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VJIK 004.588

PO3POBKA BIBHEC-T'PU 1JIs1 HABUAHHS KEPIBHUYOI'O IEPCOHAJIY
I'OPBATIOK M.B. (neironogamiiko@gmail.com)
CTEJIbBMAIIEHKO A.B. (astelmashenko@gmail.com)
YKpaiHChbKUH JiepKaBHUHM XIMIKO-TEXHOJOTIYHUN YHIBEPCUTET

Ilpeocmasnena poboma npucesauyemubcsi npOEKMYBAHHIO Ma peanizayii yHKyioHanbHux ma
CMPYKMYPHUX 0COOIUBOCTEN NPOSPAMHO20 NPOOYKmY nio Hazeoro «Dudes in Spacey, 6isnec-epu
07151 HABYAHHSL KEPIBHUY020 NEPCOHATLY.

Po3pobka Oyab-KMX MpPOrpaMHUX HPOAYKTIB MOB’si3aHa 3 poOOTOI0 HAJ CTPYKTYPHMMH Ta
(GYHKIIOHATBHUMHA OCOOJMBOCTSIMHU TPOEKTIB. TOMy, OKPEeMHUM NHTaHHSAM B 1HAYCTpPii po3poOKH
KOMIT FOTEPHHX IrOp CTOITh BUpIIICHHS, a00 3amo0iranHs mpoOjeM peaizallii uX 0coOJIMBOCTEH
[1].

Crnouatky, TpeOa MOsSCHUTH, IO CTPYKTYPHI OCOOIMBOCTI — I1€ TIOTJISA] KOMaHIU IIPOrpaMicCTiB
Ha Te, SKOK Oyzme cTpykrypa mnporpamu. ToOTo, ski (peMBOpKH, METOOM, Ta NPUHIIUIIN
HalMCaHHS KOy OyAyTh BUKOPHCTaHI.

J1o CTpYKTYpHHX 0COOTMBOCTEH MOKHA BiTHECTH:

— BuUKopuctanHs MonoBehaviour, sk 6a3oBoro kjacy, BiJ SKOTO YCHaJKOBYIOTBbCS YCi
CKpHIITH, OKpiM iHTpedeiiciB (mpu BukopuctaHHi C# HEOOXigHO SBHO YCIAIKyBaTUCS BiA
MonoBehaviour);

— BHKOpHCTaHHS MeToay Invoke() Ayl BUKIMKY 1HIIOTO 33JJaHOTO METOJY, MICIis 3aKiHYCHHS
JeSIKOT0 33J]aHOTO0 Yacy;

— pukopucranas FixedUpdate(), meromy, SIKMii BHKIMKAETbCA 3 (PIKCOBAHOIO YaCTOTOIO
KaJIpiB;

— BUKOPHCTAHHS JEJIEraTiB Ta MEIiaTOPiB JUISi CTBOPSHHSI JKOPCTKOT0, a00 CIIA0KOTO 3B’S3KY
MIDXK ITPOBHMH 00’ €KTaMH.

— BUKOPHCTaHHs cepiajti3alii A IepeTBOPEHHS CTPYKTYPH AaHUX B IOCIIAOBHICTH OITIB, IS
0€3MeYHOr0 3B 3Ky MIX Pi3HUMH iIrpOBUMH 00’ €KTaMHU.

OyHKIIOHATBHI 0COOIMBOCTI — 1€ TOTJISA KOPUCTYBaua Ha MPOrPaMHHUI MPOIYKT, a caMe Ha
Te, AKUi (QyHKIIOHA Ta iHTep(eiic HoMy HaJaeThes.

o ¢yHKII0HATBPHUX 0COOTUBOCTEN MOYKHA BIJTHECTH:

— B3a€MO/Iifl 3 IrPOBMMH 3aBJIAHHSAMU Ta MOISIMH;

— 130MEeTpUYHA KaMmepa,

— 0COOJIMBOCTI B3a€MOJIIT 3 IrpOBUM iHTEpdeiicom;

— KpOCIUIaT(OPMHICTb.

