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Amnpo0aiiist pe3ysbTaTiB poooTH

d5e16f5al12e9

VK 004.514

BATATOKPHUTEPIAJIBHA ONTTHMIBALLSE MEXAHIKH
BHTPHBAJIOCTI LIS ITP PIBHUX KAHPIB
CHotolRNEK O. B.
Hayxosuit kepisnnk — k.11, goi. Uynpuna A, C.
Xapkiscokuii HaLioHWILHMIT yHiBepenTer pagioenektponikn, kad. ITI,
m. Xapkis, Ykpaina
e-mail: oleksandrslobodianyk@nure.ua
This research highlights the importance of multicriteria optimization in the
gaming industry to enhance gameplay and immersion. It examines the
mechanics of realistic endurance in games like "Project Zomboid" and "Squad.”
identifying key criteria such as fatigue, injuries, hunger, and jumps, The authors
emphasize the significance of selecting criteria that support immersion without
negatively affecting gameplay. They conclude that multicriteria optimization is
the key to synergizing all endurance parameters in the gaming environment.

B ocrammi uwack B irposiit imaycrpii  Tema  SaraTokpHTepiaibmol
ONTHMIZAINT CTAC AKTYAILHHM | NEepenexTuRinm Jocaivxennasm. Cyuacua
IHAYCTPIA BIACOINOP NOCTIHHO 3pOCTac, BHMOIM 0 AKOCTI NPOAYKTIE Ta iX
ICHMILICIO CTAIOTH BHILHMM, @ IrpoBI KOHCOAI T MCPCOHAIbHI KOMI HOTCPH
craorh Bee Oinbiy noryauumi. Hepes taky IMidy po3BHTKY Ta TCXHONOriH
CYMACH POIPOOHMKH NMOBMHHI BHKOPHCTOBYBATH CKASJAHIII MCXAHIKH, AKi, B
CROIO uepry, noTpedyioTh HassnocTi Gusiol kiawkoeTi kputepiin. Came Ty
3'seagcrees norpeba 8 Garatokpurepiansuiit  omrumizail. Ils  obnacts
AOCAUIKCHD BIAKPHBAC HOBI HCPCHCKTHBH IS CTBOPCHHA YHIKIBHHX irop,
CHPHAIOYH NOKPALICHHIO BLATBOPIOBAHOCTI T IMMEPCIT B IrPOBOMY CCPELOBHILL.

Baratokpirepiaistiii XapaKTep BHHMKAC Y BHOQIKAX, KOAH NOTPIGHO
OLIHHTH SKICTH MOJRTIOIOYOTO NPOLECY 33 KUTbKOMA KPHTEPISMH OIHOUYACHO
[1]. ¥ Bunagky pisHHX MEXaHik B irpax, a came MEXaHiku peamicTHyHol
BHTPHBLIOCT], MOAHA BHALIHTH BCAMKY KUIBKICTH KPHTCPIIB. BAra rojlOBHOIO
NEPCoHaKyY, MO0 MOKAIHHKN BHTPHBAJOCTI Ta CHAH, Bara HOro iMBEHTAPIO,
wactora cTpudkis, wactora Giry, HassHICTL petieii B pykax Tomo, Cepea uworo
Tpeba BHOKpeMHTH NOTPIOHI KpUTepil Ana po3pobHIKa, 6a3yIOUHCH HA BHMOTAX
AaHpy, refimmierd ra cknagnocri,. Orke, merow pobGorn € abGerpaxuis
HCOOXLAMMX KPHTCPITB [UIA PCaiCTHYHOT BHTPHBANOCTI, X fararokpurIepiaibHa
OllI“Mi'lmlil Ta sHINavcHus ClyllCllill BILIHBY KOAHOIO Kpll'lL‘pilO Ha napamcrp
BHTPHBAIOCTI.

