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[lepimmii po3ain NPUCBIYEHO OMJIAAY MPEAMETHOI 0JI0ACTl, TYT PO3IIISAIAIOTHCA
OCHOBHI TOHSTTS TIPO IrPOBI KaHPHU, IFPOBI MEXaHIKKM MpuTaMmaHi xkaHpy 2D
CUMYJISITOPY, OCHOBH MiKCENbHOI rpadiku, TOPIBHAHHS MOMYJISIPHUX ITPOBUX PYIIIiB,
B3aeMOJIit0 oOpaHoro pymist 3 mnatdopmoro Arduino. Takox B 1poMy pospaim
3M1ICHEHO Orysif mporpaM-aHanoriB (CUMYIATOpP CUCTEMHOIO aIMIHICTPATOPa).

B apyromy po3auii po3riasigaroThCsi OCHOBHI aJIFTOPUTMH POOOTH JOJATKY,
criocoou 1uTerparii loT, incTpyMenTu miargpopmu Arduino.

Tpertiii po3ain NPUCBIYEHO OMUCY CTBOPEHHS JOAATKY, peaii3allii TOJIOBHOTO
MEHI0, po3po011i rpadiku Ui TPU, CTBOPEHIO IFPOBMX MEXaHIK, 1 TECTYBaHHSI Ta 3aITyCK
NOMIaTKY.

OO0’ €eKT IOCHIKEHHSI — CUMYJIITOP CUCTEMHOTO a/IMIHICTpaTOpa B CepeIOBHUIIII
po3pooku Unity.

IIpeamer pocmikeHHsT — TeXHIYHI Ta 1H(GOpPMAIliHHI acleKTH CTBOPEHHS
cUMyIIATOpa y cepeaoBuiill po3podku Unity 3 BAKOPUCTAHHSIM MOBHU MPOTrPaMyBaHHA
CH.

MeToro poboTH € CTBOPEHHS IHTEPAKTHBHOTO Ta HABYAJIBHOI'O BIPTYaJIbHOTO
CEpE/I0BHIIIA.

KitouoBi cioBa: cuMymsTop, CACTEMHUE aaMiHicTparop, pyii, Unity, C#, 2D,
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ANNOTATION

Biruk B.V. System administrator simulator in the Unity development
environment by means C# programming language. Manuscript.

Qualifying work of a bachelor of EP «Computer Engineering» specialty 123
Computer Engineering. Lutsk National Technical University. Lutsk, 2024. 63 p.

The qualification work consists of an introduction, three chapters, conclusions,
a list of references, and three appendices.

The first chapter is devoted to an overview of the subject area, it discusses the
basic concepts of game genres, game mechanics inherent in the 2D simulator genre,
the basics of pixel graphics, a comparison of popular game engines, the interaction of
the selected engine with the Arduino platform. This section also provides an overview
of analog programs (System Administrator Simulator).

The second section discusses the basic algorithms of the application, ways to
integrate IoT, and tools of the Arduino platform.

The third section describes the creation of the application, the implementation of
the main menu, the development of graphics for the game, the creation of game
mechanics, and the testing and launch of the application.

The object of research is a system administrator simulator in the Unity
development environment.

The subject of research is the technical and informational aspects of creating a
simulator in the Unity development environment using the C# programming language.

The aim of the work is to create an interactive and educational virtual
environment.

Key words: simulator, system administrator, engine, Unity, C#, 2D, pixel

graphics, arduino, graphics.
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BCTYII

Y  cydacHomy 1HMOpMaUIHOMY CYCHOUILCTBI, J€ TEXHOJOrIl CTPIMKO
PO3BUBAIOTLCA, BAXIMUBICTh 1HGOpMAIiHOI Oe3neku Ta e()EKTUBHOTO YIPaBIIHHA
cucTeMaMd HaOyBae KPUTHYHOIO 3HAY€HHS. AKTYalIbHICTH TeMH «CHUMYJISTOP
CHUCTEMHOTO aJIMiHICTpaTopa B cepepoBHIll po3pooku Unity MOBOIO MporpamMyBaHHsI
C#» oueBUIHA, OCKUIBKM JIaHMH 3aCTOCYHOK CIPSAMOBAHHMI Ha HAaJaHHS HOBOTO
MIIXOAY A0 HAaBYaHHSA Ta TPeHYBaHHA (paxiBIIIB, a TAKOXK HAa BIOCKOHAJICHHS IXHIX
HaBUYOK Yy BIPTYaJIbHOMY CE€pPEIOBHIILI].

Merta poOOTH — CTBOPEHHS IHTEPAKTUBHOTO Ta HABYAJIBHOTO BIPTYaJbHOTO
CEpE/IOBHIIIA.

Po3pobka mae 3aBmaHHs eMyJIOBaTH CKIaJHI CUTyallli, 3 SKUMU CTHKAIOThCS
CHUCTEMHI aJMIHICTPAaTOPU Yy pealbHOMY KHUTTI. BoOHa copsiMOBaHa Ha PO3BUTOK
HAaBUYOK YIIPABIIHHSA CHCTEMaMH, BUPINICHHS MpPOOJEeM Ta MPUUHATTS PIIICHb B
YMOBaXx BIPTYaJbHOT'O peati3my.

OO0’ €eKT AOCTIHKEHHS — CUMYJIATOP CUCTEMHOTO aJMIHICTpaTopa B CepeIOBHIIII
Unity.

[IpeameToM mocimimKEHHS € TEXHIYHI Ta 1H(OpMAaIiHI acleKTH CTBOPEHHS
CUMYJISITOpa y cepenoBuiili po3poOku Unity 3 BUKOPUCTAHHSIM MOBHU MPOrPaMyBaHHS
CH.

Jlist NOCTSTHEHHSI METH MTOCTABIIEHO HACTYIIHI 3aB/IaHHS:

— NPOBECTH AHAMITHYHUNA OIS TUTaHb (OPMYBaHHA MYJIbTUMEIIHHUX
JIOJATKIB 1 BH3HAYUTH, SKI €JeMeHTH TIpodeciiHOoi JisIbHOCTI CHCTEMHOTO
agMiHICTpaTopa OYIyTh BIPOBAKEHI B PO3POOKY;

— MPOBECTH OMJIS/I NMONYJSIPHUX PILIEHb 3 MUTaHb 3aCTOCYBAHHS €JIEMEHTIB
MITYYHOTO 1HTENEKTY Ta BU3HAYUTH JIOIUTBHICTh X BIPOBAKEHHS Y JOIATKY;

— JIOCHIJIUTH 1TPOB1 PYIIii, MOPIBHSTH iX XapaKTEPUCTUKHU Ta apryMEHTYBaTH
BUOIp pyIIis 471 PO3POOKH;

— CKJIACTH aJITOPUTM POOOTH JI0JATKY, 3T€HEPYBATH CITUCOK 3aB/IaHb;



— OpraHi3yBaTH B3a€MOJIII0 PYIIis 3 CBITJIOA10JJaMU Ha BIIKPUTIN amapaTHIi
1aTopMi ISl CTBOPEHHSI €JIEKTPOHHHUX MTPUCTPOIB TA MPOTOTUIIIB;

— 3a0e3MeyuTH MporpamMHy peanizaimiio 0a30Boi cUCTEMH pyXy, TeHeparlii
3a/1a4 1 OPraHi3yBaTH B3a€MO/11F0 KOMIIOHCHTIB JOJIATKY;

— BHMKOHATH KOMIIUISILIIO 1 3aMyCK JOJATKY, NMEpPEBIPUTH Horo poOOTy Ha
PI3HUX omepaliiftHux cucteMax poguHu Windows.

[IpakTuuHe 3HAYCHHS PO3POOKH MOJIATA€ Y CTBOPEHHI MPOrPaMHOIO J0JATKY
IUISL aIMIHICTPYBAHHA KOMIT IOTEPHUX CHUCTEM, IO JO3BOJIUTH MO3UIIOHYBATH HOTO
s OUibIIoi  ayauTopii B HaBUallbHOMY mporeci. KpiM Toro, JIOCHiIKeHI B
KBaiQikaiiiHii podoTi MmeToau GpopmyBaHHSA 00’ €KTIB B3aEMOIT MOXKYTh CJIYTYBAaTH
TEOPETUYHUM Ta TMPAKTHYHUM MaTepialioM MPU BUBUEHHI YUYHSIMH, Yd CTYJEHTAMHU
BIINOBIIHUX JTUCIIUATLIIH.

HaykoBa HOBH3HA pOOOTH MOJSTAE B YHIKAJIBHOCTI 1 BIACHOMY KOMIUIEKCHOMY
MIIX0/1 10 POOOTH 3 MPOCKTYBAHHA MYJTUMEIIHHOT PO3POOKH.

Arnipo0aitist pe3yJbTaTiB poOOTH:

bipyk b. B., Xpuctunenp H. A. CumynsaTrop CUCTEMHOro aJMiHICTpaTOpa B
koHTekcTi iHTerpauii 3 [0T. Kown tomepno-inmezposani mexnonozii: ocgima, nHayka,

supooruymeo. 2024. Ne54. C. 49-52 ([lonatok N).



PO3IJI 1
AHAJII3 IPEJIMETHOI OBJIACTI
1.1 ’Kaunp cumyasitopy

Cumynsropu — e [1] xaHp Bifgeoirop, siki HAMararOThCs BIJITBOPUTH peasbHI
a0o0 ysIBHI MPOILIECH, CUTYaIlli ud Jiii 3 MaKCUMaJIbHOI TOYHICTIO. ['paBelb OTpUMYye
MOXKJIUBICTh B3a€EMOISTH 3 BIPTYaJbHUM CEPEAOBUILNEM, HACIIIYIOYU peabHI
ACTICKTH JKUTTA 200 MEBHOI JISAIBHOCTI.

B niepeBakHiil Oiab1IOCTI PO3POOHMKH BiJICO irop JAHOr0 KaHPy HAMararThCs
peanizyBaTH SIKOMOTa JETaJbHINIE BCl aclEeKTH 00paHOi TEMaTUKH TpU, 33 PAXyHOK
1OI'O TPaBlll MalrOTh 3MOTrYy IOBHICTIO 3aHYPUTHCS B Tpy, 1 BIQUYTH Ha coO1 yci
TOHKOIIII IEBHOT mpodecii.

PosrasinyTrii B poboTi [2] CUMYISITOP CUCTEMHOTO aJMiHICTpaTopa — 1€ O/Ha 3
HebaraTbox irop (puc. 1.1), sika Oyna cTBOpeHa BUKIIFOYHO /IS CIICLIANICTIB B 00J1aCTI
CHUCTEMHOTO aJIMiHICTpYBaHHs. SIKIO TpaBellb HE HAJEKUTH JIO YUCIIA CHCTEMHHX
aaMIHICTPATOPIB, TO MPOXOJKEHHS MAaHOI TPU € IUIKOM HEeMOXJIMBUM. OCHOBHI
€JIEMEeHTH TeUMILIEI0 — CXeMa Mepexki Ta CTaHJapTHAa KOHCOJb, $IKI € TOJOBHHUMH

MMOMIYHUKAMH Oyb-SKOTr0 CUCTEMHOTO aJIMiHICTpaTOpa.

Pucynok 1.1 — Ckpinmor 3 rpu « CUMYJISTOpP CHCTEMHOTO ajMiHicTpaTopay» [2]

Hapenenuii cUMynsITOp CHCTEMHOIrO aJMIHICTpaTOpa BOJOAIE OOMEKEHHM
(YHKII0HATIOM 1 BUCBITJIIOE MEBHI ACMEKTH AaHO1 mpodecii. Po3rnsanyTuii npukian He

No3UIlioHYe cele, K 3aci0 /i HaBYaHHsI CUCTEMHUX aJIMIHICTPATOPIB, alie 3aB/ISKH
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atMocdepl Ipu MOKHA BIQYYTH ceOe CHpaBKHIM CHCTEMHUM aJMIHICTPATOPOM
BUKOHYIOUH TEBHI 33/1aul 3 [[OT'0 HAMPSMKY.

[IepeBaroto po3po0aEHOro B JAHOMY IUINIOMHOMY MPOCKTYBaHHI CUMYJIATOPA
€ Te, 10 BiH 3a0e3Mmeyye KOMIUICKCHY IMITallli0 PI3HOMAaHITHUX acMeKTiB mpodeciifHoi
JUSUTBHOCT1 CUCTEMHOTO aJIMIHICTpaTOpa, JAJIs Bi3yalbHOTO CTHIIK0 BUKOPUCTOBYETHCS
BJIOCKOHAJIeHa rpadika a Tako peaiizoBaHa B3aemojis 3 mataMu Arduino. OcHOBHa
METa [aHOTO CHUMYIATOpa MOJsSrac y HaBYaHHI KOPUCTYBA4IB PI3HOMAHITHUM
acreKkTaM pPoOOTH CUCTEMHOIO aaMIHICTpaTOpa, BKJIIOYAIOYH YIPABIIHHA MEPEKEIO,

KOH(irypallito cepBepiB, 3a0e3nedyeHHs Oe3MeKH Ta po3B’si3aHHS MPOOIIeM.

