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IHCTPYMEHTAJIBHI OCOBJIMBOCTI ABTOMATHOT' O
IMPOI'PAMYBAHHSA KOMIIP'IOTEPHUX IT'OP

Anomayin. Iliosuwenns inmepecy 0o eeumigixayii  OisHec-npoyeci¢ 30008 513V€  PO3POOHUKIG
Gopmanizysamu mexuonociyni npoyecu 3 euxopucmannam Unified Modeling Language (UML) na ochosi
UML-oiacpam. Ilapaduema asmomamnoco npocpamyeants oasa po3podxu 13 na ocrnosi Kinyesux agmomamis
CHpOWYE aHANI3 CMBOPEHO20 NPOSPAMHO20 KOOy ma 1o2o mecmygeauus. Posensnymo ocobnueocmi
ABMOMAMHO20 NPOSPAMYBAHHST KOMN T0mepHux ieop npu nepexodi 6i0 UML-mooemosanns do peanizayii
KIHYe8o2o asmomama CyeHapilo 2epu, 8paxosyouu opmu 8i3yanvHo20 NPeoCmAasieHHs asmomMamie
niazinamu cyyacHux pyutiie. Pezynomamu excnepumenmis iz nepesedennss UML-0iacpamu cmanie y modenw
MAWUHU CMAHIB BUABULU OCHOBI 0COOIUBOCTI, K MOJICYMb YCKIAOHUMU NPOYEC Nepesody ma Niouyumu
UMOBIDHICTNbL NOMUNIOK peanizayii. Y nooanvuomy Ha 0CHO8I 8usAsieHuUx ocobausocmeti 6yoe po3pooaeHo
aneopumm asmomMamu308aH020 Cunmesy NOKPOKosux pekomenoayit 3 peanizayii UML-0iacpamu cmanis
0/ PI3HUX NJA2IHIG.

Kniouosi cnosa: zeiimigpixayin; asmomamne npozpammyeannsn; UML; Unity3D; GameHub

Beryn
Brpomorix 0ararbox POKiB OCHOBHHMMU
BIIMIHHOCTSIMH SKUTTEBOTO LUKITY 0aratbox

KOMII' FOTEPHHUX irop Bix mporpamuoro 3adesneueHus (113)
OyIb-IKMX BHUPOOHMYMX TMpoleciB Oyna BiJCyTHICTH
CTaHAApTIB Ha CTpyKTypy BuMor po [II3, sxi
npeacTaBisioThest y Gopmi Game Design Document [1],
Ta KOPOTKUH Yac eKCInTyaTallii Tpu KOpUCTyBadyaMu. AJie
MiIBUIICHHS 1HTepecy A0 reimidikariii Oi3Hec-mporeciB
3a octaHHi 10 pOKIB TO4YaI0 BHBOAWUTH PO3POOKY
KOMII' FOTEPHHX irop 3 BY3bKOCIIEI[IAII30BAHOTO TPOIIECY
po3pobnenns I13 no iHmycTpii po3poONCHHS HAa OCHOBI
KJIACHYHUX  IHCTPYMCHTAIBHUX  CEPCIOBHIN  MOB
nporpamyBanus Java, C++, C# abo cremiani3oBaHUX
THCTpYMEHTAIILHUX CepeNOBUII (irpOBHX PYIIIiB), TAKHX
sk Unity3D Ta Unreal Engine. lle 30008 s13ye
PO3pOOHUKIB 3  METOI0  aBTOMATH3allii  aKTUBHO
(hopMalTizyBaTH TEXHOJIOTIYHI TIPOIIECH 3 BUKOPHUCTAHHAM
Unified Modeling Language (UML) six ynidikoBaHoi
yHIBepcaJIbHOI MOBH MOJEINIOBaHHS Ha ocHoBi UML-
nmiarpam BUKopHcTaHHS [13, KOHIENTyambHMX KJaciB
00’€KTiB, cTaHiB 00’ €KTIB KJIACiB Ta iHIKX [2]. OgHaK Bke
monan 30 pokiB iCHye mapamgurmMa aBTOMAaTHOTO
IporpamMyBaHHs ab0 «IPOrpaMyBaHHS BiJl CTaHiB» IS

po3pobnenns I13 Ha OCHOBI KiHIICBHX aBTOMATiB [3].
[TepeBaramu rpadiuyHOTO MpencTaBneHHs noBeaiHku [13 y
BHTJISZII MOJIENI KiHIIEBOTO aBTOMATa HaJI AJITOPUTMITHAM
MPOrpaMyBaHHAM € CIPOIICHHSA aHaji3y CTBOPEHOTO
MPOrpaMHOro KOy Ta aBTOMATHU3aLlisl TECTYBaHHs. Alie B
po0orTi [4] 3a3HaUEHO, IO METOAN BUKOPUCTAHHS Jiarpam
CTaHIB KiHIIEBUX aBTOMaTiB abo mepex [leTpi mokazamu
eeKTHBHICTb JIMIIE y CIELiani30BaHuX cepax, OJHAK Y
chepi MPOEKTYBaHHS KOMITIOTEPHUX Iirop pPO3POOHHKH
CTHKAIOThCS 3 THM, 1[0 KUTBKICTB I'POBUX CTAHIB 3a3BUYall
HE € KIHIICBOIO 1 Ma€ IBUJIKO 3pOCTA0YY CKIIAJHICTh IPU
MABUINEHHI AeTamizamii moaeni rpu. Lle odMexye kimacu
irop, sIKi MiJIal0THCS aBTOMAaTHOMY MPOTPaMyBaHHIO, 10
piBHA ka3yanbHuUX irop 3 mnpoctumu GamePlay-
npaBmiamMu Ta Tpadikoro [5; 6]. B mpoMy BUnaaky mis
pPO3IIMpEHHS KJaciB irop HeoOXigHAa aBTOMAaTH3AIis
MPOLIECY KepYBaHHS CTaHAMH aBTOMATHOI MOJEINI TPH 3a
HasIBHOCTI BiJIITOBIZIHUX 1HCTPYMEHTIB B IrPOBUX PYILisX.

B irpoBomy pymii Unity3D po3poOHUKaM HATA€ThCS
MOXJIMBICTh BAKOPHUCTOBYBATH aBTOMATHE MPOrPaMyBaHHS
y JCKUIBKOX CTOPOHHIX IPOrPaMHUX KOMIIOHEHTaX
(mnariHax), HAWMOMIMPEHIMMMH 3 SKAX € TUIariHd
PlayMaker (PM-tnarin) [7] ta Behaviour Machine (BM-
wiarin) [8]. Ayie B OUTBIIOCTI MOCIOHUKIB 31 CTBOPCHHS
irop 3a BKa3aHMMH IUIariHaMu BIICYTHI peKoMeHpauii 3
BUKOPHUCTAHHS (dhopmamizarii aBTOMAaTHOTO
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porpamyBaHHs. Xo4a MoTi0OHI METOIUKH € B poOOTi [9],
sIKa TIPOTIOHYE TIporiec (GOPMali30BAHOTO MEPETBOPEHHS
CIIEHapil0 TpU y mporpaMHud kox, a B poboti [10]
NPEJCTaBICHO TIPOLEC IPOEKTYBaHHS TpHU  depes
MTOCTYTIOBE CTBOPEHHS JliarpaMHu KJIACiB, JiarpaMu CTaHiB
Ta TIOB S3aHUX 3 KO)KHUM CTaHOM KaJIpiB CIIEHAPIlO TPH.
Are 1x Tpeba aganTyBaTé 3 ypaxyBaHHSIM OCOOIMBOCTEH
POOOTH KOHKPETHUX TUIATiHIB.

