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AHOTALIS

Kpamigikarmiiina pobora Ha Temy «lIporpamamii Momymb s 3a0e3medcHHS
aIalTUBHOI CKJIATHOCTI TeHMIUICIO IUIAXOM JIMHAMIYHOI 3MIHU napameTpiB y 2D-rpi Ha
Unity» Ha 3100yTTS OCBITHBOTO CTyIEHs «0akamaBp» 31 chemiaabHoCTI 122
«Komm’roTepHi Hayku» OCBITHBOI porpamMu «Komi 1oTepHi HayKu» HamucaHa 00CsroM
55 cTOpiHOK 1 MICTUTH 6 UTIOCTpalliif, 3 Tabnuill, 2 JOJATKH Ta 25 BUKOPUCTAHUX JHKEpeT.

Meroto po0OOTH € JOCHDKCHHS Cy4acHUX IMAXOMIB JO aJalTHBHOTO
HAJAMITYBaHHS CKJIQJHOCTI B KOMIT FOTEPHHUX Iirpax Ta po3poOKa MPOrpaMHOTO MOJTYJIs
JUIS TUHAMIYHOTO KOPHWTYBaHHS TapaMeTpiB TEUMILICIO BiIMOBIAHO 10 MOTOYHOI
edeKTUBHOCTI TpaBld B 2D-rpi, cTBopeHiit Ha matgopmi Unity.

Merogamu po3poOieHHs o0paHO METOa aHami3y (ISl JOCIHIKEHHS 1CHYIOYHX
MIIX0IB A0 OaaHncyBaHHs ckiagHocTi Ta cucteM Dynamic Difficulty Adjustment),
MeTon cuHTe3y (mis ¢GOopMyBaHHS CTPYKTYpH TNPOTPAMHOTO MOAYJS), METOIU
MPOEKTYBAHHS MPOTPAMHHUX CUCTEM (11 TOOYMOBH apXiTEKTYpH MOIYJISA), METOJ
MOJICTTIOBaHHS (ISl pO3pOOKH aJTOPUTMIB OI[IHIOBAaHHS TMPOJYKTUBHOCTI TpaBls Ta
MPUHHATTSA PIIICHb MO0 3MIHM CKJIQAHOCTI), a TaKOX EKCIEPUMEHTaIbHI METOIN
TeCTyBaHHsI (JJIs1 IEPEBIPKU MPaIe3/1aTHOCTI Ta €()eKTUBHOCTI peaii30BaHOTO PIIICHHS).

VY pe3ynbTaTi BUKOHAHHS pOOOTH MPOaHAII30BaHO ICHYIOU] ITIXOH JI0 aanTartii
CKJIQJTHOCTI B KOMIT IOTEPHHUX irpax, po3poOJICHO apXiTeKTypy HPOTrpaMHOTO MOJIYJIS
QJIalTUBHOI CKJIATHOCTI Ta pealli30BaHO CHUCTEMY JTUHAMIYHOTO HAaJAITyBaHHS
rmapamMeTpiB reiMInIeto. 3anpoIroHoBaHe pileHHs 3a0e3mnedye 30ip irpoBOi TeaeMeTpii,
oOumnciaeHHss i1HTerpaabHOro TmokasHuka edektuBHOcTi TpaBus (Difficulty Index),
ABTOMAaTUYHE BH3HAUYCHHS PEXUMY CKIAQTHOCTI Ta 3MiHYy IlapaMeTpiB BOPOTIB Yy
peasibHOMY Yaci. Pe3ynbTat TecTyBaHHS MiATBEPIWIM MPaIE3aTHICTh pO3pOOICHOTO
MOJIYJISI T2 MOYJIMBICTh HOTO BUKOPHUCTAHHS /ISl TIOKPAIIEHHS irpOBOTO J0CBIAY B 2D-
MIPOEKTAX.

KmrouoBi cnosa: AJIAIITUBHA CKIJIAJIHICTb, DDA, UNITY, 2D-I'PA,
I'’POBA  TEJIEMETPIS, [IHJEKC CKJIAJHOCTI, TEWMIUIEM, C#,
[TPOI' PAMHNI MOV JIb.



ANNOTATION

The qualification thesis entitled “Software Module for Ensuring Adaptive
Gameplay Difficulty through Dynamic Parameter Adjustment in a 2D Unity Game” for
obtaining the Bachelor's degree in Specialty 122 “Computer Science” under the
Educational Program “Computer Science” comprises 55 pages and contains 6 figures, 3
tables, 2 appendices, and 25 references.

The aim of the thesis is to investigate modern approaches to adaptive difficulty
adjustment in computer games and to develop a software module for dynamic gameplay
parameter modification according to the current performance of a player in a 2D game
developed using the Unity platform.

The research methods include the method of analysis (for studying existing
approaches to game difficulty balancing and Dynamic Difficulty Adjustment systems),
the method of synthesis (for designing the structure of the software module), software
system design methods (for developing the module architecture), the modeling method
(for creating algorithms for player performance evaluation and difficulty adjustment
decision-making), as well as experimental testing methods (for verifying the functionality
and effectiveness of the developed solution).

As a result of the study, existing approaches to adaptive difficulty adjustment in
computer games were analyzed, the architecture of an adaptive difficulty software module
was designed, and a system for dynamic gameplay parameter adjustment was
implemented. The proposed solution provides game telemetry collection, calculation of
the integrated player performance indicator (Difficulty Index), automatic determination
of the difficulty mode, and real-time adjustment of enemy parameters. The testing results
confirmed the functionality of the developed module and demonstrated the possibility of
its application to improve player experience in 2D game projects.

Keywords: ADAPTIVE DIFFICULTY, DDA, UNITY, 2D GAME, GAME
TELEMETRY, DIFFICULTY INDEX, GAMEPLAY, C#, SOFTWARE MODULE.
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[Tepenik yMOBHUX MTO3HAYEHb

DDA (Dynamic Difficulty Adjustment) - aganTuBHE HaJJaIITYBaHHS CKJIQHOCTI
TpH.

DI (Difficulty Index) - moka3HuK e(eKTHBHOCTI TpaBIIsl, SKU BUKOPUCTOBYETHCS
JUTSL BU3HAYCHHS PiBHS CKJIQJHOCTI.

HUD (Heads-Up Display) - enemenTn intepdeiicy KopucTyBaya, 1o
B1JIOOPKAFOTHCS ITiJT Yac TPH.

FPS (Frames Per Second) - KiIbKiCTh KaJpiB 32 CEKYH]TY.

KPM (Kills Per Minute)- KUIbKICTh 3HMIIIEHUX BOPOTIB 32 XBWJIUHY.

DPM (Damage Per Minute)- KiTbKiCTh OTPUMAaHO1 IIKOTU 32 XBIJIUHY.

Top-down shooter - xaHp mIyTep 3 BUTIISIOM 3BEPXY.



BCTVII

Po3BUTOK cydacHOro reM1eBy CyIpOBOKYETHCS TOCTIMHUM 3pOCTaHHSIM BUMOT
710 STIKOCT1 CaMOT0 iIrpOBOTO TIPoIieCcy Ta €()eKTUBHOTO 3aTyICHHS KOprCcTyBadiB. OTHIEO
3 YMOB CTBOPEHHsI YCHIIIHOI I'pU € 3a0e3MeueHHs piBHS CKIaJHOCTI, AKUil Oyne TpuMartu
yBary Ta miJTPUMYyBaTH iHTEPEC TPABIS MPOTATOM JOBTOro 4Yacy . Ko CKIaJHICTh TPH
€ 3aHAJTO JIETKOIO, KOPUCTYBAa4 MOXE IIBUAKO BTPATUTU IHTEPEC O TPU. Y BUIAIKY
3aHAJTO BEJIMKOI CKJIAAHOCTI BUHUKA€E MPOTUIEKHA CUTYalllsl — Ipa 3a3BUYAl MOYMHAE
BUKIIMKATH PO3ApATyBaHHs Ta HeOaKaHHS MPOIOBKYBATH TIPOXOKCHHSI.

3a3Buuail po3pOOHHUKH BUPIIIYIOTH IO MPOOJIEMY UIIXOM BIIPOBAKEHHS Pi3HUX
PEXKUMIB CKJIQJHOCTI, SIK1 OOUPAIOThCS caMe Ha MOYaTKy. AJie TaKUM MiaxXiJ] 3a3BU4Yail He
JI03BOJISIE BpaxyBaTH 1HJAMBIAyalilbHI OCOOJIMBOCTI KOPHCTYBada Ta MOKPAICHHS HOTO
HaBHYOK y mporieci rpu. Yepe3 me HAa CHOTOJHI PO3POOHHUKH irop Bce Oibiie
BIIPOBaKYIOTH DDA, siK1 aHaMI3yI0Th JI1i Ta 0COOIMBOCTI KOHKpETHOTO TpaBus [10].

Bubpana tema kBamidikauiiHoi poOOTH HaBITh B MEPIOA PO3BUTKY IITYYHOI'O
IHTEJIEKTY Ta MIBUAKUM PO3BUTKOM TE€UMIEBY € aKTyalbHOIO. AJaNTUBHA CKJIATHICTH
JI03BOJIsI€ Ka3yalbHOMY T'PaBLIO BIAYYTH JIETKICTh Ta KOMQOPT MiJ Yac MPOXOIKEHHs
I'PH, TAKOX XapAKOPHOMY I'PaBIIIO JI03BOJISE BITYyBaTH YEJICH DK ITiJT 9ac irpoBoi cecii Ta
BHUKJIMK SIKAH 3a3BUYal MOT00IA0Th TpaBii [S]. Bucoky miaHicTs cuctemu DDA MaroTh
B JMHAMIYHHUX Irpax pIi3HUX >KaHpPiB, J€ €(QEKTUBHICTb TPABISI MOXE CYTTEBO
3MIHIOBATHUCS HABITh MPOTATOM OJTHI€T IrPOBOI cecii.

Mertoro kBanidikaiiitHoi poOOTH € po3poOKa MPOTPaMHOTO MOIYIS aJarnTUBHOL
ckiaanocTi s 2D rpu Ha mtardopmi Unity, sikuii 3a0e3nedye TuHaMidyHe KOPUTYBaHHS
rapaMeTpiB TeHMILICIO BiIMTOBITHO J0 MMOTOYHOI €()eKTUBHOCTI TPaBIIS.

J17s1 JOCSITHEHHS TOCTaBIIEHOI METH HEOOX1/THO BUPIIIIMTH TaKi 3aBIaHHS:

a) JOCHITUTH OCOOJMBOCTI peamizamii aJanTUBHOI CKIIAJHOCTI Yy CyYaCHHX
BiJIeoirpax;

0) BUKOHATH aHAII3 ICHYIOUUX MIAXOIB 10 OaJaHCyBaHHS IrPOBOTO TPOIIECY;

B) PO3POOUTH CTPYKTYPY MPOrPAMHOTO MOJIYJIS aIallTUBHOI CKIaHOCTI;



I') BUBHAYUTH Ha0lp MOKa3HUKIB, HEOOX1THUX JJIsI OLIHFOBAHHS JIIi TPpaBIIs;

) peaji3yBaTH aJITOPUTM MPUKAHSATTS PIIEHB 010 3MIHHM PiBHS CKJIQTHOCTI;

1) 3MIMCHATH TTPOTPaMHY peadizallito cucteMu B cepenosut Unity;

€) MPOBECTH TECTYBaHHS Ta OLIHUTH €(PEKTUBHICTb POOOTH PO3POOJIECHOrO
PIIIICHHS.

O06’€eKTOM JOCIIIKEHHS € MPOIEC TUHAMIYHOTO OalaHCyBaHHS CKIagHOCTI y 2D-
irpax sxaHpy top-down shooter.

[IpeameToM IOCTIDKEHHS € METOAW Ta aJrOPUTMH OOYMCIICHHS IHTETPabHOI
OI[IHKU MPOJAYKTUBHOCTI IPaBIls 1 MEXaHI3MH aJalTUBHOT 3MIHU ITPOBUX MapaMeTpiB Ha
il OCHOBI.

JIJisi CTBOpEHHS Ta BIPOBAKEHHS MPOTPAMHOTO MO/ BUKOPHCTAHO IrpOBUI
pymiii  Unity Ta ™Moy mnporpamyBanHs C#. Po3poOka II3 3milicHroBamacs i3
3actocyBaHHsIM cepenouia Visual Studio, 3aco6iB Universal Render Pipeline (URP)
Ui peHAepuHTY rpadiku, cucTeMu o0poOKu BBemeHHs Input System, Oi0mioTexu
TextMeshPro ans peanizaiiii KopucTyBalbKoro iHTepdelcy. ApXiTeKTypa mporpaMHOTO
MOJYJIsl CKIIaIa€ThCs 3 TMIAXOIB, Kl 3a0€3MeUyloTh YITKUU Ta Oe3nepepHHUM 30ip
JTaHUX, aHaJT13 MTOKA3HUKIB Ta 3MiH ITapaMeTPiB TPH.

Hinicte poboTu monsirae B po3poOui Ta BopoBamxkeHHi DDA cucremu, sika
MIATPUMYE 30aIaHCOBAHUI peXUM rpu. Po3poliieHe pileHHs] MOKe OyTH BUKOPHUCTaHE
JUTSL T ABUIIIEHHST KOM(OPTY IrpoBoi cecii Ta moaansioro po3Butky DDA cuctem.

Crtpyktypa 1 po3Mmip apociimkeHHs. Kpamidikauiiina poOoTa ckiamaeTbes 13
BCTYITy, TPhOX PO3/IiJIiB, BACHOBKIB Ta CIIUCKY BUKOPUCTAHUX JDKEpE. 3aralbHUiM 00csT
poboTH cKiamae 57 CTOPIHOK 1 MICTUTh 6 PUCYHKIB, TpU TaOUIll, JBa JOJATKHA Ta 25
BUKOPHUCTAHUX JKEPEIL.

Armpo0artito TOCIIKCHHsI MPOBEACHO Ha BceykpalHChKiii HayKOBO-TIPAKTUYHIH
KOH(EepEeHIIil CTYACHTIB, acIipaHTIB Ta MOJOIUX BUCHHUX «[HTENEKTyanpHI KOMI FOTEpPHI
CUCTEMH Ta Mepexi», aka Biaoymnacs 20 tpasus 2026p. (M. TepHonunb, Ykpaina). Komis

nyOJikaIii npejcTaBieHa B J0IaTKy A.



1 AHAJII3 AJTAIITUBHOT CKJIAJJHOCTI TEMMITJIEIO HIJIIXOM
JUHAMIYHOI 3MIHU ITAPAMETPIB

1.1  3aragpHa XapaKTepHCTHKA MPEAMETHOI 001acTi

PunoOK irop € olHUM 3 HANOUIBII 3POCTAFOYMX CEKTOPIB MUPPOBOi EKOHOMIKH. 3a
JAHUMH aHaJITHYHOT KoMItaHii Newzoo, CBITOBHH pHHOK Bijmeoirop y 2023 porri
NEepeBUIINB MMo3HaUYKy y 180 MinbspaiB J0JapiB, a KIIBKICTh aKTUBHUX T'PaBLIB y CBITI
JOCSITHYJA TIO3HAYKH TPU MUTbsApAu ocid [6-10]. [Llopoky BUXOIATH THCSYi HOBHX Ir0p -
MOYMHAIOYM 3 Irop sIKI MaroTh OIOJKET KUIbKa COTEHb MITBHOHIB 10 MajeHbKUX 2D
MPOEKTIB. Y TaKMX yMOBaxX 00poThOa 3a yBary Ta JOSUIBHICTh TPaBIls CTOITh HA MEPIIOMY
MICII.

KitouoBuM acmexkToM, M0 BH3HAYAE YCHINIHICTh TPH HA PUHKY, € OJHO3HAYHO
Oromker skuih OyB 3apoOJeHMl B HACHIOK BUIIYCKY TIpU Ta 1ii OHJAH, aie
(GyHIlaMEHTaJIbHUM AaClEKTOM YCHIIIHOCTI € SIKICTh IrpOBOTO JIOCBIAY Ta 3BOPOTHIN
3B’SI30K TPaBIiB. SIKiCTh IrPOBOTO JIOCBITY OXOILIIOE CYKYITHICTh Cy0’ €KTHBHUX BITUYTTIB
IpaBILIs:

a) 3aJTy4eHiCTh KOPUCTYBaya,

0) BIAMOBIIHICTh CKJIQAHOCTI JIO HOTO PiBHSA MalCTEPHOCTI;

B) Oa)KaHHS IOBEPHYTHCS B TPy 3HOBY;

["onoBHY postb Yy hopMyBaHHI JOCBIY BiAIrpae CKIaIHICTh TPH.

CxJIagHICTh Yy KOHTEKCTI BIIE€OITOp - 1€ CTYIIHb OIOpY, SIKUW IrPOBHM CBIT
CIPUYUHSE TPABII0 BOPOJOBXK Tpu. BoHa 3a3BWYail TPOSABIAETHCA dYepe3 Ppi3Hi
XapaKTepUCTUKU HAIPUKIIA;

a) CHIIy BOpOra;

0) MOBEIHKY;

B) 4acOBi OOMEIKEHHS,

T') peCypcHiI OOMEKEHHS,

I) CKJIaJHICTh TOJIOBOJIOMOK.

[TpaBmibHO 30aaHCOBaHAa rpa MOYKE BUKIIMKATH B TPABIIS TaK 3BaHUN CTaH MOTOKY,

OIMKCAHOTO McuxoiaoroM MixaeM YHKCeHTMIXai: CTaHy IOBHOTO 3aHYpPEHHS Y TPy, KOJIU
10



BOHA € JIOCUTh CKJIAJHOI0, MO0 BUKIMKATH IOYYTTS IIIKABOCTI, aje HE HACTUIbKU
CKJIaIHOIO 1100 BUKJIMKATH PO3JpaTyBaHHs Ta ¢ppycTpauiro[S]. Sk MoxkHa modauynuTu Ha

pucyHKy 1.1, cTaH mOTOKY HanpsIMy 3aJI€KHUTh BiJl CKJIAAHOCTI TpH.

