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Ha TEMY: I'pa y sxanpi Action 3 eJieMEeHTaMU MPOCTOPOBOI HaBIrallii
Bukonas cryaeHT IV kypcey, rpymnu IT1-13
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3ABJAHHA
HA IMIVIOMHHUH NPOEKT CTYAEHTY

Kwmaitny mutpy OnexkcanapoBuuy

(mpi3BuILe, iM’s, IO OATHKOBI)

1. Tema npoexTy I'pa y sxanpi 3D Action 3 eleMEHTaMu IIPOCTOPOBOI

HaBirai
kepiBHUK NpoekTy  TomoBueHko Makcum MukosaliloBUY, CT.BUKJL., I-p pinocodii

(mpi3BwuiIe, iM’s1, O OATHKOBI, HAYKOBHI CTYITiHb, BICHE 3BAHHS)
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2. TepMiH OJaHHs CTYIEHTOM MPOEKTY «16» uepBHa 2025 poky

3. Buxigni gaHi 0 OpOEKTY: TEXHIYHE 3aBJIAHHS

4. 3MICT NOSACHIOBAILHOI 3aIIUCKHU

1) 3arajpHi HOJOKEHHS: aKTYaAJIBHICTh TEMHU 1TOp V JkKaHpl Action, aHayi3 PHHKY
B1JI€0IrOp, aHajl3 BIIOMHUX TEXHIYHMX PIIIEHb Ta IX HEHOJIKIB, IOCTAHOBKA 3ajayil
JUIIOMHOT'O IPOEKTY.

2) Indbopmariiine 3a0e3neUeHHs: OKUC POOOTH PEAAKTOPA PIBHIB, 30epeKeHHs (pailiiB
pIBHIB I'pH Ta iX 3aBaHTaKEHHS.

3) AunroputmiuHe 3a0e3neueHHs: OOIPYHTYBAaHHS Ta ONHKC aJICOPUTMY JIEpEBa
IPUHHATTS PIIIEHD JUIsI CTBOPEHHS MITYYHOI'O 1HTEIEKTY BOPOTIB

4) TlporpamMue Ta TexHiyHE 3a0€30€YeHH: 3aC00U PO3POOKH, BUMOIH IO TEXHIYHOIO
3a0e3neueHHs, apXITEKTypa IPOrpaMHOro 3a0e3neueHHsl.

5) TexHOJOTIYHMI PO3Jia: KEPIBHUITBO KOPHUCTYBaya, METOJHMKA TECTYBAHHS
IIPOrPAMHOI0 IIPOAYKTY, IIPOLIECH PO3TOPTAHHS TA CYIIPOBOY.
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1) CxemMa CTPpYKTYpHA BaplaHTIB BUKOPUCTAHb

2) Cxema CTPYKTYpPHA KJIACIB IMIpOorpaMHOIro 3a0e3IeYeHHS

3) KpecieHHs BUIIISLTY eKpaHHuX hopm

6. KoHCybTaHTH PO3ILIIB IPOEKTY

. o [Tignuc, nata
. [Ip13Bue, i1 Ta Iocaaa
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KOHCYJIbTaHTa .
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Ne HazBa eramniB BUKOHAHHS TepMiH BUKOHAHHS .
: [TpumiTka
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2. | AHaii3 iCHYIOYMX METOIB pO3B’sI3aHHS 3a/1a41 02.04.2025
3. | IlocranoBka Ta opmaizailiisi 3agadi 10.04.2025
4. | Po3poOka inopmaniiftHoro 16.04.2025

3a0e3MeyeHHs
5. | AnropuTmisairis 3a1a4i 21.04.2025
6. | OGrpyHTyBaHHS BUOOPY BUKOPUCTAHUX 22.04.2025

TEXHIYHUX 3aC00IB
7. Po3pobOka mporpamMHoro 3abe3neyeHHs 09.05.2025
8. | HamaromxeHnHs mporpamu 11.05.2025
9. | BukoHaHHs rpadiyHUX IOKYMEHTIB 13.05.2025
10. | OdopmieHHs NOSCHIOBATIBHOI 3aIMCKH 17.05.2025
11. | Tlopanusa AI1 Ha nonepeaHiii 3aXUct 02.06.2025
12. | Ilopanusa JI1 penieH3zeHty 10.06.2025
13. | Tlomanus Il Ha oCHOBHUM 3aXUCT 14.06.2025
CryneHt JImutpo JKMAMJIIO

(migrmc) (iHimianm, npi3BuUILe)

KepiBHuk Makcum ['OJIOBYEHKO

(migrmc)

(iHimianm, npi3BuUILe)




AHOTAIISA

[TosicHroBanbHA 3amucKa IUTIIIOMHOTO MPOEKTY CKIAAAETHCS 3 ST PO3/LTIB,
MicTuTh 41 Tabnuito, 27 pUCYHKIB Ta 28 pKkepen — 3arajioM 83 CTOPIHKH.

JIUTIIIOMHUN TIPOEKT MPHUCBSIUCHUN pO3pOOIll KOMIT FOTEpHOI Ipu y KaHpi 3D
Action 3 e1eMeHTaMu TIPOCTOPOBOI HaBIraIlli.

Merta - nigBHIEHHS SKOCTI TpH y skaHpi 3D Action 3 enemMeHTaMu MpOCTOPOBOI
HaBiramii 3a paxyHOK CTBOPEHHS IITYYHOI'O IHTEJICKTY, IO (opMaizye MOBEIIHKY
MPOTUBHUKIB HA OCHOBI OPUTTHAIBHOTO JIEpEBA MPUUHATTS PILLICHb.

VY nepmioMy po3aial poO3MNISIHYTO aHalli3 PUHKY Bifeoirop xaHpy Action,
OMKCAaHO HOro HEJIOMIKHU Ta criocoOu nokpaiueHHs. [IpoananizoBaHo 1ICHY0U1 TEXHIYHI
pIIIEHHS Ta 3MOICJIbOBAHO O13HEC-TIPOIIECH ITPOBOTO MPOIIECY Ta MPOIIECY CTBOPEHHS
PIBHIB.

Y  napyromy po3aiai po3MNISIHYTO BaplaHTH BUKOPUCTAHHS, PO3POOJIEHO
dbyHKIIOHATBHI Ta HEPYHKIIOHATBHI BHMOTH, PO3IJIAHYTO CHCTEMHI BHUMOTH,
MIPOAHAII30BAHO E€KOHOMIYHI IMOKa3HUKHA Ta IOCTaBJIEHO 3aBJIaHHS Ha pPO3pPOOKY
MPOTPAMHOTO 3a0€3MEYEHHS.

VY TpeThoMy pO3MiIl OMUCAHO apXITEKTYPY TP, OOrPYHTOBAHO BUOIP 3ac001B
po3po0ku, onucano anroput™ LI BoporiB, CTpyKTypy 30€pexeHHsl JaHUX PIBHIB.

VY derBepToMy pO3IUTI MPOAHAII30BAHO SKICTH TPU 32 JOMOMOTOI0 aHATI3y
SKOCT1 KOy Ta aHai3y MPOIyKTUBHOCTI 'pu. ONrcaHo MaHyalbHE TECTYBaHHS BChOTO
(yHKLI0OHATY IPH Ta HABEJIEHO OMKC KOHTPOJILHOTO MPUKJIAAY ISl pEJaKTOpa PIBHIB.

[T’sTrit po34il MPUCBAYEHO PO3TOPTAHHIO MPOrPAMHOIO 3a0e3MedYeHHs 3a
nornoMororo ytuwmiT Unity. OnucaHo cymnpoBif NpOrpaMHOTO 3a0€3MEeYeHHs 3

BUKOpUCTaHHAM muiatdgopm Git Ta itch.io.

KJIIOYOBI CJIOBA: KOMIT'IOTEPHA TIPA, 3D ACTION, UNITY,
PEJIAKTOP PIBHIB, WINDOWS, IIUTYYHWM IHTEJIEKT, JIEPEBO
[TPUMHATTS PIIIEHE.



ABSTRACT

The explanatory note of the diploma project consists of five sections, contains
41 tables, 27 figures and 28 sources — in total 83 pages.

The diploma project is dedicated to the development of a computer game in the
3D Action genre with elements of spatial navigation.

The purpose of the diploma project is to improve the quality of a 3D Action
game with spatial navigation elements by creating artificial intelligence that formalizes
enemy behavior based on an original decision tree.

The first section presents an analysis of the Action video game market, describes
its drawbacks and ways to improve it. Existing technical solutions are analyzed, and
business processes of gameplay and level editor are modeled.

The second section considers use case scenarios, develops functional and non-
functional requirements, discusses system requirements, analyzes economic indicators,
and sets the task for software development.

The third section describes the game architecture, justifies the choice of
development tools, presents the enemy Al algorithm, and outlines the structure for level
data storage.

The fourth section analyzes game quality through code quality assessment and
performance analysis. Manual testing of all game functionality is described, along with
a test case example for the level editor.

The fifth section focuses on deploying the software using Unity tools. It also

describes software maintenance through Git and itch.io platforms.

KEYWORDS: COMPUTER GAME, 3D ACTION, UNITY, LEVEL EDITOR,
WINDOWS, ARTIFICIAL INTELLIGENCE, DECISION TREE.
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TIOPSJIOK KOHTPOJIIO TA ITPMMMAHHS
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1 HAWMEHYBAHHS TA I'AJTY3b 3ACTOCYBAHHS

HaszBa po3pobku: I'pa y »kanpi 3D Action 3 eireMeHTaMHd IIPOCTOPOBOI
HaBirarii.

["airy3p 3acTOCYBaHHS: Tpa JJIs IEPCOHATLHUX KOMIT I0TEPiB

HaBenene TtexHiuHe 3aBAaHHS MOIIMPIOETbCS HA PO3POOKY  Ipu AJid
MEPCOHAILHOTO KOMI'toTepa B skaHpi 3D Action 3 ejgeMeHTaMH TPOCTOPOBOT
HaBiraiii, sika BUKOPUCTOBYETbCA Y PO3BRXAIbHHUX IUISX Ta TpU3HAYEHA IS

JIIOJICH, SIK1 3aIliKaBJIeH1 y TPl Ha MEPCOHATILHUX KOMIT I0Tepax.



2 IIACTABA JJIA PO3POBKHA

[TincraBoro aiis po3poOku rpu B sxaupi 3D Action 3 ejieMeHTaMu ITPOCTOPOBOIT
HaBiramii € 3aBgaHHSA Ha JUIUIOMHE IPOEKTYBAaHHS, 3aTBEpIKeHE Kademporo
1HhOpMaTUKHU Ta MPOrpaMHOi iHkeHepii HallioHampHOro TEXHIYHOTO YHIBEPCUTETY

VYkpainu «KuiBcbkuil momitexHiunuit iHCTUTYT iMeH1 [ropst CikopchbKoroy.



3 ITIPU3HAYEHHSA PO3POBKHA

Po3pobka npu3HaueHa 111 3a0e3MedYeHHs irpoBOro npoliecy rpu B xaHpi 3D
Action 3 eneMeHTaMH MTPOCTOPOBOI HABIraIii 1 HIMPOKOTO KOJia KOPUCTYBAUiB.

MeTor0 po3poOKM € mMmiABHMINEHHS SKOCTI Tpu y xaHpi 3D Action 3
eJIeMEHTaMHU IPOCTOPOBOI HaBiraiii 3a paxyHOK CTBOPEHHS IITYYHOTO iHTENEKTY,
mo ¢opMalizye TMOBEIIHKY TPOTUBHHUKIB Ha OCHOBI OPWTIHAJIBLHOTO JepeBa

NPUIHATTS PIllICHb.



4 BHUMOI'H 10O IMTPOI'PAMHOI'O 3ABE3INEYEHHS
4.1 Bumoru 10 GyHKIIOHATBHUX XapaKTEPUCTHK

[Iporpamue 3abe3mneueHHs] MOBUHHO 3a0e3MeuyBaTH BUKOHAHHS HACTYTHUX

OCHOBHUX (PyHKIII{:
4.1.1 Kopucrysaipkoro intepdeicy

4.1.1.1 ["'onoBHE MeHIO I'pH (PUCYHOK 4.1) 3 HACTYITHUMU €J1€eMEHTaAMMU:
— Knomnka nepexoay 10 MeHIO BUOOpY PiBHIB (pUCYHOK 4.2).
— Knomnka nepexoay 10 peiaktopa piBHIB (pUCYHOK 4.7).

— KHomka BIAKPUTTS MEHIO JT0B1IKOBO1 1H(PopMailii (pucyHok 4.9).

— Buxin 3 rpu.
Dexpolaris OO0
Main Menu
Play
Level editor
Info
Exit
Pucynok 4.1 — I'o10BHE MEHIO TpH
4.1.1.2 Mento BuOOpy piBHIB (pUCYHOK 4.2) 3 HacTylIHUMHU
eJIEMEHTaMM:

— Knormku BuOOpy 0THOTO 3 PiBHIB CTaHIAPTHOI KaMTaHii
— KHornku BUOOpY OHOTO 3 TphOX KOPUCTYBALIBKUX PIBHIB

— Knomnka nmoBepHeHHs 70 roioBHOTO MeHio Tpu (PucyHok 4.1)



Dexpolaris O O O

Play Menu

Main campaign User levels

User Lvl 1 User Lvl 1
User Lvl 2 User Lvl 2

UserLvl 3 User Lvl 3

Pucynok 4.2 — MeHto BuOOpy piBHIB

4.1.1.3 BikHo irpoBoro mpouecy (pucyHok 4.3) 3 HacTynHUMHU
eJIEMEHTaMHU:

- [TigpaxyHOK irpOBOTO paxyHKy

- BinoOpakeHHs 4acy, SKUH 3JIMIIUBCS O KIHIISA PiBHS

- BizyanbHe BIAOOpaXeHHs TUITY 030pO€HHS

— CrinbHUM 1HAUKATOP JJIi €MHOCTI MarasuHy, 3arajllbHOi KUIbKOCTI
MATPOHIB /71 00PaHOTO TUITY 030pPOEHHS

— BincoTkoBuii iHIUKATOP KUTBKOCTI 3I0POB’ S TOJIOBHOTO TIEPCOHAKY

— [lepexin no meHio may3u (PucyHok 4.4) mpu HaTHUCKaHHI KiaBilili
“ESC”

— [Tepexin 10 MEeHIO yCIIITHOTO 3aBepiieHHs piBHs (Pucynok 4.5) abo 1o

MeHIo nporpamty (Pucynok 4.6) y BiANOBIIHOCTI A0 Ji¥ TpaBLisl.



Dexpolaris OOO
Score: 700 Time left: 47s
Weapon Type
Health: 100 Ammo: 15/120

Pucynok 4.3 — BikHO irpoBOro npoiecy

4.1.1.4 Menro nay3u (pucyHok 4.4) 3 HACTYITHUMHU €JIEMEHTAMU:
— Knomnka noBepHeHHs A0 irpoBoro mnpoiiecy (Pucynok 4.3)
- Knornka nepeszanycky piBas (Pucynok 4.3)

- Knomnka rmoBepHeHHS 710 roioBHOr0 MeHio (PucyHnok 4.1)
Dexpolaris OOO
Pause Menu

Resume

S —

—

Restart

Main Menu

Pucynok 4.4 — BikHo nay3u
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4.1.1.5 Mento ycmimHOTO 3aBepiieHHs piBHSA (puUcyHOK 4.5) 3
HACTYITHUMU €JIEMEHTaMU:

- diHanbHUN ITPOBUM paxyHOK 3a PIBEHb

- Yac, 3a axuii 0yJi0 3aBepIIIeHO PIBEHb

— Knomka rnmoBepHeHHs 70 roioBHOro MeHio (Pucynox 4.1)

Dexpolaris OOO

Win Menu

You won!
Congratulations!

You scored: 700 xp

Level completed in: 61s

Pucynok 4.5 — MeHI0 yCHinHoro 3aBepiieHHs piBHA

4.1.1.6 Menro niporpariy (pucyHOK 4.6) 3 HACTYITHUMH €JICMCHTAMH:
— diHanbHUHN ITPOBUHM PaXyHOK 3a MIPOXKUTE KUTTS

- Yac, sxuii 0yJ0 NpoBEAEHO Ha PiBHI

- Knornka nepesanycky piBHs (PucyHok 4.3)

- Knomnka rnmoBepHeHHS 710 roioBHOro MeHro (Pucynok 4.1)
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Dexpolaris

Loss Menu

You lost!
Try again!

You scored: 700 xp
You survived for: 17 s

Restart

Main Menu

00O

Pucynok 4.6 — MeHto nporpaiiry

4.1.1.7 Mento penakrtopy piBHIB (pucyHok 4.7) 3 HaCTymHUMU

CIICMCHTaAMU:

- JlecsATh KHOINOK 3 00’€KTaMHM JJIsl pPO3TAllyBaHHSA, 3 IIiJICBITKOIO

aKTUBHOTO 00paHOro 00’ €KTY

— TekcToBe 1moJie 3 BUBEACHHIM HAa3BU 00PAHOrO 00’ €KT
Yy

- TekcToBe moJe 3 BUBCACHHAM ITIOMHUJIIOK

— TIlepexin no mento 30epexeHHs piBHA (PucyHok 4.8) mpu HaTHCKaHHI

kiasiun “ESC”

Dexpolaris

Chosen object

Level editor

00O

Error text

Pucynox 4.7 — MeHto peiakTopy piBHIB
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4.1.1.8 Mento 30epexeHHs piBHIB (pucyHok 4.8) 3 HACTymHUMH

CIICMCHTaMU:

- Knomnka BuiaieHHs BCiX 00’ €KTIB Ha piBHI

— Knomka rnmoBepHeHHs 70 roioBHOro MeHio (PrucyHok 4.1)

- [ToB3yHOK HanmamTyBaHHS Yacy MPOXOJKEHHS PIBHS

- Tpu KHONIKY 3aBaHTAKEHHS PIBHS

- Tpu kHOTIKK 30€peKeHHS PIBHS

Dexpolaris

Load Level

Load Slot 1

Load Slot 2

Load Slot 3

Save Menu

Clear All

Time: 60 s

_O—

Main Menu

00O

Save Level

Save Slot 1

Save Slot 2

Save Slot 3

Pucynox 4.8 — 30epexeHHs CTBOPEHHS PiBHIB

4.1.1.9 Mento noBigkoBoi iHGopmarii (pucyHok 4.9) 3 HacTymHUMU

CIICMCHTaAMU:

— TekcToBe mose 3 iHpopMaIIi€ro PO TPy

— Knomnka noBepHeHHs 10 ro10BHOTO MeHIo (PucyHok 4.1)



Dexpolaris

Info

OO0

This game is about ...

Pucynok 4.9 — MeHro 10B11K0BO1 1HPOpMaLii

13
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4.1.2 Irposwuii npouec

- [TosiBa mepcoHaka Ha IrpOBOMY piBHI, HA CTAPTOBOMY METEOPHTI 3i
CTapTOBOIO 30PO€I0 — JIa3epHUMN MICTOET-KYJIEMET Ta 3a1acoM Ha0OiB Y KUJIBKOCTI
OJTHOTO Mara3uHy JI0 IbOTO BUAY 030pO€HHS — 32 JTa3epHUX MaTPOHIB.

- [TocnizoBHE CTBOpEHHS JIITAIOUYUX BOPOTIB 31 CHABHEPIB (MiCIl, 3
SKOTO 3’SIBJSIIOTBCSI BOPOTH) JIOTH, JOKH I CIaBHEpU HE OyAyTh 3HHUILEHI.
OOMEXUTH MaKCUMAJIbHY KIJBKICTh BOPOTIB, Ky MOXXE CTBOPIOBATH 3a pa3 OIMH
CHaBHEp /10 I’SITH. SIKIIo rpaBellb 3HUILYE BOPOTIB, TO JO3BOJIUTU CIIABHEPY Al
CTBOPIOBATH BOPOTIB Y BIAMOBIIHOCTI JIO JIIMITY.

- Benenns mipaxyHKy 310paHUX TPaBIEM OYOK, sIKi 30UIBIITYIOTHCS MTPU
3HMINEHHI BOPOTiB. Pi3H1 THUIIK BOPOTiB MOBUHHI MPUHOCUTH Pi3HY KUIBKICTH OYOK.
Jlitaroui Boporu (HJIO) noBunHi gaBatu 100 040K, craiioHapHi (Jla3epHi Typedi)
50 ovok nipu 3HuieHH1. CiaBHepu HJIO noBunH1 gaBatu 150 040k npu 3HUIICHHI.

- MOXJIMBICTh MPU3YNUHUTH ITPOBUIl MPOLIEC, HATUCHYBIUM KJIABILIY
“ESC”. MoXIUBICTh IEPE3aTyCTUTH PIBEHD 3 MOYATKY 3 MEHIO May3u. MOXXIIMBICTh
BUITH y TOJIOBHE MEHIO 3 MEHIO Tay3H.

- VYcniHe 3aBepieHHs piBHSA IPU BYACHOMY NMOTPAIUISIHHI Ha KIHIEBUN
meteoput. IIporpam npu HactaBaHH1 ctany 0 OIMHUL 37J0POB’S, SIKE HACTAa€ MpU
OTPUMMaHHI IIKOAM BiJ BOPOriB, a00 MpH MaJiHHI 3 METEOPUTIB JO YOPHOI JIpH.
Takoxx mporpam HacTae IpH BHUYEpIIaHHI 4Yacy, BIJIBEJIEHOTO Ha IMPOXOJKEHHS
piBHs. Yac Ha npoxokeHHs piBHS BapitoeThes B 60 10 180 cexyHa, B 3aJI€KHOCTI
BIJI P1BHS.

— Mo>kJMBICTh IAOMPAHHS Ta 3MIHU TUIIIB ITPOBOro 030poeHHs. Tumi

030pO€HHS JBa: JIa3epHUH MICTONET-KyJIEMET Ta MIa3MEHHA PYLIHHIIS.
4.1.3 IlputramanHi irpoBl MEXaHIKH

— [lepeminieHHS! IEPCOHAXKY MO PIZHUX METEOPUTAX, BUKOPUCTOBYIOUU
CTpUOKH, pyX MO METEOpUTaxX 3 MOXKIUBICTIO BUKOPUCTAHHS TOPU30HTAIBLHOTO

MPUCKOPEHHSI TPaBLd, SKE MPALIOE SIK HA TOBEPXHI, TaK 1 y HOBITPI.
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— Peakiiisi Ha MOTparuITHHS BOPOXOTO J1a3epa B rpaBis. Ilpu 1mpomy
KUTBKICTB 3I0POB’sI TOBUHHA 3MEHINUTUCS HA 5 OJUHUIIH MPHU MOTPAIUISIHHI JIa3epy
Bl HJIO ta Ha 10 opuHMIL MPU NOTPAIUISHHI y TPaBI JIa3epy BiJl CTAIllOHAPHOT
typedni. JIazep Big HJIO moBuHeH OyTH 3e7€HOTO KOILOPY, a JIa3ep Bij CTaIllOHAPHOT
Typeni — poKeBOro.

— HasiBHiCT BapiaTHBHOCTI y MOXJIMBHX NUIAXaX MOTPAIUITHHS J10

KIiHIIEBOT'O METEOPUTY, 3a0€3MeuyI0ud MPOCTOPOBY HABITalllI0 HA PiBHI.

4.1.4 TlpoxoKeHHs KaMmmaHii

['paBito gocTynH1 Ha BUOIp 3 piBHI KaMIlaHii, sIKI CTBOPEHI 3apaHi
- [Tpu nepiiomMy 3anmycky rpy, rpaBLIO JOCTYIHUMN JHII EPIIUN PiBEHb
KaMmnaHii. [HII piBHI BIAKPUBAIOTHCS MOCHIJOBHO 3 YCIHIIIHUM 3aBEPIICHHIM

MOTePeTHIX

4.1.5 CTBOpEeHHS KOPUCTYBAIIbKUX PIBHIB

— [lepernsa po3miieHux 00’ €KTIB HA PIBHI

— Po3mimienHst 00’€KTiB Ha ITPOBOMY PiBHI 3a JOIMOMOTOI0 HAaTHCKaHHS
JIIBOI KHOIIKY MHIII [0 BUTBHIM JUJISHIL.

- BunanenHs Bxe po3MILIEHUX 00’€KTIB HA PiBHI NPHU HATUCKAHHI IO
HUM TIPaBOIO KHOIIKOKO MUIII

- BceraHoBieHHs 4Yacy, BIABEIEHOIO Ha MPOXOKEHHS OJHOTO DIBHS,
axui cknaaae Big 60 mo 180 cexyHn

— Po3mitieHHst 030po€HHs], aMyHIllii Ta aliTeYOK Ha IrpOBOMY PiBHI

— PosmimienHst cramioHapHUX BOPOTiB, CIIaBHEPIB JITAlOYMX BOPOTIB Ha
irpoBoMY piBHI. BigoOpaxeHHs pajiycy Jii BOPOTIB MpH iX pO3MIIIECHHI.

— OOMeXeHHsI y CTBOPEHHI MOYaTKOBUX Ta KiHIEBUX MeTeopuTiB. Lli
00’€KTH TIOBMHHI MaTH JIMIIE TI0O OJHOMY €K3eMIUIpY Ha IrpoBUil piBeHb. He
JIO3BOJIATH 30€piraTtu piBeHb, SKIIO HAa HhOMY HEMAE MOYATKOBOTO Ta/ab0 KiHIIEBOTO

METEOpUTA.
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- 306epexeHHs 30€peKEeHHS] CTBOPEHOTO IPOBOTO PiBHS

- MOXIMBICTh OYUCTUTH BC1 00’ €KTH 3 IPOBOTO PIBHS

- MO>JIHMBICTh MPOXOIKEHHS CTBOPEHHUX ITPOBUX PIBHIB

- [lepeBipaTu irpoBuUil piBeHb Ha BIACYTHICTh KOJI31H MPH pO3MIIICHHI
HOBUX C€JIEMCHTIB.

— Sxmo 00’€KTH PO3MINIYIOTBECS OJHE Ha OJHOTO, TOOTO CTBOPIOIOTH
KOJI1311, HE JIO3BOJISITH PO3MIIIYBaTH OCTaHHIN pO3MIIIIEHUH 00’ €KT, BUIJIUBIIHU 1IeH

00’ €KT YEPBOHUM KOJIBOPOM.
4.1.6 Cucrema 300py OOHYCIB

- ['paBenib Ha piBHI MOXeE MIAIOpaTH anTeyKH, SKi 30UIBIIYIOTH HOro
3I0pOB’S HA 25 oauHUIb. MakcuMalibHE 310pOB’s rpaBud ckiaagae 100 onuHULb.
[TouatkoBe 310poB’s rpaBis cknagae 100 oquHUIE.

- ['paBenib Ha piBHI MOXK€ MIAIOpaTH HOBUU TUN 030poeHHsA. [lpu
nig0upaHHi 030pO€EHHS, MHUHYJE O30pO€HHS 3alMIIAEThCA B 1HBeHTapi. Hose
030pO€HHST MICTUTH y €001 3amac amyHilii, €eKBIBAJICHTHHUW 3amacy NaTpPOHIB B
OolHOMY MarasuHi. JlJis Jla3epHOro MICTONETY-KyJeMeTy 1€ 32 OJUHMIN, ISt
MJIa3MEHHOI PYLIHUII — 2 OJAMHMII HA0OiB.

- ['paBeib Ha PpiBHI MOXe MIAIOpaTH aMyHILIIO JI0 PI3HOTO THUITY
030poenHs. [Ipu migbupanHi HAOOIB 0 Ja3epHOTO MiCTOJETa-KyJIeMeTa, TPaBIIO
HajaeTbesl 120 na3epHUX MATpPOHIB, MpH MIAOMPAaHHI HAOOIB 1O IUIa3MEHHOT
PYILIHUL, TPaBIIO HaAaeTbcsl 16 MiIa3MEHHUX MATpPOHIB. MakcHMalbHUN 3amac
HaOoiB ckiagae 320 oauHUIL NJIS JIA3€pHOTO IMiCcTOJeTa-KyinemeTra Ta 64 mis

MJIa3MEHHO1 PYLIHUII.
4.2 Bwumoru 10 HaOIHHOCTI

3abe3neueHHs cTablIbHOT pOOOTH IrPOBOTO 3aCTOCYHKY Ta IrPOBOTO MPOLIECY

IIpH 3aJaHUX CUCTCMHUX BHUMOTI'aX.
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4.3  YMOBH ekcrutyaTaii
YMmoBu excrutyaranii 3rigao Canllin 2.2.2.542 — 96.
4.3.1 Bua o6ciyroByBaHHs
Bumoru 10 Buty 00CIyroByBaHHS HE BUCYBAIOTHCSI.
4.3.2 OO6CnyroByrOUH MepCcoHa
Bumoru 10 06¢IyroByt040ro nepcoHainy He BUCYBAOTHCS.
4.4  BuMoru J10 CKJaay 1 mapamMeTpiB TEXHIUHUX 3aC001B

[Iporpamue 3a0e3neyeHHs NOBHUHHO (DYHKIIOHYBATH HA MEPCOHAIBHUX
KOMIT F0TE€pax, CYMICHHX 3 ONEPALITHOI0 cucTeMOIO ciMericTBa Windows.

MiHimMalibHa KOH]ITYpallisi TEXHIYHUX 3aCO01B:

- OC: Windows 10 (64 Bit);

- 00‘em O3I1: 41'6;

- npouecop: Intel Core 2 Duo;

PexomennoBana koH]iryparlisi TEXHIYHHX 3aCO01B:

- OC: Windows 11 (64 Bit);

- 00‘em O3I1: 8 I'6;

— npouecop: Intel Core 13;
4.5 Bumoru 1o iHbopmaIliitHoi Ta MporpaMHOi CyMiCHOCTI

[Iporpamue 3a0e3neyeHHss TOBUHHO TMpaIlOBaTH IiJl  YHPaBIiHHAM

onepauiiHux cucteM cimerictea Windows.
4.5.1 Bumoru o BXITHHUX JaHUX
Bumoru 10 BXiTHUX TaHUX HE BUCYBAIOTHCS.
4.5.2 Bumoru no BUXITHUX JaHUX

Bumornu a0 BI/IXiI[HI/IX JaHUX HC BUCYBAIOTLCA.
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4.5.3 Bumoru 10 MOBH po3p0oOKH

Po3poOky BuKOHaTH Ha MOBI mnporpamyBaHHid C# 3 BHUKOPUCTAHHAM

THCTPYMEHTIB 7151 po3po0KU Ha irpoBoMy pyimii Unity.
4.5.4 Bumoru 1o cepeaoBuila po3poOku

Po3pobky Bukonatu Ha minatdopmi Unity Editor Bepcii 2021.3.30f1, Visual
Studio Bepcii 16.11.46.

4.5.5 Bumorwu 1o mpejcTaBIeHHIO BUX1THUX KOJIIB

Buxinuuii koa nporpamMu Mae OyTH TPEACTABICHUN Y BUTIISIII PEMO3UTOPIIO

Ha iatgopmi GitHub.
4.6 Bumoru 10 MapKyBaHHS Ta MTaKyBaHHS
Bumoru 10 MapkyBaHHS Ta MaKyBaHHSI HE BUCYBAIOThCHI.
4.7  Bumoru 1o TpaHCIIOPTYBaHHS Ta 30€piraHHs
Bumoru 1o TpancmopTyBaHHS Ta 30€piraHHs HE BUCYBAIOTHCS.
4.8 CrnemiaiabHl BUMOTH

3reHepyBaTH IHCTANSIIIIHY BEPCi0 MPOTPaMHOTO 3a0€3MeYeHHS.
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S BHMOI'H 10 MMPOTI'PAMHOI I[OKYMEHTA]_IIi
5.1  TlomepenHiii ckiaa MporpaMHOi JOKyMEHTaIlii

VY cximam cympoBOKYBATBHOI JOKYMEHTallli TMOBHMHHI BXOJWTH HACTYITHI
JIOKYMEHTH Ha apkymiax ¢popmaty A4:

— TEXHIYHE 3aBJIaHHS;

— MOSICHIOBAJIbHA 3aIHCKa;

— TEKCT MPOTpaMHu;

— mporpama Ta METOJMKa TeCTyBaHHS;

— KEpIBHUIITBO KOPUCTYBaya;

I'padpiuna yacTuHa moBuHHA OyTH BHUKOHaHAa Ha apkymax dopmaty A3 Ta
MICTUTH HACTYTHI JOKYMEHTH:

— cXema CTpYKTypHa BapiaHTIB BUKOPUCTAHHS;

— CXeMa CTPYKTypHa KJIaciB IpOrpaMHOro 3a0e3neueHHS;

— KpPECJICHHS BUTIISIY €KpaHHUX (opM;
5.2 CheuianbHi BUMOTH JI0 TPOTrPaMHOi TOKyMEHTAaIlli

[Tporpamui MomyJii, KOTP1 pO3pOOISIOTHCS, TOBUHHI OYTH 33I0KYMEHTOBAHI,

TOOTO TEKCTU MPOrpaM MOBUHHI MICTUTH BCl HEOOX1JJHI KOMEHTapi.



6 CTAJIL 1 ETAIIK PO3POBKU
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Ne Ha3Ba eTaniB BUKOHaHHS TepmiH BUKOHAHHS [Ipumitka

3/1 JUTIJIOMHOTO MTPOEKTY €TaIiB MPOEKTY

1. | BuBueHHs peKOMEHAOBAaHOI 16.03.2025
JiTepaTypu

2. | AHami3 iCHYIOYMX METO/IB 02.04.2025
pO3B’si3aHHS 3374l

3. [TocTtanoBka Ta hopmasizarris 10.04.2025
3a7a4l

4, Po3pobka indopmariitHoro 16.04.2025
3a0€3IeUeHHS

5. AJroputMmizariis 3aaadl 21.04.2025

6. OOGrpyHTYBaHHS BHOOPY 22.04.2025
BUKOPUCTAHUX
TEXHIYHHUX 3aC00IB

7. Po3pob6ka nmporpamHoro 09.05.2025
3a0e3neYeHHs

8. Hauarokenns nporpamu 11.05.2025

9. Buxonanus rpadiuHux 13.05.2025
JIOKYMEHTIB

10. | OdopmieHHS TOSICHIOBAILHOT 17.05.2025
3aMKUCKU

11. | Ilomanns JAI1 na monepeaHii 02.06.2025
3aXHUCT

12. | ITogannus AI1 peueH3eHTy 10.06.2025

13. | Ilomanusa JII1 Ha ocHOBHUI 14.06.2025

3aXHUCT
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7 TOPSIAOK KOHTPOJIIO TA IPUMMAHHSI

TectyBanHsi  po3poOJEHOTO  MPOTPAMHOTO  MPOAYKTY  BUKOHYETHCS

BiAnoBiAHO 10 “TIporpamu Ta METOIMKH TECTYBaHHS .



IHosicHIOBAJIBbHA 3aIIUCKA
10 TUIJIOMHOI'O IMPOEKTY

Ha Temy: I'pa y skanpi 3D Action 3 eJieMeHTaAMM IPOCTOPOBOI HaBiramii

KIILIII-1311.045490.02.81

Kuis - 2025
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Spawner

IDE

Action

FPS
RAM

CPU

Unity

INEPEJIIK YMOBHUX ITO3HAYEHD

— IITy4yHuii iHTENEKT

— CmnaBHep - €JeMEHT T'pH, SIKUH BUKITUKAE MOSBY 1HITHX
JOYIpHUX 00’ €KTIB: BOPOTIB, IPEIMETIB TOIIIO.