[lepuoyeproro BHOKPEMIECHO HANMONYIAPHIII KpHTepll BHTPHBAIOCTI,
JUist usoro OyJ0 NPoaHANiZOBAHO NPOAYKTH IIPOBOIO PHHKY, AKI MalTh
ABTOPHTCT CCPE/l IPaBUiB, AK peanicruuui irpu, soxpema: «Project Zomboid»
pig pospodnmka The Indie Stone 1a «Squadr» sia pospobunka Offorld
Industries. I'pa «Project Zomboid» wmac jgywe peamicruammit  reiimnueii,
napaMeTp  BHTPHBAIOCTI  BIAMBAE  O3nocepeiibo  Ha  reiiMmaei:  Ha
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NePeCYBaHtA 10 KapTi, MOXKIHBICTE BUKOPHCTOBYBATH 30p0l0 OANAHLOTO (010,
HEPETHHATH NAPKAHM T4 PIsHI NEPEKOAH. BIutus Ha BHTPHBATICTS HOALIRETHCA
HA JIB] KATCropii — 3MCHILCHHA 3ANACY BHTPHBANOCTT Ta NPAME IMCHILCHHS 040K
srrpupanocti. Kiaskicts ouwox swrpupaiocti 1a i sanacy npUxoBaHo Bii
IPARIIR, 3 AHIE CHIVEVITYC IMKATOPAMH T1 KPHTEPIT, 50 SN aKNIRHI T8 MUTHRNOT,
Ha BHTPHEUTICTE, OCHOBHI KPHTEPIT HA BIUIMB 1IAPaMETPa BHTPHBLIOCTI:

= 3HCCHIICHHS!, COHJIMBICTDL, NOPAHCHHSR, 1004, COPAra, CIpax, HaAMIpHA
BArG ~ BIUIMBAIOTL HA MAKCHMANBLHMIL 3anac OMOK BHTPHBAIOCTI, A TOuHiwe
IPUCKOPEHIA TX BHTPAYAHHS,

-6ir, noaauns nepemxon, crpubku, (iMuEl  BOpaBH, B3CMONIA 3
HABKOJIMILHIM CEPEJIOBHILEM — BHTPAYAKOTH HANPAMY O4KH BIHTPHBANOCTI,

I'pa «Squad» mae Giabluy IMMCPCHBHICTB, IC MCHIIY PeiliCTHYHICTD
Mexaniky  surpusatocri.  flapamerp  sHIPHBLIOCT  BIUAMBAC  AMWIC  HA
NCPCCYBAHNA MO KAPTi, & FOAOBHHMH KPHTCPISMH BIUIMRY €: Oir — RuTpavac
OUYKH BHTPHBANOCTI, MOPAHEHHS — BIUIHBAC Ha IIBWIKICTH BHTPA4aHHA OYOK
BHTPHBAIOCTL. OTAE, OCHOBHHMM KPHTEPIAMH NApamMerpy sHIpusanocti tpeba
BHAUMTH Taki, wo He OyAyTs HCIATHBHO BIUIMBATH Ha reiiMmucit rpu 1a
HabmokaTi rpasus 10 Makcumuiniol immepeii [2]. Kpirepii, ski siumsaors na
F0UIBIICHIA a00 IMEHINCHHA RHAKOCTI BHTPAYAHNS OMOK BHTPHBAIOCTI: RAra
IHBEHTAPIO, IHECHICHHA, TONOJ, CNpara, nopaseHns. BOHH BHKOPHCTORYIOTHCS,
AK OKpeMi (POPMYJIH, 1O BIZIHBAIOTH HA 3ArWILHMIA KOCQILIEHT BHTIPAYAHHA
BHTPHBAIOCTI.

Kpurepil, sxi surpadaiors surpusaiticts: 6ir yropy, 6ir aropu, 6ir no
mnomwHl, cTpudkn, npuciaanns. BOHH BHKOPHCTORYIOTHCS 8K peanizailis
Mexanikn BiuTpHBasocti. birein cknanui Al MawTh Giakiunil koediuieHT, skt
BILUIMBAE HA BUTPAMAHHA OMOK BHTpHBanocTi. Hanpuxaas, Gir yropy Gyae Guisi
sarparuum, wik Gir no naowmui, rob6ro sin Marnme Ouabtunii koeditict
prrpadanis. Kpurepii, RKi BHTPAYaioTs BHTPHBANICTL T8 RKI IMCHIIY10TL 800
OUILIIYIOTE  WRHAKICTL 11 BHTpavannd, of'cmyotkes B oany dopmyny
MPAXYHKY BHTPHBANOCTI.

