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BUKOPUCTAHHSA UNITY TA MOBH C# IJI51 PO3POBKH KPO-
CILJIAT®OPMHOI I'PU «IAIIKHW»

BiHHMIBKWI HAIllOHATBHINA TEXHIYHIH YHIBEPCUTET

Anomauin

Y pobomi posenanymo ocobnusocmi pospobku kKpocniameopmuoi inmenrekmyanibHoi cucmemu icpogozo azenma Ois
epu «Ulawkuy 3 euxopucmanusam cepedosuwja Unity ma mosu npoepamyeannus C#. 3anpononosano npozpammy cmpyk-
Mypy 3aCMOCYHKY, AKA GKAIOUAE MOOYIL KEPYBANHA OOWKOIO, I2DOBUMU NPAGUNAMYU, XO0aMU, NIOPAXYHKOM Pe3yabmamis
ma nozikoto boma. Peanizosanuii ieposuii acenm 6a3yemovcsi HA AHANIZI OONYCMUMUX X00i8, KOHMPOT 0008 A3K08020
83AMMA WAUOK CYNEPHUKA MA ABMOMAMU308AHOMY 6ubOpi 0ii. Ompumanuil pe3ynbmam modice 6ymu UKOPUCTAHULL SIK
0CHO6A 0115 NOOANBLULO20 BOOCKOHANEHHS ANCOPUTNIMIE NPULIHATNMA Piletb Y HACMINbHUX 12paXx.

Kuarouosi ciioBa: Unity, C#, miamiku, irpoBuii areHT, KpocmiarGopMHa po3po0Oka, ITyIHHI 1HTEICKT.

Abstract

The paper considers the features of developing a cross-platform intelligent game agent system for the game of check-
ers using Unity and the C# programming language. The software structure of the application is proposed, including
modules for board control, game rules, moves, score management, and bot logic. The implemented game agent is based
on the analysis of legal moves, mandatory capture control, and automated action selection. The obtained result can be
used as a basis for further improvement of decision-making algorithms in board games.
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Beryn

Po3poOka iHTeIeKTyanbHUX irPOBUX CHCTEM € aKTyaJ bHUM HANpPSIMOM CYYacHOI KOMIT IOTEpHOI iHKeHepil
Ta nporpamyBaHHs. OcoOIUBUI iHTEpeC CTAHOBIIATH HACTUTRHI JIOT19HI irpH, OCKIIBKH BOHHU MOEAHYIOTH YiTKO
(dopmaizoBaHi mpaBuia, 00MeKEHHI IPOCTip CTaHIB 1 HEOOXIJHICTH BUOOPY pallioHaNbHOI cTpaTerii. OnHie0
3 TaKHX iTOP € IIANIKH, AKi € 3pYYHUM CEPEIAOBHUIIEM YIS JOCIIPKEHHS TIOBEIHKH IrPOBUX areHTIiB Ta Mo0y-
JIOBH IPOTPAMHUX CUCTEM MPUHHATTS PillIeHb.

st peanmizanii Takoro mporpaMHOro NpPOAYKTY AOLIJIBHO BUKOpUCTOBYBaTH Unity, OCKIJIBKH LieH pymIiii
niaTpuMye CH#-CKPUTITHHT 1 TO3BOJISIE CTBOPIOBATH iTPH JIJIS PI3HUX TUIATPOPM Y MEXKax €MHOTO MPOoeKTy. Lle
poOUTH HOTO 3pYYHUM IHCTPYMEHTOM JUIS CTBOPEHHS KPOCIIAT(OPMHUX IrPOBUX 3aCTOCYHKIB.

OcHOBHA YaCTHHA

VY Mexax BUKOHaHHS poO0OTH 0yJ10 po3po0iIeHO IporpaMHuii 3acTOCYHOK Juist rpu «Lamkny (puc.1) 3 Bu-
KOPUCTaHHAM cepenoBuina po3poOku Unity Ta MoBu nporpamyBanns C#. Unity € ogHuM 13 HalO1IbII TIOIIN-
PEHHX IrpOBUX PYILIiB, 110 3a0e3Meuye CTBOPEHHS IHTEPAKTHBHUX MPOTpaM JJjIsl pi3HUX MIaTdopM, 30KpeMa
Windows, Android, iOS ta Web. BukopucTtanHs 11bOro cepe/ioBUIla A03BOJISIE pealizyBaT rpadiuyHuii iHTe-
poetic, pizuky 00’ €KTiB, CHCTEMY CIIEH Ta B3aEMOIiF0 MiXK KOMIIOHEHTaMH TPH.

