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IMMPOTPAMHUI MOJIYJb CTPATEI'TYHOI KOMIT’FOTEPHOI

I'PU I3 CUCTEMOIO ®OPMYBAHHSA TAKTUKHU B PEAJIBHOMY YACI
BiHHUIBKWI HaliOHATBHAN TEXHIYHAN YHIBEPCUTET

Anomauin

Poszenanymo opueinanvhuti npoepamuuii. Mooyab CMpPAameivHoi KoMn 10mepHoi cpu Memor AKoi € po36umox
CMpameziyHUX HABUHOK 2paeyie, ma NIOBUWEHHS THMELeKMYalbHo20 pi6Hs TIOOUHU 015 NPULHAMMS  pilleHb.
TIpoananizosano UKOPUCMAHHS AIOPUMMIYHO20 RIOX00Y NPU POPMYSAHHI [2D0B020 CYEHAPIIO, d MAKONC eheKmusHiCmb
11020 BUKOPUCMAHHS 8 KOMN TOMEPHUX [2DaX 13 CUCTNEMOIO KApMK08020 0010.

KarouoBsi ciioBa: koM’ otepHa rpa, crparerisi, kKaprkosuii 0ii, Unity.

Abstract

An original software module of a strategic computer game is considered, the purpose of which is to develop the strategic
skills of players, and to increase the intellectual level of a person for decision-making. The use of an algorithmic approach
in the formation of a game scenario is analyzed, as well as the effectiveness of its use in computer games with a card battle
system.

Keywords: computer game, strategy, card battle, Unity.

Beryn

KoM’ 1oTepHi irpu — Lie HaJpKaHp, SKAH Opi€HTOBaHMH Ha MepcoHaibHe BUMPOOyBaHHS [ 1, 2] pi3HUX CHEKTPIB
3MOJICNTbOBAaHUX cuTyaliid [3]. IrpoBa iHIYCTpis € OJIHIEIO 3 HAMOITBIT 3BUYHHX 1 PO3BUHEHUX C(Eep EKOHOMIKH.
KoM’ toTepHi irpu 3aiMaroTh OJUH 13 HAWOUTBIINX CEKTOPIB PUHKY iH(OPMALIIHHUX TEXHOJOTIH, IO J03BOJISE
BEJIMKI KIJTBKOCTI TIEPEJOBUX TEXHOJIOT1H Ha eTari BIPOBaKEHHS MTPOXOIUTH TECTYBAaHHS caMe y Iii cdepi.

MeTtor poboTu € po3po0Ka MPOrpaMHOr0 MOAYIII0 CTPATETiYHOI I'PU i3 CUCTEMOI (POPMYBaHHS TaKTHUKU B
peaIbHOMY Yaci, SIKUH J03BOJIMTS ITiIBUIIIUTH IHTEICKTYaIbHUN PIBEHB JTIFOAWHU B IPUHHSTTI CKIIAIHHUX KUTTEBUX
PIIeHb 1 TOKPAIIUTH 3arajJbHUI ICHXOEMOIIMHUHN CTaH JIFOIUHU.

Pe3yabTaTu gociaigxeHHs

Crparerisi B pealbHOMY Yaci € Mi/PKaHPOM CTpATEriuHHUX BiAEOIrop, y SIKMX TpaBli OJHOYACHO BUKOHYIOTH
omepariitHi aii [2] B camMOMy IpOrpaMMHOMY CEpEIOBHILI. IrpyM MaHOTO MiPKaHPY BUMAraroTh Bif TpaBLA
30CEpEKCHOCTI Ta IPUHHSATTS CKJIQJHUX PIlICHb U1 JOCATHEHHS IIOCTaBICHOT METH, a cCaMe OTPUMAaHHS CTaTyCy
JigepcTra.

Januii mporpaMHuii MOIynb peatnizoBaHuil Ha MoBi C# 3a momomoror cucreMHoi miarpuMku «Unity» [1].
Penaktop Unity mMae mpocTtuii iHTepdeiic, Mo CKIATA€ThCs 3 Pi3HUX BIKOH. [IpOEKT mporpaMHOro MOmyITo
crpateriunoi rpu B Unity AiTUTBbCS Ha CIEHM, IO MICTSTh CBOI IrpOBi CBITH 31 CBOIM HabopoM 00’ekTiB [3],
CIcHapiiB, 1 HanamTyBaHb (puc. 1 a). yHKIIOHANBHUI IPOrpaMHHUI MOTYJIb, IIPEJICTABIICHO HA CXEMi PUCYHKY |
a.

CrpareriuHa 4yaCcTHHA I'PH HOBHICTIO HPUCBSIUCHHS IPUAHSATTIO PilllcHb rpaBLeM [2], 3 METOK OTPUMAaHHS
MaKCUMAJIbHOI KOPHCTI 3 KOXHOi mii. Y mpoIeci Ipyd TpaBelb CTBOPIOE irpoBOro mepcoHaxa (puc. 1 0),
KOMOIHYIOYH Pi3HI HOro XapaKTepUCTHKH, Ta BIANPAaBISETHCA y MOJOPOXK 3 METOI 300py pi3HOMAaHITHHUX
BIpTyaJIbHHUX peueH Ui NiATPUMKH BIACHOTO IrPOBOTO CTATYCYy.
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a) 0)
Puc. 1. Cxema nporiecy i pe3yapTaTi po3poOKH CTPATETivHOT KOMIT FOTEpHOT TpH

a) — Jiarpama KJaciB IIporpaMHOTO MOJYIO; 0) — 3aransHuil BUMIIA iHTepdeiicy irpoBoro mpoiiecy 600 B MpOrpaMHOMY MOIYIIi

CrpateriuHa 4acTHHA pU NPEACTaBICHA Y FTAPMOHIHOMY PO3MOIiICHHI peCypciB, a TAKOXK iHCTPYMEHTaPil0
KOH(ITIKTHOI B3aeMOo/i1 (6iif) 32 JOMTOMOT 00 CHCTEMH KapTKOBOi Ipu. Komona kapT, Sk iHCTpyMEHT irpoBoro 60to,
3aMOBHIOETHCS TPABIIEM CAMOCTIMHO mepe moyaTkoM 0o0r0. [Ipruomy KibKiCTh KapT Ma€ KOHKPETHE 3HAYEHHS B
KOHTEKCTI irpOBOT0O CIIEHapilo, a [Ie Y CBOIO Yepry BHMAarae BiJl TPaBIs CaMOCTiHO poOuTH BHOIp KapT, SKi, Ha
foro gyMKy, OyayTh KpalluMU JUIS Pi3HUX cUTyalii [1].

BuchoBku

Y Xozi MpoBEAEHOTO JOCTIHKEHHS IIPOaHAII30BaHO aKTYaJIbHICTh TOCTIHKYBaHOT TEMHU Ta IPEACTaBIEHO OTHC
i1 3arajgpHOI MPOrpaMHOi CTPYKTypH. Bu3HadeHO, 10 BUKOPUCTAHHS AaHUX THUIIB irop pO3BHBAE CTpaTeTidHE
MUCJIEHHS JIIOJINHU, MiABHUIILY€E MIBUKICT (hOpMYBaHHS CTPATET1H Ha PiBHI 13 pealizalliro po3BaxkajabHOI (YHKIIII,
10 y3araJbHOMY MiABUIIYE 11 ICHXOEMOIIHU CTaH.
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