1.2 Mexaniku xkanpy 2D cumyasitopa

Kanp 2D cumynstopiB BkiIouae B ce0e pI3HOMAHITHI MEXaHIKH, IO
BIITBOPIOIOTH peajibHI Ta YABHI aCIEKTH JIACHOCTI [3].

MexaHika ynpaBiIiHHS TEPCOHAXKEM € HEBIJI €MHOIO CKIIQJIOBOI0 B PI3ZHHUX
KaHpax KOMIT'IOTEpHHX 1rop. BoHa Hamae rpaBuEBl MOMJIMBICTh KEpyBaHHA
BIpTyaJIbHUM niepcoHaxeM B 2D abo 3D cepeoBHill, KOHTPOJIOKYH HOro pyxH, HaJlae
MOYKJIMBICTh B3a€EMOIIT 3 00’ €KTaMH Ta BUKOHAHHSA PI3HUX JIH.

CucTeMu B3aeMO/I1T 3 OTOUEHHSIM HAJAOTh TPaBIIEBI MOKIHUBICTh B3a€EMOJIISTH 3
pI3HUMH 00’€KTaMH Ta MEPCOHAXKaMH B TI'pl, BUKOHYIOYH [ii, Takl sK 30MpaHHA
pecypciB, B3a€MO/Iisl 3 IHIIMMU IIEPCOHAKAMHU a00 00’ €KTaMH, a TAKOXK BUKOPUCTAHHS
PI3HHUX IHCTPYMEHTIB.

Mexanika mporpecii Ta po3BUTKY MEpPCOHa)ka 3a0e3Medye TICHY B3a€EMO/IIO
rpaBId 1 IEPCOHAXkA, TPABEIb MA€ MOKJIMBICTh YIOCKOHAIIOBATH CBOT'O MEPCOHAXKA YU
BJIOCKOHAJIFOBaTH CBOI HABMUKH, 1110 JI03BOJIsiE HOMY BUKOHYBATH O1JIbIIIE 3aBJlaHb 200
OTPUMYBATH HOBI MOJKJIMBOCTI.

MexaHika JUHAMI4HOI 3MIHHM TOTOJM Ta 4acy 3a0e3nedye MakCUMallbHe
3aHYpPEHHS B BUIPTYaJIbHUM CBIT, B OKPEMHX CUMYJISATOpPAX BPaXOBYEThCS MOroja Ta

LIUKJIA JIHS Ta HOYI1, 1[0 MO’K€ BIUIMBATH HA reldMINIEH Ta B3a€EMOJII0 3 OTOUYEHHSIM,
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TaKOK Jg  OUIbII  PEANTICTUYHOI CHUMYJAIIT OTOYEHHS BUKOPUCTOBYETHCA
MOJENIOBaHHsL (DI3MKHM, WIO IMITYE  pealicTUYHy ado BuragaHy ¢Qi3uky s
BIITBOPEHHS PyXy O0’€KTIB B MPOCTOPi, BKIIOYAIOYU PyX MEPCOHAXA, MPEIMETIB,
TPaHCIOPTY TOUIO.

Takox 1 3arajJbHOrO HAIMIOBHEHHSI TPH BUKOPUCTOBYEThHCSI MEXAHIKa 3aB/IaHHs
Ta BUKJIHKH, 3aBJISKH JaHIM MeXaHilll rpaBellb MOXKE€ OTPUMYBATH 3aBJaHHs aldo
BUKJIMKH, ITOB’A3aH1 3 KOHKPETHUMH aCTICKTaMU CUMYJIALIII, K1 CTaBJIATh MEpPe] HUM
PI3HI BUKJIUKH Ta LI,

JlaHi MEeXaHIKH MOKYTh KOMOIHYBAaTHCS JIJIs CTBOPEHHS YHIKAJIbHOTO TEHMILIEIO

B PI3HUX CUMYJIATOpax, 10 0y/1e BUKOPUCTAHO B XO1 KBaNi(iKaliiHOT poOOTH.

1.3 OcHoBH nikceab-apry

[likcenp-apT — 1E CTWIb Tpa@igHOrO MU3alHY, KU BUKOPUCTOBYE PETPO-
I1JIX17] 10 CTBOPEHHSI MAIIOHKIB Ta CHEliaJbHUX e(EeKTiB, BUKOPUCTOBYIOUH MIKCEIl
AK OCHOBHHI enemeHT rpadiku [4]. ¥V po3poOii KOMIT'IOTEPHUX IrOp MIKCEIb-apT
BHKOPHCTOBYETHCS 3a3BUUAM JJIsl CTBOPEHHSI CTHIII30BaHUX, peTpo a00 HOCTAIBITHHUX

rpadiuaux odpasis (puc. 1.2).

Pucynox 1.2 — Ilpuknan nikcensHoi rpadiku, rpa «Starbound» [5]
I'padpika B miKkcenb-apTi 3a3BUYail CTBOPIOETHCS HA TIOJOTHI HHU3BKOIO

po3umMpeHHs, Hanpukian, 8x8, 16x16, ado 32x32 mikcenis. Ilix gac po3poOku rpu,
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NaHl 300paKCHHA HU3BKOIO pO3IMIMPEHHS MOXKYTh OyTH MaciutaboBaHl i
BHUKOPUCTAHHSI B BIPTYaJIbHOMY CBITI.

KonvopoBa mamitpa B  miKCenb-apTi  3a3BUYail  oOMexkeHa,  1HOMII
BUKOPUCTOBYIOTHCS OOMEKEHI MaMITpu abo KOJIBOPOBI OOMEKEHHS IS peaizanii
IIEBHOT'O CTUIIIO.

3aBsikM  OOMEXKEHHIO PO3ILIMPEHHS, JeTaji3allis B MIKCeIb-apTi Tex
31e0LIBIIOr0 0OMEKeHa. AHIMAIl MOXKYTh BKJIIOYATH TMEPECYBaHHS IIKCENIB ado
3MIHHY KaJpiB JJI1 CTBOPCHHS IJIABHUX PYXIB, aHIMAallisl CTBOPIOETHCS 37€01IbIIOT0O

0o/IHMM png-(daitsiom 3 ycima pyxamu (puc. 1.3).

Pucynox 1.3 — Ilpuknan po3kaapoBKu A1 MIKCEJIbHOI aHIMallii [6]

binbuiicte mikcenb-apTiB CTBOPIOETHCA BPYUYHY, KOPUCTYIOUHMCH TpapidHHUMU
nporpamamu, Takumu sk Aseprite, GraphicsGale uu Photoshop.

[likcenb-apT YacTO BHUKOPUCTOBYETHCSA [JI BIATBOPEHHS PETPO-CTUIIIO,
HOCTAJIBIMYHOTO JIJII CTApIIMX I'paBlliB, ado JIJIs HaJJaHHS OCOOIMBOTO apT-CTHITIO JJIs
IpH.

B niikcenb-apTi 4acTO BUKOPUCTOBYIOTHCS TalJIM — HEBETUKI OJIOKH rpadiku, sKi
MO’KHa TIOBTOPHO BHUKOPHMCTOBYBATH JUUII IIBMJIKOI MOOYIOBH BIPTYBaJIbHOTO CBITY

(puc. 1.4). Lle nonomarae B 3py4HOCT1 pO3pOOKH Ta ONTUMI3ALII1.
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Pucynox 1.4 — Ilpuknan taitn-cety [7]

[likcenb-apT € eeKTUBHUM CTHJIEM JIJIsl CTBOPEHHSA Tpadikyu B KOMIT IOTEPHUX
Jo/1aTKax, 0co0JIMBO B THX, SIKI CIIPSIMOBaH1 Ha 3a0e3rnedeHHs e(heKTy HOCTaIbI1i ad0
IUTsL CTBOPEHHSI YHIKAJIBHOTO CTHIIIO Tpu. OCHOBHA 1714 MIKCeNb-apTy — B 0OMEKEHHI1
peCypCIB JIJIsl CTBOPEHHS BUPA3HUX Ta 3aXOILIIOKYHX rpadiuyHUX o0pasis.

JlaHI OCHOBHI METOJUKU SBIIAIOTHCA 0a30BUMHM METOJAMH CTBOPECHHS
MIKCEJIbHUX 300pa)keHb, B pe3yJIbTaTi JaHi METOAMKH OyayTh BUKOPHCTaHI B XOJi

PO3pOOKH Bi3yalbHOI YaCTUHU KBaN(PIKaLIiHOI pOOOTH.

1.4 HITy4Huii iHTeJIeKT B KOMII'IOTEPHHX 32CTOCYHKAX

Y KOMIT'IOTEpPHUX ITpax WTYYHHH IHTENEKT BAIrpae KI40BY POJb y CTBOPEHHI]
Herepen0adyBaHuX, alallTABHUX 1 3aXOIUIIOI0UUX ITeHMINIEHHHX JI0CBIIIB JUIs I'paBLiB
[8]. Hana texHomoris 0a3yeTbcs Ha BUKOPUCTAHHI PI3HUX ANTOPUTMIB 1 HIAXOJIB,
30KpeMa MaIlMHHOTO HABYAHHS, FTeHETUYHUX aJITOPUTMIB Ta €BOJIFOIIIHUX CTpaTerii.

MamnnHe HaBYaHHS BUKOPUCTOBYETHCSA ISl CTBOPEHHS MOJEIEH, SIKI MOXKYTb
HaBYaTHCS 3 3pOCTAHHSM JIOCBIAY IpaBiliB. Hanpukiaz, airopuTMi HEHPOHHUX Mepesk
MO’KYTb aJaliTyBaTUCS 10 FeMMILICHHUX CUTYyalllli, HABYaIOUUCh 3 PeaKLilii TpaBIliB Ta
pesynbrariB ix aii. Ile no3Bosisie cTBOproBaTH OOTIB, K1 pearyrOTb Ha cTpaTerii

I'paBIlB 1 PO3BUBAIOTh HOB1 TAKTUKH.
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EBpucTHYH1 anropuTMu irpoBOro MTYYHOTO IHTEJIEKTY BUKOPHUCTOBYHOTHCS B
HIUPOKIA po3MaiTocTi B 0OaraThoX Taly3six ycepeawHi rpu. HailoueBuiHiiie
3aCTOCYBaHHS IrPOBOTO IITYYHOT'O IHTENIEKTY TPOSBIAETHCA B KOHTPOJIFOBAHHI
HEIFPOBUX MEPCOHAXKIB, X04Ya CKPUIITHHT TEXK € YK€ PO3MOBCIOIKEHUM CIIOCOOOM
KOHTpoto. [lomyk NUiAXy € I1HIIMM IIHUPOKO PO3MOBCIOKEHUM 3aCTOCYBaHHSM
1FPOBOTO MITYYHOTO 1HTENEKTY, BiH OCOOJIUBO MPOSIBISIETHCS B CTPATETIAX PEATBHOTO
yacy. [lomyk nuisxy € MeTooM Jisi BUSHAYCHHS TOTO, SIK HEIFPOBOMY MEPCOHAXKEB1
MepelTH 3 OJHIEI TOYKM HA Mami J0 IHIIOI: MOTPIOHO BpaxoByBaTH JaHAIIA(T,
MEePENIKOM TOIO0. IrpOoBUI MITYUYHHUI 1HTENEKT TaKOXk MOB’A3aHUU 13 JUHAMIUHHUM
ITPOBUM OalaHCYBaHHSIM.

Konmenuis HenepeadauyBaHOro IITYYHOI'O I1HTEIEKTY Oylia JOCHIIKEHA B
takux irpax sk Creatures, Black & White 1 Nintendogs 1 B Takux mpeaMeTHUX
irpamikax, sk tamarodi. IlepcoHaxi y IuX irpax MarOTh 3/IaTHICTh «HaBYATHUCS» Ha
NIsIX, BUMHCHUX TPaBIIEM, 1 IXHS MOBEAIHKA 3MIHIOETHCS BIAMOBIAHO. Y TOMU 4ac, AK Il
plllIeHHs] B34Ti 3 OOMEXEHOI MHOXHHH MOXIJIMBUX pIllIeHb, 1€ AIHCHO 4YacTo Ja€
OakaHy 1UT103110 IHTCJICKTY IO 1HIITY CTOPOHY €KpaHa.

VY3aranpHO04YH, BUKOPUCTAHHS HAYKOBHUX METOJIB y CTBOPEHHI IITYYHOIO
IHTEJIEKTY B KOMIT IOTEPHUX Irpax J03BOJISIE CTBOPIOBATH OUIBIN 1HTEICKTYaTIbHUX 1
aJanTUBHUX OOTIB, SKI MOXKYTh HAJIaTH TPaBLsM 3aXOIUIIOIYl BHUKJIMKH 1
HerepeadayyBaHi IrpoBl CUTYaIli.

Otxe, sl 3MEHIIEHHS HABaHTAXEHHsT Ha ITPOBUM pyIIid, BUPIIIEHO
BUKOPUCTOBYBAaTH METOAMKY CKPHUITHUHTY [IJI1 HEITPOBHX TIEPCOHAXKIB, OCKLIbKU
BHUKOPUCTAHHS IITYYHOTO IHTEJIEKTY JOCHUTh PECypco3aTpaTHHUM TIPoIIec, K JUJIS PyIIis

TaK 1 7151 pO3pOOKHU TPy 3 HOrO BUKOPHUCTAHHSM.



