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PE®EPAT

[losicHIOBaJIbHA 3amMCcKa 10 JUIUIOMHOI KBadi(ikaliitHoi poOoTH MaricTpa:
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MATEPIAJIbHUM IHTEP®ENMC, CEPEJOBHUILE BIPTYAJIbHOI
PEAJIBHOCTI, ITPOBUM PVIIII, TTPOTPAMYBAHHS MOBOIO C#,
ITPOBUM 3ACTOCYHOK, ARDUINO, UNITY.

OOG’eKT JOCHIPKEHHS — TIpolleC B3aeMOAIl KOpHCTyBauya 3 IFPOBHUM
CEpellOBUIIIEM Yepe3 MaTepiaabHui 1HTepdeic.

[Ipeamer mocnimXeHHS — METOJM Ta 3aco0M opraizaillii MaTepiaabHOTO
iHTepdeiicy I B3aEMO/I1i KOPUCTYBaya 3 iIrPOBUM CEPEIOBUIIIEM

Merta poOOTH — MOKpaIIeHHS KOPUCTYBAIBKOTO JOCBIY 3 MOOLILHUM
I'POBHMM 3aCTOCYHKOM IIIIXOM peaizallii MaTtepiaabHoro iHTepdeiicy.

Marepianu, MeTOAUM Ta TEXHIYHI 3aco0U: CTPYKTypHE Ta 00’ €KTHO-
opientoBane mporpamyBanus, C#, BlueUnity, Arduino Nano, akcenxepomerp
ADXL345, Bluetooth Serial Module HC-05, Unity, Unity Asset Store, moGinbpHmiA
npuctpiii OnePlus Nord CE 3 Lite, nepcoHanbHuii KOMII'FOTED il yIIPaBIiHHIM
omepariitaoi cuctemu Microsoft Windows 11.

Pesynpratun. CTBOpEeHO MOOUTHHHI ITpPOBHI 3aCTOCYHOK Ta MaTepiaJIbHHIMA
iHTEepdeic I B3aEMO/IIT 3 HUM.

BucHoBku. Po3po0OieHi pillieHHS JO3BOJISIIOTH  TOKPAIUTH  JTOCBIiJ
KOpHUCTYBaua MpH Ipi Ha MOOLTEHOMY MPHUCTPOT.

["ary3bp BUKOpUCTAHHS — ITPOBA IHIYCTPIs.



ABSTRACT

Explanatory note to to the diploma qualifying work of the master:

123 pages, 14 tables, 38 figures, 2 appendices, 37 sources.

MATERIAL INTERFACE, VIRTUAL REALITY ENVIRONMENT,
GAME ENGINE, C# PROGRAMMING, GAME APPLICATION, ARDUINO,
UNITY.

The object of the study is the process of user interaction with the gaming
environment through a material interface.

The subject of the study is methods and means for organizing a material
interface for user interaction with the gaming environment.

The purpose of the work is to improve the user experience with a mobile
gaming application by implementing a material interface.

Materials, methods and technical means: structured and object-oriented
programming, C#, BlueUnity, Arduino Nano, ADXL345 accelerometer, Bluetooth
Serial Module HC-05, Unity, Unity Asset Store, OnePlus Nord CE 3 Lite mobile
device, personal computer running Microsoft Windows 11 operating system.

Results. A mobile gaming application and a material interface for
interacting with it have been created.

Conclusions. The developed solutions allow improving the user experience
when playing on a mobile device.

Industry of use — gaming industry.
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HEPEJIIK CKOPOYEHDb TA YMOBHHUX ITIO3HAK

— Triple-A;

— Communication Port;

— First-Person Shooter;

— Free-To-Play;

— High-Poly;

— Low-Poly;

— Integrated Development Environment;
— Non-Player Character;

— Non-uniform rational B-spline;
— Pay-To-Play;

— Quality Assurance;

— Programmable-Gain Amplifier;
— Role-Playing Games;

— Real-Time Strategy;

— User Interface;

— User Experience;

— MEPCOHAILHUN KOMIT IOTED;

— IIporpaMHe 3a0e3MeUYCHHS.



BCTYII

IrpoBa  1HAYCTpisi  pO3BUBAa€TbCA  HeWMOBIpHMMHM  Temmamu. Ha
CHOTOJIHIIIHIA JIeHb ICHY€ OUIbII HIX MUIBHOH Bifeoirop ta moHaa 30 pi3HHX
kaHpiB. HainmonynsapHimumu skaHpamu irop € action, RPG, micounwii,
CUMYJISITOPH 1 HECKIHYEHH1 paHHepu. Maiike B KOXKHIM KpaiHl CBITY € CBOS
KOMIIaHisl sSIka CTBOPIOE Ta BUITyCKA€E Bifeoirpu. YKpaiHa TakoK Ma€e CBOi KOMITaHii.
HaiiBinomima 3 Hux — 4A Games sika CTBOpHJIa TpH rpu cepii Metro [1].

Jlist B3aeMojIii 3 IrpOBUM CEPEIOBUIIEM BUKOPHCTOBYIOTHCS MaTepiajibHi
iHTepdeiicu. Lle MoxyTh OyTH KiaBiaTypa Ta MulIa, reiimMmaj, irpoma riTapa,
Oapabanu, JOKOMCTHKM Ta 1HIIL. SK 1 11 KOMMO'IOTEPIB ICHYIOTh MarepiajbHI
iHTepdeiicu s MOOUIBHUX MPUCTPOiB. SIKIIO AJi B3a€MOIl 3 KOMII'IOTEPOM
MarepiaapHui 1HTepdelc 11e HeOOXIAHICTh, TO I MOOUIBHUX HPHUCTPOIB BOHH
BUKOPHUCTOBYIOTHCS JUIsI TIOJIMIIEHHS] KOPUCTYBAJIBLHUIIBKOTO JIOCBITY .

Ockutbku MaTepiaibHi 1HTEphEWCcH MaTh JOCUTh BEIUKY IIiHY, a
KOPUCTYBaul XOUyTh B3a€EMOMISATH 3 rpadiunum iHTepdercoM Tak camo, SK I1Ie
BiIOYBA€ETHCS Y PEATBHOMY >KUTTI, TOOTO HE MPOCTO HATUCKATH HAa KHOTKU Ha
€KpaHi, BUYCHI Ta PO3POOHUKH MPOIOBKYIOTh PO3POOISATH HOB1 BUIM MaTepiaTbHUX
iHTEepEHCiB.

O6nacTio nociipkeHHs poOOTH € IrpoBi MOOUIBHI 3aCTOCYHKH Ta
MatepianbHi 1HTepdencH s B3aeMOJIli KOPUCTyBadya 3 ITPOBUM CEPEIOBHUIIEM.
[Ipo6nemaTnka BUKOPUCTAHHSA MarepiaibHUX iHTEphENCiB y MOOUIBHHUX Irpax
MOJIATAE y TMONIYKY OajaHCy MK JOCTYIMHICTIO Ta TEXHIYHOIO peamizaiiero. Tomy
TeMa POOOTH € aKTyaITbHOIO.

MeTtoro AUMIOMHOT poOOTH € MOKpAIEHHS KOPUCTYBALbKOTO JOCBIAY 3

MOOUTFHUM IrPOBHM 3aCTOCYHKOM IIJISIXOM peai3allii MaTepianbHOTo iHTepdeiicy.
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1 AHAJII3 IPEJIMETHOI OBJACTI

1.1 Oruspn sxaHpiB irop

Sk mokasalio mpoBeeHe JOCTIKEHHS IMPOBUX JKaHPIB, X BIAMIHHOCTEN Ta
PI3HOBHUIB, irpU MalTh CBOi BUIW, MIABUAW Ta >kaHpu. JKaHpu irop — 1ie
KaTeropii, skl BHUKOPHUCTOBYIOTbCS JUIsl KiacuQikallii Bifeoirop 3a iX CTHIEM,
I'POBOIO MEXAHIKOIO Ta IHITMMH XapakTepucTukaMu [2]. BUKOpHCTOBYIOUHN MOIIYK
3a JKaHpaMH KOPHUCTyBadl MAarTh MOXJIMBICTH JIETKO B3HAXOJIUTU ITPH, SKi
BIJINIOBIJIaIOTh IXHIM 1HTEpecaMm, Oa)KaHHSIM Ta yrnojao0aHHsSM. 3a3BHYail OJHA Tpa
o€ Hy€e y co01 eeMEHTH PI3HMUX KaHpiB. Taki >kKaHpH HA3UBAIOTHCS TIOPUTHUMMU.
Hampuknaa, rpa Moke TO€IHYBaTH CIEMEHTH NpUroaHMIBKOT Tpu, RPG, i
CTpaTeriii, CTBOPIOIOYM HOBUM I'POBHI JTOCBIJ. 3arajioM irpu MOAUISIOTHCS Ha TakKi
*xaupu [2]:

- ekmeH (Action);

- npuroaHuIeki irpu (Adventure);

-~ poubosi irpu (RPG);

- cumynsatopH (Simulation);

—  ctparerii (Strategy);

—  cnopTuBHI irpu (Sports);

- irpu xaxiB (Horror);

- HeckinuenHi pannepu (Endless Run).

XKanp «Ekmen» Bigpi3HAE€TbCA BUCOKOIO JMHAMIYHICTIO, aKI[EHTY€E yBary
Ha pedeKcH Ta MBUAKE MPUHHATTS pinieHb [2]. ¥V irpax mporo >xaHpy 3Ha4HY
YaCTHHY IrpOBOT0 Yacy 3aiiMa€ 3HUIICHHS BOPOTiB. Ba)KIMBUM acTIEKTOM kKaHPY €
HAsSBHICTh PIBHIB Ta TMEPENIKOJ, $KIi KOPUCTyBadi TMOBHWHHI TMOJ0JaTH, abu
OTpUMAaTH TI€BHI JOCSATHEHHS Ta HAropoAW. Xoda akIeHT >KaHpy OuIbiie
chokycoBaHMIl Ha disgX, O€37mi4 Irop MaroTh TIHOOKY CIOKETHY JIHIIO 1
MPOIyMaHUX TMepcoHaxiB. HalikpamuM TOMOBHEHHSM JI0 KAHPY € MYJIbTHILICEDP,
10 Ja€ MOKJIMBICTh IPaBIPIM 3MaraTucs MK COO00 a00 CITIBIPAIIOBATH.

PonboBi irpu — 11e OJI0pOK y CBIT (paHTa31i Ta MPUTO/I, /i€ TPABELb CTAE HE
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MIPOCTO CIOCTEpIrayeM, a aKTUBHUM YYaCHHUKOM 3axorimBux nofaid. Llei sxanp
BIIKPUBAa€ HECKIHYEHHI MOXJIMBOCTI IS CAaMOBUPAXKEHHS, B3a€EMOJIl 3 1HIINMHU
NepCcoOHa)KaMHW Ta BIUIMBY Ha monii y BuragaHomy cBiti [2]. OcHOBHHMH
XapaKTepHUMH €JIEMEHTAMH pOJIbOBOI TPHU € CTBOPEHHS TIepCOHaXKa, HOTO
PO3BUTOK, BIAKpUTHUH cBIT, B3aemois 3 NPC.

Crpateriuni Irpu — >KaHp, 110 BUMAara€ BiJ TpaBlsl BMIHHS IUIaHYBAaTH,
aHaI3yBaTH CHUTYallil0 Ta mpuiiMaTh oOaymani pimenHs [2]. Lleit xanp nae
KOPHCTYBaueBl MOXJIMBICTh KEPyBaTH IrPOBUM CBITOM BHKOPHUCTOBYIOYH
BHYTPIIIHBOIrPOB1 MexaHiku. KopucTyBau nocrae y poii aepskaBHOro aisiga ado
BHYTPILIHBOIIPOBOTO OOKECTBA SIKE 3MIHIOE CBIT a00 BIUIMBAaE Ha HBOTO. Irpm
IILOTO JKaHPY MO’KHA MOJUIMTH Ha KUThbKa MIABUJIB, a caMe MOKPOKOBI cTpaTertii,
CTpaTerii B peaibHOMY 4aci, TJ100aibH1 CTpaTerii.

Irpu kaxiB — II¢ KaHp SKAW Tpa€ Ha MOYYTTAX KOPHCTYBauiB, Ha iXHIX
cTtpaxax. BiH Moxe moeaHyBaTH B c001 YKaHp €KIIEHY, OCKLILKH BCl MOIl B Tpi
BiIOYBalOThCA AWHAMigHO. [[pOMy KaHpy BIIACTMBO CTBOPIOBATHU CTpAIlHY
aTMocepy Ta TMCHXOJIOTTYHO THUCHYTH Ha TPAaBI[B /Jii CTBOPEHHS HANpyru Ta
PO3KpUTTS cTpaxiB rpabmiB. [limBugaMu irop »axiB € IICHXOJIOT14HI XOPpOPH,
XOPPOP-KBECTH, XOPPOP-BUKUBAYI.

HeckiHueHHmii paHHep — IIe KaHP Irop OCOOJMBICTIO SKOTO € 1IH031s
HECKIHYEHHOTO piBHsA. Bcl irpu Takoro »xkaHpy MarOTh HECKIHUCHHUHN PiBEHb, KU
CTBOPIOETHCSI TIPOLIEAYpHO ab0 3a MOMOMOTOI0 paHaoMi3allii MosSBH IIATHOPM.
3a3Buyail Irpu TAaKOTO KaHPY MOMYyJApHI Ha TenedoHax, OCKUIbKH BOHH HE
BUMAararoTh CKJIAIHUX ik I B3aeMmojii i3 coOoro. IlpukiagamMu Takux irop €
Subway Surfers [3], Dinosaur Game [4], Sonic Dash [5].

[epemnik xaHpiB Ta mix kaHpiB HaBeaeHO Ha puc. 1.1.
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HAHPK

HeckinueHHi CnopTueHi MpurogHMLEK
paHHepH irpu irpw
| | | | |

CumynaTopm
—  ToHm —  pearnsHoro
KNTTA

CumynaTtopm Exwen Poneosi irpu Crparteri Irpu xaxie

Keectu- | | RPG- | Tokpokosi

LyTepu . o —Survival horror
rONOBOMOMKM MicouHMLA cTparerii

Crparerii y
L CumynaTopu Texcrosi irpw OaiTuHr L] RPG- — peaneHoMmy = — Horror quest
npodecii

—  Oython N
0noBigaHHA .
vaci

Pucynok 1.1 — 3aranbHa TaGauis )KaHPIB Ta M1l dKaHPIB

1.2 Orsasig aHaJI0rIB irop ’KaHpy HeCKiHYeHHUH paHHep

Koxxna Tpa JkaHpy HECKIHUYCHHHH paHHEp BHAUIIETBCI  CBOIMHU
0COOJIMBOCTSAMHM Ta MexaHikaMmu. J[JIs ipoBeieHHs orusry OyJj10 oOpaHO TpH T'pH, a
came Subway Surfers [3], Dinosaur Game [4], Sonic Dash [5].

Subway Surfers — e mo6inpHa 3D rpa B KaHPI HECKIHYCHHOTO paHHEpa.
['paBenib mocTae B posii MOJIOJOTO XYIOKHUKA, SIKUHA Maitoe rpadiTi Ha BaroHax
noi3AiB. ['pa MOYMHAETHCS 3 MOMEHTY KOJHU MOJIIEHCHKHUI MOMIYae TOJOBHOTO
repos, IMCIs YOTO BiH MOYHWHAE TIKATH B3JIOBXK 3ali3HHMYHMX Kojiid. [1ix yac BTeui
rpaBelb 30Mpae MOHETKH, TaK 3BaHy IrPOBY BaJlIOTY, 3a SIKy 3TOJIOM BIH MOXE
KyIyBaTH HOBUX TepoiB. OCHOBHE 3aBlIaHHS T'py HaOpaTH sSIKHAMOLIbIIEe 04oK. J{iis
KEpYBaHHsI TOJOBHUM T€pPOEM KOPHCTYBad BHUKOPHUCTOBYE TpadiuHuii iHTepdeiic.
[Ipotiec cTBOpeHHs MEepenIko BKIIOYAE IX MOSBY 32 30HOK BUIUMOCTI TPaBLs s
CTBOPCHHS 1T10311 HECKIHYCHHOCTi. MOMEHT T'eHMILICI0 TPH IMPOJEMOHCTPOBAHO
Hwkue (puc. 1.2) [3].

Dinosaur Game (Chrome Dino) — me Opaysepna 2D rtpa po3pobieHa
koMmmaniero Google 1 BOynmoBana y BeOGOpaysep Google Chrome. KopuctyBau
Kepye MIKCEIBbHUM TMHO3aBpOM Tiepemimarodnch Janamadrtom. s rpa mpaitoe B
MOMEHT BiJICYyTHOCTI iHTEpHETY ab0 X B aBTOHOMHOMY pe&xumi. JlJis 3amycky rpu
HEOOXITHO HATHCHYTU KHOIKY Space a0o0 >k HATHCHYBIIU IO €KpaHy MOOLTFHOTO
npuctporo [4]. CeHc Tpu J0NaTH MEPEeIIKOAN Yy BHIVISII KAaKTyCiB 1 mTaxiB. Yum

JIOBIIE PYXA€ThCS TpaBellb, TUM IIBUAIIEC PyXalOThCs MEPELIKOAXW 1 TUM OlIbliie
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OYOK OTpUMY€ TIpaBelb. MOMEHT TIE€UMIUIEI0 TPU NPOAEMOHCTPOBAHO HHUKYE

(puc.1.3) [4].

x13% 000137

Pucynoxk 1.2 — I'eiimmueii rpu Subway Surfers [3]

Pucynoxk 1.3 — I'eiimruieii rpu Dinosaur Game [4]

Sonic Dash — me moOimpHa 3D rpa BuHmaHa IrpoBOr crymiero Sega.
OcHOBHa MeTa TpH - 1Ie YHUKATH TEPEIKON 1 BOPOTiB, 30Upar0yu 30JI0TI KUTBIIS.
VY rpi NpUCYTHIA €lIeMEHT 3MaraHHs. 3aBISKHA TaOJWIN JIiepiB KOXKEH TpaBeIlb
MOXe T00aUuTH Ha SKOMY BiH MicIi. 3apoOJieHI TpaBIeM KUIbIS JTal0Th
MOXJIMBICTh MPUJI0ATH MOKpAIEHS Ta JOJATKOBUX MepcoHaxiB. JlJisi kepyBaHHs
TOJIOBHUM T'E€POEM KOPUCTYBad BUKOPUCTOBYE rpadiunuii intepdeiic. MomeHT

TeMMILICIO TPH MPOJeMOHCTpoBaHO HIk4e (puc. 1.4) [5].
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Pucynok 1.4 — I'eiimrieii rpu Sonic Dash [5]

[Ticna orysimy TphOX irop OYyJIO CKIAJEHO TOPIBHJIBHY TaOIUIIO IS

aHaIi3y iX ocoOnMBOCTE# Ta BigminHnoctei (tadm. 1.1) [3]-[5].

Tabmuuga 1.1 — TlopiBHsibHA Tabmuis irop Subway Surfers, Dinosaur
Game, Sonic Dash [3]-[5]

Kpurepii Subway Surfers Dinosaur Game Sonic Dash
[Tnatdopmu Android, i10S Bpayszep Chrome | Android, iOS
CettuHr Miceka 3anizanyna | [lycrens daHTaCTUYHUI

Jopora CBIT
XKanp Heckinuennwii Heckinuennwit Heckinuennwii
paHHEep paHHep paHHep
Pexum rpu OnuHoyHa OnuHoYHA OnunHo4Ha
KepyBanns [TepecyBanHs 110 Knagimamu Ha IlepecyBaHHs 1O

eKkpany (Bropy,

BHU3, JIIBOPYHY,

MpaBopy4)

KJIaBiaTypi abo

KJIIKU Ha TenedoHi

€KpaHy, HasBHICTh
JIOJATKOBUX

KHOIIOK
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1.3 JocaixxeHHs iIHCTPYMEHTIB /ISl CTBOPEHHs irpoBoi rpagiku

Ilig iHCTpyMEHTaMM JUIsl CTBOPEHHS IrpOBOi Irpadiku MaeThCs Ha yBasi
mporpaMHe 3a0€3MEeUeHHs, sIKe Ma€ HEOOXITHUM IHCTPYMEHTApiid, 3a JTOMOMOTOI0
AKOro Mo>kHa cTBoproBaTu 2D cmpaiitu ta 3D mozeni. Ha 1eil yac icHye Oarato
MPOrpaMHUX 3ac001B, K1 3HAYHO CHPOUIYIOTh MPOLIEC CTBOPEHHS I'POBOi rpadiKu.
I'padixa B irpax 3a3zBuuail Aumuthes Ha 2D Ta 3D. [ns ctBopenns 2D a6o 3D
rpadiku BUKOPHCTOBYIOThCS Pi3HI 1HCTpyMeHTH. B neit wac 2D Tta 3D rpadika
JIUINTHCS HA KUIbKa BUJIB. 2D rpadika Moxke OyTH sIK pacTpoBOI, Tak 1 BEKTOPHOI,
a 3D rpadika mimuthes Ha Low-Poly ta High-Poly. Huxve HaBeneHo mpukiaan

pizHoBuaiB 2D Ta 3D rpadiku (puc. 1.5) [6]-[7].

FACTPOBE 30BPAXEHHA BEKTOPHE 30BPAXEHHA

Pucynok 1.5 — Bizyanbni Bigminaocti 2D ta 3D Buais rpadiku [6]-[7]

Jlnst mpoBeneHHs nociikeHHss Oyino obpano 2D Tta 3D iHcTpymeHTH, a
came Adobe Photoshop, GIMP, Blender, Maya Ta 3DS Max. Lli inctpymeHTH Oyiu
oOpaHi uepe3 CBOIO MOMYJSPHICTH Cepel PO3POOHHKIB Ta (YHKIIOHATBHOI
CKJIaZI0BOI.

Adobe Photoshop € omaumM 3 HaUMOMUPEHIMHUX IHCTPYMEHTIB IS
CTBOpeHHs Ta MamioBaHHa 2D-rpadiku. oro (OyHKI[iOHATBbHI MOMIMBOCTI
BKJIFOYAIOTh IMUPOKUN CIEKTp I1HCTPYMEHTIB JUIsi MAaJlOBaHHS, peJaaryBaHHS,
peTyllyBaHHs 1 CTBOpeHHs koMmo3uiid. Photoshop minrpumye pobdoty 13 mapamu,
[0 JI03BOJIIE PO3pOOHMKAM 30epirath CKJIafHl MPOEKTU Y BHOPSAKOBAHOMY

BUTJISII, @ TAKOK CTBOprOBaTH 2D aHimarii 1y pi3HUX MEePCOHaXiB, 00’ €KTIB Ta
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npeaMeTiB. 3aBASKH CBOIM pO3LUIMPEHHM MOXJIUBOCTAM Photoshop wacto
BUKOPUCTOBYEThCSI JJIi CTBOPEHHS TEKCTYp, KOHLENT-apTiB Ta 1HTepdeiiciB
xopuctyBaua [8]. Moro Bemmkuii iHCTpyMeHTapil, I'HyYKiCTh Ta MOMKJIHBICTH
IHTEerpauii 3 IHIIMMU NPOAYKTaMU POOUTH HMOT0 MOTYKHUM IHCTPYMEHTOM [JIst
KOXKHOTO pO3pOoOHMKA IrpoBOi Tpadiku. 3aBAsku MOCTIMHUM BJIOCKOHAJICHHSIM
Photoshop € akryansHuM BuOOpoM aiig npodeciiiHoi poOOTH y pI3HUX Taiys3dx,
30KpeMa 1 CTBOPEHHsI IrpoBOi rpadik.

GIMP (GNU Image Manipulation Program) e O0€3KOIITOBHUM Ta
BikpuTuM aHasiorom Adobe Photoshop. 3 fioro m0moMororw CTBOPIOIOTHCS Pi3HI
rpadiuHi eleMeHTH, Takl SIK TEeKCTypH, crpaiiTv, iHTepdeiicu kopucTyBaya 1
KoHuenT-apT. llg mporpama Hagae OUTBIIICTD (DYHKI[IOHATBHUX MOMJIMBOCTEH,
noctynmHux y Photoshop, BKiIto9aroun iHCTPYMEHTH ISl MAJTFOBAHHS, pefaryBaHHs
ta poborn 3 mapamu [9]. GIMP e nomymsapua cepen iHAI-pO3POOHHKIB Ta
HEBEJIMKUX CTYIIAd 3aBASKH CBOiM JOCTyMHOCTI Ta MacmTabOBaHOCTI 3
BUKOPUCTaHHSAM 4yucieHHUX 1ariHiB. GIMP  akTMBHO pO3BHBAa€eThCS Ta
HIATPUMYETBCS  CIUIBHOTOIO PO3POOHMKIB Ta rpadiuHUX AU3aHEPIB 1 €
aKTyaJbHUM THCTPYMEHTOM PO eCiHHOr0 BUKOPUCTAHHS Y CTBOPEHHI BI3yaIbHUX
€JIEMEHTIB JJIs IrpoBOi Ipadiku.

Blender — me Oe3komroBHa mporpama s 3D-MopaenioBaHHS, aHiMaIrii,
TEKCTYpyBaHHs Ta peHACpUHTY. BoHa Mae BeNIMKWN IHCTpYMEHTapid Jis
CTBOPEHHSI TPUBUMIPHUX MOJENEH, CKYJIBNTHHTY, TEKCTypH3ailii, aHiMaiii Ta
cumyssnii $i3uku. 3aBAsky CBOIN 0araToyHKI[IOHATBHOCTI Ta BIIKPUTOMY KO,
Blender BUKOpUCTOBY€ETHCS SIK HE3AIEKHUMH pO3pOOHUKAMU, TaK 1 MpodeciiitHIMU
CTYJISIMH JIJIs1 CTBOPEHHS SIK OKPEMHX €JIEMEHTIB, TaK 1 MOBHOIIHHUX TPUBUMIPHUX
cueH. Bin migtpumye Garato ¢opmartiB ¢aiinis, Takux sk FBX, OBJ, STL rta
HIINX, 10 TOJErmye OOMiH JaHMMH 3 IHIIMMH TporpamMamu. Takok BiH Mae
0e3miy  OE3KOITOBHUX aJJIOHIB 1 CKpunTiB Ha Python, mo 103BOJSIOTH
po3muproBaTH GpyHKIioHan mporpamu [10].

Maya Tta 3ds Max, po3poOiieni komnaHiero Autodesk, € nBoma J0CUTH
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MOTYXHUMU nporpamamu ais 3D-mozentoBaHHs, aHIMallll Ta peHAepuHry. BoHu
BUKOPUCTOBYIOTBCS B PI3HUX Tajly3sX, BKJIIOYAIOYM KIHOIHIYCTPIilO, apXITEKTypYy,
Bi3yasti3allito Ta, 30KpemMa, po3poOKy irpoBoi rpadiki.

Maya npornoHye po3iupeHi iIHCTpyMeHTH A1t oJiiroHansHoro, NURBS Ta
subdivision MoOJedOBaHHS, IO J03BOJIIE CTBOPIOBATH BHCOKOJIETATI30BaHl Ta
CkJagHl Mozeni. [HCTpyMeHTH nnsi CKyJbNTUHTY Ta PETONOJIOrii 3a0e3medyroTh
J0JATKOBY MPY)KHICTH y po3po0diri opranigaux ¢opm [11]. 3ds Max mae moTtyxkHi
IHCTPYMEHTH JJIsl TOJIITOHAJFHOTO Ta CIUTAHOBOTO MOJIETIOBAHHS, IO JO03BOJISE
CTBOPIOBATH SIK MPOCTi, TaK 1 BHCOKOJETaNI30BaHi mojeni. [HCTpymeHTH ist
IPOIEYPHOTO MOJICIIOBAHHA Ta MOAM(IKATOPU 3HAYHO CIPOIIYIOTH MPOIIEC
CTBOPEHHS CKJIQJIHUX reoMeTpuIHUX GopM. OOHJIBI MpOrpaMu BUKOPUCTOBYIOTHCS
JUISL  PEHJCPUHTY BHUCOKOSKICHMX 300pa)keHb Ta aHIMailii, sKi MOXYTh
BUKOPUCTOBYBATHUCH JUISl CTBOPCHHS TpeiiepiB, KiHeMarorpadiyHMX BCTaBOK Ta
MapKeTHHTOBHX MaTepiamiB. 3ds Max miaTpumye MOBH miporpamyBaHHss MaxScript
ta Python, mo mo3Boiisie KopucTyBauaM aBTOMATHM3YBAaTH PYTHHHI 3aBIaHHS,
CTBOPIOBATH BJIaCH1 IHCTPYMEHTH Ta PO3MIMPIOBATH (PYHKIIIOHAIBHICTh MPOrpaMu
[12]. TactpymenTtu mas cumyssmii (Ii3HKH Ta MPOIEIYPHOTO MOJCITIOBAHHS
JT03BOJISIFOTh CTBOPIOBATH pEATICTHYHI €(eKTH, Taki SK BUOYXH, pyHHYBaHHS,
PIAMHU Ta TKaHWUHU. 3aBASKU CBOiM momymsipHocTi, Maya Ta 3ds Max wmaroth
BEJIMKY CITUIPHOTY KOPHUCTYBAUiB Ta O€3J114 HABYAJIBHUX MaTepiaiB.

Jlnst  y3aradbHEHHs BCiX JOCHIIDKYBAaHMX TIporpaM OyJo CKIIaJIeHO

NopiBHSIBHY Tabmuirio (Tadm. 1.2) [8]-[12].