— Integrated Development Environment - iHTerpoBane
CepeoBUIIE PO3POOKH.

— JKanp Bizeoirop, skvii BUMarae Bij| rpaBIisl MEBHUX (QI13UIHUX
3yCUJIb, TAKUX SIK IIBUIAKOCTI peakilii Ta 3M10HOCTI MIBHJIKO
MPUIAMATH TAKTUYHI PIILIEHHS.

— Frames Per Seconds - KiJIbKICTh KaJpiB HA CEKYHIY.

— Random Access Memory - nam’siTh 3 JOBUIbHUM
JOCTYIIOM.

— Central processing unit, IIEHTpaJbHUN MTPOLIECOP
KOMIT F0Tepa, (DyHKII0HAJIbHA YACTHHA KOMII'TOTEpa, 110
pU3HAYeHA IS IHTepIpeTaliii KoMaH1

— bararomnatgopMoBuii IHCTPYMEHT 151 pO3pO0IEHHS
BIJIEOITOP 1 3aCTOCYHKIB, 1 pyIlIiii, Ha SKOMY BOHU

PAIOOTh.



BCTYII

JIUTIIOMHUN TIPOEKT MPUCBSIYEHUM po3polui rpu B xkaHpi 3D Action 3
eJIEeMEHTaMHU TPOCTOPOBOI HaBiramii. AKTYaJbHICTh JAaHOI PO3pOOKH 3yMOBIJIECHA
CTPIMKHM PO3BUTKOM 1HIYyCTpii Bifgeoirop y XXI cTomiTTi, fiKka mepeTBopuiacs Ha
riio0anpHe KyJbTypHE Ta BucokonpuOyTkose spuie [1]. XKaup 3D Action nocinae
3HayHEe MiCIIe Ha PHUHKY, IPOMOHYIOYH TPaBIIM 3aHYpPEHHS y BipTyasibHI CBITH.
OpnHak, cydacHi MPEACTAaBHUKU IbOTO AaHPY 4YacTO CTUKAIOTHCS 3 TaKUMHU
npobiieMamMu, SK oOOMeXeHa CcBo0OOJa TMEpeMIllieHHs TpaBIld, 110 3HIKYE
BapIaTUBHICTh MPOXOJKEHHS, Ta BUKOPUCTaHHS HAJATO MPOCTUX aAJITOPUTMIB
MITYYHOTO 1HTEJIEKTY JJI BOPOTIB, 1110 POOUTH IXHIO MOBEAIHKY Mepe10auyBaHOIO 1
MIBUAKO HaOpuga€e TpaBIsM, 3MEHIIYIOYM MOTHBAIllI0 10 TOBTOPHOTO
OPOXO/DKEHHA. BupimeHHs nux npobiaeM € aKkTyaJbHUM 3aBIaHHIM IS
IIJIBUIIICHHS SKOCTI Ta TPUBAOIUBOCTI IPOBUX IIPOIYKTIB.

[IpoBinHI TeHACHIT PO3B’sI3aHHS MOCTaBIECHUX MpPOOJIeM Ha CY4YaCHOMY
PHHKY BIJICOIrOp BKJIIOYAIOTh HATAaHHS T'PaBISIM OUIBIIOI CBOOO M 1 Ta HaBIiraii,
BIIPOBA/DKEHHSI PENAKTOPIB PiBHIB [2] sl KOPUCTYBayiB Ta BJOCKOHAJIEHHS
HITYYHOT'O 1HTENEKTY MPOTUBHUKIB 13 3aCTOCYBAHHSM CKJIQJHIIINX aITOPUTMIB.

[TpusHaueHHAM po3pOoOKHU € 3a0€3MeYeHHs IrPOBOTO MPOIleCy T'pH B 3kaHpi 3D
Action 3 eleMeHTaMH IPOCTOPOBOI HABITALil JUIsl MIMPOKOIO KOJIa KOPUCTYBaYiB.
MeTo AUMIIOMHOIO MPOEKTY € MIABUIIEHHS SKOCTI IPU 32 PaXyHOK CTBOPEHHS
MITYYHOTO 1HTEIEKTy, M0 (opMalli3ye TMOBEIIHKY MPOTUBHUKIB Ha OCHOBI
OpPUTIHAIBHOTO JIepEBA MPUUHATTS PIllICHb.

MoxnuBumMu cdepaMu 3acTOCYBaHHsS JaHOI PO3POOKH € po3Ba)kalibHa
IHAYCTpIsA, 30KpeMa pUHOK KOMM'toTepHUX irop. ['pa mpusHaveHa amus JarojeH, ski

3alliKaBJIEH1 y I'pl Ha MEPCOHATBHUX KOMIT IOTEpPaXx.



1 MNOEPEJNPOEKTHE OBCTEXEHHS NPEJIMETHOI OBJACTI
1.1  IlocraHoBKa 3aBaHHS JUIIJIOMHOIO IIPOEKTYBaHHSA

JlumioMHe IPOEKTYBaHHS Tiependadac BUKOHAHHS HACTYTHUX 3aBIaHb:

- aHaji3 MpeaMEeTHOI 00JacTi Ta omuc ii KIOYOBUX O13HEC-TIPOIIECIB,
BU3HAYCHHS 3arajibHOTO 3aBAaHHs po3pooku y pamkax JI1;

- aHaji3 ICHYIOUMX pIllIeHb (SK NPOrpaMHUX TMPOAYKTIB, TaK 1
QITOPUTMIYHUX YW TEXHIYHUX PIIICHh) OOpaHOTO 3aBIAaHHS PO3POOKH y pamMKax
JIT;

- aHaJji3 Ta MOJICJIFOBaHHS O13HEC-TIPOIIECIB,;

— po3po0IIeHHST (YHKIIIOHATBHUX, HE(QYHKIIIOHAIBHUX Ta CHCTEMHHX
BHUMOT JI0 TIPOTPAMHOT0 3a0€3MeUCHHS;

- aHaJ13 EKOHOMIYHUX MMOKA3HUKIB IporpamMHoro 3ade3neueHHs JA11;

— MOCTAHOBKA 3aBJaHHA Ha pO3poOKy mporpaMHoro 3abe3nedyeHus I1;

— PO3pOOJICHHS apXITEKTYPH MIPOrPAMHOTO 3a0€3MEeUEHHS;

— pPO3pOOJICHHST apXITEeKTypHHUX pIllIeHh Ta OOIPYHTYBaHHS BUOOPY
3ac001B pO3POOKH MPOrPaMHOTO 3a0€3MCUCHHS;

— KOHCTPYIOBaHHSI Ta pO3pOOJICHHS TPOTPAMHOT0 3a0€3MEYCHHS;

— aHai3 AKOCTI Ta TECTYBaHHS IPOTPAMHOIO 3a0€3MeYeHHS;

— PO3ropTaHHS Ta CyIPOBi IPOrpaMHOI0 3a0€e3ICUCHHS;

— CTBOPEHHSI CYIPOBO/KYBJIBHOI JOKYMEHTAIlli J0 PO3PO0IECHOTO

IPOrpaMHOTo 3a0€3MeUeHHS.
1.2 Amnami3 npeamMeTHO1 00JacTi

B nBaausTe mnepumioMy CTOJITTI, 1HAYCTpIS BiJ€OIrop cTajga OJHIEK 3
HAWOUIBII JWHAMIYHMX Ta HaWOUb mnpuOYyTKOBUX cdep 1HopmaIiiHux
TEXHOJIOTI. 3a MEHII Hi) CTO POKIB CBO€i 1CTOpIi, BIJCOITpU MEPETBOPHIIUCS 3
HIIIOBOTO 3aXOIUJICHHS Ha TiI00aiabHe KyJIbTypHE siBuie [3].

CranoMm Ha 2024 pik, y CBITI HalMiuyeThCcsl MOHAA 3.4 MIIbApPAU TPaBLIB Y

BiJleoirpu, cepen skux npudan3Ho 900 MinbIOHIB MpUIaae came Ha TpaBliB y



BIJICOIrpH Ha MEPCOHATBHUX KOMIT t0Tepax. JIuiie 3a MUHYJIUN piK pUHOK BiJI€0Irop
npuHic n1oxiay 187.7 minesapais nonapis [4].

Oco06muBy Himy y raigy3i BiIeoirop 3aiimMaroTh irpu xaHpy Action, a came ix
TPUBUMIpHI TpeAcTaBHUKU. Lleit xaHp n03BOMsiE BigoOpakyBaTH TPaBLIO SK
pealicThyHi, Tak 1 (aHTAaCTUYHI CEpeJOBHINA, 3 SKUMHU MOXXHA B3aEMOIISATH
HaIpsMYy 3a JIOIOMOTOI0 KOMIT toTepa. Bij Toro, HaCKIbKH IpaBelb MOXKE KEPyBaTH
CBOIM IEPCOHAXKEM, OPIEHTYBATHCS y MPOCTOPi, MOOYAOBAaHOMY PO3POOHUKAMH,
3QJICKUTH HOTO CTYITIHB 3aTy4Y€HOCTI JI0 IrPOBOTO MPOIIECY Ta KUIBKICTh OTPUMAaHHX
Bpa)KEHb.

Bigeoirpu cTtasii 4YynoBUM 1HCTPYMEHTOM IS PO3POOHUKIB  3aiis
nepeaBaHHs MEBHOI 1CTOpIi, sika OyJle pe30HYBaTH 3 IpaBLEM, SIKH OyKBaJIbHO
MIPOKMBAE BC1 T1 €MOIIi1, SIK1 BiJ4yBa€ MepcoHax. AJie IHKOJIM B1JI€OITpHU, OCOOIUBO
*)aHpy Action, HAITO CUIILHO OOMEXYIOTh TPaBIisl, BUOYIOBYIOYH HOMY HACTUIBKU
PSAMUN TUISIX TTPOXOJ/DKEHHS PIBHIB, 0 HE 3AJIMIIAETHCS MPOCTOPY IS TAKTUKH
a6o ysBu. L1 Bigeoirpu ckopilie mepeaaroTh eMOIIil Bii KpaCUBOTO KIHO, HIXK Bij
BIJIEOITOp, 1 B/l IOTO MOE€ BTpayaTHCs 1HTepec 3 00Ky rpaBuiB [5]. Pigko irpu
XaHpy Action HaJlal0Th FPaBLSAM MOTPIOHY CBOOOAY HE JIUIIE Y TPUIHHATTI BIACHUX
pillieHb, a i y CTBOPEHHI BJIACHUX ITPOBUX CHUTYAIIIH.

YacTo irpu CKIaarThCs 3 CIOKETHOI KaMIIaHli, MICHsl SKOi TpaBellb MOXe
OlbIlIe HIKOJMM W HE MOBEPHYTHCA 10 Tpu. Bci piBHI BKe MpoOieHI, BCl 1TPOBI
CUTYyaIlll MEPeXuTI, a BApIaTUBHOCTI B IIUX Irpax Maibke HEMae, TOMy U Biamajae
Oa)xaHHsI MPOBOAUTHU OlNIbIlIE Yacy B HUX. Boporu nmoBoasTh cebe Maiixke 0JJHaKOBO,
OCK1IJIbKHU 1X TIOBE/IIHKA OMKCaHa MPOCTUM KOJIOM 3 IPUMITHBHOIO JIOT1KOO: T0Oa4HB
rpaBls - WOW 0 HBOro, MiAIMIIOB e Onrbkue - artakyil. Yepe3 Taky mpocty
MOBEJIIHKY, /il BOPOTIB CTalOTh HAATO IMepeadadyyBaHUMM JJIs TPpaBLs, W IIBHAKO
HaOpUIat0Th. [T POBHIL CBIT HE BITIYBAETHCS )KHBUM, a 32 BOPOTaMH HE BUJIHO HIYOTO
KpIM [IPOCTO aIroOpuT™My [6].

[Tpobnemu 3 cyyacHUM PUHKOM BIZICOITOp Y >KaHpi Action MOKHA BUPIIITUTH
HACTYMHUM YMHOM: HaJaBaTH rPABIIO OLIBIIOT BApIaTUBHOCTI MTPOXO/I>)KEHHS PIBHIB,

CTBOPIOBATH IrpOBI PiBHI 32 JOIMOMOTOIO MTPOLIEyPHOI T'eHepallii, HaJJaBaTHU I'PaBIIO



MOJKJIMBICTh CTBOPIOBAaTH Ta MPOXOAWTH BIACHI PIBHI, MOKPAUIUTH IITYyYHUH
IHTEJIEKT BOPOTIB Yy Tpi, JO3BOJUTH TPaBIf0O OOPOTHCS 3 IHIIUMH pPeaTbHUMHU
TPaBIIMU.

Y naHoMy AWIUIOMHOMY TMPOEKTI TependadeHo IMOEAHATH TPHU KITFOYOBI
MIIXOAW JIJIsi TIOKpaIeHHsI CHUTYyalli y o0usacti irop »xkaHpy Action. Ilo-mepie,
CHUCTEMa IPOCTOPOBOI HaBirarii mo piBHIO OyAe OpraHizoBaHa Tak, MO0 JaTH
IPaBIl0 MaKCUMajbHy CBOOOJY Y TIPOXOJDKEHHI piBHA, 3a0e3leuyroun
BapIaTUBHICTh MPOXO/KeHHS. DIHATBHUN acTepoin Oyjae BUIHITUCS OJipa3y Ha
MOYaTKy pIBHA, MIACBIYYBaTUCS MJs NPOCTOTH HAXOJKEHHs, aie He Oyne
BUOKPEMJIEHO OJHOTO BHU3HAYEHOr0 MNUIAXY JUIsl Horo pocsraHHs. HaTomicTs,
rpaBelp Oyne cam obupatu sl cede MapuIpyT MPOXOHKEHHS PiBHS, OLIIHIOBATH
PHU3HKHU TIEPEMIIICHHS M0 PI3HUM I1aThopMam, HasIBHICTh Ha NUIAXY MEBHOTO THUITY
BOPOTiB, MEPEIIKOJ, Tomo. Takuil irpoBuil mpouec 3a0e3NeYuTh MaKCHUMallbHE
3aJIy4eHHs TpaBlsl 10 MPOXOKEHHS PIBHS, a TAaKOX MIJCUIUTHL BapiaTUBHICTh
MPOXO/KEHHA, 10 MOXE MOTEHIITHO MO3UTUBHO BIUIMHYTH HAa BIPOTIHICTD
MOBEPHEHHS TPaBI 0 TPH.

[To-npyre, y AMIIIOMHOMY TPOEKTI MepeadauyeHO CTBOPEHHS OPUTTHAIBHOTO
MITYYHOTO 1HTEJIEKTY BOPOTiB HA OCHOBI JiepeBa MPUUHATTS pimieHb. L{e 103B0auThH
BOpOraM pearyBaTu He JIMIIE HAa IPUCYTHICTh IPABII HAa iIrpOBOMY MOJi, a 1 HA 1HII1
YMOBH BeJIeHHSI 0010, IO J0/IacTh HemnmepeadauyyBaHOCTI 0 IrpOBOTO MpoIeCcy i
3poOHTH B3aEMOJIII0 3 BOpOraMu OUIbII JUHAMIYHIIIOKW. B pesynprari 1b0TO,
MOBEJIIHKA BOPOTIB 3 KJIACUYHOTO «MOOAYMB - aTaKyi» MEPETBOPUTHLCA HA IOCh
OUIBIII <OKHBEY.

[To-TpeTe, y IUIUIOMHOMY TPOEKTI MepeadadyeHO MOXKIMBICTh CTBOPEHHS
BJIACHUX ITPOBUX PIBHIB 3a JOMNOMOIOI0 pelaKkTopa piBHIB. BHKOpUCTOBYHOUM
pEeIaKTOp PiBHIB, TPaBeIlb MOXE CTBOPUTH BIIACHHM PIBEHb 31 CBOEID CHCTEMOIO
posranykeHb, BOpOTaMH, THIIAMH 030po€HHsA. TakuM YMHOM, HaBITH IICIsA
MIPOXOKEHHS YCl€i KammaHii TpH, y TpaBIlsd OyJe CTUMYJ MOBEPTATUCA 0 TPHU

3HOBY ¥ 3HOBY, apayieJIbHO MMiIBUIIYIOYH CBOIO KPEATUBHICTb.



1.3  Amnami3 iCHyIOuuX pillIeHb

[IpoanainizyemMo BiJoME€ Ha ChOTOJHI JITOPUTMIUHE 3a0€3MEUCHHS y JaHii
o0JacTi Ta TEXHIUHI PIIICHHS, [0 TOTIOMOXKYTh Y peanizaliii rpu y xaHpi 3D Action
3 eJIeMEeHTaMHU MPOCTOpoBOi Hairamii. [ani OyAayTh po3MJIsIHYTI TOTOBI MPOrpaMHi

plLIEHHS, JOMIOMIXHI TPOrpamMHi 3aco00M Ta 3aco0U PO3POOKH.
1.3.1 Amnani3 BiJOMHUX NPOTpaMHUX MPOAYKTIB

J1J1st MOPIBHAHHS 3 AUIIOMHUM MTPOEKTOM, PO3TIIIHEMO JIBa aHAJIOTH:
ClusterTruck - 3D-nnatdopmep Bij epiioi 0coOu 3 aKIIEHTOM Ha HIBUKICHY
MIPOCTOPOBY HABITAIIIIO Ta YHUKHEHHS MepenTko/ («Iiaiora - e 1aBay) [7]. [rpoBuii

MPOIIEC TPU MMOKA3aHO HA PUCYHKY 1.1.

Pucynox 1.1 — IrpoBuii nporiec rpu «Clustertruck» [§]

Roboquest - IIBuakuii nryTep Bix nepiroi 0CoOU 3 aKIEHTOM Ha PyXJIUBICTb,

cTpinbOy Ta 30ip mokparieHs [9]. [rpoBuit mporiec rpy mokasaHo Ha PUCYHKY 1.2.
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Pucynox 1.2 — Irposuii nporiec rpu «Roboquesty [10]

J1J1s TOPIBHSIHHSI POEKTY 3 aHAJIOTOM MOYKHA CKOPUCTATHCh Tabmmiero 1.1.

Tabmuusg 1.1 — IopiBHSHHS 3 aHaJIOTaMU

Kpurepii o E 0 = | [losicHeHHs
o E c 8"
> A o)
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(SR 193
N N
=
S
Qo
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=
HasBHicTh + Dexpolaris ta ClusterTruck mMaroTh
KaMIIaHii pIBHI Kammadii, B TOM dYac $K
Roboquest He Mae momepeaHbO
CTBOpPEHHUX PIBHIB KaMIlaHii
HasBHicTh + Bci  Tpum rpum  3a0€3medyroTh
MIPOCTOPOBOI BaplaTUBHICTh Yy  IPOXOKCHHI
HaBiraiii 1o pIBHIB,  3a0€3MEUYyl0oud  BUCOKY
PIBHIO MOOUTBHICTH TPaBIIS HA PiBHI
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[Tponosxxenns Tabmwi 1.1

vee —
Kpurepii w) E a éU [TosicHenHs
¢ = c S
3 = a o)
S @ s
g = o aQ
Z = = 2
<z = 9
o
=
3
S
S
-
HasBHicTh + + - Sx Dexpolaris, tak i ClusterTruck
penakropa Ha/Jal0Th MOJKJIUBICTh CTBOPEHHS
PiBHIB BJIACHUX PiBHIB, a Roboquest - Hi
HasBHicTh + - - Dexpolaris  peainizye MOBEIIHKY
BOPOTiB 3 BOPOTIB 3 MPOJBUHYTUM IUTYYHHUM
MIPOJIBUHY TUM IHTEJIEKTOM, dbopmanizyuu
ITYYHUM NOBEAIHKY MPOTUBHHUKIB HAa OCHOBI
IHTEJIEKTOM OpPUTIHAJIBHOTO JIepeBa MPUHHATTS
pimens. ClusterTruck Ta Roboquest
peamizdyrote Il Ha  ocoHOBI
MalllMHA CKIHYEHHHUX CTaHIB
HasBHicTh - - + Roboquest  mae  mpouenypHy
poLeaypHOT reHepailiro piBHiB, a Dexpolaris Ta
reHepariii piBHiB ClusterTruck - Hi
HasBHicTh + + + Bci Tpu rpu MaroTh HasiBHI CHCTEMHU
cucteMu 300py 300py OoHyciB Ha piBHAX (30poro,
OOHyCIB 3[I0pOB’4, 1HILE)

1.3.2 Amnaini3 BIIOMUX aJTOPUTMIYHUX Ta TEXHIYHUX PILIEHb

[IpoBenemMo nopiBHIIbHUHN aHAJi3 BIJOMHX aJTOPUTMIB IITYYHOTO 1HTEJIEKTY
y Bijieoirpax 3 METOK OOTpYHTYBaHHS BHOOPY HAWOUIBII JOLIIBHOTO aJTOPUTMY

JUTS1 pO3pOOKHU TPOTPaMHOTO BIICOITPH JIJISl AUTUIOMHOTO TIPOEKTY.
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Cepen Haiinomupenimux anroputmi L y Bigeoirpax BUAUIAIOTH HACTYTHI
QITOPUTMH:

MammHa CKiHYeHHUX cTaHiB (aHrmiichkoro Finite State Machine) - 1ie ogun
3 HaWcTapimmx 1 HampocTimmx y peanizamii migxoniB [11]. TloBeginka Boporis
BU3HAYAETHCSI CKIHUEHHOIO KUJIBKICTIO BU3HAUYEHUX CTaHIB, SIKI MEPEMUKAIOTHCS B
3aJIe)KHOCTI BiJl MeBHUX yMOB. Lleil anroputm jerkuii y peanizaiii, aie BiH CTae
MaJioe()eKTUBHUM TIPH 301IbIIIEHHI CKJIQJIHOCTI JIOTIKH, OCKIJIBKU KUJIBKICTh CTaHIB
BOPOTIB 1 MEPEXO0/IiB MK HHUMH 3pOCTAE €KCIOHEHIIIMHO, 110 3HAYHO YCKJIaJIHIOE
MacitadyBanss 1oro 1.

JlepeBo npuMHATTS pinieHb (aHrmicekoo Decision Trees) - 1e iepapxiuHa
CTPYKTypa, JIe¢ KO’KHA BEpIIWHA MPEACTABISE YMOBY, a TUIKH JIepeBa - MOKJIUBI
BaplaHTH Jii B 3alie)KHOCT1 BiJ pe3yibTaTy mnepeBipku [12]. Ha BimmiHHO Bin
MalllMHU CKIHYEHHUX CTaHIB, JIepeBa MPUUHATTA PIllIEHb J03BOJIAIOTH OMUCYBATH
CKJIaJH1 CLEHapli MOBEAIHKA BOPOriB y OUIbII KOHTPOJBOBAHMM Ta JIOTTYHO
CTpyKTypoBaHuil cmoci6. Lleii anroputM MHOpOXOOUTH JEPEBO 3BEPXY JAOHU3Y,
oOuparouu NoTpiOHY T'IKY, IOKH HE A1iAe 10 MeBHOI NOTpiOHOI aii. Lle 3abe3neuye
Kpaury MacmTabOBaHICTh 3aBJSIKM THYYKOCTI M 3py4YHOCTI Mojau(iKailii, a TaKox
POOHTH TOBEIIHKY BOPOTiB O1IBIIT KOMIUIEKCHOIO, & OTXKE I[IKaBOIO JIJIs TPaBIIs.

IToBeninkoBi Aepesa (anriiicbkoro - Behavior Trees) - 11e po3mmpenHs iaei
MallMHU CKIHYCHHHMX CTaHIB Ta JepeBa MpuiHATTS pimenb [13]. TloBemiHkoBi
JiepeBa BUKOPHCTOBYIOTh BY3JIM KOHTPOJIO JJIsi MOOYJOBM THYYKHX IIa0JIOHIB
MOBEAIHKH, SIKI MOKHa IMOTIM MOBTOPHO BHKOpucTOBYBatu. Lleit anroputm I
MOIIUPEHUN y BEIMKUX ITPOBUX MPOEKTAX, ajie MOTpeOy€e HaJAIITYBAHHS BEJIHKOI
KUTBKOCTI BY3J1iB, III0 MOKE€ YCIKQIHUTH HOTO peatizailito Ta BIPOBaXKEHHS y TPy .

[InanyBanus giil (anrmnificekkoro GOAP - Goal-Oriented Action Planning) -
ne anroput™ I, skuii rpyHTyeThcs Ha moOyAOBI IUIaHy il 3aJU1sl JOCATHEHHS
neBHoi 3amaHoi Metu [14]. III cam Bupilnye MOCTIAOBHICTH MOTPIOHUX ISt
BUKOHAHHS ¥ 3apaau HaOIMKeHHS 10 MeTH. Llelt anroputMm xod 1 JeMOHCTpYy€E

JIOBOJII «pPO3YMHY» TOBEAIHKY, ajieé Ma€ BHUCOKY OOYHCIIOBAJIbHY CKJIQJHICTh 1
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JEMOHCTPYE MaJlo TepeadadyBaHy IOBEIIHKY, IO MOXE HAATO YCKIIATHUTH
ITpOBHIA TIpoIIeC JJIs TPaBIIS.

Hapuanns 3 migkpimieHHsM (aHTiiicekoro - Reinforcement Learning) - me
TUIl MAIIMHHOTO HABYAHHS, B SKOMY areHT BUMUTHCS, OTPUMYIOYM BHHArOPOAY 3a
BUKOHaHI ycmimHl aii [15]. Xo4 medl anroputMm 1 € TMEpCIeKTUBHUM Cepell
anroputmiB I y Bineoirpax, ajie BiH piIKO BUKOPUCTOBYETHCS Yepe3 CKIATHICTh
HaBYaHHS, 3HAYHY KUIBKICTh PECYpCiB, MOTPIOHUX I HaBYaHHSA, Ta BIJCYTHICTb

PSIMOTO KOHTPOJIIO 3 00Ky pO3pOoOHMKA HaJ MPOIIECOM HABUYAHHS.

VY Mexax DUILITIOMHOTO MPOEKTY OYyJIO PO3IIIIHYTO HU3KY TEXHIYHUX PIIICHb
JUIsl HallKpalloi peaizallii Bijgeorpu y sxkanpi 3D Action 3 e1eMeHTaM# MPOCTOPOBOI
Hapiramii. Ilepmoueproro Oyno mpoaHai30BaHO HAsBHI MIIXOAU JO MOOYIOBH
porpMaHoro 3abe3nedyeHHs, 30KpemMa MOJIENIbHY apXITeKTypy, Mojaenb Entity-
Component-System, a TaKo KJIaCHYHY 00’ €KTHO-OPIEHTOBAHY apXITEKTYpy, SIKY
aKTUBHO BUKOPUCTOBYIOTH MIPH po3po0iii Bigeoirop [16].

MogenpHa apxiTeKTypa nependadae Mol MPOrpaMHOro 3a0e3MeUeHHsT Ha
130J1b0BaH1 MOJTYJI1, KOYKEH 3 SIKMX BIJINOBIJA€ 32 NIEBHY (YHKIIIO, a came (PI3UKY,
iaTepdeiic, I, o6podka moxiit Tomo. KoxkeH Moaynp B3aeMoOJdi€ 3 IHIIMMHU 3a
JIOTIOMOT'0O10 BU3HAYEHUX 1HTEpPECiB, 0 3a0e3neuye Kpally MiATPUMKY MIPOEKTY.
Cepen mepeBar Ii€i apxiTeKTypu € MacIITaboBaHICTh, MOXKIIMBICTh HE3aJICKHOTO
TECTyBaHHS MOJIYJIB Ta MOJICTIICHHS KOMaHIHOI pOOOTH. AJI€ € 1 CyTTEB] HEJIOMIKU:
CKJIaHE KEepyBaHHS 3aJCKHOCTAMH MDK MOAYJISAMH, TOTpeda y TOYHOMY
MPOEKTYBaHHI 1HTEPPEICIB 1IIe HA paHHIX eTarax, HaJAMipHa (parMeHTaIlis Koay.
JIisl TUTITIOMHOTO TPOEKTY MOJYJIbHA apXiTEKTypa BUSBHUIIACS HAUIMINIKOBOIO 3a
pPIBHEM CKJIQJIHOCTI.

Mopens  Entity-Component-System  (ckopoueno ECS) € cydacaum
apXITEeKTYpHUM IIJIXOJIOM, 10 aKTUBHO BUKOPUCTOBYEThCS y OaraThox irpax. Lls
MOJIeNIb 0a3y€ThCsl HAa IPUHITUII PO3AIICHHS JIOTIKK Ha TPU OCHOBHI CyTHOCTI: cami
cytHocTi (Entities), siki € npocto iaeHTUdiIKaTopamu, koMrnoHeHTH (Components),

K1 30epiraroTh JaHi, Ta cucremu (Systems), mo peanizyrTs Jjoriky. ECS
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3a0e3mnedye BUCOKY NPOAYKTHUBHICTh 3aBISKH Kell-e()eKTHBHOMY 30epiraHHIO
JTAaHUX 1 TapaJieTbHOMY BUKOPUCTAHHIO CUCTEM. 3 TIEpeBar 1[bOro PIllIEeHHS € BUCOKA
IPOAYKTHBHICTH, MIPOCTE MAcCIITa0yBaHHA Ta YiTKE PO3AUICHHS JAHMX 1 JIOTIKH. 3
HEJIOJIIKIB - BUCOKUN TMOPIT BXOMKCHHSI, CKJIQHICTh HAJIATOJKEHHI, BiJICYTHICThH
OpsMOi  MIATPUMKH I[OTO METOJy Yy 0OaraTh0X IHCTPYMEHTaX pPO3pPOOKH.
BpaxoByroun, o peamizaiiis ECS motpedye 3Ha4HUX 3yCHIIb, SIK1 HE € TOIITLHUMHA
y TPOEKTAX CEPEeHbOrO PIBHA CKIATHOCTI, a TaKOX Te, IO IeHd MeTo.
MIITPUMYETBCS HE yciMa PYILIIIMH PO3pOOKU BiJieoirop, OyJI0 BHUPIIICHO HE
BUKOPHCTOBYBATH II€H METOJT y TUTIZIOMHOMY TIPOEKTI.

O06’exTHO-OpieHTOBaHa apxiTekTtypa (ckopouyeHo OOA) - e KJIAaCHYHUMN 1
n00pe miATpUMYBaHUM MIAX1J y po3poOdili Bigeoirop. BiH 103BoJise mpeacTaBUTu
IrpoBl O0’€KTH SIK O0’€KTH TEBHUX KJACIB 3 MpPUTAMaHHUMHU iM METOJaMu Ta
MOJISIMH.

Y mnpoueci MIATOTOBKU A0 PO3pOOKH Bijeorpu OyJo MNpoaHalli30BaHO
JIeK1JIbKa MOMYJIIPHUX ITPOBUX py1IiiB, cepen sikux Unity, Unreal Engine 5 ta Godot
Engine [17]. Metoto aHanizy OyJi0 BHU3HAUYEHHS HAWOUIBII ONTUMAaJIBHOIO
CepeloBHINA Ui PO3POOKH TpPHU CEPEAHBOTO PIBHSA CKIATHOCTI 3 BHUCOKOIO
THYYKICTIO, IIUPOKUM (yHKIIOHATIOM 1 miaTpuMkoro 3D rpadiku y cepenoBui

PO3pPOOKHU.
1.4  Amnaii3 Ta MOACTIOBaHHS O13HEC-TIPOIICCIB

[IpoananizyBaBIM BiIeOTpy, MOXKHA CKa3aTH, 1110 JBOMa OCHOBHUMHU Oi3HEC-

IpoLIeCaMHt I'pH € ii Oe3crnocepeaniil iIrpoBUi POLIEC Ta TPOLIEC CTBOPEHHS PI1BHIB.

Jlist MozentoBaHHsL Oi3HEC-MIPOLIECY IrPOBOrO MPOIECY BUKOPUCTOBYETHCS

BPMN monens (pucyHok 1.3).



15

D
36epeeHi
irposi pisi y

thopmarti .dat

OTpumaTh CI'IWCDIS

po3TallyBaHHA OB €kTiB Ha ‘_m
3 piBHi, yac BCTAHOBNEHMI Ha v
2 MPOXOMKEHHA PiBHA
L] 3anyck OTprmMaHo NOMUNKY 3anorysatv noM1nKy Ta
kS i 34UTYBaHHA hainy NOBEPHYTWGA A0 rONOBHOTO MeHIo
2
£
3
g
®
_5 T Poataluyeati o6'ekTi Ha cueHi,
4 BCTAHOBNTH Y4&C NPOXCOMEHHA PIBHA, o TIOSBA PABUH- -~~~ -~ I
= pO3TalLYBaTM FPaBLA Ha NOYaTKOBOMY
3 Mepesanyck acTepoig
=
o
T
[=%
[
G
w
5 BinoGpasuTu expaH
g > nopaski pazom is
o CTaTUCTHKOW
£
] ) OBparw ailo TNepesanyck
@ Taiimep
£
)
4] Cmep'rb rpasus
5 Mepesanyck
g ° ‘ Bigobpasnu expar
ol g nepemMori pasom i3
<1gr BinoGpaantn : CTaTUCTUKOI
= MEHI0 nayan 06pa u gl
= H MoeepHyTHCA go
] FONOBHOMD MEHK
)
o
15
BEuTwn Bopora
prmmmmm e b Ta HapaxysaTi
H rpasLyo banw
""”""""""'"'""”: H i H Bapaxysati GoHyc
' H [ pommmme > Ta 3HALLMTK AOTO
””””””””””””””””””””””””” Mpogomxuru rpy 777" Lo : Ha kapTi

3HaxoOKeHHA hiHanbHoro
MeTegpuTa

"

e

NinGip Gonycie

MinGip GoxyciB

KopueTtysay
KepyBaHHs iIrpoByMM NpoLEecom

B6uBcTBO BOpora

E
Mayaa ¢---*

Pucynox 1.3 — Mogenp 6i3HEC-TIpOIIECy IrpOBOTO MPOIECY

bizHec-mpoiiec irpoBoro mporecy MOYMHAETHCS 13 3aBaHTaXeHHs piBHs. Lleit
eTarl BKJItouae B ce0e cripoOy 3aBaHTKEHHS JaHUX PiBHA 3 dainy ¢opmary .dat. ¥V
BUMAAKY YCHIXy TpOIeC NepexoauTh JO0 HaJallTyBaHHS pIBHS. Sxmo
3aBaHTaXCHHS HE BAAETHCS, CUCTEMA JIOTYE TTOMUIIKY.

[Ticns ycnimHOro 3aBaHTaXKEHHS! PIBHS BIIOYBA€ThCSl MOTO HaJallITyBAaHHS.

e BkIrOYa€ BCTAHOBJICHHS TaliMepa piBHS, PO3MIIIICHHS BCIX HEOOXITHUX ITPOBUX
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00'eKTIB Ha KapTli Ta BU3HAYCHHS MOYATKOBOI MO3MUIi IpaBlsl HAa CTapTOBOMY
acTepoinl.

HacTtynHuM K11090BUM eTaroMm € 0e3nocepeaHbo irpoBuii mporec. OCHOBHI
i TPaBIls BKIIIOYAIOTh:

- MEepeMIlIEHHs: TpaBellb MOXKE BIIBHO TMEpPEecyBaTUCS IO PIBHIO,
nepecTpyoyroun 1o actepoimzam (TUM caMuM 3a0e3Meuyroud  IPOCTOPOBY
HaBITaIlio).