Bel i napaMerpi B3aeMOnoB s3ami — rolod BIUIMBAE HA MAKCHMAAbHY
BAry IMBCHTAPIO TA IHCCHACHHSA, CHNPAra BILIMBAC HA SHECHICHHA TOWLO.
Moxenmo 3pobiTi BHCHOBOK, L0 JUIR CHHEPriMHOT pODOTH BCIX LHX NAPAMCTPIB
Tpeba BHKOPHCTOBYBATH OaraToKpHTepiaakHy onTHmizainiio. Bowa jgonomarae
NOKPAUTH  refiMiielt 18 IMMEPCIIO  LIISXOM  ONTHMIZALET  BHIHAYEHHX
KPHTCPITB, N0 BIVIMBAIOTH HA MCXAHIKY BHTPHBAIOCT] B PISHUX JKaHpax irop.

CHHCOK BHKOPHCTaAHMX JUKCPE:

1. Conference Paper Machine Learning Models Efficiency Analysis for
Image Classification / Problem Smelyakov, K., Honchar, Y., Bohomolov, O.,
Chupryna, A. -~ CEUR Workshop, 3171, pp 942-959, 2022,

2. CORLEY, S. C,, Games with Vector Payoff, Journal of Optimization
Theory and Applications, Vol. 47, pp. 491-498, 1985.
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Crnaiinu npe3eHTarii

NOCNIIKEHHA METOLLIB BAI'A‘TOKPI/ITEPIAJ'IbHO'I'
ONTUMI3ALLII B TEMMAEBI

Cnobopganuk 0. B., IM3m-22-6
HaykoBuit KepiBHUK: poueHT, YynpuHa A. C.
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Pucynok I'.1 — Crnaiig 1
N | Om comrwie” B | s
3 OOCJIOAXEHHSA J

[ocnipxeHHa cnpsamoBaHe Ha po3pobky Ta onTuMisauilo  BaraTokpuTepianbHoi  Mopeni
BWUTPMBANoCTi NepcoHaxa B Bifeoirpax. Lis Mogenb noBuHHa BpaxoByBaTH Pi3Hi (hakTopu, Taki gK Bara
NepcoHaxa, Bara Woro iHBEHTapH, KyT Haxuny MOBepXHi, MoKa3HWK Biry Ta piBeHb 3{opoB'd, Ang
LOCArHEHHS MaKcMManbHoI peanicTUYHOCTI.

06'exTOM [OCRILKEHHS € MeXaHIKW BUTPMUBaNoCTi NepcoHaxa B Bigeoirpax, a Takox anroputMu Ta
MeToauM ix baraToKpuTepianbHOi ONTUMI3aLlii LNg CTBOPEHHS Binbl peanicTMYHOro irpoBoro 4ocBigy.

b ~ \/

N
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Pucynoxk I'.2 — Crnaiig 2
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MIHICTEPCTBO
OCBITH | HAY!
YKPATHM

OcHoBHI Xepena BKUalTb HAYKOBI CTaTTi,
TEXHIUHY JOKYMEeHTaLil Ta NPaKTUUHi NocibHUKK 3
po3pobku irop, Takux gk «Escape from Tarkov» Ta
«Arma 3». BaxnuMBumMmu TeOpeTUYHUMM OCHOBaMM €
npaui 3 isnyHoi Mofeni NepcoHaxis, onNTUMI3aLlii
irpoBMX MexaHiK Ta anropuTMiB cuMynauii isnyHmx
HaBaHTaXeHb.