Tabmwmst 1.2 — V3aranpHeHa TaOJMIs JOCTiDKyBaHUX Tiporpam [8]-[12]

Kpurepii | Photoshop GIMP Blender Maya 3ds Max
1 2 3 4 5 6
Po3poonuk | Adobe GNU Blender Autodesk Autodesk
community | Foundation
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1 2 3 4 5 6
IIpuzna | CtBopenns | CtBopenHs | 3D-monento- | 3D-monme- | 3D-mone-
-4EHHsI | pacTpPOBOIL pacTpoBOi | BaHHS, aHIMY- | JIIOBaHHS, | JIIOBaHHS,

rpadiku rpadiku BaHHS, CKYyJb- | pEHAEPUHT | apXITEKTypa,
NTUHT, pEeHJIe- pEHIEPUHT
pUHT
ITignu- | ITmatHa beskomToB | beskomrToBHa | IlnatHa IInatHa
CKa MAIACKA -Ha, 3|3 BIIKPUTHM | MIAMHACKA manucka adbo
BIIKDUTUM | BUXIJTHUM abo JIIEH31S
BUXIJHUM | KOJIOM JIEH31S
KOJIOM
[Tintpu | Obmexene | Hemae [loBHUM IToBHUM IToBHUMI
Mka 3D | cTtBopeHHs nakeT 3D nakeT 3D nakeT 3D
3D
[Tnat- | Windows, Windows, | Windows, Windows, | Tineku
dopma | macOS macOS, macOS, macOS, Windows
Linux Linux Linux

1.4 JocaixzkeHHs BHYTPillIHbOITPOBUX MAra3uHiB

BHYTpilIHROIrpOBHII Mara3uH € OJHHUM 13 KIIOYOBUX E€JIEMEHTIB CydacHOI

MoOUTbHOT Tpu. Ha Bigminy Bif kimacuyHux KoHcoiabHuX 1 I[IK-irop, moOinbpHI

MPOEKTH 37eOUIBIIOTO TMOMMPIOITECA 3a Mojaelo free-to-play, mnpu sxii

KOPUCTYBa4 OTPUMYE JOCTYH JO OCHOBHOI'O KOHTEHTY OE3KOIITOBHO. Y TaKuX

yMOBax BHYTPIIIHBOITPOBUN Mara3WH CTa€ EHTPATBHUM €JICMEHTOM €KOHOMIYHOI

Mozeni rpu. BiH BUKOHYe (yHKIIIO CIOMYYHOI JAHKA MK IFPOBHM TIPOIECOM Ta

CUCTEMOI0 MOHETH3allll, JJO03BOJSIOUM PO3POOHUKAM OTPUMYBATH JoXin 0Oe3

HEOOX1THOCTI1 CTSTYBaHHS IUIATH 3a 3aBaHTAXKEHHS MPOrpaMHu.
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OCHOBHMUM 3aBAaHHSM BHYTPIIIHBOITPOBUX MarasuHiB € Te, IO
KOPUCTYBaul MOXYTh 3IMCHIOBATH TMOKYNKA B JOJaTKax, 00 mpundatu
BIpTyaJIbHI TOBapHW, TakKl fK IrpoBa BajloTa, MOJIMIIEHHs a0o HOB1 pIBHI Ta
¢ynxuii. PO3poOHUKH BUKOPUCTOBYIOTh BHYTPIIIHBOITPOBI MOKYIKH SIK CTPATET1IO
MOHETH3AIlll JJI1 MakcUMI3allli IOXOAy BIJ MPOrpaMu Ta 30UIbIICHHS Yacy, IO
MPOBOJUTHLCS TPaBLUAMU y Tpi. 3MIMCHIOIOYU MOKYIKH, IO MOKPAIlYIOTh IIPOBUN
npoLec, KOPUCTYBayil 3 OUTBIIO WMOBIPHICTIO TPOJOBKATh I'PATH 1 3JIMILIATHCS B
rpi Hagosro [13]-[14]. Kpim ¢inancoBoi (yHKIi, BHYTPIIIHBOIIPOBUI MarasuH
BIJIIIPAa€ BaXJIHMBY poJib y (OpMyBaHHI IFPOBOr0 OayiaHcy, YIpaBiiHHI TEMIIOM
POXOJIKEHHS, CTBOPEHHSI CUCTEMH JIOBIOCTPOKOBOT MOTHBAIl1i T'PaBIIiB.

TakuM 4YMHOM, BHYTPIIIHBOIFPOBHIM Mara3uH Cciifi pO3MVISIAaTH HE SK

J0JTATKOBUI €JIEMEHT 1HTEP(ENCy, a K TOBHOLIIHHY ITPOBY MJICUCTEMY.

1.4.1 Pi3HOBH/IM BHYTPIilIHLOIrPOBUX MAra3uHiB

Jlns mpoBeeHHs JOCHTIKEHHS BHYTPIIIHBOITPOBUX MarasuHiB OyIio
obpano Ttaki irpu, sk Clash Royale [15], PUBG Mobile[16], World of Tanks [17],
Grand Theft Auto 5 [18]. Ilepenik irop ckiamaeTsCcss 3 ABOX MOOIUIBHUX Ta JBOX
KOMITTOTepHUX irop. Lle HeoOXiaHO I pO3MIUPEHHS TOCTIAHUIIBKOT 6a3u.

ITix gac mpoBeaeHHs AOCIIKEHHsI OyJI0 BUSBIICHO, 110 BHYTPIITHBOIIPOBI
Mara3uH{ MaroTh JIBl OCHOBHI MOJIeN1 MpU0aHHs BHYTPIIIHBOITPOBUX TOBAPIB.

[lepma wmomens monArae y npuaOaHHI TOBapiB 3a  JOIMOMOTOIO
BHYTPIIIHBOITPOBOI BAJTIOTH, TOOTO, BATIOTH SIKYy TpaBeIlb MOXKE 3apOoOUTH T/ Yac
MPOXOJKEHHS PiBHIB, BUKOHAHHSA 3aBJIaHb y TPi, IEPEMOTH HaJ| IHIIUMH TPaBIISIM,
Tomo. Taka BadiOTa ICHYE JHIIE BCEPEIWHI TMEBHOI TPU Ta HE MOXKe OyTH
BUKOPHUCTaHA B pEaTbHOMY JKUTTI a0o0 iHmmuX irpax. Lls momens € peHTabenbHOI0
AKIIO camMa Tpa He € Oe3KomTOBHOIW. BoHa Hamae MOXKIMBICTH TpaBIsIM
MPOTPECYBATH Y TPOIECI TPOXOHKEHHS TPH.

Hlpyra mopnenp 0a3yeTbcsi HA BUKOPHCTaHHI peaTbHUX TPOIMICH JIs

npuA0aHHsl BHYTPIIIHBOIPOBUX TOBapiB. 3a3BU4Yail B Irpax HPUCYTHI JACKUIbKa
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PI3HOBUIB BaIOT. BOHU MOAUISIOTECA HA 3BUYANHY BAIIIOTY, SIKY TPaBellb MOXE
JErKO OTpUMATH BUKOHYIOUM 3aBJIaHHsA, Ta JOHATHY BalIOTy, Ky 3a3BHYail
HEOOX1MHO mnpuadatu 3a peandbHl rpoimi. Alle I1HKOJIM PO3POOHHUKU Jal0Th
MO>KJIMBICTb TPABISIM OTPUMATH JOHATHY BAJIOTY HE BKJIAJAal0UM peasbHl Ipolll B
rpy. TakuMm 4MHOM pPO3POOHMKH 3a0XOUYIOTh IPaBLIB NPOBOJUTH OLIbIIE YaCy y
Ipi, IO JOMOMArae miATPUMYBaTH NOMYJSPHICTh NPOEKTY Ta 3apOOISATH TPOLLII.
[lopiBHsIBHUE aHaNI3 BHYTPIMIHBOITPOBUX Mara3uHiB OOpaHUX Iirop

npojaeMoHcTpoBaHo y Tabmwmmi 1.3 [15]-[18].

Ta6muus 1.3 — [NopiBHSIHHSA BHYTpPIIIHBOIrpOBUX Mara3uHiB B irpax Clash

Royale, PUBG Mobile, World of Tanks, Grand Theft Auto 5 [15]-[18]

I'pa Tun moneTuzarii OcHoBHI [Inatikna | BruuB Ha Gananc
TOBapHu MOJEINb y Ipi
1 2 3 4 3)
Clash F2P 3 [Taketn xkapt 3 | pyra [TpumBnAIIEHHS
Royale | MikpoTpaH3akIlisiMu | IEPCOHAKAMH, | MOJICITh nporpecii rpasiis.
JTOHATHA Bruug - nomipauit

BaJIt0Ta, CKPUHI

PUBG |F2Ps3 Ckinu Ha Hpyra MOXITHBICTD
Mobile | mikporpaH3akiismu | 30poro, TOHATHA | MOJEIb OTPHMAaHHS
BaJIIOTa, KEHCH, KOCMETHYHHUX
BattlePass OHOBJICHB. BIiuB
- BIACYTHIH
World | F2P 3 Texnika, Hpyra [TpumBuAIIEHHS
of MIKpOTpPaH3aKI[isIMU | JOHATHA MOJEJb nporpecii rpaBis,
Tanks BaJIIOTa MO>KJIUBICTh
OTPUMAaHHS
JIO0JTATKOBUX

oonyciB. Brus -

BUCOKHUI
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Kinens tabmaumi 1.3

1 2 3 4 5
Grand | P2P 6e3 Texnika mis [Tepma Ctumymnroe
Theft | mikpoTpaH3akiriii nepecyBaHHs, | MOJEINb MIPOTPECiIo TPaBIIs.
Auto 5 30pos, Brnus - nomipHuii
HEPYXOMICTb

BignoBigHo g0 TabGnuii  MOXHA  3pOOMTH  BHCHOBOK, IO  BCi
BHYTPILIHBOITPOB1 MarasuHu y irpax € CTpyKTypHUM €JIEMEHTOM €KOHOMIKH T'pu ¢
y JNeSIKUX 3 HU3, IX 3HAYHUM JDKEPEJIOM M0XO01y. BOHM MOXyTh jomomaraTH B
nporpecii rpaBIis, NPONOHYBATH Pi3HI KOCMETUYHI MPEIMETH, ajie aOCOIIOTHO T0-
pi3HOMY  BIUIMBalOTh Ha  IrpoBud  Oananc. Ha  ceoroadimHii  J€Hb
BHYTPIIIHBOITPOBI Mara3uHU € HE MPOCTO JOJATKOBOIO CTOPIHKOIO B MEHIO, a
0e3rocepe/IHb0 TOBHOIIIHHOIO MEXaHIKOI0 CcaMoOi TpW,  HalpuKiad, sK Ie
peanizoBano B Grand Theft Auto V [18]. V wiii rpi € BHYTPIIIHBOIIPOBI CAWTH SIKi
pO3IIEHI Ha PI3HI KaTeropii, HampUKIaa aBTOMOOLIl, JITakH, KaTepH,
HEPYXOMicTh. Ha KOKHOMY 3 IIUX CaMTIB rpaBelb Ma€ MOXIUBICTh MPUI0ATH COO1
noTpiOH1 KoMy ToBapu. lleit mnpuknag HEeMOHCTpYE SIK BHYTPIIIHBOITPOBUMN

MarasuH BOYJIOBaHHH y SIKOCTI MEXaHIKH camoi IpH.

1.5 locaimkeHHs1 pi3HOBHM/IIB KepyBaHHS B irpax

Koxna rpa morpedye meBHOTO cioco0y KepyBaHHsI I B3a€EMOJIii TPaBIIs 3
OCHOBHUM KOHTEHTOM, MEXaHiIKaM{ Ta irpoBUM cBiToM. Ha choromHimHiid J1eHb
icHye Oe3nid pisHOBHIIB KepyBaHHS. OCHOBHMMH 3 HUX € KJaBiaTypa Ta MHUIIA,
reiimnana, JxocTuku Tomo. Crocid KepyBaHHS BHU3HAYA€, SK Jii KOpUCTyBaya
(>kecTH, HATUCKAHHA, PyX) MEPETBOPIOIOTHCS Ha IrpoBi KomaHaW. SKICTh Ta THM
KepyBaHHs Oe3MocepeHbO BIUITMBAIOTh HA 3PY4YHICTH 1HTEpdelcy KOpUCTyBauya,
piBEHb 3aHYpPEHHS TPAaBISl Y TPY, CKIAJHICTH OCBOEHHS TPH, SKE III¢ HA3WBAIOThH

MOPOrOM BXOJKEHHSI 10 TPHU, JOCTYIHICTh JIJIsi PI3HUX KAaTeropii KOpUCTYyBauiB
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Ttomo. 3 po3BuTtkoMm irpoBux mmiaatgopm (IIK, koHcosi, MOOUIBHI HPUCTPOI)
BUHUKIJIO 0€3114 (hOopM KepyBaHHs, KOXKHA 3 SIKMX Ma€ CBOi OCOOIMBOCTI Ta chepu
3aCTOCYBaHHSI.

HalinonynsipHilmuM THUIIOM KepyBaHHA y CBITI € KiaBiaTypa Ta muiia. Lle
«30JIOTUH CTaHAApPT» ISl irop, M0 BHUMAaraioTh BHCOKOI TOYHOCTI Ta HIBHUAKOTO
pearyBaHHS, TaKUX SK IIyTepH Bix mepioi ocodu (FPS) Ta ctpaterii B peaibHOMY
yaci (RTS). Knapiarypa BignoBinae 3a pyx, Ail Ta rapsdi KiaBiiii, a MUIIa — 3a
NPUIIUTIOBAHHS Ta KepyBaHHS KaMmeporo. OcOOIMBICTIO I[bOTO THIY KEPYBaHHS €
BUCOKAa TOYHICTh, IIBUAKUNA BIATYK Ta MOXIIHMBICTh BCTAHOBJICHHS BEIIHMKOT
kinbkocTi fii. [19] [Npuknanamu irop /uis SKMX KIaBiaTypa Ta MHIIA € OCHOBHUM
turioM kepyBanus € Counter-Strike, PUBG, Path of Exile, Dota 2, World of
Warcraft.

Ha ngpyromy wicii 3a mnomynspHicTio € redmmaan. Croektp ix
BUKOPUCTAHHS € MIMPIIMM HDK y KJIaBlaTypu Ta MUIII, OCKUIBKA BOHU MOXKYTh
i’ €IHYBaTUCSA K 10 KOMIT'IoTepiB Tak 1 10 KoHcojei [19]-[20]. T'eiimnanm
MaloTh AHAJIOTOBl CTIKM 3aBASKU SKUM KOPHUCTYBau MOXE pyXaTuci y rpl.
OCKUTbKM CTIKM TPAIIOIOTh CaM€ Ha aHaJOTOBOMY CHUTHANi, 1€ A€ MOKJIUBICTD
KOPHUCTyBauy OUIBII TOYHE Ta IJIABHE KEPYBaHHS, 110 OCOOIMBO BaXXJIMBO Yy irpax
Ha KINTAJT TOHOK, aBlaCUMYJISATOPIB abo irpax y SKHUX BaXJIMBAa TOYHICTb.
OCHOBHOIO TEpeBaro reMMmajiB HajJ KIaBlaTypol Ta MUIICI € 3PYYHICTh y
BUKOpHUCTaHHI. Lle TOsICHIOETBCA THUM, IO TEeHWMIIa] TpaBellb MOXKE TPUMATH Y
pyKax mpu 1boMYy TepeOyBaroun y Oyab-saKii 1031 (CUASYH, CTOSYH, JIeKAYH), HA
BIIMIHY BiJl KJIaBiaTypH Ta MUII SKUM TOTPIOHO (pizmyHe micie (KOMIT I0TepHUI
cTin, kuiuM g muiri). Ipuknagamu irop s reiimnanis € Forza Horizon 5,
Snow Runner, Mortal Combat, FIFA, Red Dead Redemption 2.

KepyBanHs Ha MOOUTHHUX MPUCTPOSAX HATIUYE JAEKUTbKA PI3SHOBHUIIB, a camMe
CEHCOpHE KEepyBaHHS, KEpYyBaHHSA >KECTaMH, KEpyBaHHS HaxujoMm (TipOoCKOT,
aKceJcpoMeTp) Ta KepyBaHHS 3 JomoMororw koHTposepiB [21]-[22]. Cencopue
KEpyBaHHS € OCHOBHUM THUIIOM KEpPyBaHHS Ha MOOUIBHUX MpUCTposix. Bin

IPYHTYETbCS HA 3BUYAWHUX JOTHKAX A0 €KpaHy. OCHOBHOKO IEPEBArOK) TAKOTO
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TUIy KEPYBaHHA € T€, IO BiH JOCTYIHUN KOKHOMY KOPHCTyBady Ta He MOTpedye
0aTKOBOTO oOsagHanHs. OcoOJMBO CEHCOPHE KEpyBaHHS MIAXOAUTH IS 1rop-
TOJIOBOJIOMOK, KapTo4HUX irop Tomo [21]. KepyBanHs kecTaMu BUKOPHCTOBYE
CBalillM, IIMIIKH, TEpPETAaCKyBaHHsS, OOepTaHHA Ta IHIII >KecTu. Takuil THUI
KEpyBaHHS 1HTYITUBHO 3pO3YMUIMH JJi1 KOPUCTYBadiB W0 3HWXKYE MOPIT
BXOJ/KCHHS 0O KOPUCTYBaHHS J0JaTKaMU Ta irpaMu. 3a3Bu4ail MOOUIbHI 10JaTKU
Ta IrpU MOEAHYIOTh JEKUIbKAa THUIIB KEpyBaHHS OCKUIBKM 1€ JOlOoMarae
po3mupuTH criekTp komany [22]. KepyBaHHS HAXWJIOM BUKOPUCTOBYE BOYIOBaHi
JaTYUKA MOOLTFHOTO TPHUCTPOIO JUIsl BU3HAYCHHS HAXWiy Ta PyXy MPHUCTPOIO.
OcoONMBICTIO TaKOrO THIy KEpyBaHHS € Te, [0 BOHO HaJae KOPUCTYBaudy
MiIBUIICHE BIIYYTTA pealli3My Ta OUIbII TOYHUN KOHTPOJIb HaJ ITPOBUM CBITOM.
Bin oco0mmMBO MiAXOAUTh IS CKJIAJHUX IFPOBUX MEXaHIK B SKUX BaXJIMBa
TOYHICTh KCPYBaHHs, a caMe T'OHKH, aBiacumyisitopu tomo [22]. KepyBanus 3
BUKOPUCTaHHSAM JIOJATKOBUX IMPHUCTPOiB, KOHTPOJEPIB, 103BOJSIE PO3POOHUKAM
CTBOPIOBATH OLIBII CKJIQ/IHI Ta IIKaBi IrpH, aje 3HAYHUM MIHYCOM TaKOro MiIX0y
€ Te, U0 KOHTPOJEpPH HEOOXINMHO NpHUAdaTH OKPEMO, W0 3BYXKYE KOJO
KOpUCTyBauiB. TOMy y Takux irpax 3a3BUYail € JEKUIbKa THUIIB KEPyBaHHS 00
HIBEJIFOBATH BIJCYTHICTHh (hi3MYHOTO KOHTpoJiepa. KoHTponepu HamarOTh BUCOKUN
BIITYK Ta BEJHMKY TOYHICTh KEpyBaHHSA IO POOWUTH IrpOBUH JOCBiA Habarato
[[IKaBIIIHM.

[lopiBHsTPHUEM aHami3 YCIX BHJIB KEpPyBaHHS IPOJEMOHCTPOBAHO Y

tabmumi 1.4 [19]-[22].

Ta6muust 1.4 — IopiBHsutbHMIA aHaATi3 BUAIB KepyBaHHs [19]-[22]

Tun [Tnatdopma TouHicTh 3py4HICTb O6nacth
KEepyBaHHSI KEpyBaHHS KEepyBaHHS 3aCTOCYBAaHHS
1 2 3 4 3)
Knasiatypa ta [IK Bucoxka Bucoka [lyrepwn,
MHIIIa cTparterii
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Kinens tabmaumi 1.4

1 2 3 4 3)

I'eiimmian 1K, irpoBi Hyxe Bucoka | Jlyxe BHCOKa ['oHKw,

KOHCOJI1 CUMYJISITOpU
Cencophe MoO6ubHuH Cepenus Cepenns ["onmoBoOMKH,
KEpYyBaHHS IPUCTPii KapTOYHI1 IrpH
KepyBanns Mo06inbHui Cepenns Bucoka Crparertii,
KECTaMHU OpUCTpIN paHHEepHU
KepyBanns MoO6ubHuH Bucoka Cepenns ['oHKH,
HaXHJIOM OpUCTpIN CUMYJISITOpU
KepyBanns Mo0binbHu Jyxe BuCcOKa Bucoka Cumynsaropu
KOHTPOJIEPOM OpUCTPIN

Cucrema KepyBaHHS € OJJHUM i3 KIIFOUOBUX €JIEMEHTIB irpOBOTO JAHM3aiHY i
0e3nocepeIHbO BIUTUBAE HA JOCBIJ KOopuCTyBada. KoMIT'IOTEpHi irpu mepeBakHO
BUKOPHUCTOBYIOTh (I3MYHI MPUCTPOi KEpPyBaHHS, SKI 3a0e3MeuyloTh BHUCOKY
TOYHICTh Ta THYYKICTh. MOOUIBHI irpM OpIEHTOBAHI HAa CEHCOPHI Ta »KECTOBI
criocoOM KepyBaHHS, IO IMJBHUIINYE IOCTYIHICTh, ajle HakKJiajae OOMEKEHHs Ha
CKJIaJIHICTh MexXaHik. I1ix yac po3poOku MOOUIBHOT ITpy BHOIp CHCTEMH YITPaBJIiHHS
MOBMHEH BPaxOBYBAaTH >KaHP TPH, IUIBOBY ayJIUTOPII0, TPUBATICTh I'POBUX CeCiit

Ta (Hi3UYHI 0OMEKEHHSI MOOUTBHHUX MTPUCTPOIB.

1.6 IlocTaHOBKA 3aBAaHb JUIJIOMHOI POOOTH

TakuMm YMHOM TMPOBEICHI MOCIKEHHS IMOKa3ald M0 Ha ChOTOMHINIHIN
JIeHb iCHye Oe3iid pIi3HUX >KaHPiB, HAUTOMYJSPHIIMMHU 3 SKAX € €KIIeH ITpH,
CUMYJISITOPH Ta HECKiHUeHHI paHHepu. [lif 9ac mpoBeneHHs aHami3y irop y >kKaHpi
HECKIHYEHHUM paHHEp, Oyjo 3’4COBaHO, 110 KOXXKHA Tpa Ma€ CBOi YHIKaJIbHI
MEXaHIKH, CBI CTWJIb, aj€ BCl BOHU KEpPYIOThCS 3a JOMOMOTro0 rpadiyHOTO

iHTEepdeiicy.
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Came TOMy MeTOIO POOOTH € TOKpAaIIeHHS KOPUCTYBAIbKOIO JOCBITY 3
MOOUTBHUM ITPOBUM 3aCTOCYHKOM IIISIXOM peaiizallii MaTepiaibHOTO 1HTepdeiicy.

OCHOBHUMU 3aBJIaHHIMU POOOTH €:

—  JIOCHIDKEHHS CY4aCHOrO0 CTaHy PO3pOOKH IrPOBUX 3aCTOCYHKIB Ta
OTJISIJT TEXHOJIOT1H peaizaliii;

—  TIPOEKTYBAaHHS amapaTHO-NPOrpaMHOro 3abe3nedyeHHs (aHaii3 BUMOT,
apXiTeKTypa CHCTEMH, OOIPYHTYBaHHS OOpaHMX NPOrpaMHHUX Ta amapaTHUX
3ac001B pO3pOOKH);

-  po3poOka amnapaTHO-IPOrpaMHOro 3ade3neveHHs (onuc ocodaIuBOCTEN
peanizaiiii, cxema alropuTMy (YHKI[IOHYBaHHS, OTIHC PEaIi30BAHOT0 MPOTPAMHOTO
Ta anmapaTHOro 3a0e3MeUeHHs );

—  TEeCTyBaHHS pO3pOOJEHOr0 amapaTHO-IPOrpPaMHOro 3a0e3MeUeHHs

(cuienapii Ta pe3ynbTaTH).
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2 MIPOEKTYBAHHSA AITAPATHO-ITIPOI'PAMHOTI'O 3ABE3IIEYEHHSA

MOBIJIBHOI'O 3ACTOCYHKY

[IpoekTyBaHHs amapaTHO-MPOTrPaMHOT YACTUHU CKIIAJA€ThCA 3 KIUIBKOX
OCHOBHHUX €TalliB, KOXEH 3 SKUX € BaXJIUBUM JJii CTBOPEHHS YCIIIIHOTO Ta
AKICHOTO TpPOAYKTY. Bin caMoro eramy NpOEKTYBaHHS 3aJI€KUTh XIiJ BChOIO
OPOEKTY, TOMY PO3POOHHKM NPUAUIAIOTH HOMY 3HayHy KUIBKICTH 4Yacy,
PO3MIPKOBYIOUM HaJl KOXKHOIO JeTamio. Came MpOEKTyBaHHS MOKE TPHUBATH Bij
JEKUTbKOX MICSIIIB, A0 POKY B 3aJIEKHOCTI B1J] CKJIAJHOCTI Ta MaclTady MpOEKTY,
poO3MIpy Ta JOCBILY KOMaHAH, (IHAHCYBAaHHS Ta BUKOPUCTOBYBAHUX TEXHOJIOTIH.
Konum mpoekTyBaHHS amapaTHO-MPOrpaMHOi YAaCTUHHM 3aBEpIIEHO, KOMaHa

NEPEXOUTh 10 HACTYITHOTO eTamy — ii po3pOoOKH.

2.1 Ilpu3HaYeHHS TA BUMOTH /10 PO3PO0JII0BAHOI CHCTEMU

Omnwuc npu3HaYeHHS Ta 3araJIbHOT KOHIICTIIII] TPH.

[Tpu3HadeHHsT pO3pOOIFOBAaHOT CHUCTEMH IIOJIATa€ B TOMY, MO0 HaIaTH
KOPUCTYBayeBl MOJKJIUBICTh KEPyBaTH JIITAKOM 3a JIOIOMOTOI0 MaTepiaiIbHOTO
iHTepdeiicy. Lle 103BOMUTH CTBOPUTH JJIsl TPABIS BIIUYTTS PEAIbHOTO MOJIBOTY Ta
B3a€MO/I1 3 HABKOJIMIIIHIM CBITOM.

Hasga rpu: «Canyon flight simulator».

CeTuHT TpHU: CUMYJISITOP TOJABOTY Ha JiTaKy KaHbiioHOM y 3D.

Ines rpu: «Canyon flight simulator» — e 3axonmuBuii CUMYIATOP MOJIBOTY
y Mexax Benukoro kanpiioHy. ['paBii moCTarOTh y poJii MiNOTa JiTaka SKAN
MPUIHAB y9acTh y 3MaraHHi Ha BU)KMBaHHS. [ 0JIOBHE 3aBIaHHS MOM0IATH IKOMOTa
Oinpie mepemkoy;, abu HaOpatu OUTBITY KUIBKICTH O4YOK. J[KepernoM HaTXHEHHS
JUT CTBOPEHHS IIi€T TpU OyJIM: 3aXOIUIMBa HeCKiHUeHHa rpa «Subway Surfers» ta
JocuTh Bimoma rpa Bim kommnanii Microsoft «Microsoft Flight Simulator». Ili
JpKeperia BAUXHYIIHM JKUTTS B caMy 1/Iel0 CTBOPEHHS TPU Ta CTAJd OCHOBOIO TSI

peanizailii MpoeKTY.
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XaHnp rpu HaNeKWUTH 10 HECKIHYCHHOTO paHHepa-mathopMepa Ta
MO3ULIOHY€E cebe SIK CUMYJSATOpP KepyBaHHS JliTakoM. BpaxoByrouw wi >KaHpU
MOXHa 3pOOUTH BHCHOBOK, III0 T'paBellb HE MPOCTO CIIOCTEpIrae 3a mnepedirom
oAl y rpi, BiH 6e3mocepeiHr0 O0epe ydacTh y KEpyBaHHI JIITAKOM, JOCIIKYIOUN
CBIT Ta HaMaral4uch MHojoiath yci mepemkoau. OCHOBHHMI KOHIICTIT ITOJISITAe
came y KepyBaHHI1 JIITaKOM, a0u 3alliKaBUTH IPABI Ta 3a1yYUTH HOro 10 Tpu.

CroxeTHa CKJIaJioBa I'pH K TakKa BIJCYTHS, OCKUIBKU I'pa € HECKIHYEHHOIO,
ajie € HeBenuka mepenictopis. ['paBenb - 1€ MOCBIMYEHUN MUIOT JIiTaka, SKUN
paHile npairoBaB Ha MDKHAPOAHUX peiicax. Y CBiMl BUIBHHU Bij MOJILOTIB Yac BiH
JOOWB 3aiMaTHCS €KCTPEMaJbHUMH BHJIAMHM CIIOPTY Ta HaBiTh OpaB yd4acTh Y
pi3HHMX 3MaraHHsX. Ha ogHOMy 3 TakuxX 3MaraHb BiH JIi3HABCS PO €KCTpeMallbHi
noibkoTH y KaHBHOHI, y SIKAX BHPIIIMB B3ATH Yy4acTh. 3 I[bOTO MOMEHTY i
MIOYMHAETHLCS €Tal TPH.

@OyHKIIOHAJIbHI BUMOTH JI0 CUCTEMHU.

Cucrema kepyBaHHS MOJILOTOM. MOXKIIMBICTh KEPYBaHHS MOJIBOTOM JIITaKa
3 BUKOPUCTAHHIM MaTepiajJbHOT0 1HTepdency Al OUIBIIOro 3aHYPEeHHS Y TPY.

[lin’eqnanns  matepiabHOrO iHTepdeicy. 3'emHaHHS MaTepiaabHOTO
iHTepdelicy 3 MOOLTBHUM IIPUCTPOEM 3a JOIOMOror TexHosorii Bluetooth.

[aTepdetic. ['padiunuii inTepdeiic as B3aeMoii 3 BHYTPIIIHIMHU MOIISIMU
IpU TAaKUMU SIK TAKIIOYEHHS KOHTpoJIepa, CTapT I'pH, Nay3a, Mepe3anyck piBHS Ta
BUXI]I.

[lepemkoau. HasiBHICTD pi3HOMAaHITHUX MEPEIIKO ISl OUTBIIOTO 1HTEPECY
Ta CKJIAJIHOCTI rpH. Peaizallis BUNaKOBOI MOSBU MEPEIITKO] Ha IUIAXY T'PaBIIS JIJIs
CTBOPEHHS UTt0311 HECKIHYEHHOT'O PIBHS.

YMmoBu mporpamry. Peamizamiss mporpamnry TpaBums TpH  3ITKHEHHI 3
MIEPETIKO/IAMH.

HedynkiionanbHi BAMOTH 710 CHCTEMH.

3py4HICTh BUKOpUCTaHHS. HasiBHICTh 1HTYITUBHO 3p03yMUIOTO 1HTEpdEHCY
3 MiAKa3KaMM 10 BUKOPUCTAHHS YH MIIKIIOUYEHHS MaTeplaJbHOTO IHTEpQEcCy.

3o00paxenHsa. BizyanpHa ckilagoBa Mae BUIVISIAATH  €CTETHYHO Ta
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BIJIMOB1/IaTH 3arajbHiid KOJIpHiH rami.

