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HEPEJIIK YMOBHUX ITO3HAYEHD

API (Application Programming Interface) — mporpamuuii inTepdeiic 3aCTOCYHKY.

Asset — nudgpoBuit pecypc irpoBoro cepeoBuiia (Mojaelb, TEKCTypa, 3BYK TOIIO).

C# — 00’ ekTHO-Opi€eHTOBaHA MOBa MporpamyBaHHs iatrgopmu .NET.

Draw Calls — KiIbKICTbh BUKJIHMKIB PEHIAEPUHTY TpadiuHUX 00’ EKTIB.

Game Over — cTaH 3aBepILEHHS ITPOBOI CeCIi.

JSON (JavaScript Object Notation) — TekcToBuid hopMaT 0OOMIHY CTPYKTYPOBAaHUMU
JTAaHUMH.

Leaderboard — taGnuiis pekop/iiB KOPUCTYBaUiB.

Low-Poly — ctunp TpuBuMipHOi rpadikul 3 MaJIOK0 KUIBKICTIO MOJITOHIB.

PCM (Pulse Code Modulation) — iMmyibCHO-KOA0Ba MOAYJIALIS ayA10CUTHAITY.

Prefab — mrabnon irpoBoro 06’exra B cepenosuiii Unity.

Profiler — iHCTpyMeHT aHaIi3y MPOAYKTUBHOCTI MPOTPaMHOTO 3a0e3MeueHHs.

SDF (Signed Distance Field) — rexHosorist peHiepuHry mpu@TiB Ha OCHOBI MO
3HAKOBUX BIJICTaHEH.

SFX (Sound Effects) — 3BykoBi edexTn.

SQLite — BOy1oBaHa pessLiiiHa cucTeMa KepyBaHHs 0a3amMu JaHHX.

URP (Universal Render Pipeline) — yHiBepcanbHuii koupeep peraepunry Unity.

WAV (Waveform Audio File Format) — ¢popmar 30epiranns ayaiodaiis.

XML (eXtensible Markup Language) — po3mmproBaHa MoBa pO3MITKH.

bJ1 — 6a3a naHmX.

I'TI — rpadiunnii npouecop (Graphics Processing Unit, GPU).

JBI" — nBoBuMipHa rpadika (Two-Dimensional Graphics, 2D).

K/c — kinpkicTh kaapiB 3a cekyHay (Frames Per Second, FPS).

KJI — xopuctyBaibkuii 1ocBia B3aemoii 13 cucremoro (User Experience, UX).

KI — xopuctyBanpkuii intepdeiic (User Interface, Ul).

MCII — moBa ctpykrypoBanux 3anuTiB (Structured Query Language, SQL).

MCP — mexanizm 300py cmitts (Garbage Collector, GC).

OOII — 06’ €KTHO-OPIEHTOBAHE MPOTPaAMyBaHHS.



[Tatepu Object Pool — m1a610H npo€ekTyBaHHS Jj1s1 TOBTOPHOTO BUKOPUCTAHHS
00’€KTIB y maM’sITi.

[13 — mporpamHe 3a0e3MeyeHHS.

[1P — nporpamMumii pymriii.

CYB/I — cuctema kepyBaHHs Oa3aMu JaHUX.

TBI" — rpuBumipHa rpadika (Three-Dimensional Graphics, 3D).

YMM - yHidikoBana moa mozaentoBanHs (Unified Modeling Language, UML).

LIT — nenrpansuuii mpouecop (Central Processing Unit, CPU).

T — mryynuii inTenext (Artificial Intelligence, Al).



BCTYII

AxtyanpHicTh TemMu. CydacHUW eTanm pPO3BUTKY 1H(OpPMAIIWHUX TEXHOJIOTIH
XapaKTePU3y€EThCs CTPIMKUM MOMIMPEHHSAM IHTEPAKTHBHUX MU(PPOBUX CHCTEM, CEPET
SKUX KOMIT IOTEpPHI ITPH 3aiiMalOTh OKpPEeME MiCIle SIK CKIaAHI MPOTPaMHO-TEXHIYHI
KOMILJIEKCH, 110 TTOE€IHYIOTh 3aCO0M TPUBUMIPHOI I'padiku, CHCTEMH PeajJbHOTO Yacy,
QITOPUTMU KEPYBAaHHS TaHUMHU Ta MEXaHI3MH B3a€MO/Ii1 KOPUCTYyBaya i3 MporpaMHUM
cepenoBuIeM. [HAYCTpis pPO3pOOKH KOMIT'IOTEPHHX IrOp € OJHHUM 13 HaWOLIbII
JTUHAMIYHUX HaOpsMIB Cy4YacHOI MpOTrpamMHOI 1HXKEHepii, a CTBOPEHHS IrPOBHUX
3aCTOCYHKIB MOTpeOy€ BHUKOPUCTAHHA Cy4YacCHUX IMIAXOMAIB JO apXITEeKTYpHOIO
MPOEKTYBAHHS, ONTUMI3aIlll MPOTPaMHOTO KOy Ta YIPaBIiHHS pecypcaMu nmam’ i [ 1,
2,3.4].

OpHuM 13 TOMyJISIPHUX HAMpsAMIB apkagHux irop € skadp «Endless Runnery,
OCOOJIUBICTIO SIKOTO € Oe3MepepBHUM PYyX IrpPOBOro MepcoHaka ad0o TPAHCIOPTHOTO
3aco0y B JMHaMiYHO 3T€HEpOBaHOMY cepenoBulll. [lomynspHICTh Takoro THITY
3aCTOCYHKIB TOSICHIOETHCS BHMCOKOIO JTUHAMIKOIO IFPOBOTO TMPOIECY, MPOCTOTOIO
B3a€MO/IiT KOPUCTYBaua 13 CUCTEMOIO Ta MOXJIMBICTIO peatizallii irpoBOro npoiecy Ha
pI3HHX anapaTHuX Iuargopmax. PazoM 13 nuMm peanizaniss MEXaHI3My HECKIHUEHHOTO
0iry CTBOpPIOE 3HAYHE HABAHTAKEHHS HAa MPOTPAMHY CHUCTEMY, OCKIJIbKHU MOTpeOye
MOCTITHOTO CTBOPEHHS, OOpOOKM Ta OHOBJICHHS BEIMKOI KUJIBKOCTI TPUBHMIPHHMX
00’€KTIB CIICHH B PEeKUMI peanbHOro 4acy [1, 2].

BaxnmBoro mpoOiemMoro mij 4ac po3poOKHM TaKUX CHCTEM € 3a0e3ledeHHs
CTaOUIbHOI MPOAYKTUBHOCTI Ta IUIaBHOCTI BigoOpaxeHHs rpadiku. IlocTiiiHa
reHepallis Ta BUAAJICHHS 00’ €KTIB MOXKE CHPHYHMHATH HaJMipHE HaBaHTAXKCHHS Ha
MeXaHI3MH KepyBaHHs [1aM’ATTIO I'POBOTO PYIIIis, III0 HErAaTUBHO BILUIMBAE HA YAaCTOTY
KaJIpIB Ta 3arajbHy CTaOUILHICTh POOOTH 3aCTOCYHKY. JlJis BUpilIEHHS 111€1 MpoOieMu
3aCTOCOBYIOTBCA Cy4YacHI METOJIM OMNTHUMI3allli, 30KpeMa MaTepHU OO0 EKTHO-
OpPIEHTOBAHOTO MPOrpaMyBaHHs Ta MEXaHI3MU MOBTOPHOTO BUKOPUCTAHHS PECYpPCIB

OTIepaTUBHOI ITaM’sITi, OTHUM 13 sikux € matepH Object Pool [1, 3].
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Kpim 3a0e3nedeHHss MNPOAYKTUBHOCTI, MOBHOIL[IHHUN IrpOBUN 3aCTOCYHOK
MOBHHEH MICTHUTH MEXaHI3MHU 30€pEeKEHHS pe3yJbTaTiB KOPHCTyBada, CHUCTEMY
B3aeMOii 13 rpadiuHuM 1HTepdercoM, MATPUMKY ayaioCylpoOBOAY Ta MOIYJI
00poOKHM 1rpoBUX moAii. g peanizalii Takux GyHKUINA TOUIIBHUM € BUKOPUCTAHHS
CydyaCHHUX TMporpaMHux 1iatGopm 1 3aco0iB po3pobku. OmHUM 13 HANOUIBII
MOIIUPEHUX CEPEIOBUI CTBOPEHHS IHTEPAKTHUBHUX TPUBHUMIPHUX 3aCTOCYHKIB €
Unity, sikuit 3a0e3neuye miATpUMKY MOBHU nporpamyBaHHs C#, 3ac001B MOJIETTIOBAaHHS
CIICH, IHTETPOBAaHUX MEXaHi3MIB MPOQLITIOBAHHSI MPOIYKTUBHOCTI Ta MOKIUBOCTEH
po00TH 3 JIOKAIbHUMHU 0azamu gaHux [6 — 9].

Buxopucranns nokanbHOI pensmiiHoi  6asm  mammx SQLite  mo3Bossie
peanizyBaTH KOMIIAKTHY Ta €QeKTHUBHY CHUCTeMy 30€peXeHHs pe3yJbTaTiB
KOpHUCTyBaua 0€3 HEOOX1THOCTI BUKOPUCTAHHS OKPEMOTO CEPBEPHOr0 MPOTrPaMHOIO
3abe3neuenHs. lle 3abe3nedye aBTOHOMHICTh pOOOTH 3aCTOCYHKY, IIBUAKUN JOCTYII
JI0 JaHUX Ta COPOIIY€E CTPYKTYpY MporpaMHoi cucrtemu [9, 20 — 22].

OT1xe, po3poOKa IrpoBOT0 3aCTOCYHKY 3 peajizallielo MexaH13My HEeCKIHYEHHOTO
0iry € akTyaJbHHM 3aBAaHHSIM Y Trajgy3l KOMIT IOTEPHUX HAayK, OCKUIBKH TOEIHYE
MUTaHHS apXITEKTYPHOTO MPOEKTYBaHHS MPOTPAMHOI0 3a0e3MeyYeHHs, ONTHUMI3alli
CHUCTEM pEaJbHOr0 4Yacy, MpOIeAypHOI TreHepaiii TPUBHUMIPHOTO CEpeIOoBHUIIA,
iHTerpari 6a3 1aHuX Ta peaiizaiii Cy4acHOTO KOPUCTYBaIbKOTo 1HTepdeicy.

Mera nOCHiKEHHSI MOJSATrae y MPOEKTYBaHHI, MOJEIIOBAHHI Ta MPOrPaMHii
peamizaiii TPUBUMIPHOTO IrpoBOro 3acTocyHKy xkaHpy «Endless Runnery 'y
cepenoBuili Unity 13 BUKOPHUCTAHHSIM MEXaHI3MiB MPOIEAYPHOI reHepallii 00’ €KTiB,
ONTHUMI3alli BUKOPUCTAaHHS ONEPATUBHOI IaM’SIT1 Ta JIOKAJIBHOTO 30€pEeKEHHS IrPOBUX
pE3yNbTATIB.

JI1st AOCSITHEHHS TTOCTaBJIEHOI METH HEOOX1/THO BUPIIIUTU TaKl 3aBIaHHS:

— TIPOBECTH aHaJi3 MPEAMETHOI 00JIaCTi Ta Cy9aCHHX MIiIXOiB 10 PO3POOKH ITPOBUX
3acTocyHKiB )kaHpy «Endless Runnery;

— 3IACHUTHU NOPIBHSUTBHUI aHaIi3 Cy4yaCHUX ITPOBUX PYIIIiB Ta OOIPYHTYBaTH BUOID
CepeIOBHIIA PO3POOKH;

— CHPOEKTYBATU apXITEKTYpPy MPOrpaMHOro 3a0e3MeUeHHs IrPOBOT0 3aCTOCYHKY;
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— peanidyBaTH MEXaHI3MHM MPOLEIYpPHOI TeHepallii IrpoBOro cepeaoBUIla Ta
B3a€MO/Ii1 I'POBUX 00’ €KTIB;
— peani3yBaTH MEXaHI3MU ONTUMI3allli BUKOPUCTAHHSA OINEpPaTUBHOI NaM STl Ha
ocHoBl nmarepHa Object Pool Ta iHTerpyBatu jgokanbHy 6a3y ganux SQLite;
— BUKOHATH TECTYyBaHHS MPOTPAMHOTO 3aCTOCYHKY Ta OI[IHUTH €()EeKTHUBHICTH MOTO
poboTH.

OO0’ €eKT TOCIIIKEHHS — MIPOLIEC PO3POOKHU Ta ONTUMI3AIT TPUBUMIPHHUX ITPOBUX
3aCTOCYHKIB Y CEPEIOBHIIAX PEATHOTO Yacy.

[IpenmeTt mocmiKEHHS — METOJIM Ta MPOTrpaMHi 3aco0u peaizallii MexaHi3My
HECKIHYEHHOIo Oiry, MpoleaypHOi reHepallii IrpoBOr0 CEpe/lOBUINA, OMTHUMIZAIli
BUKOPHUCTaHHSI PECYpPCIB MaMm’sTi Ta 30€peKEHHs NaHUX Y TPUBHUMIPHOMY ITPOBOMY
3aCTOCYHKY.

Meroau nocmimkeHHs. Y  poOOTI BUKOPHUCTAHO METOAM 00’ €KTHO-
OpPIEHTOBAHOTO aHaiizy Ta mporpamyBaHHs, metonu UML-MozpemtoBaHHsS s
MPOEKTYBAHHS apXITEKTYPH CUCTEMH, METOIU PEJIALIMHOTO MOJIEIIOBAHHS JIAHUX JIJIS
CTBOPEHHsI CTpYKTypu Oa3zu nanux SQLite, anropurmMu mOpoUETypHOI TreHeparlii
00’€KTIB, @ TAKOXX €MIIPUYHI METOJIM TECTYBAaHHS Ta OIIHIOBAHHS MPOIYKTUBHOCTI
MPOrpaMHOro 3a0e3MeyeHHs!.

[IpakTruHe 3HAYEHHS OJEPKAHUX pe3yJbTaTiB TOJSATa€ y CTBOPEHHI
(GYHKIIOHATBHOTO IFPOBOTO 3aCTOCYHKY 3 MEXaHI3MOM HECKIHYEHHOro Oiry, sKui
MOXKe OYTH BUKOPHCTaHHH SK OCHOBa JUISI MOJAJBIIOTO PO3BUTKY IHTEPAKTUBHUX
MPOTrPaMHUX CHUCTEM, JOCTI/HDKEHHS METOJIB ONTHUMI3AIlli irpOBHUX 3aCTOCYHKIB Ta
BUBUYCHHSI CYYaCHUX TEXHOJOT1H pO3pOOKM MPOrpamMHOro 3a0e3NeueHHs Yy raiysi
KOMIT' FOTEPHUX HayK.

Crpyktypa Ta o0car pobGotu. bakanaBpchka kBamiikariiiHa poOoTa
CKJIQJA€ETHCS 31 BCTYIY, YOTUPHOX PO3/I1JIIB, BUCHOBKIB, CIIUCKY BUKOPUCTAHUX JIXKEPEIT
Ta JOAATKIB. Y MEPIIOMY PO3/IiJii MPOBEICHO aHalll3 MPeIMETHOI 001acTl, PO3TJIIHYTO
ocobmmBocTi xkaHpy «Endless Runner», BUKOHaHO MOPIBHSILHUN aHANI3 Cy4aCHUX
IrPOBUX PYILIiB Ta OOIPYHTOBAHO BUOIP TEXHOJOTIHA po3poOKHU. Y Apyromy pos3niii

HABEJICHO MPOIIEC MTPOEKTYBAHHS apXITEKTypH IPOrPaMHOTO 3a0e3MeUeHHs, TOOYI0BY
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UML-giarpamM Ta jJ0rigyHoi Mojeni AaHux. TpeTid po3Ail NMPUCBSUYEHUN MPOrpaMHin
peaizallii irpoBOro 3acTOCYHKY, MEXaHi3MaM MpOIeAypHOI reHeparlii, onTumMizarii
MPOJYKTUBHOCTI, 1HTerpamii rpadiuyHoro iHTepdericy Ta JOKaJIbHOI 0a3u JaHUX
SQLite. ¥V derBepToMy pO3[LIl NOJAHO PE3YJIbTaTHU TECTyBAaHHSA MPOTrPaMHOTO
3aCTOCYHKY, OIIMCAHO IIPOIEC PpO3rOpPTaHHSA Ta  OI[IHEHO e(EKTHBHICTH

(GyHKITIOHYBaHHS PO3pOOJICHOI CUCTEMHU.
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1 AHAJII3 TIPEJIMETHOI OBJIACTI TA

OBI'PYHTYBAHHSA BUBOPY TEXHOJIOI'TH

1.1 Anaui3 :xaHpy irpoBux 3actocyHkiB «Endless Runner»

XKanp «Endless Runner» Hanexuth A0 Kjacy apkagHUX irop 13 0e3nepepBHUM
ITPOBUM TPOIECOM, Y SIKHX PyX KEPOBAaHOTO 00’€KTa BUKOHYETHCS aBTOMATUYHO, a
OCHOBHA B3a€MOJIisI KOPUCTyBaya i3 CHUCTEMOIO 30CEPEIKYEThCS HAa CBOEYACHOMY
pearyBaHHI Ha 3MiHYy ITPOBOTO CepeIoBUINA. AKTHBHUI PO3BUTOK IHOTO KAHPY
poO3MoYaBcsi pa3oM 13 TMOUIMPEHHSM MOOUIBHUX IUIaTPOpM Ta PO3BUTKOM
KpoCIIaTGOPMHUX ITPOBUX PYIIiiB, 10 JO3BOJUJIO CTBOPIOBATH JWHAMIYHI
IHTEPAKTUBHI 3aCTOCYHKH 3 BUCOKOIO YaCTOTOIO OHOBJICHHS CIIEHH Ta MIHIMaJIbHUM
MOPOTrOM BXOJIKEHHS JUIsl KopucTyBaua [1-4]. ¥ cydacHMX yMOBax irpv Takoro THUILY
aKTUBHO BHKOPHCTOBYIOTHCS HE JIMIIE AK PO3BAXaJIbHI MPOAYKTH, a 1 K MPUKIA]
peanmizailii CHUCTEM pEaJbHOr0 4Yacy 3 TMpPOIEAypPHOIO TEeHEpaIier0 00 €KTIB Ta
IHTEPAKTUBHOIO B3a€MO/IIEI0 KOPUCTYBaya 13 MPOrPaAaMHUM CEPEIOBUILIEM.

KitouoBot0 0COONMUBICTIO KaHPY € BIICYTHICTH (DIKCOBAHOTO 3aBEPIICHHS
piBHA. IrpoBa cecisi TpuBae 10 MOMEHTY BUHUKHEHHS KPUTHYHOI MOJIl, 3a3BUYai
3ITKHEHHSI KEPOBAaHOTO O0’€KTa 3 TEpPenIKoA0K0 abo IHIIMM €JIEMEHTOM CIICHHU.
VYHacHiI0K 1[OTO OCHOBHE HABAaHTAXKCHHS I11]] YaC BUKOHAHHS 3aCTOCYHKY MPHUIIAJIA€
HE Ha CKJAJHI CIOKETHI CleHapii 4 moOyJOoBY BETUKHUX CTaTUYHUX KapT, a Ha
MOCTIHY TE€HEpaIilo IrPOBOr0 CEPEIOBUINA, OHOBIICHHS MO3ULIIM 00’ €KTIB, IEPEBIPKY
KOJII31i Ta MIATPUMaHHS CTabUIbHOT TPOYKTUBHOCTI B PEXKUMI PEaIbHOTO Yacy.

JluHaMiyHUN XapakTep TeUMIUIC0 BHUMarae Oe3NepepBHOTO BIITBOPEHHS
IrpOBOrO CBITy 0€3 MOMITHHUX 3aTPUMOK, IO 3yMOBIIO€ MiJBHIIEHI BHUMOTH [0
onTUMI3aIlli aJrOpUTMIB TEHepallii cepeaoBuilla Ta €(EKTUBHOIO BUKOPHCTAHHS
pecypciB OlepaTUBHOI I1aM’SITi.

Sx moka3dye aHami3 CyYacHMX peami3alliid irop ImbOro THIy, MeXaHiKa

HECKIHUEHHOI0 pyXy Oe3mocepe/lHbO BILUIMBAE Ha apXITEKTypy MPOTrpaMHOI CUCTEMH,
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Oprasizaiiiio mam’sTi Ta JOTIKY B3a€MOJli OKpEMHUX MOIYJIB 3acTOCYHKY. OCHOBHI

0COOJIMBOCTI JKaHPy Ta iX BIUTMB Ha MPOTPaMHy peatizallito HaBeneHo B Tabi. 1.1.

Taomung 1.1

KitouoBi ocobnuBocTi xaHpy «Endless Runner» Ta ix Brums

Ha TIPOTPaMHYy peai3allito

Oco06uBICTb XKaHPY

XapakTepucTHKa irpoBoi
MEXaHIK1

BB Ha apXiTekTypy Ta
MIpOrpamMHy peaizaiiro

[Tpouenypna IrpoBuii mpocTtip hopmyeThCs [TotpeOye peanizamii anropuT™iB
reHeparis IUHAMIYHO ITiJ{ 9YaC BUKOHAHHSA reHeparii 00’ €KTiB, BUMAJKOBOTO
cepeoBHILa 3aCTOCYHKY IIJISXOM BUOOpY npedabdiB Ta TOUHOTO
KOMOIHYBaHHS OKpEMHX OJIOKIB MTO3UIIIOHYBAHHS CETMEHTIB CIICHH
CepeoBUINA, EPEIIKO 1
TPAHCIIOPTHHX 3aC0O0iB
HeckinueHHicTh IrpoBa cecis He Mae (ikcoBaHOT Bumarae mocTiifHOro OHOBJICHHS

IrpOBOTO MPOCTOPY

KIHIICBOT TOYKH Ta TPUBAE JI0
BUHHKHEHHS YMOBH 3aBEPILICHHS

Irpu

CIICHH, IMHAMIYHOT'O KEPYBaHHSI
maMm’sITTIO Ta JeaKTUBaLl
HEBUIUMUX 00’ €KTIB

Bucoka nuaamika

[IBuaKICTH PYXY Ta

HeoOxigna crabinpHa yacToTa

reMILIEI0 IHTEHCUBHICTb MOSIBU MEPEIIKO]] | KaJpiB, MBUIKA 00poOKa (i3HIHUX
MOCTYTIOBO 3POCTAIOTH TiJT 4ac B3a€EMOJIIM Ta ONTUMI3AILIsS
rpu PEHJIEPUHTY
HuknigHicTh [Ticns 3aBepieHHS TPU [ToTpiOHe mBUIKE CKUAHHS CTaHy

IrpoBHX ceciit

KOPHCTYBa4 MOK€ IIBUIKO
pO3MoYaTH HOBY cecito 0e3
TPUBAJIOTO OYiKyBaHHs

CIICHH Ta TIOBTOPHA iHiMliai3alis
IrPOBUX KOMITOHEHTIB 0€3 MOBHOTO
nepe3aBaHTaKEHHS PeCypciB

Konkypentna
MOTHBALIiA

IrpoBuii mporiec opieHTOBaHUM Ha
MOKpAIIEHHS pe3yJbTaTiB Ta
HOBTOPHE MPOXOKESHHS JUIs
JOCATHEHHS O17IBIIOT0 PaxXyHKY

[ToTpeOye iHTETparlii cucreMu
30epeKEeHHs pe3yJIbTaTiB Ta
peaizaiii TabIuIll PEKOP/IiB

Bararoo0’ekTHICTH

VY crieHi 0THOYaCHO MPUCYTHS

Bumarae BukoprcTaHHs MEXaHI3MiB

CLICHU 3HaYHa KiJIBKICTh PYXOMHUX Ta OIITUMI3AaIlil maM’sITi Ta IOBTOPHOTO
CTaTUYHUX 00’ €KTIB BHKOPHUCTAHHS 00’ €KTIB Ha OCHOBI
natepHa Object Pool
besnepepBHicTh I'paBerts MOCTIMHO B3aEMOJIIE 3 [ToTpeOye mBUAKOT OOPOOKH MOIIH,
B3aeMOIii JUHAMIYHUM CepEIOBUILEM Y MIEPEBIPKH KOJi31 Ta CHHXpOHi3alii
PEKUMI peallbHOTO Yacy M)XK KOMIIOHEHTAMHU CHCTEMH
ITpocTota OcHoOBHa B3aEMOJIS peatizyeTscsi | Bumarae cTBOpeHHS iHTYITHBHOTO
KEepyBaHHS yepes 00MeKeHY KUIbKICTh i, KOpHCTYBaIbKOT0 iHTepdelicy Ta

30KpeMa 3MiHy CMYTH PyXy Ta
YXWICHHS BiJI HEPEIIKO]

IIBUJIKOTO pearyBaHHsS CHCTEMH Ha
11 KOpUCTyBaua

Hani, HaBeneH1 B Tabu. 1.1, 1eMOHCTPYIOTh, 11O peasizallis 3aCTOCYHKIB KaHPY

«Endless

Runner»

0e3mocepeTHbO

OB’ s13aHa

13 3aBJaHHSAIMM  OIITHMI3alll

MPOJYKTUBHOCTI Ta €EKTUBHOTO KepyBaHHSA pecypcaMu cuctemMu. Ha BiaMmiHy Bin

MOKPOKOBUX 200 CIO’KETHO OPIEHTOBAHMX ITOp, Y SIKUX OCHOBHA yBara MpUJIISETHCS
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CLIEHAPHI JIOT1L, Y paHHEepaxX KPUTUYHE 3HAYEHHS MAtOTh IIBUAKICTH OOPOOKH MO,
CTaOUIBbHICTh TPpaiUYHOTO KOHBEEPA Ta MIHIMI3aIlis 3aTPUMOK TIiJ] Yac reHeparii HOBUX
€JIEMEHTIB CIICHHU.

JUiss  TpUBUMIPHHUX 3aCTOCYHKIB LBOIO THUIy JOAATKOBUM (DaKTOpOM
HAaBaHTAXXEHHS € HEOOXITHICTh OJHOYACHOTO OIpaIlfOBaHHS 3HAYHOI KIJIBKOCTI
MoOJIeNie, TEKCTyp, aHIMaliid Ta ¢i3uyHuX B3aemonii. IlocTiiiHe CTBOpeHHS 1
BUJIAJICHHSI 00’ €KTIB 32 JOMOMOIOK CTAaHJAPTHUX MEXAHI3MIB PYIIisl MPU3BOIUTH 10
IHTEHCUBHOI pO0OOTH MeXaHI3My 300py CMITTS, [0 MOXKE CIPUYUHATH KOPOTKOYACHI
3aTPUMKU BiJJ0OpakeHHsI Tpadiku Ta 3HIKEHHS 4acToTu KaapiB [1, 6, 12]. 3 miei
OPUYUHU CydacHl IrpoBl 3aCTOCYHKM AaKTUBHO BHUKOPHCTOBYIOTH TEXHOJOTI1
MMOBTOPHOTO BUKOPHCTaHHS PECypcCiB Mam’sTi Ta MA0JIOHU ONTHUMI3allil >KUTTEBOTO
UKy 00’ €KTIB.

Ha pucynky 1.1 HaBemeHo 3arajibHy CTPYKTYpPHY MOjENb (DYHKIIIOHYBaHHS

irpoBoro 3actocyHky aHpy «Endless Runnery.

l Janyck irpoeoi cecii ]

v

[eHepauin eneMeHTIE
cepenoBvLLa

v

MepemiweHHA rpaeua

v

lNeHepauin nepewxkog Ta
TpaHCNopTHWX 3acobis

v

Mepeeipka Konizin

Y

Konizia
BUHKMKENA?

OHOBNEHHA PaxyHKY

v

3asepweHHa cecii

h 4

36epexeHHs peaynsTaTy

Puc. 1.1 3aranpHa cxema QyHKI[IOHYBaHHS IIPOBOTO 3aCTOCYHKY

xaHpy «Endless Runner»
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Hagenena cxema BijoOpakae HUKITYHUM XapaKkTep poOOTH CUCTEMH, IPU IKOMY
OUTBIITIICTh TIPOIIECIB BHKOHYETHCS OE3MEPEPBHO O MOMEHTY 3aBEpIICHHS irpOBOI
cecii. Takuit miaxia BUMarae 4iTkoi CHHXpOH13aIlli Mi>k MOYJISMU T'eHepallii 00’ €KTIB,
CUCTEMOIO (PI3UYHUX B3a€EMOIIN, rpad)iyHUM KOHBEEPOM Ta MIJCUCTEMOIO KEPYBaHHS
nam’siTTIo.

Pospo0GmtoBanuii 3acTocyHok peanizye TpuBuMmipHuii «Endless Runner», y
SKOMY KOPUCTYBau Kepye aBTOMOOLJIEM Ha 0araToCMyToOB1HM Tpaci, yHUKaIOUH 31TKHEHb
13 TPaHCHOPTOM 1 TEPEIIKOAaMH, IO TeHEPYIOThCS JMHAMIYHO. Taka KOHIICMIis
MOEAHYE MEXaHIKy paHHEpa 3 e€JEeMEHTaMH CHUMYJIIIi JOpPOKHBOTO pyXy Ta
QITOPUTMAMH IITYYHOTO IHTEIEKTY TPAHCTIOPTHOTO TPadiKy.

