFaction(int factionID) {
return (instance.playerFactionIDList.Contains (factionID)) ? true : false;

//get the number of active unit on the grid
public static int GetAllUnitCount (){ return GetAllUnit () .Count; }
public static List<Unit> GetAllUnit () { return
instance. GetAllUnit(); }
public List<Unit> GetAllUnit () {
if (TurnControl.GetTurnMode () == TurnMode.UnitPerTurn) return
allUnitList;
else(
List<Unit> list=new List<Unit>();
for (int i=0; i<factionList.Count; i++) {
for (int n=0; n<factionList[i].allUnitList.Count;
n++) list.Add(factionList[i].allUnitList[n]);}
return list;}}
//get all units that is hostile based on a factionID (basically
all units that has different factionID)
public static List<Unit> GetAllHostileUnit (int factionID){ return
instance. GetAllHostileUnit (factionID); }
public List<Unit> GetAllHostileUnit (int factionID) {
List<Unit> list=new List<Unit>();
for(int i=0; i<factionList.Count; i++) {
if (factionID==factionList[i].ID) continue;
for (int n=0; n<factionList[i].allUnitList.Count; n-++)
list.Add (factionList[i].allUnitList[n]) }
return list;}
//get all units that belong to all player factions
public static List<Unit> GetAllPlayerUnits(){ return
instance. GetAllPlayerUnits(); }
public List<Unit> GetAllPlayerUnits/() {
List<Unit> list=new List<Unit>();
for (int i=0; i<factionList.Count; i++) {
if (!factionList[i].isPlayerFaction) continue;
for (int n=0; n<factionList[i].allUnitList.Count; n++)
list.Add (factionList[i].allUnitList[n]) }
return list;}
//get all unit that belong to a certain faction based on the
factionID
public static List<Unit> GetAllUnitsOfFaction (int factionID) {
return instance. GetAllUnitsOfFaction (factionID); }
public List<Unit> GetAllUnitsOfFaction(int factionID) {
for(int i=0; i<factionList.Count; i++) {
if (factionID==factionList[i] .ID) return
factionList[i].allUnitList;}
return new List<Unit>();}
//get a certain faction based on factionID
public static Faction GetFaction (int factionID){ return
instance. GetFaction(factionID); }
public Faction GetFaction(int factionID) {
for (int i=0; i<factionList.Count; i++) {
if (factionList[i].ID==factionID) return
factionList[i];}
Debug.LogWarning ("Faction with ID: "+factionID+" doesnt
exist");
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return null;}
//how many player's faction are there in the game
public static int GetPlayerFactionCount () { return
instance.playerFactionIDList.Count; }
public static void SelectUnit () { instance. SelectUnit(); }
public void SelectUnit () {
if (!GameControl.EnableCover ()) return;

for (int n=0; n<factionList.Count; n++) {
for (int i=0; i<factionList[n].allUnitList.Count; i++) {

factionList[n].allUnitList[i].UpdateCoverStatus();}}}
//insert a unit to the grid in the middle of the game
public static void InsertUnit (Unit unit, int factionID=0) {
instance. InsertUnit (unit, factionID); }
public void InsertUnit(Unit unit, int factionID=0) {
unit.factionID=factionID;
unit.InitUnitAbility();
for(int i=0; i<factionList.Count; i++) {
if (factionList[i].ID==factionID) {
factionList[i].allUnitList.Add (unit);
unit.isAIUnit=!factionList[i].isPlayerFaction;}}
if (TurnControl.GetTurnMode () == TurnMode.UnitPerTurn)
allUnitList.Add (unit);
_UnitTurnPriorityChanged( new List<int>{ unit.factionID} );
unit.UpdateVisibility ()
//1f (onInsertUnitE!=null) onInsertUnitE (unit);
TBTK.OnNewUnit (unit) ; }
//these section are related to starting unit deployment of the factions
private bool requireDeployment=false; //set to true when user
need to manually deploy the starting units
public static bool ReguireManualUnitDeployment () { return

GameControl.EnableManualUnitDeployment () & instance.requireDeployment; }
[HideInInspector] public int deployingFactionID=-1; //Index
of current faction which units are being deployed
[HideInInspector] public int deployingUnitID=0; //index

of the unit currently being deployed in the startingUnitList of the faction

public static int GetDeployingFactionID(){ return
instance.deployingFactionID; }

public static int GetDeployingUnitID() { return
instance.deployingUnitID; }

public List<Unit> deployedUnitList=new List<Unit>(); //a list of
unit store the deployed unit before the deployment is complete,

//this is to keep track of which unit is deployed and which unit is not
so the deployed unit can be remove from the grid to be deployed as well
//the list will be cleared as soon as the deployment for the faction is done

public static void PrevDeployingUnitID () {
instance. PrevDeployingUnitID(); } //rewind deployingUnitID
public void PrevDeployingUnitID () {
deployingUnitID-=1;
if (deployingUnitID<O0)
deployingUnitID=factionList[deployingFactionID].startingUnitList.Count-1;}
public static void NextDeployingUnitID () {
instance. NextDeployingUnitID(); } //next deployingUnitID
public void NextDeployingUnitID () {
deployingUnitID+=1;

if (deployingUnitID>=factionlList[deployingFactionID].startingUnitList.Cou

nt) deployingUnitID=0;}

public static void SetDeployingUnitID(int ID) {
instance. SetDeployingUnitID(ID); }

public void SetDeployingUnitID(int ID) {
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if (deployingUnitID<0 &&
deployingUnitID>=factionList [deployingFactionID].startingUnitList.Count)
Debug.LogWarning ("error", null);
deployingUnitID=ID; }
public static void DeployUnitOnTile(Tile tile) {
instance. DeployUnitOnTile (tile); }
public void DeployUnitOnTile(Tile tile) {
if(tile.deployArealD!=factionlList[deployingFactionID].ID)
return;
if (factionList[deployingFactionID].startingUnitList.Count<=0) return;
Unit unit = factionlList
[deployingFactionID] .startingUnitList[deployingUnitID];
deployedUnitList.Add (unit) ;
tile.unit=unit;
unit.tile=tile;
unit.transform.position=tile.GetPos();
unit.transform.rotation=Quaternion.Euler (0,
factionList[deployingFactionID].spawnDirection, 0);
unit.gameObject.SetActive (true);factionlist[deployingFactionID].starting
UnitList.RemoveAt (deployingUnitID) ;
if (factionList[deployingFactionID].startingUnitList.Count<=0)
deployingUnitID=0;
else(
if (deployingUnitID>=factionList[deployingFactionID].startingUnitList.Cou
nt) deployingUnitID-=1;}
//if (onUnitDeployedE!=null) onUnitDeployedE (null);
TBTK.OnUnitDeployed (null) ; }
public static void UndeployUnit (Unit unit) {
instance. UndeployUnit (unit); }
public void UndeployUnit (Unit unit)
if (!deployedUnitList.Contains (
deployedUnitList.Remove (unit) ;
unit.tile.unit=null;
unit.tile=null;
unit.gameObject.SetActive (false);
if (deployingUnitID==0)
factionList[deployingFactionID].startingUnitList.Add (unit);
else {factionList
[deployingFactionID] .startingUnitList.Insert (deployingUnitID-1, unit);}
//if (onUnitDeployedE!=null) onUnitDeployedE (null) ;
TBTK.OnUnitDeployed (null) ;}
//called to complete unit deployment of a particular faction
//move on to next faction needs unit deployment
public static void CompleteDeployment () {
instance. CompleteDeployment(); }
public void CompleteDeployment () {
if (! IsDeploymentComplete()) return;
for (int i=0; i<deployedUnitList.Count; i++) {
deployedUnitList[i].factionID=factionList[deployingFactionID].ID;
factionlList[deployingFactionID] .allUnitList.Add (deployedUnitList[i]);}
deployedUnitList=new List<Unit>();
deployingUnitID=-1;
GridManager.FactionDeploymentComplete () ;
//iterate thru all faction, get the next faction needs unit deployment
for (int i=deployingFactionID+1; i<factionList.Count; i++) {
if (factionList[i].startingUnitList.Count>0) {
if (factionList[i].isPlayerFaction) {
deployingFactionID=i;
deployingUnitID=0; //set to >=0 to
indicate there's a player faction needs deployment
break;}
else{ //if it's an AI faction, automatically deploy it
AutoDeployFaction (i) ;

{
unit)) return;
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for (int n=0; n<deployedUnitList.Count; n++) {
//deployedUnitList[n].factionID=factionList[i].ID;
factionList[i].allUnitList.Add(deployedUnitList([n]);}}}}
if (deployingUnitID==-1) {
//no more faction needs deloyment, start the game
GameControl.StartGame () ;
//1if (onUnitDeploymentPhasek!=null)
onUnitDeploymentPhaseE (false) ;
TBTK.OnUnitDeployment (false);}
else{ //another player's
faction needs deloyment, initiate the process
GridManager.DeployingFaction (deployingFactionID) ;
//1if (onUnitDeploymentPhaseE!=null)
onUnitDeploymentPhaseE (true) ;
TBTK.OnUnitDeployment (true); }}
//automatically deployed the unit for the current deploying
faction, used for both AI and player faction
public static void AutoDeployCurrentFaction () {
instance.AutoDeployFaction(); }
public void AutoDeployFaction (int factionID=-1) {
if (factionID==-1) factionID=deployingFactionID;
bool setTolInvisible=GameControl.EnableFogOfWar () &
!factionList[factionID].isPlayerFaction;
List<Unit> unitList=factionList[factionID].startingUnitList;
List<Tile>
tilelList=GridManager.GetDeployableTilelist (factionList[factionID].ID);
for (int i=0; i<tilelist.Count; i++) {
if(!tilelList[i].walkable || tilelList[i].unit!=null ||
tilelList[i] .obstacleT!=null) {
tileList.RemoveAt (1) ; i-=1;1}1}
int count=0;
for (int i=0; i<unitlList.Count; i++) {
if(tilelList.Count==0) break;
Unit unit=unitList[i];
int rand=Random.Range (0, tilelList.Count);
Tile tile=tilelList[rand];
tileList.RemoveAt (rand) ;
tile.unit=unit;
unit.tile=tile;
unit.transform.position=tile.GetPos()
unit.transform.rotation = Quaternion.Euler (0,
factionList[factionID].spawnDirection, 0);
unit.gameObject.SetActive (true);
deployedUnitList.Add (unit) ;
if (setToInvisible && !tile.IsVisible()) {
unit.gameObject.layer=TBTK.GetLayerUnitInvisible () ;
Utilities.SetLayerRecursively(unit.transform,
TBTK.GetLayerUnitInvisible());}
count+=1;
unit.factionID=factionList[factionID].ID;}
for (int i=0; i<count; i++) unitList.RemoveAt (0);
TBTK.OnUnitDeployed (null) ;}
//check if a faction has deployed all its startingUnitList,
//the deployment is considered complete when eitehr the
startingUnitList is empty or there are no more tile available
public static bool IsDeploymentComplete(){ return
instance. IsDeploymentComplete(); }
public bool IsDeploymentComplete () {
bool
flagl=factionList[deployingFactionID].startingUnitList.Count>0;
bool flag2=GridManager.GetDeployableTileListCount ()>0;
if(flagl && flag2) return false;
return true;}
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public static List<Unit> GetDeployingUnitList () {
return
instance.factionList[instance.deployingFactionID].startingUnitList;}
//end faction deployment mode related function
public static void GenerateUnit () { instance. GenerateUnit(); }
public void GenerateUnit () {
for (int i1=0; i<factionList.Count; i++)
factionList[i].Spawn();}
public void ClearUnit () {
for (int i1=0; i<factionList.Count; i++)
factionList[i].ClearUnit () ;}
//use in edit mode only
public void RecordSpawnTilePos () {
for (int i1=0; i<factionList.Count; i++)
factionList[i] .RecordSpawnTilePos () ;}
//use in edit mode only
public void SetStartingTilelistBaseOnPos (float tileSize=1) {
for (int i1=0; i<factionList.Count; i++)
factionList[i].SetStartingTileListBaseOnPos (tileSize);}
private float gizmoSizel=0.25f;
private float gizmoSize2=0.35f;
void OnDrawGizmos () {
for (int i=0; i<factionList.Count; i++) {
Faction fac=factionList[i];
Gizmos.color=fac.color;
for (int n=0; n<fac.spawnInfolist.Count; n++) {
for (int m=0;
m<fac.spawnInfolist[n].startingTilelList.Count; m++) {
if (fac.spawnInfolist[n].startingTilelList [m]==null) continue;
Vector3
pos=fac.spawnInfolist[n].startingTileList [m].GetPos () ;
Gizmos.DrawSphere (pos, gizmoSizel);
Gizmos.DrawLine (pos,
pos+tQuaternion.Euler (0, fac.spawnInfolList[n].spawnDirection,
0) *Vector3.forward*gizmoSize2*2); }}
for (int n=0; n<fac.deployableTileList.Count; n++) {
if (fac.deployableTileList[n]==null) continue;
Vector3 pos=fac.deployableTilelList[n].GetPos()
Gizmos.DrawLine (pos+new Vector3(gizmoSize2, O,
gizmoSize2), pos+new Vector3(-gizmoSize2, 0, -gizmoSize2));
Gizmos.DrawLine (pos+new Vector3 (-gizmoSize2, 0,
gizmoSize2), pos+new Vector3(gizmoSize2, 0, -gizmoSize2));}}}}}

JlicTuHr GridGeneretion.cs

using UnityEngine;using UnityEngine.Rendering;using System.Collections;using
System.Collections.Generic;using TBTK;
namespace TBTK({

public class GridGenerator : MonoBehaviour {
public static float spaceXHex=0.75f;
public static float spaceZHex=0.865f;
private static Quaternion rot=Quaternion.Euler (-90, 0, 0);
public static Grid GenerateSquareGrid(int width=5, int length=5,
float gridSize=1, float GridToTileRatio=1, float unwalkableRate=0,
GridManager. GridColliderType colType=GridManager. GridColliderType.Master) {
string loadText="";
if (colType==GridManager. GridColliderType.Individual)
loadText="ScenePrefab/SquareTile Collider";
else if (colType==GridManager. GridColliderType.Master)
loadText="ScenePrefab/SquareTile";
Transform tilePrefab=Resources.Load (loadText,
typeof (Transform)) as Transform;
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List<Transform> tileTransformList=new List<Transform> () ;
int unwalkableCount=0;

Vector3 pos=Vector3.zero;

Transform parentT=new GameObject ("GridTemp") .transform;
float spaceX=gridSize*GridToTileRatio;

float spaceZ=gridSize*GridToTileRatio;

Grid grid=new Grid( TileType.Square, width, length,

gridSize, GridToTileRatio);

for (int 1=0; i<width; 1i++){
for (int n=0; n<length; n++) {
pos=new Vector3 (i*spaceX, 0, n*spaceZ);
Transform

tileT=(Transform) Instantiate (tilePrefab, pos, rot);

tileTransformList.Add (tileT);
tileT.localScale*=gridSize;
tileT.parent=parentT;
tileT.gameObject.layer=TBTK.GetLayerTile () ;
Tile tile=tileT.gameObject.AddComponent<Tile>();
tile.type= TileType.Square;
tile.x=1;
tile.y=0;
tile.z=n;
grid.tilelList.Add(tile); }}
grid.AssignIndex () ;
if (unwalkableRate>0) {

unwalkableCount=(int) (grid.tileList.Count*unwalkableRate) ;

for (int i=0; i<unwalkableCount; i++) {
int rand=Random.Range (0, grid.tilelList.Count);
grid.tilelist[rand] .walkable=false;
grid.tilelList[rand] .gameObject.SetActive (false);}}
float x=(width-1) *spaceX; float z=(length-1) *spaceZ;
parentT.position-=new Vector3(x/2, 0, z/2);
Transform newParentT=new GameObject ("SquareGrid") .transform;
for (int i=0; i<tileTransformList.Count; i++)

tileTransformList[i].parent=newParentT;

boxCol=newParentT.