Merta crarTi

Mera — BH3HAUHTH OCOOJHMBOCTI
MIPOrpamMyBaHHs KOMIT IOTEPHUX irop INpH MEPeXoji Bixa
UML-monentoBaHHsl 10 pealtizawii KiHIIEBOI'O aBTOMara
CIIEHapil0 TpH, BPaxoByOYH (GOPMH  Bi3yaJIbHOTO
TIPEICTABIICHHS aBTOMATIB IIAriHAMK CyJacHUX PYIIiiB.

Jlnist JoCSATHEHHS BKa3aHOI METH aBTOMATHY MOJICIh
HEOOXIHO  pO3MIAgaMu  SK  OCTaHHIH  eTam B
TEXHOJIOTIYHOMY TIpOIIeCi  PO3pOOJICHHS Ka3yalbHOL
KOMII FOTEPHOT IpH.

aBTOMAaTHOI'O

BukJiax ocHOBHOTro MaTepiaiy
ETanu TexXHO0JI0ri4HOr0 npouecy
CTBOpPEHHSI ABTOMATHOI Mojei

IIpu mpoekTyBaHHI irpoBOi MEXaHIKH BXiTHUMH
JNaHUMHU €, 3a3BWyai, CIeHapid TpH, TONAHWUH 5K
JOBUIBHUM ~ TeKcToBMH  omuc. B pesynbraTi
MIPOEKTYBaHHS HEOOXiTHO OTPUMATH KiHIIEBUI aBTOMAT,
SKHA MOXHAa BHKOPHUCTOBYBATH SK IIaOJIOH TIpH
Bi3yaJJbHOMY INpOTrpaMyBaHHI I'pU B IrpOBHX PYLIisX.
[IporonyeTbcs TPEACTABUTH TEXHOJIOTIYHUHA MpoLec
CTBOPEHHS aBTOMAaTHOi Moedi irpoBoro pymris Unity 3D
SIK IIOCJIIJIOBHICTH €TalliB.

Eman 1. ®opmamizauis  cueHapiro  Tpu:
MIPEACTaBICHHS BXiIHOTO TEKCTOBOTO CIIEHApPII0 TPH Y
BUIISINI  CIieHapiro BUKopuctaHHA Ta Use-Case-
miarpamu, TOOTO SK MapKOBaHOTO CIHCKY, SIKHH
nokpokoBo onucye GamePlay-npasuna. [Ipu cTBopeHHI
Use-Case-ngiarpaMu  Ta BHU3HA4YCHHI IMEH aKTOPiB
BpaxoBYETbCS KiacuQikalis 3a THUIOM Bizyasizauii
rpaBus Bif nepiioi ocobu (first-person shooter, FPS) abo
BiX TpeThoi ocobu (third-person shooter, TPS) [11].

Eman 2. TlpoBemeHHs aHamizy CIEHapiro
BUKOPHCTaHHS TPH: BHUIUICHHS IrpoBHX 00’ €KTIB.
3a3Buyail y crieHapii BOHM BUCTYIIAIOTH SIK IMEHHUKH, SIKi
MAaIOTh XapaKTePUCTHKH (IPUKMETHUKHU Ta IMEHHUKH) Ta
HaJ HUMH BHUKOHYIOTH Hii (miecimoBa). IrpoBi 00’exTH
Tpeba PO3MUIMTH HA JWHAMIYHI, B SIKUX 3aJIC)KUTh
GamePlay-ipaBuia, Ta CTaTHYHI.

Eman 3. Bu3HaueHHA CTPYKTYypH B3aeMOJil
irpoBux 00’€KTiB: MoOyZOBa jAiarpaMu KiaciB, Ha sSKiH
MOKa3aHi KJIaCH JWHAMIYHWX IrpoBUX OO €KTIiB Ta
CTAaTUYHHX, 3 SKHUMH BOHHU B3aEMOMIIOTH. ATpuOyTamMu
KJIaciB BHCTYIAIOTh XapaKTEPUCTUKH IrPOBUX 00’ €KTIB,
omeparisMu — Jii, SKi TPU3BOIATH JI0 3MiHU 3HaYEHB X
arpuOyTiB 3 J03BOJICHOI MHOXHWHH. Kiacu 3amaroTh
1abJIoH iIrpoBOro 00’ eKTa.

Eman 4. TlpoBemeHHs aHamily CEMaHTHKH
B3a€MO3B’SI3KiB MK KJIaCAMH 3 METOI0 BH3HAUYCHHS
mabnoHiB  Mexaniku  GamePlay-npasun  [12] Ta
emicremornoriuni mwabnonu (Epistemic Patterns) [11],
IIpH 1ILOMY CEMAaHTHYHI Ha3BH 3B’SI3KiB MDK KJIacaMu
3aMiHIOIOTHCS Ha MAOIOHHI.

Eman 5. BusnaueHHs cTaHiB IrpoBHX 00 €KTIB: Ha
OCHOBI po3pobIieHoT niarpaMu KJTaciB Ta
(hopMarizoBaHOTO IrpOBOTO CIICHAPII0 BU3HAYAIOTHCS
CcTaHH O0’€KTIB IrPOBUX KJACIB sIK JIESKi 3HAYCHHS iX
aTpuOyTiB 3 J03BOJICHOT
MPU3BOAATH J0 3MIHH CTaHiB (i KOpHCTyBada dYH
IHIIOTO IrpOBOr0 00’€KTa) Ta BHKOHAHHIO HEOOXITHUX
omeparii. SIk pe3ynbTaT OyIyeThCsl KIHIICBHI aBTOMAT Y
¢dhopmari UML-niarpamu cTaHiB.

Eman 6. Busnauenus 1m1aOJIOHIB  JIFOJIHHO-
MamnHHOI B3aemonuii (Human Computer Interface, HCI)
ta 3HaueHb HCI-noniti [13] ans TpurepiB nonii UML-
JiarpaMu cTaHiB 00’ €KTiB irpoBuX kiaciB. Hampukman,
JUIsL HCI-tuny «CrannapTHa KIaBiaTypa»
BUKOPHUCTOBYIOTBCS KJIABIII «CTPUIKA BrOPY», «CTPLIKa
BHM3 1 iHmn, a giga HCI-tuny «2/3-KHONKOBHH
MaHIMyJIATOp MHIIIa» BUKOPUCTOBYETHCSA« HATUCKAHHSI

MHOXXUHH, TPHUIEpH, SKi

JBOI KHOMKM MHUII», «HATHCKAHHS MPaBOi KHOIKHU
MHIII» Ta 1HIIII.