— B3a€MOJIIsl 3 BOpOraMu: rpaBellb Moxke Ooportucsa 3 Boporamu. [Ipum
YCHIIIHOMY 3HUILIEHHI BOpOra, TpaBLt0 HApaXxoBYIOThCs 6anu. ['paBelib Takoxk Moxe
OTPUMATH IIKOAY BiJl BOPOTIB.

- mia0ip OOHYCIB: Ha PiBHI MOXKYTh OyTH po3TalioBaHi OOHYCH, Taki SIK
anTe4Ku, HoBa 30post a00 J10/1aTKOBA aMyHIlIIlisl 10 30poi.

— CMEpPTh IpaBLs: rpaBellb MOXKE MOMEPTH B OTPUMAHOI IIKOJIU BiA
BOPOTiB 200 BiJ MaJIIHHS 3 aCTepoifa y YOpHY Hipy.

- naysa: y OyIp-SKMii MOMEHT ITPOBOrO MIPOLIECY TpaBeUb MOXKE
MIOCTaBUTH TPy Ha May3y.

[1ix gac irpoBOrO Mpouecy MOCTIMHO Mpalioe Taitmep piBHA. SKIo yac Ha
MIPOXOJIPKEHHS PIBHS BUYEPIIAHO, TPaBellb Mporpae. PiBeHb BBAXKAETHCS YCITIIITHO
3aBEPIICHUM, SKIIIO TPaBellb BYACHO JICTAETHCA JI0 KIHIIEBOTO acTepoifa.

IrpoBuit mporiec Moxe OyTH TepepBaHUil CTaHOM TMay3H, MOpa3ku abo
IEPEMOTU:

— MEHIO Tay3H: JOCTYIHE MiJ Yac TpU. 3 MEHIO May3u IpaBellb MOXKe
MOBEPHYTHUCS 10 IOTOYHOI I'PU, MEPE3aNyCTUTH PiBEHb a00 BUMTU JI0 TOJIOBHOTO
MEHIO.

— MEHIO TIOpa3KH: TIOKAa3yeThCS TPaBII0 y BHUMAAKY CMepTi abo
3aKiHYEHHS dYacy. 3 IbOTO MEHIO TpaBellb MOXKE IEpe3almyCTUTH pPiBeHb abo
MOBEPHYTHUCS 1O TOJIOBHOT'O MEHIO

- Mento nepemoru: Iloka3yeTbcs rpaBlito MICs yCHIIIHOTO 3aBEPLICHHS

piBHA. 3 IILOTO MEHIO TPaBEIlh MOKE JIMIIIE TOBEPHYTHUCS JI0 TOJIOBHOTO MEHIO.
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[Ticast BUXOAy 0 TOJIOBHOTO MEHIO 3 MEHIO May3H, MOpPa3Ku Y MEepeMOrH,

MOTOYHUH ITPOBUM MPOILIEC JJIs1 JAHOTO PIBHS 3aBEPIILY€THCA.

Jlist MojentoBaHHS O13HEC-TIPOIECY PENaKTopa PIiBHS BUKOPUCTOBYETHCS

BPMN wmonens (pucyHok 1.4).
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Pucynox 1.4 — Mopens Oi3HEC-TIpoLIeCy pelaKTopa piBHIB
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[Ipomiec pemaryBaHHS PiBHS MOYMHAETHCS 3 TOTO, IO T'PaBEIlb MEPEXOAUTH [0
penakTopa piBHsS 3 TOJOBHOTO MeHIo rpu. Lle ocHoBHUM 1HTEpdeiic A podoTH 3
piBHeM. TyT rpaBenb MOke BUKOHYBAaTH HACTYITHI Jii:

- pO3MillyBaTH O00'€KTHU: TpaBellb oOupae Tum o0'ekTa (HaNpHUKIAI,
MOYaTKOBHMM UM KIHIIEBHM acTepOill, BOPOTiB, OOHYCH) 3 MEHIO BUOOPY 00'EKTIB Ta
po3Minrye Woro Ha piBHI. [Ipu po3mimieHHI BigOyBa€eThCs MEpeBipka Ha KOMI3ii.
S0 00'€KT MEpeTUHAETHCA 3 1HIIMM, PO3MIIICHHS 3a00pOHSA€ETHCS, 1 00'€KT IS
PO3MIILIEHHS BUAUISIETHCSI YEPBOHUM KOJIBOPOM. Takok € 0OMexXeHHs Ha KIJIbKICTh
00'eKTIB MEBHOrO TUNY (IOYATKOBHUI Ta KIHLUEBHM acTEpOid MyCATh OyTH JIMILIE
OJIHMMH Ha PiBHI).

— BUJQISTH OO'€KTU: TpaBellb MOXXE BUJAISATA PO3MIIIEHI Ha pIBHI
00'eKTH.

- HaJaIlllTOBYBaTH dYac pIiBHI: TpaBellb MOXE BCTaHOBUTH dac,
BIJIBEJICHUI Ha MPOXOHKEHHS JAHOTO PIBHS, B MEXaxX MEBHOIO Jiama3ony (Big 60
1o 180 cexyHn).

- 30epiraTi piBeHb: TpaBellb MOKE 30€perTH piBeHb y 0OpaHOMY CJIOTI
30epexxeHHs. [lim yac 30epekeHHsS BIIOYBA€ThCS TMEpeBipka Ha HASBHICTD
HEOOX1THUX 00'€KTIB (IOYATKOBOTO Ta KIHLIEBOTO acrepoina). SKIio piBeHb He
BIJIIOBIJIAa€ BUMOTaM, 30€pEeKEHHS CTa€ HEMOXJIMBUM. Y pa3l MOMUJIKUA MpHU
30epeKeHH1, BOHA JIOTYETHCS KOPUCTYBady.

— OUYMCTUTHU PIBEHB: TpaBellb MOKE MOBHICTIO OYUCTUTH PIBEHb BiJl YCIX
PO3MIIIIEHUX 00'€KTIB.

— MMOCTaBUTH PEIAKTOP Ha May3y: rpaBellb MOKE BUKJIIMKATH MEHIO TIay3U
B PEIAKTOPI PiBHSL.

— MOBEPHYTUCST 7O TOJOBHOTO MEHIO: [I0O3BOJISIE TPABII0O BUWUTH 3
pemaKTopa piBHA 10 TOJIOBHOTO MEHIO T'PH.

- SKIIO TpaBellb 3aBaHTAXy€ pPIBEHb, 1 BUHUKAE TOMUJIKA TPHU
3aBaHTa)XCHHI, BOHA TAKOX JIOTYEThCS KOPUCTYBayy.

[Ipotiec penaryBaHHs piBHS 3aBEPIIYETHCS, KOJIU TPaBellb BUXOIUTD /10 TOJIOBHOTO

MEHIO 3 MEHIO May3H B PEJaKTOPI.
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BucHoBku 710 po3ainy

VY nepmomMy po3niii OyJi0o MPOBEAEHO TNEPEITUIIIOMHE OOCTEKECHHS
npeaMeTHoi 001acTi, cPopMyIbOBAaHO MOCTAHOBKY 3a]adi AUIJIOMHOTO TPOEKTY.
[TpoBeneHo neTanbHUN aHANI3 Cy4yacHOTO CTaHy IrpoBOi 1HAYCTPii, 30KpeMa KaHpy
Action. BusBieHo KITIO4YOBI MpoOJeMH HasSBHUX pillleHb. byio 3amponoHOBaHO
KOHIIEMI[I0 TpH, IO TMOEAHYE MpocTopoBy Hasiramito, LI Ha ocHOBiI aepesa
OPUMHATTS pIllIEHh Ta MOXJIMBICTh CTBOPEHHSI BIIACHUX pIBHIB. 31HCHEHO
MOPIBHSUIPHUIM ~ aHajli3 ICHYIOUMX aHAJIOriB Ta OOrPYHTOBaHO IIiepeBaru
3alpONOHOBAHOI PO3pOOKU. bBylio 3MOAENbOBAHO Ta OMMCAHO OCHOBHI Ol3HEC-
npotiecu y Buriisaai BPMN-miarpam, siki OXOIUIIOIOTE iIrpOBUH MIPOIIEC 1 peiaryBaHHs

PIBHIB.
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2 PO3POBJIEHHA BUMOT 10O ITPOTPAMHOI'O 3ABE3IIEYEHHSA

2.1  BapiaHTu BUKOPUCTaHHS MIPOTrPaMHOTro 3a0e3MeUeHHs

Jliarpama BapiaHTIB BUKOPUCTAHHS 3 KJIOYOBUMHU aKTOPaMU Ta OCHOBHUMU

GYHKIISIMU 3HAXOUTHCS Y TpadiyHOMY MaTepiaii, KpeciaeHHs 1.

B Tabmunsax 2.1-2.19 HaBeaeHO ONMKC BapiaHTIB BUKOPUCTAHHS MPOTrPaAMHOTO

3a0€e31eueHH.

Tabmuis 2.1 — Bapiant Bukopuctranus UC-01

Use case IrpoBuii npouec

name

Use case ID | UC-01

Goals Jlo3BonuTu TpaBLIO OpaTtd ydacTb B ITPOBOMY IMPOIIECI,
MPOXOMISTYM JOCTYIIHI PiBHI (KaMraHii a00 KOpUCTYBAIIbKi).

Actors I'paBennb

Trigger ['paBenp oOupae Ta 3amyckae Oynb-sIKMHM JOCTYNHHWA 1rpOBUI
PIBEHb.

Pre- ['paBers yBiimoB y meHto «Playy.

conditions

Flow of | . I'paBeup oOupae piBeHb. 2. PiBeHb 3aBaHTAXKYEThCH, 1

Events pO3IMOUnHAETHCA IrpoBUE Tpouec. 3. ['paBens 311iicHIOE A1l B Ipl
(Hagiraiis no piBHto, Bukopucrtauns 36poi, [1i10ip 6oHyciB). 4.
['pa TpuBae 10 MOMEHTY JOCSTHEHHS YMOBHU 3aBEPIICHHS PiBHS
(ITepemora a6o ITopaska).

Extension 1. Moxnusicts [locraButu rpy Ha may3y. 2. Ilim ugac rpu
B1JI0YBa€TbCA 3BOPOTHIM BIMJIIK Yacy, MpU AOCSITaHHI $IKOTO
TpaBellb BMUPAE

Post- PiBeHb 3aBepiieHO 3 TMEBHUM pE3yJIbTaTOM: TepemMora ado

Condition nopazka. llepexim 1m0 ekpany mnepemorn abo TMoOpasku 3
BIJIMOBITHOIO CTATHUCTHKOIO IIPOXOKCHHS PIBHS.

Tabmuusg 2.2 — Bapiant Bukopuctanas UC-02

Use case
name

CTBOpEHHS BIACHUX PiBHIB

Use case ID

UC-02
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[TpomoBxenHus Tabmmii 2.2

Goals Hagatu rpaBiHi0 MOXIIMBICTH PO3POOSSATH, 3MIHIOBAaTU Ta
30epirati BJacHI IrpoBi pPiBHI 3a JOMOMOTOI0 BOYIOBaHOTO
penakropa.

Actors I'paBens

Trigger I'paBenp yBiHmoB y meHio «Level editor»

Pre- I'paBenib mepeOyBae B akTHUBHIN IrpoBid cecii Ha Oyab-IKOMY

conditions PIBHI.

Flow of | 1. IpaBemp mepexomutTh y MeHIO pemakropa 2. I'pasers

Events BUKOPUCTOBY€E 1HCTpyMeHTH s Po3mimienHs o00'ekTiB Ta
Bunanenns o0'extiB. 3. ['paBens Mmoxke KepyBaru 30epexeHHIM
piBHIB (30epiratu mporpec, 3aBaHTaXyBaTu ICHYIOUl piBHi). 4.
[Ticnst 3aBepiiieHHs 3MiH, TpaBellb 30epirae piBeHb.

Extension 1. ITpu 36epexxeHH1 Moxke 3HagoOuTHCs [linTBepIKeHHST BUOOPY
aii. 2. Cuctema Moxe oOMeXKyBaTu i a0 HaJlaBaTH MiJIKa3KU
IIPY HEKOPEKTHOMY pelaryBaHHi.

Post- CtBOpEHO 200 OHOBJIEHO (HailT BIACHOTO IFPOBOTO PiBHS IPABIIA.

Condition

Tabnuug 2.3 — BapianT Bukopuctanus UC-03

Use case Hagiraiist mo piBHIo

name

Use case ID | UC-03

Goals Jlo3BoMTH TpaBIIO TMEPEMINIyBaTH CBOTO TMEpCOHaXka abo
OTJISAJIaTH ITPOBE OTOUEHHS B MEKax PiBHSI.

Actors ['paBennb

Trigger ['paBenib BHKOPHUCTOBYE TPUCTPOi BBEACHHS sl KEpyBaHHS
PYXOM TepcoHa)ka abo KaMeporo ITiJ1 Yac TpU Ha PiBHI.

Pre- ['paBerts rpae Ha OyAb-sIKOMY 3 PIBHIB

conditions

Flow of | 1. I'paBentb BUKOPHUCTOBYE KIaBIlIl s pyXy (BHepen, Ha3al, B

Events CTOPOHM, CTpUOKH, TpHUCKOopeHHs). 2. Cucrema BiAMOBIIHO
3MIHIOE TIO3MI[I0 Ta CTaH IFPOBOTO IMEpCOHaka Ha piBHI. 3.
['paBelib BHUKOPHCTOBYE MHUILY I KEPYBAHHS HAIMPSIMKOM
nonsiny (kameporo). 4. Cuctema BIANOBITHO 3MIHIOE OIS
rpaBIIsl.

Extension ['paBerr Moke BIACTH O YOPHOI AipU 1 3aTUHYTH.
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[TponmoBxenus Tadmmi 2.3

Post-
Condition

[To3wuitis Ta/ab0 HANPSMOK OTJISIY TPaBIls 3MIHEHI.

Tabnuusg 2.4 — Bapiant Bukopuctanus UC-04

Use case Buxopucranus 30poi

name

Use case ID | UC-04

Goals JI03BONUTH TPaABII0 3aCTOCOBYBAaTH OOpaHy 30pOr0 MJid aTaku
BOPOTiB a00 X crlaBHEPiB

Actors I'paBenb

Trigger ['paBerr BUKOPUCTOBYE MOTOYHY 30pOr0 (HATUCKAE JIIBY KHOIKY
KOMIT FOTEPHO1 MUIII1).

Pre- I'paBenib nepeOyBae Ha PiBHI, Mae 30poro0

conditions

Flow of | 1. I'paBenb 3acTtocoBye 30poro. 2. Cucrema oOpoOIse IF0 JIiF0

Events 3TiJIHO 3 XapaKTepUCTHKaMU MOTO4YHOI 30poi. 3. Skmio araka
Bpaxkae 1uIb (Bopora abo cmaBHEp), CHCTEMa OOYHUCIIOE
pe3ynbTar (MOUIKO/PKeHHST a00 3HuIeHHs). 4. Y pasi ycmixy
IPOTU BOpOra MOXKe BiAOyTHCS 3HUIIEHHS BOPOTIB, IO MOXE
npu3BecTH 10 HapaxyBanHs O0HYCIB.

Extension 1. Henocrarubo 6oemnpumnaciB. 2. 30post Ha nepe3apsiii abo Mae
3aTPUMKY MDXK MOCTpijamMu. 3. ATaka He BIy4HJia B I[iJIb, TOMI ,
B1JI00pa3UTH CIIIJ1 BiJ MONaAaHHs Kyl Ha iepemkoni. 4. ['pasers
MOK€ BUKOHATH 3MiHY THITIB 030pOEHHS Tepe]] BUKOPUCTAHHIM
1HI1101 30pO1.

Post- 30post Oyna BHUKOpHUCTaHA, MOXJIMBI 3MIHM B CTaHi I

Condition (3MeHIIeHHs 370pOB’s) Ta rpaBLd (BUTpaTa OOenpunacis).

Tabnuusg 2.5 — Bapiant Bukopuctanus UC-05

Use case [Tin6ip 6onyciB

name

Use case ID | UC-05

Goals Jlo3BoyuTH TpaBIio MiAOUpaTH OOHYCHI MPEAMETH, 3HANICH] Ha
piBHI.

Actors I'paBenpb

Trigger ['paBerp HAOMMKAETHCS 10 OOHYCHOTO MpPEAMETA Ha PiBHI
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[TpomoBxenHs Tadbmmii 2.5

Pre- I'paBenib Tpae Ha PiBHI, HA ITOTOYHOMY PiBHI MPHUCYTHI OOHYCHI

conditions IPEIMETH.

Flow of | 1. I'paBernb KOHTAKTY€E 3 OOHYCHUM IIPEAMETOM (IIPOXOTUTH Yepe3

Events HBOTO). 2. Cuctema peectpye dakt maodopy 6onycy. 3. Jlo ctany
TpaBIld 3aCTOCOBYEThCS BUAMOBITHUN edeKT Big OOHYCY
(BITHOBJIEHHSI 3I0pOB's/mofaTkoBa amyHiis). 4. BoHycHwmit
MPENIMET, K MPaBUIIO, BUAAISIETHCS 3 IPOBOTO CBITY.

Extension 1. I'paBenb BXke Ma€ MakCUMaJdbHUI eeKT BiJ I[OTO OOHYCY, 1
migbip irHopyetbesa. 2. I'paBellb He Ma€ BIANOBITHOTO THITY
030pO€EHHS J1sI LILOTO OOHYCY, 1 MiA0Ip ITHOPYETHCS

Post- BbonycHuit mpenMer miiiopaHo, BiAMOBIIHUNA €PEKT 3aCTOCOBAHO

Condition JI0 TpaBIlsl, OOHYCHUM TIpeIMeT OiIbIlle He IPUCYTHIM HA PiBHI.

Tabnuusg 2.6 — Bapiant Bukopuctanus UC-06

Use case 3aBepIleHHs 1 BIIOOPaKEHHS pe3yJIbTaTIB PiBHSA

name

Use case ID | UC-06

Goals Bi1o6pa3uTu rpaBIfio pe3yabTaTi IPOXOKEHHS piBHS (TIepeMora
a00 mopaska) Ta BIANOBIAHY CTaTUCTHUKY.

Actors ['paBennb

Trigger IrpoBuii piBeHb JOCSAT YMOBHM 3aBEpIICHHA (mepeMora 3a
JTOCSTHEHHSIM  (DiHAJIBHOTO — acTepoiny abo Tmopaska 3a
4acoM/310POB'SIM/TIAJIIHHSM).

Pre- ['paBens rpae Ha piBHi (B pamkax UC-01). PiBeHp nocsir ymoBu

conditions 3aBEPIICHHS.

Flow of | I. Cuctema BusBIs€, IO PIBEHb AOCIT YMOBHM 3aBEPIICHHS

Events (nepemora abo nopaska). 2. IrpoBHii mpoiiec Ha MOTOYHOMY PI1BHI

3. Cucrema 30HMpae CTAaTUCTHYHI JIaHi
(mabpani
o). 4.

pe3ynbrar piBHA (mepemora abo mopaska). 5.

IIPUITNHAECTBCA.

MPOXOKEHHS piBHS OYKH, qyac

IPOXOPKEHH1/BU>KUBAHHS Cucrema BU3Ha4ae
Cucrema
BiJI0OpaXkae BIJMOBIAHUN eKpaH 3aBepiueHHs piBHA ("MeHio
YCHIIIHOTO 3aBepileHHs piBHA" abo "Mento nporpamry"). 6. Ha
eKpaHi BioOpakaroThCs 310paHi CTATUCTUYHI JJaH1 Ta Pe3yabTar

piBHa. 7. IpaBenb O3HAHOMIIIOETHCS 3 pe3yIbTaTaMu Ta

CTaTHCTHKOI0. 8. ['paBerb 00uMpae mogaIbIry Jit0
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[TpomoBxenHs Tabmwmii 2.6

Extension 3apaxyBaHHsI POXOPKEHHSI PIBHS, SIKIIO 11€ PIBEHb KaMMaHii
Post- IrpoBmii piBeHb 3aBepiieHo. [paBiio BiTOOpakeHO €KpaH
Condition pe3yabTaTiB 31 CTAaTUCTUKOIO. [paBerb TOTOBHM 110 BUOOpY

NOJANBIIUX T 1032 MeXaMH MPOUIEHOTO PiBHS.

Tabmums 2.7 — Bapiant Bukopuctanus UC-07

Use case ['pa Ha piBHSX KaMIlaHii

name

Use case ID | UC-07

Goals Jlo3BOIUTH  TpaBLIO  MPONTH  3a3Jajeriip  CTBOPEHI
PO3pOOHKKAMHU PIBHI B paMKaX CIOXKETHOT KaMITaHii.

Actors I'paBenb

Trigger ['paBens 0OUpae 0uH 3 TOCTYMHUX PiBHIB CTAHJAPTHOI KAMITaHIi
B MEHIO BUOOpPY pIBHIB.

Pre- ['paBers nepedyBae y MeHI0 BUOOpY piBHIB. JlocTynHuii xoua 6

conditions OJIUH PIBEHb KaMIIaHii.

Flow of | 1. I'paBenib obupae piBeHb kammanii. 2. CucreMa 3aBaHTaXKY€

Events oOpaHuil piBeHb KamnaHii. 3. PO3nounHa€eThCS IrPOBUIL IpoLIEC HA
BuOpaHomy piBHi (auB. UC-01).

Extension VYeniniHe MpPOXOMKEHHS PIBHSA KaMIaHli MOXKE TMPU3BECTU 10
BiakputTa HOBUX PiBHIB KaMIIaHii, SKIII0O BOHU HE OyJId BIAKPUTI
paHiie.

Post- Po3mouaro irpoBuii mpoiiec Ha BUOpaHOMY PiBHI KamIiaHii, abo

Condition CUCTEMa IMOBEpHYNacs IO MEHI0O BUOOPY pIBHIB Yy BHUMNAAKY

ITOMMJIKH 3aBaHTaXCHHA.

Tabnuusa 2.8 — BapianT Bukopuctanas UC-08

Use case ['pa Ha KOpHUCTYBaLLKUX PIBHSIX

name

Usecase ID | UC-08

Goals Jlo3BONIUTH TPABIIO 31rpaTH Ha PiBHIX, CTBOPEHUX HUM CaMHUM
a00 3a JOTMOMOTOI0 pe/laKTopa PiBHIB.

Actors ['paBenb
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[Tponosxxenns Tadbmwmi 2.8

Trigger I'paBenib oOMpae OIUH 3 JOCTYMHUX KOPUCTYBAIlbKUX PIBHIB B
MEHIO BUOOpPY PiBHIB.

Pre- ['paBenis mepebyBae y MeHIO BUOOpPY piBHIB. ICHYIOTh 30epeskeHi

conditions KOPHUCTYBAIIbK1 PiBHI.

Flow of | 1. IpaBenb oOupae kopuctyBalbkuii piBeHb. 2. Cucrema

Events 3aBaHTAXY€ oOpaHumii KOPUCTYBalbKUHI PIBCHB. 3.
Po3mnounHaeTbes 1rpoBuii mpoiiec Ha BuOpanomy piBHi (auB. UC-
01).

Extension MoskiBa TOMUJIKA MPY 3aBaHTAXEHHI KOPUCTYBAIIbKOTO PIBHA,
AKIIO (DAl piBHS MOIIKOIKEHUI a00 B1ICYTHIN.

Post- Po3nowaro irpoBuii mpouec Ha BUOPAaHOMY KOPHCTYBalbKOMY

Condition piBHI, a00 cuCTeMa MOBEpHyJacs IO MEHI0 BUOOpPY PIBHIB y

BHUITAIKY IIOMHAIJIKH 3aBaHTAKCHHAI.

Tabmuusg 2.9 — Bapiant Bukopuctanus UC-09

Use case [TocTaButu rpy Ha nay3y

name

Usecase ID | UC-09

Goals J103BOJIUTH TPABII0 TUMYACOBO MPU3YIUHUTH ITPOBUI MTPOLIEC.

Actors I'paBennb

Trigger ['paBens HaTHCKae KiaBilly, MPU3HAYCHY JUISI BUKIUKY MEHIO
nay3u "ESC" mij gac irpoBoro mpoiiecy.

Pre- ['paBers nepeOyBae Ha piBHI (B pamkax UC-01).

conditions

Flow of | 1. TpaBemp iHimiroe nir0 may3u. 2. IrpoBuit  mporec

Events npu3ynuHseThes. 3. Ha ekpaHi B11oOpakaeThCs MEHIO May3u.

Extension 3 MEHIO Tay3u rpaBellb MOXKE€ BHOpATH: MOBEPHYTHUCS JIO T'PH,
Nepe3aryCTUTH piBeHb 400 BUNWTH JIO TOJIOBHOTO MEHIO.

Post- [rpoBwuii mpoliec Mpu3ynmuHEHO, BiI0OpakaeThCsl MEHIO TIay3H.

Condition

Tabmuus 2.10 — Bapiant Bukopuctanns UC-10

Use case
name

Po3smimieHHs 00'€KTIB

Use case 1D

UC-10
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[Tponosxenus Tadmmii 2.10

Goals J103BOJIUTH TPABITIO JIOAaBaTH IrpoB1 O00'€KTH HA CTBOPIOBAHUM
a00 piBEHb.

Actors I'paBens

Trigger ['paBenib 0Oupae TN 00'ekTa B MEHIO BUOOPY 00'€KTIB peiakTopa
Ta HATUCKAE JIIBY KHOIIKY MUIII Ha BUIbHIHN JIJISHII IFPOBOTO TTOJISI
B peIaKTopi.

Pre- I'paBenib mepebyBae B MEHIO CTBOPCHHs/pefaryBaHHsl piBHS (B

conditions pamkax UC-02). I'paBers oOpaB Tum 00'eKTa A pO3MIIICHHS.

Flow of | 1. I'paBenib Bkazye Micie Al po3mimieHHs: o0'ekra. 2. Cucrema

Events NepeBipsie  MOXJIUBICTH  PO3MIIIEHHA (HAsIBHICTh  KOJIi3iH,
OOMEXEeHHS KUTbKOCTI). 3. SIKIIO pO3MIIIEHHS MOXJIUBE, 00'€KT
JOJTAETHCS HA PiBEHb. 4. SIKII0 pO3MIIIIEHHSI HEMOXJIMBE, CUCTEMA
BI3yaJIbHO TMOBIIOMJISIE TMPO TIOMUJIKY, MIJICBITUBIIN OO0’ €KT
YEPBOHUM.

Extension OOMexeHHsI Ha KUIbKICTh JEAKUX O0'€KTIB (HampukiIaj,
MIOYaTKOBA Ta KIHILIEBA TOYKM). BizyanbHa 1HAMKALIA (YEPBOHMIA
KOJIIp) MPY HEMOKIIUBOCTI PO3MIIIICHHS.

Post- OO6'exT posMilieHO Ha piBHI (ab0 cucTemMa MOBIAOMUIA TPO

Condition HEMOJKJIUBICTh PO3MIIICHHS).

Tabmuus 2.11 — Bapiant Bukopuctanns UC-11

Use case Bunanenus 06'exTiB

name

Usecase ID | UC-11

Goals JI03BONIUTH TPABLIO BUAAIATH IrpOBI 00'€KTH 31 CTBOPIOBAHOIO
ab0 pearoBaHoro piBHs.

Actors ['paBennb

Trigger ['paBers HaTHCKaE IPaBy KHOIKY MHUIII HAa PO3MIIIIEHOMY 00'€KTi
B PEIAKTOP1 PiBHIB.

Pre- ['paBenp mepebyBae B MEHIO CTBOPEHHs/penaryBaHHsI piBHA (B

conditions pamkax UC-02). Ha piBHI nnpucyTHi 00'€KTH.

Flow of | 1. I'paBenib BKkaszye Ha 00'exT 15 BUaaneHHs. 2. Cuctema Buaaise

Events oOpaHuit 00'€KT 3 PiBHS.

Extension -

Post- OOpanuii 00'€eKT BUAAICHO 3 PIBHSL.

Condition
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Tabmuis 2.12 — Bapiant Bukopuctanas UC-12

Use case KepyBanus 30epexeHHIM piBHIB

name

Usecase ID | UC-12

Goals Jlo3BonuTH TpaBil0 30epiraTd MOTOYHUN CTaH CTBOPIOBAHOIO
PIBHS, 3aBaHTA)KyBaTH paHilie 30epexeH1 piBHI.

Actors I'paBensb

Trigger ['paBenib 0oOupae 30eperTv piBeHb B OAMH 3 TPbOX JOCTYIMHHX
CJIOTIB, 200 3aBaHTAXKUTH JIOCTYITHUM PIBEHb

Pre- I'paBenib mepebyBae B MEHIO CTBOPCHHS/pefaryBaHHsl piBHS (B

conditions pamkax UC-02).

Flow of | 1. I'paBenib HaTHCKaEe HA KHOMKY 30epeKeHHsI a00 3aBaHTaKCHHSI

Events daity 2. I'paBens miaTBepKye cBOIO nit0 3. I'paBenp 30epirae
ab0 3aBaHTaXXy€ PiBEHb

Extension [Tommnika 30epekeHHsT 4Yepe3 HEKOPEKTHICTh piBHA. [lomuiika
3aBaHTAXCHHS Yepe3 BIACYTHICTh a00 MOIIKOHKEHHS (ailty.

Post- PiBeHn 30epexeHo, 3aBaHTaXKEHO BIANOBIAHO 0 BUOOPY I'paBIIs

Condition (abo cucTema noBigOMUIA IPO TOMHUIIKY )

Tabmuug 2.13 — Bapiant Bukopuctrannst UC-13

Use case OunineHHs 00’ €KTIB

name

Use case ID | UC-13

Goals OuwncTuTH BCl 00’ €KTH HA PiBHI

Actors ['paBennb

Trigger ['paBerp HaTHCHYB Ha KHONKY «OYUCTUTH BC1 00’ €KTH»

Pre- ['paBers mepebyBac B MEHIO CTBOPCHHS/penaryBaHHsI PiBHS (B
conditions pamkax UC-02).

Flow of | 1. I'paBenb HaTHCKae Ha KHONKY OYMIIEHHS piBHI 2. 3a
Events M1ATBEPIKEHHSIM, PIBEHb OUUILY€ThCS

Extension -

Post- Jis abo BUKOHaHA (SKIO TMIATBEPIKEHO), 00 cKacoBaHa (SKIIIO
Condition B1JIMOBJICHO).
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Tabnuis 2.14 — BapianT Bukopucranus UC-14

Use case 301IbIIEHHS ITPOBOTO PaxXyHKY

name

Usecase ID | UC-14

Goals 30UTBIINMTH ITPOBHM pPaxyHOK TpaBlsd SIK BHHAropomy 3a
3HUIIICHHS] BOPOTiB

Actors I'paBensb

Trigger ['paBenib 3HMIITYy€ Bopora ab0 HOTo CriaBHEP Ha PiBHI.

Pre- IrpoBuii mponiec aktuBHui. Ha piBHI mpHCYTHI BOoporu abo

conditions CIIaBHEPH.

Flow of | 1. I'paBenib BUKOHYE J1i10, 1110 TPU3BOAUTH JI0 OTPUMAHHS OOHYCY

Events (3HUILIEHHS Bopora abo Horo cnaBHepa). 2. Cucrema peecTpye
nofito. 3. Cucrema AoAae BIAMOBIHY KUIBKICTh OYOK JIO PaXyHKY
TpaBILd

Extension Pi3Ha KUTBKICTh OYOK 3a Pi3HI TUIIA BOPOTIB.

Post- IrpoBuit paxyHOK rpaBIis 3017BIIIEHO

Condition

Tabmuusg 2.15 — Bapiant Bukopuctranns UC-15

Use case 3HUIIEHHS] BOPOTIB

name

Usecase ID | UC-15

Goals J103BOJIMTH IPABIIO YCYBATH MTPOTUBHUKIB HA IPOBOMY PIBHI.

Actors ['paBennb

Trigger 310pOB'st BOpOTra OMYCKAETHCS 10 HYJISl BHACHIIOK aTaKy TpaBLs.

Pre- Boporu npucyTHi Ha piBHi. ['paBelb arakye Bopora (B pamkax

conditions UC-04).

Flow of | 1. T'paBeup 3aBaae mkonu Bopory. 2. Cucrema BIJHIMA€E OYKH

Events 310poB'ss Bopora. 3. Skimo 3m0poB'ss Bopora crae <= (0, Bopor
sHuIyeThes. 4. Cuctema HapaxoBye OOHYCH TpaBIlO 3a
3auIIeHHs Bopora (auB. UC-14).

Extension Pi3H1 THII BOPOTIB MarOTh pi3HE 370POB'S Ta OTPUMYIOTH PI3HY
IIKOAY Bia pi3HOi 30poi. AHIMaIlisl 3HUINEHHS Bopora (BHOYyX)
BIJIITPAETHCS MICIHS X CMEPTI.

Post- Bopora 3HMIIEHO Ta BHAAQJIEHO 3 IrPOBOrO CBITY. [paBliio

Condition HapaxoBaHO OOHYCH.
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Tabmuns 2.16 — Bapiaat Bukopuctanas UC-16

Use case 3MiHa TUIIIB 030POEHHS

name

Usecase ID | UC-16

Goals JI03BOJIUTH TPABII0 MEPEMUKATUCA MK TOCTYMHHUMH THUIaMHU
30poi.

Actors I'paBensb

Trigger ['paBeup iHiNiIOE KOMaHAYy 3MiHH 30poi (BUKOPHUCTOBYIOUU
MIPOTOPTAaHHS Kojieca KOMIT IOTEpHOI MHUIll) abo miadupae HOBY
30poto.

Pre- ['paBers Mae B iHBeHTapi OUIbIIIE OTHOTO TUITY 030POEHHS.

conditions

Flow of | 1. I'paBeup 1HIiLItOE 3MiHYy 30poi. 2. CucTemMa 3MIHIOE TOTOYHHM

Events aKTUBHHUM TUI 030po€HHs TpaBls. 3. BisyanbHe BiIoOpaxKeHHs
30poi Ta iHTepdeicy OHOBIIOETHCS BIAMOBIIHO J0 HOBOTO THITY
30poi.

Extension -

Post- AKTHBHUHI TUII 030pOEHHS TPABLSI 3MIHEHO.

Condition

Tabmuus 2.17 — Bapiant Bukopuctanns UC-17

Use case BinkpuTTa HOBUX piBHIB

name

Usecase ID | UC-17

Goals J103BOJIUTH IPABII0 OTPUMATH JOCTYII O HOBUX PIBHIB KaMMaHii
MICTISl YCIIITHOTO TIPOXO/KEHHS TTOTIePEIHIX.

Actors I'paBenb

Trigger VYeniniHe 3aBepiIeHHs piBHS KaMIIaHii.

Pre- ['paBerns npoxonuTh piBeHb kammnaHii (B pamkax UC-07).

conditions

Flow of | 1. I'paBenp ycmimHO 3aBepinye piBeHb kammanii. 2. Cucrema

Events nepeBipsie, YU € HACTYMHI PIBHI B KaMMaHii, SKi 1€ HE BIAKPHTI
Jutst TpaBis. 3. SIKIIO Taki piBHI ICHYIOTh, CHCTEMa BiJI3HAYAE iX
SIK TOCTYITHI JJIs1 TPaBIIs.

Extension -

Post- HoBgi piBHI kKamnaHii CTalOTh JOCTYIHUMH JIJIs1 BUOOPY IpaBLIEM.

