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HEPEJIIK YMOBHHUX ITO3HAYEHD
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BCTVYII

Axmyanvuicms memu. Y CydacHOMY CBITI MpoOsieMa BiJHOBJICHHS Ta PO3BUTKY
IpiOHOI MOTOPHUKM PYK OXOIUTIOE IIMPOKE KOJO 3aBlaHb: BiJ pealOumiTamii micis
KOTHITMBHHX IMOPYIICHb Ta TPaBM JO PO3BUTKY KOOpAWHAIl y AiTei. 3rimHo 3
HAyKOBUMH JOCHIIDKEHHSAMH B Tally3l HEeWpodi3ioJorii, po3BUTOK TOHKUX PYyXiB
najibIiiB 0e3MocepeIHbO MOB'AI3aHUHN 3 aKTUBHICTIO MOBJICHHEBUX Ta 1IHTEJIEKTYalIbHUX
IEHTPIB roJIOBHOTO MO3KY. OJIHaK TpaJUIiiiHI METOIM Teparlli 4acTO CTUKAIOTHCS 3
po0JIeMOI0 HU3BKOI 3aTy4€HOCTI Malll€HTIB Yepe3 MOHOTOHHICTh BITPAB.

MeauuHnil acrieKT akTyaabHOCT1 0a3y€eThCsl Ha KOHIIETIIT HeWPOIIaCTUYHOCTI
— 3JIaTHOCT1 MO3KY CTBOPIOBATH HOBI HEHPOHHI 3B’A3KU Yy BIJIMOBIIb HA 30BHIIIHI
CTUMYJIM. My3UYHHUIA PUTM y [IbOMY KOHTEKCTI BUCTYMA€ K MOTY>KHUU 30BHIMIHIN
«BOJI», SKWM JIOTIOMAara€ CTPYKTypyBaTH pPyXOBY aKTHBHICTh. [loenHaHHS
ayJ10Bi3yaJbHUX CTUMYJIIB 3 HEOOXIHICTIO BUKOHAHHS TOYHHUX PYXIB Y YaCOBI MEXI1
(puTM) aKTHBI3y€E OAHOYACHO CIIYXOBY, 30pOBY Ta MOTOPHY KOPY T'OJJOBHOI'O MO3KY.
[le cTBOprOe edexT cuHeprii, MO 3HAYHO MPHUIIBUAIIYE (OPMYBAaHHS CTIMKUX
NaTTEPHIB PYyXY.

3acTocyBaHHsSI TeiMi(pIKOBAaHOTO MPOTPaMHOIO 3a0e3MEUYEHHS  J103BOJISIE
BUPILIMTH  KIIOYOBY I[ICHUXOJIOTIYHY MpoOJeMy — MIATPUMKY  MOTHBALI.
BukopuctanHs cydacHUX TEXHOJIOTIH, Takux sk irpoBuil pymiid Unity, gae 3mory
CTBOPHUTH CEPEIOBHIIIE, 1€ KOPUCTYBAU OTPUMYE MUTTEBHI 3BOPOTHUH 3B’ SA30K Uepe3
Bi3yasibH1 €eKTH Ta miapaxyHok OaiiB. Lle mepeTBoproe mporec HyJHO1 peadimiTarii
Ha I1HTEPAKTUBHUU TPEHIHT, [0 OCOOJMBO BAXKIMBO B AUTSAYIM Tepamii Ta mnpu
TPUBAIMX BiHOBIIOBAIHLHUX MPOIIECaAX.

Takum dYMHOM, pPO3poOKa mHporpamMHOro 3abe3nedyeHHs, Mo Oa3yeTbCs Ha
CUHXpOHI3aIii JApiOHOI MOTOPUKM 3 MY3UYHUM PUTMOM, € aKTyaJIbHUM
MDKJIUCIUIUTIHAPDHUM 3aBJaHHSIM, IO JICKUTh Ha MEPETHHI MPOrpaMHOI 1HXKEHepIi,

KOTHITUBHOI TICUXOJIOTI{ Ta peabiliToorii.



Mema po3pobku. Metoro 6akanaBpChKoi poOOTH € TIPOEKTYBAHHS Ta PO3pOOKa
nporpaMHoro 3abe3meueHHs, 1m0 3a0e3rneuye TpPEeHyBaHHS APIOHOI MOTOPHKH PYyK
IUIAXOM B3a€EMOJIi KOpHUCTyBaya 3 IrPOBUMH OO'€KTaMU B PUTMI MY3HUYHHX
komno3umiil. [IporpamHa cucTtema Mae aBTOMATH3yBaTH TMPOILEC BiJCTEKCHHS
YCHIIIHOCTI KOPUCTYBada, HaJaBaTH 3BOPOTHHUI 3B'A30K y pealbHOMY daci Ta
3a0e3reuyBaTy 30e€peKeHHs Pe3yJIbTaTiB 1JI aHAII3y IIPOrpecy.

Memoou ma mexwnonoeii. Jlns peanmizaiiii nporpamMHoro 3a0e3rneueHHst Oysio
oOpaHo irpoBuit pymiit Unity, 1110 703BOJIsSI€E CTBOPIOBATH KPOCTUIATHOPMHI JOIATKH 3
BHCOKOIO MTPOJIYKTUBHICTIO Tpadiky Ta 3ByKy. B OCHOBI apXiTEKTypH CUCTEMH JICKUTh
00’ €KTHO-OpP1€EHTOBAHUHU X1/ Ta MOBa nporpamyBanHs C#. [l kepyBaHHS TaHUMU
(kopucTyBaui, IICHI, pIBHI Ta Pe3yjbTaTH) BHUKOPUCTAHO peJALiMHY 0a3zy JaHuX
SQLite, moctyI 10 sIKOi peanizoBaHo 3a gonoMoror 010aioTekn Mono.Data.Sqlite.

OCHOBHI IPOrpaMHi MOJTYJI1 BKITIOYAIOTh:

® AuthManager — s aBropu3amii Ta peecTpaiii KOPUCTYBadiB i3

BUKOPHUCTAaHHAM Kpunrorpadigdoro mudpysanus napoiis (SHA256).

® BeatScroller Ta NoteGenerator — 715 Bizyasizarlii pUTMIYHUX €JIEMEHTIB.

® GameManager — aus KOHTPOJIIO IFPOBOTO IMpoLECy Ta MiAPaXyHKY

pE3yNbTAaTIB.

@ SongSelectionManager — st kepyBaHHS 023010 My3HYHHX TPEKIB.

Anpobayis pesynemamis. (OCHOBHI TOJOXKEHHA Ta pe3yJbTaTH PO3POOKU
OOroBOpIOBAJIMCS HA HAyKOBO-TEXHIYHMX KOH(EpPEHLISIX CTYIEHTIB (aKyIbTeTy
iH(popmartiiinux TexHosnorid HYBill Ykpainu (a0o BKaXiTh KOHKPETHI 3aX0/1, 1€ BU
Buctynaiu). IlporpamHuii J0naTOK NPOMIIOB MONEpPEIHE TECTYBaHHS Ha TpyIil
KOPHUCTYBauiB ISl IEPEBIPKU 3PYUHOCTI iHTEpPeiicy Ta KOPEKTHOCTI pOOOTH PUTM-
MEXaHIKH.

Cmpyxkmypa noscHioganvroi 3anucku. PodoTta ckiiaaeTbes 31 BCTYIY, YOTUPHOX
PO3/1J11B OCHOBHOI YaCTUHU, BUCHOBKIB, CIIMCKY BUKOPUCTAHUX JIKEPEII Ta 10JATKIB.

® VY nepmomMy po3aini MPOBEACHO CHUCTEMHMI aHali3 MpeAMEeTHOi 00JacTi,

JOCIIKEHO 1ICHYIOYl PIMIeHHS JUIsl PO3BUTKY JpiOHOI MOTOpPUKU Ta

c(hopMyJIbOBAaHO BUMOTH JI0 CHCTEMHU.



@ /Ipyruii po3aisi OpUCBAYEHO MPOEKTYBAHHIO apXITEKTYpHU J107aTKa, pO3poOIIl
JiarpaM KJ1aciB Ta CXeMHU 0a3u TaHUX.

® VY TperboMy pO3IUII OMUCAHO MPOIEC MPOrPaMHOi peatizailii MOAYJIB Ha
Unity Ta HanamTyBaHHs B3aeMo/ii 3 6a3zoro nanux SQLite.

® YerBepTuid po3Aia MICTUTH ONUC MPOLEAYP TECTYBAHHS Ta IHCTPYKIIi 3
eKCIuTyaTarlii mporpaMHOro 3a0e3neyeHHsl.

3aranpHU  OOCSAT TOSICHIOBAJIbHOT ~ 3alMCKM  CTAHOBUTH 62  CTOpIHKY

MaIIMHOMMCHOTO TEKCTY, MICTUTh 24 pucyHka Ta 0 Tadiauips. CIUCOK BUKOPUCTAHUX

JOKepen Hamuye 25 HallMeHyBaHb.



1 AHAJII3 IPEJJMETHOI OBJIACTI TA
IHOCTAHOBKA 3ABJIAHHA

1.1 XapakrepucTuKa npouecy TpeHyBaHHHA APiIOHOI MOTOPUKH fAK

00'ekTa aBTOMAaTH3AII]

CucrteMHMI aHaJ3 MPEAMETHOI 00JIaCTI € MEePIIOYEPrOBUM €TAIIOM PO3POOKH,
M0 JTIO3BOJISIE OCHIIUTUA CTPYKTYPY B3a€MO3B’SI3KIB MiXkK (Di310JI0TTYHUME TTOTpedaMu
KOpUCTYyBauya Ta TEXHOJOTIYHMMH MOXKJIMBOCTSMH IpPOrpaMHOro 3ale3mneueHHs. Y
MeXax JaHOTO PO3JILITY MPOBOAUTHCSA JEKOMIIO3UIIIS IPOIECY TPEHYBAHHS MOTOPHKH,
aHaI3yI0TbCS YMHHUKH BIUTUBY MY3WYHOT'O PUTMY Ha HEMPOIIACTUYHICTh MO3KY Ta
dbopMyeThCs TIepeiK PYHKITIOHATBHUX 1 TEXHIYHUX BUMOT JI0 POEKTOBAHOT CHCTEMH.
OcHOBHa yBara MNPUAUIIETHCS CTBOPEHHIO €(QEKTUBHOTO MeEXaHi3My B3a€MOZIl
«KOpHUCTyBay-1HTEpPEcy, A€ KOKHA i CUHXPOHI30BaHA 3 ayAl0BI3yalbHUM PSIOM
JUTSL TOCSITHEHHST MAaKCUMATBHOTO TEPANeBTUYHOTO Ta PO3BUBAIOYOTO EKTY.
[IpenmeTHOIO 00JIACTIO JAHOTO JAOCHIIDKEHHS € TPOLEC pO3BUTKY Ta
BIJIHOBJIEHHSI JpiOHOI MOTOPUKH PYK JIIOAMHM 3a JOMOMOTO0 1H(GOpMALIHUX
TEXHOJIOT1 Ta MyJIbTUMEIIMHOTrO BIUIMBY. JlpiOHa MOTOpUKa — 1€ CYKYHHICTb
CKOOPJAMHOBAHUX J11i1 HEPBOBOi, M'30BOT Ta KICTKOBOI CUCTEM, 4acTO y MOEAHAHHI 13
30pPOBOIO CUCTEMOIO Y BUKOHAHHI JPIOHUX 1 TOYHUX PYXIB KUCTAMHU Ta NAIbISIMU PYK.
Ki1r040B1 KOMITOHEHTH MPEAMETHO1T 00J1aCTi:
1. ®izionoriynuii acnekT: TpeHyBaHHS JpiOHOT MOTOPUKH HEOOXITHE IS
PI3HUX KaTeropiii KOpUCTyBayiB:
@ JliTu: po3BUTOK MOTOPUKHU TICHO TMOB'sI3aHUM 13 POPMYyBaHHSM MOBIICHHS,
nam'sTi Ta JOT1YHOTO MUCJICHHS.
@ [lamienTu B peabimiTallii: BiTHOBICHHS PyXJIUBOCTI IMICIIS TPABM, 1HCYJIBTIB
a00 Mpu HEBPOJIOTIUHUX 3aXBOPIOBAHHAX
® I[Ipodeciiina miaroToBKa: JOAM, YU poOOTAa BUMAara€ BUCOKOI TOYHOCTI

PYXIB (XIpypr, My3UKaHTH, IPOrPaMICTH).
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2. My3u4yHO-pUTMIUYHUN BIUTUB: PUTM BHCTynae SK 30BHIMIHIA METPOHOM.
HaykoBo 10BenieHO, 110 pUTMiYHA CTUMYJISIIIIS aKTUBI3Yye Oa3alibHI TaHTIIl MO3KY, 110
BIJIOBIJIAIOTh 32 aBTOMATH3aLII0 PYXiB. Y KOHTEKCTI MPOrPAMHOI0O 3a0€3MeUEHHS 1€
O3HAyae, M0 KOPUCTYBA4 BUKOHYE JII0 HE XaOTUYHO, a Y YITKO BU3HAYEHI MOMEHTHU
yacy, U0 MiJIBUILYE KOHIEHTPALO Ta €PEKTUBHICTh TPEHYBAHHS.
3. IrpoBa Mmexanika (Gamification): Ilpouec TpeHyBaHHS MOJEIIOETHCS SIK
B3a€MO/I14 3 IMHAMIYHUMHU 00'€KTaMH (HOTaMHM), 10 PyXaroTbes Mo ekpany. OCHOBHI
O13HeC-IpOoLIeCH B 111l 00J1aCT1 BKIIIOYAIOTh:
® CunxpoHi3zalito rpadiuHUX €JIEeMEHTIB 3 ayA10IIOTOKOM.
@® OOpoOKy BBOJIy KOPHUCTYBaua 3 MIHIMAJIBHOKO 3aTPUMKOIO.
@ OI1iHIOBaHHA TOYHOCTI MOTPAIUISIHHS B pUTM (TalMIHT).
® HaxonuueHHs CTaTUCTUYHUX JAHUX JJI1 MOHITOPUHTY IIPOTpPECY.
AHaJi3 nporiecy B3a€eMo/Iii B CUCTEMI:
O0’exToM aBTOMaTH3aIlli € ceaHC TpPeHyBaHHS. TpaauIliiHO TaKUi IpoIeC
BHUMarae npucyTHocTi (axiBig (peadimiTonora abo memarora), sKui 1a€e 3aBJaHHS Ta
bikcye pesynbTaTu BpyuHy. [IporpaMue pimeHHs 103BOJIsiE€ IEPSHECTH T TPOoIIeC y
U POBY IUIOLIUHY:
® BxigHi JaHi: My3uuHl (ailid, MeTajJaHl piBHIB (4ac MOSBU HOT), ONpodull
KOPHUCTYBaYiB.

® [Ipouec: BIATBOpPEHHS ayalo, Bi3yami3allisl PUTM-CETKH, JETEKTyBaHHS
HAaTUCKaHb KJIABII/CEHCOpa, MOPIBHAHHS 4Yacy HATHUCKaHHS 3 €TAJIOHHUM
9acoM HOTH.

@ BuxijaHi JaHi: TOKa3HUKK TOYHOCTI (Accuracy), KUIbKICTh HaOpaHux OaiB

(Score), komO0-cepii, piBeHb MPOTPeCy KOPUCTYBaya.

OcHOBHUMU TTpOOJIEMaMH ICHYIOUMX TIIXOIB y Iii 00J1acTi € BUCOKA BapTiCTh
creliali30BaHoro o0JaiHaHH Ta HU3bKa MOTHBAllliiHA CKJ1a/10Ba CTaHAAPTHUX BIPAB.
CrBopenHs noctynHoro kpocruiatdopmuoro [13 va 6a3i Unity 103BoJisie 3poOUTH TaKi
TPEHyBaHHS MAacOBHMH, LIKaBUMH Ta TaKUMH, L0 MiJAAIOTHCS TOYHOMY

MaTEMaTUYHOMY aHaji3y 4epe3 30€peKeHHs JIOT1B KOJKHOI IrpoBoi cecii B 0a3i TaHuX.
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1.2 Amnani3 Ta OOIrPpYHTYBaHHA BHMMOI [0 IPOrPaMHOrO

3a0e3NmeYeHHS

[Iporiec ananizy BUMOT € (pyHIaMEHTaILHUM €TanoM PO3pOOKH, OCKIJIbKU BiH
BU3HAYA€ MEXI MPOEKTY Ta KPUTEPii OLIHKK Horo ycmimHocTi. [ns mporpamHoro
3a0€e3MeUeHHs], 0 CIPSMOBAaHE HA PO3BUTOK APIOHOI MOTOPUKH HAa OCHOBI PUTMY,
BUMOT'M MalOTh BpPaxOBYBaTH SIK TEXHIYHI acmekTu irpoBoro pymis Unity, Tak i
cnenudiky B3aeMO/I1i KOpUCTYBa4a 3 PUTMIYHUMHU €JIEMEHTaMHU.

1.2.1 ®yskuionaabHi BuMoOru. OYHKIIOHAIBHI BUMOTH BH3HAYalOTh
KOHKPETHI cepBicM Ta (yHKIII, SKi MOBMHHA BUKOHYBaTH cucTeMa. [l maHoro
MPOEKTY BUJIIJICHO HACTYITHI IPYITH BUMOT:

® KepyBaHHs 00J1IKOBUMU 3aIIUCAMU:
® Cucrema mnoBHHHaA 3a0e3leuyBaTH MOXKIIMBICTh peeCTpallli HOBUX

KOPHUCTYBAYiB 13 YHIKaJIbHUMHU JIOTIHAMHU.

Peanizarisa Oe3neyHoi aBTOpH3aIlil Yepe3 MepeBipKy XEIIOBAaHUX IMapOJIiB
(aroputm SHA256).

30epexeHHs IEPCOHATBHOT CTATUCTHKH [T KOKHOTO MPO(DITI0 OKPEMO.
KepyBaHHS My3UWYHUM KOHTEHTOM:

MO>KJIUBICTh NEPETISAY CIUCKY JOCTYIMHUX MY3UYHUX KOMITO3HULIIH.

3aBaHTaXXEHHSI METaJlaHKuX TiCHI (Ha3Ba, BUKOHaBellb, TemM BPM) 3 6a3u

JTaHUX.

Bubip piBus cknagHocTi s oopanoi kommnosuilii (Easy, Medium, Hard).

[rpoBwii mporiec Ta TpEHYBaHHS MOTOPHUKU:

® CuHXpOHI30BaHa TeHepalls IrpoBUX O0'€KTIB (HOT) BIAMOBIIHO JI0
PUTMIYHOT CITKH KOMITO3HIIIi.

@ Bisyamizaiiist pyXy 00'€KTiB IO BUAUICHUX JOPIKKAX Y peaTbHOMY 4Yaci.

@ JleTekTyBaHHA [ KOPUCTYBava (HATUCKAHHS KJIABII) Ta MOPIBHSIHHS 1X 3
9aCOBUMH MITKaMH TTOSIBH HOT.

® Kiacudikamis tounocti HatuckaHHsi (Perfect, Good, Normal, Miss)

3JIEKHO BiJ] BETUYMHU BIIXUIICHHS BiJl €TaJJOHHOTO Yacy.
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® Crarucruka Ta aHaJIITHKA!

@ I[lixpaxyHok OaniB y pealbHOMY 4aci.

® BijcrexxeHHs MakCUMaJIbHOI cepli Oe3MepepBHUX YCHIIIHUX HATUCKAHb
(Combo).

® PoszpaxyHok (piHanbHOI TOUHOCTI (Accuracy) miciist 3aBEepIICHHS PiBHSI.

@® AsroMaTuyHe 30epexeHHs pe3yJibTaTiB cecii B 0a3y nanux SQLite.

2.2 HedynkuionaabHi Bumoru. HedyHKIlOHATBbHI BUMOTH BH3HAYalOTh

O0OME)XEHHS Ta SAKICHI XapaKTEPUCTUKH CUCTEMHU:

1.

[IponykrusHicTts (Performance):

MinimanbHa 3aTpumka (latency) mMik 3BYKOBUM CHUTHAJIOM Ta Bi3yallbHUM
BiJIOOpaKEHHSAM 00'€KTA.

CrabinpHa yacToTta kaapiB (He meHie 60 FPS) nns nmmaBHOCTI pyxy irpoBUX
€JIEMEHTIB, 10 KPUTUYHO JIJIT MOTOPHUKH.

[IIBuaKe 3aBaHTaXKEHHS ayI10PECYPCIB Ta PiBHIB.

Hamiitaicts (Reliability):

KopektHa poOota 3 06a3010 AaHuX, 3amoOiraHHs BTpaTi pe3yJbTaTiB IMpHU
PanTOBOMY 3aKPHTTI IPOTPAMH.

Banmiganis BBefeHUX AaHUX (HANPUKIAJ, MEPEBIpKa JTOBKUHHU Mapojs abo
HaAsSIBHOCTI JioTiHa B 0a3si).

3pyunicth Bukopuctants (Usability):

[aTyiTHBHO 3p0o3yMinuii iHTepdelic kopuctysaua (UI).

KonTpacTHe Bi100pa)keHHs aKTUBHUX €JIEMEHTIB JIJIS JIFOI€H 3 PI3HUM PiBHEM
30pOBOr0 CIIPUMHSATTSL.

HasBHiCT, 3BOpOTHOTO 3B'SI3Ky (Bi3yanbHI €QEKTH TpH YCIIITHOMY
HATHUCKaHHI).

2.3 Bumoru a0 amapaTHoro Ta MNPOrpaMHOro 3adesmeveHHs. [[ns

ctabinpHOi poOoTu [13 BcTaHOBIEHO HACTYIIHI MiHIMAIbHI BUMOTH:

[IporpamHi BUMOTH:
Oneparmniitna cucrema: Windows 10/11

Bcranosneni npaiisepu nis nigrpumku DirectX 11/12 a6o OpenGL ES 3.0.
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® AnapaTHi BUMOTH:

® I[Ipouecop: JABosinepuuii 3 uactororo Big 2.0 ['TT.