Eman 7. TlepeTBopeHHS miarpamMu CTaHiB Yy
aBTOMAaTHY MOJIEJb BiIMOBiIHOTO Tariny (PM-muiariny,
BM-nnariny) 3 ypaxyBaHHSAM TaOJUII BiIIOBIIHOCTI
MDXK Ha3BaMH TpUTepiB noik 3 UML-niarpaMu CTaHiB Ta
HAa3BaMU TPUTCPHUX MOJi# y BINMOBITHUX TIATiHAX.

ABTOMAaTHE MPOrpaMyBaHHS
Ha NPUKJIAi IPH 3 IPOCTUMU NMPaBUJIAMH

Js BU3HAYCHHS 0COOJIMBOCTEH UML-
MPOSKTYBaHHs PO3IMIITHYTO MPUKIA] TPH «3Miika» 3
TaKAMU TIPABIIIAMH CIEHAPIIO:

1) 3wmilika pyxaeThcsl y TIONIyKax sOIyka TIo
MTOBEPXHI, SIKY 00MEKEHO IO IEPUMETPY CTiHOK;

2) 3Milika MOXe pyXaTHCsl BIepell, IOBEpTaTH
paBopyd ado JTiBOPYY;

3) skiio 3Milika Jocsrae s01yka, BOHa Horo 3'inae;

4) sKmo 3Milika HE BCTUTAa€ MOBEPHYTH, BOHA
BIAPSIETHCA Y CTiHY.

Ha puc. 1 cxemaTHaHO 1MOKa3aHo 00’ €KTH TPH.

O

Abnyko

CriHa

CTiHa
BHIL)

3milika

CriHa

Pucynok 1 — Cxemamuune npeocmasnenus
06°€xmis epu «3mitika»
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Bkazani mpaBmiia € CHOPOIIEHUMH 1 QJITOPUTM
MepeMillieHHss  JOBroro  Tila 3MIMKH BOHH  HE
BpaxoBYIOTb, 3Milika Mae (ikCOBaHMH poO3MIp 1 He
3pocrae Ipu 3’inaHHi sS0IyKa.

Tlepuit erart rpouecy MPOEKTYBaHHS
3aBepIIyeThCS CTBOPeHHAM UML-niarpamMu IperieICHTiB
Ta MapKOBAaHOTO CIIMCKY MpaBwil cleHapito. Ha puc. 2
mokazano UML-niarpaMy TIpeneneHTiB 3 Bi3yasi3aliero
rpaBus FPS-Tumy, KOJMH aKTOpPOM CTa€ TEPCOHAXK
3MIMKH.

rNoBepHYTH
3MiliKy niBopyy

A=

rpaBelb

MoBepHyTH
3MmiliKy npaBopyy

=

PyxaTu 3miliky Bnepeg

3miiika sigae aényko

L7 «extend»

"‘ «extend»

3Milika BAAPAETLCA Y CTiHY

Pucynok 2 — UML-oiazpamu npeyedenmis epu «3milika»

[Hiarpama konuenryansHux knacis (Concept-class)
MOJICTIFOE CTATHKY CHUCTEMH 3 ypaxyBaHHSM JeTaliei
CTPYKTYp KilaciB i B3aeMuH Mix kiacamu. UseCase-
JiarpamMa He BpPaxoBYe€ JAeTalli CTPYKTYp Ta JHHAMIKY.
Taka MoBa MOJENIOBaHHS HAWOUIBIN TpUAATHA IS
CTBOPEHHSI IrPOBOTO CBITY: i€papxii CHI Ta TepoiB,
B32€MOBITHOCHHHU MIX €JIEMEHTaMH rpu
(TPaH3UTHBHICTh Ta HETPAH3UTHUBHICTH I'PH), CTBOPEHHS
iTpoBHX KJaHIB (POIOWH, TPYIH, irpOBUX poJieii) TOIIO.
Taki giarpaMu JalOTh MOMKJIHMBICTH CKOPOTUTH 4Yac Ha
MOUIYK MOJIOHUX Ta CHOPiTHEHUX 00’ €KTIB a00 00’ €KTIB
3a TIeBHUMH O3Hakamu (atpuOyrtamu) [14]. Ha puc. 3
HaBEJCHO INPHKJIAJ JiarpaMH KOHLENTYaJbHHUX KJIACIB
Ipu «3MiiKa».

Tox miarpamMa KOHIENTyaJlbHHX KJIAaCiB Ja€
BINMOBIb Ha THWTAHHA CaMOBHW3HAYEHHS IrPOBHUX
NEepCOHaXIB, CaMHUX TIpaBLiB Ta OKPEMO KOXKHOTO
irpoBoro 00’€kTa B IrpoBOMY CBiTi, B TOW dHac SK
JiarpaMa BapiaHTiB BUKOPUCTAHHS MOJIEIIOE JUHAMIKY
cucTeMH Ha Ti00ansHOMY piBHI 11  B3aeMHH 3

KOPHCTYBa4eM.
Abnyko
PyxaTucs 1
Brepe
pea A"\c‘\j\
1 1 >
E Z 3milika 1 CriHa
|t 1 BapuTMCA
o
8 8|1
[t C
|1 1 3emns
MoBepHyTH 1
nisopyu

Pucynox 3 — Ilpuxnao UML-0iazpamu
KOHYenmyanibHux Kiacie epu «3mitika»

Jlinst Ginbln JeTaabHOTO MOZCIIOBAHHS IOBENIHKU
aKTHBHHX ITpOBHX OO0’€KTIB, TOOTO TaKHWX, Bif SKHX
3anexarb GamePlay-npaBuiia, MOXIIMBE BUKOPUCTAHHS
UML-niarpam ctaHiB. Bonu OyyroTbcst Ha OCHOBI Teopii
KiHIIEBUX aBTOMATIB i TIOKa3yIOTh TUHAMIKY 00’ €KTa K
3MiHY HOTO CTaHiB y MPOIECi KUTTEBOTO ITUKITY.

Jiarpama craHiB 1okasye KUTTEBHI LUKIJI 00’ €KTa
SIK aBTOMAT — MOCHIJOBHICTh CTaHIB, 4yepe3 sKi BiH
MPOXOAUTh, pearyroun Ha moxii. CTaH — Ii¢ 4YacTUHA
XKUTTS 00°€KTa, B IKOMY BiH BUKOHYE SIKYCh JIiSUIbHICTB,
3aJOBOJILHSIOYH [ICIKAM YMOBaM Ta OYIKYHOYH JIEsKi
momii. Y HoTamii miarpaMm CTaHiB IepeadavyeHo Ba
0COOJIMBUX CTaHU — ITOYATKOBHI Ta KIHIIEBUIA.