PiBeHb HaBMYOK rpaBLs

‘ MopiBHAHHA 3 piBHEM CKAaAHOCTI ‘

e N\ e N / N

3aHM3bKa CKNaAHICTb banaHc 3aBMCOKa CKNAAHICTb
AN J AN J \ J
Hyapbra CraH noToky dpycrpauisa
- N -
36iNbLWNTY CKNAAHICTb Hiuoro He 3miHIOBaTH 3MEHLUUTUN CKNAAHICTb

Pucynok 1.1 - KonnenryanbHa MOZENb MIATPUMKHU CTaHY MIOTOKY TPaBIIs

XKanp top-down shooter € KJIaCHYHMM 1 BOJHOYAC aKTyaJIbHUM. Y TakKuX Irpax
rpaBellb Kepye MEPCOHAKEM, SKOTO BHUIHO 3 BHCOTH MTAIIMHOTO IMOJIBOTY, 1 3HHIIYE
PI3HHX BOpPOTIB, YXWJISIOUHCH BiJ iXHIX arak. JKaHp BHHHK Il B €MOXY apKaIHUX
aBTOMAaTIiB - Taki irpu sk Robotron: 2084 (1982) ta Smash TV (1990) 3aknanu ioro
dbyanamenTanbHi MexaHiku. CBOTOJIHI JKaHpP TEPEKMBAE PEHECAHC 3aBJISKH TaKUM
npoekTam, sik Hotline Miami, Enter the Gungeon, Vampire Survivors ta Nuclear Throne,
SIK1 CTaJTM KOMEPIIMHO YCIIITHUMH Ta KPUTHIHO BU3HAHUMH [21].

XapakTepHi pucu o0paHOTo >KaHPY MAIOTh 1 OCOOJIMBI BUMOTH JI0 OajaHCyBaHHS
ckiamHOCTi. ['paBers MOCTIHHO 3HAXOMUTHCS B PYCi Ta BOPOTH IOCTIHHO aTaKylOTh.
KitouoBi napameTtpu, ki GOpMYIOTh BITUYTTS CTIHKOCTI B IIbOMY KaHpi, - 1€ KIJIbKICTb
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1 4acTOTa MOSIBU BOPOTIB, IXHs IMIBUAKICTH, 3aBJaHa HUMHU IIKOAM Ta 0OCATY 310pPOB’S.
3MiHa OyIb-IKOTO 3 ITUX IMapaMeTpiB CYTTEBO BIUIMBAE Ha 3arajbHE HABAHTAKCHHS Ha
TpaBIIf.

TpaauiiitHui miaxig g0 6aiaHCyBaHHS CKJIAIHOCTI B IFpax bOTO XKaHPY 1€ py4YHE
HaJaIlITYBaHHS pIBHIB 3a MPUHIMIIOM: KOXHA HACTYITHa XBHWJISI CKIIQJIHINIA 3a
nonepennto. Ilpore Takuii miaxiJ € OAHOTUIIHMM Ta HE BpPAaxOBYye Oarato pi3HHUX
IHAMBIAYaTbHUX (DAKTOPIB IPaBLiB, Yepe3 110 YaCTO IpaBli HE MOXKYThb MPONTH MEBHY
XBUJTIO BOPOTIB Ta NIEPECTAIOTh TPaTH y TPY.

B poGoTi posrisHynacs 3aaada no po3popo0iii mporpaMHOro MOIYJs, SIKUH MOKe
3MIHIOBAaTH CKJIAJHICTh TPU LUISIXOM aHalI3y XapaKTepUCTUK TpaBLs Mija Yac cecii Ta
BHACIIIJIOK 1IbOTO 3MIHU IMOKA3HUKIB BOPOTiB, HAIPUKIIA/ IBUIKOCTI, IIKOJX Ta YACTOTY

TTOSIBU BOPOTIB.

1.2 TIpobmema OanmaHCyBaHHS CKJIQJHOCTI B KOMIT IOTEPHUX Irpax Ta OIS

METO/1B JUHAMIYHOTO HAJAIITYBaHHS CKJIAHOCTI.

bamanc ckmagHOCTI - OJHA 3 OKpPEeMHUX 1 BOJHOYAC HAWCKIQMHIMKAX 3a7ad y
reiiMauzaiii. ['paBii cyTTeBO pi3HATHCS MK COOOIO 3a pIBHEM JOCBiAY, pediexcamu,
ITPOBUMH 3BHYKAMH 1 IOTOYHHM IICHXO(I3UYHUM CTaHOM. Te, Mo s OJHOTO €
3aXOIUTMBAM BHKJIUKOM, JUIsI 1HIIIOTO CTaHe 0ap'epoM.

VY ncuxonoriyHiii Mojesi MOTOKY, 3alporoHOBaHIi YWKCceHTMiXai, ONTUMalIbHUN
ITPOBHIA TOCB1T TOCATAETHCS TO 1, KOJIW CKJIQIHICTh 3aBJaHHS BIIMOBI A€ PIBHIO HABUYOK
BUKOHABIS [5]. SIKIO CKIAmHICTh 3HAYHO ITIJIBUIYE HABUYKH - BHHHKAE TPHUBOTA 1
dpycrpartis. SIKIo0 HABUYKK 3HAYHO IMEPEBHINYIOTH CKIIAHICTh - HacTae Hyapra. OomaBa
CTaHHW PYWHYIOTb 3aJTy4€HICTh TPaBI i MPU3BOAATH JI0 TOTO, 110 BiH MPUITHHSE TPATH.

Jlns top-down shooter 1 mpobiema cToiTh 0co0aMBO TOCcTpo. Ha BimMiHy Bij
MMOKPOKOBUX 1rop a00 B pOJIBOBUX BIJEOIrpax, Jie rpaBellb Ma€ yac 001ymMaTu Jii, myrep
BUMara€e MUTTEBOI peakiii 1 MOCTIMHOT KoHIeHTpalii. [[OMUIIKH TYT KOIITYIOTh JOPOTO 1
BiIOyBarOThCs MBUAKO. OIWH TpaBellb MOXE IMPOJIEMOHCTPYBAaTH BiJIMIHHY TOYHICTh

CTpUILOM, ajle MOraHo YXWJIATHUCA BiJ BOpOriB. [HmMiA - 4ygoBO MaHeBpye, aie
12



HEJIOCTAaTHLO arpeCUBHUM 1 pealli3ye 3aHaJITO 0araTo 4acy Ha 3HMIIECHHS KOXKHOT XBHJIL.
CraTtnyHa CKIIaIHICTh HE 3/1aTHA BPaXyBaTH 11l 1HIWBITyadbHI CTHJI TPH.

Kpim Toro, MalicTepHICTh T'PaBIld HE € TIOCTIHHOIO BEIMYHHOIO HABITH MPOTITOM
onHiel cecii. Ha mouatky cecii rpaBelb MOXe OyTH pO3ITPITHM 1 IIBUJIKO pearyBartw,
gyepe3 Jac - BTOMUTHCS 1 TTOYAaTH NMOMIUIATHCS. AJIAalITHBHA CHCTEMa CTIHKOCTI 37aTHA
BpaxyBaTH HAaBITh LI KOPOTKOYACHI KOJIMBAHHS 1 MIATPUMYBATH ONTHUMAJIbHUN PIBEHb
HaIpyrd B MPOJIOBXKEHHI BCHOTO IrPOBOT'O CEAHCY.

Takum 4yuHOM, 3aBJaHHS aABTOMAaTHYHOTO OallaHCYBaHHS CKIAAHOCTI €
aKTyaJlbHOIO HAYKOBO-NPAKTUYHOIO MpOOJIEMOI0, pIIIEHHS [KOi BIUIMBAaE Ha
KOMEPIIMHMI ycHiX 1 IrpOBUIA JOCB1J IrpOBOT0 Npoaykry [13].

VY HaykoBil 1 MpaKkTUYHIN JTEpaTypl 3 relmau3ailHy Ta IrpOBHUX TEXHOJIOTIH
BHJIJICHO KUTbKa OCHOBHHMX ITJAXOMIB JI0 peami3amii JAWHAMIYHOTO OajlaHCyBaHHS

CKJI&I[HOCTi. PosrissHeMo K03KeH 13 HUX JACTaJIbHO.

1.2.1 Cratn4yHa CKIaIHICTh 13 BHOOPOM PiBHS

HaiinpocTimmii 1 HAMMmomupeHImui miaxiJ] - HaJaTy TPaBIIO Mepe]] TOYaTKOM IpU
BUOIp MK (DIKCOBAaHMMH PIBHAMM CKJIQJJHOCTI: «JIETKUW», «HOPMAaJIbHUII», «BaXKKUIl»
tomo [7]. KokeH piBeHb BIAMOBIa€E TEBHOMY HA0Opy 4YHCEIBHUX IapaMeTpiB,
MIPOMHUCAHUX PO3POOHUKOM BPYUHY.

[TepeBakHO TIEi METOJT € TIOBHOKO TIepe10adyBaHICTIO 1 TMTPO30PICTIO IS TPABIIS:
BiH caM 00Mpae, HACKIIBKK CKJIaTHUM Oye ioro nocBif. JlocBiaueHi rpaBili OIiHIOIOTh
MOBHUI KOHTPOJIb 1 YACTO CKapKaThCS Ha Te, M0 aJalTUBHI CHCTEMH TPalOTh 3a HUX.
Kpim Toro, peanizaliist TaKOro miXxoy HE BUMArae >KOJAHUX CKJIaIHUX alrOpPUTMIB.

Opnax sHemomiku cyTTeBi. [lo-mepiie, rpaBens HE 3aBXKIU MOXKE IMPABHIHHO
OIIIHUTH CBiM pIBEHb MAaHCTEPHOCTI 3a3/1aJIeTiab - 0COOJIMBO B HE3HaOMOMY >kaHpi. [1o-
Ipyre, HaBiTh OOpaBIIM NPABWIBHUN pIBEHb HA MOYATKY, TpaBellb MOXE IIBUIKO
aJanTyBaTUCS JI0 HHOTO a00 HABMAKH - 3ITKHYTHCS 3 PI3KUM CTPHOKOM CKJIQJHOCTI Ha
neBHoMmy etami. [lo-TpeTe, Takuil mMmiAXil BUMAarae BIJ PO3POOHUKA OKPEMOTO

OaJlaHCYBaHHS KOKHOTO PiBHS CKJIQHOCTI, IO JI0JIa€ 9ac pO3pOOKH.
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1.2.2 IIpaBuiioBi cucTeMu

[IpaBuIbHI CHCTEMH TWHAMIYHOTO HAJIAITYBAHHS CKJIATHOCTI € IMEePIIUM KPOKOM
70 CHpaBXHBOI ananTamii. Boun 0a3yroTbes Ha HaAOOpPI 3a37aieriip NPOIHUCAHUX
YMOBHUX OIIEPATOPIB «SKIIO I'PaBeIb MOMep OibIlle TPHOX XBUINH MMOCIILIB - 3MEHIITUTH
IKOAY Big BoporiB Ha 20%», «AKIIO TpaBellb He OTPUMAB IIKOIU MPOTsroM 10 cekyH[T -
30UTBIINTH IHTEHCUBHICTD TTOSIBU BOPOTiB».

Taxki cucteMu JIeTKI y pO3yMiHHI 1 peaizaiiii, 100pe KOHTPOILOBaHI PO3POOHUKOM
i He BHMararTh OOYHMCIIOBAIBHUX pecypciB. Came TOMy BOHH IIHPOKO
BUKOPHUCTOBYIOTBhCS B KoMepmitHuX irpax. Hanmpuknan, y cepii Left 4 Dead Big Valve
peanizoBana cuctema «Al Director» sika Ha OCHOB1 CTaHy I'paBLiB (310pOB's, KIJIbKICTb
OoerpunaciB, piBEHb CTPECY) IWHAMIYHO PEryJIIO€ 1HTEHCHUBHICTh XBWUJIb BOPOTIB 1
po3ramnryBaHHs pecypcis [11].

Boanouac nmpaBuia cuCTeMy MarOTh CEPHO3HE OOMEKEHHS: iXHSI THYYKICTh MPSIMO
3aJIC)KUTH BiJ KUTBKOCTI ITponMcaHuX mpaBuit. OXOIMUTH BCl MOYKJIMBOCTI IrpOBOi CUTYaITi1
BPYYHY MNPAaKTUYHO HEMOXxHBO. KpiMm Toro, mpu OUIbIIIN KIIBKOCTI IpPaBWJI BOHU
MOXYTh KOH(JIIKTYBaTH MiX c00010, 110 IPU3BOJAUTH /10 HenependadyyBaHOi CHCTEMU

MOBEIIHKH.

1.2.3 Iligxoau Ha OCHOB1 MAIIIMHOT'O HaBYAHH S

MeTonM MalmIMHHOTO HABYAaHHSA MPOMNOHYIOTh SKICHMM 1HIIMNA MIAX1A: 3aMICTh
PYYHOTO MPONKUCYBAaHHS MTPaBUJIbHA CUCTEMA HABYA€ ONTUMAJIbHOI MMOBEIHKA HA OCHOBI
BEeJIMKMX MacuBiB irpoBux gaHux [20]. Kpim Toro, ajroputmm HaBYaHHSA 3
MIIKPIIUICHHSIM JTO3BOJISIIOTh ar€HTY CaMOCTIHHO PO3MICTUTH CTpaTerito OagaHCyBaHHS,
MaKCUMI3yIOUH TEeBHY (DYHKIIIFO BHHATOPOJN , 30KpeMa TPUBAIICTH IrpoBoi cecii abo
Cy0'€KTUBHY OLIIHKY I'paBIIs.

TeopeTHuHO METOAM MAIIMHHOIO HaBYAHHS € HaWOUIbII TOYHUMH 1 THYYKUMHU.
[TpoTe a1 MPaKTUYHOTO 3aCTOCYBaHHS BOHU BUMAaraloTh 3HAUHUX OOCSTiB HABYAIBHUX

JaHUX, SKI Ha eTari po3poOKU TpH YacTto BiAcyTHI. KpiM Toro, HaByaHHs MOl €
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OOYHCITIOBAIBHO BUTPATHUM IIPOIIECOM, a IMOBEIIHKA HAaBYAIBHOI MOJEII MOXKE OyTH
BaXKO IHTEPIIPETOBAHOO. /(7151 HEBEIMKHX 1HAM-TIPOEKTIB IIi (paKTOpH POOIATH MiAXIT HA

OCHOBI MAIIIMHOTO HAaBYAHHSA €KOHOMIYHO Ta TEXHIYHO HEIOLIJILHUM.

1.2.4 Matpuuno-6a3oBani cucremu DDA

MeTtpudyHo-0a30BaHi CHCTEMH € 30JI0TOIO CEPEIMHOIO MiXK TTPOCTOIO MTPaBUILHIMHA
cucreMamMu 1 THyYkicTio ML-migxomie [13,14]. BoHm oOrpyHTOBYIOTBCS Ha
Oe3repepBHOMY BiJICHIIKOBYBaHHI KIUIBKOX ITOKa3HUKIB TPOIYKTUBHOCTI TPABI -
METpPHKA - 1 pO3paxXyHKOBI1 Ha iX OCHOBI IHTETPAJILHOI OIIHKH, SIKa 1 BiJ0OOpaxae MOTOYHUMN
PIBEHb CKJIQIHOCTI.

[TepeBaskHO TakOro MIAXOy € MPO30PICTh 1 JETEPMIHOBAHICTH: 3aBXKIU MOXKHA
MPOCTEKUTH, K KOHKPETHI 3HAYCHHS METPHWKHU BIUIMBAIOTh HAa mapameTpu rpu. Kpim
TOTO, CHCTEMY JISTKO JOCIIIDKYBATH: 3MIHIOIOUH Balll KoedimieHTH MeTpukn ab60 QyHKITii
31 3HaYEHHSM MapaMeTpiB, PO3POOHUK MOKE HYJIHOBO 3MIHUTH MOBEIIHKY CUCTEMU 0e3
TepEnUCyBaHHS JIOTIKH.

Came meTpuyHO-0a30BaHUIl MiAXiJlT OOpaHO SK OCHOBY MJIS PO3pOOIIOBAHOTO
POTrpamMHOro MOAy/s. BiH € JOCTaTHbO THYYKUM AJIsi MPAKTUYHOTO 3aCTOCYBaHHS, HE
BHMarae 30BHINIHIX JaHUX IS HaBYaHHS 1 J00pe BIUCYEThCSA B apxiTekrypy Unity-

MPOEKTIB.

1.3 Anai3 iCHYIOYHX pillIeHb

[Tepen po3poOKOIO BIACHOTO PillICHHS OYIIO MPOBEICHO aHaJI3 ICHYFOUMX CUCTEM
1 TUIarigiB, IO peari3yloTh JIWHaAMIYHE OajaHCyBaHHS CKJIQJHOCTI Y BiJeoirpax.
Po3risiHyTO SIK KOMEpLiMHI NPUKIIAIU Y BIJOMUX irpax, Tak 1 TOTOB1 PIIICHHS I PYLIis

Unity.

1.3.1 Komepiiiai peamizanii DDA
Resident Evil 4 € ogqauM 13 HalOUIBII BIIOMHUX 1 JETATBHO 3aJI0KYMEHTOBAHUX

npuknanis DDA B koMmepuiitHux irpax [23]. CucreMa BIACHIIKOBY€E KIJIBKICTh CMEpTEN
15



IpaBLs 1 TOYHICTh CTPLIBOU, HA OCHOBI YOI'O HEMIOMITHO KOPUTYE 3/10POB'sl BOPOT'1B, IXHIO
arpecHBHICTh 1 YACTOTy MaaiHHSA pecypciB. BaximmBo, 1Mo 11l 3MIHH BiI0yBarOThCS
MTOCTYIOBO 1 HEMOMITHO JUIsI TPaBIs, HE IMOPYNIYIOYM BiAUyTTs 3aHypeHHs. [Ipore
CUCTEMa € MOHOJITHOIO 1 YKOPCTKO IHTETPOBAHOIO B KOJIOBY 0a3y KOHKPETHOT IPH.