DestroyImmediate (parentT.gameObject) ;

grid.gridObj=newParentT.gameObject;

newParentT.gameObject.layer=TBTK.GetLayerTile () ;

if (colType==GridManager. GridColliderType.Master) {
BoxCollider

gameObject.AddComponent<BoxCollider> () ;

boxCol.size=new Vector3 (spaceX*width, 0, spaceZ*length);}

//CombineMesh (newParentT) ;

FitGridToTerrain (grid.tilelist);

return grid;}

public static Grid GenerateHexGrid(int width=5, int length=5,

float gridSize=1,

float GridToTileRatio=1, float unwalkableRate=0,

GridManager. GridColliderType colType=GridManager. GridColliderType.Master) {

typeof (Transform))

string loadText="";

if (colType == GridManager. GridColliderType.Individual)
{loadText = "ScenePrefab/HexTile Collider";}

else if (colType == GridManager. GridColliderType.Master)
{loadText = "ScenePrefab/HexTile";

Transform tilePrefab = Resources.Load (loadText,

as Transform;
if (loadText == "ScenePrefab / HexTile")
{Debug.Log ("ScenePrefab == " + loadText);}
List<Transform> tileTransformList=new List<Transform> () ;
Vector3 pos=Vector3.zero;
Transform parentT=new GameObject ("GridTemp") .transform;
float spaceX=spaceXHex*gridSize*GridToTileRatio;
float spaceZ=spaceZHex*gridSize*GridToTileRatio;



Grid grid=new Grid( TileType.Hex, width, length, gridSize,
GridToTileRatio);
for (int 1=0; i<width; 1i++){
float offsetZ=(i%2==1) ? 0 : (spaceZ/2);
int limit=1%2==1 ? length : length-1;
for (int n=0; n<limit; n++) {
pos=new Vector3 (i*spaceX, 0, n*spaceZ+offset?)
Transform
tileT=(Transform) Instantiate (tilePrefab, pos, rot);
tileTransformList.Add (tileT) ;
tileT.localScale*=gridSize;
tileT.parent=parentT;
tileT.gameObject.layer=TBTK.GetLayerTile () ;
Tile tile=tileT.gameObject.AddComponent<Tile> (
tile.type= TileType.Hex;
tile.x=1;
tile.y=-((i+1)/2)+n;
tile.z=-(1/2) -n;
grid.tilelList.Add(tile); }}
grid.AssignIndex () ;
if (unwalkableRate>0) {
int unwalkableCount=(int) (grid.tilelList.Count*unwalkableRate) ;
for (int i=0; i<unwalkableCount; i++) {
int rand=Random.Range (0, grid.tilelList.Count);
grid.tilelist[rand] .walkable=false;
grid.tilelList[rand] .gameObject.SetActive (false);}}
float x=(width-1) *spaceX; float z=(length-1) *spaceZ;
parentT.position-=new Vector3(x/2, 0, z/2);
Transform newParentT=new GameObject ("HexGrid") .transform;
for (int i=0; i<tileTransformList.Count; i++)
tileTransformList[i].parent=newParentT;
DestroyImmediate (parentT.gameObject) ;
grid.gridObj=newParentT.gameObject;
//newParentT.gameObject.AddComponent<CombineMesh> () ;
newParentT.gameObject.layer=TBTK.GetLayerTile () ;
if (colType==GridManager. GridColliderType.Master) {
BoxCollider
boxCol=newParentT.gameObject.AddComponent<BoxCollider> () ;
boxCol.size=new Vector3 (5000, 0, 5000);}
return grid;}
public static void FitGridToTerrain (List<Tile> tilelist, float
baseHeight=0) {
LayerMask mask=1<<TBTK.GetLayerTerrain();
RaycastHit hit;
for (int i=0; i<tilelList.Count; i++) {
Vector3 castPoint=tilelist[i].GetPos();
castPoint.y=50;//Mathf.Infinity;
if (Physics.Raycast (castPoint, Vector3.down, out hit,
Mathf.Infinity, mask)) {
tilelist[i].transform.position=hit.point+new
Vector3 (0, 0.05f, 0);}}}
public static void CombineMesh (Transform targetT) {
MeshFilter[] meshFilters =
targetT.GetComponentsInChildren<MeshFilter> () ;
CombineInstance[] combine = new
CombineInstance [meshFilters.Length];
int 1 = 0;
while (i<meshFilters.Length) {
combine[i] .mesh = meshFilters[i].sharedMesh;
combine[i].transform =
meshFilters[i].transform.localToWorldMatrix;
meshFilters[i] .gameObject.SetActive (false);
i++;}
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MeshRenderer mRenderer=targetT.GetComponent<MeshRenderer> () ;

i1f (mRenderer==null)
mRenderer=targetT.gameObject.AddComponent<MeshRenderer> () ;

mRenderer.sharedMaterial=meshFilters[0].gameObject.GetComponent<MeshRend

erer> () .sharedMaterial;

mRenderer.receiveShadows=false;

mRenderer.shadowCastingMode=ShadowCastingMode.Off;

MeshFilter mFilter=targetT.GetComponent<MeshFilter>();

if (mFilter==null)
mFilter=targetT.gameObject.AddComponent<MeshFilter> () ;

DestroyImmediate (mFilter.sharedMesh) ;

mFilter.sharedMesh = new Mesh({();

mFilter.sharedMesh.CombineMeshes (combine); }}}

JlicTmur GridManager.cs

using UnityEngine;using System.Collections;using System.Collections.Generic;
using TBTK;
namespace TBTK({

public class GridManager : MonoBehaviour ({
public bool generateGridOnStart=false;
public TileType tileType= TileType.Hex;
public static TileType GetTileType(){ return instance.tileType; }
public enum GridColliderType{ Master, Individual }
public GridColliderType gridColliderType= GridColliderType.Master;
public bool enableDiagonalNeighbour=false; //for square tile only
public static bool EnableDiagonalNeighbour () { return
instance.enableDiagonalNeighbour; }
public int width=5;
public int length=5;
public float tileSize=1;
public static float GetTileSize(){ return instance.grid.GetTileSize(); }
public float gridToTileRatio=1;
public static float GetGridToTileSizeRatio(){ return
instance.grid.GetGridToTileRatio(); }
public float unwalkableRate=0;
//the prefab for obstacle
public Transform obstacleWallH;
public Transform obstacleWallF;
public Transform obstacleHexF;
public Transform obstacleHexH;
public Transform obstacleSqgF;
public Transform obstacleSgH;
public static Transform GetWallObstacleT (int type=1){ //l-half, 2-full
return type==1 ? instance.obstacleWallH : instance.obstacleWallF ;}
public static Transform GetObstacleT (int type=1) {
if (instance.tileType== TileType.Hex) return type==1 ?

instance.obstacleHexH : instance.obstacleHexF ;
if (instance.tileType== TileType.Square) return type==1 ?
instance.obstacleSgH : instance.obstacleSqgF ;

return null;}

//the prefab for cursor and indicators
public Transform hexCursor;

public Transform hexSelected;

public Transform hexHostile;

public Transform sgCursor;

public Transform sgSelected;

public Transform sqHostile;

//active cursor and indicator in used during runtime
private Transform indicatorCursor;
private Transform indicatorSelected;



//private List<Transform> indicatorHostileList=new

List<Transform> () ;

//on grid overlays for cover
public List<Transform> coverHOverlayList=new List<Transform>();

public List<Transform> coverFOverlayList=new

//material for each individual tile

public
public
public
public
public
public
public
public
public
public
public
public
public
public
public
public
public
public
public
public
public

public static Material

Material
Material
Material
Material
Material
Material
Material
Material
Material
Material
Material
Material
Material
Material
Material
Material
Material
Material
Material
Material

hexMatNormal;
hexMatSelected;
hexMatWalkable;
hexMatUnwalkable;
hexMatHostile;
hexMatRange;
hexMatAbilityAll;
hexMatAbilityHostile;
hexMatAbilityFriendly;
hexMatInvisible;
sgMatNormal;
sgMatSelected;
sgMatWalkable;
sgMatUnwalkable;
sgMatHostile;
sgMatRange;
sgMatAbilityAll;
sgMatAbilityHostile;
sgMatAbilityFriendly;
sgMatInvisible;

static Material GetMatNormal () {
instance. GetMatNormal(); }
public static Material GetMatSelected(){ return
instance. GetMatSelected();
public static Material GetMatWalkable(){ return
instance. GetMatWalkable();

}

}

instance. GetMatUnwalkable(); }
public static Material GetMatHostile () {
instance. GetMatHostile();

public static Material GetMatRange () {
instance. GetMatRange (); }

public static Material GetMatAbilityAll () {
instance. GetMatABAll(); }

public static Material GetMatAbilityHostile() {

instance. GetMatABHostile();
public static Material

}

return

GetMatUnwalkable () { return

return

return

return

return

GetMatAbilityFriendly () { return

return

return tileType== TileType.

return tileType== TileType.

1; 1}

instance. GetMatABFriendly(); }
public static Material GetMatInvisible () {
instance. GetMatInvisible(); }
public Material GetMatNormal () { return
tileType== TileType.Hex ? hexMatNormal : sgMatNormal; }
public Material GetMatSelected() {
? hexMatSelected sgMatSelected; }
public Material GetMatWalkable () {
? hexMatWalkable sgMatWalkable; }
public Material GetMatUnwalkable(){ return
tileType== TileType.Hex ? hexMatUnwalkable sgMatUnwalkable; }
public Material GetMatHostile () { return
tileType== TileType.Hex ? hexMatHostile : sgMatHostile; }
public Material GetMatRange () { return
tileType== TileType.Hex ? hexMatRange : sgMatRange; }
public Material GetMatABAll () { return
tileType== TileType.Hex ? hexMatAbilityAll : sgMatAbilityAl
public Material GetMatABHostile () { return

tileType== TileType.Hex ? hexMatAbilityHostile

sgMatAbilityHostile;
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List<Transform> () ;

Hex

Hex
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public Material GetMatABFriendly () { return
tileType== TileType.Hex ? hexMatAbilityFriendly : sgMatAbilityFriendly; }
public Material GetMatInvisible () { return

tileType== TileType.Hex ? hexMatInvisible : sgMatInvisible; }
//the grid instance which contains the current grid in scene
public Grid grid=null;
public Grid GetGrid(){ return grid; }
public static List<Tile> GetTilelList () { return
instance.grid.tilelist; }
public static GameObject GetGridObject () { return
instance.grid.GetGridObject () ;
//temporarily tile list for selected unit storing attackable and
walkable tiles, reset when a new unit is selected
private List<Tile> walkableTilelList=new List<Tile>();
private List<Tile> attackableTilelist=new List<Tile>();
private static GridManager instance;
//public static void SetInstance(){ if (instance==null)
instance=(GridManager) FindObjectOfType (typeof (GridManager)); }
public void SetInstance(){ instance=this; } //called in GridEditor
public static GridManager GetInstance(){ return instance; }
void Awake () {
if (instance==null) instance=this;}
// initiate all the indicators and overlay
void Start () { ClearAllTile () ;}
//called by GameControl at the start of a scene
public void Init () {
if (instance==null) instance=this;
if (generateGridOnStart) GenerateGrid();
grid.Init();
//if (gridColliderType== GridColliderType.Master)
GridGenerator.CombineMeshForGrid (grid.gridObj.transform) ;}
//called by GameControl to setup the grid for Fog-of-war
public static void SetupGridForFogOfWar () {
FogOfWar.InitGrid(instance.grid.tilelList); }
public static void OnUnitDestroyed (Unit unit) {
instance. OnUnitDestroyed(unit); }
void OnUnitDestroyed(Unit unit) {
if (GameControl.GetSelectedUnit ()==null) return;
Tile tile=unit.tile;
if (attackableTileList.Contains (tile)) {
attackableTileList.Remove (tile) ; //remove from target tile
OverlayManager.RemoveHostileIndicator (tile);}
int dist=GetDistance (tile, GameControl.GetSelectedUnit().tile, true);
if(dist>0 &&
dist<GameControl.GetSelectedUnit () .GetMoveRange ()){ //if within walkable
distance, add to walkable tile since the tile is now open
walkableTileList.Add(tile);
OverlayManager.ShowMoveableIndicator (walkableTileList);}}
public static Tile GetTileOnCursor (Vector3 cursorPos) {
LayerMask mask=1<<TBTK.GetLayerTile() |
1<<TBTK.GetLayerTerrain () ;
Ray ray = Camera.main.ScreenPointToRay (cursorPos) ;
RaycastHit hit;
if (Physics.Raycast (ray, out hit, Mathf.Infinity, mask)) {
//Debug.Log (hit.collider.gameObject) ;
return GetTileOnPos (hit.point) ;}
return null;}
public Tile tilel;
public Tile tile2;
// Update is called once per frame
private Tile hoveredTile;
public static Tile GetHoveredTile(){ return instance.hoveredTile; }
//private int cursorID=-1;
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private bool cursorDown;
private bool invalidCursor;
private Vector3 cursorPosition;
void Update () {
invalidCursor=false;
//cursorID=-1;
cursorPosition=Input.mousePosition;
if (Input.touchCount>1) invalidCursor=true;
else if (Input.touchCount==1) {
cursorPosition=TBTK.GetFirstTouchPosition () ;
//cursorID=0; }
if(!invalidCursor) {
Tile newTile=GetTileOnCursor (cursorPosition);
if (newTile!=hoveredTile) {
if (newTile==null && hoveredTile!=null) ClearHoveredTile():;
else(
ClearHoveredTile () ;
NewHoveredTile (newTile); }}}}
//for debug only
public static void DebugDrawNeighbour (Tile tile) {
List<Tile> tilelList=tile.GetNeighbourList () ;
for(int i=0; i<tileList.Count; i++) {