B 3aranmpHOMY BHIIAAKY HisTIBHICTE MOXE OYTH SK
CKIIaIHOI0, TOOTO CKJIQAaTHUCS 3 JesKoro Habopy
omepamiid, o BUKOHYE 00 €KT, TaK i aTOMapHOIO — 3
onuiel omepanii. Taka NisUIbHICT Ha3UBA€ETHCS Ais. B
JmiarpamMax CTaHIB BHOKPEMIIOIOTh [CKIIbKA THUIIIB
IisutbHOCTI. Ha#Oinpll BUKOPUCTOBYBaHI Ii¢ BXiJHA
JUSUTBHICTD (entry) — BUKOHYETHCSI TIPH BXOJIl B CTaH,
BUXiZHA (exif) — BUKOHYETHCS IIPH BUXOJI 31 CTaHy, Ta
(do) -
3HAXOIUTHECS B CTaHI.

BHYTPIIITHS BHKOHYETHCSA, KOIH 00 €KT

Ha puc. 4 nokazano UML-niarpamy cTaHiB 00’ €KTa
«3Mmitika».

3MmiHa OJHOTO CcTaHy O00’€KTa Ha  IHIIWHA
BUKOHYETBCS 3a JIOMIOMOTOI0 MEPEXOAy, KU IMOKa3ye,
IO KOJIM BiIOyIeThCs BinNOBiAHA monisi Ta OynyTh
BUKOHAHI BIJIOBiZHI yMOBH, Toai 00’€KT mepeizne 3
MMOTOYHOI'O CTaHY B IHIIUH.

Ioxis me Te, MO aKTUBYE MEpeXil, a TPaHHYHI
YMOBH BH3HAYAIOTh, YU MOXKE BiIOyTHCS TIepexif, Iu Hi.
Takox mpu mepexoi MOXYTh BUKOHYBATHCS TIEBHI Iii,
SIKi BKa3yIOTBCS TICIIS YMOB.

Sk BUIHO 3 pHC. 4, TIPU CTAPTi IpH 00’ EKT «3MilKa»
noTparuisie B ctan «OUiKyBaHHS», JIe YeKae Ha TOJIii
yIpaBiiHHS Big rpaBiy. [Ipu akTuBaIii rpaBueM mofiit
MMOBOPOTY BIIPABO, BIIBO Ta PYXY, 3MiliKa IIEPEXOJIHUTh B
cranu «JliBopyu», «IIpaBopyu» Ta «Pyx BHepen»
BIAIIOBIIHO.

B k0oXHOMY 3 IIMX CTaHIB BUKOHYETHCS IiSUIBHICTh
3 BUKOHAHHSI BIAMOBITHOTO iepemMimeHHs. Komu rpasenb
aKTHBYE TIOII0 3YIUHUTH TMEpeMillleHHs, 3Milika
BEPTAEThCS B CTaH «OUiKyBaHHS».

3Haxoaa4uch B cTaHi «Pyx Brepen», 3miiika Moxe
TaKOX 3ITKHYTHCS 3 IHIIMMH 00’ €KTaMH — SIOJYKOM Ta

tiHoto. lle mokazaHo mepexomaMH 3 TPAHUIHUMHU
MoBamH [3iTKHEHHs 3 sOmykom], [3iTKHEHHs 3i
tinoto]. [Ipu nepmomy nepexoi 3milika nepexoauTh B
TaH <«3ITKHEHHS 3 SOIyKOM»,
[Ipu apyromy mnepexoni

KHUTTEBUIA LUK 00’ €KTa 3aKIHUYETHCS Ta BiIOYBA€ETHCS

e  BinOyBaeTbcs

BIAIIOBiAHA  JISUIBHICTD.

BHIXiJ] 3 TPH.
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LdO/O‘-IiKyBaHHH Ha nogil ynpasniHHA Bif, rpaBus)

AkTuBauisa
noBopoTY
niopy

KiHeub
NoBOPOTY
nisopy4

KiHeub pyxy
Bnepen

AKTUBALLA
NoBOPOTY
npasopy4

KiHeub
] noBopoTy
AKTUBaUA npasopy4
pyxy
BNepes,

( isonye 1 (

Bnepeg

1 ( pasopys )

LdO/BI/IKOHaHHﬂ noeepTaHHA niBopyLd

LdO/BMKOHaHHﬂ pyxy Bnepe,cu

LdO/BMKOHaHHﬂ noBepTaHHsA npaeopytd

[3iTKHEHHA 3 ﬂﬁnW

(3ITKHEHH$I 3 ;|6ny|(0M

LdO/HOI,EI,aHHH A6nyka J

\EBTKHEHHH 3i cTiHow] / Buxig 3 rpm

Pucynox 4 — UML-0iacpamu cmanie 06’ckma «3miiika»

Hamnpukian, B HaBeneHil Ha puc. 4 miarpaMi CTaHiB
Opy HaxoJUKeHHI 3Miliku B cran «Pyx Boepen»
BiZI0OYBAIOTHCS IEPEXO.IH, SIKI aKTHBYIOTHCSI TPAaHUYHUMH
YMOBaMH 31TKHEHHS UM 3 I0JIyKOM, UM 31 CTIHOIO.

Oco0,1MBOCTI aBTOMATHOTO
nporpamyBaHHs 3 BM-niarinom

B Unity 3D nns BiACTIiAKOBYBaHHS 3iTKHEHb IOMIX
IrpOBUMU BUKOPUCTOBYETHCSI  TIOJis
OnCollisionEnter, sika BinmOyBaeTbcs TMpH 3iTKHEHHI
BHOpaHOTO 00’€kTa 3 Oynb-skuM iHIAM. ToO0TO
pealri3yBaTy JiarpaMmy CTaHiB Ha puC.4 B TAKOMY BUTJISTI

00’ exTamu

3a JIOIIOMOror0 BM-KOMIIOHEHTH HEMOXKJINBO, alKe
HEMOJKJIUBO B MOMEHT 3ITKHEHHS BUSBHUTH, 3 IKUM CaMe
00’€KTOM 3ITKHYJIacs 3MiiKa.

Tomy mns BM-mmarina HeoOXigHO MoAn(DiKyBaTH
UML-niarpamy cTaHIB Ha pHUC. S5, JOJABIIH 3aMICTh
craHy «3iTKHeHHs 3 s0dykoM» crtaH «OOpoOka
3ITKHEHHS», B SAKUH 3Miiika TepexoauTh MpH TOJIii
«3iTKHeHHA 3 irpoBuM 00 ekToM». B 1mpOoMy craHi
BiIOYBA€ThCS MIsUTbHICT 3 BH3HAYCHHS THUIY 00’ €KTa,
3 SIKUM 3ITKHYJIacs 3MiiiKa, Ta BAKOHYIOTHCS MEPEXO/IH 3a
BINOBITHIMH TPaHWYHHMH yMoBamu. Moam¢ikoBaHa
UML-niarpama CTaHIB y BHIJLSIII MAIIMHU CTaHIB
BM-nnariny HaBezneHa Ha puc. 6.

