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PEDEPAT

CTpykTypa Ta 00csr BUIYCKHOI podoTu. BumyckHa poOoTa CKIIaJaeThecs 13
BCTYyIly, TPbOX PO3JALUIIB, BHUCHOBKIB, CIUCKY BHKOPHUCTAHUX JDKeped 1 J0JaTKiB.
3aranbpHui 00cAT pOOOTH CTaHOBUTH /1 CTOPIHKY JPYKOBAHOTO TEKCTY, 3 SIKUX aHOTAIIis
—Ha 1 ctop., 3MicT — Ha 1 cTop., epesiik yMOBHUX IMO3HAY€Hb — 1 CTOP., OCHOBHUM TEKCT
—Ha 36 cTop., CUCOK 13 14 BUKOPUCTAHUX JDKEPEN — HA 2 CTOP., TOJAATKUA — Ha 27 CTOP.
PoGoTta mictuth 4 niarpamu, 1 Tabnuis Ta 47 pUCYHKIB.

OO0’eKkT a0CHiIZKeHHsl. TIPOLIeC MPOEKTyBaHHS Ta PO3poOkH iHGOpMaIiHHUX
CHCTEM TIOIIYKY ONTHUMAIBHUX MapmpyTiB 3acodamu rurardopmu Unity3D.

Mera poGoru. po3poOKa anrOpUTMIYHOTO Ta MPOTPAMHOIO 3a0e3MEUYEHHS
iHpopMariiiHOT cHcTeMH TOHIyKy, moOyaoBu Ta 3d Bi3yamizamii ONTHMAaIBHUX
MapuIpyTiB pyXy 3acobamu mporpamuoi miardgopmu Unity3D 3a BH3HAYEHHX YMOB
(GyHKI1OHYBaHHS.

MeToam gociiazkeHHs1 0a3yr0ThCs Ha PUHIIUINAX 1 METO1aX Teopii rpadis i1 yac
pO3pOOJIEHHST aNrOPUTMIB TOIIYKY ONTHMAJIbHUX MAapUIPYTIB PYyXy, TEXHOJOTIN
MoienmoBaHHs Ta 3d rpadiky mix yac peatizarii mporpaMHoi IaThopmHu.

Pe3yiabTatn — BUKOHAaHO aHAMITUYHMUIA OIS CYYaCHOTO CTaHy MOOUIbHHMX
JIOJIaTKIB TMOIITYKY, MOOYIOBU Ta Bi3yasi3allii ONTUMAIbLHOTO MapIIPyTy MepecyBaHHs 13
MICLS 3HAXOMKEHHS [0 MICISl NMPU3HAYEHHS 3a YMOB (YHKLIOHYBaHHS BCEpEOUHI
npuUMillieHb. BUKOHAHO aHAMITUYHUI OIJIA] QJITOPUTMIB OLIYKY HAHKOPOTIIOTO HUIAXY
Ha 0a31 MmetoniB Teopii rpadiB. Po3pobneHo Ta mporpaMHO peai3oBaHO aJrOpUTM
NOIIYKY ONTHUMalbHUX MapuipyTiB Po3pobineHo Ta peanizoBaHo au3aiiH Ta 3d
BI3yaJIi3allito ONTUMAJIBHOTO UISAXY Y MOOUTBHOMY JIOJATKY 3a JOTIOMOTO0 MPOTPaMHOT
matgopmu Unity3D ta moBu C#.

KurouoBi caoBa: indopmariiiina cucrema, Teopis rpadiB MONTYKY HAMKOPOTIIIOTO

MapuipyTy, unity3d
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CIIUCOK CKOPOYEHb, YMOBHHUX IIO3HAYEHbDb I TEPMIHIB

APK (Android Package) — popmar apxiBaux ¢aitnis-gogarkis st « Androidy.

GUI (Graphical User Interface) — rpadiununii inTepdeiic kopucTyBaya.

SoC (System on Chip) — Cuctema Ha 4uiii.

Android — omepariiina cucTeMa I8 MOOUIBHMX HPHCTPOIB (IUIAHIIETIB,
cMapTdOHIB, HOYTOYKIB, CJICKTPOHHUX KHHT).

EBpuCTHKH — CYKYITHICTh METO/I1B MOUTYKY BUPIIICHHS 3a1a4i / CHIeI[iaibHI METOAH
pO3B’sA3yBaHHS 3a7ad, SIKI 3BUYAWHO MPOTHUCTABISIIOTECA (OPMAIBHUM METOJIaM
PO3B’s3aHHS, 1110 CHUPAOTHCS HA TOYHI MaTeMaTUIHI MOJIEIIL.

YnepemxkeHHs — XuOHa AyMKa, MO CKIAJA€ThCA MIOJO0 KOro-, 4Oro-HeOyab
Hanepeq, 0e3 03HaHOMJICHHS, Ta OB’ sI3aHE 3 HEIO BIJIOBIIHE CTABJICHHS.

CkpunT — 1e mporpama, sika aBTOMAaTH3y€ JE€sSKE 3aBJlaHHs, AK€ 0e3 CLEHapiio
KOpPHUCTYyBa4 poOUB OU BpyUHY, BUKOPUCTOBYIOUH 1HTEp(eiic mporpamu.

IrpoBuit pymiii (Game engine) — e Habip cucTeM, IHCTPYMEHTIB SIKi CIIPOIIYIOTh
po0OOTY HanKUCaHHsS OY/Ib-SIKOTO TOAATKY JOJATKY.

IrpoBuit Accer (Bim anri. Game asset) — pecypc, IO CKIQJAa€EThCA 3
OJTHOTUITHUX JIaHUX, [0 € YACTUHOIO JOJATKy 4u Tpu. Moxke 30epiraTucs y BUTIISI
baiimny.

CiieHa — CyKyIMHICTh TpaiuHUX MOJIENEeH pO3TalllOBAaHUX B MIEBHOMY MOPSIKY
Ta MJIOIIMHI.

Texcrypa — pactpoBe 1u(ppoBe 300pakeHHsS, IO BIATBOPIOE Bi3yalbHi
BJIACTUBOCTI Oyb-SIKMX MTOBEPXOHb, MaTepiaiiB ab0o 00'€KTIB.

Capailt — rpadiuHuii 00'eKT, SKU MOXKHA B110OOPA3UTH HA €KpaHi.


https://uk.wikipedia.org/wiki/Android

BCTYII

CydacHuii CBIT — CBIT pO3BUHYTHUX TEXHOJIOT1H. JItoAMHA ChOTO/IHI HE ysBIIA€ cOO1
JIeHb 0e3 mMoOutbHOro Tenedony. ChOrojHi Il MajJeHbKI Ta/pKETH HE TIIBKH 3aco0u
3B’A3KYy Ta CHIJIKyBaHHS, aje ¥ MOMIYHUKHA BAOMA, HAa poOOTi, Y 0po3i. YCIM BiAOMI
KaJICHIapi, OHJAlH KapTu, (poTokamepu, My3uWyHI albOOMH, NEepekiazadl Ta Oarato
1HIIOTO.

SIkmo po3idpatu MOOUTBHMI Tee(OH Ha YaCTUHH, BCEpPEeINHI MOXKHA MOOAYUTH,
IO BiH HE € CKJIaJIHUM K NEepCOHaIbHUM KoMil'toTep. CKiIanaeTbess BChOTO 3 TaKUX
YaCTUH — JUCIUICH, akymyssTop, SOC, BHYTpIlIHS Ta omepaTHBHA IaM SiTh, MOJICMH,
KaMmepa Ta JaT4uKu. Te 110 BUIHO 0/Ipa3y, lie eKpaH Tenedony, To0To Auciieit. Yce, mo
MU 0a4MMO Ha eKpaHi, 00pOOITIOETHCA Ta KOHTPOIIOETHCS BHYTPIIITHIMUA KOMIIOHEHTaMHU.
AKyMyJSTOp MIATPUMYE TMpale3laTHICTb cMapT@oHy. HallBaKIMBIIIMM KOMIIOHEHTOM
CIIyI'ye — MaTepUHCbKa Iuiata 3 mpoiecopom abo SOC. Mictute y co0i HE TUIBKH
3BUYANHMI Tpouecop, ane i rpadiunuid, LTE-monem, koHTponep ekpaHa, 0€3ApOTOBI
aganTepu Ta iHie. Ta xxoJieH cMapTdhOH HE MOXKE TpalfoBaTh 0e3 ONepaTUBHOI Mam sTi
Ta CUCTEMHOT'O CXOBHIIIA.

Ockiibku MOOLTBHI TesIeOHM BCe 1€ MOTPEOYIOTh KOMYHIKALIT ISl 3A1HCHEHHS
JI3BIHKIB, BIIMIPaBIEHb TEKCTOBUX MOBIAOMIIEHbD, MIIKIFOYEHHS IO BCECBITHHOI TAaBYTUHU
internet, iMm JOmoOMararOTh y bOMY MOJIEMH.

Jlist rapaux ororpadiii Ta Bifeo3anuciB y BCiX cMapTPOHIB € (ppOHTAIbHA Ta
OCHOBHA kamepu. BoHu OynyTh MaTH pi3HI BIJITIHKH, HACHUEHICTh T4 KOHTPACTHICTh Y
MOPIBHSHHI 3 IHIIUMU MOOUTBHUMHU Telle(pOHaMHU.

VY OubmiocTi cydyacHuX cMapT(doHIB BOYJOBAaHO JEKiJIbKa OCHOBHUX JATUUKIB:
akcenepoMeTp (IUisi BU3HAYCHHS OPIEHTAIlll MPUCTPOIO Ta WOTO PyXiB), TIPOCKOI (715
BU3HAYEHHS TOBOPOTY MOOLIBHOTO TenedoHy), HuppoBUil KoMiac (sl OpleHTallli Ha
Mariax), 1aT4uK OCBITJIICHHS (AaBTOMAaTUYHO BCTAHOBJIIOE SICKPABICTh €KpaHa B 3aJICKHOCTI
B1J1 HABKOJIMIIIHBOTO CBITJIA), JATYMK HAOIMKEHHS (1711 HeOaKaHUX TOTUKIB J10 OBEPXHI
€KpaHa).

Crporomni Android omnHa 3 momynaspHUX TiIatGopm aiis MOOUTHPHHX 3aco0iB.

[Iporpamui nonatku, CTBOPEHi AJid onepauiiinoi cucreMmu Android, MaroTh JOCTYI 10



.
BEJIMKOTO0 BIJKPUTOrO TOPTOBOIO MaMJaH4MKa A MyOmiKaimii pi3HUX 3aCTOCYHKIB:

Google Play, ne ix Moxe 3HaiiTH Oyb-SKUN KOPUCTYBa4 CMapTQOHY.

MoOiapHI JOJATKH CTBOPIOIOTHCA He Timbku aiast Android, ame @ mis Takoi
oreparliitHoi cucreMu sk 10S, Ky MiATPUMYIOTh MOMYJIAPHI JiHiHKKU cMapTdoHiB iPhone
Bix Apple. Skiio 3a Mety y3aTH po3poOKy mporpamy, sika Oyje mpairoBaTi s 000X
ONEpaIrifHNX CHUCTEMaX, TO JOBEICThCS BUKOPHCTOBYBATH pi3HI KOMIUICKTH

nporpaMHoro 3abesneueHus. [1]



PO3JILI 1
AHAJII3 TPOBJIEMM TA TIOCTAHOBKA 3AJTAYT

1.1 TeopeTnuHi acnieKTH NPOEKTYBAHHS TAa PO3POOKHU MOOITbLHUX A0ATKIB

Opni xommaHii 3ampoBaKYIOTh IIOCh HOBE y CBOi MOJIENi, BUITYCKAalOUd HOBI
cmapTdoHu. [HII, HaMaralTbCsA HE BiJICTaBaTH, CTBOPIOIOTH Ta OHOBIIIOIOTH MOOLIBHI
JOJIaTKU, YHIKAJIbHI TPOAYKTH 1 MPOMOHYIOTH Pi3HI Bapiallii pillicHb.

Po3pobka MOOUTEHOTO JIONATKY Ui TakWxX onepamiiaux cucreM sk 10S abo
Android — e ckiagHUE BUPOOHMYHUI MpoLEC, 0 MOTPeOye PEeTeNIbHO CIUIAHOBAHHUX
etamiB. [lifroToBKa Ta CTBOPEHHS MEPIIOTO MPOTOTHIY AOAATKA — € BaXKIMBHUMH
YaCTUHAMU TPOEKTY. Y3rO/UKEHMH CHUCOK BHMMOI 13 3aMOBHHMKOM, JI03BOJISIE
NEPEKOHATHUCS, [0 MU PO3YMIEMO OJIMH OJHOTO Ta CXOXI1 YSIBJIEHHS IPO OCTATOYHUUN
pe3yabTat poOOTH.

OTtxe, eranu po3poOKH TOMATKIB :

1) Ines;

2)  IlpoekryBanHS;

3) Jluzaiin;

4) Po3pooka;

5)  TecryBaHHus;

6)  IlyOGumikaris;

Inest — ue eran, Ha SIKOMY HalBa)KJIUBIIIE OTPUMATH Y3TOJ>KEHH, 13 3aMOBHUKOM,
OIKC TOTO, IO SIKUM J0AAaTOK Oyzae cTBOpeHO. OOTroBOPIOETHCS 1 POPMYITIOETHCS 17e,
MPOTIOHYIOThCS ONTUMAJIbHI HANPSMKUA peaizailii 1 CKIAJa€ThCsl CIHCOK OCHOBHHX
BUMOT.

[IpoexTyBaHHS — CTBOPEHHS HAYEOTO KapTH 3 yCiMa (PYHKITISIMH Ta MOYKJIUBOCTIMH
MPOAYKTY, TPOTOTUIIAMH, SIK1 ONTUCYIOTh YC1 €KpaHU Ta MEHIO JI01aTKa, CXEMHU MIEPEXO/IiB
MK HUMH. Y 3aJ€KHOCTI BiJ] MOTpeO, MPOTOTUIM MOXKYThb OyTH CTaTUYHUMHU abo
TaKUMH, 1110 B3a€EMOJIIIOTh 3 KOPUCTYBAaUEM.

Ju3aliH — CTBOpEHHs AW3ailHy YCIX €KpaHiB Ta I1HTepQeiCiB KOpuUCTyBada

MalOyTHHOTO JIO/IaTKa 1 BIATBOPIOEMO Pi3HI MOMKIMBOCTI IS BCIX CIICHApiiB
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BUKOPUCTAaHHA. YCl €JIEMEHTH KOPHUCTYBAI[bKOTO iHTEep(delcy MU JOCHITKYyEMO Ha

4aCTOTY KOPUCTYBaHb, 00 YIIEBHUTHUCS, K1 TPUUHATI AU3aWH-PIIICHHAS € 3pYYHUMU Ta
JAI0Th 3MOTY KOPUCTYBauy €()eKTUBHO BUPIIITYBATH MTOCTABJICHI HUM 3aBJaHHS.
Po3pobka — e 6e3mocepeqHb0 caM MPOIEeC CTBOPEHHS MPOTPAMHOTO MPOIYKTY
JU1s1 MOOUTBHHMX IPUCTPOiB. Hamiuye nekinabka eTariB, Ha SKMX 3aMOBHUK JTOTYYa€ThCS 110
MpoLIeCy CTBOPEHHS MPOrPaMHOro MpoaykTy. JlomaTtkoBi (ailiiv gogaTKy MnepiogudyHo
BIJIMTPABIISIOTHCS 3aMOBHUKY TSI O3HAHOMJICHHSI Ta TTOAAIBIIOTO Y3TO/KCHHS.
TectyBaHHsS — mepeBipka BiAmoBigHOCTI A0 T3 3a JOMOMOrorw TECTyBaHHS.
Jlo1aToK BCTAHOBIIIOETHCSI HA MPUCTPOI TECTYBAHHS, 1 MPAITIOE 30BCIM SIK SKIIO 1Ie OyI10
3aBaHTAXEHO 3 TaKMX TOProBux MaimaHuukiB sk Google Play ado AppStore. Came Ha
[[OMY €TaIll BUIPABJISIOTHCS yC1 HE301KHOCTI ¥ 3HANIEH] TIPU TeCTyBaHHI MPOOIJIEMHU.
[TybOmikaris — mepegada TOTOBOTO IPOTPAMHOTO MPOIYKTY 3aMOBHHKY, IS
MOJAJIBIIOI  MOXJIMBOCTI BHUKJIaaeHHS y warasuau Google Play a6o AppStore i
KOPUCTYBaHHSl yciMa BepcTBaMu HaceineHHs. KoxkeH n0AaToK MiAiirae pereibHii
nepesipill nepen myosikamiero. [{um 3aiimaroThesi cnemiaibHl KOMaHIW BiJMOBIAHUX
MoOUTbHMX TaTdopM. [licns ycmimHoi myOmikaiii mpu noTpedi 101aTOK MEPEXOIUTh Y
CTaJit0 TeXHIYHOI miaTpuMku. CamMe Lei eTan mepersisgae i OIiHIOE CTapuil Ta HOBUU

byHKIIIOHAJ, CKJIaJa€e TUIaHU MalOyTHHOTO PO3BUTKY Ta yI0CKOHAIECHH [2].