Debug.DrawlLine (tile.GetPos (), tilelList[i].GetPos(), Color.white, 1f);}
List<Tile> dcTilelList=tile.GetDCNeighbourList () ;
for(int i=0; i<dcTileList.Count; i++) {

Debug.DrawlLine (tile.GetPos (), dcTilelList[i].GetPos(), Color.red, 1f);}}

public static void OnCursorDown (int cursorID=-1) {
instance._OnCursorDown(cursorID); }
public void OnCursorDown (int cursorID=-1) {
//Debug.Log (" OnCursorDown") ;
if (hoveredTile==null) return

1f (TBTK.IsCursorOnUI (cursorID)) return;

if (!TurnControl.ClearToProceed()) return;

if (GameControl.GetGamePhase () == GamePhase.Over) return;

if (GameControl.GetGamePhase () == GamePhase.UnitDeployment) {

if (hoveredTile.unit==null)
FactionManager.DeployUnitOnTile (hoveredTile) ;
else if (hoveredTile.unit!=null)
FactionManager.UndeployUnit (hoveredTile.unit) ;
return;}
if (AbilityManager.InTargetMode ()) {
Debug.Log ("AbilityTargetSelected") ;
targetModeTargetSelected (hoveredTile) ; }
else OnTile (hoveredTile) ;}
//call when cursor just hover over a new tile
public static void NewHoveredTile (Tile tile) {
instance. NewHoveredTile(tile); }
void NewHoveredTile (Tile tile) {
hoveredTile=tile;
if (AbilityManager.InTargetMode () ) {
SetTargetModeHoveredTile (tile) ;

return; }
bool isWalkable=walkableTileList.Contains(tile);
bool isSelectedUnitTile=GameControl.GetSelectedUnit ()==null ? false : true;

if (isSelectedUnitTile)
isSelectedUnitTile=GameControl.GetSelectedUnit () .tile!=tile ? false : true ;
//show cover overlay if cover-system is enabled
if (GameControl.EnableCover () && (isWalkable ||
isSelectedUnitTile)) {
OverlayManager.ShowCoverOverlay (tile);}
//highlight potential target for the unit to be moved into this tile
if (isWalkable && GameControl.GetSelectedUnit () .CanAttack()) {
SetWalkableHostileList (tile) ;}
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TBTK.OnHoverTile (tile) ;}
//cleared the tile which has just been hovered over by the cursor
public static void ClearHoveredTile () {
instance. ClearHoveredTile(); }
void ClearHoveredTile () {
if (hoveredTile!=null) {

ClearWalkableHostileList () ;}
ShowHostileIndicator (attackableTileList);
hoveredTile=null;
OverlayManager.HideCoverOverlay () ;

if (AbilityManager.InTargetMode ()) ClearTargetModeHoveredTile();
TBTK.OnHoverTile (null) ;}

//for when hover over a walkable tile, show the potential target
if move into that tile

void SetWalkableHostilelList (Tile tile) {
ClearHostileIndicator () ;
List<Tile> tempAttackableTilelist=tile.GetHostileInRange () ;
for (int i=0; i<tempAttackableTileList.Count; i++) {
if (!tempAttackableTilelList[i].IsVisible()) {
tempAttackableTileList.RemovelAt (1); i-=1;1}}
ShowHostileIndicator (tempAttackableTilelList) ;}
void ClearWalkableHostileList () { ClearHostileIndicator(); }
//these section are related to target tile selecting when using abilities
public delegate void TargetModeCB (Tile tile);
private TargetModeCB targetModeSelectCallBack;
private TargetModeCB targetModeHoverCallBack;
private TargetModeCB targetModeExitCallBack;
public static void AbilityTargetSelectMode (TargetModeCB sCallBack,
TargetModeCB hCallBack, TargetModeCB eCallBack) {
//instance.targetMode=true;
instance.targetModeSelectCallBack=sCallBack;
instance.targetModeHoverCallBack=hCallBack;
instance.targetModeExitCallBack=eCallBack;
ClearAllTile () ;}
public static void ClearTargetSelectMode () {
//instance.targetMode=false;
instance.targetModeSelectCallBack=null;
instance.targetModeHoverCallBack=null;
instance.targetModeExitCallBack=null;
OverlayManager.EnableTileCursor () ;}
private void SetTargetModeHoveredTile (Tile tile) {
if (targetModeHoverCallBack!=null)
targetModeHoverCallBack (tile);}
private void ClearTargetModeHoveredTile () {
targetModeExitCallBack (null);}
private void targetModeTargetSelected(Tile tile) {
if (targetModeSelectCallBack!=null)
targetModeSelectCallBack(tile);}
//end target mode related function
//calculate the tile in the grid based on a position in the world
public static Tile GetTileOnPos (Vector3 pos){ //the static
function is only called by GridEditor
return instance!=null ? instance. GetTileOnPos (pos) : null;}
public Tile GetTileOnPos (Vector3 point) {
Tile tile=null;
Vector3 cPoint=grid.GetGridCenterPoint () ;
int gridOffsetX=width/2;
int gridOffsetZ=length/2;
if (tileType== TileType.Hex) {
float spaceX=GridGenerator.spaceXHex*tileSize*gridToTileRatio;
float spaceZ=GridGenerator.spaceZHex*tileSize*gridToTileRatio;
//for symetry hex-grid

space
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float offX=width%2==1 ? spaceX/2 : 0; //depends on
the with of the gird, set the offset of x-axis
int column=(int)Mathf.Floor ((point.x+offX-cPoint.x) /spaceX)+gridOffsetX;
float offZ=column%2==1 ? spaceZ : spaceZ/2;
//depends on the column, introduce a offset of half a tile (odd number column
has more row)
if (length%2==1) offZ-=spaceZ/2;
//depends on the length of the grid, modify the offset
int row=(int)Mathf.Floor ((point.z-offZ-
cPoint.z) /spaceZ)+gridOffset?Z;
int tileID=column*length+row-column/2;
grid.tilelList[tileID].GetPos()+new Vector3(.5f, 0, 0), Color.red, .5f);
if(tileID<0 || tileID>=grid.tilelist.Count) return null;
tile=grid.tilelList[tileID];
//Debug.Log (Vector3.Distance (tile.GetPos (), point)+"
"+ (GridGenerator.spaceZHex*tileSize));
if (Vector3.Distance(tile.GetPos(),
point)>GridGenerator.spaceZHex*tileSize*.5f) return null;}
else if (tileType== TileType.Square) {
float spaceX=tileSize*gridToTileRatio;
float spaceZ=tileSize*gridToTileRatio;
float offX=width%2==1 ? spaceX/2 : 0; //depends on
the with of the gird, set the offset of x-axis
float offZ=length%2==1 ? spaceZ/2 : 0; //depends on
the length of the grid, introduce a offset of half a tile
int column=(int)Mathf.Floor ((point.x+offX-
cPoint.x) /spaceX)+gridOffsetX;
int row=(int)Mathf.Floor ((point.z+offZ-
cPoint.z) /spaceZ)+gridOffset?Z;
int tileID=column*length+row;
if(tileID<0 || tileID>=grid.tilelist.Count) return null;
tile=grid.tileList[tileID];
if (Vector3.Distance (tile.GetPos(),
point)>tileSize*.65f) return null;}
return tile;}
public void GenerateGrid() {
Debug.Log ("generate grid");
FactionManager factionManager=FactionManager.SetInstance();
if (factionManager!=null) {
factionManager.ClearUnit () ;
factionManager.RecordSpawnTilePos () ; //this 1is to
record the tile of the spawn and deploy area
}
if(grid!=null) grid.ClearGrid();
if (tileType== TileType.Hex) {
grid=GridGenerator.GenerateHexGrid (width, length,
tileSize, gridToTileRatio, unwalkableRate, gridColliderType);}
else if (tileType== TileType.Square) {
grid=GridGenerator.GenerateSquareGrid(width, length,
tileSize, gridToTileRatio, unwalkableRate, gridColliderType);}
if(grid.gridObj!=null)
grid.gridObj.transform.parent=transform.parent;
if (factionManager!=null) {
factionManager.SetStartingTileListBaseOnPos (tileSize*gridToTileRatio);
//this is to set the tiles of the spawn and deploy area bsaed on the
stored info earlier
if (factionManager.generateUnitOnStart)
factionManager. GenerateUnit();}}
//when player click on a particular tile
public static void OnTile(Tile tile){ instance. OnTile(tile); }
public void OnTile(Tile tile) {
if (!FactionManager.IsPlayerTurn()) return;
if(tile.unit!=null) {
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if (attackableTilelList.Contains(tile))
GameControl.GetSelectedUnit () .Attack(tile.unit);
else GameControl.SelectUnit (tile.unit);}
//if the tile is within the move range of current selected
unit, move to it
else if (walkableTileList.Contains (tile)) {
ClearWalkableHostileList () ; //in case the unit move
into the destination and has insufficient ap to attack
GameControl.GetSelectedUnit () .Move (tile);}
ClearHoveredTile () ; //clear the hovered tile so all the UI overlay
will be cleared}

//when player right-click on a particular tile

//only used to set unit, facing

public static void OnTileAlt (Tile tile) {
instance. OnTileAlt (tile); }

public void OnTileAlt (Tile tile) {

if (!FactionManager.IsPlayerTurn()) return;
//change the unit facing}
//select a unit, setup the walkable, attackable tiles and what not
public static void SelectUnit (Unit unit) {
ClearAllTile();
//unit.tile.SetState( TileState.Selected);
if (unit.CanMove ()) instance.SetupWalkableTileList (unit);
if (unit.CanAttack()) instance.SetupAttackableTilelList (unit);
//instance.indicatorSelected.position=unit.tile.GetPos () ;
OverlayManager.SelectUnit (unit) ;}

//function to setup and clear walkable tiles in range for current
selected unit

private void ClearWalkableTileList () {

for (int i=0; i<walkableTilelList.Count; i++) {
//walkableTileList[i].SetState( TileState.Default);
walkableTilelList[i] .hostileInRangelist=new List<Tile>();
walkableTilelList[i].distance=0;}
walkableTilelList=new List<Tile>();
OverlayManager.ClearMoveableIndicator () ;
private void SetupWalkableTileList (Unit unit) {
ClearWalkableTileList ()
List<Tile> newlList=GetTilesWithinDistance (unit.tile,
unit.GetEffectiveMoveRange (), true, true);
for (int i=0; i<newList.Count; i++) {
if (newList[i] .unit==null) {
walkableTilelList.Add (newList[i]);
//newList[1i].SetState( TileState.Walkable);}}
SetupHostileInRangeforTile (unit, walkableTilelist);
OverlayManager.ShowMoveableIndicator (walkableTilelList);}

//function to setup and clear attackble tiles in range for current
selected unit

private void ClearAttackableTileList () {

//for (int i=0; i<attackableTilelList.Count; i++)
attackableTileList[i].SetState( TileState.Default);
attackableTilelList=new List<Tile>();}

private void SetupAttackableTileList (Unit unit) {

ClearAttackableTilelList ()
attackableTilelList=unit.tile.SetupHostileInRange () ;
//for (int i=0; i<attackableTilelList.Count; i++)
attackableTileList[i] .SetState( TileState.Hostile);
ShowHostileIndicator (attackableTilelList) ;}

//given a unit and a list of tiles, setup the attackable tiles
with that unit in each of those given tiles. the attackble tile list are
stored in each corresponding tile

public static void SetupHostileInRangeforTile (Unit unit, Tile
tile){ SetupHostileInRangeforTile (unit, new List<Tile>{ tile 1}); }