® OrneparusHa nam'ste: He menme 4 T'b.

® Bineokapra: [HTerpoBana abo JUCKpeTHa 3 MATPUMKOO HIEHIepiB.

@ [Ipuctpoi BBoany: Knasiarypa ta muma (s I[1K).

@® Ayniocucrema: J[uHamiku a00 HABYIIHUKU ISl BIATBOPEHHS PUTMIYHOTO

CYNpPOBOJY.

1.3 dyukuioHajbHe MOAeNIOBaHHA mnpeamMerHoi obuaacti (UML

Use Case)

MogentoBanHsT NPEAMETHOI O00JacTI € KPUTHUYHO BAXJIMBUM €TarioM
IPOEKTYBaHHS, OCKUIBKM BOHO JI03BOJISIE€ Bi3yalli3yBaTu (DyHKIIOHAJIbHI MOKJIMBOCTI
CHUCTEMHM, BM3HAUUTHU MEX1 MPOTrPAMHOTO MPOJYKTY Ta BCTAHOBUTHU 3B A3KU MIXK
KOPUCTYBa4eM 1 BHYTPIIIHIMUA MOTYJIAMU. J{J1s1 pO3poOKHU MporpaMHOro 3a0e3MeYeHHs
JUIsl PO3BUTKY AP10HOT MOTOPHKH Ha OCHOBI My3UYHOI'O PUTMY 0YyJI0 00paHO 00'€KTHO-
OpIEHTOBAaHUU MIJX1J 13 BUKOPUCTAHHAM YHI(1KOBaHOI MOBU MojentoBaHHs UML.

1.3.1 AHaxiz (QYHKUIOHAJBHUX BHMHMOI Ta iIeHTH(IKALiA aKTOpiB.
OCHOBHUM TPHU3HAYEHHSM CHUCTEMH € CTBOPEHHS 1HTEPaKTHMBHOTO CEPEOBHINA, JI€
KOPUCTYBad BHUKOHY€ (Di3UYHI BIpaBU (HATHUCKAaHHA KJaBill ab0 B3aeMOJIS 3
CEHCOPHUM €KpaHOM) Yy YiTKii BIAMOBIAHOCTI 0 ayAi0OBI3yalbHUX CTUMYJIIB.

VY Mexax JaHoi mpeAMeTHO1 00J1acTi BUAICHO HACTYITHOTO KJIFOYOBOT'O aKTOpa:

® KopucryBau (User) — ¢izuuna ocoba, sika Oe3rocepeaHbO B3aEMOJIE 3

1HTEpdeiicoM rpu 3 METO TpeHyBaHHS MoTopuku. KopucrtyBau Moxxe OyTH
SIK TIAIIIEHTOM Y TpoIieci peadimiTallii, Tak 1 3BUMaitHOIO JTFOJIMHOLO, 10 OaXkae
MOKPAIIUTH KOOPAMHAIIO PYXIB.

1.3.2 Jliarpama npenenentiB (Use Case Diagram). Jliarpama mperieieHTiB
onmucye (YHKIIIOHATbHY TOBEJIHKY CHCTEMH Yepe3 CYKYIHICTh CIeHapiiB
BUKOpHUCTaHHA. KOXXEeH TIpeleneHT BIANOBIIa€ OKpEeMiil CEPBICHIM MOMKIUBOCTI, SKY

"apgae [13.
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CHCTeMa POSBHTEY OpiOHOI MOTOPMWEKM

ABTOPWAALIA B CHCTEMI . ;
PeecTpauin npodinto

Budip pieHA cknagHocTi:
Easy, Medium, Hard

=<includes=
-

BuGip My zMuHol
KOMMoaMLIl

=<include=>

CWHXpOHIzaUiA
ATWUCKAHL 3 PUTMOM

pEHYESHHA MOTORMKE
(IrpoEMIA Npouec)

N

KopucTyeau
epernAg ocoducTol
CTATHCTHEM

J0epexeHHA
pe3ynLTaTie cecii

==extends>

KaniGpyeanHA
zaTpumen (Latency)

Puc. 1.1 Jliarpama miperieICHTIB CUCTEMU
JleTanbHUM ONMKMC OCHOBHUX MPEIEICHTIB:

® Peectparis Ta aBropusamis. JlaHuii creHapiii mepembavyae CTBOPEHHS
yVHIKaJIbHOTO Tpodiato B JokanbHIM 6a31 mannx SQLite. Ile HeoOxigHO mJIst
nepcoHam3zamii MNpolecy HaBYaHHS, OCKUIBKA pe3yJbTaTH TpPEHYBaHb
(TOYHICTD, MIBHIKICTh pEakKilii) MaloTh MPUB'S3YyBATHCS 1O KOHKPETHOTO
11eHTU(1KaTOpa KOPUCTYyBaya.

® Hanawrysanns napametpiB cecii. KopucryBau mae MOXIUBICTH 00paTu
piBenb ckiagHocti (Easy, Medium, Hard). KoxeH piBeHb CKJIaIHOCTI 3MIHIOE
napametpu scroll_speed (IIBHAKICTH pyXy HOT) Ta IIUIbHICTh PO3TAllyBaHHS
o0'extiB Notes y yaci.

@® Bubip my3uunoi komnosuilii. Cucrema 3BepTaeTbes 10 Ta0bauIll Songs y 0asi
JIaHUX, 3UMTYy€ MeTalaHi (Ha3Ba, aBTop, Temn BPM) Ta Hamae kopuctyBauy
CITUCOK JJIsl BUOOPY.

@ Irposuii npornec (Bukonanus Brnparu). Lle neHTpasbHUN TpeleaCHT, SKUAN
BKJIFOYAE 3aIlycK ayzaiodailily, CHHXPOHI30BaHy TEHEpallilo Bi3yalbHUX

€JIEMEHTIB Ta 34YUTYBaHHS BBOAY BIJ KopuctyBada. CuctemMa MOpIBHIOE
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(bakTHYHMI Yac HATHCKAHHS KJIABINII 3 €TaJOHHUM YacoM spawn_time,
3aikcoBannM y 0a3i 1aHUX.

@® Amnaniz pesynbTaTiB. llicns 3aBepiieHHST TPEKy CHUCTEMA PO3PAXOBYE
CTaTUCTUKY (TOYHICTb Yy BIJCOTKAaX, KUJIbKICTb HPOMNYIIEHUX HOT,
MaKCHUMaJIbHE KOMOO) Ta 30epirae 3amnuc y TabJuifo Scores.

1.3.3 Onuc cuenapiiB B3aemoaii - aiarpama mocJaizoBHocTeid. (s OiibIn
rIMOOKOT0 PO3YMIHHSI TOTO, SIK CHCTEMa OOpoOJIsie 3aluTH, PO3IVITHEMO CLIEHapiit
«3amyck 1irpoBoro piBHs». llelt mpoiec aeMOHCTpye IMHAMIKY B3a€MOIII MIX
00’ €KTaMu:

@ KopucryBad iHiliI0€ TTO/I1F0 HATUCKAHHIM KHOIIKHU «Starty.

® O06’ext SongSelectionManager nepenae ID o6panoi micui 10 GameManager.

® LecvellLoader Bukonye SQL-3anut no B/l s oTrpuMaHHs CIUCKY HOT ISt
JTAHOT'O PIBHS.

® NoteGenerator cTBOpIO€ eKk3eMIUIsIpu 00’ €KTiB y cepenoBuili Unity 3riiHO 3
OTPMMaHUMH KOOPJAMHATAMH Yacy.

@ BeatScroller 3a0e3neuye piBHOMIpHUHN pyX HOT IO 30HU aKTUBHOCTI.

1.3.4 IIpaBuia Gi3Hec-s0riku cucremu. [IpenMerHa 001acTh TakKOXK HakIagae

NeBH1 0OMeXXEeHHS Ta MpaBuiia 00poOku gaHux (Oi3HeC-TIpaBuiIa):

® CunxpoHizaulis: 3aTpUuMKa MDK  ayAlo-CUTHaJIOM Ta  BI3yallbHUM
BIIOOpaKEHHAM HE NMOBUHHA mepeBuiyBaTh 10-15 mc ans 3a0Ge3nedeHHs
KOPEKTHOCTI TEPANIEBTUYHOTO €(PEKTY.

@ OI1iHIOBaHHS: TOYHICTh HATUCKAaHHS KJIacU(IKyeTbCcs 3a KaTeropisiMu
(Perfect, Good, Normal, Miss) 3aiexHo Bix gacoBoro BikHa (hit-window).

@ besneka ganux: maposii KOPUCTyBayiB MOBHUHHI 30€piraTucs y BUTJISA1 Xelll-

cyM (password hash), mo peanizoBano B Moayini AuthManager.

1.4 IlopiBHAIBLHMMA aHAJMI3 ICHYIOYHX aHAJIOTIB Ta TEeXHIYHHUX

pillieHb

s po3pobku edeKTUBHOTO MPOrpaMHOro 3a0e3meueHHs, CIpPSIMOBAaHOTO Ha

PO3BUTOK JpiOHOT MOTOPUKH PYK uepe3 MY3HMUHUN PUTM, HEOOXiHO MPOBECTH



16

NOPIBHAJBHUN aHai3 ICHYIOUMX CHUCTEM. AHAJOTH MOXHA PO3IUIMTH Ha TpU
KaTeropii: mpodeciiini peadimiTariiHi KOMIUIEKCH, KOMEPIIIiHI PUTM-ITPH Ta OCBITHI
TPEHAXEPH.

1.4.1 CunenianizoBana peaoiditaniiina cucrema RehaCom. RehaCom €
JaigepoM y cdepl KOMITIOTEpHOI KOTHITMBHOI peadimitamii. Cucrema BKIHOYae
YUCJIEHHI MOJYJIl JJI1 TPEHYBAaHHS yBaru, naM'aTi Ta CCHCOMOTOPHHX peakiii. Bona
YacTO BUKOPHCTOBYETHCS Pa30M 13 CIELIATBHUMU MaHEISIMUA KEpyBaHHS (BEJIMKUMU

KHOIMKaMu a0o jpxoiictukamu) (puc 1.2).

Puc. 1.2 CrnemianizoBana nanenb kepyBaHHs cuctemu RehaCom
IlepeBaru:
® HaykoBa ©0a3a: Koxxna BmopaBa po3poOieHa Ha OCHOBI KIIHIYHUX
JOCITIIKEHb.
® ApnantuBHICTh: CucTeMa aBTOMAaTUYHO MIJIAIITOBYE PIBEHb CKIIAIHOCTI
I11]T IIOTOYH1 MOKJIMBOCTI HAIll€HTA.
@ /leranbHa 3BITHICTh: MOXKJIUBICTh BIJICTE)XXYBAaTH JTUHAMIKY BIJTHOBJICHHS
IIPOTATOM TPHUBAJIOTO Yacy.
Heponiku:
@® Bucoka Bapricth: IIporpamue 3a0e3nedeHHsS Ta OOJIAIHAHHSA € JyXKe

JIOPOTHUMH 1 IOCTYITHI IMEPEBAKHO B KJI1HIKAX.
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® Huspka MoTHBaris: BrpaBum MaoTh CyTO MEIWYHHI XapakTep, BOHU
MOHOTOHHI 1 T030aBJIeHI PO3BAXKAJIBHOTO E€JIEMEHTY, 10 KPUTHYHO JIJIs
TPUBAJIOr0 BUKOPUCTAHHS BIOMA.
@ ['pomizakicTh: Bumarae crerianbHO1 1HCTANALIT Ta HABYAHHS TIEPCOHAITY.
1.4.2 My3uuHna rpa Guitar Hero. Ilonynspna cepis irop, Je rpaBelb iMITye
rpy Ha TiTapi, HATUCKAIOUM KJIaBIIIl B TAKT My3ulll. X0yYa 11€ KOMEPIIHHUN NPOAYKT,

BiH JIEMOHCTPYE€ MOTY>KHUH BILUIUB PUTMIYHOT aKTUBHOCTI Ha KOOPJAMHALIIIO PYXIB.

Puc. 1.3 Ckpinmor irposoro mnpoiecy Guitar Hero

IHepeBarmu:
® Bucoka 3anyuenicts: ['eiimidikariis Ta JilIeH30BaHa My3HKa CTUMYJIIOIOTh
KOpUCTYBaya IpaTu 3HOBY.
® TpenyBanHs MIBUAKOCTI: BuMarae mBuaKoro nepeMruKaHHs MiX MajJbIsIMU
Ha BUCOKHX PIBHIX CKIJIQTHOCTI.
@ Yirkuii 3BOpOTHUI 3B's130K: I'paBenb MUTTEBO OAYUTh CBOT TOMMIIKH Yepe3
BI3yaJIbHI Ta ayA10-e(hEeKTH.
HenoJiku:
@ 3anexuicte Bin nepudepii: IloBHOLIHHA Trpa BHUMarae cCrHeniagbHOTO

KOHTpOJIepa-TiTapH.
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® Bincyrtaicte ananituku: ['pa He ¢ikcye mporpec 3 TOUKH 30py (izionorii
4y pealuriTauli, Juie irposi Oanu.
@ CknanHICTh I MOYATKIBIIB: MexaHika Moke OyTH 3aHAATO IIBUAKOIO
JUISL TFOJEW 3 MOPYIIEHHSIMHA MOTOPHUKH.
1.4.3 Purm-niargopma Osu! be3komToBHa rpa, 1110 6a3y€eTbcsl Ha B3aEMO/IIT 3
aKTUBHUMHM €JIEMEHTaMU Ha €KpaHi 3a JIONMOMOT 00 MHIII, TpadiyHOTO TUIaHIIeTa abo
KJ1aBiaTypu. BoHa BijioMa CBOEIO €KCTPEMAJIBHOIO CKIIAIHICTIO Ta MOTPEOOI0 Y BUCOKIM

TOYHOCTI.

00038268

@ 100,00%

ingedsu! play SIS.H - Intersect Thunderbolt-Remix [ExTream Rabbit's Jumping Style [AR9]]

# .

Auto

% Discussion
| » 1xPlayback
[ End Replay,

IHepeBaru:
® JloctymHicTh: Benmuesna 6a3za kopuctyBaipkux TpekiB (beatmaps) Ha
OyIlb-IKUI CMaK.
® [HyukicThb HamamTyBaHb: KopucTyBau MOke 3MIHIOBATH IIBUIKICTH Ta
po3Mip 00'€KTiB.
® Po3BUTOK KOOpAMHALIl «OKO-pyka»: Halikpammii 1HCTpyMEHT s
TPEHYBaHHS MIBUAKOCTI peaKIii.
HenoJiku:
@ Buicokuii mopir Bxo/xeHHs: ['pa opieHTOBaHA HAa XapIKOPHUX I'PaBIIiB, 110

pOOUTH i1 HEMPUIATHOIO JIJIS TOYATKOBOT peadimiTarti.
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® Pusuk TpaBmaTu3My: Uepes HaaMipHY IHTEHCUBHICTD 1 TOBTOPIOBAHI PyXH
IcHYy€ pu3HK nepeHanpyxeHns kucti (RSI).
@ BijcyTHICTb CTPYKTYpOBaHOTO Kypcy: [Iporiec HaBUaHHS XaOTUYHUM.
1.4.4 Beo-Tpena:xep TypeRacer. Cucrema 1iist HaBYaHHS IIBUAKOMY APYKY, 1€
KOPHUCTYBaul 3MaraloThCsl y MIBUIKOCTI HAOOPY TEKCTYy. X04Ya BOHA HE € MY3UUYHOIO,

BOHA HaINpsMy PO3BUBAE HE3AICKHICTh PyXiB MaJIbIIiB.

2 typeracer PitStop  Updates Discord  About  Merch * Subscribe Q e eaccoun PN

Record your races with a TypeRacer Account!

Save your race history and scores. Customize your profile and car. It's free, why not?

The race is on! Type the text below: 42

youl KO 38 wpm

B g that everything
has to be invented first-hand, and all needs met locally.
nge display format

Puc. 1.5 Ckpinmor Be6 3actocynky TypeRacer
IlepeBarmu:
@ [IpaktruyHa HiHHICTE: HaBuYKM IpyKy KOPUCHI B MOBCAKAECHHOMY >KHUTTI Ta
poborTi.
@ 3MaranpHuil eneMeHT: MOXIMBICTh MOPIBHIOBAaTH CBOi pe3yjibTaTH 3
IHIIUMU KOPUCTYBauaMy B peajibHOMY Yaci.
Heponiku:
® BincytHicte putmy: IIBUAKICTE IUKTYETHCS JIMIIE TEKCTOM, HEMA€
E€MOIIIMHOTO T1IKPIIUICHHS MY3HUKOIO.
® OOmexeHicTh pyxiB: TiNbKM cTaHmapTHA PO3KIAJKa KIaBiaTypH, IO HE
3aBKJM OXOILIIOE BCl aCMIEKTH MOTOPHUKHU.
® Mouotonnicte: IlIBuako wHaOpumae uepe3 BiIACYTHICTh Bi3yaJbHOI

PI3HOMAaHITHOCTI.
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1.4.5 Project Sekai: Colorful Stage! feat. Hatsune Miku. Cyuacna Mmo0isibHa
pUTM-Tpa, siIka BUKOPHUCTOBYE CEHCOPHUI €KpaH Ta pI3HOMAaHITHI THIHM HOT:

HAaTHCKaHHs, YTPUMAaHHS, CIanuau.

o T

e eed’ aew .
" - y - e e ‘ee e
YV v quw VP aP wa e
e oo

Yot im.amno ®
- “e o
- -

‘-

Puc. 1.6 3nimoxk irpoBoro nporuecy Project Sekai
IHepeBarmu:
® Pi3HOMaHITHICT, MeXaHIK: BUKOpUCTaHHS pi3HUX KECTIB (cBalmu
Bropy/BOIK) 03BOJISIE 33 iATH Pi3HI M'SI30B1 TPYTH MAJIBIIIB.
® [lopraruBHicTh: MOXIMBICTH 3aliMaTHC OyJb-I€ 3a JIOMOMOTOIO
cMapT(doHa U IUIaHIIeTa.
® CroxerHa uiHif: HasBHICTP TepcoHaXiB Ta ICTOPIl  MiJBHILY€E
JIOBTOCTPOKOBY JIOSTIbHICTH KOPUCTYBAYa.
Henouiku:
® BijaBonikatoui (axtopu: Benumka KUIBKICTh Bi3yalbHUX €(QEKTIB MOXKE
NepeBaHTAXyBaTH KOPHCTyBaya Ta 3aBa)KaTH KOHIICHTpAIlii Ha pyxax.
® Gacha-mexaniku: HasBHICTD a3apTHHX €JIEMEHTIB Ta BHYTPIIIHbOITPOBUX
MOKYTOK, 1110 HEMPUITYCTUMO JJI1 METUYHOTO 4u ocBiTHBOTO [13.
@ 3akpuricTh: HeMOXIMBO BUBAHTAKUTHU JIaH1 PO TOYHICTh HATUCKAHD JJIS

30BHINTHBOT'O aHAITI3Y.
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1.4.6 OGrpyHTYBaHHS BJIACHOI PO3POOKHU. AHAaJIi3 ICHYIOUHX PIllIEHb MOKA3YE,
10 Ha PUHKY ICHY€ 3HAYHWH PO3PUB MK NPOpeciiHUMU MEIUYHUMH CHCTEMaMHu
(RehaCom), saxi € moporumu Ta HyAHUMH, 1 KoMmepuiitnumu irpamu (Osu!, Project
Sekai), sxi € 1ikaBUMH, ajieé 3aHAJATO CKJIATHUMH Ta MO30aBJICHUMH aHaTITHIHOT
CKJIA10BOI.

[IpoexToBane mnporpamMHe 3a0€3MEUEHHs MOKJIUKAHE 3alOBHUTH 10 HIITY
IIUISTXOM:

@ [loeqnaHHs pUTM-MEXaHIKU 3 aHaliTUKOIO: Bukopucranus SQLite st
JI€TaJILHOTO JIOTYBaHHS KO’KHOT'O HATUCKAHHS (TOYHICTh Y MIJIICEKYH/1aX ), 1110
1103BOJIsI€ OyAyBaTH Tpadik mporpecy.

® Jlocrynuocti: Pobora Ha crammapraux I[IK (Unity) 6e3 mnorpebu y
crienngigHOMy 00J1aTHAHHI.

® AjanTUBHOTO KOHTEHTY: MOXIHUBICTH mi0opy piBHIB ckianHocti (Easy,
Med, Hard), 1o BiimoBigat0Th MOTOYHOMY CTaHy MOTOPUKH KOPUCTYyBaya.

® MortuBariiii: BukoprcranHs irpoBOro pyIrist JJisi CTBOPEHHS MPUBAOIUBOTO
BI3yaJIbHOTO PSITY, IKUI TIEPETBOPIOE «BIIPABU» HA «TPY».

Takum unHOM, pO3poOKa BiracHOro [13 € akTyalbHOO Ta AOMUILHOIO, OCKUTBKU

JIO3BOJIIE ~ CTBOPUTH  TEPCOHAII30BAHUM, €KOHOMIYHO  JOCTYNMHUH  Ta

BHCOKOMOTHBOBAHUM 1HCTPYMEHT ISl PO3BUTKY APIOHOT MOTOPHUKH.

1.5 [IlocranoBka 3aBIaHHA Ha PO3pPOOKY MPOrpaMHOro

3a0e3MmeYeHHS

Ha ocHOBI mpoBeieHOro aHamizy MpeAMETHOI 00JIacTi, OIIAAY ICHYIOUUX
pillIeHb Ta BUSBIEHUX HEJOJIKIB KOMEPIIIIHUX aHaJIoriB (BUCOKA BapTiCTh, MOTpeda y
cnenupiyHOMy O0O0JIaIHaHHI, BIJICYTHICTh THYYKOI aHAMITHKH), OyJO BHU3HAYECHO
HEOOXITHICTh PO3POOKH CIEIIali30BAHOTO MPOTPAMHOTO 3a0€3MCUCHHS.