Ha ocHOBI KOHLENIii NpOrpaMHOrO0 NPOAYKTY, 3 BpaxyBaHHSIM HOro CTPYKTYPHHUX
0c00JIMBOCTEH, OYJI0 CTBOPEHO JlarpaMy Kiacis (puc. 1).

3 Hux, iHTepdeiicu: [Astronaut, IShipComponent, ITask, IShipEvent, siki BMILI[ylOTb JIOTiKY
KepyBaHHs aBaTapaMy, MOJYJIsMU Kopalis, 3aBaHb Ta 1BEHTIB. Kiacu-KOHTpoJjepu:
AvatarMoving, DoorActivator, TaskGenerator, ShipEventGenerator, CameraMover, ki
BIMOBIAAIOTh 32 B3AEMOJII0 MDK IrpoBUMH 00’ektamu. Kiacu-cytHocrti:  Astronaut,
AstronautVitals, ShipComponent, MarkerCollection, AstronautinfoFolder, SpaceShip, ansa
peasizariii iHTep¢eiiciB Ta 3a0e3nedeHHs 3B’ sI3Ky IpaBlid 3 IrpoBUM cBiTOM, user interface (Ul).

391



HurcBeamo
. 1
7 [
- A w4 .
’ .
1.7 1 N1 Seal 1
<=boundan> ~=baumda - “shaundany- wsboundan=~
Ihslranaut IShipComponenl Task IShipErent
1 1 1 1
wh 0a 1 1
~cankote= eniiy- pe—— ko pr——
Toamcatar #svoran hipCampanert TaskSianssalor FeaniGanarsar
'
1 X 1 1
1 1 1 1
po— prm—— pom—
Camesubyer PR kg Aslionaullilals
1
J;
<enns
AshonautntoF cicsr

Puc.1 — [liarpama kmnaciB (6€3 1oJiiB, METO/IiB, BIACTUBOCTEH Ha T011i)

[Tpuknan CTpyKTypu OJHOTO 3 KJIaciB MPEACTABICHO HA PHC. 2.

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

namespace User_Interface.Tasks
1
<summary:
Contreller that is responsible for enabling/disabling wisibility of the Tasks

List Frame.

(1 </summary>

<remarks> Testing remarks comment. </remarks:
public class TaskslListUIController : MonoBehaviour

{

[SerializeField] private TasksListItem _tasksListTtem;

public void UpdateTasks(IEnumerable<TaskToSolveInfo> taskToSolveInfos)

i
RemoveAllTtems();
foreach (wvar info in taskToSolveInfos) AddNewItem({info);
¥
private void AddMewItem(TaskToSolveInfo info)
i

var instance = Instantiate(_taskslistItem, transform);
instance.SetImage(info.Icon);
instance.SetText(
$"({info.TasksInQueue}){info.ComponentName} is broken : must be fixed with
{info.RoleToSolve}! ({info.Time} seconds)");

private void RemoveAllItems()

var childrenCount = transform.childCount;
for (var i = 8; 1 < childrenCount; i++)
Destroy(transform.GetChild(i).gameObject);
¥
h
h

Puc.2 — Jliarpama knaciB (0e3 1mouiB, METO/1iB, BIACTHBOCTEH Ha MO/1i)

Mamepianu konghepenyii «Cman, 00caAzHeHHA ma nepcheKmueu ingopmauiiinux cucmem i mexHonozii»

3 BpaxyBaHHSAM (yHKIIOHAIbHUX OcCOOIMBOCTEeH, Oyno peani3oBaHo iHTepdeiic, sSKui

MIpeJICTaBJICHO Ha puc.3.
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<

Spaceship

Wl Engine condricn

| Connection conaicon |G

Puc. 3 — 3araneuuii user interface

BHCHOBOK: 1100 YHUKHYTH HaWNOMMPEHINMX NOpobiaeM, TMOB’SI3aHUX 3 PO3POOKOIO
MPOrPaMHUX MPOIYKTIB, HEOOX1THO BUKOPHUCTOBYBATH YITKO C(OPMYIHOBaHY CHCTEMY KJIAaciB Ta
CTBOPHUTH IHTYITUBHO 3po3yMinuii User interface.