[Iporpamua peaizariisi mody10BaHa Ha MOAYJIbHIN apXiTEKTypi, A€ TeHepalis
cepeloBUIIa, KEPYBaHHS TPAHCIIOPTOM, 0OpOOKa KOJIi31i 1 30epexkeHHs pe3yIbTaTiB
GYHKIIOHYIOTh He3asiexkHOo. J[ns omrmmizanii pobOTH 3 JWHAMIYHUMU 00’ €KTaMu
BUKOPHUCTOBYEThCsl maTepH Object Pool, skuii MiHIMi3ye ormepaliii CTBOPEHHS Ta
BHUIAJICHHS €JIEMEHTIB CIICHH I yac reimiuiero [1, 7].

BaxxnmuBuM acmekToM 3aCTOCYHKIB IILOTO JKaHPY € TaKOoX 3a0e3MeueHHs
MOBTOPHOI 3a111KaBJIEHOCT1 KopucTyBaya. Came TOMy OUIBIIICTh CYYacHUX peani3aiii
BUKOPUCTOBYIOTh CUCTEMU 30€PEIKCHHS PEKOPAIB, TAOIUIll pe3yJIbTATIB Ta MEXaHI3MH
MOBTOPHOTO 3allyCKy Tpu 0€3 TpHUBAJIOrO IMEpPE3aBaHTAXKEHHS CIEHH. Y
PO3pOOITIOBAHOMY 3aCTOCYHKY IS IILOTO IHTETPOBAHO JIOKANbHY 0a3y manux SQLite,
110 3a0e3neyye aBTOHOMHE 30€pEeKEeHHSI I'POBUX Pe3yJIbTATIB Ta MBUIKHUI JOCTYT 10
Ta0auIll peKkopaiB 0e3 BHUKOPHCTaHHS 30BHINIHBOIO CEPBEPHOTO MPOTPaMHOIO
3abe3mneueHHs [20-22].

Otxe, anami3 xaHpy «Endless Runner» mokasaB, 1o momiOHI 3aCTOCYHKH
MOEAHYIOTh BUCOKI BUMOTH JI0 MPOJYKTUBHOCTI CUCTEM PEaJbHOI0 4acy, MEXaHi3MiB
MPOLIETypHOI TeHepaiii Ta epeKTHBHOrO KepyBaHHS mam sTTio. Ile oOymoBmioe
HEOOX1IHICTh BUKOPUCTAHHS CyYaCHHUX ITPOBUX PYIIIiB, IHCTPYMEHTIB MPOhLTFOBAHHS
Ta ONTHUMI30BaHUX APXITEKTYPHUX PIIIEHb, 3JATHUX 3a0€3MEUNUTH CTAOUIbHY POOOTY

MIPOrPaMHOTO MPOAYKTY B YMOBAX IMOCTIHHOT 3MIHH ITPOBOTO CEPEIOBUIIIA.
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1.2 lopiBHsAILHUM aHATI3 irpoBuX pywriiB Ta BuOip Unity

OaHuM 13 KIIOYOBHUX €TamiB PO3POOKH I1HTEPAKTUBHOTO MPOTPAMHOIO
3a0e3nedeHHss € BHUOIp TEXHOJOTrIyHOi mmiuaTdopmu, ska 3ale3neuye HEOOXIAHY
(GYHKI[IOHATBHICTh, CTA0OUIbHY NPOAYKTUBHICT Ta MIATPUMKY CyYacHUX 3aco0iB
nporpamyBaHHs. [l TPUBUMIPHOTO IrpOBOTO 3aCTOCYHKY 3 IIPOLETYpPHOIO
reHepaliel cepeoBUIIa, CUCTEMOIO KOJ131H, IHTeTpalli€lo JTOKAIbHOI 0a3u JaHUX Ta
MeXaHI3MaM# ONTUMI3aIliil maM’sITi IrpOBH PyIIIii BU3HAYAE apXITEKTYPy MPOrpamMHOi
CHUCTEMHM Ta 0COOJIMBOCTI peaizailii rpadgigyHoro kouseepa [6-9].

Cepen cyuacHUX KpocTuiaThOpMHUX 3aC001B pO3pOOKH HAUO1IBIIT MOITUPEHUMHU
€ Unreal Engine, Godot Engine Ta Unity. Unreal Engine opienToBaHui Ha CTBOPEHHS
MaclITaOHUX TPUBUMIPHHX TPOEKTIB 13 (oTOpeanicTUuHO rpadikor0 Ta
BUKkopuctoBye MoBy C++ 1 cuctemy Blueprints. Ilonpu Bucokuii piBeHb
MPOAYKTUBHOCTI, Juisi low-poly apkagHOTO 3aCTOCYHKY HOTo (PYHKIIIOHAJIBHICTh €
YaCTKOBO HAJJIMIIKOBOIO 4YE€pe3 BUCOKI CHCTEMHI BHUMOTM Ta 3HA4YHUA pO3MIp
dbiranpHOTO 01Ty [6].

Godot Engine € BigKpuTUM IrpoBUM pyliieM 13 miarpuMmkoro GDScript 1 C#.
CepenoBuille € 3py4YHHM [JIsi HEBEJIMKHX IIPOEKTIB, OJIHAK MOro 1HCTPYMEHTH
npodIFOBaHHA Ta MATPUMKA CKIAJHUX TPUBUMIPHUX CUCTEM MOCTymarThes Unity 1
Unreal Engine [3].

Unity € xpocmiarOpMHUM  CEpPEIOBUIIEM pO3POOKH, IIO MIUPOKO
BUKOPUCTOBYETHCS JUIsl CTBOPEHHS MOOUIBHUX 1 JECKTOMHHUX irop. Bukopucranus
MoBu C# 3abe3reuye MiATPUMKY 00’€KTHO-OPIEHTOBAHOIO MiAXOAY Ta IHTETPALiI0
6i6miorex .NET [8, 18, 19]. Pymiii micTuth iHTEerpoBaHi 3acobu MpodiTtOBaHHS
npoaykTuBHocTi, miarpumye Universal Render Pipeline Ta mae rotoBi mMomymi mis
peanizailli KOpUCTyBalbKOro 1HTepdeicy, GI3UYHUX B3a€MOJIN 1 pobdoTH 3 Oazamu
nanux [12—17].

JI1st meTanbHOro aHaIi3y MOKIIMBOCTEH 3a3HaueHUX IaTGopM OYJI0 MPOBEICHO
iX MOPIBHSHHS 33 OCHOBHUMH TEXHIYHUMH KPHUTEPISIMH, PE3yJIbTaTH SKOTO HaBEIACHO

B Ta0i. 1.2.
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Taomung 1.2

[TopiBHSIIPHA XapaKTEPUCTUKA ITPOBUX PYIIIiB 32 TEXHIYHUMH KPUTEPISIMHU

oy

30 MB)

Kp.H repiH Unreal Engine Godot Engine Unity
MTOPIBHSHHS

OcHoBHa MOBa C++, Blueprints GDScript, C# C#

porpaMyBaHHs

Tun ninenszyBanns | Komepuiitna monens 13 | Biakpure Komepuiiina ta
posITi IIpOorpaMHe HepCcoHabHAa JiLeH311

3a0e3MeyeHHs

[Tapangurma PydHe kepyBaHHS [TigpaxyHOK ABTOMaTHYHE

KEPYBAaHHSA Mam’sITTIO Ta BIAaCHUM MMOCHUJIaHb KEpyBaHHS MaM’ SITTIO

nam’ ITTIO Garbage Collector (Reference gyepes .NET Garbage

Counting) Collector

[TinTprmka Bucoka, opienranis Ha | Cepenns Bucoxka

TPUBUMIPHOI AAA-TIpoexTH

rpadiku

[IponyktuBHicTh y | Hammimkosa JocratHs nis Bucoxka npu

low-poly 3D- (GYHKITIOHATBHICTH T HEBEJIUKUX ONTUMATBHOMY

MIPOEKTAX BHCOKI CUCTEMHI MIPOEKTIB BUKOPUCTaHHI peCypciB
BUMOTH

IaTerparis [ToTpebye cTOpOHHIX Peanizyerbcs uepe3 | HasiBHa miarpumka

nokanbHux CYB]] C++ mopmymiB abo nonatkosi riariau | 6i6miorex .NET ta
IJIariHIB SQLite

[HCcTpyMeEHTH [Tpodeciiini, are bazoBi 3acoou IaTerpoBani

npodiTtOBaHHS Ta CKJIa/IHI Y BUKOPUCTAHHI | aHaIi3y npodaiinepu Ta 3acoou

onruMmizanii MIPOJTYKTUBHOCTI onrtuMmizanii

[TinTpumka Bucoka Cepenns Bucoka

poLeAypHOT

re”epartii

Po3mip ¢inanbHoro | 3nauynwuii (>100 MBb) Hyxe manuit (15— | [Nomipuuit (30-50 Mb)

PO3pOOKH apKaaHUX
irop

[TinTpumka Hyxe Benuka Cepenns Hyxe Benuka
JIOKyMEHTAIlii Ta

CIIJTLHOTH

HIBuakicTh Cepenns Bucoka Bucoxka

3py4HicTh

Bucoka, ane notpedye

bazosa cucrema Ul

Po3BHHYTI IHCTpYMEHTH

Runner»

peaumizarii Ul JIOJTATKOBOTO Ul ta TextMesh Pro
HaJIAIITyBaHHS

JIOLIBHICTh YacTkoBo OOmexeHui OnrumanbsHe

BUKOPHUCTAHHA U1 | HAJUTHIIKOBUN THCTpyMeHTapii CITiBB1THOIIICHHS

xaHpy «Endless (dyHKITIOHAT nst 3D MPOIYKTHBHOCTI Ta

HIBUKOCTI PO3POOKH

Hagepneni B Tabnumi 1.2 gaHi 1eMOHCTPYIOTh, 110 Unity 3abe3neuye HaiOUIbII

30ajaHCOBaHE NO€JHAHHA (PYHKIIOHAJIBHOCTI,

MPOAYKTUBHOCTI Ta IIBUIKOCTI

po3poOKK 11 3acTocyHKIB KaHpy «Endless Runner». Oco0auBO BaXITMBUMH IS
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peanizailii po3po0JII0BaHOI CUCTEMHU € TATpUMKa MOBU C#, HasSBHICTh IHTETPOBAHOTO
npodaiiepa Ta MOXKIUBICTh €(h)eKTUBHOI POOOTH 3 BEIIMKOIO KUTBKICTIO JUHAMIYHHX
00’€KTIB CIIEHH.

Ha pucynky 1.2 HaBelleHO 3arajibHy CXeMy B3a€MO/I1i OCHOBHUX KOMIIOHEHTIB

Unity mig yac BUKOHAHHS ITPOBOTO 3aCTOCYHKY.

Mogynb KepyBaHHA
CLEHO

Y Y ¥ Y

Cucrema reqepadii Monynk kepyBaHHA Moayne Ul

AypiocucTema
cepenoBMLLa TpaHcnopTomM

A 4

DizvUHUF pyLwLiiA
(Unity Physics)

A 4

'S
1
1
i
1
|
]
1
I
1
CrcTtema Konisin .
1
I
1
1
1
1
1
1
i
1

. v !
i ‘
Npochainep : Cuctema 3bepexenns | 1 _______:
NPOOYKTHBHOCTI armx SQLite
{Unity Profiler) A

Puc. 1.2 Cxema B3aemoii komnoHeHTiB Unity y po3poOatoBaHOMY 3aCTOCYHKY

Hagenena cxema BioOpakae MOAYJIbHUN MPUHIUIT OpraHi3allii mporpaMHoro
3a0€3MeUeHHs], TPU AKOMY OKpeMi (DYHKI[IOHAJIbHI KOMIIOHEHTH B3a€MOJIIOTh MIX
co0010 uepe3 BHyTpilHI MexaHizmu pymrisg Unity. Takuii miaxig 703BOJISE 130J1F0BATH
KPUTUYHI TIACUCTEMH, CIPOCTUTH TECTYBaHHS Ta 3a0e3Me4uTH MOoJabliie
MaciTa0yBaHHS TPOTPAMHOIO MPOIAYKTY.

Baxxnuoro nepesaroro Unity st po3po0II0BaHOTO 3aCTOCYHKY € MiATPUMKA
Cy4YaCHMX MEXaHI3MIB OMNTHMIi3allii MpOJyKTUBHOCTI. Bukopucranus mpodaitiepa
Unity mo3BoJisie aHANI3yBaTH HABAaHTAXKEHHS Ha IEHTPAJBHHN mporiecop, rpadiuHuii
KOHBEEP Ta CUCTEMY KEpyBaHHS IMaM’STTI0O B peXumi peanbHoro uacy [29]. Lle €

0COOJIMBO BaXJIMBUM JIJISI 3aCTOCYHKIB 13 MPOLIETYPHOIO TeHEpali€l0 CepeIoBUILa, JIe



18

OJIHOYACHO BUKOHYETHCSI BEJIMKA KIIBKICTh OIEpalliii CTBOPEHHS, JeaKTUBaIlll Ta
MMOBTOPHOTO BUKOPUCTAHHS 00’ €KTIB CIICHHU.

HonatkoBoro mepeBaroro Unity € miarpumka TexHosorii TextMesh Pro mms
peanizaillii MaciTaboBaHOTO KOPUCTYBalbKOro inTepdeicy [15], a TakoK MOKIIUBICTh
iHTerparii JokanbHoi 6a3u manmx SQLite yepe3 6i0miorexku miargopmu NET [20-
22]. e no3Boyuio peasiizyBaTH CUCTEMY 30€pe:KEHHs pe3yJIbTaTiB KOPUCTyBada 0e3
BUKOPUCTAaHHS 30BHIIIHIX CEPBEPHUX KOMIIOHEHTIB, IO CIPOIIYE apXITEKTypy
MPOrPaMHOTO 3aCTOCYHKY Ta 3a0e3rnedye aBTOHOMHICTh HOTO poOOTH.

OT1xe, pe3yiabTaTH MPOBEECHOI0 aHAII3y MOoKa3aiH, 1m0 Unity HaifOUIbIII TOBHO
BIJIMTOBIJTa€ BUMOTAM pPO3pOOJIOBAHOTO IrPOBOTO 3aCTOCYHKY. Pymmiit 3abe3medye
e()eKTUBHY MIATPUMKY TPUBUMIPHOI rpadiky, MpOIEaypHOi TeHeparllii cepeI0BUINA,
oNnTHUMi3alli BUKOPUCTAHHS MaM ATl Ta IHTEerpauli JOKaJIbHOI 0a3u JaHUX, IO
JI03BOJISIE peani3yBaTH CTaOUTbHUN Ta (PYHKI[IOHAIBHO 3aBEpIICHUN MPOTPAMHUNA

npoaykT kaHpy «Endless Runnery.

1.3 O0rpyHTYBaHHSI BUOOPY CHCTEMH KEPYBaHHS 0a3aMu JaHUX

SQLite

[Tix yac mMpoeKTyBaHHS ITPOBOIO 3aCTOCYHKY BaXKIMBUM 3aBJAHHIM € BHOIp
3aco0y 30epekeHHs JaHuX KopuctyBaya. st 3actocyHkiB sxaHpy «Endless Runnery
OCHOBHMMM MEPCUCTEHTHUMHM JTaHUMH € PEe3yJbTaTH I'POBUX CECid, HA OCHOBI SIKUX
dbopmyeThcss nokanbHa Tabmuis pekopaiB [20-23]. V' cepemoBumii Unity mms
30epeKeHHs JaHWUX HalvacTille BUKOPUCTOBYIOThCS PlayerPrefs, TekcToBi popmaru
JSON/XML ta nokaneHi pensmiiini CYB/I. PlayerPrefs 3abesneuye 30epexeHHs
MPOCTUX TapaMeTpiB y GopMaTi «KIIOY-3HAUYCHHS», OAHAK € MATOe()EKTUBHUM ISt
poboTu 3 TAONMIIMU PEKOPJIB Yepe3 BIJICYTHICTh 3aco0iB COpPTYyBaHHS Ta
cTpykTypoBaHoro 36epirants ganux. ®opmaru JSON 1 XML no3Bossitots 30epiratu
CKJIaJHI CTPYKTYpH, IPOTE NOTPEOYIOTh MOBHOT'O 3UUTYBAaHHA Ta Mepe3anucy (aitry

M1J] 4Yac OHOBJICHHS 1H(OPMAIIii, [0 CTBOPIOE JOJIATKOBE HABAHTAXKEHHS HA CHCTEMY.
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SQLite € BOy10BaHOIO PENAIINHOI CUCTEMOIO KepyBaHHS 0a3zaMM JIaHHX, sKa
mpaifroe 6e3 OKpEeMOro CEPBEPHOTO MPOrpaMHOro 3abe3nedeHHs Ta marpumye SQL-
3anuTH. baza maHuxX 30epiraerbCs y BUIJISAAI OJHOTO JIOKaJdbHOTO (hailry, 110
3a0e3neuye KOMIAKTHICTh CTPYKTYPHU Ta BUCOKY IIBHJKICTh poOOTH 13 3anucamu [20—
23]. Ans BU3HAYEHHS HAWOUIBII MOIIIBHOTO MiAX0Xy OyJI0 MpPOBEIEHO MOPIBHSIHHS
OCHOBHUX 3aC001B 30€peKEHHS JaHUX, PE3yJIbTaTH IKOTO HaBeJAeHO B Tabuuii 1.3.

Tabmums 1.3

[TopiBHsIIPHA XapaKTepUCTHUKA METOIIB 30epexeHHs JaHuX y cepenoBuii Unity

Kpurepiii omiHIOBaHHs PlayerPrefs JSON/XML SQLite
Tum Ta [Tapu «xr04- CrpyKkTypoBaHi Pensmiitaa cTtpykTypa
CTPYKTYpPOBaHICTh 3HAUCHHS JUIs TEKCTOBI (ainu Ta TaOIUIb 13 TATPUMKOIO
TAHUX MPOCTHUX THUIIIB MacuBH 00’ €KTIB TUNIB TaHUX
JAHUX
[TinTpumka ckmanaux | Husbka Cepenns Bucoxka
CTPYKTYp AaHHUX
MacirraboBaHiCTh OOMexeHa Cepennsi, Bucoka, miarpumyeTscs
YCKJIQTHIOETHCS 31 J0JITaBaHHS HOBHX 3aITUCIB
30ubIIeHHAM (ailry | 1 mosiB
[IBuakicTh BuOipku Ta | Hu3bka, Cepennsi, notpedye | Bucoxa,
COpPTYBaHHS COpPTYBaHHS necepiamizanii BUKOPHUCTOBYETHCSI SQL
BUKOHYETBHCA B JaHUX ta koHCTpyKIiss ORDER
MPOrpaMHOMY KOZ1 BY
Haniitaicts Cepenns Cepenns, MoxiuBuil | Bucoka, miaTpuMyroThCst
30epeKEeHHS JaHuX pU3HK tpan3akuii ACID
TTOTIKOKCHHS
Gbaiiny
[TinTpumka SQL- Bincytus BincyTns Hasasna
3aIUTIB
HaBanraxenasa Ha MiHiMalbHE ITigBumene mix gac | MidiMaibHe
ONEpPATUBHY MaM ATh necepiamizartii
(haiiniB
Bumoru o cucrteMuux | MiHiMabHI Cepenni MiHniManbHi,
pecypciB BUKOPHUCTOBYETHCS
BOyI0BaHa 0i0ioTeKa
3pyuHicTh iHTerpaii 3 | Bucoka Bucoka Bucoka
Unity
JloiIbHICTD Husbka Cepenns Bucoka
BUKOPHUCTAHHS IS
TaOJIUII PEKOPAIB

Hapeneni B Tabn. 1.3 pesynbpraTd AeMOHCTPYIOTh, 1m0 SQLite € HalOiIbII
JOLIUIBHUM ~ PIIIEHHSAM JUIsl peami3alli CUCTEeMH 30€peXeHHs pe3yJbTaTiB Y

pPO3pOOITIOBAHOMY 3aCTOCYHKY. BUKOpHCTaHHS pemsIiiHOI CTPYKTYPH JO3BOJISE
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BUKOHYBAaTH COPTYBaHHs, (UIBTpAIlil0 Ta BUOIPKY 3amuciB Oe3mocepeIHbo 3aco0aMu
SQL, 110 3MeHIIIy€e HaBaHTKEHHS Ha TIporpaMHy Jioriky Unity Ta criporrye oOpoOKy
JTaHWX.

Ha pucynky 1.3 HaBefeHO 3arajbHy CXE€MY B3a€MO/IIi I'POBOTO 3aCTOCYHKY 3

JOKaIBHOIO 0a3010 manux SQLite.

JaeeplUeHHA
irposoi cecii

L

GopMmyBaHH:A
pe3ynsTaTy
(im's, paxyHok, para)

} NokaneHa baza pannx SQLite

SQL-aanuT A TaGnuua pexkopais i

INSERT 53 I (gogreg,} :
i | «— | Daiin Gasu gaHux

I id | player_name | score | date |,

I ]

SQL-zanuT i E

SELECT nammmee— N e e T :

{OTPMMAaHHA JaHux)

L 4

DopMyBaHHA CIIMCKY
pekopLie (COPTYBAHHA
Ta OGMEMEHHA)

A J

BinobpawenHua tabnuui
pekopaie y Ul

Puc. 1.3. Cxema B3aeMo/1ii irpoBOTo 3aCTOCYHKY 3 0a3or0 nanux SQLite

HapeneHna cxeMa 1eMOHCTPY€ MOCIIIOBHICTh 00pOOKH JaHUX ITICIIS 3aBEPIICHHS
irpoBoi cecii. Pe3ynprar KopucTyBada mepemaacTbest 10 0a3w JaHUX 3a TOTIOMOTOIO
SQL-3anuTy, micias 4oro 30€pekeHl 3aluCh BUKOPUCTOBYIOTHCS JUIsl (hOpMYBaHHS
Ta0JIUIll PEKOPIB Ta BiJoOpaXkeHHsI 11 B iHTep(eiicl 3aCTOCYHKY.

Bukopucranas SQLite 'y po3poOiroBaHOMY 3aCTOCYHKY 3abesreuye
KOMITaKTHICTh apXITEKTYpU Ta HE MOTpeOye HalalllTyBaHHS OKPEMOI'O CEPBEPHOIO
cepenoBumia. Jloctym g0 0a3u  JaHMX ~ peani3dyeTrbcs  4epe3  0107i0TeKu
mwiatrpopmu NET, mo cnpomrye inrerparmito 3 Unity Ta 3a0e3nedye MiATPUMKY

CTaHJApPTHUX MexaH13MiB pobotu 3 SQL-3anutamu [18-23].
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Jlns 30epiraHHs pe3yJsibTaTiB Y 3aCTOCYHKY BUKOPUCTOBYETHCS OJIHA TaOJIHUIIS,
sIKa MICTUTh 1M’ KOPHCTyBada, OTPUMaHHUM paXyHOK Ta IaTy CTBOpEHHs 3anucy. Taka
CTPYKTypa € JOCTaTHBHOKO JUIS peaizailii JOKajabHOI TaOJuIll PEeKOpJiB 1 J03BOJISE
YHUKHYTH HAQJIMIIKOBOTO YCKJIaJHEHHS CTPyKTypu Oa3um nanux. CopTyBaHHs
pe3yabTaTiB 3IIHCHIOETHCS 3a jgornoMoror SQL-koncTpykiii ORDER BY, mio
3a0e3neuye MBHUJKE (POPMYBaHHS CIUCKY HallKpalux pe3yJsibTariB 0e3 J0/1aTKOBOi
00poOKHM MAacHBIB y IPOIPaMHOMY KOJI.

Takum ywmHOM, BuKOpucTaHHS SQLite € pamioHaJTbHUM PIIIEHHSAM JUIS
peasnizalii niJCUCTEMU 30€pEKEHHS JaHUX Y PO3POOIIOBAHOMY IrPOBOMY 3aCTOCYHKY.
O6pana CVYBJl 3abesneuye HEOOXiTHUW pPIBEHb MPOAYKTUBHOCTI, MIATPUMYE
edeKTUBHY POOOTY 3 JIOKAJTbHUMU JJAHUMHU Ta JI03BOJISIE peati3yBaTy HaAIMHY CUCTEMY
30epeKeHHs] pe3yJbTaTIiB KOpHCTyBaya 0€3 BUKOPHCTAHHS 30BHIIIHIX CEPBEPHHUX

KOMITOHEHTIB.

1.4 Orasia rpagivyHUX Ta 3BYKOBHX pecypciB po3pooOKu

BizyanbHa Ta 3ByKOBa CKJIaJI0B1 € BAXJIMBUMU €JIEMEHTaMU Cy4aCHOT'O iIrpOBOTO
3aCTOCYHKY, OCKUTBKH O€3MM0CepPEeTHhO BIUIUBAIOTH HA CIIPUHHSATTS IrPOBOTO MPOIIECY,
3pY4YHICTh B3a€EMOJIIi KOPUCTyBaya 13 CHUCTEMOIO Ta 3arajbHy MNPOAYKTHUBHICTD
nporpaMHoro 3ade3nedeHHs. /s 3actocyHkiB xaHpy «Endless Runner» oco6nuBoro
3HaueHHA HAaOyBalOTh IIBUAKICTh 3YATYBAaHHA Bi3yaldbHOI iHGOpMAIii, UiTKICTh
eleMeHTIB 1HTep(deiicy Ta cTabUIbHICT, poOOTH TpadiyHOI M aya10CHCTEMH ITiJT Yac
JTUHAMIYHOTO OHOBJICHHS CIICHH.

[Tig gac po3poOKku 3aCTOCYHKY OyJi0 00paHo low-poly CTHIIICTUKY TPUBUMIPHOT
rpadgiku. BukopucrtaHHs Mojenel 13 HEBEIMKOK KUTBKICTIO IOJIITOHIB JIO3BOJISE
3MEHIIUTHA HABAaHTAXEHHS HA rpaiyHUIl MPOLIECOp, CKOPOTUTU KUIBKICTh BUKIIMKIB
PEHACPUHTY Ta 3a0€3MEeUUTH CTA0UIbHY YaCTOTY KaJpiB 0€3 BUKOPUCTAHHS CKIAJIHUX
MexaHi3MmiB ontumizamii [6, 12, 16]. Takmii miaxig TakoX BIAMNOBIJA€E 3arajibHIN
CTIJIICTHII apKaJHUX irop Ta 3abe3nmedye BUCOKY YMTAOCIBHICTH 00 €KTIB MM Yac

HIBUKOTO PYXY CIICHH.
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Jnst  popmyBaHHST MICBKOTO CEpEAOBMINA, peajizalii KOPUCTYBaLbKOIO

iHTEpdEiicy Ta O3BYYEHHs ITpOBUX TOJii OyJIO BHKOPHCTAHO IEKUIbKA 30BHIMIHIX

MYyJIBTUMENIMHUX pecypciB. OCHOBHI XapaKTEPUCTUKH BUKOPUCTAHUX TIpapiyHUX,

TEKCTOBMX Ta 3BYKOBMX KOMIIOHEHTIB HaBeeHO B Tad. 1.4.

Taomung 1.4

XapakTepucTUKa Ta MPU3HAYEHHS! MYJIbTUMEIIMHUX PECYPCIB IFPOBOTO 3aCTOCYHKY

Hazpa pecypcy \
akeTy

Tun pecypcy

OyHKIIIOHATbHE TPU3HAYEHHS B IFPOBOMY
3aCTOCYHKY

KayKit : City

3D-mozeni (Low-Poly)

[ToGyioBa MOTyTBHUX OJIOKIB MiCHKOTO
CEPENIOBHINA: TBOCMYTOBI IOPOXKHI TTOKPUTTS,
XMapOoY0CH, KHUTIOBI Oy JMHKH, JTIXTapHi

Builder . . .
CTOBIH, CBITIO(OpU Ta 6a30Bi MOAE1
nuBUTBHUX aBTOMOOUTIB s LII-Tpadiky.
Kacromizatist irpoBoro npocropy, 101aBaHHs;

KavKit TEMaTUYHUX JIEKOpalliil (e1eMeHTH

ayKit : . .
Y ) 3D-moneni (Low-Poly) CTHJTI30BAHOTO OTOYEHHS), 1110 JO3BOJISIE

HelloweenBits ) . .
YPi3HOMAaHITHUTH TPOIICYPHY TeHEPAIIifO Ta
3poOUTH Bi3yalbHUI Psiji OUTBII YHIKAIBHUM.
BHKOPUCTOBYETHCS SIK OCHOBHA TEKCTOBA

. rapHITypa I eJIEMEHTIB rpadiyHOro
Rubik Mono One . P yp“ pad .
Reul [pudt (TrueType Font) | inTepdeiicy kopuctyBada (MEHIO, JTIYUITHHUK
egular ) .
g HaOpaHux OaniB, TaOIUIT PEKOPAIB) Uepes
cucremy TextMesh Pro.
3ByKOBa IHJIMKAIIiS ITPOBHUX TOJIM: KIIKH 11O
3BYKOBI ) KHOMKax iHTep(eiCy, 3BYKH MPUCKOPEHHS
4 Ayniodaiinm (.wav, .ogg) | . pd ¥ SBYIC TIPHEKOPEHI,
epextu(SFX) 31ITKHEHHS aBTOMOO1JIS 3 IEPEIIKOA0I0

(cnpanpoByBanHs Tpurepa Game Over).

Hageneni B Ttabn. 1.4 pecypcu GopMyrOTh LUIICHY MYJBTUMEIIMHY CUCTEMY

3aCTOCYHKY Ta 3a0e3NeuyloTh Y3TOJKEHe TOoe€aHaHHsA rpadidHoro iHTepdeiicy,

TPUBUMIPHOTO OTOUCHHS Ta 3BYKOBOTO CYIIPOBOJY.

Oxpemy yBary B X011 po3poOku Oyno mpuaiieHo iHrerpamii mpudrty Rubik

Mono One Regular.