1.2 Orasia BitoMux nporpaMHux pilieHb /sl 3a1a4 o0y 10BH

ONTUMAJIBHOI0 MAPLIPYTY PyXY

MAPS.ME. Ile onun 3 Halikpanux M0AATKiB, III0 BUKOPUCTOBYIOTH O(IaiHOBY
HaBIramiro. 3 KOKHUM OHOBJICHHSIM y HbOMY 3'SIBJISIFOTBHCSI HOBI Il1KaBl (PyHKIII1, 1 Ha
crorogai MAPS.ME 4ynoBo BMi€e mpoKJIaiaTi MapuipyTH, BOJIOI1€ BUCOKOIO Ta IKICHOIO
JeTajizaiielo Mar, BIIMIHHOIO Mpare3fgaTHIcTio. JlaHuil 101aToK HeoOMeXeHU Ha
KUIBKICTh MaIl JIJIs 3aBaHTAKEHHS - BU MOXETE MaTH X04Y YCIO 3€MHY MIBKYIIO, SKIIO
MICTKICTh HaKOIIMYyBaua cMapTQoHa 3MOxke 11e 03BosnuTH (prc 1.1).

3aCTOCYHOK J03BOJISIE BH3HAYHMTH MICIle pO3TallyBaHHS KOpUCTyBada 3

BUKOpHUCTaHHAM TexHoisorii GPS, npokiiactu MapmipyTu /71 aBTOMOOLTIB 1 TIITIOXO1B


https://uk.wikipedia.org/wiki/GPS
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MiX OyIBSIKMH JIBOMA IMTyHKTaMU NUIIXY (TaKOK MK PI3HUMH 00JIacTSIMU Ta KpaiHaMu),

MPOBOJUTH TONIYK 32 HA3BOI0 UM OMHUCOM OO’E€KTIB, a TaKOXX HAJIaBaTH JACTAIbHY
iH(opMallito Tpo Pi3HI 3aKiaad, BioOpakeHi Ha Mami. TakoX sl KOPUCTYBadiB €

JOCTYITHOIO TOJIOCOBA HaBITAIlisl.

Pucynok 1.1 — ronmosna cropinka nonatky MAPS.ME
Google Maps. J[lomatok po3poOienuit kommnanietro Goggle. Mae cxoxwii
¢ynkmionan y mnopiBHgHHi 3 MAPS.ME, mpu 1poMy BaXIMBOIO MEpeBaroio €
MO>KJIUBICTh HOTO BUKOPHUCTAHHS B 0(hJITAlHOBOMY pEXUMI. 3aBAHTAKyBaTH IUISIHKHU KapT
B IIbOMY JIOJIaTKy MO>KHa OyJi0 1 paHiiie, a 30BCIM HEIIOJaBHO PO3pOOHMKaMHU Oyra
JI0/laHa MOBHOIIHHA HaBIrallis 1 MOIIyK 00'e€KTiB 0€3 MiAKIIOUECHHS 10 IHTEpHETY. Tak 110
teriep Google Maps MoKHa CMUIMBO BUKOPHCTOBYBAaTH B THX MICIISIX, JI€ HEAOCTYITHE

niaKioueHHs 10 Mepexi (puc 1.2).

Pucynok 1.2 — ronoBHa cropinka nogarky Google Maps


https://uk.wikipedia.org/w/index.php?title=%D0%93%D0%BE%D0%BB%D0%BE%D1%81%D0%BE%D0%B2%D0%B0_%D0%BD%D0%B0%D0%B2%D1%96%D0%B3%D0%B0%D1%86%D1%96%D1%8F&action=edit&redlink=1
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HERE WeGo Maps. Bin gocuth (pyHKITIOHATIBHMA, TOBHICTIO O0€3KOIITOBHHIA,

are Mae 3actapiamii iHTepdeic kopuctyBada. OpHak, Ha 1H(GOPMATUBHICTH KapT 1
IIBUJIKICTh POOOTH Mporpamu Iie HisK He BIuMBae - kopuctyBarucsis HERE Maps nyxe
3pyuHoO. Jlo TOro X 11e JOJATOK BMI€ MPOKJIAJATH MapIIPyTH HE TUIBKU AJIS MIIIOXOIIB 1
aBTOMOOLIICTIB, a ¥ A macakupiB rpomajcbkoro tpancnopty [3]. Ilpuxiag podoru

HaBEJICHO HAa pUCYHKY 1.3.

= Q Whereto?

Pucynok 1.3 — romoBHa cropinka noaatky Google Maps
Po3knag CymJlY Ta Miii yniBepcurer. Android momatku, po3poOiieHi B
CyMCbKOMY JI€pKAaBHOMY YHIBEPCUTETI JJIsI CTYACHTIB Ta BHUKJIAJAyiB 3 aKTyaJlbHUM
pO3KIIaIoM 3aHATh. OCHOBHI OCOOJIMBOCT JaHUX JIOJATKIBI:
o MOXIUBICTh 3aBaHTAXKEHHS PO3KJIATy Ha YBECh CEMECTD;
o Ilomyk no rpymnax, BUKJIagayam Ta ayAUTOPISIM;

o [Ilepernsn po3kiany 6€3 JOCTyIy 10 IHTEPHETY;

1.3 AHani3 aJropuTMiB NOUIYKY HAHKOPOTLIOrO HIJISIXY

[TepeBaxkHa OIIBIICTH JAOJATKIB Ta ITOP BUKOPUCTOBYIOTH PIIICHHS ISl HAOOPY
MaplIpyTiB Ha OCHOB1 alroputMmy «A*». Xoua neil anroput™m e(exkTuBHHI Ta HOTO
MO>KHA JIETKO peajizyBaT, BiH HE MOXE MPaIfoBaTH 0€3M0CePETHBO 3 JAHUMH PIBHS TPH.

Ile Bumarae, mo0 piBeHb Tpu OyB MpEACTaBICHUIN y TMEBHIA CTPYKTYpl [aHUX:
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CHpSAMOBaHUMN HEB1J €MHUN 3BakeHUH rpadik. Anroputm J{elKcTpu BUKOPUCTOBYETHCA

JUISL TPUMHATTS TaKTUYHUX PIIIEHb, HIK MPOXOHKEHHS MapUIpyTy, 1 11e HaUmpoCTiui
BapiaHT AITOPUTMY «A*.

Hi «A*», Hi JleiikcTpa aaropuTMu HE MOXYThH MpPAIfOBaTH HaJ F€OMETPIEIO, 110
CKJIaJa€ irpoBUii piBeHb. BOHM MOKIIaAaoThesl Ha CIPOILEHY BEpPCito PiBHS, SKa MOBUHHA

OyTH MpeJcTaBiIeHa y BUTIIsLA1 rpada.

Pucynok 1.4 — ctpykrypa rpada

I'padp — me maremaTudHa CTPYKTypa, sIka 4YacTO MPEJCTABICHA CXEMaTHUYHO.
CknazaeTbes 3 ABOX PI3HMX THUIIIB €JIEMEHTIB: BY3JIIB, SIKI YACTO 300paK€H1 y BUIJISIAL
TOYKH 200 KOJIa, Ta 3B’ SI3KIB, 5IKi 3’ €IHYIOTh BY3J1M MK co00t0. Ha pucynky 1.4 mokazana
CTpYKTypa rpada.

JIJist IOTIyKy MapuipyTiB KOXKEH BY30J1 3a3BHYAM MPEACTABISIE ACSKY TUIONIMHY
ITpOBOTO PIBHA, KIMHATY, KOPHUIOp, IuiaTGopMy, TaiasiBUHy abo SKych 0O0JacTh
30BHIIIHBOTO CEPEIOBUINA. 3B’ SI3KU MOKA3YIOTh, AKI JIOKAIli mia’€qHaHi. Ko KiMHATa
npwiIsrae 10 KOPUAOPY, TO BY30JI, KU TPENCTaBIisg€ KiMHATY, MaTUME 3 €THAHHA 3
BY3JIOM KOpUA0pY. TakuM YMHOM yBECH PIBEHb I'PU PO3ALICHUI HA OKpEMI TEPUTOPII, K1
3’€HaH1 M1 CO0O0IO.

{06 micTaTucs 3 OJTHOTO MICIIS B 1HIIIE, MM BUKOPUCTOBY€EMO 3’ €THAHHS, 3a3HAUCHI
BUIlle. Y OUIBIIOCTI BUMAAKIB HaM JIOBEJIEThCS BUKOPUCTOBYBAaTH 3’€IHAHHS 3

IPOMIXHUMH By3JIaMHU.



13
3BakeH1 rpadiki.

3BaskeHUH rpadik CKIaJa€eThCS 3 By3JiB 13’ €IHaHb, K 1 3BUUaiiHuil rpadik. OxpiMm
HUX JJI1 KOXKHOTO 3 €/IHaHHSA, MM JIOAA€MO YHCIIOBE 3HAUEHHS. Y Teopli rpadis 1e
HA3MBAETHCS Baroro, a B IFPOBUX JoAaTKax — BapTicTio. Ha pucynky 1.5 300paxkenuit

3BaXKEHUM rpadix.

Pucynox 1.5 — crpykrypa 3BaxeHoro rpaga

Butparu B rpadi yacTo npecTaBIsIOTh K yac ado BIACTaHb. SIKIIO BY30J1 OJIHI€T
00J1acTl, 3HaXOJUThCS HA BENUKIM BIJACTaHI BiJ By3/la B IHIIIA 00JacTi, TO BapTICTh
3’€THaHHS Oy/1e BEJIUKOIO.

JIis MOBHOTO MapuipyTy 4epes rpad, BiJ By3jia MOYaTKy 10 By3Ja KiHIIS, MU
MO’KEMO MiIpaxyBaTH 3arajbHy BapTiCTh NUIAXY. L[e cymMa BUTpaT KOXKHOTO 3’ € JHAHHS B
MapuipyTi. Posristnemo aesikuii Mmapmpyt Ha pucyHky 1.6. SAximo mu Oyaemo pyxaTtucs
Bl By3na A 1o By3na C, TakoxX MpoiiieMo depe3 MpOMDLKHHUI By30d B, To 3arambpHa

BapTICTh MApUIPYTY CKIIagaTuMe 9.

Pucynox 1.6 — 3aranpHa BapTicTh rpady

Bysnu-nipecTaBHUKH HA IEBHUX TEPUTOPISX.
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Sxmo nBi obmacti 3’€qHAHI, TO BIICTaHb MDK HUMHU Oynae HyIb0BOMO. Jlms

NPUKIIATY BI3bMEMO KOPUAOP Ta KIMHATY. SIKIIIO BH CTOITE Y ABEPSIX, TO MEPEMIILIEHHS 3
KIMHATy B KOpumop Oyae MuUTTeBHM. Jly»e 4acTo BapTICTh BIJCTaHI BUMIPIOIOThH BIJ
penpe3eHTaTUBHOI TOUYKHU a00 MpeCcTaBHUKA (BYy3I1a, IKM BU3HAYAE TIEBHY TEPUTOPIIO).
OT1xe, BUOMpPAEMO IIEHTP KIMHATH Ta HEHTP KOPUIOPY Ta 3’ €HYEMO 111 By3nu. [Tpukian

TaKoTO BUTJISAY rpady rmokazaHuii Ha pucyHky 1.7.

o @)
L
5.3
—- - - -
5.4
l o o
! 4.3 '
O P44 et 1 O
®

Pucynok 1.7 — cxema 3BakeHOro rpady 3 By3iaaMu-IIpeICTABHUKAMU

HeBin’emH1 0OMexKeHHS.

MO>KIIMBO, JIJI aJTOPUTMIB TOIIYKY HAWKOPOTIIOTO IIISAXY, HEMAE CEHCY MaTh
HEraTUBHI BUTpaTU. MU HE 3MOKEMO MAaTH BiJ’€MHY BIJICTaHb MiK TOUKaMH SIK 1 HaM HE
3HAJI00UTHCS B’ €MHA KUIBKICTh Yacy Ha nepeMileHHs. Teopis rpadiB A03BOJIIE MaTH
HETaTHBHY Bary. AJTOPUTMH, K MOXYTh MPAIIOBATH 3 BiJI’€MHOIO Baror, CKJIA HIIIII.
3okpema, anroputmu [lefikctpa Ta A * ciiji BUKOPHCTOBYBAaTH 3 BiJl’€MHOIO Baroro.
Takox 71 HUX MOYKHA MO0y yBaTH rpad 3 HETATHBHUMH Baramu, KWW 3MOKE HaBITh
MOBEPHYTU PO3YMHUH pe3ysbTaT. Ajie y OUIBIIOCTI BUMA/IKIB 111 aITOPUTMU TIEPEXOAATh
y HECKIHUCHHICTh. | IIe¢ HEe € MOMIIKOK. MaTeMaTU4YHO, HE Ma€ TaKOTO IOHSATTS SK
HAWKOPOTIINHU NUISIX y Tpadax 3 Bii’ €MHOIO Barolo, PillieHHs MPOCTO HE icHye. BapTicTh
IIUISXY 3aBXKU TTO3UTHUBHA.

Hanpagneni rpadu.
OCHOBHI aJNTOPUTMHU TPOKJIAJAHHS HAWKOPOTIIUX MAapPIIPYTiB BUKOPUCTOBYIOTH

cknagHimy ¢opmy rpada, Taky sk cripsiMOBaHUi rpad, kUil 300pakeHUN Ha PUCYHKY
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1.8. Panime mokHa Oys10 cKa3aTu, SIKIO MOKJIUBE MepeMileHHs Bix A 1o B, To Takox 1

Bix B 10 A. Bapricts Takoro nuisixy Oyzae 0JHAKOBOIO B 000X HampsiMkax. HaTtomicTb
e rpad npumnyckae, mo 3’ €AHaHHA WAYTh JIMIIE B OTHOMY HanpsAMKY. SIkio mu Oynemo

pyxatucs Bix A 0 B 1 naBnaku Bin B 10 A, TO Buiife nBa pi3HUX 3’ €IHAHHS.

Pucynox 1.8 — cxema cripssMOBaHOTO 3BaKEHOTO rpady

He 3aBxxau OyBae, 110 Bifictanb BiJg A 110 B o3Hauae, mo Touky B MoxHa nocsartu
Bil A. PosrnsiHemo npuknanu. Skmo A apyruil noBepx sikoick OyaiBii, a By3od B —
NEPILINIA, TO TPABELb 3MOXKE JIETKO 31CTPUOHYTH 3 By3/1a A Ha By30J1 B, aine He 3MOXke Tak
K€ HIBUAKO NMOBEPHYTHUCH Ha3al 10 By3na A. Lle o3Havae, 1m0 1i /1Ba 3’ €IHAHHA MalOTh
pi3Hi BUTpaTu. JlonamMo cxoau Mixk HoBepxaMu. SKIIO MOAMBUTUCS HA BUTPATH B Yacl, TO
JUTS TOTO 100 31CTPUOHYTH MaiKe He OTPIOHO Yacy, a s MANOMY 10 CX0/1aX — YChOTO
nekinbka cexynna. Omke, Tenep 3’eqHanHs Bil A 1o B mae HeBenuky BapTicTh, a Big B 10
A Tpoxwu OiybLIy.

Anroputm Jleikcrpa.

Anroputm JleHikcTpa Ha3BaHHWW Ha 4ecTh mMareMmartuka Enxcrepa Jlevikcrpa, Axui
roro po3pobus. CriouaTky Il aJITOPUTM CIIYT'yBaB BUPIIICHHSIM MaTEMaTUYHOI TE€Opii
rpadiB. Skmo B irpax Ijsi TPOXOJKEHHS JESKOr0 MapUIpyTy CTBOPIOBAIM OJHY
MOYaTKOBY Ta KIHIIEBY TOYKH, TO ISl IIbOTO ajJTOPUTMy MOXKHA OYyJ0 MaTH JIHIIE
MOYaTKOBY, 00 BiH 3HAXOJUTh HAMKOPOTIIY BiICTaHb A0 OyAb-sIKOI TOUKH.

SIxkmo mMaemo rpad Ta ABa BY3JIH, IIO € TTOYATKOBOIO Ta KiHIIEBOIO TOYKAMH, MU
XOUEMO OTPUMATH HUIAX, SIKUWA OyJle MIHIMAJIIBHUX 3 YCIX MOXJIMBUX MDK LIMMHU JBOMA
By3namu. To MapuipyT, SIKMil MU OTpUMAaeMO Oyzie CKJIaiaThcs 13 3’ €JJHaHb, a HE BY3JiB,

TOMY HaM BaXXJIMBO, SIK1 cCaMe BY3JU Oy1yTh BUKOPUCTaHI.
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OTtxe, anroput™ [leiikcTpa MOMMPIOETHCS BiJl TOUYKU MOYATKY, TOOTO CTapTOBOTO

By3Ja, y370BXK CBOIX 3’€1HaHb. Konu 3a KiHIIEBY TOUKy OepyTh HaHOUIbLI BiAaIeHUA
BY30J1, BiH 3aIlMCy€ HAMNPSIMOK, IO SKOMY BiH WIIOB. SIK TUIBKK IITBOBUN BYy30J1 OyJie
JOCATHYTO, aJITOPUTM TOTIPSIMY€E Ha3aJ 10 MOYaTKOBOT TOUKH, 100 3reHepyBaTH MOBHUIA
MapuipyT. Pooutscs 1ie itepamisimu. [Ipu kokHi# iTepallii BiIH BpaxoBYe BY30JI 1 CIIKY€
3a 3’€IHAHHSIMHU, K1 3 HbOTO BUXOJATh. [[J1s1 KOXKHOTO Takoro 3B’S3Ky BiH 3HaXOIUTh
KIHIIEBUI BY30J] 1 30epirae 3arajpHy BapTICTh HUIAXY, KU B)KE MPOUIIOB. Y MepIIin
iTeparlii, e MOYaTKOBUM BY30J — II€ MOTOYHUN BY30JI, 3arajibHa I[iHa — II€ MPOCTO
BapTicTh 3’eaHanHs. lle mokasano Ha pucynky 1.9. Jlng Bcix HacTymHUX iTeparlii,
BapTICTh NUIAXY SIBJSIE COO0K0 CyMy BapTOCTI KOKHOTO OOpaHOTo 3’€qHaHHA. PucyHok
1.10 mokasye cuTyallito micis Iepioi iTeparii.

