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MNPOEKTYBAHHA MOAYJbHOI KPOCILIAT®OPMHOI I'PHU
«ITAIIKN» 3 BUKOPUCTAHHSAM C# TA UNITY

BiHHMIBKWMI HalliOHATEHUH TEXHIYHUHA YHIBEPCUTET

Anomauin

Y cmammi onucano npoyec npoekmysanns mooynvnoi Kpocnaam@popmnoi epu «lllawkuy i3 inmerekmyanvHum
izposum azenmom na ocHogi incmpymenmie C# ma Unity. Busnaueno MooynvHy cmpykmypy 3aCIOCYHKY, WO OXONMIOE
KOMNOHEHMU YAPAGLIHHA OOWKOI0, 00pOOKU Npaesus, nepemiwents gieyp, 06Ky pe3yiemamis ma nogeoiHku doma.
Ieposuil azenm eusnauae npunycmMuMi Xoo0u, KOHMPOMOE 0008’ A3K06e 63AMms pieyp cynepHuxa ma agmomamuyho
obupae naiixpawuii eapianm Oii. Ompumana cucmema CIyiHcums 0OCHOB010 0Ji NOOANbUL020 B0OCKOHANEHHS al20PUMMIE
NPUUHAMMS PIleHb Y T02TYHUX HACMITbHUX [2DaXx.

Kuarouosi ciioBa: C#, Unity, irpoBHif areHT, IIAIIKH, MOTyJIbHA apXiTeKTypa, KpociaTdopMHa po3podka.

Abstract

This paper presents the design of a modular cross-platform checkers game with an intelligent game agent built using
C# and Unity. The modular architecture of the application is defined, covering components for board management, rule
processing, piece movement, score tracking, and bot behavior. The game agent evaluates available moves, enforces
mandatory captures, and automatically selects the optimal action. The resulting system provides a foundation for future
development of decision-making algorithms in logic board games.

Keywords: C#, Unity, game agent, checkers, modular architecture, cross-platform development.

Beryn

HactinbHi joriuHi irpu 3aiiMaroTh OCOOJMBE Miclle cepell JIOCHiPKYBaHMX 3aJad CydacHOTo
NpOrpaMyBaHHs, OCKUIBKU MOETHYIOTh YiTKi (popMasibHI mpaBuia, 0OMEXEHHUH MPOCTIp CTaHIB i mOTpedy
BUPOOJIGHHS onTUManbHOi cTpaterii. ['pa «lllamku» € 3pydHHM TOJITOHOM ISl JTOCIIKEHHS
IHTEJIEKTYalIbHOT MOBEIIHKY aBTOMATH30BaHOTO CYIIEpHUKA Ta MOOYIOBU CHCTEM MPUIHSATTS PillleHb.

s peamizaiii 1poro mpoaykTy obpano riardopmy Unity 3 moBoro C#, 1o 3abesmneuye po3poOKy
KpOCIUIaTQOPMHHUX 3aCTOCYHKIB B MEKaX €JMHOTO MPOEKTY 0e3 IyOtoBaHHS KOy JUIS KOXHOI TUIATQOPMH.
Lls xapaktepuctika poOuth Unity 3pydyHHM CepelOBUINEM JJIsi HPOEKTYBAHHS MOMIYJIBHHX IrPOBHX
3aCTOCYHKIB.

OcHOBHA YacTHHA

[Mporpamuwuii 3actocynok st Tpu «lamkwm» (puc. 1) po3pobieHo Ha matgopmi Unity 3 BHKOpUCTaHHIM
C#. Unity HaJleXUTh OO HAWOUMBII MOMYJISIPHUX IrPOBHX PYIIIiB i Ja€ 3MOTy BUBOJUTH OIHMH IPOEKT HA
KipKox matdopmax — Windows, Android, i0S, Web. Lle cepenosuiue 3ab6e3neuye rpadiunmii intepdeiic,
CUCTEMY CIICH Ta B3aEMOJIII0 MK IrDOBUMH KOMITOHEHTaMH.

3acTocyHOK MOOYJOBaHO 32 MOJIYJBHHM NPHHIIMIIOM, HIO Ja€ 3MOTY PO3IUIMTH (DYHKIIOHAJIHHICTH Ha
HE3aJIeKHI JIOTi1YHI KOMIOHeHTH. KojkeH KOMIOHEHT peaiizoBaHo y Burisani C#-ckpunra B mamui Scripts
npoekty Unity.