Left 4 Dead / Left 4 Dead 2 peanizyoTs cuctemy «Al Director» - 3HaA4HO
CKJIQ/IHIIIE TPABWJIO CHCTEMH, SIKa B pEaJIbHOMY 4acl aHali3ye CTaH y BCIM KOMaHI1
IpaBLiB (30pOB’sl, KUIbKICTh OO€MNpHUIIACIB, PIBEHb CTPECY) 1 AUHAMIYHO PETYIIO€
YacTOTy Ta THUN aTaK 3apakeHUMH, a TaKOX pO3TallyBaHHS amTeuka Ta 30poi [11].
Cucrema 3/1aTHa CTBOPIOBATM MOMEHTH BIJIMOYMHKY IIICNI 1HTEHCUBHHUX OONHOBUX
€Mi30/11B, 110 CYTTEBO MOKpPAILlY€E I'POBUI PUTM.

Mario Kart 3acTtocoBye Tak 3BaHe «rubber-banding» - MexaHi3M, I IKOTO I'paBlii,
SK1 BIJICTAIOTh, MIJATPUMYIOTh TOTYXHIII OOHYCH, a Jinepu - ciabmi [7]. e tpuBae
3MaraHHsg HampyXeHHM JO0 OCTaHHBOTO MOMEHTY, alie¢ HEpPiIKO CIHPUUMAETHCS
JOCBITYCHUMU TPABISIMU SIK HECIIPABEJIHBI.

Vampire Survivors - Cy4acHUH IIyTep 3 BUTIISIIOM 3BEPXY - BUKOPUCTOBYE OLIbIIT
NOPSIMOJIIHIMHUN MAXIA: CKIAJAHICTh HApOCTae 3a (PIKCOBAHOIO YACOBOKO IIKAJIOIO
HE3aJIC)KHO BiJ Jii TrpaBIs, ajieé TpaBeIlb MOXE CAMOCTIHHO HApOIIyBaTH CHJIY CBOTO
nepcoHaxka uepe3 cucremy amnrpeitaiB [7]. Lle cTBoproe AuHaMiuyHE 3pOCTaHHS MIXK

3pOCTaHHSM 30BHINTHIM THCKOM 1 301IBIIIEHHSIM MOKJIMBOCTEH TPaBIIS.

1.3.2 T'oToBi pimenns st Unity

Unity Asset Store mpomoHye KijbKa IDIAriHiB, SKi JACKIAPYIOTh IMIJATPUMKY
JTUHAMIYHOTO OalaHCYBaHHS CKIIaHOCTI. Po3risHemo HaiOubII peneBadTHI [18].

«Dynamic Difficulty» - k1ac mpocTux IIaridis, 1Mo JT03BOJISE HATAITYBATH OJIWH-
JBa TapaMmeTpu (3a3BUYail 370pOB'ss BOpOTiB a00 IMIBHJKICTH) HA OCHOBI KIIBKOCTI
cMmepteit rpaBud. [1inxia € mpaBUIBHUM 1 BUKITIOYHO OOMEXKEHUM: BIJICYTHS MiATPUMKA
KUIBKOX METPUK OJHOYACHO, BIJCYTHICTHh IUIABHOI IHTEPIOJIALIl MK 3HAUCHHSAMH, 1

Oy/ab-sKa HACTPOilKa BUMArae rmpaBKU KOAY.
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«GameAnalytics SDK» - moTyxHu# 1HCTpYMEHT [UIsl 300py IrPOBOI aHAITHKH,
SIKUH MOKe OyTH HEeTIpsIMO BUKOpHUCTaHUH Ji1s1 peanizamii DDA. IIpore BiH opieHTOBaHUI
HacaMIiepe] Ha 301p 1 mepeaady JaHUX Ha CepBep IS PETPOCIIEKTUBHOTO aHAIIi3y, a He
Ha aJIanTailio CKIaJHOCTI B peaabHoMy Yaci. KpiMm Toro, BiH BUMarae miKItOYEHHS 10
30BHINIHKOTO cepBicy [18].

«Balancy» - 6151b111 cydacHU IHCTPYMEHT /17151 OalaHCYBaHHS IrPOBUX MapaMeTpiB.
JI03BOJISIE TOCITIKYBATH MapaMeTpy TP uepe3 XMapHUil iHTepdelic i MpOBOAUTH TECTH.
OpienToBaHWH Ha MOOLIBHI ITPH 3 BEITUKOIO ayTUTOPIEIO € HAJJTUIITKOBUM JIJIST HEBETMKUX

2D-1pO€KTIB.

1.3.3 TlopiBHsUTBHU aHATI3 Ta BUCHOBKH

[TpoBenenuit anaini3z J03BOJISIE BUIUTUTH KIIFOYOBI HEOJIKK ICHYHOUMX pIIIECHb
11010 3aBJIaHb JIAaHOT POOOTH:

a) MOHOJITHICT 1 HASBHICTh MOJYJIBHOCTI. BIIbIIICTh KOMEPILINHUX peai3aliit
DDA xopcTko BOYT0BaHI B KOHKPETHY TPy 1 HE MOXKYTh OyTH TepeHECeHI Ha 1HIIUH
MPOEKT O€3 TOBHOIO MEPETIUCY.

0) ObmexxeHuit HaOip BiACHIAKOBYBaHUX MeTpHK. [Ipocti mnarinu mis Unity, sk
MIPAaBUJIO, CHUPAIOTHCS HA OJIHY-/IB1 METPUKH IO HE A€ MOBHOI KAPTUHU MPOTYKTUBHOCTI
IpaBLIs.

B) BincyrHicTh 3BaykeHOT MeTpuku arperaiii. JKomHe 3 BIIKpUTHX JOCTYITHHX
pillleHb HE pealli3ye MeXaHI3M KOMOIHYBAaHHS KIJIBKOX METPUK 3 1HIIMMH BaroBUMU
Koe(dirieHTaM1 B €IUHY OIHKY.

r) Pi3Hi mepexond MDK PIBHSMHU CKJIQJHOCTI. BUIbIIICTh CHUCTEM 3MIHIOIOTh
rmapaMeTpu CTPUOKOMOMIOHO, M0 MOXKE OyTH TOMITHO TPAaBIIO 1 PYWHYE BIAUyTTS
MIPUPOTHOCTI TEUMILICIO.

r) CknagHICTh HalalITyBaHHSA. bBUIbIICTh IUIAriHIiB  MOTPEeOYIOTh MIpPaBKU
BHXIJTHOTO KOJIy JUISI 3MIHHM TIapaMeTpiB, IO YCKIIATHIOE pOOOTY IS pO3pOOHMKIB O€3

[JIMOOKUX TEXHIYHUX 3HAHb.
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TakuMm 4yuHOM, ICHYIOUI pillleHHs a00 CHWJIBHO MPOCTi, a00 CHJIBHO CKJIAQJHI U
OpieHTOBaHI Ha MacmTabHiI 00’ekTH. Hima mas jerkoro, MOAYJIBHOTO 1 THYYKO Ha
nociipKyBaHoMy iHCTpyMeHTI DDA st HeBenukux 2D-irop Ha Unity 3amummaeThes

HC3aIIOBHCHOIO.

1.4 ITocTaHOBKA 3ama4l JOCIIIKEHHS

Ha ocHOBiI mpoBeseHOro aHaiizy MpeaMEeTHOI 00JIacTi, ICHYIOUMX MIiIXOJIB 10
DDA Ta BUSBICHMX HENONIKIB HAsBHUX pIIIEHb (QOPMYIIOEThCA 3ajada JaHoi
kBasti(pikaniiHoi poOOTH.

Mertoto poboTH € po3pobka mporpaMHOro MoAyns it 2D-rpu y skaHpi mrytep 3
BUTJISIIOM 3 Bepxy Ha pymiii Unity, skuii 3a0e3neuye afanTuBHY CKIAAHICTh TEUMILICIO
IUISXOM JWHAMIYHOI 3MIHM ITPOBHUX MapameTpiB Ha OCHOBI METPHUK MPOIYKTHBHOCTI
TPaBIl B peaTbHOMY Yaci.

O0'ekTOM IOCHIIKEHHS € MPOIEC IMHAMIYHOTO OallaHCYBaHHS CKJIAJHOCTI y 2D-
irpax >kaHpy IIyTep 3 BUTIISIOM 3BEPXY.

[IpeameToM IOCHIDKEHHS € METOAM Ta aJrOPUTMH OOYMCIICHHS IHTETPabHOI
OI[IHKU MPOJAYKTUBHOCTI IPaBIls 1 MEXaHI3MH aJalTUBHOT 3MIHU ITPOBUX MapaMeTpiB Ha
il OCHOBI.

JInst mocATHEHHS IMOCTaBJICHOT METH HEOOXI1THO BUPIIIIUTH TaKi 3aBAaHHS:

a) JOCHITUTH OCOOJMBOCTI peatizaiii aZanTUBHOI CKIAIHOCTI Y CYy4YaCHHX
BiJIeOIrpax Ta BUKOHATH aHaJIi3 ICHYIOUHX ITIIXO/IB JI0 OajJaHCyBaHHS irpOBOTO IPOIIECY;

0) Bu3HAYMTH HAOIp METPUK ]IS OIIHIOBAaHHS TIPOJYKTUBHOCTI TpaBI Ta
PO3pOOUTH aNTOPUTM OOYMCIICHHSI IHTETpalbHOTO IMoka3Huka ckmamHocti (Difficulty
Index);

B) pO3pOOHMTH MOAYJIBHY apXiTEKTypy mporpamHoro mMoayias DDA nmns pymris
Unity 13 3a0e31€4eHHAM CIa0KOro 3B'13yBaHHS MK KOMIIOHEHTaMU;

I') peani3yBaTH MEXaHI3M IUIaBHOI 3MIHM ITPOBHUX NapaMeTpiB (4acToTa MOSBH,

IIBUJIKICTH 1 IIIKOJTa BOPOTIB) HA OCHOBI 00UHcIeHOTo TToka3sHuka DI;
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J1) TIPOBECTU (PYHKIIIOHAJIbHE TECTYBAHHS MOIYJA Ta OLIHUTHU HOro BIUIMB Ha
MIPOTYKTUBHICTb TPH.

Jlo pyHKITIOHATBEHUX BUMOT PO3POOITIOBAHOTO MOJYIIS HAJICKATh: O€3IepepBHUM
30ip IrpoBUX METPUK Y peaJbHOMY 4Yaci; OOYHMCIEHHS I1HTErpajbHOI OLIHKU
MPOJYKTUBHOCTI TpaBIl 3a (OPMYIOK 3BaKEHOI CYMH HOPMAali30BaHUX METPHK;
JMHAMIYHA 3MiHA TPbOX IPOBHUX MapameTpiB BIAMOBIIHO 10 NOTOYHOro 3HaueHHs DI;
IJIaBHA 1HTEPHOJIALISA MK 3HAUEHHSAMM MapaMmeTpiB Uil YHUKHEHHS PI3KUX CTPUOKIB
CKJIQJTHOCT1; MOJKJIMBICTh HAJIAIITYBAaHHS BCiX TapaMeTpPiB MOIYJS dYepe3 1HCIEKTOP
Unity 6e3 moaudikarlii Kofy.

J1o HeyHKITIOHATTLHUX BUMOT HaJIeXkKaTh: MIHIMAJIbHUHM BIUIUB Ha MPOyKTUBHICTh
rpu - He Outbine 1-2% BiA 4Yacy KaJapy; MOIYJIbHICTh apXITEKTypH, IO 3abe3redye
MIKITIOYEHHS Moy 10 Oyab-sxoi 2D-rpu Ha Unity 6e3 CyTTE€BUX 3MiH y CTPYKTYpi
MpOEKTY; cyMicHICTH 13 Unity 6 1 BuIlle; JOKYMEHTOBAHICTb KOy - yC1 IMyOJIIYHI KJIACH 1
METOAM MOBUHHI MicTUTH XML-KOMEHTapi.

J71s1 BUpIIIEHHS TOCTABIICHOI 33141 00paHO METPUUHO-0a30BaHuii miaxia 10 DDA
K KOHLIENITyaJIbHY OCHOBY, JIHIWHY IHTEPHOJSALIIO AJs IJIABHOI 3MIHU IapaMeTpiB,
KOMIOHEHTHY apxitektypy Unity 1 matepH mpoektyBaHHs Observer misi oprasizaiiii

B3a€EMO/II1 M)XK KOMIIOHEHTaMU Moayis [14].
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2 AJITOPUTMIYHE TA ITHOOPMAIIIIHE 3ABE3IIEUEHH S
MOYJIS

2.1 3aranmbHa CTPYKTypa po3pOo0TIOBAHOTO MOTYIIS

Po3poOatoBanuii MOy Ib TUHAMIYHOTO OaJaHCYBAaHHS CKJIAJHOCTI Pealli30BaHO Y
BUTJISIII HAOOpPY B3a€EMOIIOB'I3aHUX KOMITOHEHTIB pymris Unity, 1o po3MimIyrOThCS Ha
€IMHOMY 1rpoBomMy o00'ekTi _Systems. Takuii miaxing 3a0esneuye 4YiTKE JIOTIYHE
BiIoKpeMIieHHs cucteMu DDA BiJT pemTH irpoBOTro KOy 1 IO3BOJISE M IKITFOYATH MOTYITh
10 0ynb-sKoro 2D-1poekTy 6€3 CyTTEBUX 3MIH B apXITEKTYypl I'pU.

Mopynb CKIaga€eThCcs 3 M'SATH KJIACiB, KOKEH 13 SKHUX HECE BiJIMOBIIATBHICT 3a
CTPOTO BU3HAUYEHY YACTUHY (YHKIIOHAIBHOCTI. Mk cO00I0 Ki1acH B3a€MOMIIOThH Yepe3
narepH npoektyBanHs Observer: irpoBi mo/iii TpaHCIIOIOTHCS Yepe3 MEHTPATBHAN KJ1ac
TelemetryManager y Burnsgi C#-momiii (event), Ha sIKI MiJNUCYIOTHCS BIJIMOBIIHI
0o0po6Huku [11]. Lle 3a0e3neuye cnabke 3B's13yBaHHS M1’k IrPOBOIO JIOTIKOIO 1 CHCTEMOIO
ajanTariii - iIrpoBi CKPUIITH HE 3HAIOTHh HIYOTO MO BHYTpimHIO 0ym0oBy DDA-Momyns i
JIUIIE MOBIAOMIISIIOTH PO (haKkTH (IOCTPIIEHO, BOUTO BOPOTa, OTPUMAHO LIKOAY).

3arajgbpHa CTPYKTYpa MOJIYIIS BiTOOpakaeThCsl TAKOIO 1€pApXi€r0 KOMIIOHEHTIB Ha
00'exTi _Systems:

a) TelemetryManager - 30upae 1 TpaHcitoe irpoBi noaii y Burisigi C#-moiif;

6) EvaluationEngine - mignucyetscsi Ha mofii TelemetryManager, Beme o0k
METpPHUK 1 00UHCITIOE THTerpanbHui oka3Huk ckinaanocTi (Difficulty Index, DI);

B) StrategyManager - yntae moroune 3HadeHHs DI 1 Ha #oro ocHOBI BH3HA4Ya€e
aKTUBHUHN pexxuM pobotu (Assist / Neutral / Challenge);

r) ParameterAdjuster - orpumye Bin StrategyManager KOMaHy Ha 3MiHY PEXXKHMY
1 Oe3nocepeIHbO KOPUTYE IFPOBI MapaMeTpu (YacTOTy MOSBH, MMIBUAKICTH 1 IIKOJA
BOPOTiB);

1) DebugDdaUI - BinoOpakae MOTOYHUIN CTaH YCiX METPHK Ta PEXKUMY POOOTH Y

BI/IFJ'IHI[i HAKJIAAHOT'O TCKCTY Ha eraHi Hi[[ qacC TCCTYBAHHA.
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[loTik nmaHux y Moayii € ofHOHampaBieHUM (pucyHok 2.1). Takuii naHuior
3a0e3medye YiTKUH pO3ITO i BiIMTOBIIAILHOCTI 1 CITPOIIYE HAJIAroHKCHHS Ta TECTyBaHHS
KOKHOTO KOMITOHEHTa OKPEMO.

O0'eKTHO-OPIEHTOBaHUM MiaXiJ 0OpaHO SK OCHOBHMM JUIsl peai3aiii MOIYJs.
KoskeH kimac iHKaICysIro€e BIIACHWM CTaH 1 MOBEIIHKY, MK KjlacaMH BCTAHOBJICHI YiTKi
inTepdericu  B3aemonii. Ile BiamoBimae mpunmunmam  SOLID 1 3a6e3neuye
MacHITA0OBAHICTh PIIICHHS: JIOJaBaHHS HOBOI METPUKM ab0O HOBOTO aJalTHUBHOIO

rapamMeTpa He BUMarae 3MiH y BXKe ICHyrouuX kiacax [12].

IrpoBi ckpunTn

TelemetryManager

EvaluationEngine

. J
L4
a N
StrategyManager
, J
4
'8 I

ParameterAdjuster

A S
'd ¥ N\
IrpoBUiA CBIT
. J

Pucynok 2.1 — [loTik maHux y MOyJIi
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2.2 AnroputMivyHe 3a0€31€UeHHs MOIYIIS

2.2.1 3aranpHuit anropuT™ QYyHKIIOHYBaHHS crucTteMu DDA

3aragbHANA aNTOPUTM POOOTH MOIYIS € MUKIIYHUM 1 BUKOHYETHCS Oe3IepepBHO
MPOTArOM YyCi€i irpoBoi cecii. Ha ko’kHOMY KpoIli BAKOHYIOTbCS TaKi Jiii:

Kpoxk 1. Otpumanns noxaiit. IrpoBi ckpurntu (KOHTPOJEP T'PABIl, CKPUIIT BOPOTa,
cucTeMa 30poi) Mpu HACTaHHI MEBHUX ITPOBHX IO BUKIIMKAIOTH BIAMOBIIHI MyOIivHI
Meroau TelemetryManager: PlayerHit(), EnemyKilled(), ShotReport(), PlayerDeath().
Lli meTou reHepyroTh BianoBiaHi CH#-1momii.