Connection | cost-so-far: 1.3
current cost: 1.3 connection: |

node

cost-so-far: 0

connection: None Connection Il

cost: 1.6

@ cost-so-far: 1.6
Connection 1l connection: Il
cost: 3.3

@ cost-so-far: 3.3
connection: Il
Pucynok 1.9 — cxema nepmoi itepaitii anroputmy Jleitkctpa

cost-so-far: 2.8
connection: IV

cost-so-far: 1.3

connection: |
current

Connection | node e
cost: 1.3

Connection IV
cost: 1.5

sta
node

cost-so-far: 0
connection: none

Connection Il ~nnection V @ cost-so-far: 3.2
cost: 1.6 cost: 1.9 connection: V

@ cost-so-far: 1.6
Connection lll connection: Il
cost: 3.3

cost-so-far: 3.3
connection: Il

Pucynok 1.10 — cxema HacTynHuX iTepatliil anroputmy Jleikcrpa
OcTaHHIM eTanoMm € MOUIyK HuIsixy. POOUThCS BiH MOYMHAIOYH BiJ KIHIIEBOi TOUKU
Ta IUBJISIYUCH HA 3’ €THAHHS, K1 OyJIM BUKOPUCTaHI JJII TPUOYTTS. AJITOPUTM BIJICTEXKYE

3B’SI3KH, MIOKH HE Oy/ie TOCATHYTO MOYaTKOBOIO By3Jyia. OTprUMaHui CIIUCOK 3’ €JHAHb HE
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B MPaBUIBHOMY MOPSAKY, TO MH MOBEPTAEMO HOTo Hazaj 1 OTPUMYEMO MpPaBHIbHE

pimenns. Ha pucynky 1.11 nokaszanwuii npoctuit rpad 31 3HaHICHUM MapIIPyTOM.

cost-so-far: 2.8
connection: IV

cost-so-far: 1.3
connection: |

Connection IV
cost: 1.5

Connection |

start  cost: 1.3

node

cost-so-far: 0 Connection Il =annection V cost-so-far: 3.2
connection: none cost: 1.6 cost: 1.9 connection: V
cost-so-far: 1.6
Connection IIl Conne(.:llon vi connection: I| Connection: VII
cost: 3.3 cost: 1.3 cost: 1.4
goal cost-so-far: 4.6
cost-so-far: 2.9 node connection: VI

connection: VI

Connections working back from goal: VII, V, |
Final path: 1, V, VI

Pucynok 1.11 — cxema rpady 31 3HaiiAGHUM MaplIIpyTOM

Anroputm A*.

[Insx B irpax yacTille MOB’SI3y0Th 3 aNrOpuTMOM A*. BiH NpoCTHil y BUKOHAHHI,
nyke e(heKTUBHUIM, Ta Mae 0araTo MOAIJIMBOCTEH onTuMizalii. Ak 1 anroputm JlenkcTpa,
A* mpusHaueHU#M Ui TOYKOBOIO BU3HAYEHHS IIISAXY 1 HE BUKOPUCTOBYETHCS MAJIs
BUPILIEHHS! HAHKOPOTIIOrO IIUISAXY B TeOpii rpadis.

3aBgaHHS aNTOPUTMYy Take X SK 1 B anroputmi /[elikctpa. € crpsiMoBaHui
HEB1J1’€EMHUH 3BaXKEHMI rpad Ta Ba By3JH (IIOYATKOBA Ta KIHLEBA TOUYKHK). Mu 0 XOT1IM
CTBOPUTH IUISX TaKWM, 110 O 3arajibHa BUTpaTa HUIAXY Oylia MiHIMajgbHa cepel YCiX
MOKJIMBUX. L{el 11X MOBUHEH CKJIaJaTUCS 31 CHUCKY 3’ €HaHb.

AJTOpUTM Mpaioe Tak camo, sk 1 [elikcrpa. Po3rasgaroun By3iu 3 HAHHUKYOIO
BapTICTIO, MU BUOMpAIN TOW HACTYNMHUN BY30J], SIKAW IIBUIIIE 32 BCE, MPU3BEAE [0
HaMKOpOTIIOro HUIsAXY. [TOHATTS «HaliMOBIpHIIIE» KOHTPOIOETHCS €BPUCTUKOIO. SKIIIO
€BPUCTUKA TOYHA, AITOPUTM OyJe epeKTHUBHUM. SIKIIO €BpHCTHKA KaXJIMBa, TO BOHA
MOKE TpaloBaTH HaBiTh ripmie HiK JlelkcTpa. Anroput™M A* Takox Npairoe 3
iTepaisiMu. [Ipu KoxHIN iTepallli BiH BpaxoBye OAUH BY30J Irpada 1 claiaKye 3a HOro
BUXITHUMU 3’ €qHaHHSAMU. By301 BUOMpaeThCs 3a JOMOMOTOI0 aJITOPUTMY BHOODY,

aHajorigaoro so Jleiikcrpa, ajne 31 3Ha4HOIO PI3HUIICIO CBPUCTHKH.



18
[Tix wac iteparii A* BpaxoBye KOKHE BUXIJHE 3’ €JHAHHS 3 TOTOYHOTO By3ma. Jlis

KOKHOTO 3’€/IHaHHS BiH 3HAXOAMUTh KIHILIEBUI B30I 1 30epirae 3arajibHy BapTiCTh HUIIXY
Ta 3’€qHAHHS, 3 IKOT0 BiH NMpuOyB y 1eit By3on. Kpim toro, anroputm A* 36epirae e
OJTHE 3HAUEHHS: OLIHKY 3arajbHOi BapTOCTI NUISAXY Yepe3 MOYAaTKOBUN, MOTOYHHUM 1
KiHIIeBHA By3md. LIg oIliHKa € CyMOIO TBOX 3HAYCHbB: BAPTICTh y)KE MPOUICHOTO IUIAXY
Ta HACKUJIbKM BOHA Jlajieka BiJ IIIOBOTO By3na. L{g oriHka ¢GhopMyeThCcs OKpEeMUM
¢bparMeHTOM KOAY 1 HE € YaCTUHOIO aaroputMy. L{i OliHKK HA3UBAIOTh «EBPUCTUIHUM
3HAUYEHHAM)» BY3/1a, 1 BOHM HE MOXYTb OyTH HeraTUBHUMH. CTBOpPEHHS I[HOTO
eBPUCTUYHOTO 3HAYEHHS € KIIOYOBOIO 33/1a4ueio MpU BUKOPHUCTaHHI aaroputmy A*. Ha

pucysky 1.12 300pakennii rpad 3 By3JaMu Ta OI[IHKaMH.

Node A (start node) Node B Node D

heuristic: 4.2 heuristic: 3.2 heuristic: 2.8
cost-so-far: 0 cost-so-far: 1.3 cost-so-far: 2.8
connection: none connection: AB connection: BD
estimated-total-cost: 4.2 estimated-total-cost: 45  estimated-total-cost: 5.6
closed closed open

® ®
1.3 15

Node E

heuristic: 1.6
cost-so-far: 3.0
connection: BE
estimated-total-cost: 4.6
open

Node C
heuristic: 3.7
cost-so-far: 1.1
connection: AC
estimated-total-cost: 4.8

open

Node F Node G (goal node)
heuristic: 1.4 heuristic: 0.0
unvisited unvisited

Pucynok 1.12 — anroputm A* 13 3arajbHOI0 BapTiCTIO

Anroput™m 30epirae BIIKpPUTHM CIHMCOK BY3MiB, sIKi OylM BIABIJAHI, aje He
00po0JIeH1 Ta 3aKPUTUM CITUCOK BY3JI1B, sIKi OyJil 00poOieHi. SAKio By3071 OyB 3HaWIeHU
Ha KIHI 3’€JJHAHHS, BIH IEPEHOCUTHCS Y BIIKPUTUIN CIIUCOK. Y 3aKPUTUN MOTPATUISIOTH
BY3JM, Kl NpounuM itepauiro. Ha BiAMIHY BiJ MOMNEPEIHBOrO aJIrOPUTMY, BY30J 3
BIJIKDUTOTO CIHCKY 3 HAWMEHIIIOI OI[IHIOBAJIBHOIO 3arajbHOI0 BapTICTIO BHOMPAETHCS
s HOBOi 1Tepartii. I{g 3MiHa [103BOJISIE ANTOPUTMY JOCTIIKYBaTH BY3JIH, SIKI €
HaWMepCNeKTUBHIIUMU. TOOTO SKIO BY30J Ma€ HaWMEHINY OI[IHIOBAJbHY 3arajibHy
BapTICTh, TO BIH MIOBUHEH MAaTH MOPIBHSHO KOPOTKY BapTICTh Ta BIJCTAaHb IO KIHIIEBOTO

By3J1a.
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Ha BigMiHy Big aJroputm efKCcTpa, aJIropuT™M A* MOKe 3HAWTH Kparil
y y >

MapIUIpyTH A0 BY3MiB, SIKI BXKE € y 3aKPUTOMY CIHUCKY. SIKIIIO TMomepenHs OIliHKa Oyia
Jy’Ke€ ONTUMICTHYHOIO, TO, MOYKJIMBO, BY30J1 OyB 00p0OJICHHI SIK HalKpaIuii BUO1p, KOJIH
HACMpaBJll MOXE TakuM He OyTu. OTxke, SKIIO TaKUi CyMHIBHUN By30J1 OyB JOJaHUH y
3aKPUTHI CITUCOK, TO II€ 0O3HAaYae, M0 BCl HOTo 3’€1HaHHs Oyiu BpaxoBaHi. Moxe OyTu
MOXJIMBUM, II0 BeCh HaOIp BY3J1iB MaB CBOi 3HA4eHHs, 110 0a3yrOTbCS Ha BapTOCTI
CYMHIBHOTO By3na. OHOBIIEHHS 3HaY€Hb LILOTO By3Jia HeJocTaTHRO. HeoOxinnum Oye
TaKOX MEPEeBIPUTH HOTO 3’ €HAHHS Ta OHOBUTH 3Ha4YeHHs. {15 bOoro MoxHa BUHHSATH
BY30JI 13 3aKPUTOTO CIHCKY Ta MOBEPHYTH Horo y Binkputuil. [loTimM BiH Oyne dyekarw,
MIOKH Y€1 3’ €JHAaHHS HEe Oy1yTh MEeperIsiHyTi. byab-sK1 By31H, SIK1 OKJIaIal0ThCS HA HOTO
3HAYEHHSI, TAKOXK 3 4acoM OyayTh 1mie pa3 oOpoOneni. Ha pucynky 1.13 300paxkene
OHOBJICHHS 3aKPUTOTO By3Jia. byB poknageHnii HOBUM MapupyT A0 By3ia E uepes By3om
C, 60 BiH € HaWmBUIAIIMM, ToMy OyB 3ilicHeHMI mnepe3anuc Bysna E, 1 BiH OyB
nepeMineHuil 1o BigKkpuToro ciucky. Ha HactymHiit iteparii 3HaueHHs 1 By3na G
Oyne mepernsaatucs. Tak 3aKpuTi By3jd, 3HAYEHHS SIKUX OyJIM MEpEeryisiHyTi, OyIyTh
BUJIAJICH] 13 3aKPUTOTO CIIMCKY Ta PO3MIIICH1 y BIIKpUTOMY. BiIKpUTI BY3.11, SIK1 3MIHUAITU

CBO1 3HAYEHHS, 3aJIUIIAIOTHCA Y BIAKPUTOMY CITMCKY SIK 1 paHIiIlIe.

Node A (start node) Node B Node D
heuristic: 4.2 heuristic: 3.2 heuristic: 2.8
cost-so-far: 0 cost-so-far: 1.3 cost-so-far: 2.8
connection: none connection: AB connection: BD
estimated-total-cost: 4.2 estimated-total-cost: 4.5  estimated-total-cost: 5.6
closed closed open
@ @ Is updated
13 15 /L\
Node E Node E
heuristic: 1.6 heuristic: 1.6

1.7 cost-so-far: 3.0 cost-so-far: 2.6
connection: BE connection: CE
estimated-total-cost: 4.6 estimated-total-cost: 4.2
closed open

Node C
heuristic: 3.7
cost-so-far: 1.1
connection: AC
estimated-total-cost: 4.8
current node

Node F Node G (goal node)
heuristic: 1.4 heuristic: 0.0
cost-so-far: 2.7 cost-so-far: 4.4
connection: CF connection: EG
estimated-total-cost: 4.1 estimated-total-cost: 4.4
open open

Pucynox 1.13 — cxema OHOBJIEHHS 3aKpUTOTO By3J1a B rpadi
Anroput™M A* 3aKkiHUye€TbCS TOMl, KOJM BY3JIM € HAWMEHIIMMU BY3JIaMHU Y

BIJIKDUTOMY CIIMCKY. AJle 116 HE MOK€ rapaHTyBaTH TOTO, IO 3HAWJAEHHN MapuIpyT €
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HAWKOPOTIIMM. YCyHYT€ IF0 TpoOJeMy MO’KHA, 3pOOMBIIM Tak, 00 aaroOpuUTM

3aKIH4YyBaBCSA TOJ1, KOJU BY30J Y BIAKPUTOMY CIIMCKY 3 HAaWMEHIIOIO 3arajbHOI0
BapTICTIO (HE OLIHIOBAJIBHOIO 3arajlbHOI0 BapTICTIO) Ma€ 3HAYCHHS, SKE IEPEBUIIYE
BapTICTh NUIAXY, KW OyB 3HaijgeHuil panime. Tomi 1 TUIBKM TOMi, MU MOXEMO
rapaHTyBaTd, IO He OyJe 3HaWJIEHO XOJHOT0 MalOyTHBOro MNUIAXY, SKUW Oyze
HalikopormiuM. lle maibke Ta cama yMOBa NMPUNMHEHHS POOOTH AJITOPUTMY, SIK 1 B
anroputmi JleikcTpa. AJsie TEOPETUYHO, 1€ MOXE MPHU3BECTH A0 HEONTUMAIbLHUX
pesynbTaTiB.  KoHTposmoBaTu 110 mpoOieMy MOKHA 32 JOMOMOIOI0 €BPUCTHYHOI
¢bynkii. 3anexxHo Bi il BHOOpPY, MU MOXKEMO TapaHTyBaTH ONTUMAJbHI pe3ynbTaTu abo
HEONTUMAJbHI, TSl IIBUIIOTO BUKOHAHHS.

Mu oTpuMyeMO KIHUEBUH NIISX TOYHO TAKUM >K€ YMHOM: IIOYMHAIOUU 3
MOYaTKOBOTO BY3Jla, HAKOTIMYYIOUH 3’ €THAHHS, X JI0 KIHIIEBOTO By3Ja, Ta Ha3a. [licus
OTPUMaHHs yCiX 3’€/JHaHb, 3HOBY MIEPEBEPTAEMO IX Ta OTPUMYEMO MPABUIBHUN HUISX.

Pi3Huiis mix anroputMoM A* ta anroputMmom Jlenkcrpa.

Anroput™M Maibke ineHTHUHUN anroputMy Jleiikctpa. Bin nomae ocoOnuBy
NEePEeBIPKY, 1110 BU3HAUUTH, YU NOTPIOHE OHOBJICHHS Ta BUJAJICHHS BY3Ja 13 3aKpUTOTO
CIHCKY. AJNTOPUTM TaKOX JOAA€E ABA PAIKU JJIsi OOYHMCIEHHS OLIHIOBAIBHOI 3arajibHO1
BapTOCTI 3a JIOMOMOTOI0 €BPUCTUYHOI (DYHKIIIT Ta JTOJATKOBE MOJIC B CTPYKTYP1 3aIHCy
By3na, ais 30epiranHs 1i€i iHopmarii. IcaHye Habip oOuucieHb Mg OTPUMAHHS
€BPUCTUYHOI'O 3HAYEHHS 31 3HaYEHb BAPTOCTI HAABHOrO By3na. Lle poOuThes ais Toro,
1100 YHUKHYTH BUKJIUKY €BpUCTUYHOT (DYHKIIIT O1IbIIIe, HIXK 1€ HeoOX1HO. SKIo y By3na
BKe OyJ10 00UrCIIeHe eBpUCTUYHE 3HAYCHHS, TO BOHO Oy/i€ TOBTOPHO BUKOPHUCTAHE, KOJIH
By30J TIOTpeOyBaTUME OHOBJICHHs. Temep MpOKIaJaHHS MapHIpyTy TOBEpPTAE 3aIuC
By3Ja 3 HalMEHIIMM 3HAYEHHSM OLIIHIOBAJILHOI 3arajibHOi BapTOCTi, & HE HalMEHIIe
3HAaYEHHS BUTpAT.

Bubip eBpuctuku.

Yum TOUHIIIIa €eBPUCTHUKA, TUM HIBUAIIE Oy/Ie PAIIOBaTH 3alIOBHEHHS aJlTOPUTMY.
SIKII0 MOXJIMBO OTPUMATH ifi€aJIbHy €BPUCTHKY (Ty, IO 3aBXKIW IOBEPTAE€ TOYHY
MiHIMaJbHY BIJCTaHb NUISAXY MDK JBOMa BY3JIaMH), alropuTM A* Biapasy MOBEpHE

NpaBUJIbHY BIANOBI/Ib: anropuT™ ctane O(p), A€ p — KUIBKICTh KPOKIB Ha ILIAXY.
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SIK1I0 eBpHCTHKA 3aHA/ITO HU3bKA, 3aIyCK anroputMy A* morpedyBaTtume Oibliie

gacy. OpieHTOBaHa 3arajbHa BapTiCTh Oyne ymepemkeHow. Tomy A* Oyme BBakaTu 3a
Kpalie NeperjssHyTH HaOmukK4l BY3JIM JI0 MOYATKOBOI TOYKH, a HE 10 KiHieBoi. Lle
301IBIINTE Yac, HEOOX1THUMN JIJIS TIOIIYKY HUIAXY 10 KIHIIEBOTO By3Ja. SIKIIO eBpUCTUYHA
OIlIHKA 3aHIKEHAa Yy BCIX MOXIIMBHUX BHUIIQJKaX, TO PE3yJbTaTOM alIrOpUTMy OyIe
HaWKpaliii MoxJIMBUi nUIAx. Bin Oyne Takum camuM, sk 1y anroputi [etikctpu. Le
JI03BOJISIE YHUKHYTH TpOOJIeMH 3 HEONTHUMAIbHUMHU IUIAXaMH. SIKIIO eBpUCTHKA
3aBUIIICHA, LI TapaHTis BTpadaeThes. YacTie y go/arkax, A€ TOYHICTh BaXIJIMBIIIA 3a
NPOAYKTUBHICTH, B&XKIIMBO MEPEKOHATHUCS, 1110 €BPUCTUKA HEAOOIIHEHA (3aHUKEHA).