Tpanumiitni  BOyaoBani mpudtu Unity (Legacy Text)

BUKOPUCTOBYIOTh PAcCTPOBHM METOJl PEHAECPUHTY, Yepe3 IO NpH MaciuTadyBaHHI

TEKCTy B iHTepdeiici BuHUKae eheKT po3MuTTs (Tikcemizarnii). J{ns yHUKHEHHS i€l
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npobiemu mpudT OyJI0 IMIOPTOBAHO Ta KOHBEpTOBaHO y (hopmat Signed Distance
Field (SDF) 3a nomomororo iactpymenty TextMesh Pro. Meton SDF 6a3yerncs Ha
30epeKeHH1 BEKTOPHHUX BIJICTAHEH /10 MEX CUMBOJIIB y CHeIliabHIi TEKCTYPHIH KapTi,
3aBASIKK 4YOMY TEKCT I1HTepdelicy (30kpeMa JWHaMIYHUWA JIYWIBHUK OasiB)
3aJIUIIAETHCS MAKCUMAJIbHO YITKHUM Ta YUTA0ETbHUM TpH OyAb-SKid pO3MUTBHIN
3IaTHOCT1 eKpaHa yu Macita0yBanHi Ul-enemMeHTiB.

Aypiopecypcd MNpOEKTY MPOWIUIM €Tan MONepenHboi ontuMizanii. doHoBa
My3HKa Ta 3ByKOBI e(eKkTH Oy CTUCHYTI 3a JormoMororo kojekiB Ogg Vorbis (s
TpuBaiux TpekiB) Ta PCM/WAV (mns kopoTkux 3BykKiB mojiid). Lle mo3onuio
JOCATTH MIHIMQJIBHOTO BUKOPHCTAHHS OMEpaTUBHOI mam'sTi ayaiocuctemoro (Audio
Clip Compression) Ta 3amo0IirTd 3aTpUMKaM BiJITBOPEHHS 3BYKY B MOMEHTH
KPUTUYHUX ITPOBUX MOJIM.

Takum uyuHOM, BUKOpPHCTaHI TpadiuHi Ta 3BYKOBI pecypcu 3a0e3medyroTh
HEOOX1THUI PIBEHb BI3yaJIbHOI ITITICHOCTI, IPOJAYKTUBHOCTI Ta 3pYYHOCTI B3a€MOJIIT
KOpHUCTyBaua 13 3acTocyHkoM. OOpaHi MyJIbTUMEJIMHI KOMIOHEHTH BIJIIOBIIAIOTH
apXITEKTYPHUM OCOOJIMBOCTSIM PO3POOIIOBAHOT CUCTEMU Ta JO3BOJISIIOTH Peali3yBaTh
CTaOUIbHMM  ITPOBHM  MpoleC 13 AUMHAMIYHUM  OHOBJIEHHSIM  TPUBUMIPHOTO

CepeIOBHILIA.

1.5 ITocTanoBKa 3aBAaAHHA

Ha ocHOBI mpoBeaeHoro aHamizy MNpeaMeTHOi 00JacTi, JOCIHIKCHHS
ocobnuBocteil xaHpy «Endless Runner», mopiBHSHHS CyyacHUX ITPOBUX PYILIIiB Ta
3aco0iB 30epekeHHs AaHUX C(HOPMOBAHO OCHOBHI BHMOTH JI0 PO3pOOJIIOBAHOIO
MIPOrPaMHOTO 3aCTOCYHKY.

Mertoro po3poOKU € MPOEKTYBAHHS, MOJICIIOBAHHS, MTPpOrpaMHa peaiizaiis Ta
TECTyBaHHS TPHUBUMIPHOTO IrpoBoro 3actocyHKy xaHpy «Endless Runner» y
cepenoBuill Unity 13 BUKOPUCTaHHSIM MEXaHI3MIB MPOIEAYPHOi TeHepalli 00’ €KTiB,
onTuMi3aiii BUKOPHUCTAHHS OIMEPaTUBHOI TaM’SATI Ta JIOKAJBHOTO 30epeKeHHS

pe3yNbTaTiB KOpUCTyBaua 3a fonomororo SQLite.
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Po3poOmioBaHmMili 3aCTOCYHOK TOBHMHEH 3a0e3neuyBaTH Oe3NepepBHUIN pyX
TPAHCTIOPTHOTO 3aco0y 13 MOXIIMBICTIO MaHEBPYBaHHS MK CMyTramMH pyxy Ta
B3a€EMOJIII 3 JUHAMIYHUMHU TepemkonaMu. IrpoBe cepemoBuie mae (hopmyBaTHCS
MPOIEAYPHO Mij YaC BUKOHAHHS MPOTrpaMU HUISIXOM T'eHepallii JOPOXKHIX CErMEHTIB,
TPAaHCHOPTHUX 3acO0IB Ta €JIEMEHTIB MICBKOro OTO4YeHHs. [l cTBOopeHHA
JUHAMIYHOTO IrPOBOr0 TPOIIECY HEOOXITHO pealli3yBaTh aJlTOPUTMH  PYXY
TPaHCHOPTHOTO TpadiKy Ta cUCTEMY OOPOOKHM KOMi31id MK 00’ €KTaMH CLICHH.

BaxxnuBoro BUMOTOI0 10 TIPOrpPaMHOI CHCTEMH € 3a0e3leyeHHs CTallIbHOI
MPOJAYKTUBHOCTI IMiJl YaC aKTUBHOTO OHOBJICHHS ITPOBOTO cepeaoBuia. s 1mporo
HEOOX1THO peaizyBaTh MEXaHi3M MOBTOPHOTO BUKOPUCTAHHS AMHAMIYHUX 00’ €KTIB
Ha ocHoBl matepHa Object Pool, 1mo m03BONUTH MIHIMI3YBAaTH KIJIBKICTh OIEparlii
CTBOPCHHSI Ta BHUJIAJICHHS €JIEMEHTIB CIICHH ITiJI YaC BUKOHAHHS TpH. ApXITEKTypa
MporpaMHOro 3a0e3MeueHHs TOBMHHA Oa3yBaTHUCA HAa NPUHIMIAX 00’ €KTHO-
OpPIEHTOBAHOTO MPOTrpaMyBaHHS Ta MIATPUMYBATH MOIYJIbHY CTPYKTYPY B3a€MOJIl
KOMITIOHEHTIB CUCTEMHU.

st peamizanii cucteMu 30€peXeHHS pe3yJbTaTiB HEOOXITHO IHTETPYBaTH
JokanbHy 0a3y nanux SQLite, sika 3a0e3meuye aBTOHOMHE 30epiranHs iHdopmaiiii 6e3
BUKOPHCTAaHHS 30BHIIIHBOTO CEPBEPHOrO MporpaMHOro 3adesneuyeHHs. baza manmx
NMOBMHHA MIATPUMYBAaTU IIBUIKE BUKOHAHHS OIEpalliil 3amucy, COpTYBaHHA Ta
BUOIPKU PE3yNbTaTIB KOPUCTYBAUIB JJ1s1 (POpMYBaHHS TaOIUL PEKOPIIB.

[aTepdeiic 3acTocyHky Mae 3abe3medyBaTi 3py4Hy B3a€MOJIII0 KOPUCTyBaya 13
CHUCTEMOIO Ta MICTUTH T'OJIOBHE MEHIO, ITPOBY MaHeNb 13 JIYWIHBHUKOM OalliB, BIKHO
Ta0JIUIl PEKOPIB 1 MaHeNb 3aBepileHHs rpu. [[ns peamnizaiii TEKCTOBUX €JIEMEHTIB
HEOOXITHO  BUKOpPUCTOBYBaTH cucreMy TextMesh Pro 13  miaTpumkoro
MacitaboBanoro SDF-BinoOpaxeHHs: mipu@TiB. AyaiocucTeMa 3aCTOCYHKY ITOBUHHA
miaTpUMyBaTH (POHOBUN MY3WYHUN CYMPOBIJ Ta 3BYKOBI €(DEKTH I BiITBOPEHHS
IrPOBHX TO/IIH.

BxinHuMu nanumu AJig peanizaiii NpoekTy € Habopu low-poly TpuBUMIpHUX
moxeneit KayKit, TekctoBi pecypcu iHTepdeiicy, mpudtu y dopmari TrueType ta

aymodaiinm y dopmarax WAV 1 Ogg Vorbis. PesyapTaroM po3poOku mae cratu



25

(GyHKLIOHATBHUN ITPOBHM 3aCTOCYHOK JJisi onepaiiiiHoi cuctemu Windows,
peari3oBaHU y BUTJIAI aBTOHOMHOTO BHUKOHYBAHOTO TPOTPAMHOTO TPOAYKTY 3
IHTErPOBAHOIO JIOKAIBHOK 0a3010 JaHMX Ta TIOBHUM Ha0OpoOM HEOOXITHHX

MYJIbTUMEIIMHUX PECYPCIB.
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2 ITPOEKTYBAHHSA TA APXITEKTYPA IT'POBOI'O

3ACTOCYHKY

2.1 OyHKIIOHAJTBbHI BUMOTH 10 TP TA CLHEHAPil BUKOPUCTAHHSA

Use Case

[IpoekTyBaHHs IrpoOBOro  3aCTOCYHKY Iiependayae BU3HAYEHHS  HOro
(GyHKITIOHATBHUX MEX, OCHOBHHX 1l KOPUCTyBaya Ta peakiiii cucteMu Ha 1 aii. Jis
dbopmanizamii pyHKIIOHATBHUX BUMOI BUKopucTaHo UML-giarpaMmy mnpeueneHTis,
sKa JI03BOJISIE TIOJATH B3a€EMOJII0 TPAaBIM 13 3aCTOCYHKOM Ha PIiBHI CIlEHapiiB
BUKOPHUCTaHHA 0€3 JeTai3allii mporpaMmHoro koay [6, 8].

OCHOBHUM aKTOPOM CHUCTEMH € TPABEILIb, AKUH B3aEMOJIIE 13 3aCTOCYHKOM Yepe3
KOPHCTYBAIbKHil iHTepdeiic. Moro i 0XOmIo0Th 3amycK irpoBoi cecii, KepyBaHHS
aBTOMOO1JIEM, TMeperisaa TaOJuIll peKop/iB, 30€peKEeHHS pe3yJbTaTy Ticis
3aBEpILIEHHS I'PU, IEPE3AMYCK CeCli Ta BUX1J 13 3aCTOCYHKY. LIeHTpabHUM clieHapieM
€ «['patu B Tpy», OCKUIbKM camMe BiH OO’€IHy€ KIIOUOBI MEXaHIKH 3aCTOCYHKY:
MaHEBpYBaHHS aBTOMOOLIEM, HapaxyBaHHs OaiiB, MEPEBIPKY KOMI31d Ta (Qikcailiro
3aBEpIIEHHS IrPOBOI cecii.

VY po3pobiieHOMY 3aCTOCYHKY 3aBEPIICHHS 1TPOBOi cecli BiAOyBa€ThCs MICIS
(ikcarii 31TKHEHHS aBTOMOOUIS IpaBls 3 MEPEIIKOA00 ad0 TPaAaHCIIOPTHUM 3aCO00M
MITYYHOTO 1HTEJNEKTY. Y MOMEHT BHHUKHEHHS KOJi3li CHUCTeMa aBTOMATHYHO
MPUMMHSIE TI0JIaJIbIIIEe OHOBJIEHHS 1MPOBOTO MpoILIeCy, OJIOKYy€E KepyBaHHSI aBTOMOO1JIeM
Ta akTUBYe nma"enb Game Over. Ha 11iii maHesni KopuctyBay oTpuMye 1H(OpMaIliio Ipo
HaOpaHM paXyHOK, a TAKOXK MOKJIMBICTh 30€pEerTH BIACHUHM pe3yJbTaT a00 MOBTOPHO
po3noyatu rpy 6e3 MOBEpHEHHS 10 TOJIOBHOT'O MEHIO.

MexaHi3Mm 30epexeHHsI PEKOPJiB peali3oBaHO 4epe3 JIOKabHY 0azy JaHuX
SQLite, o 3abe3mneuye MBUJIKE BUKOHAHHS OIepalliii 3anmucy Ta BUOIpKHU JaHux 0e3
BUKOPUCTAaHHS  30BHIINIHBOTO  CEPBEpHOTO  cepemoBuina. Ilicms  BBeaeHHS

KOPUCTYBa4eM ITPOBOTO IMEHI pe3yJbTaT aBTOMATHYHO 3aMUCYETHhCS 10 TaOMuIll
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PEKOP/IB pa3oM 13 BiANOBIIHUM 3HAYEHHSIM PAaxXyHKY Ta JATOK CTBOPEHHS 3aIluCy.
[lepernsan TaGnuIll peKOPAIB 3MIMCHIOETHCS Yepe3 OKpeMuil 1HTephEeHCHUN MOTYIIb,
akuit ¢popmye SQL-3anut n0 06a3u JaHUX, OTPUMYE HaAMKpalll pe3yibTaTh Ta

B1JI0Opaxae ix y rpadiuHomMy iHTEp(ENCl 13 BUKOPUCTAaHHAM KOMIIOHEHTIB TextMesh

Pro.
OcHoBHI yHKITIOHAJIBHI CIIEHApIi 3aCTOCYHKY MoAaHo B Taou. 2.1.
Tabmuis 2.1
OyHKIIIOHAJIbHI CIIEHAPii BAKOPUCTAHHS IPOBOTO 3aCTOCYHKY
[Ipeuenent [Hiiarop 3MICT ClLIeHapir0 Pe3ynbpTar BUKOHAHHS

[lepernsnyTu ['paBenib Binkpurts craproBoro | KopucrtyBau otpumye

TOJIOBHE MEHIO eKpaHa MiCs 3amyCKy JOCTYTI 10 OCHOBHUX
3aCTOCYHKY i

['patu B rpy I'paBens 3amyck irpoBoi cecii 3 ITounHaeTbcs
KEPYBaHHAM aKTUBHHH ITPOBUH
aBTOMOO1IIEM mporiec

ManeBpyBaTu ['paBeusn 3MiHa MOJOKEHHS ABTOMOO1ITH

aBTOMOOLIIEM aBTOMOOLIS Ha JOPO31 NEePEeMIILY€EThCA MIXK
JUTSl YHUKHCHHS CMyTaMHU PyXy
HepPEeIKo/

Habuparu 6anmun | Cuctema ABTOMaTHU4YHE OHOBIIOETHCS
30UTBIIEHHS PAXYHKY MOTOYHUHN pe3yJIbTaT
i1 9ac MPOXO/KCHHS KOpPHUCTYyBaya
UCTAHI]

®ikcyBatu Game | Cucrema Businenns komisii Ta BinoOpaxaeTrbcs

Over 3YIIUHEHHS ITPOBOi cecii | maHe b 3aBEePIICHHS

rpu

36epertu pexkopy | ['paBerns [lepenaBanus iMeH1 PesynbTar
KOpHCTyBaua Ta 3aIHCYETHCS B
paxyHKy A0 0a3u AaHuX | TaOJUII0 PEKOPiB

Ilepesanyctutu | I'paBens [ToBTOpHUI 3amyCK Cras rpu CKUAa€eThCs,

rpy irpoBoi cecii micis IIOYMHAETHCS HOBA
3aBepILICHHS cecis

Ilepernmanytu I'paBenp OtpumaHHs Ha ekpani
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TaOJIULIIO 30€epeKEeHNX B1100pakaroThCs

pEKOpAIB pe3yabTariB i3 0a3u HaWKpallll pe3yJbTaTh
TaHUX

Buiitu 3 rpu I'paBenn 3aBepuieHHs poOOTH [Iporpama
3aCTOCYHKY 3aKpPUBAETHCS

Ak BuaHO 3 Ta6i. 2.1, pyHKIIIOHAJIBHA CTPYKTYpa 3aCTOCYHKY OpIEHTOBaHA Ha
IIPOCTY Ta 3p03yMUITYy B3a€MOJII0 IPABL 13 cUCTEMOI0. OCHOBHA JIOT1Ka 30CEpEIKEHA
HABKOJIO IrPOBOi cecii, a JOJaTKOBI cIleHapil 3a0e3nmedyroTh 30epeeHHs
pe3yIbTaTIB, MEPETIIsAl PEKOPIIB 1 MOBTOPHE MPOXOJKEHHS.

['padiune momaHHs 3a3HAYCHHMX CIICHApIiB HaBeneHo Ha puc. 2.1. [liarpama
JIEMOHCTPYE 3B’ SI3KM MIXK aKTOpOoM «I'paBelib» Ta OCHOBHUMH MPEIEICHTaMH CUCTEMHU.
3B’s3ku «include» BigoOpa)katoTh 000B’SI3KOBI1 i1, 1[0 BUKOHYIOTHCS 111 Yac Tpu, a

3B’sI3KM «extend» Mmoka3yloTh ClieHapii, siki aKTUBYIOTHCS TICIIST 3aBEPIICHHS irpOBOT

NepernamyTi
MONDEHE MEHKD
wgRtEnds
MepezanycTitM iy --—-—-----—~-
b
Pikcysaty Game Over =
I
wgxtends | I
JGeparpexopy F--------+ 'l aixlands
[
[
[ HaGuparu Sanu
! 1 wincludes

I
I
-'!
I
I
I

uincludes
ez Manenpysars

-M agTamabinem

Puc. 2.1 diarpama npenenentis (Use Case Diagram) irpoBoro 3acTOCyHKY

cecil.

MepernakyTh

Fpasetie i eyl Tabnuug peropaie

i (0

[Togana miarpama miaTBEPKYE, MO PO3POOTIOBAHUI 3aCTOCYHOK MAa€ YiTKO

BU3HaueHI (QyHKIIOHAIBHI Mexi. B3aeMopis KopucTyBaya HE IepeBaHTa)KeHa
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3aliBUMM JIISIMH, 2 OCHOBHI CIieHapii BiJMOB11at0Th Jjoriii kaHpy «Endless Runnery:
MIBUJKANA 3alyCK TpH, Oe3nepepBHUl IrpoBuil mporec, ¢ikcaimis pe3yiabTarTy,

30epeXeHHS peKOPy Ta MOKIIUBICTh TOBTOPHOTO MPOXOKEHHS.

2.2 JloriuHa Mmoaejb JaHUX

Jlns1 3a0e3nedeHHs 30epekeHHs Pe3yIbTaTiB KOPUCTYBAYIB Y PO3POOTIOBAHOMY
3aCTOCYHKY BHUKOPHCTAHO JIOKAJIbHY PEJAIIAHY CHCTeMY KepyBaHHS 0a3zaMu JTaHHX
SQLite. Jloriuna monens naHMX Mpu3HAYeHa is 30epiraHHs iH(opMalii Mpo
3aBepIlEeHI IFPOBi1 cecii Ta (popmMyBaHHs TaOJIUIl PEKOP/IB, sIKa BUKOPUCTOBYETHCS B
iHTepdeiici 3acTocyHky. OCHOBHUMHU BUMOTAMH JI0 CTPYKTYPHU 0a3u JaHUX € BUCOKA
MIBUKICT BUKOHAHHS ONEpalliii YuTaHHS 1 3aMUCy, MIHIMAJIbHE HABaHTA)XEHHS Ha
ONEepaTUBHY IIaM’SITh Ta KOMIIAKTHICTH (paitioBoro cxosuiia [20-23].

Ockibky (YHKITIOHATBHICTH CUCTEMHU 30€pEeKEHHS Opl€EHTOBaHA Ha (iKcaIliio
pe3yJbTaTiB KOPUCTYBAiB, JIOT1YHY MOJIENIb JaHUX IMOOYJIOBAaHO HAa OCHOB1 OJHIET
cyTHocTl — Tabimuui Leaderboard. Takuii miaxia 3a0e3neuye COpOLIEHHS CTPYKTYpPHU
0a3u NaHux, MiHIMI3ye KiUTbKicTh SQL-omepariiii Ta 103BOJSE MIBUIKO BUKOHYBaTH
3anuc 1 BUOIPKY pe3yibTaTiB 0e€3 J0JaTKOBOTO HAaBAHTAXKEHHS Ha ITPOBUN pyuIii

Unity. Cneuudikariito aTpuOyTiB TabJIMIll HaBeAeHO B Tabm. 2.2.

Taomung 2.2
Cneundikauis arpudytiB cytHocTi Leaderboard
Ha3ssa o Tun nanux | Kirou / oOMexeHHs Onuc QpyHKIIOHATBHOTO
(atpudyTy) y CYB]] NpU3HAYECHHS aTprOyTy
id INTEGER | PRIMARY KEY VHikanpHUH 11eHTH(IKATOD
AUTOINCREMENT 3anucy irpoBoi cecii. 3HaYeHHs

ABTOMATHUYHO 301IBIIYETHCS T
4ac J101aBaHHSI HOBOT'O PEKOPJY.
player name TEXT NOT NULL Im’s1 a0 HiIKHEHM KOpUCTYyBaya,
BBeZieHnit y modi Input Field micos
3aBEpIICHHS T'PH.

score INTEGER | NOT NULL [TincymKoBwHii pe3ynbTaT
KOPHUCTYBaya, 1110
BUKOPHCTOBYETHCS TSI
dbopmyBaHHS TaOIUIII PEKOPIIB Ta
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COPTYBAHHSI 3aIIHCIB.
date achieved TEXT NOT NULL Jata Ta gac 30epexeHHs
pe3yJbTaTy irpoBoi cecii.

BukopucrtanHs JeKUIBKOX B3a€MOTOB’S3aHUX TaOMUIh JJIA JIOKAJIHHOTO
IrPOBOTO  3aCTOCYHKY € HEAOUUIbHUM, OCKUIBKM MOTpeOyBaio O BUKOHAHHS
nonatkoBux omepariii 06’ eqnanas ganux (JOIN) ta yckimagHioBasio 0 mporpaMHy
joriky. OgHoTabnu4Ha CTPyKTypa 3abe3nedye KOMIIakTHe 30epiranHs iHgopmMaiiii,
3MEHILye OOCST omepaliidl YUTaHHS W 3amucy Ta J03BOJIAE€ IIBUAKO (opmyBaTH
TaOJIUITI0 PEKOP/IIB.

CytHicts Leaderboard micTuTh iHGOpMAaIIitO PO 1M’ KOPUCTyBaya, OTPUMAHUMA
paxyHOK Ta Jnary 30epexeHHs pe3yibrary. KoxeH 3amuc BiINOBIJIa€ OKpEMIid
3aBepIleHIN ITPOBI cecli, pe3ysbTaTh SKOi Oynu 30epekeHi yepes inrepdeiic Game
Over.

Hns  ¢dopmyBanHS TaOJMI PEKOPIIB BUKOPUCTOBYeEThC SQL-3amuT 13
COpPTYBaHHSIM pe3yJIbTATIB 3a CHaJaHHSIM 3HAUYEHHS TOJIA SCOre Ta OOMEXEHHSIM
KUIBKOCTI 3aIUCIB:

SELECT player name, score, date achieved

FROM Leaderboard

ORDER BY score DESC

LIMIT 10;

Bukopucranus SQL-copTyBaHHs J03BOJISIE OTPUMYBATH B)KE BIIOPSIKOBAaHUMI
HaOlp manux Oe3 JoaaTkoBOi 0OpoOkM MacuBiB y mporpamHomy kozai Unity. Ile
3MEHIIy€ HAaBaHTA)XEHHS Ha IrpoBUM pyIriil Ta 3a0e3nedye MIBUAKE OHOBIEHHS
1HTEpPEeiicy TabnuIll peKOpIiB.

['pacdiune mpencTaBieHHS JOTIYHOI CTPYKTypu Oa3u JaHWUX HABEICHO Ha
puc. 2.2. ER-niarpama BigoOpaxae cTpykTypy Tadauill Leaderboard, ii arpubytu ta

KJIFOUOB1 OOMEKEHHS.
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® Leaderboard
e id [PK]

e player_name
® score
e date_achieved

Puc. 2.2 Jloriuna mogens nanux (ER-piarpama) 6asu ganux

Po3pobiiena Mojiens JaHuX IHTETPYETHCS 3 MPpOrpaMHUMHU KoMtoHeHTamu Unity
yepe3 0Oi0morekn tuiatdhopmu NET ta momymi SQLite [18-23]. Imimiamizaris
CTPYKTYpH TaOJIUIll BUKOHYETHCS aBTOMATUYHO TI1]] 9ac TEPIIIOTO 3aMyCKy 3aCTOCYHKY.
Ddaiin 0a3u JTAHUX 30epiraeTbcs y JIOKaJIbHIM TUPEKTOPIT
Application.persistentDataPath, mo 3abe3neuye 30epexkeHHs 1HPoOpMaIli Mmicas
MOBTOPHOI'O 3aIyCKy a00 OHOBJIEHHS 3aCTOCYHKY.

Bukopucrtanus SQLite Takox 3a0e3neuye miarpuMky Tpanzakiiii ACID, mo
rapaHTye€ IUTICHICTh JaHUX HABITh y pa3i aBapiiHOTO 3aBEPILEHHS POOOTH MPOrpaMu.
3aBAsSKM KOMMAKTHIM OJHOTAONUYHIA CTPYKTYypi Ta BHKOpUCTaHHIO SQL-3anutiB
cucTeMa 30€peKEeHHS pe3ysIbTaTiB Mpalloe CTabUIBHO Ta HE CTBOPIOE J0JIATKOBOTO

HaBaHTaXCHHS Ha OCHOBHHI irpOBHI1 IIpOIIEC.

2.3 Jliarpama nakeTtiB Ta AiarpamMa kJjacis

[IporpamHua apxiTekTypa po3poO0JIIOBAHOTO ITPOBOTO 3aCTOCYHKY MoOyaoBaHa
Ha TMPUHIUIAX 00’ €KTHO-OPIEHTOBAHOTO MPOTPaMyBaHHS Ta MOAYJIBHOTO PO3MOILTY
dynkuionansHocTi B cepenoBuili Unity MoBoro C#. Takuii miaXix 103BOJISIE
BIJIOKPEMUTH JIOTIKYy IrpOBOr0O TMpOIECy, KOMIIOHEHTH i1HTep(deiicy, MexaHi3Mu
MPOLIETyPHOI TeHepallii Ta CUCTeMy 30€peKEeHHsI JaHUX, IO CIPOIIYE MiIATPUMKY
MIPOTrpaMHOr0 KOOy Ta 3a0e3neuye cTablabHy poOOTy 3acToCyHKY [1, 5, 7].

JIJisi BUCOKOPIBHEBOTO ONUCY CTPYKTYPH MPOrpPaMHOIO 3abe3nedyeHHs OyJio
po3pobiieno UML-miarpamy makerTiB, sika BiJIoOpakae B3a€MO/Ii10 OCHOBHHX JIOTTYHHUX
MOJIYJIIB CUCTEMH. APXITEKTypa 3aCTOCYHKY MICTUTh nakeTn Core Systems, Gameplay

Modules, Ul Components, Data Layer ta External Plugins & Utilities. [logionuit
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PO3MOJALT JO3BOJISIE 130JIF0BATH OKpeMi (DYHKIIIOHANBHI MMIJICHCTEMU Ta MIHIMI3yBaTu
KUTBKICTh 3aJIe)KHOCTEH Mi>K HUMH.

[Taker Core Systems MICTUTh IEHTpaJIbHI KJIaCH KEpPyBaHHA CTAaHOM TpH,
00poOKOIO MO/I1H 3aBEPIIEHHS CECii Ta B3aEMOJIEI0 MI’)K OCHOBHHUMHU KOMIIOHEHTaMU
3actocyHky. Gameplay Modules 00’eHye MexaH13MH TIPOIIEypHOT Te€HEepallii TpacH,
CHUCTEMH KepyBaHHs aBTOMOO1JIeM, TeHepallii TpaHCIOPTHOTO TpadiKy Ta JOMOMIXKHI
KOMITIOHEHTH BHUIaakoBoi Moaudikamii 00’ekriB. Ul Components BianmoBigae 3a
poboTy rpadiuHoro iHTepdeiicy, dhopmyBaHHS TaOIUIl PEKOPAIB Ta B3aEMOJIIIO
KOpHcTyBaua i3 cuctemoro. Data Layer 3a6e3nedye poOoTy 3 JTOKaJIbHOI 0a3010 JaHUX
SQLite, a maker External Plugins & Utilities micTuTh 30BHIimIHI 0i0MiOTEKH Ta
JOTIOMIXKHI yTHIIITH, 30kpema TextMesh Pro Ta komnonentu SQLite.

Ha puc. 2.3 naBeneno UML-giarpamy mnakeTiB, sika BiioOpaxkae CTPYKTYpY

MOJIYJIIB 3aCTOCYHKY Ta B3a€MO3B’I3KH MiXK HUMHU.

? Ul Components
] ]
Gameplay_Modules GameQverll MainMenull
IHiyloe Game Cwver SMHTYE CTEH rpw
l l HANCANAE sanuTye TOM-peropoia
Core Systems ——]
L
Gamehanager
OPMETYE TEKCT
MEPEAEE PAXYHOK
™ 1 Gameplay Modules
Data L = e
ata Layer AlCarSpawner Endless SectionHandker
]
LeaderboardDisplay
rondikye o
BHEMMKAE of¥ekTH mﬂ:ﬁ?
Burzsye SOL-33mTH
a1
External Plugins & Utilities r RasdomizeObject
€] €1 £ e

S0Lite Library TexibeshPro Lltils

Puc. 2.3 Jliarpama nmakeTiB irpoBOro 3aCTOCYHKY

[logana nglarpama AEMOHCTpYE, IO B3a€MOAIS MIXK NakeramMu noOyioBaHa 3a

lepapXi4YHUM NPUHIUIIOM. [[eHTpasibHI CHCTEMHI KOMIIOHEHTH KOOPAUHYIOTh ITPOBUIA
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MpoIieC Ta MepearoTh JAaHl J0 MiACUCTEMHU 30€peKeHHs, TOAl K 1HTephecHI MOyl
BUKOHYIOTh TEepeBaXHO (GyHKIIT BimoOpaxeHHs iHdopmalii Ta B3aemomii 3
KOpUCTyBaueM. Takuil MiaxXiJ J03BOJIS€E YHUKHYTH LMKIIYHHUX 3aJICKHOCTEH MIXK
KOMIIOHEHTaMU Ta 3a0e31euye MOAYJIbHICTh TPOTPaMHOI apXITEKTYPH.