1.5 Bubip pyuuis

15

Ha choronHiiiHiii 1eHb ICHY€E BEIHKaA KUTBKICTh PYIIIB, I€SIKI 3 HUX OPIEHTOBAHI

1151 IeBHOT Tatdopmu abo 71 MEBHOTO IMPOBOTO CTUIIIO, /11 IEBHUX 1MOp KOMIIAHIT

pO3pOOJISAIOTh BIIACHI 1TPOBI PyIIli sIKI TpPU3HAUYEHI JIMIIE [JI1 KOPHCTYBaHHS

KOMIIaH1€10, BIacHe Ti 1[0 HaBeieH1 B Ta0iMIl 1.1 € yMOBHO O€3KOIITOBHUMH.

Tabmuus 1.1 — IlopiBHsAHHS py1IiiB

Kpurepii Unity Unreal Engine Godot

Moga C#, UnityScript, Boo | C++, Blueprint GDScript, C#

nporpaMmyBaHHS

I'padiunnii Unity Editor Unreal Editor Godot Editor

iHTepdeiic

Posmnpenus Asset Store, Unity Marketplace, Unreal | Asset Library, Godot
Hub Editor Asset Store

Amnimaryis Mecanim, Timeline | Animation Blueprint, | Animation Player,

Sequencer AnimationTree

dizuka Built-in ¢izuka, Built-in ¢i3uka, 2D ta 3D ¢i3uka
PhysX PhysX

LIBuAKICTE Bucoka, Oararo Bucoxka, barato Bucoka, npoctuii

PO3pOOKH rOTOBHX PillIeHb rOTOBUX PillIeHb API, rHyuKicTh

CninpHOTa Benuka criiibHOTA Benuka cniinbHOTA [ITBu1KO
KOPHUCTYBa4iB KOPHUCTYBa4iB PO3BUBAETHCH,

3pocTae

Baprictb Bbeskowrrosauii 1o | beskomrosauil i | beskomToBHME Ta
0co0HCTOrO oco0HCcTOrO BIIKPHTHI KOJI
BUKOPHCTAHHS BUKOPHCTAHHS

Lwcepeno: [9]
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CaMuMH TONYJSAPHUMHU PYIISIMU Ha cbhorofguimHid nenb € Unity, Unreal
Engine, Godot, iXHsI TOMYASPHICTh NOSICHIOETHCS TUM 1110 BOHM SIBJISIFOTHCS TTOBHICTIO
a00 yacTkoBO Oe3KkoITOBHUMU, Hanmpukiaaa Unity O€3KOIITOBHUIT 10 TOTO MOMEHTY
JIOKH pO3pOOHHMK OTpHMaB 3a BiaacHuit mpoekT MeHire 100 0003, ko neBHUi IpOoeKT
HaJ1acTh p0o300HUKOBI cymy Oinbine Hik 100 000$ To po3poOHUK NMOBUHEH Bij|IaBaTH
MeBHUH BiJICOTOK MPUOYTKY.

Pymiit Unity OyB BuOpaHuii 11 MPOEKTY B IMEpUIy Yepry yepe3 Te, 110 BiH
3pYUHIIIUMA, HIXK 1HII CXO0KI PYIIi, JaHUW PYIIiil JOCUTh MPOCTHI B OCBOEHI @ TAKOXK
BIH Ma€ MIUPOKUN (PYHKIIOHAN Ta BHCOKY HIBHAKICTH po3poOku. Hapkono jnaHoro
pymiga chopMOBaHA BeEJMKA CHUIBHOTAa KOPHCTYBAuiB, IO JO3BOJSE IIBUAKO
3HaXOJIUTHU pillleHHsT Ha (opyMax Ta B gokymeHtaiii. Unity Takoxx Mae BEIUKY
KUIbKICTh TOTOBHX pIIICHb Ta pO3IIUPEHb, Takux gK Asset Store, sKi 3HAYHO

MOJIETTIYIOTh MPOIIEC PO3POOKH.

1.6 B3zaemopuis Unity 3 muiaTorw Arduino

[Tnardpopma Arduino € ojiHiI€IO 3 HAUMOMYJISPHIIIKUX Ta HAUOUIBII JIOCTYITHUX
mwiathopMm I po3podku mpuctpoiB IurepHery peueit (IoT) Ta iHTepakTHUBHHX
eIeKTPOHHUX MPOEKTiB. [i BUCOKHUII piBeHb JOCTYMHOCTI, HNIMPOKHIl CIIEKTP CEHCOPIB
Ta MOJIYJIIB PO3IIUPECHHS, a TAKOXK BEJIMKA CIUILHOTA PO3POOHUKIB podaTs Arduino
1JIeallIbHUM BUOOPOM J7isi CTBOpEHHs 2D cumysisiTopa CUCTEMHOTO aJIMiHICTpaTopa B
cepenoBuil po3podku Unity.

CTBOpeHHSI CUMYJSITOpPa CUCTEMHOrO aJMiHIcTpartopa y cepenouil Unity 3
BUKOPUCTAHHAM 1HCTPYMEHTIB riaTdhopmu Arduino BiIKpUBAE HMIMPOKI NEPCHICKTUBU
JUIs. po3pOOKH 1HTEPAKTUBHHUX EIIEKTPOHHUX CHCTEM Ta iX iIMITaIii BipTyalabHO.
[Inatdbopma Arduino Hajga€ MOMIIMBICTH MIAKIIOYCHHS PI3SHOMAHITHUX CEHCOPIB,
AKTyaTOpiB Ta IHIIUX €JIEKTPOHHUX KOMIIOHEHTIB, 10 JIO3BOJISIE CTBOPHUTH
BIITBOPEHHS pPCAIbHUX CLEHAPIIB YHPaBIIHHA Ta MOHITOPUHTY KOMII IOTEPHHUX

CHUCTCM.
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3aBaskd MOXKIUBOCTAM Iuiatgopmu Arduino 1 iHTerpamii 3 cepepoBUILEM
po3pooku Unity, po3poOHHUKN MatOTh MOKJIMBICTh MOJIETFOBATH PI3HOMAHITHI aCTIEKTH
poOOTH CHUCTEMHOr0 aJIMIHICTPATOpPa, BiJ MOHITOPUHTY Ta YIPABIIHHSA MEPEXKEIO 10
BUSBJICHHS Ta BUIPABICHHA HECIPABHOCTEH Yy amapaTHOMY 3a0€3TCYCHHI.
Buxopucranust Arduino y mnoeaHanHi 3 Unity 103BoJissle CTBOPUTH BIPTyalibHE
CEpE/IOBUILE, J€ KOPUCTYBau MOKe e(PEKTUBHO B3a€MOJISITH 3 €IEKTPOHHUMH
MPUCTPOSMHU Ta BIATBOPIOBATH PeaibHI ClIEHApli pOOOTH CUCTEMHOTO aJIMIHICTpaTOopa.

VY koHTeKcTI po3po0ku 2D cuMyngaropa cMCTEMHOTO aaMiHicTpaTtopa B Unity 3
BUKOPUCTAHHSAM 1HCTPYMEHTIB Arduino, BaKJIMBO BpaxOBYBAaTH MOMIHMBOCTI 1
oOMexeHHs 000X 1aT(GopmM, a TAKOK 3a0€3NeYUTH ONTUMAIbHY B3aEMO/I1E0 MI?K HUMHU
JUISL IocSATHEHHsT Oa)kaHWX pe3ynbrariB. Takui IMiJIXiJ J103BOJIIE€ HE JIMIIE CTBOPUTH
IIKaBUH Ta KOPUCHUN TPOAYKT, aje W pPO3MMUPUTH MOMKIMBOCTI HaBUYAaHHA Ta

JIOCJTIPKEHHS B rajy3i cucTreMHoro ajminictpysanns ta [oT.
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PO3/J1J1 2
MNPOEKTYBAHHSA TA MOJAEJ/JIFOBAHHS JTOAATKY
2.1 AaropurM podOTH I0AaTKY

3aBaaHHSAMH MPOTPAMHUX PO3POOOK MYJTETUMEIIHHUX MPOEKTIB € CUMYIIALIIS Ta
MOJIETIOBAHHSI CUCTEM, 1[0 HAJA€ MOKIUBICTh BUBUEHHS IIOBEIHKH CKJIAaJHUX CHCTEM
Ta BIOJOOpaXCHHSA 1X OMHAMIKH. Y [bOMY KOHTEKCTI, CTBOPCHHS CHMYJIATOpa
CHCTEMHOTO aJMIHICTpaTopa y cepeaoBuill po3podku Unity BIZKpHUBAaE MOMKIMBOCTI
JUTSL TOCITIJIPKEHHSI Ta aHaI13y PI3HOMAaHITHUX aCIeKTiB aIMiHICTPYBaHHSL.

Januii mOpoeKT npu3HAYCHUH [JI1 PO3YMIHHA Ta MOJEIIOBAHHA POOOTH
CHUCTEMHOTO aJIMIHICTpaToOpa, SIKMM BIJIMOBIAAE 33 MIATPUMKY Ta ONTHUMI3AIiO
KOMIT IOTEpHUX cHUCTeM. OIHCAaHUM CHUMYJIATOP CTBOPEHMH 3 METOH HaJaHH:A
BipTYyaJIbHOI TUIATGOPMHU ISl BUBYEHHSI Ta BJIOCKOHAJIEHHS HABHYOK YIIPABJIiHHS
KOMIT FOTEPHOIO IHQPACTPYKTYPOIO Ta pearyBaHHs Ha HemependayeHl CUTyarlii.

MogpentoBanHsl 3aBJaHb aJMIHICTpaTopa IOJSrae y TOMY, IO CHMYJSTOP
BKJIIOYA€ B ceOe HAOIp 3aBIaHb, 110 XapaKTEPU3YIOTh PI3SHOMAHITHI aCIEKTH po0OTH
CHUCTEMHOT'0 aJIMIHICTpaTopa, Takl SIK PE3€pBHE KOIIIOBAHHS JaHUX, MOHITOPHHT
MepeKi, anapaTHUI PEMOHT TOIIO. YTPaBIIHHA pecypcamu rnepeadadyae MOKIUBICTD
YIPaBISATH PI3SHUMH PECypcamMH KOMIT FOTEPHOI CHCTEMH, TaKUMH SIK TOTY)KHICTb
mporecopa, 00cAr mam’sATi, MEpeKeBl 3’€¢QHAHHA TOIIO. PeamicTHYHA MOMACHD
pearyBaHHsI 3aKJIFOYAEThCS B TOMY, 11O Mporpama mnepeadavae peadicTUYHI MOAENI
pearyBaHHs Ha BUHUKHCHHS Hemepen0adeHUX CUTyalllil, TakuX SK BiJIMOBa
oOnajiHaHHS, aTaKM Ha MEPEeXy, BUTOKH JaHUX TOIIO. AHaii3 Ta BJOCKOHAJICHHS
IporpamMu BIAOYBA€ThCS YEpe3 TpaBlisd, SKUW MOXKE aHATII3yBaTH PE3YJIbTaTH CBOEI
JUSUIBHOCT1 Ta BJIOCKOHAJIFOBATH CBOT HABWUYKW YIPABIIHHS CHUCTEMOK) Ha OCHOBI
3100yTOTO JOCBITY.

B nonatky peanizoBaHO cucTeMY 3aBJaHb JUIS IpaBlis, aJITOPUTM pOOOTH JIaHOT

CHUCTEMHU BUIJIS/IAE, K HA CXEMI PUCYHKY 2.1.
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IHiLianizayis
23CTOCYHKY

!

> CuikyBaHHER
333HAYEHOrD Yacy

—False Mepesipya HaAEHOCT 33E803H:

Medepallin 2aB0aHHA

RestartServer,
UpdateSoftware,
MonitorNetwork

BackupData,

CheckSecurity,

FixHardware.

KiHeUs poDodyoro OHA e

Pucynox 2.1 — Cxema pob0OTH IrpOBUX 3aB/IaHb

[Ticna iHimiamizamii iIrpoBOi CUMYJISIIT PO3MOYUHAETHCA BIIJIIK ITPOBOTO Hacy,
AKUH 1MITY€ POOOUYM [I€Hb CHCTEMHOI'O aJIMIHICTpaTOpa, MICIs MOYaTKy JAaHOTro
BIIJIIKY BUKOHYETHCS TMOCTIMHA MEpeBIpKa Ha 3a3[ajerilib 3a3HAYCHUH Yac, Micid
HAaCTaHHS TEBHOIO IrPOBOTO Yacy TpaBUEBl MNPHUXOAUTh Ha BIPTyallbHY TOIITY
3aBJaHHS, SKE BUINAIKOBUM YHMHOM BHOUPAETHCS 3 CTBOPECHOTO CIIMCKY 3aBaHb.
I'paBiieBi NOTPIOHO BUKOHATH MOCTABJICHE 3aBJIaHHS IT1CIs YOro Bi0yBaeThCs 3MIHHA

IFPOBOTO JHS.
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2.2 Cnocodu inrerpamii loT Tta B3aemoais miaargopmu Arduino 3

CHMYJISITOPOM

[aTepuet peueit (IoT) Ta mnargopma Arduino npercTaBisiioTh COOO0 BaXIHBI
KOMIIOHEHTH B €KOCHCTE€MI CyYaCHHMX TEXHOJIOTIH, SKI 3HaxoJATh IIHPOKE
3aCTOCYBaHHA B PI3HUX cdepax, BKIYAIOYU CUCTEMU aBTOMAaTH3allli, MOHITOPUHTY Ta
yIpaBliHHA. Y KOHTEKCTI po3podku 2D cumyngaropa CUCTEMHOro aJMiHICTpaTopa B
cepenoBuill po3podku Unity, i”Terpamis loT Ta mmardopmu Arduino mosxke
BIIKDUBAaTH HOBI MOMJIMBOCTI JJIi CTBOPEHHA OUIbII  pPEaiCTUYHOTO Ta
IHTEPaKTUBHOIO JIOCBIY.