}
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public static void SetupHostileInRangeforTile (Unit unit,
List<Tile> tileList) {
List<Unit> allUnitList=FactionManager.GetAllUnit () ;
List<Unit> allHostileUnitList=new List<Unit>();
for (int i=0; i<allUnitList.Count; i++) {
if(allUnitList[i].factionID!=unit.factionID)
allHostileUnitList.Add(allUnitList[i]);}
List<Unit> allFriendlyUnitList=new List<Unit>();
if (GameControl.EnableFogOfWar () )
allFriendlyUnitList=FactionManager.GetAllUnitsOfFaction (unit.factionID) ;
int range=unit.GetAttackRange () ;
int rangeMin=unit.GetAttackRangeMin () ;
int sight=unit.GetSight () ;
for (int i=0; i<tilelList.Count; i++) {
Tile srcTile=tileList[i];
List<Tile> hostileInRangelist=new List<Tile> () ;
for (int j=0; j<allHostileUnitList.Count; j++) {
Tile targetTile=allHostileUnitList[j].tile;
if (GridManager.GetDistance (srcTile, targetTile)>range) continue;
if (GridManager.GetDistance (srcTile, targetTile)<rangeMin) continue;
if (!GameControl.EnableFogOfWar () &&
!GameControl.AttackThroughObstacle () ) {
if (!FogOfWar.InLOS (srcTile, targetTile, 0)) continue;}
bool inSight=GameControl.EnableFogOfWar () ? false : true;
if (GameControl.EnableFogOfWar ()) {
if (FogOfWar.InLOS (srcTile, targetTile) &&
GridManager.GetDistance (srcTile, targetTile)<=sight) {
inSight=true;}
else if(!unit.requireDirectLOSToAttack) {
for (int n=0; n<allFriendlyUnitList.Count; n++) {
if(allFriendlyUnitList[n]==unit) continue;
if (GridManager.GetDistance (allFriendlyUnitList[n].tile,
targetTile)>allFriendlyUnitList[n].GetSight()) continue;
if (FogOfWar.InLOS (allFriendlyUnitList[n].tile, targetTile)) {
inSight=true;
break;}}}}
if (inSight) hostileInRangelList.Add(targetTile);}

tileList[i].SetHostileInRange (hostileInRangelList);}}
//reset all selection, walkablelist and what not
public static void ClearAllTile() {
instance.ClearWalkableTileList () ;
instance.ClearAttackableTilelList () ;
instance.ClearWalkableHostileList () ;
OverlayManager.ClearSelection() ;}
public void ClearHostileIndicator () {
OverlayManager.ClearHostileIndicator (); }
public void ShowHostileIndicator (List<Tile> list) {
OverlayManager.ShowHostileIndicator (list); }
//called to setup tile for player's faction unit deployment, they
need to be highlighted
private List<Tile> currentDeployableTilelList=new List<Tile>();
public static void DeployingFaction (int factionID) {
instance. DeployingFaction (factionID); }
public void DeployingFaction (int factionID) {
currentDeployableTileList= GetDeployableTileList (factionID);
//for (int i1i=0; i<currentDeployableTileList.Count; i++)
currentDeployableTileList[i].SetState( TileState.Range);
OverlayManager.ShowDeploymentIndicator (currentDeployableTilelist);}
public static void FactionDeploymentComplete () {
instance. FactionDeploymentComplete(); }
public void FactionDeploymentComplete () {
currentDeployableTileList=new List<Tile>();
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//for (int i1i=0; i<currentDeployableTileList.Count; i++)
currentDeployableTileList[i].SetState( TileState.Default);
OverlayManager.ClearDeploymentIndicator () ;}
//get delployable tile list for certain faction
public static List<Tile> GetDeployableTileList (int factionID) {
return instance. GetDeployableTileList (factionID); }
public List<Tile> GetDeployableTileList (int factionID) {
List<Tile> deployableTilelList=new List<Tile>();
for (int i=0; i<grid.tilelList.Count; i++) {
if (grid.tilelList[i].deployArealD==factionID)
deployableTilelList.Add (grid.tileList[i]);}
return deployableTilelist;}
public static int GetDeployableTileListCount () { return
instance. GetDeployableTileListCount(); }
public int GetDeployableTileListCount () {
int count=0;
for (int i=0; i<currentDeployableTileList.Count; i++) {
if (currentDeployableTilelist[i] .unit==null) count+=1;}
return count;}
public static bool CanAttackTile(Tile tile) { return
instance.attackableTilelList.Contains(tile); }
public static bool CanMoveToTile(Tile tile){ return
instance.walkableTilelList.Contains(tile); }
public static bool CanCastAbility(Tile tile){ return
AbilityManager.CanCastAbility(tile); }
public static bool CanPerFormAction (Tile tile) {
return CanAttackTile(tile) | CanMoveToTile(tile) |
CanCastAbility(tile);}
//to get all the tiles within certain distance from a particular tile
//set distance is only used when called from SetupWalkableTileList
(to record the distance of each tile from the source tile)
public static List<Tile> GetTilesWithinDistance (Tile tile, int
dist, bool walkableOnly=false, bool setDistance=false, int minDist=0) {
return instance.grid.GetTilesWithinDistance(tile, dist,
walkableOnly, setDistance, minDist);}
//get the distance (in term of tile) between 2 tiles,
public static int GetDistance(Tile tilel, Tile tile2, bool
walkable=false) {
if (!walkable) return instance.grid.GetDistance (tilel,
tile2);
else return instance.grid.GetWalkableDistance(tilel, tile2);}
public static float GetAngleFromTileToCursor (Tile targetTile) {
float angle=0;
LayerMask mask=1<<TBTK.GetLayerTile() ;
Ray ray = Camera.main.ScreenPointToRay (Input.mousePosition);
RaycastHit hit;
if (Physics.Raycast (ray, out hit, Mathf.Infinity, mask)) {
Vector3 dir=(hit.point-targetTile.GetPos());

if (GetTileType ()== TileType.Hex) angle=90-
Utilities.VectorToAngle60 (new Vector2 (dir.x, dir.z));
if (GetTileType ()==_TileType.Square) angle=90-
Utilities.VectorToAngle90 (new Vector2 (dir.x, dir.z));}
return angle; }

public static List<Tile> GetTilesInALine (Tile srcTile, Tile
tgtTile, int range, bool walkableOnly=true) {
float angle=0;
if (tgtTile==null) angle=GetAngleFromTileToCursor (srcTile);
else{
Vector3 dir=(tgtTile.GetPos()-srcTile.GetPos());
if (GetTileType ()==_TileType.Hex)
angle=Utilities.VectorToAngle60 (new Vector2(dir.x, dir.z));
if (GetTileType ()==_TileType.Square)
angle=Utilities.VectorToAngle90 (new Vector2(dir.x, dir.z));}
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List<Tile> tilelList=new List<Tile>();
Tile nextTile=null;
for (int i=0; i<range; i++) {
nextTile=srcTile.GetNeighbourFromAngle (angle) ;
if (walkableOnly && !nextTile.walkable) break;
if (nextTile!=null ) {
tileList.Add (nextTile);
srcTile=nextTile; }
else break;}
return tileList;}}}

JlicTmur OverlayManager.cs

using UnityEngine;using System.Collections;using System.Collections.Generic;
using TBTK;
namespace TBTK({

public class OverlayManager : MonoBehaviour {

private Transform thisT;

private int maxUnitCount;

private Transform cursorIndicatorF;

private Transform cursorIndicatorH;

private Transform selectIndicator;

private List<Transform> deploymentIndicatorList=new

List<Transform> () ;

private List<Transform> moveableIndicatorList=new

List<Transform> () ;

private List<Transform> hostileIndicatorList=new

List<Transform> () ;

private List<Transform> abRangeIndicatorList=new

List<Transform> () ;

private List<Transform> abTargetIndicatorList=new

List<Transform> () ;

private List<Transform> movedIndicatorList=new List<Transform>();

[Tooltip("Indicator to show which unit has depleted it's moved") ]

public Transform movedIndicator;

[Header ("Hex Indicator")]

[Tooltip ("For cursor hovered over friendly unit")]

public Transform hexCursorF;

[Tooltip ("For cursor hovered over hostile unit")]

public Transform hexCursorH;

[Tooltip ("To show on the tile with slected unit")]

public Transform hexSelected;

[Tooltip ("To show on tiles available for unit deployment")]

public Transform hexDeployment;

[Tooltip ("To show on empty tiles the selected unit can move into")]

public Transform hexMoveable;

[Tooltip("To show on tiles containing hostile the selected unit
can attack")]

public Transform hexHostile;

[Tooltip("To show on tiles within the range of an ability when
selecting a target for ability")]

public Transform hexAbRange;

[Tooltip("To show on tiles where the ability can be cast on when
selecting a target for ability")]

public Transform hexAbTarget;

[Header ("Square Indicator")]

[Tooltip ("For cursor hovered over friendly unit")]

public Transform sgCursorF;

[Tooltip ("For cursor hovered over hostile unit")]

public Transform sgCursorH;

[Tooltip("To show on the tile with slected unit")]

public Transform sgSelected;
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[Tooltip("To show on tiles available for unit deployment")]
public Transform sgDeployment;
[Tooltip("To show on empty tiles the selected unit can move into")]
public Transform sgMoveable;
[Tooltip("To show on tiles containing hostile the selected unit
can attack")]
public Transform sqHostile;
[Tooltip("To show on tiles within the range of an ability when
selecting a target for ability")]
public Transform sgAbRange;
[Tooltip("To show on tiles where the ability can be cast on when
selecting a target for ability")]
public Transform sgAbTarget;
[Header ("Fog Indicator")]
public Transform hexFogObj;
public Transform sgFogObj;
[Header ("Cover Indicator")]
public Transform coverOverlayH;
public Transform coverOverlayF;
//on grid overlays for cover
private List<Transform> coverOverlayHList=new List<Transform>();
private List<Transform> coverOverlayFList=new List<Transform>();
private static OverlayManager instance;
void Awake () {
instance=this;
thisT=transform; }
void Start () {
Init();}
// Use this for initialization
private bool init=false;
public void Init () {
if (init) return;
init=true;
thisT=transform;
Transform deploymentIndicator=null;
Transform moveableIndicator=null;
Transform hostileIndicator=null;
Transform abRangeIndicator=null;
Transform abTargetIndicator=null;
if (GridManager.GetTileType () == TileType.Hex) {
deploymentIndicator=hexDeployment;
moveableIndicator=hexMoveable;
hostileIndicator=hexHostile;
abRangeIndicator=hexAbRange;
abTargetIndicator=hexAbTarget;
cursorIndicatorF=(Transform) Instantiate (hexCursorF) ;
cursorIndicatorH=(Transform) Instantiate (hexCursorH) ;
selectIndicator=(Transform)Instantiate (hexSelected) ;}
else if (GridManager.GetTileType ()== TileType.Square) {
deploymentIndicator=sqgDeployment;
moveableIndicator=sqMoveable;
hostileIndicator=sqHostile;
abRangeIndicator=sgAbRange;
abTargetIndicator=sgAbTarget;
cursorIndicatorF=(Transform) Instantiate (sqCursorF) ;
cursorIndicatorH=(Transform)Instantiate (sqCursorH) ;
selectIndicator=(Transform)Instantiate (sgSelected);}
cursorIndicatorF.parent=thisT;
cursorIndicatorH.parent=thisT;
selectIndicator.parent=thisT;
for (int i=0; 1i<20; i++){
deploymentIndicatorList.Add((Transform) Instantiate (deploymentIndicator));
deploymentIndicatorList[i].gameObject.SetActive (false);
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deploymentIndicatorList[i] .parent=thisT;}
for (int i=0; 1i<20; i++){
moveableIndicatorList.Add((Transform) Instantiate (moveableIndicator));
moveableIndicatorList[i] .gameObject.SetActive (false);
moveableIndicatorList[i] .parent=thisT; }
for (int i=0; 1i<10; i++) {
hostileIndicatorList.Add((Transform) Instantiate (hostileIndicator));
hostileIndicatorList[i].gameObject.SetActive (false);
hostileIndicatorList[i] .parent=thisT;}
for (int i=0; 1i<20; i++){
abRangeIndicatorList.Add ((Transform) Instantiate (abRangeIndicator)) ;
abRangeIndicatorList[i] .gameObject.SetActive (false) ;
abRangeIndicatorList[i] .parent=thisT;}
for (int i=0; 1i<20; i++){
abTargetIndicatorList.Add ((Transform)Instantiate (abTargetIndicator));
abTargetIndicatorList[i] .gameObject.SetActive (false);
abTargetIndicatorList[i] .parent=thisT; }
if (TurnControl.GetTurnMode () == TurnMode.FactionPerTurn) {
//create the moved indicator
for (int i=0; 1i<10; i++) {
movedIndicatorList.Add((Transform) Instantiate (movedIndicator));
movedIndicatorList[i] .gameObject.SetActive (false);
movedIndicatorList[i] .parent=thisT; }}
if (GameControl.EnableFogOfWar ()) {
Transform fogObj=null;
if (GridManager.GetTileType () == TileType.Hex) fogObj=hexFogObj;
else if (GridManager.GetTileType ()== TileType.Square) fogObj=sgFogObj;
List<Tile> tilelList=GridManager.GetTilelList () ;
for (int i=0; i<tilelList.Count; i++) {
//if (!'tileList[i].walkable) continue;
tileList[i].SetFogOfWarObj ((Transform)Instantiate (fogObj));}}
if (GameControl.EnableCover ()) {
float scaleOffset=GridManager.GetTileType ()== TileType.Hex ? 0.5f : 0.8f ;
float tileSize=GridManager.GetTileSize();
for (int 1=0; i<5; i++){
coverOverlayHList.Add ((Transform)Instantiate (coverOverlayH)) ;
coverOverlayFList.Add ((Transform)Instantiate (coverOverlayF));
coverOverlayHList[i].localScale*=tileSize*scaleOffset;
coverOverlayHList[1] .parent=thisT;
coverOverlayHList [i] .gameObject.SetActive (false);
coverOverlayFList[i].localScale*=tileSize*scaleOffset;
coverOverlayFList[i] .parent=thisT;
coverOverlayFList[i] .gameObject.SetActive (false);}}}
public static void ShowCoverOverlay(Tile tile) {
instance. ShowCoverOverlay(tile); }
public void ShowCoverOverlay(Tile tile) {
for (int i=0; i<tile.coverList.Count; i++) {
if(!tile.coverList[i].enabled) continue;
Transform overlayT=null;
if (tile.coverList[i].type==CoverSystem. CoverType.Full)
overlayT=coverOverlayFList[i];
if(tile.coverList[i].type==CoverSystem. CoverType.Half)
overlayT=coverOverlayHList[i];
overlayT.position=tile.coverList[i].overlayPos;
overlayT.rotation=tile.coverList[i].overlayRot;
overlayT.gameObject.SetActive (true); }}
public static void HideCoverOverlay () {
instance. HideCoverOverlay(); }
public void HideCoverOverlay () {
for (int i=0; i<coverOverlayHList.Count; i++)
coverOverlayHList[i] .gameObject.SetActive (false);
for (int i=0; i<coverOverlayFList.Count; i++)
coverOverlayFList[i] .gameObject.SetActive (false);}
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void Update () {TileCursor () ;}
private bool enableTileCursor=true;
public static void EnableTileCursor () {
instance.enableTileCursor=true; }
public static void DisableTileCursor () {
instance.enableTileCursor=false; }
private void TileCursor () {
if (!enableTileCursor) return;
if (GridManager.GetHoveredTile ()==null) {
cursorIndicatorF.gameObject.SetActive (false);
cursorIndicatorH.gameObject.SetActive (false);}
else{cursorIndicatorF.position=GridManager.GetHovered
Tile() .GetPos () +tnew Vector3(0, 0.05f, 0);
cursorIndicatorH.position=GridManager.GetHoveredTile ()
.GetPos () +tnew Vector3(0, 0.05f, 0);
bool attackable=GridManager.CanAttackTile (GridManager.GetHoveredTile());
cursorIndicatorH.gameObject.SetActive (attackable);// &
!'selected);
cursorIndicatorF.gameObject.SetActive (!attackable);//
& !selected);}
//new turn, clear all indicator
private void OnNewTurn () {
if (TurnControl.GetTurnMode () != TurnMode.FactionPerTurn) return;
for (int i=0; i<movedIndicatorList.Count; i++) {
movedIndicatorList[i].gameObject.SetActive (false);}}
//when a unit completes it's move, put an unused indicator on the unit tile
//this will only be called if the unit in question is player unit
private void OnUnitMoveDepleted (Unit unit) {
if (TurnControl.GetTurnMode () != TurnMode.FactionPerTurn) return;
int index=-1;
for (int i=0; i<movedIndicatorList.Count; i++) {
if (movedIndicatorList[i] .gameObject.activeInHierarchy) {
index=i;
break;//continue; }}
1f (index==-1) {
Transform
moveIndicatorT=(Transform) Instantiate (movedIndicatorList[0]) ;
movelIndicatorT.parent=transform;
movedIndicatorList.Add (moveIndicatorT) ;
index=movedIndicatorList.Count-1;}
movedIndicatorList[index] .position=unit.tile.GetPos();
movedIndicatorList[index] .gameObject.SetActive (true);}
public static void ClearDeploymentIndicator () {
instance. ClearDeploymentIndicator(); }
public void ClearDeploymentIndicator () {
for (int i=0; i<deploymentIndicatorList.Count; i++)
deploymentIndicatorList[i].gameObject.SetActive (false);}
public static void ShowDeploymentIndicator (List<Tile> list) {
instance. ShowDeploymentIndicator (list); }
public void ShowDeploymentIndicator (List<Tile> list) {
while (deploymentIndicatorList.Count<list.Count) {
Transform
deploymentIndicatorT=(Transform)Instantiate (deploymentIndicatorList[0]);
deploymentIndicatorT.parent=transform;
deploymentIndicatorList.Add (deploymentIndicatorT) ;}
for (int i=0; i<list.Count; i++){
deploymentIndicatorList[i] .position=1ist[i].GetPos();
deploymentIndicatorList[i].gameObject.SetActive (true);}}
public static void ClearMoveableIndicator () {
instance. ClearMoveableIndicator(); }
public void ClearMoveableIndicator () {
for (int i=0; i<moveableIndicatorList.Count; i++)
moveableIndicatorList[i] .gameObject.SetActive (false);}



