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Yomy Taka Tema?

IrpoBa po3pobka - oAnH 3 NPOBIAHUX
HanpsaAMKiB y cdoepi iHdpopmMaLinHNX
TEeXHOMOorin Ta nepcnekTneHa ranysb ons
CyYacHUX nporpamicTis.

CTparteriyHi irpu - nonynapHUN XXaHp B irpoBin
pO3pOo6Li, BaXXSIMBOKO CKIaL0BO SKOrO €
anropuTMn 3HaXOLXKEHHS LUNAXY, KOPUCTb AKUX
BUXOOUTb JarieKo 3a MeXi irpoBoi po3pobku.

CmpameziyHa 2pa Starcraft2




LLlo Take cTpaTteriyHa Bigeorpa?
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TOWER DEFENSE

OcobnuBocTi nigxaHpy:

* IrpoBa MicUEBICTb: NabipnHTK
abo BiOKpMUTUI NPOCTIp.

 Bexi.

o Kpinn.

» Cucrema Haropog,.
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e OAuH 4K KinbkKa rpaBuiB. I'pa y scaupi Tower Defense




Po3noBCloaXeHI anroputMmn 3HaxXoO KeHHS

LLINAXY

-

HeiHgoopmoBaHi:
Bredth First Search
(BFS)

Depth First Search

k (DFS)
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o Anroputm [Jenkctpu
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o Anroputm A*

EBpUCTUYHI:

 Anroputm D*
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MeTaeBpUCTUYHI:
e [eHeTUYHU anropuTm

e OnTtunmizauiqa

MypaLUMHOI KOMOHIl
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OOpaHunim anropnTtm
A*

* [apaHTOBaHO 3HAXOAUTL LUSMIAX, AKLLO
BiH iCHye€.

o OnTmaneHin WNax anga npUUHATHOI
€BPUCTUKN.

* HanonTtumanbHilwe BUKOPUCTOBYE
€BPUCTUKY.

e [lpocTuin B pO3yMiHHI Ta peanisaduil.

e [lpngatHun ona gogaTtkoBuX
HanawTyBaHb Ta ONTUMI3aLiln.
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Lllnsix, no6ydosanuli aszopummom A*




PoboTta anroputmy

Anroputm A* onepye TpboMa BaXXnMBnmMmn
napameTtpamu: f, g, h.

f(n) — napameTp, WO BiANOBIAAE 3HAYEHHIO
3BaXXeHOI Baru By3sna n.

g(n) — BapTICTb WNAXY Bif NO4aTKy LUMSXY
00 By35a n, pyxat4ncb MapLLpyTOM, SIKUI
BXXe OyB 3reHepoBaHuK, WO6 aictaTucs
BYy3na n.

h(n) — npunyLieHa BapTiCTb NepeMilLleHHS
BiJ By3ria n 4o LifibOBOro Byana
(eBpUuCTUHKA).

f=g+h

IHiLianisysamh
BiIKPHUTHA TA
3aKPUTHA CIUCKMN
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OO0&TH Y BiOKPUTHIA

CMWCoK
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ey
3 BiQKPMTOND CMCKY oDpaTtk
U € By3nn y v EyI0N 3 H3dmeHLwn TT3
BiOKPUTOMY CTIMCKY? MEpEHEcTH WOMD Y SSKDUTHA
CIMCOK

MoyaTkosWiA By30N
Hi

LLUnAxy He icHYE.
KiHeus poGoTu
anropuTMy.

baok-cxema pobomu anzopummy

M € Y NoToUHOrD Syand
oCT HE Y

W € noTodHwi syzom\ Hi goc
LinsosuM? 2EKpUTOMY
|

Tak

MoGyoyeama wnax,
DYHERUASE BRI3IEHUREMM
DaTeKIECEK EYaNK BIO

OOpaTi HACTYNHOM
Byana-cyciga anA
MOTOYHOTO BY3Ma.

¥iHL2BOMD Eyana oo
NgUITEQEOID

Ui € Lel By3ony
BIKDUTOMY CTIMCKY?

ax

ODpaxysaTh HoEe
3HaYeHHA g AnA
NoTOYHOTO Cyciga

Lopatv syzon y
BiKPMTHIA cMCoK 3
o0paxosaHumMK
3HauenuAmM T, g, h

3amiHuTK NoToyHe g Ha
HOEE, BCTAHOBHBLLN
DaTbrom uboro syana-

CYCiga NOTOYHMIA EY30N.




3acobu po3pobku




Pesynerat po3pobku

l[os108He meHIo epu Expan mymopiaay




Pesynerat po3pobku
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Expan subopy pisHis Lemoncmpayis i2pogo2o npoyecy
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[ocnigxeHo 0cobaMBOCTI XKaHPY CTPATEriYHUX
Bigeoirop

BnokpemneHo ocobamnsocTi niaxKaHpy Tower Defense
[MpoaHanizoBaHO Pi3Hi aNTOPUTMU 3HAXOAKEHHA
LLINAXY.

Ob6paHo Ta BNPOBaAKeHO anropmutm A* ans Hasirauii
irPOBUX CYTHOCTEMN.

Po3p061eHO NOBHOLHHWI iIrPOBUN NPOAYKT 3
LiKaBUMMN MeXaHiKaMmn, PO3YMHOIO HaBIraui€to

NepCoOHaXiB Ta BJJACHMM Bi3ya/iIbHUM CTUJIEM.

BUCHOBKW
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OAKYIO 3A YBATY!
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