Omaum 3 ocHOoBHUX MeToniB iHTerpamii loT y cumynstop moxe Oytu
BUKOPHUCTAHHs crerianizoBanux rariHie abo SDK, siki 3a0e3nedyroTh 3B’ SI30K Mk
MporpamMHoOI0 YacTuHOoIo Aoaatky Unity Ta peansaumu npuctposamu [oT. e no3Bonse
B3AaEMOJIATH 3 JaTYMKaMH, 3aco0aMH YIPaBIIHHS Ta 1HIIUMU MPUCTPOSIMHU, IO
miATPUMYIOTH mpoTokou 3B’ 13Ky 10T, taki sk MQTT, CoAP Tomo.

CrocoBHo B3aemMoii miaTdopmu Arduino 3 cumyasiTopom B cepeosuiii Unity,
MOKJIMBICTh IHTErpallii Moysirae B CTBOPEHHI BIPTYyaJIbHUX MOJEICH NPUCTPOIB
Arduino, sIKIi CUMYJIOIOTH peajbHE TMOBEIIHKY Takux NpucTtpois. Lle moxe Oytu
NOCSTHYTO 3a JOTIOMOTOK PO3p0o0KHM creniaimizoBanux ckpuntiBe B Unity, 1m0
MOJIEITIOITh (PYHKI10HAT MPUCTPOiB Arduino, a TakoK 3aCTOCYBaHHS IUIAriHiB abo
010sioTek, gKi 3a0e3neuyroTh B3aeMofito 3 Arduino yepe3d USB-migkmroueHHsi abo
MepeskeBi intepdeiicu, Taki sk Ethernet abo Wi-Fi.

OpHak, BapTO BpaXxOBYBATH TE, 1110 B3aEMOJI1S 3 pealbHUMU npuctposmu loT ta
Arduino Moxxe TOTpeOyBaTH JI0JIaTKOBOrO  OOJAJHAHHS Ta MPOrPaAMHOTO
3a0e3MeUeHHs, a TaKoX BPaxOBYBAaTU OCOOIMBOCTI IIaTGOPMU Ta OOMEKECHHS B
3B’SI3KY 3 XapakTepoM poOOTH CUMYIISITOpa Ta MOKIMBOCTsIMHU Unity.

B xoxa1 po3po0ku 1aHOTO MPOEKTY BUKOPUCTOBYEThHCS peaibHa miata Arduino,

JuIs 11 iHTerpauii B po3poOKy, BUKOpUCTaHO craHjaaptHi 0ibmiorekn Unity, a came
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System.1O.Ports, nana 0i0aioTeka BIANOBIIAE€ 3a HAJACWIAHHS JaHUX Ha 3a3Ha4YcHI

cepiiiHi MopTH KoM roTepa (puc. 2.2).

OronoweHHA 3MiHOT
serialPort

v

serialPort. Open()

v

—— TurnOnlLamp BHEOHEHHA YMOBK rpasLem

,. ! '

serialPort Write("1™) serialPort.Close serialPort Write("0™)

Pucynox 2.2 — Anroputm B3aemo/ii 3 miator Arduino

Anroput™m B3aemofii 3 miatdopmoro Arduino Oa3yeTbca Ha JisIX TpaBId,
OCKIJIBKH JIJIsl TOTO 1100 TPUTEPH B TPl CHIPALFOBAIH MOTPIOHO 1100 rpaBels 3aillioB B
HUX TEPCOHAXEM, MIC/S 3amycKy IrpoBOi CHUMYJALIl BiAOYBAa€ThCA OrOJIOMICHHA
3MmiHHOI serialPort sika npuiimae 3HadeHHs nopty, Hanpukiag «COM3» 1 3HaueHHs
IIBUAKOCTI Iepeaaydi JaHuX, MICIA IbOro BIIOYBAETLCA BIIKPUTTS CEPIHHOTO MOPTY
JUISL cepe/IoBHINAa PO3pPOOKH, TOJI IMIC/si BUKOHAHHS T'paBlEM YMOBHU BiJI0YBA€THCS
HAJICUJIAHHS NaHUX Ha MOPT, MICJS YOr0 BHUKOHYETHCS MEPEBIpKa NaHUX IUIATOIO

Arduino.
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2.3 IncrpymenTn miaargopmu Arduino

Arduino € amapaTtHOX OOYMCIIOBAJIILHOK IUIATGOPMOIO IS aMaTOPChKOTO
KOHCTPYIOBAHHS, OCHOBHUMH KOMIIOHEHTaMH $KOi € IulaTa MIKPOKOHTpoOJepa 3
eJIeMeHTaMHi BBOJy/BUBOJIy Ta cepejloBHIleM po3poOku Processing/Wiring Ha MoOBi
IporpaMmyBaHHs, 10 € crpomieHorw nigMHoxuHow C/C++ [10]. Arduino moxke
BUKOPUCTOBYBATHUCS AK ISl CTBOPCHHS aBTOHOMHMX IHTEPAKTHUBHUX 00’ €KTIB, TaK 1
MIIKII0YATUCA IO TMPOrPAMHOTO 3a0€3MEUCHHS, AKE BUKOHYETHCS Ha KOMII HOTEpi
(nanpuknan: Processing, Adobe Flash, Max/MSP, Pure Data, SuperCollider).
Indbopmaris npo miuary (MadlOHOK JIPYKOBaHOI IJIaTH, creuudikaiii eJIeMEHTIB,
MporpaMHe 3a0e3Me4eHHs1) 3HAXOMATHCS Y BIAKPUTOMY JIOCTYIl 1 MOXYTh OYyTH
BUKOPUCTAHI TUMHU, XTO BOJIIE CTBOPIOBATH IIATH BIACHOPYHY.

Bzaemopis Arduino 3 cepenopuiieM po3poOku Unity BijOyBaeThesl depes
BOynoBany 010mioreky System.lO.Ports. ¥V ckpunti Unity nponucyeTbcs BIIKPUTTS
CepiHOro MopTa, A0 SIKOTO MIJIKIYEHO iaTy Arduino i mponucyeThes MIBUAKICTD
nepefayl IaHux, IMICAS YOro 4epe3 CKPUMNT BIANPABIAIOTHCS NaHl, sIKI aKTUBYIOThH
YMOBY, 3alporpamMoBaHy B tuiaty. Harpukiia/i, npu HaJCHJIaHHI 3 CKPUIITA 3HAYEHHs |
Ha BU3HAYCHUI MOpPT Oy/Ie aKTUBYBATHCH MepeBipka yMmMoBH if Ha IuiaTi, micis 40ro
Oy/1e BUKOHAHO 3alporpaMoBaHy JIifo.

st nanoro npoekty 0yna oopana mata Arduino UNO R3 (puc. 2.3), ockiibku

JlaHa Tj1aTa Ma€ BCl HEOOX1TH1 TTOPTH IMIAKITIOUYEHHS 1 € JIOCUTH JISIIeBOIO.

RX TX SU GND

SCL SDA SU GND

MV33UGND GNO[e |8 & |

Pucynok 2.3 — Ilnmata Arduino UNO R3
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Takox 11 miIKITIOYeHHS BC1X KOMIIOHEHTIB JI0 ITJ1aTH IPUAOAaHO:
— Maketny Oe3naiiny miary MB-102 400 touok (puc. 2.4);
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Pucynok 2.5 — Habip nepemuuox
— CBiTn0J110/1 3MM 4epBOHUM (pHC. 2.6) — HOMIHAJ JAaHOTO Jiioja 20 MA;
Pucynok 2.6 — Caitnonion 3mMm
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— Pesuctop 220 Om — pmanmii pesuctop OyB oOpaHuil 3rimHO 00paHOro
CBITJIO10/1a, OCKUIBKH HOoro HOMIHAI 20 MA.

Taki KOMIOOHEHTH JO3BOJIAIOTH peanizyBatu iHTerpanio loT 3 mporpamuum
cepenoBuieM po3pooku Unity, a caMe 1HIUKAILIO ITPOBUX MO/IH a TAKOXK JO3BOJIATh

03HAMOMHUTHCH 3 0a30BUMH MOXJIMBOCTIMH iatu Arduino UNO R3.
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PO3JILT 3
IIPOTPAMHA PEAJII3ALIISA TA PO3POBKA JOJATKY

3.1 CTBOpeHHS I0JIOBHOT0 MEHIO

Enement nonatky «l'0JloBHE MEHIO» 1HILIANMI3YETHCS 3aIyCKy JOAATKy. 3
rOJIOBHOTO MEHIO BIJIOYBA€ThCSA HANAIUTYBAHHS [PH, 3allyCK IrPOBUX PIBHIB 1
B1I0YBA€ThCS MPaBUIbHE 3aKPUTTA IOAATKY O€3 MOMMIIOK, SIKI MOXKYTh BUHHUKHYTH
IIpU aBapiliiHOMY 3aBepllieH1 I'pu abo 3aBepieH] podoTH uepe3 komOiHawio «Alt+F4».
3aB/ISIKM TOJIOBHOMY MEHIO I'PaBellb MOKE O3HAHOMUTHCH 3 3arajlbHOK) TEMATHKOK)
rpy, cTUIeM O(OpMIIEHHS 1 JI3HATHUCA JeTanbHy 1H(OpMAIlil0 IFPOBUX HPEIMETIB
SKIIIO 11€ Tepe10aueHo pO3POOHUKOM.

3a3BUYail, rOJIOBHE MEHIO CKIAJA€TbcsA 3 3aJHBOro (poHy, KiaBim «Starty,
«Option», «Quity, B MacluTaOHUX MPOEKTax J00aBIsAOTH OUlbe (DYHKLIOHATY JUIs
rOJIOBHOTO MEHIO, ajIeé B JaHOMY IPOEKT1 OyJe peai3oBaHO JIUIIE TPU KJIABIIIl 7S
B3a€MO/I11 3 TOJIOBHMM MeHI0, a came: Start, Load, Quit.

PosnouaTo npoekT 3 po3poOku rpadiku TOJI0BHOTO MEHIO, 1 3aJHOTO (hoHy
(puc. 3.1), Ha 300paxeHi 3aHBOrO (OHY 300paKEHO CEepBEpP, HA SIKOMY PO3MILIEH]
KJIaBIlI JIs BUKOHAHHS OCHOBHOI (DYHKIIIi TOJOBHOTO MEHIO, JIOTO YHIBEPCHUTETY 1
KOMIT'FOTEpPHUN CTUI 3 KOMIT'IOTEPOM 1 CTUIbLIEM JUIsl B1JIOOpaKE€HHS OCHOBHOI1

TEMATHKH 1 CTHJIIO rpu.

Pucynok 3.1 — 3o00pakeHHs A/ 3aJHBOTO (POHY FOJIOBHOTO MEHIO



26

Takox, po3poOneHo Taitn-cer (puc. 3.2) 3 3araJbHUMHU KJIaBilIaMH SKi

BUKOPUCTOBYIOTHCS ITPH PO3POOIIi TOJIOBHOTO MEHIO 1 MEHIO TMay3H.

STRRT
LOARD

AulT

Pucynox 3.2 — Taiin-ceT s TOJOBHOTO MEHIO 1 MEHIO May3u

JIst 3a1aHHs JIOT1KY KJIaBillaM peaii3oBaHO CKPUNT 3 OCHOBHUM (DYHKI[10HATIOM
KJIaBilil, Horo po3minieHo Ha rojgoBHuil Ul enement, «Canvasy.

Hns peamizauii ¢yskiionany knaBimn Start, crBopeHo meron PlayGame()
(mictunr 3.1) B ckpunti MainMenu, B JaHOMY MeTO/I1 3a3HAY€HO 3aIyCK KOHKPETHO1
cueHn 4yepe3 SceneManager, TyT NpPONUCAHO HA3BY CLEHH Ta I1HJEKC PIiBHI 3

BuildSeting.

Jlictunr 3.1 — Merop as 3anycky rojioBHoi ciienu PlayGame()

27 public void PlayGame(){

28 ffcheckstart = 1;

29 SceneManager. LoadScene("Hork™) ;
30 +

Kinensp mictunry 3.1
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Hns peamizanii kiaBimm 3aBaHTaXeHHA Tpu cTtBopeHo Meron LoadGame()
(mictunr 3.2) B ckpunti MainMenu, a maist Toro mo0 nos’si3atu knasimry Load 3
KJaBilero Save, ctBopeHo ckpunt SavelLoadManager, sxuii BIAMOBIAA€ 3a MITOTOBKY

ITPOBUX JAaHUX 10 30epeKeHHs iX B (hailil 3 po3imupeHHsaM «.daty.