Kpox 2. Hakonuuenns wmetpuk. EvaluationEngine minnucanuii Ha Bcl momii
TelemetryManager. [Ipu Hajgxo/keHHI MOJIi BIAMOBIAHUN JIYUIBHUK 30LTBITYETHCS:
shots 1 hits - mpu Ko’kHOMY 3BiTI po mocTpi; kills - mpu 3aMIIEeHHI Bopora; damageTaken
- Ipu oTpuMaHH1 wKoAu. OKpIM TOro, HIOCEKYHIN 3MEHIIYIOThCS JumiIbHUKHU Kills 1
damageTaken st peanizariii KOB3HOTO BiKHA CTIOCTEPEIKEHHSI.

Kpox 3. O6uucnenns Difficulty Index. Pa3 na cexynay merox RecomputeDI()
00YHrCITIOE HOpMAJTI30BaH1 3HAYCHHS TPhOX METPHUK 1 3BAXKEHY CYMY - TIOTOYHE 3HAYCHHS
DI. TlotiM HOBe 3HAYEHHS 3IVIAJKYETHCS UYepe3 EKCIOHEHINAIbHE KOB3HE CEpelHE
(EMA) 3 xoedimientrom alpha = 0.3, mo 3a6e3nedye mIaBHICTh peakIlii CAHCTEMH Ha 3MIHH
MPOYKTHBHOCTI TPABIIA.

Kpok 4. Busnauenns pexxumy. StrategyManager mjokajpy MOpIBHIOE MOTOYHE
sHadeHHs DI 3 nBoma moporamm: diMin = 0.35 1 diMax = 0.65. SIkmo DI Hmkunii 3a
diMin - BMuKaeTbcst pexxuM Assist (monermieHHs). Skmo Bumui 3a diMax - pexum
Challenge (ycknamgnenns). B iHmomy Bumangky 3amumaetrbest pekum Neutral. J{ims
VHUKHEHHS YacTO-3MIHH PEXUMY MDK JBOMa OJNM3BKAMHU JO TIOPOTY 3HAYCHHSIMU
peanizoBano cooldown TpuBamicTiO 1 CEKyHIY: PEKUM MOXE 3MIHIOBATHUCS HE YacCTillle
OJTHOTO pa3y Ha CEKyHIY.

Kpox 5. 3actocyBannss mapamerpiB. [lpu 3miHi pexumy StrategyManager
Bukinkae merox ParameterAdjuster. ApplyMode(), skuii BCTaHOBITIOE IUJTHOBI 3HAUCHHS

IrpOBHUX TapaMeTpiB BIAMOBIAHO 10 HOBOTO pexkumy. llepexim A0 HOBUX 3HAYCHB
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BIJIOYBA€THCA TUIABHO Yepe3 JIHIHHY 1IHTEPHOIALII0, 10 YHEMOMXIMBIIIOE Pi3KlI CTPUOKU
CKJIQJTHOCTI, IIOMITHI TPaBIIfO.

Kpox 6. CremianpHa o0pobka cmepti. Ilpu otpumanni moxii PlayerDeath
komrnoHeHT EvaluationEngine npumycoBo 3Huxkye DI no 3Hauenns 0.2 (He3anaekHO BiJ
MMOTOYHUX METPHK) uepes mBuake EMA-3mimenss 3 Baroro 0.8. Ile 3a0e3neuye MuTTEBE
MOM 'SIKIIICHHST CKJIAJTHOCTI MICIsl 3arv0eli TpaBls, 10 € CTaHIAPTHOI MPAKTUKOK Y

xaupi [10].

2.2.2 AaroputM 0OUYUCIIEHHS 1HAEKCY CKJIaIHOCTI

OO6uncneHHs iHTErpaTbHOTO MoKa3HuKa DI € 1ieHTpanbHIM alropuTMOM MOTYJIS.
Bin peanizoBanuii y meroai RecomputeDI() knacy EvaluationEngine 1 BUKOHY€eTbCsI pa3
Ha CEKyHAYy. AJITOPUTM CKJIQJAa€ThCs 3 TPHOX E€TalliB: HOpMari3allis METPHK, 3Ba)KCHa
arperaiisi Ta 3rJ1aJ[KyBaHHS.

Ha mepmomy erari kKokHa 3 TPhOX METPHK MEPETBOPIOETHCS HA HOPMaJi30BaHE
3Ha4eHHs B aianas3oni [0,1].

TouHICTE CTPUTBOM (acC) OOUHUCITIOETHCS OC3ITOCEPETHBO SIK BIAHOIICHHS BITy4aHb
JI0 TIOCTPUTIB 1 BXK€ 3HaXOAUTHCA B miana3oHi [0; 1]. Jlnsa 3axucty Big IiIeHHS HA HYJIb
BUKOPHUCTOBYETHCS epeBipka shots > 0.

float acc = Mathf.ClampOl (Accuracy);

BwxuBanHs (surv) oOYMCITIOETBCS uepe3 (YHKINIO CHaJaHHsA BiJ MOKa3HUKA
DamagePerMin. ®ynxitis 1/ (1 + x/80) mepeTBoproe 3HAaYCHHS MKOAM 33 XBIWIMHY TaK,
o npu O mkoau surv = 1.0, mpu 80 mkoau/xB surv = 0.5, npu 160 mkoan/xs surv =
0.33:

float surv = Mathf.ClampOl(1f / (1f + DamagePerMin / 80f));

ATpecrBHICTP (aggr) HOPMaJI3YETHCS BIJHOCHO €TAJIOHHOTO 3HaYeHHs 12 KiTiB 3a
XBUJIMHY, SIKE€ BBAKAETHCS BUTBHUM MPOXOKEHHSIM MTOTOYHOI CKIIQTHOCTI:

float aggr = Mathf.ClampOl (KillsPerMin / 12f);

Ha npyromy erami HOpMaii3oBaHi METPUKH arperyiOThCS Y 3BAXKCHY CyMY
BIJIMOBITHO 710 popMyIin:

float raw = 0.25f * acc + 0.35f * surv + 0.40f * aggr;
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Ha Tperhomy eTami 3HauYeHHS raw 3MIIAJKYeThes depe3 EMA st yHUKHEHHS
pi3kux kommBaHb DI mpu KopoTkodacHHMX BiaxuieHHsAX y rpi. Iloroune 3nauenns di

3MIITyeThCs Y 61K HOBOTO 3HAYCHHsI raw 3 KpokoMm alpha = 0.3 [23]:
di = Mathf.Lerp(di, raw, alpha);

KoedimienT alpha Bu3Havae mBuakicTh peakiii cucremu: npu alpha = 0.3 HOBE
sHadeHHs BruiBae Ha DI Ha 30% 3a xoxxHy cexyHay. Lle o3Hagae, Mo npu pi3kii 3MiHi
NpoAyKTUBHOCTI TpaBust DI gocsrHe HOBOTO piBHS NMpUOIH3HO 3a 3—5 CEKyHJ, L0 €

MPUHHATHAM OaJaHCOM MiX IIBUAKICTIO PeaKIlii i cTablIbHICTIO.

2.2.3 AITopuTM BHU3HAYEHHS peXUMY Ta cooldown

StrategyManager peanizye anroput™m kiacu@ikaiii mortouynoro 3HaueHHs DI B
OJIMH 13 TPHOX PEKUMIB pOOOTH. ANTOPUTM BHKOHYEThCsI y MeTo i Update() KOKHOTO
KaJIpy, ajie 3aCTOCOBYE 3MIHU HE YaCTIIIe OJHOTO pa3y Ha CEKYHAY 3aBIISIKU MEXaHI3MY
cooldown.

Jlorika BU3HAYE€HHS HOBOTO PEXHUMY € TEPHAPHUM BHPA30M:

DdaMode newMode =

di < diMin ? DdaMode.Assist

di > diMax ? DdaMode.Challenge

DdaMode.Neutral;

[TepeBipka yMOBH 3MiHU PEXKHUMY BHKOHYETHCS JIUIIC TOJi, KOJH HOBUU PEXKUM
BIJIPI3HAETHCS BiJ] MOTOYHOTO 1 cooldown-Taiimep oOHynuBcs. [1pu BUKOHaHHI IIMX YMOB
BUKIMKaeTbes ParameterAdjuster. ApplyMode(mode) i cooldown BCTaHOBIIOETHCS Ha
1.0 cexynny:

if (newMode != mode && cooldown <= 0f)
{
mode = newMode;
adjuster.ApplyMode (mode) ;
cooldown = 1.0f;

}

Mexani3Mm cooldown € BaKJIMBUM €JIEMEHTOM CTA0UILHOCTI CUCTEMH. be3 HBOro,

akmo DI komBaeThCs HABKOJIO MOPOroBOro 3HaueHHs (Hanpukiag, Mixk 0.34 1 0.36 npu
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diMin = 0.35), cucrema Morsna 6 nepeMukaTucs Mix pexxumamu Assist 1 Neutral kiabka

pa3iB Ha CEKYHAY, 0 MPU3BEIO0 O A0 HECTa0LILHOT MOBEAIHKH ITapaMeTPiB.

2.2.4 ANTopuTM KOB3HOTO BiKHA CITOCTEPEKCHHS

Jliist Toro mo0 cucTeMa pearyBalia Ha MOTOYHY POAYKTHBHICTh TPaBIld, a HE Ha
yCepeaHEeHI JaHl 3a BCIO CECifo, pealli3oBaHO MEXaHI3M KOB3HOTO BikHA. BikHO
criocTepekeHHs Mae TpuBaiicth windowSeconds = 90 cexyH.

Peanizarist koB3HOTO BikHa 3/iHCHIOETRCS Yepe3 MeToq DecayTowardsWindow(),
0 BUKJIMKAETHCS pa3 HAa CEKyHIy. BiH MOCTYNOBO 3MCHINYE HAKOMUYCHI METPUKH,
iMiTyI0ur 3a0yBaHHS CTapHX MOJIi:

kills = Mathf.Max (0, kills - 1);

damageTaken = Mathf.Max (0f, damageTaken - 5f);

Taxkuii mMAXig € CHpONICHOK AlpPOKCHMAIIEI0 KOB3HOTO BiKHA 1 HE MOTpedye
30epiranHs NOBHOI YaCOBOI MOCIIAOBHOCTI MO/1M y am'sITi, 1110 MiHIMI3y€ BUKOPUCTaHHS
pecypciB. [Ipu 1boMy BiH J03BOJISIE CHCTEMI pearyBaTH Ha MOTIPIICHHS MPOyKTHBHOCTI

rpaBIsg HaBITh MICJIS TPpUBAJIOT'O YCHiIHHOI‘O IMPOXOIKCHHA.

2.3 Indopmariitine 3a0e3neUeHHS MOTYIIS

2.3.1 Onmc BXigHOT Ta BUX1IHOI 1H(POpMAITii

Bxinna indopmaiiiss Moayns — 11e MOTIK ITPOBUX MOIHN, IO HAIXOJATh Bij
irpoBux ckpunTiB 4yepe3 TelemetryManager. Bcroro momyns oOpoOiisiec YOTUPH THTIH
BX1IHHUX ITOTIN:

a) OnShotFiredHit (int shots, int hits) - 3BiT mpo 3IiHCHEHI IOCTPiIH.
Buknukaerbcss 3 cucreMu 30poi miCHs KOXHOTO TOCTpuUTy abo cepii mocTpiiib.
[TapameTpu: KUTBKICTh 3IMCHEHUX MMOCTPLTIB Ta KUTBKICTh BIy4aHb 3a JaHUH 3BiT.

6) OnEnemyKilled (int value) - momis 3HuUIEHHS Bopora. Bukiukaerbcs 3i
CKpHIITa BOpOTa MPH 3MEHIIICHHI 3710poB'st 10 Hys. [Tapamerp value 3ape3epBoBaHuii s

MaiOyTHBOTO PO3IIUPEHHSL.
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B) OnPlayerHit (float dmg) - mozis oTpuMaHHs rpaBleM IKOAU. Bukinkaerbes 3
KOHTpOJIepa TpaBlis IPH 3MEHIIICHHI 310poB's. [lapamerp: oOcsAT OTpUMAaHOi IKOIH.

r) OnPlayerDeath - momis 3armbeni rpaBms. BUKIMKaeThCs TpW 3MEHIIEHHI
3JI0pOB's 10 HYyJs1 a00 HMxk4ue. He mae mapameTpis.

Buxinna indopmartis MOTyIIs - 1€ 3MiHH IrPOBUX TTapaMETPiB, M0 3aCTOCOBYIOTHCS
KoMIoHeHTOM ParameterAdjuster 10 00'eXTIB irpoBoro cBity. Moayib 3MiHIOE TPU TUIN
BUXIJHUX apaMeTpiB:

a) YacToTa mosiBM BOPOTiB (Spawn rate) - KUTbKICTh BOPOTiB, 11O 3'SIBJISIOTHCS 32
onunuIlio yacy. [lepegaeTrbcst 10 cuctemMu spawnrate y BUTJISIII YMCTOBOTO Koe(illieHTa.

0) LlIBunkicTs nepecyBaHHs BOporiB (enemy speed) - MHOKHUK LIBUIKOCTI, IO
3aCTOCOBYETHCS JIO BCIX aKTUBHUX 1 HOBUX BOPOT'iB Ha CIIEHI.

B) Ilkoma Bim arak BoporiB (enemy damage) - MHOXHHUK WIKOIW, IO
3aCTOCOBYETHCS IPU KOXKHIM aTalll Bopora Ha rpaBIis.

Kpim Toro, DebugDdaUl dopmye Buxigny iHdopmarito mams po3poOHHKA Y
BUTJISIZII TEKCTOBOTO HAKJIAQJCHHS HAa €KpaHi, 10 BigoOpaxae moTouHi 3HaueHHs DI,

AKTUBHUU PEKUM 1 METPUKH Yy pealbHOMY 4acl.

2.3.2 Indonoriuna MOJIENb TAaHUX

Ockinbku Moaysb DDA He BUKOPHUCTOBYE persliiHYy 0a3y JaHWUX 1 HE 30epirae
JaH1 MIX ceciiMHU, 1HPOJIOTTYHA MOJIENb OIUCYE CTPYKTYPY JaHUX, 10 LUPKYIIOIOTh MIXK
KOMIIOHEHTaMH MOJTYJIS TiJl Yac BUKOHAHHS TPH.

[enTpansaum iHdopmamiitaum 00'ekTom € ctad EvaluationEngine, sxuit MicTUTh
ycl METpuKH MOTOYHOi cecii. BiH Bkitouae Taki mossi: shots - 3arajibHa KUTBKICTh
MOCTPUTIB Y TOTOYHOMY BiKHI; hits - KUIBKICTH BIIy4aHb; Kills - KiJTbKICTh 3HHINEHUX
BoporiB; damageTaken - cymapnHa oTpumana mkoja; elapsed - KUIBKICTh CEKYHI, IO
MUHYJIA 3 TIOYaTKy cecii, ajne sika € oomexxeHa windowSeconds; di - moTouHe 3HAYCHHS
Difficulty Index y aianmasoni [O; 1].

[Toximai moka3zuuku Accuracy, KillsPerMin i DamagePerMin He 30epiratotbcst sik

OKpeMi MOoJisi, a OOUUCTIOITHCS JTUHAMIYHO uepe3 BiacTuBoCcTi C# Ha OCHOBI 06a30BUX
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miumwibHUKIB. [le 3a0e3nedye akTyalbHICTh 3HAY€Hb y OYy/Ib-SIKUH MOMEHT 4acy 0Oe3
MoTpeOr B SIBHOMY OHOBJICHHI.

Cran StrategyManager MicTuTh euHe mosie mode tumy nepeuncientas DdaMode
3 TpbOMa MOXKJIMBUMH 3HaueHHsMU: Assist, Neutral, Challenge. lle enunuii BuxigHuit

CUTHAJT OIIIHIOBAJILHOT YaCTHHH MOJTYJIS 10 BUKOHABYOI.

2.3.3 CTpykTypa KJ1aciB MOJIYJISI Ta XHi 3B'SI3KH

Jliarpama kJaciB MOy s BifoOpaskae I'siTh OCHOBHUX KJIACIB Ta 3B'SI3KH Mi’K HIMH.
Bci kitacu yenagkoByrots Bim MonoBehaviour - 6a3oBoro kinacy komnonentis Unity.

TelemetryManager peamnizye natepH Singleton i € €TUHUM BXOJIOM JJIS ITPOBHX
ckpunTiB y cuctemy DDA. Bin oronomye yotupu C#-noaii: OnPlayerDeath (Action),
OnEnemyKilled (Action<int>), OnPlayerHit (Action<float>), OnShotFiredHit
(Action<int, int>). Ilybomiuni metomm PlayerDeath(), EnemyKilled(), PlayerHit(),
ShotReport() € dacamom ajiss BUKIUKY BIAMOBITHUAX MOIM.

EvaluationEngine acomiroetncst 3 TelemetryManager depe3 miAMuMCKy Ha MOMii y
meTonax OnEnable() / OnDisable(). Lle BaxximBo: manucka 34icHIOeTC He B Awake()
abo Start(), a came B OnEnable()/OnDisable(), 1o rapanTye KOpEeKTHE BIANMUCYBAaHHS IPU
BUMKHEHHI KOMITOHEHTA 1 3a1100ira€ BUTOKAaM IaM'ATi.

StrategyManager otpumye nocuwiands Ha EvaluationEngine 1 ParameterAdjuster
gepe3 GetComponent() B wmetomi Awake(). Bin umrae nybmiune mone di 3
EvaluationEngine 1 Buknukae merog ApplyMode() y ParameterAdjuster.