ApanTtuBHicTh. Bci kHOnmkM Ta TeKcT iHTepdeiicy noBuUHEH OyTu
aJanTUBHUM JI0 PI3HOT PO3JIUIBHOT 34aTHOCTI €KpaHiB.

Jlns ananmizy Al KopucTyBada OyJI0 CTBOPEHO jiarpaMmy MpereneHTiB (puc.
2.1).
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Pucynok 2.1 — Jliarpama npeneneHTiB

Jlns  cTBOpeHHsI B3aeMOii MaTeplaibHOTO 1HTepdelcy 3 IrpoBUM

cepeoBHIIEeM OyIla poayMaHa apXiTeKTypa po3po0ioBaHoi cucremu (puc. 2.2).
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Pucynok 2.2 — ApxitekTypa po3po0itoBaHOI CUCTEMU
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2.2 BuOip TexHoJIOriH AJ151 peanizanii rpu

Bubip TexHomnoriii € HaA3BUYalHO BaXXJIMBHUM €TallOM, OCKUIBKU BiH
BIUIMBA€ Ha pI3HI aCHeKTU MPOEKTY. Bil LbOro 3anexuTb NPOAYKTHUBHICTH
MIPOEKTY, Yac pO3POOKH, BAPTICTh, MACIITAOOBAHICTh 1 MAaOyTHI OHOBIIEHHS. Tomy
JUIs. BUOOpY TEXHOJIOTiA OyB NpOBEACHUN TMOPIBHSJIBHUN aHali3 3a pI3HUMU

KPUTEPISIMHU.

2.2.1 Bu0ip cTeky TeXHOJOTIi 1j1sl MPOrpaMHoI peanizauii rpu

[TpoayKTUBHICTH Ta SAKICTh NMPOEKTY BILUIMBAIOTh HA T€, HACKUIBKHU TIJIABHO
Ta MIBUJIKO BiH MpaIlOBaTUME Ha Pi3HUX npuctposx. Lle nependavae Bubip pymris
(manpuknan, Unity, Unreal Engine) 1 moBu mporpamyBanHs (Hampukiag, C++,
C#). Texnomorii mis peamizanii rpadiku Ta e(EKTiB BH3HAYAIOTh TpadidHi
MOXJIMBOCTI, edekTH, (i3uKy, aHIMaIlil0 Ta IHII Bi3yaJlbHI XapaKTEPUCTHKU
IIPOEKTY.

BaxxnmBo Takok BpaxoBYyBaTH, Ha SKUX IuiaTgopMax Oyje 1HCTaTIOBATHCS
rpa: IIK, Mmo6utpH1 npuctpoi, VR tomo. ToMmy aiis mopiBHSIBHOTO aHATi3y OyIio
obpano pyurii Unity, Unreal Engine ta Godot.

Unity — 11e ouH 3 HAKMONYJIAPHIIINX ITPOBUX ABUTYHIB, SKHH 10 BIIOJ0OU
BEJIMKUM KOMIMaHIsIM. AJie Ha ChOTOAHINIHIA JIEHh BIH YK€ CHJIBHO IPHIAB J0O
Aylii came IHII-pO3pOOHMKaM dYepe3 HOro MpOCTOTY Ta MOMKJIMBOCTI SIKI BiH
nporonye. BiH migTpuMye mMUPOKUN CHEKTp pi3HHX Tuiatgopm, Takux sk [1K,
KOHCOJTi, MOO1UIIBHI TTpucTpoi Ta VR-rapuitypa. OkpiM BOYJOBaHMX IHCTPYMEHTIB,
AKi 1AyTh pa3oM 3 JIBUTYHOM, JI0 HBOTO IiCHy€ Oarato pi3HHX JOMOBHEHb, SKI
MOXHa BCTAaHOBUTH HE BHUXOAsS4YM 3 camoro Unity, mo poOuTh HOTO Maixke
ABTOHOMHHM Ta Ja€ MOXJIMBICTh HE BIJIBEPTATH YyBAary BiJl CTBOPEHHS MPOEKTY
[23].

Unreal Engine — cTtaHoM Ha ChOroJHI HaWHOBIIIA BEpCis LBOI'O JBUTYHA

Oyina pospodiena y 2022 poui kommaniero Epic Games ta mae na3By Unreal
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Engine 5. Lleit ABuryH muBy€e CBOIMH MOTYKHUMH TpapivHUMU MOXKIHBOCTSIMH. B
nepimy yepry Unreal Engine 3BICHO BHKOPHCTOBYETBHCS IJii CTBOPEHHS Irop, a
came AAA npoekTiB. Asie OKpiM HOro OCHOBHOTO MPHU3HAYECHHS, IBUT'YH TAKOX
BUKOPUCTOBYIOTh y KiHOIHAYycTpli. Came Ha Unreal Engine 4 mnepeBaxHO
CTBOPIOBANIMCH 3a1HI (GoHM M ¢uibMiB cryaii Marvel, B HoBUX «30psSHUX
BilHax» Ta y cepiani Manpganopenp [24]. Cam &IBUTYH Ma€e MOXJIMBICTB
cTBOproBaTH K 2D, Tak 1 3D mpoekTH, ajie BCe K TaKU BiH OUIbIIE HaJAIITOBAHUM
g 3D.

Godot — me ABHrYyH 3 BIAKPUTHM BHXITHHM KOJOM, IO POOUTH HOro
a0OCOJIFOTHO  O€3KOITOBHUM Juisi  BUKopucTtaHHs. Godot 3 gBUBCS  JOCUTH
HemoaaBHo y 2014 pori, Konu aocar cBo€i nepiioi ctaduibHOi Bepcii. CyTHICTD
JIBUTYHAa JOCUTh MpocTa — OyTH SKOMOra MpOCTIIIMM Ta CaMoOJOCTaTHIM
cepenoBuiieM po3poOku irop. Came TOMY BiH BBaXKAE€THCA OAHUM 3 HAWJIETHINX
JUIS BUBYEHHS JIBUTYHIB PO3poOKH irop. Moro BUKIaNaroTh JiTAM y IIKOJNAX Ta y
KOMIT'FOTEpHUX aKaJeMisix abu 3auikaBuTH ix Ta 3amydutu a0 IT cdepu. [IBuryn
nigTpumye 2D Ta 3D po3poOky irop Ta Mae 3po3yMily CHUCTEMY CKpHIITIB.
CrnutbHOoTa Godot akTMBHO J0noMarae po3poOHMKaM pO3BUBATHU JIBUT'YH, TOMY BiH
Ma€ peryspHi oHoBIeHHs [25].

Jlns y3arajapHEHHSI BCiX JaHMX OyJio 3poOJIeHO TaOIHII0 MOPIBHSAIBHOTO

aHamizy (tabma. 2.1) [23]-[25].

Ta6mwist 2.1 — Tabnuis mopiBHIIEHOTO aHaNi3y irpoux pyuriiB [23]-[25]

Kpurepii Unity Unreal Engine Godot
1 2 3 4
Po3poOHuK Unity Epic Games The Godot
Technologies Foundation
[Tignucka beskomToBHa mi1s1 | be3komToBHA 10 be3komToBHA
iHauBinyanbHoro | $1 MutH. mpuOYTKY
BUKOPHUCTAHHS
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1 2 3 4
[MporpamyBaHHs UnityScript, C#, C++, Blueprints CDScripts, C++,
Boo C#, Visual
Scripting
[Ipu3zHaueHHs CrtBopenns 2D Ta CrtBopenns 3D CrtBopenns 2D Ta
3D irop irop ta 3D irop
aHIMaIL[IMHUX
MyJbT(UIBMIB
[Tnatdopmu Windows, macQOS, | Windows, macOS, | Windows, macOS,
Linux Linux Linux
Marketplace Unity Asset Store Unreal Godot Asset
Marketplace Library

Kpim MOkIHBOCTEH IrpOBUX PYIIIiB TAKOXK BAKIUBUM KPUTEPIEM € 3HAHHS
Ta BMIHHSA poOOTH 3 HUMH po3poOHuKa. Llelt kpurepiii OyB HaAHBaKIUBIIIUM MPU
BUOOP1 irpoBoro pymris. PoOis4u BUCHOBOK 3 TaOJIUIll TMOPIBHAJIBHOTO aHATI3Y Ta
3HaHb PO3pOOHHKA, I peamsamii rpu OyB oOpanuii irpoBuii pymii Unity,
OCKUIBKH BiH BiATIOBiZJa€ BUMOTaM MPOEKTY Ta BMIHHIM PO3POOHHUKA.

Hactynaum etanom OyB BuOip MoBHU mporpamyBaHHs. Ockiuibku Unity 1ie
PYUIiN, SIKW JUIsl IpOrpaMyBaHHS JIOTIKK irop BUKOpUCTOBYE MOBY C#, BuOip OyB
OYEBU/THUM.

C# - me cydacHa 00 €KTHO-OpI€EHTOBAaHAa MOBa TIPOTpaMyBaHHS,
po3pobiieHa kommnaniero Microsoft sk wactura tnargopmu .NET. Bona Oyna
ctBopeHa y 2002 porii 1 3 TOro yacy craja OAHIEIO 3 HAWUTOMYJSIPHINIAX MOB
nporpamyBaHHs B cBiTi [26]. Came 1151 MOBa mporpaMmyBaHHSI BUKOPHUCTOBYETHCS SIK

OCHOBHHUM 1HCTPYMEHT JUIsl CTBOPCHHS CKJIQJHUX ITPOBUX MEXaHIK Ta CHCTEM Y

pymurii Unity.
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2.2.2 Bubip crexky TexHOJOriii AJasi NPOrpamMHOI Ta AamnapaTHol

peaJizauii MarepiajbHOr0 iHTEpQeicy

Bubip crteky texHomorii maisi po3poOku maTepianbHOTO iHTepdeicy OyB
JIENI0 CKJIAJIHIIIUM, OCKUIBKM ICHY€ O€3/iu pI3HMX aHaJoriB MIKPOKOHTPOJEPIB.
Tomy OyB 00panuii MikpokoHTposep Arduino, OCKUIbKY BiH Ma€ NPUUHATHY LIHY,
BIIKpUTHIN BUXITHUN KOJI 1 0€3/114 MaTepialiB Jisl HaBUYaHHS.

Arduino — amapatHa oOuMCIIOBaJIbHA TUIATPOpPMA ISl KOHCTPYHOBAHHS,
OCHOBHHUMH KOMIIOHEHTaMH SIKOT € TIUiaTa MIKPOKOHTpOJEepa 3 elleMEHTaMH
BBOJly/BUBOJy Ta cepenoBuiie po3poOku  Processing/Wiring Ha  MOBI
IpOrpaMyBaHHs, 1[0 € CIpolleHor miaMHokuHOW C/C++ [27]. Arduino moxe
BUKOPUCTOBYBATHCS 5K JIJIT CTBOPCHHSI aBTOHOMHHX IHTEPAKTHBHHMX 00'€KTIB, TaK i
MIIKJTFOYATUCS IO TIPOTPaMHOT0 3a0e3MeueHHs], SIKe BUKOHYETHCSI Ha KOMIT'FOTEP.

[ndopmartis mpo 1IaTy (PUCYHOK JPYKOBAaHOI TIUIATH, crenudikamii
€JIEMEHTIB, TporpaMHe 3a0e3IeUeHHs) 3HAXOMAThCS Yy BIIKPUTOMY JOCTYI 1
MOKYTh OYTH BUKOPUCTaH1 TUMH, XTO BOJIIE CTBOPIOBATH IIATH BIACHOPYHY.

ITnata Arduino ckiamaetscs 3 MikpokoHTposiepa Atmel AVR, a Takox
€JIEMEeHTIB OOB’SI3KH JJIsl MPOTpaMyBaHHS Ta IHTETpallii 3 IHIIMMHU pucTpossMu. Ha
OaraThOX IUIaTaxX HasSBHUHN JiHIHHWK crabimizaTop Hanpyru +5B abo +3,3B.
TaxTyBanHs 3a1iiCHIOETECA Ha YacToTi 16 abo 8§ MI'11 kBapiioBUM pe3oHAaTOpoM. Y
MIKpOKOHTpOJIEp 3amucaHuii 3aBaHTaxyBad (bootloader), Tomy 30BHIIIHIM
nporpamaTop He moTpioeH [27].

JIisi MOpIBHANBHOTO aHami3y OyJo OOpaHO TpW HAWMOMYNSIPHINII TJIaTH
Arduino, a came Arduino Mega, Arduino Uno ta Arduino Nano.

Arduino Mega — 1ie pucTpiii Ha OCHOBI MiKpokoHTposiepa ATmega2560
(datasheet). Jlo #oro ckiagy BXOAWTh BCE HEOOXimHE ISl 3pYy4HOI poOOTH 3
MIKpOKOHTpoJiepoM: 54 mudpoBux Bxomy/Buxomy (3 sKux 15 MOXyTh
BukopuctoByBatucs sk [IIIM-Buxoau), 16 anamoroBux BxoxaiB, 4 UART
(amapaTHuUX TpUKMauiB s peanizalli MmociioBHUX 1HTEp(EeiCciB), KBapLOBUIA

pe3onarop Ha 16 MI'n, ckupanusa. ns moyatky poOOTH 3 HPUCTPOEM JTOCUTH
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npocto nojatu xuBieHHs Big AC/DC-agantepa abo Oatapeiiku ado0 MIAKIIOYUTH
Horo no komm'rorepa 3a nonomororo USB-kaGemto. Arduino Mega cymicHuii 3
OUIBIIICTIO TUIAT pO3LIUpPEHHs, po3pobseHux s Arduino Duemilanove Tta
Diecimila [28].

Arduino Uno — me mpuctpiii Ha OCHOBI MikpokoHTpojepa ATmega328
(datasheet). Jlo ioro ckiaay BXOAUTh BCE HEOOXIAHE Il 3pY4YHOi poboTH 3
MIKpOKOHTposiepoM: 14 uu@poBUX BXOAIB/BUXOAIB (3 HUX 6 MOXYTh
BukopuctopyBatucsa sk [IIMM-Buxoau), 6 aHaJIOrOBUX BXOJIB, KBapIIOBUI
pesonatop Ha 16 MIn, pos'em USB, po3'eM KuBieHHs, po3'eM s
BHYTpimmHbOCXeMHOro niporpamyBaHHs (ICSP) Tta kHomka ckugaHHs. [[1s modyaTtky
poOOTH 3 TPUCTPOEM JOCUTH MPOCTO mojatu xkuBiieHHs Bix AC/DC-anantepa a6o
OaTapeiiku, ab0 MIAKIIOYUTHA HOTO 0 KOMIT'tOTEpa 3a jaornomMoror kademto USB
[29].

Arduino Nano — 1ie moBHOG YHKIIIOHAILHUI MIHIATIOpHUIN IPUCTPii Ha Oa3i
MmikpokoHTpoiepa ATmega328 (Arduino Nano 3.0) a6o ATmegal68 (Arduino
Nano 2.X), aganToBaHWil [ BUKOPUCTaHHS 3 MAaKETHHUMH IUIaTaMd. 3a
(GYHKITIOHAIBHICTIO MPUCTPi cxoxuii Ha Arduino Duemilanove 1 Bigpi3HS€ThCS
BiJl HROTO PO3MipaMHM, BIJICYTHICTIO PO3'€éMYy JKHBJICHHS, & TaKOX IHIITUM THIIOM
(Mini-B) USB-ka6emro. Arduino Nano po3po0iieHO Ta BHITYCKA€ThCs (HipMOIo
Gravitech [30].

[IpoananizyBaBmu TpU BHUIM MIKpOKOHTpojiepiB Arduino OyB oOpanHwmii

Arduino Nano gepe3 #ioro komnaktHicTh (Tadmn. 2.2) [28]-[30].

Ta6mwis 2.2 — [opiBHsutbHMIA aHATi3 MikpokoHTposepiB Arduino [28]-[30]

Kpurepii Arduino Mega Arduino Uno Arduino Nano
1 2 3 4
MikpoKOHTpOJIEp ATmega2560 ATmega328P ATmega328P
Po3mip Benuka (101.6 x Cepenns (68.6 x | Mana (45 x 18 Mm)
53.4 mm) 53.4 mm)
USB-iatepdeiic Type-B Type-B Mini-B




Kimens tabaumi 2.2
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1 2 3 4
KinpkicTh 54,3 Hux 15 — 14, 3 HUX 6 — 14, 3 Hux 6 —
U (POBUX MIHIB PWM PWM PWM
KinpkicTh 16 6 8
aHAJIOTOBHX ITIHIB
Oco0nuBoCTI Benuka KiIbKICTh VYHiBepcaiabHa [yxe KoMIaKkTHa.

1HIB. miata. Mae I[TigxoauTe s
BuxopucroByeThcs 30aJaHCOBaHY MIPOEKTIB, JI€
JUISl BEJTUKUX KUIBKICTB MIHIB JI0 po3Mip Mae
IIPOEKTIB po3Mipy 3HAYCHHS
B skocti cepenoBuina po3poOku kommanis Arduino Software nanae

nporpamue 3abesneueHHs Arduino IDE. Came BoHO 1 Oyino oOpaHO SK OCHOBHE
CepeZIoBUIIE pO3pOOKH Yepe3 CcBOi (DYHKITIOHATbHI MOKJIMBOCTI 1 HAJIAIITOBAHICTh
10 pobotu 3 Arduino.

[aTerpoBane cepemoBuie po3poOku  Arduino — abo mporpamHe
3abesmeueHass Arduino (IDE) — pospobiiene xommaniero Arduino Software ta
npu3HaveHe s nporpamyBanHs twiat Arduino. Ilporpama MICTHTh TEKCTOBHIA
pEeIaKTop ISl HallMCaHHS KOy, 00J1acTh MOBIIOMIICHb, TEKCTOBY KOHCOJIb, TTAHEIb
IHCTPYMEHTIB 3 KHOIIKaMH I BUKOHAHHS TOMUPEHUX (DYHKI[IH Ta HU3KY MEHIO.
BoHo mninkimrouaerscs o oOmagHaHHsa ArduinO 3a JOMOMOror KaOemro Ui
3aBaHTaXCHHsS TporpaM Ta B3aemoxili 3 Humu [31]. [[ns mporpamyBaHHS TuTaT
Arduino BUKOPHUCTOBYETHCS MOBa MporpamyBaHHs C++.

CepenoBuiie po3poOku Arduino MOCTaBISETHCA pa3oM i3 0i10J10TEKOIO
mporpam «Wiring».

KopuctyBauam HEOOXiMHO BH3HAYHMTH JdIIe 1BI (DyHKIIT g TOTO, 00
CTBOPHUTH TIPOTpamy, sika Oyze MpaIroBaTH 3a MPUHITATIOM ITUKIIYHOTO BUKOHAHHS

—  setup(): ¢yHKIIST BUKOHYETHCS JIMILE pa3 MpU CTapTi Hporpamu 1

JI03BOJISIE 3a/1aTH TIOYATKOBI MTApaMEeTPH;
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—  loop(): ¢yHKIIS BHKOHYETHCS NEPIOAMYHO, JOKH IUIaTa HE Oyie

BHUMKHCHA.

2.3 BucHoBkHM 10 po3aiiy 2

[Tix yac mpo€eKTyBaHHs anmapaTHO-MPOTPAMHOTO 3a0e3MeYeHHsT MOOITHHOTO
3aCTOCYHKY OynM BH3HAu€HI BHMOTH JO pPO3POOIIOBAHOT CHUCTEMH, CTBOPEHO
JiarpaMy NpeLeieHTIB AJsl aHali3y il KopucTyBaya, CIPOEKTOBAHO apXITEKTYPY
B3a€EMO/IIi MaTtepiajgbHOro iHTepdelcy 3 IrpoBUM CEPEAOBHILEM, TAKOX OYyI0
OPOBEJICHO TOPIBHSUIBHUM ~ aHajii3 IrpOBUX pYIIIiB Uil TMOPIBHSHHS  iX
MOYJIMBOCTEN.

Sk irpoBwmii pyuriid OyB oOpanwuii Unity, ocKiIbKM BiH BIANOBiZa€ BUMOTaM
IPOEKTY Ta BMIHHAM PO3pOOHHUKA.

OCHOBHOIO MOBOIO TMporpaMmyBaHHs Oyia oOpaHa moBa C#, OCKUIbKH BOHA
BUKOPUCTOBYETHCS JIJIsl IPOTPaMyBaHHs irpOBOT JIOTIKH B camoMy pyiii Unity.

Jns  peamizamii  mMatepianpHOTO  iHTepdeiicy Oynu mpoaHai3oBaHi
MikpokoHTpojaepu Arduino, 3 skux O0yB oOpanuii MmikpokounTposep Arduino Nano
yepe3 CBOI0 KOMITAKTHICTh. B sIkoCTi cepemoBuiiia po3podku 0yino odpano Arduino
IDE depe3 cBoi (pyHKIIIOHAIbHI MOKJIMBOCTI Ta MPHCTOCOBAHICTH A0 PoOOTH 3

MikpokoHTpoaepamu Arduino.
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3 PO3POBKA TA PEAJIIBALIA AITAPATHO-TIPOI'PAMHOI'O

3ABE3IIEYEHHA

Po3pobka Ta peanizailig € 1eHTpaIbHOIO (a3010 MPU CTBOPEHHI arapTHO-
porpaMHoro 3abe3neyeHHs, mig Yac fAKoi (akTUUHE CTBOPEHHS TIpuU Ta
KOHTpOJIepa 3AINCHIOEThCS HA OCHOBI KOHIICMI[M, TIUIAaHIB 1 MPOTOTHIIIB,
po3pobsieHHX Ha mnonepenHix (aszax. BaxiMBOI YaCTHHOIO LBOTO €Taly €
THYYKICTh 1 TOTOBHICTB IO 3MIH, OCKIIBKHA B MPOLECI pO3POOKH MOXYTh BUHUKATH
HOBI 171€1, TPOOJIEMH Ta MOKJIMBOCTI OKPAIIUTU NPoeKT. el eTtanm He BBakaeThCs
OCTaHHIM, TOMY IO TICJs 3aBeplIEHHs peaii3auii mnoyuHaeTbesi eranm QA-
TecTyBaHHs. Ha iboMy erari BiiOyBa€eThbCs MOIIYK MOMUJIOK Ta OariB, siki HE OyJIn
BUSIBJICHI MpU po3poOIli, MepeBipka OCHOBHUX MEXaHIK Ta (PYHKIINA I'pH, aHaTI3
npaie3gaTHOCTI KOHTpOoJepa, MICis 4oro 0OOB’S3KOBO BHOCATHCS 3MIHM IS iX

BUITPABJICHH.

3.1 [IpoexkTyBaHHSI OCHOBHMX AJTOPUTMIB IPH 3a 10NMOMOI0I0 JAiarpam

ANTOpPUTMH SIBJISIOTHCS KIIOYOBOIO CKJIAJOBOIO KOKHOT'O MPOEKTY. BoHM
BUKOPHUCTOBYIOTBCSI aOCOJIFOTHO Yy KOXHiM cdepi poOoTH Ta B IMOBCSAKIECHHOMY
KHUTTI.

OmHuM 3 HaWBIMOMIIIMX AJITOPUTMIB € aJITOPUTM MPHUTOTYBaHHS Yaro. Bin
CKIIQJIAEThCS 3 Ay’KE MPOCTUX KPOKIB, sIKI MOKYTh MMOBTOPUTU HaBITh MIiTU. Al 1€
JUIIIEe OJIMH 3 BUJIB aNTropuTMiB. HacmipaBai icHye Ba BUU alTrOPUTMIB:

—  CYBOpWH aJITOPUTM;

—  HE CYBOpHUU AJITOPUTM.

CeHC anropuTMy TMOJSATaE y CYBOPOMY JOTPUMAaHHI BCIX MpaBWI IS
BUKOHAHHSA 3a/1a4i. Ile meBHUN CIUCOK, KWW OMUCYE MOPSAIOK J1i OJIHA 32 OJHOIO.
[Iporpama sika ciigye OJIHOMY aJTOPUTMY MOBHHHA BHUJIaBaTH OJWH 1 TOM camuil
pe3yIbTar.

[Ipu po3poOil NpoekTy 3’sIBUNIACh HEOOXIJHICTh Y CTBOPEHHI allTOPUTMY
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Iiil TpaBLs, sIKI BiH OyJe BUKOHYBATH OJpa3y MIC/Id BIAKPUTTS T'pU, Ui aHATI3Y,
MONIYKY Ta BUIIPABIEHHS BCIX PO301KHOCTEH Ta J0JaBaHHS BIICYTHIX KHOIOK
B3aemoii. Ha pucynkax nmwkue (puc. 3.1 — 3.4) mpoaeMOHCTPOBAHO PO3POOIICHUI

AJTOPUTM B3a€MO/I1i IPaBIS 3 TPOIO.

MoqaTor

YEMiEHYTH rpy

OuikyEaHHA gii

3 HaTtucHyTa KHOMEA
5 "START" A

HamucHyTa kHOMEa
B "CONTROLLER" ¢ 6
HatucHyTa kHONEA
o™ "SHOP" C

HaTucHyTa kHOME3 ¢
D "INVENTORY™

3 HaTuCHYTa KHOMEA
"STATISTICS"

HaTuCHYTa KHOMEA
"EXIT"

10
KiHeue

Pucynok 3.1 — V3arajapHeHUH aJirOPUTM B3a€MO/11 TPaBIIs 3 TPOIO

bnok 1. [loyaTok anroputmy.

brok 2. KopuctyBau BMUKae rpy HATUCKAIOYH Ha ii IKOHKY Ha TOJIOBHOMY
eKpaHi MOOUTEHOTO TeneoHy.

broxk 3. I'pa ouikye B3aeMoii KOpUCTyBava.

brox 4. Ilpn naruckanHi xkHOmkH «START) mMoOYMHAETHCS BUKOHAHHS
anroputmy A.

brmok 5. Ilpm HartuckanHi kHonmkH «CONTROLLER» mnounmHaeTses

BUKOHAHHS aJIrOpuT™MY B.
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brnok 6. Ilpu natuckanHi kHomnku «SHOP» mnounHaeThCsi BUKOHAHHS
anroputmy C.

brnok 7. Ilpu mnaruckandi kHonku «INVENTORY» mnounHaeThcs
BUKOHaHHS airoputmy D.

brok 8. Ilpu mnaruckanHi kHomku «STATISTICSy mnounHaeTbes
BUKOHAHHS aJiroputmy E.

brnok 9. Ilpu Hatuckanni kHomku «EXIT» rpa 3aBepinrye cBorw poOOTY
BUMUKAIOUYH 3’ €THAHHS 3 KOHTPOJIEPOM.

bnox 10. Kineup anroputmy.

1 HatucHyTa kHonka -
"START" 4 4 ( HamchyTa KHOMKa
- "CONTROLLER" ./
<
2 |
> __-':BBE,E]EHHH iMeHi HOHTpEI.I'IEpal_-':

< KoHTponep nignewuedo? ——H
[- - 3 _ ‘

Mepeanpecalis y 3
TAK SR e B < EB EHO KopeKTHE iMm'A? —Hl—
KOHTpONEPa =4 P el
4
-
Mowator rpw TAK
4
. L L 4
: MoslgoMNeHHA NP NOMHNEY
HI MoyaTok 3'e4HaHHA FEAHAHHS !
—

6

5 o - ToEigoMneHHs Npo yonilwHe

- S'EHAHHA f
paBeeyt Nporpas? =
7
MoBepHEHHA 0
TAK FONOEHOTD MEHKD

6

]
n
OEA3aTH MEHID A1 Kikeup

nporpawy

Pucynok 3.2 — Anroputmu novatky rpu (A) Ta miakiatoueHHs KoHTpoJiepa (B)
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/ H.aTu CHYTa KHOM ka
"SHOP" J

HaTWcHyTW Ha
odpaHu1il ToBap

BigkpuTTA MEeHo

MOKYNKN TOBAPY

|

HaTUCHYTH KHONKY
"BUY"

BucTauae rpowed?

Tak

[Lonatv Toeap go
IHEEHTapH

——HI—

T Y

Eing

PUTH

NOEIQOMMNEHHA 3

nomMu

/BumkHyTY KHONKY "BUY" Ta

AMIHUTIA HAANMC

NKOH

nl

KiHeur

/ H.aTm:HyTa KHOI‘IK‘a
"INVENTORY™ J

HaTWcHyTW Ha
obpaHWii npeamer

|

BigkpuTTA MEeHo

endopy NpeaMeTa

|

HaTUCHYTH KHONKY
"SELECT"

Mpeamet o0paHo AK
OCHOBHMIA

|

/BumKHyTH KHoNKy "SELECT" Ta |

AMIHUTW HAaANUC

|

KiHeur
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Pucynok 3.3 — Anroputmu nokynku ToBapiB (C) Ta BUOOPY 30BHINTHBOTO BUTIISTY

(D)

Onuc anroputmMy A HaBEJEHO HIDKYE.

brok 1. [loyaTok BUKOHaHHS anropuTMy sKio kHomka «START» Oyia
HATUCHYTA.

brok 2. BukonyeTbcs mepeBipka MiAKIIOYEHHS KOHTPOJIEpa.

brok 3. flkmo koHTponep He OyB MIAKIIOYCHHH, BIIKPUBAETHCA MEHIO
MAKITIOYEHHST KOHTPOJIepa.

brok 4. Sxmo koHTponep OyB MiIKITIOYCHHH, 3aIyCKA€ThCS OCHOBHUM
piBEHb T'PH.

brox 5. IlepeBipka mporpamry TpaBis. SIKImo rpaBellb HE MPOTpaB, Tpa
MIPOJIOBKYETHCHA.

brok 6. Slkmio rpasels nporpas, rpa NPUINHHSIETHCS, BIIKPUBAETHCS MEHIO

porpaury Ta BAKOHyeTbest anroputm Al (puc. 3.4).
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Al
< BiGKPHMTTA MEHID
1 nporpaLwry

OuikyEaHHA gil

3 4

HamcHyTa kHonka .
e "RE%TTART" f—— Tlepezanyck pieHA

3

) HamwcHyTa kHonKa
"ouim

MNoBepHEeHHA oo
TOMOEHOD MEHED
I

Kineue

Pucynok 3.4 — Anroputm Al (B3aemMojist 3 MEHIO MPOTPAIy)

Onuc anroputMmy B HaBeneHo HUXKUE.

brok 1. Tlouatok BukoHaHHs anroputmy skio kHonmka «CONTROLLER»
OyJa HaTHCHYTA.

brok 2. OuikyBaHHS BBEJIEHHS Ha3BU KOHTpPOJIEpa.

brok 3. BukonyeThcs 00poOka BBEICHUX JTaHUX.

brmox 4. Sxmo Ha3zBa koHTposnepa Oyna BBEIEHAa HEMPaBHWIBHO a0o
HaJIICJIAaHO TTOPOXKHIN PSAAOK, BUBOJUTHCS IMOBITOMIICHHS PO MMOMUJIKY 3'€ THAHHS 1
porpama mepexouTh B OUIKyBaHHS BBEACHHS IMEHI KOHTpOJEpa.

brox 5. SIkmio Ha3By KOHTpoJepa Oylio BBEIEHO MPABUIBHO, TOYNHAETHCS
HaJIallITYBaHHS 3'€THAHHS.

brok 6. BuBomuThCA TOBIJOMIIGHHS TPO YCHINIHE 3'€THAHHS 3
KOHTPOJIEPOM.

biok 7. IloBepHEHHS Ha TOJIOBHUI €KPaH T'PHU.

bnok 8. Kinenp anroputmy.