Condition
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Tabmuus 2.18 — Bapiaat Bukopuctanas UC-18

Use case 3aBaHTa)KEHHS PIBHS

name

Usecase ID | UC-18

Goals [ligroTyBaty irpoBU CBIT Ta MEPCOHAXKA TPABI JJIA MOYATKY
IrpOBOTO MpOIEeCy Ha 0OpaHOMY PiBHI.

Actors I'paBensb

Trigger ['paBers o6upae piBers mis rpu (B pamkax UC-01, UC-07, UC-
08).

Pre- ['paBenib 0OpaB JOCTYMHUMN PIBEHb.

conditions

Flow of | 1. Cuctema oTpuMye€ 3alUT HA 3aBAHTAKEHHSA OOPAHOTO PIBHS. 2.

Events CuctemMa 3aBaHTaxye AaHl PIBHS 3 BiAmoBigHOTO (hailmy. 3.
CucteMa HaJalITOBy€e IrpOBE OTOYEHHS (po3Milly€e OO'€KTH,
BCTAaHOBIIOE TaiiMep). 4. CucreMa po3Mmilllye epcoHaxa rpaBIis
Ha MMOYaTKOBIM mo3utiii. 5. Po3moynHaeThes iIrpoBUiA MpoIiec.

Extension MoxrBa MOMUIIKA MPY 3aBaHTAKEHHI PiBHS, KO (aili piBHS
MOIIKO/KEHUM a00 BIJCYTHIH.

Post- IrpoBuii piBeHb 3aBaHTaXXEHO, ITPOBUI MpoIEeC po3moyaro, abo

Condition CUCTEMa MOBIAOMUJIA PO TOMMJIKY 3aBaHTAXKECHHS.

Tabmuus 2.19 — Bapiant Bukopuctanns UC-19

Use case [TosiBa BOpOTiB 31 CIIaBHEPIB

name

Use case ID | UC-19

Goals 3a0e3neunTy TMHAMIYHY MOSIBY BOPOXKUX CYTHOCTEU Yy IFPOBOMY
CBITI KOHTPOJIbOBAHUM YMHOM, CTBOPIOIOUN BUKJIMKH TSI TPABIISL.

Actors Cucrema

Trigger ['paBerib HAOMMXKAETHCS A0 30HU aKTHUBALlli ClTaBHEPa BOPOTIB.

Pre- CnaBHep BOpPOriB NMPHUCYTHINA Ha piBHI Ta akTUBHUU. KinbKicTh

conditions JKUBUX BOPOTiB, MOPOKEHUX IIMM CIIABHEPOM, HE TEPEBUIIYE

BCTAHOBJICHUH JIIMIT.
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[TponoBxenus Tadbmmi 2.19

Flow
Events

of | 1. I'paBenib BXoauTh B 30HY akTUBalli cnaBHepa. 2. Cucrtema
nepeBipsie yMOBH JJiA CHaBHY (HAsSBHICTh CIaBHEpa, JIMIT
BOPOTiB). 3. SIKIIO YMOBH BUKOHAHO, CHCTEMA MOPOIXKY€E XBUITIO
BoporiB. 4. Boporum 3'IBISIOTBCS Ha BHU3HAYCHUX TOYKAX
CIaBHEpa.

Extension

Boporu MoXyTb 3'SBISTUCS MEPIOANIHO XBIISIMH, JIOKU CITaBHEP
ICHYy€e Ta HE IMEepeBHILEHO JIMIT BoporiB. CrnaBHep Moxe OyTH
3HHIIEHUH TpaBIeM, IPUIHHSIIOUN 0SBy HOBUX BOPOTiB.

Post-
Condition

Ha piBHi 3'sBuiiacs HOBa Tpymna (XBUJISI) BOPOTIB, MOPOIKEHUX
CHaBHEPOM, ab0 CHUCTeMa MPOJOBKWIA OYIKyBaHHS YMOB JIJISt

CIIABHY.

2.2

Po3po6ienHs QPyHKIIIOHATBHUX BUMOT

[Iporpamne 3abe3nedeHHs po3aiieHe Ha MoayJi. KoxkeH Momyiab mMae CBii

neBHU HaO1p ¢yHkui. B tabmumi 2.20 HaBeneHO 3arajibHy MOJIEIb BHUMOT, a B

tabmumi 2.21 HaBegeHu onuc (QYHKUIOHAIBHUX BHMOT JI0 MPOTPAMHOTO

3a0e3nedeHHs. MaTpuilio TpacyBaHHsI BUMOT MOKHA ITOOAYUTH HA PUCYHKY 2.1.

Tabmnis 2.20 — 3arajipHa MOJIETTH BUMOT

No Hasga ID Bumoru [Ipioputern Pusuku

1 IrpoBuii nporuec FR-1 Bucokuit Bucokuit
1.1 LT Boporis FR-2 Bucokuit Bucokuit
1.2 [TosiBa BOpoOTiB FR-3 Bucoxkwnii Cepenniit
1.3 BousctBo Boporis | FR-4 Bucoxwuii Bucoxwnii
1.4 Cucrema FR-5 Cepenniit Hwuszpkuit

HapaxyBaHHs OaJiB
1.5 Cucrema naysu FR-6 Cepenniit Husbkuit
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HazsBa

ID Bumornu

[IpiopureTn

Pusukn

BinoOparxeHHs

3aBEpIICHHS PIBHS

FR-7

Bucoxui

Cepenniit

[IpuTamanHi iIrpoBi

MEXaHIKH

FR-8

Bucoxui

Bucoxunit

2.1

Peamizaris
MIepEMIILICHHS
MIEPCOHAXKA 10

P1BHIO

FR-9

Bucoxkui

Bucoxkui

2.2

Peanizariist po6otu

030pO€EHHS

FR-10

Bucoxui

Bucoxunit

2.3

Peamizamist 3minun

THUIIIB 030POEHHS

FR-11

Bucoxkuit

Cepenniit

2.4

Peanizamis
310pOB’ st

MepcoHaxa

FR-12

Bucoxuit

Bucoxuit

[IpoxomxeHHs

KaMIIaHil

FR-13

Bucoxkui

Cepenniit

3.1

MexaHi3m
IMOCJI1IOBHOTO
BIIKPUTTS PiBHIB

KaMIIaHii

FR-14

Bucoxkui

Cepenniit

Penakrop piBHIB

FR-15

Bucokuin

Bucokumn
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HazsBa

ID Bumornu

[IpiopureTn

Pusukn

4.1

Bizyamnizartis
00'€KTIB y

penakTopi

FR-16

Bucoxui

Bucoxunit

4.2

HanamryBanns
qacy piBHS B

penakropi

FR-17

CepenHiii

Hwuzpkuii

4.3

Po3Mmimenns
00’€KTIB y

penakropi

FR-18

Bucoxkuit

Bucoxui

4.4

Bunanenas
00’€KTIB y

penakropi

FR-19

Bucoxkuit

Cepenniit

4.5

Basnigariis piBas
nepen

30epeKCHHSIM

FR-20

Bucoxkui

Bucoxkui

4.5

MOXJIUBICTH

30epeKeHHS PIBHS

FR-21

Bucoxuit

Bucoxui

4.6

MOXIUBICTH
penaryBaHHS

30epeKEHOT0 PiBHS

FR-22

Bucoxkui

Cepenniit

4.7

MOX/IUBICTH
IIOBHOTO

OUUIICHHS PIBHS

FR-23

Cepenniit

Husbkuit
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HazsBa

ID Bumornu

[IpiopureTn

Pusukn

4.8

MOXJIUBICTH
3aImyCKy JUTsl TPU
KOPHUCTYBAI[bKHX

piBHIB

FR-24

Bucoxui

Cepenniit

Cuctema 300py

OOHYCIB

FR-25

Cepenniit

Husbkuit

5.1

[1in61p anTevok Ta
301IbIIIEHHS
310poB's (3

OOMEXKEHHSIM )

FR-26

Cepenniit

Cepenniit

5.2

Cucrema
yIIpaBIIiHHS
30poeto (1miadip
HOBOI 30poi,
J0JTaBaHHS B
1HBEHTAap, AMYHILIis

pu miaodopi)

FR-27

Cepenniit

Huspkuit

53

Cucrema
yIIpaBJIiHHS
aMmyHiniero (miaoip,
JIOJJaBaHHSI
MaTPOHIB,
00OMeKEeHHS

3amacy)

FR-28

Cepenniit

Huspkuit
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Tabmuis 2.21 — [epenik QpyHKIIOHATBHUX BUMOT

Haszea | Onmc

FR-1 3abe3reueHHs] OCHOBHOTO ITUKITY B3a€MOJIIi I'paBIlsd 3 IFPOBUM CBITOM,
BKJIIOYAIOUM TIEPEMIIIEHHS, 01 Ta B3a€MOIIIO 3 PIBHEM.

FR-2 Peanizariisi Ty4YHOTO THTENEKTY JIJISi KEPYBaHHS MOBEATHKOIO BOPOXKHX
CYTHOCTEH y IrpOBOMY CEPEIOBHIIII.

FR-3 OO6pobOka MexaHI3My TOSIBU BOpPOTIB Ha piBHI, 3 BHUKOPHUCTAaHHSIM
CIIaBHEPIB Ta 0OMEXEHHSIM KUJIBKOCT1 BOPOTIB Ha PiBHI.

FR-4 OO06po6Oka mpoliecy 3HUIIEHHS BOPOTIB IPaBIEM.

FR-5 Peamizaiiss (QyHKIIOHANBHOCTI I MIJPaxyHKy Ta B1IOOpa’KeHHs
HapaxoBaHUX I'PABITIO OaiB

FR-6 Hanmanas MOXIMBOCTI THMYacOBOI 3YIMHKH ITPOBOTO IIPOIECy 3
JOCTYTIOM /IO MEHIO Tay3H.

FR-7 BinoOpaxkeHHs ekpaHa 3 TMOBIJIOMJICHHSM TIPO 3aBEpILCHHS pPIBHS,
1H(OPMYIOUH TPaBIIs PO Pe3yNbTaT (MepeMora uu mopaska).

FR-8 BusnauenHss 0a30BHX IrpOBUX MEXaHIK, TIOB'S3aHUX 3 PyXOM
MEPCOHAXKa, B3AEMOJIIEI0 3 OTOUCHHSIM Ta 00€EM.

FR-9 3a0e3neueHHs MOMKJIMBOCTI TEpPEMIIIEHHsI ITPOBOTO TIEPCOHAXa ¥y
TPUBUMIPHOMY MPOCTOP1 PiBHS 3TITHO 3 AiSIMU TPABLIS.

FR-10 | Peamizamis MexaHi3My (YHKI[IOHYBaHHSI ITPOBOTO  O30pO€HHS,
BKJTIOYAIOYM MEXaHIKY CTPIILOU Ta B3a€MOIIT 3 LLIAMH.

FR-11 | HaganHs MOXJIMBOCTI TPaBLIO MEPEMUKATUCA MK PIZHUMH TUIIAMU
JTOCTYTHOT 30poi mij Jac rpu.

FR-12 | Peanizamisi cucteMu 370pOB's JUIsi MEPCOHa)Ka TPaBIls, BKIIOYAIOUU
OTPUMAaHHS IIKOJY Ta MOXJIMBE JIIKYBaHHS/B1IHOBJICHHSI.

FR-13 | Bu3nayenHst 3arainbHOi (YHKLIOHAJBbHOCTI, MOB'SI3aHOI 3 PEKUMOM
POXOJIPKEHHSI CTAHJAPTHUX PiBHIB, CTBOPEHUX PO3POOHUKAMH.

FR-14 | Peanizaiiss MexaHi3My MOCHIIOBHOTO JOCTYITY JO PIBHIB KaMIIaHii, Je

KOXXeH HACTYMHUHA pIBEHb  BIOKPUBAETHCS  MICHS  YCIHIIIHOTO

ITPOXO/PKCHHSA ITOIICPCAHBLOTO.
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[Tponmosxenus Tadbmmii 2.21

Haszea | Onmc

FR-15 | BuzHaueHHs BCbOTO KOMIUIEKCY (DYHKIIIHM, TOCTYITHUX KOPUCTYBady JIJIst
CTBOpEHHS Ta Moau(DiKallii BIaCHUX IrPOBUX PIBHIB.

FR-16 |3a0e3neueHHsi Bi3yadbHOTO BIJOOpPaKEHHS PO3MIIIEHUX Ha PiBHI
00'€KTIB y peIaKTOpi.

FR-17 | lo3Bin BcTaHOBMIOBaTH OOMEXKEHHS 4Yacy Ha  MPOXOKCHHS
CTBOPIOBAHOTO PIBHS B MeXkax 3a/1aHOr0 Jiana3oHy.

FR-18 | Hamanus ¢pyHKIIOHATBHOCTI JUIS JOJIaBaHHS IrPOBUX 00'€KTIB HA PIBEHB
y peIaKTopi.

FR-19 | Jlo3Bin kopucTyBady BUJAISATH PO3MIIIIEHI HA PiBHI IFPOB1 00'€EKTH.

FR-20 | Peanizamis mepeBipKd MLUIICHOCTI Ta KOPEKTHOCTI CTPYKTYpU PIBHS
nepe oro 30epekeHHSIM (HasABHICTh KIIOYOBUX 00'€KTIB).

FR-21 | HamanHs MOXJIMBOCTI 30€peXeHHS TOTOYHOTO CTaHy piBHS,
CTBOPEHOT0 200 B1JIpEaroBaHOr0 KOPUCTYBAUYEM.

FR-22 | Jlo3Bin 3aBaHTa)KyBaTH paHilie 30epeXeHl KOPUCTYBAllbKl PIBHI IS
MOJIAJIBIIIOTO PelaryBaHHs.

FR-23 | Haganus dyHKIii HOBHOTO BHUAJEHHS BCiX 00'€KTIB 3 TOTOYHOTO PiBHS
B pEIaKTOPIi.

FR-24 | Jlo3Bix rpaBIfio 3amycKaTy Ta IPOXOIUTH ITPOBI1 PiBHI, CTBOPEHI HUM.

FR-25 | ®dynkiionyBaHHs cucteMu OOHYCIB

FR-26 | Peanizauiga MexaHizMy migo0opy anTedok Jisl 301IbIIEHHS 300POB’ s

FR-27 | Peanizaris MmexaHi3My mig00py HOBOTO 030pOEHHS

FR-28 | Peanizaris mexaHi3my migoopy amyHilii 10 030poeHHS
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uc-01 uUc-02 UC-03 UC-04 UC-05 UC-06 UC-07 UC-08 UC-09 UC-10 UC-11 UC-12 UC-13 UC-14 UC-15 UC-16 UC-17 UC-18 UC-19

FR-1 X X X X X X X X

FR-2 X X X X X X X
FR-3 X X X X
FR4 X X X X X X X
FR5 X X X X X X X

FRE6 X X X X

FR-7T X X X X X

FR-8 X X X X X X X X

FRS X X X X X X
FR-10 X X X X X X X
FR-11 X X X X X

FR-12 X X X X X

FR-13 X X X X

FR-14 X X X X

FR-15 X X X X X X

FR-16 X X X X X

FR-17 X X X X X

FR-18 X X X X X X X X
FR-19 X X

FR-20 X X X

FR-21 X X X

FR-22 X X X X X X

FR-23 X X X

FR-24 X X

FR-25 X X X X

FR-26 X X X X

FR-27 X X X X X X

FR-28 X X X X X

Pucynok 2.1 - Matpuiis TpacyBaHHsI BAMOT
2.3  Po3poOrneHHs He()YHKIIIOHATBHUX BUMOT

HedyHkioHaTbHIME BUMOTaMHU ITHOTO JUTLIOMHOTO TIPOEKTY €:

[IponykTuBHICTE: Tpa mpaimroe y 60 kaapiB Ha CEKyHAy, IO 3a0e3neuye
CTaOILHUN ITPOBUI MPOIIEC.

3py4HICTh BUKOPHCTAHHS: HaBIraIlis Mo OCHOBHUX (DYHKIISIX HE MOTpedye

OinbIe 3-4 KITIKIB Y MEHIO.
2.4  AmnHan3 CUCTEMHHUX BUMOT

[Iporpamue 3abe3nedyeHHs MOBMHHO (DYHKIIIOHYBAaTH Ha TMEPCOHATBHUX
KOMIT I0TE€pax, CYMICHHX 3 ONepalliitHoro cuctemoro cimerictea Windows.

MiHiMalibHa KOHQITypallisi TEXHIYHUX 3aCO01B:

— OC: Windows 10 (64 Bit);

- 00‘em O3I1: 4 T°6;

— nporiecop: Intel Core 2 Duo;

PexomenmoBana koH]irypariisi TEXHIYHUX 3aCO01B:
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- OC: Windows 11 (64 Bit);
- 00‘em O3II: 8 I°0;

— nporecop: Intel Core i3;

2.5 AHaii3 eKOHOMIYHUX MTOKA3HUKIB POrpaMHOro 3a0e3neueHHs

Jlist ananizy ekoHoMiuHux nokasHuku [13 Bukopucraemo meron Use Case
Point (UCP). Lleit meTox 6a3yeThcs Ha aHami3i BapianTiB BukopuctanHs (Use Cases)
Ta akTopiB (Actors) CUCTEMH.

Ominka 3a metonmom UCP cknamaerbes 3 KiuibkoX etamiB. Crodatky
BHU3HAYarOThCs HeB3BaxkeH1 akTopu (UAW) Ta HeB3BakeH1 BapiaHTH BUKOPUCTAHHS
(UUCW). ani obuucmroroThest HeB3BakeH1 Use Case Points (UUCP). Hactynaum
KPOKOM € BU3HAYEHHS TEXHIYHOTO Ta CEPEIOBUIIHOTO KOE(DIIIEHTIB KOPUTYBAHHS
(TCF 1 EF). ITicna uporo po3paxoBytotbest 3BakeH1 Use Case Points (UCP), na
OCHOBI SIKUX OLIIHIOIOTHCS 3yCUILISA Ha pO3poOKy. 3aBeplaibHUM €Tal - pO3paxyHOK
€KOHOMIYHHX MTOKA3HUKIB.

[lepmum erarnoM € BU3Ha4YeHHs Ta 3BaxkyBaHHs akTopiB (UAW). Akropu - 11e
30BHIIIHI CYTHOCTI, SIKI B3a€MOJIIOTh 13 CHCTEMOI. Y HUIIJIOMHOMY IPOEKTI
OCHOBHMM akTopoM € KopucrtyBau. OCKUIbKM B3a€MOJAIS BIIOYBA€ThCS 4Yepes
rpadiunmii iHTepdeiic, bOTo akTopa KiacugikoBaHO K CKIaaHOro. BHECOK 11b0T0
aktopa B nokazHuk UAW BuzHaueHo y Tabnumi 2.22.

Tabmuug 2.22 — Tabaus akTopiB

AKTOp Tun Koedimient Kinbkicts Bnecok B
UAW
Kopucrysau Cxnagnuii 3 1 3

Bapiantu BHUKOpHUCTaHHS ONUCYIOTh (QYHKIIT cucreMu. [ anamizy
BUKOPUCTAEMO JlarpaMy BapiaHTiB BuKopucTaHHs (PucyHok 2.1) Ta neranbHuit

ormuc 19 BapianTiB Bukopuctanus (Tabmur 2.1-2.19).
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OuiHUMO CKJIaTHICTh KO>KHOTO BapianTa Bukopuctanus (Ilpoctuii, Cepennii,

CxutaiHuii) Ha OCHOBI OMKCY MOTOKY MOJiM Ta BpaxoBYyrO4H BKIItOUeHi (include) Ta

po3mHpeHi (extension) BapiaHTH BUKOPUCTAHHS, SIK 3a3Ha4eHO B Ta0muisax 2.1-2.19.

Barogi koeimieHTy 11t BapiaHTIB BUKOpUCTaHH (BianoBiaHo 10 Metoauku UCP):

[Ipoctuit - 5, Cepenniit - 10, Cxmagauii - 15. OmiHUMO CKJIQJHICTh BapiaHTIB

BUKOPHUCTaHHSA y Tabnuii 2.23:

Tabmui 2.23 — Tabnuis OiHKKA CKIaAHOCTI BapilaHTIB BUKOPUCTAHHS

Use Case ID Hassa BapianTa | Orminka ckiagHocti | Koedirient
BUKOPHUCTAHHS

UC-01 ['pa Ha IrpoBUX PIBHAX CxnagHuit 15

UC-02 CtBOpeHHS BinacHuX | CxiagHui 15
piBHIB

UC-03 Hagiraiiist mo piBHIO [Ipoctuii 5

UC-04 Buxopucranus 30poi Cepenniit 10

UC-05 [11161p OoHycCIB [IpocTuit 5

UC-06 3aBepHICHHS 1 | Cepenniit 10
B1JI0OpaKEeHHS
pEe3YJIbTATIB PIBHSA

ucC-07 ['pa Ha piBHsx kammanii | [IpocTuit 5

UC-08 I'pa Ha xopucryBaubkux | [IpocTuii 5
PIBHSIX

UC-09 ITocraButu rpy Ha nay3sy | [Ipocrtuii 5

UC-10 Po3mimenns 06'exTiB Cepenniit 10

UC-11 Bunanenns 00'extiB [IpocTuit 5

UC-12 KepyBanns 360epexxennsim | Cepennii 10
piBHIB

UC-13 OunieHHs 00’ €KTIB [Ipocrnii 5

UC-14 301IbIIEHHS irpoBoro | [Ipoctuit 5
paxyHKy

UC-15 3HUIIIEHHS BOPOTIB Cepenniit 10




[TpomoBxenHs Tadbmmii 2.23
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Use Case ID Hassa BapianTa | Orminka ckiagHocti | Koedirient
BUKOPUCTAHHS

UC-16 3mina TumiB 030poenns | [Ipoctuit 5

UcC-17 Biakpurta HoBuX piBHIB | [IpocTwii 5

UC-18 3aBaHTaXXEHHS PiBHS Cepenniit 10

UC-19 [TosiBa BOPOTIB 31 | CepenHiit 10
CIIaBHEPIB

Hactynmaum  etamoMm  mijjpaxye€Mo  3arajibHy  KUIbKICTh  BapiaHTIB

BUKOPHUCTAHHS 3a CKJIaJHICTIO Ta po3paxyeMo UUCW y tabnuii 2.24:

Tabnuus 2.24 — 3arajibHa CKJIAJIHICTh BapiaHTIB BUKOPUCTAHHS

CKi1aggicTh Koedirmient KinskicTs Buecok B UUCW
BapiaHTa BapiaHTIB

BUKOPHUCTAHHS BUKOPHUCTAHHS

[IpocTuii 5 10 50

Cepenniit 10 7 70

Cxnagnuii 15 2 30

Bcroro 19 150

Hactynmaum etanom € po3paxyHok HeB3BakeHux Use Case Points (UUCP).

s Buznauennst UUCP ckopucraemocs dopmyiioro 2.1:

UUCP =

UUCP = 3 +

UAW + UUCW

150 = 153

2.1)

HactynHum eranoMm € BU3HAY€HHS KOE(ILIE€HTIB KOPUTYBAHHS CKJIAAHOCTI:

texHiyHoro (TCF) ta cepenoBumnoro (EF). [{ns po3paxynky 3Baxenux Use Case

Points (UCP) HeoOXi/THO BpaxyBaTu BILTUB IUX (aKTOPIB.

Texniuni ¢pakropu (TCF): [Ipunyctumo, 1o cepenHiil BIUIMB KOXKHOTO 3 9

texHIYHUX (pakTopiB cranoButh 3. TCF 3naitnemo 3a popmymnoro 2.2

TFactor =

9 x 3 = 27.

TCF = 0.6 + (0.01 X TFactor)

(2.2)
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TCF =0.6 +(0.01 x27)=0.6+0.27 = 0.87
®daktopu cepenonuina (EF): ITpunyctumo, 1110 cepe/iHiil BIUTUB KOXKHOTO 3 8
¢dakTopiB cepeloBUIIA CTAHOBHUTH 3 (cepenHii BIumB 3a mkajiow Bix 0 mo 5). EF

3HaiIeMo 3a popmyoro 2.3
EFactor = 8 * 3 = 24.

EF = 1.4+ (—0.03 X EFactor) (2.3)

EF =14+ (—-0.03x24) =1.4—-0.72 =0.68
Hactynmuum eranom € pospaxyHok 3BaxkeHux Use Case Points (UCP).
3nauenHss UCP BusHauaeTbes nuaxom MHOxkeHHs: UUCP Ha koegimientun TCF Ta
EF. Onsa mporo cmouatky oOumciroerbest VAF 3a dopmynor 2.4, micis 4oro

BUKOPHUCTOBYEThCS (popmyra 2.5 711 ocTaToyHOoro po3paxyHky UCP.

VAF (Value Adjustment Factor) = TCF * EF (2.4)
VAF = 0.87 = 0.68 = 0.5916
UCP = UUCP X VAF (2.5)

UCP = 153 x 0.5916 = 90.59

Oxkpyraumo a0 uutoro yucna: UCP = 91

[lepenocranHiM erarioM € omiHka 3ycwib po3poOku (Effort). Bona
BUKOHYETBHCS B JIFOJIMHO-TOUHAX a00 JIOAUMHO-MICSISX Ha ocHOBI 3HaueHHs: UCP.
JI71s1 IbOTO 3aCTOCOBYETHCS KOS(PIIIEHT NPOTYKTUBHOCTI - KUIBKICTh JTFOJIMHO-TOIMH
Ha oguH UCP. TumoBi 3HaueHHs 11boro KoedimieHTa cTaHoBIATH Bifg 15 mo 40
moaudo-ronua/UCP. ¥V Mexax AUIUIOMHOTO MPOEKTY JJisi OAHOTO BUKOHABIIS
npuiiMaethbest 3HaueHHs 20 moauHo-roaun/UCP. Effort snaiinemo 3a ¢dopmyioro
2.6.

Effort (srog. —rog) = UCP X KoedilieHT mpoAyKTHBHOCTI (2.6)
Effort (1irog. —ron) = 91 X 20 = 1820 aroauHO — rofyuH
Jl71st mepeBeIeHHs B JIFOJIMHO-MICSII1 cKopucTaemocs opmyioro 2.7:

Effort(smoa. —ron)
(p0o60YHX roJIMH Ha MicAIb)

1820
160

Ouinka 3ycwib po3po0ku ~ 11.38 mroauHO-MicsIiB

Effort (snog. —Mic) = (2.7)

Effort (mop. —mic) = = 11.375 moarMHo — Mica1iB
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OcTaHHIM €TaroM € PO3paxyHOK EKOHOMIYHUX IMOKa3HHMKIB. Ha ocHOBI
OLIHEHWX 3yCHJIb PO3POOKM BU3HAYAETHCS 3arajibHa BapTiCTh IPOEKTY.
[IpumnyckaeThcs, MO0 OPIEHTOBHA BAPTICTh OJHOTO JIIOUHO-MICAIIS IS BUKOHAHHS
TaKoro mpoekTy ctanoBuTh 1500 USD. BapTicTs poekTy 3HaMIEMO 32 PopMyIIoro
2.8
Baprictb npoekty = Effort (smwoa. —mic) * BapricTb sitoquHo — micaus (2.8)

BapTicTb npoekty = 11.38 * 1500 = 17070 USD
OTxe, OLIHEH] 3yCHUIS PO3POOKH CTAHOBIATH MpuOnu3HO 11.38 mroanHO-

MICSIIIIB, @ OPIEHTOBHA BapTIiCTh MPoekTy - 17 070 momapis CIIIA.
2.6  IloctraHoBKa 3aBIaHHS Ha PO3POOKY MPOTrPaMHOTO 3a0€3MeUeHHS

[Iporpamue 3a0e3nedyeHHs MOBUHHO OyTHU peanizoBaHo Ha MoBI C# 3
BUKOpUCTaHHAM pytmist Unity Ta OyTu onTuMizoBaHuM i 3anmycky Ha [IK mig
ynpasiiaasaM OC Windows.

Po3poOka npuzHaueHa aJig 3a0€3MeYeHHs IrpOBOro MPOIECy IpH B xaHpi 3D
Action 3 eneMeHTaMH IPOCTOPOBOI HABIraIii AJisi MIMPOKOTO Koja KOPUCTYBAUiB.

Meroto po3poOKM € MIJBMILEHHS SIKOCTI Tpu y >kaHpi 3D Action 3
eJIeMEHTaMH MPOCTOPOBOI HaBIralli 3a paxXyHOK CTBOPEHHS LITYYHOI'O 1HTEJEKTY,
mo ¢opMalizye TMOBEIIHKY NPOTUBHUKIB Ha OCHOBI OPUTIHAJIBLHOTO JepeBa
OPUIHATTS PILLICHb.

Merta nocsiraeThCs IIIIXOM BUPIIIEHHS HACTYITHUX 3a/1ay:

— 3a0e3nedeHHs GyHKIIOHYBaHHS IFPOBOTO MPOIIECY.

— 3a0e3nedeHHs GyHKIIOHYBAHHS MPUTAMAHHUX ITPOBUX MEXaHIK.

— 3a0e3MeUYeHHS] MOKIIMBOCTI MIPOXOJKEHHS KaMIaHii.

— 3a0€e31e4YeHHs] MOKJIMBOCTI CTBOPEHHSI KOPUCTYBALbKUX PIBHIB.

- 3a0e3nedeHHs poOoTH cucTeMu 300py OOHYCIB.
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BucHoBkH 10 po3aity

VY nmanomy posauii Oyio AETanbHO PO3POOJIEHO BUMOTH JO MPOTPAMHOIO
3a0e3neyeHHs. byno ommcaHo OCHOBHI BapiaHTH BUKOPHCTAHHSA MPOTPAMHOTO
3a0e3MeUeHHsI, PO3pOOJICHO JliarpaMy BUKOPUCTaHHS, HABEICHO JIeTaabHUM onuc 19
BapiaHTIB BUKOPUCTAHHSI, sIKI OXOIUTIOIOTH BECh (DYHKITIOHAN I'PH.

Ha ocHoBI BapiaHTiB BUKOPUCTAHHS Ta 3aBJaHb JUTUIOMHOTO MPOEKTY, OyII0
po3pobsieHo 28 (YHKIIIOHAJIBLHUX BHMOT, TaKOXX OyJO0 CTBOPEHO MAaTPHIIO
TpacyBaHHs BUMOT. byso aeranizoBaHo HEQYHKIIOHATBHI BUMOTH, & CaM€ BUMOTHU
I0JT0 TIPOIYKTUBHOCTI Ta 3PYYHOCTI BHUKOPHCTAaHHS TpHU. byso mpoaHamizoBaHO
CUCTEMHI BHUMOTH, MPEJCTaBICHO MiHIMaJIbHI Ta PEKOMEHJOBAaHI BUMOTU JIs
3a0e3Mne4eHHs CTA0UTbHOTO (DYHKIIOHYBAaHHS IPH.

Ha ocnogi metonty meton Use Case Point, Oyiio npoaHaiizoBaHO €KOHOMIYHI
MOKa3HUKU MpOorpaMHoro 3abesneueHHs. OIiHEHI 3yCHIUIA pO3pOOKH CTaHOBIISATH
npubau3Ho 11.38 mroauHO-MICSIIB, a OpIEHTOBHA BapTICTh Mpoekty - 17070
nonapis CIIA.

byno cdopmMoBaHO MOCTaHOBKY 3aBIaHHS Ha PO3POOKY MPOrpPaMHOIO
3a0e3MeyeHHs] B paMKaxX JTUIUIOMHOTO TIPOEKTY. 3a pe3ylbTaTaMu PO3MIiTy

chOpMOBaHO TEXHIYHE 3aBJaHHS HA PO3POOKY MPOTPAMHOTO 3a0€3MCUCHHS.
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3 KOHCTPYIOBAHHA TA PO3POBJIEHHA ITPOT'PAMHOI'O
3ABE3IIEYEHHA

3.1 ApxiTekTypa nporpaMHOro 3abe3nedecHHs

[Ipu mpoekTyBaHHI Ta pO3pOOIIl MPOrpamMHOro 3a0e3neyeHHs Tpu OyIio
oOpaHo Ta peainizoBaHo O0’ekTHO-opieHTOBaHY apxiTeKTypy (OOA) sik OCHOBHHIA
niaxig. B pamkax OOA, irpoBi 00'€KTH TNpeACTaBlIEHI Y BUTIISAII €K3EMIUISPIB
BIIMOBIAHUX KiaciB. KojkeH Kjac 1HKAMCyJIIIoe J1aHi, 10 OMUCYIOTh CTaH 00'€KTa, Ta
MOBEJIIHKY, M0 BH3HaYalOTh HWoro 1ii Ta peakmiro Ha moxdii. Bubip OOA
OOIPYHTOBAaHMI KUIbKOMA KIIFOUOBUMHU (PAKTOpaMU: il CYMICHICTIO 3 OUIBIIICTIO
Cy4YaCHHUX THCTPYMEHTIB JJI1 CTBOPEHHS 1rop, BKJIIOUaro4u irpoBuit pymriid Unity Ta
MOBY mnporpamyBaHHs C#; HasBHICTIO PO3TOPHYTOI JOKYMEHTAIlll Ta BEJIUKOI
aKTUBHOI CIIUIBHOTH PO3POOHHUKIB, 1110 CIIPOIIYE MONIYK PIllIEHb Ta 0OMIH IOCBIJIOM;
a TaKOX 3PYYHOIO IHTETpalli€l0 3 MiJICHCTEMAaMH ITPOBOTO PYIIisi, TaKUMH SIK
(G13UYHMN Y1, CHCTEMHU PEHACPUHTY, IHTEp(ENCIB Ta aHIMAIIH.

JIJist MoabIIoOro MiIBUIIEHHS! CTPYKTYPHOI OPTraHi30BaHOCTI MPOrPaMHOIO
KOy Ta 3a0€3MEUeHHS YITKOTO PO3AICHHS BIAMOBIIAIBHOCTI MIXK PI3HUMHU
YaCTMHAMHU CUCTEMH, YACTKOBO BIPOBAIKEHO €IEMEHTH apXiTEeKTYpPHOTO MAOIOHY
Model-View-Controller (MVC). [lla6ion MV C nepenbavae po3iijieHHs MpOrpaMu
Ha TPU B3a€MOTIOB'sI3aH1 KOMITOHEHTH:

- Mozenb (Model) - nmpencrapisie qani Ta 6i3HEC-JIOTIKY. Y KOHTEKCTI TpU
1€ KJIaCH, 1110 30epiraroTh CTaH TPaBIlsl, TapaMeTPy BOPOTIB, AaH1 PO PiBEHbB, IFPOBY
CTaTHCTHUKY, TOIIO.

- npeactaBieHHs (View) - BIANOBiZae 3a BITOOPaKEHHS JaHUX
kopuctyBaueBi. Lle enementu inTepdeiicy kopucryBaua (HUD, mento, enementu
YIOPABIIHHS pelakTopa) Ta Bi3yallbHE MPEACTaBICHHS IrPOBUX 00'€KTIB HA CIICHI.

- koHTposep (Controller) - oOpoOinsie BBeIEeHHs BiJ KOpUCTyBaya Ta
B3aemozie 3 Mogemno ta IlpeacraBieHHsiM, pearyioud Ha Jii KOpUCTyBauya Ta

OHOBITIOIOYM cTaH Mogeni Ta BizyanbHe [IpeacraBieHHs.
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[loBHE ysIBIEHHS MPO apXITEKTypy MNPOTpamMHOro 3a0e3ledYeHHs] Ha PiBHI
kiaciB Hagae UML nmiarpama kiaciB rpy, 110 3HaXOAUTHCS Y rpadiyHOMY MaTepiall,
kpecneHHss 2, apkym 1. Ilg miarpama Bi3yanmidye OCHOBHI KilacH, sKi OyJu
po3pobinieHi B pamkax OO0'eKTHO-OPIEHTOBAHOI apXITEKTYypH, a TaKOX IOKa3ye

3B'SI3KM M1’)K HUMHU.