Jlnst metamizaiiii BHYTPIIIHBOI CTPYKTYPH MPOTPAMHOTO 3a0e3MeueHHs OyJio
po3pobiieno UML-miarpaMmy KkjaciB, sika BioOpa)ka€ OCHOBHI KJIAaCH CHCTEMH, iX
aTpuOyTH, METOJIM Ta B3a€MO3B’SI3KHU. BIIBIIICTh KJIACIB 3aCTOCYHKY YCHAJIKOBYIOTh
6a3oBuit k1ac MonoBehaviour, 1o 3a6e3nedye iHTErpaiiro KOMIOHEHTIB y )KUTTEBUN
uuki Unity Ta miarpumky o0poOku noaiid Update, Start 1 FixedUpdate [8, 12].

Jliarpama KJaciB  TakoXX J03BOJisie  (opMalli3yBaTh  B3a€EMOJII0  MIXK
KOMIIOHEHTAMU CHCTEMH, BHU3HAUUTH PIBEHb 3aJICKHOCTEH MIXK MOJYJISAMH Ta
BIIOOpa3UTH pO3MOALT (PYHKIIOHAJTBHOI BIAMOBIJATBHOCTI MK MPOrpaMHUMU
KJIACAMU.

KitouoBi mporpamMHi kiacu Ta iX (yHKIIOHaJbHE MPU3HAYEHHS HABEACHO B
Tabn. 2.3.

Tabmuus 2.3

OCHOBHI KJ1acH TPOrpaMHOi CUCTEMHU

Hasga knacy bazoBwii kiac OyHKITIOHATBHE TPU3HAYCHHS

GameManager MonoBehaviour | KepyBanHs craHOM IrpoBOi cecii Ta JIOriKow
3aBepIICHHS TPH

CarHandler MonoBehaviour | KepyBanHust pyxom aBTOMOO1JIS TpaBIls Ta 00poOKa
KOMI31i

AlCarSpawner MonoBehaviour | I'enepartisi TpancioptHOTO Tpadiky Ta podoTta 3
yJIOM aBTOMOO1IIB

EndlessLevelHandle | MonoBehaviour | [IponenypHa renepaitis 10p0okHiX CETMEHTIB

r

RandomizeObject MonoBehaviour | BunagkoBa Mmoaudikaitis mapameTpiB 00’ €KTiB
cepeoBuUIIa

LeaderboardDisplay | MonoBehaviour | BinoGpaxenns tabauui pexopais y Ul

DatabaseManager MonoBehaviour | Po6ota 3 6a3010 mannx SQLite Ta BukoHanHs SQL-
3aMuTIB

UlHandler MonoBehaviour | KepyBanus enementamu rpadigaoro intepdercy

AlHandler MonoBehaviour | Jlorika pyxy aBTOMOOUTIB INTYYHOTO 1HTEIEKTY

ExplodeHandler MonoBehaviour | Peanizamist ehexTiB 3iTKHEHHs Ta BUOYXY

Utils Static class JlomomikHI MaTeMaTU4HI Ta CEPBICHI METOIN
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Sk mokazaHo B TaOi. 2.3, KOXKEH KJac peanizye okpeMy (GYHKI[IOHAIbHY
BIJIMTOBIIATBHICTH, IO BIJIMOBIA€ MPUHITUIIAM MOJYJIBHOTO TIPOEKTyBaHHsI. OCHOBHA
JIoTiKa IrpOBOTO MpoIecy 30cepemkena B kiacax GameManager Ta CarHandler, Toni
K TeHepalis CepeJOBHILNA Ta TPAHCIOPTHOrO TpadiKy BHUKOHYETHCS HE3AJIECKHUMHU
komnoHeHTamMu Gameplay Modules.

B3aemonis Mixk ki1acamu moOyi0BaHa 3a MPUHIMIIOM PO3MOLTY (PYHKIIH MiX
OKpPEeMHMH KOMIIOHEHTaMH cucTeMH. Kepyrodi Kilach KOOPIUHYIOTh 3arajbHUAN CTaH
rpu Ta OOMIH JaHUMH MIX MiACHCTEMaMH, TOII SK JOTIOMIXHI MOJYJ1 BUKOHYIOThH
JIOKaJbHI omepallii, HOB’si3aH1 3 TeHepalli€lo 00’ €KTiB, 00pOOKOI0 (PI3UUHHUX B3aEMOIM,
BiloOpakeHHsIM iHTepdelicy Ta poOoToro 3 0a3010 maHux. Takui MiAXia CHIPOIIyeE
MIATPUMKY IPOTPaAMHOT0 KOAY, MABUIIYE MAaCIITA00BaHICTh apXITEKTYPH Ta JTI03BOJISE
130JIF0BaTU KPUTHYHI €JEMEHTH MPOJYyKTUBHOCTI BiJi KOMIIOHEHTIB Bi3yamizalii |
30epe)KCHHS TaHUX.

Ha puc. 2.4 naBeneno UML-nmiarpaMmy KiaciB, sika BiIoOpaka€ CTPYKTYpYy
MIPOrPaMHUX KOMITOHEHTIB Ta B3a€MO3B’ 3K Mi>K HUMH.

© AlCarSpawner © EndlessLevelHandler

-GameObject]] carAlPrefabs -GameObject]] sectionsPrefabs
-GameObject]] carAlPool
~Transform playerCarTransform
~LayerMask otherCarsLayerMask

-GameOChject]] sectionsPool
-GameOhject]] sections
“Transform playerCarTransform

+void UpdateSectionPositions()
+GameObject GetRandomSectionFromPaol(}

7

4meyz Al puxopucroBye cuym /nHuanma nam\aumpmmayz Zexopaui
/ ' [

@ UlHandler / \

+void SpawnNewCars()
+void CleanUpCarsBayondView()

(©) RandomizeObject

© AlHandler

M @ PlayerC. UGUI distanceTravelledText @ LeaderboardDisplay

_CarHandler carHandler ® w TexiMeshProUGUI gameOverText (©) EndiessSectionHandler Vector3 localRotationMin
-LayerMask otherCarsLayerMask 13 -GameObject]] carPrefabs -DatabaseManager dbManager -DatabaseManager doManager Veclor3 localRotationMax
-MeshCaollider meshCallider +float] CarLanes -GameObject instantiatedPlayerCar -CarHandler playerCarHandler -GameObject rowPrefab -Transform playerCarTransform iﬂoal localscaleMultiplierMin
ot arvinglntane oG] ew OnNextCarClicked() +void OnSaveClicked() ~Transform contentParent +vold Update() float localscaleMultiplierhax
-bool isCarAhead N N 0

+yoid OnPreviousCarClicked() +void OnLeaderboardClicked() +void RefreshDisplay() +uoid OnEnabls()
+bool ChecklfOtherCarsisAhead() +void OnRestariClicked() 7 L )

\ +void OnRelumTobenuClicked(} |
\u
\wmram lcTEOpIoE aETO OTDMMYE AHCTaHLjIO '\\sﬁepm pesynsrar forpwmaye pesopan

\
\\ (© carttandier \".‘ //

Rigidbody rb \
~Transiorm gameModel \

-MeshRenderer carMeshRenderer N

-ExplodeHandler explodeHandler

float maxForwardVelocity © DatabaseManager
= ~string connecionSiring

float distanceTravelled +void AddScore(string playsrName, int score)

+void Selinpul{Vector2 inputVector) AR T RS
+void SetMaxSpeedifioat newMaxSpeed)

+void Accelarate()

+void Brake()

+void Steer()

+void UpdateCarAudio()

[Buknmkas EWByx

@ ExplodeHandler

-GameObject originalObject
_GameObject model
-Rigidbody(] rigidbodies

+void Explode(Vector3 externalForce)

Puc. 2.4 Jliarpama kJ1aciB mporpaMHUX CKPUNTIB TpU
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Jliarpama 1eMOHCTpY€E B3a€MO/Ii0 MI>K OCHOBHHMH KJIacaMHM 3acTOCYHKY. Kiac
CarHandler koopamHye KepyBaHHS aBTOMOOUIEM KOpPHUCTyBada Ta B3a€EMOJIE 3
komrnoneHTamu AlHandler 1 ExplodeHandler. I'enepariisi TpancnopTHHX 3aco0iB Ta
JIOPOXKHIX cerMeHTIB BUKOHYeThcs kitacamu AlCarSpawner 1 EndlessLevelHandler 13
Bukopuctanusm  mexadismiB ~ Object Pool. Kommonmentn  UlHandler 1
LeaderboardDisplay 3a0e3nedytoTh B3a€MOJiI0 KOpUCTyBaua 3 iHTepdelcoM Ta
OTPUMAaHHA pe3yJbTaTIB 13 JJOKaJIbHOI 0a3u naHux yepe3 DatabaseManager.

BaxxnuBuM eneMeHTOM apXITEeKTypH € 130JISIIis MiACUCTEMH POOOTH 3 TaHUMH
Bl OCHOBHOi Joriku reiimiuiero. Kiacu iHTepdelicy Ta cucreMu KepyBaHHS
3BepTaroThCs 10 DatabaseManager nutie i 9ac 3anucy abo OTpUMaHHS Pe3yJIbTaTiB,
10 /I03BOJISI€E YHUKHYTH HAJIUIIKOBOI 3aJI€KHOCTI MK KOMIIOHEHTaMU. AHAJIOTTYHO
MOyJII TeHepalli cepenoBuilia (YHKIIOHYIOTh aBTOHOMHO Ta B3a€EMOJIIOTH MIX
co0o10 yepe3 Mo/Iii Ta mocuiIanHs Ha komnonenTu Unity.

Takum ynHOM, MOOYIOBaHA apXITEKTypa 3aCTOCYHKY 3a0e31euye MOYJIbHICTb,
MaciITabOBaHICTh Ta MIATPUMKY CTaOUIbHOI POOOTH CHCTEMHU TiJ] YaC BUKOHAHHS
MIPOIIEAYPHOI TeHepallii cepeloBHIa Ta OOPOOKH BEIHMKOI KUIBKOCTI JUHAMIYHHX
00’extiB. UML-zaiarpaMu makeTiB 1 KJIaciB JO3BOJSIOTH (OpMalli3yBaTH CTPYKTYpPY
IIPOTPAMHOIr0 3a0e3MEeUYeHHST Ta BIJOOPA3UTH B3aEMOII0 OCHOBHHX KOMIIOHCHTIB

PO3p0OIIFOBAHOTO 3aCTOCYHKY.
2.4 Jliarpama Koomnepaiiiii Ta fiarpaMma KOMIIOHEHTIB

Jlnst aHamizy JMHaMIYHOI B3a€MOAIl MK HPOrPAMHHMH KOMIIOHEHTaMH Ta
omucy (I3UYHOI CTPYKTYpU MPOTpaMHOrO 3a0e3MeyeHHs MiJ 4Yac MPOEKTYBaHHS
3acTOCYHKY Bukopuctano UML-miarpamy koornepariiii 1 UML-aiarpamMmy KOMITIOHEHTIB.
BukopucTtaHHS IMX THIIB MOJAENEH 03BOJISIE BIOOOPA3UTH SIK MEXaHI3M OOMIHY
MOBIJJOMJICHHSMH MK 00’ €KTaMH CUCTEMH Ii]] YaC BUKOHAHHS IrPOBOTO MPOIIECY, TaK
1 CTPYKTYpY HPOrpaMHHUX MOJYJIIB, O10110TE€K Ta 30BHIIIHIX PECYPCIB, 1110 (HOPMYIOTh

apxiTEeKTypy 3acTOCyHKY [1, 5, 7].
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Hiarpama koormepalliii BUKOPUCTOBYETHCS UIsI MOJAEIIOBAHHS B3a€MOJIT MIX
00’€KTaMU CHCTEMH ITiJT YaC BUKOHAHHS TIEBHOTO clieHapito. Ha BinmMiHy Bin giarpamu
MOCJIIJIOBHOCTI, OCHOBHA yBara MPUIUISETHCS HE YacOBOMY MOPSIKY BUKOHAHHS
omeparliif, a CTPYKTypi 3B’S3KIB MK 00’€KTaMH Ta TMOBIJOMJIEHHSAM, SKUMU BOHU
0OMiHIOIOTbCS. 17151 pO3pO0II0OBAaHOTO 3aCTOCYHKY OCHOBHHMM CIIEHAPIEM B3a€EMOJII €
3aBEPIIEHHS 1TPOBOI cecii Micas BUHUKHEHHsI KOJIi31i, 3yMMHEHHS TeHepallii 00’ €KTiB
Ta 30epeXeHHs pe3yJIbTaTy KopucTyBaya a0 0a3u nqanux SQLite.

OcHoBHUMHK y4acHMKaMu koormepanii € komnonentu PlayerCollision,
CarHandler, AICarSpawner, GameOverPanel Ta DatabaseManager. Ilicis BusiBieHHS
siTkHeHHsT komroHeHT PlayerCollision mepenae moBiTOMIIEHHS TPO BUHUKHEHHS
koui3ii 1o CarHandler. Jlani cucreMa 3ynuHs€e IrpOBH MPOIIEC, MPUITUHSE TEHEPALIII0
TPaHCIOPTHOTO TpadiKy Ta aKTUBYE MaHEIb 3aBEPIICHHS IPU. Y pa3i MIATBEPIKEHHS
30epeKeHHs pe3yibTaTy KoMmmoHeHT DatabaseManager dopmye SQL-3amut 10
JokanbHOI 0a3u manux SQLite Ta BUKoHye 3amuc iHdopMallii Ipo 3aBepIIeHy CECito.

['pacdiune npencTaBiieHHS B3a€EMOJIII MI)K OCHOBHUMH 00’ €KTaMU HaBEJIEHO Ha

puc. 2.5.
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: PlayerCollision

1 : CollisionDetected()

Y

: CarHandl
ar-ancer 5 2 : StopGameTime()
4 : StopSpawner() 3 : ShowGameOver()
: AlCarSpawner : GameOverPanel

5 : SaveScore(nickname, score)

Y
: Database

& : INSERT INTO leaderboard

A J

: DatabaseManager.db
(SQLite

Puc. 2.5 Jliarpama koomepaiiiif irpoBOro MUKy 3aCTOCYHKY

Hagenena niarpama AeMOHCTPY€E MOCIHIIOBHICTE OOMIHY MOBIIOMJIEHHIMHU MiX
KOMIIOHEHTAMU CHUCTEMHU TIICAS BUHUKHEHHS Toaii 3iTKHEeHHs. lLleHTpambHuM
KoOpAuHATOpOoM B3aeMoii Buctymnae kinac CarHandler, siskuit kepye nmepexo1oM rpu 10
crany Game Over Ta iHIIIO€ BUKJIUK 1HIIWX migcucTeM. [lomiOuuii miaxin m03Bose
130JTF0BATH JIOTIKY 3aBEPIICHHS TPH B1J] MEXaHI3MIB T€HepaIlii cepeoBuIla Ta poOoTH
3 0a3010 JaHUX.

Jns  anamizy  (i3uyHOT  CTPYKTYpHM TMPOTPAMHOTO  3a0e3leueHHs Ta
B32€EMO3AJIEKHOCTEN MK MPOrpaMHUMU MOAYIsIMU Oyi10 po3pobiieno UML-niarpamy

KOMIIOHEHTIB. Bona BigoOpaxae CTpPyKTypy MNpPOrpaMHUX IAKETIB, 30BHIIIHIX
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010710TeK,  pecypcHHUX  MOAYJIIB Ta  IHTep(PEeCHUX  KOMIIOHEHTIB, IO
BUKOPUCTOBYIOTHCS TiJT YaC pOOOTH 3aCTOCYHKY.

ApXITeKTypa 3aCTOCYHKY MICTUTh JI€KUIbKa OCHOBHHUX KOMIIOHEHTIB:
Presentation Layer, Core Gameplay Components, Data Access Components, Graphics
& Resource Packs Ta External Utilities. KomnmonenT Presentation Layer BiamoBigae 3a
peaiizallito KOpUCcTyBaIbKoro iHTepdency Ta B3aEMO/III0 KOPUCTyBaya 13 CHCTEMOIO.
Core Gameplay Components MICTHTb JIOTIKY KEpyBaHHsS aBTOMOOLIEM, reHeparii
TpaHCHOPTHOTO Tpadiky Ta mpoueaypHoro ¢opmyBanus piBHa. Data Access
Components 3abe3neuye poOOTy 3 JIoKaibHOIO 0azoro maHux SQLite Ta peanizaiiito
SQL-3amutiB. Graphics & Resource Packs mictuth TpuBuMipHi Moneni, npedadu Ta
nonoMixkHI pecypeu, a External Utilities Bkitouae 6i6miotexku TextMesh Pro, SQLite
Ta JOMOMIXH1 yTUIITH.

OCHOBHI 3aJI€KHOCTI MI’)K KOMIIOHEHTAMHU CUCTEMH HABEIEHO B TA0II. 2.4.

Taomung 2.4
Matpuiis B3a€MO3B’SI3K1B KOMIIOHEHTIB CUCTEMH

Komrmonent SanexXHnil KOMIIOHEHT Tun B3aemonii [Ipu3HaueHHs B3aeMoil
Presentation Core Gameplay 3a1eXKHICTh [TepenaBaHHs KOMaH]T
Layer Components 3aITyCKy Ta Mepe3aIryCcKy Ipu
Presentation TextMesh Pro Buxopucrtanus | ®opMyBaHHS TEKCTOBUX
Layer eJIEMEHTIB iHTepdercy
Core Gameplay Graphics & Resource Arperartis Bukopucranns low-poly
Components Packs Mozenei ta mpedadiB
Core Gameplay Data Access 3anexHICTD [TepenaBanHs pe3ynbTaTiB
Components Components KOpHCTyBaya
Data Access SQLite Library [aTerparis Buxonanus SQL-3anuTiB Ta
Components poboTa 3 6a3010 JaHUX
Data Access DatabaseManager.db Di3uyHU 30epekeHHs pe3yJIbTaTIB y
Components 3aImc JokajgbHOMY (aiti B/
Gameplay External Utilities Buxopucrannas | JlomomixHI MaTeMaTH4HI Ta
Modules cepBicHI QyHKIIT

Hagenena B Tabi. 2.4 cTpykTypa 3a1€KHOCTEN JEMOHCTPYE, 10 B3aEMOIIS MIX
KOMITIOHEHTaMHU MOOYy/I0BaHa 3a MPUHLIMIIOM MOJYJBHOCTI Ta MIHIMI3alli dKOPCTKHUX
3B’s13KiB. ITpOBI MOyJi B3a€MOJIIOTH 13 CUCTEMOIO 30€pEeKEHHS JAaHUX JIMIIE Yepe3
cneuianizoBaHuil komnoHeHT Data Access Components, 1110 103BOJISIE 130K0BAaTH

SQL-J50oriKy BiJ MEXaH13MIB F€HMILIEIO.
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Ha puc. 2.6 naBeneno UML-pgiarpaMy KOMIIOHEHTIB, siKa BijloOpaxae (piznyny

CTPYKTYpPY MPOTPaMHOTO 3a0€3MEeUEHHS Ta B3aEMO/III0 MK HOTO MOYJISIMH.

Presentation Layer (Ul Components)

FEl

La]

sl HainhbanulliHandler

(CGiame Croar LT
T T

| adisglaya | «open leadiboards
‘\ o Core Gameplay Components
4 a a
LeaderboardDisplay AlCarSpawrer EndiagsLevalHandler
] 7
TEAGIAE PEITTAT | Fory; Rubik Mons Ore i H e g
' J =~ sinstantiates
] ] ! ) P T e—— ) [ e
SOTRMMYT paxapam | RuBEEn wusesy - "~ sinstantiater L2

. . = i

-
2
-
8
A

— ¥ he
Data Access Components External Utilities Graphics & Resource Facks

AlHandier

€

Kayhil Cily Buildear Axsats HalloweenBils Pack

0
Catabasehanager TeattdeshPra Utiis.

Ll a
FlayerarSpaanar InputHander

Tpasa nopanse EVRRHHE | Kepye AlsaTa

T
I aircludes
I

1
Monz. Data, Sqibe.dll

i aar:

a
L=l ExplocaHandia
File: Ditabessahianager, b el

Puc.2.6 [liarpamMa KOMIOHEHTIB IFPOBOTO 3aCTOCYHKY

BERIERAE BTy

Jliarpama KOMIIOHEHTIB JEMOHCTPYE, 1110 apXITEKTypa 3aCTOCYHKY OpraHizoBaHa
32 TPUHIUIOM PO3MOAUTY (PYHKIIOHAIBHOCTI MK HE3AICKHUMH MOIYJISIMHU.
LlenTpanbHe wMicle 3aiiMae sapo TEUMIUICIO, SKE B3a€EMOJIE 3 I1JCUCTEMOIO
1HTEpPEiicy, rpaiuHUMH pecypcaMy Ta MOJYJIEM JOCTYIYy 10 JaHUX. Takuil miaxij
3a0e3mnedye THYYKICTh TPOTPAMHOI  CTPYKTYPH, CIPOIINYy€E MaciiTa0yBaHHS
(GYHKI10HATBHOCTI Ta AO3BOJISIE MIATPUMYBATU CTa0LIbHY POOOTY 3aCTOCYHKY HaBITh

ITiJT Yac iHTEHCHBHOT'O OHOBJICHHS IrPOBOT'0 CEPEIOBHIIIA.
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3 ITIPOI'PAMHA PEAJIIBALIA TA OIITUMI3 AL

ITPOBOI'O 3ACTOCYHKY

3.1 Peauizanisi MeXaHiKi HeCKiHYEHHOI reHepamii mepemKo/x Ta

cepeloBHUINA

OAHMM 13 KIIFOYOBUX TEXHIYHHX 3aBIaHb I11]1 4aC pO3pOOKH IIPOBUX 3aCTOCYHKIB
xaHpy «Endless Runner» € 3abe3neueHns Oe3rnepepBHOro ¢GopMyBaHHS IrpPOBOTO
cepenoBHIa 6e3 KPUTHIHOTO HAaBAHTAKEHHS HA OTICPATUBHY MaM ATh 1 IEHTPaTbHUN
nporecop. IlocTiiHE CTBOpPEHHS Ta BHIAJICHHS BEIHMKOI KUIBKOCTI TPHUBHUMIPHHX
00’€KTIB miJg Yac aKTUBHOIO TEHUMILICI0 IPHU3BOJAUTH 10 3OUIBIICHHS KUIBKOCTI
BUKJIMKIB 30upauda cmiTTs cepenoBuiia Mono/.NET, mo HeraTMBHO BIUIMBAa€E Ha
CTaOUIbHICTh YACTOTH KaJPIB Ta BUKIMKAE MIKPO3aTPUMKH BigoOpakenHs [1, 7, 12].

Jlist ycyHeHHsI 3a3Ha4eHoi MpoOJEeMU B 3aCTOCYHKY pealli3oBaHO MeEXaHI3M
HECKiHUEHHOI TeHepalii cepeoBHMINIa Ha OCHOBi martepHa Object Pool. Horo
BUKOPHUCTAHHS JI03BOJISIE CTBOPIOBATU HEOOX1/JHI O0’€KTH JIMIIE€ OJWH pa3 IiJ 4yac
1HIIIami3a1ii CIeHM Ta MOBTOPHO BUKOPUCTOBYBATH IiX y MPOLECI I'pU HUIIXOM
aKTUBAIlli Ta JeaKTHBAIlll KOMIIOHEHTIB. Takuil MiaXiA CYTTEBO 3MEHIIYE KUIbKICTh
omeparlii BUAUICHHS MaMm’sATI Ta 3a0e3nedye cTaOuIbHY NPOMYKTHBHICTH IIiJT 4ac
TPUBAJIUX ITPOBUX CECIH.

[{leHTpaTbHUM KOMIIOHCHTOM peati3allii CHCTEMH IeHepallil Ieperiko € Kiac
AlCarSpawner, sKuil BIANOBia€ 3a CTBOPEHHS Ta I[IOBTOPHE BUKOPUCTAHHS
TPaHCHOPTHUX 3ac001B IITY4YHOro 1HTENeKTY. 11 yac 3amycky cuenu B metoml Start()
BUKOHYEThCS 1HINIami3aris myny aBTomoOuTiB carAlPool. Koxen ememeHT myny
CTBOPIOETHCS HA OCHOBI BINOBIAHOTO Mpedaldy Ta NepeBOAUTHCS B HEAKTUBHUI CTaH
3a momomoror Mmeromy SetActive(false). Ilicims 1mporo 3amycKaeThCsi acCHHXPOHHA
kopytuHa UpdateLessOftenCO(), sika HMKIIYHO BUKOHYE TEPEBIPKY IOJOKEHHS

00’€KTIB Ta OHOBJIEHHS ITPOBOT0 CEPEIOBUIIIA.
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@parMeHT nporpaMHoi peanizauli iHiliagi3amii myay 00’€KTIB Ta KOPYTHUHU
OHOBJICHHS HaBeJIeHO Ha puc. 3.1.
0

playerCarTransform = GameObject.FindGameObjectWithTag("Player").transform;

int prefabsIndex = ©;
r (int 1 = @; i < carAIPool.Length; i++)

carAIPool[i] = Instantiate(carAIPrefabs[prefabsIndex]);
carAIPool[i].SetActive(false);

prefabsIndex++;
if (prefabsIndex > carAIPrefabs.Length — 1)
prefabsIndex = 0;
}

StartCoroutine(UpdatelessOftenC0());

IEnumerator UpdatelessOftenCO()
{

while (true)

{
CleanUpCarsBeyondView();
SpawnNewCars();
yield return wait;

Puc. 3.1 — [Iporpamna peasizaris iHimiami3anii myjay Ta aCHHXPOHHOI KOPYTUHH

OHOBJICHHS CCPCAOBHILA

Bukopucranns kopytud Unity 3amicTh crtangaptHoro Meronay Update()
J03BOJISIE 3MEHIITUTH HABAaHTAXEHHS HA TIPOIECOp NUIIXOM BHKOHAHHS JIOTIKA
reHepailii uepe3 BU3HAYCHI 4acOB1 IHTEPBAJIU. Y peali30BaHOMY aJIrOPUTMI KOPYTHHA
nepioguyHo Bukinkae Meroau CleanUpCarsBeyondView() ta SpawnNewCars().
[lepmuit MeTOn BIAMOBiNA€ 3a MOIIYK 1 JCAKTHUBAIIIO0 aBTOMOOUTIIB, SIKI 3aTUIIMIN
o0JlacTh BUAMMOCTI KaMepH, a JIPYyrui — 3a aKTUBAIl0 HOBUX 00’ €KTIB Iepen
aBTOMOO1JIEM KOpUCTYBaua.

Jlnst 3a0e3neyeHHsT CTAOUTHPHOCTI POOOTH aNropuTMy TeHepallii JT0AaTKOBO
pealli3oBaHO MEXaHi3M KOHTPOJIIIO0 IPOCTOPOBOTO PO3TAllyBaHHS aKTUBHUX 00’ €KTIB.
[lepen MOBTOPHOIO AKTHUBAIIED AaBTOMOOUIA ab0 eleMeHTa CepeloBUIIA CUCTEMA
BUKOHY€ TEpPEBIPKY MOKJIMBOTO TMEPETHHY KOJAWIepiB Ta aHalli3y€ JOCTYIHICTh

cmyru pyxy. Lle mo3BoJisse YHUKHYTH HakJIaJaHHsS TPaHCHOPTHUX 3acO0IB, MOSIBU
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MEPEIIKOT Y HEAOIMyCTUMHUX KOOPJAWHATAX Ta BUHUKHEHHS KPUTHYHHUX ITOMHUIIOK
G13MYHOT Mojem TiAg 4Yac akTUBHOI (pa3u reimIuiero. 3aBASKA IbOMY TeHEpaIlis
00’€KTiB BIJIOYBAa€ThCS PIBHOMIPHO, a IrpoBe cepenoBuile 30epirae JIOTTYHY
MOCTIAOBHICTD 1 CTaOUIbHY JTUHAMIKY PYXY.
OcHoBHI QyHKIIIT MOAYJIIB reHepallii cepe0BHINa HaBeIeHo B Ta0. 3.1.
Taomung 3.1

@DyHKI[I0OHAJIbHE MPU3HAYEHHS KOMIIOHEHTIB I'eHepalii cepe10BUILa

Komnonent OcHOBHE NpHU3HAYEHHS PeanizoBana QyHkIis
AlCarSpawner ['enepartis AKTHUBAIIiS Ta JeaKTUBAIIISA
TPAHCIIOPTHOTO TpagiKy | aBTOMOOLUIIB 13 MyiTy
EndlessLevelHandle | ®opmyBanHs 1opoxHiX | besnepepBHe OHOBIIEHHS Tpacu
r CErMEHTIB

RandomizeObject BunaakoBa monudikariis | 3MiHa mapaMeTpiB JIeKoparlii
00’€KTIB

Utils JomomMixka1 MaTeMatudHi | OOYHCIICHHS ITO3UIIIHN Ta
METOIU niarna3oHiB

AlHandler Jlorika pyxy Tpancnopty | KepyBaHHs MIBUAKICTIO Ta
1111 HAIIPSIMKOM PyXYy

Sk mokazano B TaOu. 3.1, TeHeparlis irpoBOro cepe/ioBHINa peadizoBaHa uepes
B3a€EMOJIII0 JCKUIBKOX HE3IC)KHUX KOMIIOHEHTIB. Takui miaxXia J03BOJISE PO3ILITUTH
(GyHKUIT MI>K OKpEMUMH MOAYJISIMU Ta 3MEHILUTH CKIAHICTh TPOrPAMHOTO KOy .