MeTtoro GakamaBpchKkoi KBasi(ikaliifHOT poOOTH € MPOSKTYyBAaHHS Ta po3poOKa
KpOCTUTaT(OPMHOTO TPOTrpaMHOro jJojaTka Ha 0a3i irpoBoro pymris Unity, sikuid

3a0e3neuye eeKTHBHE TpeHyBaHHS APiOHOT MOTOPUKH PYK HUISIXOM CHHXPOHI3aIlil
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¢Gi3uyHUX A1 KOpHucTyBaya 3 My3UMYHHUM PUTMOM Ta HaJa€ I1HCTPYMEHTH s
JIETAJILHOTO aHai3y mporpecy.

JInst fOCSATHEHHS MOCTABJICHOI METH HEOOX1THO BUPIIIMTH TaKi 3aBIaHHS:

1. IIpoekTyBaHHs apXITEKTypU CUCTEMHU:

@® Po3pobutu noriuny wmognens nanux (ER-miarpama) nnms 30epiranss
1H(popMallii Ipo KOPUCTYBaU1B, My3UUYHI TPEKU Ta pe3yibTaTH ceciil y b/]
SQLite.

2. Po3pobxa ¢yHkuionansHux MoaymiB (Ha Unity):
® CrBoputu cucremy Beat Mapping, sika J03BOJIsiE CHHXPOHI3YBaTH
MOSIBY Bi3yaJIbHUX CTUMYJIB 3 TeMiioM (BPM) my3uunoro daiiny.
@ PcanizyBatu MexaHI3M JCTEKTYBaHHS HATHUCKaHb 3 TOYHICTIO 10
MUTICEKYH/T JUISI 00’ EKTHBHOT OI[IHKH YCITIIITHOCT1 BITPAaB.
® Po3pobutn anantuBHumii iHTepdeiic kopuctysaua (Ul), mo miarpumye
Tpu piBHI cknaaHocti (Easy, Med, Hard) BinmoBimHO 10 OTOYHOTO
CTaHy MOTOPHKH TIaIli€HTA.
3. InTerparnis cucremu ynpaBiiHHS 0a3aMu JaHUX:
@ PcanmizyBatu Monynb B3aemonii 3 SQLite nms peectparmii Ta
aBTOpH3allli KOPUCTYBAUiB.
® 3al0e3neynT aBTOMATUYHE JIOTYBaHHS KOXHOTO TPEHYBaHHS
(TOYHICTh, KUIBKICTb HPOIYCKIB, MaKCHUMallbHEe KOMOO) s
MOJaIbINOI Bi3yasi3allli mporpecy.
4. 3a0e3ne4eHHsT MOTUBAIIIHOI CKJIA0BOI:
® BrnpoBaguTu irpoBi eneMeHTH (rerdMidikallilo): CUCTEMY HapaxyBaHHS
OayiB, OIIHKY pe3yibTaTy (paHTru) Ta BI3yallbHI €(PEKTH YCHIIIHOTO
BUKOHAHHS 1.
5. TectyBanHs Ta BepHdIKaIlis:
@ I[IpoBecTu QpyHKIIIOHATBHE TECTYBaHHS BCIX MOJYJIIB CUCTEMHU.
@ [lepeBipuTH KOPEKTHICTH POOOTH aNTOPUTMY CHHXPOHI3allli Ha PI3HHUX

MY3WYHUX TPEKaX Ta CTAOUIbHICTh 30€PEKEHHS JaHUX.
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OO0'ekTOM JOCTIHPKEHHS € MPOLIeC PO3BUTKY Ta peadimiTarii piOHOT MOTOPUKHU
pPYK 3aco0amu U(PPOBUX TEXHOJIOTH.

[IpenmeToM HOOCHIIPKEHHS € METOAM Ta MporpamMHi 3aco0M CTBOPEHHS
IHTepaKTUBHOIO puTM-cepenoBuiia Ha 0a3i Unity ta SQLite anst ctumyssiii

MOTOPHUX (PYHKIIIH.
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2 IPOEKTYBAHHS IHOOPMALIMHOI'O
SABE3INIEYEHHA

2.1 IIpoexkryBaHHs JOriYHOlI cTpYKTypH O0a3u xanux (ER-
aiarpama)

Jpyruii  po3Ail MPHUCBIYEHO JECTATbHOMY IPOEKTYBAHHIO apXITEKTYypH
MIPOTrPaMHOTO KOMITJIEKCY JIJIsi PO3BUTKY ApiOHOI MOTOpUKH pyK. Ha OcHOBI 3aBnaHb,
chOpMyIHOBAaHUX Y TOMEPEIHBOMY PO3IUI, HEOOXITHO PO3POOUTH KOMILIEKCHY
MOJIeJIb CHCTEMH, siKa 3a0e3meuuTh CTaOUIbHYy pOOOTYy pHUTM-MEXaHIK, HaiiiiHe
30epeKeHHsI JaHMX KOPUCTYBauiB Ta €(PEKTHUBHY B3a€MOMAII0 MK NPOTPAMHUMHU
MOTYJISIMH.

[Iporiec mpoexkTyBaHHS 0a3yeTbcsi Ha O0'€KTHO-OPIEHTOBAHOMY IMIAXOA1 Ta
BUKOpHUCTaHHI yHi(ikoBaHoi MoBU MonemtoBanHs UML. Lle no3Bossie Bi3yanizyBaTu
CTPYKTYPY CHCTEMH, BU3HAUMTH JIOTIKY B3a€MOli 00’€KTIB Ta CHPOEKTYBaTH 0azy

JIaHUX, 10 BIJMOBIJIa€ BUMOTAaM MPOAYKTUBHOCTI irpoBoro pyuiis Unity.

UserDataDB

~ db(Dynamic)
(B Users

oid : INTEGER «PK»

ousername : TEXT «UNIQUE=

opassword_hash : TEXT
created_at : DATETIME

1:N (FK)|
MusicTrackDB cite: 1
PR S

— — (E) Scores
db (Static) o id : INTEGER «PK»
id : INTEGER «FK»
(E) Songs ° B
oid : INTEGER «PK» : INTEGER

o TEXT max_combe : INTEGER
e 60 ELOAT perfect_hits : INTEGER
P! good_hits : INTEGER
LN e normal_hits : INTEGER

ce10.25 1| |-t misses: INTEGER
e 1 Refgrer FE A play_date : DATETIME
cite: 0 \

a5

P
® Levels
oid : INTEGER «PK»
osong_id : INTEGER «FK»
difficulty_type : TEXT
tars : INTEGER
scroll_speed : FLOAT

LN (FK]
cite: 1

2
(®) Notes
oid : INTEGER «PK=

olevel_id : INTEGER «FK»
spawn_time : FLOAT
column_index : INTEGER

Puc. 2.1 Jloriuna mozaens nanux (ER-giarpama)
Jlnst 3a0e3neueHHss (PyHKI[IOHYBaHHS CHUCTEMH PO3BUTKY JpiOHOI MOTOPHUKH

HEOOX1THO pealli3yBaTH CTPYKTypoBaHE 30€pEKEHHs JaHUX MpO KOPUCTYBauiB,
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KOHTEHT (My3W4HI1 TPEKH Ta PiBHI) Ta pe3yJbTaTH TpeHyBaHb. Ha OCHOBI BUMOT /10
CUCTEMU OYJIO CIIPOEKTOBAHO JIOTIYHY MOJIETh JaHUX, MPEACTaBlieHy y Burisiai ER-
niarpamu (puc. 2.1).
OCHOBHUMU CYTHOCTSIMH 0a3M JTaHUX €:
® Users (KopucryBaui) — 30epirae nani Juisi ayTeHTHQikamii (JIOTiH Ta
XEIIoBaHUH mapoJs). Lle mo3Bossie mepconanizyBaTH Mpoiec TpeHyBaHb Ta
BIJICT€XKYBATH 1HAUBIIyaJIbHY JUHAMIKY KOKHOTO MAaIli€EHTA.
® Songs (Ilicai) — wictuth 1HMOpPMALIID TPO MY3UYHI KOMITO3MIIIT,
BKJIIOYAIOYH Ha3By, aBTopa Ta Temn (BPM), 1110 € KpUTUYHO BaXKJIMBUM JIJIs1
CHUHXPOHI3aIII] BI3yaJIbHOTO Py 3 PUTMOM.
® Lecvels (PiBHI ckilagHOCT1) — MMOB’S3YE MICHI 3 KOHKPETHUMH TTapaMeTpaMu
cknagHocti (Easy, Med, Hard). JInst ko>kHOTO piBHS BU3HAUEHO MIBUJIKICTh
pOKpyTKH HOT (scroll_speed) Ta peldTHHT y 3ipKax.
® Notes (Hotu/Ctumynn) — HalOULIBIN AeTadi30BaHa TaOIUIIA, IO MICTHUTh
KOOPJIMHATH TIOSIBH KOXKHOTO irpoBoro o0'ekta (column index) Ta TouHuii
gac #oro mosBH (spawn_time). lle 3abesmeuye meTepmMiHOBAHICThH
TPEHYBaJIbHOTO MPOLIECY.
® Scores (Pe3ynbratn) — CyTHICTh, IO (DIKCY€E MIACYMKH KOXHOI ITPOBOIi
cecii. Bona 30epirae He jumie 3araJibHU 0an, a ¥ JIeTadbHy METPUKY:
KUIBKICTh ~TOYHUX HaTuckanb (perfect hits), mpomyckiB (misses),
MaKCHUMaJIbHY CEpil0 YCHIIIHUX A1 (max combo) Ta 3arajbHy TOYHICTH Y
B1JICOTKaX.
3B'SI3KM M1 CYTHOCTSAMH:
@ 3B’s130k «oauH-g0-0aratbox» (1:N) mixk Songs Ta Levels: ogHa micHs Moxe
MaTH KiJbKa BapiaHTiB CKJIAIHOCTI.
® 3p’s30k 1:N mix Levels Ta Notes: oguH piBeHb CKIJIAJa€ThCs 3 BEJIMKOT
KUIBKOCTI ITOCJI1JOBHUX HOT.
® 3B’s30k 1:N mix Users Ta Scores: oAMH KOpPUCTyBad MOXKE€ MaTH Oe3miu

crpoO MPOXOHKSHHS PiBHIB.
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® 3p’s30k I:N mix Levels Tta Scores: mias KOXKHOTO KOHKPETHOTO pPiBHS
HAKOIMYY€ETHCS 1CTOPIS PE3YNbTATIB PI3HUX KOPUCTYBaYiB.

Buxopucranns pensiiiiHoi Mozaeni Ta oomexxenb nuticHocTl (Foreign Keys 3
npasuwioM ON DELETE CASCADE) rapantye HecynepeyHICTh JaHHUX: HAPUKIa,
Opy  BHUJAJEHHI NOpoduUI0 KOpUCTyBaua ab0 MY3MYHOIO TPEKYy aBTOMAaTUYHO
BUJIAJIAIOTHCS BCI MOB'sI3aH1 3 HUMHM 3aIllUCH CTaTUCTUKHU. Lle 3a0e3neuye uncrory 0a3u

JAHUX Ta HAJIMHICTh pOOOTH JOJATKY.

2.2 O0'eKTHO-Opi€EHTOBaHE MPOECKTYBAHHS CTPYKTYPH KJACIB Ta

iX B3aeMoxii

[IpoexkTyBaHHS TPOrpaMHOi JIOTIKM CHUCTEMH PO3BHUTKY JApPIOHOT MOTOPHKH
0a3yeThcst Ha 00'€KTHO-OPIEHTOBAHOMY IT1/IXO/1, IO peaji3y€eThCs 3ac00aMu IrpOBOTO
pymist Unity Tta moBu mporpamyBaHHsi C#. Jliarpama kmnaciB (Class Diagram)
BiJIOOpakae CTaTUYHY CTPYKTYPY CUCTEMU, BU3HAYAIOYH CKJIA]l KJIACiB, IXHI aTpHOYTH,
METO/IM Ta TUITH B3aEMO3B’SI3KiB MI’K HUMH.

Jlna 3a0e3neueHHs: MOIYJIBHOCTI Ta THYYKOCTI apXITEKTypHd, KJIacH CHCTEMHU
pO3AiNeH] Ha AeKiabKa (QYHKIIIOHATHLHUX OJI0KIB: 00poOKa IrpoBOi JOTIKH, yIIPaBIIiHHS

JAaHUMU Ta 1HTepQeiicHa yacTuHa (puc 2.2).



PutMmivHa Mipkazka

+yachoden: Tloat

+aAKTHBYBATH ()

Kopuctyead

+userID: 1nt
string

+pa ~d: string

+CTBOPU THC2aHC | )

+nepernany TnPezyneTaTn ()
1
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MoTopHa [iA

O l+yacHaTtnckanna: float

TpeHyBanbHUIA CeaHc

+sessionID: 1int

—

Pe>xXuM TpeHyBaHHA

+HasealllcHl: string
+cknagHic Te: int

+3ABAHTAaKNTH ()

1

—

CtatndHa B[ PieHie

+zaBaHTakM THP1BeHL ()
+oTpUMaTHCnMcokPLlEHLE ()

tnatalovaTry: DateTime

+0aTa3aBepWeHHA T DateTimg

1l+poznovaTul)

+KnaBlWwa: string

+EUEOHATI )

+zapepunTH ()
1

Moayne AHanisy

+oBYnCIM THTOYHLIC TR ()
+EWEHAYM THOULHE Y ()

|1

CucrteMa 36eperkeHHA PesyneTaTtie

+OTPUMATHCTATHC THEY ()

[

OuHaMivyHa B[] KopucTyBadie

Puc. 2.2 Jliarpama kiaciB

Onuc OCHOBHHUX KJIACIB CHCTEMHU:

® KopucryBau (User) — kepye MmepCoOHaIbHUMH JAHUMH Ta 1HILIIOE€ 1TPOBUIA

npotec. MicTuth iaeHTUdIKaTOp, iIM'S Ta MapoJib AJis ayTeHTU(dIKaIli, a TaKOXK

MCTOAU AJIA CTBOPCHHA HOBUX TPCHYBAJIBHUX CeaHciB Ta neperisiay BJIACHUX

pe3yJIbTarTiB.

® TpenyBanbumii Ceanc (Training Session) — 1ieHTpanbHUN By30I1 JIOTIKH, 110

KOOPJIMHYE B3a€EMOJIII0 MK KOPUCTYBaueM, OOpaHUM PEKUMOM Ta CHCTEMOIO

aHami3y. Bin 30epirae yacoBi MITKH MOYATKy 1 3aBEpPIIEHHS T'PU Ta BIAMOBIIA€

3a 3aMyCK 1 3yUHKY TIPOIieCcy TPEHYBaHHSI.

® Pexxum TpenyBannsi (Training Mode) ta Cratmuna BJ[ PiBHiB —

BIJITOBI/IAIOTh 32 KOHTEHT 1 CKJIaaHICTh Tpu. Pexxum TpeHyBaHHS BU3HaAYae

napamMeTpy KOHKPETHOI ICHI Ta 3aBaHTaKye HeOOX1THI faHi, Tofi sik CtarnyHa

b/l PiBHIB Hajae MOCTym M0 CHHCKY IOCTYIHHX PIBHIB Ta 0O€3MOCEepPETHBO

3aBaHTAXY€E CTPYKTYpy OOPaHOTO PiBHS.
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® Purmiuna Ilinkazka (Rhythmic Hint) — renepye Bi3yanpHi a00 3BYKOBi
CUTHaIM i KopuctyBada. Ha ocHoBl mapameTtpa yacllosBu (spawn time) BoHa
aKTUBYETHCA Y BIANOBITHUI MOMEHT 1rpOBOTO Yacy, 100 M1IKa3aTH MOMEHT JJIs
BUKOHAHHS MiI.

® Moropna Jlis (Motor Action) — ¢ikcye ¢i3M4Hy BiANOBIAb KOPUCTYBaya Ha
nigka3ku. Bona peectpye Tounuii yacHatuckanHsi Ta KOHKPETHY KJIaBiIly, 10
JTO3BOJISIE CUCTEMI TIOPIBHSTH peajibHy 10 TPaBILs 3 €TAJIOHHUM PUTMOM.

@® Moayab AHagizy (Analysis Module) — 06po6:sie 310paHi gaHi MPO MOTOPHI
Tl 1St po3paxyHKy TOYHOCTI. BiH oOuunciioe BiJICOTOK TOMNajaHb y PUTM Ta
BH3Ha4ae (iHAIBbHY OI[IHKY 32 PE3yJIbTaTaMH MPOBEJECHOTO CEaHCY.

® Cucrema 30epexxennss PesyabrartiB Ta Iunamiuna B/l KopucryBauiB —
3a0e3MneuyroTh MOCTiitHe 30epiranHs nporpecy. Cucrema 30epexeHHs BUCTYTAE
MOCEPETHUKOM, SKUH OTPUMY€E CTATUCTHKY BlJ MOAYJIS aHANI3y Ta mepeae ii B
Juuamiuny BJl, e HakoU4Yy€eThCs 1ICTOPisl PE3yJIbTATIB Ta OHOBIIIOIOTHCS JaHI
npodiIro KopucTyBaya.

CrpykTypa cucremu noOyaoBaHa Ha IEHTpalbHIN poii kiacy TpeHyBalbHHIMA
Ceanc, sxuii moB'sisye KopuctyBada 3 IrpoBOIO JIOTIKOIO 4Yepe3 3B'SI30K «OIUH-I0-
0aratbox», 1€ OAMH I'PaBellb MOKE 1HILIIOBaTH HEOOMEXKEHY KUIBKICTh ceciid. KoxeH
ceaHc arperye nati 3 Pexxumy TpeHyBaHHS (SIKHIl CBOEIO YEPTOI0 OTPUMYE KOHTEHT 31
Craruunoi b/l PiBHiB) Ta koopaunye poboty Purmiunux Ilinkazok i Moropaux Jlii,
10 TeHEPYIOThCs B mpoueci rpu. OTpumaHi AaHi nepenarTbes 10 Moaynsa AHamnizy
JUIsL pO3paxyHKy €(peKTUBHOCTI, MiCJIsl YOro pe3ysibratu yepe3 Cucremy 30epekeHHs
noTpamisiioTh A0 Junamiunoi BJ[ kopuctyBaduiB, 3a0e3neuyroun IUTICHUN UK Bij
3aBaHTaXEHHS PIBHS 10 apXiBallii mporpecy.

Jiarpama koomeparllii BigoOpa)kae B3aeMOJiI0 OO'€KTIB y peajlbHOMY dacl,
aKLIEHTYIOUM YyBary Ha apXITeKTYpHUX 3B’si3KaX Ta MOCIIJOBHOCTI Iepeaayl
MOBIJIOMJICHb I11]1 YaC TPEHYBAJIBHOTO Tpoliecy. BoHa 1eMOHCTpYE, sSIK 00’ €KTH KJIaciB
CIIBIPAIIOIOTH JIJIs JOCSITHEHHS i1l — T'eHepallii puTMIYHOTO 3aBAaHHA Ta (ikcarii
pe3yiabTarty.

1. B3aemonis npu iHimiami3aiii TpeHyBaJIbHOTO CEaHCY
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Lleit ¢parmeHT aiarpaMu Koollepaliii OmMCye MOYaTKOBHI eTam podoTu
CHUCTeMH, 1€ BiAOYBA€ThCS 3amyCcK cecii Ta MIATOTOBKa HEOOXIIHOTO irpoBOTO
KOHTEeHTY. OCHOBHa yBara NpPHUAUIAETHCA 3B'SI3Ky MK KOPHUCTYBayeéM Ta JIOTIKOIO

BUOOPY pPEKUMY.

KopucTtyeay
+userID: int
+name: string
+password: string
+cTeopuTHCeanc()
+nepernaHyTuPesynbTath ()

CTEOpHE CeaHe

TpenyBansHuh CeaHc

+sessionID: int
+natalloyatky: DateTime
+patalaeepuweHHAa: DateTimd
+pozno4atu()

+3aeepunTti()

1
3aBaHTakye

PexxuMm TpeHyBaHHA

+Ha3eallicH1l: string
+CKNagH1lcTh: 1nt

+3aBaHTamuTi()

Puc. 2.3 Jliarpama koonepariiii: iHimiaai3amis TpeHyBaJbHOTO CEaHCY Ta
3aBaHTAKEHHS KOHTEHTY

Onuc OCHOBHUX MOB1IOMJIEHD:

® 3anut Ha cecito: OO'ekt KopucrtyBau iHIIIIOE TPOIEC, HAICUIAIOYU
noBiiomieHHs 1: ctBoputuCeanc() 1o knacy TpenyBanbHuidi CeaHc.

® I[ligroroBka koHTeHTy: Ilicist crBopeHHs ceaHcy o0'ekt TpeHyBanbHUI
Ceanc 3Bepraerbcs 10 kinacy Pexum TpeHyBaHHs 3 KOMaHmow 2:
3aBaHTAXKUTH().

® Pesynbrar: lleit motik 3a0e3nedye mnepexia BiJl aOCTPaKTHOrO BUOOpY
KOpHUCTYBauya /10 3aBaHTAXXEHHA KOHKPETHUX TNapaMmeTpiB IICHI Ta
CKJIaJIHOCT1, HEOOX1THUX JIJIS CTapTy.

2. Bzaemonis mia yac irpoBoro mukiy (O0poOka iif)

Jlanuii cerMeHT BigoOpakae TUHAMIYHY B3aEMO/I110 00'€KTIB 0€3M0CEePeTHBO TTi T

yac BHUKOHAHHS TPEHYBaJIbHOI BIpaBU. TyT IEMOHCTPYETbCA MEXaHI3M peakxilii

CUCTEMH Ha PUTMIYHI CTUMYJIH.
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Putmiuna Mipkazka

+yacfoaen: float i

+akTusysatu()

BigoSpasacTeCca

TpeHyBansHWA CeaHc

+sessionlD: int
+patalovatky: DateTime
+fatalasepuwenHa: DateTimg

+poanovatn( )
+3apepu Tl )

|
PearyeTeca

MoTopua Qin
+yacHaTuckanua: float
+knapiwa: string
+BukoHaTil)

Puc. 2.4 Jliarpama koomnepaiiii: 00poOka irpoBoro MUKy Ta MOTOPHUX JTii
KOpHUCTyBauda
Onuc 0OCHOBHUX TTOBIJJOMJICHbB:

® [cuepamis crumyny: O0'ext Purmiuna [linkaska 3'SBisieThCsl HA €KpaHi Ta
aKTUBY€ NpPOLEC 4Yepe3 BHUKIMK |: akTUBYBaTH(), IO MEPENAETHCA 10
TpenyBanbHoro Ceancy.