( OuiKyBaHHSA

LdO/O‘—IiKyBaHHH Ha nogii ynpaeniHHA Big rpaBus |

AKTUBaUiA
NnoBOPOTY
nisopy:

KiHeub
NnoBOpOTY
niBopy4

KiHeub pyxy
Bnepes

~
) AKTUBaUiA
KiHeub NoBOPOTY
nosopoty npasopyu

AkTuBaLif
pyxy
Bnepes

npasopy4

( ioopy 1

Bnepep

[ Fpasopye )

LdO/BI/IKOHaHHﬂ noBepTaHHA I'IiBOpyLJ

LdO/BI/IKOHaHHﬂ pyxy Bnepe,qj

LdO/BVIKOHaHHH NoBepTaHHSA npaBopytﬂ

3ITKHEHHSA 3 iIrPOBUM 00'EKTOM

[3iTkHEHHRA 3 A6nykom] / MaigaHHA Aabnyka

( OGpo6GKa 3ITKHEHHA ]

Ldo/l'lepesipka Tany oﬁ'eK'raJ

[3iTKHeHHs 3i cTiHow] / Buxig, 3 rpn

Pucynox 5 — Moougixosana UML-diacpamu cmanie 06’ ckma «3mitika»
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B miit Mmammni ctaniB ctan WaitingInput Binmosinae
crany «OuikyBaHHsI» MOIU(]IKOBaHOI JiarpamMu CTaHiB,
TurnLefft, TurnRight, MovingForward Ta
CollisionProcessing BiANIOBIJHO «JIiBopyu»,
«[TpaBopyu», «Pyx Briepen» Ta «O0poOKa 3iTKHEHHS ».

OKpeMO TOYaTKOBOTO Ta KiHIIEBOTO CTaHiB y BM-
IUIATiHI HE BUPI3HAIOTH, SK MOYATKOBUN BBAXKAETHCS
mepmuii 'y mocmigoBHOCTI craHiB Waitinglnput, 1mo
MTO3HAYAETHCS TIOMapaHIeBUM KoibopoM. Hasem monii B
BM-nnarini  miamMcyloThess y  IOYaTKOBOMY — CTaHi
nepexony. [Ipu BUKOpHCTaHHI O MOXKHA CTBOPIOBATH
momii sSK S KOXKHOTO irpoBOro o00’eKkra, Tak i
BUKOPUCTOBYBATH CUCTEMHI NO/IT pyILIis.

Ha puc. 6 monii Forward, Left, Right, StopForward,
StopLeft, StopRight BiAMOBITaIOTH MOMISM BiIIOBITHUX
TIepexXo/IiB MK CTaHAMH JliarpaMy Ha puc. 5.

MovingForward

b COLLISION_ENTER -l’ Ealiins =
] | k‘ ollisionProcessing
n FINISHED d
WaitingInput
Forward q
HTurnleft
Left g
Right 3 StopLeft q
\ TurnRight
StopRight g

Pucynok 6 — IIpuxaad mawunu cmanie
00’exkma «3mitika» 6 BM-nnaeini

Momis COLLISION_ENTER € cucreMHOIO Ta
BiIMTOBi A€ Moii «3ITKHEHHS 3 irpoBUM 00’ ekToM» UML-
Jiarpamu Ha puc. S.

AHayoriB TpaHMYHUX YMOB y BM-muarini Hemae,
TOMY BCi HEPEBIPKM YMOB IEpEXO/iB BHKOHYIOTHCS B
caMoMy CTaHi 1 BIATIOBITHO 1O HHUX (OPMYIOTHCS IOIIT
TIePEXOIiB.

Tak, mepeBipka ymoB [3iTkHEHHS 3 s01yKOM] Ta

[BitkHeHHs 31 criHOIO] BinOyBaeTbcs B
CollisionProcessing, ~ TpU4oMy TIpH  3aBEpIICHHI
JUSTIBHOCTI B cTaHi (OPMYETBCSI CHUCTEMHa  TIOXIsS
FINISHED, 1o siKili i BAKOHY€TBCS IEPEXifl.
Bama 3aBOaHHSA CKIAOHOI IIsUIBHOCTI B BM-mumarifi
BUKOPUCTOBYETHCSI ~ CHELaIbHMH  TUN ~ CTaHiB  —
MOBEJIHKOBI JepeBa. BoHM ckimajgaloThest 3 iepapxii
BY3JIiB, IO PO3IUIIOTECA HA TUIKH, SKi OPTaHi3yIOTh
MOPSIIOK  TISUTBHOCTI, Ta JIMCTS-BY3JH, IO BHUKOHYIOTH
eJIeMEHTapHi oneparii.

Ha puc. 7 noka3aHo noBeAiHKOBI iepeBa Julsl CTaHiB
WaitingInput, Moving Forward ta TurnLefft.

VY crani Waitinglnput xopeHeM JiepeBa € CHCTEMHA
¢yukuis Update, 110 BUKOHY€ETBCS KOXKHUI perim. B Hiit
po3MimieHi Tpu Tinku PrioritySequence, M0 BUKOHYIOTH
CBOT JINCTA 3a MOPSAKOM CIIiIyBaHHS, ajie IPU KOXKHOMY
(peiiMi 000B’13K0BO NEPEBIPSIOUH HEPLINH JUCT, IKUM Y
BCIX TPBOX TUIKax € yMOBHHH By3en IsKeyDown, 1o
OUiKye Ha HATHCKaHHA 3aJaHoi Kiapimm. Skmo BoHa

craHi

HATHCHYTa, BY30J TIOBEPTAa€ ICTHHY 1 BHKOHYETHCS
HACTyMHU By3oi SendEvent, 110 GOopMye KOPUCTYBAIbKY
nojiro. OTxke, KOXKHA 3 TPBOX TUIOK PrioritySequence
YeKae Ha HATHUCKAHHS TPaBIIEM KJIaBilll pyxy Brepen abo
MIOBOPOTY HANIBO YU TPABO, TOII GOPMYIOUYH BiATIOBIIHY
nogito Forward, Left un Right. Y ctani MovingForward
KopeHeM Takoxk € QyHkuis Update, B sikiii po3milieHa
ritka Parallel, mo xoxeH QpeliM 0THOYaCHO BUKOHYE BC1
CBOI BY3JIH.

v ¥ Update ¥ & Update
¥[13/PriaritySequence 1!’Elﬂarallvgl
%ISK?D"“‘” ¥[43PrioritySequence
SendEvent
Iskeyl
T@PrioritySequence %S dYE o +
ﬁIsKevDown @ er'! ven
&% SendEvent GetAxis
w[12/PrioritySequence ~~Translate
ﬁIsKeanwn
‘:SendE\rent
a 6
‘FEUpdate
v[(=lrarallel
-~ Rotate
¥[12|PrioritySequence
(=jlskeyUp
‘:SendEvent

8
Pucynox 7 — Ilpuxnao nosedinkosux oepes
6 BM-nnacini ona cmanie WaitinglInput (a),
MovingForward (6), TurnLeft (8)

[epmwim 3 HUX € rTinka PrioritySequence, B sii
yMoBHHH By301 IsKeyUp dekae Ha BiAITyCKaHHS KJIABIIIi
pyXy BhOepea rpasueM, ToAi (OpPMyIOUH TIOJif0
StopForward 'y By3m SendEvent. Jlpyrum Ta TpeTiM
muctssmu € GetAxis, 1O OTPUMYye KOOpAWHATU
TIepEeMIIIIeHHS 110 3aJaHNX OCAX KOOpAWHAT, Ta Translate,
IO MEePEeMIIy€e irpoBUil 00’ €KT.