EBKkiioBa BiJICTaHb.

3HaueHHS BUTpAT HJs1 MPOXOJDKEHHS MapIIpyTy CTOCYIOThCS BiJICTaHEW Ha
piBHI(Mami) «rpw». BapTicTe 3’€nHaHHS (QOPMYETHCS BIACTAHHIO JBOX BY3JIiB-
MPEICTaBHUKIB. Y 1IbOMY BUIIAJKY €BPUCTHKOIO € €BKJIIJIOBA BiJICTAHb.

EBkiizioBa BiJICTaHb — 11€ BIJICTaHb «SIK BOpPOHA JIETUTHY» ( «SIK BOPOHA JIETUTHY
3BUKJIM TOBOPUTHU, KOJIU BIJICTAHb BUMIPIOETHCS O MPSAMIN JIIHIT MK BOMA TOUKaMu ab0
MicusMu). BoHa BUMIPIOETBCSL M1k JBOMa TOYKaMH, MOKJIUBO HaBITh 4epe3 CTIHU abo
nepemkoau. Ha pucynky 1.14 300pakeH1 eBKJIII0B1 BificTaHl. BapTicTh 3’ € JHaHHS MiX
JIBOMA BY3JIaMU 33/1a€ThCS BIACTAHHIO MIXK BY3JIaMU-TIPEACTABHUKAMH KOKHOTO PETiOHY
gy TeputTopii. OIIHKa OTPUMYETHCS BIJICTAHHIO JI0 PENPE3CHTATUBHOI TOYKH BY3Ja,

HaBITh SIKIIO MPSMOTO 3B’SI3KY HEMAE.

Key

----- Heuristic value
— Connection cost

Pucynok 1.14 — cxema eBKJIIIOBUX BiACTaHEeH
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Kiacrepna eBpucruka.

EBpuctuka kimacTepa mpaiftoe 3a JONOMOIOI0 TPYIyBaHHS BY3JIB Yy KJIAacTEpH.
Bysnu B Kiactepi TpenCTaBISIOTh JAEsSKYy o00JacTh piBHS, sKa B3a€MO3B’s3aHa.
Knactepuzanist yacTime € pydHoro abo moOIYHMM MpPOAYKTOM piBHA. CTBOPIOETHCS
Ta0JHIIS, KA J1a€ HAMEHIITY JIOBKUHY IUIXY MIXK KOXKHOIO Mapoto kiactepiB. Lleit etan
00po0IIsIETHCS B 0(JIaliH peKUMi Ta BUMarae 0e3i1idi BUIpoOyBaHb MPOKIaAaHHs NUIAXY
MIX yciMa mapamMu. 3roJIoM BUOHMpaeThCs HEBEIUKUI HaOIp KiIacTepiB.

Komnu B rp1 BUKJIMKAETHCS €BPUCTUKA, SKIIO BY3JIM MOYATKY Ta KIHIIS 3HAXOIATHCSA
B OJIHOMY KJIacTepi, TOAl Il OTPUMAaHHS pPe3yJbTaTy BUKOPHUCTOBYETHCS EBKIIIOBA
BiICTaHb. B iHIIOMY BHMOaAKy OI[IHKa po3risjgaerbcs B Tabmuii. Ha pucynky 1.15
300pakeHl TPy KJIacTepiB, /e KOKHE 3’ €THAHHSA Ma€ OJTHAKOBY BapTICTh Y OyIb-IKOMY

HaIpsIMKY.

@
-
w
»

~

Lookup table

Pucynok 1.15 — cxema KacTepHOi €BpUCTUKH

EBpuctrunmii kiactep dYacTto Ppi3KO TMOKpally€e MNPOAYKTUBHICTH TOIIYKY
MapHIpyTy y 3aKpUTHX MPUMIIIEHHSAX Ha €BKJIIJIOBINA BIJCTaHI, OCKUIbKU BiH BPaXOBYE
CKJIaJICHI MapUIpPyTH, SIK1 MOB’SA3yIOTh MICIIS, 110 3HAXOASIThCA TOpsia (BIICTaHb Yepes
CTIHY MOXe OyTH HEBEIMKOI0, ajie¢ MapIIpyT JJIsl IPOXOKEHHS MK KIMHATaMU MOXKeE
3aiTydaty 03y KOPUAOPiB Ta MPOMIKHUX JUISHOK).

Opnak, SKIIO BCl BY3JIM KJacTepa MalTh OJHAKOBE EBPUCTHYHE 3HAYCHHS,
anroput™ A* He MOXKE JerKo 3HaWTH HaWKpalmui TUIIX Yepe3 Kiactep. Aje

KJIACTEpPHU3allil0 BApTO MPOOYBATH AJI PIBHIB 3 BHYTPIIIHIMU IPUMIIICHHIMHU.
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Ha pucynky 1.16 noxa3zaHi NOpuKIaAy 3alOBHEHHS AalrOPUTMY 3 pPI3HOIO

eBPUCTUKOI0O Ha OCHOBI MIWTKU. [lepmuii mpukiang BUKOPUCTOBYE €BPUCTUYHHIA
KJIacTep, APYTUi 3aCTOCYBaB €BKIIIJIOBY BiJICTaHb, TPETI Ma€ HYJIbOBY €BPUCTUKY (SIK
SKOW MU BUKOPUCTAIH anroputm JleiikeTpn). JAUBIsSIrCH Ha 111 MPUKIIAIN 3pO3YMIJIO, IO
3 KO>)KHUM HAaCTYITHUM 3aIlOBHEHHS 3pOCTa€ (3/11Ba Ha MPaBo); EBPUCTHUKA KJIacTepa Mae
Jy’K€ MaJlo 3alI0BHEHHS, TO/JIl IK HYJIbOBA €BPUCTHKA 3alIOBHIOE OUIBIITY YAaCTHHY.

Cluster heuristic Euclidean distance heuristic Null heuristic

XXX XXX XKXXXXXXXX
KX KHX KHRKXX bod

---------- X XXX XXX O00000. . .
P . X XXX XXX OXXXX .
= E x X X XXXXX 00O

X X
x x
x . X X X XKXXXX XXX
X O XXXXX . - KoK KXXXK XXKRXXK XXX XKoOXK O KEXKX KEXXXHK XXX
HKEXXXXXXX . .O. HMAHHEHK KK KA KAEHRKRHK KA HKEXRKXKKAKARK XXXXX XXX
o XXX x . X XXX x XAHX X XXX x XXX
B HKEXK KXEXXX X SRR X O XXXXX X XOXXX XXX XKXXXX x
x KX XXX o x e X XEXHX x X XXX X KXK XX x
LORXKX XXX XKAKKXKXXK x LXK K KKK KKHKAKAKX HKOXXXK HHX KXAKAKKHKKX
- MK KKK XK x x KUEKKKKKANK x X X KAEXKKHAXXK X
LOXXXXX XXX KXK XXX XKoo XXXXXK XXXXX HKXX X X OXXXXX XKXXXX HXX
LOXXXXX XXX KX x X O XXXXX XXXXX X XX XXXXX XXXXX x
LXXXXX XX X X XXXXX XX X X XXXXX XX
. XXX x X X LOX x X X XKXX X
,,,,, HHX XK xX X OXKAKXKK OOXX KX HKoOXMAHXHENR XRXXKX xX
.. COXXXXXAXX XOXXXXXXX OXXXXXX XXX XXEKK XXXXXKK XK
...... KX XXX HKOXEHAXKXX OXXX KOXKKAKXEKHKAK KXXXX
------ KXX b $.8 8.9 8 8 4 OXX X XKXXXXKX XXX
B X K OXKAKKXXK X X XXXXXXX x
-------- HAEHKHKHKAKXX KEHKKHKKK KK OXKKAKKKK HKEXXAXXXAKX HHHAAKKKXK
Key
% Closed node
© Open node

+ Unvisited node
Pucynox 1.16 - cxeMu 3al0BHEHHSI aJITOPUTMY Y TPUMIIIICHH1
OT1xe, MOKHA CKa3aTH, 110 aaropuTM Jleilkerpa € maIMHOKUHOIO alroputMy A*.
Y A* Mu 00YHCITIOEMO OIIHIOBAJIbHY 3arajibHy BapTICTh BY3Ja, JOJAI0YM €BPUCTHYHE
3HaueHHA. ToAl alropuT™M BUOHMpaAe BY30J i OOpOOKM HA OCHOBI IIbOTO 3HAYCHHS.
Sxmo eBpucTHKa 3aBXKAM moBepTae 0, TO OILIHIOBAJIbHY 3arajibHa BapTiCTh 3aBXKIU Oy/e

JIOPIBHIOBATH MMOTOYHIN BApTOCTI, 10 € IIEHTHYHUM 110 anroputmy eiikctpu [4].

1.4 TlocTanoBKAa 3aaau4i

VY pesynbTaTi aHamizy pI3HUX JMOJATKIB 31 CXOXOK TEMAaTUKOI Ta MOTped
CTYIEHTIB, Oyna BuUJIUIEHa MeTa Ii€i poOOTH - PO3pOOKa AJTOPUTMIYHOTO Ta
nporpaMHOro 3a0e3nedyeHHs 1HGOpMaIiiHOI CcHCTeMU TMOIIyKy, noOymoBu Ta 3d
Bi3yasti3allii ONTUMAJIbHUX MAPUIPYTIB PyXy 3acobamu nporpamuoi miargopmu Unity3D
3a BU3HAYEHUX YMOB (YHKIIOHYBaHHs. Sk 0a30By MaIly TepUTOPii HA SIKiii BUKOHYEThHCS
oduraifH HaBirarisi 3aMpPONOHOBAHO BUKOPHCTOBYBATH MaIly KOPIyCiB Ta MOBEPXIB

CyMcBKOTO JIep:KaBHOTO yHIBepcuTeTy. Bu3HaueHa 3amada po3poOku moTpedye
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PO3B’sI3aHHS HU3KH 1H)KEHEPHO-TPAKTHYHUX 33714 MTOB’ I3aHUX 3 PO3POOKOI0 MOOUTBHHIX

JI0JIaTKiB, TAKMX, SIK:

1) Po3pobut mpoekt rpady, 3 TOUKaMU — ayaAUTOPIIMH, I OOpaHOro
aJITOPUTMY.

2) Po3pobuTr au3aiiH KOPUCTYBALbKOro iHTepdelicy, BUAUIMTA HOro OCHOBHI
GYHKIIT Ta MOXKITUBOCTI.

3) [Iporpamuo peanizyBatu aaroput™m y 2D Ta 3D miommHax Ta MOXIJIMBICTH
KOpHCTyBaua, CcaMOMYy BHOHWpaTH TMOTPIOHY ayJUTOpII0 Ta CHOCTepiratd 3a
MPOKJIQJACHHSIM MapIIPyTy.

4) PeamizyBaTd MOXJIHMBICTh BHOOPY pPEXKUMY pOOOTH JIOJATKy VY Pi3HHX
npoekiisnx BinoopakeHHs (2D yu 3D) B 3anmekHOCTI Bijl anapaTHO-MIPOrpaMHUX BUMOT
L1JIb0BOI MIIaT(GOpMU QYHKIIOHYBAHHS.

5) BukoHnatu Jiokamizamio iHTepdeiicy KOpucTyBada MporpamMHoOi CHCTEMH Ha

pi3H1 MOBH, 3a JIJIsl OJIETIIEHHS! KOPUCTYBAHHS 1HO3EMHUMU CTYIEHTAMH.
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PO3JILI 2

METOA IIOWIYKY OITUMAJIBHOI'O LIVIAXY

2.1 OCHOBHi KOMIIOHETH CUCTEMH MOUIYKY ONTHUMAJILHOTO LJISIXY

Jlna monatka HEOOXITHO peani3yBaTH CHUCTEMY MEHIO, Sika JI03BOJHMTHh BHOMpATH
KOpIyC Ta ayAuTOpifo, i 3alycKaTH Mally, TOBEpPTaTHCS IO TOJOBHOTO MEHIO, YU
BUXOJIMTH 3 JIO/IaTKA.

['onoBHE MeHIO Oy/ie CKIIaIaTUCS 3 TAKUX YACTHH:

1)  Po3kpuBHI CIHCKH 3 OIIISIMH BHOOPY KOpIycy Ta ayaurtopii (puc. 2.1);

2)  KHomka gogaTkoBoro MeHto (puc. 2.2);

3)  Ilomyk, 3aBaHTaXxy€e Mary ¢ BUOpaHUMH omiisMu (puc. 2.3);

3aBaHTaXXeHHA BigkputTa Bunagaro4oro Bino6paxeHHa BubpaHoi
rONTOBHOMO MEHKD CrUCKY onuif

Pucynox 2.1 — Jliarpama ctaHiB — Po3kpuBHI cricKu

3aBaHTaXXeHHA Bubip KHONKW 4o4aTKOBOIMO [Mokas BikHa 3
roNOBHOIO MEHI0 MEHI0 AoaaTKOBUMU OyHKLIAMU

Pucynok 2.2 — [liarpama ctaniB — KHOTKa 10AaTKOBOTO MEHIO

npanopelp

3aBaHTaxeHHs 2D gopmaty
CLEHM Manu 3 pesynsTaTom
poBoTu anroputMy

BaBaHTaXeHHA
FONOBHOMO MEHK

. L . HaTtuckaHHA KHONKK
ARSI

3aBaHTaxeHHs 2D dopmaty
CLieHU Manu 3 pe3ynsTaTom
npanopeL po6oTu anroputMy

2D

Pucynok 2.3 — Jliarpama ctaniB — [lomyk Ta 3aBaHTaKEHHS MaIu
JlolaTKoBe MEHIO, SIKE MOYKE OYTH BUKOPUCTaHE KOPUCTYBAYEM MAE KHOTIKU

[Tponorxutu Ta Buxin 3 nogartka (puc. 2.4)
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Hi
3aBaHTaXeHHA BigkpuTTa goaakosoro BuGip kHoMKu . . .
FOfI0BHOTO MEHI0 MeH MpoaosxuTH BHOIP KHONKICBINIR Buxip 3 popatka

A

Tak

Pucynox 2.4 — Jliarpama ctaHiB — BIKHO J101aTKOBOTO MEHIO
JIJist ToJierieHHs] BUKOHAHHS 3aBllaHHA, OyJIo po3po0JeHO IIalJoH YCIX

€KpaHiB JI0AATKy: CTApTOBUI €KpaH, TOJOBHE MEHIO Ta CIICHH 3 Manamu (puc.2.5).

Audienes of SSU

¥ 2floor A
Welcome to

Sumy State Unoversity

Soe——— [=ia ggaas jimis)

infarmason

e m@

. Andienes:
]} | - /
) T ou:
ate University o

1} 3D University building 7
Audicnce 237
Second floar

. University building 7 Audience 237 Second floar / J

Pucynok 2.5 — ma6s0H iHTepdeiicy KopuctyBadya
Splash screen a6o crapToBwmii ekpaH — e €KpaH, 110 3’ SIBISIETHCS, MICIIS 3aIyCKy
OyIb-SKOTO TOAATKY Ha MOOUTEHOMY MpHUCTPOi. Splash — 3 aHTMMCHKOT MTepeKIIagacThCs
SK ““CryiecK”’, TOMY, IO Il €KpaH! YacTille 3’ SBISIOThCS Ha BIJIHOCHO KOPOTKHM Hac i
3HUKAIOTh. TpaguiiiiHO Ha HUX 300paKYIOTh JIOTOTHII 1 HA3BY KOMIIAHI1 YM Iporpamu, y
sKifi Oysl0 CTBOpPEHO MAOAaTOK, Hampukian Unity, Ha3By moAaTky 31 CMyroro
3aBaHTaXeHHS, Touo. Konu 3aBaHTa)XeHHs JTOJATKY 3aBEpUIMTHCS, Oyne 311HCHEHUMN

nepexij Ha TOJOBHUM €KpaH, e MOKHA BUKOHATH JIii.
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2.2 AlIroput™M «A*» I NOUIYKY ONTHMAJIBHOTO HIIAXY

['0710BHMM 3aBIaHHAM J10aTKy Oyne 300pakeHHs HallKOpOTILIOTO MapuipyTy, 10
BUOpaHOi KOpuCTyBaueM ayautopii, Ha Mamni — 2D uu 3D mopmeni yniBepcutety. s
IIOTO 3a JIONOMOTOI0 TONEPEAHLOTO aHami3y OyB oOpaHuit aaroput™m A*. OCHOBOIO
JTAHOTO AJITOPUTMY € 3BaK€HUM HeB1a eMHUi rpad. BiH ckiagaTumMeThes 3 BY3IiB, K1 €
NpeICTaBHUKaMU ayJuTOpiil 1 KIHIIEBUMH TOYKaMmu, Ta 3 eaHaHb. 11[o0 peamizyBaTu

JIAHWH aJITOPUTM Yy A0AaTKy OyB miakiodeHui accet 3 Asset Store (puc. 2.6).

v @ Graphway | (JStatic v
Tag [ Untagged 2] Layer [Defaut

M v . Transform 3
Position X -27.395 ¥ [1342.8 |2 418.8

Rotaton X0  |y0 1z0 |

Scale [T Jyit  lz0

Node Color 2
Subnode Color 2
Node Size s (10
‘Subnode Size S — S
Arrow Size . S
Pathfind Frame Limit ‘100

(7) Select the Enable Node Placement button
\2/ below ta begn placing nedes.