Jlictunr 3.2 — Meron juis 3aBantaxkeHss rpu LoadGame()

public void LoadGame( )]
/{ 3BepexsHHA TpW
GameData gameData = new GameData();
'/ 3anoeHeHHA gaHumm gameData
SaveloadManager.SaveGame (gameData);

[/ 33BaHTaXeHHA rpH
GameData loadedData = SaveloadManager.loadGams();
if (loadedData != null)

{
[/ Dbpobka 23EaHTaXEHMX O3HMX
Debug.Log("Loaded game data: " + loadedData.ToString());
[/ Hanpuknan, BcTaHOBNSHHA nosuuii rpasun 6EpeeHMM SHAYEHHAM
player.transtorm.position = loadedData.playerPosition;

T

glsa

{
[/ Dbpobka eunagky, konw Hemae bepewexoro dainy
Debug.LogWarning("No saved game data found. Starting a new game.");
£/ Hanpwenan, nodaTtwoea inigianizauia rpw
SceneManager.LoadScene("lork™);

I

Kinens snictunry 3.2

Just  peamizamii  kjaBiuii BUXOJy 3 Tpu cTBOpeHo Meroa ExitGame()
(mmictunr 3.3). B jaHOMy METO/1l BUKOPUCTOBYEThCS 3arajibHa (PYHKITIS 11 KepyBaHHS
nonarkom Application 1 metoq Quit cTBopenuit pymiem. st Toro, o0 BijoOpaxaTH
poOOTY KiIaBillll B peIakToOpi, J0IaHO BUBLA 1H(OpMAaIlii B KOHCOIb. Lle peanizoBaHo.
OCKIJIBKH TIpalle3/IaTHICTh KJIaBIIIl BHUXOJY 3 J0JATKYy MOXHa MOOA4YWTH JHIIE B

MOBHICTIO CKOMITLJILOBAHOMY 3aCTOCYHKY.
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Jlictunr 3.3 — Metoa niis 3aBepiieHHs podotu 3actocyHKy ExitGame()

r

7 public void ExitGame(){
9 Debug.Llog("Quit");

61 Application.Quit();
62 1

Kinensp nictunry 3.3

st Toro mo6 knaBimn BUKOHYBanu cBoro ¢yHkuito, Ha Ul enementi Canvas
ctBopeno pgouipHiit Ul enement Button. e 3poGneno mist toro, mo0 3pydHilie
BUKOPUCTOBYBATH PEIAKTOP KJaBillll MEHIO. Takuil eJIeMEHT € JOYIPHIM eJIeMEHTOM
nmycToro 00’ekTa, OpMyrOUH Ipyny eaeMeHTiB. B poboTi 3agaHo oMy B ol Source
Image notpi6Huit cnpaiit, 1 B moni OnClick() mogatu enemMeHT, Ha AKOMY pO3MIILICHUA

CKPHMIIT 3 TPOMTMCAHUMH OKPEMHUMH METOIaMu JIJIsl Kjiasimi (puc. 3.3).

STRART

LOARD

ouT

| |
0 J‘l i

BobbbbBRDD

Pucynok 3.3 — CtBopeHHsI GyHKIIIOHAITY KJIABiIll TOJJIOBHOTO MEHIO

B nanomy 3acTocyHKy He TmepeadadeHO KIABIII HalalTyBaHb, OCKLUIBKH
OCHOBHHMH (PYHKITIOHAN 1 HAJAIITYBAaHHA 3alpOorpaMOBaHi 3a3JalieTilb B CKPUIITaX, a
TAaKOX, OINHUPAIOYUCHh HA 3arajbHe CIIOKHUBAHHS CHUCTEMHUX PECYpPCIB CHCTEMH,

BiAnaaae HEOOXIHICTh peai3allli eJIeMEeHTa HalallTyBaHb JAHOTO JOAATKY.
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3.2 Po3pobka rpadiku ajist 101aTKy

I'padika Bimirpae 3HauHy pojib Ha 3arajlbHUil irpoBuii gocBia. Komm’rorepHa
rpadika 3aiiMae TpeTe MICIE MICHS ITPOBUX MEXaHIK 1 CIOKETy TpH, alie 1HOJII
PO3POOHUKH POOIISITh MAKCUMAIBHUI OMip Ha rpadiKy ITHOPYIOYHM 1HII JIBa aCMEKTH,
Bi/l IKMX Ha Hally JYMKY BiJ10yBaeThbcsi OUThIN e()eKTUBHE 3aHYpPEHHs B rpy. SKiio i
NIBa aCMEKTU MepeOyBalOTh Ha CePeHbOMY PIBHI irpoBa rpadika HalacTh MO3UTHBHI
BPaXKCHHS BiJl IPOBOTO MPOLIECY.

Omxe, mig rpadiyHoro oopMIICHHS BUKOPHCTAHO CTOPOHI TaMII-CETH, SIKI B
pe3ynbTari Oynu mepeTBopeHo B rmporpami Photoshop mns Toro, mo0 BoHM
BIAMOBIJIAIM  1OTpebaM TPOeKTy, TOOTO, OynM B3ATI CHpalTH 3 IHTEPHETY 1
nepeMaIbOBaHi Mmil HeOOX1IHI PO3MIPH 3 JOJaBAHHIM MEBHUX €JICMCHTIB.

Taiin-ceT irpoBoro nepcoHaxa B3ato 3 gif-(haiiyia, B sKOMy MOKa3aHO MOKaAPOBO
300pakeHHs mepeMilieHHa nepcoHaxka. [licna konBepramii gif-haiia B BeluKy
kinbkicTh JPEG 300paxensb, BUaneHo 3aiiBl (pparMeHTH aHIMallii, 1 TEPETBOPEHO B

3arajlbHUM Tala-ceT 3 HeOOX1THUMU KaJpaMH aHiMalii (puc. 3.4).
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Pucynok 3.4 — 3aranbHuid Tala-ceT aHIMaIil mepcoHaxa
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[licna cTBOpeHHs aHIMAallli JJid MEPCOHAXa, CTBOPEHO 3aralibHUM Tailyi-ceT 3
rpadikoto piBHs (puc. 3.5), a came: CTIHHU B IGKIJIBKOX Bapiallisix, MiJijiora, A8l Bapiamii
MEPCOHAJILHUX KOMIIT FOTEPIB, CEpBEP, MPUHTEP, MMYCTHI CTLI, HACTIIbHA JIAMIIa B IBOX
CTaHaX, KOP3HHA 1 CTUICIb.

Bcei mi enementy Oyiau nepemManboBaHi 3 pi3HUX HAOOPIB 1 ajarToBaHi I

OTpeOH IIPOEKTY.

Pucynok 3.5 — 3aranbHuii Taii-cer 3 rpadikoro piBHs

®oH JJI1 MeHI0 nmay3u (puc. 3.6) ajanToBaHO JUIsl 3arajbHOI0 BUKOPHUCTAHHS,

OCKLJIBKH 1I€ JIO3BOJIUTh CTBOPUTH BIAIOBIIHY aTMOchepy.

Pucynok 3.6 — YHiBepcanbHuil (DOH JIJIsI MEHIO TIay3H
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Januii GoH BUKOPUCTOBYETHCS TAKOXK K IMITAIlisl BIPTYaAIbHOTO JAUCIUIES JJIs
MEPCOHATIBHOTO KOMII I0TEpa.

Jnst Toro, mo0 peanizyBaTd MakCUMadbHy CUMYJISIII0, CTBOPEHO MIKTOTPaMHU
JUIsl IPOrpaM Ha TEepCOHAILHOMY Komm torepi (puc. 3.7), Bci MIKTOrpamM OyIiiH

O3MIIIEH] Ha 3aTaJILHOMY TalJI-ceTl 3 IHTEP(hENCOM BIPTYAJILHOTO KOMIT FOTEPA.
y y

Pucynox 3.7 — Taiin-cet 3 nikTorpaMamMu nporpam
Takox [ CTBOPEHHS KOPUCTYBAlbKOro 1HTEp(deicy CTBOpPEHO Taii-ceT 3

300paxkeHHsIMU 1HTepdelicy mporpam (puc. 3.8). JlaHuit Taiiin-ceT BUKOPHUCTOBYEThCS

B AKOCTI IIA0JIOHY Ta 3aAHBOTO (POHY IJIA BIPTyaIbHUX MPOTPaM.

Pucynox 3.8 — Taiin-ceT 3 300pakeHHAMH 1HTEepdEicy mporpam
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Omxe, nani ¢pparmMentu rpadiku GOpMYIOTh 3arajibHUIl BUIIISLA 3aCTOCYHKY, 1
JTIO3BOJISIFOTH CTBOPUTH 3arajibHUM KOPUCTYBALbKUN 1HTep(deiic, 1 THIUKAIlII0 ITPOBUX
MO/,

3aBasgKH JaHUM KOMIIOHEHTaM (hopMyeThcs aTMocdepa 1 3arajibHa CTHIIICTUKA B

KOMIT IOTEpHIH Ipil, siKa 3a0e31euye MaKCUMalbHe 3aHYPEHHS B I'POBHM TIPOIIEC.

3.3 Po3poOka 0CHOBHHX MeXaHiK

Po3poOka 0CHOBHHX MeXaHIK € KIIFOYOBHUM €TaroM cTBOpeHHs: 2D cumynsitopa
cucTeMHOTO aamiHicTparopa. lleil mpoiec Bkitoyae cTBOpeHHS (hYHKIIOHATBHOCTI,
SIKa JI03BOJISIE TPABIISIM B3a€MOJIISTH 3 BIPTYaJIbHUM CBITOM, BUKOHYBAaTH 3aBJaHHS Ta
OTPUMYBATH 3BOPOTHHI1 3B 30K B[ TPH.

KirouoB0oI0 MexaHiKOK B KOMIT IOTEPHHUX ITpax € MeXaHiKa pyxy HNepcoHaxa,
BOHA J03BOJIAE KOPUCTOBAdY B3a€MOJIATH 3 BIPTYaJIbHUM CBITOM. 31€0LIBIIOIO
peanizylTh CTaHJapTHE NepecyBaHHs irpoBoro o0’exkty Player crtpinkamu abo
knapimamu «W, A, S, D» Ha knaBiatypi. Ockuibku Unity € IrpoBUM pyIIieM, s
3pYYHOCTI PO3pOOKH BHKOPHUCTOBYIOTHCS CTaHJAPTHI KOMAaHIH, SKI JIO3BOJISIIOTH
MPOMUCYBATA KEPYBAHHS 3aBIAKHU 3arajJbHUM HAIPaBICHHSM, TakK K 300pa’keHO Ha
mictuHry 3.4, B JaHOMY KO/ 3 ckpunTta Player peanizoBaHo nepecyBaHHs IepcoHaka

0 BIPTYBAJILHOMY MOJII.

Jlictunr 3.4 — Kop peanizauii pyxy 3 ckpunra Player

r

private void Update(){
movement.x Input.GetAxisRaw("Horizontal™);
movement.y = Input.GetAxisRaw("vertical");

animator.SetFloat("Horizontal", movement.x);
animator.SetFloat("Vertical™, movement.y);
animator.SetFloat("Speed”, movement.sgrMagnitude);

private void FixedUpdate() {
rb.MovePosition(rb.position + movement * movingSpeed * Time.fixedDeltaTime);

Kineusp mictunry 3.4
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ITicns  peamizaimii  MeXaHIKM  pyXy IIepCOHa)ka  CTBOPEHO  CKPHINT
«CameraFollow» mmsa Toro mod irpoBa kKamepa MepecyBajlach 3a IMEPCOHAXKEM,
CTBOPEHO OOMEXKEHHsS NEpeCyBaHHA ITPOBOI KaMepu g TOro mod Kamepa He

BHUXO/IMJIA 32 MEXI1 IrPOBOTO PiBHSA, KOJ| peainizalii 300paxeHo Ha JICTHHTY 3.5.

Jlictunr 3.5 — KogoBa peanizailis nepecyBaHHs 1 00MEXEHHS IrpOBOI KaMepu

void Update(
if (target != null)

/ BusHauvaemo yineoey nosuuin ans Kamepw
Vector3 targetPosition = new Vector3(target.position.x, target.position.y, transform.position.z);

/ MnaeHe nepemimeHHA kamepu A0 uinsoeoi no3muii
transform.position = Vector3.SmoothDamp(transform.position, targetPosition, ref velocity, smoothTime);

transform.position = new Vector3
(
Math.Clamp(transform.position.x, leftLimit,rightlimit),
Math.Clamp(transform.position.y, bottomLimit,upperLimit),
transform.position.z

private void OnDrawGizmos() {
Gizmos.color = Color.red;
Gizmos.DrawLine(new Vector2(leftLimit, upperLimit), new Vector2(rightLimit, upperLimit));
Gizmos.DrawLine(new Vector2(leftLimit, bottomLimit), new Vector2(rightLimit, bottomLimit));
Gizmos.DrawLine(new Vector2(leftLimit, upperLimit), new Vector2(leftLimit, bottomLimit));
Gizmos.DrawLine(new Vector2(rightLimit, upperLimit), new Vector2(rightLimit, bottomLimit));

Kinens mictunry 3.5

Meton OnDrawGizmos npu3HaueHUN ISl BIOOpaKEHHSI MEX TMepecyBaHHS
KaMmepu, AaHi U1 TaHUX 0OMEXKEHb 33Jal0Thes yepes iHncnektop Unity. J{s Toro mo6
3MiHHI BijloOpaxkanucsi B iHcnekTopi (puc. 3.9), moTpiOHO mepea TUIIOM JaHUX B

ckpurti nponucatu [SerializeField].

