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This work is devoted to the development and assessment of
an individual morale system for units in Real-Time Strategy (RTS) games,
inspired by the mechanics of StarCraft 2. The basic factors affecting the
psychological state of a unit during combat were considered. A comparative
analysis of combat dynamics and unit survivability with and without the
morale system in the Unity engine is carried out. The results demonstrate that
the presence of morale mechanics introduces non-linear variations in combat
efficiency, altering the average duration of skirmishes and forcing units to
break formation under critical stress. It has been found that implementing
a dynamic morale system significantly deepens tactical micromanagement
and player engagement.

CyuacHuil pO3BUTOK irop >kaHpy cTpateriid B peanbHomy uaci (RTS)
noTpeOye MEepPeOCMUCIIEHHSI KIACMYHUX MEXaHIK, 3aKJaJeHUX IIe B €MOXY
panHix irop Ha kmtant StarCraft abo Warcraft. Tpanumiiini pimeHHs,
JIe IOHIT € JIUIIe Ha0opoM 0a30BUX XaPAKTEPUCTHUK 1 0'€ThCS 3 MAKCUMAIBHOIO
BIlaye€l0 Maro4u HaBiTh | Oan 370pOB's, BHUINIAAAIOTH 3aCTAPUIMMHU Ta
OOMEXYIOTh TaKTHYHMN TMOTeHliand. Taka irpoBa YMOBHICTb CIPOIILYE
po3poOKy, ajie poOuTh 001 MEHII BaplaTUBHUMU. [[EKOHCTPYKLis >KaHpY
BUMAarae BIPOBA/DKEHHsI CHCTEM, J€ 0oiloBa OIMHHIIS CTa€ CaMOCTIHHUM
areHToM, 110 pearye Ha ctpec[1].

Jns peanizamii cMCTeMH 1HAMBIAYaJIbHOI MOpadl B MEXKaX pO3pOOKH
npoekty Ha pywii Unity Oyl0 BHKOPUCTAHO KOMIOHEHTHHH MIAXII.
KosxeH 10HIT oCHaIEeHU KOHTPOJEPOM CTaHy, SIKH B3a€EMOJIE 3 CHCTEMOIO
TpUTEpiB Ha MOJIi 0010. 3a JOMOMOTOI METOJIB CKaHyBaHHS MpPOCTOpY [2]
cUCTEeMa aHaI3y€e OTOUCHHS: (PIKCY€e BTPATU COIO3HUKIB, OTPUMAHY IIKOIY Ta
MPUCYTHICTh JIJAEPCHKUX IOHITIB. [y 30€pexeHHs] MPOJYKTUBHOCTI MHOIO
Oysio TpuiHATE pIIIEHHS 3pOOUTH BINCHKO TPaBId MEHII YHCEIbHUM,
aje OIIbII BUTPUBAJIUM 13 3HAYHO BHIIM YACOM /10 3HHUINEHHST Iiai
(aarm. Time To Kill, nani — TTK [3]). Ile 103BoJsi€ 3HU3UTH HaBaHTAXCHHS
Ha CHCTEeMy TIpH TMiApaXyHKy MoOpali, a TaKoXX HE TepPeBaHTAKUTU
IpaBLs BEJTUKOIO KUTBKICTIO IOHITIB. TaKUM YHHOM pOOISYU MIKPO-KOHTPOJIb
Mopaji Jjg TpaBUs OuUIbII YITKUM Ta 3po3yMuiuM. [lopiBHsIIbHMIA
aHaJli3 po3poOJieHOT cucTeMH 3 KiacuyHUMHU MexaHikamu RTS HaBeneno
B Ta0umi 1.
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Tabmuis 1 — [opiBHSAHHS ICHYIOUHX CUCTEM MOpAJIL.

Kmacuuni RTS Cucremu
0e3 Mopati (Harp., | TJI00aabHOoI/3aroHoBOl | [HAMBITyaIbHA
XapakTepucTrka . :
StarCraft 2, Mopaui (Hamp., cucTeMa Mopali
Warcraft 3) cepis Total War)
OcHoBHUI FOniT € Habopom |Mopans Ta naHika JlunamiaHUH
TIPUHIIUATT 0a30BUX BUPAXOBYIOTHCS JUIsl  |OajaHC MIXK
XapaKTEPUCTHUK. |I[JIOTO 3aroHy abo CTpEcoOM Ta
apMii 3arajaom. J11EpCHKOIO
MIITPAUMKOIO IS
KOXKHOTO IOHITY.
[lepeBaru AOGcomroTHUI Peanictnuna [Tornubnenus
KOHTPOJIb, BUCOKA | CUMYJIALIISI MACOBUX | TAKTUYHOTO
TUHaMIKa, OUTB, cTpaTeriuHa MIKPOKOHTPOJTIO
IpOCTOTA riuHa Ta 3aJy4€HOCTI
OaslaHCyBaHHS MIKPOKOHTPOJTIO. TpaBIIsl.
XapaKTEPUCTHK.
Henomniku IrpoBa ymoBHicTh |['paBerb BTpavae Bucokuii pusuk