Omuc anropurmy C HaBEJIEHO HUXKYE.
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brnok 1. IlouaTok BUKOHaHHS anropuTMmy skimo kHonka «SHOP» Oyna
HATUCHYTA.

brok 2. Hatucuytu Ha BogoOaHuii ToBapy.

bnok 3. BiaKpUTTS MEHIO OKYIIKH TOBapy.

bnoxk 4. OuikyBaHHS TIOKYTIKK TOBapy.

bnok 5. [lepeBipka KiIBKOCTI IrPOBUX BATIOTHUX OJUHUIIb.

bnok 6. fxio rpoieit Buctavae, 104a€ ToBap 10 IHBEHTaPIO.

brok 7. fxmio rpomieii He BUCTa4Ya€, BUBOJUTH BiJIITOBITHE MOBIOMIICHHS
PO HECTavy IPOLIECH.

bnoxk 8. 3minutu cratyc kHonku «BUY» Ha HeaKTHUBHUI Ta 3MIHIOE Ha3BY
kHonku Ha «BOUGHT».

brok 9. Kinenp anropurtmy.

Onuc anroputmy D HaBeneHO HIDKYE.

brok 1. [louarok BukoHanHsa anroputmy skio KHomka «INVENTORY »
OyJia HaTUCHYTA.

brok 2. HatucHyTH Ha Briojio0aHuii Bi3yalbHUN CTUJIb.

brok 3. BinkpuTTs MeHIO 00paHOT0 BI3yaJlbHOT'O CTHIIIO.

broxk 4. OuikyBaHHs HaTUCKaHHS Ha KHOMKY «SELECT».

brok 5. 3MiHUTH TOTOYHUH Bi3yaJbHUN CTHIIb HA OOpaHUH.

brok 6. 3minutu craryc kHomku «SELECT» Ha HeakTHBHHH Ta 3MIHIOE
Ha3By kHomnku Ha «SELECTED».

bnok 7. Kinenp anroputmy.

Onuc anroputmy Al HaBeAEHO HIKYE.

brnox 1. TToyaTok BUKOHAHHS anTOpUTMY. BIIKPUTTS MEHIO ITporparty.

brox 2. OuikyBaHHS B3a€MO/Iii TPABIIST 3 MEHIO.

brnox 3. TlepeBipka Haruckanus KHONKH «RESTART».

brox 4. TlepezaBanTakeHHs piBHS Ta BAMKHEHHS MEHIO MPOTPAITYy.

brox 5. TlepeBipka HatuckanHs KHOKH «QUIT».

bnok 6. 3mina cuienu. [ToBepHEHHS 10 TOJIOBHOT'O MEHIO.

bnok 7. Kinenp anroputmy.
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Anroput™m B3aeMOJAIi TpaBLsl 3 IPOI0 JEMOHCTPYE KOXKEH KPOK TIpaBLif,
AKUU BIH MOxe 3poOutu. Ilicnsi yBIMKHEHHs IpH Mepe]] TPaBLEM 3’ SBISIETHCS
rOJJOBHE MEHIO 3 BHOOpPOM, MOYATH MPOXOJKEHHS PIBHS, BIAKPUTH MarasuH,
BIIKPUTH 1HBEHTAp, BIIKPUTH MEHIO CTATHUCTUKU, BIIKPUTH MEHIO IiJ1’ €THAHHSI
KHOTpoJiepa Ta BUiTH 3 rpu. KHonka «Start» BiANOBIAAa€ 3a MOYATOK I'PU, KHOMKA
«Shop» 3a BIAKpUTTS MarasuHy, KHoOmka «lnventory» 3a BiIKpHUTTS iHBEHTapIo,
KHoOmKa «StatisticS» 3a BIAKpUTTS MEHIO CTaTUCTHKH, KHomka «Controller» 3a
MEHIO TiJI’€HAHHS KOHTpoJiiepa, KHOmKa «EXity BIAMOBIIHO 3a BUXiA 3 TpPH.
[licns modaTtky rpu rpaBellb MOYMHAE MPOXOJMUTU PIBEHb, a I'pa OYIKYE IMOKHU
rpaBelb Aliae A0 KiHIg piBHsI, ab0 He mporpae. B 3ameXHOCTI Bi pe3yabTaty Ha
€KpaH1 repej TpaBleM 3’ IBUTHCS IPUBITAHHS 3 YCHIIIHUM MPOXOKEHHSIM PIBHS 3
NPOMO3UIIEI0 MEPEeUTH 10 HACTYIMHOTO PIBHS, a00 MOBIAOMIIEHHS MPO MpOrpam 3
MO>KJTUBICTIO TepE3aBaHTAKUTH PIBEHb.

KpiMm 1mporo rpaselp Mae MOXIUBICTD HOCEPEA IMPOXOKEHHS pIBHS
IIOCTAaBUTH I'Py Ha May3y. AJITOPUTM B3a€EMO/IIi 3 MEHIO Nay3HU MPOJEMOHCTPOBAHO

Ha puc. 3.5.

Mouarok

.|

HaTweHyTH Ha KHOMEY
naysu

,

BiaKpUTTA MEHID
naysu
4
OuikyeanHa aii
5 6
HarucHyTa kHonka
—» "CONTINUE" MpogoEEHHR M —
7 8
HarucHyTa kHonka _
— "RESTART" Mepesamyck pisHA
]
HarucHyTa kHonka
—> QuIT
10
MoesepHeHHa 4o
TONOBHOMD MEHID
il
( KiHeus

Pucynok 3.5 — Anroputm B3aeMO/Iii 3 MEHIO TIAy3HU
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bnok 1. [loyaTok anroputmy.

biok 2. KoprcryBau HaTncKae KHONIKY May3H.

bnok 3. Yac y rpi 3ynunserbes. Ilepen rpaBuem 3'BIs€ThCA MEHIO MAy3H.
bnok 4. OuikyBaHHS B3a€EMO/IIi IPaBIIs 3 MEHIO MAY3H.

bnok 5. Tlepeipka HatrckanHst KHOIKH «CONTINUE».

bnox 6. I'pa BinHOBIIO€ yac. MeHto nay3u 3HUKAeE. ['pa mpoaoBKy€EThCS.
bnok 7. TlepeBipka HatrckanHsi KHONIKM «RESTART».

bnok 8. TlepezaBanTakeHHs piBHS Ta BAMKHEHHSI MEHIO May3H.

bnok 9. IlepeBipka HatuckanHst KHONKH «QUIT».

bnoxk 10. 3mina cuenu. IloBepHEHHS 10 TOJIOBHOI'O MEHIO.

bnoxk 11. Kinenp anroputmy.

3.2 [IpoexTyBaHHS irpoBOro KOHTpoJepa Ha 6a3i Arduino

OmauM 3 3aBIaHb JHUITIOMHOTO TIPOEKTY OYJI0 CTBOpPEHHS amapaTHOI
YaCTUHU IS B3a€MOii 3 irpoBuM cepenoBuiieMm. Came ToMy Oylio CTBOPEHO
IrpoBHil KOHTpoJIep Ha 0a3i MikpokoHTpojepa Arduino. Y rpi KOHTpoJiep Bigirpae
poJIb MITypBajy Jitaka. Jljs peamizamii ymnpaBiiHHS JIITAKOM, HOTO PYXOM Yy
CTOPOHU Ta HAXWIOM TIepeA0avacTbCcss BUKOPHCTOBYBATH aKCEICPOMETP MOy
ADXL345. AkcenepoMeTp II¢ JaTUYWK, SIKHH BUMIPIOE TPUCKOPEHHS 00'€KTa y
mpoctopi. [ns miAKIIOYEHHS KOHTpoJiepa a0 MOOUIBHOTO MPHCTPOI0 Oyrne
BUKopucToByBaTucs moayis Bluetooth Serial Module HC-05, ockinbku mpoBimgae
MIAKITIOUYEHHS € HE3pYYHHM JUIsi OUTBIIIOCTI KOpuCTyBadiB. (Cxema MakeTy
koHTposiepa (puc. 3.6) TMPOAEMOHCTPOBAHO HA MAaJIOHKY HIbKYe. Maker Oyio

po3pobiieHo Ha oHaitH-pecypci «Circuito.io» [32].
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1 — ITnara Arduino Nano; 2 — Akcenepometp ADXL345; 3 — Bluetooth Serial
Module HC - 05

Pucynok 3.6 — MakeT KOHTpoJiepa

Sk TiITBKM MakeT KOHTpoJjiepa OyB 3MOJENhOBaHUN 1 TEpeBipeHa HOro
mpane3IaTHICTh B OHJIAMH-CEpBicl, HACTa€ eTam BIATBOPEHHS WHoro (i3nyHOi
dbopmu. [l mouyaTky OyJ0 cmasHO akcelepomeTp Ta Moaysib Bluetooth 3 mmararo

Arduino Nano (puc. 3.7).

Pucynok 3.7 — AnapaTHa yacTuHa KOHTpoJepa
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Takox 175 arapaTHOI YaCTMHHU KOHTPOJIEpa HEOOX1IHA PyUKa 0 AKO1 BOHA
Oyne mpukpimnena (puc. 3.8). lle mo3BomuTh TpaBieBi KOMQPOPTHO KepyBaTh

JiTakoM y rpi. Pyuka Oyna HagpykoBaHa Ha 3D npunTepi.

Pucynok 3.8 — 3i0pana Mojiens KOHTpoJIepa

ITicast CTBOPEHHS Ta CKJIaJaHHsS KOHTPOJIEpAa HACTAE €Tall MporpaMyBaHHs
amapatHol yactuHu. OCHOBHE 3aBJaHHS alapaTHOT YaCTUHU IEpeaaBaTh JaHi sKi
orpumye akcenepomerp mo Bluetooth B pymriit Unity. Cxema 3unTyBaHHS JaHUX 3

akcesjepoMeTpa Ta nepenada ix mo Bluetooth mpeacrasiena Hmwkue (puc. 3.9).

1 2 3 4 5
rd ™, Mig'eaHaHHA SHMTYEAHHE JaHIK 3 Bignpaeka no I ™
b _ [ 4 GitnioTex KCenepoMETpa Eluetooth L } Kiets J
Pucynok 3.9 — Cxema 34nTyBaHHS JaHHUX 3 aKCEJIEPOMETpa Ta iX mepeaadi mo
Bluetooth

biok 1. IToyaTok anroputmy.
bnox 2. IligkmrodeHHs BCix HeoOXimHuUX 010mioTeKk A poOoTH
KOHTpoJIepa.

biiok 3. 3unTyBaHHS JAHHUX 3 AKCEJIEPOMETPA TA 3aIKC X y MACHUB.
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bnok 4. Bianpaska 3unTaHuX AaHUX yepe3 Moayib Bluetooth.

bnok 5. Kineup anroputmy.

Hactynnwuii etan - e peanizauiss orpuManHs AaHux y Unity. OCKUIbKHA B
Unity Hemae BOyIOBaHUX IUIAriHIB [JIs OOMIHY JaHUMHU MO OJIOTY3y, OYB
BUKOPUCTAHUN CTOPOHHIH IUIATIH KM 3HAXOJIUTHCS y BiIKpuTOoMy noctyri [33].
[Inarin OyB mepepoOiieHHi 1 ONTUMI30BaHUM MiJ MOTPEOH MPOEKTY, OCKUIBKU B
HbOMY OyJi0 6e37114 3aiBUX 1, sIKI MOXYTh CHJIbHO HaBaHTaxyBaTu rpy. OCHOBHA
3ajla4a IUiariHa - Iie 3amuT J03BOMIB Bif cucteMu Android mpo MigKIHOYEHHS
0JII0TY3Y, CTBOPEHHSI JIIHIT 3B'SI3KY, OTPUMAaHHS JIOCTYIY MPO MiIKIIOYEeH1 TPUCTPOT

Ta 00MiH manumu. CTpyKTypa Iuiariny npejcrabieHo Huxk4e (puc. 3.10).

BluetoothManager

InitBluetooth()
StartConnection()
StopConnection()
ConnectionStatus()
ReadData()

Toast()

Pucynoxk 3.10 — Ctpykrypa miariny Blueunity

Sk TUIBKM 3'€IHAHHS MDK TPUCTPOSIMH HAJAIITOBAHE aBTOMATHYHO
MOYMHAETHCA TIepeaada aanux. [lepenani qaHi mOTPAIUISIIOTh Y CKPUTIT KEPyBaHHS
mitakoMm. IIlo6 11 mani MOIM B3aEMOIISATH 3 aAJITOPUTMaMHM KEPYBaHHS
MEPEMIIICHHSIM 1 HAXWJIOM iX MOTPiOHO 00poOuTH. JIJisi IIbOTO BUKOPHCTOBYETHCS
¢dynukiis mapcunry (domatok A.3), sika 0Opo0IIIOE BCI IaHI B KOPEKTHHUN (OopMaT.

[Ticns woro BoHM nepenarThes B QYHKIIT aITOPUTMIB.
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3.3 Po3po0ka irpoBoro cepeaoBuina

Po3poOka irpoBoro cepenoBuia NOAUISETHCA HAa KOHKpeTHI eranu. 1Ilo6
MPaBUWIBHO PO3MOAUIMTH BCl €Tamu, OyJdu MPOAHANI30BaHI CTHII Ta MIAXOAH 10
pO3pOOKH, HA OCHOBI 4YOro OYyJO CKJIAaJE€HO IUIaH €TamiB PO3POOKH IrPOBOIO

cepenosuia (puc. 3.11).

Etan 1

CTOBpEHHA CTApTOROI
nokawii

Etan 2

CTOBpEHHA rONOBHOMD
repoAd

Etan 3

Peanizauia nporpawy
roasus

Etan 4

CToBpeHHA rpadivyHoro
iHTeDhelcy

Etan 5

TecTyBaHHHA

Pucynok 3.11 — ETanu po3po0ku irpoBOTo cepeaoBuiia

3.3.1 CTBOpeHHS CTAPTOBOI JIOKAIlil Ta reHepauisi miatgopm

CtBopeHHst 0a30BOi Jiokamii 1me (QyHIaMEHT CTBOpeHHS Tpu. 3 Hel
MOYMHAETHCA BECh MPOEKT. Hacammepe BoHa moTpiObHA AJis TOTO, 00 PO3POOHUK
MII TPOTECTYBaTH IMOYATKOBI MEXaHIKM TEPEMIIIEHHS TMEepPCOHa)xka Ta Moro
B3a€EMOJIII0 3 HABKOJMIIHIM ITPOBUM CBITOM. 3a3BU4yaid ©Oa3oBa JIOKaIlis

CTBOPIOETHCS 3a JOMOMOIOK TMPOCTHX, BOyJAOBaHMX B JBUTYH Giryp, abo
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3a3ganeriap miarotoBneHnx 3D-momenei. Ilicas dWoro Ham HEW MOYHHAIOTH
npaimtoBatu Level-qu3aiinepu, Ta NepeTBOPIOIOTh HA MEpPUIMM PiBEHb I'pH, ad0 Ha
HaBYaJIbHUI p1BEHb.

[TouaTtkoMm cTBOpeHHsS 0a30BO1 JIOKAIlii € JoaaBaHHsA y JABUTYH «Unity»
cnemianbHux npedadis 3 3D-monensmu. [Ipedad — 30ipHI 3aroTOBKM 31 CHpauTiB
a6o 3D-mopeneit, AKi MalTh BIJKOPUTOBaHI HaJlalITyBaHHSA. [l cTBOpeHHS
06a30Boi JoKalii Oyno crtBopeHo oaHy 3D wmoxens y mporpami s 3D
monentoBanus Blender. Ils moxmens y rpi Oyae MpeACTaBIsATH IMEPEIIKOAY SAKY
rpaBellb MOBUHEH Oyje obiitat. Mojenb CKIIagaeThes 3 TPhOX KaM'sTHUX CTOBITIB,
SK1 CTOSITh B PsJi HAa PiBHIN BifcTaHl oauH Bix oaHoro. [licns momaBanns B Unity
ctoBnu Oynmu modapOoBaHI B TEMHUM KOPUYHEBUM KOJIp, IMO0 CTBOPUTHU
BUJIUMICTh KaM’sSHOi CHOpyAM, a IMiJl HUMH OyJia po3TamioBaHa IuiaTdhopma
3aBnoBKKH 60 roHITIB (prc. 3.12). FOuiT (Aura. Unit) — ogunuis BUMIpyY BixcTaHi

a0o mosxuuau B Unity.

1 — Bursia B cepenoBuini moaeaoBanus Blender; 2 — Burisan B asuryni Unity

Pucynok 3.12 — Moaens 3 TphOX KaM'sTHUX CTOBITIB

[Ticnsa excriopty 3D moxeni B Unity 1 qomaBaHHs 10 HEl BCIX HEOOXITHHUX
JeTaJield, a caMe KOJhOPY CTOBIIIB Ta HWXKHBOI MmiaThopmu, OyI0 HEOOXiTHUM
CTBOPHUTH OLIBIIE BapiaHTIB MEPENIKO/I, OO I'pa HE BUTIISAAIa OJJHOMAHITHO. J{Js
1boro Oyyno cTBOpeHo mnpedad roToBoi MOJEl Ta MPOAYOILOBAHO Ha CIIEHI I
mricTh pasziB. Jlam y Ko)KHOMY 13 miecTd mpoayOiapoBaHuX npedadiB Oyiio 3MiHEHO

KUTBKICTh CTOBHIIIB TEXHIKOIO 3BHYaiiHOro kKoMmOiHyBaHHs. KomOiHyBaHHS
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BiIOyBa€ThCsl KOJNM MU NpuOupaeMo oauH abo ABa CTOBNU 3 MIATPOPMH TUM
caMUM OTPUMYIOYM HOBY MepemkoAy. Bcboro BHHIUIIO CIM NEPELIKOJ Ta OJIHA
nycta miatdopma. [{ux nepemkos MUIKOM TOCTaTHBO JIJIsi TOTO, 100 3pOOUTH TPy
PI3HOMaHITHOIO. AJle BCE * TaKH € OJIHa MpobiieMa siKa MOJArae y OJHOTUITHOCTI 3
OOKy BiI3yaJIbHOI CKJIaJJOBOI. Y Cl MEPEHIKOAN MOBTOPIOIOTHCS 1 MPOTATOM YCIET TPpH
MalTh OJHAKOBUW CTWJIb. 3 YacOM TaKWM MIAXi[ MOYMHAE HAOpUIATU TPaBIIIO.
Tomy nyst BupiteHHs 1€ mpoOaeMu OyJio A0JIaHO JBa JOJATKOBUX Bi3yalbHUX
cTwiiB nepemkoa (6iomu), a came JpKyHrii Ta wmicto (puc. 3.13). Bonm

3MIHIOIOTHCS TIPY IOCATHEHHI MIEBHOI B1ICTaH1 TPaBIIEM.

a — JDKyHIT1, 0 — MiCTO

Pucynok 3.13 — PisHOBUAM Bi3yaJ bHUX CTHUIIIB

[Ticnst cTBOpeHHs mepenikoa OyJio A0JaHO JBl CTiHHU, sIKi OyAayTh MOTpiOHI
JUIS. OOMEXKEHHS MEePEeMIIIeHHS TPaBIld, Ta OJHOYACHO Bi3yali3ylOTh KaM siH1 CKeli
KaHbiOHy. Takoxx Oys0o IOJaHO HEBHIMMY CTENI0 Haja cTiHamMu. BoHa moTpiOHa
JUIS TOTO, OO rpaBelh HE MIr BUJICTITH 32 MEXI1 JIOKAITii 1 TepeTiTaT! MePenTKOIH.
Xodva xaHp TPYU HECKIHYCHHUH paHHEp-TuIaTQopMep, CTapTOBa JIOKAIis TOBHHHA

BCE OJHO OyTH MPUCYTHBHOIO. 3 III€i JIOKAIli rpaBellb MOYMHAE CBOIO TPy (pucC.

3.14).



Pucynok 3.14 — CraproBa JoKallis, sika 3aBxau npucytHs y piBai (HeBunuma

CTeJIs BUIIJICHA 3€JICHUM KOHTYPOM)

Ha xoxen o0'ext, un 1O miatdopma 3 mepemkogamMu abo cTiHd, OyB
noxanuii «Box collider». Komaiinep (Aurmn. Collider) - 11e KOMIIOHEHT, SKHH A€
Gbi3uYHI MeX1 00'eKTaM ISl BU3HAYCHHS 31TKHCHB Ta B3a€EMOJIN MK HUMH. «B0OX
collider» mae hopmy HpAMOKYTHOTO Tapasiesiernineaa o J03BOJIAE 3pOOUTH MEXi
1Tt 00'€KTIB KyOOTO110HOT (hopMHU.

Binrak wa 0a30BOoMy piBHI TIpeICTaBlieHI CTapTOBI MiIaThOpMHu 3
MepenKkoaMy, CTIHM Ta HeBuaAWMa creisd. Jlami mo Xomay Tpu Jokamis Oyne
reHepyBaTUCS aBTOMATUYHO.

Hactynawuii eTan — e renepartisi piBHs, TOOTO CTBOPEHHS HOBUX IUIATHOPM
i3 mepemkogamu. /[ 1mbOro Ha CIieHY, HANpPHKIHI[I CTapTOBOI JOKarlii, Oyio

OJAHO HOBUM NOpoXxHIN o00'ekt 3 «Box collider» (mami cmnasrep). Bin
p p
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po3mimyerbes Ha BiacTanl 30 OHITIB BiJ ocTaHHbOI miuatdopmu. Llg BimcraHb
pPO3PAaXOBYETHCS MOAUIOM JOBXHHHM IutargopmMu Ha nBa. Ilicns HamamtyBaHHS
cmaBHepa N0 HbOro gojaerbcs ckpunt (domarox A.l), sikuil 1 Biamomimae 3a
J0/1aBaHHs HOBUX TuiaT@opM. CKpUIT Mpalioe HACTYMHUM YMHOM — BIH Mae€ JBI
3MiHHI, Tepiia 3MiHHA NpuiiMae OO0'€KT TUNY JHUCT Yy SIKAA TepelaroThCsl BCl
MEPENIKOIH, a APYyra NpuiMae TOBKHUHY TUIaT(HOPMH.

Y ¢ynkuii void Start() y 3minHy _obstacle mpHCBOIOETBCS BHITaIKOBa
nepenikona. [Torim y pynkii void Spawn() Bu3Ha4aeThCs MO3UILIS HA CIICHI B AKIi
3'SIBUTHCS HOBA MEPEIIKO/IA.

Jlsisi cnaBHa KOXHOI TEPEIIKOIM Ma€ CHpanboByBaTH Tpurep. s 1boro
no npedady Kox)HOI mepemkoau OyB M0JaHWUN TMOPOXKHIM 00'€KT Ha sKuUK OYB
nonaunuii «Box collider» 3i 3HaueHHsaM Tpurep. Tpurep akTHBYETHCS MICHsI TOTO, K
JiTaK TpostiTae Kpi3b Komaiaep. Komu miTak akTUBYe TpUTEp CIPAIbOBYE CKPHIIT
(Tdomatox A.10), skuii Bukiaukae ¢pyHkiio vVoid Spawn(), miciast 4oro HampuKiHII
JIoKaIii 3'IBIsETHCS HOBaA TUIaTopma.

Hactynaum eramom Oyso peamizyBaTh NepecyBaHHS JliTaka y CBITi. byio
OPUMHATO PIIMIEHHS HE MepeMIliaTh JIiTaK BIEpe], a HaBMaKd IepeMIaTH
mwiathopMu  y OIK KamMepw, IOKM JITaK CTOiTh Ha MicIll. TakuM YHHOM
CTBOPIOETHCS UIFO31s TOTO, IIO JITaK JeTUTh npsmo. Lle Oyno 3pobieHo s Toro,
o0 He HAaBaHTAXYBAaTH CHUCTEMY MPOPAXYHKIB MOJMAIBIINX KOOPJAUHAT, OCKUIBKU
9UM Jaj1i JIITaK TEPEeMIIIaeThCs y MPOCTOPi, TUM OLIBINI KOOPAWHATH IMOTPIOHO
MPOPaXOBYBATH.

[Ticns monmaBaHHsA anropuTMy mepemimeHHs miatgopm Oyia BUSBICHA
npobnema. OO'ekTH CHABHIATHCS HECKIHYEHHO, II0 Jy)X€ BIUIMBaE Ha
MPOIYKTUBHICTh TpU. TOOTO KOMM JIITaK MPOJITa€ TPUTEP, 3'SIBISETHCS HOBA
miatgopMa, BOHA TepeMilaeThcs B OIK Kamepw, ajne OO0'€KT HE 3HUKAeE, a
MPOJIOBXKYE CBIH pyx naii. lle Oyno BUMpaBieHO MPOCTUM aJITOPUTMOM 3HUIICHHS
wiardopm (JJomarox A.2). Sk Tinmbku Tutar@opma BUXOAHUTH 3a MEXKI KaMepH BOHA

BUAANAETHCS. TaKuM YMHOM KUTBKICTh 00'€KTIB Ha CIICHI € TPAKTUYHO HE3MIHHOIO.
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3.3.2 CTBOpeHHS NMEepPCOHaka Ta peasi3alisi CKPUNTA NepeMillleHHS

Konu 6a3oBa noxamis Oyna moOyaoBaHa, MPUNIIOB 4ac JJisl J0JaBaHHS
TOJIOBHOTO Teposi, a caMe JiTaka, Ha CIEHy Ta peali3alisi MeXaHIKh HOro
nepemimieHHs. [lepemiieHHs: TOJOBHOTO repos y MPOCTOpPl MOXHA peai3yBaTh
KUIbKOMa PI3HUMHU CIIOCOOaMU, 3aJIeKHO BiJ MOTped T'pU Ta TUIY KOHTPOJIIO. Y
«Unity» € cnemianbauii komnoHeHT «Rigidbody», saxuii Hanpinsge o0 ekr
(Gi3MYHUMH BJIACTUBOCTSMH Ta JIO3BOJISIE MIAKOPITHCS 3akoHaM (izuku. Lle Hagae
MOJIMBICTh peajli3yBaTH peaiCTUYHE MEePEeMIlIeHHS 00’ €KTa 3 ypaxXyBaHHIM CHIIU
rpaBitaiii Ta 3iTKHeHb 3 iHmKUMHU 00’ektamu. «Rigidbody» Hamiuye sk MiHIMyM
TPH OCHOBHHUX IapaMeTpH, SKi MalOTh BIUIMB Ha 00’ ekTH. «Body type» BH3Hauae
TUN (I3BUYHOTO Tila 1 IUIMBA€E HA Te, SK 1€ TUI0O B3aeMoile 3 (DI3UYHUM
cepenoBunieM. B «Body type» icHye BCbOro Tpu OCHOBHI TUIH (DI3UYHUX TLJI.

Dynamic. BukopucToBYeThCS 1asi 00’€KTIB, sKi IMOBHHHI pyXaTHCSA Ta
B3aEMOJIISITH 3 IHIIUMHU (I3UMYHUMHU 00’ €kTaMu. BiH 3aJIe)KUTHh BiJl 3aKOHIB CHJIH,
rpaBiTallii Ta IMIYJIbCY Ta Ma€ Macy 1 3J[aTHICTh 10 31TKHEHb.

Kinematic. 3acrocoByeThbest st 00’ €KTIB, SIKI IIOBHHHI pyXaTHCS, aje He
MOBUHHI B3a€MOIATH (DI3UYHO 3 IHITUMHU 00’ €kTaMu. BiH HE MiAMOPSAKOBYETHCS
rpaBiTailii a6o iHIUM (I3UYHUM CHJIaM, a pyX 00’€KTa HaJaITOBYETHCS BPYUHY,
3MIIIEHHSAM TpaHcdopMallii, ajge 00’ €KTH MOXYTh B3a€EMOJIATH 3 JUHAMIYHUMU
00’ €KTaMH, IIITOBXAIOUH iX.

Static. Haiigacrimme BUKOpHUCTOBYEThCS JUIsl O0’€KTIB, sKi HE TOBHHHI
pyxatuch. Taki 00’€kTH nyXe MOTpiOHI MPU CTBOPEHHI TBEPAMX TMEPEIIKOI,
HaNpuKIaa i oOMeKeHHs oOjyacTi Aii rpaBIl abo0 I €JIEMEHTIB OTOYCHHS,
TaKUX K CTIHU, MIATHOPMH TOIIO.

Ilepen TuMm, sk mporpaMyBaTH IEpPCOHa)ka, HWOro CIOYAaTKy HOTPIOHO
JI0JIaTH Ha CIICHY Ta HaJAITyBaTH KOMIOHEHTH ioro mpedaldy. [ns cTBopeHHs
JiTaka OyJio BUKOpPHCTaHO ToToBHiA mpedad 3 maky «Simple Airplane Controller»
[34] sxwuit € y BitbHOMY nmoctymi B MarasuHi «Unity Asset Store». IIpedad itaka

CKJIAJa€ThCs 3 ABOX YaCTHH, a caMme 3 Iporesepa ta kopaycy (puc. 3.15).
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Pucynoxk 3.15 — I'oToBa Mmoesb Jitaka 3 Habopy «Simple Airplane Controller»

Jlnst OUTBIIOT peanicTHYHOCTI Ha mponelniep Oy goganuii ckpunt (JJomaTok
A.11) sxuii obeptae mpormesep HaBkoJio cBOei oci. Lleit ckpunt He Hece B coOi
HISKMX (YHKIIOHAJBHUX MOJKJIMBOCTEH, BIH BUKOPUCTOBYETHCA TUIBKH SK
KOCMETUYHA Bi3yasi3allis.