Ientpanbaum 6a30BUM KitacoMm y cuctemi € MonoBehaviour - ctangapTHuii
kiac Unity, Big SKOro yCHaJAKOBYIOTHCS BCi KOMIIOHEHTH, IO MAarOTh OyTH
npuKpiruieHi 1o irposux 00'extiB (GameObjects). Yci kitacu, 1o peanizyloTh iIrpoBy
JIOTIKY, BKJIIOYar0uu iHTEepeicu B3aeMO/11, IITyYHUH IHTEJIEKT BOPOTiB, MEXaHIKH
rpaBIg, IHTEpPEC KOprCTyBada Ta 00poOKy OOHYCIB, IPSIMO 200 OMOCEPEIKOBAHO
€ miakiracamu MonoBehaviour.

Knacu Ha pniarpami 3rpynoBaHo 3a (yHKUiOHaJIOM. OCHOBHY YacTHHY
CTAaHOBJIAITH ~KOMIIOHEHTHU 1rpoBoi Joriku: MainPlayer, PlayerMovement,
PlayerHealthManager, WeaponManager, LaserWeapon, WeaponScript, Enemy,
UFOBehaviour, LaserTurretBehaviour, PlayerFallDetector, SpawnerScript, a
takoxk iHTepdeiicu IDamageable, [Enemy nns 3aBmaHHS IIKOIUW BOpOTaM Ta iX
CTIaBHEPAM.

HITy4Huil 1HTENEKT peadi3oBaHO 3a JOMOMOTOK JepeBa pillleHb, SKe
peanizoBaHo 3a joromMororo kiaciB: DecisionNode, ConditionNode, ActionNode, 3
nismu  PatrolAction, ApproachPlayerAction, AttackAction, CirclePlayerAction,
DieAction, sixi BukopuctoBye kiac UFOBehaviour.

Cucrema OonyciB npezacTaBieHa adctpaktHuM kiacom Collectable Ta ioro
namankamu  TestDamageCollectable, = MedkitCollectable, = GunCollectable,
VictoryCollectable, AmmoCollectable.

Intepdeiicna uactuna Brmowae kimacu UlManager, EditorUIHandler,
InfoMenu, MainMenu, PauseManager, Results, ScoreCount, ScoreManager, siki
KepyIOTh MEHIO, pe3yJbTaTaMu, May3010, paxyHKoM. KOMIOHEHTH pemakTopa
PIBHIB: EditorCameraManager, EditorObjectPlacer, EditorObjectPicker,
EditorObjectDeleter, EditorInputHandler, LevelEditor, LevelSelectManager,

LevelProgressManager.
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30epexkeHHst  piBHIB  peanmi3ylorb  kimacu  LevelData, MapTimer,
GameLevelLoader, LevelSavelLoader, PlacedObjectinfo. Jlomomixkai 00’ €kTH:
AmmoCount, HealthCount, EffectsManager, ObjectData, ObjectRadius.

Tunn JTAHHX: WeaponType (enum), SerializableQuaternion,
SerializableVector3 st cepianizaiiii moJoXeHHs il 06epTaHHS 00’ €KTIB.

Takoxx Oyyno po3poOiieHO aiarpamMy KJaciB 3 T'PYIyBaHHSM 3a IMaKeTaMH -
CTpOIICHE YSBJICHHS apXiTeKTypH TpH, J€ KIAcH 3rpyNoBaHi 3a (PYHKIISIMH B
JoriyHi Moayni. Jliarpama 3HaxoauTbesl y TpadiuHOMy maTepiaiii, KpeciaeHHsS 2,
apkymi 2. Jliarpama mokasye, siki YaCTUHU IIPOEKTY 3aJieXkaTh OJIHA Bl OAHOT, XTO 3
KUM B3aeMojie. Jliarpama HaO4YHO JIEMOHCTPYE, SIK TIOB’s13aH1 Mi>K COOOIO TpaBellb,
BOPOTH, JIEPEBO pillleHb, 1HTepdenc, pelakTop piBHIB, 30pos Ta MEHEKEpH.

Jliarpama MiCTUTh HACTYIIHI MTaKETH:

— Player - BimmoBimae 3a JIOTIKYy TpaBls: pyX, 370poB’s, 30por0 Ta
B32€MO/IIO 3 ITPOBUM CBITOM.

- Enemies - MICTUTB KJacu BOPOTiB 1 X MOBEIIHKY.

- DecisionTree - MICTUTh aOCTpakTHI KJacM Ta iXHI KOHKPETHI
peamizaiiii, mo (HOpPMYIOTh CHCTEMY IITy4YHOTO IHTEJIEKTY Ha OCHOBI JepeBa
IPUIAHATTS PIlLICHb.

— Collectables - peanizye npeaMeTu s MiAOUPaAHHS.

— LevelEditor - 3a06e3neuye poO0OTy peaakTopa piBHIB Ta 3aITyCK PiBHIB.

— Ul - ynpaBnsie BciMa enieMeHTaMu iHTep¢ency KopucTyBaya.

— Weapons - peanizye pi3Hi BUau 30poi Ta iX TOBEAIHKY Y Tpi.

- Visuals - BianoBigae 3a BizyaiabHi e(eKTH Ta aHiMaIlii 00’ €KTIB.

— SingletonesManagers - kepye 1100aIbHUMH CTaHAMU TPH, MEHIO TIay3H
Ta IHIIAMH MEHEDKEPaMHU.

— MenuScripts - ynpasisie poO0TOI0 OCHOBHHX MEHIO TPH.

— Interfaces - micTuth iHTEpPEiicH 11T BOPOTIB Ta 00’ €KTIB, SIKI MOXKYTh

OTPUMYBAaTH LIKOLY.
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3.2  ApxXiTeKTypHI pillleHHs Ta OOTPyHTYBaHHS BUOOPY 3aCO0IB pO3POOKH

[lepen miAIrOTOBKOIO AUILNIOMHOTO MPOEKTY, OYIJI0 MPOaHaIi30BaHO aKTyallbHi
py1ii Ha puHKY, a came: Unreal Engine 5, Godot Engine, Unity.

Unreal Engine 5 [18] - e noty:xHwHii IrpoBUH pyIIiid, SKWA BiTOMHI 3aBISKU
cBOil (hoTopeamicTuuHii rpadir, pymrio Lumen a5 r1o6ansHOTO OCBITICHHS Ta
cuctemi Nanite 1 poOOTH 3 MOJAETSIMHU 3 MUTbHOHAMU ToJIroHiB. Llei irposwuii
pymiii Hajgae HaWBUIIUMH piBeHb Tpadikd Ha PUHKY, MPOCYHYTI CHUCTEMH
IHCTPYMEHTU JUIsl CTBOPEHHS KiHeMaTorpadiuyHUX CIEH Ta MOTYXXKHY CHUCTEMY
CTBOPEHHS JIOTIKM 0e3 mporpaMmyBaHHs mig Ha3Boro Blueprint. 3 nepomnikis, Unreal
Engine 5 mae BUCOKI BUMOTH JI0 3alli3a, 0 YCKIAIAHIOE SIK pO3POOKY I'pH, Tak 1 il
NOJAJbIINNA 3alMyCK Jig TpaBIiB. [IpOEKTHM MarOTh BENMKY Bary Ta CKIAIHY
CTPYKTYpy, 1 uepe3 Belauke sapo (yHKIH po3poOka € HabaraTto CKIIQJIHIIIAM
npouecoM. Yepes 11 Henoniku, Unreal Engine 5 He 6yB oOpanuM najisi po3poOKu
JTUTIIOMHOTO TIPOEKTY.

Godot Engine [19] - nerkuii, MOBHICTIO BIIKPUTUN PYIIIii 3 BIACHOIO MOBOIO
nporpamyBaHHsi GDScript, skuii MOCTyHnOBO HaOMpae NOMYJSPHICTh 3aBISKH
MPOCTOTI BUKOPUCTAHHS 1 MOKJIMBOCTI MTOBHOTO KOHTPOJIIO HaJ mpoekToM. Cepen
HOTo mepeBar € MOBHICTIO BIAKPUTHM KOJI, Maja Bara pyIiis Ta IIBUIKUM 3aIycCK,
npoctuid y BukopuctanHi Ul-pegakTop, rHydKa CLIEHO-KOMIIOHEHTHA MOJEIb. Alle
€ 1 HEIIOJNIKHU, Cepell SKUX: 0OMexeHI MOXIUBOCTI y cdepi 3D-rpadiku, ciabka
cucTeMa aHiMallii 1 Gpi3uKu, 0OMEKEHICTh IHCTPYMEHTIB JIJIs1 CTBOPEHHSI IIITYYHOTO
iHTenekty. Ilonpu cBoi nepeBaru, Godot Engine OyB BIZKMHYTUI MPU CTBOPEHHI
JUTIJIOMHOTO TIPOEKTY uepe3 cialliny MiATPUMKY IHCTPYMEHTIB i CTBOpeHHs 3D
Irop Ta OOMEXEHICTh y cUCTeMax aHiMallii, (PI3UKH i IHCTpyMEHTaX JiJisi CTBOPEHHSI
LT Boporis.

Unity [20] - e pymiiif i3 BIAKPUTOIO CTPYKTYPOIO, SIKHI aKTUBHO MIATPUMYE
3D rpadiky, }pi3uky, aHimalli, CHCTEMH YaCTUHOK, KOPUCTYBalbKUIl 1HTEepdeiic, a
TaKOX MICTUTbH BEJIUKY KIJIbKICTh BAYOOBAaHUX 1HCTPYMEHTIB JIJIsl B3aEMO/IIT 3 IIUMHU
eleMeHTamMu. 3HauHow nepeBaror0 Unity € Horo mMpoka MIATPUMKA SIK

PO3pOOHUKaMHU, TaK 1 CIIILHOTO0. 3 HeAoJIKIB, Unity Ma€e BITHOCHO HUXKYY SIKICTh
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Bi3yaizalii «3 KopoOku» nopiBHAHO 3 Unreal Engine 5 Ta MeHII 3pyuHy MiATPUMKY
BEJIUKUX MTPOEKTIB.

VY Mexax JAUIIIOMHOTO MPOEKTY ISl peatizaiii KIYoBUX (PYHKIIOHAIBHUX
€JIEMEHTIB, TAKUX SIK CUCTEMa MPOCTOPOBOI HaBIrallli, IITy4YHUH 1HTEIEKT BOPOTiB
Ta peJaKkTop piBHIB, O0yy0 00paHo irpoBuii pymriit Unity. Lle# pymiiii 13 BIAKPUTOIO
apXITEKTYPOIO 3a0€3Ievy€ MMUPOKI MOKIUBOCTI JIJIsi CTBOPEHHS IHTEPAKTUBHUX 3D-
JIOJATKIB, 3aBASKA CBOIH KpOCIIaT(MOPMEHOCTI, THYYKIM KOMIIOHEHTHIM CHCTEMI
noOy/10BH 00’€KTIB, a TaKo)X BOYJOBaHMM 3aco0aM KepyBaHHS aHIMaIisMU Ta
cucTeMaMu 4acTMHOK. He3Baxkarouu Ha Aesiki 0OMEXEHHsI, 30KpeMa MEHII SIKICHY
rpadiky 3a 3aMoBuyBaHHsM nopiBHSIHO 3 Unreal Engine 5 Ta 0OMexeHy 3py4HICTh
poOOTH 3 BETMKUMH MPOEKTAMH, 111 ACTICKTH HE CTaJIM BU3HAYAITBPHUMHU Y KOHTEKCTI
MOCTABJICHUX 3aBJlaHb, OCKUIbKY TOJIOBHA yBara mpuIUISAIacs caMme 1rpoBii JIOTiI,
a He Bi3yasbHIN JOCKOHAJIOCTI.

VY mnpoueci po3poOKH TUINIOMHOTO MPOEKTY OYyJI0 OOpaHO iHTErpoBaHE
cepenopuiie po3podku Visual Studio IDE [21] 3 ormsamy Ha HOro MHMPOKY
(YHKIIIOHAIBHICTh, CTA0LIBHICTH POOOTH Ta MIIMOOKY 1HTErpalito 3 pyurieMm Unity.
Visual Studio 3a0e3nedye mOBHOIIHHY NIATPUMKY MOBH nporpamyBaHHs C#, sika €
OCHOBHOIO JUIsi CTBOpeHHS ckpuntiB y Unity, a TakoXX MICTUTh PO3IIUPEHI
MOXJMBOCTI  JJIsl  HaJlarOJ)KeHHST  KOJy,  MIJICBIYYBaHHS  CHUHTAKCHUCY,
aBTOJ/IONIOBHEHHS, 1THCTPYMEHTH aHali3y KOJy Ta BOYIOBaHY CHUCTEMY KEpyBaHHS
nmaketamu NuGet [22].

B nunnomHOMy npoekTi 0yJsio BUKopucTano Asa anroputvu LI ayis Boporis.
[lepmmii 3 HUX - MalIMHA CKIHYEHHUX cTaHiB. Lleit anroputm Oyino BUKOPUCTAHO
st ctBopenHi T HalimpocTimoro Bopora B Ipi - Typedi, sSika NEpEeMHUKA€E CTaHU
CIIOKOIO Ta Hamajy Ha TpaBIlsl 3aJeXKHO BiJ BiJICTaHi 10 Hboro. Lleit anroputm OyB
oOpaHuil 3aBISKHM MOro MPOCTOTI peaiizallii, MaJCHHKOTO HABAaHTAXEHHS Ha
KOMM'toTep Ta TmependadyBaHid MoBemiHIl. Taki BOpOTHM € JOCUTh JIETKUMHU
MIIICHSIMU JUIS TPABIL 3apajikd TOTro, OO HABYUTH HOTO0 OCHOBHUM MEXaHIKaM TpH,

a camMe OMMHAHHIO TIOMA/IaHHs y ce0e JIa3epoM Ta MEXAHIKY CTPLILOU IO BOPOTaM.
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VY mpotieci po3poOKU MOBEAIHKY IS JTiTalounX mpoTuBHUKIB Ty HJIO Oyio
3aCTOCOBAHO O1IBII IPOCYHYTUM MIX1] JO IITYYHOTO IHTEJIEKTY, a CaMe - aJITOPUTM

JiepeBa MPUUHSTTS PIIICHb.
3.3 KoHcTpyoBaHHS MPOrPaMHOTO 3a0€3MEUCHHS
3.3.1 Po3poOka anroputmy

AJropuT™ AepeBa MPUUHSTTS PIllIeHb IPYHTYEThCA Ha MOOYA0BI 1€papXiuHOT
CTPYKTYpPH, 1€ KOXKEH BY30J BHKOHYE pOjb ab0 IepeBipKHM YMOBH, a0o0 iHimiamii
KOHKpeTHOT1 1ii. OcHOBHMMHU a0cTpakTHUMU KoMnoHeHTaMmu € DecisionNode, sikuii
BHUCTYIIa€ KOPEHEBHUM €JIEMEHTOM JIEPEBa 1 BIIMOBIIA€ 32 BUOIp MOJANBIIOI TUIKH Ha
ocHoBi ymoB, ConditionNode, sikuii 1HKaICyJIIO€ JOTIKY MEPEeBIPKU MMEBHOTO CTaHY
rpu (HapuUKIIaa, 4d BUsBJICHO TpaBilt ado uu xxuBuit HJIO), Ta ActionNode, sxuii
BIJIMIOBIJIA€ 32 BUKOHAHHS IEBHOT MOBEIIHKY (aTaKa, MaTpyJIOBaHHS, CMEPTH TOIIIO).
VY meBHI 4acoBi IHTEpBAIU (KOXKHY CEKYHJy) KOPEHEBUH By30J1 MOYMHAE aHAI3
IrpOBOTO CTaHy, MOCIIOBHO NiepeBipsroun yMoBu uepe3 nijerii ConditionNode 1,
3pemToro, obupae BianmoBimHui ActionNode. OcTaHHIN 3amyckae TOB’sI3aHy
KOPYTHHY, 10 peanidye noBeAiHkoBy niro0 HJIO. Takuit miaxig 103BOMsSE HE JIAIIE
OyIyBaTH CKJaJiHI TUIKU pIlLIEHb, a i JIETKO MacITa0yBaTy Ta aJanTyBaTH JIOTIKY
MOBEIHKU JI0 HOBUX ITPOBUX cUTyalliii. CxeMy po3po0JIeHOro alirOpuTMy JiepeBa

NPUIHATTS pitieHs 11 Bopora HJIO moxHa noOaunTu Ha pucyHky 3.1:
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Tak

Y Bmepno HNO? Hi

Yu e rpaeeub
Ha piBHI?

Tak

Yu rpaeeub B 30HI i MaTpynioeatu
BUOMMOCTI? MiCLIEBICTb

y

Y1 rpaeelb B 30HI

Tak—|
ataku?

Un MoxHa
aTakysaTtn?

MNaTtpynioBatk
MiCLEBICTb

Habnuautuca go
rpasus

Buctpenutin y
rpasua
3 nasepy

Kpynsatu
HaBKOMo rpasuqa

Pucynok 3.1 — Anroput™ nepeBa NpUMHATTS pimieHb Juist Bopora HJIO

Peanizariisi onucanoro migxoay BiOYyBaeThCsS HA PIiBHI KUTBKOX KIIOYOBHUX
knaciB. I'omoBauit 3 HUX - UFOBehaviour.cs, skuit € Hamaakom MonoBehaviour 1
peanizye iHTepdeiic [Enemy. Y HboMy 30epiraeTbcs NMOCHIaHHS Ha KOPEHEBUU
By30J1 jepeBa pimeHb (rootDecisionNode), 3 sikoro ¥ moyumHA€eThCS OOpOOKa
noBeAiHku. Merox Start() iHiIlami3ye ajropuT™, 3alMyCKalO4d KOPYTHUHY
DecisionTreeCoroutine(), sika 3 IHTEpPBAJIOM Y CEKYH/Iy BUKOHYE€ JIOTIKY MPUHAHSATTS
pimeHb: BukiIukae wmeton MakeDecision() Ha KOpeHEBOMY BY3Ji, OTPUMYE
pe3yabTtar y BurisAl ActionNode 1, k1o BuOpana Jiist BIPi3HAETHCS BiJl MOTOYHOT,
nepe3aryckae BiJIMOBIIHY KOPYTHHY 3 BUKOHAHHSM HOBOI TOBEIIHKH 4Yepe3
Execute().

Knacu DecisionNode.cs, ConditionNode.cs Ta ActionNode.cs BUCTynarTh
0a30BUMH aOCTpaKIisIMU JJII CTBOPEHHS KOHKPETHUX TMOBEIIHKOBUX EJIEMEHTIB.
3okpema, ConditionNode peanizyeTbcsi y BUIJISAI MOXITHUX KIJIAciB HAa 3pa3ok
IsPlayerDetectedDecision abo IsDeadDecision, siki 3/1CHIOIOTh TIEPEBIPKY CTaHIB 1
MOBEPTAIOTh BIJMOBIAHI BY3JIM B 3aJI€KHOCTI BiJl pe3yabTary. ActionNode, cBO€tO
4yeproro, BKIIIOYAE MOXIAHI peanizaiii Takux nii, sk PatrolAction (marpyntoBaHHS
HaBKoJIO craBHY), ApproachPlayerAction (nabmxenHs no rpasiis), AttackAction
(3anmyck artaku), CirclePlayerAction (kpy»iasiHHS HaBKoJIO rpaBus) Ta DieAction

(1HiIiamis cMepTi).
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3.3.2 Onwuc CTpyKTyp JaHUX

VY nporieci po3poOKH pelakTopa piBHIB, peasli30BaHO MEXaHI3M 30epeKEHHS
Ta 3aBaHTAXXEHHS PIBHIB I'PHU 13 BUKOPUCTAHHAM cepianizailii uepes BinaryFormatter.
Jani mpo irpoBi 00'€KTH Ta HaJNAIITYBaHHS PIBHS MEPETBOPIOIOTHCS Ha OAaWTOBY
MOCIAOBHICTD 1HGOpMAaIIii Ta 30epiraroTbes y aitn

Anroput™m 30epexeHHs nependadae 30ip faHUX 010 00'€KTIB CIIEHH, a CaMe
iX TuUI, TO3UIII Ta opieHTario y mpoctopi. Jlam ¢opmyerbes 00'€KT THITY
LevelData, sxuii Bkimodae cnucok ctpyktyp PlacedObjectData 3 mapamerpamu
00'e€KTIB 1 JOJATKOBUMH HaJalITYBAaHHAMH DPiBHS, 30KpeMa OOMEXEHHSM 4acy Ha
MPOXO/KEHHs piBHA. 3a gomomororo BinaryFormatter o6'ekT cepianmizyerbest y
OiHapHHUiA (pailyn. 3aBaHTaKEHHS BIIOYBAETHCS Y 3BOPOTHOMY MOPSJIKY: 3UMTYBAHHS
JIAaHUX, Jecepiaiizaris, BIITBOPSHHS CIICHHU.

Jist  miaTpuMku  30€peKeHHsT pOo3TallyBaHHS O00’€KTIB 'y  IPOCTOPI,
BUKOPHUCTAHO cepiaizoBaHi CTPYKTYpH SerializableVector3 1
SerializableQuaternion. Kinac LevelData o0'eHye Bci HEOOXiHI AaH1 piBHS JUIs
30epekeHHs Ta 3aBaHTaXeHHs. OCHOBH1 KOMIIOHEHTH CUCTEMHU 30€peKEHHS PIBHS -
kinacu LevelSaveLoadManager, LevelEditor 1 GameLevelLoader. Bonu
3a0e3mneuyoTh 30epexXeHHs, pelaryBaHHS Ta BIITBOpPeHHs piBHA. [lomatkoBuit
ckpunt PlacedObjectInfo 30epirae Ha3By npedaly 111 KOPEKTHOTO pO3TalllyBaHHS

BIJIMOBIHUX THUIIIB 00'€KTIB Ha CIICHI IIPH 1X 3aBaHTAXKCHHI.
3.3.3 Omnwuc ytumit

Omnuc  ytumit, O10J10TEK Ta 1HIIOTO CTOPOHHBOTO  MPOrPAMHOTO

3a0€e3MeUeHHsI, 1110 BUKOPUCTOBYETHCA Y pO3p00IIi HaBeeHO B Ta0muili 3.1.



52

Tabmus 3.1 — Onuc yTuiit

Ne | Hazga yTunitu

/11

Omnmuc 3acTo CYBAaHHA

1 Unity Editor

T'onoBHe cepenoBuile po3poOKH MPOrPaMHOTO

3a0e3MevYeHH s, IrpOBUH Py

2 Visual Studio

IDE, sike mMpoKo BUKOPUCTOBYETHCS IJIsE PO3POOKH irop y
pyurii Unity. Hagae iHcTpyMeHTH 119 HanMCaHHS,

B1JIJTarO/KEHHS Ta ONTHUMI3aIlii koay Ha MoBi C#

3 Paint.net [23]

[Iporpamne 3a0e3nedueHHs1 HEOOX1IHE JIJIsi CTBOPEHHS

Bi3yaJIbHOT YaCTUHU 00’ €KTIB, a caMe iX TEKCTyp

4 Audacity [24]

[Iporpamue 3a0e3nedyeHHs, HEOOX1IHE Uil peAaryBaHHs

aynio ¢ainiB i 3BYKiB y Tpi

TexkcTu mporpamMHOro KOAYy HAaBEIEHI B OKpeMOMYy JOKyMeHTI «Tekct

POrpPaAMU.

3.4 Awnamni3 Oe3rneKku JaHux

JluninoMHUN MPOEKT C(HOKYCOBAHO HA PO3POOKY KOPUCTYBAILKOI TpU IJIs

OJIHIET 0COOH, 10 HE OTPUMYE KOPHCTYBALbKMX JTaHUX, TOMY >KOJHI BUMOTHU JIO

Oe3mexu JaHUX HC BUCYBAIOTbLCA.

BucHoBku 10 po3auty

Y TperboMy pO3AUTI JAETATBHO OMHUCAHO AapXITEKTYpy MPOTrpamMHOTO

3a0€3MeUYeHHs, OCHOBHI KOMITOHEHTH, IXHIO 1€papXiyHy CTPYKTYpy Ta JIOTIKY

B3aemoii. [TooymoBano UML-niarpamy kiiaciB i3 MOALIOM Ha JIOT1YHI aKETH.
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OO6rpyHroBano BUOIp TexHONOriyHOTO creky: Unity sk pyIIiid 3 IMIMPOKUM
dbynkuionasom ans 2D- ta 3D-irop; moBy C# SIK OCHOBHUI I1HCTPYMEHT IS
peanizamii irpoBoi joriku; Visual Studio sik 3pydHe IHTETpOBaHE CEPEIOBHILE
po3podku; Paint. NET i1 Audacity ans cTBOpeHHA Ta OOpOOKM MyJIbTUMEHINHUX
pecypcis.

Onucano poOOTy anropuTMy JepeBa NPUMHATTA pPillieHb, SKE BHU3HAYAE
noBeAinky BoporiB HJIO. [ToOygoBaHo cxemy poOOTH alrOpuTMy.

BukoHano omuc MexaHI3MIB 30€peKCHHS Ta 3aBAHTAKCHHS PIBHIB T'pU 3
BUKOPUCTAaHHAM OlHapHUX (ailniiB.

Puszuku, moB’si3aHi 3 O€3MEKOI0 JaHWX, Oyl BIAXWICHI 3 OIJISAIy Ha
BIJICYTHICTh MepcoHi(piKoBaHOi 1H(pOpMaIlli Ta MEpPEXKEeBOi B3aEMOAIl y paMKax

MPOEKTY.
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4 AHAJI3 SAKOCTI TA TECTYBAHHSA ITPOI'PAMHOI'O
3ABE3IIEYEHHA

4.1 Amnam3s saxocti [13
4.1.1 Amnami3 sKOCTi KOy

Jlns  mouatky Oyj0 TIPOBEACHO OIIIHIOBAHHS SKOCTI Ta CKJIATHOCTI
IPOrpaMHOTO KOy 3a JI0MOMOroro BOynoBaHoro inctpyMenTa Visual Studio - Code
Metrics Analysis [25], 1m0 103BoJisIE OTpUMATH y3arajibHEHE YSBICHHS TIPO
M1TPUMYBAHICTh 1 ApXITEKTYPHY OpTaHi3alliio MPOrpaMHOro MPOeKTY. 3aCTOCOBAHO
OCHOBHI METPHUKH, Ce€pel SKUX IHJeKC marpumyBaHocTi (Maintainability Index),
nukiomatuyHa ckianHicth (Cyclomatic Complexity), rnuOuna HaciigyBaHHS
(Depth of Inheritance), 3B’s3anicTh kiaciB (Class Coupling), a TakoX KUIBKICTb
psnkiB cupiieBoro (Source) Ta BukoHyBaHoro (Executable) kogy. Pedynbrar ananmizy
MO>KHA MOOAYUTH HA PUCYHKY 4.1.

ts v X
None - [ 2] |
Maintainability Index“ Cyclomatic [umplexlty- Depth of Inheritance + Class Coupling Lines of Source mde“ Lines of Executable mfie

100 4
100
88

Sharp (Debug)

81
61
100

Pucynok 4.1 - Pe3ynbpTaTi OL[IHIOBaHHS SKOCTI IPOIPAMHOTO KOJTY
Innexc miarpumyBaHocTi (Maintainability Index) BimoOpaxae 3pydHICTb
CYNpOBOAY KOJy Ta 0a3yeThbCs Ha HOTO CKIIATHOCTI, JOBXKHWHI ¥ 3B’si3aHOCTI. BiH
BUMIPIOETHCS 3a mKanoro Big 0 mo 100: 3naueHHs monan 80 BKa3ylOTh Ha BUCOKY
MIITPUMYBAHICTb. Y MPOEKTI OLIBIIICTh MOAYJIB MarTh iHAeKC 82-100, cepenne

3HAYEHHS - 77, MO CBIMYUTH TIPO CEPEIHIO 3arajibHy SKICTh peai3aliii.
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[Muxnomatnuna ckmannicts (Cyclomatic Complexity) BimoOpaskae KibKiCTh
HE3aJIeKHUX JIOTIYHUX HUISIXIB Yy Mporpami W TOpsIMO BIUIMBAE€ HAa CKJIQJHICTD
TecTyBaHHs. [i 3HaueHHs BapiloOThCA Bij 1 10 52, a cyMapHe 3HaUeHHs CTAHOBHTh
1067, 1o BKa3ye Ha HasSBHICTD SIK MMPOCTUX, TaK 1 CKJIATHIUX KOMIIOHEHTIB.

I'mubuna nvacmigysanus (Depth of Inheritance), sika nmokasye KiJIbKiCTb PiBHIB
lepapxii kiaciB, mepedyBae B Mexkax 1-6, 1110 BiAMOBIAA€ MPUIHATHIN CTPYKTYpHIii
rIMOUHI ¥ BKa3zye Ha pallioHaJbHEe BUKOPUCTAHHS MEXaH13MiB yCIIaIKyBaHHS.

3B’s3anicTh kiaciB (Class Coupling), TOOTO KUIBKICTh 30BHILIHIX THITIB, 10
SKUX 3BEPTAETHCS KJ1ac, 3MIHIOEThCA B 0 10 23, a 3arayibHUN TOKa3HUK CTAaHOBUTH
118, 1110 CBIAYUTH PO MOMIPHY B3a€EMO3AJICKHICTh KOMIIOHEHTIB.

[Ipoext Takox MicTUTh 5332 psSAKH CUPIEBOrO KOAy, 3 sAkux 1939 -
BUKOHYBaH1 1HCTPYKIi, IO JEMOHCTpy€ TMOMIpHUN 0OcsIr (yHKIIIOHAIBHOT
peaizariii.

BpaxoBytoun pe3ynbTaTé aHamizy, MO)KEMO CKa3aTH, 10 MPOEKT TOTOBHIA 10
MOJAJIBIIOTO PO3BUTKY M PO3MIMPEHHS 0€3 CYTTEBUX YCKIIATHEHb y MIATPUMII YU

Mouikarii.
4.1.1 AmHamni3 npoAyKTUBHOCTI I'pU

Hactymaum KpoKoM cTajio JOCTKEHHS MPOAyKTUBHOCTI PO3p00OJICHOI TPH.
OCHOBHOIO METPUKOI OyJi0 00paHo "acToTy kaapiB Ha cexkyHay (FPS). Jlns 360py
BIJIMOBITHUX JaHUX OyJIO0 BHUKOPUCTAHO OE3KOIITOBHE IMpOrpamMHe 3a0e3MedeHHs
FPSMonitor [26], 3a momomoror sKOro BimoOpaxanucs rpadiku 3MiHU
HABAHTAKEHHSA Ha KIIIOYOBI amapaTHi KOMIOHEHTH Ta 3HaueHHs FPS y pexwumi

peanbHOro yacy (pucyHok 4.2).
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) FPS Monitor - Default - Admin
Scenes Sceneitem View Settings Help Order

¥ Scene items

e
sysinfo2-chart-overlay-0
DEFAULT

s 200ms 15 min 52 . 664 max 50 150w 24 01%i0w

4« 53 « 3393 mu:

8« 47 -« 3393 mu:

0x 47 -« 3393 mu:

0« 53« 3393 mu:

8« 53 .c 3393 mu:
6.50 8.0

Frame time

Pucynox 4.2 - Bikao nporpamu FPSMonitor
Cucrema, Ha SKii MPOBOIMIIOCS TECTYBAHHS, MAa€ HACTYITHI XapaKTEPUCTHKH ;
onepariiiina cuctema - Windows 10, nponecop - Intel Core 13 i3 BOygoBaHUM
rpadiuHuM siIpoM, oriepaTuBHa ram’sith - 8 ['b DDR4.

Ha pucysky 4.3 npeacTaBieHO CKPIHILIOT 13 MEPIIOro PiBHS KaMIaHIi TPH.

FPS 604 1

PlasmaGun

FPSMonitor (Demo)
When you buy a license, you help us make the program betier.

Be part of our community! 2/2 4

Pucynox 4.3 - AHani3 npoyKTUBHOCTI TpY Ha PiBHI KamMmaHii
VY xoxi TectyBaHHs Oyi0 3a(ikcOBaHO CTabUIbHY YacTOTY KaJpiB HA piBHI 60
FPS. 3aBantaxkenns rpadiunoro npoiecopa (GPU) caramo 100%, 1o € TUnoBum
JUIsl CUCTEM 13 BOYJIOBAaHUM BIJCOSIIPOM, SIKE HE Ma€ OKPEMOi Bijgeomam’siTi Ta
BUKOPHCTOBYE PpECypCH OIEepaTUBHOI TaM’sATi. AHaJOriyHe HaBaHTaKEHHS

criocTepiraiiocs 1 Ha mneHTpaibHoMmy mnporecopi (CPU): yci siapa mpairoBaiu Ha
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100%, a Temmneparypa csrama 81-84°C. lle cBiguuTh Mpo IHTEHCHUBHY pOOOTY
mpoIiecopa, 1o IMOB’s3aHa SIK 13 00YMCICHHSM ITPOBOI JIOT1KH, TaK 1 3 00pPOOKOIO
rpadiku 3a BimcyTHOCTI auckperHoro GPU. OO6csar BHKOpHCTaHOI ONMEpaTUBHOT
nam’s1Ti ctaHoBuB 6.5 I'b 13 HasBHUX 8 ['B, ToOTO cuctema yHKITiOHyBaa B Mexax
JOMYCTUMUX PECYpCiB, OJIHAK 0€3 3HAYHOrO pe3epBy I OararoszamayHocTi. Yac
pEeHIEpUHTY OJIHOTO Kajpy (frame time) 3amumiaBcst cTabiTbHUM Ha piBHI 16.9 Mc,
no BianoBigae 60 kaapaMm Ha CEKYHIY 1 MIATBEPIXKY€E IUIaBHICTh Ta CTaNICTh
BIITBOPECHHS 300pake€HHS B TPI.

Ha pucynky 4.4 npoBeaeHO aHali3 NpOAYKTUBHOCTI KOPUCTYBALbKOTO P1BHS,
B SIKOMY p€aJli30BaHO BEIUKY KUIBKICTh OJHOYACHO AKTUBHUX OO’€KTIB THUITY
«HJIO». ¥V xanpi npucytHi 10 Bopoxxux 00’€kTiB, 1me 6gu3bko 10 - 3a Mexamu
KaMepu, MPOTE aKTUBHI 3 TOYKH 30PY IrpOBOi JIOTIKK. Taka KUIbKICTh OJJHOYACHO

BaﬂiHHI/IX CJIEMCHTIB BIIMBA€E Ha 3arajbHe HAaBAaHTAXKCHHS Ha CUCTCMY.