Jlist 3ano0iranHs HaKJIAJaHHIO TPAHCTIOPTHUX 3aCO0IB OJMH HA OJHOTO Tepes
aKTUBAIIIEI0 HOBOTO €JIEMEHTA IyJly BUKOHYEThCS TIEPEBIpKa 00J1acTl pO3MIIICHHS 32
JI0TIOMOTo10 KoJaiinepiB Ta macku mapiB otherCarsLayerMask. Ilicns ycmimHOro
MPOXOJ/PKEHHSI TMEPEBIPKH 00’€KT TEPEMIIIYEThCS B HOBY TIO3UIIIO TOMEPEIy
aBTOMOOLIIS TPaBIIs TA AKTUBYETHCS.

Oxpemy poib y GpopMyBaHHI TUHAMIYHOTO CEpPEIOBUINA BUKOHYE KOMIIOHEHT
RandomizeObject, saxuii 3abe3nedyye mpoueaypHy Moaudikaiiro mnapaMeTpiB
JieKopaliii Ta eaeMeHTiB cueHu. [l yac KoxHO1 akTuBalli 00’€KTa aBTOMATHUYHO
BUKJIMKAEThCS MeToJ, OnEnable(), y skxomMy BHIagKOBUM YHHOM 3MIHIOIOTHCS
KOOpJIMHATH, KYTH MOBOPOTY abo MacmTad eineMeHTiB cepeaoBuina. Lle mo3Bossie
YHUKHYTH BI3yaJbHOI IOBTOPIOBAHOCTI TpacHd Ta TMIJABUILYE peirpadenbHiCTh

3aCTOCYHKY.
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BizyanbHuii pe3ynbrar poOOTH CUCTEMH HECKIHUEHHOI T'eHepallli HaBeJIeHO Ha

puc. 3.2.

ooo01i82

Puc. 3.2 BizyasibHe Bi10OpaKeHHSI 3T€HEPOBAHOI0 HECKIHUEHHOT'O IrPOBOIO

CepeIoBHINA

Hagenene 300pakeHHs jeMoHCTpYy€e (OpMyBaHHs O€3MEPEPBHOTO JOPOKHBOTO
CepelIoBHINA 13 TPAHCIIOPTHUMH 3acO0aMU Ta €JIEMEHTaMHU MICBKOi 1HQPACTPYKTYpH.
['enepariiss HOBUX O00’€KTIB BHKOHY€TbCS JMHAMIYHO IIiJI 4ac PyXy aBTOMOOLISA
KOpHCTyBa4a, MPH IIbOMY JCAKTHBOBAHI €IEMEHTH MOBTOPHO BUKOPHCTOBYIOTHCS
CUCTEMOIO TYJIIHTY.

3actocyBanHa MexaHizMy Object Pool y mnoenHanHi 3 aCHHXPOHHUMU
kopytuHamu Unity 3a6e3neunsio ctabuibHy poOOTYy 3aCTOCYHKY MiJ 4ac TPUBAIUX
IrpoBUX ceciii. BUKOpUCTaHHS MOBTOPHOTO NEPEBUKOPUCTAHHS 00’ €KTIB JO3BOJIUIIO
MIHIMI3yBaTH KUIBKICTh ONEpaliil BUAUIEHHS NaM STl Ta YHUKHYTH MIKPO3aTPUMOK,
MOB’sI3aHMX 13 POOOTOIO 30Mpayda cMiTTs. PeanizoBaHa cuctema renepariii 3abesneqye
IUIABHICTh TeUMIUICI0 Ta MIATPUMYE CTAOUIbHY MPOAYKTHUBHICTH HaBITh 32 3HAYHOI

KUTBKOCTI JUHAMIYHKUX 00’ €KTIB HA CIIEHI.
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3.2 Po3po0ka ITYy4HOr 0 iHTEJIEKTY /JIsl TPAHCIIOPTHHUX 32C00iB

OnHi€l0 3 KIIOYOBHX CKJIQJO0BUX ITPOBOTO MPOIECY B 3aCTOCYHKAX KaHPY
«Endless Runner» € cucrema pyxoMux TepemKkon, ska G(opMye TUHAMIYHE
CepellOBHUIIE Ta 3a0e3IeUy€e 3pOCTaHHs CKIAAHOCTI IPU. Y PO3pOOIEHOMY 3aCTOCYHKY
10 (DYHKIIIFO BUKOHYE MIJICUCTEMA TPAHCIIOPTHUX 3aCO01B M1 KEPYBAHHIM LITYYHOT'O
IHTEJIEKTYy, [0 CTBOPIOE aBTOHOMHHUMW JOPOKHIM Tpadik Ta 3MyIIye KOPHUCTyBaua
MOCTIHHO aHaJi3yBaTH CHUTyallll0 Ha Tpaci, 3MIHIOBaTH CMYTHM PyXy W YHHKaTH
3iTKHEHb. Ha BiMiHY B1J CKJIaJHHUX CHCTEM HaBirauii 3 BUKOPUCTAHHSAM aJIrOPUTMIB
nomyky nuisixy abo NavMesh, peanizoBaHuil MeXaHi3M IITYYHOTO 1HTEIEKTY
0a3yeTbcsl Ha CHOPOUIEHIM MOJeNl JIHIMHOTO pyXy TPaHCIOPTHHUX 3ac00iB Y3I0BXK
¢bikcoBaHMX JOPOXKHIX cMmyT [6, 8, 12]. Takuii miaXig € MOMIIBHUM ISl apKaJHOTO
3aCTOCYHKY, OCKUIBKM JTO3BOJISIE 3MEHIIWTH HABAHTAXKEHHSI Ha CUCTEMY (I3MKHU Ta
3a0e3MmeunTy cTablIbHy poOOTY IPU HABITh 3@ BEIMKOI KUTBKOCTI OJJHOYACHO aKTUBHUX
00’ €KTIB.

[leHTparbHUM KOMIIOHEHTOM peajizallii TpaHCIOpPTHOro Tpadiky € Kiac
AlCarSpawner, sikuii B1IIIOBIJIa€ 32 FEHEPALIII0 aBTOMOO1ITIB, BUOIp MO3HULIIN MOSBH Ta
MOBTOPHE BHKOPUCTAHHS O00’€kTiB 13 myny. Ilig dYac BHUKOHaHHS METOMY
SpawnNewCars() cucTemMa BUKOHY€E TMOIITYK A0CTYyIHOro 00’ekTa B Macusi carAlPool
Ta TIEPEBIPSIE MOKIIUBICT HOTO OE3MEYHOT0 PO3MIIICHHS HAa OAHIHN 13 JOPOKHIX CMYT.

dparMeHT NporpaMHoOi peaizallii aiIropuTMy reHepallii aBTOMOO1JIiB IITYYHOTO

IHTEJIEKTY HaBEJEHO Ha puc. 3.3.

id SpawnNewCars()

if (Time.time - timelastCarSpawned < 2)

ct carToSpawn = null;

foreach (GameObject aiCar in carAIPcol)

{
if (aiCar.activeInHierarchy)
continue;

carToSpawn = aiCar;

break;

Puc. 3.3 Ilporpamna peamizairisi airopuTMy O0€3MEYHOTO CITABHY aBTOMOOLTIB

HITYYHOTO 1HTEJIEKTY
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Sk nmokazaHo Ha puc. 3.3, aITOPUTM MEPEBIps€ YACOBUN IHTEPBAI MIXK MOSIBOIO
HOBHX aBTOMOOLJIIB Ta BUKOHYE MOLITYK HEAKTUBHOTO eJieMeHTa B 1yl 00’ ekTiB. [lics
BUOOpY BIANOBIIHOTO €K3EMIUISIpa CHCTEMa MOXKE€ BHKOPUCTOBYBATH MOro majs
MOBTOPHO1 aKkTUBallii 6€3 cTBOpeHHs HoBoro GameObject y mam’4ti.

[lepen akTUBAIlI€I0 TPAHCIIOPTHOTO 3aCO0y BUKOHYETHCS MPOCTOPOBUN aHaI3
obmacti mosiBU. /[[nsl 1IbOro BUKOPHUCTOBYIOTBCS KOJIAJEpU Ta Macka IIapiB
otherCarsLayerMask, 110 n03Bojsi€ YHUKHYTH HakjaJaHHsA Mojened abo MosiBU
aBTOMOOLIIB y BXKE 3alHATHX KOOpJIMHATAX. Y pa3i BUSBIEHHS MEPEIIKOIN TeHEpaIlis
00’€KTa BIJIKJIaIA€ThCS 10 HACTYIMHOTO IIUKITY BUKOHAHHS KOPYTHHHU.

[Ticas ycmimHOi mepeBipku aBTOMOO1Ib MEPEBOAUTHCA B aKTUBHUU CTaH Ta
MIOYMHAE pyX B3JI0BXK Tpacu. KepyBaHHS TpaHCIOPTHUMH 3aco0aMu 3J1HCHIOETHCS
yepe3 komnoHeHT AlHandler, skuit Moaudikye monoxeHHss 00’€KTa 3a TONOMOIOI0
Transform a6o Rigidbody y meroni FixedUpdate(). lIBunkicts pyxy aBromo0uniB LI
3MIHIOETBCSL BIJIHOCHO IIIBUJKOCTI aBTOMOOUIS KOpPUCTyBada, IO JIO3BOJISE
CTBOPIOBAaTH PI3HI THUNM JOPOXKHIX CHUTyaliid. YacTuHa TpaHCHOPTHUX 3ac001B
PYXa€ThCS TOIMYTHO, IMITYIOUM MOBUIBHHUM Tpadik, TOAL SK IHII MOXYTh PyXaTHUCS
HA3yCTpiy, MIJABUILYIOYU CKIAJAHICTh I'PU Ta MIBUAKICTh PeakKilli KOpUCTyBaya.

OCHOBHI JIOT14HI CTaHU TPAHCIIOPTHHUX 3aCO0IB MITYYHOTO 1HTEIEKTY HAaBEJACHO

B Ta0i. 3.2.

Ta6muis 3.2
XKuTTeBuii UK TPAHCTIOPTHUX 3aCO0IB MITYYHOTO IHTEIEKTY
Cran 00’ekTa YMoBa nepexoy Buknukanuii metos Pe3ynbraT BUKOHAHHS
OuikyBaHHS B Inimiamizamis ciiean | SetActive(false) O06’exT nepeOyBae B
myJi abo0 eaKTUBAIlis HEaKTHUBHOMY CTaHI
[TepeBipka CnpariroBaHHA SpawnNewCars() AHazi3 BibHOL
MO3UIIIT KOPYTUHU reHepaiii JOPOKHBOT CMYTH
AKTuBaIis VYcnimHa nepesipka | SetActive(true) ABTOMOO1JB
KOOpAUHAT 3’ SIBJISIETHCS HA CIICHI1
AKTHUBHMI pyx Buxonanns AlHandler ABTOMOO17B
FixedUpdate() PYXa€eThCs B3JIOBXK
Tpacu
Peectparis 3ITKHEHHS 3 OnCollisionEnter() [Himiamizamis crany
KOJII311 aBTOMOO1JIEM IpaBIs Game Over
JeakTuBartis Buxin 3a Mexi CleanUpCarsBeyondView() | O0’ekT moBepTaeThcs
BUJIMMOCTI 710 YTy
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HaBenena B T1abn. 3.2 Monenb JKATTEBOTO IHKIY JEMOHCTpPY€E, IO BCI
TpaHCHOPTHI 3aco0u (YHKIIOHYIOTh 3a TPHUHIIMIIOM TIOBTOPHOTO BHUKOPHUCTAHHS
00’exrtiB. Takuit miaxig 3ade3neuye cTablIbHY BUTPATy IaM’ STl Ta MiHIMI3Y€ KUIbKICTh
omnepauiid ctBopeHHs 1 Buganenns GameObject.

BizyanbHauii pe3ynbrat poOOTH CHCTEMH TPAHCTIOPTHOTO TpadiKy HaBEACHO HA

puc. 3.4.

Puc. 3.4 Bizyamnizaiiis (yHKIIIOHYBaHHSI TPAaHCTIOPTHHUX 3ac00iB 11 kepyBaHHsM LI

Ha rpaJiIbHUX CMyTrax

Ha puc. 3.4 nokazano mnpuxiag (yHKIIIOHYBaHHS aBTOMOOUIIB INTYYHOI'O
IHTENIEKTY Ha PI3HUX CMyrax pyxy. | eHepallis TpaHCHOPTHHUX 3aCO0IB BUKOHYETHCS
JTUHAMIYHO T1J Yac pyXy KOpPUCTyBauda, a MOBTOPHE BUKOPUCTAHHS €JIEMEHTIB ITylIy
JI03BOJISIE MIATPUMYBATH CTA0UIbHY NMPOIYKTUBHICTh 3aCTOCYHKY HAaBITh 3@ 3HAYHOI
HIUTBHOCTI Tpadiky.

PeanizoBana cucteMa IITYYHOTO IHTEJIEKTY J03BOJIMJIA CTBOPUTH JIUHAMIYHE
TOPOKHE cepenoBuille 03 BUKOPHUCTAHHS CKIIATHUX HAaBITAIIMHUX QJITOPUTMIB Ta
PECYpPCOEMHUX MEXaHI3MIB TOIIYKY HUIIXY. BUKOpHCTaHHSA JHIMHUX TPAEKTOPIM
pyXy, MPOCTOPOBOi MepeBipKU Koui3id Ta MmexaHismy Object Pool 3abesneunso
cTabuIbHy po0OOTYy TpaHCHOPTHOTO TpadiKy Ta MIATPUMAHHS BHCOKOI IIBHUIKOMIIT

34CTOCYHKY l'IiI[ qaC BUKOHAaHH inOBOFO IIponccy.
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3.3 HanamryBanHus rpadiku, KOHBe€py peHaepeHry, GuibTpiB Ta

Bi3yasbHUX e eKTiB

BidyanpHa CKIagoBa € BaXKIMBUM €IIEMEHTOM CHPUUHATTS  IrPOBOTO
3aCTOCYHKY, OCKUTbKHM BIUIMBA€ HAa KOM(MOPT B3aEMOJIii KOPUCTyBada Ta IIBHUIKICTh
po3Mi3HaBaHHs O00’€KTIB mijg Yac auHamiyHoro revmruiero. [[ns >xanpy «Endless
Runner» oco6nuBoro 3HaueHHd HaOyBalOTh CTAOUIBHICTh YACTOTH KaJpIB 1 YITKICTh
BIIOOpa)XEHHSI TEPEIIKOJl, TOMY TIIiJi 4Yac po3poOKu OyJo MPUIIICHO YBary
HaJaITyBaHHIO KOHBEEpPA PEHJECPUHTY, OCBITJICHHS Ta e(eKkTiB moctoOpolOku [12,
16].

Jist peamizantii rpadiunoi miacuctemu Bukopuctano Universal Render Pipeline,
AKkui 3abe3neuye edekTuBHilme BuUKopucTaHHa pecypciB GPU mnopiBHSHO 31
crangaptauM Built-in Render Pipeline. Lle no3Bomsie miaTpumyBaTtu CTaOUIbHY
MPOAYKTUBHICTh HaBITh TIPH OJHOYACHOMY BiJOOpa)KeHHI 3HAYHOI KIJIbKOCTI
IUHAMIYHUX 00’ €KTIB CIICHH.

[Tin wac wanamryBanHs URP Oyno onmTtumizoBaHO mMapamMeTpw OCBITJICHHS,
3r1a)KyBaHHA Ta TiHeW. JIJis 3MEHIeHHs HaBaHTAKEHHsI Ha TpadiuHy MiICUCTEMY
00OMEKEHO KUIBKICTh JOJJaTKOBHX JIKEPEI CBITJIA, 3HUKEHO JUCTAHIIO B1IOOpaKEHHS
TIHEW Ta BIJKIIOUYEHO HAJJIMIIKOBI e(ekTh peHaepuHry. OCHOBHI TapameTpu

rpadidyHoro npodinto HaBeaeHO B Ta0m. 3.3.

Tabmuis 3.3
OcuoBHi napameTpu rpadiudoro npodiato Universal Render Pipeline
[TapameTp 3HaYEHHS [TpuzHaueHHs
HDR AxtuBoBaHO | [TokpaliieHHs TUHAMIYHOTO Jiara3oHy
OCBITJICHHSI
MSAA Disabled 3MeHIlIeHH HaBaHTaxeHHs Ha GPU
Shadow Resolution 1024 Onrumisais IKoOCTI TIHEH
Additional Lights Per Pixel [TinTpuMKa JOKaILHOTO OCBITIICHHS
Additional Lights Limit |2 OOMexeHHS KUTBKOCTI JIXKEpeIT CBITIIa
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Shadow Distance 50 KoHTposb qanbHOCTI B1100paKeHHs
TIHEH

Cascade Count 1 3MEHIIEHHS BUTPAT PEHACPUHTY

Upscaling Filter Automatic | ABToMaTU4Ha ajanrtaris

MaclTaOyBaHHS

Haeneni B Tabm. 3.3 mapameTpu TO3BOJWIHM JOCATTH OaJaHCy MIX SIKICTIO

300pakeHHs Ta CTaOUIBHOIO MPOAYKTHUBHICTIO 3aCTOCYHKY. OcoOnuBy yBary Oyiio

MNPUIIIEHO ONTUMI3AIlT CUCTEMHU TiHEH Ta OCBITIIEHHSI, OCKUIBKH caMe 111 KOMIIOHEHTH

HaNOUIbIIIE BIUTMBAIOTH HA HABAaHTAXEHHS TpadiuHOrO Mpolecopa.

[Ipodiny nHamamtyBanb Universal Render Pipeline, Bukopucranuii y

3aCTOCYHKY, HaBEJICHO Ha puc. 3.5.

Lighting
in Ligt

Shadows

Asset Labels

Dithering Type

v

Disabled

v

Disabled

Automatic

v

Blue Noise

Per Pixel

v

1024

Light Probe Groups

Per Pixel

512
Grayscale High

Metric



49

Puc. 3.5 IIpodins HanamryBanb koHBeepy Universal Render Pipeline

PO3p00IIFOBaHOI TP

Jnst  3a0e3nedeHHs CTUIICTHYHOI wuTicHOCTI low-poly cepenoBumia Bci
Matepiamu 00’€kTiB Oynu mepeBeneHi Ha cranmapthi meinepu URP. OcBiTineHHs
CIIEHH pealli30BaHO 3a JI0NOMOTrow jkepena tumy Directional Light, sxe ¢gopmye
M’SIK€ pIBHOMIPHE OCBITJIEHHS JOPOXKHBOI'O CEpeOBUIIA Ta 3a0e3leuye JTOCTaTHIO
KOHTPACTHICTh MIX TPAaHCIOPTHUMHU 3aco0amMu il eneMeHTamu Tpacu. Jl0oJaTKOBO
BukopucroByBanuch Reflection Probes Ta nanamryBanns Global Illumination nms
MOKpAIIEHHS CIPUNUHATTS MaTepiaiB 0€3 CyTT€BOrO 30LUIbIICHHS HAaBAHTAXCHHS Ha
GPU.

Jnst piHanbHOI XyAO0XKHBOT OOpOOKM 300pa’K€HHS BHKOPHUCTAHO CHUCTEMY
noctoOpodku URP Volume. Bukopucranas edexTiB mocToOpoOKH T03BOJIUIO
MIJBUIIUTH BI3yaJIbHY BHUPA3HICTh CIIEHU 0€3 HEOOX1JHOCTI 3aCTOCYBaHHS CKJIQJHHUX

Mozesnel ocBiTieHHs. OCHOBHI Bi3yasibH1 €()EeKTH HaBeAeHO B Tad. 3.4.

Tabmuus 3.4
Buxopucrani epextu noctoOpoOKku 300paskeHHs
Edexr [Ipr3nayeHHA BizyaibHuii pe3yiabTaTt

Bloom [lincBiuyBaHHA AckpaBux | @opMyBaHHs CBITIHHS HABKOJIO
00’€KTIB OCBITJICHUX €JIEMEHTIB

Color Grading Kopexkrist Kob0poBoi [TocuneHHst KOHTPACTHOCTI Ta
najgiTpu HACUYEHOCTI CLIEHU

Vignette 3atemMHeHHs KpaiB ekpana | KoHnenTparis yparu

KOPHUCTYBaua Ha IEHTP1 CLICHH

Motion Blur Po3mutrs pyxy [TincuneHHs BIAUYyTTA
IIBUIKOCTI
Tone Mapping Kinemarorpadiuna dopmyBaHHs OLIBII TPUPOTHOT

ACES KOPEKLIS KOJIbOPY NaJITPU OCBITICHHS
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3actocyBanHs edekty Bloom 103BOSIUIIO CTBOPUTH M’SIKE CBITIHHS HABKOJIO
ACKpaBUX 00’€KTIB CLIEHH, 30KpeMa (hap aBTOMOOLTIB Ta eleMeHTiB iHTepdeiicy. s
Kopekuii konbopoBoi manmitpu BukopuctaHo pexxum ACES Tone Mapping, skuii
3a0e3nedye OuUTbII KiHeMarorpadiuHe BiIOOpaK€HHS KOJBOPIB Ta MOKpAILye
KOHTpacTHICTh low-poly cepenoBuma. Edexr Motion Blur BukopuctoByerbest nms
M1JICUJICHHSI BIAYYTTS NIBUIKOCTI pyXYy, a Vignette KOHIIEHTpY€E yBary KOpucTyBada Ha
IIEHTPAJIbHIN 001acTi eKpaHa.

@diHanbHUN Bi3yaJIbHUM pe3ynbTaT TMichs 3acTocyBaHHsS koHBeepa URP Ta

e(eKTiB MocToOpOoOKH HaBEIEHO Ha puc. 3.6.

FAY N4
PLAY GAME
NEXT CAR

| PREVIOUS CAR}

LEADERBOARDS |

QUIT GAME

Puc 3.6 ®inanpHuil Bi3yadbHUM BUTIISA TPU MICTS 3aCTOCYBaHHS (PUIHTPIB Ta e(DEKTIB

MOCT-00pOOKH

Hapenene 300pakeHHSI JAEMOHCTPY€E MiJCYMKOBUHN BUIJISI TOJIOBHOI CLIEHH
3aCTOCYHKY IICIIsl HAJIAITYBaHHS OCBITJICHHS, MaTepialliB Ta CUCTEMH TTOCTOOPOOKH.
Buxopucranns low-poly rpadiku y noeananni 3 URP go3Bonusno 3a0e3neuntu BUCOKY
YITKICTh €JIEMEHTIB CEepeOBUINA Ta CTAOUTbHY NPOAYKTHUBHICTh HAaBITH T dac
aKTUBHOTO PyXY CIIECHHU.

PeanizoBana rpadiuna migcucrtema 3abesnedye e(PeKTUBHE BUKOPUCTAHHS
pecypciB TpadgigHOro mporecopa Ta MIATPUMYE CTaOUIbHY YacTOTy KaJpiB il Yac
BUKOHAaHHS irpoBoro mpornecy. Bukopucranns Universal Render Pipeline,

ONTUMI30BAaHUX HAJAIITyBaHb OCBITJIEHHS Ta CHUCTEMH ITOCTOOPOOKH JO3BOJIUIIO
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chopMyBaTH UUTICHUM Bi3yaJdbHUN CTUIb 3aCTOCYHKY Ta MIJABUIIUTH SIKICTh

CIOPHUHHSTTS ITPOBOTO CEPEIOBUIIA KOPUCTYBAUEM.

3.4 Peaqizauis inrepgeiicy kopucrysaya(UI) Ta inTterpauis

KacTOMHuX wipudTis

[aTepdeiic kopucTyBaya € OJHUM 13 KIIFOUOBUX KOMITOHEHTIB 1HTEPAKTUBHOIO
MpOrpaMHOro 3a0e3MeyYeHHs, OCKUIbKM 3a0e3rnedye B3aeMOJII0 KOpPUCTyBaya 3
GyHKIIOHATPHUMU MOXJIMBOCTSIMH CHUCTEMHU Ta BIUIMBAE HA 3arajbHE CHPHUUHSITTS
irpoBoro mnporecy. s 3actocyHkiB xaHpy «Endless Runner» BaxinuBo 3abe3neuntu
MIHIMAJIbHE NIEPEBAHTAXKEHHSI €KPAaHHOT'O MPOCTOPY, OCKIIBKH HAUIMILIOK I'padiuHuX
€JIEMEHTIB YCKIAIHIOE CHPUMHSATTS JUHAMIYHOI CIEHHM Ta 3HIDKYE KOMQOpT
KEepyBaHHsI TPaHCIOPTHUM 3aco0oM. Tomy miJ yac po3poOku iHTepdeiicy OCHOBHY
yBary OyJo MpUIIEHO KOMITAKTHOCTI €JIEMEHTIB, BUCOKIN YNTAaOEIbHOCTI TEKCTY Ta
IIBUJIKOMY JIOCTYIY 10 OCHOBHUX (hyHKIIH rpu [8, 12, 17].

Jns peanizariii rpadiunoro intepdeiicy Bukopuctano cuctemy Unity UL (uGUI)
y noennanHi 3 TextMeshPro, sxuii 3a06e3medye BUCOKOSKICHHN PEHICPUHT TEKCTY Ta
MIATPUMKY KacTOMHHMX mpudTiB. ApxiTekTypa iHTepdelicy modyaoBaHa 3a
MOJIyJIbHUM TIPUHIIMIIOM, 110 JO3BOJISIE OKPEMO KEePYBAaTH CTaHAMU TOJIOBHOTO MEHIO,
IrpOBOI CIICHH Ta MaHeNl 3aBepIieHHs rpu. [lepeMukaHHs Mk eKpaHaMU BUKOHY€EThHCS
LEHTPaJII30BaHO uepe3 mnporpaMHuid mMoaysib GameManager, sikuii akTUBYe abo
neaktuBye BinnoBiaHi Ul-maHeni 3aaeXHO Bl IOTOYHOTO CTaHy 3aCTOCYHKY.

[1iy1 yac akTUBHOT IrPOBOI cecii Ha eKpaHi B1A0OpaKaroThCs JINIIE HAaHBaXKTUBIIII
€JIeMEHTH 1HTep(eiicy — MYMIbHUK HaOpaHux OaiB Ta 1H(OpMalis Npo NOTOYHUI
ctad rpu. Ilicna ¢ikcamii 31TKHEHHS TPAHCIOPTHOTO 3aco0y CHUCTEMa MEepPEeBOIUTH
3acTocyHOK y ctaH Game Over, 3ynuHs€ IrpOBUM MpOLIEC Ta aKTUBYE BIAMOBIAHY
MaHelNb B3a€EMOJIIT 3 KOPUCTYBAUEM.

30BHIIIIHIM BUTJISA] BIKHA 3aBEPIICHHS ITPOBO1 Cecii HaBeeHOo Ha puc. 3.7.
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GAME OVER

DIESIIFANCEN 0/0/0.0/7:X

Puc. 3.7 I'padiunuii inTepdeliic BikHa 3aBepiieHHs 1rpoBoi cecii (Game Over)

Sk mokaszaHo Ha puc. 3.7, maHeNb 3aBEPIICHHS I'PU MICTHTD TOJIE BiIOOpaKeHHS
pe3yibTaTy, €JIeMEeHT BBEACHHS HIKHEWMY KOpHCTyBaua Ta HaOip (yHKIIOHATHHUX
KHOTIOK I 30€pEKEHHS PEKOPAY, MOBTOPHOTO 3alyCKy T'pH, BIIAKPUTTS TaOJUII
JiAepiB 1 MOBEPHEHHS J0 TOJIOBHOTO MeHIO. Taka cTpykTypa inTepdeiicy 3ade3nedye
MIBUKY B3a€EMOJIII0 KOPHUCTYyBaya 13 CHCTEMOIO 0e3 HEOOXITHOCTI MEepexoay MIiX
JI0JTATKOBUMH €KpaHaMHU.

OcCHOBHI KOMIIOHEHTH 1HTepdeiicy KOopucTyBada Ta iX (YHKI[IOHAJIbHE

MIPU3HAYCHHS HaBeJACHO B Ta0JI. 3.5.

Tabmus 3.5
OcCHOBH1 KOMITOHEHTH 1HTEPPENCY KOpUCTyBada 3aCTOCYHKY
KomnonenT Ul [Ipu3HauenHs
Main Menu ['onoBHE MeHIO 3amycKy IpH Ta HaBiraiii
Score Counter Bino6paskeHHs MOTOYHOTO PE3yJIbTaTy
Game Over Panel [Tanens 3aBepiieHHs ITPOBOI cecii
Input Field BBeneHns HikHEMY KOpUCTyBava
Leaderboards Panel Binobpaxxenns Tabnuili peKopiB
Buttons UI KepyBanus QpyHKIisIMH 3aCTOCYHKY
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[IporpamHa o00poOka HaTHCKaHb KHOINOK peajli3oBaHa 4Yepe3 CHUCTEMY
UnityEvent, mo no3Bosse 3B’si3yBaT UI-KOMIIOHEHTH 3 BIANOBIIHMMHU METOJaMU
MIPOTPaMHOI JIOT1KM 0€3 BUKOPUCTAHHS CKJIAIHUX MEXaHI3MIB py4yHOT 0OpOOKH MOTIi.
Takuii miaxin 3a0e3neuye rHyYKICTh MOAHPIKalii IHTepdency Ta CIPOLLY€ MIATPUMKY
IPOrpaMHOTrO KOJTy.