OckiTbkM  KOJIAaWJep MOJeNi OTO4YyBaB ii TOBHICTIO, JOBEJIOCA HOTO
nepepodutu mig (GopMo camoro JiTaka. KO0 3aNMINATH KOJauaep, sSKun
MOBHICTIO OTOYY€E MOJENb, TO PEATICTUYHICTh 31TKHEHb MOXKE OyTH MOpYIICHA,
OCKUIBKH JIiTaK Mae crnerupiuny dhopmy. Tomy mis mozeni jgitaka 0yjI0 CTBOPEHO
HOBMI MOPOXHIK 00'ekT, Ha skuii OyB HakmazeHuii «Box collider». Ilei 00'ext
BIJINTOBi/IaB 3a KoJaijep Kpui jitaka. OkpiM Kojlaljepa Ha jiTak OyB JomgaHUMN
napametp rigidbody. Bin motpiGen ais Toro, o6 Jitak Mir ¢Gi3udHO B3aEMOIISATH
3 orouyeHHsM. [licims Toro, sIK OCHOBHI HAJAIITyBaHHA JiTaka Oyiu BUKOHaHI
HacTaB eram pearnizamnii anroputmy pyxy (Jomarox A.3). Byno po3pobieHo nsa
TUNIU KEPYBaHHS, a caM€ KEpPYBaHHS 3a JIOMOMOTOI0 KOHTpOJIEpa Ta KepyBaHHS
MOOUTbHUM TipuCTpoeM. [1i7 yac kepyBaHHS 3a TOMTOMOTO KOHTPOJIEpa aJlfOPUTM
npuiiMae Jafi, SKi MepesatoThes 3 aKceaepoMeTpa KOHTposepa. Ko KopucTyBad
HE Ma€ KOHTpOJIEpa, TO 32 3aMOBUYYBAHHSM Oyjie BUKOPHUCTOBYBATHCS KEPyBaHHS
TenedOHOM SIKMWA TpuiiMae JaHHI Oe3mocepeHhO 3 BOYIOBAaHUX JATUYMKIB
MPUCTPOIO.

{06 3pobuTH mnepemilieHHs JiTaka OUIbII peaTiCTUYHUM OyB TaKOXK

nomaHuit anroputMm Haxwiy Jitaka (domatok A.3). Jlitak HaxXWwise€TbCs B
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3aJIEKHOCTI B1 HApSIMKY pyxy. Lle poOuTh rpy OuIbI KMBOIO Ta HAOIMKEHOIO 10
peaIbHOCTI.

[Tig yac TecTyBaHHS MOJILOTY OyJO MOMIYeHO cepio3Hui Oar. Komu mitak
BpI3a€ThCS B CTIHY 200 B MEPEIIKOY, BIH MOYMHAE OE3KOHTPOJIbHO KpyTUTHCS. Lle
MOB'13aHO 3 KOMIOHEHTOM rigidbody sxkuii npuB's3aHUil A0 JiTaka, OCKUIbKU LIEH
KOMIIOHEHT BIANOBia€ 3a (I3UKY, BIH TAKOXK KEpYe IHEpLI€I0 yepe3 sIKy JITaK 1
NOYMHAE OE3KOHTPOJIBHO KPYTUTHCS Tpu 3iTKHeHH1. [1{o06 BumpaBuTH el Oar,
Oyno po3poOJIeHO ainropuT™M cTaduTizamii mojaboTy Jiitaka. CTpyKTypa Kiacy

KepyBaHHS JITaAKOM HaBeJeHa Huxkue (puc. 3.16).

AirplaneController

Start()

Update()
_checkGyroActivity()
CalibrateGyro()
NormalizeAngle()
airplanePosition()
airplaneR.otation()
airplaneStabilization()
ParseData()

Map()

DestroyPlayer()

Pucynok 3.16 — CTpykTypa Kj1acy KepyBaHHS JIITAKOM

MOMEHT TelMILICIO TIPOJEMOHCTPOBaHO HUX4e (puc. 3.17).
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Pucynok 3.17 — MoMEHT remmIiiero

3.3.3 Peadnizaunisi nporpamy rpaBus

PiBeHb rpu MOBHMHEH MaTH JIOTIYHE 3aBEpIIECHHS, JIOTTUHHUHN KiHelb. DiHimI
— 11€ 00’ €KT, KU TT03HAYAE JIOT1YHE 3aBEPIICHHS PIBHS, Ta € BIANPABHOIO TOYKOIO
710 HACTYIMHOTO piBHs. DiHiIIEM MOke OyTH aOCONIOTHO OyAb-SKHI MpEeAMET, Yu
TO ZIBepi, mpamnop, OyAHMHOK, Kpail KapTh a0o0 MPOCTO MOPOXKHS 00JAacTh B KIHITI
piBHsA. KoxHe nocsrHeHHS (iHiNLY, 116 HE MPOCTO KIHEIb PIBHS, 11€ MOXKIIUBICTb
OTpUMAaTH HOBY 1H(OPMAIIIIO MPO MEPCOHAXKIB, CBIT TPH 200 BIAKPUTTS CIOKETHUX
TaeMHUIlb. [lepen mepexo oM Ha HOBHI PiBEHb MICIHS 3aBEPIICHHS MOMEPETHBOTO,
rpaBelb MOXKE OTPUMATH SIKy-HEOYyJb HAaropomy, abo pecypcH, siki ilomy BIajocs
3HAWTH 3a Yac MPOXOKEHHS piBHS. Takok KiHEIb PiBHS MOXE pO30JOKYyBaTH HOBI
piBHI, JOKaIii 4 3A10HOCTI TOJIOBHOTO Teposi, SIKi BiH 3MOXE 3aCTOCOBYBATH Y
MOJANBIIHAX PIBHSX.

OCKiTbKM 1I€ HECKIHYCHHHH paHHEep-TaThopMep y HBOMY HEMae SK
Takoro (¢iHimy, ane € nporpaml. Ilporpam y Takux irpax MOXKHAa BBaXaTH
CBOEPIAHUM (IHIIIOM Y Tpi, OCKUIBKH MICIS I[bOTO BiAOYBAETHCS MEpE3ammyck 1

BECh PIBEHb 3MIHIOETHCS.
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[Iporpamr y rpi mpaitoe HacTynHUM yuHOM. KoXHa mnepemkona Mae
Konaiaep 13 meBHUM Terom. Komm konaijep JiTaka CTHUKA€ThCS 3 KOJaaepom
MEepelKoIn, 3aBIIKH KOMIOHEHTY rigidbody, y niTaka BMHKAa€eThCS TpaBiTallis
MICTsT YOTO BIH MOYMHAE MaJaTh BHU3. SIK TUIBKM JIITaK JOCSTa€ MIIJIOTH Tpa
3YNUHSAETHCA 1 BIIKPUBAETHCS MEHIO Mporpainy. Mojenb jiTaka Mae CKpUNT SIKAN

pearye Ha KOJIi3io jritaka 3 nepenikonoro (Jlogarok A.6).

3.4 CTBopenHs rpagiunoro intepgeiicy

HasBHICTh TOJOBHOTO MEHIO, MCHIO TIay3W Ta MOBIAOMJICHb IMPO BUTpAII i
nporpam € KIIOYOBUMHU  €JIeMEHTaMHu  iHTepdeiicy KopucTyBadya. Bonwu
3a0€31euyI0Th 3PyYHICTh, OPraHI30BaHICTh 1 3aJJOBOJICHHS B1JI TPH.

l'onoBHEe MeHIO e K OOKIaguHKa KHUTH. [lepiie, mo OayuTh TpaBellb,
KOJIM BIIEPIIE€ 3aBAaHTaXye TPy, 1€ TOJOBHE MEHIO. J[MBISYHCHL HA HBOTO, MOXKHA
0JIpazy 3pO3yMITH SIKHMH BUTJISAA Mae 1 cama Trpa. TomMy ToOJIOBHE MEHIO ITOBHHHO
BUTJISIZIATH SIKOMOTA KPACHBIIIIE Ta TPUBAOJIUBIIIIE.

["'omoBHUMM KPUTEPISIMH SKOCT1 TOJIOBHOTO MEHIO €:

—  3PYYHICTh BUKOPHUCTAHHS,

—  IHTYiTHBHO 3p03yMUIN 1HTEpPEHicC;

-~ rapHe oOpPMIICHHS;

—  HasBHICTH TUIBKH BaXKJIMBUX KOMITOHCHTIB.

SKIIo TOTPUMYBATUCh X KPUTEPIiB, TOI TOJIOBHE MEHIO OY/1e BUTIISIATH
JTy’Ke TPHUBAOJIMBO Ta TEXHIYHO MPABUIBLHO, IO JOJACTh IMapy OamiB 10 OILIHKH
SIKOCT1 MEHIO KOPHCTYBaUEM.

ETan po3po0ku TOJ0BHOTO MEHIO MTOYMHAETHCS 31 CTBOPSHHS HOBOI CIICHU
710 SIKOT 0/Ipa3y JNOJA€ThC KOMIOHEHT «Canvasy.

CTBOpeHHS HOBOI CIICHHM HEOOXIHO ISl TOTO, MO0 BIIIUIMTH TOJIOBHE
MEHIO BiJI OCHOBHOI'O KOHTEHTY TIpuU. Y TOJIOBHOMY MEHIO HE NOTpiOHI YyCi
eJIeMEeHTH Ta npedadu I'pH, TOMy HOBa, YUCTa CIIEHA € MEPIIOYSPIOBHM €TAIlOM

CTBOPCHHA I'OJIOBHOI'O MCHIO.
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Onpa3zy micns ctBopeHHsi «Canvas», 10 HbOro OyB JOJAaHUM KOMITOHEHT
«Panel», Ha skomy i1 OymyTh po3MimieHi yci kHomku. [lo xommoneHTa «Panel»
MOXHa JI0JaTu 3aaH1i QoH, sskuil Oyae BimoOpaxkaTuch oJipaszy MICis BXOIY B Ipy.
3anHii QoH — 1Ue 3BUYailHa KapTUHKA. /[[71s CTBOpeHHsA BciXx MeHIO OyB
Bukopuctanuii accet «2D casual Ul HD» [35]. Sk Tinbku OyB CTBOpeHMU 3aHIil
(GoH MeHI0, HEOOXITHO CTBOPUTH KHONKH, 3 SKUMH KOpPUCTYyBad 3MOXKeE
B3aEMO/IISITH.

Knonkam 000B’13K0BO HEOOX1HO HAJIAIITYBaTH TEKCTOBE TOJIE, 3MIHUBIITN
Horo posmip, kojip Ta mpudt. Takox 70 KHOMOK Oyyio aoaaHo ¢GoH, O BOHU
BUTJIAIAIA KpacuBO Ta ecteTudHo (puc. 3.18). 3aaHiit HoH roJoBHOrO MEHIO 0YII0

3reHepOBaHO 3a JOMOMOTolo mTy4yHoro inTenekty Chat GPT [36].

START
SHOP
INVENTORY

STATISTICS
CONTROLLER

EXIT

Pucynok 3.18 — Burisaa rosoBHOro MEHIO Ipyd O4MMa rpaBLs

[Ilo6 cTBOpHUTH alNTOPUTM, CIOYATKy HEOOXITHO J0JaTH CKPUNT [0
koMmrnoHeHTa «Canvasy. AJNTOpuTM poOOTH KHOMOK Jyxke rmpoctuil. [lpu
HAaTUCKaHHI KHOMKU CTapT, JJIs KOPUCTyBaya 3aBAaHTAXUTHCS MEPIIUA pIBEHb Ta

MOYHETHCA I'pa. ¥ KOXKHOI CIIEHU € CBI MOPANIOK, TOMY NP HAMMCAHHI IPOrpaMu
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NOTPIOHO BKa3aTH HOMEpP CLIEHM, AKY HEOOXITHO 3aBaHTaxuTu. [lopsaok cueH

KOPETy€eThCs y HAMANMITYBaHHIX MPOEKTY (puc. 3.19).

Scene List

Pucynok 3.19 — [lopsinok 3aBaHTa)K€HHS CLEH

ITicas KOPCTyYBaHHA  CIIMUCKY, MOXHA JIICPpeXOoAUTH OO0 CTBOPCHHA

AJIrOpuTM™MYy. CprKTypa CKpHUIITa KCPYBAHHA T'OJIOBHUM MCHIO HABCACHO HHIKYC

(puc. 3.20).

MainMenu

StartGame()
ShopMenu()
InventoryMenu()
StatisticsMenu()
BluetoothiMenu()
BackMainMenu()

QuitHandler()

Pucynok 3.20 — CtpykTypa CKpUIITa, IKUI BIANOBITA€ 32 HATHCKAHHS KHOTIOK

Hactymaum Oyito ctBopeHO MeHIO MarasuHa (puc. 3.21). Y caMmomy MeHIO
MPUCYTHE TIOJIe 3 KUTBKICTIO BHYTPINTHBOITPOBOI BATIOTH, KHOMKA TTOBEPHEHHS Y
rOJIOBHE MEHIO Ta TaOJHIIS 3 TOPU3OHTAIBHOIO MPOKPYTKOIO Yy SIKIM 3HAXOISTHCS
yci ToBapu s mokynku. KojkeH ToBap Mae CBOIO I[IHY Ta KapTUHKY, alu

KOPHUCTYBau MIr Bi3yaJbHO OL[IHUTHU 30BHIIIHIA CTUJIb TOBApPY.
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-

sack RS CHOPE  o©

Pucynok 3.21 — Menro Marasuna

[Ipy HaTUCKaHHI Ha KapTKy TOBapy 3 SBISETHCS MEHIO IOKYIIKH
BisyasbHOro cTwiaro (puc. 3.22). Y MeEHIO MOKYINKH TOBapy BigoOpakaeThCs
KapTUHKa 00paHOro ToBapy, Woro omuc, Ta kHonka «BUY». Ilicias HaTuckaHHS Ha
kHOnKy «BUY» BinOyBaeThcsi oHa 3 IBOX Mid. SIKIIO TpaBIf0 BUCTAada€e irpoBOi
BaJIIOTH, TOJ1 MOKYyNKa OyJie BUKOHAHA YCIIIIIHO, BI3yaJIbHUN CTUIIb Oyje J0J1aHO
1m0 iHBeHTapro, kHomka «BUY)» mepectane OyTh aKTHBHOI, a Ha3Ba KHOIKHU
smiHuThes Ha «BOUGHT». B iHmomy BuIajnky SKIIO TPaBIl0 HE BHCTAdae
BaJIIOTH, TOJI1 HA €KpaHi 3’ IBUTHCS MOBIAOMIICHHS JIJIsl TpaBLs PO HECTayy KOIITIiB
Ha OanaHci. Yci ToBapH, skl Oynu npuadaHi, MalOTh CBii YHIKaJIbHUNA HOMEp SIKUN

noTpibeH A ineHTudikaiii Ta 3armam’ STOBYBaHHS MPUI0AHUX TOBAPIB.

| BACK J _.,-.____',j SH@? =1 200000 ot

A sturdy cargo plane
capable of carrying heavy
loads over long

distances.

PURCHASED

Pucynok 3.22 — MeHI0 MOKYyIKY Bi3yaJbHOTO CTHIIIO
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[Ticns mokynku Bi3yaJdbHOTO CTWIIIO, BIH MOTparuisie A0 1HBEHTapro (puc.
3.23). IuBeHTap Mae TEBHY CXOXICTh 3 MEHIO Mara3uHy OCKUIBKH BOHH
BUKOPHUCTOBYIOTh CXOK1 MEXaHIKUA. Y MEHIO IHBEHTapIO0 TaKOXK MPHUCYTHE MOJE 3
OalaHCOM TpaBlLid, KHOIKOIO IOBEPHEHHS JO TOJOBHOTO MEHIO Ta KAapTKH
npuadaHux cTuiiB. Ilpu HAaTHCKaHHI Ha KAapTKy BIIKPUBAETHCS MEHIO y SIKOMY
rpaBellb MOX€ MOOAaYUTH OINHC CTUIIO, HOro KapTHHKY, Ha3BYy Ta KHONKY HJis
Bubopy (puc. 3.24). Sxuio rpaBenb HatucHe Ha KHOMKY «SELECT», cmpairtoe
QJTOPUTM SIKMM BIATOBIZA€E 3a 3MiHY Bi3yaJbHOTO CTHIIIO O€3MOocCepeHhO Ha CIIEHI
irpoBoro piBHA. Ilicns BUOOpY KHOMKa mepecTtaHe OyTHM aKTHMBHOIO, a Ha3Ba
3MiHUThCs Ha Selected. BisyanbHuil cThib, KM OyB OOpaHHil 10 1bOTO, 3HOBY

OyJne TOCTymHUH 10 BUOODY.

| eack [ inventory [l 200000 &

BIPLANE TRANSPORT AIRPLANE SUPER JET

A high-performance jet
with advanced avionics
and supersonic
capabilities.

. SUPER JET SELECT

Pucynok 3.24 — Mento BHOOPY Bi3yaJIbHOT'O CTHITIO
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Hactynaum Oyiio cTBOpeHO MeHIO cTaTHUCTHKM (puc. 3.25). BoHo Hece
TUIbKH 1HQOPMATUBHY (DYHKIIIIO JJIs1 BIACTEKEHHs JOCATHEHb I'PABII 32 BECh Yac
rpu. OcCKUIBKM ~ OUIBIIOCTI JIOA€H 1ogo0aeTbcss OOMIHIOBATUCS — CBOIMU
JOCSITHEHHSIMU, 116 MEHIO JIOJIa€ Y TPy 3MarajibHOro eJIeMeHTy. TakuM YMHOM BOHU
MPOBOJATH OUIbIIE Yacy y I'pl 1100 BCTAHOBUTH CB1M BIACHUN HOBUH pekoph, ado

o6 modutu pexkopa cBoro apyra. CamMe MEHIO MICTUThH JBa IOJS 3 HA3BOKO Ta

YUCJIOBUM 3HAUYECHHSIM JIJIsl BIIOOpaKeHHST PEKOP/TY.

MAXIMUM FLIGHT DISTANCE

MAXIMUM COINS EARNED PER FLIGHT

Pucynok 3.25 — MeHIO CTaTUCTUKHU

Jlani Oya0 CTBOPEHO MEHIO MiIKIIOYeHHS KoHTposiepa (puc. 3.26). B
IIbOMY MEHIO MPHUCYTHE IOJIe JUIS BBEACHHS IMEHI MPUCTPOIO, MO0 BCTAHOBUTHU
3’€lHaHHSA 3 KOHTpoJiepoM. Takok TpucyTHS KHomka «Connecty micis
HATHCKaHHA Ha SKy BIiTOyBaeTbCs MIAKIIOYCHHSA. SIK TUIBKM MIIKITIOYCHHS
3aBEPIIUTHCS, 3HU3Y 3'IBUTHCS CINIMBAIOUYE BIKHO, SIKE IMITBEPNTDH ITiIKITFOUCHHS.
B niBomy BepxXHBROMY KyTi MpHCYTHS KHOINKa «Back» ski moBeprae xopucrtyBaua

T'OJIOBHC MCHIO.
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CONNECTING THE CONTROLLER
TO THE DEVICE

Connect

Pucynok 3.26 — MeHto miIKJIF0YeHHsI KOHTpoJiepa

HactymHaum 3a paxyHKOM OyJI0 CTBOPEHO MEHIO may3u. BoHO 3HaXoauThCs
Oe3rnocepeIHbO Ha PIBHAX TPH, 1 BIAMOBIAAE 32 MOXKJIUBICTh 3yMUHKH TP TIiJ] Yac
npoxo/pkeHHss. OCKUIBKM MEHI0O HE HAJICKUTh 10 YaCTHHH TEeUMILICIO, ¥y
koMroHeHTl «Canvasy mapamerp «Renderer Mode» BcTaHoBieHO sik «Screen
Space — Overlay». Lle notpi6HO A1 TOrO, 100 Y MEHIO May3u Oysa MpuB’sa3Ka A0
r1o0anbHIX KOOPAWHAT, a HE 0O KOOPJMHAT TPU Ta BOHO 3aBXIH BimoOpakaaoch
Ha eKpaHi TpaBIIsl.

[Ticns mepexoay 3 TOJOBHOTO MEHIO JIO PIBHS T'pU, TpaBellb 0Jpa3y OauuTh
JIOKAI[IF0 Ta KHOMKY May3u 3JiBa 3BepXy. [lopyd 3 KHOMKOIO May3u 3HAXOIATHCS
iHboOpMaTHBHI TOJNSA 3 IKOHKOIO JiBOpydY Bim HuX. Lli mons HeoOXimHi s
BiOOpaXKE€HHS BIJICTaH1 Ky MPOJIETIB TPaBeIh Ta KUTBKOCTI 3apO0JICHUX TpoIIen
(puc. 3.27). Oapa3sy micis HaTHCKaHHS Ha KHOIKY Ipa 3yMUHAETHCS, a BC1 00’ €KTH
3aBMUparoTh. [lepen rpaBieM 3’ SBISETHCS MEHIO MAay3W Y SKOMY € TPU KHOIIKH.
Knonka «Continue», «Restarty Ta «Quity. Knaomka «Continue» moBeprae
KOPHUCTYBaua JI0 TPH 3HIMAIOUH TMay3y Ta PO3MOPOXKYIOUH yci 00’ ektu. «Restarty,
3a JIOTIOMOTOI0 KOy, Tepe3aBaHTaXye€ PIBEHb MOYMHAIOYM HOTO 3 IMOYATKY.
Knonka «QUuity moBepTae rpaBIis y TOJOBHE MEHIO, JIe TPaBellb MOXE BUWTH 3 TPU

a0o movat HOBY Tpy (puc. 3.28).



63

Pucynok 3.27 — Jlokaist piBHs, KHOIKa May3H Ta iHPOPMATUBHI MO

CONTINUE

RESTART

QUIT

Pucynok 3.28 — Knormka may3u 3;1iBa 3BepXy Ta MEHIO MMay3H 3 KHOITKaMH

[Ticns mporpamry y rpi meped TpaBIeM 3 SBISETHCS MEHIO TPOrpairy.
MeHro nay3u Ta Mporpamnry AyKe cX0Xi Mk 00010, B HUX € KHOITKHU JJISl B3aEMOJI1
rpaBls 3 TPOIO, aj€ B MEHIO MPOrpally € YepBOHUI HAJMKC, AKUU 1 MOBIIOMIISIE

rpasiis po nporparr (puc. 3.29).
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RESTART

QUIT

Pucynok 3.29 — MeHto nporpaiiry rpaBiis 3 HaIMKUCOM Ta JIBOMa KHOTIKaMU

3.5 Peagizanisn My3u4HOro cynpoBoay

My3uka Ta aHimMallis BiIirparoTh BaXKJIMBY POJib Y CTBOPEHHI 3aXOIIMBOTO
irpoBoro nocBiny. BoHu 3a0e3neuyroTh eMOIIHHNN 3B'I30K, 3aHYPEHHS B ITPOBUIA
CBIT 1 Bi3yaJbHE 3aJJ0BOJICHHSI.

3aBAsIKM MY3UYHOMY CYIPOBOAY Yy I'pl CTBOPIOETHCS MEeBHA aTMocdepa, 110
BiIMOBiMae moisM y rpi. ['apHHU cayHATPEK MOXKE MOBHICTIO 3MIHUTH BpPaKEHHS
Ipo Tpy, Ta 3aXONUTH TPaBIB Ie Ouiblie. 3a JOMOMOTOI0 MY3MKH MOXHA
KepyBaTH JWHAMIYHICTIO MOAiM y rpi. UuM mBuamie My3ukKa, THM JAWHAMIYHIIIE
BiOyBarOThCA MOJIl y Ipl, a00 HaBMaKW CIHOKIHA My3WKa CIOHYKA€ TPABI 0
po3cabIeHHS.

[Ipu pomaBaHHI MY3UYHOTO CYIPOBOJY BHUKOPHUCTOBYBAaBCA CalT 3
Oe3komroBHUME Menomismu s irop «OpenGameArt.org» [37]. {o6 3pobutn
MY3UYHUH CYIIPOBiA, 7O KOXHOTO O00’€KTy, SIKHA TIOBHHEH MaTuh 3BYK, OYB
nomanuii  komrmoHeHT «Audio Source». lleii KOMIIOHEHT BiAMNOBiZae 3a
HaJAIITYBaHHS MY3WUYHO1 JOPIXKKH, 3MiHY TY9HOCTI, 3alIUKJICHH] Tom1o. [licis goro
BUKOPHUCTAHHS 3BYKY JIOAAETHCS 10 CKPUIITA, SIKUI BIJIMOBIA€ 3a MEBHI Mii.

Jlo kHOMOK OyB J0JIaHMi KOPOTKHI1 3BYKOBUI CUTHAJI, a0W TpaBellb MIT He
TUIbKHU Bi3yaJbHO MMOOAYMTH HATHUCKAHHS KHOMKH, a 1€ ¥ MOYyTH. Y BCIX MEHIO Ta

Ha piBHI rpy OyB JOJAHUW MY3UUYHHUU CyHmpOBI JJIsi €MOILIIOHAJIBHOTO BIUIMBY Ha
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rpasus. Jlig 1poro Ha cueHy OyB JOJAaHUN OKpEMHUN MOPOXKHIA 00’ €KT O KOO

Oyno noxano kommnoHeHT «Audio Source» 3 HanamryBanasMu (puc. 3.30).

.

[:Ij v Audio Source

- Tag Untagged

; Transform

il v Audio Source

Audio Generator

Pucynoxk 3.30 — O6’ext Audio Source 3 kommonerTom «Audio Source»

3.5 BucHoBKH 10 po3aiiay 3

ITlin wac peanizamii mpoekty OyiI0 pPO3pOOJICHO aITOPUTMH B3aEMOJIIT
TpaBIsl 3 TPOIO, CIPOEKTOBAHO, 310paHO Ta 3amporpaMOBaHO MaTepiaTbHUI
iHTepdeiic Ha 0Oa3i Arduino 3 BukopucTtaHHAM Moayis Bluetooth Ta
akcenepometrpa. Jlami Oynu crlaHOBaHI eTamu Po3pOOKH IrpOBOTO CEPEIOBHUIIA.
byno ctBOopeHO cCTapTOBY JOKarlito, po3poOJEHO TMEPemKoan, O0JaHO Ta
3amporpaMoBaHO TOJIOBHOTO TMepcoHaxa (JiTak), peanxi3oBaHO MPOTpaIl TPaBIIs.
Ocrannim Oyno momano rpadidHuil iHTEepdelic 13 yciMa HEOOXITHUMH MEHIO IS

3pY4YHOI B3a€EMOJIIi TPABIIS 3 IPOBUM CEPETOBHUIIIEM.
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4 TECTYBAHHA TA BUKOPUCTAHHSA PO3POBJIEHOT'O

AITAPATHO-TPOI'PAMHOTI'O 3ABE3IIEYEHHSA

4.1 TectyBaHHs

JUisi mepeBipKy Mpaue3laTHOCTI Ta BUSBIECHHA OariB Ta HEIOJIKIB Oyio
NPUMHATO  PIIMIEHHS TPOBECTH TECTYBaHHS  PO3POOJIEHOrO0  MPOrpamMHOro
3a0e3MeueHHs 3a I’ IThMa CLEHAPISIMHU.

Cuenapiit 1. 3’eqnanus koHTposepa 3 Tenaedonom o Bluetooth.

Cuenapiit 2. Po3puB 3'elHaHHS 3 KOHTPOJIEPOM.

Cuenapiit 3. PoGoTa MeHI0 nay3u.

Cuenapiii 4. [Iporpam rpasiisg. OO0poOKa 31TKHEHbB 13 MEPEIIKOIaMHU.

Cuenapiit 5. [lepeBipka MiIKJIFOUEHHSI KOHTpOJIEpa 10 CTapTy IPH.

Cuenapiit 6. [lepeBipka MOKYIKH TOBapy.

Cuenapiii 7. [lepeBipka BUOOPY Bi3yaJIbHOT'O CTHIJIIO B MEHIO IHBEHTapIO.

4.1.1 3’e¢qnannsa KoHTpoJepa 3 Tejie¢ornom o Bluetooth

Merta Tecty: ycriniHe 3’€THaHHS MOOUTBHOTO MPUCTPOIO 3 KOHTPOJIEPOM.

Bxigni mani: Ha3Ba KOHTpoOJepa, ska BimoOpaskaeThcst y BikHi Bluetooth
MoOuThHOTO TipucTpoto. KopektHi mani s tectyBanHs: 00:18:E4:35:0F:00.
Hexkopexrni nani q1s tectyBanas: 00:18:E4:35:0F:0X.

[Inan TecTyBaHHS HaBEJCHO HIKYE.

Kpox 1. TectyBanbHUK BiIKpUBAa€E 3aCTOCYHOK Ha MOOUTBHOMY MPUCTPOT 3
Bepciero Android 8.1 a6o HoBime.

Kpok 2. Ha romoBHOMY ekpaHi A0JaTKy HEOOXITHO HATUCHYTH BEIIUKY
KOpHYHEBY KHOTIKY 3 Harmucom Controller (ra anri.) / Kontponep (Ha ykp.).

Kpok 3. V BikHi, IO BiIKPHIOCS, € TIOJIC JIJIT BBEACHHS JAaHUX, Ta KHOIKA
JUTS TTBEPKCHHS BIINPaBICHHS BBEJACHUX JaHUX 3 HarrcoMm Connect (Ha aHriI.)
| 3’eqnatu (Ha ykp.). [loje mpu3HaueHo A BBEACHHS HA3BM KOHTpoJepa. Y Ioiie

TCCTYBAJIbHUK ITIOBHMHCH BBCCTH HA3BY KOHTPOJICPA, sIKA BKa3aHa Yy BXiI[HI/IX JaHUX.
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[Ticnst BBeZieHHS Ta MEPEBIPKU BBEACHUX JaHUX HEOOX1IHO HATUCHYTHU Ha KHOMKY
KOPHYHEBOr0 KOJIbOpy 3 Hammcom Connect (Ha auri.) / 3’emxnatu (Ha ykp.), sika
po3TalIoBaHa i TOJEM /s BBOAY JaHUX, THM CaMUM MiATBEPAHBIIN
BiMpaBiieHHS (HOPMHU.