public static void ShowMoveableIndicator (List<Tile> list) {
instance. ShowMoveableIndicator (list); }
public void ShowMoveableIndicator (List<Tile> list)
while (moveableIndicatorList.Count<list.Count)
Transform
moveableIndicatorT=(Transform) Instantiate (moveableIndicatorList([0]);
moveableIndicatorT.parent=transform;
moveableIndicatorList.Add (moveableIndicatorT) ; }
for(int i=0; i<list.Count; i++) {
moveableIndicatorList[i] .position=1ist[i].GetPos ()

{
{

moveableIndicatorList[i].gameObject.SetActive (true);

ScaleTransformUp (moveableIndicatorList[i]);}}
public static void ClearHostileIndicator () {
instance. ClearHostileIndicator(); }
public void ClearHostileIndicator () {
for (int i=0; i<hostileIndicatorList.Count; i++)
hostileIndicatorList[i].gameObject.SetActive (false);}
public static void ShowHostileIndicator (List<Tile> list) {
instance. ShowHostilelIndicator (list); }
public void ShowHostilelIndicator (List<Tile> list) {
while (hostileIndicatorList.Count<list.Count) {
Transform
hostileIndicatorT=(Transform) Instantiate (hostileIndicatorList[0]);
hostileIndicatorT.parent=transform;
hostileIndicatorList.Add (hostileIndicatorT);}
for (int i=0; i<list.Count; i++) {
hostileIndicatorList[i].position=1list[i].GetPos();
hostileIndicatorList[i] .gameObject.SetActive (true) ;
ScaleTransformUp (hostileIndicatorList[i]);}}
public static void RemoveHostileIndicator (Tile tile) {
instance. RemoveHostileIndicator(tile); }
public void RemoveHostileIndicator (Tile tile) {
for (int i=0; i<hostileIndicatorList.Count; i++) {
if (hostileIndicatorList[i].position==tile.GetPos())
hostileIndicatorList[i].gameObject.SetActive (false);}}
public static void ClearAbilityRangeIndicator () {
instance. ClearAbilityRangeIndicator(); }
public void ClearAbilityRangelIndicator () {
for (int i=0; i<abRangeIndicatorList.Count; i++)
abRangeIndicatorList[i] .gameObject.SetActive (false);}
public static void ShowAbilityRangeIndicator (List<Tile> list) {
instance. ShowAbilityRangeIndicator (list); }
public void ShowAbilityRangelIndicator (List<Tile> list) {
while (abRangeIndicatorList.Count<list.Count) {
Transform
abRangeIndicatorT=(Transform) Instantiate (abRangeIndicatorList[0]);
abRangeIndicatorT.parent=transform;
abRangeIndicatorList.Add (abRangeIndicatorT) ;}
for (int i=0; i<list.Count; i++) {
abRangeIndicatorList[i] .position=1list[i].GetPos();
abRangeIndicatorList[i] .gameObject.SetActive (true);
ScaleTransformUp (abRangeIndicatorList[i]) }}
public static void ClearAbilityTargetIndicator () {
instance. ClearAbilityTargetIndicator(); }
public void ClearAbilityTargetIndicator () {
for (int i=0; i<abTargetIndicatorList.Count; i++)
abTargetIndicatorList[i] .gameObject.SetActive (false);}
public static void ShowAbilityTargetIndicator (List<Tile> list) {
instance. ShowAbilityTargetIndicator (list); }
public void ShowAbilityTargetIndicator (List<Tile> list) {
while (abTargetIndicatorList.Count<list.Count) {
Transform
abTargetIndicatorT=(Transform) Instantiate (abTargetIndicatorList[0]);
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abTargetIndicatorT.parent=transform;
abTargetIndicatorList.Add (abTargetIndicatorT) ;}
for (int i=0; i<list.Count; i++) {
abTargetIndicatorList[i] .position=1list[i].GetPos();
abTargetIndicatorList[i] .gameObject.SetActive (true);
ScaleTransformUp (abTargetIndicatorList[i]);}}
public static void SelectUnit (Unit unit) {
instance.selectIndicator.position=unit.tile.GetPos () +new
Vector3 (0, 0.05f, 0);
instance.selectIndicator.gameObject.SetActive (true);}
public static void ClearSelection () {
instance.selectIndicator.gameObject.SetActive (false);
instance. ClearMoveableIndicator();
instance. ClearHostileIndicator();}
void ScaleTransformDown (Transform targetT, float duration=0.125f) {
//StartCoroutine (ScaleTransformRoutine (targetT,
GridManager.GetTileSize (), 0, duration))}
void ScaleTransformUp (Transform targetT, float duration=0.125f) {
//StartCoroutine (ScaleTransformRoutine (targetT, 0,
GridManager.GetTileSize (), duration)); }
IEnumerator ScaleTransformRoutine (Transform targetT, float
startVal, float endVal, float dur=0.25f) {
targetT.gameObject.SetActive (true) ;
float duration=0;
Vector3 start=new Vector3(startVal, startVal, startval);
Vector3 end=new Vector3(endVal, endVal, endval):;
targetT.localScale=start;
while (duration<1l) {
targetT.localScale=Vector3.Lerp(start, end, duration);
duration+=Time.deltaTime* (1f/dur) ;
yield return null;}
targetT.localScale=end; }}}

JlicTuur TurnContor.cs

using UnityEngine;using System.Collections;using
System.Collections.Generic;using TBTK;
namespace TBTK({
public enum TurnMode {
FactionPerTurn,
//each faction take turn to move all units in each round
FactionUnitPerTurn,
//each faction take turn to move a single unit in each round
//doesnt use move order
UnitPerTurn,
//all units (regardless of faction) take turn to move according to the stats,
when all unit is moves, the round is completed}
public enum MoveOrder/{

Free,

//unit switching is enabled

Random,

//random fix an order and follow the order throughout
StatsBased

//arrange the order based on unit's stats}
public class TurnControl : MonoBehaviour{
[HideInInspector] public TurnMode turnMode;
public static TurnMode GetTurnMode () { return instance.turnMode; }
[HideInInspector] public MoveOrder moveOrder;
public static MoveOrder GetMoveOrder () { return instance.moveOrder; }
//this is the flag/counter indicate how many action are on-going,
no new action should be able to start as long as this is not clear (>0)
private static int actionInProgress=0;
private int currentTurnID=-1; //indicate how many turn has passed, not in used
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private bool moved=false; //to check if player has make a move on the
turn, used to lock unit switching in FactionUnitPerTurn-FreeMoveOrder mode
public static void CheckPlayerMoveFlag(bool flag=true) {
instance.moved=flag; }
public static bool HasMoved(){ return instance.moved;
public static TurnControl instance;
void Awake () {if (instance==null) instance=this;}
public void Init () {
if (instance==null) instance=this;
actionInProgress=0;
currentTurnID=-1;
if (turnMode== TurnMode.UnitPerTurn) moveOrder= MoveOrder.StatsBased; }
//call by unit when all action is depleted
public static void SelectedUnitMoveDepleted() {
if (GameControl.GetGamePhase () == GamePhase.Over) return;
if (instance.turnMode== TurnMode.FactionPerTurn) {
//1f not in free move order, cant switch to next unit without end turn
if (instance.moveOrder!= MoveOrder.Free) {
TBTK.OnAl1lUnitOutOfMove () ;
if (GameControl.GetSelectedUnit () .HP<=0)
instance.StartCoroutine (instance.AutoEndTurn()) ;}
else(
if (!FactionManager.SelectNextUnitInFaction Free())
TBTK.OnAl1lUnitOutOfMove () ; }}
else if (instance.turnMode== TurnMode.FactionUnitPerTurn) {
TBTK.OnAllUnitOutOfMove () ;
if (GameControl.GetSelectedUnit () .HP<=0)
instance.StartCoroutine (instance.AutoEndTurn () ) ; }
else if (instance.turnMode== TurnMode.UnitPerTurn) {
TBTK.OnAllUnitOutOfMove () ;
if (GameControl.GetSelectedUnit () .HP<=0)
instance.StartCoroutine (instance.AutoEndTurn()); }}
//for when selected unit is destroyed during counter attack
public IEnumerator AutoEndTurn () {
while (!ClearToProceed()) yield return null;
yield return new WaitForSeconds (0.5f);
if (GameControl.GetGamePhase () != GamePhase.Over)
GameControl.EndTurn () ; }
public static void StartGame(){ instance. StartGame(); }
public void StartGame () {
if (turnMode== TurnMode.FactionPerTurn &&
moveOrder!= MoveOrder.Free) {
FactionManager.EndTurn_FactionPerTurn();
TBTK.OnNewTurn (IsPlayerTurn());}
else EndTurn();}
//called in GameControl when endTurn button is pressed, move the
turn forward
//also used when the game first started
public static void EndTurn () {
instance.StartCoroutine (instance. EndTurn()); }
public IEnumerator EndTurn () {
if (GameControl.GetGamePhase () == GamePhase.Over) yield break;
yield return new WaitForSeconds (0.2f);
currentTurnID+=1;
if (turnMode== TurnMode.FactionPerTurn) {
if (moveOrder== MoveOrder.Free)
FactionManager.EndTurn_FactionPerTurn();
else{
if (FactionManager.SelectNextUnitInFaction NotFree()) {
TBTK.OnNewTurn (IsPlayerTurn()) ;
yield break;}
else FactionManager.EndTurn FactionPerTurn();}}
else if (turnMode== TurnMode.FactionUnitPerTurn) {
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CheckPlayerMoveFlag (false) ;
FactionManager.EndTurn FactionUnitPerTurn();}
else if (turnMode== TurnMode.UnitPerTurn) {
FactionManager.EndTurn_UnitPerTurn();
IterateEndTurn() ;
TBTK.OnNewTurn (IsPlayerTurn());}
public void IterateEndTurn () {
List<Faction> facList=FactionManager.GetFactionList () ;
for (int i=0; i<facList.Count; i++) {
Faction fac=facList[i]
for (int n=0; n<fac.abilityInfo.abilityList.Count; n++)
fac.abilityInfo.abilityList[n].currentCD.Iterate();
for (int n=0; n<fac.allUnitList.Count; n++) {
Unit unit=fac.allUnitList[n];
for (int m=0; m<unit.abilityList.Count; m++)
unit.abilityList[m].currentCD.Iterate();}}
EffectTracker.IterateEffectDuration() ;}
public static void OnFactionDestroyed/() {
if (TurnControl.GetTurnMode () == TurnMode.UnitPerTurn) return;
instance.IterateEndTurn();}
public static void OnUnitDestroyed () {
if (TurnControl.GetTurnMode () != TurnMode.UnitPerTurn) return;
instance.IterateEndTurn();}
public static bool IsPlayerTurn () {
return FactionManager.IsPlayerTurn();}
//called by all to check if a new action can take place (shoot,
move, ability, etc)
public static bool ClearToProceed() {

return (actionInProgress==0) ? true : false;}
public static bool ClearToProceedFromOverWatch () {
return (actionInProgress<=1l) ? true : false;}

//called to indicate that an action has been started, prevent any
other action from starting
public static void ActionCommenced () {
if (actionInProgress==0) TBTK.OnGameInAction (true);
actionInProgress+=1;}
//called to indicate that an action has been completed
public static void ActionCompleted(float delay=0) {
instance.StartCoroutine (instance. ActionCompleted(delay)); }
IEnumerator ActionCompleted(float delay=0) {
if (delay>0) yield return new WaitForSeconds (delay);
actionInProgress=Mathf.Max (0, actionInProgress-=1);
//yield return null;
if (actionInProgress==0) TBTK.OnGameInAction (false);}}}

JJicTuHr Unit.cs

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

namespace TBTK({

public class Unit : MonoBehaviour {
public delegate void ActionCamHandler (Unit unit, Vector3
targetPos, float chance);
public static event ActionCamHandler onActionCamk;
//listen by camera only
[HideInInspector] public bool isObjectUnit=false;
public int prefablID;
public int instancelD;
public int factionID;
private int dataID=-1;//use to identify unit when using data



targetPoint;

public bool
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public int GetDatalID(){ return datalID; }

public void SetDataID(int ID){ dataID=ID; }

private int level=1; //for data only, has no effect on game

public int GetLevel () { return level; }

public void SetLevel (int 1lvl){ level=1lvl; }

public string unitName="Unit";

public string desp="";

public Sprite iconSprite;

[HideInInspector] public bool trigger=false;