V 6inblWoCTi HagBHWX Mofenei BUTPUBANOCTI
He BPaxOBYHTbCA BCi KPUTWUHI napameTpu abo ix
B3aeMoflif. IcHye HeobXigHiCTb y KoMmnekcHoMy
nigxomi, 9KuM 61 iHTErpyBaB yci KNOUoBi (aKTopw
ang 3abeaneyeHHs 6inbl peanicTMYHOro irpoBoro
noceigy.
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HAUIOHANbHWA

XAPKIBCHKHA
| YHIBEPCUTET

PARIOENEKTPOHIKM

AHAJI3 AHAJIOlB N ~

Pucynok I'.3 — Cnanipn 3

MIHICTEPCTBO
OCBITH | HAY!
YKPATHM

=/

XAPKIBCHKMA
HAUIOHANBHWA
YHIBEPCUTET
PARIOENEKTPOHIKM

NURE

MOCTAHOBKA 3ALAUI ~

3apaui:

po3pobuUTH TeXHiUHe 3aBaHHA WOL0 MaricTepCbKOro A0CHiAXEHHS;

3HaWTVW Ta NpoaHaniayBaTv TEOPETUUHWIA MaTepian WOoA0 TEMU Ta HanpAMKY AOCTIKEHHS;

npoaHaniayBaTh NPOLYKTU-aHanoru, Ski BUKOPUCTOBYHOTb CXOXi anropuTMu Ta MexaHiku;

BM3HAUMTU OCHOBHi napameTpy, AKi BygyTb BWKOPUCTOBYBATUCS A8 NPOEKTYBaHHA PeanicTUUHOro anroputMy

MeXaHiKu BUTpUBanocTi;

CMPOEeKTYBaTH anropuTM-thopMyny Ta onNTUMi3yBaTy ii hyHKLI Ta napamMeTpy;

CTBOPEHHA NpoToTUny Ang NnpoBefeHHA eKCNepuMeHTy,

NPOBEAEHHS EKCNEPUMEHTY W00 ONTUMAaNbHOrO PilUeHHS ANS CTBOPEHHS anropuTMy-(hopMyny;
3anuc pesynbTaTiB eKCNepuMeHTy oo Nig6opy pisHUX 3HaueHb NapaMeTpiB Ta ix BigHOWeHb (KpUTepiis);
3po6UTH BUCHOBKM LLOA0 MPOBEAEHOr0 aHanidy Ta AOCHiBXKEeHHS.

¢

Pucynok I'.4 — Cnaiin 4
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MIHICTEPCTBO
OCBITH | HAY!
YKPATHM

W |

2 METOJ0J10T4

MeToponoria  BKMuana aHania  icHytlumx
Mofleneii BWTpPUBanocTi, Po3pobKy TeopeTUuHoi
BaraTokpuTepianbHoi Mogeni, il BNpPOBafXeHHa Y
NpoTOTUMI FPU Ta TecTyBaHHS 3a [0MOMOroio
eKCrepuMeHTIB.

BukopucTaHi iHcTpyMeHTM BKntouatoTh Unity
onsa poapobku npototuny, C# ang nporpamyBaHH
irpoOBOI  MOTIKK, @ TaKoX MeToAu UMCEeNbHOro
aHanisy ong ontuMisauii Mmogeni.

XAPKIBCHKHA
| HAUIOHANBHUA
YHIBEPCUTET
NURE PARIOENEKTPOHIKM
\/
Q Unity
(=

2

Pucynok I'.5 — Cnaiin 5

MIHICTEPCTBO
OCBITH | HAY!
YKPATHM

W |

3 ONTUMI3ALIA NAPAMETPIB

W, — Wy LW
WK o e ® POV WK, =
“ Kp a [’Kpma.\' = l’mem * l H’”"““'

AS:OP&' 2y Amt:.\'s.’o;)e
ARy, = 2088 _Tmaxsiors _ 4
Anm.\'slope

» Al\’s.'ope) = R»\) * HHf

S. =100+ ((ky * WK, + k, « WK, + ks

max

e
:

CrtBOpEHHS 3aranbHoi opMynu NigpaxyHKy BUTPUBANOCTI
rpaBus BuMarae iHTerpaLii KinbKox Kno4YoBMX NapameTpis,
TaKWX AK Bara nepcoHaxa, Bara yoro iHBeHTapto, KyT Haxuny
NOBEePXHi, NOKa3HWK Biry Ta nokasHuK 300poB'a. KoxeH 3 Lux
napaMeTpiB Mae CBili BNNMB Ha BUTPUBANICTb, a iX B3aEMopid
CTBOPIOE KOMMNEKCHY MOAenb MoBefiHKM nepcoHaxa. [ng
uboro 6ynu cTBOpeHi OKpeMi OPMynM [ANS  KOXHOMO
napaMeTpy, QKi  BpaxoBylTb  CrmeuudiuHi  BNAMBM  Ha
BUTPMBaNIcTb, a NOTIM Ui (hopMynu KoMBiHylTbCA B EAMHY
3aranbHy dopmyny.