@ Pecaxuis kopuctyBaya: Y BIAMNOBIAL Ha MiaKa3Ky, [peHyBanbHuil CeaHc
(1KCye BIIMOBIIb KOPUCTYBAUa, 1110 MPU3BOJUTH A0 BUKIHUKY 2: BAKOHATHU() Y
kiact Motopha Jlis.

@ 3soporHuii 3B's130kK: [Iporiec 3a0e3nedye Oe3nepepBHUN MUK «ITiKa3Ka —
Tis», 716 KO’KeH 00'eKT mepenae yacopi MiTku (dacllosiBu Ta vacHaTuckanHs)
JUTSI TIOJJANTBIIIOTO MTOPIBHSHHS.

3. B3zaemogist mpu 3aBepliieHH] Ta 30€peKeHHI Pe3yJIbTaTiB
[{s ywacTuHa niarpamu UTFOCTpYy€E (piHATBHUN eTar cecii: aHaji3 OTPUMaHHUX
JIAHUX Ta 1X apxiBarlito B cucteMi. BoHa 1eMoHCTpye mepexis Biji OonepaTUBHUX JaHUX

JI0 TOBFOCTPOKOBOTO 30€piraHHs.
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TpeHysankHWA CeaHc

+sessionID: int
+,:|,aTaI'I-:-Ha'rKy: DateTime
+;aTaiaBemeHHn: DateTims

+poznovatul )
+3apepum Tl )

Y

JAEePLEHHA

Mogyne AHanisy

+064HCNHTHTOYHLIC TR )
+EHIHAYHTHOULHK Y ()

BignpaeneHHA pesyneTaTy

Cucrtema 36epexenHa PezyneTarie

+36eperTuPesynstatl)
+oTpudatuCratucTuxyl)

J0epeseHHA pesynETaTy

OwuHamMiyHa Bl kopucTyBadie

+3BeperTukopucTysaqal)
+3Beper TuPesyneTat()
+aTpumatuIcToplo()

Puc. 2.5 liarpama koomneparliii: 3aBepiieHHs cecii, aHaji3 pe3yabTaTiB Ta
apxiBalis JaHUX

Onuc OCHOBHUX TMOB1IOMJICHD:

@ 3asepuienss: Ilicis BukoHanHs BrnpaB TpenyBasnbHHMII CeaHC Hajcuiae
curHan 1: 3aBepieHHs 10 Mojynist AHamizy.

® OO6poOka paHux: Moaynp AHami3y BUKOHYE pO3paxyHKH uyepe3 2:
oOuncautuTounicTs() Ta 3: BU3HAUUTUOLIHKY(), OpMYyIOUN MMIICYMKOBUN
pe3yIbTar.

@ Ilepenaua pesynbrary: ChopmMoBaHi J1aHl TEPEearOTHCS TMOBIOMICHHSM 4:
BIJIIIpaBJIeHHS pe3ynbTary Ao Cucremu 36epexkeHHs Pesynbraris.

® ApxiBamisa: Cucrema 30epekeHHS Pe3ynbTaTiB BUKIMKAE METOAM 5:
30epertuPesynprat() Ta 6: 30eperruKopucryBaua() y dunamiuniii BJ]

KOPHUCTYBauiB, 3a0€3MeUyr0Yr OHOBJICHHS 1CTOPIi Ta CTATUCTUKH.
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2.3 Po3poOka apXiTeKTYPHOI CTPYKTYPH TA MAKETIiB MPOrPaAMHOI

CUCTEMH

Jlns 3a0e3reueHHs] BUCOKOI MOJIYJIbHOCTI, MaclITa0OBaHOCTI Ta JIOTPUMAHHS
npuHiMniB uucroi apxirektypu (Clean Architecture), mporpamMHuil KOMILIEKC
pO3I1I€HO Ha JAeKUIbKa (yHKIIOHaNbHUX makeTiB. Jliarpama mnakertiB (puc. 2.6)

UTIOCTPYE JIOTIYHE TPYMyBaHHS KOMIIOHEHTIB CUCTEMH Ta 1€PApXII0 3aJICKHOCTEH MikK

HUMMUN.
1
CoreGamelogic
1
RhythmController ScoreSystem j———---- TIUSEFF- — — — — o
|
T |
|
—| | ccusess —| |
| UserLayer I
<<Singleton®> || — — — |
NoteData GameManager |lg|— — — — 4 v
T T T | : - <<Interface>>
: : : | LoginSystem UserSession InputHandler
= ——————- | | | | I
I e I_ - _rt_ {<I.IISB>> ==use=> o __._ ssuses . _ _ _ _ _ _ _
=<=Inpori== °
| i | : |
I Infrastructure | I :
| .
v + ‘Ir y I Presentation |
{::::jtiir:::e:: LevelLoader ProfileManager I | | |
¥ | . [ — I _|d GameView LeaderboardView EffectRenderer I
:daOCESS_bb_‘ Lo ACCEEESE | | | |
= | |
|

<=30Lite==

UserSystem.db

Puc. 2.6 JliarpaMa nakeTiB apXIiTEKTYypU CUCTEMU
Onuc cTpyKTypH NaKeTiB:

@ Infrastructure (Data & 10) — makeT HHXKHBOI'O PIiBHSA, IIO BiJAMOBIIA€E 3a
Oe3nocepeIHI0 B3aeMO/I1I0 3 (PI3UYHUMU HOCISIMU JaHUX Ta 30BHIIIHIMU
pecypcami.

@ Bxutouae 6a3u nannx MusicTrackDB.db (ctarnunuii KOHTEHT piBHIB) Ta
UserSystem.db (1uHamiuHi JaHi KOPUCTYBaUiB).

® Kiacu LevelLoader ta ProfileManager peamizytots natepn Data Access
Object (DAO), i3omor0un SQL-3anuTH Bijg irpoBOi JOTIKH.

® Domain/ Core Game Logic — siqpo cuctemu, 10 MiCTHTh O13HEC-TIpaBHIa

Ta MEXaHIKy PUTM-TPH.
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® GameManager BHCTyIae LEHTpaJbHUM KOHTpoJjepoM (Singleton), mio
KOOPAMHYE CTaH IPH.

® RhythmController BinnoBijzae 3a MaTeMaTHyHy TOYHICTb CHHXPOHI3aLlli
3BYKY Ta BizyanbHUX 00'exTiB (NoteData).

@ 3aneKHOCTI CIIPSIMOBaH1 BCEPEMHY, 1110 J03BOJISIE 3MIHIOBATH 1HTEpdEicC
a00 0a3y gaHux 0e3 BIUIMBY Ha aJITOPUTMH PO3PaXyHKY TOUHOCTI.

® Application (User Layer) — maker, 1o Kepye JIOTiKOI0 poOOTH Mporpamu
3 TOYKH 30py KOpPHCTyBayJa.

® LoginSystem Tta UserSession BiAMOBIAalOTh 3a CTaH aBTOpU3allii Ta
30€peKEeHHSI TMOTOYHOTO TMpodUIF0 B mMaM'aATi IIiJI Yac BUKOHAHHS
Iporpamu.

@ Presentation / Ul — piBeHp mpexacraBieHHs, MOOYIOBaHUN Ha 3aco0ax
Unity Ul (Canvas System).

® Kinacu GameView Tta LeaderboardView mnume BimoOpaxkaroTh daHi,
orpumani Big Core Logic Ta Infrastructure, peamizyrouu HTpHHIINI

BIJIOKPEMJIEHHS Bi3yasli3allii BiJ JIOT1KH.

2.4 KomnoHeHTHa CTPYKTYpa Ta (i3uyHe PO3MillleHHS MOAYJIB

CUCTEMH

Jlnst Bizyaumizanii (pi3M4HOI CTPYKTYPH MPOTrpaMHOro 3a0e3MeyeHHs, po3MnoALLy
(GyHKIIOHATBHUX MOJYJIIB Ta BA3HAYEHHS 3B’ 13KIB MI)K HUMU BUKOPHUCTAHO J1arpamy
koMmroHeHTiB (Component Diagram). Bona BigoOpakae oprasizaiiito mMporpaMHOIO
Koay B cepenoBuili Unity Ta MexaHI3MU B3a€MOJIIT 3 CUCTEMOIO KepyBaHHS 0azamu

nanux SQLite (puc. 2.7).
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==access levels=>

<=update scores=>

<=SQLite=>
MusicTrackDB.db

Application Logic I
NoteObject E ButtonController E }——@r
T p io AP
| ==call=> NoteHitMiss
Score API Y
®) T
GameManager E
—
O ]
Data Access | Level Data AP ;
& IJ'I | <=use==
LevelExporter E ScoreManager E LevelLoader E i E
BeatScroller
] L1 L|_|
External Libraries
ISQL API
| O—] Ml:lrm.Data.S(?-!Lite{| Unity Engine E |,
-

==50Lite=> 1«
UserDataDB.db

Puc. 2.7 JliarpamMa KOMIOHEHTIB CUCTEMHU

Ornrc OCHOBHHUX IMiJICUCTEM JlarpaMu:

Application Logic (Jlorika 3acTOCYHKY) — IEHTPaIbHUM BY30J1 CUCTEMHU,
10 MICTUTh OCHOBHI ()yHKITIOHAJIBHI MOYJII:

GameManager: KOOpIHHYE POOOTY BCiX KOMIIOHEHTIB, KEpyE CTaHOM
1rpoBoi cecli.

BeatScroller: Binmosinae 3a ¢i3uyHe MNEepeMIlEHHsI ITPOBUX 00'€KTIB
CUHXPOHHO 3 TEMIIOM MY3HUKHU.

NoteObject Ta ButtonController: kommoneHTH, 1110 3a0€31€4yI0Th 00pOOKY
KOJTI31i Ta BBEJICHHS KOPUCTyBaya.

B3aemonis BinOyBaeTbes uepes iHTepgdeiicu Level Data API (orpumanns
napamMeTpiB piBHs) Ta Score API (mepenava pe3ynbTariB AJisg 30€peKeHHS).
Data Access ([Joctyn 10 nannx) — piBeHb, 110 3a0e3neuye adCTpaKLiio
HaJ cupumu SQL-3anuTamu:

LevelLoader: 3untye koHpirypaiito HOT Ta napameTpu TPEKiB.
ScoreManager: 00po0Jisie JTOTIKY MiAPaxXyHKy pEUTUHTY Ta Mepeiac 1aHi Ha
3armc.

abo

LevelExporter: 10moMi>XKHUM KOMIIOHEHT [IJIi BHUBaHTaXKEHHSI

OHOBJICHHSI KOHTEHTY PIBHIB.
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External Libraries (3oBHimHI 0i0J10T€KH) — KOMIIOHEHTH, IO HE
PO3pOOJISIIOTHCS 3 HYJISI, @ IHTETPYIOTHCS B CUCTEMY:

Unity Engine: nanae 6azoBuii APl nis pobotu 3 rpadikoro, 3ByKOM Ta
BBesIeHHAM (Input/Audio API).

Mono.Data.Sqlite: 6i6mioTeka, mo peamsye iHtepdeiic SQL API mpis
BUKOHAHHA KoMaH/ 710 0a3 gaHux y popmari SQLite.

StreamingAssets (CxoBuma maHux) — Gi3uuHi ¢ainu 6a3 JaHuX,
PO3TaIlIOBaHI B 3aXHUILCHIN JUPEKTOPIT TPOEKTY:

MusicTrackDB.db: micTtuTe cratuyny iH(opMalio mpo micHi, HOTH Ta
CKJIATHICTb.

UserDataDB.db: 36epirae npodini KOpUCTyBadiB, IXHI HAJIAIMTyBaHHS Ta

1CTOPIIO TOCATHEHb.
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3 PO3POBKA ITPOI'PAMHOI'O 3ABE3IIEYEHHAA

3.1 O6rpyuryBannst BuOopy CYB/I ta iHcTpyMeHTaJIbHUX 32C00iB

PO3pooKH

TpeTiéi po3aia NPUCBAYCHO MPAKTHYHIN peasizallii CIpOeKTOBAHOI CHCTEMH
PO3BUTKY ApiOHOT MOTOpHKH. [Iporiec po3poOKH 0XOIUTIOE CTBOPEHHS CTPYKTYPH 0a3u
TAHUX TS 30epeeHHsI KOHTEHTY Ta pe3yJIbTaTiB KOPUCTYBayiB, BUOIP ONTUMATHHOTO
CTEKY TEXHOJIOTIH, a TaKoX 0e3MoCepeIHIO MPOrpaMHy peai3allilo iIrpoBUX MEXaHIK
Ta aJITOPUTMIB aHAII3y TOYHOCTI pyXiB. ['0JI0BHA yBara npuaiisieThcs 3a0€3MeUeHHIO
BHCOKOI MTPOJIYKTUBHOCTI J0o/1aTka Ha 0a3i pymris Unity Ta cTaOUTEHOCTI B3a€MOJIIT 3
JOKAJIbHUM cXoBuIeM maHux SQLite.
Jlist 3a6e3neueHHs QyHKIIOHYBAHHS CUCTEMH PO3BUTKY IPIOHOI MOTOPUKH PYK
HEOOX1THO OpraHi3yBaTH HaJiiiHe 30epexeHHs] Ta 00pOOKY CTPYKTYpOBaHUX JaHUX,
TaKMX SK MNOpoQuIl KOPUCTYBadiB, MNapaMeTpd MY3WUYHUX PIBHIB, KOOPJAHHATH
PUTMIYHMX T1JKa30K Ta pe3yJbTaTH TPEHYBAIbHUX ceciii. BpaxoByrouu apXiTeKTypy
irpoBoro pyuriss Unity Ta HEOOXIAHICTh KPOCILIAT(OPMHOCTI OAATKA, SIK CUCTEMY
ynpasiiHHs 6azamu ganux (CYBJI) Oyno odpano SQLite.
SQLite — me xomnakTHa, BOymoBaHa, pensiiiina CYB/l, ska He moTpebye
OKpPEMOTO TIPOIIECY cepBepa, IO pOOUTH ii 17eaqbHUM PIMICHHAM IS JIOKAJIBHUX
noaatkiB. Bubip qanoi cuctemMu 0OyMOBJIEHUN HACTYITHUMH TEXHIYHUMHU TIepeBaraMu:
@ BOynoBaHicTh Ta BiJICYTHICTh aaMiHicTpyBaHHs: SQLite 36epirae Bcro 6azy
JaHUX B OJHOMY (aiiiai B aupekTopii mpoekTy (StreamingAssets), 10
CIPOLILY€E PO3TOPTaHHS JOJIaTKa HAa KIHIEBUX MPUCTPOSX KOPUCTYBAUIB.

® Bucoka NpOAyKTHUBHICTh Ha JIOKATbHUX 3amuTax: OCKUIBKH JTOAATOK
nepen0davae 3UNTyBaHHS BETMKOI KUIbKOCTI HOT (00’ ekTiB Kitacy NoteObject)
0e3ImocepeIHbO MMi/I Yac 3aBAHTAKECHHS PIBHS, HMIBUIKICTh BHOIPKH JaHUX
yepe3 SQL-3anmuTu € KpUTHUYHOIO mJisi 3anobOiranHs 3aTtpumkam (lag) B

IrpOBOMY MPOIIEC.
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® I[lintpumka ACID (Atomicity, Consistency, Isolation, Durability): Ile
rapaHTye LUIICHICTh JaHUX NpU 30€pe’KEeHHI Pe3yJIbTaTIB cecli y TaOJIuLo
Scores. HaBiTh y pa3l HEOUIKyBaHOTO 3aBEpIIEHHS POOOTH MpPOrpaMu, JaHi
PO MPOrpec KOPUCTyBaua HE OYyTh MOLIKOKEHI.

® CywmicHicth 13 C# ta Unity: Bukopucranus 610mioreku Mono.Data.Sqlite
JI03BOJISIE peaylizyBaTy THYYKUU piBeHb JocTyny 10 nanux (Data Access
Layer) ©Oe3mocepequro y cueHapisx Unity (Hampukiag, y Kiacax
AuthManager, LevelLoader Ta ScoreManager).

VY pamkax po3poOku mporpamuoro 3ade3neueHnss CYBJ] SQLite BuKoHye poib
LEHTPAJIBLHOIO CXOBHINA, IO 3a0e3nedye 3B’SI30K MIXK CTaTUYHUM KOHTEHTOM
(My3W4HI TpeKH) Ta JUHAMIYHUMHU JaHUMH KOpHUcTyBada. Lle mo3Boiisie peanizyBatu
joriky «I[Ipodins — PesynbTaTi», 1m0 € 0a3ucoM i aHalli3y TPOrpecy PO3BUTKY

MOTOPHUKH.
3.2 dizuyHa peaJizanis 0234 JaHUX TA reHepaiis 00'ekTiB

Jlnst 3a0e3neueHHss (DyHKI[IOHYBaHHS CHUCTEMM PO3BUTKY JpiOHOI MOTOPHUKH
OyJI0o CIPOEKTOBAHO 1H(GOpMaIlIHY 0a3y JaHMX, 10 CKJIAJAEThCS 3 JABOX (hI3UUHO
posniiennx ¢ainie SQLite. Takuii miaxia 3yMOBICHHN HEOOXITHICTIO PO3ALICHHS
CTaTUYHOT'O KOHTEHTY (MYy3W4HI TPEKH, pPO3MITKA PIBHIB), IKHH IMOCTAYAETHCS PA30M 13
JTOAaTKOM, Ta JWHAMIYHMX JaHUX KopucTyBada (mpodiiri, ocoOHMCTI peKopau), sKi
(bopMYIOTBCS B IIPOIIEC] eKCILTyaTarlii.
3.2.1 JaTanoriuna moaeab cucteMu. CxeMma 0a3u JaHUX BKJIIOYAE IBI JOTTUHI
rpynu (puc. 3.1):
® MusicTrackDB — wictutre Tabmumi Songs (Meramani TpekiB), Levels
(mapametrpu ckiamgHocTi) Ta Notes (TouyHa dYacoBa pO3MITKa IrPOBHUX
o0'extiB). Tabnuust Notes € HalOUIBII 00’€MHOIO, OCKUIbKH 30epirae
KOOPJIMHATH KOXKHOT HOTH JJIsl KOKHOTO PiBHSL.
® UserDataDB — BianoBiznae 3a 30epexeHHs] JaHUX KOPUCTYyBauiB. TaOmauis

Users 30epirae oOJiKoBI AaHi, a TabuuLs Scores — JETallbHy CTATUCTUKY
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MPOXO/KEHHS PIiBHIB (TOYHICTh, KOMOO, KUIBKICTH 17]€aTbHUX HATHUCKAaHb

TOIIIO).
3B’S30K MDK LMMH 0a3aMM JTaHHUX PEaJi30BAHO HA PIBHI MPOTPAMHOI JIOTIKU
yepe3 iaeHtudikarop level id. ¥V tabmumi Scores mosie level id mocunaerbcst Ha
BIAMOBIAHUHN 3anuc y Tabnuii Levels cratuuHoi 6a3u 1aHuX, 10 T03BOJISIE CUCTEMI

npu popMyBaHHI 3BITY IIPO OPOrpec BiaoOpakaTu Ha3BY IIICHI Ta 11 CKJIAIHICTb.
y y Y

MusicTrackDB (CtaTuu4Hi p.am)\ UserDataDB (Aunamiuni p.ani)\
(® songs (E) users
oid : INTEGER «PK» oid : INTEGER «PK»
taI:It?st: TI.EFEX;T username : TEXT
audiol ath : TEXT password_hash : TEXT
_Ppatn : created_at : DATETIME
tempo : FLOAT
hikcye
MaE]
A
(E) Scores
. oid : INTEGER «PK»
A
Levels o user_i_d : INTEGER «FK=»
® o level_id : INTEGER «FK»
oid : INTEGER «PK» score : INTEGER
- rank: TEXT
osong_id : INTEGER «FK» |- = i s~ accuracy : REAL
dlfﬁcn.lllty_type  TEXT EER] max_combo : INTEGER
stars : INTEGER 4epes levél id| perfect hits : INTEGER
scroll_ speed : FLOAT good hits : INTEGER

normal_hits : INTEGER
misses : INTEGER
play_date : DATETIME

MICTHTh|

A
(E) Notes
oid: INTEGER «PK»

o level_id : INTEGER «FK»
spawn_time : FLOAT
column_index : INTEGER

Puc. 3.1 Jloriyna Moeis CUCTEMHA
3.2.2 Onuc cTpykTyp Tadaunb. BukopucranHs oOMexeHb ITICHOCTI, TAKUX
ak FOREIGN KEY 3 napamerpom ON DELETE CASCADE, rapantye aBTOMaTu4He
OUMIIEHHSI TIOB’sA3aHUX JNaHuX. Hampukian, npu BUAAJICHHI MY3WYHOTO TPEKY
aBTOMAaTHYHO BHJQISIIOTBCS BCl PIBHI Ta HOTH, IO HOMy Hajexarh. [lons 3
oomexxennsimu CHECK (nampuknan, nns tuniB ckiagHocti 'Easy', 'Med', 'Hard')
3a0e3neuyroTh Baiifalito nanux me Ha pisHi CYB/I, mo migBuitye HagidiHICTh poOOTH

IIPOTrPaMHOI0 3a0e3TICUCHHS.