[HideInInspector] public bool isAIUnit=false;

[HideInInspector] public Unit lastAttacker;

[HideInInspector] public Unit lastTarget;

public int damageType=0;

public int armorType=0;

public Tile tile; //occupied tile

public float hitThreshold=0.25f;

public Transform targetPoint;

public Transform GetTargetT(){ return targetPoint==null ? thisT
}

public bool requireDirectLOSToAttack=true;

public int value=5;

public float moveSpeed=10;

[HideInInspector] private float rotateSpeed=3;

IsStunned() { return activeEffect.stun; }//>0 ? true : false; }

public bool DisableAbilities(){ return activeEffect.silence; }

public int silenced=0;

public bool IsSilenced(){ return silenced>0 ? true : false; }

[Header ("Basic Stats")]

public float defaultHP=10;

public float defaultAP=10;

public float HP=10;public float AP=10;

public float HPPerTurn=0;public float APPerTurn=0;

public float moveAPCost=0;

public float attackAPCost=0;

public float turnPriority=1l;

public int moveRange=3;

public int attackRange=3;

public int attackRangeMin=0;

public int sight=6;

public int movePerTurn=1;

public int attackPerTurn=1;

public int counterPerTurn=1; //counter attack

public int abilityPerTurn=1; //ability

[HideInInspector]

public int moveRemain=1;

[HideInInspector]

public int attackRemain=1;

[HideInInspector]

public int counterRemain=1;

[HideInInspector]

public int abilityRemain=1;

public float damageMin=3;

public float damageMax=6;public float hitChance=.8f;

public float dodgeChance=.15f;public float critChance=0.1f;

public float critAvoidance=0 public float critMultiplier=2;

public float stunChance=0;public float stunAvoidance=0;

public int stunDuration=1 private Effect stunEffect;

public float silentChance=0;public float silentAvoidance=0;

public int silentDuration=1;private Effect silentEffect;

public float flankingBonus=0;public float flankedModifier=0;

public bool overwatching=false; [Header ("Hybrid Unit")]

public bool isHybridUnit;

public int meleeRange;



48

public float damageMinMelee=3;

public float damageMaxMelee=6;

public float hitChanceMelee=.8f;

public float critChanceMelee=0.1f;

public int GetMeleeRange () { return meleeRange; }

//these section are functions that get active stats of unit
public float GetFullHP(){ return

defaultHP* (1+GetEffHPBuff () +PerkManager.GetUnitHPBuff (prefabID)); }
public float GetFullAP(){ return
defaultAP* (1+GetEffAPBuff () +PerkManager.GetUnitAPBuff (prefablID)); }

public float GetHPPerTurn(){ return
HPPerTurn+GetEffHPPerTurn () +tile.GetHPPerTurn () +PerkManager.GetUnitHPPerTurn (
prefabID); 1}

public float GetAPPerTurn(){ return
APPerTurn+GetEffAPPerTurn () +tile.GetAPPerTurn () +PerkManager.GetUnitAPPerTurn (
prefabID); 1}

public float GetMoveAPCost () { return (GameControl.UseAPForMove ())
? Mathf.Max (0,

moveAPCost+GetEffMoveAPCost () +PerkManager.GetUnitMoveAPCost (prefabID)) : 0 ;}
public float GetAttackAPCost(){ return
(GameControl.UseAPForAttack()) ? Mathf.Max (0,

attackAPCost+GetEffAttackAPCost () +PerkManager.GetUnitAttackAPCost (prefablID))
0
public float GetCounterAPCost () { return
GetAttackAPCost () *GameControl.GetCounterAPMultiplier(); }
public float GetTurnPriority(){ return
turnPriority+GetEffTurnPriority () +PerkManager.GetUnitTurnPriority (prefablID);}
public int GetMoveRange () { return
moveRange+GetEffMoveRange () +tile.GetMoveRange () +tPerkManager.GetUnitMoveRange (
prefabID); 1}
public int GetAttackRange () { return
attackRange+GetEffAttackRange () +tile.GetAttackRange () +PerkManager.GetUnitAtta
ckRange (prefablID); }
public int GetAttackRangeMin () { return attackRangeMin; }
public int GetSight () { return
sight+GetEffSight () +tile.GetSight () +PerkManager.GetUnitSight (prefabID); }
public int GetMovePerTurn () { return
movePerTurn+GetEffMovePerTurn () +PerkManager.GetUnitMovePerTurn (prefabID); }
public int GetAttackPerTurn () {return attackPerTurn+GetEffAttackPerTurn ()
+PerkManager.GetUnitAttackPerTurn (prefabID); }
public int GetCounterPerTurn () { return counterPerTurn+GetEffCounterPerTurn ()
+PerkManager.GetUnitCounterPerTurn (prefabID); }
public float GetDamageMin () { return damageMin* (1+GetEffDamage () +
tile.GetDamage () +PerkManager.GetUnitDamage (prefabID)); }
public float GetDamageMax () { return damageMax* (1+
GetEffDamage () +tile.GetDamage () +tPerkManager.GetUnitDamage (prefabID)); }
public float GetDamageMinMelee () { return damageMinMelee*
(1+GetEffDamage () + tile.GetDamage () +PerkManager.GetUnitDamage (prefabID)); }
public float GetDamageMaxMelee () { return damageMaxMelee*
(1+GetEffDamage () +tile.GetDamage () +PerkManager.GetUnitDamage (prefablID))
public float GetHitChance () { return hitChance+ GetEffHitChance () +
tile.GetHitChance () +PerkManager.GetUnitHitChance (prefabID); }
public float GetDodgeChance () { return dodgeChance+ GetEffDodgeChance( )
+ tile.GetDodgeChance () +PerkManager.GetUnitDodgeChance (prefabID); }
public float GetHitChanceMelee () { return hitChanceMelee+GetEffHitChance (
)+tile.GetHitChance () +PerkManager.GetUnitHitChance (prefabID); }
public float GetCritChanceMelee(){ return critChanceMelee+GetEffCritChance () +
tile.GetCritChance () +PerkManager.GetUnitCritChance (prefablID); }
public float GetCritChance () { return critChance+GetEffCritChance ()
+tile.GetCritChance () +PerkManager.GetUnitCritChance (prefablID); }
public float GetCritAvoidance () { return critAvoidance+GetEffCritAvoidance ()
+tile.GetCritAvoidance () +PerkManager.GetUnitCritChance (prefabID); }

;)
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public float GetCritMultiplier(){ returncritMultiplier+GetEffCritMultiplier ()
+tile.GetCritMultiplier () +PerkManager.GetUnitCritChance (prefabID); }
public float GetStunChance () { return stunChance+GetEffStunChance ()+
tile.GetStunChance () +tPerkManager.GetUnitStunCh ance (prefabID); }
public float GetStunAvoidance () { return stunAvoidance+GetEffStunAvoidance ()
+tile.GetStunAvoidance () +PerkManager.GetUnitStunAvoidance (prefabID); }
public int GetStunDuration(){ return stunDuration+GetEffStunDuration ()
+tile.GetStunDuration () +PerkManager.GetUnitStunDuration (prefabID); } public
float GetSilentChance(){ return silentChance+GetEffSilentChance () +
tile.GetSilentChance () +PerkManager.GetUnitSilentChance (prefabID); }
public float GetSilentAvoidance () { return silentAvoidance+
GetEffSilentAvoidance () +tile.GetSilentAvoidance () +PerkManager.GetUnitSilentAv
oidance (prefabID); }
public int GetSilentDuration(){ return
silentDuration+GetEffSilentDuration()+tile.GetSilentDuration ()+PerkManager.Ge
tUnitSilentDuration (prefabID); }
public float GetFlankingBonus () { return flankingBonus+
GetEffFlankingBonus () +PerkManager.GetUnitFlankingBonus (prefabID); }
public float GetFlankedModifier(){ return
flankedModifier+GetEffFlankedModifier () +PerkManager.GetUnitFlankedModifier (pr
efabID); }
public float GetHPRatio () {
var full=GetFullHP();
return full<=0 ? 0 : HP/full;}
public float GetAPRatio() {
var full=GetFullAP();
return full<=0 ? 0 : AP/full;}
public int GetEffectiveMoveRange () {
if (movePerTurn==0) return 0;
float apCost=GetMoveAPCost ()
int apAllowance=apCost==0 ? 999999
(int)Mathf.Abs (AP/apCost) ;
return Mathf.Min (GetMoveRange (), apAllowance); }
public bool CanAttack() {
bool apFlag=GameControl.UseAPForAttack() ?
AP>=GetAttackAPCost () : true ;
return attackRemain>0 & GetAttackRange()>0 & !IsStunned() &

apFlag; 1}

public bool CanMove () { return moveRemain>0 &
GetEffectiveMoveRange () >0 & !IsStunned(); }

public bool CanUseAbilities(){ return abilityRemain>0 &
!TsStunned() & !IsSilenced(); }

//end get stats section

//indicate the cover status to selected unit

public CoverSystem. CoverType
coverStatus=CoverSystem. CoverType.None;

public void UpdateCoverStatus () {

if (GameControl.GetSelectedUnit ()==null)
coverStatus=CoverSystem. CoverType.None;
else{

if (GameControl.GetSelectedUnit () .factionID==factionID)
coverStatus=CoverSystem. CoverType.None;
else coverStatus=CoverSystem.GetCoverType (
GameControl.GetSelectedUnit () .tile, tile);}}
//these section are related to ability effects
[Header ("Misc") ]
public List<Effect> effectlist=new List<Effect>();
public List<Effect> GetEffectList(){ return effectlList; }
public Effect activeEffect=new Effect();
public void ApplyEffect (Effect eff) {
if (FactionManager.GetSelectedFactionID() !=factionID)
eff.duration+=1;
float HPVal=Random.Range (eff.HPMin, eff.HPMax);



if (HPVal<0) ApplyDamage (-
HPVal*DamageTable.GetModifier (armorType, eff.damageType));
else i1f (HPVal>0) RestoreHP (HPVal) ;
AP=Mathf.Clamp (AP+Random.Range (eff.APMin, eff.APMax), 0, GetFullAP()):;
if (eff.duration<=0) return;
eff.Init();
effectList.Add (eff);
UpdateActiveEffect () ;
EffectTracker.Track (this) ;}
public void IterateEffectDuration () {
bool changed=false;
for (int i=0; i<effectList.Count; i++) {
effectlList([i].Iterate();
if (effectlList[i].Due()) {
effectList.RemoveAt (1); i-=1;
changed=true;}}
if (changed) {
if (effectList.Count>0) UpdateActiveEffect();
else(
activeEffect=new Effect () ;
EffectTracker.Untrack (this);}}}
public void UpdateActiveEffect () {
activeEffect=new Effect();
for(int i=0; i<effectList.Count; i++){
activeEffect.stun|=effectList[i].stun;
activeEffect.silence|=effectlList[i].silence;
activeEffect.HP+=effectList[i] .HP;
activeEffect.AP+=effectList[i].AP;
activeEffect.HPPerTurnt+=effectList[i] .HPPerTurn;
activeEffect.APPerTurnt+=effectList[i] .APPerTurn;
activeEffect.moveAPCost+=effectList[i] .moveAPCost;
activeEffect.attackAPCost+=effectList[i].attackAPCost;
activeEffect.turnPriorityt=effectList[i].turnPriority;
activeEffect.moveRange+t=effectList[i] .moveRange;
activeEffect.attackRange+t=effectList[i].attackRange;
activeEffect.sight+=effectList[i].sight;
activeEffect.movePerTurn+=effectList[i] .movePerTurn;
activeEffect.attackPerTurn+=effectList[i].attackPerTurn;
activeEffect.counterPerTurn+=effectList[i].counterPerTurn;
activeEffect.damage+=effectList[i].damage;
activeEffect.hitChancet+=effectList[i].hitChance;
activeEffect.dodgeChancet+t=effectList[i].dodgeChance;
activeEffect.critChancet=effectList[i].critChance;
activeEffect.critAvoidance+=effectlList[i].critAvoidance;
activeEffect.critMultiplier+=effectlList[i].critMultiplier;
activeEffect.stunChancet=effectList[i].stunChance;
activeEffect.stunAvoidance+=effectList[i].stunAvoidance;
activeEffect.stunDuration+=effectList[i].stunDuration;
activeEffect.silentChance+=effectList[i].silentChance;
activeEffect.silentAvoidance+=effectlList[i].silentAvoidance;
activeEffect.silentDuration+=effectlList[i].silentDuration;
activeEffect.flankingBonus+=effectList[i].flankingBonus;
activeEffect.flankedModifier+=effectList[i].flankedModifier;}
if (GameControl.GetSelectedUnit ()==this && RequireReselect())
GameControl.ReselectUnit ()}
public bool RequireReselect () {
if (activeEffect.movePerTurn!=0) return true;
if (activeEffect.attackPerTurn!=0) return true;
if (activeEffect.moveRange!=0) return true;
if (activeEffect.attackRange!=0) return true;
if (activeEffect.sight!=0) return true;
return false;}
float GetEffHPBuff () { return activeEffect.HP; }
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float GetEffAPBuff () { return activeEffect.AP; }
float GetEffHPPerTurn(){ return activeEffect.HPPerTurn; }
float GetEffAPPerTurn(){ return activeEffect.APPerTurn; }
float GetEffMoveAPCost () { return activeEffect.moveAPCost; }
float GetEffAttackAPCost () { return activeEffect.attackAPCost; }
float GetEffTurnPriority(){ return activeEffect.turnPriority; }
int GetEffMoveRange () { return activeEffect.moveRange; }
int GetEffAttackRange () { return activeEffect.attackRange; }
int GetEffSight () { return activeEffect.sight; }
int GetEffAttackPerTurn(){ return activeEffect.attackPerTurn; }
int GetEffMovePerTurn () { return activeEffect.movePerTurn; }
int GetEffCounterPerTurn () { return activeEffect.counterPerTurn; }
float GetEffDamage () { return activeEffect.damage; }
float GetEffHitChance () { return activeEffect.hitChance; }
float GetEffDodgeChance(){ return activeEffect.dodgeChance; }
float GetEffCritChance(){ return activeEffect.critChance; }
float GetEffCritAvoidance () { return activeEffect.critAvoidance; }
float GetEffCritMultiplier(){ return activeEffect.critMultiplier;}
float GetEffStunChance () { return activeEffect.stunChance; }
float GetEffStunAvoidance () { return activeEffect.stunAvoidance; }
int GetEffStunDuration () { return activeEffect.stunDuration; }
float GetEffSilentChance(){ return activeEffect.silentChance; }
float GetEffSilentAvoidance () { return
activeEffect.silentAvoidance; }
int GetEffSilentDuration(){ return activeEffect.silentDuration; }
float GetEffFlankingBonus () { return activeEffect.flankingBonus; }
float GetEffFlankedModifier () { return
activeEffect.flankedModifier; }
//end ability effect section and
//these section are related to UnitAbilities
public List<int> abilityIDList=new List<int>();
public List<UnitAbility> abilityList=new List<UnitAbility>();
//only used in runtime
public List<UnitAbility> GetAbilityList(){ return abilityList; }
public UnitAbility GetUnitAbility(int Index) { return
abilityList[Index]; }
public void InitUnitAbility() {
//get bonus abilityID from perk and add it to perkAbilityIDList
List<int>
perkAbilityIDList=PerkManager.GetUnitAbilityIDList (prefablID);
for (int 1i=0; i<perkAbilityIDList.Count; i++)
abilityIDList.Add (perkAbilityIDList[i]);
List<int> perkAbilityXIDList=PerkManager.GetUnitAbilityXIDList (prefablID);
for (int i=0; i<perkAbilityXIDList.Count; i++)
abilityIDList.Remove (perkAbilityXIDList[1]) ;abilityList=AbilityManagerUnit.Ge
tAbilityListBasedOnIDList (abilityIDList) ;
for (int i=0; i<abilityList.Count; i++)
abilityList[i].Init (this);}
public void AddAbility(int abilityID, int index=-1) {
UnitAbility
ability=AbilityManagerUnit.GetAbilityBasedOnID(abilityID);
if (ability==null) return;
ability.Init (this);
if (index>=0) index=Mathf.Min (index, abilityList.Count);
else index=abilityList.Count;
abilityIDList.Insert (index, abilityID);
abilityList.Insert (index, ability);}
public void RemoveAbility(int index) {
if (abilityIDList.Count>index) abilityIDList.RemoveAt (index) ;
if (abilityList.Count>index) abilityList.RemoveAt (index) ;}
public string SelectAbility(int index){ //called from UI to
select an ability
AbilityManager.ExitAbilityTargetMode () ;