/

v o/ () -

Pucynoxk I'.6 — Craiig 6
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MIHICTEPCTBO TapkmCHOn
w I ocaiTH 1 HAYKIZ | YHIBEPCHTET
YKPATHU NURE PARIOENEKTPOHIKM

3 MPOTOTUNYBAHHSA —

Pospobka npotoTuny moyanacs 3 BU3HAUYEHHS OCHOBHUX
napaMeTpiB nepcoHaxa, AKi HeobXifHO BpaxoByBaTU B Tpi.
Byno BupileHo, Wo NpoToTMN BKNtOYaTUMe TaKi NapaMeTpy, 9K
Bara MepcoHaxa, Bara IHBEHTapto, KyT Haxuny MoBEepXHi,
nokasHuk 6iry Ta nokasHuk 3gopos'a. Lli mapametpu bynu
peTenbHO NpofyMaHi, Wob cTBOPUTU Mofenb MiHIManbHOro
peaniaMy noBefiHKM NepcoHaxa Ansg NpoToTumny.

Pucynok I'.7 — Cnaiin 7

MIHICTEPCTBO
w | OCBITH | HAY|
YKPATHU NURE

e MPOTOTUNYBAHHA -

Pucynok I'.8 — Crnaiig 8
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MIHICTEPCTBO
OCBITH | HAY!
YKPATHM

W |

PE3YJIbTATU EKCMEPUMEHTY

-
~
Ne | Bara Bara igBendTapio | Bixzcotok | Bir | Kyt PesyneTar
MePCOHAKY 30pOB’4 HAXIITY
1 60 0 1% + 0 9.71
2 60 0 100% - 0 13,01
3 60 25 100% + -20 16,06
4 60 40 1% - 15 4.39
S 70 0 100% + 0 10,78
6 70 10 100% - 10 12,04
7 70 10 1% + 10 9.07
8 70 40 100% - -20 3,72
9 100 0 100% + 18 12,74
10 100 25 1% - 0 5.77
11 100 40 100% + -10 6.54
12 100 40 100% - -8 6.24
maLnALE i u )
Pucynok I'.11 — Cnaiig 11
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XAPKIBCbKMA
HAUIOHANbHUA
YHIBEPCUTET
PARIOENEKTPOHIKM

BUCHOBKHU —

PesynbTaToM pocnigxeHHs cTana (opMyna, SKka iHTerpye BCi 3a3HauyeHi napameTpu Ang 06UYUCNEHHS BUTPUBANOCTI
nepcoHaxa. Lis chopMyna po3Bonse TouHo BU3HAYaTH piBEHb BUTPUBANOCTI B 3aNeXHOCTI Bif, 3MIHHUX YMOB rpy, 3abeaneuyioum
Binbl peanicTMUHy NOBeAiHKY MepcoHaxa. BnpoBamkeHHsa wiei (opMynu y irpoBWiA mpolec Aae 3Mory cTBoptoBaTv Ginbly
CKnapHi Ta 3axonntotoui irpoBi cleHapii, Ae rpaBuaM HeobXigHO cTpaTeriyHo mnaHyBaTW CBOI [ii, BpaXxoByHuUM 0BMeXEHHS

BUTPUBANOCTI.

N

MIHICTEPCTBO
‘ OCBITH | HAY Kide’
W yxrainm

—
o’ o,

>~ oV 9,
N T\ /
Pucynoxk I'.13 — Cnaiin 13
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' YHIBEPCUTET
PARIOENEKTPOHIKM

N’

NAKYH 3A YBATY!