{ Enable Node Placement

o —— ( Add Component ]

Pucynok 2.6 — rpad na 3D mami

VY pe3ynbTati 0ys10 OTpUMAaHO N-HY KUTBKICTh TOYOK Ta 3’ €JHAHb Y BUTJISA/I1 IPOBUX
00’exTiB. [leski 3B’s13ku OyM MPUXOBaHi, OCKITBKHA MPOXOASTH uepe3 iHmI 00’ extu. Ha

pucyHKy 2.7 Ta 2.8 300paxena iepapxist 00’ekTiB y cueHi Unity.

Pucynok 2.7 — iepapxis By3J1iB Ha CII€H1
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v i Connuctions
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Pucynok 2.8 — iepapxis 3’€THaHb Ha CILIEHI

Crucok, y BUTIIAl CTPYKTYPH, 3 HOMEpaMHU ayIUTOPiH Ta iIXHIMH KOOpAHMHATAMU
y IpocTOpi OYyJIO peanizoBaHO B CKPHIITI Ta ITi/I’ €THAHO J0 TAHOTO aceTy.

IIceBmokoa ajaropurmy

Sk Oyno ckazaHo BUIIE, TOU 1110 Oy/€ IIyKaTH MapuipyT, MpuiiMae Ha BX1J rpad,
MOYAaTKOBUI Ta KIHIEBUM By3iM. BiH Takok BUMarae 00’€KT, KMl MOXKEe T€HEpyBaTH
OIlIHKM BapTOCTI MJi JOCSATHEHHS METH 3 OyJb-SKOro By3ja. Y KOJI Led 00’€KT €
eBpuUCTHYHUM. DYHKIlIS MOBEpTa€ MacUB 00’ €KTIB 3’ €AHAHHS, IO MPEJICTABIIAE SBIISE
co00¥0 NIISX Bijl CTAPTOBOTrO By3Ja A0 KIHIIEBOTO.

Ha Bxina: A rpad.

Buxin: A nuisix Mik MOYaTKOBUM Ta KiHIIEBUM BY3JIaMH.

1: moBTOpEHHS

2:  BuOHMpPaEMO Myypyp, 3 O Take, mo f (nHaﬁKp_) < f(n),vne€o.
Bupansemo nyqj,p,. 3 O 1 nogaemo no C.
ko Nyaiikp. = Ymernr BUXI.
30UIBIIYEMO Mypqjixcp. VIS BCIX X € S tar(nHaﬁKp_), 10 HEe 3HaXoAAThes y C.
Sxmo x € O Toxi

nogaemo X 10 O.

Inaxmre SIkmio g(nHaﬁKp_) + c(Myaiixp., X) < g(x) TOAI

OHOBHUTH 3BOPOTHHH MOK&KYMK X BIJL TOUKH [0 Myajixp.
10:  Kinens SAxmio
11: Motu, noku O Oyjae MyCTUM.
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PO3JILI 3

THO®OPMAIIMHE TA ITIPOT'PAMHE 3ABE3IIEYEHHS

3.1 Bubip cepenoBuia po3podku

IcHye BenuKa KiIbKICTh ITPOTpaM Ta IHCTPYMEHTIB, 5Kl JOTIOMaratoTh CTBOPIOBATH
MOOUTBbHI TOJATKH.

[Tporpamu, 1110 103BOJISIOTH CTBOPUTH MOOUTBEHUI 101aTOK [5]:

e Android Studio — porpamHe cepeoBHUIIe PO3POOKH MOOITHHHUX JAOAATKIB JJIS
omnepariitnoi cuctemu Android Ha ocuosi IntelliJ IDEA;

e Android IDE — inTerpoBane cepemoBuiie po3pooku mig Android, ocHoBaHe Ha
Eclipse;

e Intel XDK — no3Bosisie erko po3poOuTH Kpoc-miathopMHi MOOUTBHI T0IaTKY;

e Visual Studio — e Benmuke cepeoBuiLe sl po3poOKu qoaatkib mig Windows ta
Windows Phone;

e Unity - 6araro maTgopMOBUil IHCTPYMEHT JJIs1 PO3POOKH JIBO- Ta TPUBUMIPHHUX
JOJIATKIB Ta irop, 1o mparroe Ha onepartiiitaux cuctemax Windows i OS X;

e Photoshop — mo3Bosisie CTBOPUTH 300paXKEHHsS Ta JIOTOTHIHU iX y (Gopmari s
web.

3acobu po3poOKH TOAATKIB:

Unity Asset Store - ie 3poctanbna 6ioimioreka acceriB. Unity Technologies i unenu
CHUJIBHOTU CTBOPIOIOTH acCEeTH 1 MyOJIKYIOTh 1 B IIbOMY Mara3uHi. THIH acCeTiB
BapIIOIOThCS BIJl TEKCTYp, aHIMalli 1 MoAenell 10 MPUKIAAIB 3aKIHUCHHX IPOECKTIB,
HAaBUYAJBHUX MaTepiaiB 1 pO3MIUPEHb peAakTopa. baraTto acceTiB HaIarOThCs
OE3KOIITOBHO, TOJI1 K 1HII JOCTYIHI 32 TOMIPHUMH I[IHAMU; BCI 111 aCCETU BU MOXKETE
3aBaHTa)XyBaTH Oe3nocepeaHbo B cBiil mpoekT Unity.

PosrnsHemo nepeBaru Ta Heao 1iku irpoBoi miatdopmu Unity. OTxe, BiH Mae Taku
nepeBaru:

1) IlpocToTa i IPOTYKTHUBHICTD;


https://uk.wikipedia.org/wiki/%D0%9A%D0%BE%D0%BC%D0%BF%27%D1%8E%D1%82%D0%B5%D1%80%D0%BD%D0%B0_%D0%B3%D1%80%D0%B0%D1%84%D1%96%D0%BA%D0%B0
https://uk.wikipedia.org/wiki/3D_%D0%B3%D1%80%D0%B0%D1%84%D1%96%D0%BA%D0%B0
https://uk.wikipedia.org/wiki/Microsoft_Windows
https://uk.wikipedia.org/wiki/Mac_OS_X
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2) Benuka KUTBKICTh MATPUMYBAaHUX MOOITHHHX Ta KOMIT IOTEPHUX IUIATHOPM,

takux sk Android, iI0S, Windows, PS4, Xbox One, Mac &Linux;

3) N'apHa IPOAYKTUBHICTD K CIA0KUX Tak 1 CHIIBHHUX MPOCKTaX;

4) MMingrpumka 2D Ta 3D pexumis;

5) Hamucanus ckpuntiB Ha MoBi C# abo JavaScript;

6) BOymoBaHuii Bi3yallbHHI PeIakTop;

7) Assets store, cnierialbHAN Mara3uH JUIsl pO3POOHHKIB.

3 HEIOJIKIB MOXXHA BHJIUIMTH — HE 3BUYHMM 1 JCIIO CKIAIHUM Bi3yalbHUU
penaktop. JIpyrium He10MIKOM € BiJICYTHICTh TOBHOTO MPOTPaMHOI0 a00 irpoBOTO IHKITY,

KOX€EH 00’ €KT MO>KE MAaTH CBOI CKPUIITH, KOMIIOHEHTH U TII.

3.2 Ilporpamue npoexkTyBaHHs rpaiunoro inrepgeiicy kopucryBaya

JIJisi CTBOpEHHS CTapTOBOTO €KpaHa Ta TOJOBHOTO MEHIO B IrpoBiil 1uiatgopmi
Unity O6yno Bukopucrano Canvas, sKHi € TOJOBHHM €JIEMECHTOM CIIEHH W BCI 1HIII
€JIEMEHTU — KHOIKH, TEKCTH, Iparoplii, COUCKH, TaHesl, CTBOPIOIOTHCS K JOUIpHI J0
Hporo. Canvas mae BUTJIAJ BEJIUKOTO MPSIMOKYTHHKA, SKHM JI03BOJISIE 3 JIETKICTIO
KepyBaTH JOUipHIMU elleMeHTaMu. |11 3aBmanHs Oyno cTBOPEHO 3 PO3KPUBHI CITUCKH 3
BUOOPOM KOPITYCIB, ayTUTOPI, poJIeii, 2 mpamnopiil st KepyBaHHs (OPMATOM HACTYITHOT
ClIIeHHU, 2 KHONKM : KHomka [lomyk, mo 30epirae Ta nepeaae OaHl 31 CLEHM Ha SIKIA
PO3MIIIYETHCSI Ta 3aBAaHTAXY€E HACTYMHY CIEHY; KHOTKA J0JIATKOBOTO MEHIO, sKa
BIJIKpUBAE HEBEJIMKE MEHIO 3 KHOMKOIO MOBEPHEHHS JI0 TOJIOBHOT'O MEHIO Ta KHOIKOIO
BUxoay 3 aojatka. Ha pucynky 3.1 MoxHa moOayuTH TPOEKTYBAaHHS MMOYATKOBOTO

eKkpaHa. BiH ckiraaeThbes 3 IBOX MaJIFOHKIB, TEKCTY Ta aHIMaIlii.
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PucyHnok 3.1 — nmpoekT cTapToBOro eKpaHy y nporpamHiii miatdopmi Unity

Ta Ha pucynky 3.2 300pakeHe TOJIOBHE MEHIO MallOyTHBOTO JT0/IaTKA.

JMackaso npocisio
210 CysIy

L p—

Kopmye

Pucynox 3.2 — royioBHe MEHIO JT01aTKa

[Ticyist cTBOpEHHS TOJIOBHUX 00’ €KTIB MEHIO HEOOX1JTHO MPUB’3aTu MeBH1 Jii. s
IIOTO CTBOPEHO CKPUNT 3 (PYHKIISIMU 3aMHUCyBaHHS y 3MIHHY, BHOpaHUX OMII 3
PO3KpUBHHX CIHCKIB, BUOOPY MaIly MPU IEBHOMY BHOOpI Mpanoplis Ta MOpiBHIOBAaHHSIM
BUOpaHOi ayauTopli 3 BXKE HASIBHUMH Yy MPOTPaMHOMY KO[1, BIAKPHUTTS IOAATKOBOTO
MEHIO.

Jlns gui abo rpadivHoro iHTepdeicy KOpUCTyBadya Ha ClieHaX 3 Marmamu OyIio
3actocoBaHo panel, ockinmbku 1eit 00’ext Ul Mae 37aTHICTH 3MIHIOBATH PO3MIp B
3aJIeKHOCTI BiJ] pO3UIBHOT 3JaTHOCTI €KpaHy MOO1IBHOTO MPUCTPOr0. CTBOPEH1 KHOIIKH
MMOBEPHEHHS JI0 TOJIOBHOTO MEHIO Ta BUXO/Ty 3 J10/1aTKa, 1 iHdopMaIliiHe 1moJie 3 IKOHKaMU

Ta TEKCTOM, JIUIA HaraJyBaHHs KOPUCTYBauy MPO HEIoaaBHiN BUOip nomyky (puc. 3.3).



Tag Ureagged ¢ Layer [Dafaut 3
YA Transform N E X
Position % ¥ z

Rotation X v z

Scale x v

Components thaf
| selected object:

o COAAMIBONL = erarch
E2l cn

EI R

- rege
P SOy UG SRS LSV | agcers ; Scenes » @ samplescene*

» G Fingers
» i Hand Panted Seamies
» W HghDefininonOfficePry

» il InnerDrivestudios
» Wl Lamp Assets
» i MagicMiror

@ Matenals

& MultLang

L NavMashCamnanent oot

Pucynox 3.3 — Jlonomixkauii iHTepdEiic 151 CTOPIHKH C MATOIO

3.3 CTBOpeHHs1 BHYTPIIIHBOT'O cepeI0BUILA MATIH

TaKeTH acceTiB 3 00’ ekTamu (puc. 3.4)

Man Color 1#

. Base (RGB)
Tng X7 VT
L Y — Ul — | e

Render Queue P shader 1 J 3000
Enable GRU Instancng
Deuble Sided Global Ihumnation L

Pucynok 3.4 — makeTu acceTiB 3 00’€KTamMu, MaTepiajlaMy Ta CrpaiTamu

nepiioro nosepxy H xopmycy (puc 3.5).
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Jlokamisi 3 MOJEII0 ManM BUKOHAHA Yy JABOX cTwisax: mna 2D monmem —

JNETEeKTUBHUM cTUIb, 1J1s1 3D — ctuib MaltOyTHBOTO. JIJ14 1IOTO BUKOPUCTAHO CIIEIIaTbHI

VYci o6pani moneni, st ciieHu 3 2D mamoro, Ta iX Marepiand po3MillIEHO Ha
creliaigbHIN TUIONINHI, 1110 Ma€ TEKCTYPY AepeBa, IMITYIOUM TUM caMHuM cTul. Ha ToHkui

NPSIMOKYTHUK TANKHU-TUIAHIIIETa MPUKPIMJIEHA TEKCTypa 31 CXEMOIO TMPaBOrO Kpuia
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-
CIA R AT

. Create *| (G
¥d > Materials #Clipboard

¥ i Ciipboard
Board
PAGE
Matal

Pucynox 3.5 — 300paxkeHHs1 MOJIEII TJIAHIIETY
st cuenu 3 3D manoro BukopucTaHi 1HII 00’€KTH, SKI PO3MIIIEHI HAa CTOMI 31
ckioM. besnocepeHbo mijg MOACIIII0 Manu OyB MOCTaBICHUM rOJIOTPAMHUNA TTPOKEKTOP,

JUTSL CTBOPEHHsT 00pa3y rojiorpamu st mamu (puc 3.6).

S| @ scene  NASSEESOOEI AN
=30 9 |@ - X

e On Play | Mote Ausis  ¥Syr. | Shaded

3| W Gumes - (o

projector_LODO
projector_LOOL
» ioht_wal_3_blue

A\ Wal-Wood-Model-01
o Mrror
o wndon

i window (1)

Pucynok 3.6 — 300pakeHHsI MOJIeNi MPOKEKTOpa

Oco0yiMBe OCBITJIICHHS BCTaHOBJIGHO 3a jomomMoroir o0’ekta Point Light Tta
Directional Light. Jlns nepiuoi cuenun Oyno momano o6’ext Directional Light 3 tumom
OCBITJICHHSI «3 TOYKH y TIEBHOMY Hampsimi» (Spot), mist npyroi — o6’ekt Point Light 3
THIIOM OCBITJICHHS «TOUYKa» (Point).

JInst  MOXIJMBOCTI  KOM(OPTHOTO KOPHUCTYBaHHSI CIICHAMH KOPUCTYBady Ha
MOOUIBHOMY MPUCTPOI, CTBOPEHI Ta MPUKPIIUICHI O KaMEPU CKPUIITH, K1 3UUTYIOTh
KUIBKICTh JIOTHKIB TaNbI[iB JI0 €KpaHa, Ta BUKIWUKAIOTH TMEBHI (YHKINi, Taki SK:

nepeMilIeHHs] KaMepH 0 OCSAX X Ta Z Ta MaclITa0yBaHHS.
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If (Input.touchCount > 0 && Input.GetTouch(0).phase == TouchPhase.Moved)

{
Vector2 touchDeltaPosition = Input.GetTouch(0).deltaPosition;

transform.Translate(-touchDeltaPosition.x * speed, touchDeltaPosition.y *

speed, 0);
transform.position = new Vector3(
Mathf.Clamp(transform.position.x, 149.0f, 1353.0f),
Mathf.Clamp(transform.position.y, -302.0f, 489.0f),
Mathf.Clamp(transform.position.z, 306.0f, 1106.0f)
);
}

if(Input.touchCount == 2)
{
Touch touchZero = Input.GetTouch(0);
Touch touchOne = Input.GetTouch(1);
Vector2 touchZeroPrevPos = touchZero.position -
touchZero.deltaPosition;
Vector2 touchOnePrevPos = touchOne.position - touchOne.deltaPosition;
float prevTouchDeltaMag = (touchZeroPrevPos -
touchOnePrevPos).magnitude;
float touchDeltaMag = (touchZero.position -
touchOne.position).magnitude;
float deltaMagnitudeDiff = prevTouchDeltaMag - touchDeltaMag;
Camera.main.fieldOfView += deltaMagnitudeDiff * 0.1f;
Camera.main.fieldOfView = Mathf.Clamp(Camera.main.fieldOfView,
10.0f, 50.0f);

by
... (muB. mogatok B)
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Ha pucynky 3.7 mokasaHa pobota momatky y rutatdopmi Unity ta pesymprart

anroputmy A*.

e - e e L

Pucynok 3.7 — 3anyck qonatky Ha miatdopmi Unity.
3.4 Peanizanis Bubopy mix pesxkumamu 2D Ta 3D Bizyanizamii
VY mnouarkoBiii Oera-Bepcii M0JaTKy MM MAa€eMO JIMIIE JIBa IOBEPXH, TOMY

3aBAHTAXKECHHS CIEHU OyJe BUTIISIATH TAKUM YUHOM:
void TaskOnClick()

{
if (Toggle2d.isOn)

{
if (Data.selectBuild == "HBK")

if (Data.selectAud == "102") || (Data.selectAud == "103") || (Data.selectAud == "104") ||
(Data.selectAud == "105") || (Data.selectAud == "106") || (Data.selectAud == "108") ||
(Data.selectAud == "109") || (Data.selectAud == "110") || (Data.selectAud == "111") ||
(Data.selectAud == "112") || (Data.selectAud == "113") || (Data.selectAud == "114") ||
(Data.selectAud == "116") || (Data.selectAud == "118") || (Data.selectAud == "209"))

SceneManager.LoadScene(sceneNamel);
} else if (Toggle3d.isOn)
{

if (Data.selectBuild == "HBK")
if (Data.selectAud =="102") || (Data.selectAud == "103") || (Data.selectAud == "104")
|| (Data.selectAud == "105") || (Data.selectAud == "106") || (Data.selectAud == "108") ||
(Data.selectAud == "109") || (Data.selectAud == "110") || (Data.selectAud == "111") ||
(Data.selectAud == "112") || (Data.selectAud == "113") || (Data.selectAud == "114") ||
(Data.selectAud == "116") || (Data.selectAud == "118") || (Data.selectAud == "209"))

SceneManager.LoadScene(sceneName2);

}

(muB. nogaTok B)
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Jlnsg mpaBuinbHOi POOOTHM ILBOTO CKPWIITA, HEOOXITHO [dOAATH Yy HACTYMIHI

HaJIAIITyBaHHS:

1) BigkpuTu HEOOXITHY CICHY;

2) Iepeiitn no Bkiaaaku File — Build settings;

3) V BiakpuToMy BikHI BuOpatH miatdopmy Android Ta HatucHyTH KHOnky Add
Open Scenes;

4) Tlicns ycix BUIIE CKa3aHUX ONepallii, y 1Mo HaJ KHOIKOK 3’sIBUJIACS Ha3Ba
CIICHH, SIKY JOJIaJIH;

[Ticist iporo 6ys0 MPUKPITIICHO JaHUM CKPUNT A0 KaMepu. Y CreliaibHi MO, 110

3HAXOAATHCSA Y JIIBIM YaCTHHI IPOrpaMH, siKa Ha3uBaeTbca [HCIEKTop, A0JaH1 yci

Ha3Bu ciieH: SampleScene2D 3 mamnoro y 2D dopmati Ta SampleScene 3 mamnorw y

3D; mepemukauiB: Toggle2d i Toggle3d; xkmonkm ITomyk. Ha pucynky 3.8

306pa>1<eHe BIKHO IHCHGKTOpa 3 BUIIC 3a3HAYCHUM CKPHIITOM.