J10 OCHOBHHMX MOJIyJIiB CUCTEMH HAJIEKATh:

1. CheckerBoard — BiamoBiiae 3a CTBOpEHHS Ta BiIOOPaXKEHHS irPOBOTO MOJIS;

2. RulesManager — 3a6e3mneuye nepeBipKy MmpaBmiI TPH, MPABUIbHICTH XO/IIB Ta MOYKIJIUBICTD B3SITTS IHAIIOK;

3. MovementManager — peanizye MexaHi3M mepeMilieHHs irpoBux ¢Giryp mo Jomi;

4. GameManager — kepye cTaHaMH I'pH, TOYaTKOM Ta 3aBEPILLIECHHSM MapTii;

5. PlayerControl — 3a6e3neuye B3a€MO1it0 TPaBILs 3 irpOBUM iHTEpdhErcoM;

6. BotControl — peasnizye soriky nmoBeiHKH KOMIT FOTEPHOT'O CYTIEPHHKA;

7. ScoreManager — BiAmoBiae 3a MmiIpaxyHOK pe3yJbTaTiB IPH.



Moayns RulesManager Bigirpae KIt04oBy poiib Y CHCTEMI, OCKIJIBKH BiH KOHTPOJIIOE TOTPUMAHHS IIPABHII
rpu. Y IbOMY MOIYJIi peani3oBaHO MEPEBIPKY MOMYyCTUMOCTI X0y, BU3HAUCHHS MOXIUBOCTI B3ATTS Qirypu
CYIEpHHUKA, & TAKOXK MEPEBIPKY YMOB 3aBEPILICHHS I'PH.

Puc.1. l'osoBHe MeHIO po3pobnenoi rpu «Lllamkny

Oco6nuBy yBary B poOOTi MpUIIEHO peani3auii irpoOBOTO areHTa, sIKMid BUCTYIA€ KOMIT FOTEPHUM CyIIep-
HUKOM ]ISl KOpUCTyBaya (puc.2).
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Puc. 2. Tlporiec rpy 3 BAKOPUCTAHHSM irPOBOTO areHTa

Jlorika areHTa peaiizoBana y ckpurnri BotControl. Anroputm poGoTH areHTa BKIIFOYA€E EKiJbKa CTariB:
1. AHaji3 IOTOYHOTO CTaHy iIrPOBOTO IMOJIS.
2. BusHauyeHHS BCiX MOMKIJIMBUX XO/iB JUISl AOCTYMHUX Qiryp.
3. TlepeBipka HassBHOCTI 000B’SI3KOBOT'O B3STTS IIAIIKH CYIICPHUKA.



4. Bubip onTUMaNBEHOTO 200 BUIIAIKOBOTO JOITYCTUMOTO XO/Y.
5. BukonaHHS BHOPaHOI Jii.

Slxmo Ha irpoBOMY TOJIi IPUCYTHI MOMJIIMBOCTI TSI B3STTS (DIrypu CynepHHKa, areHT oOmpae caMe Iiei
BapiaHT X0y, IO BiJIMOBiIa€ MpaBmiIaM rpr. Y pasi BiACYTHOCTI TaKUX MOXKITMBOCTEH areHT o0upae OuH i3
JOITyCTUMHX XOJIB JUIA NIepeMillieHHs Qirypu.

PeanizoBanmii miaxia hopmye 6a30By MOAENH MOBEAIHKH KOMITIOTEPHOTO CYIEpHHKA, [0 aHAJI3y€e CTaH
TPy Ta BUOMpAE Iito 3TiAHO 3 perinaMeHToM. [lepcrieKTHBOIO PO3BUTKY € BIPOBAKEHHsI allropuTMiB Minimax,
Alpha-Beta pruning a6o MeTO/1iB MAIIMHHOTO HABYAHHSI.