39

3.3 Bubip iHCTpyMeHTapil0 Jisi CTBOPEHHSI TMPHKJIATHOIO

MporpamMHoOro 3a0e3neuyeHHs

Jns  peanmizamii  mporpaMHOro  3a0e3Me4eHHs, 110 BUMara€ BHCOKO1
IPOJYKTUBHOCTI MpU POOOTI 3 Irpadikoro Ta 3BYKOM, a TaKOX CTaOLIbHOI 00poOKU
JAHUX Y pealbHOMY 4aci, 0yJio 00paHO HaCTyHMHHUI TEXHOIOTTYHUHN CTEK:

3.3.1 IrpoBuii pymiii Unity. Bu6ip Unity sik 6a30B0i rmuiardopmu 00yMOBICHUH
HACTYTHUMU YHHHUKAMHU:

® KpocmiarpopMHiCTh: MOXIHMBICTH pO3ropTaHHsa gojnatka Ha Windows,
macOS, Android Ta i10OS 6e3 3HaYHUX 3MIH Y BUX1JTHOMY KO/II.

® Audio Engine: BOymoBaHi 3aco0u oOpoOKH ayJio JO3BOJISIIOTH TOYHO
CUHXPOHI3YBAaTH Bi3yallbHI 00'€KTH (HOTH) 3 PUTMIYHOIO CTPYKTYPOIO
ayniodaiiis.

® Cucrema KOMIIOHEHTIB: apxiTektypa Unity J03BOJISE JIETKO PO3IUTATH
JIOTIKY TeHeparlii HoT, 00poOKy BBEJACHHS Ta Bi3yali3alliro iHTepQeicy.

3.3.2 MoBa nporpamyBanHs C#. MoBa C# € OCHOBHMM I1HCTPYMEHTOM
po3pobku B cepenouii Unity. Ii Bubip mst 1aHOro IPOEKTY 0OIPYHTOBAHMIL:

® OO'eKTHO-OpPIEHTOBAHUM MIAXOJOM: II€ JI03BOJIIE CTPYKTYypyBaTu KO/,

BUJIUISIIOYM OKpEMI KJIacH JijIsl KepyBaHHs 0a3oro ganux (DatabaseManager),
norikoro rpu (GameManager) Ta aBTopu3aiicro (AuthManager).

@ Tumizaimiero Ta 0€3MEeKO0: MIHIMI3aIls TOMHJIOK Ha eTarl KOMHIUIALII, 110

BKJIMBO JIJII MATEMAaTHYHUX PO3PaXyHKIB TOYHOCTI HATUCKAHB MAIliEHTA.

@ I[lintpumkoro LINQ: 3pyuHuil 1HCTPYMEHT JJIsi COPTYBaHHs Ta BHOIpKHU

pe3yNbTaTiB KOPUCTYBAU1B 3 ONIEPATUBHOI MaM’ST1 Micist OTpuMaHHs ix 3 B/1.

3.3.3 CYB/J SQLite. Jlna 36epexxenns iHbopmaiiii 0ys0 oOpaHO JIOKAJIbHY

pemsiiiny 6a3y nanux SQLite. [lepeBaru s 1IbOTO MPOEKTY:
® BijacyTHicTh cepBepa: 6a3a qaHuX 30epiraeTbesi B OJHOMY (paiiini B mariii
StreamingAssets, 0 CHPOINy€e PO3rOPTaHHS MPOrpaMu Ha MPUCTPOI

KOpHUCTYBaua.
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@ [lIBHiKICTh: BUCOKAa MPOAYKTHBHICTh IpU ONEPALIAX YUTAHHS, IO
KPUTUYHO JIJIs1 3aBaHTAXKEHHSI COTEHb HOT MEPeJ1 MOYaTKOM PiBHSI.
® bibmioreka Mono.Data.Sqlite: 3a0e3neuye HatuBHy miarpuMky SQL-
3anuTiB Oe3nocepeanno 3 C#-ckpuntiB Unity.
3.3.4 JlonaTKoBi IHCTPYMEHTH pPO3pPOOKM:
® Visual Studio 2022: sik ocHOBHE 1HTErpoBaHe cepeaonuiie po3pooku (IDE)
3 MOTY»KHUMHM 1HCTpYMEHTaMu HanaromkeHHs (debugger).
® SQLite Studio: myig Bi3yaJlbHOrO peaaryBaHHS CTaTMYHMX JIaHUX y 0asi

MusicTrackDB (nanoBHeHHst Tabiuib Songs Ta Notes).

3.4 AaropurMiyHa peaJisalisi Ta NporpaMmyBaHHs Oi3HeC-JIOTIKH

(Unity/C#)

Y  nmaHoMy TIAPO3AUNT  PO3TISAAETHCS  JIOTIKA  peai3aiii  OCHOBHHUX
GyHKIIOHATFHUX MOAYJIB cuctemu. [Iporpamne 3abesneudeHHss ToOyAOBaHE Ha
noJ1ieBo-opieHToBaHii Mozeni Unity, ne ocHoBHU# irpoBuit 1uki (Update) B3aemomie
3 TicucTeMaMu 0OpOOKH BBEICHHS, CHHXPOHI3aIlii 3BYKY Ta YIIPABIIHHSI CTAaHOM 0a3u
JAHUX.

3.4.1 Aaropurm 00poOku B3aemoaii 3 irpoBumu 00'ekramu. KirouoBum
aJITOPUTMOM CHUCTEMU € 00poOKa HATUCKaHHS HOTU. BiH BiMOBIIa€ 3a JETEKTYBaHHS
¢G13M4HOI [1i KOpUCTyBaya, MEPEeBIPKY ii TOYHOCTI BIJHOCHO PUTMIYHOI CITKH Ta
HapaxyBaHHS BiANOBIAHUX OaniB. Jlorika ajropuTMy BpaxoBye OararopiBHEBY
cuctemy oiiHoBanHsa (Perfect, Good, Normal). Ha puc. 3.1 npencraBieHo 06i10k-

CXEeMY alIrOpUTMY OOpOOKM HATUCKAHHS HOTH.
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Anroputm 06poGKM HATHCKAHHA HOTH

HarucxyTa knasiwa (keyToPress)
loTa B 304i akTveauil (canBePressed)
AND we He HatucHyTa (twasHit)?
Tak
Mig Uies HOTOK HEeMAE IHWMX HOT? H
(IsNoteBelowMe)
Tak
Burnue TryHit()

Ofumcnexxa sigcTaxi 4o
uenTpy (distance)

distance < 025

Hi

NormalHit(} PerfectHit()

),ﬂu,mm ScorePerGoodNote * Mumpllef‘ ‘ o

. onamu ScorePerPerfectNote *
| fonamm ScorePerNote * Multiplier Multiplier |

Edbext "Normal Edexr "Good" Edvexr "Perfect”

‘ 36inuwKTH 300pos’A (currentHealth + healthPerNote) ‘

¥

OGmexmTH 300po8'A fo maxHealth

OwoauTh Health Bar|

MuosHuk He
MAKCAMANEHHA?
Tarx
multiplierTracker++

fracker == nopir
NOTONHOTO
MHONGMKA?

Tak
currentMultiplier++
| OwoBuTH TercT Score Ta Multiplier |<—

UpdateProgressBar()
OHOEBMNEHHA Nporpecy Ha ocHoei tolalNoles
!

¥

( KHeLb HaTwekaHHa )

Puc. 3.2 brok-cxema anroputMy oOpoOKM HATUCKaHHS HOTH.

i
t

3.4.2 [Iporpamua peaJi3zauisi MoayJtiB. BiAmoBigHO 10 apXiTEeKTypH, ONMUCAHOT
B PO3/1J1 2, IpOrpaMHUIl KOJI PO3MOAUICHNH 32 (YyHKI[IOHATTEHUMU KJIaCaMHU:
® Mopyab cunxponizauii (BeatScroller.cs) 3a0e3nedye piBHOMIpHUHN pyX

HOT BiAnoBiIHO A0 Temny (BPM) oOpanoi kommo3swuiii. Po3paxyHoxk
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no3uilii 00'ekTa BUKOHYyeThcs y Meroal Update mnuisxom 3MilIeHHS
BeKTOpa nmo3uilii Ha 3HaueHHs beatTemp * Time.deltaTime.
® Monayas aBropusanii (AuthManager.cs) peanizye Oe3neyHuil BXig y
cucremy. BuxopucroBye anroputm xemyBaHHa SHA-256  mia
mKU(ppyBaHHS MApoOJIIB MEpesa iX MOPIBHAHHAM 13 3aMucaM B TaOJIHUII
Users 0a3u nanux UserDataDB.db.
@® Moayas ynpaniainnsa aanumm (LevelLoader.cs, ScoreManager.cs)
BUKOpUCTOBY€E SQL-3anuTu A TMHAMIYHOTO 3aBaHTAKEHHS KOOPJUHAT
HOT. Hampuknan, 3aBaHTaXEHHS pIBHS peali3oBaHO uepe3 BUOIPKY:
SELECT spawn_time, column_index FROM Notes WHERE
level id = @id ORDER BY spawn_time ASC;
® Monayas irpoBoi jgoriku (GameManager.cs) - IECHTpaJIbHUI KOHTPOJIEP,
110 arperye Jafi Mpo BIy4YaHHS, Kepye MHOKHUKOM OaniB (Multiplier) Ta
PO3paxoBYeE MiJICYMKOBY TOYHICTh (Accuracy) Miciis 3aBEpIICHHS TPEKY.
3.4.3 Peanizanisa cucteMu OUiHIOBAaHHA Ta mporpecy. [l crumymnsuii
PO3BUTKY MOTOPUKH BIPOBAI)KEHO AITOPUTM AUHAMIYHOTO MHOKHUKA. [IpH KOskHOMY
YCHIIIHOMY HAaTHCKaHHI 1HKpeMeHTyeThcs miumiabHUK multiplierTracker. Ilpu
JIOCSITHEHHI Topory (Hampukiaa, 8 HOT MOCHUIb) 3HadeHHs currentMultiplier
301IBIIYETHCS, IO CIOHYKA€ KOPUCTYBava J0 MiATPUMaHHs O€3MepPepBHOTO PUTMY.
VY pa3i nponycky HoTu (NoteMiss) JIYWIBHUK CKUJAETHCS, @ MHOMXHUK
MIOBEPTAETHCS O MOYATKOBOTO 3HaUCHH (X 1), III0 € HETATUBHUM 3BOPOTHUM 3B'SI3KOM,

HEOOX1THUM JJIs1 KOPEKIIiT MOTOPHUX K.
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4 BITPOBAJI’KEHHS TA IPAKTUYHE
BUKOPUCTAHHSA MPOIT'PAMHOI CUCTEMU

4.1 TectryBaHHA (PYHKIiIOHAJBHUX MOAYJIIB TA aHAJII3 pe3yJbTaTiB

3aBeplIaJbHUM €TanoM PO3pOOKH MPOrPaMHOIO 3a0€3MEUEHHS JJI1 PO3BUTKY
JpiOHOT MOTOPUKHU PYK € TepeBipka HOro (PyHKIIOHAIBHOCTI, OI[IHKA CTa0lIbHOCTI
po0OOTH B LIJILOBOMY CEPENOBHUILI Ta (()OPMYBaHHS YITKUX IHCTPYKLINA AJI1 KIHIIEBOTO
KopucTyBaua. UeTBepTuil po3/iJl MPUCBIYCHUN KOMILJIEKCHOMY aHaI3y pe3yJbTaTiB
PO3pOOKHM Ta BH3HAYCHHIO YMOB, 32 SKHX JOAATOK 3a0e3MeduyBaTUME MaKCHMaIbHY
e(eKTUBHICTh TPEHYBAJIBHOIO MPOIIECY.

AKTyaJIbHICTh JIAHOTO PO3JI1JTY 3yMOBJICHa HEOOX1IHICTIO MiITBEPIPKEHHS TOTO,
10 peaizoBaHi AITOPUTMHU CHHXPOH13aIlli My3UYHOT'O PUTMY Ta Bi3yaJlbHUX CTUMYJIIB
MpaIoTh KOPEKTHO, a B3aeMmojis 3 0aszor manux SQLite BigOyBaeThes 0e3
KPUTUYHUX NOMUIOK. OKpIM TEXHIYHOTO AacleKTy, BaXKJIMBY pOJb BIJICpae
eKCIUTyaTalliiHUN CKJIQJHUK: OCKUIbKA MPOTPaMHHUM MPOAYKT OpPIEHTOBAHUN Ha
BUKOPUCTaHHA y cdepi peabumitaiii Ta CaMOCTIMHMX TpPEHYBaHb, BIH Ma€ OyTH
CYMICHHUM 13 HIMPOKUM CIIEKTPOM anapaTHOro 3a0€31MeUeHHs Ta JIETKUM y PO3TOpTaHHI.

VY Mexax po3aiay BUPINIYIOTCS TaKi KIFOYOB1 3aBJIaHHS:

Bepudikaris QyHKIiOHATY: TPOBENCHHS TECTYBaHHS MOJYJIB CHCTEMH
(aBTOpM3aIlis, 3aBAHTAKCHHS PIBHIB, MIJAPAXYHOK CTATHCTHUKHU) [ BUSBIICHHS Ta
YCYHEHHS 1e(EKTiB.

BusHaueHHS TEXHIYHUX MEX: BCTAHOBJICHHS MiHIMAJTbLHUX Ta PEKOMEHIOBAHUX
CHUCTEeMHHX BUMOT JJisl cCTaOUTbHOT poOOTH noaaTKy Ha 6a3i pyuris Unity.

Po3pobka iHcTpyKiii: (GopMyBaHHS MOCHIAOBHOCTI 1 JiJii BCTAHOBJICHHS,
MIEPIIOTO 3aIMyCKy Ta I0ICHHOI eKCIUTyaTallii CHCTEMH KOPUCTYBaUueM.

Pe3ynbTaTu, BUKIAQAECHI y 1OMY PO3/LUIL, AO3BOJSIOTH OI[IHUTU TOTOBHICTH
IPOrpaMHOro 3a0e3MeyYeHHs] O MPAaKTHYHOTO BIIPOBA/KEHHS Ta MOTrO 3JaTHICTH

BUKOHYBAaTH MOCTABJICHI 3aBAaHHS 3 PO3BUTKY AP1OHOT MOTOPHUKH B peaIbHUX YMOBAX.
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MeTor0 TecTyBaHHS PO3pOOJIEHOTO MPOrPaMHOTO 3a0€3MEUYEeHHS € MepeBipKa
HOro BIANOBIAHOCTI TEXHIYHOMY 3aBJIaHHIO, BUSBIICHHS] KPDUTHYHUX IOMUJIOK Y JIOTIII
B3a€EMOJIIi 3 KOPUCTYBaueM Ta 3a0e3ledyeHHs CTaOUIbHOI poOOTH 0a3u AaHUX Mif
HaBaHTakeHHAM. [Iporiec TecTryBaHHs OyB pO3/1JIEHUI HA JEKIJIbKa €TaIliB: MOJIyJIbHE
(foHIT) TecTyBaHHS, IHTErpallifHe TEeCTyBaHHS Ta KOPUCTYBAllbKE TECTyBaHHS
iHTepdeiicy (UI/UX).

4.1.1 Monayabsne TectyBanHsi - Unit Testing. Ha npomy erami nepesipsuiacs
KOPEKTHICTh poO0TH OKpeMux ckpuntiB C# HezanexHo Bij 3araibHOi ciieHu Unity.
OcHoBHa yBara Oyjia NmpuiijeHa MaTEeMaTUYHUM PO3paxyHKaM Ta JIOTIII 0OpoOKu

JAHUX.
4.1.1.1 TectyBanust MoayJisi aBTopu3amii - AuthManager.cs:

@ IlepeBipka anroputmy xemryBaHHS mapoiiB SHA-256 (uu reHepyeTbcs

1IEHTHYHAHA XNl IS OJTHAKOBUX TIaPOJIiB).

@ Baiijamis nosis BBeJeHHs (3a00pOHA MOPOXKHIX 3HAYEHb, MEPEBIpKa JOBKUHU
JIOT1HA).
4.1.1.2 TectyBaHHA CUCTEeMH OLIiIHIOBAHHA - SCOreManager .cs:

® IlepeBipka ¢dopmynu po3paxyHky TouHOCTi (Accuracy): Accuracy =

(TotalHitScore\MaxPossibleScore) * 100%.

@® KopekTHicTh poOoTn MHOKHMKA (Multiplier): ckunanns g0 3HaueHHs "x1" npu
nponycky Hoth (NOteMisSS) Tta iHKpeMeHTallis Miciisa cepii YCHIIIHUX

HAaTHUCKaHb.

4.1.2 InTerpaniiine TectyBaHHs 0a3u AaHuX. OCKITBKH CHCTEMa aKTHBHO

B3aeMojie 3 ABoma Oa3zamm aanHux (MusicTrackDB.db ta UserDataDB.db),

KPUTUYHO BAXKJIMBO OYJIO MEPEBIPUTH LILITICHICTD 3B’ SI3KIB.

® Tecr3aBanTaxenHs piBHs: [lepeBipka SQL-3anuty, o Bubupae KoopauHaTH

Hot s koHkpetHoro level 1d. Tect BBaxkaBcsl yCHMIIIHUM, SIKIIO KiIBKICTh



45

sreHepoBaHuX 00’ekTiB y Unity BiAmoBigana KiJIbKOCTI 3amuciB y TaOIuUIll

Notes.

@® Tect 30epe:keHHst pe3yabTartiB: [lepeBipka 3anucy B Ta0IuI0 SCOresS micis
3aBepIlIeHHs TPeKy. BaxmBo Oyio miarBepauty, mo user id ra level id

nepenalThes K 30BHIIIHI Koyl 0e3 mopymenHs mimicHocti (Foreign Key

Constraints).

&
&
&
&
&
&
&
&
&
&
&
&

Puc. 4.1 Pe3ynbraru noryBaHHs MpolieCcy 3aBaHTaXKEeHHS naHux 13 SQLite

4.1.3 TectyBaHHs irpoBoi MexaHikum Ta cuHXpoHizauii. Halickmaguimmm
aCTIeKTOM CHCTEM Ha OCHOBI MYy3WMYHOTO pUTMY € 3atpuMka (Latency). TectyBanus
IPOBOJAMIOCS JUJIsl 3a0€3MEUEHH CUHXPOHHOCTI MK ayJ10NOTOKOM Ta BI3yaJIbHOIO

IIOABOIO HOT.

@ Ilepenipka BeatScrol ler.cs: TecryBaHHs HIBUAKOCTI pyXy HOT 3aJICHKHO

Big mapamerpy SCrol 1 _speed y 06a3i nanux.
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@ Jlerexnin HaTuckaHb: [lepesipka "BikHa TouHOCTI" (Timing Window). fkmio
KOPHUCTYBa4 HaTUCKAa€ KIIABIILy 3aHAJATO paHO abo 3aHAATO IMI3HO, CUCTEMA Ma€

giTKO po3pizusaTu ctanu Perfect, Good abo MisSs.

4.1.4 TectyBaHHsi KopHCTyBanbkoro iHrepgeiicy - Ul Testing. Bymo
MIPOBEJICHO MEPEBIPKY BCIX €KpaHHUX (OpPM J0JaTKa Ha BIATIOBIIHICTH MPUHIIAIIAM

IHTYiTUBHOCTI:

® Menio Bubopy TtpekiB: IlepeBipka TUHAMIYHOTO CTBOPEHHS KHOIOK IS

KOJKHOT ITiCHI, 3HalineHoi B b/I.

® AjnantuBHicTh: TecTyBaHHs BigoOpakeHHs iHTepdeiicy mnpu  pi3HHUX
po3aubHUX 31aTHOCTIX ekpaHa (Full HD, 4K) s 3a0e3nedeHHs KOPEKTHOL

po6otu Ul-ankepiB (Anchors).

BuGip nicHi

Tutorial Song

NotExistingYEt

Jlerko
HopmanbHo

Baxko

Puc. 4.2 TaTepdeiic BubOpy My3UIHHX KOMITO3HUIIIH Ta PiBHIB CKIATHOCTI

4.1.5 TectyBaHHsI OCHOBHOTO irpoBoro mpomecy - Gameplay Testing. Ilei
eTan mnependadaB MEpPEeBIPKY LUIICHOCTI B3a€EMOJIIT KOPUCTyBada 3 PUTMIYHOIO
CKJIAJ0OBOI0 CHUCTEMH B pEeXUMI peaibHOro uacy. OCHOBHa yBara HpUIUISAIAcs
KOPEKTHOCTI Bi3zyauni3alii 00'ekTiB (HOT), IO I'€HEPYIOThCS Ha OCHOBI JaHUX 3 0a3u

manux MusicTrackDB.db.
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[Tig yac TecTyBaHHS IrpOBOTO MPOLIECY MEPEBIPSIINCS HACTYITHI TapaMEeTPH:

® Kopextnicts reHepaunii Hor: IlepeBipka TOro, uYu  BIANOBIJAE
column_index (aomep croBmis) (GakTHYHIH TOSBI HOTU HAa BiIMOBIIHIN
IrpOBi# JOPIXKIIL.

® Bisyanbuuii 3BopoTHMil 3B’s130Kk: TecTyBaHHS 3MIHM CHOpPAWTIB TIPH
HAaTHCKaHHI  KimaBim  (BukopuctanHs pressedlmage vy  ckpunri
ButtonController.cs) ta nmosiBu Bi3yanbHHX €(EKTIB MPHU YCHIITHOMY

BJIyYaHHI.

® Cunxponizauisi 3 Mmy3ukoro: [lepeBipka, un 301ra€Tbcsi MOMEHT MPOXOIXKCHHSI

HOTH 4YCPC3 30HY HATHUCKAHHA 3 BiI[HOBiI[HI/IM 3BYKOBHM AKIICHTOM Y TPCKY.