ParameterAdjuster oTpuMye TocHUIaHHS HA KOHKPETHI irpoBi 00'€kTH (crcTema
spawnrate, CKpuIITd BoporiB) uepes increktop Unity abo uepe3 GetComponent(). Meron
ApplyMode(DdaMode mode) € eqnHOIO ITyOJIIYHOIO TOYKOIO BXOAY ISl 3aCTOCYBaHHS
3MiH CKJIaTHOCTI.

DebugDdaUl orpumye nocwianns Ha EvaluationEngine, StrategyManager i
ParameterAdjuster uepe3 GetComponent() B Awake() 1 BimoOpakae iXHiii CTaH METOJIOM

OnGUI(), mo € BOynoBanum mexanizmoM Unity ains Haknagaoro Ul mig yac TecTyBaHHS.
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2.3.4 ®iznyna MojIelb 30epiranHs JaHuX

Vi gani Moyins 30epiratoTbCsi BAKIIOUHO B ONIEPATUBHINA TaM'IT1 y BUTJISI OB
kinaciB C#. Ilocrifine 30epiranas (30epexeHHS MIXK CECisiMH) B IOTOYHIM Bepcii He
peati3oBaHO - KOXXHA HOBAa IrpoBa CeCis MOYMHAETHCS 3 TOYATKOBUMHU 3HAYCHHSIMH
meTpuk 1 DI = 0.

Takuii MmMAXig € IUIKOM BUIIPaBIAHUM JUIS TIOTOYHOTO (DYHKIIIOHAJIBHOTO
npu3HadeHHs MoyJisi: DDA-Moays MOBUHEH pearyBaTé Ha MPOAYKTUBHICTH TPABIIS Yy
MTOTOYHIN cecii, a He Ha HOT0 CepeTHbOCTAaTHUCTUIHUHN piBeHb. 30epiraHHs MK CeCisiMU
MOTJI0 O TIPU3BECTH J0 HENPaBUIHHOI MOYATKOBOI CKIQJHOCTI, SKIIO TpaBellb TaBHO HE
rpaB abo Tpae Ha IHIIOMY MTPUCTPOI.

[Tapametrpu HanmamTyBaHHs MoOayJis (moporoBi 3HadyeHHs diMin 1 diMax,
koe(dimient alpha, tpuBamicth BikHa windowSeconds, MiHIMalbHI 1 MaKCHUMalbHI
3HAYCHHS ITPOBHX MapaMeTpiB) € MyOJIYHUMHU MOJSIMH KjaciB i3 atpuOyrom Header i
HaJAITOBYIOThCS yepe3 iHcnekTop Unity 6e3 Mmoaudikanii koay. Bonu 30epiratotbes y
BUTJISIZII Ceplai3oBaHUX JaHUX KOMIOHEHTa y ¢aitm cienu Unity (.unity) y dbopmarti

YAML [18].

2.4 Onc KOMIIOHEHTIB MOJTYJISI

2.4.1 TelemetryManager

TelemetryManager € €IuHOI0 TOYKOI BXOJYy MJig BCIX ITPOBUX MOIH, IO
HagxomsaTh no0 cuctemu DDA. Kitac peamizoBanuii 3a matepHom Singleton: craTudHa
BIacTUBICTh Instance 30epirae equHuil ek3eMIUIAp Kiacy, a Mmetoa Awake() mepeBipsie
HasBHICT,  JOyONiKaTiB 1  3HUNOIye  3aiBi  exk3emmuapu  [15].  Buximk
DontDestroyOnLoad(gameObject) rapanTye, mo 00'ekT _Systems He Oyne 3HUIICHUN
TP 3aBaHTaKCHH1 HOBOI CIICHH.

IrpoBi ckpuntu B3aemomitoTh 13 TelemetryManager depe3 YOTHPH CTaTUYHO
nocrynHux wmetoau: PlayerDeath(), EnemyKilled(int value), PlayerHit(float dmg),

ShotReport(int shots, int hits). [lepen BUKIMKOM KOKHOI TOAIl BHUKOPUCTOBYETHCS
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OTepaTop yMOBHOTO 3BEpHEHHS 7., IKMI aBTOMAaTUYHO TIEPEBIPS€ HAIBHICTD M1 AMUCHUKIB

1 3anmo6irae BuaukHEeHHIO BUHATKY NullReferenceException, SIKIIo miANMMCHUKH BiJICYTHI.

2.4.2 EvaluationEngine

EvaluationEngine € roloBHUM KOMIIOHEHTOM MOMYJISI - BiH HAKOMUYYE JTaHI TIPO
Ii1 TpaBLd 1 MepeTBOpoe iX Ha yucioBui nokazHuk DI. Kmac mictute myOniyHi noss
shots, hits, kills, damageTaken, elapsed, mo BigoOpakaroTbcs B iHcmekTopi Unity i
JO3BOJISIIOTH CIIOCTEPITaTH 32 CTAHOM CHCTEMH B PEaTbHOMY Yaci IiJ] 9ac TeCTYBaHHS.

BnactuBicte di mosnauena arpuOyrom [Range(Of, 1f)], mo yHemoxIuBIIO€
MIPUCBOEHHS 3HAYCHB 11032 JOITYCTHUMHM Jliaria3oHoM depes increkTop. Koedirtient alpha
TaKOX JTOCTYIMHHUH JJIS HAJAIITYBAHHS Yepe3 IHCIEKTOp - IIe A03BOJIsiE 0e3 3MIHM KOy
3MIHIOBATH IIBUAKICTH PEAKIIil CHCTEMH B 3QJICKHOCTI BiJI KOHKPETHOTO ITPOEKTY.

Jlorika mianucku Ha moaii peamizoBaHa B OnEnable()/OnDisable() 3amicTh
Start()/OnDestroy(). Lle € kpamoro mpaktukoto B Unity, ockimekun OnEnable/OnDisable
BUKIIMKAIOTHCS TIPH KOYKHOMY BMHKaHHI a00 BMMHKaHHI KOMIIOHEHTa (HE JIMIIE MpH
CTBOPCHHI/3HMINCHH]I 00'€KTa), MO0 TrapaHTye€ KOPEKTHWM CTaH MiAMUCOK HaBITh SKIIO

KOMITOHCHT THMYaCcOBO BUMHUKAETKCS i1 yac rpu [18,19].

2.4.3 StrategyManager

StrategyManager peami3ye Jsoriky kmacudikaiii motouHoro 3HadeHHs DI i
BUKOHYE (DYHKIIIIO IEpEMUKaYa PeXUMIB M1k OL[IHIOBAJIbHOIO 1 BAKOHABYOIO YaCTUHAMU
moxaynsi. [lyomiune nepeuncinends DdaMode (Assist, Neutral, Challenge) € xkiatouoBum
THUIIOM, IO TIEPEAAETHCS MK KOMIIOHEHTaMHU.

[Toporogi 3navyenns diMin i diMax HamamToBYIOThCA depe3 iHcnekTop Unity 3
atpubyrom Header. Ile mo3Bonsie po3poOHMKY THYYKO HaJAlITOBYBAaTH YYTJIUBICTh
CHUCTEMU: BY)KUHH JTiana3oH HEUTpaabHOTO pexkumy (Hanmpukiaz, 0.45-0.55 3amicts 0.35-
0.65) 3poOuTH cucTeMy OUIBII PEaKTUBHOIO, MIMPIIUK - OUTbIl cTabibHO. [ToTOUuHE

3HaueHHs mode TaKoX MO3HAYEHO SIK MyOJI14He MoJie AJis B1IOOpaKeHHsI B IHCIIEKTOPI.

2.4.4 ParameterAdjuster
29



ParameterAdjuster € BUKOHaBYMM KOMIIOHEHTOM MOJIYJisA - BiH Oe3MOcepeaHbo
3MIHIOE TIapaMeTpH IrpOBOTO CBITY Yy BIANOBiAp Ha 3MiHy pexumy DDA. Meton
ApplyMode(DdaMode mode) pearnizye JIOTiKy BiAMOBITHOCTI PEXHUMIB 1 HITHOBHX
3HauYeHb NapaMeTpiB uepe3 KOHCTPYKLIto switch Ta if-else.

JIJ1st KOXKHOTO 3 TPHOX MapameTpiB (spawn rate, enemy speed, enemy damage) B
1HCIIEKTOp1 HANAIITOBYIOTHCSI MiHIMadbHE 1 MaKCUMAaJIbHE 3HAUEHHS ISl KOXKHOTO 3
TphOX pexxumiB. [lepexin mMixk 3HaueHHSIMU 3/1HCHIOEThCS uepe3 Mathf.Lerp() y meToni
Update() mst 3a0e31nedeHHs TUIABHOTO Mepexoay 0e3 pi3KuX CTpUOKIB.

ParameterAdjuster ~ B3aemojie 3  KOHKPETHHUMH  ITPOBUMH  CKpUIITaMU
(EnemySpawner, EnemyController) udepe3 cepianizoBaHl NOCHUJIaHHS, HalallTOBaHI
yepe3 iHcnekTop Unity. Lle € cBiTOMUM MPOEKTHUM PILLIEHHSAM: 3aMICTh MOITYKY 00'€KTIB
gepe3 FindObjectOfType() BUKOPHCTOBYIOTHCS TIPSIMI TIOCHJIAHHS, M0 MPU3HAYAIOTHCS

PO3POOHUKOM BpYUHY.

2.4.5 DebugDdaUI

DebugDdaUl € pnomomMikKHUM KOMIIOHEHTOM, IO pealli3y€e BiIOOpa>KeHHs
BHYTpPIIIHKOTO cTany DDA-crucTem# 11i1 9ac po3poOKH i TecTyBaHHS. BiH He BITMBa€ Ha
JIOTiKY poOOTH CUCTEMH 1 MOKe OYTH BUMKHEHUH a00 BUaaneHui y ¢piHaabH1M 301pIi rpu
0e3 OyIb-IKUX HACIIIKIB IS PYHKITIOHATBHOCTI.

Meron OnGUI() BimoOpaskae TEKCT B JIIBOMY BEPXHBOMY KyTi €KpaHa: SKUA
noka3ye morouyHe 3HaueHHsS DI 1 akTUBHUN peXHM CKIaIHOCTI, TaKOX 3HAYCHHS
JOTHPHOX METPHUK (TOYHICTH y BimcoTkax, KPM, mkoay 3a XBWIMHY Ta MOTOYHHUI

spawnrate).
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3 TTIPOI'PAMHE 3ABE3ITEYEHHA MO VY JIA

3.1 Peanizariist mporpamMHoro 3a0e3nedeHHs

3.1.1 OGrpyHTYBaHHS BUOOPY IpOrpaMHUX 3ac00iB peasizartii

Jlns peamizamii MOy sl TUHAMIYHOTO OalaHCYBaHHS CKJIAIHOCTI OOpaHO TaKWi
Hallp NporpaMHUX 3aco0iB.

IrpoBuii pymini Unity 6 (Bepcis 6000.0.4f1) o6paHo SK OCHOBHY IiaTdhopmy
po3poOku. Unity € oHIM 13 TBOX TOMIHYIOYHX PYIIiiB Ha puHKY 2D-irop pasom i3 Unreal
Engine, saxuii opieHTOBaHUM nepeBakHO Ha Benuki 3D npoektu [9]. Jlns xxanpy nryrep
3 BurIsAIoM 3Bepxy 2D Unity € Oe33amepedyHuM cTaHIapTOM: BiH 3a0e3neuye BOyI0BaHY
niaTpuMky 2D-dizuku (Rigidbody2D, Collider2D), cucremy uactunok, Tilemap mns
noOy/oBU PIBHIB 1 NOTYXHY cucTeMmy aHimanli. Unity 6 € aktyansHoro LTS-Bepciero 3
odiriiHO0 miATpUMKOIO 10 2026 poKy, 1o rapanTye ctabinbHICT, API Ha Bech TepMiH
po3poOku npoekty [18].

Moga nporpamyBanHs C# 10 BHKOPHCTOBYETHCS SIK €IMHA MOBa ciieHapiiB y Unity.
C# € cTporo TUMI30BaHOI O0'€KTHO-OPIEHTOBAHOK MOBOIO 3 MIATPUMKOIO TMOIM
(event/delegate), BmactuBocTe (property), yzaranpHenb (generics) i LINQ[13]. Bcei mi
MOXJIMBOCTI aKTUBHO BUKOPUCTOBYIOThCS B peaitizailii moayisi: C#-moii 3a0e3neuyroTh
peamizamito marepry Observer y TelemetryManager, BIacTHBOCTI - JUHAMIYHE
obuucnennss metpuk B EvaluationEngine, mepeuncienHs (enum) - TunoOe3neyHe
npeacTaBieHHs pexxumiB DDA.

Cepenosumie po3podku Visual Studio 2022 (Community Edition) 3 turarinom
Unity Tools oOpaHo nnsi HamucaHHA 1 Hajmaro/pkeHHs koxy. Visual Studio Hapmae
noBHomiHHy IntelliSense-miatpumky st Unity API, BOymoBanuii Bimmamduk i3
MOXJIMBICTIO breakpoint-HayaropkeHHs O€3MOCEepPeHBO B 3aITYIICHIA Tpi, a TaKOXK
miaTpuMKky XML-gokyMeHTaIiHUX KOMEHTApIB JIJIsl TeHEparllii JOKyMEHTaIli J0 KOay
[17].

Jns nobynoBu UML-niarpaMm BUKOPHUCTOBYETbCA 1HCTpyMeHT Draw.io -

OC3KOIITOBHUN T€HEPATOP Jlarpam.
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3.1.2 CrpykTypHa cxema mporpaMHOi CUCTEMHU

CTpykTypHa cXema MpPOrpaMHOI CHCTEMH BiJOOpaXkae B3aEMOIII0 MiXK TpboMa
piBHsaMu: irposumu ckpuntamu (Game Layer), mogynem DDA (_Systems Layer) ta
irpoBum cBiToMm (World Layer).

Ha pucynky 3.1 moka3aHo CTpyKTypHY cxemy B3aemonii moayiass DDA 3 rpoto.
Irposwii piBens (Game Layer) MiCTUTB CKpHUIITH, 110 0€3MOCEPETHBO KEPYIOTh ITPOBUMHU
o0'extamu: PlayerController BigmoBimae 3a pyx i ctpins0y rpasius; EnemyController
Kepye MOBEIIHKOI0 KOYKHOTO OKpeMoro Bopora; EnemySpawner kepye MOSIBOIO HOBHX
BoporiB. LI ckpunTu npu HACTaHHI ITPOBUX MOAIN BUKIUKAIOTH BIAMOBIIHI METOIU

TelemetryManager [16].

- / _Systems
Game layer (DDA) World layer
———————x R —
TelemetryManager S
» >l pawnSystem
PlayerController Singleton, C# events ¥ Yacrora g,.,aEHy
St RN S o
=
EvaluationEngine
EnemyController MeTpuku — DI > m;r;ri\gzreljizna
) . ETIREERN .
7 g StrategyManager 4 )
EReritEavien DI — pexum .| ActiveEnemies
— —
\ / ParameterAdjuster \ /
Pexum — napametpu
DebugDataUl
BinobpaskeHHsa cTaHy
———

%

o

Pucynok 3.1 — CTpykTypHa cxeMa CUCTEMU

Monyns DDA (_Systems Layer) MiCTUTb II'SITh KOMIIOHEHTIB, OIIMCAHUX Y PO3ALII

2. Indopmarmis MDK HUMH TIEPEIA€TbCd B OJHOCTOPOHHBOMY  TOPSAKY:

TelemetryManager, = EvaluationEngine, StrategyManager, =~ ParameterAdjuster.

DebugDdaUl minkmrogaetscss g0 EvaluationEngine 1 StrategyManager nwime mmst

3YNTYBAHHS JIaHUX B1IOOpaKEHHS.
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CsitoButii piBerb (World Layer) MiCTUTB 00'€KTH, TapaMeTpH IKUX O€3MOCEPETHBO
3MIHIOIOTBCS MojaylieM: SpawnSystem (dacrota mosBH BoporiB), EnemyPrefab
(IIBHAKICTS 1 IIIKOJIa HOBHX BOPOTiB), ActiveEnemies (IIBUIKICTh TOTOYHUX BOPOTIB HA

CIICH1).

3.1.3 UML-niarpama kjaciB

UML-ngiarpama kiaciB MOAYJS BiJIoOpa’kae I'STh OCHOBHUX KJIAaciB, iXHI IOJI,
METOMHM 1 3B'I3KM MK HUMH. Ha miarpami (pucyHOK 3.2) BUKOPHCTOBYIOTHCS TaKi THITH
3B'SI3KIB: acoliailis (CyliibHa CTPUIKA) - MK KJIacaMH, 1[0 MalOTh IMOCUJIAHHS OJIUH Ha
OJTHOTO; 3aJICKHICTh (ITYHKTHPHA CTPLIKA) - MK KJacaMH, OJIMH 3 SKUX BUKOPHUCTOBYE
METOJIM 1HIIOr0; peani3amis (MyHKTUpPHA CTPUIKA 3 TPUKYTHUKOM) - YCIaJKyBaHHS BiJl
MonoBehaviour [15,16].

Knac TelemetryManager MiCTUTh CTaTHYHY BJIAcTHBICTH Instance Tumy
TelemetryManager (Singleton), votupu C#-nofii 1 yotupu ny0aidHi MeTou-hacaau s
ix reneparii. Kitac mos'si3anmii BimHOIIeHHAM 3anexHocTi 3 EvaluationEngine.

Kinac EvaluationEngine mictuth my6miuni nmoss di, alpha, windowSeconds, shots,
hits, kills, damageTaken, elapsed; Tpu BiactuBocti Accuracy, KillsPerMin,
DamagePerMin; mnpuBatai metrogum RecomputeDI(), DecayTowardsWindow() Ta
o6pobnuku moxiit  OnKill(), OnHit(), OnShotReport(), OnDeath(). IloB's3anuit
acormiarieto 31 StrategyManager.