S EL

< 339 1162

c 3392w 1.162v
3392w 1145

¢ 3392 1145,

PlasmaGun
2/0

Pucynok 4.4 - Anaini3 npoayKTUBHOCTI TPU Ha KOPUCTYBAIIbKOMY PiBHI
YacToTra KaJpiB KOJUBAETHCA Ha PiBHI 58 KaJpiB Ha CEKYH]Y, 11O CBIIYHUTH
PO HE3HAYHE 3HIKCHHS y TOPIBHSHHI 3 TMOMEPENHIM piBHEM, 1e (ikcyBamocs
crabinbae 3HadeHHs B 60 FPS. Take 3MeHIEHHS € OYIKyBaHMM HAaCIIJIKOM
30UTBIIEHOT KIIBKOCT1 00'€KTIB, sIKI MOTPEOYIOTh OJTHOYACHOI 0OPOOKH JIOTIKU PyXY,

31TKHEHb, aHIMAIII} Ta 1HITUX MOBEAIHKOBUX CIICHAPIiB.
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Yac peHaepuHTY OJHOIO KaJpy KOJIMBAETHCS B Mexax 16.6-16.7 mc, mio
BKa3ye€ Ha HEBEJIIMKY HECTaOLIbHICTh y TeHepallii KajpiB, MOB’s3aHY 3 BEJIHUKOIO
KUTBKICTIO BOPOTIB Ha ClieHi. TUM He MeHII, MOTOYHMI piBeHb frame time moci
BIJNOBIIa€ TMPUUHATHUM TOKa3HUKaM JUId IUIAaBHOTO ITPOBOTO TMpOIeCy, He

CTBOPIOIOYM TTOMITHUX 3aTPUMOK YU PUBKIB.

4.2 Onuc npoueciB TECTYBAHHS

TecTtyBaHHS BUKOHYETBCS 3TigHO JOKyMeHTy «lIporpama Ta MeTonuka
TECTYBaHHS».

byno BukoHaHe MaHyajbHE TECTyBaHHs IPOTPAMHOTO 3a0€3IMEUCHHS, OIHUC
BIJIMOBIHUX TECTIB HaBeJieHO Y Tadnuusx 4.1 - 4.10.

Tabmuus 4.1 — Tect 1.1 [lepeBipka pyXy Ta HaBirarii rpaBiis

[TouatkoBuit cran | ['paBellb 3HAXOAUTHCS Ha TMIOYATKYy pIBHA KamraHii abo

CHUCTEMH KOPUCTYBAIbKOTO PIBHS.

Bxinni mani Kunagimn W, A, S, D qns pyxy; knaBima Space A cCTpuoka;
knapima Shift gns  mpuckopenns. Pyxu  wmumero s

KEpYBaHHsI KAMEPOIO.

Onuc ['paBenib HamaraeTbcs pyxaTucs BIEped, Haszal, BIIBO,
IIPOBEACHHS BIIpaBo. [paBenp Hamaraerbcs CTpuOHYTH. [paBenb
TECTY HaMaraeTbCsi IPUCKOPUTHCS. | paBelb HaMaraeTbCsl KepyBaTu

KaMeporo. ['paBelnb MepeMIlly€eThCsl HABKOJIO TEPEIIKON Ta

argopm.
OuikyBaHMi [lepcoHaxk TpaBlsi KOPEKTHO PYXa€ThCsA B YCIX HAMpsIMKax,
pe3ynbTar cTpubae, MPUCKOPIOETHCS, @ KaMEPa KOPEKTHO pearye Ha pyXu

mumero. ['paBelb MOXe YCHINIHO TEpPEMILLyBaTHCS IO

ITPOBOMY CEPEIOBHIILY.

DaKTUYHUN 306iraeThcs 3 O4IKyBaHUM.

pe3yabTar




Taomung 4.2 —

59

Tect 1.2 IlepeBipka BukopuctanHs 30poi - Ctpiinnba

IlouaTrkoBuii cTan

CHUCTCMH

['paBenib 3HAXOMUTHCS HA PIBHI, MAa€ €KiMmipoBaHy 30poio 3

OoemnpuIracaMu.

Bxigai mani

HaruckanHs 11BOT KHOTIKM KOMIT' FOTEPHOI MUIITI.

Onuc ['paBenp LUUTBCA Yy Bopora abo €JIeMEHT OTOYEHHS Ta

IPOBEJICHHS HATHUCKAE JIIBY KHOIKY MUIIII.

TECTy

OuikyBaHui 30post cTpiyige. SIKIIO BpakeHUU BOPOT, BOPOT OTPUMYE

pe3ynbTart MONIKO/KEHHS, YyTHO 3BYK MOTPAIUISHHS Yy IUIb. Ko
Bpa)KEHUM 00'€EKT OTOUCHHS, 3'BIAETHCS Bi3yaldbHUU e(eKT
ciiay Big Kyii. Kinpkicts OoenpumnaciB 3menmryerbes. HUD
OHOBITIO€ KUJIBKICTh OO€MPUNACIB.

DaKTUYHUN 30ira€eThCs 3 OYIKyBaHUM.

pe3yabTar

Tabmuus 4.3 — Tect 1.3 [lepeBipka BukopucTanHs 30poi - 3miHa 30poi

IlouaTrkoBuii cTad

CHUCTCEMU

['paBers 3HaXOAUTHCS HA PIBHI Ta Ma€ MPUHANMHI JBa Pi3HI

TUTH 30POi.

Bxigni naui

[IpoxpyTka Kosieca KOMIT FOTEPHOI MHUIIII.

Onuc ['paBers BUKOPUCTOBYE KOJIECO MHIII JIJIsI TIEPEMHUKAHHS MK
MIPOBEICHHS JOCTYITHUMH BHAaMHU 30POi.

TECTY

OuikyBaHu# EximipoBana 30pos 3MiHIO€ThCS Ha 00pany. HUD
pe3yabTar OHOBITIOETHCS, B1I00paXkatoul HOBY 30potlo Ta ii Ooenpumnacu.
DakTUYHUN 301iraeTbest 3 O4IKYBaHUM.

pe3yapTar
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Tecr 1.4 IlepeBipka B3aemoii 3 BOporom - OTpUMaHHs MIKOIH

IlouaTrkoBuii cTad

CUCTCMHU

['paBers 3HAXOAUTHCS HA PIBHI 3 aKTUBHUM BOPOTOM (Typeib

a6o HJIO).

Bxiani gaui

HepCOHa}K rpaBOsA 3HAXOOUTLHCS B 30HI aTakh Ta HpSIMOT

BHUJIMMOCTI BOpoOra.

Onuc ['paBenib 103BOJIIE BOPOTY aTaKyBaTh ce0e Ta HE XOBAETHCS

IPOBEACHHS BiJl BOPOXKOTO J1a3epy

TECTY

OuikyBaHuit 3nopoB's  rpaBug  3meHmyersca. HUD  oHOBmIOETBCH,

pe3ynbrar BiJ0Opakatoul HOBHM cTaH 370poB's. EkpaH CBITUTbCA
YEpBOHMM. SIKIIIO 310POB'St AOCATAE HYIS, TPABEIb TOMUPAE.

DaKTUIHUI 30iraeTbcs 3 OUIKyBaHUM.

pe3ynbrar

Tabmuusg 4.5 — Tect 1.5 [lepeBipka B3aeMoii 3 BOPOrom - 3HUIIICHHS BOpOTa

IlouaTrkoBuii cTad

CHUCTCEMU

['paBerrs 3HAXOUTHCA HA PIBHI 3 aKTUBHUM BOpPOTOM. [ paBelib

Mae 30poro 3 Ooenpunacamu.

Bxigni naui

['paBers cTpisise y Bopora.

pe3yapTar

Onuc ['paBers KibKa pasiB CTPiIsi€ y BOpPOra, JOKH HOTO 3I0POB's
MIPOBEICHHS HE BUYEPIAETHCA.

TECTY

OuikyBaHu# Bopor 3naumiyetscs, Bimirpaerbcsi edexT BUOyXy Bopora.
pe3ynbrar PaxyHOK rpaBIis 3011bIIY€THCS.

DakTUYHUN 301iraeTbes 3 OUIKyBaHUM.
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Tect 1.6 IlepeBipka nmigdopy O00HYCIB - AniTeuka

IlouaTrkoBuii cTan

CHUCTCMH

I'paBenib 3HaxoAUTHCA Ha piBHI. Ha piBHI npuCyTHIN OOHYC-

alITCYKa.

Bxinni naui

[lepconak rpaBIIs 3IITOBXYETHCA 3 AITEUKOIO.

Onnc ['paBenp mepeMililye CBOro mepcoHa)xa Tak, 00 migiopaTu
IPOBEJICHHS anTeukKy.
TeCTy
OuikyBaHui 310poB'st TpaBls 30UIBIIY€EThCS. AINTeUYKa 3HUKAE 3 PIBHSL.
pe3yabTar HUD onosmtoe 310poB's. Skiio 310poB's Bke OyJI0 MOBHUM,
BOHO 3aJIUIIIAE€THCS TTOBHUM, a allTeyKa HE MiI0UpaeThCs.

DaKTUYHUI 30iraeTbcs 3 OUIKyBaHUM.
pe3yabTaT

Ta6mug 4.7 — Tect 1.7 Ilepeipka migoopy 6onyciB - boenpurmacu

IlouaTrkoBuii cTan

CHUCTCMU

['paBenib 3HAXONUTHCS HAa PIBHI, Ma€ EKIMipoBaHy 30poIo.

[IpucyTHiii 60HYyC OO€npuIaciB JJIs €KIMPOBAHOT 30POi.

Bxigni naui

[lepconasxk rpaBIls 3IMTOBXYETHCS 3 OOHYCOM OOEMPHUIIACIB.

Onuc ['paBenib mepeMililye CBOTO MEPCOHaXKA Tak, M100 migioparu

MPOBEACHHS OoHyC OoenpUmacis.

TECTy

OuikyBaHuit KinbkicTs 60enpunacis aJis BIAMOBIIHOT 30p0i 30Ty EThHCA.

pe3yabTar bonyc OoenpumnaciB 3nukae. HUD OHOBIIOE KIJTBKICTH
OoempunaciB. SIKmio rpaBelb HE Ma€ BIAMOBIIHOI 30poi,
OOHyC HE MiA0UPAETHCS.

DakTUYHUN 301iraeTbes 3 OUIKyBaHUM.

pe3yabTar

Tabmuus 4.8 — Tect 1.8 IlepeBipka 3aBepiieHHs piBHs - [lepemora

IlouaTrkoBuii cTan

CHUCTCEMU

['paBers 3HaXOAUTHCS HA PIBHI.
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[Iponos:xenns Tadbmaui 4.8

Bxiani gaHi

['paBenib ycHilmHO JO0OMPAETHCSA O KIHIIEBOTO acTepoija

MIPOTSITOM JIIMITY 4acy.

Omnuc ['paBenib MPOXOAUTH PIBEHb Ta JOCATAE KIHIEBOI TOUKH (

IPOBEACHHS (biHAIBHOTO acTepoina).

TECTy

OuikyBaHuit Bino6paxaerscs expan "llepemora" ("You Won!"), mio

pe3yabTar MOKa3ye paxyHOK Ta BUTpaueHUM dyac. [paBerb Moxe
MOBEPHYTUCS /0 TOJOBHOIO MEHI0. SIKmo 1e OyB pIBEHb
KaMI1aHil, HACTYITHUM piBEHb MOKE OyTH pO30JI0KOBAaHUM.

DaKTUYHUI 30iraeTbcs 3 OUIKyBaHUM.

pe3ynbTart

Tabmuus 4.9 — Tect 1.9 IlepeBipka 3aBepiieHHs piBHs - [lopaska

IlouaTrkoBuii cTan

CHUCTCMH

['paBen 3HaXOAUTHCS HA PIBHI.

Bxigni naui

3I0pOB'st TpaBLsd HOCATAE HVYIISA 4Yepe3 arakd BOporis, ado
9

rpaBellb NaJa€ 3a MEX1 IrPOBOi 30HU.

Onuc ['paBerts TvHE Bijg Bopora abo majae B YOpHY Jipy.

IPOBEICHHS

TECTY

OuikyBaHu# Bino6paxaerscs expan "llopaska" ("You Died!"), mio

pe3yabTar MOKa3y€e PaxXyHOK Ta Yac BWKMBaHHA. [paBenb mae oIl
nepe3anyCTUTH PiBEHb a00 TOBEPHYTUCS JI0 TOJIOBHOTO
MEHIO.

DaKTUYHUN 306iraeThCs 3 OUIKyBaHHUM.

pe3yabTar
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Tabmuist 4.10 — Tect 1.10 IlepeBipka QyHKIIOHAIBHOCTI MEHIO May3U

IlouaTrkoBuii cTan

CHUCTCMH

['paBerib aKTUBHO I'pa€ Ha PiBHI.

Bxigai mani

Haruckanns knasimi "ESC". Haruckanus kHonok "Resume",

"Restart" abo "Menu" B MeHIO Tay3u.

Ormmc I'paBenib HaTtuckae "ESC" mist BIAKpUTTS MeHIO may3u. [loTim

MIPOBEACHHS rpaBellb HAMaraeTbCsd MPOJOBKHUTU TPy, IEpe3anyCTUTH

TECTY PIBEHb Ta MOBEPHYTUCS JI0 TOJOBHOTO MEHIO 3a JOIOMOTOI0
BIJITOBIIHHUX KHOIIOK.

OuikyBaHuit Mento nay3u 3'sBisierbest pu HatuckanHi "ESC". IrpoBuit

pe3yapTar nporec npusynuHseTsbca. Kaomka "Resume" moBeprae no
rpu. Knonka "Restart" nepe3aBaHTakye MOTOYHHI pIBEHB 3
nouarky. Knonka "Menu" nepeBoauTh rpaBiisi 10 TOJIOBHOTO
MEHIO TpH.

DaKTUYHUN 30ira€eThCs 3 OYIKyBaHHUM.

pe3ynbrar

Tabmuug 4.11 — Tect 1.11 PegaxTop piBHIB - Po3mimieHHs o0'ekra

IlouaTrkoBuii cTad

CHUCTCMH

I'paBenib 3HaxoAUTHCS B PemakTopi piBHIB.

BxigHi mani

Bubip tuny 06'exra 3 iHTepdeiicy penakropa (3a J0OMOror
kinapim 0-9). HaruckanHs 711BOi KHONKH MHMIIN Ha CITII

PO3MIIIICHHS.

Ornuc
MIPOBE/ICHHS

TECTY

I'paBenib oOupae 00'ekT (HAMpUKIIAL, acTepoia, CHaBHEP
BOPOTiB) Ta HAaTHUCKAa€ Ha JIWCHE MiCIle Ha CITIIl JyIsl HOTro
po3MimieHHsi. Cnpoba po3MICTUTH Ha HEIIMCHOMY MICIII
(HampuKIIal, HAKJIAIal0uu Ha THIIHHI 00'€KT, 200 pO3MIIIYIOUH
yVHIKaJIbHUNA O00'€KT, TakWil SK CTapTOBUN ab0 KIHIICBUI

acTepoin, IBidi).
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[Tponorxenns Tadnuii 4.11

OuikyBaHui OOpanuii 00'eKT 3'ABISETHCA Ha CITHI Y BKa3aHOMY MICII],

pe3ynbrar SKIIIO BOHO JAiiicHe. BizyanpHuil monepenHii nepersia (TiHb)
Moka3ye o0JacTh KoJi3ii Ta miACBIuye JIIMCHE (3eIeHuM) abo
HepilicHe (depBoHUM) po3mimieHHs. [loBigoMiieHHS Mpo
MOMUJIKY ~ 3'SIBISIETBCS, SIKIIO CIPOOYBaTH  PO3MICTUTH
YVHIKaJIbHUN 00'€KT, IKHI BXKE 1CHY€E, a00 SKIIO PO3MIIICHHS
HEMOJKITHBE.

DaKTUYHUI 30iraeTbcs 3 OUIKyBaHUM.

pe3yabTar

Tabmuus 4.12 — Tect 1.12 Pegakrop piBHIB - Buganenns 06'exra

IlouaTrkoBuii cTad

CHUCTCMU

['paBenrs 3Haxomuthess B Pemakropi piBHiB. Ha citmi

PO3MIIIIEHO TPUHAUMHI OJTUH 00'€KT.

Bxiani gaui

HaruckanHs mpaBoi KHOIIKH MHUIII HA PO3MILIIEHOMY 00'€KTI.
p p y

Onuc ['paBers HABOAUTH KypcOp MHUIIT HA PO3MIIIEHUNH O0'€KT Ta
MIPOBEICHHSI HATUCKAE TIPaBy KHOIKY MUIIII.

TECTY

OuikyBaHu# OOpanuii 00'eKT BUIATSIETHCS 3 CITKH.

pe3yibTart

DaKTUYHUT 30iraeTbcs 3 OUIKyBaHUM.

pe3yibTart

Tabmuus 4.13 — Tect 1.13 PemakTop piBHIB - 30€pe)KEHHS Ta 3aBaHTAKCHHS

KOPHUCTYBAI[bKOTO PiBHS

IloyarkoBuUl cTaH

CHUCTCMHU

I'paBens 3Haxomutbes B Penmaktopi piBHIB. PiBeHb OyB
CTBOpPEHUIA a00 3MiHEHUH (MICTUThH TPUHANMHI CTAPTOBUIA Ta

GbiHIIHUN acTepoin).
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[Tponorxenus tadmuil 4.13

Bxiani gaui

Hatuckanns "ESC" jis BIAKPUTTS MEHIO KEpyBaHHS
piBusiMu.  Haruckanus kuHomku "Save Slot".  3romowm,

HaTuckaHHsa kHonkH "Load Slot" mist 36epexeHoro piBHsL.

Onwuc ['paBenib CTBOPIOE piBEHb, MEPEKOHYIOUMCH, IO BIH Mae

IIPOBEICHHS CTapToBy Ta (iHIIIHY TOUKH. ['paBers 30epirae piBeHb y CIOT.

TECTY [ToriM rpaBenp ouMIlye penakTop ad0 3aBaHTAXKYyeE 1HIINUN
piBEHb, a TMOTIM HaMaraeTbCs 3aBAHTAXKUTH  PpaHIILIE
30epeKeHUI PIBEHbD.

OuikyBaHu# PiBenr ycmimHo 30epiraeThCsi B OOpaHUM  CIOT 3

pe3ynbrar MOBIJOMJIEHHSM IIPO MIATBEP/KEHHS.  30€epe’KEeHUM pIBEHb
3aBaHTAXYETbCA KOPEKTHO, BIJIHOBJIIOIOYM BCl PO3MIIICHI
0o0'ekTH Ta HajamTyBaHHA. [IOBITOMIIEHHS MPO TMOMUJIKY
3'SIBISIETBCS,  SKIIO  pIBEHb  HEAlCHUU  (BIACYTHS
cTapToBa/(piHINIHA TOUKA).

DaKTUYHUN 30iraeThCs 3 OUIKyBaHUM.

pe3yibTar

Tabmuusg 4.14 — Tect 1.14 I'pa Ha cTBOpEHOMY KOPUCTYBa4YeM PiBHI

IlouaTrkoBuii cTan

CHUCTCMH

JlificHuii CTBOpPEHMI KOPUCTyBayeM piBEHb 30€peKeHHI B
OHOMY 31 cIloTiB. ['paBenb 3HaxomuThcs B MeHiO "Bubip

piBHA".

Bxigni nani

Hatuckanns knomnku "User Level", mo Bigmosizae

30epeKeHOMY PIBHIO.

Ormuc
MIPOBE/ICHHS

TECTY

['paBens nepexoauTh Ha ekpaH "BuOip piBHA" Ta 0Oupae s
IpU paHillle CTBOPEHUN Ta 30epeKeHUN KOPUCTYBAIIbKHIMA

PIBEHb.




66

[Tponorxenns Tabdnuii 4.14

OuikyBaHui OOpaHuii KOPUCTYBAllbKMII pIBEHb 3aBAHTAXKYETHCS, 1

pe3ynbrar MOYHNHAETHCS ITPOBUH MPOIEC BIAMOBIAHO 0 AU3AHHY IIHOTO
PIBHSI. Bci  posmimieni o0'ektu, Boporu Ta OOHycCH
(GYHKITIOHYIOTh HAJIC)KHUM YHHOM.

DakTUYHUI 306iraeThcs 3 OUIKyBaHUM.

pe3yibTaT

Tabmuusg 4.15 — Tect 1.15 IlepeBipka paaiycy nii BOPOTiB

IlouaTrkoBuii cTad

CHUCTCMU

['paBens mounHae piBeHb (KammaHii a00 KOPHUCTYBallbKUiA),

SAKUH MICTUTh BOPOXKY Typenb adbo craBuep HJIO

BxigHi mani

[lepconaxx  rpaBUS  pyXaeTbcsi B MEXax  30HU

BUSIBJICHHsI/aTakd Typesli abo MmoOiM3y 30HM aKTHBAIlii

craHepa HJIO.

Onuc ['paBerp HaOMMKAETBCS IO Typedi, mo0 crocTepirata 3a ii

POBEACHHS noBeAiHKo. ['paBers HabmkaeThes 10 caHepa HJIO.

TECTy

OuikyBaHu# Typenb 3anuIIaeTbCs HEAKTUBHOK, KOJIM TpaBelb 1032

pe3yJsbTart 30HOIO JIOCSKHOCTI, 1 aTaKye, KOJHM TpaBellb 3HAXOAUTHCS B
30H1 gocsbkHocTi.  HIJIO 3'aBasitoThest 31 craBHEpa, KOJIU
rpaBellb BXOJIUTh B 30HY aKTHBAIIii.

DaKkTUYHUI 30iraeTbcs 3 OUIKyBaHUM.

pe3yabTar

4.3  Onmc KOHTPOJBHOTO MPUKIALY

Haenemo onuc KOHTPOIBHOTO MPUKIIATy BUKOPUCTAHHS PEIaKTOpa PiBHIB.

[lepeiimoBm A0 penakTopa pIBHIB, MH MOXEMO IMO0OAUYUTH TUIOIIUHY

BCTAHOBJICHHS 00’ €KTIB (PUCYHOK 4.5).
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Random Asteroid

Pucynok 4.5 — Iinommna po3MiilieHHs 00’ €KTIB pe1akTopa pPiBHIB

KopucryBau Moxke KepyBaThu Kameporo, HaOMMKAar4Yu i1 JI0 TUIOUIWHHU,
BUKOPHCTOBYIOUM KOJIECO KOMIT FOTEPHOI MUIII Ta MOXE IMEpPEMIIyBaTH KaMmepy
HABKOJIO TUIOLIMHHU 3a JonoMorow kiasint: W (Boepen), A (BmiBo), S (Hazan), D
(BopaBo). IlepemilieHHs kamepu OOMEXKEHO AJi1 TOro, H00 KOPHUCTYBad HE MIr
BIIJICTITH JAJIEKO BiJI IUIONTMHU PO3MIIIIEHHS 00'€KTIB, a00 MepeMiCTUTHUCS ITij Hel.
KopucrtyBau moxe obupaTtu 00'€éKTH O PO3MIIIEHHS HA PIBHI, BUKOPUCTOBYIOUH
KIapimi: 1 IS pO3MIIIEHHS CTapTOBOrO acTepoimy, 2 1 PO3MIIICHHS
BUITAJIKOBOT'O 3BUUAWHOTO acTepoiny, 3 AJisi pO3MIIIEHHS acTepoiny 3 MIa3MEHHOIO
PYLIHUIICTO, 4 AT PO3MIIIEHHSI aCTepPOiNy 3 JIa3epHUM MICTOJIETOM-KYJIEMETOM, 5
JUISL PO3MIIIICHHS aCTEPOiNy 3 aMyHIIIEIO JIJIs JIA3€PHOTO MiCToIeTa-KyaemMeTa, 6 1Is
PO3MIIIIEHHS aCTEPOIAY 3 aMYHILIEIO JJIsl TNIa3MEHHOL PYIIHUIN, 7 JJIs1 PO3MIIIECHHS
acTepoiqy 3 anTeuKow, 8 JJIA PO3MIIIEHHS acTEepOily 3 JIA3epPHOI0 Typeto, 9 s
po3mimenHsi crnaBaepa HJIO, 0 nmns po3mimieHHs KiHIIEBOro actepoiny. Bubip
KOpHCTYBaua BiJ0OpaKa€eThCsl Y BUTIISII KOMIPOK 3 IKOHKaMU 0OpaHOTro acTepoiny,
K1 MOKHA MMOOAYUTH BHU3Y €KpaHy Ha pucyHky 4.5. Takox BuOip KopucTyBaua
MOXHa TO0QUYUTH Yy TEKCTOBOMY BUIJISIII Yy JIIBOMY BEPXHBOMY KYyTI €KpaHy.
Habnu3uBiim kamepy, MOXHa Mo0auuTH TiHb 00'€KTa ISl pO3MIIICHHS, SIKa TOKa3ye

1oro o0acTh Koumi3ii (pUCYHOK 4.6).
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Random Asteroid

Pucynok 4.6 — Tinb 00'eKxTa, 1110 PO3MINLYETHCS

Tinp 00'exTa BiAMOBIA€E 3a WOTO 3aMHATHN MPOCTIp. SKIIO 00'€KT MOXKHA
PO3MICTUTH, BIH TIJCBIYY€ETHCS 3€JICHUM KOJbOPOM, SIKIIIO MOro HE MO>KHA
PO3MICTUTH - YepBOHUM (pUCYHOK 4.7). O0'€EKT HE MOXKHA PO3MICTUTH, SKIIO HOTO
TIHb TEPECIKAETHCS 3 1HIIUM 00'€KTOM, a00 eK3eMIUISIp 00'€KTy € OJAMHUYHUM.
OIMHUYHUMU €K3eMIUIIpaMu 00'€KTIB € MOYaTKOBUM Ta KiHIEBUM acTpoigu. O0'exT
PO3MIIILYETHCS 32 JAOMOMOTOI0 HATHUCKAHHS Ha JIIBY KHOIMKY KOMIT'FOTEPHO! MHMIIIL.
Bumanutu 00'eKT MOYKHA, SIKIIIO HABECTHUCS HA HHOTO Ta HATHCHYTH MPABY KHOTIKY
KOMIT'FOTEPHOT MUIIII.

Laser Gun

Pucynok 4.7 — HeMOXIUBICTb PO3MICTUTH 00'€KT
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S0 rpaBers HaMaraeTbes PO3MICTUTH TTOYATKOBHM 200 KIHIIEBUI acTepOif
JIBi4l, Trpa BHUBOJUTh HOMY IMpO II€¢ TOMHUJIKY Ta YHEMOXJIHMBJIIOE IOBTOPHE

PO3MIIIEHHS ITHOTO 00'€KTY (PUCYHOK 4.8).

Start Point

Pucynok 4.8 — IToMuika npo noBTOpHE pO3MIILIEHHS CTAPTOBOrO acTepoifa

Po3minnyroun 00'ekTr BOPOTiB, a caMme J1azepHuX Typedeit Ta cnaBuepis HIIO,

rpaBellb MOXKE MOOAYUTH pajlyc iX il JJis MJIaHyBaHHS MOJAJIBIIOT TPYU Ha PIBHI
(pucyHok 4.9).

Enemy Turret

Pucynok 4.9 — Paniyc aii nazepHoi Typeni

[Tpu natuckanni Ha kinaimry “ESC”, rpaBeis moTparuisie 10 MEHIO KepyBaHHS

piBHsIMHE (pucyHOK 4.10).
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Enemy Turret

Clear all objects

Load Level Save Level

Load Slot 1 Save Slot 1

Load Slot 2 Save Slot 2

Time: 60 sec.
Load Slot 3 Save Slot 3

Main Menu
5 6 7

Pucynox 4.10 — MeHIo kepyBaHHS piBHSAMU

TyT rpaBerb MOXe 3aBaHTaXUTHU BKe 30€pexeH1 piBHI, a00 30eperTy HOBUM
piBeHb. Takok TpaBellb MOXKE€ BCTAaHOBHTH Yac TIPOXOKCHHS PIiBHS, SIKAN
BapitoeTbes Bl 60 mo 180 cexkyHn. 3a OakaHHSIM, rpaBellb MOKE€ OYUCTUTU BCl
o0’extu Ha piBHI. [Ipu oOupanHi Oyab-sKOi Mii, KpiM MOBEpPHEHHS N0 PIBHS
penakTopa mpu MOBTOPHOMY HaTthckaHH1 kimasimi “ESC”, kopucTyBau oTpumye
BIKHO MIATBEPKEHHS JJIsl 3amoOiraHHs BTpaTH He30epexeHUX 3MiH (PUCYHOK
4.11).

Enemy Turret

LOAD LEVEL FROM SLOT 1?
UNSAVED CHANGES IN THE
CURRENT LEVEL WILL BE LOST.

Yes

Pucynox 4.11 — MeHto miaTBepKeHHS Jii

[Ipu 30epexxeHHI piBHSA, BIH BaNIAYEThCS Ha KOPEKTHICTh (HASBHICTD

CTapTOBOTO Ta (iHATBHOTO acTepoina), Ta BUBOAUTh TOMIIIKY Y pasi
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NEPEIIKOKaHHs 30epekeHHs piBHA (pucyHOK 4.12) abo MOBIZOMIIEHHS PO

yCIIIIHE 30epekeHHs PiBHS (pUCYHOK 4.13).

Enemy Turret

Pucynox 4.12 — [lomunka 30epexeHHs piBHS

Random Asteroid

Level saved to slot 1.

Pucynok 4.13 — [1oBigomieHHs Npo ycmiliHe 30epeXeHHs piBHS
3 MeHI0 KepyBaHHA piBHAMHU (pucyHOK 4.10) MOKHa TEpEeUTH 10 TOJIOBHOTO

MEHIO, 3 SKOTO MOYKHA MEPEeUTH J10 MEHIO TpU Ha PIBHAX (PUCYHOK 4.14).
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SELECT LEVEL

Campaign User Levels

Level 2 User Level 2

Level 3 User Level 3

PucyHnox 4.14 — MeHto rpu Ha piBHSIX

B MeHI0 rpu Ha pIBHSX MU MOKEMO OOpaTH piBHI KammaHii, 800 MOXeMO
oOpaTu JOCTYIHI KOpPUCTYyBallbki piBHI. JOCTYIHI piBHI MiJCBIYYIOTHCS OLIUM

KOJIbOPOM, HETOCTYTHI - CIPUM KOJIbOPOM.

BucHoBku 710 po3ainy

VY yerBepTOMY PO3/ILIL TUILIOMHOIO MPOEKTY OYJIO 311MCHEHO aHali3 SIKOCTI
IporpaMHOro 3a0e3leyeHHs Ta #oro TecTyBaHHSA. byllo BHM3HA4Y€HO 1HJEKC
NIATPUMYBAHOCTI, IMKJIOMATUYHY CKJIQJHICTh, TIJHOWHY HAaclilyBaHHA Ta
3B’s13aHICTh  KjaciB. OTpumaHl  pe3yibTaTH  CBIA4aTh OPO  JIOCTaTHIO
CTPYKTYPOBAHICTh 1 MIATPUMYBaHICTh KOIy. JlOJaTKOBO OILIIHEHO MPOTYKTUBHICTh
nporpamu. Pe3ynbTaTu cBig4aTh NpO BUCOKUM pIBEHb MPOIYKTUBHOCTI rpu, FPS
TpuMaBcs Ha piBHI 60 KaapiB y CEKYHIY.

Bbyno mpoBeneno pyune tectyBaHHs 3riiHO 3 «IIporpamoro Ta METOAMKOIO
TeCTyBaHHs». Byllo mepeBipeHO yci MOXIMBOCTI IrPOBOTO MPOILECY, @ TAKOXK YCI
MOXKJIMBOCTI peAaKkTopa PiBHIB.

[IpoBeaeHMI KOHTPOJIBHUI MPUKIIA]] OMKCYE KIFOUOBUHM (DYHKIIIOHAT poOOTH
pemakTopa pIiBHIB 3 yCiMa MOXJIMBUMHU BapiaHTamu mojiid. Omuc JOMOBHEHO

UTIOCTpAIlisSIMA PO3POOICHOT TPH.
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5 PO3I'OPTAHHS TA CYITPOBIJA MNPOI'PAMHOI'O 3ABE3IIEYEHHS
5.1 PosropranHs nporpamMHOro 3abe3neyeHHs

Jlis  po3ropTaHHS TPOEKTY CKOPUCTAEMOCSA BOYIOBAHOIO (YHKIIIEIO
nakyBaHHs rpu A Unity Editor. J{ns miporo HeoOxiaHO 3aiitu y BKiaaky “File” ta
oOpatu mapametp “Build Settings” (pucynox 5.1). [lani Tpeba 3a3HaYUTH LUILOBY

mwiatopmy - Windows (pucyHok 5.2).

(& 3D Shooter - PlayCustomLevels - Windows, Mac, Linux - Unity 2021.3.30f1 Personal <DX11>
File Edit Assets GameObject Component Tools Window Help

New Scene Ctrl+N
Open Scene Ctrl+O
Open Recent Scene >

Save Ctrl+S
Save As... Ctrl+Shift+S
Save As Scene Template...

New Project...
Open Project...
Save Project

Build Settings... Ctrl+Shift+B
Build And Run Ctrl+B

Exit

Crowbar
100500

Pucynok 5.1 — Bikao penaktopa Unity 3 Bkiagkoro «File»
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Build Settings

Scenes In Build

Add Open Scenes

Platform J Windows, Mac, Linux

L_T__] Windows, Mac, Linux ar |atform Windows

E Dedicated Server

Intel 64-bit

Default

Asset Import Overrides
No Override
ompression No Override

Player Settings... v Build And Run

Pucynok 5.2 — HanamryBanHs 0111y rpu
Ha pucyHnky 5.2 MokeMO Mo0Oa4uuTH HaJalITyBaHHS CLUEHH, SIKI YBIAIYTh 10
: : : . O 1 155
Oinmy Ta TWOCHIAOBHICTH caMux creH. Jlami Hartuckaemo kHomky “Build” Ta

00MpaeMo TUPEKTOPIIO, B SIKY OyJie 3amaKkoBaHo Haill 011 (pUcyHOK 5.3).
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(2 Build Windows e
«— « 4 > UedNK > Po6ouwii ctin ~ O Search PoBouwid cTin pe
Ynopaakyeatm - CTEOpUTK Nanky i= v a

W e MK

¥ Downloads
i Bineosanncum
|‘j JokymeHTH

=| 3o6paxeHHA

Inm'A

Ullcons
AyauTL aHrn
BiakpMTMiA nmct
BnacHe
ANTIOM

NaTta 3MiHEHHA
12.05.2025 19:05

16.04.2025 17:01
24.04.2025 12:56
25.04.2025 1348
16.05.2025 21:15

Tun Posmif ”
MNanka darnie
MNanka darnie
Manka darnis
Nanka darnis

MNanka darnie

04.05.2025 14:06
19.03.2025 19:02
27.03.2025 14:34

b Myzuka lonatkosi CepTmdikatin Manka darnis

HaeuanHa 4 kypc 1 cemecTp Manka darnis

[ PobouwiA cTin

% Windows 10 (C) Manka darnis

HasuaHHA 4 kypc 2 cemecTp

Disc (D) 7 DefaultCompany - Apank 09.05.2025 18:26 Apauk
e Disc (D A

24 This PC - Shortcut 21.08.2024 16:44 Apnwnk
w JTOKansHWA ance

# POBOTA - Apnbik 21.08.2024 16:34 Apaunk

~~ Nokansui ance Dexpolaris Build 20 25.05.2025 18:14 Manka dadinis -

¥ Menewa S =

e | Dexpolaris Build 20

Pucynox 5.3 — Bubip nanku AupekTopii rpu

Ckacysatu

OO0paBim nanky A OUIAY, MIOYHETHCS MPOLIEC NaKyBaHHS MPOEKTY (PUCYHOK
5.4). B nepiuii pa3 mpoliiec nakyBaHHS MOYKE 3aHSATH KiJIbKa XBUJIWH, B ITOIAJIBIII

pasu BiH 3aiiMae MeHie 30 CeKyHI.