Kpok 4. fAxmo nani Oynu BBeAEH1 NMPaBUIbHO, TECTYBaJbHUK IOBUHEH
no0AaYnTH TMOBIIOMJIEHHS BHHU3Y €KpaHa MpoO YCIHIIIHE 3 €AHaHHS 3 TEKCTOM
«Connection Status: Connected» (ua anrn.) / «Cratyc 3’eqnanss: 3’eaHaHo» (Ha
yKp.). Skmio micns BianparieHHS GOpMH 3 JaHUMHU JUIS 3’€HAHHS, 3aCTOCYHOK
BUBOJIUTH TIOBIJOMJICHHS MPO MOMUIKY 3 TekcToMm «Connection Status: Device not
found» (ma amrn.) / «Craryc 3’€nHaHHS: TPUCTPIA HE 3HaiinmeHO» (Ha YKP.),
HEOOX1IHO MOBTOPUTH MYHKT 3 11e pa3. Skiio nani Oynu BBeIEHI MpaBUIbHO, aje
micIisl BignpaBieHHsT (OPMHU 3aCTOCYHOK BCE OJIHO BHBOIHUTH MOMUJIKY 3’ €THAHHS,
HEeoOXiiHO mepeBipuTH BikHO Bluetooth Ha HasBHICTH KOHTpoJiepa y KaTeropii
«CrontydeHi mpucTpoi», 1HAKIIE BKa3aTH MPO MOMUIKY B 3BITI MPO pe3yJbTaTH
TecTyBaHHS. Skmo naHi OynM BBEAEHI NPaBWIBLHO, aje IICIs BiAIpaBIICHHSI
(dbopMH 3aCTOCYHOK HE BUBOJUTH >KOJHOTO MOBIJIOMJIEHHS, HEOOXITHO BKa3aTH 1€
B 3BiTI NIpO pe3yJbTaTH TECTyBaHHS. SIKIIo Ticas BigmpaBiaeHHS ¢GopMu 3
MOPOXKHIMU TOJISIMU JUIsI BBEJICHHSI JaHUX, 3aCTOCYHOK BHBOJMTH IMOBITOMIICHHS
po MOMUJIKY aBTopm3aillii 3 Tekctom «Connection Status: Device not found» (ua
aurn.) / «Cratyc 3’e€qHaHHS: OPUCTPIM He 3HaijeHo» (HA YKp.), HEOOXIiITHO
BKa3aTH II€ B 3BiTI PO PE3yJIbTaTU TECTyBAHHS.

Kpox 5.CtBOpeHHs 3BITY pe3yNbTaTiB TECTYBAHHSI.

YMOBH MpPOXOJKEHHSI TECTYyBaHHsS: 3aCTOCYHOK BHKOHYE IIOCTaBJICHE
3aBJaHHS 3TITHO 3 METOI0 Ta TUIAHOM TECTYBAaHHS, a caMme YCHIIIHE 3’ €THAHHS
KOHTpOJiepa 3 MOOUIBHUM TIPUCTPOEM IICTS BBEJACHHS TPAaBWIBHOI Ha3BU
KOHTpOJIepa sIKa 3a3HA4YCHI Yy BX1THUX JIaHUX.

PesynbTaTi TECTyBaHHS HaBe[eHO B Ta0m. 4.1.
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Tabmuus 4.1 — Pe3ynbrat TECTYBaHHA clieHapio 1

Tect Pesynprar

BBenenHss kopeKTHUX AaHuX skl | [licns BBeNEHHA KOPEKTHHX JAHUX BHU3Y
BKa3aHl1 y BX1ITHUX JaHUX. eKpaHa 3 ABISE€TbCS TMOBIIOMJIEHHS PO
yCHIIIH

€ 3'eqHaHHA.

BBeIICHHSI HCKOPCKTHUX JTAHUX, sxi | ITicns BBCJACHHS HCKOPCKTHHUX JdHUX BHU3Y
BKa3aHl y BXiI[HI/IX JaHUX. CKpaHa 3'IBIISIETHCS HOBiI[OMHCHHSI npo

IMOMUIJIKY 3'€I[HaHH$I.

BiIIHpaBJIeHHSI MMOPOKHBOTO I10JIA. ITicas HaJICUJIaHHA IMOPOKHBOTO IIOJISI BHU3Y
CKpaHa 3'IBIISIETHCS HOBi)IOMJIeHHSI Inpo

IIOMUIJIKY 3'€}IHaHH$I.

3a pe3yibTaTamMu TECTIB MOKHA 3pOOMTHM BHCHOBOK, IO TIporpama
KOPEKTHO pearye Ha TOMUJIKH, $KI MOXYTh JONYCTUTH KopucTyBaui. Bona
aKTUBHO B3a€MOJIE€ 3 KOPHUCTyBaueM MOMEpeIKaioun Mmpo mnpobieMu abo ycmix

3’ € THAHHS.

4.1.2 Po3puB 3'€¢1THAHHSI 3 KOHTPOJIEPOM

Mera TecTy: YCHIIHUNA PO3PUB 3’€IHAHHA MOOULIBHOTO TPUCTPOIO 3
KOHTPOJIEPOM.

BximgHi maHi: Ha3Ba KOHTpoJepa, ska BigoOpaxkaeThcs y BikHiI Bluetooth
MobibHOTO TIpUCcTpoto. Kopektri nani qist tecryBanns: 00:18:E4:35:0F:00.

[1nan TecTyBaHHS HaBEJCHO HIDKYE.

Kpox 1. TectyBanbHUK BiIKpHUBA€E 3aCTOCYHOK Ha MOOITBHOMY MPUCTPOT 3
Bepciero Android 8.1 a6o HoBIIIIE.

Kpok 2. Ha ronoBHOMYy ekpaHi 0JaTKy HEOOXITHO HATHUCHYTH BEIUKY

KOpHYHEBY KHOMKY 3 HarucoM Controller (ua anrn.) / Kourpoiep (Ha ykp.).
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Kpok 3. ¥V BikHI, 010 BIAKPHUIIOCS, € TOJI€ JJIsl BBEJEHHS JaHUX, Ta KHOIMKA
JUTS MATBEPKCHHS BIAMPaBICHHS BBEACHHUX JaHMUX 3 HamrcoMm Connect (Ha aHri.)
| 3’ennatu (Ha ykp.). ITone npu3HaveHo A BBEACHHS Ha3BU KOHTpoJepa. Y moie
TECTYBAJIbHUK ITOBHHEH BBECTH Ha3BY KOHTpPOJIEpa, SKa BKa3aHa y BXITHUX JaHUX.
[Ticns BBeZieHHS Ta MEPEBIPKU BBEACHUX JaHMX HEOOXIIHO HATUCHYTU Ha KHOMKY
KOPHYHEBOr0 KOJIbOpy 3 Hammcom Connect (Ha auri.) / 3’exnatu (Ha ykp.), sika
po3TalioBaHa I TMOJeM JUIsi BBOAY JaHUX, THM CaMHUM TiATBEPIWBIIN
BianpaBieHHss ¢opmu. Skmo gani Oynu BBEAEHI MNPAaBWIBHO, TECTYBAJIbHUK
NOBUHEH MMOOAYMTH TOBIJOMJICHHS BHH3Y €KpaHa TpO YCHIIIHE 3’€IHAaHHS 3
tekctoM «Connection Status: Connected» (wa anrn.) / «Cratyc 3’€IHaHHS:
3’enHaHO» (HA YKP.).

Kpok 4. TIlicns natuckanHss Ha kHomky «Connect» Tta BigoOpakeHHs
MOBIOMJICHHSI TMPO YCHilIHE 3'€THAHHS CiiA BUWTH 3 mporpamu. Ha momymi
Bluetooth € cBiTiogion sikuif 6;1MMae YepPBOHUM KOJIBOPOM. SIKIIO TiCIs BUXOIY 3
mporpaMy CBITJIONiOA OyiMMae MBUAKO ©Oe€3 TMmay3, TOJi KOHTpojiep OyB
BIJIKJIFOUEHUH 1 3'€THAHHS PO3IpBaHO. SIKIIO MICIS BUXOY 3 MPOrPaMH CBITIOII0
Ha Moxayii Bluetooth Gimmae mo nBa pasu 3 may3amu NpuUOJIU3HO B OJHY JBI
CEeKYHIIM, TO 3B'SI30K MDK MPHUCTPOEM 1 KOHTPOJEPOM HE po3ipBaHi. Y IBOMY
BUITQJIKy HEOOXITHO BKa3aTH MPO 1€ Y 3BITI PO pe3yJIbTaTH TECTyBaHHS.

Kpok 5. CTBOpeHHS 3BITY pe3y/bTaTiB TECTYBaHHS.

YMOBU TPOXO/KEHHS TECTYBAaHHS: MPH BUXOJl 3 MPOTPaAMU 3B'SI30K MK
MOOUTBHUM TIPUCTPOEM 1 KOHTPOJIEPOM MOBHHHI OyTH PO3ipBaHi, 110 MIATBEPIKYE
MIBUIKO MATOTJINBUN CBITIOLIOLN.

PesynbTaTi TECTyBaHHS HaBeJeHO B Ta0m. 4.2.
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Tabmuus 4.2 — Pe3ynbTaT TECTYBaHHA CLIEHAPIO 2

Tect Pesynprar

IlepeBipka po3puBy 3'eqHaHHs MK | [licas Buxony 3 mporpamu CBITJIOAION HA
MOOUTBHUM MPUCTPOEM ta | Moayii Bluetooth Gnumae mBuako 1 6e3
KOHTPOJIEPOM. nay3, U0 HIATBEPJKYE PO3PUB 3'€AHAHHS

MDK IPUCTPOSIMH.,

3a pe3ynapTaraMH TECTIB MOXXHA 3pOOUTH BHUCHOBOK, IO 3'€IHAHHS MIXK
MOOUIBHUM TIPUCTPOEM 1 KOHTPOJEPOM PO3PUBAETHCS ABTOMATHUYHO MICIIS BUXOIY

3 MPOrpaMu Ta 3aKIHYEHHS Cecii.

4.1.3 Po6oTa MeHI0 may3u

Merta Tecty: nepeBipka poOOTH MEHIO TIay3H IiJI Yyac irpoBoi cecii.

Bxinni pani: yBiMKHeHe mporpamHe 3abe3rneueHHs. KopekTHi maHi ajis
tectyBanHs: 00:18:E4:35:0F:00.

[1nan TecTyBaHHS HaBEJEHO HIKYE.

Kpok 1. TectyBaqbHHUK BiIKpHBa€ 3aCTOCYHOK Ha MOOUTBHOMY MPUCTPOI 3
Bepciero Android 8.1 a6o HoBire.

Kpok 2. Ha rosoBHOMY ekpaHi J0JaTKy HEOOXITHO HATHCHYTH BEIUKY
KopuuHeBY KHOmMKY 3 HamucoM Controller (ma anrn.) / Kontponep (Ha ykp.) Ta 'y
moJie JUisi BBEJCHHS JaHUX BBECTH Ha3BY KOHTpoJjepa. Ilicias doro HaTHCHYTH
kHOTIKY «Connecty. [ToBepHyTHCS Y TOJIOBHE MEHIO HATHCHYBIIH KHONIKY «Back».
[lovatu rpy HATUCHYBIIH KHOTIKY «Start».

Kpox 3. Ilicms crapty Tpu y JiBOMY BEpXHBOMY KYTKY 3HaXOJIHUTHCS
KOpPUYHEBA KHOTMKA Tay3u. TecTyBaIbHUK TOBMHEH HATHCHYTH KHOIKY may3u. Sk
TUTHKM KHOTIKA OyJia HATUCHYTA Ma€ BIIKPUTHUCS MEHIO Tay3H, a Tpa Ha 3aJHbOMY
¢doHi Mae OyTH 3ynuHeHa. Y BiKHI may3u € Tpu KHomkHu. Kxomka «Continue» (Ha
auri.) / «IIpogoBxuTn» (Ha yKp.) BUMHKAaE€ MEHIO May3u Ta PO3MOPOKYE TpYy.

Knonka «Restarty (na anrn.) / «Ilepezanyck» (Ha ykp.) BUMHKae MEHIO May3u Ta
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nepesanyckae piBeHb crovatky. Kunomka «Quity (Ha anri.) / «Buiitn» mosepTae y
roJIOBHE MEHIO. SIKIIO sfKach 13 KHOMOK HE BUKOHYE OIMHKCAH1 BHINE Ali MPO 1ie
HEOOXIHO BKa3aTH y Pe3yJibTaTax TECTyBaHHS.

Kpoxk 4. CTBOpeHHs 3BITY pe3yJIbTAaTiB TECTYBAHHS.

YMOBU NMPOXOKEHHsS] TECTYyBaHHS: MICIAS HATUCKAaHHS HAa KHONKY May3u
Ma€ BIJKPUTHUCS MEHIO Nay3W 3 TphOMa KHONKAaMHM, a Tpa Ha 3aJHbOMY ILUIaHI Mae
OyTu 3ynuHeHa. KoxHa KHOIIKa BUKOHY€E CBOIO MPSIMY (YHKIIIIO.

Pe3ynpTaTi TECTYBaHHS HaBe[eHO B Tabm. 4.3.

3a pe3ynabTaTamMM TECTIB MOKHA 3pOOMTHM BHCHOBOK, IO IIporpama
KOPEKTHO 00po0Jsie MoAll KHOMKK Nay3u Ta MeHIo nay3u. KoxHa KHOMKa BUKOHYE

BKa3aH1 y IJIaH1 TECTyBaHHS Ji.

Tabmuis 4.3 — Pe3ynbratu TeCTyBaHHSA CcIieHapiio 3

Tect Pesynbrar

HaTuckanns Ha KHOTIKY May3H. BinkpuBaeTbcsi MeHIO may3m 3 TpboMa

KHONKamMH. ['pa Ha  3aaHbOMYy  IUIaHI

3YIIUHSAETHCS.

Haruckanns Ha KHOTIKY | MeHIO ay3u BUMHUKA€ETHCS, a Tpa 3HIMAETHCS 3
«Continue». nays3Hu.

Haruckanus Ha KHOMKY | MEHIO mMay3u BUMHKAETHCA, a PIBEHb TIpHU
«Restart». IIe€pe3aIyCKaeThbCs CII0YaTKYy.

Hatuckanns Ha KHOTIKY «QuUit», ['pa moBepTaeThCs 10 TOJIOBHOTO MEHIO

4.1.4 Ilporpam rpaBus. O0po0ka 3iTKHEHb i3 NepemKoIaMu

Mera Tecty: 00poOka momii mporpamry TpaBis TpH 3ITKHEHHI 3
MIEPETIKOIAMH.

BximgHi maHi: Ha3Ba KOHTpoOJepa, ska BigoOpakaeThcs y BikHI Bluetooth
MoOiTbHOTO TIpUCTporo. KopektHi mani mus tectyBanns: 00:18:E4:35:0F:00.

HexopextHi nani ais rectyBanns: 00:18:E4:35:0F:0X.
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[Inan TecTyBaHHS HaBEEHO HUXKYE.

Kpok 1. TectyBanbHUK BiIKpUBAa€ 3aCTOCYHOK Ha MOOUIBHOMY HPUCTPOI 3
Bepciero Android 8.1 a6o HOBIlIe Ta BUKOHYE i1 IOAO0 MIAKIIOYEHHS KOHTPOJIepa
710 MOOUIBHOT'O MPUCTPOIO.

Kpok 2. Ilicms crapry rpu TeCTYBAJbHHMK HampaBisge JiTak y OIK
MEPEIITKO/IH.

Kpox 3. Ilicist 3iTKHEHHsI 3 MEPEIIKOAO0 JIiTaK TTOBHHEH MOYaTH NajaTh
BHU3. SIK TIIBKM BiH CTUKAETHCA 13 36MJICIO BIJKPUBAETLCS MEHIO TIporpaity, a rpa
Ha 3aJHbOMY (OHI 3yHmUHIEThCA. MEHIO Mporpaily BHIUISE XapaKTePHUH HAIUC
«You Lose» (na anrin.) / «Bu nporpanu» (Ha ykp.).

Kpoxk 4. Slkmio micnst 3iTKHEHHS 3 MEPEIIKOIOI0 JIITaK MPOJAOBKYE JIETITH
Jai 1 He TOYMHAE 3HIDKYBAaTHCS TPO 1€ BapTO 3a3HAYWTH B pe3yibTaTax
TeCTyBaHHs. SIKIIO TICIs 3ITKHEHHS 3 MEPEIIKOA0I0 JTaK TOYUHAE MMagaTH BHH3,
ajie TP 31TKHEHHI 3 3eMJICI0 HE BUKJIMKAETHCS MEHIO Iporparity, ToJi HEOOX1aHO
BKa3aTH MO 1€ B pe3yJibTaTaxX TECTyBaHHSI.

Kpox 5. CTBOpeHHs 3BiTY pe3yJibTaTiB TECTYBaHHS.

YMOBU MPOXOIKEHHS TECTYBAHHSI: MICIs 3ITKHEHHS 3 MEPELIKOO0I0 JITaK
MOBHMHEH TOYaTH TMaJaTh BHU3 IICII YOr0 JTOTOPKHYTHCS 110 3eMii. [Ipu 3iTkHEHH1
BUKIIMKAETHCS MEHIO MPOTpallly, a Tpa Ha 3aJHbOMY (POHI1 3yMHHIETHCS.

Pe3ynbpTaT TECTYBaHHS HaBeeHO B Ta0. 4.4,

Tabnus 4.4 — Pe3ynbTaTl TECTYBaHHS ClIeHApito 4

Tect Pesynbrar

3ITKHEHHS 3 MEPEIIKOJI0H0. [Ticns 3ITKHEHHS 3 TMEPENIKOJI0K JITaK

I[MIOYMHAE ITagaTu JOHU3Y.

3iTKHEHHS 13 3€MIIEIO. [Ticis 3ITKHEHHS 13 3€EMJIEK0 BUKJIMKAETHCH
MEHIO TIporpairy, a rpa Ha 3agHboMy (OHI

SYIIUHACTLCA.
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3a pe3ynabTaTaMM TECTIB MOXXHA 3pOOMTHM BHUCHOBOK, IIO Mporpama
KOPEKTHO pearye Ha 31TKHEHHs 3 MepelKkoaamMu 1 o0po0asie ymoBu nporpaity. [pu
MpOrpalll BUKJIUKAETHCS MEHIO IPOrpally B SKOMY IpaBellb MOXKE Mepe3anyCTUTH

piBeHb a00 BUITH B TOJIOBHE MEHIO.

4.1.5 IlepeBipka niaK/JIKYeHHS KOHTPOJIEpa 10 CTapTy IrpU

Merta TecTy: nepeaapecallisi B MEHIO TiIKIFOUYEHHSI KOHTPOJIepa y BUMAJIKY,
AKIIO KOHTPOJIEp HEe OyB NIAKIIOYEHUH A0 MOOUIBHOTO MPUCTPOIO.

BxinHi nani: Ha3Ba KOHTpojepa, sika BimoOpaxaerscs y BikHI Bluetooth
moOipHOTO TIpHcTpoto. KopektHi nauni st recryBanns: 00:18:E4:35:0F:00.

[Tman TecTyBaHHS HaBEJIEHO HUXKYE.

Kpox 1. TectyBanbHUK BiIKpUBA€E 3aCTOCYHOK Ha MOOUIBHOMY MPUCTPOI 3
Bepciero Android 8.1 a6o HoBIIIE.

Kpok 2. Ha romoBHOMY ekpaHi J0JIaTKy HEOOXITHO HATUCHYTH BEJIHKY
KOpUYHEBY KHOMIKY 3 HarucoMm Start (Ha anri.) / [Toyarok (Ha ykp.).

Kpok 3. ¥V Bunazaxy, Ko KOHTpojep He OyB MIKIIOUESHUH 10 MOOLIEHOTO
IIPUCTPOIO, MA€ BIIKPUTHCS BIKHO MIAKIIOYCHHS 10 KOHTpojepa. Ilicias BBeaeHHs
y ¢dopMy BXITHHUX JaHMX Ta HATUCKaHHA Ha KHoOmKy «Connect», HeoOXimHO
MIOBEPHYTHCS 10 TOJIOBHOTO MEHIO 3a J0MOMOTror KHomku «Back». ITicas mporo
3HOBY HATHCHYTHU Ha KHOTIKY «Start».

Kpox 4. [Ipu meprmomy 3axoni B Tpy KOHTpoJep HE Oyie MiIKIIOYCHH.
Sxuro mpu mepoMy 3axoji B Tpy Oyia HaTHCHYyTa KHomka «Start» i rpa Bigkpuia
CTapTOBUN pPiBEHBb, MOTPIOHO BKA3aTH MPO II€ y pe3yibTaTax TECTyBaHHS. SIKIIO
Ipy TEpIIOMYy 3axoJli B Tpy Oyna HATUCHYTa KHOMKa «Starty micis doro
BIIKpUJIOCS] MEHIO TIAKITIOYEHHSI KOHTpoJsiepa, Oyinu BBENEHI BCl BXiJHI JIaHi, aye
py TIOBTOPHOMY HATHCKAaHHI Ha KHOMKY «Start» rpa 3HOBY BiIIKpUBAE MEHIO
MIJKJIIOYEHHST KOHTpOJiepa, HEOOXIJHO MEpPEeBIpUTH 1€ pa3 BBEIEHI JaHl. SKIIo
JlaH1 BBEJICHI MPABUJIBHO ajie TOBEIIHKA IPU HE 3MIHUJIACh, MOTPIOHO BKa3aTH PO

1€ Yy pe3yJbTaTax TeCTYBaHHS.
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Kpok 5. CTBOpeHHs 3BITY pe3yJIbTaTiB TECTYBAaHHS.

YMoBH IMPOXOMKCHHS TCCTYBAHHA: 3aCTOCYHOK BHKOHYE IIOCTABJICHC

3aBJIaHHS 3T1JHO 3 METOIO Ta IUIAHOM TECTYBaHHS, a caMme YCIIIIIHA Iepeapecaris

B MEHIO KOHTpOJIepa Iiciid HATUCKAaHHS Ha KHOMKY «Start» mpu nepuomy 3axo/i B

rpy, SKIIO KOHTpOJIep HE OyNo MIAKIIOYEeHO. Pe3ynbTaTu TeCcTyBaHHS HAaBEIECHO B

Ta0i. 4.5.

Tabnuis 4.5 — Pe3ynbratu TeCTyBaHHS CIICHAPIto 5

Tect Pesynbrar
[lepeampecanis B MeHio miaxntodeHHs | KHomka «Start» BHUKOHY€E JI0
KOHTpOJIepa TMpH HAaTUCKaHHI Ha KHONKY | mepeaapecamii y MEHIO  ITiIKIIOYCHHS
«Start», skmo KoHTpoiep He OyB | KOHTpoJepa,  SKIO BIH He  OyB
1IKJTFOUYEHUI. T IKJTFOYEHU .

3amyck irpoBOTO PiBHS MICIS HAaTHCKaHHS
Ha KHOMKY «Start», skmo KoHTposep OyB

M IKJTFOYEHUH.

Knonka «Start» BUKOHye [il0 3amycKy

ITPOBOTO  PIBHA  TICAA  MAKIIOYCHHS

KOHTpOJIepa.

3a pe3ynabTaTamMM TECTIB MOKHA 3pOOMTHM BHUCHOBOK, IO TIporpama

KOPEKTHO O0OpOO0II0€ TIOMWIKY HE IMMIKIIOYEHOTO KOHTposepa. [Ipu mepriomy

3ax0/l B TPy BiApa3y micis HATUCKAHHS Ha KHOMKY «Start» rpaperp moTparisie B

MEHIO MIIKJIIOYeHHsT KOHTpoJiepa. Ilicis BBeAeHHS MaHUX BIH TIOBEPTAETHCA B

rOJIOBHE MEHIO, ITICIIA YOr0o MOBTOPHO HATHUCKAE KHOMKY «Start», mo 3amyckae

IrpoBUH PiBEHB y pa3i YCIiXy MiIKIIOYSHHS KOHTpOIepa.

4.1.6 IlepeBipka MOKYNKH TOBapy

Mera TecTy: mepeBipuTH Mpare3 aTHICTh alTOPUTMY IPHUI0aHHS TOBapy, a

came Horo 30epeKeHHS 10 IHBEHTApIO Ta 3MiHA CTaTyCy Ha «IIPUIO0AHHI.

BxinHi nani: yBIMKHEHE NporpaMHe 3a0e3MeUYeHHS.

IInan TCCTYBAHHA HABCACHO HMIKYC.
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Kpok 1. TectyBanbHUK BIIKpUBA€ 3aCTOCYHOK Ha MOOUIBHOMY HPUCTPOI 3
Bepciero Android 8.1 aGo HoBitE.

Kpok 2. Ha ronoBHOMY ekpaHi AOJATKy HEOOXIAHO HATUCHYTH BEIIUKY
KOpPUYHEBY KHOIIKY 3 HarmucoM Shop (va anrit.) / Marasun (Ha ykp.).

Kpok 3. ¥V MeHI0 Marasuny He0oOXiJHO HATUCHYTH HA KapTKy TOBApYy, MiCIIs
Yoro IOBMHHO BIJIKPUTHCS MEHIO TOBapy y SKOMY TIPUCYTHE 300paKeHHSI
o0paHoro ToBapy, HOro IiHa Ta OIKC.

Kpok 4. ¥V BigkpuTOMy MEHIO TOBapy Tpeba HATHCHYTH Ha KHONKY Buy (Ha
aurn.) / Kynuru (Ha ykp.). SIKIo miciass HaTHCKaHHS Ha KHOIKY HE BiIOyJocs
Bi3yaJbHUX 3MiH, a caMe¢ KHOIKa HE 3MiHWJIa CTaTyC Ha HEAKTHUBHUU Ta Ha3Ba
KHOMKHK He 3Mminmnacs Ha Purchased (wa anrn.) / Ipunbano (Ha ykp.), moTpiOHO
BKa3aTH TIPO 1€ B PE3yJIbTaTaX TECTyBaHHS.

Kpok 5. Bumiitu 3 MEHIO MarasuHy [0 TOJOBHOTO MEHK HATUCHYBIIHN
kHonky Back (ua anri.) / [losepuyTrcs (Ha ykp.). Y roloBHOMY MEHIO HATHCHYTH
kHonky Inventory (uma amrn.) / IuBentap (Ha ykp.). Ilicms BiZKpuTTS MEHIO
IHBEHTapl0 TIOBHHEH 3 SBUTHUCS UIOWHO MpUAOaHUN ToBap. SKIIO y MEHIO
IHBEHTapI0 HEMae TOBapy, SKUM OyB NpuaOaHui, HEOOXITHO BKa3aTH TPO IIE Y
pe3yabTaTax TeCTyBaHHS.

Kpok 6. CTBOpeHHS 3BITY pe3y/bTaTiB TECTYBaHHS.

YMOBU TIPOXOJKEHHSI TECTYBaHHS: 3aCTOCYHOK BHKOHYE TOCTAaBJICHE
3aBJaHHS 3TIAHO 3 METOI0 Ta IUIAHOM TECTYBaHHS, a caMe€ YCIHIIIHA TOKYIKa
TOBapy, 3MiHa Ha3BU KHONKK Buy (Ha anrt.) / Kymutu (Ha ykp.) Ha Purchased (aa
anrn.) / [Mpun6ano (Ha yKp.), 3MiHAa CTaTyCy KHOIIKH Ha HEaKTHUBHUH, y MCHIO
IHBEHTapIO MOBMHEH BimoOpakaTucs npuadanuii ToBap. PesynpTaTé TecTyBaHHS

HaBeJIeHo B Ta0. 4.6.
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Tabnuis 4.6 — Pe3ynbratl TECTYBaHHSA CIIEHAPit0 6

Tect Pesynprar

Binkputts meHto ToBapy micias | Knonka TOBapy aKTHUBHA, MEHIO TOBapy

HAaTUCKAaHHA Ha KapTKy TOBapy. | BIAOOPaKa€ThCs KOPEKTHO.

[IpunbGanns  ToBapy  micis | CtaH kKHONKM BUY 3MiHIO€TBCS Ha HEAKTHBHMM, Ha3Ba

HATHCKaHHs Ha KHOTIKY Buy. KHOITKY 3MiHIOEThCsl Ha Purchased.

Binobpaxennss  mpunbanoro | [Ipunbanuii ToBap BigoOpakaeThCs B MEHIO IHBEHTAPIO

TOBapy B MEHIO 1HBEHTApIO. 1 TOTOBH 10 MOIJIMBUX TOJATBIINAX MaHIMYJISIIHA.

3a pe3yibTaTamMM TECTIB MOKHA 3pOOMTHM BHCHOBOK, IO IIporpama
KOpPEKTHO 00poOitoe eranm mnpuadanHs ToBapy. IloBemiHka yciX KHOIOK

CIpalbOBYE BIPHO, TOBAP BIAOOPAKAETHCSI B MEHIO 1HBEHTAPIO.

4.1.7 IlepeBipka BUOOPY Bi3yaJIbHOr0 CTHJII0 B MEHIO iHBEHTAPIO

Merta TecTy: MepeBipUTH Mpare3daTHICTh aJrOpUTMy BHOOPY Bi3yaabHOT'O
CTHJTIO, 3MIHY CTaHy KHOIIOK Ta BiJJoOpak€HHsI 0OpaHOTo CTUJIIO Ha PIBHI IPH.

BxinHi maHi: yBIMKHEHE TIporpamMHe 3a0e3MedeHHs, MPpUI0aHui Bi3yaaIbHUMA
CTHITb.

[Tran TecTyBaHHS HaBEJCHO HUKYE.

Kpok 1. TecTtyBanbHHUK BiIKpHBA€ 3aCTOCYHOK Ha MOOUTPHOMY MPUCTPOI 3
Bepciero Android 8.1 a6o HoBIIIIE.

Kpok 2. Ha romoBHOMY ekpaHi A0JaTKy HEOOXITHO HATUCHYTH BEIIUKY
KOpHYHEBY KHOIIKY 3 HarucoMm Inventory (na anr:n.) / [aBenTap (Ha ykp.).

Kpok 3. V mMeHI0 iHBeHTap0 HEOOX1IHO HATUCHYTH HA KapTKy Bi3yaJbHOI'O
CTHJIIO, TICAS YOrO TOBHUHHO BIIKPUTHCS MOTO MEHIO Y SIKOMY TMPHUCYTHE
300pakeHHS] 0OpPaHOTO TOBApY, HOTO Ha3Ba Ta OIIHC.

Kpok 4. V BiaKpuTOMY MEHIO Bi3yaJlbHOTO CTHIIIO Tpeba HATUCHYTH Ha
kHomKy Select (na anrit.) / O6patu (Ha ykp.). SIKIIO MMiciisi HATUCKAHHS HA KHOIKY

He B110yJI0Cs Bi3yaJbHHUX 3MIH, @ cCaMe KHOIIKA HE 3MIHMJIA CTaTyC Ha HEaKTUBHUU
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Ta Ha3Ba KHOMKW He 3MmiHmiacs Ha Selected (wa anri) / OOpano (Ha yKp.),
MOTPIOHO BKa3aTH MpO L€ B pe3yJIbTaTax TECTYBAHHS.