I'padiyna gacTrHA 3aCTOCYHKY peajti3oBaHa 3 BAKOPUCTaHHAM iHcTpyMeHTiB UNity, 1o g03Bos1s€e BigooOpa-
3UTH ITPOBY JONIKY, Birypu Ta iHTepdeiic kopuctysada (puc.3).
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Puc. 3. Irpose nosne mporpamu «Iamkm

[HTEepaKkTHBHA B3a€EMOAIS TPaBLs 3 CUCTEMOIO 3/11HCHIOETHCS Yepe3 00poOKy MOii HATUCKAHHS MMIII Ta
B33a€EMOJII0 3 00’ €KTaMU CLICHH.

[epeBaroto Bukopuctanus Unity € miarpumka kpocratgopmHoi po3podku. Lle n03Boisie koMmiaoBaTu
OJIVH 1 TOW CaMUii TPOEKT ISl Pi3HUX OTEPAIifHUX CHCTeM 0e3 3HAUHUX 3MiH Y KOJi. 3aBIISIKH [IbOMY PO3pO-
OneHuii TporpaMHUK TPOIYKT MOXE OYTH aAanTOBAaHUN AJISl PI3HUX HPUCTPOIB.

Po3pobiiena cucreMa Mae MOJIyJIbHY CTPYKTYPY, L0 3a0€3IeUy€e MOMIIMBICTD 11 ITO1aJIbIIOT0 PO3LIUPEHHS.
30KkpeMa, MOKIIMBE JIOJIAaBAaHHSI HOBUX PEXHMMIB TPH, peaii3allis pi3HUX PiBHIB CKIAJHOCTI KOMI IOTEPHOTO
CYIIEPHHUKA, 8 TAKOXK BIIPOBAKEHHSI MEPEKEBOI0 PEXKUMY T'PH MK KUJIbKOMa KOPHCTYBa4aMu.

BucHoBkn

3a pe3ynbraTamMyd poOOTH CIPOEKTOBAHO i Peai3oBaHO MOJYJIbHHUN KpOCIIaT(GOpMHUIA 3aCTOCYHOK TPH
«Hamxku» Ha ocHOBi C# ta Unity. Cucrema OXOIUIIOE Bi3yali3awlilo irpoBOro mojs, oOpoOKy HpaBui,
nepemimeHas Qiryp Ta B3a€MOAII0 KOpPUCTyBada 3 iHTepdencom.

PearizoBana MoyJibHA apXiTEKTypa OXOIUTIOE HE3aJIe)KHI KOMIOHEHTH: YIPaBIIiHHS JIOLIKOK, KOHTPOJIb
npaBwi, 00poOka XojiB, 00JiK pe3y/bTaTiB Ta Jiorika Oorta. lle cmpolye mnojabiine pPO3MIUPSHHS
(hyHKIIIOHATTLHOCTI Ta CYIMPOBII MPOrPaMHOTO KOITY.

OxpeMy 3BepHEHO yBary Ha IPOEKTYBAHHS irPOBOTO areHTa SIK aBTOMaTH30BAHOTO CYNEPHHUKA. AITOPUTM
00Ta rpyHTY€ThCSI Ha OLIIHII CTaHy MOJIsl, POPMYBaHHI MOMKIIMBUX XOiB 1 BHOOP1 HAXNIPUIAHSATHIIIOTO BapiaHTa
Iii, mo 3a0e3nevye OCHOBHI O3HAKU 1HTENEKTYaJIbHOT MOBEIiHKH.

[lpakTi4Ha MIHHICTE POOOTH TONATAE Y CTBOPEHHI NOBHOQYHKIIOHAIHHOTO KPOCIUIATQOPMHOTO

POrPaMHOTO



3aCTOCYHKY, SIKHI MOKe OyTH BUKOPUCTAHUHN SIK OCHOBA JUIS ITOAJBIINX JIOCIHIHKEHb Y Tally3l po3po0OKH ir-
POBHX CHUCTEM Ta IITYYHOTO 1HTEIEKTY. Y MOAATBIIOMY MOXJIMBE BJJOCKOHAIICHHS CUCTEMH IUISIXOM pealtiza-
11ii ORI CKJIAMHUX AITOPUTMIB MPHHHSATTS PIillleHb, JOJABAHHS Pi3HUX PIBHIB CKJIAIHOCTI TPH Ta PO3IIH-
PEHHST MOXKITUBOCTEH MPOTPaMHOTO 3aCTOCYHKY.
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