Store  Anmatoc Bl O inspector A
0| @ | W | et - ®o 3 | W0 =) Gamos +| (@Al P RS
*" Tag (Maincamera o) Layer | Dafault
v/  ——— —
re |2 Gae
- Position X -19 Y 468 z 87
( Rotation X 6408 v [-27.002 |z-14%% |

Scole X 1788375 v (101975 125

¥4 ¥ Camera uae
Clear Flags | Skybos 0

Baciground S
'

Culing Mask [Everything

Projection [Parspactive
FOV Axis | vertical
Field of View — ——— |60

(W}

Near 0.3

For 1000

Physical Camera
Clipping Planes

Viewport Rect X0

Depth T
~| Rendering Path e e e e —
.|| Target Texture [None (Render Texture) @
| Ocdusion Culling 7]
HOR. [Use Graphics Settngs '
| MSAA [ Use Graphics Settings
Allow Dynamic Resolution |

| Eventsystem

» i Main s W Audio Listener % ER
|_J OrlentationSetter » - Off (Script) ER
";.llpu[Lolnm 3 ) osdMap i )

Scene Name 1 Samplescene20
Scene Name 2 [Samplescene |
Play Button W °
Toggle 2d [VTogglezd (Toggle) | ©

Toggle 3d [V Toqgle3d (Toggie) °

Pucynok 3.8 — BikHO mporpamu 3 BKJIaakoro Inspector

3.5 Jlokanizauisn MoOiJILHOTO 101aTKY

[Ticyist aHasi3y CX0KHUX JOJIaTKIB BUSBIICHO, 110 OJHIEI0 3 TOJIOBHUX MPUYUH IXHBHOT

MOMYJSPHOCTI TE€, M0 BOHU JIOKAJTI30BaHI KUTBKOMAa MOBAaMH, TUM CaMHUM MOXYTh

oxonutu Outbiny ayautopito. Ockinbkun y CyMCbKOMY JA€p>KaBHOMY YHIBEPCUTETI
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HABYAIOTHCS 1HO3EMHI CTY/ICHTH, 1 CAM€ BOHM YaCTIlIe 3alUTYIOTh HUIAX 0 ayAUTOPii,

1151 QyHKIiSA Oye myxe 3pydHOIo.

Jlns BUpIIIEHHS II,OTO 3aBJaHHA OyJl0 BHKOpUCTaHO Tipead 3 TOTOBHM
JokaiizatopoM (puc. 3.9).

[Tpedadu (prefabs) — me nHaGip 3a3manerigs BcTaHOBIACHHX 00’ekTiB (Game
Objects) i kommoHeHTIB, Ki Oy1yTh BAKOPUCTOBYBATHUCS Y IporpamMax 4M A0JaTKax, i He
OJIMH pa3. Mae Taku nepeBaru:

1) MosHa cTBOopuTH Mpedad 3 MOBHUM (YHKI[IOHAIOM 3a JOIOMOIOI0 OJHOI'O
psiiKa KOJy;

2) Moro erko i MBHIKO HANAIITYBATH, IPOTECTYBATH i MOIH(pIiKyBaTH;

3) € MOXJIMBICTh 3MiHIOBaTH mpedad 0e3 3MIHU KOAY, IO MPHUKPIIICHHHA 10

HBOTO.

Pucynox 3.9 — npedad 3 nokamnizaropom
[Ticnst BU3HAYEHHS] OCHOBHHMX YaCTHH TEKCTY JUJIsl IEPEKiaay, Ha 10JaTKOBE MEHIO
TOJIOBHOTO ekpaHy noaano dropbox aGo po3kpuBHHI CHHCOK, Ta MPUKPIIUIEHO 10 HOTO
ckpunta 2 TekcToBuX ¢ainu. [lepmmii ¢aiin MICTUTh HA3BU 3MIHHUX Ta iX 3HAUEHHS
(value), sike MiCTUTB TEKCT AOJATKY aHITIHChKO MOBOIO (puc 3.10). JIpyruii daiin mae
TEK came, aje y 3HAYeHHS 3alMCaHuN TEKCT yKpaiHChkoo Moo (puc. 3.11). ¥V
MaiOyTHHOMY € MOXJIMBICTb JIOJATH 1HII MOBHU CBITY. Y€l TEKCTOBI (pailii Ta CKPUIITH

3a3HaueH1 y 1oaaTky b.



M8 en.txt - BrokHor =

Qain PeparysanHs Qopmat Burnaa [osiaka

[m}

X

M8 froa - BaokHoT = [m}

®aiin Penarysarrs ©opmar Burnsa  [osiaxa

TEXT1=Welcome to Sumy State University
TEXT2=Please to choose next information
BUILDING=University building:
AUDIENCE=Audience:

YOU=You:

SEARCHB=8earch

ADDM=Resume

ADDEX=Exit

BUILD=University building
AUDI=Audience

TEXT3=Audience

TEXT4=University building

ITEXT1=”3CK6EO npocnmo go CymY
TEXT2=byab nacka B1BepiTs KOPRYC Ta ayauTopit
BUILDING=Kopnyc yHiBepcuTeTy:
AUDIENCE=AyauTopis:

YOU=Bu

SEARCHB=TNowuyk
ADDM=lpogoBu1tn

ADDEX=Bnxin,

ADDEX=Exit

BUILD=Kopnyc yHiBepcuTeTy
AUDI=AyauTopia

TEXT3=AyauTopia

TEXT4=Kopnyc yHisepcutety
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Pucynoxk 3.10 — ¢aiin quis nokamizamii  Pucynox 3.11 -daiin qyisa nokanizaiii Ha
Ha aHTJTIMCHKINA MOBI YKpaiHCHhKIN MOBI

3.6 TecTtyBaHHs1 po3p00JieHOr0 MOOIJILHOIO 10AATKY

JIns  mepeBIpKU  Mpaie3JaTHOCTI  PO3POOJECHOro JoJaTKa sl  MOOUIbHUX
HPUCTPOIB, HEOOXiTHO 310paTh Bech MpoeKT y (daiin 3 Gopmarom .apkK, sikuit 103BOJISE
BCTAHOBJIIOBATH 111 Ta Mparle3/laTHi JA0JaTKu. BiH CKiIalaeThCcsl 3 MOBHUX apXiBHHUX
koxiB Android-monarkis.

HactymHuM KpOKOM € 3aBaHTa)XEHHSI 1 BCTAHOBJICHHS JOJATKy Ha MOOUIbHUN
npuctpiidi (puc. 3.12-14). Jlns TecTyBaHHS BUKOPUCTOBYBAJIMCS MOOUIBHI TPUCTPOI:
Samsung, 3 onepariiinoro cuctemoro Android 10 Ta posaiasHOr0 3aaTHICTIO 2400 X 1080;
Samsung, 3 onepariiinoro cucremoro Android 9 ta posaineHoro 3matHicTio 2340 X 1080.

Q=g

IPX »wpuctpoio » Telegram » Telegram Documents

. 2_5330205923602335443.apk

Z Audiences of SSU 2 Audiences of SSU

BCTaHoBNEHHs Mporpamy BCTaHOBNEHO.

Pucynok 3.12 — apk Pucynok 3.13 — Pucynok 3.14 — meHro mis

JloJaTkKa BCTAHOBJICHHS IOJATKY BIIKPUTTS JIOJIaTKY


https://rozetka.com.ua/mobile-phones/c80003/23778=25480/
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[Ticast BiIKpUTTS OOJATKY CHpAlIOBaB CTApTOBUU €KpaH Ta OyB 3AliiCHEHMI

nepexiJi A0 Toja0BHOTO MeHIO (puc. 3.15-18). [Ticiis BBeneHHSI HACTYITHUX JTAHUX: KOPITYC
— HBK, aynurtopis — 105, npanopens Ha 2D, 101aTOK 3aBaHTaXXKUB €KpaH ¢ Mamoro (puc.

3.19-20). Anroputm A* mpairoe go0pe, navmesh agent HemBUAKO pyXaeTbes IO

OTPUMAHOMY MapUIPYTY.

Audiences of
Sumy State University

Pucynok 3.15 —
CTapTOBUI €KpaH.

[lepmmii mpuctpiit

Audiences of SSU

JlackaBo mpocumo 10
Cym21y

Byzb f1acka BHOCPITS KOPIYC Ta ayiHTOPIi0

Kopryc ynisepentery:

AyanTopisi:

‘ 108 v |

Bu:

‘ student v ‘

@3D

© 2D

\ HBK v |

Pucynok 3.16 —
T'OJIOBHE MEHIO.

[lepmmii mpuctpiit

|
g
1
o

Pucynok 3.19 — 3HIMOK €KpaHy NepIioro

npuctpoto 3 2D manoro

Audiences of
Sumy State University

Pucynok 3.17 -

CTapTOBI/Iﬁ CKpaH.

Hpyruit npuctpiii

Audiences of SSU

Welcome to Sumy
State University

Please to choose next information

University building:
( HBK v

Audience:

{ 102 v \

You:

[ student v ‘

@ 2D

3D

Pucynoxk 3.18 —

T'OJIOBHC MCHIO.

Hpyruii npuctpiit

Pucynok 3.20 — 3HIMOK €KpaHy ApYyroro

npuctpoto 3 2D manoro



40
[Ticas moBepHEHHS Ha TOJIOBHUM €KpaH, OyJ0 BBEICHO Ti K JIaH1, ajie Mpanopewb

BuctaBiennii Ha 3D (puc. 3.21-22). JlonaTok 3 TUM e 4aCOM 3aBaHTAXXHUB 1HIITY MaIry.

Ha Hili anropuT™ TeX rapHo CIpalfoBaB.

X
£ |

€5 Koprye ywiparrery FBK [+ Avaonin 111

Pucynok 3.21 — 3HiMOK ekpany nepuioro  PucyHok 3.22 — 3HIMOK €KpaHy Jpyroro

npucTporo 3 2D mamnoro npuctporo 3 2D mamnoro
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BUCHOBKU

VY BumyckHiil poOOTI BUKOHAHO aHaJ3 Cy4yaCHOTO CTaHy MOOUIBHUX JOJATKIB 3a
pe3yJbTaTaMu SKOTO BHU3HAYEHO, IO Y BUIBHOMY JOCTYIMi BIJICYTHI JTOJAaTKH, SKi O
3aJI0BOJIBHIUIA TIOTpeOU y cdepi momyKy, moOymoBH Ta Bidyai3allli OMUTUMAILHOTO
MapuipyTy MepecyBaHHs 13 MICI 3HAXOKEHHS /10 MICLA TPU3HAYEHHS 32 YMOB
(GYHKITIOHYBaHHSI BCEpPEAUHI TPUMIIIICHb.

B pamkax panoi mpoGiemu Oyjn0 BHKOHAHO aHANITUYHUN OTJIST aarOpUTMIB
MOIITYKY HAMKOPOTIIIOTO NUIIXY Ha 0a31 MeToAiB Teopii rpadiB. BuszHaueHo, 1110 B paMKax
3aJaHOl 3a/Jayl ONTHMAJbHUM € BHUKOPUCTAHHS alTOpPUTMY «A*», SKUWH HO3BOJISE
BU3HAYUTH ONITUMATILHUH IIISX A0 MMyHKTY MPU3HAYEHHS Ta MAa€ HU3bKY OOUHCITIOBATIbHY
CKJIQJHICTB, 1110 POOUTH JOPEYHUM MOT0 BUKOpUCTaHHS B MOOUTbHUX 3D nmomarkax.

BukoHaHO mporpaMHy peaiizaiiio 3alpolOHOBAHOIO aIrOpUTMy «A*» Ha 0asi
nporamuoi miargopmu Unity3D.

Po3pobneno Ta mporpamMHO peanizoBaHO Au3aiiH TpadiuyHOro iHTEepdeiicy
KOpHCTyBa4a MPOTPAMHOI CUCTEMH, KU 371aTeH pyHKuioHyBatu B pexumi 2D ta 3D
Bi3yaizarlii.

Bukonano mnporpaMHy Jokamizauiro iHTepdency JUisi  KOPUCTYBaHHS B
aHTJIOMOBHOMY CEpPEJIOBHUIIII Ta TIEpeBipeHa Mpare3aTHICTh PO3pO0JIEHOT CUCTEMH B

yMOBaX HaBYAJIbHOTO Tipoiiecy B CyMCbKOMY JIep>KaBHOMY YHIBEPCHUTETI.
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TEXHIYHE 3ABJIAHHA
Ha po3podky indopmamiiinoi cucremu Audiences of SSU na nporpammiii
miaatgopmi Unity
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1. IlporpamHe npoekTyBaHHs rpagivHoro inrepgeiicy kopucryBaua

1.1 Ilpu3navyenHs inpopmManinHoI cucTeMu

[HdopmariitHa cucTeMa Mae BUTIIS MOOUTHPHOTO JOJATKY JJISl MOMTYKY, TOOYI0BH
ta 3d Bi3yam3amii onTHMajibHUX MapmpyTiB pyxy CyMCbKUM JIep)KaBHUM
YHIBEPCUTETOM.

1.2 MeTa cTBopeHHs iHpopManmiiHOI cCUCTEMH

[linTpmMKa yKpaiHCBKMX Ta 1HO3eMHUX CTyAeHTIB CyMCBKOTO Jep:KaBHOTO
YHIBEPCHUTETY.

1.3 HisiboBa ayauropis

VY 10BN ayIUTOPii JAHOTO AOAATKY MOKHA BUIUIUTU TaKl TPYIIH:
1) CTyneHTH yHIBEpPCHUTETY;

2) Bukmagaui,

3) T'ocri.

2. Bumoru a0 indopmauniiinoi cucremu

2.1 Bumoru 10 cucteMu B LIJIOMY

[ndopmariiitHa cuctemMa MOBUMHHA OYyTH peaidi3oBaHa Yy BUIJISAAI MOOIJIBHOTO
JOJIaTKYy.

2.2 Bumoru 10 KOpUCTyBayviB

Jl1st poOOTH 3 1OAATKOM HE MOTPIOH1 0COOIMBI HABUYKH KOPUCTYBAHHS 10JaTKaMU,
CreriajgbHl 3HAHHS TPOTPAMHHUX MPOJYKTIB, OKpiM iHQOpMAIlii 010 BCTAHOBJICHHS
JIOAATKIB HA MOO1IBHI IPUCTPOT.

2.3 Bumoru 10 30epexxeHHs ingopmauii

30epexeHHsT JaHMX TMPO AayauTOpii peani3oBaHe Yy BUIIBIAI 3MIHHUX, K1
30epiraroThCs MICHS 3aBAHTAXXEHHS HACTYITHOI CIICHH Ta BUKOPUCTOBYETHCS 1HITUMU
GyHKLIAMU.

2.4 Bumoru 10 po3Me:KyBaHHS JOCTYILY

KopuctyBanHs MOOUIEHUM JTOJATKOM € 3arajbHOTOCTYITHUM.
2.5 Bumoru 10 CTPYKTYPH 10JaTKA

Mo0611bHUN TOAATOK MA€ CKJIAIATUCS 3 HACTYITHUX YACTUH:

- IlouyarkoBuii ekpaH;

- T'onoBHE MeHIO;
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- JlonaTkoBe MEH10;

- Coenu 3 2D Ta 3D mamamu;
2.6 Bumoru no nasiramii

['padiuamii iHTEpdelic KOpUCTyBadya TOBMHEH 3a0e3medyBaTd IHTYITUBHO
3pO3yMiJIe MPECTaBICHHS CTPYKTYPU PO3MIIICHOT Ha TOJIOBHIHM (hopMi (PyHKITIOHATHHUX
KHOIIOK Ta PO3KPUBHHUX CHNHCKIB. HapiraiiiiHi ejJeMeHTH IOBHHHI 3a0e3leuyBaTh
PO3YMIHHS KOPHCTYBA4YEM iX 3MICTY.