(Transform)
1 Time

Left Limit

Right Limit

Pucynox 3.9 — BinoOpaxeHHs! 3MIHHMX B 1IHCIIEKTOPI1
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Takox ctBOopeHo ckpunt «GameManager» B SIKOMY OIMHCYETHCS B3a€MO/Iis

PI3HUX KOMITIOHEHTIB, 1 OCHOBHA Jiorika rpu. [l B3aemonii 3 matdopmoro Arduino, B

ckpunti «GameManager» BUKOHY€ETbCS 1HILIAMI3AIIS MAKITIOYCHHS M1aTGopMu, 11

1IbOI'O0 BUKOPUCTOBYETHCS KOJI 300pakeHHi Ha JIICTUHTY 3.6.

Jlictunr 3.6 — Kon nns ininiam3anii miargopmu Arduino

public static SerialPort serialPort = new SerialPort("COM3", 960@); // MopT 3'egHawHA Ta wenakicTe nepegaqi paHmx

public void Start()

Time.timeScale = 1f;
try
serialPort.Open(); // Bipkputu nopt

if (serialPort.IsOpen)
{
Debug.Log("MopT COM3 ycniwHo eigkpuTwii.");
}
}

catch (IOException e)

Debug.LogError("Momunka nigknw4yenHA ao nopTy COM3: ™

1
J

catch (UnauthorizedAccessException e)

Debug.LogError("docTyn ao nopTy COM3 3abopoHenwni: "

1
J

catch (System.Exception e)

Debug.LogError(“"Hesigoma nomunka: " + e.Message);

+ e.Message);

+ e.Message);

po

Kineusp mictunry 3.6

Hacamnepen, BukoHyeThes 1HILIaM3alig 3MiHHOI serialPort 1 3amuc B Hel naHux

BU3HAUEHHUI TOPT MiAKIIOYEHHS,

1 WBHJIKICTE Tnepenadl ganux. [licns

1HIIami3amii 3MIHHOI BHKOHYETBCS MeToj Start, B SKOMY BHKOPHCTOBYETHCS

CTpYKTypa try/catch mnisg 3amo0iraHHs aBapiiiHOTO 3aBepICHHA POOOTHU 30CTOCYHKY.

TyT BUKOHY€ThCA NIEPEBIPKA HA MOKIIMBI TOMUJIKH, OB’ A3aH1 3 MAKIIOYEHHSM, a00 3

JIOCTYTIOM JI0 I[ITbOBOTO TOPTY, MICIIsi YOTO B KOHCOJIb BUBOJUTHCS 1H(pOpMAIlisi TTPO

IIOMHIIKY.

[Ticns Bganoro BIAKPUTS MOPTY, B ckpuILii «Lamp» BUKOHYEThCS TIEpPEBIPKaA 3

ymoBoto «OnTriggerEnter2D» 1 «OnTriggerExit2Dy, mo 300paxkeHo Ha jicTuHry 3.7.
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Jlictunr 3.7 — ¥YMoBa «OnTriggerEnter2D» 1 «OnTriggerExit2D» ckpunta Lamp

private void OnTriggerEnter2D(Collider2D col) {
if(col.gameObject.tag == "Player”){
if (GameManager.serialPort.IsOpen)

I
L

TurnOnLamp();

private void OnTriggerExit2D(Collider2D col) {
if(col.gameObject.tag == "Player”){
if (GameManager.serialPort.IsOpen)

I
L

TurnOffLamp();

Kinens snictunry 3.7

Jlani yMOBM BHKOHYIOTh IMEPEBIPKY Ha B3a€MOJIII0 KoJjaiiepa IrpoBOro
MEePCOHAKA 3 KoJaiaepoM HacTUIbHOI tammnu (puc. 3.10). Axkuio konaiiaep nepconaxa
NEepPEeTUHAE MEXY KoJaijiepa HAcTUILHOT JIaMIM, TO BHUKOHYEThCA BBIMKHEHHS
cBITJIO/A10/1a Ha T1aTI Arduino, 1 3MiHHA cripaiiTa B IoAaTKy. [[Jis imiTallii BBIMKHEHHS
JaMITY, TIPU BUXOJ1 3a MEXI KOJaiiiepa HaCTUILHOT JIAMITH, BUKOHYETbCSI BUMKHEHHS

CBITJIO/I0/Y Ha TJIaTI 1 3MIHHA CIIpaiTa B JIOJATKY.

@ @

Pucynok 3.10 — B3aemoist koyiaid1epiB NepcoHaxa 1 HaCTIbHOI JJaMITH
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[lin yac BUKOHAHHS YMOBH B CKpUNTI «L.ampy, BUKOHYETbCS BUKIIUK METO/IIB 3
ckpurnita «GameManager», JIsl HaJICUJTAHHSI JaHWX Ha TUIATY, KOJI T0J]aHO HA JIICTHHTY

3.8.

Jlictunr 3.8 — Ko ju1st HaJicUJIaHHS 1 OTPUMaHHS JIaHUX 3 mati Arduino

public static vold TurnOnLampGameManager()
{
/{ Bianpaenaemo nawi po Arduino
serialPort.Write("1"); // Hanpuknag, eignpaensemo "1" ana yEiMKHeHHA

{{ OTpumyemo pani = Arduino
string data = serialPort.Readline();
Debug.log({"Data from Arduino: " + data);

J/ MeTog OnA BMMEKHEHHA NamMnoYeEM

[ SR
rererence

public static void TurnOfflampGameManager()
{
{{ Bipnpaenaemo pgawi po Arduino
serialPort.Write("8"); // DipgnpaenAemo "8" ANA BMMKHEHHA NaMNoOYKMW

/{ OTpumyemo gauvi = Arduino
string data = serialPort.Readline();
Debug.Log({"Data from Arduino: " + data);

Kinensp mictunry 3.8

[licna toro, gk miaTta OTPUMYE JaHI 3 I'PU, BUKOHYETHCS KOJ, MOJAaHMI Ha
micTUHTy 3.9, 3amporpaMoBaHUid B TUIATY.

Ha nnatdopmi Arduino nocTiiHO BUKOHYETBHCSI TIEPERIPKA MIBUAKOCTI BX1THUX
NAHUX, 1 3YUTYBaHHA AaHUX 3 mopTy. [licig oTpuMaHHa JaHUX BUKOHYETHCS MTEPEBIPKa
YMOBH 3T1IHO BX1AHUX naHuX. Akimio B 3MiHHY lampChar 3anucano 1, BUKOHY€ThCA
uudposuit 3anmuc Ha lampPin, sxuit qopisHioe 13. OnoBmoeThest 3Hauennss HIGH,
TaKOK BUKOHYETHCSl HAJICUJIAHHS IMIATBEp/UKEHHs YBIMKHEHHsI «Lamp Ony»: sikiio

sanucano 0 Toxai 3anucyetbess LOW, 1 Hancunaethes miareepmkennsa «Lamp Offy. Li
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naHl BimoOpakaroTbess B KoHcom Unity., TakuM YMHOM, pO3pPOOHHK MOXKE
KOHTPOJIFOBAaTH CTaH JIaMIIU B PEKHUMI pealibHOro yacy. e 3abe3neuye 3pydHicTh 1

ONEPATUBHICTh Yy KEPYBaHHI MPUCTPOEM.

Jlictunr 3.9 — Ko a1s onpaifoBaHHs JaHUX 3 TPH

int lampPin = 13;
void setup() {

pinMode(lampPin, OUTPUT); // BcTaHoBnwemo nNiH AK BAXig
Serial.begin(268@); // Iniuianizyemo 2e'Az20K 4epez SerialPort 2 wewpkicTw 2688

vold loop() {

if (Serial.available() » @) { // Awwo gocTynHi gawi 4epez SerialPort
/{noticePinChar();
//1lampPinChar();
char lampChar = serial.read(); // 3uwuTysmo oTpumani pgami

if (lampChar == '1") { // Axwo oTpumano "1"
digitalWrite(lampPin, HIGH); // YeimkHyTWw namno4ky
Serial.println{"Lamp On"); // Hapicnatw nipTEepAxeHHA YBIMKHEHHA

else if (lampChar == '@") { // Awwo oTpumano "@"
digitalWrite(lampPin, LOW); // BMUMKHYTH naMnodky
Serial.println(“Lamp Off"); // HapicnaTw nipgTEepmHeHHA BWMKHEHHA

[——

Kinens mictunry 3.9

B ckpunti «GameManager» peayizoBaHO BIJOOpa)x€HHs 1rpoBoro vacy. Jlus
pO3paxyHKy moTo4Horo 4dacy crBopeHo meton «UpdateGameTime» (nictunr 3.10),
TakoXX B JaHOMY METOJ[l BUKOHY€THCS BUKIIMK ITPOBUX 3aBJaHb MPH JIOCATHEHI
nepHoro 4acy. KpiMm Toro, meit Metoa 3abe3nedye CHHXPOHI3ALIK ITPOBUX MOIH 3
peanbHUM 4YacoM. TakuMm YMHOM, TPaBlli OTPUMYIOTH IJIaBHUM Ta Oe3nepepBHUN

ITPOBUIA TOCBIL.
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Jlictunr 3.10 — Meton «UpdateGameTime» aiist po3paxyHKy irpoBOro 4acy

public void UpdateGameTime()
{
// Po3paxyHOK MOTOYHOr0 4acy rpu 3 ypaxyBaHHAM weuakocTi

currentGameTime += Time.deltaTime * (60.8f / dayDurationInMinutes) * clockSpeedMultiplier;

if(currentGameTime > 40@.0f && currentGameTime < 498.3f){
enableTask = true;
telse if(currentGameTime > 498.9f){

enableTask = false;
1
}

// Nepepipka ANA BW3Ha4eHHA HOBOrO [AHA

if (currentGameTime >= 1440.@f) // 24 rogMHW y XBUNMHAX
{
currentGameTime = 486.6f;

1
J

if(currentGameTime >= 966.6f){
Debug.Log("End work day");

currentGameTime = 480.6f;

[

Kinens mictunry 3.10

Januii  MeroJ MICTHTh pPO3PAXyHOK IIOTOYHOIO IrpoBOTO 4acy, BIH
BUPAXOBYEThCA 1 3amuUCyeThbcs B 3MiHHY currentGameTime, micns doro, ang
B1100pakeHHs1 Ha rpadiuHoMy iHTepdeici 15 3MIHHa BUKOPUCTOBYETHCSI B METO/II

«UpdateClockDisplay» (mictunr 3.11).

Jlictunr 3.11 — Meton «UpdateClockDisplay» anst BimoOpa)keHHs TOIHHHHKA

public void UpdateClockDisplay()
1

{/ OHoEneHHA BinobpaweHHA TOOMHHWMKS
int hours = Mathf.FloorToInt{currentGameTime / 68);
int minutes = Mathf.FloorTolInt(currentGameTime % &68);

string clockText = string.Format("{8:88%:{1:86}", hours, minutes);
if {clockDisplay != null)

{
clockDisplay.text = clockText;

Kineup mictunry 3.11
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Hani Mmeroau BukiukaroTbea B Metoni «Update» (mictunr 3.12) nns toro, mod
BijIoOpaxaTu iIrpoBUH yac nmocTiiiHo. 3aBasku meTtoay «Update» BUKOHY€EThCS BEelIMKa

KUIBKICTh METO/IIB, SIKI CTBOPEHI JJI MEPEBIPKU ITPOBUX MO

Jlicrunr 3.12 — Meton «Update» B ckpunti «GameManagery

public void Update()
{
UpdateGameTime();

UpdateClockDisplay();

if({enableTask == true){
TaskManager();

Kineup nicrunry 3.12

Takox B Metoj1 «Update» sikuii 3aiponoHOBAaHO Y JICTUHTY 3.12, BUKOHYEThCS

BuKInK merony «TaskManager» (mictunr 3.13). Jlanuit MeToa BUITAIKOBO T€HEPYE

3aBJIaHHS 3 CIIUCKY 3aB/1aHb.