CIIUCOK BUKOPUCTAHOI JIITEPATYPU
1.Schell J. The Art of Game Design (second edition) / Jesse Schell. — Pittsburgh,
Pennsylvania, USA: Crnegie Mellon University and Schell Games, 2014. - (2).URL:
https://iums.ac.ir/uploads/%5BJesse_Schell%5D The Art_of Game_Design_A book_of I(BookFi

).pdf.

V]IK 004.738.5

KACTOMI3ZABEJBbHUM TETPIC HA OCHOBI PYIIISI HGE
JAHYEHKOB B.O. (danchenkov_ak20@nuwm.edu.ua),
JAHYEHKOB 51.B. (ja.v.danchenkov@nuwm.edu.ua).
HarnionanbHuii yHIBEpCUTET BOJHOTO FOCIIOAAPCTBA Ta IPUPOJLOKOPUCTYBAHHS

2D epa y cmuni Tempic suxonana na pywii Haaf’s Game Engine, wo npayioe 3 mogoio
C++. Ha nouamxositi cmaodii po3podoxku 0y10 cmeopeHo OnmuMaibHy CMpyKmypy HAcli0y8aHHs,
wWo 0onomazae 102IYHO po3NOOLIUmMU 00 €KMU 3a iX NPUSHAYEHHSIM.

Custom (anrn.) — xopucryBaibkuii, ability (amrm.) — 3matHicT, TOOTO CIIOBO
«KacToMi3a0eNbHUI»  XapakTepu3ye CIPOMOXKHICTh TI'PU  HPUCTOCOBYBAaTHChH A0  IMOTped
KOpHCTYBaya B acleKTi JU3aiiHy, HapaMeTpiB MOJs, Ta CKIAAHOCTI.

Jlns BitoOpaXkeHHs IrpoBOro mojsi, (irypu He pPO3MILIYIOTBCS MpsSMO B MaTpHli, a
30epiraroThCsl y BUTIISAAI MacuBY (iryp, OCKUIBKH II€ M030aBiisi€ MporpaMicta 0aratbox mpoodsieM
npu poOOTI 3 MepeMilleHHsAM. BHpoBa/ukKeHHS MeXaHi3My HAaCHilyBaHHS 3HA4YHO CKOPOTHIIO
nyOIIOBaHHS KOAY — 3aCTOCYBaHHSI MEXaHI3MY € HEOOX1THUM, aJKe HAsBHICTh CEMH CTaHJApPTHUX
¢iryp nepenbavae BU3HAUEHHS IMOJIIB Ta METOMAIB HE JIMIIE JJIs KOXHOI 3 BUAiB ¢iryp [1]. Takox,
0e3 HacliAyBaHHS HEMOXJIMBUM Oysio O IeHTpaii3oBaHe 30epeKeHHS PI3HOTUIIHUX (iryp, ajxe
C++ € craruuHO THUMI30BaHOK MOBOIO. J[ns mpeacraBneHHs camoi ¢irypu Oyno ommcano 4
MIPOrpaMHi CTPYKTYpPH, 1110 arperyoTh ogHa oaHy (Puc. 1).

Jlnst mepeBipKH 3iTKHEHb BUKOPUCTOBYETHCS CUCTEMY IpeB’10-uekiHra. Bona e kpaioro 3a
3BUYATHY TEPEBIPKY 3a 1Tepallicro, aJke BOHA MOXKE BUKOPUCTOBYBATHCS III€ ¥ MPU 00epTaTbHUX
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