Kinac StrategyManager mictuth my6siuni nosnst diMin, diMax, mode; mpuBatHi
nons eval, adjuster, cooldown. IloB's3anuii acomiamiero 3 EvaluationEngine 1
ParameterAdjuster.

Kmac ParameterAdjuster wicTuTh TyOJNIYHI TMMOAS JUISI  MIHIMQJIBHHX 1
MaKCUMaJIbHUX 3HAYCHb TPHOX MapaMeTpiB (spawnRateMin/Max, enemySpeedMin/Max,
enemyDamageMin/Max) i1 myomniunuii merog ApplyMode(DdaMode mode).

Knac DebugDdaUI mictuts mpuBaTHI nomst eval, sm, pa, style i metomu Awake(),
OnGUI(). Ilop's3anuit acomiamiero 3 EvaluationEngine, StrategyManager Ta

ParameterAdjuster.
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MonoBehaviour

DebugDdaUl

- eval, sm, pa (nocunanKA)

-styls:GUISyls = |ccscsccsccscscscsccsssscscss

sanexHicrs (unrae cram)

[
YCNARKYBAHHA
TelemetryManager
+ Instance : TelemetryManager
+ OnPlayerDeath : Action : 2
+ OnEnemyKilled : Action<int> 5 .
n
 ORDIER : ALk RS EvaluationEngine StrategyManager
] di : float (0..1) + diMin : float = 0.35
+iPlaysDunii), Enemytiody - slpha  float = 0.3 + diMax : float = 0.65
‘ g - shots, hits, kills : int + mode : DdaMode
- damageTaken, elapsed : float
. - Update()
- + Accuracy(), KillsPerMin, DamagePerMin
: + RecomputeDi(), DecayTowardsWindow()
R basenas »| - OnKill(), OnHit(), OnDeath() R g
)
i ' '
i : i
1 - s
| : '
! : ParameterAdjuster :
1 ' '
1 L
: - « assistSpawnFactor : float | ig
! uster
: - + challengeSpawnFactor : float : "
1 - + smoothing : float = 2 !
i ' !
: - + ApplyMode(DdaMode) !
) L]
! ¢ - Update() -> Lerp -
: : \ J :
| ’ [
: ' !
)
1
1
1
1
)
)
'

- Awake{), OnGUI()

Pucynoxk 3.2 - UML-niarpama kiacis

3.1.4 UML-naiarpama ctaniB moayis DDA

UML-niarpama ctaHiB (pucyHok 3.3) BimoOpaxae MOXIUBI cTaHu Moayiist DDA 1
MEepexoad MK HHMH TPOTITOM irpoBoi cecii. Jliarpama cTaHIB OINHKCYE TMOBEIIHKY
KOMIIOHeHTa StrategyManager, OCKUIbKH caM€ BiH € «MalIMHOIO CTaHIB» MOIYJIA.

[TouarkoBmit crtan - Imimiamizamis. [lpm 3amycky cleHH BCI KOMIOHEHTH
OTPUMYIOTh ITIOCWJIAHHS OMH Ha oHoro yepe3 GetComponent(). 3nauenHs di = 0, mode
= Neutral.
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Cran Neutral € ocHoBHUM poOounM cTanoM. Y HboMy DI 3HaxonuTbes B aianazoHi
[diMin; diMax] (0.35-0.65). ITapameTpu Tpu BCTAaHOBJICHI Ha 0a30B1 3HAYEHHS. 3 IIHOTO
cTa"y MOJuBI iepexoau 10 Assist (sikmro DI < 0.35) a6o Challenge (sikmo DI > 0.65).

Cran Assist akTuByeThcsi mpu Hu3bkoMy DI (rpaBenb BiguyBa€e TpPYIHOIIN).
[TapameTpu Tpu MOM'SKITYIOTHCS: 3MEHIIYETHCS YACTOTA IMOSBH, MIBHAKICTH 1 MIKOMA
BoporiB. Ilepexin Ha3zan no Neutral BinOyBaethes, konu DI mepesunrye diMin micis
cooldown.

Cran Challenge aktuByeTbcst ipu BucokoMy DI (TpaBelb JIETKO CHpPABIISIETHCS).
[TapaMeTpu TpU YCKIQJAHIOIOTHCS: 30LIBIITYETHCS YacTOTa MOSIBU, MIBUAKICTh 1 MIKOJA
BoporiB. [lepexin no Neutral - npu 3amxkenH1 DI vikue diMax.

Crneniansauit ctan Death Reset akTUBYEThCS TIPU CMEPTI TPpaBllsd HE3AIECKHO BiJl
notoyHoro crany. DI mpumycoBo 3HmKyeThes 0 (0.2 1 cucTemMa MepexoAuTh Yy CTaH

Assist. Ile rapanTye nosneriieHHs miciis 3aruoerni.

DI <0.35 Neutral DI > 0.65

+ cooldown 0.35 < DI < 0.65 - 6asosi napameTpu + cooldown
DI > 0.35 DI < 0.65
Assist Challenge
DI <0.35 - cnaeH | weuak | wkopa | PlayerDeath DI > 0.65 - cnaBH T wenak T wkopa 1
X 7Y
PlayerDeath PlayerDeath
3 Death Reset
— Assist DI — 0.2 (EMA 0.8) - mutTeBe nonerweHHs PlayerDeath

Pucynok 3.3 — UML — niarpama ctaHiB

3.1.5 Ommc peaizarii OCHOBHHX KJIaciB

Peanizamis kiacy TelemetryManager 6a3yeThcst Ha maTepHi Singleton i3 3axucToM

BIJl TyOJIIOBaHHSA €K3eMIUIApiB. Y MeToai Awake() nmepeBipseTbcsi HasiBHICTh ICHYIOUOTO
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eK3eMIUIsIpa: SKIo Instance Bke BCTAHOBIEHO, HOBHM O0'€KT 3HUINYETHCS Yepes
Destroy(gameObject). Buxnuk DontDestroyOnload() rapanTye 30epekeHHs 00'ekTa
MK crieHamu. [1yOmigHi METOM € TOHKMMH OOTOpPTKaMH HaJl OIepaTopaMHu BUKIUKY
Mo 13 mepeBipkoro Ha null yepe3 oneparop ?. .

Peanizanist kmacy EvaluationEngine BHKOPHCTOBYE MIANMUCKY Ha TOMii 4depe3
OnEnable()/OnDisable() 3amicts Tpaguiiiinoro Start()/OnDestroy(). Lle € cBigomum
PILICHHSIM: IpU TUMYacOBOMY BUMHKaHHI GameObject mignucka KOPEKTHO CKUIAETHCS
1 BIIHOBIIFOETRCS, MO 3amobirae ayomroBanHI0 00poOHMKiB. MeTton Update() peamizye
mumwibHUK Ui BUkIuky RecomputeDI() 1 DecayTowardsWindow() piBHO pa3 Ha
CEeKYH]Y, 1110 3MEHIIIy€e HaBaHTa)keHHA Ha 30upau cmiTTs (Garbage Collector) Unity.

Peamizamis wimacy StrategyManager 30epirae MiHIMaNi3M: BECh aJTOPUTM
Kiacudikamii BMIMAETbCA y KUIbKa PSAKIB TepHapHOro Bupasy. Ilome cooldown
3MeHiyeTbesds Ha Time.deltaTime koxHOro kaapy, IO € CTaHIAPTHOK IPAKTUKOIO
peamizanii TaiimepiB y Unity.

[ToBHU JTICTHHT yCiX KJIACIB 13 TOKyMeHTaliiHuMu XML-KoMeHTapsiMu HaBEIEHO

B JIOJIaTKaX J10 POOOTH.

3.2 Iarepdeiic kopucTyBaua

[aTepdeiic kopuctyBaua po3podaeHoi rpu peanizoano 3acodamu Unity UI Canvas
i TextMeshPro Ta ckmamaeTscs 3 ABOX (yHKIIOHAIBHUX OJIoKiB: irpoBoro HUD i
niarHoctuuHoi nanenai DDA-moayns [18].

Irposuit HUD wmictuth iHamkaTop 3m0poB's rpaeis (HP Bar), posramoBanuii y
IIpaBOMY BEpXHbOMY KyTi €KpaHa. BiH pearizoBaHuii y BUTJISAI TOPU30HTAIBHOI CMY>KKH
YEpPBOHOT'O KOJBOPY, JIOBXKMHA SKOi MPOIMOpIIiiHA MOTOYHOMY 3HAYEHHIO 30POB'S.
Kommonent HPBar minkirouenuii 1o ckpunra PlayerHealth 1 oHOBTIO€TBCS B pealIbHOMY
4aci Ipy OTPUMaHHI IPABIEM IIKOIH.

JiarHoctruna manens DDA posraimioBana y J1iBOMYy BEpXHbOMY KyTi €KpaHa 1
peanizoBana yepe3 komnoHeHTH DdaTextUI ta DdaTextTMP. Bona BinoOpaxkae Taki

MMOKAa3HUKH B peaJIbHOMY Yaci:
36



a) moroune 3HaueHHs DI y miamazoni [0; 1];

0) akTUBHUI pexuM pobotu cuctemu Assist, Neutral abo Challenge;

B) Jiana3oH noporoBux 3HaueHb DI mis morounoro pexxumy (Range);

T') TOYHICTh CTPUIBOU TpaBils (Accuracy, y BiICOTKaX);

I) KUIBKICTh 3HMINEHUX BOPOTiB 3a XBWMHY (KPM);

€) o0csr OTpUMaHo1 KoM 3a XBUWIKMHY (Dmg/min);

€) MOTOYHUI KOe(IilIEHT IHTEHCUBHOCTI TTOSIBU BOPOTiB (Spawn).

[Tanens mpu3HaYeHa HAacaMIIepe IS PO3POOHUKA 1 JO3BOJISE B peaIbHOMY Yaci
cnocrepiratu 3a po6ororo DDA-mMonyins miJ yac TecTyBaHHs. Y (iHanbHIN 30ipLi rpu
BOHA MO¢e OyTH BUMKHEHA 0€3 OyIb-KOTO BILTMBY Ha ()YHKIIIOHAJTBHICTH MOJTYJIA.

3aranbHI NMPUHIWAINA TPOEKTYBAHHS 1HTEp(DEHCY MiAMOPSIAKOBAaHI MiHIMATI3MY:
1H(pOopMallisg BIZOOPaKa€THCS JUIIIE TA, SIKA € KPUTUYHO BAXKIMBOIO JUIsI TPaBLs (310pOB's)
a00 HeoOXimHOIO0 Il HajmaropkeHHs cucremu (Metpuku DDA). Takmit migxin
BiJITIOBiIa€ KaHPOBUM OCOOJMBOCTSIM IIyTepa 3 BUIIISIIOM 3BEPXY, 1€ TIepeBaHTAKEHUIMA
iHTepdelic 3aBaxae MBUAKIA peakinii Ha irpoBi mmoii [7].

Ha pucynky 3.4 moka3aHo 3arajqbHUN BUTIIST iHTepdEHCy TpH IiJ 9ac irpoBoi

cecii.

KPM: 1.3
Dmg/min; 110.0

Pucynox 3.4 - 3aransHuii BUTIIsA iHTEpdEicy B peskumi Assist
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3.3 TectyBaHHs po3pO0IEHOTO MOIYIIS

TectyBanna moayas DDA mpoBOAMIIOCE METOIOM PYYHOrO (YHKIIOHAJIBHOTO

TECTYBaHHSI - PO3POOHHUK OCOOMCTO TPaB y TPy 1 CIIOCTEPIraB 3a MOBEIIHKOK CHUCTEMHU

yepe3 alarHoctruHe HaknaaeHHs DebugDdaUl. Takuit migxia € npupoaHUM AJis iIrpOBUX

MOJIYJIiB: aBTOMaTH30BaHE MOAY/IbHE TECTYBaHHS J0OPE MiIXOIUTH JIJIS IETEPMIHOBAHHUX

QITOPUTMIB, aji€ HE 3aMIHIOE ITPOBOTO BITYYTTS MPHU OIIHII SKOCTI OaJlaHCYBaHHSI.

TecTyBaHHS IPOBOAMUIIOCH Y TP €TAIU:

a) mepeBipKka KOPEKTHOCTI 300py METPHK;

0) nepeBipka anroputmy oduucienss DI;

B) IIEpEeBipKa peakIlii mapamMeTpiB Ha 3MiHY PEXKUMY.

I[J'I}I KOXHOT'O CTally BH3HAYAJINUCH KOHerTHi TECT-KeHUCcHu 3 O‘-IiKYBaHI/IMI/I

pe3ynbTaTaMu.

[Teprmmii 610K TeCT-KEHCIB IepeBIpsIB KOPEKTHICTH 300y 1 BITOOpaXKEHHS ITPOBHX

MeTpuk komnoHeHnToMm EvaluationEngine. Tabmuusg 3.1 MicTUTh ONKMC IPOBEACHUX TECT-

KEWCIB Ta IXHIX pe3ysIbTaTiB.

Tabmuus 3.1 — TecT-keiicu nepeBipku 300py METPUK

CueHapiii TecTyBaHHS

OuikyBaHHI pe3ynbTart

DakTUYHUI pe3ynbTat

['paBens 3aiiicHIoe 10 mocTpiis,
7 3 IKUX BIIYYalOTh

Accuracy = 70%

Accuracy = 70%

['paBens He CTpUIsLE€ MPOTATOM
30 cexyHn

Accuracy = 0%, shots =0

Accuracy = 0%

3uumiedo 12 BoporiB 3a 60
CeKYH/I

KPM =12.0

KPM =12.0

['paBens otpumye 80 1mkoau 3a
XBUJIMHY

DamagePerMin = 80

DamagePerMin = 80

['paBenbr  TMHE —  TOJIA
PlayerDeath

DI npumycoso — 0.2

DI=0.21

Jpyruii 670K TecT-KeHCiB mepeBipsAB KopekTHicTh oOuncinenHs Difficulty Index

MpH pi3HUX KOMOIHALIAX METpUK. Pe3ynbratu TecTyBaHHs NpecTaBieHl B Tabmuui 3.2.
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I[J'[}I TCCTYBAaHHA BUKOPHUCTOBYBAJINCH KOHTpOJ'IBOBaHi YMOBHU: TIpaBCUb CBiI[OMO

MiITPUMYBaB TIEBHUKM PIBEHB MPOAYKTHBHOCTI MPOTATOM 2—3 XBWJIMH 1 (pikcyBaB craje

3gauedHs DI.

He3nauni BigxujieHHS MDK OUIKYBaHMM 1 (akTMUYHUM 3HadeHHsMu DI
MOSICHIOIOThC eekToM 3rmapkyBaHHS EMA 3 koedimientom alpha = 0.3: moTtoune
3HAYEHHS CKJIAJHOCTI HAOMMXKaeTbcsl 10 (DIHATBHOIO 3HAYEHHsS IOCTYIOBO, a HE

MUTTEBO. L]e € 0UiKyBaHOIO 1 KOPEKTHOIO MOBEIIHKOK CUCTEMHU.

Ta6mums 3.2 — Tect-keiicu nmepeBipku anroputmy DI

Ne  VYmoBu (Acc/ KPM / Ouikysanuii DI (raw) DaKTUYHUN
DmgPerMin) DI
1 100% /12 kpm / 0 dmg 0.25%x1 + 0.35%x1 + 0.40x1 = 1.00 ~0.97
2 0% /0kpm/ 160 dmg/xB 0.25%0 + 0.35%0.33 + 0.40x0 = 0.12 ~0.13
3 50% /6 kpm/40 dmg/xB 0.25%0.5 + 0.35%0.67 + 0.40x0.5 =0.56 = 0.55
4 70% / 8 kpm /20 dmg/xB 0.25x0.7 + 0.35%0.8 + 0.40x0.67 =0.73 =0.71

Tpetiit OJ0K TECT-KEHCIB TEepPEeBIpsSB KOPEKTHICTh IEPEXOJiB MK pPEKUMaMU

Assist, Neutral 1 Challenge, a Takok TpaBIIIbHICTh 3aCTOCYBAaHHSI ITPOBHX MapaMeTpPiB

(Tabmung 3.3).

Tabmuug 3.3 — Tect-keiicu nepeBipku pexxumis DDA

Ne Cuenapiii OuikyBaHHI pPEeKUM OuikyBaHa 3MiHa
napameTpiB
1 DI cra6inpHO < 0.35 ipoTsiroM 5 ¢ Assist 3MeHIICHHS reHeparii,
IIBUAKOCTI Ta MIKOIN
) DI cra6insHO > 0.65 mpoTsirom 5 ¢ Challenge 301IbIICHHAS reHeparii,
IIBUAKOCTI Ta MIKOIN
3 DI =0.50 (mix moporamu) Neutral [TapameTtpu 6a30Bi
4 DI KOJIMBAETHCS 0.33-0.37Crabinpuuid, 0e3Cooldown 1c 3amo0irae
(HaBKOJIO TTOPOTY) JaCTHX NIEPEMHUKaHb MEPEXTIHHIO
5 Cmepth TpaBmsg 1pu  pekmmiAssist (micias DeathHeraiine TTOM'SIKIIICHHST
Challenge Reset) rapamMeTpiB

VY mporieci pyqHOT0 TeCTyBaHHS OYyJ10 BHUSBIICHO 1 YCYHEHO KiJIbKa MPOOIIeM.
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[TpoGnema 1: MepexTiHHS pesxuMy npu 3HadeHHI DI mo6au3y nmopory. Ha mouatky
TecTyBaHHsI, 0€3 MexaHi3My cooldown, cucTeMa mepeMuKanach Mk pexkuMamMu Assist 1
Neutral ximbka pasiB Ha cexyHnay, koimu DI konuBaBcs HaBkoio 3HaueHHS diMin. Ile
MPU3BOJIUIIO 0 HECTAaOUIHHOI MOBEIHKHM mMapaMeTpiB. PimeHHs: BBeneHo cooldown-
TaiMep TPUBATICTIO 1 CEKYHY, IO OOMEXYE YACTOTYy ITEPEMUKAHHS PEKHMIB.