BaxmuMm etanom peanizanii Ul crana iHTerparis kacromHoro mpudty Rubik
Mono One Regular, sikuii BAKOPUCTOBYETBCS JIJISl B1I0OPa’KEHHS 3ar0J0BKIB, KHOIIOK
Ta JUHAMIYHUX TEKCTOBUX €JEeMEHTIB iHTep(deiicy. BuxopucranHs craHmapTHUX
pactpoBux wmpudTie Unity nOpuU3BOAUTH A0 BTPATH UITKOCTI TEKCTYy IiJI Yac
MaciTadyBaHHs a00 3MIHM PO3AUIBHOT 3/aTHOCTI €KpaHa. JlJii YCyHEHHS LIbOTO
HenomKy mpudt Oyno koHBeproBaHo y ¢gopmar TMP Font Asset 3a momomororo
BHYTpilIHbOrO 1HCTpyMeHTY TextMeshPro Font Asset Creator.

VY npormeci renepartiii mpudTOBOrO Pecypcy 3acTOCOBAHO TexHoJoriro Signed
Distance Field (SDF), sika 3a0e3nedye BeKTOpOmnoaiOHE BiOoOpa)ke€HHS CUMBOJIIB
HE3aJIeXKHO Bl MaciTady TekcTy. Ha BigMiHy BiJ KJIACUYHUX PACTPOBHX HIPUPTIB,
Meton SDF ¢opmye TekcTypHUil atiac BiICTaHEW 1O MEX CHUMBOJIB, IO JO3BOJISE
meiinepam  TextMeshPro BinTBoproBatH riaaki KOHTypW Jjitep 0e3 edekry
miKcemizanii.

[Tapamerpu 3renepoBanoro SDF-arnacy kactomMHOro mpudTy HaBeIeHO Ha

puc. 3.8.

Font Asset RubikMonoOne-Regular SDF (TMP_Font Asset) ®

Puc.3.8 Ilapamerpu SDF-atnacy kacromHoro mpudty B cepenonuiili Unity

Bukopucranas TextMeshPro Takoxx mo3Bonuiio peanizyBaTu J0AaTKOBI
CTHJIICTMYHI €(EeKTH TEKCTy, 30KpeMa KOHTYp, 30BHIIIHIO TiHb Ta MIJCUICHHS
KOHTPAcTHOCTI cuMBOJIiB. Le 3a06e3neunsio BUCOKY YnTabenbHICTh iHTEp(ECy HaBITh
Ha QoHl guHaMidHOrO low-poly cepemoBuia Ta MiJ Yac MIBHIKOTO IEPEMIIICHHS

CLICHU.
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Jlnst ananTauii iHTepQeicy mia pi3Hi po3aiibH1 3aTHOCTI €KpaHiB BUKOPUCTAHO
cuctemy Canvas Scaler, sika aBTomatnuHo MmacmTadye Ul-enemeHTH 3alexHO Bif
napameTpiB JucIuies. 3aBISKH IbOMY 1HTEephENHC KOPEKTHO BIIOOpakaeThCs SK Y
cragaaptHiid Full HD po3nunbHiii 3n1atHOCTi, Tak 1 Ha Ultra HD expanax 6e3 BTpaTu
SKOCT1 TEKCTY a0 nedopmariii eJeMeHTiB KepyBaHHS.

PeanizoBana cuctema KOpHCTYyBalbKOTO 1HTepdelcy 3abe3neuye 3pydHy
HaBIralio MK (yHKLIIOHATbHUMHU MOJYJISIMU 3aCTOCYHKY, CTaOUIbHE BIJOOpaKEHHS
rpaiuHUX €JEeMEHTIB Ta BHCOKY YITKICTh TEKCTOBOTO KOHTEHTY. IHTerparis
TextMeshPro Ta Ttexnomorii Signed Distance Field no3onuna cdhopmyBatu
CTHJIICTUYHO LUTICHUM 1HTepdeiic, IKUi BiMoBiAa€e 3araibHiil low-poly konuentiii rpu

Ta 3a0e3rneuye KOMPOPTHY B3a€MO/IiI0 KOPUCTYBaYa 13 3aCTOCYHKOM.

3.5 Po0ora 3i 3ByKOBHM CyNpOBOJAOM Ta ayaio-edeKTamMu

3BYKOBUH CYNPOBIJI € Ba)XJMBOK CKJIAJOBOI 1HTEPAKTUBHOIO CEPEAOBHILA
KOMIT FOT€PHOT TpU, OCKUIBKH 3a0e3meuye J0JaTKOBHM KaHall B3aEMO/IIl KOpUCTyBaya
3 MPOTPaMHOI0 CHCTEMOIO Ta CYTTEBO BIUIMBAE HA €MOIlIfHE CHPUUHATTS 1IrPOBOIO
nporecy. g nuHamidHMX 3acTocyHKIB jkaHpy «Endless Runner» aymiocucrema
BUKOHY€E HE JIMIIIEC JICKOPATHBHY, a ¥ 1H(opMaliiiHy (yHKIIiI0, CUTHAII3YIOYH IIPO
3MiHY CTaHy I'pu, HeOe3MeuH1 CUTYyalli Ta B3aEMO/JIII0 00’ €KTIB clieHu [6, 9, 12].

VY po3po0ieHoMy 3aCTOCYHKY IiJICHCTEMa 3BYKOBOTO CYIPOBOAY pealli3oBaHa
3acobamu BOynoBaHoro aymaiopymiss Unity 13 BHKOPUCTaHHSIM KOMIIOHEHTIB
AudioListener, AudioSource ta AudioMixer. Takuii maxig H03Bod€ 3a0€3II€UNTH
LEHTpalIi30BaHe KEpyBaHHS 3BYKOBUMH IOTOKaMH, THYYKE HaJalITyBaHHS
napameTpiB BIATBOPEHHS Ta ONTUMaJIbHE BUKOPUCTAHHS PECYPCIB il YaC BUKOHAHHS

IpH.
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Komnonent AudioListener BUkoHye (hyHKIIIIO BIpTyaJIbHOTO MpUiiMaya 3BYKY
Ta pO3TAIIOBAHUI HA TOJIOBHIN IrpOBiii Kamepi. Yl 3ByKOBI CUTHAJIH, 1110 TEHEPYIOTHCS
AudioSource-KOMIOHEHTaMH, Nepe1atoThCs qyepes AudioListener bi o)
ayJlIONIJCUCTEMHU ONepaliiiHoi cuctemMu. [ BIATBOpPEHHS 3BYKOBUX €(EKTIB /10
IrpoBUX 00’ €KTIB TPAHCTIOPTHUX 3aC001B, €IEMEHTIB iIHTep(ElCy Ta TPUTePiB KO3
oyno nomano AudioSource, sikuii 3a0e3neuye TUHAMIYHE BIITBOPEHHs ayJ1OKJIIMIB
3aJIE’KHO BiJI MO TeHMILIEIO.

[lin yac peamizamii aymiOCUCTEMH BHUKOPUCTAHO PEXUM TPUBUMIPHOTO
npoctopoBoro 3ByudanHs (3D Spatial Audio), 1o 103BoJIsI€ BpaXOBYBaTH MOJIOKEHHS
JDKepena 3BYKYy BIJHOCHO KaMmepu KopucTyBauda. Jliasi OLIBIIOCTI PyXOMHX
TPAHCIIOPTHUX 3aC001B aKTUBOBAHO JIOTapU(PMIUHE 3aTyXaHHS TYYHOCTI 3aJI€KHO Bij
nuctaHilii go rpaBus. Lle cTBoproe qonaTkoBUid ePeKT MpOCTOPOBOi MPUCYTHOCTI Ta
MOKpAIy€e OPIEHTAIlII0 KOPUCTYyBavya B IrPOBOMY CEPEIOBHIIIL.

OcHOBHI 3BYKOBI mojii Ta iX (yHKI[IOHaJIbHE IPU3HAYCHHS HABEJICHO B

Tabi. 3.6.

Taomung 3.6
OCHOBHI 3BYKOB1 €()E€KTH IrpOBOT0 3aCTOCYHKY

Tun 3BykoBOr0o eexTy [Ipu3HaueHHs
3BYK ABUTYHA aBTOMOOIIS dopMyBaHHA BiIUyTTs O€3MEPEPBHOTO PYXy
Ckpun muH CympoBija pi3KOTO MaHEBPYBaHHS
3BykoBuii curnan (Horn) [TonepemkeHHs Mpo HEOE3TMEUHY CUTYAIIII0
3BYK 31TKHEHHS dikcallis aBapii Ta 3aBEpIICHHS I'PU
3Byku KHOOK Ul [TinTBEpmKEeHHS B3aeMO/Ii 3 IHTepdericoM
doHOBHUIi ayA10CYTPOBIA ®opmyBaHHA aTMOc(hepu IrpoBOT0 IpoLEcy

Sk nokaszaHo B Ta0i. 3.6, 3ByKOBI €(DEKTH OXOIUTIOIOTH SIK €JIEMEHTH IrPOBOrO

mpoliecy, Tak 1 B3aeMOJIiI0 KopucTyBaua 3 iHTepdeiicom. Takuii miaxin 3abe3nedye
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LUTICHICTh ayAl0CepeOBUINA Ta IMiJICUIIIOE 3BOPOTHUHN 3B’SI30K MK KOPUCTYBayeM 1
CHCTEMOIO.

JIJist 1IeHTpasi30BaHOr0 KEepyBaHHS 3ByKOBMMHU MOTOKaMU 3acTocoBaHo Audio
Mixer, y sKOMY CTBOPEHO OKpeMI Ipylu IJid 3BYKOBUX €(EKTIB Ta (HOHOBOTO
cyrnpoBony. lle 1o03Bojisie HE3aJIeKHO PETYJIIOBATH PIBEHb TYYHOCTI OKPEMHUX
KaTeropid ayaio Ta CHpoIlye ToAaJbllle MaciTa0yBaHHA (PYHKIIIOHAJIBHOCTI
3acTocyHKy. KpiMm toro, Bukopucranug Audio Mixer 3a0e3neuye miaATpUMKY HUPPOBOi
0OpoOKHM CUTHATy, BKIIOUAIOUM 3MIHY DPIBHSI T'YYHOCTI, KOMIIPECII0 Ta (PuLIbTpaIlito
3BYKY.

[TporpamHe BiATBOPEHHS ay/Ii0 IHTETPOBaHE OE3MOCEPETHBO B JIOTIKY OCHOBHUX
KJIaciB 3aCTOCYHKY. Il UKIIYHUX 3BYKIB, TAKHX SK po0OOTa JBUTyHA aBTOMOO1JIS,
BUKOPUCTOBYEThCSI pexuM Loop, skuil 3a0e3nedye Oe3nepepBHE BiATBOPEHHS
ayIIOKJIIITy TPOTATOM irpoBoi cecii. st kopoTkodacHUX e(PEeKTiB 3aCTOCOBAHO METO/T
PlayOneShot(), sikuii 103BOJIIE BIATBOPIOBATH OKpeMi 3BYKH 0€3 TIepepuBaHHs
OCHOBHOI'O ayA10MOTOKY.

Buxopucranns PlayOneShot() € momiapHuM 3 MOTISAY ONTUMI3AI] mam’sTi,
OCKUJIBKH 1€ METOJi HE€ CTBOPIOE JO0JATKOBUX ek3eMIuLsipiB AudioSource Ta He
notpedye AUHAMIYHOTO TyONIOBaHHS ayAiOKOMIIOHEHTIB Yy CII€Hi. 3aBISKH IbOMY
3MEHIIYETHCS PHU3UK HAJJIUIIKOBOTO BUKOPUCTAaHHS OMNEPAaTUBHOI MMaM 4TI Ta
BUKJIFOYA€THCSI HAKOMMUYEHHSI HEBUKOPUCTOBYBAHUX ay/11000’€KTIB MiJl 4aC TPUBAIHUX
ITPOBUX CECIH.

J17ist 3MEHIIIEHHS! HABAaHTA)KEHHS Ha CUCTEMY BCl ayaiodaiinu 0yIio monepeHbo
ontuMizoBaHo. KopoTki 3BykoBi edektu immoproBaHo y ¢dopmari WAV 13
MIHIMAQJIBHOIO 3aTPUMKOIO BIATBOPEHHS, TOMAlI $K TpuBajli (OHOBI KOMMO3UIIIT
BUKOPUCTOBYIOTh cTUcHEeHHa Ogg Vorbis. Takuit miaxia 103BOJIUB 3MEHIIUTH PO3MIP
pecypciB MPOEKTY Ta 3a0e3MeuuTH cTabiibHy poOOTy ayniomicucTeMu Oe3 BTpaTu
SKOCTI1 3ByYaHHS.

PeanizoBana cucrema 3BYKOBOI'O CYIpPOBOIY 3a0e3leuye CHHXPOHI3ALI0
aynioeeKTiB 13 MOISIMH IrPOBOTO MPOIIECy, Popmye MisTicHy aTMOCc(heEPY 3aCTOCYHKY

Ta MiJABUIILYE PIBEHb 3aHYPEHHSI KOPUCTyBaya y BipTyajbHE cepenoBuiie. [HTerpaiis
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MPOCTOPOBOTO  3BYYaHHS, IICHTPATi30BAHOTO KEpPyBaHHS ayJIiONOTOKAMH  Ta
ONTUMI30BaHUX METOJIB BIATBOPEHHS JT03BOJIMIIA CTBOPUTHU CTAOLIBHY Ta e(DEKTUBHY

ayiOIMICUCTEMY, SIKa BiJIIOBIJIa€ BUMOTaM CYYaCHHMX IHTEPAaKTUBHHUX 3aCTOCYHKIB.

3.6 InTerpania SQLite 1151 BUBeIeHHS Ta0JIMIIi peKOPAiB

OaHuM 13 BaXJIMBHX KOMIIOHEHTIB IIpOBUX 3acTOCYHKIB »kaHpy «Endless
Runner» € cucrema 30epekeHHS Ta BIIOOpaKEHHS pPE3YJIbTAaTIiB KOPHCTYBayiB.
HasiBHiCTh J1OKanbHOI TaONMIII PEKOPJIB TIJBHUINYE MOTHBAIID JO MOBTOPHOIO
NPOXOJKEHHS T'pu Ta 3a0e3leuye HAKONMWYEHHS CTAaTUCTUKH IrpoBux ceciid. s
peanmizalii 1i€i migcucTeMu B 3acTOocyHKY Bukopucrano pensiiiiny CKBJ[ SQLite,
iHTerpoBany 6e3nocepeaHro B cepenonuiie Unity [20-23].

Bzaemogis 3 6a3010 maHux pearnizoBaHa 3acobamu 610mioTrek Mono.Data.Sqlite
ta System.Data mnardopmu .NET. baza ganux npencrapieHa JIOKaJbHUM (aitioM,
KU aBTOMAaTUYHO CTBOPIOETHCA B 1UpeKTopii Application.persistentDataPath mig wac
nepmoro 3amycky rpu. lle 3a0esmeuye aBTOHOMHICTH POOOTH 3aCTOCYHKY Oe€3
BUKOPHUCTAHHS 30BHIIIHHOIO CEPBEPHOTO MPOrPAMHOIO 3a0€3MeYeHHS.

[IporpamHa apxiTekTypa HIACUCTEMH IMOOYyJOBaHA HAa BHUKOPUCTAHHI Kjacy
DatabaseManager, sskuii BIAMOBIAa€ 3a BIAKPHUTTS 3’ €THaHHS, BUKOHAHHS SQL-3anuTiB
Ta TepenaBaHHs pe3yibTaTiB 10 rpadiyHoro iHTepdeiicy Unity Ul. OcHoBHOIO
byHKIIIE0 KiTacy € BUOIpKa Halkpammx pe3yibTaTiB 13 Tabmumimi Leaderboard ta ix
BIIOOpakeHHsT Yy BIKHI pekopjiB. dparMeHT MNpOrpaMHOi peamizaiii aJropuTMmy

BUOIpku AaHuXx 13 6a3u SQLite HaBeneHo Ha puc. 3.9.

lic List<ScoreEntry> GetTopScores()

List<ScoreEntry> scores = new List<ScoreEntry>();
sing (var connection = new SqliteConnection(connectionString))

connection.Open();
using (var command = connection.CreateCommand())

command . CommandText = "SELECT name, score FROM Leaderboard ORDER BY score DESC LIMIT 10;";
using (IDataReader reader = command.ExecuteReader())
{
while (reader.Read())
{
scores.Add(new ScoreEntry(reader.GetString(0), reader.GetInt32(1)));

return scores;

}
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Puc. 3.9 IIporpamuuii anroput™ BUOIpKH Ta 3UUTYBaHHS PE3YIbTATIB

13 06a3u ganux SQLite

Sk noka3zaHo Ha puc. 3.9, oTpuMaHHs pe3yJbTaTIB BUKOHYEThCS uepe3 SQL-
3aUT 13 COPTYBaHHSAM 3a CHaJaHHSAM 3HAYCHHS Score Ta OOMEXKEHHSM KiIbKOCTI
3anuciB omepatopoM LIMIT 10. BuxopuctanHs Takoro miaxoay JIO3BOJISIE
MIHIMI3yBaTH 0OCST BHOIPKM Ta CKOPOTHTH HAaBAaHTAXXEHHS Ha ONEpaTHUBHY IaM’SITh
i 9ac popmyBaHHs TaOJIUII PEKOP/IB.

OcHoBHi SQL-omnepaiii, peanizoBaHi B miacuctemi SQLite, HaBeaeHO B

Tadi. 3.7.

Taomung 3.7
OcHoBHi SQL-3anuTu mijicucTeMu TaOJIHI PEKOPAIB

[Tpu3HnauenHs oneparirii SQL-3anut
CrtBOpeHHs Tadu1 CREATE TABLE IF NOT EXISTS Leaderboard
pEKOpiB (...)
JlonaBaHHSI HOBOTO INSERT INTO Leaderboard (player name, score,
pe3yabTary date_achieved) VALUES (...)
Otpumanns TOII-10 SELECT name, score FROM Leaderboard ORDER
pe3yJbTaTiB BY score DESC LIMIT 10
Bunanennd 3anucis DELETE FROM Leaderboard
Omnosnenns crpykrypu bJI | ALTER TABLE Leaderboard ...

Buxonanus 3anuty 3aiiicHioeThest uepe3 00’ ekt SqliteCommand, micist goro
pe3yabTaTh 34UTYIOThCsS 3a aomnoMoroto IDataReader. ¥V mporieci BUKOHaHHS HUKITY
reader.Read() mporpama mOCIITOBHO OTPUMY€ TEKCTOBE 3HAYCHHS HIKHEMMY
KOpPHUCTYBaya Ta YUCJIOBUM pe3ybTaT irpoBoi cecii. OTpumaHi gaH1 NEepEeTBOPIOIOTHCS
y CTpykTypu Ttumy ScoreEntry Ta 3amucyloTbcs A0 JIUHAMIYHOTO —CIIHMCKY
List<ScoreEntry>, skuii Hamaqi BUKOPHUCTOBYEThCS sl (OPMYBAaHHS EJIEMEHTIB
iHTEepdeicy.

BaxnuBuM acnekTom peanizaiii € KOPeKTHE KepyBaHHS MIJKIIOYEHHSMH J10

0a3u nanux. J{ns ynukaeHHs OnokyBaHHs (aiimy SQLite BUKOPUCTaHO KOHCTPYKIIIIO
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using, sika aBTOMaTUYHO 3aKPUBAE 3’ €IHAHHS Ta 3BUIbHSIE PECYPCH MICIIS 3aBEPILICHHS
BukoHaHHs SQL-komanz. Lle no3Bosnse 3a6e3neunT cTabiTbHY POOOTY 3aCTOCYHKY
HaBITh MpHU 0araTopa3zoBOMY BIAKPUTTI TAOJIHII PEKOPAIB MPOTITOM OJIHIET IrpOBOT
cecli.

[Ticns 3aBepiieHHss 0OpOOKM NTaHWX BUKOHYETHCS JWHaMiuHE (HOPMYBaHHS
esieMeHTiB Tabnuii pexkopaiB y cepeaouini Unity Ul [y 11boro BUKOPUCTOBYETHCS
Hablp TextMeshProUGUI-koMmoHeHTIB, fKi  3alOBHIOIOTHCS  OTPUMaHUMU
3HAUEHHAMH HIKHEHMY Ta paxyHKy. BigoOpakeHHs 3amuciB 3iHCHIOETHCS Y
BEPTHKAIBHOMY KOHTEHHEpi 3 aBTOMAaTUYHHUM KOMIIOHYBaHHSIM  €JIEMEHTIB
iHTepdeicy.

BizyanbHe BimoOpaxkeHHsT TaONMUIll PEKOPAIB KOPUCTYBadiB HABEJACHO Ha

puc. 3.10.

O T0NSICORE'S

Puc. 3.10 BizyanbHe Bij10OpaykeHHs TaOJIMIIl pEKOPAIB KOPUCTYBaUiB Y rpadiuHOMY
1HTEpPeEicl rpu

Sx mokazano Ha puc. 3.10, iHTepdeiic TabmuIll pEeKOpAIB peayli3oBaHUN y
enuHOMY cTwil 3 HIMMHU Ul-koMnoHeHTamMu 3acTOCYHKY. J1ist BioOpakeHHs TEKCTY
BUKOpHCTaHO KacToMHui mpudt Rubik Mono One uepes cucremy TextMeshPro, o

3a0e3nedye BUCOKY YITKICTh CUMBOJIIB HE3AJIEKHO BiJl pO3UIHHOT 3JaTHOCTI €KpaHa.
[Tix gac peanizaiiii TaGauUIl PEKOP/IIB OCOOJIUBY yBary MpUALICHO MIBUIKOIIL
nigcucteMu. OCKUTbKH BHOIpKa JaHUX BUKOHYETHCS JIOKAJIHHO Ta MICTUTH OOMEKEHY
KUIBKICTh 3amlMCiB, 3aTPUMKHU TPH BIJIKPUTTI BIKHA PEKOPIIB MPAKTHYHO BIJICYTHI.
Kpim Toro, Bukopuctanus SQLite 703BoJisie TapaHTyBaTH IUTICHICTD 30€pemeHHX

JAHUX 1 MATPUMY€E BUKOHAHHS TPpaH3aKIIii BianoBigHo 10 ctanaapty ACID.
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PeanmizoBana migcuctema SQLite 3a0esnedye craliabHEe 30€peKeHHS
pe3yNbTaTiB KOPHUCTYBadiB, MBUIKE (pOopMyBaHHS TAOJIUINl PEKOPAIB Ta €PEKTUBHY
iHTerpanito 3 rpadgiuaum inrepdericom Unity. BukopuctanHs JIOKalbHOT peisiiiiHol
0a3u JaHUX JO03BOJIMJIO CTBOPUTH aBTOHOMHMM MEXaHi3M OOpOOKH pe3yJbTaTiB 0e3
JIOJIATKOBUX CEPBEPHUX KOMIIOHEHTIB Ta 3a0€3MeYUTH BUCOKY MPOAYKTHUBHICTH

pOOOTH 3aCTOCYHKY.
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4. TECTYBAHHA TA IEMOHCTPALIA POBOTHU

3ACTOCYHKY

4.1 Metoauka Ta pe3yJIibTATH TECTYBAHHS irPOBHUX MEXaHIK i

reiMILICIO

3aBeplIaJbHUM €TalloM PO3POOKU IFPOBOIO 3aCTOCYHKY CTalO KOMILUIEKCHE
TECTyBaHHS MPOTPAMHUX KOMIIOHEHTIB, MEXaHIK TeiiMIuieto, rpadiunoro iHTepdeicy
Ta MIACUCTEMHU 30€epekeHHs pe3ynbTaTiB. OCHOBHOIO METOI0 TECTyBaHHs Oyia
nepeBipka cTabUTbHOCTI (DYHKLIOHYBAaHHS 3aCTOCYHKY I 4Yac TPHUBAJIUX ITPOBUX
CEeCii, OIlIHIOBaHHS KOPEKTHOCTI B3aEMOAII MDK MPOTPaMHUMU MOJIYJISMHU Ta
MIATBEP/KEHHS BIANOBIIHOCTI Peayli30BaHOI CHUCTEMHM (PYHKIIOHAJIBHHUM BUMOTaM,
chopMOBaHHMM Ha eTarn npoekTyBaHHs [8, 12, 20].

TecTyBaHHS BUKOHYBAJIOCS Ha MEPCOHATBHOMY KOMIT IOTEp1 MijJ KepyBaHHAM
omnepauiiiHoi cucteMu Windows 13 BUKOpPHUCTaHHSM BOYJIOBaHHUX 3ac00iB
npodimoBanus Unity Profiler Ta Runtime Debug Tools. I[lepeBipka oxoruoBana
MEXaHIKy reHeparlii cepejoBHINa, PYyHKIIOHYBaHHS TPAHCIIOPTHOTO TpadiKy, CUCTEMY
00poOku komizidd, Ul-koMmoHeHTH, BiOOpa)KeHHS TaONHIll PEKOpAiB Ta pPoOOTY
aymiomjacuctemMu. OcoOnuBa yBara TpUAUISAIAcs CTaOLILHOCTI YacTOTH KaJipiB,
BIJICYTHOCTI BUTOKIB I1aM’SIT1 Ta KOPEKTHOCTI BUKOHaHHs SQL-3anutiB 10 SQLite.

[TouaTkOBUM e€TaroM TeCcTyBaHHs cTaja MepeBipka poOOTH TOJOBHOIO MEHIO
3aCTOCYHKY Ta Me€XaHi3My BHOOpY TpaHcropTHOro 3aco0y. Ilicis 3amycky nporpamu
KOPHCTYBa4 MEPEXOJUTh 0 CTapTOBOTO €KpaHa, A€ JOCTYIHI OCHOBHI E€JIEMEHTH
KEepyBaHHS: 3aIyCK I'pU, IEPEMHUKAHHS aBTOMOOLIIB, BIIKPUTTS TabJIUIl PEKOP/IiB Ta
3aBEpIICHHS POOOTH 3aCTOCYHKY. llepeMuKaHHS MiX MOAENSIMU TPAHCIOPTHHUX
3ac00iB BUKOHY€ETHCS 0€3 Tepe3aBaHTAXEHHS CIICHH NMUITXOM JTWHAMIYHOT aKTHBAITil
BIAMOBIAHUX pedaldiB.

Ha puc. 4.1 HaBeneHo iHTep(deiic rOJIOBHOIO MEHIO 3 PEATI30BAHOK CUCTEMOIO

BUOOpPY aBTOMOOLIS.
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Puc. 4.1 I'onoBHE MeHIO I'pH Ta cucTeMa BUOOPY TPAHCTIOPTHUX 3aC001B

Sx mokazaHo Ha puc. 4.1, iHTepdeiic moOynoBaHUN y €IUHOMY CTHIIL 3
BUKOpHUcTaHHAM TexHouorii TextMeshPro ta kactomuoro mpudty Rubik Mono One.
[Tig gac TecTyBaHHS MiATBEPMKEHO KOPEKTHE MEPEMUKAHHA MOJENel aBTOMOOLIB,
BIJICYTHICTh 3aTPUMOK TIPM OHOBJIEHHI CIIEHM Ta cTaOuibHe BimoOpaxenHs Ul-
€JIEMEHTIB Ha PI3HUX PO3UIBLHUX 3/IaTHOCTSIX €KpaHa.

HactynHuM etanmom cTano TeCTyBaHHS O€3MOCepeHBOr0 IrPOBOTO MPOIECY.
[lepeBipka BHKOHYBaJlacs IIiJl 4ac TPUBAJIUX CeECii 13 O€3MEPEpBHOIO T'E€HEPAIIIEI0
JIOPOXKHIX CErMEHTIB, TPAHCHOPTHUX 3acO0IB Ta JIEKOPATUBHUX EJIEMEHTIB
cepenoBuila. byno miaTBEepIKEHO KOpEeKTHY poboty anroputmy Object Pool, sxwuii
3a0e3reuye TOBTOPHE BHUKOPUCTAHHS OO0’€KTIB 0€3 CTBOPEHHS JIOJaTKOBHX

eK3EeMIUISIPIB Y TaM’SITi.
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OCHOBHI pe3yJbTaTH TECTYBaHHSA MEXaHIK redMILIeI0 HaBeIeHo B Tao. 4.1.

Taomung 4.1
Pe3ynbraTy TeCcTyBaHHS ITPOBUX MEXaHIK 3aCTOCYHKY
) . daxkTnunui
KomnoneHT TecTyBaHHS OuikyBaHU pe3yIbTaT
pe3yabTar

["enepartis 1OpOKHIX
CErMEHTIB

besnepepsHe popMyBaHHS
Tpacu

[Iparrtoe cTabinbHO

Object Pool

Bincytnicts 3arpumok 1 GC-
CIUIECKIB

[TinTBEpIKEHO

KepyBanust aBToMO0171€M

[InaBHE mepeMileHHs MK

[Ipawroe KOpEKTHO

cMyramu

['enepauis Al-Tpadiky Bunankose cTBOpeHHs BukonyeTbcs
MEePELIKO/T CTabUIBHO

[TigpaxyHOK O4OK besnepepBHE OHOBIICHHS [Ipamroe 6e3
paxyHKy HOMMJIOK

Collision Detection KopekTHe BU3HauEHHS [TinTBEepmKEHO

31TKHEHD

Audio System

Cunxponne BiarBopenHs SFX

3aTpUMKH BIJCYTHI

SQLite-3anutH

30epexeHHs Ta BUOIpKa
peKopIiB

[Tpartoe cTabinbHO

BizyasnbHe BigoOpa)X€HHSI OCHOBHOI ITPOBOi CII€HM IIiJI 4Yac TECTYBaHHS

HaBeJIeHO Ha puc. 4.2.
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000468

Puc. 4.2 IrpoBuii mipoiiec mij 4ac BUKOHAHHS T€CTOBOI cecil

Y mporeci TecTyBaHHS MIATBEPHKEHO KOPEKTHY pPOOOTY MEXaHIKH
nepeMiIeHHs] aBTOMOO1IA Mk cMyramu pyxy. [lepexin Mixk MO3UIISIMU BUKOHY€THCS
3a JIOMOMOTOI0 TUTABHOI 1HTEPHOJAIIi KOOpPAMHAT, [0 3a0e3ledyye MPUPOTHUN
XapakTep pyxy TPaHCIOPTHOTO 3aco0y 0e3 eekTy MUTTEBOTO TesenopTyBanHs. [1ia
gac Oararopa3oBUX MaHEBPIB HE OyJ0 3a(iKCOBaHO MOPYIICHb (Hi3UIHOI Moeli abo
HEKOPEKTHO1 B3a€MO/I1i 3 KoJlaliepamMu CLICHH.