poouTH 601 MEHIIT

KOHTPOJIb HaJ MIKPO-

IMCPCBAHTAKCHHS

BaplaTUBHUMH. cuTyauisiMu. Baxxko  |cuctemu pyuiis
3YUTYBATU CTaH OOYHCIICHHSIMU Ta
KOKHOT'O OKPEMOTO KOTHITUBHOTO
O1i11 y HAaTOBIII. IIEPEBAHTAKEHHS
IPaBIl TIPH
BEITUKOMY JIIMIT1
BINCBK.
Pimenns y moiit | BonpoBamkeno Bizyanbuuii inTepdeiic | Biticbko
cucremi mrpadu HaJl TOJIOBOIO KOYKHOTO |3pO0JICHO MEHIIT

(1o TOYHOCTI,
IIIBUJIKOCT1 aTaKH)
Ta CaMOBUJILHUUI
BIJICTYM MpHU
KPUTHIHOMY
CTpecl.

IOHITA JIa€ YiTKE
PO3yMIHHS CTaHy apMii
y HOCTIMHOMY TOJI1

(b oKycy TpaBIis.

YHCEIbHNUM, ajIe

3 BHIIIUM 9acOM
JIO 3HUIIEHHS II1JT1
(TTK)

B ocHOBI MexaHIKM JEXHUTh IWHAMIYHHUKN OaylaHc
JTAepChKo0  miATpuMKOIo. [loTouHuit piBeHb Mopai
t po3paxoBy€eTHCS 32 HACTYITHOIO (POPMYIIOIO:

M(t) = Mbase - (Di * Wstress) + (Aj * Wbuff)
ne Mp,qe — 0a30BUl MOKa3HUK ICHXOJOTIYHOI CTIMKOCTI KOHKPETHOTO THITY
IoHITY; D; — 3apeecTpoBaHi CTpecoBi Mojii B pajaiyci BHAMMOCTI (OTpUMaHa
IKO/1a, CMEPTh COIO3HUKA); Wiress — BATOBUN KOC(DPIIIIEHT BIUIMBY KOHKPETHOTO
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cTpec-hakTopy; A; — MO3MTHBHI aypu BiA APYXKHIX KOMaHAupiB abo emiTHHX
IOHITIB; Wy, ¢ — BaroBuii KoeQillieHT JiepCcTBa.

BnpoBamxkennss 11i€i  MareMaTHdHOT MOJAENI KapAWHAIBLHO 3MIHIOE
naTepHU MOBEAIHKU rpaBis. DOKyC 3MINIYETbCA 3 MPOCTOTO «3AKIIKYBaHHS»
[iJIel Ha YOpaBIiHHS TCUXOJOTIYHMM CTaHOM apMii. ['paBIfo cTae BUTIIHO
¢doxycyBaTu BOroHb Ha o(ilepax CyNpOTHBHUKA, 100 MOCISTH MaHIKy B pAaax
BOpOra Ta OTpUMATH NepeBary Ha noui 6oro. Cuctema BizyaiabHOTO iHTEpdelcy
CUTHAJI3ye TpPO KPUTHUYHUN pIBEHb CTpeCy HaJ TOJIOBOIO IOHITIB, IO
HacamIiepes] 3HaXOIUThCS Y MOCTIHHOMY 1T0JII (POKYCY I'paBlLisl y IEHTPI EKpaHy.
Taka cucrema Qigdbexy nae BYacHE 1 YITKE PO3YyMIHHS CTaHy apMii Ta
IUIAHYBaHHS mojaanplux Ail. FOHITH, 4YnMg Mopanp mnajgae 10 KPUTHYHOL
NO3HAYKH, OTPUMYIOTh IITpagu A0 TOYHOCTI, IIBHJIKOCTI aTaku ab0 MOXKYTb
CaMOBUJIBHO BIJICTYIIMTH, IO POOUTH O€3AyMHE KHJAHHS BIMCHK Ha 3201l BKpai
Hee(EKTUBHUM TaKTUYHHUM PIIICHHSM.

Po3pobnena cucrtema 1HAUBIAYaJbHOI MOpali YCHIIMIHO (DYHKIIIOHYE
B CHUMYJISLIi Ta JOBOJUTH CBOK €(PEKTHUBHICTh Yy MOIIUOJEHH] TEeUMILIEIO.
Bona pno3Bosisie OanaHcyBaTH (pakimii Ta OKpPEMHUX IOHITIB HE JMIIE 32
MOKAa3HUKAMHU IIKOJU Ta 370pPOB'sl, aje il 3a IXHBOIO MCUXOJIOTTYHOIO CTIHKICTIO.
[le sikicHO HOBHM piBeHb AEKOHCTpyKLii RTS, skuil po3mmuproe MOXIMBOCTI
JUIS. CKJIAIHOTO TelM-Iu3aiiHy Ta TEePEOCMUCIICHHS CTaHJAPTHUX II1XO/IIB
710 MIKPOKOHTPOJIIO.
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