N~/ N V \ /
Pucynok I'.14 — Cnaiig 14



JIOJIATOK ]I

58

ExcrniepTHU BUCHOBOK pe3yiIbTaTiB MEPEeBIPKH KBaTi(iKaIiiHoi poOOTH Ha

BiAnoBiAHICTE opopmienHs Bumoram JICTY 3008:2015

Ekcnepruuii BHCHOBOK pe3yiIbTaTIB [EpeBIPKH KBaidikaniinol podotu

CTYIIEHT

(nocaua)

MPOrpaMHol iHKeHepil

{kadeapa)

Cnoboasaauk Onekcanap BaaneHTHHOBHY

3ayBameHHs

| pasEinie, 14", 10 BEThEOB: |

[T13m-22-6

(rpyma)

[Tyuer ACTY
3008-2015

3micT NyHKTY

Cropiika
kBapikatiiHol
pobOTH

|

2

3

7.1 3arajaeHi monoKeHHA

7.3 Hymepauin cTopiHOK 3BITY

7.4 Hymepauin po3aiais, niapo3aiis, NVHKTIB, HNYHETIB

7.5 PHCYHKH

7.6 Tabanui

7.7 llepeniku

7.8 lpumitkn

7.9 Bunockn

7.10 Mopmyau Ta piBUAHHS

T7.11 Mocuaanus

7.13 Cnucok agTopie

7.14 Cropovenust T4 YMOBHI 1103HAKH

7.15 JlomaTkn

3aypaxeHns HeMae

Excnepr
(muamHe)

13.06

2024

Pucynox /1.1 — ExkcniepTHHi1 BUCHOBOK

Osnena OJITHHUK
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CkpunT# NPOTOTUITY

Cxkpunrt Player.cs

using Game.Items;
using UnityEngine;

namespace Game.Player
{
public class Player : MonoBehaviour

{

[SerializeField] private Inventory inventory;

[Header ("Additional Player s Parameters")]

[SerializeField, Range (80f, 120f)] private float maxWeight;
[SerializeField, Range (45f, 60f)] private float minWeight;
[SerializeField] private PlayerPlaceholder playerPlaceholder;

private float _health;
private float _maxHealth;
private float _stamina;
private float _maxstamina;
private float _weight;
private bool _isRun;

private Vector3 _currentPosition;
private float _currentAngle;
private float _currentSpeed;
private float _maxAngleToMove;

public float Health { get { return _health; } set { _health =
Mathf.Clamp (value, 0f, _maxHealth); } }
public float MaxHealth
{
get
{
_maxHealth = 10 * Weight;
return _maxHealth;
}
}

public float Stamina { get { return _stamina; } set { _stamina =
Mathf.Clamp(value, 0f, maxStamina); } }
public float MaxStamina ({
get
{
_maxStamina = (100 + 1 * Weight) * (Health / MaxHealth);
return maxStamina;
}
}
public float Weight { get { return weight; } set { _weight =
value; } }
public float MaxWeight { get { return maxWeight; } set { maxWeight
= value; } }
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public float MinWeight { get { return minWeight; } set { minWeight
= value; } }
public bool IsRun { get { return _isRun; } set { _isRun = value; }
}
public Inventory Inventory { get { return inventory; } set ({
inventory = wvalue; } }
public Vector3 CurrentPosition {
get {
_currentPosition = transform.position;
return _currentPosition;
}
}
public float CurrentAngle ({
get {
Vector3 playerDirection = -transform.up;

if (Physics.Raycast(transform.position, playerDirection,
out RaycastHit hit))
{
Vector3 surfaceNormal = hit.normal;
Vector3 characterForward = transform.forward;
float slopeAngle = Vector3.Angle (Vector3.up,
surfaceNormal) ;
Vector3 slopeDirection =
Vector3.ProjectOnPlane (surfaceNormal, Vector3.up) .normalized;
return _currentAngle = slopeAngle *
Mathf.Sign (Vector3.Dot (slopeDirection, characterForward)) ;
}
else
return _currentAngle = 0f;
}
}
public float CurrentSpeed { get { return _currentSpeed; } set {
_currentSpeed = value; } }
public float MaxAngleToMove {
get {
_maxAngleToMove = -20 * CalculateOverallWeight(0.4f, 0.6f)
+ 60;
return _maxAngleToMove;
}