@ 30 Shooter - Untitled - ows, Mac, Linux - Unity 2021.3.30f1 Personal <DX11
File Edit Assets GameObject Component Tools Window Help

tings

Platform CJ Windows, Mac, Linux

L_T:] Windows, Mac, Linux P m ‘Windows

Intel 64-bit
S Dedicated Server

Default

Enemies

Asset Import Overrides
i e e No Override

No Override

Player Settings...

Pucynok 5.4 — Ilpouec nakyBaHHs POEKTY
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[Ticas 3aBeplleHHs MAaKyBaHHS, B AUPEKTOPIi, Ky BKa3yBalIH SK MICIE AJIs
MaKyBaHHS TPH, 3 SBIATHCSA yCl CUCTeMH1 (aiiau rpu, HEOOXiAHI A ii 3amycKy

(pucyHoxk 5.5). 3actocyHnok “3D Shooter.exe” € BUKOHaBYHM (hailJioM BiICOTPH.

= | Dexpolaris Build 20

Dexpolaris Build 20

POBOTA

W Uei NK 3D Shooter_Data MonoBleedingEdge
& Downloads

B Bizeosanucu

Pucynok 5.5 — @aiinin npoexty
5.2 CynposiJ nporpamMHOro 3a0e3neyeHHs

B koHTekcTi 3a0e3nedyeHHs] ePEeKTUBHOI MIATPUMKHU Ta HAJaHHS OHOBJICHb
rpu, OyJ0 BU3HAYEHO CTpaTerivyHUW MiAX1J, KU nepeadayae Bukopucrana Git
[27] nna kepyBaHHS BepcisiMu Ta myOJiikaiito rpu Ha matdopmi itch.io [28]. Llei
MIIX11 CIOpsSMOBAaHWN Ha 3a0e3MeyeHHs] 3pYYHOTO Ta €()EKTUBHOTO MeXaHI3My
pO3rOpTaHHS OHOBJIEHb, a TaKOX CIPHUS€ MPOCTOTI B3aEMOJII 3 HAIIKMMU
KOpHCTYyBayaMH.

Hnst mowatky, rpa posminryerbes Ha GitHub y Burmsami pemosutopito
(pucynok 5.6). Ile Bkirouae BCl BHXIOHI (Dailyid, pecypcu Ta KoOJ, IO JO3BOJISIE
e(eKTHBHO KEPYyBaTH MPOCKTOM Ta BHECTH 3MiHU 3a gomoMorow Git, sskuii Hajae

3py4HHi 1HTEep(deic 1151 BEpCIOHYBAHHS.
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€ BachelorFinal_Dexpolaris_Zhmailo #w 52 P @ Umwatch 1 - k * 7 s
P master ~ F 1Branch © 0Tags Q Gotof t Addfile - [RENEIE About @
The diploma project of the student of the
@ Dexcay Added aviour Tree © 42 Commits

group IP-13 Zhmailo Dmytro

A A

fr 1st
Pr ings
© 1wat
D o tes b4
[ .gitignore
Releases
D ig
™
-
] Packages
0o
D ¢
. Languages
5.CSproy J X L < ® ShaderLab
HLSL 4

Pucynox 5.6 — Penosutopiii rpu Ha matgopmi GitHub

[licnss BHECEHHS 3MIH y Tpy, OyZie OHOBIIOBATHCS BEPCisi IPU T4 CTABUTHCH
BIMOBIHI Teru y penosutopii Git. Ilelt eram rapanHTye, MO MH 3MOXKEMO
€(EeKTHUBHO BIJICTEKYBATH 3MIHHU Ta IIBUIKO pearyBaTy Ha BUSBIICHI TOMUJIKU a00
BIIPOBAKYBAaTH HOB1 (PYHKIIi.

Hactynnum eranom € nyOmikauisg rpu Ha miaatdopwmi itch.io. itch.io - me
oHNaitH-TIaThopmMa Uil AUCTPUOYIT Ta MPOAAXY BiJCOIrOp, MNPOrpaMHOTO
3a0e3MeYeHHs Ta IHITUX TBOPYUX MPOEKTIB (PUCYHOK 5.7). BoHa Hajae MOKIMBICTh
HE3aJIC)KHUM PO3POOHMKAM Ta TBOPYUM 0OCO0aM CaMOCTIMHO MMyOJIIKyBaTH CBO1
TBOPIHHS, BCTAHOBIIIOBATH 1IHU 200 BU3HA4YaT (hOpMH OE3KOIIITOBHOTO JOCTYITY 70
CBOTO KOHTEHTY. [lepeBaroto nanoi minatdopmu € Te, 1o myOsikaiist Tpu Ha itch.io

€ 0€3KOIITOBHOIO JIJIs1 pO3pPOOHHKA

c @& ichio ceo>0osL=@ & 0ol
aitchjo BrowseGames GameJams & UploadGame DeveloperLogs  Community a ’ togin | | Register
POPULAR TAGS Itch.lo is a simple way to find and share indie games online for free.

[ Downtoad o | Getthe most outofitchiot Install and manage your games with our desktop app

RAVEN-STAR

d H
BROWSE » < Atiny Game Boy Color game about finding a place where you belong.
&

e

AMAL TAAAAAA
Laae e o ]

GAMES BY PRICE LFree ]

Get the game —

@ B Y Downlossapn
Latest Featured Games  Viewall

FROM THE ITCH.IO BLOG i
Kick hthese

& (CATTLE w, | Crio ~Ormvrry s /
PN ; R '
CY e 4 _5., ‘ ) ij Trag 0 .i

Pucynok 5.7 — 'onoBHa cTopinka miardgopmu itch.io
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Ilepen  nmyOmikamiero  HOBOi  Bepcli rpw, Oyae  CTBOpHOBaTHCS
3aBaHTAXXyBAJIbHUHN apXiB, AKUI BKIIOYaE BCl HeoOX1aH1 (aitnu Ta pecypcu. [ToTim
Oyzae cTBOproBaTHCS HOBUHM peni3 Ha itch.io, ge Oyne BkasyBaTucs Bepcis, OMHC
3MiHU Ta TMOCWJIAHHS Ha 3aBaHTaXyBalbHUU apXxiB. Lle 3abe3mneuye kopucTyBadam

JIETKUM AOCTYII 10 OHOBJICHb Ta HOBOBBCACHD I'PH.

BucnoBku 110 po3ainy

Y m’aromy po3aui OyJi0 OMUCAHO MPOIEC PO3rOPTaHHS MPOrPaAMHOTO
3a0e3MeueHHs, 1110 BKJIIo4aB (hiHabHEe makyBaHHa rpu B Unity Editor nist ctBopeHHs
BUKOHABYMX (DAIIIB TPU, TOTOBHUX A0 JUCTPHOYIIII.

PosrnsinyTo cTparterito MATPUMKH TPOEKTY, IO OXOIUIIOE OHOBJICHHS,
BUIIPABIICHHS TOMWIOK Ta B3a€EMOJII0 3 KopucTyBadamu. /[l edeKkTUBHOTrO
KEepyBaHHA BepcisiMH Koay oOpaHo cucteMy Git, sika 3a0e3nedye MOBHY 1CTOPIO
3MiH. Po3MilieHHsT Tpy peali3oBaHO Yepe3 0e3KOITOBHY muiatdopmy itch.io, 1mio
HaJIa€ 3pyYHUN JOCTYI 10 MPOAYKTY JIJIsl LIUPOKOT ayAUTOPIi.

Takuii miAXiJ 103BOJISIE 3pYyYHO KEPYBATH BEPCISIMU I'PHU, IIBUIKO JOCTABIIATH
OHOBJICHHS KOPUCTYBa4aM 1 MiAITPUMYBATH 3BOPOTHUI 3B’SI30K 3 ayJUTOPIEI0, MO

nornomMarae e(peKTUBHIIIE pO3BUBATH TPy .
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BUCHOBKU

B xon1 BUKOHaHHS TUILIOMHOTO MPOEKTY, OyJio po3polieHo rpy xkaHpy 3D
Action 3 enmeMeHTaMH MPOCTOPOBOI HaBiraiii 3 (QyHKIIIOHAIOM IrpoOBOi KammaHii,
IHTETPOBAHOTO PEJAKTOPY [Jsl CTBOPEHHS KOPUCTYBALIbKMX pIBHIB, OOHOBHX
MEXaHIK, CUCTeMH OOHYCIB Ta IITYYHOTO I1HTEJIEKTY BOPOTiB, MOOYOBAaHOIO Ha
OCHOBI QJITOPUTMY JIepeBa MPUIHSATTS PIIlICHb.

Mera npoekty Oyna AocsarHyTa moBHICTIO. IIITydyHUN 1HTEIEKT BOPOTIB Ha
OCHOBI aJITOPUTMY JiepeBa MPUUHSITTS PIIICHB ITiIBUIIUB SKICTh IPOBOTO MPOIIECY,
IUIIXOM CTBOPEHHS L1KaBoi nmoBeiHKU BoporiB HJIO, skl 3a0X04y0Th rpaBuUs A0
O1JIBIIIOT B3a€MO/I1T 3 BOPOTaMHU Ha ITPOBUX PIBHSX.

Bci nocraBneni 3amadl B paMKax JWIJIOMHOTO NPOEKTYBAHHS BUKOHAHI.
[rpoBuii mpoliec MOBHICTIO peasli30BaHUi BiJ MOYATKy I'pH, 1 10 11 KiHI, 3 ycimMa
MOKJIMBUMHU pO3rajyXeHHs. ['paBelb Ma€ TOBHMM KOHTPOJb HaJ CBOIM
MEPCOHAKEM, Or0 030pOEHHAM, MOXKE MIAOMPATH Pi3HI OOHYcH Ha piBHI. Boporu
3’SBIISIIOTBCA Ha PIBHAX, B3AaEMOJIIOTH 3 TPaBIEM, BHUKOPUCTOBYIOUM aJITOPUTM
nepeBa MNPUUAHATTS pimieHb. CTBOPEHO TpH pIBHI KammaHii, sIKI IOCHiJIOBHO
BIIKPUBAIOTHLCS JIJIs1 TPaBIIs, 3a0€31eueHO poOOTy pelakTopa PiBHIB Ta MOXKJIMBICTb
I'pU Ha BIIACHUX PIBHSX.

VY mporeci poOOTH TPOBEAEHO ACTaIbHUN aHali3 MPEeIMETHOI 00JacTi,
c(opMyJIbOBAHO BHUMOTU J0 MPOTPaMHOro 3a0€3MEYEHHs, CHPOEKTOBAHO HOTO
apxitektypy. [Iporpamue 3a0e3reueHHs] MPOUIILIO TECTYBaHHS Ta aHAII3 SIKOCTI
KOJy, 110 MIATBEPAUIIO HOro CTaOIIBHICT Ta BIAMOBIIHICTh TEXHIYHUM BHUMOTaM.
Byso cTBOpeHO CynpoBiHY TOKyMEHTAIllsl, 30KpeMa 1HCTPYKIIiI0 KOPUCTyBaya, JJis
CTPOIIECHHS OCBOEHHS TPH JIJIs HOBUX TPaBILiB.

[lepcieKTUBHUMHU HampsIMKaMH TOJAJBIIOI  PO3POOKH € PO3UIMPEHHS
(GYHKIIOHATY IITYYHOTO 1HTEJIEKTY, AOJaBaHHSI HOBHUX THIIB BOPOTIB Ta OOHYCIB,
BIIPOBAKEHHSI MIPOLIEAYPHOT TeHepallii piBHIB, po3p0o0Ka peKUMY I'pH ISl KUIBKOX
TPaBIliB, a TaKOX aJamnTallis TPU MiJg MOOUTbHI TUIATGOPMU IS PO3MIUPEHHS

ayJIMTOpii KOPUCTYBAYIB.
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®aiin MainPlayer.cs

using UnityEngine;

public class MainPlayer : MonoBehaviour

{

[SerializeField] private WeaponManager weaponManager;
[SerializeField] private PlayerHealthManager playerHealthManager;
[SerializeField] private PlayerMovement playerMovement;
[SerializeField] private MouseMovement mouseMovement;
[SerializeField] private ScoreManager scoreManager;
[SerializeField] private CharacterController characterController;
[SerializeField] private MapTimer mapTimer;

public WeaponManager WeaponManager => weaponManager;

public PlayerHealthManager PlayerHealthManager => playerHealthManager;
public PlayerMovement PlayerMovement => playerMovement;

public MouseMovement MouseMovement => mouseMovement;

public ScoreManager ScoreManager => scoreManager;

public CharacterController CharacterController => characterController;
public MapTimer MapTimer => mapTimer;

private void Start()

{
PlayerHealthManager.PlayerDied += OnPlayerDied;
PauseManager.Instance.PauseStarted += OnPauseStarted;
PauseManager.Instance.PauseEnded += OnPauseEnded;

}

private void OnPauseStarted()

{
scoreManager.enabled = false;
playerMovement.enabled = false;
mouseMovement.enabled = false;
characterController.enabled = false;
weaponManager.SelectedWeapon.gameObject.SetActive(false);
weaponManager.enabled = false;


https://github.com/Dexxay/BachelorFinal_Dexpolaris_Zhmailo

}

private void OnPauseEnded()

{

scoreManager.enabled = true;

playerMovement.enabled = true;

mouseMovement.enabled = true;

characterController.enabled = true;
weaponManager.SelectedWeapon.gameObject.SetActive(true);
weaponManager.enabled = true;

private void OnPlayerDied()

{

}

scoreManager.enabled = false;

playerMovement.enabled = false;

mouseMovement.enabled = false;

characterController.enabled = false;
weaponManager.SelectedWeapon.gameObject.SetActive(false);
weaponManager.enabled = false;

Cursor.visible = true;

Cursor.lockState = CursorLockMode.None;

Time.timeScale = 0;

public void OnPlayerWon()

{

}

scoreManager.enabled = false;

playerMovement.enabled = false;

mouseMovement.enabled = false;

characterController.enabled = false;
weaponManager.SelectedWeapon.gameObject.SetActive(false);
weaponManager.enabled = false;

Cursor.visible = true;

Cursor.lockState = CursorLockMode.None;

Time.timeScale = 0;

daita MouseMovement.cs
using UnityEngine;

public class MouseMovement : MonoBehaviour

{



[SerializeField] private float mouseXSensetivity = 500f;
[SerializeField] private float mouseY Sensetivity = 500f;
[SerializeField] bool invertMouse = true;

[Space]

[SerializeField] private float topClamp = -90f;
[SerializeField] private float bottomClamp = 90f;

private float xRotation = Of;
private float yRotation = Of;

void Start()

{

}

Cursor.lockState = CursorLockMode.Locked;

xRotation = Camera.main.transform.localEulerAngles.x;
if (xRotation > 180) xRotation -= 360;

yRotation = transform.localEulerAngles.y;

void Update()

{

float mouseX = Input.GetAxis("Mouse X") * mouseXSensetivity *

Time.deltaTime;

float mouseY = Input.GetAxis("Mouse Y") * mouseYSensetivity *

Time.deltaTime;

if (invertMouse)
{

mouseY *=-1;
h

xRotation += mouseY;
xRotation = Mathf.Clamp(xRotation, topClamp, bottomClamp);

yRotation += mouseX;

Camera.main.transform.localRotation = Quaternion.Euler(xRotation, 0f, 0f);
transform.localRotation = Quaternion.Euler(0f, yRotation, 0f);

¥

public void ForceLookRotation(Quaternion cameraRotation, Quaternion
bodyRotation)

{

Camera.main.transform.rotation = cameraRotation;



}

transform.rotation = bodyRotation;

Vector3 camEuler = Camera.main.transform.localEulerAngles;
xRotation = camEuler.x;
if (xRotation > 180) xRotation -= 360;

yRotation = transform.localEulerAngles.y;

}

®daii1 PlayerMovement.cs
using UnityEngine;

public class PlayerMovement : MonoBehaviour

{

private CharacterController characterController;

[Header("HanamryBanus pyxy")]

[SerializeField] private float moveSpeed = 12f;
[SerializeField] private float sprintMultiplier = 1.5f;
[SerializeField] private float gravityForce = -20f;
[SerializeField] private float jumpHeight = 3f;

[Header("ITepeBipka Ha 3emit0")]

[SerializeField] private float groundDistance = 0.4f;
[SerializeField] private Transform groundCheck;
[SerializeField] private LayerMask groundMask;

private bool i1sGrounded;
private Vector3 velocity;

private float coyoteTime = 0.2f;
private float coyoteTimeCounter;

private readonly KeyCode jumpKey = KeyCode.Space;
private readonly KeyCode sprintKey = KeyCode.LeftShift;

void Start()
{

characterController = GetComponent<CharacterController>();

}

void Update()
{

HandleMovement();



HandleJumpAndGravity();
h

private void HandleMovement()

{
float xInput = Input.GetAxis("Horizontal");

float zInput = Input.GetAxis("Vertical");

Vector3 move = transform.right * xInput + transform.forward * zInput;
move.y = 0f;

float currentSpeed = moveSpeed;

if (Input.GetKey(sprintKey))
{

currentSpeed *= sprintMultiplier;

}

Vector3 moveVector = move * currentSpeed;

if (moveVector.magnitude > currentSpeed)
moveVector = moveVector.normalized * currentSpeed;

characterController.Move(moveVector * Time.deltaTime);

}

private void HandleJumpAndGravity()

{
isGrounded = Physics.CheckSphere(groundCheck.position, groundDistance,

groundMask);

if (isGrounded)
{
coyoteTimeCounter = coyoteTime;
if (velocity.y < 0f)
{
velocity.y = -2f;
b
b
else
{
coyoteTimeCounter -= Time.deltaTime;
b

if (Input.GetKeyDown(jumpKey) && coyoteTimeCounter > 0f)



{
velocity.y = Mathf.Sqrt(jumpHeight * -2f * gravityForce);
coyoteTimeCounter = 0f;

}

if (lisGrounded)
{

velocity.y += gravityForce * Time.deltaTime;

}

characterController.Move(velocity * Time.deltaTime);

}

}

Peanizauis ¢pyHKI10HAIBHOI 3aa4i “3a0e3neueHHs (PyHKIIOHYBaHHS
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®aiin ActionNode.cs

using System.Collections;

using UnityEngine;

public abstract class ActionNode : ScriptableObject
{

public abstract IEnumerator Execute(UFOBehaviour ufo);

}

®aiin DecisionNode.cs
using UnityEngine;
public abstract class DecisionNode : ScriptableObject

{
public abstract ActionNode MakeDecision(UFOBehaviour ufo);

}

®dait1 UFOBehaviour.cs
void Awake()

{

InitializeComponents();

}

void Start()
{

InitializeBehavior();
StartDecisionMaking();

}



private void InitializeComponents()
{
rb = GetComponent<Rigidbody>();
if (rb == null)
{
Debug.LogError("UFO_AI requires a Rigidbody component on " +
gameQObject.name);
enabled = false;
return;

}

rb.useGravity = false;

if (laserWeapon = null) laserWeapon =
GetComponentInChildren<LaserWeapon>();

if (laserWeapon == null) Debug.LogWarning("LaserWeapon component not
found on " + gameObject.name + " or its children. UFO will not be able to attack.");

if (firePoint == null && laserWeapon != null) firePoint =
laserWeapon.transform;
else if (firePoint == null) firePoint = transform;

currentHealth = maxHealth;
spawnPosition = transform.position;

}

private void InitializeBehavior()

{
mainPlayerTarget = FindFirstObjectByType<MainPlayer>();
if (mainPlayerTarget != null)

{

playerTransform = mainPlayerTarget.transform;

}

instanceCirclingDistance = circlingDistance + UnityEngine.Random.Range(-
circlingDistanceVariation, circlingDistanceVariation);

instanceCirclingDistance = Mathf.Max(1f, instanceCirclingDistance);

instanceRelativeAltitude = relativeAltitude + UnityEngine.Random.Range(-
relativeAltitudeVariation, relativeAltitudeVariation);

instanceRelativeAltitude = Mathf.Max(2f, instanceRelativeAltitude);

instanceMovementSpeed = movementSpeed + UnityEngine.Random.Range(-
movementSpeedVariation, movementSpeedVariation);

instanceMovementSpeed = Mathf.Max(1f, instanceMovementSpeed);

SetNewPatrolDestination();



lastAttackTime = -attackCooldown;

b
private void StartDecisionMaking()
{

if (rootDecisionNode == null)

{

Debug.LogWarning($"Root Decision Node is NOT assigned for
{gameObject.name}. Al will default to Patrol and will not use the Decision Tree.");

PatrolAction defaultPatrolAction =
ScriptableObject.Createlnstance<Patrol Action>();

currentAction = defaultPatrolAction;

currentActionCoroutine = StartCoroutine(currentAction. Execute(this));

b
else
{
StartCoroutine(DecisionTreeCoroutine());
b
b
private IEnumerator DecisionTreeCoroutine()
{
if (rootDecisionNode == null)
{
if (enableDebuglLogs) Debug.LogError($" {gameObject.name} :
DecisionTreeCoroutine stopping because rootDecisionNode is null.");
yield break;
}
while (true)
{
if (isDead)
{

if (enableDebuglLogs) Debug.Log($" {gameObject.name}: UFO is dead,
stopping DecisionTreeCoroutine.");
yield break;

}

UpdatePlayerTarget();

ActionNode nextAction = rootDecisionNode.MakeDecision(this);

if (nextAction == null)

{
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if  (enableDebuglLogs) Debug.LogWarning($" {gameObject.name}:
Decision Tree returned a NULL action. Sticking to current action or stopping.");

b

else if (nextAction != currentAction)

{
}

if (currentAction is DieAction && !isDead)
{

TransitionToAction(nextAction);

Die();
yield break;
b

yield return new WaitForSeconds(decisionInterval);

h
h

private void UpdatePlayerTarget()

{
if (playerTransform == null && mainPlayerTarget == null)

{
mainPlayerTarget = FindFirstObjectByType<MainPlayer>();
if (mainPlayerTarget != null)

{

playerTransform = mainPlayerTarget.transform,;
b

h
h

private void TransitionToAction(ActionNode newAction)

{
if (enableDebuglLogs)

{
Debug.Log($"{gameObject.name} state: {(currentAction != null ?
currentAction.name : "None")} -> {newAction.name}. " +
$"PlayerDist: {(playerTransform ?
Vector3.Distance(transform.position, playerTransform.position).ToString("F1") :
HN/A")}, n +
$"CanAttack: {CanAttack()}, Health: {currentHealth}");

}

if (currentActionCoroutine != null)

{

StopCoroutine(currentActionCoroutine);



11

currentActionCoroutine = null;

}

currentAction = newAction;
currentActionCoroutine = StartCoroutine(currentAction.Execute(this));

}

@arinn LaserWeapon.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public class LaserWeapon : MonoBehaviour

{

[Header("Laser Settings")]

[SerializeField] public float laserSpeed = 50f;
[SerializeField] private int laserDamage = 25;
[SerializeField] private float accuracy = 2.5f;
[SerializeField] private float distanceTravelMultiplier = 2f;
[SerializeField] private LineRenderer laserLinePrefab;
[SerializeField] private LayerMask groundLayer;

[Header("Effects")]

[SerializeField] private ParticleSystem muzzleFlash;
[SerializeField] private AudioSource audioSource;
[SerializeField] private AudioClip shotSound;

private List<GameObject> activeLasers = new();

public void FireLaser(Vector3 startPosition, Vector3 targetPosition, MainPlayer

playerTarget)
{

if (laserLinePrefab == null)

{
Debug.LogWarning("LaserLinePrefab is not assigned in LaserWeapon!");
return;

b

if (playerTarget == null)

{
Debug.LogWarning("PlayerTarget is null in LaserWeapon.FireLaser!");
return;

b

if (muzzleFlash != null) muzzleFlash.Play();
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if (audioSource I= null && shotSound I= null)
audioSource.PlayOneShot(shotSound);

Vector3 direction = (targetPosition - startPosition).normalized;

float distanceToTarget = Vector3.Distance(startPosition, targetPosition);

Vectord  extendedTargetPosition =  startPosition +  direction *
(distanceToTarget * distanceTravelMultiplier);

GameObject laserGO = new GameObject("LaserBeam");

LineRenderer Ir = Instantiate(laserLinePrefab, laserGO.transform);
Ir.positionCount = 2;

Ir.SetPosition(0, startPosition);

Ir.SetPosition(1, startPosition);

activeLasers.Add(laserGO);

StartCoroutine(MoveLaser(Ir, startPosition, extendedTargetPosition, laserGO,
playerTarget));

}

private I[Enumerator MoveLaser(LineRenderer Ir, Vector3 start, Vector3 target,
GameObject laserGO, MainPlayer playerTarget)
{
float elapsed = 0f;
float totalDistance = Vector3.Distance(start, target);
float travel Time = totalDistance / laserSpeed,;
bool hasHitPlayer = false;

Color startColor = Ir.startColor;
startColor.a = 1f;

Ir.startColor = startColor;
Ir.endColor = startColor;

Ir.startWidth = 0.2f;
Ir.endWidth = 0.2f;

while (elapsed < travelTime)

{
if (laserGO == null || Ir == null)

{
}

yield break;

elapsed += Time.deltaTime;
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Vector3 currentPosition = Vector3.Lerp(start, target, elapsed / travelTime);
Ir.SetPosition(1, currentPosition);

float alpha = Mathf.Lerp(1f, Of, elapsed / travel Time);
Color currentColor = Ir.startColor;

currentColor.a = alpha;

Ir.startColor = currentColor;

Ir.endColor = currentColor;

float width = Mathf.Lerp(0.2f, Of, elapsed / travel Time);
Ir.startWidth = width;
Ir.endWidth = width;

Vector3 rayDir = (currentPosition - start).normalized;
float rayDist = Vector3.Distance(start, currentPosition);

RaycastHit hit;
if (Physics.Raycast(start, rayDir, out hit, rayDist, groundLayer))

{
Ir.SetPosition(1, hit.point);

Vector3 position = hit.point + hit.normal * 0.01f;
Quaternion rotation = Quaternion.LookRotation(hit.normal);

if (EffectsManager.Instance != null)
{
GameObject bulletHole =

EffectsManager.Instance.SpawnBulletHole(position, rotation);
if (bulletHole != null) bulletHole.transform.SetParent(hit.transform,

}

else

{

Debug.LogWarning("EffectsManager.Instance is null. Cannot spawn
bullet hole.");

}

true);

Destroy(Ir.gameObject);
laserGO = null;
break;

}

if ('hasHitPlayer && playerTarget I= null &&
Vector3.Distance(currentPosition, playerTarget.transform.position) < accuracy)

{



ApplyDamageToTarget(playerTarget);
hasHitPlayer = true;
Destroy(Ir.gameObject);

laserGO = null;

break;

b

yield return null;

}

if (laserGO != null)

{
activeLasers.Remove(laserGO);
Destroy(laserGO);

h
else if (Ir != null && Ir.gameObject != null)

{
Destroy(Ir.gameObject);

h
h

public void ApplyDamageToTarget(MainPlayer playerTarget)

{
if (playerTarget !=null && playerTarget.PlayerHealthManager != null)

{
playerTarget.PlayerHealthManager.ReduceHealth(laserDamage);

}

else

{
Debug.LogWarning("Cannot apply damage: playerTarget
PlayerHealthManager is null.");

h
}

public void DestroyAllLasers()
{

foreach (var laser in activeLasers)

{

if (laser != null)

{

foreach (Transform child in laser.transform)

{
Destroy(child.gameObject);

}

14

or



Destroy(laser);

}
;

activeLasers.Clear();

}

private void OnDestroy()

{
DestroyAllLasers();
{
§
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®daiia LevelProgressManager.cs

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.SceneManagement;

public class LevelProgressManager : MonoBehaviour

{

private static LevelProgressManager instance;

private const string MaxLevellndexReachedKey = "MaxLevellndexReached";
public static LevelProgressManager Instance => instance;

public List<string> campaignLevels = new List<string>()

"campaign 1",
"campaign 2",
"campaign 3",

55

private void Awake()

{

if (instance == null)

{

instance = this;
f

else if (instance != this)

{
Destroy(this);
b

15
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if (campaignLevels == null || campaignLevels.Count == 0)
{

Debug.LogError("Campaign levels list is empty in
LevelProgressManager!");

}

if (!PlayerPrefs.HasKey(MaxLevellndexReachedKey))

{
PlayerPrefs.SetInt(MaxLevellndexReachedKey, 0);
PlayerPrefs.Save();

b
b

public void UnlockNextLevel(string completedL.evelName)
{

int maxLevellndexReached = PlayerPrefs.GetInt(MaxLevellndexReachedKey,
0);

int completedLevellndex = campaignlLevels.IndexOf(completedLevelName);

if (completedLevellndex !=-1)
{

int nextLevellndexToUnlock = completedLevellndex + 1;

if (nextLevellndexToUnlock >= campaignLevels.Count)

{
Debug.Log("Completed the last campaign level.");
b

else

{
if (nextLevellndexToUnlock > maxLevellndexReached)
{
PlayerPrefs.SetInt(MaxLevellndexReachedKey,
nextLevellndexToUnlock);

PlayerPrefs.Save();

Debug.Log($"Level '{campaignLevels[nextLevellndexToUnlock]}'
unlocked.");

}
else
{

Debug.Log($"Level '{campaignLevels[nextLevellndexToUnlock]}' is
already unlocked.");

h
}
h
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else

{
Debug.LogWarning($"Completed level '{completedLevelName}' not found

in the campaign levels list.");

b

b

public bool IsLevelUnlocked(string levelName)

{
if (campaignLevels == null || campaignLevels.Count == 0)
{

Debug.LogError("Campaign levels list 1s empty in
LevelProgressManager!");
return false;

}

int levellndex = campaignLevels.IndexOf(levelName);
if (levellndex == -1)
{
Debug.LogWarning($"Level '{levelName}' not found in the campaign levels
list.");
return true;

}

int maxLevellndexReached = PlayerPrefs.GetInt(MaxLevellndexReachedKey,
0);

return levellndex <= maxLevellndexReached;

}

public List<string> GetCampaignLevels()
{

return campaignLevels;

}

public int GetMaxLevellndexReached()

{
return PlayerPrefs.GetInt(MaxLevellndexReachedKey, 0);

b
public void ResetProgress()

{
PlayerPrefs.DeleteKey(MaxLevellndexReachedKey);
PlayerPrefs.SetInt(MaxLevellndexReachedKey, 0);
PlayerPrefs.Save();
Scene scene = SceneManager.GetActiveScene();
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SceneManager.L.oadScene(scene.name);

b
b

Peanizamis ¢pyHkiioHansHOT 3a0a4i “3a0e3meueHHsT MOKJIMBOCTI CTBOPEHHS
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®daiin LevelEditor.cs

using System.Collections.Generic;

using System.lO;

using UnityEngine;

using UnityEngine.SceneManagement;

public class LevelEditor : MonoBehaviour

{
[Header("Object Prefabs")]
[SerializeField] private GameObject startAsteroidPrefab;
[SerializeField] private List<GameObject> randomAsteroidPrefabs = new

List<GameObject>();
[SerializeField] private GameObject plasmaGunAsteroidPrefab;
[SerializeField] private GameObject laserSMGAsteroidPrefab;
[SerializeField] private GameObject ammo1 AsteroidPrefab;
[SerializeField] private GameObject ammo2AsteroidPrefab;
[SerializeField] private GameObject healthPackPrefab;
[SerializeField] private GameObject turretPrefab;
[SerializeField] private GameObject ufoSpawnerPrefab;
[SerializeField] private GameObject finishAsteroidPrefab;

[Header("Editor Settings")]
[SerializeField] private GameObject levelObjectsParent;

[SerializeField] private float gridSpacing = 1f;

[SerializeField] private float randomHeightRange = 0.5f;
[SerializeField] private Collider editorPlaneCollider;

[SerializeField] private string mainMenuSceneName = "MainMenu";

[Header("Time Limit Settings")]
[SerializeField] private float minSliderTimeLimit = 60f;
[SerializeField] private float maxSliderTimeLimit = 180f;

[HideInInspector] public GameObject startAsteroidInstance = null;
[HideInInspector] public GameObject finishAsteroidInstance = null;

private EditorCameraMovement cameraMovement;
private EditorObjectPlacement objectPlacement;
[SerializeField] private EditorUIHandler uiHandler;
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private LevelSaveL.oadManager saveLoadManager;

private string saveSlotl = "level slot 1.dat";
private string saveSlot2 = "level slot 2.dat";
private string saveSlot3 = "level slot 3.dat";

private float currentLevel TimeLimit = 60f;

public float GridSpacing { get { return gridSpacing; } }

public float RandomHeightRange { get { return randomHeightRange; } }
public Collider EditorPlaneCollider { get { return editorPlaneCollider; } }
public EditorUIHandler UiHandler { get { return uiHandler; } }

public GameObject LevelObjectsParent { get { return levelObjectsParent; } }
public float MinSliderTimeLimit { get { return minSliderTimeLimit; } }
public float MaxSliderTimeLimit { get { return maxSliderTimeLimit; } }

void Awake()

{
cameraMovement = GetComponent<EditorCameraMovement>();
objectPlacement = GetComponent<EditorObjectPlacement>();
saveLoadManager = GetComponent<LevelSaveLoadManager>();

if (cameraMovement == null) Debug.LogError("EditorCameraMovement not
found!");

if (objectPlacement == null) Debug.LogError("EditorObjectPlacement not
found!");

if (uiHandler == null) Debug.LogError("EditorUlHandler not assigned in the
Inspector!");

if (saveLoadManager == null) Debug.LogError("LevelSaveLoadManager not
found!");

if (uiHandler != null) uiHandler.Init(this);

if (cameraMovement !=null && editorPlaneCollider != null && Camera.main
!=null) cameraMovement.Init(Camera.main, editorPlaneCollider);

else if (cameraMovement != null && editorPlaneCollider == null)
Debug.LogError("EditorPlaneCollider is not assigned for EditorCameraMovement
in the Inspector!");

if  (objectPlacement != null &&  Cameramain !=  null)

objectPlacement.Init(this, Camera.main);

if (levelObjectsParent == null)
{
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Debug.LogWarning("levelObjectsParent was not assigned in the Inspector.
Creating a new one.");
levelObjectsParent = new GameObject("LevelObjectsParent");
b

}

void Update()
{

if (uiHandler == null) return;
bool isConfirmationDialogOpen = uiHandler.IsConfirmationDialogOpen();

if (Input.GetKeyDown(KeyCode.Escape))

{
if (!isConfirmationDialogOpen)

{
uiHandler. TogglePauseMenu();

b
h

if (uiHandler.IsPauseMenuOpen() || isConfirmationDialogOpen)
{

return;

}

if (cameraMovement != null) cameraMovement.Handlelnput();

}

public float GetTimeLimit()
{

return currentLevel TimeLimit;

}

public void SetTimeLimit(float newTimeLimit)
{
currentLevel TimeLimit = Mathf.Clamp(newTimeLimit, minSliderTimeLimit,
maxSliderTimeLimit);
if (uiHandler != null)
{
uiHandler.UpdateTimeLimitText(currentLevel TimeLimit);
§
§

public void ShowMessage(string message, bool isError)

{



21

if (uiHandler == null)

{
Debug.LogError("uiHandler is not assigned. Cannot show message.");
return;

}

if (isError)
{
uiHandler.SetRedColor();

}

else

{
uiHandler.SetGreenColor();

}

uiHandler.ShowError(message);