Score: 3600
“Multiplier: x1

Puc. 4.3 Bizyami3aiiiss OCHOBHOTO irpOBOTO MPOIECY TPEHYBaHHS MOTOPHUKHU

Ha pucynky 4.3 npoaeMOHCTpOBAaHO POOOTY CHCTEMHU i 4ac BUKOHAHHS
BripaBu. KopucTyBau MOBUHEH pearyBaTH Ha Bi3yajbHlI CTUMYJIH, IO PYyXalOThCS
3BepXy BHHM3, HATUCKAIOYM BIANOBIAHI KJaBIlll B MOMEHT iX MOEAHAHHS 3 LLIHOBOIO
30HO10. Taka MexaHika 3a0e3neuye HeoOXiJHE HABAHTAXKEHHS Ha JpiOHY MOTOPUKY
HNalbliB PYK, a MYy3UYHHM CYIPOBIJ CTBOPIOE PUTMIYHUI TEMI, IO CHpUSE

(bopMyBaHHIO CTINKUX HEHPOHHUX 3B’ SI3KIB.
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4.1.6 Pe3yabTaTn TecTyBaHHs. 3a pe3yJbTaTaMHU MPOBEICHUX BUIPOOYBAaHb
OyJIO BCTAHOBJICHO:

Yac BIArYyKy CHCTEMHM Ha HAaTHUCKaHHS KJaBIIIl HE mepeBuilye 15 mc, mo €
JOMYCTUMHM JIJISl PUTM-1TOP.

baza naHux KopekTHO 00p0o0JIs€ 3aNTUTHU HABITh NMpHU HasiBHOCTI 1oHa 1000 HOT
Ha OJIMH PiBEHb.

Bci BusiBieHi i1 4ac TeCTyBaHHS 0aru (Harpukiaa, HEKOPEKTHE BiJOOpaKeHHS
KUPWJIMI B IMEHaX KOPUCTYBayiB) OyJiM yCyHEHI HuisixoM 3MiHu kojtyBanHsa Ha UTF-

8 y migkimrodyenHi 10 SQLite.

4.2 TonmoJiorisi po3ropTaHHs Ta CUCTEMHI BUMOTIH 10 Cepe10BHIIA

BUKOHAHHHA

EdexruBHa ekcrutyaTailis po3po0JeHOTo MPOrpaMHOro 3a0e3MeUeHHS 3aJIeKUTh
BIJI BIAIIOBIAHOCTI TEXHIYHHX 3aC00IB Ta CHUCTEMHOI'O OTOYEHHS BCTAHOBJIECHUM
BUMOTaM. BpaxoBytouu, 1o cuctemy peanizoBaHo Ha 0a3i irpooro pymrisi Unity,
OCHOBHMI aKIIEHT MPU BU3HAYCHHI BUMOT POOWTHCS HA MPOAYKTHUBHOCTI TpadidHOi
IJICKHCTEMH Ta IIBUJKOCTI OOPOOKH IO BBEICHHS.
4.2.1 Bumoru 10 anapaTHoro 3ade3ne4yeHHsl. AapaTHi BAMOTH OIUISIOTHCS
Ha MIHIMalbHI, IO 3a0e3Me4yloTh 3alyCK J0JaTKa, Ta PEKOMEHJOBaHI1, SKI
rapaHTyloTh cTa0LIbHY 4acToTy KaapiB 60 FPS Ta MiHIMallbHY 3aTpUMKY 3BYKY.
MiniMaJbHI anapaTHi BUMOIH:
@ I[Ipounecop (CPU): nmBosimepnuit Intel Core i3 abo ananor Bigx AMD 3
TAKTOBOIO YyacToToro Bix 2.0 I'T1r.
® OneparusHa nam'ste (RAM): e menie 4 I'b.
® Bineokapra (GPU): inTerpoBana abo nuckperHa 3 miarpumkoro DirectX 10
yu OpenGL 3.2.
® Binbne micie Ha qucky: 500 Mb (BpaxoBytouu o0'em aymiodaitiip Ta 6a3
nanux SQLite).
® [IpucTpoi BBeneHHs: CTaHAapTHA KJaBiatypa (IUisl IECKTOMHOI Bepcii) abo

CEHCOPHUU EKpaH.
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PexomenoBaH1 anapatHi BUMOTH (/1711 ONITUMAIBHOTO TPEHYBaHHS ):

@ Ilpouecop: Intel Core 15 a6o Buiie (HassBHICTh 0araTONOTOYHOCTI 103BOJISIE
€(PEeKTUBHO PO3MOJUIATH PECYPCH MK ITPOBUM LMKJIOM Ta (POHOBUMH
3BepHEeHHsIMU 110 BJ).

® OrnepatuBHa nam'ste: 8 I'b (3abe3neuye MIBUIKE KELIyBaHHS pPECypciB
Unity).

@ 3BykoBa Kapra: 3 HU3bKOIO 3aTpuMkoro BiaTBopeHHs (Low Latency

Audio), 1110 KPUTUYHO JJISI PUTM-TPEHAXKEPIB.

@ XapakTepucTMEK YCTPORCTES Konupoeats A
Wima ycTpoicTea DanBoh01Laptop
Mpoueccop 12th Gen Intel(R) Core(TM) i5-12450HX  2.40 GHz
OnepaTMEHaA NaMATE 16,0 I'b (goctynHe: 13,7 TE)
Buaeoapantep MVIDIA GeForce RTX 3050 6GB Laptop GPU (B GB), Intel(R) UHD
Graphics (128 MB)
MamATe 932 GB SS5D KINGSTOMN SNV351000G, 954 GB SSD Micron

MTFDKCDITOOFM-1BD1AABLA

Koa ycTtpolicTea D99AAT9D-E1BF-4EBT-B719-CB23EAFB2SAT

Kop npopaykTta 00327-70000-00001-AA583

Tun cucTemel bd-pazpAgHan ONepaUnoHHaR CMCTEMa, npoueccop xbd

Mepo v ceHCcopHBIA BEOA 0nA 3Toro MOHWTOPa HEAOCTYNEH EECA C MOMOLLEHD MEpa WU CEHCOPHLIA
EEO04

Puc. 4.4 TexHi4H1 XapaKTepUCTUKHU TECTOBOI MIIaTPOPMHU
4.2.2 Bumoru a0 mnporpamMHoro 3a0e3medeHHsl. [[ns KOpekTHOiI poOOTH
J0/1aTKa Ta MOXJIMBOCTI MOro MoJasibllioi MIATPUMKH YU OHOBJICHHS, Ha MPUCTPOI
KOpPHUCTYyBaua Ma€ OyTH pO3rOpHYTE BIANOBIIHE IPOTpaMHE CEPEIOBHUIIIE.
Cucremnue II3 15 KiHIeBOro KopucTyBaya:
® Ormepariitna cucrema: Windows 10/11 (64-bit).
@ JlpaiiBepu: akTyanbHI Bepcili JpaliBepiB BIJCOKaApTH JUISl MIATPUMKHU
amapaTHOro MPUCKOPEHHS PEHICPUHTY.
@® bi6aiorexu: Microsoft NET Framework 4.8 a6o HoBiIe, 1110 HEOOX1THO JIJIs
KOpEeKTHO1 po6oTr Mono-ckpurnTiB Ta B3aemoii 3 SQLite.

[Tporpamue cepemoBuIIe A pO3POOKH Ta aMIHICTPyBAHHS:
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® Unity Editor (Bepcis 2022.3 LTS abo HoOBima): sIKk OCHOBHE CEPEIOBHIILE
PO3pOOKHK Ta KOMIIJISIIII.
® CYBJI SQLite: Oe3nocepequbo BOyJOBaHA B JIOJIATOK, MPOTE JIs
30BHIIIHBOIO aIMIHICTPYBaHHS 0a3U JaHUX PEKOMEHIYEThCSI BUKOPUCTAHHS
DB Browser for SQL.ite.
® Visual Studio 2022: nnst penaryBansst C#-CKpUNTIB Ta HATArOAKEHHS KONy .
BnpoBamkenHss cuctemMu Ha 0a3l  3a3HAYCHUX IapaMeTpiB  JO3BOJISIE
MIHIMI3YyBaTH KUIbKICTh (DOHOBUX TmpolieciB (ontumizamis g0 60-70 akTUBHHX
nporeciB B OC Windows), 110 BUKIIOYA€E 3aiiBl IMepepuUBaHHS Mpollecopa Ta

3a0e3rneuye cTadlIbHYy CHHXPOHI3aIll0 My3UYHOTO PUTMY 3 J1SIMH KOPUCTYyBaya.
4.3 Criag IHCTAJAUIMHOIO MMAKeTy

[Ticns 3aBepiIeHHS MPOILECY PO3POOKU Ta YCIIIIHOTO MPOXOKEHHS €TaIliB
TECTYBaHHsS, MporpamHe 3abesneueHHs Oyno ckommiaboBane (build) y dopmari
BUKOHYBAHOT'O JI0JIaTKa JiJis omnepariitnoi cucremu Windows. [HCTaSIIIAHMIN TTaKeT
ABIIIE COOOI0 CTPYKTypOBaHMM HaOlp ¢ailniB, HEOOXITHUX JJIsi KOPEKTHOTO
dbyukmionyBanHs pymais Unity, 3aBaHTaXEHHS peCcypciB Ipu Ta 3a0e3nedyeHHs
cTab1IpHO1 POOOTH MTPOTPAMHOTO 3a0e3MeUSHHS.

Jlo ckiay 1HCTaNSIIITHOTO MaKeTy BXOSATh HACTYIHI OCHOBHI KOMITOHEHTH:

BuxonyBanmii ¢aiin (Project Ritmikha.exe) — ocHOBHuii ¢aiin 3amycky
mporpamu, sKui iHimamzye pymiiid Unity Ta 3aBaHTaXye CTapTOBY CIIEHY TPU.

® I[lanka D3D12 — npupekTopis, MO MICTUTh 010i0TeKH Ta Kemi-hanam s
po6otu rpadiunoro API DirectX 12, HeoOXiqHOTO A peHACPUHTY TpadiKH.
® [lanka MonoBleedingEdge — cepenosuiie Bukonanus Mono, 1o 3abe3neuye

poboty C#-ckpunriB Ta JIT-KOMITIIAIIIO 111 9ac BUKOHAHHS TIPOTPAMH.
@ I[lanka Project Ritmikha Data — ocHOBHa nupekTOpis 13 CKOMITIJIBOBAHUMHU
pecypcaMu MPOEKTY, IO MICTHUTh:

° CIICHH T'DH,

° TEKCTYpH, Mellll Ta ayaiodaiiu;

° KoH(irypartiiiui daiinu;
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° cepilayi3oBaHl JaHi;
o (aiin globalgamemanagers, sikuii BianoBigae 3a ri00aibHI HAJIAIITYBAHHS
IPOEKTY Ta 1HILIami3amio cucteM Unity.

® I[lanka Project Ritmikha BurstDebuglnformation —  gupekropis 3
HaJaro/KyBaJibHOWO 1H(popMmariiero s Burst Compiler, 1110 BUKOPUCTOBY€EThCS
JUTSL ONITUMI3allli MPOIYKTUBHOCTI OKPEMHUX YAaCTUH MPOTPAMHOT0 KOAY.

® @aiin UnityPlayer.dll — nunamiuna 610mi0Teka, sika MICTUTh OCHOBHHI
dbynkuionan pyuis Unity, BKIIOUaOUUd CUCTEMY PEHAEPHUHTY, Pi3UKH, 00pOOKH
ayaio Ta ympaBlliHHS pecypcaMmu. be3 maHoi 610110TeKH 3amyCK BUKOHYBAHOTO
Gbaiiny € HeMOXKIIUBHUM.

@ @aiin UnityCrashHandler64.exe — cimyxx0o0Ba ytumita Unity, mpu3HadeHa Jis
aBTOMATUYHOro 300py iHdoOpMalii Mpo KPUTHUYHI TOMUIKH Ta aBapiiiHe

3aBepIeHHs POOOTH TPOTPAMH.

I'l 4] " = | Project Ritmikha Build - m| *
m FnasHas MogeanTeoa Bug 0
« =2 v 1 |+ Monivornerotep » Slokanensid guck (0G) » Project Ritmikha Build » v O Manck g Prajzct Ritrikha Build 0

A
STRE] Jata usmeHenia Tun Pazniep

3 Boictpbiii goctyn
| D302

| ManoBleedingEdge

- D Mama ¢ damnanm

Manka ¢ dainarin

| Zarpyskn

| Project Ritmikha_BurstDebuginformation... Manka ¢ dainarn

| dokyrentsl | Project Ritmikha_Data
| MeaGpakerua @ Project Ritmikha.exe

] Ul @ UnityCrashHandleréd exe

Manka < danmarm

Mpunokenie

Mpunoienire

+| UnityPlay. JaciupeHie 34 070 K
| Besanacrocte Tpyaa wamnen % UnityPlayer.dil Paclunpetine npn 34 929 KE
| ekzanien

| 1P

Bl Moii kornbrotep

| Buago

| AakynieHTol

| 3arpyzkn

| MeaGpakerua

| Myseira

| D6benHbie 06berThl
" Patouwii cton
%5 NaraneHsii gick (C)

— Movanexsii grck (D)
3" CeTb
3nemenTos: 7 D
AnertenTos: 7 (cBoboaHo Ha gpcke: 552 TE) 36,2 MB ] KamneroTep
Puc. 4.5 Cxnan cKOMITIJIBOBAHOTO 1HCTAISAIIMHOTO MAKETy CUCTEMU
HasiBHICTH yCiX TepeliueHUX KOMIIOHEHTIB Yy KOPEHEBIH IUPEKTOpii €
O00OB’SI3KOBOI0 YMOBOIO JJIsi CTaOUIbHOI pOOOTH MPOTPAMHOTO 3a0Ee3MEeUCHHS.

Bunanenus abo momkopkeHHS Oyab-SKOTO 13 CUCTEMHUX (DaliJliB 4M JUPEKTOPIi
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MO>K€ TPHU3BECTH J0 HEMOXIIMBOCTI 3ayCKy MporpamMu abo HEKOPEKTHOI poOoTu
OKpeMHX (PYHKIIOHAIbHUX MOydiB. CTpykTypa 301pku, copMoBaHa pyuiem Unity,
3a0e3rneuye KOPEKTHE 3aBaHTAXXEHHS PECYpCiB, BUKOHAHHS IPOrPAMHOrO KOIy Ta

HNIATPUMKY rpadiyHOro CepeloBUIIA M1 4ac POOOTH CUCTEMH.
4.4 IHCcTPYKIisi KOPUCTYBa4ya Ta onuc iHTepgency

Jlist 3a6e3neueHHs eheKTUBHOI eKCIUTyaTallli CUCTEMHU KOPUCTYBauy HEOOX1THO
O3HAHOMHTHCS 3 OCHOBHUMH €JIEMEHTaMHU 1HTEp(EHCy Ta aJirOpUTMOM B3a€EMOJIi 3
nporpamoro. Ockinbku [13 pospobiiene mis motped peabimitamii, iHTepdeiic mae
MIHIMAJTICTHYHUAN JU3aiH JJIs1 3a1100iraHHsS KOTHITHBHOMY TIEPEBAHTAXKEHHIO.

4.4.1 T'osoBHe MeH0 Ta Hasiramisa. Ilpm 3amycky npomarka nepmuMm
BIJIKPUBAETHCSI BIKHO TOJIOBHOTO MEHIO. BOHO € IleHTpanbHUM BY3J710M HaBIraiii, o

JT03BOJISIE KOPUCTYBAady OTPUMATH JOCTYI 10 BCI1X (DYHKIIIOHATIbHUX MOYJIIB CUCTEMH.

YBiiAiTK A0 06NiKOBOro 3anucy

Puc. 4.6 IaTepdeiic TOTOBHOTO MEHIO CUCTEMU
KopucrtyBauy AOCTyNHI HACTYMHI €JIEMEHTH KEPYBAHHS:
@ TpeHyBaTHCs: IEPEXi] 10 COUCKY PIBHIB JJIsl IOYATKY BIIPaB.
® Ckopo Oyne (cTaTHCTHKA): MEPEIIAL )KypHAIY PE3yibTaTiB (AKTYalbHO MPU
BUKOPUCTAHHI Mpodiito).
® HanamryBaHHS: MEHIO HaJalITYBaHHS 3BYKY Ta rpadiyHUX MapaMeTpiB.

® OO6nikoBUH 3anmKc: mepexif A0 BiKHA 1AeHTU(IKALIT KOpUCTyBaya.
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® Buxia: BUXIJ 13 OPOrpaMH 3 KOPEKTHHUM 3aKpUTTSAM JECKPUITOPIB Oa3u
JAHUX.

4.4.2 ABTopmu3aunisgs Ta KepyBaHHs mnpodisem. Xouda cucteMa JO3BOJISIE

pO3I0YaTH TPeHYBaHHA 0€3 MoNepeaHbOI peecTpallli (y pekumi rocTs), BAKOPUCTAHHS

npodia0 € PEeKOMEHIOBAaHUM ISl BIJCTEXKEHHSI JTMHAMIKM BiJHOBJIEHHS JpiOHOT

MOTOPHKH.

BBeaiTb iM'ss KOpucTyBava
BeegiTb naposnb

Puc. 4.7 ®opma inenTudikariii kopuctyBada

[Ipouec inenTudikaiii peanxizoBaHO HACTYITHUM YHHOM:
@ PexuM rocTsi: KOpUCTyBad MOKE ITHOPYBaTH aBTOPHU3AIiI0, IPOTE B TAKOMY
pasi pe3ysbTaTu cecii He OyyTh 30epexeHi B Tabiuill Scores.
@ PeecTpaiisi: HOBUII KOPUCTYBad BBOJUTH YHIKaJIbHUM JIOT1H Ta MapoJib, 110
¢ikcyerbes B UserDataDB.db.
® Bxia: icHyrouMil KOpUCTyBay BBOJMTH CBOi JaHi, MICAS 4YOr0 CUCTEMaA
3aBaHTaXy€ HOTO NEPCOHAIBHY 1CTOPII0 YCHIITHOCTI.
4.4.3 Ilpouec TpeHyBaHHs Ta irpoBi MexaHiku. Ilicis HaTUCKAaHHA KHOIKHU
«Start Training» BiIKpUBA€eThCS MEHIO BUOOpY kKomno3ulliid. KokHa KHONKA B LIbOMY
CIIUCKY T€HEPYEThCSl AUHAMIYHO, 3UMTYIOUM JaHl (Ha3By, BUKOHABIISI, CKJIAQHICTh) 3

TabauIl Songs.
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[Ticns BuOGopy piBHS NMOYMHAETHCS aKkTHBHA (haza TpeHyBaHHs. KopuctyBau
MOBHHEH BUKOHYBATH HACTYITHUI alTOPUTM Jii:
@ CiiaKyBaTH 3a Bi3yaJdbHUMH 00’ €KTaMU (HOTaMM ), [0 PYyXarOThCS 10 30HU
HATUCKaHHSI.
® BuacHo pearyBaTu Ha CTUMYyJ, HATHUCKAlOUM BIJMOBIAHI KJIaBIIIl
(cTangapTHa po3KJIajKa: CTPIIKUA BEpX, BHU3, BIIIBO, BIIPABO).
® KoHTposroBaTH TOUHICTh HATUCKAaHHS (Accuracy) B peaJbHOMY yaci yepes

Ul-manens.

PeaynbTar

HopmanbHi nonagaHHs y HOTY
[apHi nonagaxHsA y HoTy
lneanbHi nonagaHHA y HOTy

Heanyyexi HoTH

Biacorok npoxoaxeHHs

3aransbHa ouiHka

DiHanbHWiA pesynsTar

R - Toowymeiva aomy 78580

Puc. 4.8 Bizyaumi3aiiist micyMKiB TPEHYBaJIbHOI cecii

[To 3aBepieHHIO TPEKY CHCTEMa BUBOAUTH Pe3yJbTaTH CeCli: 3arajbHuil Oai,
MaKCHMaJIbHe KOMOO Ta OIiHKY (paHr). SIKIo KOpucTyBad aBTOPU3OBaHUH, 11l JaHI
aBTOMAaTHUYHO 3aMUCYIOThCS B 0a3y JaHHUX AJIS OJAIbIIOTO aHaJi3Yy.

4.4.4 Texuiunmii cynmpoBix Ta agMmiHicTpyBaHHst 0a3u panmx. J[ns
3a0e3MeyeHHs] IUTICHOCTI JaHUX TMpU TpHUBAIIA eKCIulyaTamii mnepeadadeHo
MOXJIMBICTh TEXHIYHOTO CYMHPOBOJY JOKaIbHUX CXOBHUII. Ockuibku 0aza JaHUX
SQLite 36epiraerses y ¢aitni UserDataDB.db, agminictpatop cuctreMu MoXe JIETKO
BUKOHYBAaTH PE3E€pPBHE KOIIIOBaHHA 200 MEPEHOC NaHUX Ha 1HIIHUK poOOUHil MPUCTPIN.

J{nst rmubokoro aHamizy mporpecy naiieHnta abo ouuieHHs 0a3u Bij 3aCTapiiinx

JaHHUX PCKOMCHAY€ETbCSA BUKOPUCTOBYBATHU HaCTyrIHI/II\/'I aJIropruT™M:
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@ [lepexoHaTucs, MO AOJATOK 3aBEpIIMB POOOTY (M 3HATTS OJIOKYBaHHS
daiiny b/).

® Biakputu ¢aiin 6a3u JaHUX Yepe3 CTOPOHHIO YTWIITy (Hampukian, DB
Browser for SQL.ite).

® 3a HeoOximHOCTI BUKOHAaTH SQL-3amutu 1711 opMyBaHHS 3BITHOCTI abo

BukoHaTu komanay VACUUM miist cTucHeHHs Gaidy.