V crani TurnLeft xopens — ¢yukuis Update, 1o mae
rinky Parallel. B miit € muct Rotate, SKuii BUKOHYE
MOBOPOT  irpoBoro  o0'exkTa JBOpYyY, Ta TijKa
PrioritySequence, 1Mo BUKOHYE Taki K [if, 1o 1
aHaJIOTMYHA TuTka B crtaHi MovingForward, ane s
BIZICTIITKOBYBaHHS  BIIITyCKaHHS KJIaBilId IIOBOPOTa
HaJ1iBo Ta popMyBaHHs noail StopLeft.

Ha puc. 8 HaBeaeHO TIOBEIIHKOBI iepeBa IS CTaHIB
TurnRight ta CollisionProcessing.

HaGip By3niB crany TurnRight ananoriynuii 1o
crany TurnLeft, Tubku By30:1 Rotate BUKOHY€E MOBOPOT
npaBopyd, IsKeyUp BiICIIAKOBYE BiIIyCKaHHS KJIABIIIH
noBopoty mpaBopyd, a SendEvent ¢opmye mofiro
StopRight.

Cran CollisionProcessing 3a KOpiHb Ma€e (QyHKIIiO
OnCollisionEnter, 1O CKIALAcTbCI 3 OBOX TIIOK
Sequence, 1110 BUKOHYIOTH II0 4ep3i CBOI BY3JIM KOXXEH

(bpeiim.
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v ¥ Update 'EgnCnllisionEnter
v[=lParallel ¥/ |Sequence
~ Rotate :j HasTag
¥[12/PrioritySequence W SetActive
= . '.(:SendEvent
i=glskeylp v[2|Sequence
(:SendEvent @ HasTag

@Applicaticn@uit
a 9]

Pucynox 8 — Ilpuknao nogedinkosux oepes y BM-naaeini
onsa cmanie TurnRight (a), CollisionProcessing (6)

Ilepmra rinka Sequence BUKOHYE TEPEBUPKY YU €
00'€KkT, 3 SKMM 3iTKHyJacs 3Mikka, sOiaykom. lLle
niepeBipsic yMoBHUH By3on HasTag. SIkimo nie 101myko, BiH
BepTa€ iCTHHY I BHKOHYIOTHCS HACTYIIHI BY3JH TUIKH
SetActive, sikuii poOUTH 00 €KT S0TYKO HEAaKTHBHHUM Ha
irpoBiii ciieHi, Ta By30a1 SendEvent, 1o popMye CUCTEMHY
noaito FINISHED.

Hpyra rinka Sequence BHUKOHYE TIEPEBIPKY
3iTKHEHHS 31 cTiHo0. 1e Takox nepeBipsie Byzon HasTag.
Skmo me JificHO cTiHA, TO HACTYNMHUH  HOJ
ApplicationQuit BUKOHY€E BUXiJ 3 TPH.

Oco0,1MBOCTI aBTOMATHOIO
nporpamyBaHHs 3 PM-niaarinom

Ha Bigminy Big BM-mmarina BukopucTanas PM-
IUTariHa Jajo 3MOTY TMEPEHECTH CXEMY KIHIIEBUX
aBTOMariB, ojepxany npu UML-npoekTyBaHHI Ha
pHc. 4, 10 IHTErPOBAHOTO CepEAOBHIIA PO3POOKH Maihke
0e3 MouGiKyBaHHS, K 1€ BUAHO Ha puc. 9.

START

\

\
\

. P : e - =
stopLeft \ right “\; stopRight

\ left \‘
. forward |
P
/ !
/
(
CollisionApple /\/ Forward /'/
FINISHED ™ “orward |
[ FINSHED | [ supromard
collisionApple rd
collisionWall |~

Pucynox 9 — IIpuxaad mawunu cmanie
06 ’exma «3mitika» ¢ PM-nnaeini

B miii Mmammni ctaniB ctan WaitingInput Binmosinae
crany «OuikyBanusi» UML-niarpamu craHiB, TurnLeft,
TurnRight, MovingForward ta CollisionApple BinnosinHo
«JliBopyu», «[IpaBopyu», «Pyx Brepen» ta «3ITKHEHHSI 3
si0mykom». Takok MallvHa CTaHiB Ma€ MOYATKOBUH Ta
kinuesuil crauu START ta FINISH.

[epexonn M cranamu B PM-1utarini BU3Ha4eHi y
camoMy craHi. Ilpu BHKOpHCTaHHI TONIA MOXHA
CTBOPIOBATH TMOIi1 SIK 7SI KOXKHOTO irpoBOro 00’ €KTa, Tak
1 BUKOPUCTOBYBaTH cucTeMHi noii pyist. Ha puc. 9 monii
forward, left, right, stopForward, stopLeft, stopRight,

collisionApple, collisionWall BIiANOBIAAIOTE  MOMIsAM
BiZITIOBITHUX ITEPEXOJIiB Mi’K CTAHAMU JliarpaMu Ha puC. 4.
START € 000B’ I3KOBUM MOYATKOBHM CUCTEMHHM CTAHOM.
FINISH — xiHUeBU# cTaH, CTBOPEHUI KOPUCTYBayeM st
00poOku 3iTkHeHHs1 31 criHoro. [lomiss FINISHED €
CHCTEMHOIO 1 BH3HA4ae OC3yMOBHHH TEpexil Mix
craHaMu «3iTKHEHHA 3 A0dMykoM» Ta «OdiKyBaHHS»
UML-pniarpamu cTaHiB Ha puc. 4, SKWid BUHUKAE, KON BCi
il BCepenuHi CTaHy 3aKiHYeHO. AHAIOTIB TPaHUYHUX
yMOB y PM-mnarini Hemae, TOMY BCi NEpEBIPKH YMOB
MIepPEXO0/IiB BUKOHYIOTHCS B CAMOMY CTaHi, 1 BIANOBITHO 10
HUX (POPMYIOTHCS TIOIT TEPEXO/IiB.