JloaTkoBO mepeBipsiacd CTaOUIbHICTh T'eHepallii TPaHCHOPTHOro Tpadiky Ta
JEKOPaTUBHUX €JIEMEHTIB cepenoBumia. [lin 9ac TecTOBHX 3aIlyCKiB aJlTOPUTM
BUIAJKOBOT'O PO3MIIIEHHS 00’ €KTIB HE CTBOPIOBaB KOH(IIKTIB MO3UIIOHYBaHHS ab0
HakJIagaHHs Moneneit. Cuctema OYHUIeHHS Ta MMOBTOPHOI aKTHBAIII] €JIEMEHTIB YTy
dbyHKIIOHYBaTa 0€3 HAKOTTMYEHHS] HEBUKOPUCTOBYBAHHUX 00’ €KTIB Yy MaM ATi.

Oxkpemuii eTar TecTyBaHHsS OyB MPUCBSYEHUN MEPEBIPIIl MEXaHIKHU 3aBEPILICHHS
rpu Ta B3aeMojii 3 JokaabHOWO 0a3zoro manux SQLite. [licns 3iTKHEHHS aBTOMOOLISA
rpaBIlsl 3 MEPEIIKOJ0I CHUCTeMa KOPEKTHO mepeBoawiia rpy no crany Game Over,
0JIOKyBajia MOJAJIBIIUKM PpyX TPAHCIOPTHOTO 3acO0y Ta aKTHUBYBajla MOJajbHE BIKHO
3aBEpPIICHHS cecii.

[aTepdetic 3aBepiieHHs Tpy HaBeACHO Ha puc. 4.3.
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000497

A

Puc. 4. BikHo 3aBepiiieHHs Tpu 3 BIIOOPaXKEHHSIM pe3yJbTaTy Ta 3aco0aMu

30€pEKEHHS PEKOPAY

Sk mokazaHo Ha puc. 4.3, KOpUCTyBay OTPUMY€E MOKJIIMBICTb BBECTH BJIACHUI
HIKHENM Ta 30€perTu pe3yabTar y JIoKanbHii 0a3i nanux SQLite. [1ix yac TecTyBaHHsS
OyJ10 TIEpeBIPEHO CIIEHApI K 13 3aITMCOM PE3yNbTaTy, TakK 1 0e3 fioro 30epexxeHHs. B
ycix Bumnagkax SQL-3anuTH BUKOHYBAJIMCS KOPEKTHO, a HOB1 3allUCU MHUTTEBO
B1JI0Opakanucsi B TaOJNMII PEKOPHAIB MICiAs MOBTOPHOTO BIAKPHUTTS BiAMNOBIIHOIO
BIKHA.

[lin wac mpoBeneHHS TECTYBaHHA TaKOX 31HCHIOBABCS MOHITOPUHT
MIPOYKTUBHOCTI 3aCTOCYHKY. AHaII3 MOKa3aB CTaOlIbHE BUKOPUCTAHHS OIEPaTUBHOI
nam’siTi 0e3 PI3KUX CTPUOKIB HaBaHTKEHHs, WO MIATBEPIKYE €QPEKTUBHICTh
peanizoBaHoi cucteMu Object Pool Ta onTUMI30BaHOTO KOHBEEPY PEHIIEPUHTY
Universal Render Pipeline. YacTora kanpiB 3anumianacsi cTabiIbHOIO HABIThH ITiJ] Yac
TpUBAJIOro (PyHKI[IOHYBaHHS CUCTEMU TeHepallli cepeaopuina ta Al-tpadiky.

[IpoBenene TecTyBaHHS MIATBEPAWIIO MOBHY Mpale3fgaTHICTh YCiX OCHOBHUX
GyHKIIOHATPHUX KOMITIOHEHTIB TpH, CTaOUIBHICTH B3a€EMOJII MK MPOrpaMHUMU
MOIYJIIMU Ta KOPEKTHY 1HTerpaiito rpadiuyHoi, 3BYKOBOi Ta iHdOpMaIiiHOI

migcucTeM 3acTocyHKy. OTpuMani pe3yiabTaTH CBiq4aTh MpO  BiAMOBIIHICTH



66

PO3p0OJIEHOT0 MPOTPAMHOTO MPOIYKTY MOCTaBICHUM (DYHKIIIOHATBHUM 1 TEXHIYHUM

BHUMOTI'aM.

4.2 BumMoru 10 anapaTHoro Ta nporpaMHoro 3ade3ne4eHHs

CrabinbpHICTH POOOTH ITPOBOTO 3aCTOCYHKY, IIBUAKICTh 3aBAHTAXEHHS CLIEH Ta
KOopekTHe (yHKI[IOHYBaHHS rpadiuyHOi ¥ aymiomicUCTeM OE€3MOCEepPEeIHbO 3aJIeKATh
BiJl XapaKTEPUCTUK MPOTPAMHOTO Ta arapaTHOTO 3a0€3MeUEHHS I[IJTbOBOTO MPUCTPOIO.
[1ix yac mpOEKTYBaHHS Ta TECTyBaHHS I'pu OyJIO BUKOHAHO ONTHMI3aIlii0 rpadiuHuX
pecypciB, CUCTeMM TreHepailii 00 ’€KTIB Ta MEXaHI3MIB pOOOTH 3 MaM ATTIO, IO
JTIO3BOJIMIIO CYTTEBO 3HU3UTH HABAHTAKEHHS HA LIEHTPAIBHUI Tpoiiecop 1 rpadiuyHuit
ajlanTep HaBITh Mij] Yac TPUBAIMX ITPOBUX ceciid [§, 12].

Po3po06ennii 3acTOCYHOK OpIEHTOBAHUMN Ha 3aIyCK Y CEPEOBHILI OMepariitHol
cuctemu Microsoft Windows 13 miarpumkoro cydyacHux rpadgiuaux API ta 6i16miorex
Unity Runtime. Jlna 3a6e3neuenHs kopekTHoi podotu Universal Render Pipeline,
CHUCTEeMH IToCcTOOpoOKH Ta 616mioTek SQLite HeoOximHOO € miaTpuMKa DirectX 11 a6o
HOBIUX Bepciit rpadiuHoro iHTepdeiicy. [oaaTKoBO 3acTOCYHOK MOTpedye
HasIBHOCTI CHCTeMHHMX KoMmoHeHTIB Microsoft Visual C++ Redistributable, ski
3a0€e31euyoTh KOPEKTHE 3aBaHTAKCHHS HATUBHHX 0107110Tek Mono.Data.Sqlite Ta
poboty cepenopuiia BukoHaHHs .NET.

OCHOBHI BUMOTH JI0 TIPOTPaMHOTO 3a0e3NeUeHHs HaBeAeHO B Ta0m. 4.2.

Taomung 4.2
BuMoru 10 mporpaMHOTo 3a0e3nedeHHs I 3aIyCKy TPH
KommoneHnt XapakTepucTuka
OnmnepariitHa cuctema Microsoft Windows 10 / Windows 11 (64-bit)
CepenoBuiiie BukoHanusi | Unity Runtime (.NET / Mono)
I'pacdiunuii API DirectX 11 / DirectX 12 / Vulkan
Hpaiisepu GPU AKkTyanpH1 ApaiiBepu 3 niarpuMkoro Shader Model
5.0
CucremHi 010110TEKH Microsoft Visual C++ Redistributable
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[Tigcucrema 0a3 maHux SQLite uepe3 Mono.Data.Sqlite

Sk nokazaHo B Tabia. 4.2, mporpaMHa KOH(Irypailis 3aCTOCyHKY HE moTpelye
BCTAHOBJICHHS JJOJJATKOBUX CEPBEPHUX KOMITOHEHTIB a00 30BHINIHIX CYB/I, ockinbku
BCS cucTeMa 30epekeHHs JaHuX (yHKIIOHye JIoKaibHO Ha ocHOBI SQLite. Lle
J03BOJISIE CYTTEBO CIPOCTUTH TMPOIEC PO3TOPTaHHS Ta 3aMyCKy TPU HA IIJTLOBOMY
IIPUCTPOI KOPUCTYyBaya.

[Tin wac QopmMyBaHHS amapaTHUX BHMOT BpPaxOBYBAJIMCh OCOOJIMBOCTI
peamizoBanoro low-poly ctumiro, Bukopucranus koHBeepa Universal Render Pipeline,
texHotyorii Object Pool Ta onTumizoBaHMX ayniopecypciB. 3aBAsKA HEBEIUKIN
KUIBKOCTI TIOJIITOHIB MoOjeiel 1 MiHimizamii HaBaHTaxkeHHs Ha GPU 3actocyHoOk
JIEMOHCTPY€E CTaOUTbHY POAYKTUBHICTh HaBITh HA KOMIT IOTE€PaX MOYATKOBOTO PiBHSI.

JlomatkoBO cCiij 3a3HAauMTH, 110 BUKOpHCcTaHHsA matepHa Object Pool Tta
ONTHMI30BaHOT CHCTEMHM TeHepaulli OO0 ’€KTIB JO3BOJMIIO CYTTEBO 3HHU3UTHU
HABAaHTAKEHHS HA OMEPaTHUBHY MaM’ sTh 1 NEHTPAIBHUMA MPOIECOp il Yac aKTUBHOI
¢da3u reimiiero. [ToBTopHe BUKOPUCTAHHS ITPOBUX 00’ €KTIB 3aMICTh iX MOCTIHOTO
CTBOPCHHSI Ta BHJAJCHHS 3a0e3medye cTabiTbHYy dYacTOTy KaapiB 1 MiHIMI3ye
BUHUKHEHHSI  MIKpO3aTPUMOK, TMOB’s3aHUX 13 poOOoTOl0  30Mpada  CMITTA
cepenopuiia .NET. Ile ocobimBo BaxxIMBO AJ1s1 3acTOCYHKIB kaHpy «Endless Runnery,
y SKUX MIBUKICTb OHOBJICHHS CIICHU O€3MOCepeaHbhO BILTUBAE HA KOM(DOPT IrPOBOTO
MIPOIIECY Ta KOPEKTHICTh BIIOOPKEHHS JUHAMIYHHUX MEPEIIKO/I.

MiHiMalIbHI Ta PEKOMEHJ0BaH1 anapaTHl XapaKTepUCTUKH HABEACHO B TaOI.

4.3.
Taomung 4.3
ArmnapaTH1 BUMOT'H IrpOBOr'0 3aCTOCYHKY
KoMnonent MiHIMaJIBEHI BAMOTH PexomenmoBani BUMOru
[enTpanbamuii mporecop | Intel Core 13 / AMD Intel Core 15 / AMD Ryzen
(CPU) Ryzen 3, 2 sanpa, Bin 2.0 |5, 4 sanapa, Big 3.0 I'T'1g
ITo
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OnepaTrBHa IaM ’SATh 41b 8I'b

(RAM)

Bineokapra (GPU) InterpoBane GPU a6o 1 | NVIDIA GTX 1050/ AMD
I'b VRAM 3 RX 560 abo Bumie
miarpumkoro DX11

Bigeonam’sate 1I'b VRAM 2 I'b VRAM 1 Ouiblie

JluckoBuii IpoCTip 200 Mb SSD-nakonuuyBay, 200 Mb

Aynioniicucrema CymicHult ayaioangantep | Ayaioagantep i3

H1ATPUMKOIO
0araToKkaHaJbHOTO 3BYKY

[TpoBenene TecTyBaHHS MiITBEPAUIIO, IO HABITh HA MiHIMaNbHIN KOH(Iryparii
3aCTOCYHOK TMIATPUMY€E CTaOUTbHY 4YacTOTy KajipiB 0€3 KPUTUYHHX TMPOCiTaHb
NPOAYyKTUBHOCTI. HaliOinblle HaBaHTa)XXEHHS Ha CHCTEMY CTBOPIOIOTH oOleparii
PEHJEPUHTY TiHEW, MOCTOOPOOKM Ta OJHOYACHE BIAOOPAXKEHHSI BEJIUKOI KIJIBKOCTI
TpaHcnopTHUX 3aco0iB Al-tpadiky. Bomnowac 3actocyBanns Universal Render
Pipeline, oOMexxeHHs po3aunbHOI 37aTHOCTI Shadow Maps Ta onTumizaiiisi KOpyTUH
JI03BOJTHIIA YHUKHYTH TIEpeBaHTKECHHSI TpadivyHOT MiICHCTEMH.

OxpeMo cIiJl BIJ3HAYUTH HEBETUKHUM po3Mip (HIHATBHOTO MPOrPAMHOIO
npoaykry.  KoMmakTHICTP ~ 3aCTOCYHKY  3a0e3Me4yeThCsi  BHUKOPHCTAHHSIM
HU3BKOTIOJITOHAILHUX MOJEJICH, ONTUMI30BAaHUX TEKCTYp, CTUCHEHHS ay10haiiIiB y
dbopmatax WAV ta Ogg Vorbis, a Takox 3acTOCyBaHHSIM JIOKaJIbHOI 0a3u JaHUX
SQLite, mo ¢i3u4yHO mpeacTaBieHa OAHUM (halioM HEBEJIUKOro 00CAry. 3aBIsSKU
[[OMY THCTAJISIIIS TPU HE CTBOPIOE 3HAYHOTO HABAHTAXKEHHS HA IUCKOBY I1JICUCTEMY

Ta HE MOTpeOy€ CKIIAJHUX MPOUEAYP PO3TOPTAHHS.

4.3 Cxuaj IHCTAJSININHOIO MAKETY TA MPOLEC PO3rOPTAHHA

diHaTPHUM €TaroM PO3POOKH MPOTPAMHOTO MPOIYKTY CTano (GopmMyBaHHS
IHCTANAIIHHOTO TMAKeTy Ta MepeBipKka KOPEKTHOCTI PO3TOPTaHHSA 3aCTOCYHKY Ha

LITbOBUX MPUCTPOSAX KopucTyBadiB. 111 yac koMl npoekTy B cepenoBuil Unity
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nig wiargopmy Windows x64 Oyno BUKOHAHO ONTHUMI3alil0 TpadiuHUX PECYpCiB,
TEeKCTYyp, aymiodaitmiB i O010JI0TEK, IO JMO3BOJUIO CYTTEBO 3MEHIIUTH PO3MIp
KIHIIEBOIO TIPOTrPaMHOI0 MPOAYKTYy ©Oe3 BTpaTH (YHKIIOHATBLHOCTI Ta SKOCTI
BI3yaJIbHOTO BIJOOpakeHHS. 3arajbHuUM o0cAr ycix ¢ailliB 3aCTOCYHKY MiCIIs
¢biHanpHOT 30ipKu cTaHOBUTH Oin3bk0 30 Mb, 1110 3a0e3meuye mBUKe 3aBaHTAKECHHSI,
MIHIMaJIbHI BUMOTH JI0 JUCKOBOT'O MPOCTOPY Ta 3pYyUHICTh MOIMIUPEHHS MPOTPAMHOTO
mpoaykry [8, 12].

ApXITeKTypa 3aCTOCYHKY MOOyJOBaHa 3a MPUHIUIIOM aBTOHOMHOTO
JIOKaJIbHOTO BUKOHAHHS 0€3 BUKOPUCTAHHS 30BHIIIHIX CEPBEPHUX KOMIIOHEHTIB. Y Cl
HEoOXimHI pecypcu, 016mioTexku Ta 6a3za nmanux SQLite mocrtayaroTbes pazoMm i3
BUKOHYBaHMM aijoM rpu. 3aBAsSKA LIbOMY IPOTpaMHUN MPOJIYKT HE MOTpedye
CKJIQJIHOI IHCTAJNISAIIi, JOJATKOBUX HaJalTyBaHb CHCTEMHU a0 MOCTIHHOIO
MepexeBoro 3’enHaHHsA. OCHOBHI KOMIIOHCHTH 1HCTAJISIIIMHOTO IMAaKETy HaBEJICHO B

Tabin. 4.4.

Tabnuis 4.4
CxJta IHCTaSIIHHOTO TTAKETY IrPOBOTO 3aCTOCYHKY
KomrioneHT [Tpu3HaueHHs
RoadWay.exe OcHOBHMI BUKOHYBaHUMN (pailn 3aCTOCYHKY
RoadWay Data Karanor 13 pecypcamu Unity, crienamu, 1mieiiepamu,

TeKCTypamH, ayaiodaitiamu ta Ul-koMrnoneHnTamu

sqlite3.dll Junamiuna 6i0moTteka g B3aemoii 3 SQLite

MonoBleedingEdge | Cucremni 616moreku cepenoBuiia Bukonanus Mono/.NET

game_scores.db JlokanbHa 6a3za nanux SQLite m1st 30epe’keHHs PEKOP/IiB
Resources Ta JIOTIOMI>KHI KaTaJIOTH 3 KOHQITypaliiitHUMH i
StreamingAssets MYJBTUMETIMHUMHA PECypCcaMu

Ak mnokazaHo B Taba. 4.4, ycl KOMIOHEHTH MPOrPaMHOIO MPOIYKTY
pO3rOpTalOThCA JIOKAIBHO Ta (YHKIIOHYIOTh $IK €JdHAa aBTOHOMHA CHCTEMA.

OcoOnuBICTIO peali3oBaHOi apXITEKTYpU € aBTOMAaTW4YHE CTBOpEeHHs aiinmy 0a3u
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nanux SQLite y pasi ioro BiICYTHOCTI MMiJl Yac MEPILIOro 3amycKy I'pH, IO T03BOJISE
YHUKHYTH TTOMIJIOK 1HIIIaTi3a1lii Ta CIpoILy€e MepeHeCeHHs 3aCTOCYHKY.

[Ipouiec posropranHs rpu OyJ0 MaKCUMaJIbHO CHPOIIEHO JMJIS KIHIIEBOTO
KopucTyBaua. [liciig 3aBaHTa)KE€HHS apX1BY TOCTaTHHO PO3MAKYBaTH HOTO B OyIb-SKY
JTUPEKTOPII0 JIOKATLHOTO HaKOMWYyBada Ta 3amycTtuTu ¢ain RoadWay.exe. I1ig gac
cTapTy 3acTocyHKy Unity aBTOMAaTW4YHO IHIIiadi3ye Bcl HEOOX1THI O010710TeKH,
3aBaHTaXYye€ CIEHU, rpadiuHi pecypcH Ta ayJA10KOMIIOHEHTH, MICIs YOro KOPUCTyBay
HEPEXOJIUTH /10 TOJIOBHOTO MEHIO T'PH.

Jlns mepeBipku Tpane3gaTHOCTI BHUKOHAHO TECTOBI 3allyCKM Ha PI3HUX
koHirypamnisix Windows i3 KoHTposieM KopekTHOCTI iHimiami3amnii SQLite, Universal
Render Pipeline Ta mBUAKOCTI BIAKPUTTS T'OJIOBHOI CIICHH.

Pe3ynbTaTu TECTYBaHHS IIPOLECY PO3TOPTAaHHS HaBEACHO B Ta0. 4.5.

Tabmuusg 4.5
Pe3ynbTaTu TECTYyBaHHS 1HCTANSIIHHOTO aKeTy
[TapameTp nepeBipku PesynbTar

3anyck BUKOHYBaHOTO (haiiry Yenimnaui
3aBaHTaxkeHHs pecypciB Unity KopekThe
Inimiamizamis SQLite Bukonano 0e3 MOMHIIOK
ABTOMaTH4YHE CTBOpPEHHS b/ [TinTBEpIKEHO
Bino6paxenns Ul-koMIIOHEHTIB KopekThe
Po6ora aymiocucremu CrabinpHa
Yac 3anycky rpu Mo 5 cexynn
[linTpriMKa MOPTATUBHOTO 3aITyCKY [TinTBEepAKEHO

[IpoBenene TecTyBaHHS MiATBEPAWIO CTAOLIBHICTh POOOTH IHCTAIAIIIHOTO
MakeTy Ta BiJCYTHICTh KPUTHYHHX TOMHJIOK IIiJT 4aCc PO3TOPTaHHS 3aCTOCYHKY.
3aBAsSKM BUKOPUCTaHHIO JIOKajabHOI apxitekTypu Unity Ta SQLite rpa He nmotpedye
3amuCiB y cUcTeMHUM peectp Windows, BCTAHOBIICHHSI CEpBEPHUX KOMIIOHEHTIB a0o0

HaJlaHHs TIpaB ajaMiHicTpaTopa. lle 3abesneuye BHCOKY MOOUIBHICTH IMPOTPaAaMHOIO
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MPOIYKTY Ta MOXJIMBICTh MOrO0 BUKOPUCTAHHS HA IIMUPOKOMY CHEKTP1 MEPCOHAIBHUX

KOMII FOTepiB 0€3 J0JaTKOBOTO HaJaIlITyBaHHS CUCTEMHOTO CEpPEIOBHUIIIA.
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BUCHOBKMU

VY OGakamaBpchbKiii KBaidikaiiiHiii poOOTI BUPIIIEHO aKTyalbHE MPUKIAIHE
3aBJAaHHS 3 NPOEKTYBAHHS Ta MPOrpaMHOI peami3alli TPUBHUMIPHOIO I1rPOBOTO
3acTocyHKy skaHpy «Endless Runner» i3 BuKOpHCTaHHSIM TpOIEAypHOI TEeHeparlii
CepeoBHINA, MEXaHI3MIB ONTHUMI3AIll MPOAYKTUBHOCTI Ta JIOKAIHHOTO 30€peKeHHS
pe3yJbTaTiB KOPUCTYBayiB. Y MPOIECI BUKOHAHHS POOOTH JOCATHYTO MOCTABJIEHOT
METH Ta peaji3oBaHO BCi BH3HAUYCHI 3aBJaHHs, TOB’SA3aHI 3 aHAII30M IMPEIMETHOI
obnacti, TOOYIOBOIO  apXiTEKTypH  CHUCTEMH, IIPOTPAMHOI0  peasizalli€ro
(yHKI[IOHATBHUX MOAYJIIB 1 TECTYBAaHHSAM I'OTOBOI'O MPOTPAMHOTO MPOIYKTY.

[TpoBenennii ananiz ocobmmBocter xanpy «Endless Runner» mokazas, mio
3aCTOCYHKH TAaKOTO THITY XapaKTEePU3YIOThCS BHCOKOIO IHTCHCHBHICTIO OHOBJICHHS
CLIEHH, 3HAYHOIO KIJIBKICTIO AUHAMIYHUX OO ’€KTIB Ta MIABHUINEHUMH BUMOLaMHU OO
CTaO1ILHOCTI POOOTH CHUCTEM pealbHOro 4acy. Ha OCHOBI MOPIBHSJIBHOIO aHATI3y
Cy4acHHUX IrpoBHX pyIIiiB oOrpyHTOBaHO BUOIp cepenoBuina Unity, sike 3a0e3neuye
MIATPUMKY TPUBUMIPHOT Trpadiku, MOIYJIBHOI apXITEKTYpH, 3ac00iB TpOodiTIOBaHHS
MPOJYKTUBHOCTI Ta 1HTerpaiii jokaiabHoi1 0a3u nanux SQLite. Bukopuctanas MoBu
nporpamyBaHHss C#  7103BOJNMIO  peani3yBaTh  CTPYKTYpPOBaHy  apXITEKTypy
MporpaMHOro 3abe3nedeHHs] 3 PO3MOAUIOM (YHKIIIOHATBHOCTI MK OKPEMUMU
MOJTYJISIMHU.

VY xoni mpoektyBanHs noOyaoBano UML-miarpamu Ta po3poOJIeHO JOTIYHY
MOJIENTh JaHUX Ha OCHOBI JokanbHO1 TaOmuii Leaderboard. Bukopucrtanus SQLite
3a0e3Meunsio KOMIAKTHE aBTOHOMHE 30epiraHHs pekopaiB 0e3 HeoO0XiAHOCTI
MKITIOUYEHHS 30BHINIHBOTO CEPBEPHOTO CEPENOBUINA Ta JO3BOJIHIIO peaizyBaTu
IIBUJIKE COPTYBaHHS 1 BUOIpKY pe3yJibTariB 3acobamu SQL.

[IpakTuHa  peanmizailisi 3aCTOCYHKY  OXOINWJIa CTBOPEHHS  MEXaHIKU
0e3nepepBHOro0 pyxXy TPAHCIOPTHOTO 3aco0y, MPOLEIypHOI TeHepallii JT0POKHBOTO
MOJIOTHA, MEPENIKO/ 1 TPAHCIIOPTHOTO TpadiKy, a TAKOkK CUCTEMH NEPEBIPKU KOMI311
Ta 3aBepIICHHS IrpoBoi cecii. [[nsg omrumizamii poOOTH 3 BEIUKOK KiIBKICTIO

TUHAMIYHUX 00’ €KTiB 3acTocoBaHo narepH Object Pool, sikuii 703BOIMB MiHIMI3YBaTH
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BUTpPATH OMNEPATUBHOI Mam’sTI Ta 3MEHIIUTH HAaBaHTAXXEHHS HAa MEXaHi3M 300py
cmittss Unity. Ile 3a0e3neunmio cTabuTbHY YacTOTy KajJpiB 1 IUIABHICTH ITPOBOTO
Ipoliecy Mij] 4ac aKTUBHOTO OHOBJICHHS CIICHHU.

Oxkpemy yBary npujaiieHoO peaiizallii rpadgiuyHoi Ta MyJIbTUMEIIHHOI CKIa0BUX
3acTOCYHKY. Bukopucranus low-poly moxaeneit, kouBeepa Universal Render Pipeline,
texHosorii TextMesh Pro Ta ontumizoBaHux ayaiopecypciB J03BOJIUIO CHOPMYBATH
LUTICHE Bi3yaJlbHE 1 3ByKOBE CEpEIOBUIIE 31 30€pEKEHHIM BHUCOKOI IPOYKTUBHOCTI
Ha KOMIT IOTepax IOYaTKOBOTO piBHA. PeanizoBaHuii KopuCTyBalbKuil 1HTEpdeic
3a0e3neuye 3py4yHU JOCTYI 0 OCHOBHHMX (DYHKIIIM 3aCTOCYHKY, BKJIIOUAaIOYH BUOIp
aBTOMOOLJIS, 3aIyCK TPH, MEPErisiA TaOIUIll PEKOP/IIB Ta 30€peKEHHS PEe3yIbTaTiB
TICIIs 3aBEPIIISHHS 1IrPOBOi1 Cecii.

[IpoBenene  TecTyBaHHS  MIATBEPAWIIO  KOPEKTHICTH  poOOTHM  BCIX
GyHKIIOHATPHUX MOMAYJIB 3aCTOCYHKY, CTaOUIBHICTH TPOIEAYpPHOI TeHeparlii
CepeNoBUINA, MPABUIBHICTD POOOTH CHCTEMHU KOJI31H, MIJACUCTEMH 30epeKeHHs
pe3yabpTariB Ta ayaiocynpoBody. Ilig yac TecToBHX 3amyckiB HE OYJIO BHUSBJICHO
KPUTUYHUX TOMUJIOK, MOB’si3aHUX 13 poOoToro SQLite, 3aBaHTaKeHHAM TpadiaHUX
pecypciB abo (YHKI[IOHYBAaHHSIM OCHOBHHMX CII€HApIiB B3a€MOJii KOpHUCTyBada 13
CHCTEMOIO.