Users (Userokal) Songs MusicTrackDe) Niswels (MusicTrachCE} ks (Misk ToachDBY
Puc. 4.9 AnmiHicTpyBaHHS JOKaIbHOI 0a3u TaHWUX pe3yJIbTaTiB

Takuii miAXig A0 CympoBOAY JO3BOJISIE 30epiraTd BUCOKY MPOTYyKTHUBHICTH
CUCTEMHU HaBITh NPH HAKONMUYECHHI BEJIUKOI KUIHBKOCTI 3alHCIB PO pe3yiabTaTu

TPEHYBaHb.
4.5 Oninka nepCcrneKTUBU PO3BUTKY MPOrPAMHOIO MPOAYKTY

BripoBa/keHHST PO3pOOJIEHOTO0 TPOrpaMHOrO 3a0e3MEYCHHS Ma€ 3HAYHHA
MOTEHITaN SIK 3 TOYKUA 30py TEXHIYHOI JOCTYMHOCTi, TaK 1 3 MO3UINI €KOHOMIYHOI
BUTOJIU JIJIS1 KIHIIEBOTO KOPUCTYBaya Y MEIMYHUX YCTAHOB.

4.5.1 lopiBHsIbHA XapaKTepUCcTUKa BUTPAT. Ha BiMiHY Bij KOMEPIIHHUX
cucteMm (Hampukiaa, RehaCom), siki moTpeOyroTh mpuadaHHS JOPOToi JIEH3il Ta
CHEIliaTi30BaHUX T[MaHeNleld KEepyBaHHs, pPO3pOOJCHHWN MOAATOK TpaIfoe Ha

CTaHAapTHOMY oOsamHaHHI. [{e 703B0IIsIE BAKOPHUCTOBYBATH HOTO:
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® V nomamiHix yMoBax 0e3 3aJyueHHs JI0JaTKOBUX KOIITIB Ha mepudepito.

® V OrokeTHUX peadlmiTalliHuX HEHTpax, 1€ BaXJIMBO 3a0€3MeYUTH MaCOBUI
JIOCTYT J10 TPEHAXKEPIB.

4.5.2 IlepcnekTuBM MacITA0YyBAaHHSI CHCTeMH. ApXITEKTypa A0JaTKa,
noOynoBana Ha B3aemojli Unity Ta SQLite, no3Bosisie B MailOyTHbOMY JETKO
posivproBaTu (PyHKIIOHA O€3 MOBHOI epedy10BU sIpa:

@® XwmapHa CUHXpOHI3alllsl: 3aMiHa JIOKaJdbHOI 0a3u JaHUX Ha BiIJAJICHY
(manpukian, Firebase a6o PostgreSQL) nmms MOXIMBOCTI JUCTaHIIMHOTO
MOHITOPHUHTY JIIKapEM 3a MPOTrPECOM MaIll€HTA.

@ [‘cHepallisi piBHIB: BIPOBAKEHHS aITOPUTMY aBTOMATHYHOI PO3CTaHOBKH
HOT Ha OCHOBI aHaJI3y 4acTOT Oyb-sSKOro 3aBaHTakeHoro MP3-daitny.

® VR-monynb: amanrarisi iHTepdency IS BIPTYyalbHOI PeasbHOCTI, IO
JI03BOJIMTH 3aJTy4aTH HE TIJIbKU APIOHY MOTOPUKY MANbBIIIB, a i KOOPIUHAIIIIO
PYXIiB yci€l pykH.

®parmeHnt kony, HaBeneHnuil y Jlogarky b, Biamosinae 3a arperartito ta ikcariito
pe3yNbTaTiB KOPUCTYBaya: KiJIbKICTh TOYHHX IOMAJaHb, MPOMaXiB Ta MiJACYMKOBY
TOYHICTH Y BiicoTKax. Lle miaTBepKy€e MOKIUBICTD MOAANIBIIOT aBTOMATH3Alli1 3BITIB,
10 € KPUTUYHO BAXJIUBUM JIJIsl ipodeciitHoi peadiiTamii Ta BiACTEKEHHS JUHAMIKH

BiI[HOBJ'IeHHH MOTOPHKMU.
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BUCHOBKH

VY xoni BUKOHAHHS OakanaBpChKoi KBamiikaiiiiHoi poOoTH Oys0 MPOBEIECHO
NOBHUM IUKJ HAYKOBOTO JOCITIIXKEHHS, MPOEKTYBaHHSA Ta MPOrpaMHOI peani3auii
CHEIIa]i30BaHOi CHCTEMH, CIPSMOBAaHOI Ha PO3BUTOK Ta pealuriTauiio ApiOHOI
MOTOpPUKH pyK. Ha OCHOBI OTpUMaHMX pe3yJbTaTiB Ta PO3pPOOJIEHOr0 MPOrpamMHOro
3a0€e3Me4YeHHs] MOYKHA 3pOOUTH TaKl IPYHTOBHI BUCHOBKH:

@ [IpoananizoBaHo NpeaMeTHY oOJiacTh Ta iCHYrOYi pimieHHS. JlocmimkeHHs
HayKOBHX JDKEpeJ y Taiy3i Helpodizionorii Ta peabimiTamiiiHol MEeIUIIMHA
MIITBEPIUIIO, III0 BUKOPUCTAHHSA PUTMIYHUX CTUMYJIIB (My3UYHOT'O PUTMY)
3HAYHO MIJBHUINYE €PEKTUBHICTh BIPAB JJIsi MOTOPUKH 3aBMSIKU 3aTy4YEHHIO
MeXaHI3MIB HEMPOIUIACTHYHOCTI TOJIOBHOTO MO3Ky. PUTMiuHA CTUMYISIis
CIpHsiE CHHXPOHI3allli MOTOPHUX BIAMOBIACH, 110 KPUTUYHO BAXKIUBO JIJIS
BIIHOBJICHHS ~ KOOpJWHAII. AHami3 ICHYIOYMX aHaJoOriB, 30Kpema
npodeciitnoi cucremun RehaCom, BUSBUB iXHI KIIFOUOBI HEJIONIKU: BHCOKY
BapTICTh JIIEH31A Ta MOTPedy y CIeliali3oBaHOMY JOpOroMy OOJIaJ HaHHI
(manemsix kepyBaHHs). lle oOrpyHTyBamo HEOOXiIHICTH CTBOPEHHS
JNOCTynHOTO, Kpocruiargpopmaoro II3, mio mpampe Ha CTaHIApTHUX
MIPUCTPOSX BBEIICHHS.

® CrnpoekToBaHO apxiTekTypy Ta iH(opmaiiitny 6a3y cucrtemu. Ha ocHOBI
00’ €KTHO-OP1EHTOBAHOTO MIJIXOTy PO3POOJIEHO CTPYKTYPY KJIaciB Ta MOAYJIIB,
o 3a0e3MeuyroTh THYUYKICTh 1 MacmTaboBaHICTh noaarka. Okpemy yBary
NPUALIEHO TPOEKTyBaHHIO 0a3u naHux Ha ocHoBl SQLite. Po3poGnena
JlaTajioriyHa MOJENb J03BOJIsI€ €PEKTUBHO 30€piratu ik CTaTUYHUNA KOHTEHT
(mapaMeTpu My3MYHUX TPEKiB, TAWMIHTM HOT y TaOiuisx Songs Tta Notes),
TaK 1 IEPCOHAIbHI JIaHI KOPUCTYBauiB Pa3oM 13 JICTAIBHOIO ICTOPIEI0 IXHIX
nocsirHeHb (Tabnuii Users Ta Scores). BukopuctanHs pensiiiHUX 3B'S3KiB
3abe3reuye IMITICHICTh JaHUX Ta MOXKIJIMBICTh MOOYI0OBU IITMOOKOT aHATIITUKH

porpecy.
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® PecanizoBaHo mnporpamMHuil OpoAYKT Ha 0asl irpoBoro pyuis Unity.
Bukopucranus MoBu nporpamyBaHHs C# IO3BOJIMIIO BIPOBAAUTU CKIIAIHY
JIOTIKY CHHXPOHI3allli BI3yaJlbHUX 00'€KTIB (HOT) 3 ayJiOJAOpPIKKOI B
peanbHOMY 4aci. Po3po0JieHO alropuTMu JEeTEKTYBaHHS Ta OI[IHKU TOYHOCTI
HAaTUCKaHb, SIKI BpaxoBYIOTh 4acoBi 3aTpuMku (latency) Ta 3abe3neuyroTh
MUTTEBUN 3BOPOTHUI 3B’s130K. CHcTeMa aBTOMATHUYHO PO3PaXOBYE KIHOYOBI
METpUKU €(QEeKTHUBHOCTI: TO4YHICTh (Accuracy), MakCUMaJbHy Cepilo
yenimHux aii (Max Combo) Ta iHTerpajgbHuUi 0an, MO0 CTUMYJIIOE
KOPHUCTYBaua JI0 PETryJsipHUX TPEHYBaHb UYe€pe3 MEeXaHi13MHU reimidikariii.

® [IpoBeneHO KOMIUIEKCHE TECTyBaHHS cucTeMHu. [l 3abe3neueHHs
crabinpHOCTI pobotu II3 Oyno 3acTocoBaHo OararopiBHEBUM MiAXiT 10
tectyBaHHA. FOHIT-TECTH MiATBEPAMIM KOPEKTHICTh O13HEC-JIOTIKU (30KpemMa
monayniB AuthManager ta ScoreManager), a iHTerpaiiiHe TECTYBaHHS
JIOBEJIO HAJIIMHICTh B3a€EMOJI11 MIXK IrpOBUM pyIrieM Ta 6a3oro nanux SQLite.
OcoOnuBa yBara Oyia mpujijeHa 103a0iTiTi-TeCTyBaHHIO, SIKE MATBEPIUIIO,
mo iHTepdeic € IHTYITMBHO 3pO3yMUIMM ISl IIJIBOBOI ayauTopii, a
Bi3yaJIbHHUI Ta 3BYKOBHIA CyIPOBIJI Bi/IMOBIAaI0Th BUMOTaM €PrOHOMIKHU Ta HE
CIPUYUHSIOTH KOTHITUBHOTO TIEPEBAHTAKECHHS.

® Po3pobneHo pexkoMeHaiii MO0 BHOPOBAKEHHS Ta  EKCIUTyaTallli.
CdopmoBaHO ONTUMATBLHUM 1HCTANSLIMHUM TakKeT, 110 BKJIKOYAE BCI
HeoOxiaH1 Oi0miotexku (30kpema UnityPlayer.dll Ta Mono.Data.Sqlite) Ta
CTPYKTYpPY CUCTEMHHUX manok (StreamingAssets). OnucaHo TEXHIYHI BUMOTH
JI0 amapaTHoro 3a0e3MNeYeHHs, 10 rapaHTye cTaOulbHy poOOTYy AoJaTKa
HaBITh Ha MPHUCTPOSIX CepenHbOro cermeHta. CTBOpeHA MOKyMEHTAIlis
JI03BOJISIE JIETKO PO3TOPHYTH CUCTEMY SK B 1HIMBITyaTbHOMY MOPSIAKY JUTS
JIOMAIIIHHOTO BUKOPUCTAHHS, TaK 1 B YMOBaxX CHEI1aJi30BaHUX LEHTPIB.

[IpakTryHa 3HAYYIIICTh POOOTH MOJIATAE Yy CTBOPEHHI J1€BOTO Ta JAOCTYITHOTO

IHCTpYMEHTY JyIsl pealbimiTalii, Sk MOETHYE€ HAyKOBO OOTPYHTOBaHI METOIUKH 3
Cy4YaCHUMH TEXHOJOTIsIMH po3poOKu irop. PospobiieHe mporpamHe 3abe3nedyeHHS

BUpIIIye TpoOJieMy MOHOTOHHOCTI BIpaB, MiJBUINLYE MOTHBAIIIO MAIlI€EHTIB Ta
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no3BoJisie  (haxiBIsIM 00 €KTUBHO BIJACTEXKYBaTH JMHAMIKY pO3BUTKY ApiOHOT
MOTOPUKH Ha OCHOBI HAKOITMYEHUX CTATHCTUYHUX JaHMX. [lepcrexkTrBr nogansbuoro
PO3BUTKY NPOEKTY BOAUAIOTHCS y PO3LUIMPEHHI 010J11I0TEKH BIPaB Ta BIPOBAIKECHHI
QJITOPUTMIB aJIAITUBHOI CKJIAJJTHOCTI HA OCHOBI aHaI3y YCHIIIHOCTI KOpPHUCTyBaya B

peanbHOMY 4Yaci.
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[TporpamHuii KOA MOJYJIIB CUCTEMHU:

®aiin SongSelectionManager.cs:
using UnityEngine;

using UnityEngine.Ul;

using Mono.Data.Sqlite;

using System.Collections.Generic;

using UnityEngine.SceneManagement;

public class SongSelectionManager : MonoBehaviour

{
public int buttonID = 0;

[Header("UI References")]
public GameObject songButtonPrefab;

public Transform contentContainer;
[Header("Difficulty Buttons")]
public Button easyBtn;

public Button medBtn;

public Button hardBtn;

private string dbPath;

void Start()

dbPath = "URI=file:" + Application.streamingAssetsPath + "/MusicTrackDB.db";

{
Debug.Log($"[Start] MyTb k BA: {dbPath}");
SetDifficultyButtonsActive(false);
LoadSongsFromDB();

1

void LoadSongsFromDB()
{

Debug.Log("[LoadSongsFromDB] MonbiTka noakatoyeHua K BA...");

try
{

using (var conn = new SqliteConnection(dbPath))
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conn.Open();
Debug.Log("[LoadSongsFromDB] CoeguHeHune oTKpbITO.");
using (var cmd = conn.CreateCommand())
{
cmd.CommandText = "SELECT id, title FROM Songs";
using (var reader = cmd.ExecuteReader())
{
int count =0;
while (reader.Read())
{
int id = reader.GetInt32(0);

string title = reader.GetString(1);

GameObject go = Instantiate(songButtonPrefab, contentContainer,

false);

go.transform.position = new Vector2(go.transform.position.x,
go.transform.position.y - (150 * buttonID));

buttonID++;

var textComponent =

go.GetComponentInChildren<TMPro.TextMeshProUGUI>();

if (textComponent != null) textComponent.text = title;

SongButton sb = go.GetComponent<SongButton>();
if (sb 1= null)
{

sb.Setup(id, title, this);

Debug.Log(S$"[LoadSongsFromDB] CosaaHa KHonka: {title}

(ID: {id})");
}
count++;
}
Debug.Log($"[LoadSongsFromDB] 3arpyska 3aBeplieHa. Bcero neceH:
{count}");
buttonID = 0;
}
}
}
1
catch (System.Exception e)
{

Debug.LogError(S"[LoadSongsFromDB] Owwn6ka B/ {e.Message}");
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public void SelectSong(int songld)
{

Debug.Log($"[SelectSong] BbibpaHa necHs ¢ ID: {songld}. O6HoBAAEM KHOMKM COXKHOCTH...");

ResetDifficultyButtons();

using (var conn = new SqliteConnection(dbPath))

{
conn.Open();
using (var cmd = conn.CreateCommand())
{
cmd.CommandText = "SELECT id, difficulty_type FROM Levels WHERE song_id = @sid";
cmd.Parameters.AddWithValue("@sid", songld);
using (var reader = cmd.ExecuteReader())
{
bool found = false;
while (reader.Read())
{
int levelld = reader.GetInt32(0);
string diff = reader.GetString(1);
Debug.Log($"[SelectSong] AoctynHa cnoxHocts: {diff} (LevellD: {levelld})");
if (diff == "Easy") SetupDifficultyButton(easyBtn, levelld, diff);
else if (diff == "Med") SetupDifficultyButton(medBtn, levelld, diff);
else if (diff == "Hard") SetupDifficultyButton(hardBtn, levelld, diff);
found = true;
}
if (Ifound) Debug.LogWarning($"[SelectSong] Y necHu ID {songld} He HaliaeHO ypoBHEel
cnoxkHocTtn!");
}
}
}

void SetupDifficultyButton(Button btn, int levelld, string diffName)
{
btn.interactable = true;
btn.onClick.RemoveAllListeners();

btn.onClick.AddListener(() => StartGame(levelld));



void ResetDifficultyButtons()

{
easyBtn.interactable = false;
medBtn.interactable = false;
hardBtn.interactable = false;
}

void SetDifficultyButtonsActive(bool state)

{

easyBtn.gameObject.SetActive(true);

ResetDifficultyButtons();

Debug.Log("[SetDifficultyButtonsActive] KHonku cbpolueHbl B aedonTHoe coctosHwme.");
!

public void StartGame(int levelld)

{
Debug.Log($"[StartGame] Mepexoa Ha cueHy 'Main' ¢ LevellD: {levelld}");
PlayerPrefs.SetInt("SelectedLevellD", levelld);
PlayerPrefs.Save();
SceneManager.LoadScene("Main");
}
}

®aiin SongButton.cs:
using UnityEngine;

using TMPro;

using UnityEngine.Ul;

public class SongButton : MonoBehaviour
{

public TextMeshProUGUI titleText;

public int songld;

private SongSelectionManager manager;

public void Setup(int id, string title, SongSelectionManager managerReference)
{
songld =id;

manager = managerReference;

if (titleText != null)

titleText.text = title;
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Button btn = GetComponent<Button>();
if (btn != null)
{
btn.onClick.RemoveAllListeners();
btn.onClick.AddListener(() => {
Debug.Log($"[SongButton] Kauk no necHe: {title} (ID: {id})");

manager.SelectSong(id);

N;

}

}

@aiin ProfileDosplay.cs:
using TMPro;

using UnityEngine;

using UnityEngine.SceneManagement;
using Mono.Data.Sqlite;

using System;

public class ProfileDisplay : MonoBehaviour

{
public TextMeshProUGUI welcomeText;

public TextMeshProUGUI infolabel;

void Start()

{
if (PlayerPrefs.HasKey("CurrentUserName"))
{
string username = PlayerPrefs.GetString("CurrentUserName");
int userld = PlayerPrefs.GetInt("CurrentUserID", 0);
welcomeText.text = "Bitaemo, " + username;
LoadExtendedUserInfo(userld);
t
else
{
SceneManager.LoadScene("AuthPage");
1
1

void LoadExtendedUserlInfo(int userld)

{
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string dbPath = "URI=file:" + Application.streamingAssetsPath + "/UserDataDB.db";

string registrationDate = "HeBigomo";
int totalGames = 0;

string lastGameDate = "Hemae 3anucis";

using (var conn = new SqliteConnection(dbPath))
{
conn.Open();
using (var cmd = conn.CreateCommand())
{
cmd.CommandText = "SELECT created_at FROM Users WHERE id = @id";
cmd.Parameters.AddWithValue("@id", userld);
object regResult = cmd.ExecuteScalar();

if (regResult != null) registrationDate = regResult.ToString();

cmd.CommandText = "SELECT COUNT(*), MAX(play_date) FROM Scores WHERE user_id = @id";
using (var reader = cmd.ExecuteReader())
{
if (reader.Read())
{
totalGames = reader.GetInt32(0);

if ('reader.IsDBNull(1)) lastGameDate = reader.GetString(1);

infoLabel.text = $"ID: #{userld:D4}\n" +
S"Peectpauis: {registrationDate}\n" +
S"3irpaHo irop: {totalGames}\n" +
S"OcrtaHHs rpa: {lastGameDate}";
}
}

®aiin ProfileBridge.cs:
using UnityEngine;
using UnityEngine.SceneManagement;

using TMPro;

public class ProfileBridge : MonoBehaviour

{
public TextMeshProUGUI buttonText;



void Start()

{
UpdateButtonStyle();

public void UpdateButtonStyle()

{
if (PlayerPrefs.HasKey("CurrentUserName"))
{
buttonText.text = PlayerPrefs.GetString("CurrentUserName");
1
else
{
buttonText.text = "YBiliTn g0 obnikoBoro 3anucy";
1
}

public void OnProfileClick()

{
if (PlayerPrefs.HasKey("CurrentUserID"))
{
SceneManager.LoadScene("ProfilePage");
}
else
{
SceneManager.LoadScene("AuthPage");
}
}
}
daiin AuthManager.cs:

using UnityEngine;

using TMPro;

using Mono.Data.Sqlite;

using System.Data;

using System;

using System.Security.Cryptography;
using System.Text;

using UnityEngine.SceneManagement;

public class AuthManager : MonoBehaviour

{
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public TMP_InputField loginUser, loginPass;
public TMP_InputField regUser, regPass;

private string dbPath;

void Awake() {
dbPath = "URI=file:" + Application.streamingAssetsPath + "/UserDataDB.db";

string HashPassword(string password) {
using (SHA256 sha256 = SHA256.Create()) {
byte[] bytes = sha256.ComputeHash(Encoding.UTF8.GetBytes(password));

return Convert.ToBase64String(bytes);

public void Register()
{
string user = regUser.text;

string hash = HashPassword(regPass.text);

using (var conn = new SqliteConnection(dbPath))
{
conn.Open();
using (var cmd = conn.CreateCommand())
{
cmd.CommandText = "INSERT INTO Users (username, password_hash) VALUES (@user, @hash);
SELECT last_insert_rowid();";
cmd.Parameters.AddWithValue("@user", user);

cmd.Parameters.AddWithValue("@hash", hash);

try

{
object result = cmd.ExecuteScalar();
Debug.Log("Perucrpauua ycnewHa!");
PlayerPrefs.SetInt("CurrentUserID", Convert.Tolnt32(result));
PlayerPrefs.SetString("CurrentUserName", user);
SceneManager.LoadScene("ProfilePage");

}

catch (Exception e)

{

Debug.LogError("Owunbka: " + e.Message);
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public void Login() {
string user = loginUser.text;

string hash = HashPassword(loginPass.text);

using (var conn = new SgliteConnection(dbPath)) {
conn.Open();
using (var cmd = conn.CreateCommand()) {
cmd.CommandText = "SELECT id FROM Users WHERE username = @user AND password_hash = @hash";
cmd.Parameters.AddWithValue(" @user", user);

cmd.Parameters.AddWithValue("@hash", hash);

object result = cmd.ExecuteScalar();

if (result != null) {
PlayerPrefs.SetInt("CurrentUserID", Convert.Tolnt32(result));
PlayerPrefs.SetString("CurrentUserName", user);
SceneManager.LoadScene("ProfilePage");

}else {

Debug.LogError("HeBepHbiit 1OorvH uamn napons");

}
daiin SceneNavigation.cs:
using UnityEngine;

using UnityEngine.SceneManagement;

public class SceneNavigation : MonoBehaviour

{
public void GoToScene(string sceneName)
{
SceneManager.LoadScene(sceneName);
}

public void QuitGame()