ApXIiTeKTypa po3po0JIEHOTO MPOTPAMHOTO 3aCTOCYHKY MOOYZ0BaHa 32 MOAYJIBHUM MPHUHIUIIOM, IO JIO-
3BOJISIE PO3JIUTUTH QYHKIIIOHATIBHICTH CUCTEMHU Ha OKpEMI JIOTiYHI KoMIToHeHTH. OCHOBHI MOYJII peani3oBaHi
y BUIIIAA1 CKpUNTiB Ha MoBi C#, siki po3mimeni y nanui Scripts Unity-nipoekTy.

J10o OCHOBHUX MOJIYJIiB CHCTEMH HAJIS)KATh!

. CheckerBoard — BigmnoBinae 3a cTBOpeHHs Ta BiJIoOpakeHHS irpOBOTO MOJIS;

. RulesManager — 3a6e3neuye nepeBipKy MpaBuil I'pH, NPaBHIbHICTH XOJIiB Ta MOXKJIMBICTD B3STTS IIAIIOK;
. MovementManager — peaiizye MmexaHi3M nepeMilieHHs irpoBHUX (iryp mo JOri;

. GameManager — kepye craHamu TpH, TIOYaTKOM Ta 3aBEPIICHHSIM TapTii;

. PlayerControl — 3a6e3mneuye B3aeMo/1it0 TpaBIis 3 irpoBUM iHTEphEHCOM;

. BotControl — peainizye n0riky moBeaiHK1 KOMIT FOTEPHOTO CYNEPHHKA;

. ScoreManager — BiamoBiae 3a miipaxyHOK pe3yibTaTiB rPU.
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Monyne RulesManager Bijirpae KIro4oBy poiib Y CUCTEMi, OCKIIBKH BiH KOHTPOJIOE JOTPUMAHHS ITPABHIT
rpu. Y IbOMY MOJYJI peaii3oBaHO MEPEBIpKY JOMYCTUMOCTI X0y, BU3HAUECHHSI MOXKIIUBOCTI B3ATTS Qirypu
CYIIEpHHUKA, 8 TAKOXK MEPEBIPKY YMOB 3aBEPLICHHS TPH.

rVs Player

Ve Seed

| P#tayer vs Bot

Puc.1. T'onoBre MeHt0 po3pobieHoi rpu «lamrkm

Oco6nuBy yBary B poOOTi IPUAIIEHO peaizalii irpoBOro areHTa, SKUii BUCTYNA€ KOMIT FOTEPHUM CYyIIEp-
HUKOM JJIs1 KOpHCTyBaya (puc.2).

Jlorika arenra peanizoBana y ckpunti BotControl. Ajaroputm poO0TH areHTa BKJIHOYAE JICKiJIbKA ETaIliB:
1. Amnaii3 NOTOYHOTO CTaHy irpoBOTO TOJIA.
2. BusHayeHHs BCiX MOXIIMBHX XOJiB JUIS JOCTYIHUX (iryp.
3. IlepeBipka HasiBHOCTI 00OB’SI3KOBOTO B3SITTS IIAIIKH CYIIEPHHUKA.



4. Bubip onTUMaILHOTO 200 BUMAIKOBOTO JIOTYCTUMOTO XO/TY.
5. BukonaHHs BUOpaHoi [ii.

SKmo Ha irpoBOMY HOJI MPUCYTHI MOKJIMBOCTI AJIS B3STTS PIirypu CynepHHUKa, areHT oOupae came Lel
BapiaHT XO[y, IO BiAMOBiJa€ MpaBuiIaM IpH. Y pasi BIACYTHOCTI TaKUX MOXKIUBOCTEH areHT 0OUpae OJuH i3
JIOTTYCTUMHX XOJIIB JUTS TiepeMillieHHs (irypu.

Takuit minxix go3Bossie peanizyBatu 0a30By MOJENh iHTEIEKTYAIBHOTO irPOBOTO areHTa, KU aHalli3ye
MOTOYHHIA CTaH TPH Ta MPUIMaE pillieHHs BiIMOBIHO 10 MPaBWI. Y MOJATBIIOMY JaHy CUCTEMY MOKHA BJIO-
CKOHQJINTH NUISIXOM BIIPOBAPKEHHS OUTBII CKIAJHUX AITOPUTMIB MPUHHATTA pillieHb, 30KkpeMa Minimax,
Alpha-Beta pruning a60 METO/1iB MAIIIMHHOTO HABYAHHSI.

I'padiuna yacTHHA 3aCTOCYHKY peanizoBaHa 3 BUKOpPUCTaHHsIM iHCTpyMeHTiB Unity, 1o 1o3Bossie Bigoopa-
3UTH IrpOBY JIOUIKY, Birypu Ta intepdeiic kopuctyBaya (puc.3).