Jlictunr 3.13 — Metoa «TaskManager»

public static void TaskManager(){

if(availableTask == false){
// TeHepyemo BHMNAAKOBE 3aBAaHHA
UnityTasks.TaskType randomTask = (UnityTasks.TaskType)UnityEngine.Random.Range(@, (int)UnityTasks.TaskType.FixHardware + 1);
//UnityTasks.TaskType randomTask = (UnityTasks.TaskType)(int)UnityTasks.TaskType.FixHardware;

unityTasks.ExecuteTask(randomTask);

Kinenp mictunry 3.13

Jlns criMcky 3aBaaHb, CTBOpEeHO CKpuNT 3 Ha3Bow «UnityTask». ¥V mpanomy

CKPHIITI PO3MIIICHO MEPETiK MOKJIMBHUX 3aBIaHb (JICTUHT 3.14).
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Jlictunr 3.14 — Cxpunt «UnityTask»

public enum TaskType

RestartServer,
UpdateSoftware,
MonitorhNetwork,

BackupData,
CheckSecurity,

FixHardware

// MeTog AnA BUKOHaHHA 3aBAaHHA
public void ExecuteTask(TaskType task)

switch (task)
{

case TaskType.RestartServer:
GameManager.availableTask = true;
RestartServer();
break;

case TaskType.UpdateSoftware:
GameManager.availableTask = true;
UpdateSoftware();
break;

case TaskType.MonitorNetwork:
GameManager.availableTask = true;
MonitorNetwork();
break;

case TaskType.BackupData:
GameManager.availableTask = true;
BackupData();
break;

case TaskType.FixHardware:
GameManager.availableTask = true;
FixHardware();
break;

default:
GameManager.availableTask = false;
Debug.LogError("Unknown task type");
break;

Kineup nmicrunry 3.14

YV ckpunti «UnityTask» cTBopeHO MeTOA s BUKOHAHHS 3aBJaHb
«ExecuteTask», Ko mMpoJIeMOHCTPOBAHO Ha JIICTUHTY 3.14.

Merton «ExecuteTask» npuznaueHuii 1uisi BUKIIUKY 3aBJaHb, BUKOPUCTOBYIOUH
ymoBy switch. ITiciist BUKIIMKY IIEBHOIO 3aBJaHs 3 CIUCKY, BHKOHYETHCS ITPUCBOEHHS
3miHHIN availableTask 3HadenHs true a1 Toro, moo BiIOOPa3UTH HASIBHICTD 3aB/IaHb

B IMITOBaHI¥ MOIITOBIM CKPUHIIL.
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[li ocHOBHI IrpoBiI MEXaHIKH HAJalTh 0a30BY (YHKUIOHANBHICTH ais 2D
CUMyJsiTOpa cucteMHoro ajamiHictpatopa B Unity. Koxkna 3 HHX Moke OyTH
pO3LIMpEHa Ta BJIOCKOHAJIEHA BIAMOBIAHO J10 MOTped TrpaBiiB, 3ade3nmedyrouu

peaniCTUYHY ITPOBY CUMYJISILIIIO Ta HABYAJIBHY MIaTGOpMY U1 KOPUCTYBAUIB.

3.4 TecryBaHHs Ta 3aIyCK A104ATKY

[Ipouenypa TectyBanHa Ta 3amycky noaarky Unity ma Windows 10 Ta 11
BKJIFOYA€E KUJIbKA €TamiB: MITOTOBKY MPOEKTY, 301pKy J0JaTKy, NEPEHECEHHs Ha
TECTOBI MAallIMHU, BUKOHAHHA TECTIB Ta OLIIHKY pe3yJIbTaTIB.

Posnounnanu 3 miaAroTroBKH mpoekty. (s 1poro BHKOHAHO HaJAIITYBaHHSI
watdopmu 30ipku. Y Build Setting y Bikai (puc. 3.11) Bubpano uiiboBy miaropmy,

apXITEKTYPY 1 1I0JIaHO iTPOBI CIIEHHU.

Add Open Scenes

Platform ] Windows, Mac, Linux

[;' Windows, Mac, Linux arget Platforr Wind

s

Architectu Intel 64 -bit
E Dedicated Server co ) files

=
|'| Android

mpression Method Default

Asset Import Overrides
Max Texture Size No Override

exture Compression No Override

Player Settings... Build v Build And Run

Pucynok 3.11 — Menrto Build Setting
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[licna HanamTyBaHHs TwIaTGOpMHU 301pKH, NEPEHIIUTN A0 HAJANITYBAHb OIIIIH
301pku, st 1poro 3 MeHio Build Setting nepeiimu B Player Settings (puc. 3.12), B
JAaHOMY MEHIO HAJAIITOBAaHO TMapaMeTpu CKpaHy Ta pPO3AUIbHOI 3JaTHOCTI,

BCTAHOBJICHO HAJIAIITYBaHHS Tpadiku.

tem administrator s

Settings for Windows, Mac, Linux

Ilcon

Resolution and Presentation

Splash Image

1 Control Settings

Other Settings

Pucynok 3.12 — Menro Player Settings

3aBepIUINBILIY HAIAINTYBAaHHS NEPEHUIILTH 10 301pKHU TOAATKY, JJI IbOI'O B MEHIO
Build Setting yepe3 Build i Bubpartu nuisx 30epekeHHs BAKOHABYOro (hauiy.

30ipKa MPOCKTY MPOKIILIa KOPEKTHO, IOMIJIOK BUABJICHO He Oyno. HacTtymHum
€TaroM BUKOHAHO TECTYBaHHS J0JAaTKY HA JBOX MOMYIAPHUX OMEpalliiiHIX CUCTEMaX,
Windows 10 1 Windows 11. s nponeaypa 3a0e3neuye KOMIUIEKCHHN TAX1J /10
TEeCTYBaHHS J0JIaTKy Ha PI3HUX IuIatdopmax, 10 J03BOJIsE€ BUSIBUTH MOTEHLIHHI
poOIeMH 1 3a0e3MeYUTH BUCOKY AKICTh MPOIYKTY.

s mpoBeneHHs TectyBaHHA copmoBano Tak 3BaHuil «Check list», B HpOTO
YBIMIIUTH HACTYIH1 KPUTEPil TECTYBaHHS:

- NepeBIpKa KOPEKTHOCTI 3alyCKy J0JaTKY;



- neperipka poOOTH OCHOBHUX MEXaHIK;

- nepeBipka KOPEKTHOCTI BiI0OpakeHHsI KOPUCTYBAILKOTO 1HTEpdeicy;

- neperipka B3aeMoii 3 mardopmoro Arduino.

3riIHO pe3yibTaTy TeCTyBaHHA c(hopMOBaHO B TabuIo 3.1.

Tabmuus 3.1 — Orinka pe3ynbTariB TECTYBaHHS
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[Tapametpu

Windows 10

Windows 11

3amyck 101aTKy

JIOHRTOKSRHyCKEETLCH

KOPEKTHO

llOﬂ&TOKIﬁHIyCK&ETBCH

KOPEKTHO

PoboTa 0OCHOBHHX MeXaHIK

VYci MeXaHIKH MPaIioTh

KOPEKTHO

VYci MexaHIKH MPaIioTh

KOPEKTHO

Kopucrypanskuii inTepdeiic

KopucryBanpkuii inTepdeiic

BITIOOpaKaA€THCA KOPEKTHO

KopuctyBanmpkuii inTepdeiic

BiJIOOpaKa€THCSA KOPEKTHO

Bzaemomis 3 utatdopmMoro

Arduino

B3aemozie KOpEKTHO

B3aemozie KOPEKTHO

[Tpouenypa TecTyBaHHs ToOKazajia, MO J0AaTOK «CHUMYJISTOpP CHUCTEMHOTO
aaMiHIcTpaTopay, 310panuii B Unity, kopekTHO npaioe sk Ha Windows 10, Tak 1 Ha
Windows 11. Bci ocHOBHI (yHKIIIT 10/IaTKy BUKOHYIOThCSI 0€3 TOMUIIOK, iHTep(eiic
KOPHUCTYBaya B1I0OPaKAEThCA HAJICKHUM YHHOM, 1 B3a€MOJIIA 3 OOJIaJHAHHAM 4Yepes

COM-nopT npaioe HaJIEKHUM YUHOM. Lle CBITUUTh MpO BUCOKHUH PIBEHb CYMICHOCTI

I0AaTKy 3 000Ma BepCisiMU OMEePaIiiiHOT CHCTEMH.
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BHCHOBKH

Honarok «CuUMyIATOp CHCTEMHOrO aJMIHICTPATOpa» Hala€ MOMIUBICTh
IpaBIEBl MOTJIMOUTUCH B TEXHIYHUI CBIT aJIMIHICTPYBAaHHSA, TAKOXK BIH € BaXKJIUBUM
IHCTPYMEHTOM JUIs HAaBYaHHS Ta TPEHYBaHHS HOBUX IIOKOJIHb CHCTEMHHX
aaMminicTpaTopiB. 3aBsiku iHTerpamii Arduino B rpy, BIJIKPMBA€ThCS MOKIIMBICTDH
HABYaHHSA IPABIIB B ranxy3i eIEKTPOHIKH, CXEMOTEXHIKH, KOHCTPYIOBAHHS TOIIIO.

B pe3ynbTaTi BUKOHaHHS KBaTi(iKaniiHOT poOOTH:

— MIPOBEJICHO AHAIITUYHMI OTJIsJT MUTaHb (POPMYBaHHS MYJBTHMETIHHHUX
NOMIATKIB 1 BU3HAYCHO €IeMEHTH MpodeciitHOT AISIBHOCTI CUCTEMHOTO aIMIHICTpaTopa
SIKi BIPOBAJKEHO B PO3pOOKY: 0OCIYyroByBaHHsI CEpPBEPA, OHOBJIEHHS MPOrPaMHOIO
3a0e3neyeHHs, aAMIHICTPYBAaHHS MEPEX, BUKOHAHHS PE3CPBHOTO KOIIIOBAHHS,
nepeBipKa CUCTEM Oe3MeKH, 3aMiHa KOMIUIEKTYIOUMX KOMIT I0Tepa;

- MPOBEJICHO OIJIA[ TMONYJIAPHUX PIIIeHb 3 TNHUTaHb 3aCTOCYBaHHSA
€JIEMEHTIB IITYYHOT'O IHTEJIEKTY Ta BHU3HAYEHO JIOLIJIBHICTH 1X BIIPOBAKEHHS Y
NOIaTOK, 30KpEeMa BHUPIINICHO BUKOPUCTOBYBATU JJI 3MCHIICHHS HABAaHTAKCHHS HA
Pyl METOUKY CKPUIITUHTY, OCKUIBKA BUKOPUCTAHHS IITYYHOTO 1HTENEKTY JIOCUTh
pecypco3aTpaTHU MPOIIEC;

— JOCIIKEHO PYIIIi, TOPIBHSIHO iX XapaKTEePUCTHKH, Ta BUSBIEHO, IIO
pyuiii Unity BuOpaHuii 1yist IPOEKTY B MEPIIY Yepry 4epe3 Te, 110 BiH 3PYUHIIIHMA, HIK
1HIII CXOXI1 pyuIii, JaHWW Pyurid JOCUTh MPOCTHM B OCBOEHHI Ta Ma€ MIMPOKHIA
(GyHKIIOHAMT 1 BUCOKY IIBUIKICTh PO3POOKH;

— CKJIAJIEHO aJITOPUTM POOOTH JI0IATKY, 3reHEPOBAHO CITUCOK 3aBJIaHb SIKi €
0a30BUMH ISl 3arajbHOTO PO3YMIHHS Tpodecii CUCTEMHOro aaMiHICTpaTopa:
RestartServer, UpdateSoftware, MonitorNetwork, BackupData, CheckSecurity,
FixHardware;

- OpraHi30BaHO B3Aa€EMOJIII0 pYyIIisi 3 CBITIOJAIOJAMH Ha BIJKPHUTIH

anapaTHiil mardopmi 11 CTBOPECHHS €JIEKTPOHHUX MPUCTPOIB Ta MPOTOTHUITIB, a CaMe



45

Ha tiathopmi Arduino UNO, a B3aemomis 3 pyuieM BiIOyBa€ThCs 3aBASKU
cranaapTHii 0i0mioreri System.[O.Ports;

— 3a0e3MeueHo MporpaMHy peanizaliio 0a30BOI CUCTEMH PYXY, reHeparii
3a/lady 1 OPraHi30BaHO B3A€MOJII0 KOMIIOHCHTIB JOJATKy: 0a30BYy CHUCTEMY pyXY
peaiizoBaHO cTaHJapTHUMHU MeTomaMu O10moTeku UnityEngine; reneparis 3aaad
onMcaHa B okpemomy ckpunri UnityTacks.cs, e onrcano nepenik 3aBjaHb, 1 METOJT
IU1S X BUKIIMKY; B3a€MO/Iisl KOMITOHEHTIB JJOJIATKY OPraHi30BaHO MyOI14YHUM METOA0M
public static mpu orosyonieHi 3MiHHUX; MOJAIbIIE TX BUKOPUCTAHHS BUKOHYETHCS Yepes
3a3HaueHHs HA3BH CKPUIITA Mepe/l HA3BOK 3MIHHOT;

— BUKOHAHO KOMIIUISAILIO 1 3aMYCK JOATKY, IEPEeBIpeHO poOOTY 10AaTKY Ha
piI3HUX onepamidiHux cHcTemMax poauHd Windows: miciast KoMmOiisuii, i npu
MOJANBIIOMY 3aIyCKy Ha pi3HUX ornepaniinux cucreMax Windows 10 Ta Windows 11,
npoOJieM He BUSBIIEHO, yC1 (DYHKIIT MPaIIOI0Th KOPEKTHO.