UnitAbility ability=abilityList[index];
string exception=ability.IsAvailable();
if (exception!="") return exception;
//requireTargetSelection=ability.requireTargetSelection;
if(!'ability.requireTargetSelection) ActivateAbility(tile, index)
else AbilityManagerUnit.ActivateTargetMode (tile,
abilityList[index], index, this.ActivateAbility, null);
return "";}
//callback function for when a target tile has been selected for
current active ability
private Tile abilityTargetedTile;
public void ActivateAbility(Tile targetTile, int index) {
if (targetTile==null) return;
UnitAbility ability=abilityList[index];
ability.factionID=factionID;
AP-=ability.GetCost ()
ability.Use();
abilityTargetedTile=targetTile;
if(!'ability.enableMoveAfterCast) moveRemain=0;
if(!'ability.enableAttackAfterCast) attackRemain=0;
if(!ability.enableAbilityAfterCast) abilityRemain=0;
TurnControl.CheckPlayerMoveFlag() ;
if (ability.normalAttack) {
OverlayManager.ClearSelection () ;
GameObject shootObj=ability.shootObject;
if (shootObj==null)
shootObj=GameControl.GetDefaultShootObject () ;
if (onActionCamE!=null) onActionCamE (this, targetTile.GetPos(),
GameControl.GetAbilityActionCamFreq()) ;
StartCoroutine (AttackRoutineAbility(targetTile,
targetTile.unit, shootObj, index));}
else(
float delay=AbilityHit (index) ;
StartCoroutine (DelayFinishAction (delay));}}
//callback function when the shootObject of an ability which
require shoot hits it's target
public float AbilityHit (int index) {
if (Random.value>abilityList[index] .chanceToHit) {
abilityTargetedTile.GetPos () ;
new TextOverlay(abilityTargetedTile.GetPos (), "missed", Color.white);
return 0}}
if (abilityList[index].applyToAllUnit)
abilityTargetedTile=null;
AbilityManagerUnit.ApplyAbilityEffect (abilityTargetedTile,
abilityList[index], (int)abilityList[index].type, this);
return abilityList[index].effectDelayDuration;}
//this is for ability teleport and spawnNewUnit to settle in new unit
public void SetNewTile (Tile targetTile) {
if(tile!=null) tile.unit=null;
tile=targetTile;targetTile.unit=this;
thisT.position=targetTile.GetPos();
FactionManager.UpdateHostileUnitTriggerStatus (this);
SetupFogOfWar () ; }
public void Overwatch (Effect effect) {
overwatching=true;
if (effect.duration==1)
effect.Init () ;effectlist.Add (effect);
UpdateActiveEffect () ;
EffectTracker.Track(this);}//end UnitAbilities section
[HideInInspector] public Transform thisT;
[HideInInspector] public GameObject thisObj;
void Awake () {
thisT=transform;
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thisObj=gameObject;
for (int i=0; i<shootPointList.Count; i++) {
if (shootPointList [i]==null) {
shootPointList.RemoveAt (i) ;
i-=1;}}
if (shootPointList.Count==0) shootPointList.Add (thisT);
if (turretObject==null) turretObject=thisT;
SetDefaultRotation () ;}
void Start () {
HP=GetFullHP () ;
i1f (GameControl.RestoreUnitAPOnTurn()) AP=GetFullAP();}
public void PlaySelectAudio () {
if (unitAudio!=null) unitAudio.Select();}
private bool rotating=false;
private Quaternion facingRotation;
public void Rotate (Quaternion rotation) {
facingRotation=rotation;
if (!rotating) StartCoroutine( Rotate());}
IEnumerator Rotate () {
rotating=true;
while (Quaternion.Angle (facingRotation,
thisT.rotation)>0.5f) {
if (!TurnControl.ClearToProceed()) yield break;
thisT.rotation=Quaternion.Lerp (thisT.rotation,
facingRotation, Time.deltaTime*moveSpeed*2) ;
yield return null}
rotating=false;}
public float GetMoveAPCostToTile (Tile targetTile) {
List<Tile> path=AStar.SearchWalkableTile(tile, targetTile);
while (path.Count>GetEffectiveMoveRange ())
path.RemoveAt (path.Count-1);
return GetMoveAPCost () *path.Count;}
public List<Tile> GetPathForAI (Tile targetTile) {
List<Tile> path=AStar.SearchWalkableTile(tile, targetTile);
while (path.Count>GetEffectiveMoveRange ())
path.RemoveAt (path.Count-1);
return path;}
public void Move (Tile targetTile) {
if (moveRemain<=0) return;
moveRemain -=1;
Debug.Log ("moving "+name+" to "+targetTile);
OverlayManager.ClearSelection () ;
TurnControl.CheckPlayerMoveFlag() ;
StartCoroutine (MoveRoutine (targetTile));
Defender (targetTile) ;}
int def = 0;
public MeshRenderer meshRenderer;
public void Defender (Tile targetTile)
{GridManager. GridColliderType colType =
GridManager. GridColliderType.Master;

string loadText = "";
if (colType == GridManager. GridColliderType.Master)
{loadText = "ScenePrefab/HexTile";

Transform tilePrefab = Resources.Load (loadText,
typeof (Transform)) as Transform;
def = 10;}}
public IEnumerator MoveRoutine (Tile targetTile) {

tile.unit=null;

GridManager.ClearAllTile();

List<Tile> path=AStar.SearchWalkableTile(tile, targetTile);

while (path.Count>GetEffectiveMoveRange ())

path.RemoveAt (path.Count-1);
AP-=GetMoveAPCost () *path.Count;
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//smooth the path so the unit wont zig-zag along a diagonal direction
if (GridManager.GetTileType () == TileType.Square &&
!GridManager.EnableDiagonalNeighbour () ) {
path.Insert (0, tile);
path=PathSmoothing.SmoothDiagonal (path) ;
path.RemoveAt (0) ;}
while (!TurnControl.ClearToProceed()) yield return null;
if (GameControl.EnableFogOfWar () && isAIUnit && path.Count>0
&& 'tile.IsVisible()) {
bool pathVisible=false;
for (int i=0; i<path.Count; i++) {
if(path[i].IsVisible()) {
pathVisible=true;
break; }}
if (!pathvisible) {
thisT.position=path[path.Count-1].GetPos ()
tile=path[path.Count-1];
tile.unit=this;
yield break;}}
TurnControl.ActionCommenced () ;

} if (path.Count!=0) {
if (unitAnim!=null) unitAnim.Move () ;
if (unitAudio!=null) unitAudio.Move () ;}

while (path.Count>0) {
while (true) {
float dist=Vector3.Distance (thisT.position, path[0].GetPos());
1if(dist<0.05f) break;
Quaternion wantedRot=Quaternion.LookRotation (path[0].GetPos () -
thisT.position);
thisT.rotation=Quaternion.Slerp(thisT.rotation, wantedRot,
Time.deltaTime*moveSpeed*3) ;
Vector3 dir=(path[0].GetPos ()-thisT.position) .normalized;
thisT.Translate (dir*Mathf.Min (moveSpeed*Time.deltaTime, dist),
Space.World) ;
yield return null;}
tile=path[0];
UpdateVisibility (path[0]);
FactionManager.UpdateHostileUnitTriggerStatus (this);
SetupFogOfWar () ;
int triggerCount=TriggerOverWatch () ;
if (triggerCount>0) {
while (!TurnControl.ClearToProceedFromOverWatch()) yield return null;
if (HP<=0){ //if the unit get destroyed there
and then by overwatch
StartCoroutine (Dead()) ;
if (!isAIUnit)
TurnControl.SelectedUnitMoveDepleted() ;
TurnControl.ActionCompleted (0.25f) ;
yield break;}}
path.RemoveAt (0) ;}
if (unitAnim!=null) unitAnim.StopMove () ;
if (unitAudio!=null) unitAudio.StopMove () ;
tile.unit=this;
thisT.position=tile.GetPos () ;
tile.TriggerCollectible (this);
TurnControl.ActionCompleted (0.15f) ;
FinishAction () ;}
public int TriggerOverWatch () {
List<Unit> unitList=FactionManager.GetAllUnit ();
int triggerCount=0;
for (int i=0; i<unitList.Count; i++) {
if (unitList[i]==this) continue;
if (unitList[i].CheckOverWatch (this)) triggerCount+=1;}
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return triggerCount;}
public bool CheckOverWatch (Unit unit) {
if (unit==null) return false;
if (!overwatching) return false;
if (unit.factionID==factionID) return false;
if (GridManager.GetDistance (unit.tile,
tile) >GetAttackRange ()) return false;
if (GameControl.EnableFogOfWar ()) {
if (!FogOfWar.IsTileVisibleToUnit (unit.tile, this)) return false;}
overwatching=false;
AttackOverWatch (unit) ;
return true;}//for ability
public IEnumerator AttackRoutineAbility(Tile targetTile, Unit
targetUnit, GameObject shootObj, int abilityIndex) {
Debug.Log ("AttackRoutineAbility");
while (!TurnControl.ClearToProceed()) yield return null;
TurnControl.ActionCommenced() ;
aiming=true;
while ('Aiming(targetTile, targetUnit,
shootObj.GetComponent<ShootObject>())) yield return null;
aiming=false;//play animation
float animDelay=PlayAttackAnimationNAudio (false);
if (animDelay>0) yield return new WaitForSeconds (animDelay) ;
waitingForAbilityHit=true;
Vector3 targetPos=targetUnit==null ? targetTile.GetPos()
targetUnit.GetTargetT () .position;
float hitThreshold=targetUnit==null ? 0.2f : Mathf.Max(0.2f,
targetUnit.hitThreshold) ;
for (int i=0; i<shootPointList.Count; i++) {
Shoot (shootObj, shootPointList[i], targetPos,
hitThreshold, this.AbilityHitCallback);
if (delayBetweenShootPoint>0) yield return new
WaitForSeconds (delayBetweenShootPoint) ; }
while (waitingForAbilityHit) yield return null;
float abilityEffectDelay=AbilityHit (abilityIndex);
TurnControl.ActionCompleted (abilityEffectDelay);

FinishAction () ;
if (turretObject!=null || barrelObject!=null) {
while (!RotateTurretToOrigin () && !aiming) yield return null; }}

private bool waitingForAbilityHit=false;
public void AbilityHitCallback() { waitingForAbilityHit=false; }
public void AttackOverWatch (Unit targetUnit) {
TurnControl.ActionCommenced () ;
GameControl.DisplayMessage ("overwatch") ;
if (onActionCamE!=null) onActionCamE (this,
targetUnit.tile.GetPos (), GameControl.GetAttackActionCamFreqg());
StartCoroutine (AttackRoutine (targetUnit, false, true));}
public void Attack(Unit targetUnit, bool isCounter=false) {
if (!isCounter) {
if (attackRemain==0) return;
if (AP<GetAttackAPCost()) return;
i1f (!GameControl.EnableActionAfterAttack()) {
moveRemain=0;
abilityRemain=0; }
if (onActionCamE!=null) onActionCamE (this,
targetUnit.tile.GetPos (), GameControl.GetAttackActionCamFreqg());}
attackRemain-=1;
AP-=GetAttackAPCost () ;
OverlayManager.ClearSelection () ;
TurnControl.CheckPlayerMoveFlag() ;
StartCoroutine (AttackRoutine (targetUnit, isCounter));}
public IEnumerator AttackRoutine (Unit targetUnit, bool
isCounter=false, bool isOverWatch=false) {
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if (!isCounter && !isOverWatch) {
while (!TurnControl.ClearToProceed()) yield return null;
TurnControl.ActionCommenced() ;}

bool isMelee=false;

if (isHybridUnit && GridManager.GetDistance(tile,
targetUnit.tile)<=meleeRange) isMelee=true;

AttackInstance attInstance=GetAttackInfo (targetUnit,
isCounter, isOverWatch, isMelee);

ShootObject so=!isMelee ? shootObject : shootObjectMelee ;

GameObject shootObj=so!=null ? so.gameObject : null ;

if (shootObj==null)
shootObj=GameControl.GetDefaultShootObject () ;

aiming=true;

while (!'Aiming(targetUnit.tile, targetUnit,

shootObj.GetComponent<ShootObject>())) yield return null;
aiming=false;//play animation
float

animDelay=PlayAttackAnimationNAudio (attInstance.isMelee) ;
if (animDelay>0) yield return new WaitForSeconds (animDelay) ;
waitingForAttackHit=true;//shoot
for (int i=0; i<shootPointList.Count; i++) {