[IpobGnema 2: manTro mBuaka peakimiss DI Ha kopoTkouacHi mommuiku. [lpm
pa3oBoMy mpomaxy abo oTpuMaHHi Beiukoi mkoau DI pizko magas i cuctema BMHKaa
pexuM Assist HaBiTb JIJIS JOCBITYCHOTO TpaBIls. PimmeHHs: 3MeHIIeHo KoedimieHT alpha
3 mouarkoBoro 0.5 mo 0.3, mo ynosunbHUIO peakuiro EMA 1 3po0uio cuctemy O1ibIi
CTaOUTHHOIO P KOPOTKOYACHUX BIJXUIICHHSIX.

[Tpo6nema 3: DI He 3HMKYBaBCS MiCIs TPUBAIOTO YCIIITHOTO MPOXO/KeHHs. be3
MeXaHi3My KOB3HOTO BiKHa Hakomu4deHi 3a 10 XBWIMH Tpu MeTpuku He maBamu DI
3HU3UTHCh HaBITh MPHU MOTIPIICHHI NMPOAYKTUBHOCTI. PllIeHHS: peani3oBaHO METOJ
DecayTowardsWindow() 3 mocTymoBuM 3MeHIICHHIM JiuniabHUKIB Kills 1 damageTaken.

3a pesynbTaTamMH IPOBEACHOTO TECTYBaHHS BCi 14 TeCT-KEHCiB OTpUMAIU CTaTyC
[Tpoitneno. Monynb KOpeKTHO 30upae MeTpuku, oouucitoe DI BiAMOBIAHO 1O BUMOTH,
MePEMUKAE PESKUMHU TPH TEPETHHI TMOPOTOBUX 3HAYCHb 1 IUIABHO 3MIHIOE ITPOBI
napamMmeTpHu.

Cy0'ekTHBHA OIlIHKA IrpOBOTO JOCBIAYy B TIPOIECI TECTyBaHHS IiATBEPAHIIA
e(eKTUBHICTh MOJYJIS: CKJIQAHICT, TPHU BIIUYTHO ITIAIITOBYBANACH TiJ TOTOYHHI
piBEHb MPOIYKTHUBHOCTI 0e3 pi3kux cTpuOkiB. Y pexxumi Challenge rpa BimuyBasiach
MMOMITHO 1HTEHCHBHIIIOIO, aJI¢ 3aJIMIIAIach MPOXigHOI0. Y pekumi Assist rpa gaBaja
JOCTaTHBO Yacy IS BIIHOBJICHHS 0€3 BIAYYTTS HaIMIPHOI JIETKOCTI.

TexHiuHE TECTYBaHHS MPOIYKTUBHOCTI MOJYJIS ITOKA3aJI0, 0 MOIYJIb HE YHHUTH
MOMITHOTO BIUIMBY Ha 4acTOTY KaJpiB: Mpu 3amycky Ha TectoBomy ctenai (Intel Core i5,
16 GB RAM, Unity 6) pi3HHIISI MIX CIIEHOIO 3 MOJyJeM 1 0e3 Hporo ckiana mene (.3
MC Ha KaJip, 1110 BIJINOBIJIa€ IITOBOMY MOKa3HUKY MeHIe 1% Bia yacy kaapy npu 60

FPS [18].
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BHUCHOBKH

1. VY xox1 BUKOHaHHS KBaliikaiiitHOi poOoTH OYya0 YCHIITHO PO3pOOJICHO Ta
MIPOTECTOBAHO MPOTPAMHHA MOIYIh aJallTUBHOI CKJIQJHOCTI redmMIuieto 1t 2D-irop Ha
mwiargopmi Unity, skuil 3a0e3nedye AMHAMIYHE KOPUTYBAaHHS MapameTpiB irpoBOIO
MPOLIECY B PEXKHUMI peaIbHOro 4acy.

2. Ha ocHOBI ieTaimbHOTO aHATI3Y MPEIMETHO1 001aCTi Ta KIIACHYHUX MOJIEICH
IrpOBOro JW3aiiHy, 30KpeMa KOHUENIii cTaHy mnoToky Mixas YukceHTmixai, Oyio
OoOTpyHTOBaHO HEOOXIAHICTH aBTOMATH3AIlll OalaHCYBaHHS CKIJIAHOCTI JJIS TATPUMKH
MTOCTIHHOTO 1HTEpECy I'paBIlsd. Po3rsn KOMEpIIHHUX PIillICHb Ta ICHYIOUHX 1HCTPYMCHTIB
st Unity BUSIBUB Opak THYYKHX, JITKAX 1 METPUYHO-0a30BaHUX CUCTEM, III0 i 3yMOBHUJIO
apXiTEKTYpHI OCOOIMBOCTI BIACHOI PO3POOKH.

3. Jlnst oriHIOBaHHS i KOPUCTYBada B MEXKaxX CTBOPEHOTO I'POBOTO MPOEKTY
KaHPY IIYTEP 3 BUTIISIOM 3BEpXY OyJIO BUIUICHO Ta (OpMalli30BaHO KITFOUOBI MOKa3HUKH
€(eKTUBHOCTI: TOYHICTh CTPUILOM, TEMIT 3HMILEHHS BOPOTIB 3a XBWJIMHY Ta 00OCST
OTpUMaHOI MKOAH. LI METpHUKH JIATIH B OCHOBY PO3pOOJIEHOTO 1HTETPATILHOTO 1HACKCY
CKJIQJHOCTI,  OOYMCIEeHHS  AKoro  30ajaHCcOBaHE 3a  JOMOMOIOK  METOAY
€KCIIOHCHITIAIBHOTO KOB3HOTO cepeauboro (EMA) s yHUKHEHHS pi3KUX KOJWBaHb Ta
3a0e3nedeHHs CTaOIPHOCTI pO3paxyHKIB.

4. [Iporpamua pearnizartist Moayist B cepenoBuiii Unity 6 Ha MoB1 C# 0azyeTbes
Ha 00'€KTHO-OPIEHTOBAHMX TMIAX0/axX 1 maTepHax mpoektyBaHHsa Singleton ta Observer.
Ile 103BONMIIO CTBOPUTH 130JbOBaHy aApXITEKTYpy, A€ 301p TeleMeTpii, OLIIHIOBAaHHS
naHuX Ta O6e3nocepeaHs Moaudikailis CBITY PO3AUICHI MK OKPEMHUMHU KOMIIOHEHTaMH,
3a0e3meuyroun ciabke 3B'A3yBaHHS Kony. BukoHaB4a cucTeMa MOIYJs IIJIaBHO
IHTEPIIOJIIOE TaKi MapaMeTpu irpOBOTO MPOIECY, K IHTCHCUBHICTH IOSBH, IIBHIKICTH
pyXy Ta CHJIy aTak BOpPOTiB, MEPEMHUKAIOYNCh MK aJaNTUBHAUMH pEXUMaMu Assist,
Neutral Ta Challenge, a Takox MUTTEBO pearye Ha 3aru0enb IpaBls LUISIXOM 3HUKEHHS

TUCKY CEpEIOBHUIIIA.
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5. [IpoBenene TecTyBaHHs, 1110 OXOMMIIO EPEBIPKY 300py METPUK, BaJiAALIII0
PO3paxyHKOBHUX (DOPMYJI Ta OIIHKY JIOTIKH ITEPEMHUKAHHS CTaH1B, TTOBHICTIO ITiITBEPIUIIO
Mpane3IaTHICTh Ta HAIIHHICTh CTBOPEHOTO pIIICHHS. [HTErpoBaHW MeEXaHi3M
TUMYacoBOT0 cooldown Ta alIropuT™M KOB3HOT'O BIKHA CIIOCTEPEKEHHS YCYHYIIH BUSIBIICHI
]I 9ac po3poOKH MpoOIeMH MepexTiHHS pexuMiB. [IpodimtoBaHHS MPOAYKTUBHOCTI
Mokaszayno, o (YHKIIOHYBaHHS MOJYJS Ma€ MiHIMAJIbHHUM, MPAKTUUYHO HEMOMITHUMN

BILIMB HA YaCTOTY KaJIpiB, 10 JIOBOJAUTH HOTO BUCOKY €(hEKTUBHICTD.
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Jememoxk T.B.
Cryaent 4 kypey OKIT 3YHY
Haykosuit kepiBHHK K.T.H., gouent 3aropoans [LL, kadeapa IOCY 3VHY

IPOTPAMHHI MOJVJIb AJAINITUBHOI CKJIAJTHOCTI TEUMILIEIO B
2D-IF'PAX HA UNITY

Beryn. Cywacha iHAYCTpIs BIACOITOP AKTHBHO BHKOPHCTOBYE IHTCJICKTYQIbHI MCXaHI3MH
azanTtauii iIrpoBoro Mpouecy Ulst MiABHUICHHS 3a1yUCHOCTI Ta 3a10BOJICHOCTI KOpHCTyBauiB. OHuM
13 TAKMX MCXaHI3MIB € JAuHaMiuHe HajawTyBanus ckiagsocti (Dynamic Difficulty Adjustment,
DDA), sKe 203BOJIS€ ABTOMATHUHO 3MIHIOBATH NAPAMCTPH I'PH BIANOBIIHO /10 PIBHS MAHCTCPHOCTI
rpaBus. BHKOPHCTaHHS aJanTHBHHX CHCTCM CKJIQIHOCTI CHPHSE NUITPHMAHHIO OanaHcy MK
BHK/IMKOM Ta MOA/IMBOCTAMH KOPHCTYBAua, 110 NO3HTHBHO BIUIMBAE HA IPOBHIT 0CBI, MOTHBALIKO
Ta TPHUBANCTL B3aeMoaAll 3 rpowo. Oco0aMBO aKTYAILHHM € BIPOBUKCHHA TAaKHX MIJAXOAIB Y
JIMHAMIMHUX irpax xkaupy top-down shooter, ji¢ CKJIaAHICTh IFPOBOrO NPOLECCY CYTTEBO BIUIMBAE HA
piBCHb 3auiKaBiacHOCTI rpasus [1-3].

Mocranosa 3aaayi. Meroio poborn € po3poOka npOrpaMHOro MOJYJIs a1anTHBHOT CKJIHOCTI
JUISt JIBOBUMIPHOT rpu kaupy top-down shooter na niargopsmi Unity, sikuii 3a0¢3neuye aBroMaTnuse
KOPHI'YBAHHS NAPAMCTPIB I'CiMIUICIO BUNOBIAHO 10 NOTOYHHX NOKA3HHKIB ¢CKTHBHOCTI rpaBus.
O0'eKTOM AOCHIKCHHS € MPOLCC JAMHAMIMHOIO OAJIAHCYBAHHS CKJIAJHOCTI Y KOMI'IOTCPHHX Irpax.
IIpeaMeTom J0CHIUKCHHS BUCTYNAIOTH MCTO/H OLIHIOBAHHSA NPOAYKTHBHOCTI IPABLS Ta AIFOPHTMH
QJIANTHBHOT 3MIHH APAMCTPIB I'POBOIO CCPEAOBHILA HA OCHOBI OTPHMAHHUX NMOKA3HUKIB.

Ocuosuuii marepian. Y npoueci JocaizkeHns 0y10 NPOBEACHO aHAMI3 ICHYIOUHX MXO01IB 10
peanizauii CHCTCM aIanTHBHOT CK/IAZIHOCTI B KOMITIOTCPHHX irpax. PO3risny 1o 4OTHPH OCHOBHI Ipy M
MCTO/UIB: CHCTCMH 31 CTATHYHHM BHOOPOM PIBHS CKJIAHOCTI, NPABHJIOBI CHCTEMH, IIJIX0/H HA OCHOBI
MAlIHHHOIO HABYAHHS Ta MCTPHUHO-0a30Bani MeTou. [TopIBHAIBLHMIT aHA/I3 10KA3AB, 110 MCTPHYHO-
OasoBaHMil MIAXIL MOEAHYE JOCTATHIO THYYKICTh, BIIHOCHY NPOCTOTY peamisauii Ta BUICYTHICTH
nOTPedH y NONCPEAHBLO MIArOTOBICHHX HABYAILHUX JaHHX, 10 POOHTH HOro HaiidLIbLI NpHAATHHM
JUISt BHKOPHCTAHHS B IrPOBUX npoexTax Ha mardgopmi Unity [4].

Jlis peanizauii nporpaMHoro mojayias Oysno CHPOEKTOBAHO MOAYJIBHY apXiTCKTypy, 110
CKJIAJAETLCA 3 JICKUILKOX B32€MONOB'S3aHHX KOMIOHCHTIB. LICHTPAIBHHM CJICMCHTOM CHCTCMH €
MOAy/IbL 300py TCACMCTPHUHMX JaHMX, sKHil (IKCye KIIO4OBI IrpoBi noaii Ta nepeaae ix a0
MJICHCTCMH  OLIHIOBAHHSA NPOJAYKTHBHOCTI rpasus. Ha OCHOBI OTpMMaHMX AaHHMX 31HCHIOETBCS
PO3PAXYHOK MOKA3HHUKIB CHCKTHBHOCTI Tda BH3HAUCHHSA IOTOYHOrO PIBHA CKJIAAHOCTI IPH.
ApxiTeKkTypa nody10BaHa 3a NPHHLUMIIOM CJIa0KOT0 38'A3YBAHHS KOMIIOHCHTIB YCPE3 MCXAHI3M MO,
110 3a0e3neuye MOAIMBICTS NOAAILUIONO po3NpeHHs Gynxkuionany 6¢3 3HAYHHX 3MIH Y CTPYKTYPI
NPOrpaMHoro 3abe3neucHHs.

JList OMiHIOBAHHS NPOAYKTHBHOCTI IPABLS BHKOPHCTOBYIOTLCS TPH OCHOBHI OKA3HHKH:

—TOUHICTH cTpiALOH (Accuracy);

—KUILKICTb 3HHILCHHX cynpoTuBHHKIB 32 XBunny (Kills Per Minute, KPM):

—PiBCHb OTPHMAHNX YIIKODKCHD 3a XBianHy (Damage Per Minute, DPM).

Ha 0cHOBI 3a3HAYCHHX MOKA3HUKIB 00UHCIIOETLCS IHTCrpaIbHMIT 1HCKe cknaanocti Difficulty
Index (DI), skuit BigoOpaae piBeHb YCHIIIHOCTI IPaBUs Y MNOTOYHI irposiil curyawi. Jiis
3a0e3neycHns crabuibHOCTI OLIHIOBAHHS BHKOPHCTOBY€TBCA MCXAHI3M CKCIIOHCHLIIBHOIO KOB3HOIO
CCPE/IHBOIO, 10 J03BOJISE 3IIAUKYBATH KOPOTKOUACHI KOJIMBAHHS IMOKA3HUKIB T4 YHHKATH PI3KHX
3MIH CKJIQHOCTI BHAC/II0K BHIIAAKOBHX IOMHIOK KOpHCTYBava [5].

3anexno Bia 3HaucHHs injckcy DI cucrema aBromarnuno o0Mpae OaMH i3 TPLOX PEKHMIB
(yHKUIOHYBaHHS:

—AsSiSt — PCKHM CHPOLICHHS TPH;

—Neutral — Gasosuii pexkum;

—Challenge — penm miBHLICHOT CKIAAHOCTI.

IMepemuKkanHs MDK PCKHMAMH 3IHCHIOETHCS HA OCHOBI BH3HAYCHHX [OPOrOBHX 3HAYCHB
ijaekey cknaanocti. Jiis 3anoGiranHs yacToMy MCPCMHKAHHIO PCKHMIB PCATIZ0OBAHO MCXAHIZM
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yacoBoi 3arpumku (cooldown), sikmii 3abesncuye naasnicTs agantauii. Jlogarkoso nepeabaucHo
MCXAHI3M aBTOMATHYHOIO 3HHKCHHS CKJIAIHOCTI nmicas 3arnbeni nepcoHaxa, o A03BOIsAE IPaBLIO
IIBH/LLC BIAHOBHTH KOHTPO/Ib HAJl CHTYALIEIO TA NPOAOBKHTH IIPOXOUKCHHS I'PH.

Pospobnennit  moayns  peanisosano  y  Bursai sty MonoBcehaviour-koMnoneHTis,
posmimennx Ha o0'exkti _Systems: TelemetryManager (30ip noaiit uepes narepu Observer),
EvaluationEngine (o6uncnenns merpux i DI), StrategyManager (xaacudikauis DI B pexnmn Assist /
Neutral / Challenge), ParameterAdjuster (3acrocysanns napamerpis) Ta DebugDdaUI (sinobpanenns
cTany nij yac recrysanus ). OHOHANPABICHMIT NOTIK AaHHUX 1 C/1a0KC 3B'13yBaHHS KOMIIOHCHTIB UCpes3
C#-noaii 3a6e3neuyloTh MOY/ILHICTL CHCTCMH.

Jlis OMIHKM NPOAYKTHBHOCTI TIPABUS BHKOPHCTOBYIOTHCH TPH HOPMII3OBAHI MCTPHKH:
TOUHICTH CTPLILOHM (Accuracy), KUIBKICTD 3HHUICHNX Boporis 3a xsuauny (KPM) ta orpumana mkoaa
3a xuwinny (DPM). Boun ob'eanyiorses B interpanbumit nokasuux Difficulty Index (DI) 3a

dopmyoro [4]:
DI = 0.25 x Accuracy + 0.35 x SurvivabilityScore + 0.40 x AggressionScore,

ae SurvivabilityScore = 1 /(1 + DPM / 80) - nopmasnizoBanmii nokasHuK BikHBaHHs; AggressionScore
=KPM / 12 - nopMani3oBanHii NOKa3HHUK arpeCHBHOCTI.

3nauenns DI snaxoaurses B gianasoni [0; 1], ae snauenns, 6ausske 10 1, o3navae, mo rpaseus
JICTKO CHPABASETLCS 3 MOTOMHOKW ckinaguicTio. s crabunizanii noOKasHMKa 3aCTOCOBYETHCH
CKCroHeHUwIbHEe KoB3He cepeane (EMA) 3 koediuientom a = 0.3, w0 yHCMOAIMBIIOE PI3Ki
konusanus DI npu koporkouacHux nomuikax rpasus [6].