Y crani Waitinglnput o4iKyeTbcs HaTUCKaHHS
3aganoi  kiaimn. [Jlomamo acmekr HCI,  sikuit
HaJIAIITOBYEThCs B posnimi InputManager Unity3D. B
IOMY TIPUKJIaJli BHKOPHCTOBYETHCS CTAHIAPTHUN HaOIp
KJIaBilll KIIaBiaTypu Jyis mepeMimieHns rpasus WASD ta
CTPIIIKK Kypcopa, SIK moka3aHo Ha puc. 10:

‘W’ abo ‘1’ — peanizye nepexin forward no crany
MovingForward,

‘A’ abo ‘<’ — peanmizye mepexon left mo crany
TurnLeft;
‘D’ abo ‘-’ — peaiizye mepexon right 1o ctany
TurnRight,
‘S’ abo ‘!’ — B mif MammWHI CTaHIB HeE
BUKOPHUCTOBYIOTBCSL.
WaitngInput ] %
Description...
¥ [+ Axis Event *,
Horizontal Axis Horizontal E
Vertical Axis Vertical E
Left Event | left $
Right Event | right §
Up Event | forward ]

Pucynox 10 — Ipuxnao peanizayii cmany WaitingInput

VY crani MovingForward Get Axis Vector otpumye
KOOpIWHATH TEpEeMIllleHHS 3a 3aJaHiMH  BICAMHU
koopauHat, Translate mepemiitye irpoBuii o0 ext. B
usomy ke crani noaii Collision Event ¢opmyloTsh
nepexonu 1o ctaHiB  CollisionApple Ta FINISH
BIIOBITHO collisionApple Ta collisionWall,
BIJICJIIIKOBYIOUH 3ITKHEHHS 3a TeroM apple un wall. Ilpu
BiIyCKaHHI KIaBimmi pyxy momis Axis Event GpopMmyroe
noxito StopForward, sixka TOBepTa€ MallUHY CTaHIB Y
cran Waitinglnput. Ha npukiiazi boro craHy MOKHa
3pobuTH OibII JleTabHe MpPOEKTYBaHHS,
BUKOpUCTOBYIoun UML-miarpamMu, Ticias TOTO, SK
okpecniena HCI Ta crpareris peanizauii. Crpareris
peanizaulii, HampuKiaJ, BpPaXxOBYE 4YM TMOTPIOHO Yy
cepenoBumi Unity mns peamizamii pyxy BHKOPHCTaHHS
mexanizmy Character Controller.

Ha puc. 11 npexacTBieHo npukiaja peanisauii crany
MovingForward.
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MowingForward . i
Description...

¥ [ collision Event #*,

Caollision | ©n Collisian Enter 4
Collide Tag | apple ¢j|§|
Send Event | collisionApple &l
Store Collider | apple o
MNone

¥ [ collision Event #,

Collision | ©n Collisien Enter i
Collide Tag [ wall sll=

Send Event | collisionWall &l
¥ [« Axis Event #,

Vertical Axis Vertical |E|

Mo Direction | stopFarward &

Pucynox 11 — Ipuxnao peanizayii cmany MovingForward

Ha puc. 12 HaBenmeHo mpuKiIaja peaiizamii cTaHy
TurnLeft. B crani TurnLeft nopis Rotate Bukonye
MIOBOPOT irpoBOro 00 €KTa JIiIBOPYY 3a BicClo Y 3 KyTOM
‘0.5°, momisi Axis Event BUKOHye Taki X mii, mo i
aHaJoOTidYHa TIOHIsI B CTaHi
(dopmyeTbes iepexin StopLeft.

MovingForward, ane

| TurnLeft Il E
[Bescription.., |
¥ [¥ Rotate [ -
Game Object | Use Ouner 4]
¥ Angle [o5 H=]
Space [ Self s
Per Second m
Every Frame [
Late Update L
Fixed Update L]
¥ |¥ Axis Event [ #
Herizontal Axis |Horizontal =]
Mo Direction | stapLeft +|

Pucynox 12 — Ilpuxnao peanizayii cmany TurnLeft

Ha puc. 13 naBepeHO npukian peamizauii craHy
TurnLeft. Cran TurnRight ananoriununii crany TurnLeft,
ajge Kyt moBopoty °‘-0.5°, mpW BiAmycKaHHI KJIaBiIli
MMOBOPOTY BIpaBo opMyeThes nepexin StopRight.

| TurnRight o 5,
|Description... |
¥ ¥ Rotate @ %
Game Object | Use Qwner =
¥ Angle 0.5 li=)
Space | self &
Per Second L.
Every Frame 4
Late Update -
Fixed Update -
¥ ¥ Axis Event ﬁ - =
Horizontal Axis ‘Horizontal =)
Me Direction | stopRight 4]

Pucynoxk 13 — [lpuxnao peanizayii cmany TurnRight

Ha puc. 14 naBeneHo mpuKIaj peamizailii CTaHiB
CollisionApple ta FINISH.

[CollisionApple [ *
|Diescriptian..,

¥ |« Destroy Object [ %,
Game Object | apple |
Nare - o
Delay 'U—'L:-"—— |El
Detach Children Ll =]

Pucynox 14 — Ipuxnao peanizayii cmanie CollisionApple

Ha puc. 15 naBegeHo mpukiajn peamizailii CTaHiB
CollisionApple ta FINISH.

FINISH
Description...

O #.

™ Application Quit

Pucynox 15 — Ipuxnao peanizayii cmany FINISH

Cran CollisionApple Buxonye 3HuIIEHHS S0TyKa, a
FINISH BuKOHYe BHIXiJ] 3 TpU TIiCIsl 3iTKHCHHS 3
BINMOBIAHUMK 00’ €KTaMH, SKi 1IEHTHQIKYIOTbCI 3a
TErOM.

BucHoBku

OCOOJUBICTIO aBTOMATHOTO IPOrpaMyBaHHS B
irpoBoMy pyurii Unity3D € MOXIMBICTh I€pEHECEHHS
niarpaM CTaHiB, oTpuManux npu UML-MonentoBaHHi,
arne pe3yibTaTH EKCIIEpUMEHTIB 3 nepeBeneHHs UML-
miarpaMM  CTaHIB Yy MOJENb MAIIUHH CTaHiB 3
BHUKOpPUCTaHHAM PM-1miariny Ta BM-mnariny BUSBHIN
OCHOBi YOTHPH OCOOJHMBOCTI, SKi MOXYTHb YCKJIaJIHUTH
MpOIIeC MePEBOAY Ta IMiBUINUTH HMOBIPHICTH MTOMIJIOK
peamizanii. Ilpu peanizayii UML-niarpaMu CTaHiB
BHSIBJICHO TaKi OCOOJIMBOCTI.

[o-nepme, y BM-nnariHi BUKOPUCTOBYETHCS
CHCIiaJbHUN THII CTAHIB — MOBEAIHKOBI nepeBa. Bouu
CKIIaalOThCA 3 i€papXii BY3JiB, IO PO3OUIAIOTHCS Ha
T'UIKH, SIKI OpraHi3yloTh MOPSAOK JiSUTBHOCTI, Ta BY3JIH-
JIUCTS, 1[0 BUKOHYIOTh CJICMEHTApHI Omepariii.