Shoot (shootObj, shootPointList[i],
targetUnit.GetTargetT () .position, Mathf.Max(0.2f, targetUnit.hitThreshold),
this.AttackHitCallback);

if (delayBetweenShootPoint>0) yield return new
WaitForSeconds (delayBetweenShootPoint) ; }

while (waitingForAttackHit) yield return null;

targetUnit.ApplyAttack (attInstance, isOverWatch); //pass
overwatch flag to stop the unit from being destroyed instantly
//multiple attack may happen at once, we need to wait until all attack has
been completed
//after all the attack done, destoy would be call when MoveRoutine is resumed
//if this is a normal attack and the target can counter attack, call the
attack function
//the responsible to call TurnControl.ActionCompleted() is then passed on the
the countner attacking unit

if (!isCounter && !isOverWatch && !attInstance.destroyed &&
targetUnit.CanCounter (this)) targetUnit.Attack(this, true);

else(
//in case we counter attack the selected player unit and destroy it

if (isCounter && attInstance.destroyed && !targetUnit.isAIUnit) {

TurnControl.SelectedUnitMoveDepleted() ;}

TurnControl.ActionCompleted (attInstance.destroyed ?
targetUnit.GetDestroyDuration() : 0.15f);}

//1f this is a normal attack, we need to finish the unit
action, to reselect and so on
if (!isCounter && !isOverWatch) {

while (!TurnControl.ClearToProceed()) yield return
null; //wait a bit in case the target unit is still counter attackinging
FinishAction () ;}
//if (turretObject!=null && turretObject!=thisT) {
while (!RotateTurretToOrigin() && !aiming) yield return null; }
if (turretObject!=null || barrelObject!=null) {
while (!RotateTurretToOrigin() && !aiming) yield return null; }}

private bool waitingForAttackHit=false;
public void AttackHitCallback(){ waitingForAttackHit=false; }
public AttackInstance GetAttackInfo (Unit targetUnit, bool
isCounter=false, bool isOverWatch=false, bool isMelee=false) {
AttackInstance attInstance=new AttackInstance (this,
targetUnit, isCounter, isOverWatch, isMelee);
attInstance.Process();
return attInstance;}
public float PlayAttackAnimationNAudio (bool isMelee=false) {
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float delay=0;
if (unitAnim!=null) {
if (!isMelee) unitAnim.Attack();
else unitAnim.AttackMelee () ;
delay=isMelee ? unitAnim.attackDelayMelee: unitAnim.attackDelay; }
if (unitAudio!=null) {
if(!isMelee) unitAudio.Attack();
else unitAudio.AttackMelee () ;}
return delay;}
public float GetDestroyDuration () {
Debug.Log ("fix this");
return 1.5f;}
public bool rotateTurretOnly=false;
public bool rotateTurretAimInXAxis=true;
public Transform turretObject;
public Transform barrelObject;
public ShootObject shootObject;
public ShootObject shootObjectMelee;
public List<Transform> shootPointList=new List<Transform>();
public float delayBetweenShootPoint=0;
private bool aiming=false; //to avoid aiming and rotate back to
origin at the same time
bool Aiming(Tile tile, Unit targetUnit=null, ShootObject so=null) {
Quaternion wantedRotY=Quaternion.LookRotation(tile.GetPos () -
thisT.position);
Vector3 targetPos=(targetUnit==null) ? tile.GetPos/()
targetUnit.GetTargetT () .position;
//rotate body
if (!rotateTurretOnly && thisT!=turretObject) {
thisT.rotation=Quaternion.Slerp(thisT.rotation,
wantedRotY, Time.deltaTime*rotateSpeed);}
if (rotateTurretAimInXAxis) {
float offsetX=so!=null ?
so.GetProjectileShootAngle (shootPointList[0] .position, targetPos) : 0;
if (barrelObject!=null) {
turretObject.rotation=Quaternion.Slerp(turretObject.rotation,
wantedRotY, Time.deltaTime*rotateSpeed);
Quaternion wantedRot2=Quaternion.LookRotation (targetPos-
barrelObject.position);
Quaternion barrelRot=barrelDefaultRot*
Quaternion.Euler (wantedRot2.eulerAngles.x-offsetX, 0, 0);
barrelObject.localRotation=Quaternion.Slerp (barrelObject.localRotation,
barrelRot, Time.deltaTime*rotateSpeed);
float anglel=Quaternion.Angle (turretObject.rotation, wantedRotY);
float angle2=Quaternion.Angle (barrelObject.localRotation, barrelRot);
if (anglel<0.5f && angle2<0.5f) return true;}
else(
Quaternion
wantedRot=Quaternion.LookRotation (targetPos-
turretObject.position) *Quaternion.Euler (-offsetX, 0, 0);
turretObject.rotation=Quaternion.Slerp (turretObject.rotation, wantedRot,
Time.deltaTime*rotateSpeed) ;
float
angle=Quaternion.Angle (turretObject.rotation, wantedRot);
if (angle<.5f) return true;}}
else(
turretObject.rotation=Quaternion.Slerp (turretObject.rotation,
wantedRotY, Time.deltaTime*rotateSpeed);
if (Mathf.Abs (turretObject.rotation.eulerAngles.y-
wantedRotY.eulerAngles.y)<1lf) return true;}
return false;}
bool RotateTurretToOrigin () {
float angle=0;
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if (turretObject!=null && turretObject!=thisT) {
turretObject.localRotation=Quaternion.Lerp (turretObject.localRotation,
turretDefaultRot, Time.deltaTime*rotateSpeed);
angle=Quaternion.Angle (turretObject.localRotation, turretDefaultRot);}
if (barrelObject!=null) {
barrelObject.localRotation=Quaternion.Slerp (barrelObject.localRotation,
barrelDefaultRot, Time.deltaTime*rotateSpeed);

float
angleAlt=Quaternion.Angle (barrelObject.localRotation, barrelDefaultRot);
return (angle>1 || angleAlt>1) ? false : true ;}
else return angle>1 ? false : true ;}

private Quaternion turretDefaultRot;
private Quaternion barrelDefaultRot;
void SetDefaultRotation () {
turretDefaultRot=turretObject.localRotation;
if (barrelObject!=null)
barrelDefaultRot=barrelObject.localRotation; }
private void Shoot (GameObject shootObj, Transform sp, Vector3
targetPos, float hitTH, ShootObject.HitCallback callback) {
GameObject sObjInstance=(GameObject)Instantiate (shootObj,
sp.position, sp.rotation);
ShootObject
soInstance=sObjInstance.GetComponent<ShootObject> () ;
soInstance.Shoot (targetPos, hitTH, callback);}
IEnumerator DelayFinishAction (float delay) {
yield return new WaitForSeconds (delay) ;
FinishAction () ;}
void FinishAction () {
if (isAIUnit) return;
//check hp in case unit trigger a collectible and killed itself
if (IsAllActionCompleted () || HP<=0) {
FactionManager.UnitMoveDepleted (this) ;
TurnControl.SelectedUnitMoveDepleted() ;}
else GameControl.ReselectUnit();}
public Effect GetStunEffect () {
stunEffect=new Effect(); stunEffect.name="Stun";
stunEffect.desp="Stunned by "+unitName+"'s attack";
stunEffect.duration=stunDuration;
return stunEffect;}
public Effect GetSilentEffect () {
silentEffect=new Effect();silentEffect.name="Silent";
silentEffect.desp="Silenced by "+unitName+"'s attack";
silentEffect.duration=silentDuration;
return silentEffect;}
public void ApplyAttack (AttackInstance attInstance, bool
dontDestroyUnit=false) {
attInstance.srcUnit.lastTarget=this;
lastAttacker=attInstance.srcUnit;
if (isAIUnit && !trigger) trigger=true;
if (attInstance.missed) {
new TextOverlay (GetTargetT () .position, "missed", Color.white);
return; }
if (unitAudio!=null) unitAudio.Hit ();
if (unitAnim!=null) unitAnim.Hit () ;
ApplyDamage (attInstance.damage, attInstance.critical,
dontDestroyUnit) ;
if (attInstance.stunned)
ApplyEffect (attInstance.srcUnit.GetStunEffect());
if (attInstance.silenced)
ApplyEffect (attInstance.srcUnit.GetSilentEffect());}
public void ApplyDamage (float dmg, bool critical=false, bool
dontDestroyUnit=false) {



dmg.ToString ("£f0")

dmg.ToString ("£f0")

if(!critical) new TextOverlay (GetTargetT () .position,
, Color.white);

else new TextOverlay(GetTargetT () .position,

+" Critical!", new Color(l1f, .6f, 0, 1f));

HP-=dmg;
if (HP<=0) {
HP=0;

if (!dontDestroyUnit) StartCoroutine (Dead());}}

public GameObject destroyEffectObj;
public bool autoDestroyEffect=false;
public float destroyEffectDuration=1.5f;
IEnumerator Dead() {

ObjectPoolManager.

if (destroyEffectObj!=null) {
if (!autoDestroyEffect)
Spawn (destroyEffectObj, GetTargetT() .position,

Quaternion.identity);

else ObjectPoolManager.Spawn (destroyEffectObj,

GetTargetT () .position, Quaternion.identity, destroyEffectDuration);}

unitAnim.Destroy ()

TurnControl.

float delay=0;

if (unitAudio!=null) delay=unitAudio.Destroy () ;
if (unitAnim!=null) delay=Mathf.Max (delay,

)

if (isAIUnit) TBTK.OnAIUnitDestroyed(this);
else TBTK.OnPlayerUnitDestroyed (this) ;
FactionManager.OnUnitDestroyed (this);
GridManager.OnUnitDestroyed (this) ;
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OnUnitDestroyed() ; //to track cd on ability and effect

ClearVisibleTile();

tile.unit=null;

yield return new WaitForSeconds (delay) ;
Destroy (thisObj); }

public void RestoreHP (float val) {

new TextOverlay (GetTargetT () .position, val.ToString("f0"), Color.green);}

HP=Mathf.Min (HP+val, GetFullHP()):;

//called when a unit just reach it's turn
public bool NewTurn () {

//Debug.Log ("ResetUnitTurnData") ;
moveRemain=GetMovePerTurn () ;
attackRemain=GetAttackPerTurn () ;
counterRemain=GetCounterPerTurn () ;
abilityRemain=abilityPerTurn;
//disableAbilities=0;

if (moveRange==0) moveRemain=0;
if (attackRange==0) attackRemain=0;
if (GameControl.RestoreUnitAPOnTurn ()) AP=GetFullAP();

else AP=Mathf.Min (AP+GetAPPerTurn (), GetFullAP());
HP=Mathf .Min (HP+GetHPPerTurn (), GetFullHP())
1f (HP<=0) {
StartCoroutine (Dead());
return false;}
return true;}

public bool CanCounter (Unit unit) {

if (!GameControl.EnableCounter()) return false;
if (IsStunned()) return false;
if (counterRemain<=0) return false;
if (GetCounterAPCost () >AP) return false;
float dist=GridManager.GetDistance (unit.tile, tile);
if (dist>GetAttackRange()) return false;
if (GameControl.EnableFogOfWar ()) {
if (requireDirectLOSToAttack &&

!FogOfWar.InLOS (unit.tile, tile)) return false;

if (!FogOfWar.IsTileVisibleToFaction (unit.tile,

factionID)) return false;}
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return true;}
public bool IsAllActionCompleted() {

1if (IsStunned()) return true;

if (attackRemain>0 && AP>=GetAttackAPCost()) return false;
i1f (moveRemain>0 && AP>=GetMoveAPCost ()) return false;
//1f (CanUseAbilities()) return false;

return true;}
//these section are related to FogOfWar
[HideInInspector] private List<Tile> visibleTileList=new
List<Tile>(); //a list of tile visible to the unit
//called whenever the unit moved into a new tile
//when ignoreFaction is set to true, even AI faction will run the
function, this is for optimization since the function will be called in
MoveRoutine very often
public void SetupFogOfWar (bool ignoreFaction=false) {
if (!GameControl.EnableFogOfWar ()) return;
if (!ignoreFaction && isAIUnit) return;
StartCoroutine (FogOfWarNewTile (ignoreFaction)) ;}
//add new tiles within sight to visibleTileList and remove those
that are out of sight
public IEnumerator FogOfWarNewTile (bool ignoreFaction) {
List<Tile> newlList=GridManager.GetTilesWithinDistance (tile,
sight, false);
newList.Add (tile) ;
ClearVisibleTile (newList) ;
for (int i=0; i<newList.Count; i++) {
if (!visibleTileList.Contains (newList[i])) {
newlList[i].SetVisible (FogOfWar.CheckTileVisibility (newList[i]));}}
visibleTileList=newlList;
yield return null;}
//set visible tile that becomes invisible to invisible
public void ClearVisibleTile (List<Tile> newList=null) {
for (int i=0; i<visibleTileList.Count; i++) {
if (visibleTileList[i]==tile)
visibleTileList[i].SetVisible (true);

bool
flag=FogOfWar.CheckTileVisibility(visibleTileList[i]);
visibleTileList[i].SetVisible (flag);
//called just before a unit start moving into a new tile, for AT
unit to show/hide itself as it move in/out of fog-of-war
//also called when a unit is just been placed on a grid in mid-game
public void UpdateVisibility(Tile newTile=null) {
if (!GameControl.EnableFogOfWar ()) return;
1f (!isAIUnit) return;
if (newTile==null) newTile=tile;
if (newTile.IsVisible()) {
thisObj.layer=TBTK.GetLayerUnit () ;
Utilities.SetLayerRecursively (thisT, TBTK.GetLayerUnit());}
else{
thisObj.layer=TBTK.GetLayerUnitInvisible () ;
Utilities.SetLayerRecursively (thisT,
TBTK.GetLayerUnitInvisible()); }}
//end FogOfWar section
[HideInInspector] private UnitAudio unitAudio;
public void SetAudio (UnitAudio unitAudioInstance) {
unitAudio=unitAudioInstance; }
[HideInInspector] private UnitAnimation unitAnim;
public void SetAnimation (UnitAnimation unitAnimInstance) {
unitAnim=unitAnimInstance; }
public void DisableAnimation(){ unitAnim=null; }}}
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