}
public PlayerPlaceholder PlayerPlaceholder { get { return

playerPlaceholder; } set { playerPlaceholder = value; } }

/// <summary>

/// Calculates the weight coeficient (if MaxWeight = 100, Weight =
60, K = 0)

/// </summary>

/// <returns><b>K</b> - coeficient (from [l] to [2])</returns>

public float CalculatePlayerWeight() => (Weight - MinWeight) /
(MaxWeight - MinWeight) + 1;

/// <summary>

/// Calculates the weight of inventory coeficient

/// </summary>

/// <returns><b>K</b> - coeficient (from [0] to [1l])</returns>

public float CalculateInventoryWeight() => Inventory.Weight /
Inventory.MaxWeight;
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/// <summary>
/// Calculates the overall weight coeficient
/// </summary>
/// <param name="kl">Accounting factor to player weight
coeficient</param>
/// <param name="k2">Accounting factor to inventory weight
coeficient</param>
/// <returns><b>K</b> - coeficient (from [l] to [2])</returns>
public float CalculateOverallWeight (float k1, float k2)
{
float sumK = k1l + k2;
float factKl = 1 / sumK * kl1;
float factk2 = 1 / sumK * k2;

factKl;
2 * factKl + factK2;

float min
float max

return (CalculatePlayerWeight() * factKl +
CalculateInventoryWeight() * factK2 - min) / (max - min) + 1;
}

/// <summary>

/// Calculates the angle coeficient between _player and surface

/// </summary>

/// <returns><b>K</b> - coeficient (from [-1] to [1])</returns>

public float CalculatePlayersAngle() => (CurrentAngle +
MaxAngleToMove) * 2 / (MaxAngleToMove + MaxAngleToMove) - 1;

/// <summary>
/// Calculates the run coeficient
/// </summary>
/// <returns><b>K</b> - coeficient (from [l] to [2])</returns>
public float CalculateRun()
{
if (IsRun)
return 2f;
else
return 1f;

}

/// <summary>
/// Calculate spending stamina per second
/// </summary>
/// <param name="kl">Accounting factor to player angle
coeficient</param>
/// <param name="k2">Accounting factor to player weight
coeficient</param>
/// <param name="k3">Accounting factor to inventory weight
coeficient</param>
/// <returns></returns>
private float CalculateStaminaPerSecond(float k1, float k2, float
k3)
{
float sumK = k1 + k2 + k3;
float factKl = 1 / sumK * kl1;
float factk2 = 1 / sumK * k2;
float factK3 1 / sumK * k3;
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return 100 * ((factKl * CalculatePlayerWeight() + factK2 *
CalculateInventoryWeight () + factK3 * CalculatePlayersAngle()) *
CalculateRun()) * (Health / MaxHealth) ;

}

public void SpendStamina() => Stamina -=
CalculateStaminaPerSecond(3f, 3f, 4f) * Time.deltaTime;

public void RecoverStamina () => Stamina = Mathf.Clamp(Stamina +
CalculatePlayerWeight (), 0f, MaxStamina) ;

}
}

Cxpunrt PlayerController.cs

using UnityEngine;

namespace Game.Player

{
public class PlayerController : MonoBehaviour
{
[SerializeField] private PlayerParameterStorage playerStorage;
[SerializeField] private Player playerPrefab;

private Player _player;
public Player Player { get { return _player; } }

public void SelectPerson(int index)
{
if (_player != null)
Destroy(_player.gameObject) ;

_player = Instantiate (playerPrefab) ;

Instantiate (playerStorage.Players[index] .Model,
_player.PlayerPlaceholder. transform) ;

_player.Weight = playerStorage.Players[index] .Weight;
_player.Stamina = _player.MaxStamina;
_player.Health = player.MaxHealth;

}

public void SelectInventory(float weight) =>
_player.Inventory.Weight = weight;

public void SelectHP(float hp)
{
if (hp == -1)
_player.Health
else
_player.Health

_player.MaxHealth;

hp;