Io-npyre, ycepenuni craniB PM-1iariHy He iCHye
iepapxii nmiii. Bona ¢dopMyeTbecs 3a  JOJATKOBUMH
CcXeMaMU TOBEAIHKH, BPaXOBYIOUH, 1[0 BECh CITUCOK Jiit
BHKOHYETHCA 32 OUH (hperiM.

ITo-tpete, y BM-nnariHi He BUAUIAIOTH OKPEMO
MMOYATKOBHH Ta KIHIEBUH CTaHH aBTOMATy, 00
MMOYATKOBUM CTaHOM BBQ)XKA€ThCS MEPIIUN CTaH y
nocTinoBHOCTI cTaniB Waiting Input, Skvii MoO3HAYA€THCS
MOMapaHIeBUM KOJbopoM. Y PM-tuiaridi 0060B’13KOBO
HasBHUH no4atkoBuil crad START, ajle KiHIEBUI cTaH
HE € 000B’ I3KOBUM.

[To-uetBepre, 3acTocyBanHs BM-1ariny notpedye
JIOOTIPALIIOBAHHS  Jiarpamy, 00 TIpH BUKOPHUCTaHHI
cucremMHoi mognii  OnCollisionEnter HEMOXJIUBO B
MOMEHT 3ITKHEHHS BUSBHUTH, 3 SIKHM caMe 00 €KTOM
3iTKHynacsi ~ 3Miiika.  PM-muiariH ~ BHKOPHCTOBYE
nocainoBHo aBi nofii Collision Event.

89



Ynpaeninusa pozsumrxom cknaonux cucmem (35 — 2018)

ISSN 2219-5300

Y  nopmanbiioMy — Ha  OCHOBI  BHSBJICHHX
ocoOnmMBoCTE Oyne po3pobIIeHO aJTOPUTM
aBTOMAaTH30BAHOTO CHHTE3y IMOKPOKOBHX PEKOMEHIAITI i

3 peanizanii UML-giarpamMu cTaHiB JIsl pi3HUX IUIATIHIB.

“GameHub - University—Enterprises Cooperation in
Game Industry in Ukraine” (Project Number: 561728-
EPP-1-2015-1-ES-EPPKA2-CBHE-JP) 3a mnporpamoro
ERASMUS+. Iliatpumka €sporneiicbkoio Komiciero

CTBOPEHHS 1[bOTO BU/IAHHS HE € CXBAIICHHSM 3MICTY, SIKa
BioOpakae JuIIIe TOTJISIIA aBTOPiB, 1 Komicis He Moxke
HECTH BIJMOBIIAJBHICT 32 OYAb-fKE BHUKOPHCTAHHSI
iH(opMaIlii, 0 MiCTUTBCS B HiM.

IHoasikn

Ilns pobGora Oyma wyacTkoBO mpodiHaHCOBaHA

€pporeiicekuM ~ COI030M Yy KOHTEKCTI  MPOEKTY
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HNHCTPYMEHTAJIBHBIE OCOBEHHOCTH
ABTOMATHOI'O NIPOI'PAMMMPOBAHUA KOMIIBIOTEPHBIX UI'P

Aunnomayus. Iosviuwenue unmepeca K eeumugpurayuu OusHec-npoyeccos 06:a3vléaem paspabomuuxos Gopmanuzoeams
mexnonocuyeckue npoyeccol ¢ ucnoavsosanuem UML-ouacpamm. Ilapaduema asmomamnozco npocpammuposanus ons
Pa3pabomKu npoepammHo20 obecneenus Ha OCHO8e KOHEUHbIX ABMOMAMO8 YRpouwaenm mecmuposanue Memooamu 6eno2o awuxda,
a  makdyce AaHAIU3 NPOSPAMMHOZ0 KOOd NpU NOCAeOyIueM e2o conposoxcoenuu. Ho omcymemeyrom memoduxu
agmMomMamu3upo8annozo cunmesa asmomamos na ochoge UML-Ouacpamm, yuumviaiowue cospemeHHbvle Usposvle OBUINCKU,
Hanpumep, npoepammusle komnonenmul (nnazunsi) PlayMaker u Behaviour Machine oaa Unity3D. B pabome npogeden ananu3s
npoyecca npoZPaAMMUPOSAHUS. C UCHOIb306AHUEM YKA3AHHBIX NIASUHOG C UYENblO GbIAGIEHUS 0COOEHHOCMEN AGMOMAMHO20
nPOSPAMMUPOSAHUS KOMNLIOMEPHBIX uzp npu nepexode om UML-modenuposanus k peanusayuu KOHEUHO20 ABMoMama cyeHapus
USpbl, YUUMbIEas Gopmuvl GU3VATLHOLO NPEOCMAGLEHUs A8MOMAMOs. Pe3ynomamol 5KCnepumennos 8blaguiu emvipe OCHOGHbIE
ocobennocmu nepesooa UML-Ouazpammvl cocmoanuii 8 MoOenb MAwHbl COCMOSAHUL, KOMOPble MOZYM YCIONCHUMb NPOYecc
nepesooa u yeenrudumy 6epOIMHOCHb OwUbOK pearuzayuu. B danvneiiuwem yrazannvie ocobennocmu 6yO0ym npedcmagietvl 6 suoe
WabIoHO8 CYeHapues NpOSPAMMUPOBAHUS ABMOMAMOS, KOmopble, 8 €800 ouepedb, OYOym UCHOIb306AHBI 6 MeMOOUKe
A6MOMAMUSUPOBAHHOZ0 CUHME3A NOWA208bIX pekomendayuti no peanusayuu UML-ouacpamm cocmosanuii Ois pasHblX NAASUHOS.

Knrwouegwie cnosa: zeimugpuxayun; asmomamuoe npozpammuposanue; UML-npoexkmmposanue; Unity3D; GameHub
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INSTRUMENTAL FEATURES OF AUTOMATA-BASED PROGRAMMING OF COMPUTER GAMES

Abstract. Increasing interest in the gamification of business processes obliges developers to formalize technological
processes using Unified Modeling Language (UML) based on UML diagrams. The automat programming paradigm for software
development on the basis of finite state machines simplifies white box testing, as well as code analysis with subsequent support.
But there are no methods for automating the synthesis of automata based on UML-diagrams, taking into account modern game
engines, for example, the software components (plug-ins) PlayMaker and Behavior Machine for Unity3D. Features of automatic
programming of computer games in the transition from UML-modeling to the implementation of the finite state machine of the
game scenario are considered, taking into account the forms of visual representation of automata by plug-ins of modern computer
engines. The results of the experiments of translating the UML state diagram into the state machine model revealed the main 4
features that can complicate the translation process and increase the probability of implementation errors. In the future, these
features will be presented in the form of programming scripts that will be used in the technique of automated synthesis of step-by-
step recommendations for implementing UML state diagrams for different plug-ins.

Keywords: gamification; automat programming; game scenario automation; UML design; Unity3D; GameHub
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