Kpok 5. BuiiTm 3 MEHI0O Mara3suHy J0 TOJOBHOTO MEHIO HATUCHYBIIN
kHonky Back (ua anrn.) / [Toepuytucs (Ha ykp.). Y TOJIOBHOMY MEHIO HATHCHYTH
kHomnky Start (Ha anri.) / [Touatok (Ha ykp.). [Ticns BiTKpUTTs piBHS I'pU HA CICHI
MOBUHEH 3’SIBUTHUCA UIOMHO OOpaHuil Bi3yaldbHUM CTWIb. SIKIIO Ha PIBHI T'pU
oOpaHuil Bi3yaJbHUN CTHIIb HE BIJOOpakaeTbcs, HEOOXIHO BKa3aTH MpO 1€ Y
pe3ynabTaTax TeCTyBaHHSI.

Kpoxk 6. CTBOpeHHs 3BITY pe3yJIbTaTiB TECTYBAaHHS.

YMOBH TPOXOJKEHHSI TECTYyBaHHs: 3aCTOCYHOK BHKOHYE IIOCTaBJICHE
3aBJIaHHS 3TiHO 3 METOIO Ta TUIAHOM TECTYBaHHsI, a caMe YCIIIIIHE BiTOOpaKeHHs
00paHoro Bi3yaJabHOr0 CTHJIIO Ha PiBHI IpH, 3MiHa Ha3BH KHOMKHU Select (Ha aHrI.)
| O6paru (ma ykp.) Ha Selected (ma anrn.) / OOpano (Ha ykp.), 3MiHa CTaTrycy
KHOIIKY Ha HEAKTUBHUMI

PesynpTaTi TECTYyBaHHS HaBe[eHO B Ta0. 4.7,

Tabmuis 4.7 — Pe3ynbratu TeCTyBaHHS CIIeHaApito 7

Tect Pesynbrar

BigkputTst MeHI0 BisyanpHOro cTwito | KHOmka  ToBapy  aKkTWBHA,  MEHIO
IiCJIS HATUCKAHHS Ha KapTKy CTHIIIO. BI3yaJIbHOTO CTHJIIO  BiTOOpa)kaeThCs

KOPCKTHO.

Bubip BidyampHoro crtwiro micis | Cran kHomkm Select 3MiHIoeThcs Ha

HATHCKaHHs Ha KHONKY Select. HEaKTUBHUH, Ha3Ba KHOMKH — Selected.
BinoOpaxxennss obpanoro BizyanmpHOTO | OOpaHwmii Bi3yaJbHUU CTUJIb
CTHITIO HA PIBHI TPH. BiTOOpaxa€ThCs Ha PiBHI TPH.

3a pe3ynapTaTamMM TECTIB MOXKHA 3pOOWMTH BHCHOBOK, IO TIpOorpama
KOPEKTHO 00poOitoe eranm BUOOpPY Bi3yaldbHOro cTuiito. [loBeniHka ycix KHOIOK

CIpalbOBY€E BIPHO, TOBAp B1A0OpaKa€eThCsl HA PIBHI IPU.
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4.2 llopagHuK AJ1s1 KOPUCTYBavya

[TigkmroueHHs KOHTpoJIepa Ta 3aIyCK TPH.

Kpok 1. YBIMKHITH KOHTpOJIEp MIAKIIOYMBILN HOTO 3a JOMOMOrOI0 JPOTY
110 MEpexi.

Kpok 2. Ha mo0inpHOMY mipucTpoi yBiMKHITE Bluetooth, mouniTe momryk i
3HalAITE KoHTpoJep. [Ipukman im's koutponepa — A1:B2:C3:4D:E5:58. Ilounitsh
3’eqHaHHA. SIKIIO 3’€IHAHHS YCHIIIHE, KOHTpOJIep 3’SBUTBHCS B KaTeropii
«CroJty4eHi npucTpoi».

Kpok 3. 3HaiiniTe 10roTun rpu Ha poO0YOMy CTOJII MOOUIBHOTO MPUCTPOIO,
HATUCHITH 1 JoueKaiTecs ii 3ammycky.

Kpok 4. Konu mporpama BIIKpHUETHCS Ha TOJOBHOMY €KpaHi Oyne TpH
kHonkH, kHonka «START», knuonka «SHOP», xnonka «INVENTORY », kHonka
«STATISTICS», xnomka «CONTROLLER» 1 xnomka «EXIT». Crnouatky
HEOOXITHO TIAKIIOYUTH KOHTposiep. JlJsg 1[pOro HATUCHITH HAa KHOIKY
«CONTROLLER» 1 pouekaiiTecs TOKH BIIKPUETHCS MEHIO TIKIIOUYCHHS
KOHTpOJIepa.

Kpok 5. V momni jqis BBeAeHHS BBEIITH 1M'St KOHTpoJepa, SKe BKAa3aHO B
HanmamtyBaHHsax Bluetooth y xkarteropii «Cmonyueni mpuctpoi». Ilicns yoro
HATUCHITH KHOTIKY «Connect». SIkimo 3’eqHaHHs yCIilHe, 3HU3Y €KpaHa 3’ IBUTHCSI
Haxnuc «Connection Status: connected».

Kpox 6. 3nmiBa Bropi HatucHITE KHONKY «BACK» nns moBepHeHHs [0
TOJIOBHOTO MEHIO TPH.

Kpok 7. Bi3pMiTh KOHTpOJEp y 3pYy4yHY JJIA Bac PyKy 1 TpUMaiTe Horo
nepea co00r MUTOTIIMBOIO JIAMIIOYKOIO TOTOPH.

Kpoxk 8. ¥ romoBHOMy MeHIO HaTHCHITH KHONKY «START» mis mouaTtky
rpu. [lepen BaMu BiTKpUETHCS ITPOBUN PIBEHB 3 JITAKOM Ta JIOKAIIIEIO MMICIS YOTO
BU MOXXETE HAXUJISTH KOHTPOJIEP TAKUM YAHOM KEPYIOUH JIITAKOM.

Jlnst BUXOmy 3 TpU BUKOPUCTOBYHTE CTaHIAPTHI KHOMKU ab0 >KEeCTH

MOOUTBHOTO MPUCTPOIO0. TAKOXK 3 TP MOXKHA BUITH HACTYITHUM YHHOM.
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SIKu10 BM 3HAXOJUTECh Y TOJIOBHOMY MEHIO, TOJl HATHCHITh Ha KHOIIKY
«EXIT», micnss 4oro rpa BUMKHETbCS, a 3’€IHAHHS 3 KOHTpoJiepoMm Oyne
pO3ipBaHo.

SIkuro BM 3HaxoAMTECH O€3MOCEPEAHBO HA PIBHI IPH, TOJA1 HATUCHITH 3J11Ba
Bropi KHONKY nays3u. llepen BamMu 3’sBUThCS MEHIO Nay3u. HaTHCHITH KHOMNKY

«QUIT» nnst Buxoay B rojoBHE MeHIO. [1iciist 4oro moBTOPITH 111 OMKUCAH1 BUIIIE.

4.3 IlopagHuk 1JIs mMporpamicra

[HCTpyMEHTH 171 pO3pOOKH IrpOBOTO CEpeIOBUIIIA.

JIist po3poOKH IrpoOBOTO CEpeIOBHUINIA BUKOPUCTOBYETHCS IMPOBHMA PYIIIii
Unity Bepcii 2022 poky. Mosa nporpamyBanHs C#, OCKUIbKHU 116 OCHOBHa MOBa Y
pyurii Unity.

[HCTpYMEHTH 111 pO3pOoOKH 1HTEpdeElCcy Ta IrPOBUX 00’ EKTIB.

Jlnst cTBOpeHHs irpoBoro inTepdericy Oyno Bukopucrano mpedad 3 Unity
Asset Store «2D Casual Ul HD» [25]. Ane 3a HeoOXigHOCTI 3MiHH a00 OHOBIICHHS
MOJKHA BUKOPHMCTOBYBATH MPOrpPaMHi iHCTpyMeHTH, Taki sik Photoshop, Illustrator
a0o i1 aHanory. Posmmpenns ¢airiB NOBUHHO BiAmoBigaTH Gpopmary .jpg.

Jlns  cTBOpeHHs IrpoBOi JIOKAIllii Ta TIEPEIIKOJ BHUKOPHUCTOBYBABCS
iHcTpyment mias 3D monemoBanus Blender. Jlirak «Simple Airplane Controller»
oyB monmanuii 3 Unity Asset Store sik 6e3komToBHmIA npedad. Posmmpenns daiinis
MOBUHHO Bifmnosimatu ¢opmary .fox. Jlns cTBopeHHS HOBUX irpoBHX 00’€KTIB
MO>XKHa BUKOPHUCTOBYBATH YCi JOCTYMHI iHCTpyMeHTH it 3D monentoBaHHS, SKi
MOXYTh 30epiratn 00’extu B ¢opmati .fox. s HakmagaHHsS TEKCTyp MOXKHA
BUKOpHCTOBYBaTH iHCTpyMeHT Substance 3D Painter, abo Oyap skuii iHIIWN
aHaJIoT.

[HCTpYMEHTH 11 pO3p0oOKH MaTepiaibHOTO iHTEepdeicy (KOHTpoaepa).

Jns po3poOku  MarepiadbHOro  iHTepdeiicy  BUKOPUCTOBYBABCS
MmikpokoHTposiep Arduino Nano, akcenepomerp ADXL345, Bluetooth Serial

Module HC-05 Ta nampykoBana Ha 3D-mpuHTepi pydka. st mporpamyBaHHS
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MaTtepialbHOro 1HTEeppeicy BUKOPUCTOBYBAJIOCS cepenoBuule po3poOku Arduino

IDE.

CtpyKkTypy NpO€EKTY HaBeieHO Ha puc. 4.1.
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Oy tacke lnglokdabarial
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Lniby3dbiuainothplugin

Profabs
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JungieObslacks
ElyscrapersDbebacies
Flatfiorm
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= =
LirsniSonm
MainkenuSoena
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ArplanaController
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Pucynok 4.1 — CtpykTypa oprasizaiiii IpoexTy
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EiplancPng

JetPrg
TranspotairplanaFrg
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DistancaPrg

CoinPrng
Irreenbonyiong Tiaad
Shngilmg Tast
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JHupekropis Materials. Mictuts B co0i yci (aiiau moB’s3aHi 3 MaTepiaiaMu

00’ €KTIB CIIEHH.

Hupekropis Models. Mictute yci rotoBi 3D 00’exktn 0e3 HakiIaIeHUX

MarepiajliB Ta TEKCTYP.

Hupekropis  Plugins.

MicTtuTh

3aBaHTAXKEHUU

CTOPOHHIM

Iarig

unity3dbluetoothplugin mms moxumBocTi B3aemomii pymrist Unity 3 mMoOitsHHM

npuctpoem depe3 Bluetooth ta daiin AndroidManifest.

Hupekropis Prefabs. Mictute HanamrToBani npedabu 00’€kTiB Taki SK

NEPCIIKoOaAn Ta JITaK 3 AO0JaHUMHA OO0 HUX CKpHUIITAMH Ta MaTepianaMH.

HupexTopis Scenes. MicTuTh pi3Hi CIleHU TPH, a caMe CIICHY PiBHS, CIEHY

3 TOJIOBHUM MEHIO Ta CUEHY 3 MEHIO i1’ €JHAHHS KOHTpOJiepa.

Jupekropist SCripts. MicTHTB yci CKPHIITH TPH.
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Hupextopis Ul. MicTuTh 300pakeHHsI KHOIIOK, 3aJHBOT0 (DOHY Ta 3arajiom
iHTEepPeiicy.

[IpaBuna iMeHyBaHHS JUPEKTOPIi Ta (hailsiB.

Ha3Bu ycix nupexTopiii Ta ¢aiaiB NUIIYThCS OOOB’S3KOBO 3 BEJIMKOI
mitepu. Ha3Ba moBHHHaA omucyBaTW NpHU3HAYEHHS AMpeEKTOpii abo ¢aiiny. [lpu
CTBOpEHH1 (hailsliB CKPUIITIB HEOOXITHO B KIHIII HAa3BU OOOB’S3KOBO IMOCTaBUTH
Kpanky Ta Hamucatu Qopmar daitny, a came <Ha3Ba (aitnmy>.cS. Ilpu
HaliMeHyBaHH1 (ailly HEe JOMYCKAE€TbCSA BUKOPUCTAHHS CHEIaTIbHUX CHUMBOJIIB Ta
KAPUITHILIL.

CTpyKTypa CKpHUIITIB MPOJAEMOHCTPOBaHa B Ta0. 4.8.

Tabnuus 4.8 — CTpykTypa CKPUNTIB 3 MEPETIKOM HasBHUX B HUX (PYyHKIIIN

Cxpunrt [Mepenik GpyHKIINA

1 2

AirplaneController | Start(), Update(), _checkGyroActivity(), CalibrateGyro(),
NormalizeAngle(), airplaneRotation(), airplanePosition(),

airplaneStabilization(), ParseData(), Map(), DestroyPlayer().

BluetoothManager | InitBluetooth(), StartConnection(), StopConnection(),
ConnectionStatus(), ReadData(), Toast().

Distance OnTriggerEnter(), AddDistance().

GameOverScript RestartHandler(), ReturnMainMenuHandler().

InventoryController | Start(), checkBoughtltems(), checkSelectedltem(),
Selectltem(), Resetltemsinfo(), openProductMenu(),

closeProductMenu().

MainMenu Start(), StartGame(), ShopMenu(), InventoryMenu(),
StatisticsMenu(), BluetoothMenu(), BackMainMenu(),
QuitHandler().

ObstacleCollision | Srart(), OnCollisionEnter().




82
Kinens tadmaum 4.8

1 2

PauseMenu Start(), ContinueHandler(), PauseMenuHandler(),
RestartMenuHandler(), ReturnMainMenuHandler().

Player OnTriggerEnter().

PropellerRotation | Update().

Score OnTriggerEnter(), AddScore().

Settings Start(), Awake(), SpawnSelectedAirplane(),

GetProductInfo(), GetSpecificProductinfo(), SetScore(),
DeveloperAddScore(), DeveloperResetProducts().

ShopController Start(), buyAirplane(), getinfoAbtProduct(),
openPurchaseMenu(), closePurchaseMenu(),

closePurchaseErrorMenu().

Shopltems Awake().
StatisticsController | Start(), GetMaxDistance(), GetMaxScore(), ResetStatistics().
StructureMove Update(), FixedUpdate(), Move(), DestroyStructure().

StructureSpawner | Start(), ChooseBiome(), Spawn(), SpawnObstacle().

4.4 BUCHOBKH 10 po3ainy 4

Jnst  mepeBipKkM  Mpane3NaTHOCTI  pO3po0JEHOr0  MPOrpPaMHOrO
3a0e3nedeHHst OyJI0 MPOBEJCHO TECTYBAaHHS 3a IT’SAThbMa CIeHapisMH. TecTyBaHHS
MOKA3aJIo IO arapaTHO-TporpaMHe 3a0e3MeYeHHs] BUKOHYE TIOCTABIICHI epe]] HUM
3aBmaHHs. Takox OyJo ToAaHO MOCIOHMK KOPHCTyBada Ta MOCIOHUK PO3POOHUKA.
[TociOHMK KOpUCTyBaya 1€ IHCTPYKIIiSl 1O BUKOPUCTAHHS anapaTHO-TPOTPAMHOTO
3a0e3MeveHHs], 3aBISKH SKii KOPHCTyBad 3MOXKE IBHIKO Y HbOMY po3iOpaTHcs.
[TocibamK po3poOHMKA HaZae HOMY BCIO HEOOXimHy iH(OpMAIlI0 CTOCOBHO

CTPYKTYPHU MPOEKTY Ta MOAKIMBOCTI HOTO peflaryBaHHs 800 OHOBJICHHS.
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BUCHOBKH

[1ig yac BUKOHaHHS AUIUIOMHOI poOOTH OyJl0 MpoaHaIi30BaHO MPEIMETHY
o0nacTh, a came MPOBEACHO MAOCHIIHKEHHS IrPOBUX KaHPiB, MPOAHAII30BAHO
aHAJOTM JKaHPY HECKIHYEHHMH paHHEep Ta JOCHKEHI I1HCTPYMEHTH JJIs
CTBOpeHHs1 1rpoBoi rpadiku. CHpoeEKTOBAHO Ta PO3pOOJICHO MaTepiaibHUN
iHTEepdeic s B3aeMOAli 3 ITPOBUM  CEPEAOBHINEM, pPO3POOJEHO IrpoBe
cepenoBulle Ta rpapiuHuil iHTepdeiic.

Marepianbuuii  iHTepdeiic  OyB  po3poOjeHuil 3  BUKOPUCTAHHSIM
MikpokoHTposiepa Arduino, natumka axcenepomerp ADXL345 ta Bluetooth
monaynst HC-05. MarepianeHuii iHTepderic Oyno 3amporpamMoBaHO s Nepenadi
JaHUX, SKI OTpUMYye akcenepomerp, uepe3 Bluetooth wmoayne B irpose
cepenouiie. Jlias HamamrtyBaHHS 0OpoOkM oTpuMmaHux manux y Unity Oys
3aBaHTKEHWM Ta TepeHaJallITOBAHUM CTOPOHHIA OE3KOIITOBHUN  IUIAriH
blueunity.

IrpoBe cepenoBuine O0ys0 Po3poOJIEHO 3 BUKOPUCTAHHSM ITPOBOrO PYIIis
Unity. ITix yac mpoeKTyBaHHS IrPOBOrO CepeaoBHINa Oy/aM BH3HAYEHI OCHOBHI
BUMOTH, JKaHp Ta CETTHHT Tpu. Po3poOka 00’€KTIB Ta MEPEIIKOA JJis irpoOBOTO
piBHS BigOyBajacs 3 BUKOPHCTaHHAM iHCTpyMeHTY 1t 3D moaemosanns Blender.
Takox OyJs10 70/1aHO TOJIOBHOTO repos (JIiTak), SKUM KOPHUCTyBad Oy/ie KepyBaTH.

I'padiunuii 1HTEpdEiic OyB CTBOPEHUI 3TiTHO 3 BUMOTAMHU Ta alTOPUTMOM
B3a€EMOJIIT TpaBIs 3 TPoio. BiH Hajidye 4OTUPH IrpOBHUX MEHIO, a CaM€ T'OJIOBHE
MEHIO, BIKHO 3’ €/IHaHHS 3 KOHTPOJIEPOM, MEHIO May3H Ta MEHIO IIPOrpanty.

[Ticns 3aBepiieHHS po3pOOKH MOOUTEHOTO 3a0e3medYeHHs OyI0 MPOBEIACHO
TECTyBaHHS 3a CICHapisiMU. Pe3ymbrath TeCTyBaHHA TIPOJIEMOHCTPYBAIA
TOTOBHICTh CHCTEMH JIO POOOTH.

Y MallOyTHhOMY TUTAHYETHCS PO3MIUPSITH MOOLTRHE 3a0e3MeUeHHS,

J0/Iat0YM 0 HHOT'O HOB1 MEXaHIKU Ta (QYHKIIII.
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34. Simple Airplane Controller [Electronic resource]. — Access mode:
https://assetstore.unity.com/packages/tools/game-toolkits/simple-airplane-
controller-228575.

35. 2D Casual Ul HD [Electronic resource]. — Access mode:
https://assetstore.unity.com/packages/2d/gui/icons/2d-casual-ui-hd-82080.

36. Chat GPT [Electronic resource]. — Access mode: https://chatgpt.com/.

37. OpenGameArt  [Electronic  resource]. —  Access  mode:

https://opengameart.org/.
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A.1 Kog ¢aiiny «StructureSpawner.cs»

using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class StructureSpawner : MonoBehaviour

{
[SerializeField] private List<GameObject> obstacles;
[SerializeField] private List<GameObject> _obstaclesJungle;
[SerializeField] private List<GameObject> _obstaclesSkyscrapers;
[SerializeField] private float _lengthPlatformObstacles = 60f;
private GameObject _obstacle;
private GameObject _obstacleJungle;
private GameObject _obstacleSkyscrapers;
private int randomBiome;

private Vector3 position;

private GameObject _currentObstacle;
void Start()

{
SpawnObstacle(_obstacles);

public void ChooseBiome(int countSpawnTrigger)

{
if (countSpawnTrigger >= 500)

{

randomBiome = Random.Range(0, 3);

public void Spawn()
{

switch (randomBiome)
{
case O:
SpawnObstacle(_obstacles);
Debug.Log("Desert");
break;
case 1:
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SpawnObstacle(_obstaclesJungle);
Debug.Log("Jungle™);
break;

case 2:
SpawnObstacle(_obstaclesSkyscrapers);
Debug.Log("Skyscrapers");
break;

private void SpawnObstacle(List<GameObject> obstacles)
{
Vector3 position = Vector3.zero;
if (_currentObstacle != null)
{
position = new Vector3(0,0,
_currentObstacle.transform.position.z + _lengthPlatformObstacles
);
}

else

{

position = transform.position;

_currentObstacle = Instantiate(
obstacles|[Random.Range(0, obstacles.Count)],
position,

Quaternion.identity

);

A.2 Kon daiiny «StructureMove.cs»

using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class StructureMove : MonoBehaviour

{
private Rigidbody rb;



[SerializeField] private float _structureSpeed = 10f;
void Update()
{
DestroyStructure();
}
void FixedUpdate()
{
Move();

}

private void Move()

{

transform. Translate(-transform.forward * _structureSpeed * 4 * Time.fixedDeltaTime);

}

private void DestroyStructure()
{
if (transform.position.z < -30f) {

Destroy(gameObject);

A.3 Kox ¢aitny «AirplaneController.cs»

using System.Numerics;

using System;

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using Vector3 = UnityEngine.Vector3;

using Quaternion = UnityEngine.Quaternion;
using System.l0.Ports;

using System.Globalization;

using UnityEngine.Ul;

public class AirplainController : MonoBehaviour
{
[SerializeField] private GameObject gameOverCanvas;
private float _speedRotation = 0.05f;
private float _speedPositionController = 10f;
private float _speedPositionMobile = 0.4f;
private float[] _maxRotationZ = { -0.5f, 0.5f };
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private float[] _maxRotationX = { -0.5f, 0.5f };

private float[] _readyDataController;

private float calibrationX = Of;

private float calibrationY = Of;

private Gyroscope _gyro;

private Rigidbody rb;

public Text _receivedData;

void Start()

{
rb = GetComponent<Rigidbody>();
_checkGyroActivity();
CalibrateGyro();

}

void Update()

{

_readyDataController = ParseData();

airplaneRotation(_readyDataController);

airplanePosition(_readyDataController);

airplaneStabilization();

DestroyPlayer();

void _checkGyroActivity()

{
if (SystemInfo.supportsGyroscope)

{
_gyro = Input.gyro;
_gyro.enabled = true;

void CalibrateGyro()
{

Quaternion deviceRot = _gyro.attitude;
var rot = Quaternion.Euler(90f, 0f, 0f) *
new Quaternion(-deviceRot.x, -deviceRot.y, deviceRot.z, deviceRot.w);

calibrationX = NormalizeAngle(rot.eulerAngles.x);
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calibrationY = NormalizeAngle(rot.eulerAngles.z);
Debug.Log($"Calibration X: {calibrationX}, Y: {calibrationY}");

private float NormalizeAngle(float angle)

{
if (angle > 180f) angle -= 360f;

return angle;

void airplaneRotation(float[] readyData, bool _mobileControl = true)

{
if (I_mobileControl)
{
var rotationAirplane = transform.rotation;
float mapX = Map(readyData[0], -10f, 10f, -0.5f, 0.5f);
float mapY = Map(readyData[1], -10f, 10f, -0.5f, 0.5f);
transform.Rotate(mapX * _speedRotation, 0f, mapY * _speedRotation);
} else
{

Quaternion deviseRotation = _gyro.attitude;
var rotationAirplane = Quaternion.Euler(90f, 0f, 0f) * (new Quaternion(-deviseRotation.x, -deviseRotation.y,

deviseRotation.z, deviseRotation.w));

float tiltX =

NormalizeAngle(rotationAirplane.eulerAngles.x) - calibrationX;
float tiltY =

NormalizeAngle(rotationAirplane.eulerAngles.z) - calibration;

transform.Rotate(tiltX * _speedRotation, Of, tiltY * _speedRotation);

}

void airplanePosition(float[] readyData, bool _mobileControl = true)
{
if (!_mobileControl)
{
float[] parsedData = readyData;
if (parsedData != null && parsedData.Length == 2)

{
float mapX = Map(parsedData[0], -10f, 10f, -2f, 2f);
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float mapY = Map(parsedData[1], -10f, 10f, -2f, 2f);
Vector3 movement = new Vector3(-mapY, -mapX, 0.0f);
rb.AddForce(movement * _speedPositionController);
}
} else
{
Quaternion deviseRotation = _gyro.attitude;
var rotationAirplane = Quaternion.Euler(90f, Of, 0f) * (new Quaternion(-deviseRotation.x, -deviseRotation.y,

deviseRotation.z, deviseRotation.w));

float tiltX =
NormalizeAngle(rotationAirplane.eulerAngles.x) - calibrationX;
float tiltY =

NormalizeAngle(rotationAirplane.eulerAngles.z) - calibrationY;;

Vector3 movement = new Vector3(-tiltY, -tiltX, 0.0f);

rb.AddForce(movement * _speedPositionMobile);

}

void airplaneStabilization()

{
rb.angularVelocity = Vector3.Lerp(rb.angularVelocity, Vector3.zero, Time.deltaTime * 2f);

Quaternion targetRotation = Quaternion.Euler(0f, Of, 0f);
transform.rotation = Quaternion.Lerp(transform.rotation, targetRotation, Time.deltaTime * 1.5f);

}
float[] ParseData()

{

string data = _receivedData.text;
try
{

string[] parts = data.Split(',");

if (parts.Length !=2) return null;

float x = float.Parse(parts[0]. Trim(), Culturelnfo.InvariantCulture);

float y = float.Parse(parts[1]. Trim(), CultureInfo.InvariantCulture);

return new float[] { x, y };

}

catch

{

return null;



}

public static float Map(float value, float fromLow, float fromHigh, float toLow, float toHigh)
{
return (value - fromLow) * (toHigh - toLow) / (fromHigh - fromLow) + toLow;
}
private void DestroyPlayer()
{
if (transform.position.z < -12f)
{
Destroy(gameObject);
gameOverCanvas.SetActive(true);

Time.timeScale = 0;

A.4 Kon ¢aiiny «Controller.ino»

#include <Wire.h>
#include <Adafruit_Sensor.h>
#include <Adafruit. ADXL345 U.h>

#include <SoftwareSerial.h>

SoftwareSerial BT Serial (2, 3);

Adafruit ADXL345_ Unified accel = Adafruit. ADXL345_Unified();

float accelerationDataXY[] = {0, 0};

void setup() {
BTSerial.begin(9600);
accel.begin();

}

void loop() {
sensors_event_t event;
accel.getEvent(&event);
accelerationDataXY[0] = event.acceleration.x;
accelerationDataXY[1] = event.acceleration.y;
BTSerial.print(accelerationDataXY[0], 2);
BTSerial.print(",");
BTSerial.printin(accelerationDataXY[1], 2);
delay(20);
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A.5 Kon ¢aiiny «BluetoothManager.cs»

using System.Collections;

using System.Collections.Generic;
using UnityEngine.Android;
using UnityEngine;

using UnityEngine.Ul;

public class BluetoothManager : MonoBehaviour
{

public Text deviceAdd,;

public Text receivedData;

public static bool isConnected,;

private static AndroidJavaClass unity3dbluetoothplugin;
private static AndroidJavaObject BluetoothConnector;
/I Start is called before the first frame update
void Start()
{

InitBluetooth();

isConnected = false;

/I creating an instance of the bluetooth class from the plugin
public void InitBluetooth()
{

if (Application.platform != RuntimePlatform.Android)

return;

/I Check BT and location permissions
if (1Permission.HasUserAuthorizedPermission(Permission.CoarselLocation)
|| 'Permission.HasUser AuthorizedPermission(Permission.FineLocation)
|| 'Permission.HasUser AuthorizedPermission(""android.permission.BLUETOOTH_ADMIN")
|| 'Permission.HasUser AuthorizedPermission("'android.permission.BLUETOOTH")
|| 'Permission.HasUser AuthorizedPermission(""android.permission.BLUETOOTH_SCAN")
|| 'Permission.HasUser AuthorizedPermission("'android.permission.BLUETOOTH_ADVERTISE")
|| 'Permission.HasUser AuthorizedPermission("'android.permission.BLUETOOTH_CONNECT"))

Permission.RequestUserPermissions(new string[] {

Permission.CoarseLocation,
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Permission.FinelLocation,
"android.permission.BLUETOOTH_ADMIN",
"android.permission.BLUETOOTH",
"android.permission.BLUETOOTH_SCAN",
"android.permission.BLUETOOTH_ADVERTISE",
"android.permission.BLUETOOTH_CONNECT"

bk

unity3dbluetoothplugin = new AndroidJavaClass("'com.example.unity3dbluetoothplugin.BluetoothConnector");
BluetoothConnector = unity3dbluetoothplugin.CallStatic< AndroidJavaObject>("getInstance™);
}
/I Start BT connect using device MAC address "deviceAdd"
public void StartConnection()

{
if (Application.platform != RuntimePlatform.Android)
return;
BluetoothConnector.CallStatic("StartConnection",deviceAdd.text. ToString(). ToUpper());
}

/I Stop BT connection
public void StopConnection()

{
if (Application.platform != RuntimePlatform.Android)
return;
if (isConnected)
BluetoothConnector.CallStatic("StopConnection™);
}

/I This function will be called by Java class to update BT connection status,
public void ConnectionStatus(string status)
{
Toast("Connection Status: " + status);
isConnected = status == "connected";
/I _connectionStatus.text = isConnected. ToString();
}
/I This function will be called by Java class whenever BT data is received,
public void ReadData(string data)
{
Debug.Log("BT Stream: " + data);
receivedData.text = data;

}

/I Function to display an Android Toast message



public void Toast(string data)

{

if (Application.platform != RuntimePlatform.Android)

return;

BluetoothConnector.CallStatic("Toast", data);