}

public void ClearMessage()
{
if (uiHandler != null)
{
uiHandler.ClearMessage();
b
b

public void GoToMainMenuConfirmed()
{
Time.timeScale = 1f;
if (string.IsNullOrEmpty(mainMenuSceneName))
{
Debug.LogError("mainMenuSceneName is not set in the Inspector. Cannot
load Main Menu. Loading scene with index 0 as a fallback.");
SceneManager.L.oadScene(0);
b

else

{

SceneManager.LoadScene(mainMenuSceneName);

}
}

public void SaveLevelConfirmed(int slot)

{

if (saveLoadManager == null)

{

ShowMessage("Error: SavelLoadManager is not configured.", true);
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return;

}

if (levelObjectsParent == null)

{
ShowMessage("Error: levelObjectsParent is not configured.", true);
return;

b

if (startAsteroidInstance == null)

{
ShowMessage("Error: Start asteroid is not placed.", true);
return;

}

if (finishAsteroidInstance == null)

{
ShowMessage("Error: Finish asteroid is not placed.", true);
return;

}

string filePath = GetSavePathBySlot(slot);
if (string.IsNullOrEmpty(filePath))

{
ShowMessage($"Error: Could not determine save path for slot {slot}.", true);
return;

}

saveLoadManager.SaveLevel(filePath, levelObjectsParent,

currentLevel TimeLimit, startAsteroidInstance, finishAsteroidInstance);
ShowMessage($"Level saved to slot {slot}.", false);

b
public void LoadLevelConfirmed(int slot)
{
if (saveLoadManager == null)
{
ShowMessage("Error: SavelLoadManager is not configured.", true);
return;
b
if (levelObjectsParent == null)
{
ShowMessage("Error: levelObjectsParent is not configured.", true);
return;
b

ClearAllObjectsConfirmedInternal();
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string filePath = GetSavePathBySlot(slot);

if (string.IsNullOrEmpty(filePath))

{
ShowMessage($"Error: Could not determine load path for slot {slot}.", true);
return;

}

LevelData loadedData = savelLoadManager.L.oadLevelForEditor(filePath,
levelObjectsParent, this);

if (loadedData != null)

{

currentLevel TimeLimit = loadedData.timeLimit;
if (uiHandler I= null)
uiHandler.UpdateTimeLimitText(currentLevel TimeLimit);

startAsteroidInstance = null;
finishAsteroidInstance = null;

foreach (Transform child in levelObjectsParent.transform)

{
PlacedObjectInfo objInfo = child.GetComponent<PlacedObjectInfo>();
if (objInfo 1= null &&
Istring. IsNullOrEmpty(objInfo.originalPrefabName))
{

if (startAsteroidPrefab != null && objlnfo.originalPrefabName ==
startAsteroidPrefab.name)

{

startAsteroidInstance = child.gameObject;

}
if (finishAsteroidPrefab != null && objlnfo.originalPrefabName ==

finishAsteroidPrefab.name)

{
finishAsteroidInstance = child.gameObject;
}
}
}
ShowMessage($"Level loaded from slot {slot}.", false);
b
else
{

ShowMessage($"Error loading level from slot {slot}. File might not exist or
is corrupted.”, true);
}
}
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public void DeleteLevelConfirmed(int slot)

{
if (saveLoadManager == null)
{
ShowMessage("Error: SavelLoadManager is not configured.", true);
return;
b

string filePath = GetSavePathBySlot(slot);
if (string.IsNullOrEmpty(filePath))

{

ShowMessage($"Error: Could not determine path for slot {slot} to delete.",
true);
return;

}

if (saveLoadManager.DeleteLevel(filePath))

{
ShowMessage($"Level in slot {slot} deleted.", false);

}

else

{

ShowMessage($"Failed to delete level in slot {slot}. File may not exist.",
true);

}
}

private void ClearAllObjectsConfirmedInternal()

{
if (levelObjectsParent == null)

{

Debug.LogWarning("levelObjectsParent is null. Cannot clear objects.");
return;

}

foreach (Transform child in levelObjectsParent.transform)

{
Destroy(child.gameObject);

}

startAsteroidInstance = null;
finishAsteroidInstance = null;
ShowMessage("All objects cleared.", false);

}

public void ClearAllObjectsConfirmed()
{
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ClearAllObjectsConfirmedInternal();
}

public GameObject GetPrefabByType(int objectType)
{
switch (objectType)
{
case 1: return startAsteroidPrefab;
case 2:
return randomAsteroidPrefabs != null && randomAsteroidPrefabs.Count
> () ? randomAsteroidPrefabs[0] : null;
case 3: return plasmaGunAsteroidPrefab;
case 4: return laserSMGA ssteroidPrefab;
case 5: return ammolAsteroidPrefab;
case 6: return ammo2AsteroidPrefab;
case 7: return healthPackPrefab;
case 8: return turretPrefab;
case 9: return ufoSpawnerPrefab;
case 0: return finishAsteroidPrefab;
default:
Debug.LogWarning($"Unknown object type: {objectType}");
return null;
f
h

public GameObject GetRandomAsteroidPrefab()

{
if (randomAsteroidPrefabs != null && randomAsteroidPrefabs.Count > 0)

{
return randomAsteroidPrefabs[UnityEngine.Random.Range(0,
randomAsteroidPrefabs.Count)];

}

else

{
Debug.LogWarning("Random asteroid prefabs list is empty or null.");
return null;

}
}

public bool CheckIfCanPlace(Vectord placementPosition, GameObject
prefabToSpawn, GameObject objectTolgnore = null)

{
if (LevelObjectsParent == null)

{



26

Debug.LogError("LevelObjectsParent in LevelEditor is not assigned during
placement check.");
return false;

b

ObjectRadius newObjectRadiusComponent =
prefabToSpawn.GetComponent<ObjectRadius>();

float newObjectRadius = newObjectRadiusComponent != null ?

newObjectRadiusComponent.Radius : 1f;

if (prefabToSpawn == startAsteroidPrefab && startAsteroidInstance != null
& & startAsteroidInstance != objectTolgnore)
{
ShowMessage("There is a start asteroid on a map already. Delete old one to
place a new one", true);
return false;
}
if (prefabToSpawn == finishAsteroidPrefab && finishAsteroidInstance != null
&& finishAsteroidInstance != objectTolgnore)
{
ShowMessage("There is a finish asteroid on a map already. Delete old one
to place a new one", true);
return false;

}

bool canPlace = true;

foreach (Transform child in LevelObjectsParent.transform)

{

if (child.gameObject == objectTolgnore) continue;

ObjectRadius existingObjectRadiusComponent =
child.GetComponent<ObjectRadius>();
if (existingObjectRadiusComponent != null)
{
float distanceXZ = Vector2.Distance(new Vector2(placementPosition.x,
placementPosition.z), new Vector2(child.position.x, child.position.z));

if (distanceXZ < newObjectRadius +
existingObjectRadiusComponent.Radius)

{

canPlace = false;
break;

h
}
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}

return canPlace;

}

public GameObject GetPrefabByName(string prefabName)

{
if (string.IsNullOrEmpty(prefabName)) return null;

if (startAsteroidPrefab != null && startAsteroidPrefab.name == prefabName)
return startAsteroidPrefab;

if (finishAsteroidPrefab != null && finishAsteroidPrefab.name ==
prefabName) return finishAsteroidPrefab;

if (randomAsteroidPrefabs != null)

{
foreach (var prefab in randomAsteroidPrefabs)
{
if (prefab != null && prefab.name == prefabName) return prefab;
b
}

if (plasmaGunAsteroidPrefab != null && plasmaGunAsteroidPrefab.name ==
prefabName) return plasmaGunAsteroidPrefab;

if (laserSMGAsteroidPrefab != null && laserSMGAsteroidPrefab.name ==
prefabName) return laserSMGAsteroidPrefab;

if (ammolAsteroidPrefab != null && ammolAsteroidPrefab.name ==
prefabName) return ammo1 AsteroidPrefab;
if (ammo2AsteroidPrefab != null && ammo2AsteroidPrefab.name ==

prefabName) return ammo?2AsteroidPrefab;

if (healthPackPrefab != null && healthPackPrefab.name == prefabName)
return healthPackPrefab;

if (turretPrefab != null && turretPrefab.name == prefabName) return
turretPrefab;

if (ufoSpawnerPrefab != null && ufoSpawnerPrefab.name == prefabName)
return ufoSpawnerPrefab;

Debug.LogWarning($"Prefab with name '{prefabName}' not found in
LevelEditor's list.");
return null;

}

private string GetSavePathBySlot(int slot)
{

string fileName;
switch (slot)
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case 1: fileName = saveSlot1; break;
case 2: fileName = saveSlot2; break;
case 3: fileName = saveSlot3; break;
default:
Debug.LogError($"Invalid slot number: {slot}");
return null;
§
return Path.Combine(Application.persistentDataPath, fileName);
§
§

Peanizaris ¢pynkmionanpHo1 3a1a4i “3ade3nedeHHss poOOTH CUCTEMH 300Dy
OoHyCIB”

®daiia Collectable.cs

using UnityEngine;

public abstract class Collectable : MonoBehaviour

{
public abstract void OnBeingCollectedBy(MainPlayer character);

void OnTriggerStay(Collider other)

{
if (other.CompareTag("Player"))

{

MainPlayer player = other.GetComponent<MainPlayer>();
if (player != null)
{

b
h
h
h

®aiin PickingUpScript.cs
using UnityEngine;

OnBeingCollectedBy(player);

public class PickingUpScript : MonoBehaviour
{
[SerializeField] private MainPlayer owner;
private void OnTriggerEnter(Collider other)
{
Debug.Log($"Entered object {other.name}");
if  (other.CompareTag("Collectable") &&  other.TryGetComponent(out
Collectable collectable))



}

}

{
;

collectable.OnBeingCollectedBy(owner);
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SMICT

OB’€KT BUITPOBYBAHD.......c..ooiiiiiiiiiitcccccceeeceeeeeeeee

META TECTYBAHHA

METOJU TECTYBAHHS......ccoiiiiiiiiiiicceececcceeeee,
3ACOBU TA TIOPANOK TECTYBAHHS .....cocoviiiiiiiiiiiicicece,



1 OB’EKT BUIIPOBYBAHD

O06’exToM BUNPOOYBaHHS € po3poOJieHa Tpa Il MEPCOHATBHUX
KOMIT 10TepiB. ['pa CTBOpEeHA 3a TOMOMOT0I0 MOBH IporpamyBanHs C# Ta irpoBoro

pyurist Unity. I'pa po3paxoBaHa Ha 3allyCcK Ha OMeEpaliiHUX CHUCTeMax CiMelcTBa

Windows, nmounnatouu 3 10 Bepcii.



2 META TECTYBAHHAA

MeTo1o TecTyBaHHS € HACTYIIHE:

- nepeBipka MPaBHJIBHOCTI POOOTH OCHOBHUX MEXaHIK TpH, a came
HepeMileHHs, CHCTEMHU 030pOEHHS, MOKJIMBOCTI IMTPOXO/KEHHS PIBHIB.

- nepeBipKa MPaBWIBHOCTI POOOTH MPUTAMAHHUX ITPOBHUX MEXaHIK, a
came IOsIBU BOPOTiB HA PiBHI, KOPEKTHOT pOOOTH X IITYYHOTO 1HTEJIEKTY.

- nepeBipka KOPEKTHOCTI POOOTH CHCTEMH MPOXOHKCHHS KaMITaHil TPpH;

- nepeBipka KOPEKTHOCTI pOOOTHM  pelakTopa pIBHIB, CHCTEMHU
30epeKEeHHs Ta 3aBaHTAKEHHSA P1BHIB.

- nepeBipKa KOPEKTHOCTI poOOTH cUCTEMH OOHYCIB.

- nepeBipka CyMICHOCTI TpU 3 OCTaHHIMH BEpPCISIMH  CyYaCHHUX
onepauiiHux cucteM cimerctea Windows.

- nepeBipKa MPOyKTUBHOCTI POOOTH IPH.

- 3HaXOHKEHHS Mpo0JieM, MOMUJIOK 1 HEAOJIKIB y KOJA1 3 METOH iX

YCYHEHHS.



3 METOIM TECTYBAHHSA

JlJis TecTyBaHHS MPOTPaMHOTO 3a0e3MmeueHHs] BUKOPUCTOBYIOTHCS HACTYITHI
METOJIH Ta ITiIXO/IH:

- CraTuvHe TECTYyBaHHS — Ha IIbOMY €Talli MepPeBipsIBCS BECh KOJ TPH.
Oco0nuBa yBara mpuaUIsIacs aHajiizy KoIy Ha IpeaMeT TOTPUMaHHS CTaHIapTiB
nporpaMyBaHHs, BUSBICHHS MOTEHUIHHUX MOMUJIOK KOAY J0 MOro (PakTHUHOTO
BUKOHAHHSI.

- JlunaMigHEe TECTyBaHHS — 3aCTOCOBYBAJIOCS B TpoIeci poOOTH Tpu. Y
paMKax JMHAMIYHOTO TECTYBaHHS IPOBOJMBCS aHal3 MNPOAYKTUBHOCTI TpH,
30KpeMa MOHITOPUHT KUIbKOCT1 KaapiB B cekyHAy (FPS).

- ManyanpHe TeCTyBaHHA — TECTyBaHHS BUKOHyBajocsi  0e3
BUKOPHUCTAHHA aBTOMaTu3alli. TecT-keicHu po3po0Isuincs Ta BAKOHYBAJIUCS BPYUHY

JUTSl IEpeBIpKU (DYHKLIOHATIBHOCTI I'PH Ta 11 BIANOBIAHOCTI BUMOTaM.



4 3ACOBU TA HOPAJOK TECTYBAHHA

[Tin ywac mpoBemeHHs TecTyBaHHS OyayTh BHUKOPHUCTOBYBATHCH HACTYITHI
JIOTIOM1XKHI 3aCO0U:

- nporpama FPSMonitor it MOHITOPUHTY MPOIYKTHUBHOCTI (30Kpema,
KUTBKOCTI KaJpiB B CEKYH/IY) ITiJl Yac IrPOBOTO MPOIIECY.

- Visual Studio Code Analyzer njis cTaTH9HOTO aHAIIZY KOTY.

[Topsmox mpoBeACHHS TECTyBaHHs Oy/1€ HACTYITHUM:

- CTaTHYHE TECTyBaHHS JIJIs aHAIII3Y KOAY TPH i yac i po3poOKwu.

- JWHAMIYHE TECTYBaHHS TpHU IiJ Yac IrpOBOro TMPOIECY 3aaiis
NEepEeBIPKU ii MPOTYKTUBHOCTI.

- MaHyaJbHE TECTyBaHHA TpU Ha BIANOBIAHICTH (YHKIIOHATHLHUM

BHUMOTI'aM.
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2.1
2.2
2.3

SMICT

ITPUBHAYEHHS ITPOIPAMU ....c.ooiiiiiiiiiiiiiiiiieeceeceec e
[HIAI'OTOBKA 10 POBOTH 3 ITPOI' PAMHUM 3ABE3IIEYEHHAM.....

CucTeMHI BUMOTH JUTSI KOPEKTHOT POOOTH. ....ccvvveeeiieiieeeieeeieeeieeesireeseveeeneens

3aBaHTaKCHHS 3aCTOCYHKY ....

[TepeBipka KOpeKTHOI poOOTH

BUKOHAHHS ITPOIPAMI .......oooiiiiiiiiiieieeeieeeeceeeeee e



1 IIPU3HAYEHHA ITPOT'PAMUAU

«Dexpolaris» - 11e xoMr’oTepHa rpa y xanpi 3D Action 3 enemeHTaMu
MIPOCTOPOBOI HAaBIiramii mpw3Ha4deHa IJIsi TP HA MEPCOHAIBHHUX KOMII IOTEpax.
[HcTamsmiitna Bepcis BkiIodyae B cebe daiam, mOTpiOHI IS KOPEKTHOTO
dbyHKL10HYBaHHA rpH Ta 6e3nocepeaubo daiin «3D Shooter.exey, sikuii BiAmoinae

3a 3aIyCK I'pH.
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2 IIAI'OTOBKA 10 POBOTHU 3 ITPOTPAMHUM 3ABE3IIEYEHHSAM
2.1  CucreMH1 BUMOTH sl KOPEKTHOI poOOTH

[Iporpamue 3a0e3mneyeHHs TOBHHHO (DYHKIIOHYBAaTH Ha MEPCOHAIBHUX
KOMIIT FOTepax, CyMICHHUX 3 OMepalifHo0 cucTeMolo ciMeiicTBa Windows.

MinimManbHa KOHGITyparllis TEXHIYHUX 3aCO0IB:

- OC: Windows 10 (64 Bit);

- 00‘em O3II: 4 T°0;

- npouecop: Intel Core 2 Duo;

PexomennoBana KOHQIrypauis TEXHIYHUX 3aCO01B:
— OC: Windows 11 (64 Bit);
- 00‘em O3II: 8 I'G;

— nporecop: Intel Core 13;
2.2 3aBaHTaXEHHS 3aCTOCYHKY

Ha nmanuii MOMEHT rpy MOXHa BCTaHOBUTH BIIACHOPYY, BUKOPHUCTOBYIOUH
BIJIMOBITHUYM apxiBOBaHUM (aitn rpu. s 1poro crepiry HeoOX1JHO 3aBaHTAKUTH
apxiB 3 T'POK HAa MEPCOHAJBLHUN KOMIIIOTEP, @ MOTIM, BUKOPUCTOBYIOUHU SIKUM-
HeOy/lb apxiBaTop, BUKOHATH PO3MAKOBKY JaHOTO apxiBy. [lpm posmakosi
3 SIBUTHCS Tanka 3 ¢aitiamu rpu, sika mictutume ¢daitn «3D Shooter.exey», sxuit

BI/IMOBIJIA€ 32 3aIyCK I'PH.
2.3 TlepeBipka KOPEKTHOI POOOTH

[To 3aBepuIeHHS! 3aBAaHTAXKEHHSI W po3apXiByBaHHs (aililiB Ipu, y oOpaHii
JTUPEKTOpIi TOBUHHA 3’ IBUTHCS manka «Dexpolarisy. V pasi, K110 qaHa mamka He
3’sBUIIacs, 200 mpuCyTHI HEe BCl (aitnum rpu, To daiiau rpu OyIu MOIIKOKEHI Tpr
3aBaHTaXeHH1. [HaKIe KopucTyBay Mae 3MOTY 3allyCTUTH TPy, BIAKPUBIIM (haiis
«3D Shooter.exe», axuil 3Haxomutbes y mnanii «Dexpolarisy. Ilicas 3amycky

TMOBUHHO 3’ SIBUTHCSI OCHOBHE MEHIO Irpu.



3 BHUKOHAHHSA NTPOI'PAMHU

3amyckaemo rpy Ta 6auuMo ToJ0BHE MEHIO (pUCYHOK 3.1).
~ DEXPOLARIS

Play i

B Lcvel Editor

Info

Pucynok 3.1 — I'onoBHe MeHIO Tpu
3 TOJIOBHOTO MEHIO TPU MOXKEMO NEperTH /10 MeHI0 iHopMmallii mpo rpy
(pucyHok 3.2), 10 MEHIO pefakTopa piBHIB (pucyHok 3.3), ab0 10 MEHIO IpH Ha

piBHAX (pucyHOK 3.12). TakoK MOKEMO BUITH 3 IPH, HATUCHYBIIH KJaBimry “Quit”.

INFO

The game Dexpolaris is the diploma project of Dmytro Zhmailo, a student of group IP-
13, on the topic: A 3D Action Game with Elements of Spatial Navigation. Your objective
is to reach the rescue rocket before you fall into the black hole. The timer at the top of
the screen shows how much time you have left. In the top-left corner, you can see the
number of points you've earned by defeating enemies along the way. In the bottom-left
corner, you can monitor your health, which has a maximum of 100 units. On the right
side, you can see your current weapon and the amount of ammunition you have. You

can switch between weapons. Additionally, you can create your own levels by going to
the "Level Editor" menu. In the level editor menu, you can place objects by clicking the
left mouse button. You can remove objects using the right mouse button. You can
select objects using the keyboard. O - end asteroid, 1 - start asteroid, 2 - random
meteors, 3 and 4 - weapons, 5 and 6 - ammunition, 7 - medkit, 8 and 9 - enemies. You
can save or load levels in the pause menu, which can be accessed by pressing ESC.

Pucynox 3.2 — Menro iHbopmariii npo rpy
[lepeiimioBmin 0 pegakTopa piBHIB, MM MOXKEMO IMOOAYUTH TUIOLIUHY

BCTAHOBJIEHHS 00’ €KTiB (pUCyHOK 3.3).



Random Asteroid

Pucynox 3.3 — [Inommna po3MiiiieHHs: 00’ €KTIB pelakTopa piBHIB

KopucryBau Moxe kepyBaTh Kameporo, HaOMMKAarO4Yu il /10 TUIOUIWHU,
BUKOPHCTOBYIOUM KOJIECO KOMIT FOTEPHOI MUIII Ta MOXE IMEpPEMIIyBaTH KaMmepy
HABKOJIO TUIOLIMHHU 3a JonoMorow kiasint: W (Boepen), A (BmiBo), S (Hazan), D
(BopaBo). [lepeMileHHss kamepu OOMEXEHO IJisi TOTO, 00 KOPUCTYBad HE MIT
BIIJICTITH JAJIEKO BiJI IUIONTMHU PO3MIIIIEHHS 00'€KTIB, a00 MepeMiCTUTHUCS ITij Hel.
KopucrtyBau moxe obupaTtu 00'€éKTH O PO3MIIIEHHS HA PIBHI, BUKOPUCTOBYIOUH
KIapimm: 1 IS pO3MIIIEHHS CTapTOBOIO acTepoimy, 2 IS PO3MIIICHHS
BUITAJIKOBOT'O 3BUYAHHOTO acTepoiny, 3 aJisi pO3MIIIEHHS acTepOiny 3 MIa3MEHHOIO
PYLIHUIICTO, 4 AT PO3MIIIEHHSI aCTepPOiNy 3 JIa3epHUM MICTOJIETOM-KYJIEMETOM, 5
JUISL PO3MIIIICHHS aCTEPOiNy 3 aMyHIIIEIO JIJIs JIA3€PHOTO MiCToIeTa-KyaemMeTa, 6 1Is
PO3MIIIIEHHS aCTEPOIAY 3 aMYHILIEO JJIsl TNIa3MEHHOL PYIIHUI, 7 JJIs1 PO3MIIIECHHS
acTepoiqy 3 anTeuKow, 8 JJIA PO3MIIIEHHS acTEepOily 3 JIA3epPHOI0 Typeto, 9 s
po3mimenHsi crnaBuepa HJIO, 0 mns po3mimieHHs KiHIeBOro actepoimy. Bubip
KOpHCTYBaua BiJ0OpaKa€eThCsl Y BUTIISII KOMIPOK 3 IKOHKaMU 0OpaHOTro acTepoiny,
K1 MOKHa MMOOAYUTH BHU3Y e€KpaHy Ha pucyHky 3.3. Taxox BuOip KopucTyBaua
MOXHa TO0QUYUTH Yy TEKCTOBOMY BUIJISIII Yy JIIBOMY BEPXHBOMY KYyTI €KpaHy.
Habnu3uBiim kamepy, MOXHa Mo0auuTH TiHb 00'€KTa ISl pO3MIIICHHS, SIKa TOKa3ye

roro o0macTh koumi3ii (pucyHok 3.4).



Random Asteroid

Pucynok 3.4 — Tinb 00'eKxTa, 1110 PO3MIILY€THCS

Tinp 00'exTa BiAMOBIA€E 3a WOTO 3aMHATHN MPOCTIp. SKIIO 00'€KT MOXKHA
PO3MICTUTH, BIH TIJCBIYY€ETHCS 3€JICHUM KOJbOPOM, SIKIIIO MOro HE MO>KHA
PO3MICTUTH -4epBOHUM (pUCYHOK 3.5). O0'€eKT HE MOKHA PO3MICTUTH, SKIIO HOTO
TIHb TEPECIKAETHCS 3 1HIIUM 00'€KTOM, a00 eK3eMIUISIp 00'€KTy € OJAMHUYHUM.
OIMHUYHUMU €K3eMIUIsIpaMu 00'€KTIB € MOYaTKOBUM Ta KiHIEBUM acTpoigu. O0'ekT
PO3MIIILYETHCS 32 JOMOMOTOI0 HATHUCKAHHS Ha JIIBY KHOIKY KOMIT'FOTEPHOT MHIIII.
Buganutu 00'eKT MOXKHA, SIKIIIO HABECTUCS] HA HHOTO Ta HATUCHYTHU MpPaBy KHOMKY
KOMIT'FOTEPHOT MUIIII.

Laser Gun

Pucynok 3.5 — HeMouBICTh pO3MICTUTH 00'€KT



SIK110 rpaBer HaMaraeTbCs PO3MICTUTH MMOYATKOBUIN a00 KIHIIEBUI acTepoin
JIBi4l, Trpa BHUBOJUTh HOMY IMpO II€¢ TOMHUJIKY Ta YHEMOXJIHMBJIIOE IOBTOPHE

PO3MIIIEHHS ITHOTO 00'€KTY (PUCYHOK 3.6).

Start Point

Pucynok 3.6 — [lomuika npo nNoBTOpHE pO3MIIIIEHHS CTAPTOBOIO acTepoiia

Po3minnyroun 00'ekTr BOPOTiB, a caMe JiazepHuX Typeseit ta cnauepis HJIO,
rpaBellb MOXKE MOOAYUTH pajlyc iX il JJis MJIaHyBaHHS MOJAJIBIIOT TPYU Ha PIBHI
(pucynok 3.7).

Enemy Turret

Pucynoxk 3.7 — Paniyc aii nazepHoi Typeni

[Tpu natuckanni Ha kinaimry “ESC”, rpaBeis moTparuisie 10 MEHIO KepyBaHHS

piBHSIMH (PUCYHOK 3.8).



Enemy Turret

Clear all objects

Load Level Save Level

Load Slot 1 Save Slot 1

Load Slot 2 Save Slot 2

Time: 60 sec.
Load Slot 3 Save Slot 3

Main Menu
5 6 7

Pucynok 3.8 — MeHto kepyBaHHs PIBHAMHU
TyT rpaBerb MOXe 3aBaHTaXUTHU BKe 30€pexeH1 piBHI, a00 30eperTy HOBUM
piBeHb. Takok TpaBellb MOXKE€ BCTAaHOBHTH Yac TIPOXOKCHHS PIiBHS, SIKAN
BapitoeTbes Bl 60 mo 180 cexkyHn. 3a OakaHHSIM, rpaBellb MOKE€ OYUCTUTU BCl
o0’extu Ha piBHI. [Ipu oOupanHi Oyab-sKOi Mii, KpiM MOBEpPHEHHS N0 PIBHS
penakTopa mpu MOBTOPHOMY HaTthckaHH1 kimasimi “ESC”, kopucTyBau oTpumye

BIKHO TIJATBEPKEHHS JJIs 3a11001raHHs BTpAaTH He30epeKeHUX 3MiH (pUCYHOK 3.9).
Enemy Turret

LOAD LEVEL FROM SLOT 1?
UNSAVED CHANGES IN THE
CURRENT LEVEL WILL BE LOST.

Yes

Pucynok 3.9 — MeHto miaTBepIHKeHHS 11

[Ipu 30epexeHHI piBHSA, BiH BATIAYETHCS HA KOPEKTHICTH (HASBHICTH

CTapTOBOrO0 Ta (iHAIBHOrO acTepoiga), Ta BUBOAUTh NOMWIKY Y pasi
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MIEPEIIKODKAaHHs 30epekeHHss piBHA (pucyHOok 3.10) abo TOBIJOMIJIGHHS TIPO

yCIIIIHE 30epekeHHs piBHs (pUcyHOK 3.11).

Enemy Turret

Pucynox 3.10 — [Tomunka 30epexeHHs piBHS

Random Asteroid

Level saved to slot 1.

Pucynok 3.11 — [1oBigomieHHs npo ycmimHe 30epeKeHHs piBHS
3 MeHIO KepyBaHHsI PiBHSMHU (PUCYHOK 3.8) MOKHA MEPEUTH O TOJIOBHOTO
MEHIO (PUCYHOK 3.1), 3 IKOrO MOKHa MEPENTH 10 MEHIO TPU Ha PIBHAX (PUCYHOK

3.12)
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SELECT LEVEL

Campaign User Levels

Level 3 User Level 3

L ers

Pucynok 3.12 — MeHto rpu Ha piBHSIX

B MeHio rpu Ha pIiBHAX MU MOXEMO O0OpaTh pIiBHI KaMIIaHii, SKi
BIIKPUBAIOTHCA IIOCTYIOBO OJHE 3a OJHUM, a00 MOXKEMO O00paTH JIOCTYIIHI
KOPHUCTYBAIlbK1 piBHI. J{OCTYIIHI piBHI MiICBIYYIOTHCS OLITUM KOJIbOPOM, HEOCTYTIHI
-C1puUM KOJIbOpOM. Takok MO>KHA CKHUHYTH IIPOrpec MPOXOIKEHHS PIBHIB KaMIaHii,
HATUCHYBIIM KHOMNKY “Reset”. HatuchyBim Ha Oyab-sIKui 3 JOCTYNIHUX PIBHIB, MU

NOTpaIIiEMO OE€3MOCEPENHBbO 10 PIBHA T'PU 3 HOTO ITPOBHM IMPOLIECOM (PUCYHOK

3.13).

Pucynok 3.13 — IrpoBuii mpouec

[Ipu crapTi piBHSA, Kamepa TpaBls 3aBXKId IMOBEPHYTa 10 (HiHAIBHOTO

actepoiny. [Ipu nosiBi rpaBus, pakera Ha (piHAJILHOMY aCTEpOiJll BUITYyCKA€E CBITIIO
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MasKa JJIs JIeTImioro ii 3Haxo/pkeHHs. CBITIO TOBTOPIOETHCS 3HOBY, KOJHU
saymmaeTbest 30 CeKyHJ 10 KIHISM PiBHS. 3j1iBa 3HU3Y MH MOXKEMO IOOAYUTH
3IOPOB'sl TPABIl, ClpaBa -THUN O30pPOEHHS, KUIBKICTh aMyHIIii B MaraswHi Ta
B3arajioM. 3MIHUTH 30pOI0 MOKHA, KOPUCTYIOUUCh KOJIECOM KOMIT'FOTEPHOI MUIII.
Crpinsatu 3 30poi MOXHa, HATUCHYBIIM JIIBY KHOIMKY KOMIT'FOTEPHOI MHUIII.
[lepeminryBaTucss MOXHa 3a JIONOMOIOI0 Kiapim kepyBaHHs: W (Bmepen), A
(BmiBo), S (Hazan), D (BmpaBo). Ilpuckoputrcs MOXHA, HATUCHYBIIW KJIABIIIY
“Shift”, migcTpuOHYTH MOXHA, HATUCHYBIIM KiaBimry ‘“Space”. B miBomy
BEPXHbOMY KyTI MOKHA IMOOAQUYUTHU KUIBKICTh OalliB, HapaXxOBaHMX TIpaBIIO 3a
3HUIIIEHHS BOPOTIB Ta iX CIaBHEPiB. 3BEPXy MOXKHA MOOAYUTH TakMep, IKUN Bee
3BOPOTHIN BIWIIK JO 4Yacy MaJlHHA MOSCY acTepOifiB Y YOPHY IUPY, BIIHOCHE

HAOJMKEHHS SIKOT MOKHA Bi13yaJIbHO MTOOAYNTH 3HU3Y PIBHS (pUCyHOK 3.14).

LaserGun
32/0

Pucynok 3.14 — Yopna nipa, sika Bi3yaJbHO CTa€ OJIUKIOIO
CyTb TpH - BCTUTHYTH JIATH 10 (IHATBLHOTO acTepoiny W HE 3arMHYTH Bij
BOPOTiB a00 mopoxHeul kocmocy. [Ipu naainHi ado BiICYTHOCTI 3710pOB'sl, TPaBEIlh

OTPUMYE BIKHO Tiporpamry (pucyHok 3.15).
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You Died!
Score: 0

Time survived: 00:10

Menu

Pucynok 3.15 — BikHo nporpaiiry
Sxuro rpaBenp nocsarae (HiHATFHOTO acTepoily BYACHO, BIH OTPUMYE BIKHO

nepemoru (pucyHok 3.16)

You Won!
Score: 200

Total time: 00:27

Menu

Pucynok 3.16 — BikHo nepemoru

Ha nuisixy rpaBis TparisitoTbCs YUCIEHH1 OOHYCH, SIKI BIH MOKe MMiai0patu,

H1IATIOBIH 10 HUX (pucyHOK 3.17).
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LaserGun

Pucynox 3.17 — boHycu Ha piBHSIX
Ha nuisxy rpaBist MOy Th TparuisiTUca BOporu: asepHi Typeni ta HJ1O, ski
3'SIBISIIOTHCA 31 criaBHEpiB (pucyHok 3.18). Boporu arakyioTh rpaBlisl Jia3epaMu.
[Ipu 3HMILIEHHI BOPOTiB, BOHM BUOYXalOTh T4 HAPAXOBYIOTh OOHYCH1 Oaiu TpaBLIo.
Boporu HJIO 3'aBasttoThCS 1OTH, JOKHU MPUCYTHI 1X CIIABHEPH, K1 MOXKHA 3HUILIUTH

3a JOMOMOTO0 PI3HUX BUJIIB 030pOEHHS.

PlasmaGun
2/16

Pucynox 3.18 — Boporu Ha piBHsIX
[lin 4vac irpoBoro mporecy, IpaBellb MOXE MEpedTH 10 MEHIO0 Tay3u,

HaTUCHYBIIM KHOMIKY “ESC” (pucyHnok 3.19).
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Paused

Resume

Restart

Menu

Pucynok 3.19 — MeHnro naysu
B meHro nay3u rpaBelb MOXe Nepe3anyCTUTH PIBEHb, IOBEPHYTHUCS JI0 MEHIO,

ab0 MPOJIOBKUTH TPY.
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‘ D EX P LA R I S The game Dexpolaris is the diploma project of Dmytro Zhmailo, a student of group IP-
y o S i 13, on the topic: A 3D Action Game with Elements of Spatial Navigation. Your objective
. . is to reach the rescue rocket before you fall into the black hole. The timer at the top of
Play . the screen shows how much time you have left. In the top-left corner, you can see the
S g number of points you've earned by defeating enemies along the way. In the bottom-left
— y corner, you can monitor your health, which has a maximum of 100 units. On the right
: e : side, you can see your current weapon and the amount of ammunition you have. You
Level Editor can switch between weapons. Additionally, you can create your own levels by going to
: e the "Level Editor* menu. In the level editor menu, you can place objects by clicking the
left mouse button. You can remove objects using the right mouse button. You can
| nfo select objects using the keyboard. 0 - end asteroid, 1 - start asteroid, 2 - random
meteors, 3 and 4 - weapons, 5 and 6 - ammunition, 7 - medkit, 8 and 9 - enemies. You

can save or load levels in the pause menu, which can be accessed by pressing ESC.

Enjoy the game!

Random Asteroid Random Asteroid

Clear all objects

Load Level Save Level
Load Slot 1 Save Slot 1
Load Slot 2 Save Slot 2

Time: 60 sec.
Load Slot 3 Save Slot 3

5 6 7

SELECT LEVEL

Campaign User Levels

User Level 2

User Level 3

You Died! You Won!
Score: 0 Score: 0)

Time survived: 00:05 Total time: 00:28
Restart

Menu Menu

Paused

Resume
Restart

Menu
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