UL TR A AR LA

o

Puc. 3. Irpose nose nporpamu «I1lamkm»

IHTepakTHBHA B3a€EMO/IS IPABLS 3 CUCTEMOIO 3IIHCHIOETHCS Yepe3 0OpoOKy MOAiH HaTUCKAHHS MUILI Ta
B33a€EMOJIII0 3 00’ €KTaMH CLICHH.

[lepeBaroro Bukopucranas Unity € migTpumka kpocmiatopmHoi po3poOku. Lle mo3Bossie KoMiminoBaTu
OJIVH 1 TOW CaMWuid TIPOEKT JIJIS PI3HHUX OMEPaIlifHUX CUCTeM 0e3 3HAYHHX 3MiH Y KOJi. 3aBIISIKH IbOMY PO3pO-
OneHuii MporpaMHHUN POIYKT MOXKe OYTH alanTOBAaHUM JIJIsl Pi3HUX MPUCTPOIB.

Po3pobiieHa cuctemMa Mae MOYJIbHY CTPYKTYDY, 1110 3a0e31euye MOXKIIUBICTS ii TIOJAJIBIIIONO PO3IIUPESHHSL.
30KpeMa, MOXKJIMBE JI0/IaBaHHS HOBUX PEXHMMIB I'PH, pealizallisi pi3HUX PiBHIB CKJIAAHOCTI KOMIT FOTEPHOTO
CYIIEPHUKA, a TAKOX BIIPOBAKCHHS MEPEIKEBOTO PEXKUMY TPH MiXkK KUTBKOMa KOPHUCTYyBaYaMHu.

BucnoBku

VY pe3ynbraTi BAKOHaHOT po00TH OYyJI0 Po3po0JIeHO MporpaMHuil 3acTOCYHOK rpu «lllamkmy» 3 BUKOpHC-
TaHHAM cepenoBuina po3podku Unity ta moBu nporpamysanus C#. PeanizoBana cucrema 3a0e3redye Bino-
OpakeHHs iIrpoBOTO OIS, KEPYBaHHs irpoBUMH (Dirypamu, IepeBipKy AOTPUMAaHHS IIPABUI I'PH Ta B3AEMOIIO
KOpPHCTYBaya 3 IPOrPaMHUM CEPEIOBUIIIEM.

VY nporeci po3poOku 0yJI0 CTBOPEHO MOAYJIBHY apXiTEKTYPY 3aCTOCYHKY, 1110 BKIJIFOUAE KOMIIOHCHTH JIJIs
KepyBaHHS iIrPOBOIO JOIIKOI0, KOHTPOJIIO paBuil, 00poOKHU nepemilieHHs Qiryp, ynpasiiHHS CTAHOM I'pU Ta
nigpaxyHKy pe3ynbTariB. Takuil miaxin 3abesnedye 3pydHicTh MOAAIBIIONO PO3MUPEHHS QYHKIIOHATBEHOCTI
CHUCTEMHU Ta CIIPOIILYE MiATPUMKY MPOTPAMHOTO KOJY.

Oco0MBYy yBary npuiJIeHO peasizallii irpoBOro areHTa, SIKii BUCTYIIA€ KOMIT IOTEPHUM CYIICPHUKOM IS
KOpHCTyBayda. 3alipOIIOHOBAHUI AITOPUTM pOOOTH areHTa 0a3yeThbesl HA aHaJi31 HOTOYHOIO CTaHy irpoBOTO
I0JIs, BU3HAYCHHI MOYKJIMBHMX XOJIB Ta BUOOPI JOMYCTUMOIO BapiaHTy Jii BiIOBIIHO /10 mpaBui rpu. Lle mo-
3BOJISIE peallizyBaTH 0a30BY MOJIE/Ib IHTEICKTYaIbHOI IIOBEAIHKH KOMIT IOTEPHOTO CYIIEPHUKA.

[pakTH4yHe 3HaYeHHS POOOTH MOJIATAE Y CTBOPEHHI (PYHKIIOHAIFHOTO KPOCIIAT()OPMHOTO TIPOrPaMHOT0



3aCTOCYHKY, SIKHH MOKe OyTH BUKOPHCTaHHUH SIK OCHOBA ISl TOJAJIBIINX JOCTIIKEHb Y rainy3i po3po0OKH ir-
POBHX CHCTEM Ta IITYYHOTO IHTEIEKTY. ¥ MMOJAIBIIOMY MOKJINBE BIOCKOHAJICHHS CHCTEMH HIJISIXOM peaiza-
1ii OUBII CKJIAAHUX ANTOPUTMIB IPUUHATTS pillleHb, JOAaBaHHS Pi3HUX PIBHIB CKIAJHOCTI I'PU Ta PO3IIHU-
PEHHSI MOXKITUBOCTEH MPOTPaMHOT0 3aCTOCYHKY.
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