2.7 Bumoru 10 pyHKIiOHATBHUX MOKJIMBOCTEH

JlogaTok MOBUMHEH HaJaBaTH MOXIIUBICTH BUOOPY IMEBHOI ayaUTOpii Ta KOPIYCY,
POBOJNUTH TMOIIYK, MOOYOBY Ta Bi3yalli3allilo ONTUMAaIbHIUX MapIIPYTiB.

2.8 ®yHKIiOHAJBbHI MOKJINBOCTI
["onoBHE MEHIO Ma€ HACTYIHI HaBITaI[IH €JIEMEHTH:
- Po3kpuBHI criucku 3 BUOOPOM KOPIYCY, Ay AUTOPIi, POJIL;
- Kuomnka [lomyk;
- KHonka 101aTKOBOro MEHIO;
- Knomka I[Iponosxury;
-  Kuonka Buxin;
- Po3kpuBHuii crivcok 13 BUOOPOM MOBH;
- Knomnka 31 cTpi1KOI0 151 TOBEPHEHHS /10 TOJIOBHOTO MEHIO;
2.9 Bumoru 10 GpyHKIiOHATbHUX MOKJIUBOCTEl
2.9.1 Bumoru 10 (pyHKIiOHATBHUX MOKJIMBOCTEN
Peanizartist nporpamu 3/11iicCHEHa 3 BUKOPUCTAHHSIM:
- IIporpamua miatpopma Unity3d;
- Mosga nporpamyBanHs C#;
- Microsoft Visual Studio 2017;
- Pain Tool Sai 2;
2.9.2 Bumoru 10 NporpaMHuX MOKJINBOCTE

[IporpamHe 3a0e3medyeHHss MOOLIBHOTO JOAATKy TIOBUHHE 3aJJ0BOJIBHSTU
HACTYITHUM BUMOTaM:

- Onmepamiitia cuctema Android 7 Ta Buiiie;
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2.9.3 Bumoru 10 anapaTHoro 3ade3neyeHHs

- HasiBHICTB BIJIHOTO MICIIS Y TTaM’AT1 MOOLJILHOTO MPUCTPOIo po3mipom 60-70 MO.

3. CkJuag i 3mMicT podiT 1isi cTBOPEeHHsI MOOIJILHOTO 101aTKA

[ToBHMi1 omuc eramiB poOOTH 31 CTBOPEHHS MOOLIBHOTO JIOAATKY HAaBEICHO B
Tabmumi 1.

Ta6muis 1 — Etanu cTBOpeHHS 10JIaTKy

Tepmin
Ne Onuc pobotu P
pO3po0OKHU
1 | AHani3 iCHyIOYHX IPOrpaMHUX PIIICHb 3 nHl
2 | Anaii3 Ta BUOIp anrOpUTMIB MOIIYKY HAWKOPOTIIOTO MUISIXY 5 nHIB
3 [TpoexkTyBaHHsT Ta peaiizallis CTapTOBOIO €KpaHy Ta 4 i
TOJIOBHOTO MEHIO
4 | Peamizaliis BUOpaHOTO aJITOPUTMY Y CEPEIOBHIII TOJATKY 30 nHiB
5 | Peanizariisi BHyTpIIIHBOTO CEPEOBUIIA MAITH 3 nHi
6 | Peamizauis Bubopy mix pexxumamu 2D Ta 3D Bizyamizanii 1 nenp
7 | Peanizanis nokanizanii MOOUIBHOTO JOJATKY 1 neHb
3aBepieHHs poOOTH: TPOBEJACHHS BUIIPABIICHb, TECTYBAaHHS
8 7 mHiB
TOTOBOTO JIOJIATKY.
3aranpHa TPUBATICTH POOIT (3 ypaxyBaHHSM JIHIB Ha
9 : : : 71 nenn
BUIIPABJICHHS TOMUJIOK) 1 TEPMiH 3aKIHYEHHSI IPOEKTY
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JIOJIATOK B

IIporpamua peasizaunis

LoadMapl.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;
using UnityEngine.Ul,

public class LoadMapl : MonoBehaviour

{

public string sceneNamel,;
public string sceneName2;
public Button playButton;
public Toggle Toggle2d, Toggle3d:;

void Start()
{

}

void TaskOnClick()
{

playButton.onClick.AddListener(TaskOnClick);

if (Toggle2d.isOn)

if (Data.selectBuild == "HBK")
if ((Data.selectAud == "102") || (Data.selectAud == "103") || (Data.selectAud == "104")
|| (Data.selectAud == "105") || (Data.selectAud == "106") || (Data.selectAud == "108") ||
(Data.selectAud == "109") || (Data.selectAud == "110") || (Data.selectAud =="111") ||
(Data.selectAud == "112") || (Data.selectAud =="113") || (Data.selectAud == "114") ||
(Data.selectAud == "116") || (Data.selectAud == "118") || (Data.selectAud == "209"))
SceneManager.LoadScene(sceneNamel);

}else if (Toggle3d.isOn)
{
if (Data.selectBuild == "HBK")
if ((Data.selectAud == "102") || (Data.selectAud == "103") || (Data.selectAud == "104")
|| (Data.selectAud == "105") || (Data.selectAud == "106") || (Data.selectAud == "108") ||
(Data.selectAud == "109") || (Data.selectAud == "110") || (Data.selectAud == "111") ||
(Data.selectAud == "112") || (Data.selectAud =="113") || (Data.selectAud == "114") ||
(Data.selectAud == "116") || (Data.selectAud == "118") || (Data.selectAud == "209"))
SceneManager.LoadScene(sceneName2);
i

¥
¥
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Data.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine.Ul,

using UnityEngine;

public class Data : MonoBehaviour

{

List<string> build = new List<string>() { "Bu6epits xopmyc","HBK", "I1", "BK", "M",
"T","A","ET”, "F"};

List<string> aud = new List<string>() {"Bu6epits ayaurtopiro", "102", "103", "104", "105",
"106", "108", "109", "110", "111", "112", "113", "114", "116", "118", "119", "121", "209", "210",
"227", 314", "317"};

List<string> role = new List<string>() { "Bubepits pons", "student", "teacher", "guest" };

public Dropdown dropdown1, dropdown2, dropdown3;

public static string selectAud;

public static string selectBuild;

public int builds;

public int auds;

public void Dropdownl_IndexChanged(int index)

{
selectBuild = build[index];

public void Dropdown2_IndexChanged(int index)
{

selectAud = aud[index];

void Start()

{
DontDestroyOnLoad(this.gameObject);

PopulateL.ist();
}

void PopulateList()
dropdown1.AddOptions(build);
dropdown2.AddOptions(aud);
dropdown3.AddOptions(role);

¥
void Awake()
{

¥
¥

ChoosedText.cs

DontDestroyOnLoad(this.gameObject);

using System.Collections;



using System.Collections.Generic;
using UnityEngine;
using UnityEngine.Ul,

public class ChoosedText : MonoBehaviour

{
public Text Audtext;

public Text Buildtext;

void Update()

{
if(Data.selectBuild '=null)
if(Data.selectAud !=null)
Choosed();
¥
void Choosed()
{

Buildtext.text = Data.selectBuild;
Audtext.text = Data.selectAud;

¥
¥

Loaduodownback.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;
using UnityEngine.Ul,

public class Loadupdownback : MonoBehaviour
{

public string sceneNamel,;

public string sceneName2;

public string sceneName3;

public Button back, up, down;

void Start()

{
back.onClick.AddListener(TaskOnClickback);

up.onClick.AddListener(TaskOnClickup);
down.onClick.AddListener(TaskOnClickdown);

¥

void TaskOnClickback()
{

}
void TaskOnClickup()

SceneManager.LoadScene(sceneNamel);
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SceneManager.LoadScene(sceneName2);

}
void TaskOnClickdown()
{

¥
¥

SceneManager.LoadScene(sceneName3);

OrientationSetter.cs
using UnityEngine;

public class OrientationSetter : MonoBehaviour
{
public enum Orientation
{
Any,
Portrait,
PortraitFixed,
Landscape,
LandscapeFixed

}

public Orientation ScreenOrientation;
private void Start()
{
switch (ScreenOrientation)
{
case Orientation.Any:
Screen.orientation = UnityEngine.ScreenOrientation. AutoRotation;
Screen.autorotateToPortrait = Screen.autorotateToPortraitUpsideDown = true;
Screen.autorotateToLandscapeLeft = Screen.autorotateToLandscapeRight = true;
break;

case Orientation.Portrait:
Screen.orientation = UnityEngine.ScreenOrientation.Portrait;
Screen.orientation = UnityEngine.ScreenOrientation. AutoRotation;
Screen.autorotateToPortrait = Screen.autorotate ToPortraitUpsideDown = true;

Screen.autorotateToLandscapeLeft = Screen.autorotateToLandscapeRight = false;
break;

case Orientation.PortraitFixed:
Screen.orientation = UnityEngine.ScreenOrientation.Portrait;
break;

case Orientation.Landscape:
Screen.orientation = UnityEngine.ScreenOrientation.Landscape;
Screen.orientation = UnityEngine.ScreenQOrientation. AutoRotation;
Screen.autorotateToPortrait = Screen.autorotateToPortraitUpsideDown = false;

Screen.autorotateToLandscapeleft = Screen.autorotateToLandscapeRight = true;
break;

52
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case Orientation.LandscapeFixed:
Screen.orientation = UnityEngine.ScreenOrientation.LandscapelLeft;
break;
¥
Destroy(gameObiject);
¥
}

GraphwayTest.cs

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

public class GraphwayTest : MonoBehaviour
{
public const int MAX_SPEED = 50;
public const int ACCELERATION =5;

[Tooltip("Enable Debug Mode to see algoritm in action slowed down. MAKE SURE GIZMOS
ARE ENABLED!)]

public bool debugMode = false;

private GwWaypoint[] waypoints;

private float speed = 0;

private bool audienceWay = true;

void Update()
/* if (Input.GetMouseButtonDown(0))
{
RaycastHit hit;

Ray ray = Camera.main.ScreenPointToRay(Input.mousePosition);
if (Physics.Raycast(ray, out hit))

{
Debug.Log(hit.point);
Graphway.FindPath(transform.position, hit.point, FindPathCallback, true,
debugMode);
by
bl
if (audienceWay)

{

var currentAudNum = Data.selectAud,;
if (currentAudNum != string.Empty)

{

var listAud = AudMeneger.instance.audData;
foreach (var currentAudData in listAud)

if(currentAudData.numAud == currentAudNum)

{
Debug.Log(currentAudData.positionAud);
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Graphway.FindPath(transform.position, currentAudData.positionAud,
FindPathCallback, true, debugMode);
break;

¥
¥
¥

audienceWay = false;
if (waypoints != null && waypoints.Length > 0)

speed = Mathf.Lerp(speed, MAX_SPEED, Time.deltaTime * ACCELERATION);
speed = Mathf.Clamp(speed, 0, MAX_SPEED);
transform.LookAt(waypoints[0].position);
transform.position = Vector3.MoveTowards(transform.position, waypoints[0].position,
Time.deltaTime * waypoints[0].speed * speed);
if (Vector3.Distance(transform.position, waypoints[0].position) < 0.1f)
{

k
¥

else

{
speed = 0;

}
if (waypoints = null && waypoints.Length > 0)

NextWaypoint();

Vector3 startingPoint = transform.position;
for (inti =0 ;i< waypoints.Length ; i++)

{
Debug.DrawL.ine(startingPoint, waypoints[i].position, Color.green, 2f, false);
startingPoint = waypoints[i].position;
}
¥
¥
private void NextWaypoint()
{
if (waypoints.Length > 1)
GwWaypoint[] newWaypoints = new GwWaypoint[waypoints.Length - 1];
for (inti=1;i<waypoints.Length ; i++)
{
newWaypoints[i-1] = waypoints[i];
}
waypoints = newWaypoints;
}
else
{
waypoints = null;
}



private void FindPathCallback(GwWaypoint[] path)

if (path == null)

Debug.Log("Path to target position not found!");

}

else

{
waypoints = path;

}

}
}
AudData.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using System;

[Serializable]
public struct AudData
{
public string numAud;
public Vector3 positionAud;
¥

AudMeneger.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public class AudMeneger : MonoBehaviour

{
public List<AudData> audData = new List<AudData>();
public static AudMeneger instance = null;
void Start()

{
if (instance == null)
{
instance = this;
¥
}
}
Graphway.cs

using System;

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class Graphway : MonoBehaviour

55
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public static Graphway instance;

[Tooltip("Color of NODES in editor.")]

public Color nodeColor = new Color32(236, 13, 69, 255);

[Tooltip("Color of SUBNODES in editor.")]

public Color subnodeColor = new Color32(40, 12, 54, 255);

[Tooltip("Size of NODES in editor.")]

public float nodeSize = 10;

[Tooltip("Size of SUBNODES in editor.")]

public float subnodeSize = 5;

[Tooltip("Size of unidirectional connection arrows in editor.")]

public float arrowSize = 5;

[Tooltip("Number of nodes that can be checked in a single frame at runtime. A higher limit will
find paths faster, but may impact performance.™)]

public int pathfindFrameLimit = 100;

public int editorNodeCounter = 0; // Keep public so value is saved upon editor close

public Dictionary<int, GwNode> nodes;

private List<GwJob> jobs;

private GwJob activeJob;

private List<int> openNodes;

private List<int> closedNodes;

private int currentNodelD;

void Awake()
{

}

void Start()
{

instance = this;

jobs = new List<GwJob>();
if (1transform.Find("Nodes"))

{
Debug.LogError("Missing Graphway child object 'Nodes".");

}

else if ('transform.Find("Connections™))

{
Debug.LogError("Missing Graphway child object '‘Connections'.");

else
{
Transform nodesParent = transform.Find("Nodes").transform;
Transform connectionsParent = transform.Find(*"Connections™).transform;
nodes = new Dictionary<int, GwNode>();
foreach (Transform node in nodesParent.transform)
{
GraphwayNode nodeData = node.GetComponent<GraphwayNode>();
nodes[nodeData.nodelD] = new GwNode(nodeData.nodelD, node.position);

}

foreach (Transform connection in connectionsParent.transform)

{
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GraphwayConnection connectionData =
connection.GetComponent<GraphwayConnection>();
Vector3[] subnodesAB = null;
Vector3[] subnodesBA = null;
if (connection.childCount > 0)
{
subnodesAB = new Vector3[connection.childCount];
inti=0;
foreach (Transform subnode in connection.transform)
{
subnodesABJ[i] = subnode.position;
i++;

¥
subnodesBA = (Vector3[])subnodesAB.Clone();
Array.Reverse(subnodesBA);

}

if (connectionData.connectionType == GraphwayConnectionTypes.Bidirectional ||
connectionData.connectionType == GraphwayConnectionTypes.Unidirectional AToB)

{

nodes[connectionData.nodelDA].AddConnection(connectionData.nodelDB,
connectionData.disabled, connectionData.speedWeight, subnodesAB);

}

if (connectionData.connectionType == GraphwayConnectionTypes.Bidirectional ||
connectionData.connectionType == GraphwayConnectionTypes.UnidirectionalBToA)

{

nodes[connectionData.nodelDB].AddConnection(connectionData.nodelDA,
connectionData.disabled, connectionData.speedWeight, subnodesBA);

¥
¥

Destroy(nodesParent.gameObject);
Destroy(connectionsParent.gameObject);

}
}
void Update()
{
if (jobs.Count > 0 && activeJob == null)
{
StartCoroutine(ProcessJob(jobs[0]));
}
¥

public static void FindPath(Vector3 origin, Vector3 targetPosition, Action<GwWaypoint[]>
callback, bool clampToEndNode = true, bool debugMode = false)

{

}
public void PathFind(Vector3 origin, Vector3 targetPosition, Action<GwWaypoint[]> callback,

bool clampToEndNode = true, bool debugMode = false)

instance.PathFind(origin, targetPosition, callback, clampToEndNode, debugMode);

jobs.Add(new GwJob(origin, targetPosition, callback, clampToEndNode, debugMode));
b
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private IEnumerator ProcessJob(GwJob job)

{
activeJob = job;
int startNodelD = ClosestNodelD(activeJob.origin);
int targetNodelD = ClosestNodelD(activeJob.targetPosition);
if (startNodelD == -1 || targetNodelD == -1)
{

activeJob.callback(null);

}

else

{

foreach (KeyValuePair<int, GwNode> node in nodes)

{
node.Value.ResetPathfindingVars();

bool pathFound = false;
openNodes = new List<int>();
openNodes.Add(startNodelD);
closedNodes = new List<int>();
currentNodelD = -1;
int nodeCounter = 1;
while (openNodes.Count > 0 && pathFound == false)
{
float lowestCost = -1;
foreach (int openNode in openNodes)

if (lowestCost == -1 || nodes[openNode].FCost() < lowestCost)
{

currentNodelD = openNode;

lowestCost = nodes[openNode].FCost();

k
¥

openNodes.Remove(currentNodelD);
closedNodes.Add(currentNodelD);

if (currentNodelD == targetNodelD)
{

pathFound = true;

}

else

{

foreach (KeyValuePair<int, GwConnection> connection in
nodes[currentNodelD].connections)

{

int connectedNodelD = connection.Value.connectedNodelD;
if (connection.Value.disabled == false &&
closedNodes.Contains(connectedNodelD) == false)