StrategyManager nopistioe norouse DI 3 asoma noporamu (diMin = 0.35, diMax = 0.65) i
MCPEMHKAE OJIMH 13 TPLOX PeKHMIB: Assist (CkaaauicTs 3umkyeTnes), Neutral (6aszosi napamerpn),
Challenge (cknaanicts niasumyerses). Mexanism cooldown rtpusanicrtio 1 cexynaa 3anobirae
HCCTaOUIBHOMY MCPCXTIHHIO PCAKMMIB npu Koansauui DI nodmusy nopory. Ilpu 3arubeni rpasus
cnpausosye Death Reset - DI npunmycoso sumkyerses 10 0.2 uepes npuckopene EMA-3minenns, mo
rapaHTye MUTTEBC MOJICTILCHHS.

Yci napamerpn MOAYIs (IIOPOTOBI 3HAUCHHSA, KOCHILIEHT @, AIana30HH IFPOBHX MAPAMCTPIB 1
KOKHOIO PCAHMY) HAIAWTOBYIOThCS 4epes incriektop Unity Ge3 moandikauii koay 3aBasku
arpubyram [Header] 1 [Range). Le 3abe3neuye q0CTyNHICTb IHCTPYMCHTY JUIS PO3POOHHKIB 13 PI3HHM
PIBHCM TCXHIYHOT MAroToBKH [5].

Bucnoskn. Pospodiennii nporpamumil Moaysis peanizye Merpuuno-6asosanuii maxia go DDA
1 YCYBa€ KJIOUOBI HCIOJMIKH ICHYIOUHX PIILICHL: 3a0¢3meuye arperauiio KUIbKOX MCTPHK 13 BarOBHMH
Koe(iieHTaMu, NIaBHI NCPEXOAH MK PIBHAMH CKJIAJHOCTI UCPE3 MiHIHHY IHTCPIONAUIIO Ta NOBHY
MOAY/IBHICTE apxiTekTypH. Moayas mMoxe Oytn niakmouchuit 10 Oyab-sxoi 2D-rpu na Unity Ge3
CYTTEBHX 3MIH Yy CTPYKTYpI npoexty. ITpaktiuna anpodauis niarsepanna ¢eKTHBHICTL CHCTCMHU: Y
pexnmi Challenge rpa BiguyBanace 3HaUHO IHTCHCHBHILLOWO, Y PCAHMMI ASSISt - aBaia JOCTATHBO
4acy juisl BUIHOBJICHHS, NIPH LBOMY ICPEXO/H MIZK PCKHMAMH 3AIHIIATHCH HCTOMITHHMH JUIS IPABLS.
[TepeneKTHBOI0 NOAANBIIONO PO3BHTKY € PO3IMPCHHA HAOOPY MCTPHK Ta JOC/IIKCHHS MOKIHBOCTI
iHTerpauii serkoi ML-mozesni u1s TOUHIIOro NporHo3yBaHHs ONTHMAIBHOT CKJIaHOCTI.
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Honatok b
JIiCTUHT OCHOBHOTO MPOTPAMHOTO KOAY

b.1 - Jlictuar ¢aiiny EvaluationEngine.cs

using System;
using System.Diagnostics;
using UnityEngine;

/Il <summary>

/// Obuncitoe iHTErpanbHUI Noka3HUK epexruBHOCcTI rpasi (Difficulty Index, DI)

/// Ha OCHOBI TeTEMETPUYHUX JaHHUX, oTpuManux Bix TelemetryManager.

/Il 3acTocoBye excrioHeHuianbHe 3riapKkyBands (EMA) st crabinizanii nokasHuka.

/Il </summary>

public class EvaluationEngine : MonoBehaviour

{
/Il <summary>TToTounuii inTerpaibHui MOKa3HUK e(heKTUBHOCTI rpaBLs, y aianaszoui [0, 1].</summary>
[Range(0f, 1f)] public float di;
/Il <summary>KoeoirieHT ekcrioHeHIiabHOTo 3riuauKkyBants (EMA).</summary>
[Range(0f, 1f)] public float alpha = 0.3f;
/Il <summary>P03Mip KOB3HOr0 BiKHA OILIIHIOBAaHHS, Y CEKyHAaX.</summary>
public float windowSeconds = 90f;

/ Metpuku

public int shots, hits;

public int kills;

public float damageTaken; // cymapHo 3a BikHO
public float elapsed; // cexyHn y BikHi

/Il <summary>TouHicTb cTpinbOM rpaBLd, y aianasosi [0, 1].</summary>

public float Accuracy => shots > 0 ? (float)hits / shots : Of;

/Il <summary>KiIbKiCTh 3HUIIEHNX BOPOTIB 32 XBIIIMHY.</summary>

public float KillsPerMin => elapsed > 0 ? (kills / elapsed) * 60f : Of;

/Il <summary>KinbKkicTh OTpUMaHOT IIKOAN 33 XBUJIMHY.</summary>

public float DamagePerMin => elapsed > 0 ? (damageTaken / elapsed) * 60f : Of;

float tick;

/Il <summary>ITiznucyerbes Ha noaii TelemetryManager npu aktuBanii 06'exra.</summary>
void OnEnable()
{

var t = TelemetryManager.Instance;

if (t == null) return;

t.OnEnemyKilled += OnKill;

t.OnPlayerHit += OnHit;

t.OnShotFiredHit += OnShotReport;

t.OnPlayerDeath += OnDeath;

/Il <summary>Bignucyerscst Bin noaiit TelemetryManager npu feaktuBaii 00'ekra.</summary>
void OnDisable()
{

var t = TelemetryManager.Instance;

if (t == null) return;

t.OnEnemyKilled -= OnK:ill;

t.OnPlayerHit -= OnHit;

t.OnShotFiredHit -= OnShotReport;

t.OnPlayerDeath -= OnDeath;
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/Il <summary>
/// Pa3 Ha cexyHny nepepaxoBye DI Ta 3acTocoBye 3a0yBaHHs CTapHUX MOAIN
/Il'y Mexax KoB3HOTO BikHA. JIIUMIIbHUK peasi3oBaHO 0e3 BUKOPHCTaHHS
/I xopyTuH, 100 yHUKHYTH 3aiiBux Buaitens nam'sti (GC allocation).
/Il </summary>
void Update()
{
if (Time.frameCount == 1) Debug.Log("[DDA] EvaluationEngine active");
float dt = Time.deltaTime;
elapsed = Mathf. Min(windowSeconds, elapsed + dt);
tick += dt;
if (tick >= 1f) // pa3 Ha cexynuy
{
tick = Of;
RecomputeDI();
DecayTowardsWindow();
}
}

/Il <summary>
/// OGuuCITIOE HOPMaITi30BaHi METPUKHU (TOYHICTh, BUKWBAHHS, arPECUBHICTD),
/] arperye iX y 3BakeHy cymy Ta 3actocoBye EMA-3rnampkyBanns g0 DI
/Il </summary>
void RecomputeDI()
{
/I Hopmauizais go [0..1]
float acc = Mathf.Clamp0O1(Accuracy);
float surv = Mathf.ClampO1(1f / (1f + DamagePerMin / 80f)); // Ginbe mxoam -> HIKYIE
float aggr = Mathf.Clamp01(KillsPerMin / 12f); /112 kpm ~ 1.0
float raw = 0.25f * acc + 0.35f * surv + 0.40f * aggr;
di = Mathf.Lerp(di, raw, alpha);

/Il <summary>IToctyrnoBo "3a0yBa€" ctapi HaKOIMUYEHI METPUKHU B MEXKaxX KOB3HOI0 BiKHA.</summary>
void DecayTowardsWindow()
{

kills = Mathf.Max(O0, kills - 1);

damageTaken = Mathf Max(0f, damageTaken - 5f);

/1 shots/hits 3anuiraemo — iX KOPUTyeMO HOBHMH 3BiTaMH

}

/Il <summary>O06poOHuk moaii BOMBCTBA Bopora.</summary>

void OnKill(int value) { kills +=1; }

/Il <summary>O0poOHHK 1OAiT OTPUMAaHHS MIKO/IH.</summary>

void OnHit(float dmg) { damageTaken += dmg; }

/Il <summary>O0poOHHUK 3BiTY IIPO CTPiNBOY.</summary>

void OnShotReport(int s, int h) { shots += s; hits +=h; }

/Il <summary>O0poOHHK CMEPTi TPaBIs: MPUMYCOBO 3HIKYE DI 115 METTEBOTO MoOJIErIeHHS . </summary>
void OnDeath() { di = Mathf.Lerp(di, 0.2f, 0.8f); }

b.2 - Jlictunr ¢ainy ParameterAdjuster.cs

using UnityEngine;
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/Il <summary>

/I 3acTocoBye TapaMeTpyu 0OPaHOTO PEKUMY CKIAIHOCTI JI0 IrPOBHUX 00'€KTIB!

/// mnaBHO 3MIHIOE YaCTOTY MOSBH, IBUIKICTD 1 KOy Boporis yepe3 EnemySpawner.

/Il </summary>

public class ParameterAdjuster : MonoBehaviour

{

[Header("Refs")]

public EnemySpawner spawner;

[Header("Spawn")]
public float assistSpawnFactor = -0.25f;
public float challengeSpawnFactor = 0.25f;

[Header("Enemy Speed")]
public float assistSpeedFactor = -0.20f;
public float challengeSpeedFactor = 0.25f;

[Header("Enemy Damage")]
public float assistDamageFactor = -0.25f;

public float challengeDamageFactor = 0.30f;

[Header("Smoothing")]
public float smoothing = 2f;

float targetSpawnMult = 1f;

float currentSpawnMult = 1f;

float targetSpeedMult = 1f;
float currentSpeedMult = 1f;

float targetDamageMult = 1f;

float currentDamageMult = 1f;

/Il <summary>IToTounnii pakTHIHII MHOKHHK YaCTOTH TIOSIBU BOPOTiB.</summary>
public float CurrentSpawnMultiplier => currentSpawnMult;

/Il <summary>IToTouHnii (aKTHIHUI MHOXHHK ITBUIKOCTI BOPOTiB.</summary>
public float CurrentSpeedMultiplier => currentSpeedMult;

/Il <summary>ITorounuit hpaKTHUHUI MHOMKHHK IIKOAM BOPOTiB.</summary>

public float CurrentDamageMultiplier => currentDamageMult;

/Il <summary>
/// 1110kaipOBO TITABHO 3MIHIO€ TIOTOYHI MHOKHHKHU Y HANPSIMKY LIJTbOBUX 3HAYCHb
/// Ta nepenae ix y EnemySpawner.

/Il </summary>
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void Update()

{
currentSpawnMult = Mathf.Lerp(currentSpawnMult, targetSpawnMult, smoothing * Time.deltaTime);
currentSpeedMult = Mathf.Lerp(currentSpeedMult, targetSpeedMult, smoothing * Time.deltaTime);

currentDamageMult = Mathf. Lerp(currentDamageMult, targetDamageMult, smoothing * Time.deltaTime);

if (spawner)
{
spawner.SetPressureMultiplier(currentSpawnMult);

spawner.SetEnemyMultipliers(currentSpeedMult, currentDamageMult);

/Il <summary>BcTaHOBIIIOE LiBOBI MHOKHUKH TTapaMeTPiB BIIOBIIHO 10 00PAHOr0 pexnuMy CKJIaJHOCTI.</summary>
/Il <param name="mode">Pexum cxmagHocTi (Assist, Neutral abo Challenge).</param>

public void ApplyMode(DdaMode mode)

{
switch (mode)
{
case DdaMode.Assist:
targetSpawnMult = 1f + assistSpawnFactor;
targetSpeedMult = 1f + assistSpeedFactor;
targetDamageMult = 1f + assistDamageFactor;
break;
case DdaMode.Challenge:
targetSpawnMult = 1f + challengeSpawnFactor;
targetSpeedMult = 1f + challengeSpeedFactor;
targetDamageMult = 1f + challengeDamageFactor;
break;
default:
targetSpawnMult = 1f;
targetSpeedMult = 1f;
targetDamageMult = 1f;
break;
}
}

b.3- Jlictunr daitny StrategyManager.cs

using System.Diagnostics;

using UnityEngine;
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/Il <summary>ITepenik MOXKIUBHX PEKUMIB CKIAHOCTI IpU.</summary>

public enum DdaMode { Assist, Neutral, Challenge }

/Il <summary>

/// Bu3Ha4yae MOTOYHUI PEXKUM CKITaHOCTI Ha ocHOBI DI Ta OporoBux 3Ha4eHb,

/I 3acTocoBye MexaHi3M 3aTpuMKH (cooldown) [ust 3armo0iraHHs YacTomMy

//] mepeMUKaHHIO PEXKUMIB.

/Il </summary>

public class StrategyManager : MonoBehaviour

{

/Il <summary>HwkHiii mopi DI, Hikue sKOro akTUBYEThCS peskuM Assist.</summary>
public float diMin = 0.35f;
/Il <summary>Bepx#iii mopi DI, Buie sikoro aktuByetbest pexkum Challenge.</summary>

public float diMax = 0.65f;

/Il <summary>IToTo4uHu# aKTUBHUI PEXKUM CKIAIHOCTI (BioOpakaeThCs B IHCHIEKTOPI [uist ebary).</summary>

public DdaMode mode = DdaMode.Neutral;

EvaluationEngine eval;
Parameter Adjuster adjuster;

float cooldown;

/I <summary>ABTOMaTHYHO 3HAXOUTh 1OB's3aHi komrnoHeHTH EvaluationEngine Ta ParameterAdjuster Ha cueni.</summary>
void Awake()
{

eval = FindFirstObjectByType<EvaluationEngine>();

adjuster = FindFirstObjectByType<ParameterAdjuster>();

if (‘eval) Debug.LogError("[DDA] StrategyManager: EvaluationEngine not found");
if (ladjuster) Debug.LogError("[DDA] StrategyManager: ParameterAdjuster not found");

/Il <summary>

/// l1]okaznpoBo nopiBHioe otounuit DI 3 moporoBuMH 3HaYEHHSAMU Ta HEPEMUKAE
/I pexXuM CKIIaHOCTI, SIKIIIO MUHYB IepioJ] 3aTpUMKH (cooldown).

/Il </summary>

void Update()

{

if (leval Il !adjuster) return;

cooldown -= Time.deltaTime;

float di = eval.di;
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DdaMode newMode =
di < diMin ? DdaMode.Assist :
di > diMax ? DdaMode.Challenge :
DdaMode.Neutral,

if (newMode != mode && cooldown <= 0f)
{
mode = newMode;
adjuster.ApplyMode(mode);

cooldown = 1.0f;

Debug.Log($"[DDA] Mode -> {mode} | DI={di:F2} | Range={diMin:F2 }-{diMax:F2}");

}
b.4 - Jlictunr ¢aitny TelemetryManager.cs

using System;

using UnityEngine;

/Il <summary>

/I Singleton-menemkep Tenemerpii. [IpuiiMae curHamu Bif irpOBUX CKPHIITIB

/// (BOMBCTBO BOpOTra, OTPUMAaHHS IIKO/IH, TIOCTPiJ, CMEPTh IPABIIs) Ta PO3CHIIAE
/I ix siK TIOIT MIATTMCHUKAM Yepe3 cla0OKe 3B'I3yBaHHS KOMIIOHEHTIB.

/Il </[summary>

public class TelemetryManager : MonoBehaviour

{

public static TelemetryManager Instance { get; private set; }

/Il <summary>IToxis cmepTi rpaBIpt.</summary>

public event Action OnPlayerDeath;

/I <summary>ITozist BOuBcTBa Bopora. [Tapamerp - ninnicTs/XP BOHTOr0 Bopora.</summary>
public event Action<int> OnEnemyKilled;

/Il <summary>ITozis OTpUMaHHS IIKOAY IpaBLeM. [lapamMeTp - BeM4nHA IMIKOIH. </summary>
public event Action<float> OnPlayerHit;

/Il <summary>Ilogis 3BiTy 1Ipo cTpinbOy. [lapameTpu - KiIbKICTh MOCTPLNIB 1 BIy4aHb.</summary>

public event Action<int, int> OnShotFiredHit;

/Il <summary>

/// Peanizye nartepH Singleton: rapaHTye €JMHUI €K3EMIUISP Ha BCIO TPy
/// Ta 36epirae Oro Mix 3aBaHTa)KEHHSIMH CIICH.

/Il </summary>

void Awake()

{

if (Instance != null && Instance != this) { Destroy(gameObject); return; }
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Instance = this;

DontDestroyOnLoad(gameObject);

/Il <summary>BHUKINKaETbCsI IrPOBUM CKPHUIITOM TPH CMEPTI rpaBIis.</summary>

public void PlayerDeath() => OnPlayerDeath?.Invoke();

/Il <summary>BuKInKa€eTbCsl irpOBUM CKPHIITOM IIPU BOMBCTBI Bopora.</summary>
/Il <param name="value">I{innicTh BOUTOr0 Bopora (XP).</param>

public void EnemyKilled(int value) => OnEnemyKilled?.Invoke(value);

/Il <summary>BuKInKa€eTbCst iIrpOBUM CKPHIITOM IIPU OTPUMAHHI IPaBLEM MIKOJM.</summary>
/Il <param name="dmg">Bennuuuna oTpuMaHoi MKo1U.</param>

public void PlayerHit(float dmg) => OnPlayerHit?.Invoke(dmg);

/Il <summary>BHKIMKAETHCS IrPOBUM CKPHUIITOM ITICIIsl KOXKHOTO TMOCTPLTy.</summary>
/Il <param name="shots">KipKicTh 3p00JIEHIX MOCTPLITIB.</param>
/Il <param name="hits">KinpKicTp Biy4aHp.</param>

public void ShotReport(int shots, int hits) => OnShotFiredHit?.Invoke(shots, hits);
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