OTxe, ycl MOCTABJICH] 3aBJAaHHS BUKOHAHO. TOMY, MOXKHA CTBEPIXKYBATH IO

MeTa POOOTH JIOCATHYTA.
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JHonaTok A
Cxkpunt MainMenu.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;
using UnityEngine.UI;

public class MainMenu : MonoBehaviour
//public Button loadButton;
//public int checkStart = 0;
[SerializeField]public GameObject player;

public void PlayGame(){
//checkStart = 1;
SceneManager.LoadScene("Work");

}

public void LoadGame(){
// 36epexeHHA rpu
GameData gameData = new GameData();
// 3anoBHeHHA paHumn gameData
SavelLoadManager.SaveGame(gameData);

// 3aBaHTaxeHHA rpu
GameData loadedData = SaveloadManager.LoadGame();
if (loadedData != null)

{
// 06pobka 3aBaHTaXeHUX AaHWUX
Debug.Log("Loaded game data: " + loadedData.ToString());
// Hanpwknap, BCTaHOBAEHHA no3uuii rpasus 36epexeHUM 3HAYEHHAM
player.transform.position = loadedData.playerPosition;

}

else

{
// 0bpobka Bunagky, kKonu Hemae 36epexeHoro dainy
Debug.LogWarning("No saved game data found. Starting a new game.");
// Hanpuknap, novaTkoea iHiuianiszauis rpwu
SceneManager.LoadScene( "Work");

}

}

public void ExitGame(){
Debug.Log("Quit");
Application.Quit();

}



Honarox b
Ckpunt PauseMenu.cs

using System.Collections;

using System.Collections.Generic;
using System.ComponentModel.Design;
using UnityEngine;

using UnityEngine.SceneManagement;

public class PauseMenu : MonoBehaviour

{

public bool GameIsPaused = false;
public GameObject pauseMenu;
public GameObject playerObject;

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

{
if (PC.compuhterWindow == false){

if(Input.GetKeyDown(KeyCode.Escape)){
if (GameIsPaused)

{
}
else

{
}

ResumeGame();

Pause();

¥

public void ResumeGame(){
pauseMenu.SetActive(false);
playerObject.SetActive(true);
Time.timeScale = 1f;
GameIsPaused = false;

public void SaveGame(){
// 3bepexeHHAa rpu
GameData gameData = new GameData();
// 3anoBHeHHA AaHumu gameData
SaveloadManager.SaveGame (gameData);

¥

public void BackToMenu(){
//SaveGame();
SceneManager.LoadScene("Menu");

¥

public void Pause(){
playerObject.SetActive(false);
pauseMenu.SetActive(true);
Time.timeScale = of;
GameIsPaused = true;
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Honarox B
Cxkpunr Player.cs

using System.Collections;

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

using Unity.VisualScripting;
using UnityEngine;

public class Player : MonoBehaviour

{

[SerializeField] private float movingSpeed = 4f;
[SerializeField] private Rigidbody2D rb;
[SerializeField] private Animator animator;
UnityEngine.Vector2 movement;

private void Awake() {
rb = GetComponent<Rigidbody2D>();
}

private void Update(){
movement.x = Input.GetAxisRaw("Horizontal");
movement.y = Input.GetAxisRaw("Vertical");
animator.SetFloat("Horizontal"”, movement.x);
animator.SetFloat("Vertical™, movement.y);
animator.SetFloat("Speed", movement.sqrMagnitude);

}

private void FixedUpdate() {
rb.MovePosition(rb.position + movement * movingSpeed

Time.fixedDeltaTime);

}

}

50
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HopaTox I
Cxkpunt GameManager.cs

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using TMPro;

using UnityEngine.SceneManagement;

using System;

using System.IO;

using System.Runtime.Serialization.Formatters.Binary;
using System.IO.Ports;

public class GameManager : MonoBehaviour

{
public float dayDurationInMinutes
XBUANHaX
public float clockSpeedMultiplier 1.0f; // MHoxHWMK weupkocTi irpoeoro vacy
[SerializeField] public TextMeshProUGUI clockDisplay; // Mone ana BipobpaxeHHA
roAWHHKUKA
[SerializeField] public TextMeshProUGUI aidaTempCP;
[SerializeField] public TextMeshProUGUI aidaTempGPU;
public static bool availableTask = false;
public static int runningTask;
public static UnityTasks unityTasks;
public bool enableTask = false;
public static SerialPort serialPort = new SerialPort("COM3", 96@0); // MNopT
3’ €AHaHHA Ta wBMAKicTb nepepadyi paHux

150.ef; // TpuBanicTb opgHoro irpoBoro gHA B

public void Start()

{
Time.timeScale = 1f;
try
{
serialPort.Open(); // BiakpwTu nopTt
if (serialPort.IsOpen)
{
Debug.Log("MNopT COM3 ycniwHo BipkpuTtui.");
}
}
catch (IOException e)
{
Debug.LogError("MomMunka niaknw4yeHHs go nopTy COM3: " + e.Message);
}
catch (UnauthorizedAccessException e)
{
Debug.LogError("focTyn fo nopTy COM3 3abopoHeHuii: " + e.Message);
}
catch (System.Exception e)
{
Debug.LogError("Herigoma nomunka: " + e.Message);
}

// OTpumyemo pocTyn po komnoHeHTa UnityTasks
unityTasks = GetComponent<UnityTasks>();



public float currentGameTime; // MOTOYHMA Yac rpu B XBUIMHAX

public void FixedUpdate(){
//TemperatureAida();

}

public void Update()

{

UpdateGameTime();
UpdateClockDisplay();

if(enableTask == true){

}
}

TaskManager();

public static void TaskManager(){

if(availableTask == false){

// TeHepyeMo BuNaAkoBe 3aBAaHHA
UnityTasks.TaskType randomTask =
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(UnityTasks.TaskType)UnityEngine.Random.Range(®, (int)UnityTasks.TaskType.FixHardware +

1);

}

//UnityTasks.TaskType randomTask =
(UnityTasks.TaskType) (int)UnityTasks.TaskType.FixHardware;

unityTasks.ExecuteTask(randomTask);

public void TemperatureAida(){

int randomNumberCP = UnityEngine.Random.Range(35, 1180);
aidaTempCP.text = randomNumberCP.ToString() + " °C";

int randomNumberGPU = UnityEngine.Random.Range(35, 118);
aidaTempGPU.text = randomNumberGPU.ToString() + " °C";

}

public void UpdateGameTime()

{

// PO3paxyHOK MOTOYHOro 4acy rpu 3 ypaxyBaHHAM WBUAKOCTI
currentGameTime += Time.deltaTime * (6@8.0f / dayDurationInMinutes) *

clockSpeedMultiplier;

if(currentGameTime > 490.0f & currentGameTime < 490.3f){

}else if(currentGameTime > 498.9f){

}

// NepeBipka ANA BM3HA4YeHHA HOBOro AHA
if (currentGameTime >= 1440.6f) // 24 rofuHu y XBUNWHAX

{
}

enableTask = true;

enableTask = false;

currentGameTime = 480.06f;

if(currentGameTime >= 960.0f){

Debug.Log("End work day");
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currentGameTime = 480.0f;

}
}
public void UpdateClockDisplay()
{
// OHoBneHHA BipobpaxeHHA roAWHHWKA
int hours = Mathf.FloorToInt(currentGameTime / 60);
int minutes = Mathf.FloorToInt(currentGameTime % 60);
string clockText = string.Format("{@:00}:{1:00}", hours, minutes);
if (clockDisplay != null)
{
clockDisplay.text = clockText;
}
}
public static void TurnOnLampGameManager()
{
// Bipnpasnaemo paHi po Arduino
serialPort.Write("1"); // Hanpuknag, Bignpasnaemo "1" ana yBiMKHeHHS
NamMnoyKn
// OTpumyemo paHi 3 Arduino
string data = serialPort.ReadlLine();
Debug.Log("Data from Arduino: " + data);
}

// MeTon AnAa BUMKHEHHA NaMnoyvku
public static void TurnOffLampGameManager()

{
// Bipnpasnaemo paHi po Arduino
serialPort.Write("0"); // DipnpaBnaemo "@" AnA BUMKHEHHA NaAMMOYKM
// OTpumyemo paHi 3 Arduino
string data = serialPort.ReadlLine();
Debug.Log("Data from Arduino: " + data);
}
void OnDestroy()
{
serialPort.Close(); // 3akpuTu nopT npu 3aBepleHHi
}
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Honartox [{
Cxpunt CameraFollow.cs

using System;
using UnityEngine;

public class CameraFollow : MonoBehaviour

{
public Transform target; // MNocunaHHA Ha rpasuAa, 3a AKUM cnipye Kamepa
public float smoothTime = @.3f; // Yac anAa nnaBHOro nepexopy
private Vector3 velocity = Vector3.zero;

[SerializeField] float leftLimit;
[SerializeField] float rightlimit;
[SerializeField] float bottomLimit;
[SerializeField] float upperLimit;

void Update()
{
if (target != null)
{
// Bu3Hadaemo uinbosy nosuuiwn ana kamepwu
Vector3 targetPosition = new Vector3(target.position.x,
target.position.y, transform.position.z);

// NnaBHe nepemiweHHA Kamepu Ao uinbosoi no3uuii
transform.position = Vector3.SmoothDamp(transform.position,
targetPosition, ref velocity, smoothTime);

}

transform.position = new Vector3
(
Math.Clamp(transform.position.x, leftLimit,rightLimit),
Math.Clamp(transform.position.y, bottomLimit,upperLimit),
transform.position.z
)s
}

private void OnDrawGizmos() {

Gizmos.color = Color.red;

Gizmos.DrawlLine(new Vector2(leftLimit, upperLimit), new Vector2(rightLimit,
upperLimit));

Gizmos.DrawLine(new Vector2(leftLimit, bottomLimit), new
Vector2(rightLimit, bottomLimit));

Gizmos.DrawlLine(new Vector2(leftLimit, upperLimit), new Vector2(leftLimit,
bottomLimit));

Gizmos.DrawlLine(new Vector2(rightLimit, upperLimit), new
Vector2(rightLimit, bottomLimit));

}
}



Honarok E
Cxkpunrt Lamp.cs

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

public class Lamp : MonoBehaviour

{

[SerializeField] private GameObject lampOn;
[SerializeField] private GameObject lampOff;

private void OnTriggerEnter2D(Collider2D col) {

if(col.gameObject.tag == "Player"){
if (GameManager.serialPort.IsOpen)
{
TurnOnLamp();
}
}
}
private void OnTriggerExit2D(Collider2D col) {
if(col.gameObject.tag == "Player"){
if (GameManager.serialPort.IsOpen)
{
TurnOffLamp();
}
}
}

// MeToa ANA BKAWYEHHS NaMMNOYKH
public void TurnOnLamp()

{
GameManager.TurnOnLampGameManager();
lampOn.SetActive(true);
lampOff.SetActive(false);

}

// MeToa ANA BUMKHEHHS NaMMOYKH
public void TurnOffLamp()

{
GameManager.TurnOffLampGameManager();
lampOn.SetActive(false);
lampOff.SetActive(true);

}
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Honarok 7K
Cxpunt PC.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

public class PC : MonoBehaviour
{
public static bool compuhterWindow;
public GameObject pcWindow;
public GameObject playerObject;
public GameObject pc;
public Animator anim;
public Button myCompuhter;
public GameObject myCompuhterWindow;
public Button consoleCMD;
public GameObject consoleCMDWindow;
public Button printerSeting;
public GameObject printerSetingWindow;
public Button aida64;
public GameObject aida64Window;
public Button networkSeting;
public GameObject networkSetingWindow;
public Button message;
public GameObject messageWindow;

public GameObject noMessage;
public GameObject avaibleMessage;

// Start is called before the first frame update
void Awake(){
anim = pcWindow.GetComponent<Animator>();
compuhterWindow = false;

¥

// Update is called once per frame
void Update(){
if(GameManager.availableTask == true){
noMessage.SetActive(false);
avaibleMessage.SetActive(true);

}
else{
noMessage.SetActive(true);
avaibleMessage.SetActive(false);
}
}
private void OnTriggerStay2D(Collider2D col) {
if(col.gameObject.tag == "Player"){
anim.SetBool("isOpen", true);
compuhterWindow = true;
pcWindow.SetActive(true);
}
}

private void OnTriggerExit2D(Collider2D col) {
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if(col.gameObject.tag == "Player"){
anim.SetBool("isOpen", false);
compuhterWindow = false;
//pcWindow.SetActive(false);

}

public void MyCompuhter(){
Debug.Log("Compuhter work");
myCompuhterWindow.SetActive(true);

¥

public void ConsoleCMD(){
Debug.Log("CMD work");
consoleCMDWindow.SetActive(true);

¥

public void PrinterSeting(){
Debug.Log("Printer work");
printerSetingWindow.SetActive(true);

}

public void Aida64(){
Debug.Log("Aidac4 work™);
aida4Window.SetActive(true);

¥

public void NetworkSeting(){
Debug.Log("Network work");
networkSetingWindow.SetActive(true);

}

public void Message(){
Debug.Log("Message work");
messageWindow.SetActive(true);

if (GameManager.availableTask == true){
GameManager.availableTask = false;

}

public void CloseButton(){
myCompuhterWindow.SetActive(false);
consoleCMDWindow.SetActive(false);
printerSetingWindow.SetActive(false);
aidab4Window.SetActive(false);
networkSetingWindow.SetActive(false);
messageWindow.SetActive(false);
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