{
Application.Quit();
Debug.Log("Vrpa 3akpbita");



public void Logout()

{
PlayerPrefs.DeleteKey("CurrentUserID");
PlayerPrefs.DeleteKey("CurrentUserName");
PlayerPrefs.Save();
SceneManager.LoadScene("AuthPage");

}

}

daiin EffectObject.cs:

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

using UnityEngine;

public class EffectObject : MonoBehaviour

{
public float lifetime = 1f;

void Start()
{

void Update()

{
Destroy(gameObject, lifetime);

daiin LevellLoader.cs:
using UnityEngine;
using Mono.Data.Sqlite;

using System.Collections.Generic;

public class LevelLoader : MonoBehaviour
{

[Header("HacTtpoiku")]

public GameObject notePrefab;

public Transform noteHolder;
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@IvI";

180f);
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private float[] xCoords = { -1.5f, -0.5f, 0.5f, 1.5f };

public void LoadLevel(int levelld)

{

foreach (Transform child in noteHolder)

{

Destroy(child.gameObject);

string dbPath = "URI=file:" + Application.streamingAssetsPath + "/MusicTrackDB.db";

using (var connection = new SqliteConnection(dbPath))

{

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

{

command.CommandText = "SELECT spawn_time, column_index FROM Notes WHERE level_id =

command.Parameters.AddWithValue("@Ivl", levelld);

using (var reader = command.ExecuteReader())
{
while (reader.Read())
{
float yPos = reader.GetFloat(0);

int collndex = reader.GetInt32(1);

GameObject newNote = Instantiate(notePrefab, noteHolder);

newNote.transform.localPosition = new Vector3(xCoords[collndex], yPos, 0);

switch (collndex)
{
case 0: // Neso

newNote.transform.rotation = Quaternion.Euler(0, O,

break;

case 1: // BHus
newNote.transform.rotation = Quaternion.Euler(0, 0, 90f);
break;

case 2: // Beepx
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newNote.transform.rotation = Quaternion.Euler(0, O,
270f);
break;
case 3: // lNpago

newNote.transform.rotation = Quaternion.Euler(0, 0, 0f);

break;
}
NoteObject nObj = newNote.GetComponent<NoteObject>();
if (nObj != null)
{
nObj.keyToPress = GetKeyFromIndex(collndex);
}

1
Debug.Log($"YposeHsb {levelld} ycnewHo 3arpyxeH us SQL!");

private KeyCode GetKeyFromIndex(int index)

{
if (index == 0) return KeyCode.LeftArrow; // Cunsa (Bneso)
if (index == 1) return KeyCode.UpArrow; //YepBoHs (BHu3)
if (index == 2) return KeyCode.DownArrow; // *osTa (Bsepx)
if (index == 3) return KeyCode.RightArrow; // 3enena (Bnpaso)
return KeyCode.Space;

}

}

daiin LevelExporter.cs:

using UnityEngine;

using Mono.Data.Sqlite;

public class LevelExporter : MonoBehaviour

{
public int targetLevelld = 1;

[ContextMenu("Export Scene Notes to SQL")]

public void ExportNotes()

{
string dbPath = "URI=file:" + Application.streamingAssetsPath + "/MusicTrackDB.db";

using (var connection = new SqliteConnection(dbPath))



connection.Open();

using (var deleteCmd = connection.CreateCommand())

{
deleteCmd.CommandText = "DELETE FROM Notes WHERE level_id = @IvI";
deleteCmd.Parameters.AddWithValue("@Ivl", targetLevelld);

deleteCmd.ExecuteNonQuery();

NoteObject[] notesOnScene = FindObjectsOfType<NoteObject>();

using (var transaction = connection.BeginTransaction())

|, @time, @col)";

{
foreach (var note in notesOnScene)
{
using (var insertCmd = connection.CreateCommand())
{
insertCmd.CommandText =
"INSERT INTO Notes (level_id, spawn_time, column_index) VALUES (@Iv
insertCmd.Parameters.AddWithValue("@Ivl", targetLevelld);
insertCmd.Parameters.AddWithValue("@time", note.transform.localPosition.y);
int columnindex = GetColumnFromX(note.transform.localPosition.x);
insertCmd.Parameters.AddWithValue("@col", columnindex);
insertCmd.ExecuteNonQuery();
}
1
transaction.Commit();
}

Debug.Log($"YcnewHo akcnoptuposaHo {notesOnScene.Length} HOT. YposeHb ID

private int GetColumnFromX(float x)

{
if (Mathf.Approximately(x, -1.5f)) return 0;
if (Mathf.Approximately(x, -0.5f)) return 1;
if (Mathf.Approximately(x, 0.5f)) return 2;
if (Mathf.Approximately(x, 1.5f)) return 3;

: {targetLevelld}");
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return 0;

}
@aiin GameManager.cs:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul;

using UnityEngine.UlElements;

using UnityEngine.SceneManagement;
using Mono.Data.Sqlite;

using TMPro;

public class GameManager : MonoBehaviour

{

public AudioSource theMusic;

public bool startPlaying;

public bool useDatabase;
public BeatScroller theBS;
public static GameManager instance;

public int currentScore;
public int scorePerNote = 100;
public int scorePerGoodNote = 125;

public int scorePerPerfectNote = 150;

public int currentMultiplier;
public int multiplierTracker;

public int[] multiplierThresholds;

public Text scoreText;

public Text multiText;

public float totalNotes;
public float normalHits;
public float goodHits;

public float perfectHits;

public float missedHits;



public GameObject resultsScreen;

public Text percentHitText, normalsText, goodsText, perfectsText, missesText, rankText, finalScoreText;

public UnityEngine.Ul.Image percentBar;

public bool autoPlay;

public AudioSource autoPlayAudioSource;

public TextMeshProUGUI timerText;

public UnityEngine.Ul.Image healthBar;
public float maxHealth = 100f;

public float currentHealth;

public float healthPerNote = 50f;
public float healthMissPenalty = 10f;

public CanvasGroup buttonsGroup;

void Start()
{

instance = this;
currentHealth = 85;
UpdateHealthBar();

scoreText.text = "Score: 0";

currentMultiplier = 1;

if (useDatabase)

{
LevelLoader loader = GetComponent<LevelLoader>();
if (loader != null)
{
int levelToLoad = PlayerPrefs.GetInt("SelectedLevellD", 1);
loader.LoadLevel(levelToLoad);
}
else
{
Debug.LogError("Ha o6bekTe GameManager oTcyTcTByeT KomnoHeHT LevelLoader!");
}
}

else



Debug.Log("3arpy3ka 13 B/, oTkatoueHa. Micnosb3yoTcs HOTbI, paccTaB/ieHHble BPYyYHYHo Ha cueHe.");

totalNotes = FindObjectsOfType<NoteObject>().Length;

if (autoPlayAudioSource == null)

{
autoPlayAudioSource = gameObject.AddComponent<AudioSource>();
autoPlayAudioSource.playOnAwake = false;
autoPlayAudioSource.volume = 0.15f;

}

void Update()

{
if (resultsScreen.activelnHierarchy)
{
if (Input.GetKeyDown(KeyCode.R))
{
SceneManager.LoadScene(SceneManager.GetActiveScene().name);
}
if (Input.GetKeyDown(KeyCode.Escape))
{
SceneManager.LoadScene("SongSelect");
}
}

if (IstartPlaying)

{
if (Input.anyKeyDown)
{
startPlaying = true;
theBS.hasStarted = true;
theMusic.Play();
}
return;
1

if (theMusic.isPlaying && timerText != null)
{



float t = theMusic.time;
int minutes = (int)t / 60;
int seconds = (int)t % 60;

timerText.text = string.Format("{0}:{1:00}", minutes, seconds);

if (startPlaying && !theMusic.isPlaying && !resultsScreen.activelnHierarchy)

{
ShowResults();

if (startPlaying && currentHealth <= 0)
{

GameOver();

void ShowResults()

{

SaveResultToDatabase();

if (buttonsGroup != null) buttonsGroup.gameObject.SetActive(false);
if (theBS != null) theBS.gameObject.SetActive(false);

resultsScreen.SetActive(true);

normalsText.text = normalHits.ToString();
goodsText.text = goodHits.ToString();
perfectsText.text = perfectHits.ToString();

missesText.text = missedHits.ToString();

float totalHit = normalHits + goodHits + perfectHits;

float percentHit = (totalNotes > 0) ? (totalHit / totalNotes) * 100f : Of;

percentHitText.text = percentHit.ToString("F1") + "%";
rankText.text = GetRank(percentHit);

finalScoreText.text = currentScore.ToString();

string GetRank(float percent)

{

80



if (percent >= 100f) return "SS";
if (percent > 95f) return "S";
if (percent > 85f) return "A";
if (percent > 70f) return "B";
if (percent > 55f) return "C";
if (percent > 40f) return "D";

return "F";

void UpdateHealthBar()

{
if (healthBar !=null)
{
healthBar.fillAmount = currentHealth / maxHealth;
}
}

public void NoteHit()

{
Debug.Log("Hit On Time");

currentHealth = Mathf.Min(currentHealth + healthPerNote, maxHealth);

UpdateHealthBar();

if(currentMultiplier - 1 < multiplierThresholds.Length)
{

multiplierTracker++;

if (multiplierThresholds[currentMultiplier - 1] <= multiplierTracker)

{

multiplierTracker = 0;

currentMultiplier++;

multiText.text = "Multiplier: x" + currentMultiplier;

scoreText.text = "Score: " + currentScore;

public void NormalHit()
{

currentScore += scorePerNote * currentMultiplier;



NoteHit();

normalHits++;

UpdateProgressBar();

public void GoodHit()

{
currentScore += scorePerGoodNote * currentMultiplier;
NoteHit();
goodHits++;
UpdateProgressBar();
}

public void PerfectHit()

{
currentScore += scorePerPerfectNote * currentMultiplier;
NoteHit();
perfectHits++;
UpdateProgressBar();
}

public void NoteMissed()
{
Debug.Log("Missed Note");

currentHealth -= healthMissPenalty;
UpdateHealthBar();

currentMultiplier = 1;

multiplierTracker = 0;

multiText.text = "Multiplier: x" + currentMultiplier;

missedHits++;

UpdateProgressBar();
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void UpdateProgressBar()

{

float totalHit = normalHits + goodHits + perfectHits;

float progress = totalHit / totalNotes;

percentBar.fillAmount = Mathf.Clamp01(progress);

void GameOver()

{

theMusic.Stop();
theBS.hasStarted = false;

startPlaying = false;

ShowResults();

rankText.text = "FAILED";

rankText.color = Color.red;

public void SaveResultToDatabase()

{

if (IPlayerPrefs.HasKey("CurrentUserID")) {
Debug.LogWarning("Pe3ynbTaT He coxpaHeH: No/sb30BaTe/lb He aBTOPU30BaH.");

return;

int userld = PlayerPrefs.GetInt("CurrentUserID");

int levelld = PlayerPrefs.GetInt("SelectedLevellD", 1);

float totalHit = normalHits + goodHits + perfectHits;

float accuracy = (totalNotes > 0) ? (totalHit / totalNotes) * 100f : Of;

string rank = GetRank(accuracy);

if (currentHealth <= 0) rank = "FAILED";

string dbPath = "URI=file:" + Application.streamingAssetsPath + "/UserDataDB.db";

using (var conn = new SqliteConnection(dbPath)) {

conn.Open();

using (var cmd = conn.CreateCommand()) {

cmd.CommandText = @"INSERT INTO Scores
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(user_id, level_id, score, rank, accuracy, perfect_hits, good_hits, normal_hits, misses)

VALUES (@uid, @lid, @score, @rank, @acc, @perfect, @good, @normal, @miss)";

cmd.Parameters.AddWithValue("@uid", userld);

cmd.Parameters.AddWithValue("@lid", levelld);

cmd.Parameters.AddWithValue("@score", currentScore);

cmd.Parameters.AddWithValue("@rank", rank);

cmd.Parameters.AddWithValue("@acc", accuracy);

cmd.Parameters.AddWithValue(" @perfect", perfectHits);

cmd.Parameters.AddWithValue("@good", goodHits);

cmd.Parameters.AddWithValue("@normal", normalHits);

cmd.Parameters.AddWithValue("@miss", missedHits);

try {

}

cmd.ExecuteNonQuery();

Debug.Log("Pe3ynbTat Urpbl ycrnewHo coxpaHeH B 64!");

catch (System.Exception e) {

®daiir NoteGenerator.cs:

using UnityEngine;

Debug.LogError("OwwnbKka coxpaHeHus B BA: " + e.Message);

public class NoteGenerator : MonoBehaviour

{
public GameObject notePrefab;

public Transform noteHolder;

[Header("HacTpoiiku cnasHa")]
public int amount = 10;

public float startY = 3.47f;
public float xPos = 1.5f;

public float stepY = 1f;

[ContextMenu("Generate Notes")]

public void Generate()

{
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if (notePrefab == null | | noteHolder == null)

{

Debug.LogError("3anonHu Prefab u Holder!");

return;

for (inti=0;i<amount; i++)

{

GameObject newNote = Instantiate(notePrefab, noteHolder);
float spawnY = startY + (i * stepY);

newNote.transform.localPosition = new Vector3(xPos, spawnY, 0);

NoteObject nObj = newNote.GetComponent<NoteObject>();
if (nObj != null)

SetNoteData(newNote, nObj);

Debug.Log(S"CreHepuposaHo {amount} HOT Ha no3uuum X: {xPos}");

private void SetNoteData(GameObject note, NoteObject nObyj)

{

if (Mathf.Approximately(xPos, -1.5f))

{
nObj.keyToPress = KeyCode.LeftArrow;
note.transform.rotation = Quaternion.Euler(0, 0, 180f);
}
else if (Mathf.Approximately(xPos, -0.5f))
{
nObj.keyToPress = KeyCode.UpArrow;
note.transform.rotation = Quaternion.Euler(0, 0, 90f);
}
else if (Mathf.Approximately(xPos, 0.5f))
{
nObj.keyToPress = KeyCode.DownArrow;
note.transform.rotation = Quaternion.Euler(0, 0, 270f);
1
else if (Mathf.Approximately(xPos, 1.5f))
{

nObj.keyToPress = KeyCode.RightArrow;

note.transform.rotation = Quaternion.Euler(0, 0, Of);
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}
}

®aiin NoteObject.cs:

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

using UnityEngine.Audio;

public class NoteObject : MonoBehaviour

{

public bool canBePressed;

public KeyCode keyToPress;

private bool wasHit;

public GameObject hitEffect, goodEffect, perfectEffect, missEffect;

public AudioClip autoPerfectSound;//Al

void Start()
{

void Update()

{
if (IGameManager.instance.autoPlay)
{
if (Input.GetKeyDown(keyToPress))
{
if (canBePressed && !wasHit)
{
if (lIsNoteBelowMe())
{
TryHit();
}
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}
1
else
{
if (canBePressed && !wasHit)
{
if (Mathf.Abs(transform.position.y) <= 0.01f)
{
TryHit();
}
}
}

void TryHit()
{

wasHit = true;
gameObject.SetActive(false);

float distance = Mathf.Abs(transform.position.y);

if (distance > 0.25f)

{
GameManager.instance.NormalHit();
Instantiate(hitEffect, transform.position, hitEffect.transform.rotation);
1
else if (distance > 0.05f)
{
GameManager.instance.GoodHit();
Instantiate(goodEffect, transform.position, goodEffect.transform.rotation);
}
else
{

GameManager.instance.PerfectHit();

Instantiate(perfectEffect, transform.position, perfectEffect.transform.rotation);

if (GameManager.instance.autoPlay && autoPerfectSound != null)

{

GameManager.instance.autoPlayAudioSource.PlayOneShot(autoPerfectSound);
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void OnTriggerEnter2D(Collider2D other)

{
if (other.tag == "Activator")
{
canBePressed = true;
}
}

void OnTriggerExit2D(Collider2D other)

{
if (other.tag == "Activator")
{
canBePressed = false;
if (lwasHit)
{
GameManager.instance.NoteMissed();
Instantiate(missEffect, transform.position, missEffect.transform.rotation);
1
1
1

bool IsNoteBelowMe()

{
RaycastHit2D hit = Physics2D.Raycast(transform.position, Vector2.down, 1.0f);
if (hit.collider != null && hit.collider.gameObject != this.gameObject)
{
if (hit.collider.GetComponent<NoteObject>() != null)
{
return true;
}
}
return false;
1
}

®daitn BeatScroller.cs:



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

using UnityEngine;

public class BeatScroller : MonoBehaviour

{

public float beatTempo;

public bool hasStarted;

public float speedMultiplier = 1;

void Start()

{
beatTempo = beatTempo / 60f;

void Update()

{
if (!hasStarted)
{
}else

{

transform.position -= new Vector3(0f, (beatTempo * speedMultiplier) * Time.deltaTime, 0f);

®daiinn ButtonController.cs:

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

using UnityEngine.Audio;

public class ButtonController : MonoBehaviour

{
private SpriteRenderer theSR;

public Sprite defaultimage;

public Sprite pressedimage;

public KeyCode keyToPress;
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public AudioClip pressSound;

private AudioSource pressSoundSource;

void Start()

{
theSR = GetComponent<SpriteRenderer>();

pressSoundSource = gameObject.AddComponent<AudioSource>();

pressSoundSource.playOnAwake = false;

pressSoundSource.volume = 0.05f;

void Update()

{
if (Input.GetKeyDown(keyToPress))

{
theSR.sprite = pressedimage;
if (pressSound != null)

{

pressSoundSource.PlayOneShot(pressSound);

if (Input.GetKeyUp(keyToPress))

theSR.sprite = defaultimage;
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JIOJIATOK B

Peanizaitisi BUOIpKM CTaTUCTUYHUX JAHUX JJIS aHATI3Y MIPOTpecy:

public void SaveResultToDatabase()
{
if (!PlayerPrefs.HasKey("CurrentUserID")) {
Debug.LogWarning("Pe3ynbTaT He 36eperkeH0: KOpUCTyBaYy He aBTopu3oBaHuii.");

return;

int userld = PlayerPrefs.GetInt("CurrentUserID");

int levelld = PlayerPrefs.GetInt("SelectedLevellD", 1);

float totalHit = normalHits + goodHits + perfectHits;

float accuracy = (totalNotes > 0) ? (totalHit / totalNotes) * 100f : Of;

string rank = GetRank(accuracy);
if (currentHealth <= 0) rank = "FAILED";
string dbPath = "URI=file:" + Application.streamingAssetsPath + "/UserDataDB.db";

using (var conn = new SqliteConnection(dbPath)) {
conn.Open();
using (var cmd = conn.CreateCommand()) {
cmd.CommandText = @"INSERT INTO Scores
(user_id, level_id, score, rank, accuracy, perfect_hits, good_hits, normal_hits, misses)

VALUES (@uid, @lid, @score, @rank, @acc, @perfect, @good, @normal, @miss)";

cmd.Parameters.AddWithValue("@uid", userld);
cmd.Parameters.AddWithValue("@lid", levelld);
cmd.Parameters.AddWithValue("@score", currentScore);
cmd.Parameters.AddWithValue("@rank", rank);
cmd.Parameters.AddWithValue("@acc", accuracy);
cmd.Parameters.AddWithValue(" @perfect", perfectHits);
cmd.Parameters.AddWithValue("@good", goodHits);
cmd.Parameters.AddWithValue("@normal", normalHits);

cmd.Parameters.AddWithValue(" @miss", missedHits);

try {

cmd.ExecuteNonQuery();

Debug.Log("Pe3ynbTat rpu ycniwHo 36epexeHo B 6A4!");
1

catch (System.Exception e) {



Debug.LogError("Momunka 36epexeHHs B BA: " + e.Message);
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JIOJIATOK B

HAIIIOHAJIbHUM YHIBEPCUTET BIOPECYPCIB I
MPUPOJJOKOPUCTYBAHHS YKPATHU
daxyabTeT iHpOopMALITHUX TEXHOJIOTIH
Jexapauis mpo akajgeMiuHy 100po4ecHicTh Ta BUukopucranus LI
S, Bonoxin bornan Onexcanaposud, 3100yBau HYBill Ykpainu, ycBigomirowouu
BIIMOBIJATBHICTh 32 TOPYIICHHS aKaJeMIYHOi JOOpPOYECHOCTI, ILI€H  3asBOIO

M1JITBEP/IKYIO, 1110:

®  Mos GakanaBpcbka kBajigikaliiina podota Ha TeMmy «IIporpamue 3a6e3nedeHHs IS

PO3BUTKY JIPIOHOT MOTOPUKHU PYK HA OCHOBI MY3UYHOT'O PUTMY» € PE3yJIbTATOM MOET

0ocoOuCTOl mparii.

o VYci 3amo3u4eHHs 3 TEKCTIB 1HIIKUX aBTOPIB MAlOTh BIJIMOBIAHI MOCUIAHHS 3T1IHO 3
YUHHUMH CTaHJapTaMHu.

o [Iono Bukopucranug iHcTpymeHTiB LI 3a3nayvaro, mo:

° [] incTpymenTu renepatuHoro 11 He BUKOPUCTOBYBaIHCS.

° [v] iHcTpymeHT LI Gemini ByB BUKOpUCTaHUIA Ans:

[ [ ] mepexiiaqy 1HIIOMOBHUX JIKEPET;

o [v'] cTunicTUYHOro pegaryBaHHs Ta NepPeBIPKN rpamMaTuku;
[ [ ] momomoru y HanMcaHHi/BIIaroKeHHI MPOTPaMHOTO KOY;
o [ ] 1H1IE:

S posymiro, 10 HaJaHHS HEIOCTOBIpHOI 1H(MOpMaIli MOXKE MPU3BECTH IO
CKaCyBaHHs Pe3yJbTATiB 3aXUCTY Ta BiapaxyBaHHs 3 yucia 3700yBadiB HY Bill Ykpainu.

« » 2026 p. bornan BOJIOXIH

(miammc)