{
float gCost = nodes[currentNodelD].gCost +

(CalculatePathLength(currentNodelD, connectedNodelD) / connection.Value.speedWeight);

float hCost = Vector3.Distance(nodes[connectedNodelD].position,
nodes[targetNodelD].position);

float fCost = gCost + hCost;



if (openNodes.Contains(connectedNodelD) && fCost
nodes[connectedNodelD].FCost())

nodes[connectedNodelD].gCost = gCost;
nodes[connectedNodelD].hCost = hCost;
nodes[connectedNodelD].parentNodelD = currentNodelD;

else if(openNodes.Contains(connectedNodelD))

{
nodes[connectedNodelD].gCost = gCost;
nodes[connectedNodelD].hCost = hCost;
nodes[connectedNodelD].parentNodelD = currentNodelD;
openNodes.Add(connectedNodelD);

}

}
}

}
if (activeJob.debugMode)

{
yield return new WaitForSeconds(0.25f);

else if (hodeCounter % pathfindFrameLimit == 0)

{

yield return null;

}

nodeCounter++;

}
if (activeJob.debugMode)

{
yield return new WaitForSeconds(1);

¥

if (pathFound)

{
GwWaypoint[] path = TracePath(activeJob.targetPosition, currentNodelD);

activeJob.callback(path);

}
else
{
activeJob.callback(null);
}
}
jobs.RemoveAt(0);
activeJob = null,
}
private int ClosestNodelD(Vector3 position)
{

int closestNodelD = -1;
float closestNodeDistance = 0;
foreach (KeyValuePair<int, GwNode> node in nodes)

{

59
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float distance = Vector3.Distance(position, node.Value.position);
if (closestNodelD == -1 || distance < closestNodeDistance)
{
closestNodelD = node.Value.nodelD;
closestNodeDistance = distance;

¥
¥

return closestNodelD:;

¥
private float CalculatePathLength(int nodelDFrom, int nodelDTo)

{
float pathLength = 0;

GwConnection connection = nodes[nodelDFrom].connections[nodelDTo];
Vector3 currentPosition = nodes[nodelDFrom].position;
if (connection.subnodes != null && connection.subnodes.Length > 0)

{
for (inti=0; i < connection.subnodes.Length ; i++)
{
pathLength += Vector3.Distance(currentPosition, connection.subnodes[i]);
currentPosition = connection.subnodes[i];
¥
}

pathLength += Vector3.Distance(currentPosition, nodes[nodelDTo].position);

return pathLength;
}
private GwWaypoint[] TracePath(Vector3 targetPosition, int currentNodelD)
{
List<GwWaypoint> path = new List<GwWaypoint>();
if (activeJob.clampToEndNode == false)

path.Add(new GwWaypoint(targetPosition));
}

while (currentNodelD !=-1)
{
int parentNodelD = nodes[currentNodelD].parentNodelD;
if (parentNodelD !=-1)
{
GwConnection connection = nodes[parentNodelD].connections[currentNodelD];
path.Add(new GwWaypoint(nodes[currentNodelD].position, connection.speedWeight));
if (connection.subnodes != null && connection.subnodes.Length > 0)

¢ for (int i = connection.subnodes.Length -1 ;i>=0; i--)
{ path.Add(new GwWaypoint(connection.subnodes[i], connection.speedWeight));
}
}
}
else
{

path.Add(new GwWaypoint( nodes[currentNodelD].position));
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}
currentNodelD = parentNodelD;

path.Reverse();
return path.ToArray();

}

void OnDrawGizmosSelected()
if (Application.isPlaying)

foreach (KeyValuePair<int, GwNode> node in nodes)

{
Gizmos.color = nodeColor;
Gizmos.DrawSphere(RaiseHeight(node.Value.position), nodeSize / 2);

foreach (KeyValuePair<int, GwConnection> connection in node.Value.connections)

{

if (! connection.Value.disabled)

{

Vector3 nodeAPosition = node.Value.position;
Vector3 nodeBPosition = nodes[connection.Value.connectedNodelD].position;
Vector3 lastPosition = nodeAPosition;
if (connection.Value.subnodes !'= null && connection.Value.subnodes.Length >

0)
{
for (inti =0 ; i < connection.Value.subnodes.Length ; i++)
{
Vector3 subnodePosition = connection.Value.subnodes[i];
Gizmos.color = subnodeColor;
Gizmos.DrawSphere(RaiseHeight(subnodePosition), subnodeSize /
2);

Gizmos.color = (i == 0 ? nodeColor : subnodeColor);
Gizmos.DrawLine(RaiseHeight(lastPosition),
RaiseHeight(subnodePosition));

if ( !
nodes[connection.Value.connectedNodelD].connections.ContainsKey(node.Value.nodelD))
{

DrawArrow(RaiseHeight(lastPosition),
RaiseHeight(subnodePosition - lastPosition) / 2, (i == 0 ? nodeColor : subnodeColor));

}

lastPosition = subnodePosition;

}

}
Gizmos.color = nodeColor;
Gizmos.DrawL.ine(RaiseHeight(lastPosition),
RaiseHeight(nodeBPosition));

if ( !
nodes[connection.Value.connectedNodelD].connections.ContainsKey(node.Value.nodelD))
{
DrawArrow(RaiseHeight(lastPosition), RaiseHeight(nodeBPosition -

lastPosition) / 2, nodeColor);
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}

}

}
}

if (activeJob != null && activeJob.debugMode)

{

int parentID;

for (inti =0 ;i< openNodes.Count ; i++)

{

int nodelD = openNodes[i];
Gizmos.color = Color.white;
Gizmos.DrawSphere(nodes[nodelD].position, nodeSize);
parentID = nodes[nodelD].parentNodelD;
if (parentID !=-1)
{
Gizmos.DrawLine(RaiseHeight(nodes[nodelD].position),
RaiseHeight(nodes[parentlD].position));
¥
}
for (inti=0;i<closedNodes.Count ; i++)
{
int nodelD = closedNodes]i];
Gizmos.color = Color.gray;
Gizmos.DrawSphere(nodes[nodelD].position, nodeSize);
parentID = nodes[nodelD].parentNodelD;

if (parentID !=-1)
{
Gizmos.DrawLine(RaiseHeight(nodes[nodelD].position),
RaiseHeight(nodes[parentID].position));
}
}

Gizmos.color = Color.green;

Gizmos.DrawSphere(nodes[currentNodelD].position, nodeSize);

parentID = nodes[currentNodelD].parentNodelD;

if (parentID !=-1)

{

Gizmos.DrawLine(RaiseHeight(nodes[currentNodelD].position),
RaiseHeight(nodes[parentID].position));

¥
¥
¥
¥

private void DrawArrow(Vector3 position, Vector3 direction, Color color)

{
Vector3 right = Quaternion.LookRotation(direction) * Quaternion.Euler(0,180+30,0) *
new Vector3(0,0,1);

Vector3 left = Quaternion.LookRotation(direction) * Quaternion.Euler(0,180-30,0) *
new Vector3(0,0,1);

Gizmos.DrawRay(position + direction, right * (nodeSize / 2));
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Gizmos.DrawRay(position + direction, left * (nodeSize / 2));

}
private Vector3 RaiseHeight(\VVector3 position)
{
position.y += 0.01f;
return position;
}
}

GraphwayConnection.cs

using UnityEngine;

public enum GraphwayConnectionTypes {
Bidirectional,
Unidirectional AToB,
UnidirectionalBToA

}

public class GraphwayConnection : MonoBehaviour
{

public int nodelDA = -1;
public int nodelDB = -1;

[Tooltip("Toggle connection enabled/disabled. Disabled connections will not be used for
pathfinding until enabled.™)]
public bool disabled = false;

[Tooltip("How fast this path can be travelled relative to other paths. This will be taken into
account when searching for the fastest path.")]
public float speedWeight = 1;

[Tooltip("The type of connection. Bidirectional = two way. Unidirectional = one way only.")]
public GraphwayConnectionTypes connectionType =
GraphwayConnectionTypes.Bidirectional,

public int editorSubnodeCounter = 0; // Keep public so value is saved upon editor close

public void SetConnectionData(int nodelDA, int nodelDB, GraphwayConnectionTypes
connectionType)

{
this.nodelDA = nodelDA;

this.nodelDB = nodelDB;
this.connectionType = connectionType;

¥
¥

GraphwayNode.cs
using UnityEngine;

public class GraphwayNode : MonoBehaviour

{



public int nodelD = -1;
public void SetNodelD(int nodelD)
{

ki
¥

GwcConnection.cs

this.nodelD = nodelD;

using UnityEngine;

public class GwConnection

{
public int connectedNodelD;
public bool disabled;
public float speedWeight;
public Vector3[] subnodes;

public GwConnection(int connectedNodelD, bool disabled, float speedWeight, Vector3[]
subnodes)
{
this.connectedNodelD = connectedNodelD;
this.disabled = disabled,
this.speedWeight = speedWeight;
this.subnodes = subnodes;
}
¥

GwJob.cs

using System;
using UnityEngine;

public class GwJob
{
public Vector3 origin;
public Vector3 targetPosition;
public Action<GwWaypoint[]> callback;
public bool clampToEndNode;
public bool debugMode;

public GwJob(Vector3 origin, Vector3 targetPosition, ActionkGwWaypoint[]> callback, bool
clampToEndNode, bool debugMode)
{
this.origin = origin;
this.targetPosition = targetPosition;
this.callback = callback;
this.clampToEndNode = clampToEndNode;
this.debugMode = debugMode;
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GwNode.cs

using System.Collections.Generic;
using UnityEngine;

public class GwNode
{
public int nodelD;
public Vector3 position;
public Dictionary<int, GwConnection> connections;
public float gCost;
public float hCost;
public int parentNodelD;

public GwNode(int nodelD, Vector3 position)

{
this.nodelD = nodelD;

this.position = position;

connections = new Dictionary<int, GwConnection>();

}
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public void AddConnection(int connectedNodelD, bool disabled, float speedWeight, Vector3[]

subnodes)

{

if (!connections.ContainsKey(connectedNodelD))
{
connections[connectedNodelD] = new GwConnection(connectedNodelD, disabled,
speedWeight, subnodes);
}

else

{
UpdateConnection(connectedNodelD, disabled, speedWeight, subnodes);
}

}
public void UpdateConnection(int connectedNodelD, bool isDisabled, float speedWeight,

Vector3[] subnodes)

if (connections.ContainsKey(connectedNodelD))

{
connections[connectedNodelD].disabled = isDisabled;
connections[connectedNodelD].speedWeight = speedWeight;
connections[connectedNodelD].subnodes = subnodes;

¥
¥

public void DisableConnection(int connectedNodelD)

{

if (connections.ContainsKey(connectedNodelD))

{

connections[connectedNodelD].disabled = true;

¥
¥

public void EnableConnection (int connectedNodelD)



}

{
if (connections.ContainsKey(connectedNodelD))
{
connections[connectedNodelD].disabled = false;
¥
}

public void SetConnectionSpeedWeight(int nodeTolD, float speedWeight)
{

if (connections.ContainsKey(nodeTolD))

{

¥
¥

public void RemoveConnection(int connectedNodelD)

{

if (connections.ContainsKey(connectedNodelD))

{
¥

public void ResetPathfindingVars()
{

gCost = 0;

hCost = 0;

parentNodelD = -1,

connections[nodeTolD].speedWeight = speedWeight;

connections.Remove(connectedNodelD);

¥
public float FCost()
{

return gCost + hCost;

}

GwWaypoint.cs

using UnityEngine;

public class GwWaypoint

{

}

public Vector3 position;
public float speed;

public GwWaypoint(Vector3 position, float speed = 1)
{

this.position = position;
this.speed = speed,
}

AddLeftMenu.cs

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

public class AddLeftMenu : MonoBehaviour
{
public GameObject PauseMenu;
public GameObject MenuNavigation;
public bool IfPause=false;

void Update()

{
if (IfPause)

{

Pause();

}

else if (!IfPause)

{
Resume();
}
¥

public void Pause()

{
PauseMenu.SetActive(false);
MenuNavigation.SetActive(true);
IfPause = true;
Time.timeScale = 0f;

}

public void Resume()

{
PauseMenu.SetActive(true);
MenuNavigation.SetActive(false);
IfPause = false;
Time.timeScale = 1f;

}
public void Exit()
{

¥
¥

Application.Quit();

LangDropDown.cs

using UnityEngine;
using UnityEngine.Ul,
using UnityEngine.SceneManagement;

public class LangDropDown : MonoBehaviour

{
[SerializeField] string[] myLangs;
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Dropdown drp;
int index;

void Awake ()

{
drp = this.GetComponent <Dropdown> ();
int v = PlayerPrefs.GetInt ("_language_index", 0);
drp.value = v;
drp.onValueChanged.AddListener (delegate {
index = drp.value;
PlayerPrefs.SetInt ("_language_index", index);
PlayerPrefs.SetString ("_language”, myLangs [index]);
Debug.Log ("language changed to " + myLangs [index]);
/lapply changes
ApplyLanguageChanges ();
b
}

void ApplyLanguageChanges ()

SceneManager.LoadScene (1);

ky

void OnDestroy ()

drp.onValueChanged.RemoveAllListeners ();

¥
¥

TextTranslator.cs

using UnityEngine;
using UnityEngine.Ul;
[RequireComponent (typeof(Text))]
public class TextTranslator : MonoBehaviour
{
[Tooltip ("enter one of the keys that you specify in your (txt) file for all languages.\n\n# for
example: [HOME=home]\n# the key here is [HOME]")]
[Header ("Enter your word key here.")]
[SerializeField]
string key;

void Start ()
{

¥
¥

en.txt
TEXT1=Welcome to Sumy State University
TEXT2=Please to choose next information

GetComponent <Text> ().text = GameMultiLang.GetTraduction (key);



BUILDING=University building:
AUDIENCE=Audience:
YOU=You:

SEARCHB=Search
ADDM=Resume

ADDEX=Exit
BUILD=University building
AUDI=Audience
TEXT3=Audience
TEXT4=University building

fr.txt

TEXT1=JIackaBo mpocumo g0 CymY
TEXT2=byxas nmacka BUOEPiTh KOPIYC Ta ayAUTOPiIO
BUILDING=Kopmyc yHiBepCUTETY:
AUDIENCE=AynuTopis:

YOU=Bu:

SEARCHB=IIomyx
ADDM=IIponosxutu
ADDEX=Buxinx

ADDEX=Exit

BUILD=Kopnyc yHiBepcutety
AUDI=AynuTopis
TEXT3=Aynuropis

TEXT4=Kopmyc yHiBepcutery

AndroidCameraController.cs
using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public class AndroidCameraController : MonoBehaviour

{
public float speed = 0.3f;

void Update()
{

if (Input.touchCount > 0 && Input.GetTouch(0).phase == TouchPhase.Moved){
Vector3 touchDeltaPos = Input.GetTouch(0).deltaPosition;
transform.Translate (-touchDeltaPos.x * speed,-touchDeltaPos.y * speed ,-

touchDeltaPos.z * speed);
transform.position = new Vector3(

Mathf.Clamp(transform.position.x, -794.0f, 1131.0f),
Mathf.Clamp(transform.position.y, 1314.0f, 1804.0f),
Mathf.Clamp(transform.position.z, 118.0f, 1973.0f)

);

¥
if (Input.touchCount == 2){

Touch touchZero = Input.GetTouch(0);
Touch touchOne = Input.GetTouch(1);
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Vector2 touchZeroPrevPos = touchZero.position - touchZero.deltaPosition;
Vector2 touchOnePrevPos = touchOne.position - touchOne.deltaPosition;

float prevTouchDeltaMag = (touchZeroPrevPos - touchOnePrevPos ).magnitude;
float touchDeltaMag = (touchZero.position - touchOne.position).magnitude;

float deltaMagnitudeDiff = prevTouchDeltaMag - touchDeltaMag;
Camera.main.fieldOfView += deltaMagnitudeDiff * 0.1f;

Camera.main.fieldOfView = Mathf.Clamp( Camera.main.fieldOfView, 25.0f,100.0f);

¥
¥

CameraControllerRTS.txt

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

public class CameraControllerRTS : MonoBehaviour
public float speed,;

void Start()
{
#if UNITY_ANDROID
QualitySettings.vSyncCount = 0;
Application.targetFrameRate = 60;
QualitySettings.antiAliasing = 0;
Screen.sleepTimeout = SleepTimeout.NeverSleep;
#endif

}
void Update()

if (Input.touchCount > 0 && Input.GetTouch(0).phase == TouchPhase.Moved)

{
Vector2 touchDeltaPosition = Input.GetTouch(0).deltaPosition;
transform.Translate(-touchDeltaPosition.x * speed, touchDeltaPosition.y * speed, 0);

transform.position = new Vector3(
Mathf.Clamp(transform.position.x, 149.0f, 1353.0f),
Mathf.Clamp(transform.position.y, -302.0f, 489.0f),

Mathf.Clamp(transform.position.z, 306.0f, 1106.0f)

);
¥
if(Input.touchCount == 2)
{
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Touch touchZero = Input.GetTouch(0);
Touch touchOne = Input.GetTouch(2);

Vector2 touchZeroPrevPos = touchZero.position - touchZero.deltaPosition;
Vector2 touchOnePrevPos = touchOne.position - touchOne.deltaPosition;

float prevTouchDeltaMag = (touchZeroPrevPos - touchOnePrevPos).magnitude;
float touchDeltaMag = (touchZero.position - touchOne.position).magnitude;

float deltaMagnitudeDiff = prevTouchDeltaMag - touchDeltaMag;

Camera.main.fieldOfView += deltaMagnitudeDiff * 0.1f;
Camera.main.fieldOfView = Mathf.Clamp(Camera.main.fieldOfView, 10.0f, 50.0f);