Po3pobnennii 3aCTOCYHOK € aBTOHOMHHMM MPOTPAMHHUM TMPOAYKTOM JIJIst
onepailiiinoi cuctemu Windows, He MOTpeOy€e CKIATHOTO BCTAHOBJICHHSI Ta MOXKE
dbyHKIIOHYBaTH y portable-pexkxumi  micist  posmakyBaHHS apxiBy. Otpumani
pe3yNbTaTH MalOTh MPAKTHUYHY LIHHICTh JJIs MOJANBIIOrO PO3BUTKY TPUBHUMIPHHX
IrPOBHUX CUCTEM PEAJIbHOTO Yacy, ONTUMI3allli MpOoIeAypHOI TeHepallii cepeoBuIIa Ta

1HTerpalii JToKaIbHUX 0a3 TaHWX Y 3aCTOCYHKAaX, CTBOpEeHUX Ha 6a31 Unity.
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JIicTHHT KOAIB CKPUNITIB

AlICarSpawner:
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class AICarSpawner : MonoBehaviour
{
[SerializeField]
GameObject[] carAIPrefabs;
GameObject[] carAIPool = new GameObject[20];
Transform playerCarTransform;

float timelLastCarSpawned = 0;

WaitForSeconds wait = new WaitForSeconds(0.2f);
[SerializeField]

LayerMask otherCarsLayerMask;

Collider[] overlappedCheckCollider = new Collider[1];

// Start is called before the first frame update
void Start()

{
playerCarTransform = GameObject.FindGameObjectWithTag("Player").transform;
int prefabsIndex = 0;
for (int i = 0; i < carAIPool.Length; i++)
{
carAIPool[i] = Instantiate(carAIPrefabs[prefabsIndex]);
carAIPool[i].SetActive(false);
prefabsIndex++;
if (prefabsIndex > carAIPrefabs.Length - 1)
prefabsIndex = 0;
}
StartCoroutine(UpdateLessOftenC0());
}

IEnumerator UpdatelLessOftenCO()

while (true)

{
CleanUpCarsBeyondView();
SpawnNewCars();
yield return wait;
}
}
void SpawnNewCars()
{

if (Time.time - timeLastCarSpawned < 2)
return;

GameObject carToSpawn = null;

//Find a car to spawn
foreach (GameObject aiCar in carAIPool)

{
if (aiCar.activeInHierarchy)
continue;
carToSpawn = aiCar;
break;
}

//No car available to spawn
if(carToSpawn == null)
return;

Vector3 spawnPosition = new Vector3(®, playerCarTransform.transform.position.y,
playerCarTransform.transform.position.z + 100);

if(Physics.OverlapBoxNonAlloc(spawnPosition, Vector3.one *2, overlappedCheckCollider,
Quaternion.identity, otherCarsLayerMask) >0)
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return;

carToSpawn.transform.position = spawnPosition;
carToSpawn.SetActive(true);
timeLastCarSpawned = Time.time;

}
void CleanUpCarsBeyondView()
{
foreach (GameObject aiCar in carAIPool)
{
//Scip active cars
if (laiCar.activeInHierarchy)
continue;
//Check if AI car is too far ahead
if (aiCar.transform.position.z - playerCarTransform.position.z > 200)
aiCar.SetActive(false);
//Check if AI car is too far behind
if (aiCar.transform.position.z - playerCarTransform.position.z < -20)
aiCar.SetActive(false);
}
}
}
AlHandler:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Diagnostics;

public class AIHandler : MonoBehaviour

{

[SerializeField]

CarHandler carHandler;
[SerializeField]

LayerMask otherCarsLayerMask;
[SerializeField]

MeshCollider meshCollider;
[Header("SFX")]
[SerializeField]

AudioSource honkHornAS;

//Collision detection

RaycastHit[] raycastHits = new RaycastHit[1];
bool isCarAhead = false;

float carAheadDistance = 0;

//Lanes
int drivingInLane = 0;

//Timing
WaitForSeconds wait = new WaitForSeconds(0.2f);

private void Awake()

{
if(CompareTag("Player"))
{
Destroy(this);
return;
}
}

// Start is called before the first frame update
void Start()
{

StartCoroutine(UpdateLessOftenC0());
}
// Update is called once per frame
void Update()
{
float accelerationInput = 1.0f;
float steerInput = 0.0f;

if (isCarAhead)
{
accelerationInput = -1;
if(carAheadDistance < 10 && !honkHornAS.isPlaying)
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{
honkHornAS.pitch = Random.Range(0.2f, 0.8f);
honkHornAS.volume = Random.Range(0.1f, 0.3f);
honkHornAS.Play();

}

}

float desiredPositionX = Utils.CarLanes[drivingInLanel;
float difference = desiredPositionX - transform.position.x;

if (Mathf.Abs(difference) > 0.05f)
steerInput = 1.0f * difference;

steerInput = Mathf.Clamp(steerInput, -1.0f, 1.0f);
carHandler.SetInput(new Vector2(steerInput, accelerationInput));

}
IEnumerator UpdatelLessOftenCO()

while (true)

{
isCarAhead = CheckIfOtherCarsIsAhead();
yield return wait;
}
}
bool CheckIfOtherCarsIsAhead()
{

meshCollider.enabled = false;

int numberOfHits = Physics.BoxCastNonAlloc(transform.position, Vector3.one * 0.25f,
transform.forward, raycastHits, Quaternion.identity, 2, otherCarsLayerMask);

meshCollider.enabled = true;

if (numberOfHits > 0)

{
carAheadDistance = (transform.position - raycastHits[0].point).magnitude;
return true;
}
return false;
}
//Events
private void OnEnable()
{
//Set radom speed
carHandler.SetMaxSpeed(Random.Range(5, 10));
//Set random lane
drivingInLane = Random.Range(®, Utils.CarLanes.Length);
}

}
CarHandler:

using UnityEngine;

using System.Collections;

using System.Collections.Generic;
using System;

public class CarHandler : MonoBehaviour
{
[SerializeField]
Rigidbody rb;
[SerializeField]
Transform gameModel;
[SerializeField]
MeshRenderer carMeshRenderer;
public MeshRenderer CarMeshRenderer => carMeshRenderer;

[SerializeField]
ExplodeHandler explodeHandler;
[Header("SFX")]
[SerializeField]

AudioSource carEngineAS;
[SerializeField]
AnimationCurve carPitchAnimationCurve;
[SerializeField]

AudioSource carSkidAS;
[SerializeField]

AudioSource carCrashAS;
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//max values

float maxSteerVelocity = 2;
float maxForwardVelocity = 30;
float carMaxSpeedPercentage = 0;

//multipliers

float accelerationMultiplier = 3;
float breaksMultiplier = 15;
float steeringMultiplier = 5;

//Input
Vector2 input = Vector2.zero;

// Emissive property

int _EmissiveColor = Shader.PropertyToID("_EmissiveColor");
Color emissiveColor = Color.white;

float emissiveColorMultiplier = Of;

// Explode state
bool isExploded = false;
bool isPlayer = true;

//Stats

float carStartPositionZ;

float distanceTravelled = 0;

public float DistanceTravelled => distanceTravelled;

//Events
public event Action<CarHandler> OnPlayerCrushed;

// Start is called once before the first execution of Update after the MonoBehaviour is created
void Start()

{
isPlayer = CompareTag("Player");
if (isPlayer)
carEngineAS.Play();
carStartPositionZ = transform.position.z;
}

// Update is called once per frame
void Update()
{

if (isExploded)
{

FadeOutCarAudio();
return;
}
// Rotate the car model "turning"
gameModel.transform.rotation = Quaternion.Euler(®, rb.linearVelocity.x * 5, 0);

if (carMeshRenderer != null)
{

float desiredCarEmissiveColorMultiplier = 0Of;

if (input.y < 0)
desiredCarEmissiveColorMultiplier = 4.0f;

emissiveColorMultiplier = Mathf.Lerp(emissiveColorMultiplier,
desiredCarEmissiveColorMultiplier, Time.deltaTime * 4);
carMeshRenderer.material.SetColor(_EmissiveColor, emissiveColor *
emissiveColorMultiplier);
}
UpdateCarAudio();

//Update distance travelled
distanceTravelled = transform.position.z - carStartPositionZ;
}
private void FixedUpdate()
{
//Is exploded
if (isExploded)
{
//apply drag
rb.linearDamping
rb.linearDamping

rb.linearVelocity.z * 0.1f;
Mathf.Clamp(rb.linearDamping, 1.5f, 10);

//Move towards after a the car has exploaded
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rb.MovePosition(Vector3.Lerp(transform.position, new Vector3(®, O, transform.position.z),
Time.deltaTime * 0.5f));

return;
}
//Apply Acceleration and Brakes
if (input.y > 0)
Accelarate();
else
rb.linearDamping = 0.2f;

if (input.y < 0)
Brake();

Steer();

//Force the car to not go backwards
if (rb.linearVelocity.z < 0)
rb.linearVelocity = Vector3.zero;

}
void Accelarate()
{

rb.linearDamping = 0;

if (rb.linearVelocity.z >= maxForwardVelocity)
return;

rb.AddForce(rb.transform.forward * accelerationMultiplier * input.y);

}
void Brake()

{
if (rb.linearVelocity.z <= 0)
return;
rb.AddForce(rb.transform.forward * breaksMultiplier * input.y);
}
void Steer()
{
if (Mathf.Abs(input.x) > 0)
{
//Move the car sideways
float speedBaseSteerLimit = rb.linearVelocity.z / 5.0f;
speedBaseSteerLimit = Mathf.Clamp@l(speedBaseSteerLimit);
rb.AddForce(rb.transform.right * steeringMultiplier * input.x * speedBaseSteerLimit);
//Normalize the X Velocity
float normalizedX = rb.linearVelocity.x / maxSteerVelocity;
//Ensure that we don't allow it on get bigger than 1 in magnitued
normalizedX = Mathf.Clamp(normalizedX, -1.0f, 1.0f);
//Make sure we stay within the turn speed limit
rb.linearVelocity = new Vector3(normalizedX * maxSteerVelocity, 0, rb.linearVelocity.z);
}
else
{

//Auto center car
rb.linearVelocity = Vector3.Lerp(rb.linearVelocity, new Vector3(0, 0,
rb.linearVelocity.z), Time.fixedDeltaTime * 3);
}
}
void UpdateCarAudio()
{
if (!isPlayer)
return;

carMaxSpeedPercentage = rb.linearVelocity.z / maxForwardVelocity;
carEngineAS.pitch = carPitchAnimationCurve.Evaluate(carMaxSpeedPercentage);

if (input.y < 0 && carMaxSpeedPercentage > 0.2f)

if (!carSkidAS.isPlaying)
carSkidAS.Play(Q);

carSkidAS.volume = Mathf.Lerp(carSkidAS.volume, 2.0f, Time.deltaTime * 10);



else

{
carSkidAS.volume = Mathf.Lerp(carSkidAS.volume, 1.0f, Time.deltaTime * 30);
}
}
void FadeOutCarAudio()
{
if (!isPlayer)
return;
carEngineAS.volume = Mathf.Lerp(carEngineAS.volume, 0, Time.deltaTime * 10);
carSkidAS.volume = Mathf.Lerp(carSkidAS.volume, 0, Time.deltaTime * 10);
}

public void SetInput(Vector2 inputVector)
{

inputVector.Normalize();

input = inputVector;

public void SetMaxSpeed(float newMaxSpeed)
{

}

IEnumerator SlowDownTimeCO()

maxForwardVelocity = newMaxSpeed;

while (Time.timeScale > 0.2f)
{

Time.timeScale -= Time.deltaTime * 0.5f;
yield return null;
yield return new WaitForSeconds(®.5f);

while (Time.timeScale <= 1.0f)

{
Time.timeScale += Time.deltaTime;
yield return null;
}
Time.timeScale = 1.0f;
}
//Events
private void OnCollisionEnter(Collision collision)
{
if (!isPlayer)
{
if (collision.transform.root.CompareTag("Untagged"))
return;
if(collision.transform.root.CompareTag("CarAI"))
return;
Debug.Log("BABAX! Bpisaeca B: " + collision.gameObject.name);
}
Vector3 velocity = rb.linearVelocity;
explodeHandler.Explode(velocity * uU5);
isExploded = true;
carCrashAS.volume = carMaxSpeedPercentage;
carCrashAS.volume = Mathf.Clamp(carCrashAS.volume, 0.25f, 1.0f);
carCrashAS.pitch = carMaxSpeedPercentage;
carCrashAS.pitch = Mathf.Clamp(carCrashAS.pitch, 0.3f, 1.0f);
carCrashAS.Play();
//Trigger event
OnPlayerCrushed?.Invoke(this);
StartCoroutine(SlowDownTimeC0());
}
}
PlayerCarSpawner:

using UnityEngine;



using Unity.Cinemachine;

public class PlayerCarSpawner : MonoBehaviour

{

[SerializeField] GameObject[] carPrefabs;

[Header("Camera")]

[SerializeField] CinemachineCamera cinemachineCamera;
[Header("Menu")]

[SerializeField] bool isMainMenu = false;

GameObject instantiatedPlayerCar = null;

int carIndex = 0;

static GameObject selectedCarPrefab = null;
Quaternion menuRotation = Quaternion.identity;

bool rotationInitialized = false;

void Start()

SpawnCar();

void Update()
{

if (isMainMenu && instantiatedPlayerCar != null)

{

instantiatedPlayerCar.transform.Rotate(Vector3.up * 20f * Time.deltaTime);
menuRotation = instantiatedPlayerCar.transform.rotation;
}
}
void SpawnCar()

{
if (instantiatedPlayerCar != null) Destroy(instantiatedPlayerCar);

GameObject prefabToSpawn;

if (isMainMenu)

{
prefabToSpawn = carPrefabs[carIndex];
selectedCarPrefab = prefabToSpawn;

if (!'rotationInitialized)

{

menuRotation = prefabToSpawn.transform.rotation;
rotationInitialized = true;

}

instantiatedPlayerCar = Instantiate(prefabToSpawn, prefabToSpawn.transform.position,

menuRotation);

PrepareCarForMenu(instantiatedPlayerCar);

}

else

{
prefabToSpawn = (selectedCarPrefab != null) ? selectedCarPrefab : carPrefabs[0];

instantiatedPlayerCar = Instantiate(prefabToSpawn, prefabToSpawn.transform.position,

prefabToSpawn.transform.rotation);

if (cinemachineCamera != null)
cinemachineCamera.Follow = instantiatedPlayerCar.transform;
}
void PrepareCarForMenu(GameObject car)
{
if (car.TryGetComponent<CarHandler>(Cout var handler))
handler.enabled = false;
if (car.TryGetComponent<Rigidbody>(Cout var rb))
rb.isKinematic = true;
}
public void OnNextCarClicked()
{
if (!isMainMenu) return;
carIndex++;
if (carIndex >= carPrefabs.Length) carIndex = 0;
SpawnCar();
}

public void OnPreviousCarClicked()

{
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if (!isMainMenu) return;

carIndex—;
if (carIndex < 0) carIndex = carPrefabs.Length - 1;
SpawnCar();
}
}
DatabaseManager:

using UnityEngine;

using System.Data;

using Mono.Data.Sqlite;

using System.Collections.Generic;

public class DatabaseManager : MonoBehaviour
{
private string connectionString;
void Awake()
{
connectionString = "URI=file:" + Application.persistentDataPath + "/GameDatabase.db";
CreateSchema();

}

private void CreateSchema()

{
using (var connection = new SqliteConnection(connectionString))
{
connection.Open();
using (var command = connection.CreateCommand())

command.CommandText = "CREATE TABLE IF NOT EXISTS Leaderboard (id INTEGER PRIMARY KEY
AUTOINCREMENT, name TEXT, score INTEGER);";
command . ExecuteNonQuery();

}
}
}
public void AddScore(string playerName, int score)
{
using (var connection = new SqliteConnection(connectionString))
{
connection.Open();
using (var command = connection.CreateCommand())
{
command.CommandText = "INSERT INTO Leaderboard (name, score) VALUES (@name, @score);";
command . Parameters.Add(new SqliteParameter("@name", playerName));
command . Parameters.Add(new SqliteParameter("@score", score));
command . ExecuteNonQuery();
}
}
}
public List<ScoreEntry> GetTopScores()
{
List<ScoreEntry> scores = new List<ScoreEntry>();
using (var connection = new SqliteConnection(connectionString))
{
connection.Open();
using (var command = connection.CreateCommand())
{
command.CommandText = "SELECT name, score FROM Leaderboard ORDER BY score DESC LIMIT
10;";
using (IDataReader reader = command.ExecuteReader())
{
while (reader.Read())
{
scores.Add(new ScoreEntry(reader.GetString(0), reader.GetInt32(1)));
H
}
}
}
return scores;
}
}

[System.Serializable]
public class ScoreEntry

{

public string playerName;



public int score;
public ScoreEntry(string name, int s)
{

playerName = name;

score = s;

}
EndlessLevelHandler:

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

public class EndlesslLevelHandler : MonoBehaviour
{
[SerializeField]
GameObject[] sectionsPrefabs;
GameObject[] sectionsPool = new GameObject[20];
GameObject[] sections = new GameObject[10];
Transform playerCarTransform;
WaitForSeconds waitForl@Oms = new WaitForSeconds(0.1f);
const float sectionLength = 26;

// Start is called before the first frame update
void Start()
{

playerCarTransform = GameObject.FindGameObjectWithTag("Player").transform;

int prefabIndex = 0;

for (int i = 0; i < sectionsPool.Length; i++)

{
sectionsPool[i] = Instantiate(sectionsPrefabs[prefabIndex]);
sectionsPool[i].SetActive(false);
prefabIndex++;
if (prefabIndex > sectionsPrefabs.Length - 1)
prefabIndex = 0;
}

for(int i = 0; i < sections.Length; i++)
{

GameObject randomSection = GetRandomSectionFromPool();

randomSection.transform.position = new Vector3(sectionsPool[i].transform.position

i * sectionLength);
randomSection.SetActive(true);

sections[i] = randomSection;

}
StartCoroutine(UpdatelessOftenC0());
}
IEnumerator UpdatelessOftenCO()
{
while (true)
{
UpdateSectionPositions();
yield return waitForl00ms;
}
}
void UpdateSectionPositions()
{

for (int i = 0; i < sections.Length; i++)

{
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.X, -10,

if (sections[i].transform.position.z - playerCarTransform.position.z < -sectionLength)

{

Vector3 lastSectionPosition = sections[i].transform.position;

sections[i].SetActive(false);

sections[i] = GetRandomSectionFromPool();

sections[i].transform.position = new Vector3(lastSectionPosition.x, -10,

lastSectionPosition.z + sections.Length * sectionLength);
sections[i].SetActive(true);



}
}
GameObject GetRandomSectionFromPool()
{

int randomIndex = Random.Range(0@, sectionsPool.Length);
bool isNewSectionFound = false;

while (!isNewSectionFound)
{
if (!sectionsPool[randomIndex].activeInHierarchy)
isNewSectionFound = true;

else
{
randomIndex++;
if (randomIndex > sectionsPool.Length - 1)
randomIndex = 0;
}
}

return sectionsPool[randomIndex];

}
EndlessSectionHandler:

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

public class EndlessSectionHandler : MonoBehaviour
{

Transform playerCarTransform;

// Start is called before the first frame update
void Start()

{
playerCarTransform = GameObject.FindGameObjectWithTag("Player").transform;

// Update is called once per frame
void Update()
{

float distanceToPlayer = transform.position.z - playerCarTransform.position.z;

float lerpPercentage = 1.0f - ((distanceToPlayer - 100)) / 150.0f;
lerpPercentage = Mathf.ClampOl(lerpPercentage);

transform.position = Vector3.Lerp(new Vector3(transform.position.x, -10,
transform.position.z), new Vector3(transform.position.x, @, transform.position.z),lerpPercentage);

}
}
CarPartHandler:

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

public class CarPartHandler : MonoBehaviour
{

AudioSource bounceAS;
void Awake()
{

bounceAS = GetComponent<AudioSource>();

}
void OnCollisionEnter(Collision collision)
{
if (!bounceAS.isPlaying)
{
bounceAS.pitch = collision.relativeVelocity.magnitude * 0.5f;
bounceAS.pitch = Mathf.Clamp(bounceAS.pitch, 0.5f, 1.0f);
bounceAS.Play();
}
}
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ExplodeHandler:

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

public class ExplodeHandler : MonoBehaviour

{
[SerializeField]
GameObject originalObject;
[SerializeField]
GameObject model;
Rigidbody[] rigidbodies;
private void Awake()
{
rigidbodies = model.GetComponentsInChildren<Rigidbody>(true);
// Start is called before the first frame update
void Start()
{
// Explode(Vector3.forward);
}
public void Explode(Vector3 externalForce)
{
originalObject.SetActive(false);
foreach (Rigidbody rb in rigidbodies)
{
rb.transform.parent = null;
rb.GetComponent<MeshCollider>().enabled = true;
rb.gameObject.SetActive(true);
rb.isKinematic = false;
rb.interpolation = RigidbodyInterpolation.Interpolate;
rb.AddForce(Vector3.up * 200 + externalForce, ForceMode.Force);
rb.AddTorque(Random.insideUnitSphere * 0.5f, ForceMode.Impulse);
//Change the tag so other objects can explode after being hit by a carpart
rb.gameObject.tag = "CarPart";
}
}
}
InputHandler:

using UnityEngine;
using System.Collections;
using System.Collections.Generic;
using UnityEngine.SceneManagement;
public class inputHandler : MonoBehaviour
{
[SerializeField]
CarHandler carHandler;
private void Awake()

{
if (!CompareTag("Player"))
{
Destroy(this);
return;
}
}
private void Update()
{

Vector2 input = Vector2.zero;

input.y = Input.GetAxis("Vertical");
input.x = Input.GetAxis("Horizontal");

carHandler.SetInput(input);
if (Input.GetKeyDown(KeyCode.P))
{

//Restore time scale

Time.timeScale = 1.0f;
SceneManager.LoadScene(ScenelManager.GetActiveScene().name);



}

LeaderboardDisplay:
using UnityEngine;
using System.Collections.Generic;

using TMPro;

public class LeaderboardDisplay : MonoBehaviour

{

}

[Header("Settings")]

public
public
public

public
{

DatabaseManager dbManager;
GameObject rowPrefab;
Transform contentParent;

void RefreshDisplay()

Debug.Log("1. RefreshDisplay BuknukaHo!");

if (contentParent == null)

{

}

Debug.LogError("MOMWIKA: He npusHayeHo Content Parent B iHcnekTopi!");

return;

foreach (Transform child in contentParent)

{

Destroy(child.gameObject);

if (dbManager == null)

dbManager = Object.FindAnyObjectByType<DatabaselManager>();

if (dbManager == null)
{

}

Debug.LogError("2. MOMWUMKA: DatabaseManager He 3HalijeHo Ha cueHi!");
return;

List<ScoreEntry> topScores = dbManager.GetTopScores();
Debug.Log($"3. OTpumaHo 3anucie 3 6asu: {topScores.Count}");

foreach (ScoreEntry entry in topScores)

{

Debug.Log($"u. Crteopwi pagok ans: {entry.playerName}");
GameObject row = Instantiate(rowPrefab, contentParent);

// Ckupaemo macwtab, 60 iHopgi UI npeabu cTawTb BenuyesHumyu abo MikpocKoniyuumu
row.transform.localScale = Vector3.one;

TMP_Text[] texts = row.GetComponentsInChildren<TMP_Text>();

if (texts.Length >= 2)

{
texts[0].text = entry.playerName;
texts[1].text = entry.score.ToString("D6");
}
else
{
Debug.LogWarning("V npeda6i ScoreRow 3HaligeHo MeHwe 2-X KoMnoHeHTiB TMP_Text!");
}

MainMenuUIHandler:

using UnityEngine;
using UnityEngine.SceneManagement;

public class MainMenuUIHandler : MonoBehaviour

{

[Header("Panels")]
[SerializeField]
private GameObject leaderboardPanel;

[Header("Scripts")]
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[SerializeField]
private LeaderboardDisplay leaderboardDisplay;

public void OnStartGameClicked()

{
SceneManager.LoadScene("Stage");
}
public void OnLeaderboardClicked()
{
if (leaderboardPanel != null)
{
leaderboardPanel.SetActive(true);
if (leaderboardDisplay != null)
{
leaderboardDisplay.RefreshDisplay();
H
else
{
Debug.LogWarning("LeaderboardDisplay He npu3HayeHo B iHcnmekTopi!");
}
}
public void OnCloseleaderboardClicked()
{
if (leaderboardPanel != null)
{
leaderboardPanel.SetActive(false);
}
}
public void OnQuitGameClicked()
{
Debug.Log("Buxig i3 rpu...");
Application.Quit(Q);
}
UlIHandler:

using UnityEngine;

using TMPro;

using System.Collections;

using UnityEngine.SceneManagement;
using UnityEngine.UI;

public class UIHandler : MonoBehaviour
{
[Header("Original UI")]
[SerializeField]
TextMeshProUGUI distanceTravelledText;
[SerializeField]
TextMeshProUGUI gameOverText;
[SerializeField]
CanvasGroup gameOverCanvasGroup;
[SerializeField]
GameObject gameOverPanel;

[Header("New Leaderboard UI")]
[SerializeField]

TMP_InputField playerNameInput;
[SerializeField]

Button saveButton;
[SerializeField]

GameObject leaderboardPanel;

CarHandler playerCarHandler;
DatabaseManager dbManager;

void Awake()
{

}

dbManager = Object.FindAnyObjectByType<DatabaselManager>();
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void Start()
{

GameObject player = GameObject.FindGameObjectWithTag("Player");
if (player != null)
{

playerCarHandler = player.GetComponent<CarHandler>();
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playerCarHandler.OnPlayerCrushed += PlayerCarHandler_OnPlayerCrushed;

gameOverCanvasGroup.interactable = false;
gameOverCanvasGroup.alpha = 0;
gameOverCanvasGroup.blocksRaycasts = false;

if (leaderboardPanel != null) leaderboardPanel.SetActive(false);
}

void Update()
{

if (playerCarHandler != null)
distanceTravelledText.text =
playerCarHandler.DistanceTravelled.ToString("000000");
}

IEnumerator StartGameAnimationC0()

{
yield return new WaitForSecondsRealtime(1.0f);
while (gameOverCanvasGroup.alpha < 1.0f)

gameOverCanvasGroup.alpha = Mathf.MoveTowards(gameOverCanvasGroup.alpha, 1.0f,

Time.unscaledDeltaTime * 2);
yield return null;
}

gameOverCanvasGroup.interactable = true;
gameOverCanvasGroup.blocksRaycasts = true;

}
void PlayerCarHandler_OnPlayerCrushed(CarHandler obj)
i
gameOverText.text = $"DISTANCE {distanceTravelledText.text}";
StartCoroutine(StartGameAnimationC0());
}
public void OnSaveClicked()
{
string name = playerNameInput.text;
if (!string.IsNullOrEmpty(name) && dbManager != null)
{
int distance = (int)playerCarHandler.DistanceTravelled;
dbManager.AddScore(name, distance);
saveButton.interactable = false;
playerNameInput.interactable = false;
Debug.Log($"<color=green>SUCCESS:</color> Saved {name} with score
}
}

public void OnLeaderboardClicked()
{
if (leaderboardPanel != null)
{
if (gameOverPanel != null) gameOverPanel.SetActive(false);
leaderboardPanel.SetActive(true);

LeaderboardDisplay display =
leaderboardPanel.GetComponent<LeaderboardDisplay>();
if (display != null) display.RefreshDisplay();
}

{distance}");



public void OnCloselLeaderboardClicked()

{ if (leaderboardPanel != null)
{ leaderboardPanel.SetActive(false);
if (gameOverPanel != null) gameOverPanel.SetActive(true);
}
public void OnRestartClicked()
t Time.timeScale = 1.0f;
) ScenelManager.LoadScene(ScenelManager.GetActiveScene().name);
public void OnReturnToMenuClicked()
{ Time.timeScale = 1.0f;
SceneManager.LoadScene("Main menu");
, }
RandomizeODbject:

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

public class RandomizeObject : MonoBehaviour

{

[SerializeField]

Vector3 localRotationMin = Vector3.zero;
[SerializeField]

Vector3 localRotationMax = Vector3.zero;
[SerializeField]

float localscaleMultiplierMin = 0.8f;
[SerializeField]

float localscaleMultiplierMax = 1.5f;

Vector3 localScaleOriginal = Vector3.one;

private void Start()

{
localScaleOriginal = transform.localScale;
}
void OnEnable()
{

transform.localRotation = Quaternion.Euler(Random.Range(localRotationMin.x,
localRotationMax.x), Random.Range(localRotationMin.y, localRotationMax.y),
Random.Range(localRotationMin.z, localRotationMax.z));

transform.localScale = transform.localScale * Random.Range(localscaleMultiplierMin,
localscaleMultiplierMax);

}
}
Utils:

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

public static class Utils

{
static float[] carLanes = { -0.3f, 0.3f};
public static float[] CarLanes => carlanes;
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JIOJIATOK B

HAIIIOHAJIbHUM YHIBEPCUTET BIOPECYPCIB
I IMTPUPOAOKOPUCTYBAHHSA YKPAIHU
dakyabTeT iHGopMaANIiHUX TEXHOJIOT i

Jexiapanis npo akajaemMiuny 100povecHicTb Ta Bukopucrtanas LI

A, Cynpynwok Baaum PoctrciaBosud, 3100yBau HYbBill Vkpainu, ycBimomiordu
BIJIMOBIJATBHICT, 33 TMOPYLIEHHS aKaJeMI4HOi JOOpOYECHOCTI, €0 3asBOIO
MTBEPKYIO, TI0:

1. Mos GakamaBpcbka kBami(ikariiiHa podoTra Ha TeMy «IrpoBUH 3aCTOCYHOK 3
peasizali€ro MexaHi3My HECKIHYEHHOTO0 Oiry» € pe3yJlbTaToM MO€T 0coOMCTOT mparii.

2. VYci 3anm03uueHHs 3 TEKCTIB 1HIIUX aBTOPIB MAIOTh BIJMIOBIIHI MOCHJIAHHS 3T1THO
3 YUHHUMU CTaHJapTaMH.

3. [Iloxo Bukopuctanus iHcTpymeHnTiB 11 3a3nauato, mo (oOpatu HeoOXigHE):

o [ ] iHCTpyMenTH TeHepaTuBHOTO 1111 He BUKOpHCTOBYBAIHCS.

o [ ] tacTpymentn I (Bkasatu nHazBy: ChatGPT, Gemini, Claude, DeepL,
1HI11 (BKa3aTH Ha3BY)) OyJIM BUKOPUCTAHI JIJIS:

nepeKsaay IHIIOMOBHUX JKEPET;

[]
. [ ] cTunicTHYHOTO pearyBaHHs Ta NEPEBIPKU IPaMaTUKH;
[ ] momomoru y HanmMcaHHI1/BiAJIaro[KeHHI IPOTPaMHOTO KOJY;
[ ] iH1IE:

A po3yMito, 1110 HaIaHHSI HEIOCTOBIPHOI 1HPOpMaLIli MOXKE MPU3BECTU O CKaCyBaHHS

pE3yNbTaTIB 3aXUCTY Ta BimpaxyBaHHs 3 yucia 3100yBadiB HYBill Ykpaiau.

« 0w 2026 Bagum CYIIPYHIOK

(i armc)