A.6 Kon ¢aiiny «ObstacleCollision.cs»

using System;

using System.Collections;

using System.Collections.Generic;

using NUnit.Framework.Constraints;

using TMPro;

using UnityEngine;

using UnityEngine.SceneManagement;

public class ObstacleCollision : MonoBehaviour

{

[SerializeField] private GameObject gameOverCanvas;
public TextMeshProUGUI finalScoreText;

public TextMeshProUGUI finalDistanceText;

public AudioSource audioSource;

public AudioClip crashSound;

private Rigidbody rb;
void Start()

{

rb = GetComponent<Rigidbody>();

}

void OnCollisionEnter(Collision collision)

{

if (collision.gameObject.tag == "Obstacle™)

{

}

audioSource.PlayOneShot(crashSound);

rb.useGravity = true;

if (collision.gameObject.tag == "Floor")

{

Settings.Instance.score = PlayerPrefs.GetFloat("PlayerScore", 0f);
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Settings.Instance.score += float.Parse(finalScoreText.text);
PlayerPrefs.SetFloat("PlayerScore", Settings.Instance.score);
PlayerPrefs.Save();
Debug.Log("Final Score: " + Settings.Instance.score);

if (float.Parse(finalScoreText.text) > PlayerPrefs.GetFloat("MaxPlayerScore", 0))
{
PlayerPrefs.SetFloat("MaxPlayerScore”, float.Parse(finalScoreText.text));
PlayerPrefs.Save();

}
if (float.Parse(finalDistanceText.text) > PlayerPrefs.GetFloat("MaxPlayerDistance", 0))

{
PlayerPrefs.SetFloat("MaxPlayerDistance", float.Parse(finalDistance Text.text));
PlayerPrefs.Save();

gameOverCanvas.SetActive(true);

Time.timeScale = 0;

A.7 Kon daitny «GameOverScript.cs»

using System.Collections;

using System.Collections.Generic;
using Unity.VisualScripting;

using UnityEngine;

using UnityEngine.SceneManagement;

using UnityEngine.Ul;

public class GameOverScript : MonoBehaviour
{
private AudioSource audioSource;
private AudioClip buttonClickSound;
void Start()
{
audioSource = Settings.Instance.audioSource;

buttonClickSound = Settings.Instance.buttonClickSound;



public void RestartHandler()
{

audioSource.PlayOneShot(buttonClickSound);
Scene scene = SceneManager.GetActiveScene();
SceneManager.LoadScene(scene.name);
Time.timeScale = 1f;

}
public void ReturnMainMenuHandler()

{

audioSource.PlayOneShot(buttonClickSound);
Time.timeScale = 1f;

SceneManager.LoadScene(0);

A.8 Kon ¢aiiny «MainMenu.cs»

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;
using UnityEngine.Ul;

public class MainMenu : MonoBehaviour
{
private AudioSource audioSource;
private AudioClip buttonClickSound;

public string _connectionStatus;

void Start()

{
audioSource = Settings.Instance.audioSource;
buttonClickSound = Settings.Instance.buttonClickSound;

}
public void StartGame()

{
audioSource.PlayOneShot(buttonClickSound);

SceneManager.LoadScene(1);
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public void ShopMenu()

{
audioSource.PlayOneShot(buttonClickSound);
SceneManager.LoadScene(3);

}

public void InventoryMenu()

{
audioSource.PlayOneShot(buttonClickSound);
SceneManager.LoadScene(4);

}

public void StatisticsMenu()

{
audioSource.PlayOneShot(buttonClickSound);
SceneManager.LoadScene(5);

}

public void BluetoothMenu()

{
audioSource.PlayOneShot(buttonClickSound);
SceneManager.LoadScene(2);

}

public void BackMainMenu()

{
audioSource.PlayOneShot(buttonClickSound);
SceneManager.LoadScene(0);

}

public void QuitHandler()

{
audioSource.PlayOneShot(buttonClickSound);
Application.Quit();

A.9 Kon daitny «PauseMenu.cs»

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class PauseMenu : MonoBehaviour

{
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private AudioSource audioSource;
private AudioClip buttonClickSound;
[SerializeField] GameObject pauseCanvas;

void Start()
{
audioSource = Settings.Instance.audioSource;
buttonClickSound = Settings.Instance.buttonClickSound;
}

public void ContinueHandler()

{
audioSource.PlayOneShot(buttonClickSound);
pauseCanvas.SetActive(false);

Time.timeScale = 1f;

public void PauseMenuHandler()

{
audioSource.PlayOneShot(buttonClickSound);
pauseCanvas.SetActive(true);
Time.timeScale = Of;

}

public void RestartMenuHandler()

{
audioSource.PlayOneShot(buttonClickSound);
Scene scene = SceneManager.GetActiveScene();
SceneManager.LoadScene(scene.name);

Time.timeScale = 1f;

public void ReturnMainMenuHandler()

{
audioSource.PlayOneShot(buttonClickSound);

Time.timeScale = 1f;

SceneManager.LoadScene(0);

A.10 Kogn ¢aiiay «Player.cs»

using System.Collections;
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using System.Collections.Generic;
using UnityEngine;

public class Player : MonoBehaviour

{
[SerializeField] private StructureSpawner _structureSpawner;
private Rigidbody lastRb;

public int countSpawnTrigger = 0;

void OnTriggerEnter(Collider other)

{
Rigidbody rb = other.attachedRigidbody;
if (rb = null && rb != lastRb)
{

lastRb =rb;

if (countSpawnTrigger >= 500)

{
_structureSpawner.ChooseBiome(countSpawnTrigger);
countSpawnTrigger = 0;

} else

{
countSpawnTrigger += 100;

}
Debug.Log(countSpawnTrigger);
_structureSpawner.Spawn();
Debug.Log(other.name);

}

else

{

return;

A.11 Kona ¢aiiny «PropellerRotation.cs»

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class PropellerRotation : MonoBehaviour

{
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private float _speedPropeller = 10f;
/I Update is called once per frame
void Update()
{

transform.Rotate(0, 0, 100 * _speedPropeller * Time.deltaTime);

A.12 Koxa ¢aiiany «Distance.cs»

using TMPro;
using UnityEngine;

public class Distance : MonoBehaviour
{
[SerializeField] TextMeshProUGUI _distanceText;
private float _distance = Of;
private Rigidbody lastRb;
void OnTriggerEnter(Collider other)
{
Rigidbody rb = other.attachedRigidbody;
if (rb !'=null && rb != lastRb)
{
lastRb = rb;
AddDistance();
}

else

{

return;

void AddDistance()
{

_distance += 100f;

_distanceText.text = _distance.ToString();

}



A.13 Kon ¢aiiany «InventoryController.cs»

using System;

using TMPro;

using UnityEngine;
using UnityEngine.Ul;

public class InventoryController : MonoBehaviour
{
private AudioSource audioSource;
private AudioClip buttonClickSound;
public GameObject productMenuBtn;
public GameObject productMenulmyg;
public GameObject productMenuName;
public GameObject productMenuDescription;
public GameObject productMenuBtnSelect;
private string defaultAirplane = "BiplaneAirplane™;
public string itemld;

public string selectedltem;

void Start()

{
audioSource = Settings.Instance.audioSource;
buttonClickSound = Settings.Instance.buttonClickSound;
PlayerPrefs.SetInt(defaultAirplane, 1);
PlayerPrefs.Save();
checkSelectedltem();
checkBoughtltems();
Logltemsinfo();

void checkBoughtltems()
{

foreach (GameObject product in Settings.Instance.products)

{
if (PlayerPrefs.GetInt(product.GetComponent<Shopltems>().itemld, 0) == 1)

{

product.SetActive(true);

} else

{

product.SetActive(false);
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public void checkSelectedItem()
{
foreach (GameObject product in Settings.Instance.products) {
Debug.Log($"(Inventory)Selected name: {product.GetComponent<Shopltems>().selectedltem}, Value:
{PlayerPrefs.GetInt(product. GetComponent<Shopltems>().selecteditem, 0)}");
}
}
public void Selectltem()
{
audioSource.PlayOneShot(buttonClickSound);
foreach (GameObject product in Settings.Instance.products)
{
PlayerPrefs.SetInt(product. GetComponent<Shopltems>().selectedltem, 0);
PlayerPrefs.Save();

PlayerPrefs.SetInt(selectedltem, 1);
PlayerPrefs.Save();
productMenuBtnSelect.GetComponentInChildren<TextMeshProUGUI>().text = "selected";

productMenuBtnSelect.GetComponent<Button>().interactable = false;

private void Resetltemsinfo()

{

foreach (GameObject product in Settings.Instance.products)

{
PlayerPrefs.SetInt(product. GetComponent<Shopltems>().selectedltem, 0);
PlayerPrefs.Save();

public void openProductMenu(GameObject objectToHandle)

{
audioSource.PlayOneShot(buttonClickSound);

itemld = objectToHandle.GetComponent<Shopltems>().itemld;

selectedltem = objectToHandle.GetComponent<Shopltems>().selecteditem;

checkSelectedltem(objectToHandle);



productMenulmg.GetComponent<UnityEngine.Ul.Image>().sprite =
objectToHandle.transform.Find("Productimg")
.GetComponent<UnityEngine.Ul.Image>()

.Sprite;

productMenuName.GetComponent<TextMeshProUGUI>().text =
objectToHandle
.transform.Find("NameBG")
.transform.Find("Name")
.GetComponent<TextMeshProUGUI>()

text;

switch (itemld)
{
case "BiplaneAirplane™;
productMenuDescription.GetComponent<TextMeshProUGUI>().text
Settings.Instance.airplaneDescriptions[0];
break;
case "TransportAirplane":
productMenuDescription.GetComponent<TextMeshProUGUI>().text
Settings. Instance.airplaneDescriptions[1];
break;
case "JetAirplane™:
productMenuDescription.GetComponent<TextMeshProUGUI>().text
Settings.Instance.airplaneDescriptions[2];
break;
case "ComingSoon":
productMenuDescription.GetComponent<TextMeshProUGUI>().text
Settings. Instance.airplaneDescriptions[3];
break;

}
productMenuBtn.SetActive(true);

private void checkSelectedltem (GameObject item)

{

if (PlayerPrefs.GetInt(item.GetComponent<Shopltems>().selecteditem, 0) == 1)

{

productMenuBtnSelect.GetComponentInChildren<TextMeshProUGUI>().text = "selected";

productMenuBtnSelect.GetComponent<Button>().interactable = false;
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else

{

productMenuBtnSelect.GetComponentInChildren<TextMeshProUGUI>().text = "select";
productMenuBtnSelect.GetComponent<Button>().interactable = true;

public void closeProductMenu()

{
audioSource.PlayOneShot(buttonClickSound);
productMenuBtn.SetActive(false);

A.14 Koa ¢aiiny «Score.cs»

using TMPro;
using UnityEngine;

public class Score : MonoBehaviour
{
[SerializeField] TextMeshProUGUI _scoreText;
private float _score = Of;
private Rigidbody lastRb;
void OnTriggerEnter(Collider other)
{
Rigidbody rb = other.attachedRigidbody;
if (rb '=null && rb != lastRb)
{
lastRb = rb;
AddScore();
}

else

{

return;

}
void AddScore()

{

_score += 10f;

_scoreText.text = _score.ToString();
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A.15 Koa daiiny «Settings.cs»

using System;

using System.Collections.Generic;
using System.Ling;

using TMPro;

using Unity.VectorGraphics;

using UnityEngine;

using UnityEngine.SceneManagement;

using UnityEngine.Ul;

public class Settings : MonoBehaviour
{
public static Settings Instance;
public float score = Of;
public GameObject btnBuy;
public GameObiject btnSelect;
public TextMeshProUGUI scoreText;
public List<GameObject> products;
public List<GameObject> airplanes;
public List<string> airplaneDescriptions = new List<string>
{
"A classic biplane with excellent maneuverability and a vintage design.",
"A sturdy cargo plane capable of carrying heavy loads over long distances.",
"A high-performance jet with advanced avionics and supersonic capabilities.”,
"This item is under development."
3
public string selectedAirplane;
public AudioSource audioSource;
public AudioClip buttonClickSound;

private void Start()

{
score = 200000f;

PlayerPrefs.SetFloat("PlayerScore", score);

PlayerPrefs.Save();

if (SceneManager.GetActiveScene().name !="LevelScene")
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SetScore();
}

else

{
SpawnSelectedAirplane();

if (SceneManager.GetActiveScene().name == "Shop")

{
GetProductsinfo();

private void Awake()

{

Instance = this;

public void SpawnSelectedAirplane()
{

foreach (GameObject airplane in airplanes)

{
if (PlayerPrefs.GetlInt(airplane.GetComponent<Airplanesld>().airplaneld, 0) == 1)

{

airplane.SetActive(true);

Debug.Log($"Selected Airplane: {airplane.name}");
}

else

{

airplane.SetActive(false);

#region SettingsShop
public void GetProductsinfo()

{

foreach (GameObject product in products)

{
GetSpecificProductinfo(product);
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public void GetSpecificProductinfo(GameObject product)

{
if (PlayerPrefs.GetInt(product. GetComponent<Shopltems>().itemld, 0) == 1)
{
btnBuy.GetComponentInChildren<TextMeshProUGUI>().text = "purchased";
product.GetComponentInChildren<TextMeshProUGUI>().text = "purchased";
btnBuy.GetComponent<Button>().interactable = false;
}
else if (product.GetComponent<Shopltems>().itemld == "ComingSoon"")
{
btnBuy.GetComponentInChildren<TextMeshProUGUI>().text = "coming soon";
btnBuy.GetComponent<Button>().interactable = false;
}
else
{
btnBuy.GetComponentInChildren<TextMeshProUGUI>().text = "buy";
btnBuy.GetComponent<Button>().interactable = true;
}
}

public void SetScore()
{
scoreText.text = PlayerPrefs.GetFloat("PlayerScore", 0f).ToString();

}
#endregion SettingsShop

#region Developer Methods

public void DeveloperAddScore()

{
score += 100000f;
PlayerPrefs.SetFloat("PlayerScore", score);
PlayerPrefs.Save();
SetScore();

public void DeveloperResetProducts()

{

foreach (GameObject product in products)

{

PlayerPrefs.SetInt(product.GetComponent<Shopltems>().itemld, 0);
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PlayerPrefs.Save();

}
GetProductsinfo();

public static implicit operator Settings(PauseMenu v)
{

throw new NotimplementedException();

}

#endregion Developer Methods

A.16 Kon ¢aiiay «ShopController.cs»

using UnityEngine;

using UnityEngine.UIElements;
using TMPro;

using Unity.VisualScripting;

public class ShopController : MonoBehaviour
{
private AudioSource audioSource;
private AudioClip buttonClickSound;
public GameObject btnBuy;
public GameObject purchaseMenu;
public GameObject purchaseErrorMenu;
public GameObject purchaseMenulmg;
public GameObject purchaseMenuPrice;
public GameObject purchaseMenuDescription;
private GameObject btnProduct;

public string itemld;

void Start()
{

audioSource = Settings.Instance.audioSource;

buttonClickSound = Settings.Instance.buttonClickSound;

}
public void buyAirplane()

{
audioSource.PlayOneShot(buttonClickSound);

try



if (PlayerPrefs.GetFloat("PlayerScore”, 0)
float.Parse(purchaseMenuPrice.GetComponent<TextMeshProUGUI>().text.Replace(" ", "))
{
PlayerPrefs.SetFloat("PlayerScore", PlayerPrefs.GetFloat("PlayerScore™,
float.Parse(purchaseMenuPrice.GetComponent<TextMeshProUGUI>().text.Replace(" ", "));

PlayerPrefs.Save();

Settings.Instance.SetScore();

PlayerPrefs.SetInt(itemld, 1);
PlayerPrefs.Save();
Settings.Instance.GetSpecificProductinfo(btnProduct);

} else

{

purchaseErrorMenu.SetActive(true);

}

catch (System.Exception e)

{
Debug.Log("Exception: " + e.Message);

public void getinfoAbtProduct(GameObject objectToHandle)

{
btnProduct = objectToHandle;

itemld = btnProduct.GetComponent<Shopltems>().itemld;

public void openPurchaseMenu()
{
audioSource.PlayOneShot(buttonClickSound);
Settings. Instance.GetSpecificProductinfo(btnProduct);
purchaseMenulmg.GetComponent<UnityEngine.Ul.Image>().sprite =
btnProduct.transform.Find("Productimg")
.GetComponent<UnityEngine.Ul.Image>()
.sprite;
purchaseMenuPrice.GetComponent<TextMeshProUGUI>().text =
btnProduct
transform.Find("PriceBG")
transform.Find("Price")

.GetComponent<TextMeshProUGUI>()

0)

112



text;
switch (itemld)
{
case "TransportAirplane™:
purchaseMenuDescription.GetComponent<TextMeshProUGUI>().text
Settings. Instance.airplaneDescriptions[1];
break;
case "JetAirplane":
purchaseMenuDescription.GetComponent<TextMeshProUGUI>().text
Settings. Instance.airplaneDescriptions[2];
break;
case "ComingSoon":
purchaseMenuDescription.GetComponent<TextMeshProUGUI>().text
Settings.Instance.airplaneDescriptions[3];
break;
}
purchaseMenu.SetActive(true);
}
public void closePurchaseMenu()
{
audioSource.PlayOneShot(buttonClickSound);
closePurchaseErrorMenu();
purchaseMenu.SetActive(false);

}

public void closePurchaseErrorMenu()

{
audioSource.PlayOneShot(buttonClickSound);

purchaseErrorMenu.SetActive(false);

A.17 Kona ¢aiiny «Shopltems.cs»

using System.Collections.Generic;

using UnityEngine;

public class Shopltems : MonoBehaviour
{
public static Shopltems Instance;
public string itemid;

public string selectedltem;
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private void Awake()

{

Instance = this;

A.18 Kon ¢aiiny «StatisticsController»

using System.Reflection.Emit;
using TMPro;
using UnityEngine;

public class StatisticsController : MonoBehaviour

{
public TextMeshProUGUI textMaxDist;

public TextMeshProUGUI textMaxScore;

void Start()

{
GetMaxDistance();

GetMaxScore();

public void GetMaxDistance()

{
textMaxDist.text = PlayerPrefs.GetFloat("MaxPlayerDistance", 0).ToString();

public void GetMaxScore()

{
textMaxScore.text = PlayerPrefs.GetFloat("MaxPlayerScore", 0).ToString();

private void ResetStatistics()

{
PlayerPrefs.SetFloat("MaxPlayerDistance", 0);
PlayerPrefs.SetFloat("MaxPlayerScore", 0);
PlayerPrefs.Save();
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HawioHaneHWA yHIBEPCUTET « 3anopi3bKa NoMITEXHIKa»
Kadeapa nporpamHnx sacobis

ANNNOMHA KBAHI¢>IKAL|,II.7|HA POBOTA MAIICTPA

AOCNIAXXEHHA TANPOrPAMHA PEANI3ALIA METOAIB TA
3ACOBIB PO3POBKMITPOBOIO CEPEAOBULLIA

RESEARCH AND SOFTWARE IMPLEMENTATION OF METHODS AND
TOOLS FOR DEVELOPING A GAMING ENVIRONMENT

PoboTy BUKOHAB
cTyaeHT rpynu KHT-114m Mukwuta CNOBOAAH

KepiBHUK poboTK
K.T.H AOLeHT AHxenika NAPXOMEHKO

Pucynok b.1 — Cnaiig 1

OB'EKT TATIPEAMET JOCJI/DKEHHS, 2
META POBOTH

06’eKT AOoCaiAKeHHs — NMpollec B3aEMO/ii KOpHUCTyBaya 3 irpoBUM
cepeloBUIllEM Yepe3 MaTepiaibHUM iHTEpdeiic.

IlpeameT pAociifpkeHHs — MeToAW Ta 3acobu opraHizanii
MaTepiasbHOTO iHTepdency A B3aEMOAIl KOpUCTyBaya 3 irpoBUM
cepesOBUILIEM.

MeTta po6GOTH — TNOKpallleHHS KOPHCTYBalbKOT0 JAOCBiy 3
MOOIJIBHUM iIrpOBUM 3aCTOCYHKOM LJIAXOM peaJizanil
MaTrepiasibHOTO iHTepecy.

HY3I1| 2026

Pucynox b.2 — Cnaiing 2



AKTYAJIbHICTb TEMW 3

AKTYanbHICTE  LIEl TemMu O0BYMOBNEHA CTPIMKMM 3POCTaHHAM  PUHKY
MOBINBHUX IFOp, 361NbLUEHHAM YMCNa KOPUCTYBaYlB MOBINBHUX NPUCTPOIB Ta
iX BaxaHHAM MaTK BINbLL TOUHI Ta peanicTUUHI METOAM KepyBaHHS IFPOBIM
cepegoBuuiem. CyyacHl cCMapTGOHWU MakTb BUCOKY MPOAYKTUBHICTb, WO
AO3BONAE PeanisoByBaTW CKNagHl IFPOBI MeXaHIKu | TPUBUMIPHY rpagdiky.
Po3pobka MOBINLHOT FpU 3 BUKOPUCTAHHAM Unity J03BONAE BUBUYUTIA CyYacHI
MIAXOAN 4O NPOEKTYBAHHS, NPOrpamyBaHHs Ta ONTUMI3aUli IHTEPaKTUBHUX
AOAATKIB, @ TakKOX OTPUMMATWK MPaKTUYHI HABWYKW., MOTPIBHI B IHAYCTPI
pO3p0o6KK Irop Ta MOBINBHMX A0AATKIB.

HY3M| 2026

Pucynok b.3 — Cnaiig 3
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Pucynoxk b.4 — Crnaiin 4

Survival haror

— Teecromiinpm —  (Dadmees —~ — pEanLsouy — Hoamor quest
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AHANOTUMITP )XAHPY
“"HECKIHYEHHWW PAHHEP"

Kputepil Subway Surfers Dinosaur Game Sonic Dash
MnaTgopmm Android, i05 Bpaysep Chrome Android, 105
CeTTiHr Miceka 3anisHWYHa gopara Mycrens DEAHTECTHYHWIA CBIT
Kanp HeckiHyeHHWIH paHHep HeckiHyeHHWIA paHHep HeckiH4eHHWIA paHHep
Pexum rpu JauHoYHa OanHouHa OanHouHa
MNepecyBaHHA No expaH MepecyBaHHA N0 eKpaH
KepyesaHHA l:B?’D , BHM3 ﬂisopu ! (TEEITT T B (FIEERTE HEHB:iE'Ib o, TKDF:mxy}
PY FY. ' pyH. 860 KnikW Ha TenedoHi e
npasopy4) KHOMOK
HY3n| 2026

Pucynok b.5 — Cnaiig 5

AOCNIAKEHHA IHCTPYMEHTIB A4
CTBOPEHHS ITPOBOI FPADIKW

Kputepil Photozhop GIMP Blender Maya 3ds Max
PozpoSHumg Adobe GNU community s . Autodesk Autodesk
Foundation
I0-mogenoESHHRA,
i SD-mogenoESHHA,
CTEOpEHHA CTEOpEHHA SHIMYESHHSR, 3D-wogenEIHHA, )
LEEEEES o acTpoBol rpadiky | pacTpoeoi rpagike EHIEQHHD Elus s
pacTp P pacTp P CEYAEATAHT, PEHAER peHASpHHT
| | PEHA=PIHT
BezkowWToEHS, = EeskoWwToEHE, = . .
Mianucks P i i MnaTHa nigmucxs MnatHa nignwcka
= = BI,qK.FlMTMM BI'qK_pMTHM afo niueHzia afo nigeHzia
EMXigHWM KOZOM EMXIGHHM KDZOM
) ObmexeHe = u =
MigTpsamea 3D Hemas Moexwa naket 30 | MNoexwd naker 30 | MNoedwe nager 30
cTecpeHHA 30
Wind. 1 05, | Wind 2 05, | Wind 3 i0s, - .
Mnatdopma Windows, macO5 neaws, mas (e, mas [MEwE mas Tinexn Windows

Linux

Linux

HY3M| 2026

Linux

Pucynoxk b.6 — Crnaiin 6
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AOCNIAKEHHSA
BHYTPILLUHbOITPOBUX MATA3VHIB

Mpa Tun moHeTHauil OcxoEHI TOEApKM MnatixHa mogens Brinue Ha Ganancy rpi

MakeTy kapT =2 -
MprwenagweHHA Nporpecii

Clash Raoyall F2P = wai i . ; =
ash Raoyale = MiKpOTpaHZAKLIAMM NEPCOHIHAMH, 40HATHI Apyra mMogens L

E&N0TE, CKPHH

i MomnMEicTE OTPHMAaHHA
CriHn Ha =0por, goHaTHE

PUBG Mobile F2P = miwpo| i &
poTpaHZaKLiIEMIA santara, keficy, BatlePass ApyTa Mogens Kocme‘mquux. CIHOEi'EHh
Brinwme - BigoyTHil
TR s AL 1O PECT § DA,
World of Tanks F2P = mikpoTpaHzaKyiamm TexHika, 4oHETHS EANKOTE Apyra Mogens ML MESE T S PIMMAHHN Q0830
GoHyc, Biums - sucoued
- TexHika gna ne| BaHHA, CTimynios nporpecivo
Grand Theft Auto 5 P2P fe3 mikpoTpaH3IaKLiA e pe-cyl Mepwa wogens 5 [ i -
36poA, HePYXOMICTE rpaeys. Bname - nomMipHWiA
HY3I| 2026

Pucynok b.7— Cnaiig 7

AOCNIAKEHHSA PISHOBUAIB 8
KEPYBAHHA BITPAX

Tun KepysaHHs Mnatdopma TouHicTb kepyEaHHA | 3py4HicTe kepysaHHA | OBnacTe s3acTocysaHHRA
Knasiatypa Ta Mmuwa K Bucoka Bwcoka LyTepw, cTpaTerii
leimnag MK, irpoei koHconi Jyxe BMcoKa Jyxe Brcoka TaHKK, cMynaTopu
CeHcopHe kepysanHA | MobBineHuii npuctpii CepegHn CepegHsa Foncsanomku,

KapTO4Hi irpu

KepyBaHHRA xecTamun MoBineHWi NprcTpii CepegHsn Bwcoka CrpaTeril, paHHEpW
KepyBaHHA Haxuaom MoBinsHuii npucTpii Bucoka CepegHs TaHKK, cumynaTopu
KepysaHHs . = -
Mobi B G
corTponepom 0BinbHWA NpUCTpiR Oyxe sucoka HMCOKa MMYNATOPK
HY3M| 2026

Pucynoxk b.8 — Cnaiin 8
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ornapaIrPOBMX PYLUIIB 9

KpuTrepii ‘ Umity ‘ Unreal Engine Godat
PozpobHuk Unity Technalogies Epic Games The Godot Foundation
B
) SR BeaxowToexa go $1 maH.
Mignucxa iHgUEIgyansHOrD nowE EezxowTosHa
EMKOPMCTEHHR [Bsimy
CD5cripts, C++, C&, Visual
MporpamyeaHHa UnityScript, C#, Boo C++, Blueprints ELEE L s
Scripting
C 3Di
MpHUasadyeHHR CreopenHn 20 ta 30 irop ) TEG,EEHHH Iro? = : CreopeqHA 2D 1a 3D irop
SHIMaLiAHNE MyNLTHINEMIE
MaaTdopsin Windows, macO5s, Linus Windows, macQs, Linux Windows, macQ5, Linux
MMarketplace Unity Asset Store Unreal Marketplace Gaodot Asset Library
HY3M| 2026

Pucynok b.9 — Cnaiig 9

APXITEKTYPA PO3POB/IFOBAHOI
CUNCTEMW

10

MaTepianeHun iMTepenc (koHTRONED) = Irpoee cepeacemue
= aCagPd 2 an » =
ApatepiuwsTs & Bluatocth Manages
'ar/// ' ME0AE04E 1 aAnd-es —
e
.
L Oasa 2 ancensooweTns
3 .;.»"' 4
Bluetooth womyns AsrplanaController
OBpobness gami
OF exr Thrrax”

CucTema CKNAZAETLCA 3 MaTeplansHOoro IHTepdelicy Ta IrPOBOro
CcepefoBMiLA BCTAaHOBNEHOMO Ha MOBINLHUIA NPUCTPIA.

HY3N| 2026

Pucynox b.10 — Cnaiin 10



B3AEMOAIATPABUA 3ITPOBUM 11
SACTOCYHKOM

2 E Al

....... - Bitigat 1 v
v FppaLy
o
I e s g
T | Fmarens
[
x
serarn n
[l B
i G, s g T
r 8 o ! £ -
- s | A —= - R e
......... c . [
ek el — pres
L T J PR L I TR —
IR . L T
o P
TaRETC e e e
3
Pamwcryea cancs
= T [lep——
— e —
S
[ e Al
LS

MOBHWIA aNropUTM B3aEMOAIT TPaBLUSA 3 IrPOBMM CEPeAoBMLLEM.

HY3M| 2026

Pucynok b.11 — Craiin 11

B3AEMOAIA TPABLA 3ITPOBMM 3ACTOCYHKOM ' 12
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CTBOPEHHA KOHTPOJIEPA 13

KoHTponep cknapaeTbca 3 akcenepomerpa, moaynsa Bluetooth he-05, MikpokoHTponepa Arduino Nano Ta

py4Kku HagpykoBaHoi Ha 3D-npuHTepl. MakeT anaparTHoi YacTUHW KOHTponepa 6yno cnpoekToBaHo Ha
CaiATI circuito.io.

HY3| 2026

Pucynoxk b.13 — Cnaiing 13

FrEVMMNNEN 14

HY3n| 2026

Pucynok b.14 — Cnaiin 14
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BACHOBKW 15

Mg 4ac BUKOHAHHA AunnomHol poboTu 6yno npoaHani3oBaHo
npeaMeTHy o06nacTb, a camMe MpoBeAeHO AOCNIAKEHHA IFPOBUX
JKaHpIB, NPOaHani30BaHO aHanoru XaHpy HeckKIHYeHHWIA paHHep,
AOCNIPKEHO PI3HOBUAM BHYTPILWHBLOIFPOBUX MarasvHIB, pI3HOBUAIB
KepyBaHHA Ta JOCAIAXKEH! IHCTPYMEHTU ANA CTBOPEHHA IFPoBOl
rpagikn. CnpoekToBaHo Ta po3pobneHo mareplanbHUA IHTepdenc
ANA  B3aemMojli 3 IrPOBMM CcepejoBulieM, po3pobneHo Irpose
cepeAoBULLEe Ta rpadIdHMIA IHTepdeiic.

HY30| 2026

Pucynoxk b.15 — Cnaiing 15
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